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IIOAOGPYBAILE HA BOEHOTO ObPA30BAHHUE U ObYKA CO
ITPUMEHA HA TEXHOJOTUJATA HA KOMIIJYTEPCKH UTPU

Caasko AHI'EJIEBCKU
Boena akapemuja ,,I'enepan Muxauno Anocroncku® - Ckormje

Amncrpakr: Bo ipyO0oit e 0adeH fpezaed Ha KOPUCTerelllo Ha eXHOA0ZUjallla HA
uzpu 80 pamkuiie Ha 80eHolio obpasosarue u o6yka. Ilociiou doaza uciiopuja

Ha Kopuciliewe Ha uzpuitie 80 80jcKailia, HOYHY8AjKU 00 llecOUHU Wabau 00 cospe-
MeHuitle komiljyitiepcku uzpu. Kopucitierbeitio KoMijyiiepu 3a u3ge0ys8arse 80eHU
UZpuU MoNHce 3HAUUTEAHO 0d 20 0006pu Keaauilieinioit Ha uciuuiiie. Cozaedana

e Melliodoaozujailia 3a yuerbe U 00yKa co Uomous Ha 80eHu uzpu. Boewuitie cuau
WUPYM C8ellloll OYHAA CO UPUCHOCOOY8atrbe HA MeXHOA0ZUJallla Ha KOMUJYIlepCKU
UZpu KaKko eKOHOMU1HO U pOOYCHIHO CPeOCiliBo 3a Wakiliuyka soena ooyka. [lenec
CcepuosHUilie uZpu ce AAliKa Wo Moxce 0a 20 U0OUZHe K8AAULELO Ha 80EHOTLO
obpazosanue u 00yxa.

Kanyunu 360poBu: 60eHu uzpu, mooeauparse u cumyaayuu, oopazosarue, 00yka,
KOMUJyetupcKU uzpu, Cepuo3HuL UZpu.

IMPROVEMENT OF MILITARY EDUCATION AND TRAINING WITH
IMPLEMENATION OF COMPUTER GAMING TECHNOLOGY

Abstract: This paper gives an overview of use of gamming technology in military educa-
tion and training. There is a long history of using games in the military, starting from sand
tables to modern computer games. Using computers for conducting war games can improve
a lot their quality. Methodology for learning and training with war games is considered.
Military forces around the world begin to adopt computer gaming technology as an appar-
ently cost effective and robust means for military tactical training. Today, serious games
are tool that can improve the quality of military education and training.

Key words: war games, modeling and simulation, education, training, computer gaming,
serious games.
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Bogen

BoenuTe nupiepu yecto ce HaoraaT BO CHTYalldja ia IOHeCyBaaT 3HaYajHU U OTOBOPHH
OJTyKH 1 JIa 'Y CIIPOBElyBaaT UCTUTE BO IpakTUKaTa. Paznuynure curyaiuu mro Tpeda ja ce
pa3pelar co IOHeCyBathe 1 CIIPOBElyBabe Ha HEKOja 3HavajHa OfiTyKa BO YCIIOBU Ha BOCHU
fiejcTBa, a 3a MoTpeduTe Ha 0OyKaTa BO MUPHOBPEMEHH YCIIOBH, MOXKAT fla Ce FeHepupaaT
IO TIaT Ha BOeHM Urpyu. Ha BakoB HaumH, IPeKy NPOUTPyBamke N U3BEKOYBamE, MOXKAT Jla
ce UeHTU(UKYBaaT HajBEPOjaTHATE KITYIHHU (DaKTOPHU IITO MOXKAT fja IOBEAAT /IO yCrex
BO BOEHHMOT KOH(pIUKT. BoeHuTe Urpn ce Kopucrat Kako METOJI 3a MOfJPIIKa Ha oOyKaTa
Ha KOMaHJIaH[¥ Ha BOEHUTE SAUHNIM 1 YWICHOBM Ha HUBHM IITAaO0BY, IPH IIITO CE KperpaaT
KOHKPETHH CUTYalliM 3a YK€ pa3pelllyBame Tpeba fa ce JoHece PEeITeHa OJIyKa U ia ce
corviefiaaT KOHCEKBEHIUTE Off HEJ3UHOTO U3BPILYBaE.

BojckaTa op cexorai riu Kopucresaa BOEHUTE UTPU 32 00yKa, TAKTUYKY aHAJIU3U U
MOJ[rOTOBKA Ha BoeH: Muchu. Cexkoja Off FeHepalluuTe BOCHH CTPAaTEe3! MOpaJa ia ce COOUyBa
€O JaBHOTO MHEHHUE OKOJIY TOA KaKO UIPU e KOPHUCTAT 32 HEIIITO TaKa CeprO3HO KaKo IIITO
€ IUIAHUPakeTO Ha OOPOEHU JIejcTBa BO KOM Ce PU3UKYBAaT YOBEUKH KUBOTH. Bo 21-0T Bek
OBa Ipallame NOBTOPHO ce OTBOPa BO BPCcKa CO IIMPOKOTO KOPUCTEHE Ha KOMITjyTepCKUTE
WTPH, IO3ajMEHH Off MHAYCTpHUjaTa 3a 3a0aBa, BO paMKUTE Ha BOSGHOTO 0Opa30BaHue U 00yKa.!

IleHec, Bo coBpeMeHNTe apMuy, Tpefi ce Ha 3emjure-wieHkn Ha HATO, Bo Texk ce
PA3JIMYIHY CTYAUHM IIITO MMAaT 3a IIeJ /12 ja COTTIeiaaT MOXKHOCTA 3a MPUMEHA Ha CO(PTBEPCKH
nakeT 0a3upaHy Ha TEXHOJIOTHjaTa Ha KOMITYTePCKH BUICO-UTPH BO BOGHOTO 00pa30BaHue
1 o0yKa, a co 1Iell jla ce HaMasaT TPOLIOIUTE W UCTOBPEMEHO Jla ce TMOJUrHe HErOBHOT
kBanuTeT. Ce paboTH 32 AIVIMKALMKUTE IITO TEPMUHOJIOLIKY CE HAapEeKyBaaT CEpUO3HU UTPU
(Serious Games), a BO CyIITHHA ce pabOTH 32 KOMITYTEPCKH, WA BUAEO, UTPH IIITO CE KOPH-
cTaT BO BOCHH IIEJH, TIPE]] ce 3a 00yKa, 00pa3oBaHKe, BU3YeIn3alyja, EKCIIEPUMEHTAPAHE
U CIIMYHO.”

HATO-rpynara 3a mofenupame u cumyiain (NATO M&S Group - NMSG) Beke nma
3aII0YHATO CO U3padOTKa Ha CTy/Iuja BO paMKUTE Ha Koja ce 00paboTyBa HHAyCTpHjaTa Ha
KOMITjYTEPCKH BUJIEO UTPH, CO IIEJI ]a c€ CTEKHAT 3Haeka U [a Ce N3Haj/ie HajCOOBETHUOT
Ha4MH 32 UCKOPHCTYBambe Ha NMOTEHLMjaJOT Ha KOMEPLHUjaJTHATE KOMILYTEPCKUA UIPU BO
BOCHH Iieni. Bo oBaa Hacoka ofipskKaHM ce cepyja paOOTHITHHIM Ha OBaa TeMa M BOCIIOC-
TaBeHa e padotHa rpyna (Task Group MSG - 051) co 3agava fia TH TIPOYUM 3aCTHUUKUTE
notpedu 1 HajroOpaTa NpakTHUKa 3a UCKOPUCTYBAK-E Ha TIOTEHIIU]aJIOT Ha KOMEPIIMjaIHu-
Te TEXHOJIOTUH OfI HOMEHOT Ha KOMIIjyTepCKUTE Bueo urpu.’ VicToBpeMeHo, roeM 6poj
HATO u naprHepcks 3eMju BeKe HUHTEH3UBHO pa0oTaT Ha UCKOPHUCTYBathe Ha IPEJHOCTUTE
LITO I'l HyIX TEXHOJIOTHjaTa Off JOMEHOT Ha KOMILjyTepCKUTe UI'PU U UMIUIEMEHTAlja BO
paMKuUTE Ha pellieHrja BO BoeHaTa 00yKa 1 00pa30BaHKE IUTO I'M HyAaT KOMEPLUjaJTHUTE
U CEpHO3HUTE UTPH.

! Buim nommmpoxko Bo: Smith, R (2005). “The long history of gaming in military training”, SIMULATION
& GAMING, 40-th Anniversary Issue.

?Paul, R. Brown, D. (2008) “Games — Just How Serious Are They?”, Interservice/Industry Training, Simula-
tion, and Education Conference (I/ITSEC).

* Smith, R. (2006). “Technology disruption in the simulation industry”. Journal of Defense Modeling and
Simulation, 3(1), pp. 3-10.
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OcHoBHE OUMH ¥ Te(PUHUIUT

Penynupana Ha Hej3uHaTa popMalHa CyLITUHA, uzpailia TIPETCTaByBa
aKTUBHOCT TOMely /1Ba UJIH TOBEKe He3aBUCHU OTIydyBauyH KOM ce TpyAaT fia
I'Ml IOCTUTHAT CBOMTE IIEJIM BO OffpeieH iepuHupaH KOHTEKCT. Bo pamMkuTe Ha
ofpefeHa MOKOHBEHIMOHAHA Ie(PMHUIIMja OU MOXKEJIO la ce KaxKe JleKa urpara
€ KOHTEKCT CO OffpefieHH NpaBujia BO KOj MPOTUBHMUIUTE HACTOjyBaaT ja T'M
nocturHat genurte. OBe MOXKe fia ce BOBeJie IOUMOT Cepuo3HLL Uzpu BO CMUCIIA
JieKa BaKBUTE TP MMaaT EKCIUIMIUTHA U BHUMATEIHO 3aMUCIeHa eJyKaTuBHA
HaMeHa U IPUTOA NCTUTE He ce HAMEHEeTH Kako UTpH 3apaan 3abapa.’

Mozke na ce ganie cepuja Ae(MHUALMU, KOU BO CBOjaTa CYLITUHA ja ©MaaT
ynotpebaTta Ha KOMIIjyTepHUTe KaKo CPEACTBO 3a peanu3alyja Ha urpata. Mzpaitia
npeTcTaByBa (PU3MYKYU WU MEHTAJIEH KOHTEKCT, U3BE/ICH Cope]] crenupunyHn
IpaBuUIIa, a Co LIeJl Ia ceé OBO3MOXH 3a0aBa WM HarpajlyBame Ha YUECHUIIUTE.
Buodeouzpa npeTcraByBa MEHTaJeH KOHTEKCT, HT'pa Ha KOMIIjyTep BO corjac-
HOCT co cnenuuyHU IpaBuia 3a 3abaBa, peKpealja Wik NOCTUTHYBamke Ha
4yBCTBO 32 oOeyia 1 joouBame Harpaau. Cepuo3Hna uzpa npeTcraByBa MeHTaleH
KOHTEKCT, UTPAaH Ha KOMIjyTep BO COIJIACHOCT €O CHelu(pUYHM MpaBUiIa, IpU
ITO 3a0aBaTa ce KOPUCTH 3a MOHATAMOIIIHA 00yKa, eiyKalyja, UCTpasKyBamba
BO MEJIMIMHATA U MIOCTUTHYBambe CTPATEIIKN KOMYHUKALMCKY IENH, a CO LeJ
OCTBapyBam¢e Ha Ope/IeHN BIIaJIHY WA KOPIIOpaTHBHY nHTepech.’ Cepno3HuTe
UTPU ce U3ajHUpaaT co Iell a ce OBO3MOXKU eflyKallja ¥ BO HUBHAaTa OCHOBA
COZlp>KaHM ce OAPE/ICHN NEarolIKy 3HaeHha.

3HauewEeTO Ha UTPUTE JIEHEC, MOXKe J1a ce MIYCTpUpa NpeKy MUclaTa Ha
Llynujan Quben (Julian Dibbell): ,,rpata Bo 21-0T BeK NMpeTCTBYBa UCTO HITO
IIpeTcTaByBallle napeara Bo 19-oT BeK - MOK IITO MOXeE Jla Ceé UCKOPUCTH 3a
colyjalaHa U eKOHOMcKa 00poout”.®

Hcropuja na ynorpedaTa Ha BOeHH UTPH
BO 00YKaTa Ha BOCHHUTeE JIHepH

HcropujaTa Ha ynorpebaTa Ha BOGHUTE UTPH, @ BO HUBHU PaMKU U MOJ-
eMPAETO U CUMYJIALMNATE Ha CIIOXKEHU KOH(INKTHH TPOLIECH, BO BOSHU 1IEJH,
uMa i1ab0KM KOpeHu. BoeHnTe urpu Kako MeTof1 3a 00yKa Ha BOGHUTE JIUJIEPH Ce
CIIOMEHYBaaT Off IOYETOKOT Ha uIIaHaTa ucropuja. O Kora ce naMeTH, 40Be-

* Bupm mommmpoxko Bo: Abt, C. (1970). Serious Games. New York: The Viking Press.

° Bupn mommpoxko Bo: Zida, M. (2005). “From visual simulation to virtual reality to games”. IEE Copmuter.

¢ Julijan Dibell. (2006). Play Money: or how I quit my day job and struck it rich in virtual loot farming.
Basic Books.
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KOT HACTOjyBaJl ia ja MO00pH CBOjaTa CIIOCOOHOCT 32 CIPAaBYBalkhe CO KPUTUYUHU
cuTyanuu. EfeH o HauMHUTE 12 rO HAIpaBy TOa OUII OOUJOT Ja ce CTaBy ce0ecu
BO BEILITAYKM KperpaHa CUTyaluja CIMYHA Ha OHAa O KOja caKasl 1a Ce CIIpaBH.
Ha BakoB HauuH, Oua BO cocTojOa 1a ce oOyuM 3a mpe3eMame Ha OfpeicHI
NOCTANKN ¥ aKTUBHOCTH, KAKO M Jla BPIIN €KCIEPUMEHTHPAkhEe U aHAIU3a Ha
MOCTIEANIUTE Off IPe3eMEeHNTE akiuu. Bo paMKuTe Ha BaKBUTE HACTOjyBamwa,
KOHCTPYUPaHU Ce MOMAJIKy UJIHM NOBEKE CIOXKEHU MOJEJIN CO IOMOII Ha KO’
ce 00jacCHyBaHM KOMIIJIEKCHATE (P€HOMEHH LITO BIIAjaaT BP3 BAKBUTE IIPOIIECH.

BoenuTe urpu umaar gonra UCTopyuja U ce NojaByBaaT BO HAjpa3jInuHU
(popMu BO TEKOT Ha LIEIOKYITHOTO YOBEKOBO IIOCTOECHE, IPUTOA MEHYBAJKHU IO
TEKOT Ha UCTOPHjaTa, JUPEKTHO WK MHAUPEKTHO. [ToueTonuTe Ha mpuMeHaTa
Ha BoeHuTe urpu gatupaat of 3000 ropuna npey Hamiata epa Bo KuHa, kora
MO3HATUOT BOjCKOBOJICL] M HAjCTapuMOT MO3HAT (puino3od of obnacta Ha BOjc-
koBoacTtBOoTO CyH Ly (Sun Tzu), ja nMa KperpaHo NpBaTa Mmo3HaTa BoeHa urpa.’
Panurte dpopmu Ha urpara riaxr Bo Kuna nu Uaauja, Bo nepuopot okomny 500 ro-
[IMHY [TpEJ] HalllaTa epa, IpeTCTaByBae IPBUOT IIO3HAT IIPUMED HA MOJIETIUPahE
Ha 00pOeHH iejcTBa, uin (hopMa Ha BOeHa Urpa 0asupa Bp3 CTPUKTHY IIPABHUIIA.
Bo noHaTaMOIIHUOT TEK Ha NCTOPHjaTa, BOEH! KOMAH/JaHTHU ce OOUyBajIe 1a '
BU3YENIN3UpaaT MOXKHUTE HAUMHY HA OJJBUBAHE HA BOGHUTE aKIIUU CO KOPUCTEHE
Ha KaMema ¥ €[HOCTaBHU MOJIEJIN HA TEPEHOT HAIIPAaBEHNU Off IECOK WJIU IJINHA.
IIpuMepu Ha KOPUCTEHE HA TIECOYHM TaOIN CO PEeIUIMKAIMK Ha JIyfe, eAUHULIN U
BOEHa onpema Kopuctesie Pumckure BojckoBoauu Bo 30 roiHa BO HallaTa epa.

3a mpBa (popMa Ha MOJIEpPHM BOEHHU UI'PH MOXKE J1a CE CMETAaT OHUE IITO
ce npakTukysaie Bo [1pycuja okony 1811 ropuna. Bo Toj nepuop, 6aponotr Bon
Peucsurc (Von Reisswitz), INBUIIEH BOEH COBETHUK Ha [IpyckuoT fBop, ja mpomo-
BHpa urparta HapedeHa Kpewrmmmn (Kreigsspeil, ninm npeBefieHO Off TepMaHCKH
,»BoeHa urpa“). irpata opurnHaiiHO € UrpaHa Ha TalJIy MOKPUEHH CO ECOK | CO
KOpHCTEH-E Ha JPBEHN (DUTYPH 3a peIpe3eHTal|ja Ha pa3IMYHATE BOCHU €INHULA.
IIpaBunaTa ro noxkpusajie ABIKEHETO U €(PEKTUTE HA TEPEHOT, a UCXOAOT Ha
urpara OuJI pa3pellyBaH CO KOPUCTEWE Ha TalOella 3a Mperiie]] Ha HAAMOKHOCTa
u maHcuTe 3a ycnex. [Ipyckure BoeHM WIpu MOHATaKa Ce yCOBPIIYBaHH, TaKa
LITO BO MOIOLHEXKHUOT MEPHOJ] Ce M3BeAyBaje Ha Tonorpadcka KapTa 1 uMaje
00EMHHM ¥ TOYHO YTBP/CHHU IIPABUJIA 32 TEPEHOT, JIOTUCTUKATA, OTBOPAKETO OraH,
MapIlUupamkeTo, TPAHCIOPTOT U CIMYHO. BakBuTe BOeHU Urpu Ouie MOHATaKa
pa3BuBanu 1 off 1824 rogrHa KOHIIENTOT 3a ynoTpeOa Ha BOCHH UT'PH 3a 00yKa Ha
BOCHUTE KOMaHJIaHTH OMJT BOBEJICH BO OpuIIMjaiHa yIIoTpeda BO mpycKaTa Bojcka.®

7 Bupu mommpoko Bo: Farmer, E., J. van Rooij, Riemersman, J., Jorna, P., Morral, J. (1999), Handbook of
Simulator-Based Training, Ashgate Publishing Ltd., Vermount, USA.

8 Buau momupoko Bo: James F. Dunningan (2000), Wargames Handbook — How to Play and Design
Comercial and Professional Wargames, Writers Club Press, New York, USA.
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IToHaTaMOIIHMOT pa3BOj HA BOCHUTE UTPH JOLION IO OfPENIeH 3acToj,
OujejKu mpaBuiiaTa KOM IMPUTOA C€ KOPUCTEJIE cTaHajle MPEMHOTY OOEMHU 1
kommuipanu. Kako nociesuiia Ha oBa ce 1mojaByBaaT TaKaHApPEUYEHUTE ,,CT10-
OOJHM BOEHU UTPHU“ BO KOM € KOPUCTEeHa Tonorpagcka Kapra u caMo OfipeieH
JieN off IpaBUJIaTa Ha OPUTMHAIHATE BOSHN UTPU. TOYHO yTBpAECHUTE 1 0OEMHUI
IpaBuIIa Ousie 3aMEHETH CO KOHTPOJIOPY Ha BOEHATAa UTPa, BO UMja yJIiora HajuecTo
ce MmocTaByBaJjie CKYCHM BOEHH BETepaHH, KOU T'M aHAIU3Mpaje U OleHyBaje
MOCTIEAUIATE Off AOHECEHUTE ONIYKU U IPe3eMEeHNUTE aKIIUU BO TEKOT Ha Urpara.

Bo TekoT Ha gBeTEe CBETCKHM BOjHM MOBEKETO Off 3eMjUTE YUECHUUYKHU BO
BOECHUTE CYIUPU T'O KOPUCTEJIE METOOT Ha BOEHU UTPH 3a 00yKa M MOAPIIKA
Ha TPOLECOT Ha JIOHECYBambe OJIJIYKH 32 aHTaXKHpPame Ha CHIINTE BO BOCHUTE
akuun. Ha npumep, I'epmaHiuTe co moMonl Ha BOGHU UTPU pa3padoTyBaje
pa3IMYHU ClieHapHja 3a N3BeJlyBambe Ha MHBa3ujaTa Ha [lancka u Hopselika Bo
1940 ropguua.’

Ce 1o mieeceTTUTE TOJUHU HA MUHATUOT BEK ,,CJTIOOO/THATE UTPHU‘ TOMUHU-
paat Bo oOykaTa Ha BOGHUTE CTapellInHN BO IIOBEKETO CBETCKH apMUM, ofleKa
TaKaHapeYeHUTE ,,CTPUKTHU UTPU‘° BO KOU TIOMUHUPAAT OOEMHU U KOMIUTHUIIN-
paHu MpaBuUJia JOKMBYBAaT Ha3aJlyBakbe BO HUBHUOT pa3Boj. [IpecBpT Ha OBaj
IUTaH € HaIpaBeH CO BOBEYBAHETO HA KOMIIjyTepU BO BOEHUTE UT'PH, CO IIITO €
OBO3MOXKEHO /1a ce Kperpa KOH3UCTEHTHA U CTUMYJIMpayKa CpefiluHa 3a U3Befly-
Bakh€¢ Ha BOGHUTE UT'PH, IIITO HOPAHO € IOCTUTHYBAHO CO MOMOIII Ha KOMIUIEKCHUTE
npaBuiia 3a urpata. Kommjyrepure ro noegHocraByBaaT NpecMETYBakHETO U
KOPHUCTEHETO Ha TOJIEMUOT OpOj MOAATOIHM 32 U3rpafda Ha KOMIIEKCHUA MOJIETTU
CO KOM ce CUMYJIUpa TeKOT Ha OOpeHuTe fiejcTaBa. Pa3BojoT Ha KoMIjyrepure,
3ae/IHO CO Pa3BOjOT Ha 0a3MW Ha MOJATOLM U CPEACTBA 3a aHAJIN3a, T'M Bpaka BO
ynotpeba ,,cTPUKTHATE BOEHU UTPU™‘, Mef'yToa cera Bo (popMa Ha KOMITjyTepCKI
MOJIIP>KYBaHN BOEHU BexXOn/urpu. Bo Tekot Ha 3anuBckaTa BOojHA BO rojema
MEpPKa €€ KOPUCTCHU KOMHjYTepCKI/I NMOAP2KYBAHU BOCHU UT'PU U CO HUBHA ITOMOIT
ce TeCTUPaHU Pa3JINYHU ONIEPATUBHU pellIeHN]ja 3a Ipe3eMamhe BOCHH aKIUU.

Bo TekoT Ha iBaeceTTHOT BEK Ce OfIBMBA €BOJYIMja HA BOEHUTE UTPH, BO
paMKHUTE Ha KOja ce KOpHUCTAT MPUAOOMBKUTE HA COBPEMEHUTE TEXHOJIOTHH U
C€ IpUMEHYBAAT HAYYHU allJIMKaluX O JOMEHOT Ha COBPEMEHU TEXHUKU, KaKO
LITO Ce: ONEepallMOHN UCIIUTYBakha, aHAIMTAYKA Teopuja Ha urpu, Monrte Kapio-
METO/IM, MATEMAaTHUKO MOJIENIpabe, CACTEMCKH aHalu31 1 cinyHo. HajzHavajHa
e MpuMeHaTa Ha KOMIIjyTepr U U3rpajidaTa Ha CIOKEH! MaTeMaTUIK1 MOJIeTN

° Buu nompoko Bo: Bermard, P. Z., Herbert, P., Tag Gon Kim (2000), Theory of Modeling and Simula-
tion — Integrating Discrete Event and Continuous Complex Dynamic Systems, Second Edition, Acsdemic Pres,
San Diego, CA, USA.
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3a MOJIApIIKA HAa BOEHUTE UTrpH. Pa3BOjOT HAa KOMITjyTepCKUTE alaTKU X HUBHATA
IPUMEHA BO MPOIECOT 3a IOHECYBAKE OINIYKN MMa HAIPaBeHO HAIMPENIOK MOJ-
€JHAaKOB Ha OHAj IITO TO UMallle U3yMYBakETO HA KOMIjYTEPOT HA KPajoT Off
Bropara cBetcka BojHa. '’

Pa3BojoT Ha TexHOJOTHjaTa Ha U3BEyBamke HAa BOEHUTE UIPHU, OC-
BEH BP3 Pa3]IMYHU OOJACTH HAa UUBUJIHUOT U BOCHHOT CEKTOP, BIIMjae U Ha
nHpopmaTtuukara pesoaynuja. Of TpafULIMOHAIHUTE NIPYCKU BOEHU UTPU O
COBPEMEHHUTE KOMIIjyTePCKH MOJIP>KYBaHU BOCHHU BEXXOM MOCTUTHAT € TrojieM
HaIpegoK BO TEXHOJIOTUjaTa U METOAOJIOTHjaTa 3a U3BElyBamke Ha BOCHU UTPU
CO IIeJ /1a ce BpIIM edUKacHa ¥ €eKOHOMUYHA OOyKa Ha BOEHHUTE JUJAEPU BO
MUPHOBPEMEHH YCIOBHU.

IIpumena Ha KOMIjyTepH BO BOCHUTE UTPH

TpagunuoHamHUTE BOeHN UTpy (IITaOHM BOSHN BeXKOM) 32 00yKa Ha BU-
COKHTE KOMaHJIHU HUBOA Cce OpraHM3MpaaT Taka LITO ce NOCTaByBa OffHAIPE[]
olpefiesieH pa3Boj Ha HACTaHU (course of events) M caMo 1O TIOTpeda ce MpUMeHY-
BaaT HEKOM IOTIOTHATEIIHY aJITEpHATUBHIY CllydyBama. Bo corimacHocT co ofgHa-
Ipeq NpeBUCHUOT Pa3BOj Ha HACTAHUTE, BO MUIIAHA (opMa, ce BMETHYBaaT
(WHjekTHpaaT) Ofipe/ileHN HACTaHU, OMHOCHO Maja KOJIIMYMHA Ha WH(OpMaun
BO COTJIACHOCT CO CLIEHApUOTO, CO LIEJI Ja CE CTUMYJINPAAT aKTUBHOCU BO TEKOT
Ha M3BEYBAaKkETO Ha BexkKOaTa.

I'maBeH HEOCTATOK HA TPAAUIIMOHAIIHATE BOSHU UTPY PETCTaBYBa HE3a/{0BOJI-
HaTa IMHaMUKa [IpH pa3BojOT Ha HACTAHUTE BO TEKOT Ha BexkOaTa. Mepkure u akipire
IITO 'Y [Ipe3eMaaT yYeCHUIUTE BO TEKOT Ha BexKOaTa MOXKAT CaMO HE3HAUMTEJIHO Jla
BIIMjaaT BP3 TEKOT HA HACTAHUTE OHJICjKN BO CIIPOTUBHO, BMETHYBAETO (MHjEKTH-
pambe) Ha OffHaTpes] MOIrTOTBEHNTE CITYYKH, IIITO Tpeda /1a ja cTuMysmpaat padoraTta
BO TEKOT Ha BexkOara, ja rybaT cMucjaTa u pesieBaHTHOCTa. [Ipyr MOmonHuTENeH
npoOeM IpeTcraByBa (paKTOT IITO METOIOT Ha paboTa Oapa aHraskKuparme Ha ToJIeM
6poj nyre (Mrpaur Ha OfPENICHH YIIOTH) €O IeJ Aia Ce TeHepupaaTr HaCTaHUTE IITO
Tpeba 1a ce BMETHAT BO TEKOT Ha Bexk0aTa BO COIVIaCHOCT O crieHaproTo. Mcto Taka
MOJI'OTOBKATa Ha BexkOaTa e JJoAroTpajHa 1 6apa MHOTY paboTa.!

KommnjyTepcku nogaps>KyBaHUTE BOSHN UI'PH (BEXKON ) TPeTCTaByBaaT METON
3a 00yKa 1 n3BexkOyBame 0a3upaH Bp3 KOPUCTEHETO HA KOMITjYTEPCKU CUMYJIa-
IVICKU MOJIENIN, TaKa JN3ajHUPAHM 1a OBO3MOXKAT CTaBamke Ha BOCHUTE JINIEPU

10 Vraikov, N. (1999), “The Computer Aided Exercises — An alternative of the Conventional Exercises
in the Armed Forces ”, Information & Security Volume 3, pp. 119-131.

"' Bugn mommpoxo Bo: Swedish Defence Wargaming Centre, Command and Control Game, 1ocTanHo
Ha www.fksc.mil.se/article.phd?id=5400.
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BO PEAIIMCTUYKO ¥ CTPECHO ONKPY>XKYBaHE CO LeJI [1a C€ CTUMYJIMpPA IPOIIECOT 3a
JIOHECYBaK€ OJIYKH, IITaOHATa UHTEPAKIMja ¥ KOOPAWHAILIMja BO PAMKUTE Ha
IIPOLIECOT 32 KOMaHAlyBathe M KOHTpoJa. BakBaTa reHepryka aeuHUIMja I Ha-
IJ1acyBa KJIIyYHUTE €JIEMEHTH LLITO T'M COYMHYBAaT KOMITjyTEePCKH NOAP>KyBaHUTE
BOEHU UrpH (BexKOM)  yJorata Ha KOMIjyTEepPUTE BO HUBHUTE PaMKH:!'?

I1pBO, THe mpeTcTaByBaaT Kpeupame Ha CHMYJANNCKO (BUPTYEIHO)
ONKPYKyBame IITO TO CTUMYJIHpPA YOBEUKHOT MPOLEC 32 JOHECYBAHE ONIYKH.
Kommnjyrepute ce KopucTaT 3a cUMyJ1alyija Ha CUJINTE M HUBHATA MHTEPAKIINja, KaKo
U 3a IIpe3eHTallja Ha peJIeBaHTHUTE NH(OPMAIMU Ha YUECHULIUTE BO BexKOaTa.

Bropo, mogpuikara (acucTeHnujaTa) mTo ja HyAaT KOMIjyTEPUTE MOXKe
lla ce pasriieflyBa Ha HeKOJKy HaunHu. KoMmnjyrepusupanure 00pOeHU cuMy-
Jalyu ce KOPUCTaT BO (pa3aTa Ha MOArOTOBKA Ha BexKOaTa 3a KOHCTPYKIUja U
IIPUJIarofyBambe Ha OCHOBHOTO ClieHapHo Ha BexOaTa. Bo TekoT Ha ¢pa3aTa Ha
peanusanyja Ha Bexk0aTa, KOMI[JyTEPHUTE ce KOPUCTAT 32 CUMYJIMPAHE Ha €JIEMEH-
THTE BO paMKHTE Ha BexOaTa IIITO He ce IPOUrpyBaat off CTpaHa Ha BUCTUHCKA
ayfe U Kajie Ha ce KOPUCTU BUCTUHCKA OIpeMa, Kako M Jla UM OBO3MOKAT Ha
KOHTPOJIOPUTE HA BexkOaTa /1a ' HaJrJIelyBaaT HACTAHUTE U CIIy4yBamaTa 1 110
noTpeda fa MHUIMpaAaT KOpeKTUBHU akuuu. Ha KpajoT Ha BexxOaTa, KOMITjyTe-
pHTe ce KOPUCTAT KaKo MOAAPIIKA BO IPOLECOT Ha aHAIK3a.

TpeTo, KOMIjyTepUTE ce KOPUCTAT 3a KPEUpPaKe Ha BPCKa, MU TpaHCca-
1yja, noMery nHpopmanuuTe u 6a3uTe Ha MOAATOLH ILITO IO KperpaaT CUMYJIa-
IYICKOTO ONKPY>KyBame, KaKo U nomerl’y nH(popManuuTe u 0a3uTe Ha MOAATOLN
IITO T KOPHUCTU PEATTHUOT CUCTEM 32 PAKOBOJICHC I KOMAaH/IyBabE;

YeTBpTO, BO paMKUTE Ha KOMIjYTEPCKH MOAAPKYBAaHUTE BOCHU UTPU
BKJIYYEHH c€ fiBa aclleKkTa - efiyKauuja u oOyka. 3a oOyKa, TUIMYHATA aylH-
€HIIMja MOXE Jia ja COYMHYBAaaT MaJli IITA0OHU IPyNH WITO ce (POKyCUPaHM Ha
cienuryHA PYHKIMOHATHU 00acTh. 3a N3BeXKOyBamhe, BOOOMYAEHO NTOCTON
MOIIMPOK KPYT Ha YUYECHUIM U (POKYCOT ce HacOUyBa KOH (PYHKIMOHATHOCTA
Ha TNIaBHUTE OpraHU3alUcKu cTpyKTypu. Kiyuen uatepec BoO BTOPUOT Clly4aj,
IIPETCTaByBa AKTHUBUPAKkE HA PAKOBOJHUTE U KOMAHJHUTE CTPYKTYPH 32 CIpa-
BYBam€ CO KpHU3U U BOCHHU ClieHapHja.

ITpumenata Ha KOMITjyTepUTe 3a MOJIPIIKA Ha BOGHUTE UTPU OBO3MOXKYBa,
BO CJIy4aj aKO UCTUTE MPABUIIHO CE KOPUCTAT, /]a C€ HaJIMAHAT IIPETXOIHO HaBe-
JIEHUTE HEJOCTATOLH, @ UCTO TaKa 1 J1a Ce MOJUTHE ONMIITOTO HUBO HA KBATUTETOT
Ha KJIACHYHUTE BOCHU UTPH.

12 Coppieters, D (December 2002), Military Operational Requirements for Computer Assisted eXercises
(CAX) in NATO, Paper presented at the RTO SAS Lecture Series on “Simulation of and for Decision Making”, held
in Hague, The Netherlands, and published in RTO-EN-017.
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Co pa3BojoT Ha NH(POPMATUUKHUTE TEXHOJIOTUHU, KOMIIjyTEpUTE ICHEC Ce
TOJIKY MOKHH IITO OBO3MOXKYBaaT LIeJIOKyITHaTa BOEHa Ur'pa ia ce TpaHcopmupa
BO IUTHTANIHA TporpaMa. Ha BakoB HAUMH ce eTMMIHAPA T'OJIEM JIEJT Off MAHYell-
HaTa paboTa 3a IOMeCTyBamkhe Ha Pa3InIHN CUMOOJIH Ha ToNorpadcKuTe KapTH,
IpefBuyBamke HA pe3ylaTuTe Of AejcTBaTa U KaJKyJIUpame Ha MOJATOLH 3a
aHanmu3a. irpaunTe ce CKOHIEHTPUPAHK CAMO Ha TAKTUYKUTE NOTE3U U HUBOTO
Ha KOMILIEKCHOCT 3a paboTa co TacTaTypaTa Ha KomnjyrepoT. OBa OBO3MOXKYBa
3rojieMyBame Ha (PIeKCUOMIIHOCTA U MOANralke Ha HUBOTO HAa KOMJIEKCHOCTA
Ha BexxOata. lllupunaTa Ha reorpacKuoT NpocTop, OpOjOT Ha UKOHUTE U KOM-
IJIEKCHOCTA Ha aITOPUTMUTE BeKe He MPEeTCTaByBaaT OrpaHNYyBayKy (PakTop,
3a pasiuKa Ojff MUHAaTOTO Kora paboTHTe ce pellaBajie cO MOJIMB, XapTHja 1
KaJKymaTop.'?

Ha no4eTokoT, JUrHTaJTHUTE BOEHU UIPH NPETCTAaByBajle €JHOCTaBHA
KOHBEP3Uja BO KOMI[jyTepPCKa MporpaMa Ha BeKe IOCTOJHUTE M3BEAYBAaHU Ha
xapTHja. buno noTpeOHO OfpeleHO BpeMe AN3ajHEPUTE U MpOrpaMepuUTe fa ro
OTKpHjaT NOTEHIXjaJOT Ha HOBUTE CMETAUYKU MAIIMHU U f1a pa3BUjaT MOKOM-
IUIEKCHU MaTEMAaTHYKU U JJOTUYKK anropuTMu. lcrToBpeMeHO, OBO3MOXKEHO €
U JUCTpUOYNPAHO U3BEyBamkEe HA BOEHUTE UTPU KaJle UTPAYUTE CE CEMECTEHN
BO Pa3JIMYHU POCTOPUH, WM CE€ Haofaje Ha Pa3InyHy reorpad cKu JOKaIu.

JleHec, nepcoHaTHUTE KOMIIjyTepU M HUBHUTE rpapuuku KapTHUKU IPeT-
cTaByBaaT COJIMJIHA I1aT¢opMa 3a MOAAPIIKA HAa UTPU HaMEHeTHu 3a 3a0aBa,
BOeHa 0oOyKa, MEIMIIMHCKA efyKanuja U riobanHa KoMyHukanuja. Boenure
CHUMYJAIUCKN COPTBEPCKN MaKeTH, Kako Ha npuMep Cummynamycka Mpexka
(Simulator Networking - SIMNET) n Mopnynapau nonyaBromatcku cunu (Modular
Semi-automated Forces - ModSAF), n mokpaj Toa IITO Gea pa3BUBaHU 32 UHCTO
BOEHA NIPUMEHA, OBO3MOKHja HCKOPUCTYBakhEe Ha HCTPaKyBambaTa 3a pa3Boj Ha
rpauuKuTE aJaTKU HallpaBeH! BO aKaJeMCKH J1a0opaTopuH J1a OujaT KoMep-
IMjaIu3UpaHN Of] CTPaHa Ha HEeKoM KommnaHuu. VIcToBpeMeHO, KOMIjyTepCcKu
UTPH CO3M1aJicHN 32 3a0aBa, Kako Ha npumep STEEL PANTERS u CLOSE COMBAT,
IIOYHAaa fla ce MpUIarofyBaaT 1 KOPUCTAT BO BoeHaTa oOyka.'

Hwu3 nekapuTte Ha jjoira eBojynuja JyfeTo cé yIITe ce 3arpUsKeHH 3a
IPUJIAroyBambeTO HAa KOMIJYTEPCKUTE UIPH, ILITO CE NPBEHCTBEHO HAMEHETHU
3a 3a0aBa, CO IIeJI 1a Ce OBO3MOXKM HUBHA IPUMEHA BO BOEHOTO 0Opa3oBaHue U
o0yka. OcHOBHA MPUYMHA 32 3aTPUKEHOCT € (PAKTOT IeKa OBUE UT'PH U NOKPaj

13 Buptn mompoko Bo: Smith, R (2005). “The long history of gaming in military training”, SIMULATION
& GAMING, 40-th Anniversary Issue.

14 Buau nommpoko Bo: Paul, R. Brown, D. (2008) “Games — Just How Serious Are They?”, Interservice/
Industry Training, Simulation, and Education Conference (I/ITSEC)
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TOa LITO Ce BU3YEJIHO aTPaKTHUBHHU, celaK HEe HyJaT BUCOKO HHUBO M MpeEIW3HA
penpe3eHTanyja Ha akTUBHOCTUTE LITO ce CIyuyBaaT Ha 60jHOTO noJse. ClnuyHa
3arprxKeHOCT ce MOjaByBa M BO IPYTU NOpayja IITO MPUJIarogyBaaT TeXHOJIOT UK
IPBEHCTBEHO pa3BUEHM 3a Apyra HameHa. Ha mpumep, Bo obiacTa Ha Menu-
IIMHCKAaTa efyKalfja HalpaBeH! ce roseM Opoj CTYIUH CO IIeJ fja ce COoriesia
llajyl CUMYyJIalluuTe Off pa3jIMyeH BUJ MoOXKaT fAa o6e36enaT nopobpa o6yka of
TpaguMOHAIHATEe (DOPMHU Ha ITOKa3Ha HacTaBa. Bo moroneMuor O6poj ciydyan
€ JIOJIEHO J10 3aKJIy4OK JIeKa OBHME HOBHU alaTKU 3a o0yKa Ce €CEHIUjajHU 32
pa3BHBame Ha MOKOMIUIEKCHU BEUITHHY, ILITO Ce MOTPeOHNU 3a U3BEyBamkhE HA
HajCOBPEMEHUTE METO/Y 3a U3BEAYyBamhE ONepalii BO KOU Ce KOPUCTH MOJIEpHA
XUpyIIKa onpema.’

MeToponoruja Ha yyeme 1 00yKa cO IOMOII HA BOCHH HTPH

Konnentor Ha BoeHOTO 00p30BaHMe UM OOyKa BKJydyBa TPU pa3IudHU
(basu 3a ycBojyBame Ha 3HacmaTa IITO CE MPUMEHYBAaaT HA TPYIH W NOCAMH-
I, a Toa ce: MHCTpynpame (Kako popMma Ha yuewe), 00yKa U U3BeKOyBambe.
Hnuciupyuparseitio ce offHeCyBa Ha IPBUYHO YCBOjyBahe 3HaeHa U BEIITUHU Off
cTpaHa Ha noeAuHIy uin rpynu. [Tocne MHCTpyHpameTo cliefu oOyKaitia, Hej3uHa
IIeJI € 1a Fo MOA00PU OHECYBakhETO (HAUMHOT Ha KOj ce U3BPIIIyBaaT 3alaunTe)
Ha MOEAMHIUTE W TPYNUTE BO MPUMEHATa HAa HUBHUTE HOBOYCBOCHHM 3HACHa U
BEUITHHHU. M36excOysarveitio ce M3BefyBa 1ocie JoOpo U3BplIeHaTa 00yKa, Moxe
Jla ce KOPHUCTHU 3a Ofip>KyBarhe Ha HUBOTO HA CTEKHATUTE BEIITHHN BO TEKOT Ha
UHCTPYHUPAKETO U 00yKaTa, OBO3MOXKYBa TUMOBUTE M MHAMBUAYAILUTE Jla TO
reHepanu3upaaT HIOCTUTHATOTO 3HACH-E IPEKY HUBHO CTaBam€ BO Pa3IMYHH BH-
JIOBY CUTYaIlH COTJIACHO CO OPE/ICHO CIIEHApHO 1 pa3Boj HAa 3HAeHa NOBP3aHN
CO YCIIOBHTE BO KOM HajoOpPO MOXKAT ia ce KOPHUCTAT Crielu(pUIHUTE BEIITHHM. ©

BonporiecoT Hanporpeciuja, of KHCTPYUPakE IO U3BEXKOYBaHE, ONKPYKYBAHETO
LITO CE KOPHCTH 38 OCTBAPYBAKE HA TPAHC(EPOT HA 3HACHE CTAHyBa MHOT'Y IIOKOM-
IUIEKCHO U Pa30MpameTo MOBP3aHO CO KOPUCTEHETO Ha TPAaHC(PEPUPAHOTO 3HACHE
ce 3rojieMyBa BO TUMOT WK uHuBUAYyaTa. [Topaau Toa, onkpyXyBamarta BO KOU ce
u3BeflyBa N3BEXKOYBambETO CE MHOTY KOMILIEKCHH U CE jJaByBa IOTpeOa 3a (hoOpMasHi
penpe3eHTalyy, IITo BOOOMYaeHO HajMHOTY My OfroBapaatr Ha IpOIECOT Ha aBTO-
MaTu3anyja 1 KOPUCTEHhe Ha KOMITJyTEPCKH ITOTIIOMOTHATO YUEH-E.

15 Lane, J.L.; Slavin, S.; and Ziv, A. (June, 2001). Simulation in medical education: A Review. Simulation
& Gaming, 32(297).

' Bupu notmpoko Bo: Coppieters, D (December 2002), Military Operational Requirements for Com-
puter Assisted eXercises (CAX) in NATO, Paper presented at the RTO SAS Lecture Series on “Simulation of and
for Decision Making”, held in Hague, The Netherlands, and published in RTO-EN-017.

COBPEMEHA MAKEALOHCKA OABPAHA



Tlexnuuno-tiexnosomnn gocliininybara, Goopuymybare u oipena

Pa3BojoT Ha coBpeMeHHTE TEXHOJIOTUH, TOCEOHO MH(POPMATUUKUTE, HI
llaBa 3a MpaBo Ja KaxKeMe JieKa IeHeC ce HaofaMe BO epaTa Ha JUIMTaJIHOTO
yueme, pHU MTO BO TeK € TpaHcopMalija Ha YIEHETO Off IACHBHO KOH WH-
tTepakTuBHO. HOoBHUTE KOMIjyTepcku-6a3upaHu anaTKu, MOCEOHO MyJITHMENH-
jaTHUTE, rO MpaBaT HaJe’KeH HOBHOT MOJIEN Ha yueHe Oa3upaH Ha OTKPUTHja
n yuectBo. Kommjyrepcku nmormoMorsatoto yuewbe (Computer Assisted Learn-
ing - CAL) e HepaCKWHINBO TIOBP3aHO CO Pa3BOjOT HA TEOPHHTE 32 yUCHE U
pe3yJaT Ha HOBUTE TPEHAOBH BO OOpa30BHATA TEXHOJIOTH]ja X CAMUOT Pa3Boj HA
uH(popMaTHUKaTa TEXHOJIOIHja.

ITpumenaTa Ha KOMIjyTepHUTE BO MPOLECOT HAa YYEHE ja MPOMOBHUpAaT
MyJITHME[MjaTa KaKoO CpefuHa BO Koja ce ofiBuBa ydyemweTo. Llenra e ma ce
3a151abo4n, OJHOCHO MOTIOJIHO Jla C€ BOBJEYE KOPUCHUKOT BO CpPEIMHATA 3a
yueme. [TocTojat Tpu npucTamna 3a OcTBapyBambe Ha OBaa LieJl: CUMyJIalyja, urpu
u BupTyenHa peanHoct.!” TIpeky cumyaayujaitia yaeCHIKOT MOXe fia ce 3mo0une
CO BEIITUHM U 3HA€HA MPEKY JIAXKHOTO MCKYCTBO OBO3MOXKEHO CO ITOMONI Ha
lleJlyBabe BO CUMYIMpaHa cpefuHa. CuMynaquuTe MOXaT Jja ce KOPUCTAT 3a ia
NOJIP>KAT JIa’kKHO MCKYCTBO BO BUCTUHHUTH WJIM UMarvuHapHu cBeToBU. [Iputoa
ce KOPUCTAT TEXHUKUTE HAa HaOJbyyBamhe, NCTPAKyBakhe NN aKTUBHOCT Oa3u-
paHa Bp3 M3BpIIyBamke OfpeficHa 3afava. M2puiilie TO yCOBpIIyBaaT UMaruHa-
TUBHUOT aHTa>KMaH M HY/IaT 33JJ0BOJICTBO BO yueweTo. Kommjyrepckure urpu
ce /1es1 of momyJapHaTa KyJTypa Ha roJieM e Off MJIaiuTe reHepalyu, mopaan
LITO C€ aTPAaKTUBHU U MOTUBUPAYKU. Bupilyaanaitia peasnociti € HAyMOKHOTO
pammpyBame Ha cucteMuTe 0a3upaHu Ha cUMyJialja, MpU MITO CyOjeKTOT e
BHaTpe BO camaTa cuMmyJianyja. Llenra e na ce kpenpa miysuja 3a 3a1a004yBame
BO €JIeH pa3jMyeH CEeH30PEH CBET M Ha TOj HaUMH J]a Ce CTUMYJIMPA YUCHETO.
Kommjyrepckure urpu HyfaT CBOEBHUJEH CIIO] HA OBUE TPU TEXHUKH, BO HUB €
coAp>KaHa cUMyJalnyja, irpa 1 Kpenpame Ha BUPTYEJIHA PEATTHOCT.

OO0pa3oBaHueTo 1 00yKaTa CO IOMOII Ha BOGHU UIPU CE Pa3IuKyBa BO
OJTHOC Ha KJacuyHuTe popmMu Ha yuerwe. OBaa MeTo/ja MpeTCcTaByBa 3aMeHa 3a
BOOOMYAEHUTE TPaAULIMOHAIHU (POPMU Ha efyKalyja, ondaTeHn co TEOPUUTE
Ha OMXeBUOPHU3MOT. BoeHuTe Urpu, OMHOCHO MPOUTPYBAKETO, C& KOPUCTAT 3a
CTEKHYBAamE Ha OJIPEJCHU 3HAaCHha U BELITHHH, IITO BO CYIITHHA IPETCTABYBA
MpOOIEMCKHU-OPUEHTUPAHO YUEHE U Ce Pa3yInKyBa BO OJHOC HA BOOOMYAEHOTO
TeMaTCKU-OPUEHTHPAHO yuewe. OBfie ce padoTu 3a 00yKa MPeKy MOCTaByBakhe
Ha mpo0JieMu cO KOM OHMeE IIITO ce 00yuyBaaT Tpeba 1a ce coovar U jja Ty peliar,
LITO € CYIITHHCKO 3a KOHCTPYKTUBUCTUYKUTE TEOPHUHU Ha yuerwe. Co moMolr Ha

17 Bupm mommpoko Bo: Hand, C. (1996), Other faces of virtual reality, In P. Brusilowsky, P. Kommers and
N. Streitz (eds), Multimedia, hypermedia, and virtual reality, LNCS 1077, Springer.
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MIPOUTPYBAKETO CE BPIIN 00YKa CO IEJ fa Ce 3roJIieMH pa30npameTo U Nogo0paT
BEIITHHUTE 32 COBIIAJyBamke Ha IMIMPOK OTCET KOMIUIEKCHU aKTUBHOCTH. '8

YcnoB 3a ycniex Ha o0yKaTa IpeKy n3BeyBam-e Ha BOCHU UT'PH € YUSCHUIIATE
ITO ce O0y4yBaaT fja MMaaT MO3UTHBEH CTaB BO OJJHOC HA BaKBaTa (hopMa Ha yUerhe
1 J1a ce MOAATOTBEHH (J1a MMaaT BOJIja 1 3KeJ10a ) MOHaTaKa jia ro ogo0paT HUBHHOT
HayyH Ha paboTa Cco IIell fja ce ocroco0aT 3a U3BpIIyBamke Ha HOBH 3ajaun. Hus-
HaTa MOCBETEHOCT ¥ BOJIja 3a YYECTBO BO MTpaTa € HeOMXOHa W MOpa Jia TOCTON
3Kenba 3a MOHATaMOIITHO pa3BUBalke¢ HA HUBHUTE CIIOCOOHOCTH M 3HACH:Q.

Boennrte urpm Kako MeToj] 3a 0OyKa ce 3aCHOBaHM Bp3 KOHIENTOT Ha
CTEKHYBam€ 3HAaCHa MPEKY UCKYCTBO (experience-based learning concept). OBa
nojipazoupa jeka yuyecHUIUTE BO urpara 1mro ce ooyuyBaat Tpebda fa mokaxkart
KpeaTHBHOCT, HE3aBUCHOCT, aJallTUBHOCT U pa3dnpame. BakBuoa MeToy Ha o0yKa
3al0YHyBa CO Kpernpamwe Ha CUTyallija WIN CIIy4Ka, a MPUTOA CAMOTO yUECTBO
BO UTpaTa 3HAUM COXKMBYBAIE CO JlaJlcHaTa (BeIITauKi KpeupaHa) CUTyaluja u
CTEeKHYBakhe Ha NCKYCTBa MMPEKY UTparbe Ha OJpeJIeHa yJIora BO pa3penryBambeTo
Ha flajieHaTa cutyanyja. OBa e MpOoCleeHo co eBallyalyja U aKyMyJupame Ha
3Haewe. UHTYUTHBHOTO pa3bupame pacTe MPeKy CTEKHATOTO UCKYCTBO H €Ba-
Jyaiyja, y9eCHHKOT BO UTpaTa Tpeba a ro NCKyCH 9YyBCTBOTO Ha 3aJJOBOJICTBO
pu 100pO M3BpIIEHATA yIora, OHOCHO JOHECYBame Ha MCIPABHU OINIYKH BO
CIIPaBYBAk-ETO CO JIAICHUOT Mpooiem. '

BoenuTe urpu HygaT MOKHOCT fla c€ IPOUTPYBaaT MOTIIOIHO HOBH CH-
Tyanuy IITO ce Pa3iMKyBaaT Off IeHellIHaTa ,,peanHocT. HoBure cutyanum um
OBO3MOXKyBaaT Ha yUYECHHWIIUTE BO WrpaTa jjla ce oOyJaT Kako Ja pearupaaT Ha
HEOYeKyBaHH CUTYyallH, a ICTO Taka M Kako ia paboTaT BO pa3IMyHA OpraHn3a-
[IOHH [IeTTMHY (HOBH IOJKHOCTH BO IPYTHY eMHAIM ). ICKyCTBOTO CTEKHATO MPEKY
yUECTBOTO BO BOCHA Ur'pa Ha OfIpe/ieH HauMlH Ce Pa3INKyBa Off ,,pealTHO" CTeKHa-
TOTO MCKYCTBO (TaKa Ha IPUMep: UCKYCyBae Ha CHTYalHja KOra BalllioT SKABOT
€ BUCTHHCKH 3aTPO3eH He MOXKe f1a ce 00e30e/IH MPEeKy YIeCTBO BO BOGHA UTpa).

Cekako jieka MmocrojaT ofipefiecHl HeJJOCTaTOIM NP U3BEAyBamke 00yKa co
NoOMOIII Ha BOeHH Urpu. OCHOBHUOT PHU3HK € Off MOTPEIIHO YIEHE, a CE jaByBa KOra
YUECHUITE BO WrpaTa MOBEKEKPATHO Cce CTaBaaT BO CHTYyallfja HETPABWIIHO A
T'M COTJIe[lyBaaT pe3yJITaTuTe off Ipe3eMeHa aklyja, Win JoHeceHa ofiyka. Kako
npuMep 3a OBa MOXKE Jla ce HaBeJle CUTYyalfja Kora BO CUMYJIAIMCKUOT MOJIEN €
NPETIIOCTaBeHa MperojieMa BepOjaTHOCT Ha MOTOAYBAE WINM YHUIITYBAHE MPU

'8 Bun mompoko Bo: Millwood, R.. Mladenova, G. (1994), Educational multimedia: how to allow for
cultural factors, In P. Brusilowsky, P. Kommers and N. Streitz (eds), Multimedia, hypermedia, and virtual reality,
LNCS 1077, Springer.

19 Orbic, J., Lockart, J. (2001), Role-players and Role-playing in Constructive Simulations, AECT Confer-
ence 2001, Presentation Number 3405-A.
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JIEjCTBO OJf OAIPE/ICH CUCTEM Ha BOOPYXKyBame. BakBaTa rpeirka Moxe /1a oBefie
IO CUTyalyja OHHME MITO ce 0OydyBaaT jla CTeKHAT MOTPEIIHN CO3HaHMja, a OBa
MOXKe Ja JIOBeJIe 10 HelpaBWTHA yoTpeOa Ha HUBHUTE EWHAI W CHCTEMUTE Ha
BOOPY:KYBam€ BO peajTHa CUTYyallija pu u3BeflyBame Ha 6opOenu fiejctaa. [Topaan
0Ba, Tpeba f1a TOCTOM roJieMa OATOBOPHOCT Ha OHUE IIITO I'M OipelyBaaT MpaBuiaTa
3a n3BeflyBame Ha urpata. Tpeba jja ce KoprcTaT peajTHi MPOIEHKY 1 MTPABIITHO Aa
ce KOPUCTU METOMIOT 3a 00yKa UMAjKK TM MPEABUJ] O0jeKTUBHUTE HEOCTATOIN.

MoxkHOCTH 32 NpreMeHa HA KOMIIjYyTPCKHUTe UIPH
BO BOEHOTO 00pa30BaHHE U 00YyKa

OCHOBHHTE NIPEHOCTH IITO ' HyIX IPAUMEHATa Ha KOMIIL)yTEPCKUTE UTPU
BO paMKHTE Ha BOGHOTO 00pa3oBaHue 1 00yKa ce OJJHeCyBaaT Ha HUBHATa HUCKA
IIleHa BO OJJHOC Ha CO(PTBEPCKUTE MAKETH IITO Ce AU3ajHUPaAHM 3a YUCTO BOEHA
00yKa, efHOCTaBHATAa MHCTaNlalllja ¥ KOPUCTEWE, (PIeKCUOUITHOCTA U MOXKHOCTA
3a eJHOCTaBHU MoinduKanmu, FcTo Taka oBa ce 1oy 1 Ha JIECHATa JOCTAITHOCT
Ha XapBepoT 1 COPTBEPOT NOTPEOHHM 3a HUBHO KOPHUCTEHE, OUIE]KU ce padoTH 3a
KOMepliyjajHa TeXHOJIOTHja IITO HeMa oceOH orpaHndyBama. CaMuoT codt-
BEp Ha COBPEMEHUTE KOMIIjyTEPCKU UTPHU U COBPEMEHATA KOMITjyTepcKa rpaduka
HY/IX MOKHOCT 3a JIeTaJlHa PENpPE3eHTallja Ha TEPEHOT, BOOPYXKYBAaWkETO, BOj-
HULWTE U APYTUTE eJIeMEHTH Ha O0JHOTO IOJIe, CO IITO Ce cO3/laBa MeHTaIHaTa
cnuka 3a 6opOenute aejcrBa. Cenak, BEpHOCTA Ha NMPUKA30T € caMO Ha HUBO
JIOBOJIHO /12 IPEAN3BHUKA COOIBETHA PeaKIlyja Kaj KOPUCHUKOT - UTPAvOT, OTHOCHO
MOHEKOTrall HE Hy[X BUCOKA BEPHOCT ¥ HEKOM (PYHKIIMX U aJITOPUTMU COApPXKAT
OJlpefieH HUBO Ha MOEJHOCTaBYBalke Ha paOOTHUTE BO OJJHOC HA PEaTHUTE.

HckycTBaTa Ha KOPUCHULIUTE HAa KOMIT)yTEPCKUTE UT'PH, OTHOCHO CEPHO3HUTE
UTpH, BO paMKHTE Ha BOEHOTO 00pa3oBaHue 1 00yKa yKaXyBaarT JleKa HeroBaTa
IpUMEHa 1aBa JOOpH pe3ysaTH 3a Mofo0pyBame BO 001acTH Kako MITO ce:*!

—n3BeXXOyBam-e Ha pa3TnyH OOpOEHH TOCTANKHY, KAaKO Ha TPUMeEp: peaKiiyja
Ha KOHTaKT, 00pOEHHU JiejcTBa Ha OfleJIEHNe/BOJI BO HaIaJl UM Ofi0paHa U CJIMYHO;

— o0OyKa 3a MuCHH 3a 00e30eyBalkbe Ha KOHBOY;

— n3BeKOYBame HAa TAKTUKHU, TEXHUKH U IIPOLElypH BO (hopMa Ha TUMCKa
paborTa;

— BOCIIOCTaBYBakh€ Ha KOHTPOJIHU TOYKM ¥ KOHTPOJIA Ha IPOCTOp;

— IOCTAIKY 3a CIPaBYBakbE CO UMIPOBU3UPAHN €KCIIJIO3UBHYU HAIIPABH;

2 Bupu notnpoko Bo: Farmer, E., J. van Rooij, Riemersman, J., Jorna, P., Morral, J. (1999), Handbook of
Simulator-Based Training, Ashgate Publishing Ltd., Vermount, USA.

21 [Nommpoxo Buau Bo: Paul, R. Brown, D. (2008) “Games — Just How Serious Are They?”, Interservice/
Industry Training, Simulation, and Education Conference (I/ITSEC).
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— TaKTHYKO 00e30eyBame;
— IJIaHWpae W N3BeKOyBambe Ha Muchn (60pOeHn n HeGopOeHM);
— maTpoaupame (07 60pOeHM BO3MIIA WITU TEIIKH ),
— OTHeHa TOfiipIIKa (apTHiIeprucKa, MUHO(pIaUYKa, BO3AYXOMIOBHA);
— ynoTpeba Ha OECIMIOTHY JIeTana;
— BU3yeau3anuja Ha 60JHOTO TOJIE;
— COIJIElyBamkhE Ha TAKTUYKA CUTYyallnja
— 3alITUTA U CIIACYBaKE U CIIMYHO.
IIpumeHaTa Ha KOMITjyTEPCKUTE UTPH MOXKE Jla ce Tliefjla 1 BO KOHTEKCT
Ha TOJIpIIIKATa Ha HAMPEIHOTO MUCTPUOYyHpaHo yuewe (Advanced Distributed
Learning — ADL), uiv yuere Ha fAanedynHa. [I[puyrHa 3a oBa € ITO Ha BAKBHOT
METOJ] Ha YUEHE MY HEIOCTACyBAa MHTEPAKTUBHOCT, U3rpaj0a Ha TAMOBH, TUMCKA
padoTa 1 n3BexKOyBambe BO MPOLIECOT Ha IOHECYBak€ ONIYKH. TeXHOIOruuTe Ha
KOMIIjYTePCKU UT'PH MOKAT Jia ja MONOJHAT Mpa3HuHaTa nomery ADL u mocro-
JHUTE CKany cOPTBEPCKH ITAKETH 32 CUMYJIallCKa NOJIpIIKa Ha BOeHaTa 00yKa,
LITO CE pa3BUBAHU UCKIIYYUBO 32 TAKBA HAMEHA.
CoBpemMennTe copTBEpPCKH MAKETH IITO T'M MOAP>KYBaaT KOMITyTEPCKUTE
UTPHU MOKAT Jla Ce KOPHUCTAT 3a 00yKa BO KOMOMHHUPAHO (MYJITHHAIIMOHAIHO) 1
3[PYKEHO ONKPY>XKYBaHE, IPU LITO OCEOHO CE MOTOJ{HY IIPY N3BEAYBAaKkE MUCUT
CO KyC BPEMEHCKH POK Ha HajaBa ¥ OrpaHUUYEHO BpeMe 3a nofiroropka. Co HUBHa
MOMOIII MOXKe Jla ce BpIIM 00yKa BO ¢pa3ata mpeji pacnopeayBame, a BO ofipe-
[ICHU CUTyallud ¥ BO TEKOT Ha peaju3alujaTa Ha MUCUHATE, OMIejKI onmpemaTta
3a U3BeJyBame Ha 00yKaTa € JIECHO IPEHOCHA.
OpnpeneHn OUTHHM KapaKTEPUCTUKHM HA CO(PTBEPCKUTE MAKETHU LITO
OBO3MOXYBaaT KOPUCTEHE Ha KOMITjyTEPCKUTE UTPH CE CIETHUTE:>
* CohbTBepOT HE € HAMEHET 3a CUMYJlalija Ha KOMIIJIEKCHA O0pOeH! AejCT-
BHja Ha 3[pYy>KEHU-TAaKTUYKY €JUHALY, TYKY 3a JIe]CTBa Ha OOpOEHU TUMOBH
Ha HUBO OfIeJIEHHEe U BOJI, IPU IITO ce orndaTeHu JejcTBa Ha TelIajuja,
OKJIOTIHU €IMHUIM, apTUJIEPUCKA 1 BO3/IYIIIHA MOAPIIKA.
* [Tocron KanaguTET BO paMKUTE HA CUMYJIalijaTa Jla UMa MOBeKe yUYeCHUIN
MOBP3aHU MPEKY KOMITjyTepcka MpexKa.
* Bo pamkure Ha cumynanujata npotuBHHUKHTE cum (OPFOR) MoxXe Aa
OumaT KOMIjyTePCKU TeHepupanu (standalone mode), nnu fja TV TPOUTPY-
BaaT Ipyr¥ YYECHUIM NOBP3aHy NPEKY KOMIIjyTepcKa MpexKa.
* CocrBepoT 0BO3MOXKYBa 00pabOTKa HA MOIATOLUTE U aHAJIN3a HA TEKOT
Ha oOykKara.

22 Smith, R. (2006). “Technology disruption in the simulation industry”. Journal of Defense Modeling and
Simulation, 3(1), pp. 3-10.
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* OBO3MOKEHO € reHepupame Ha MPUKa3 Ha TEPEHOT, IPH IITO IPUKA30T €
CO BHCOKO HUBO Ha pe30JIyluja.

* OBO3MOXEHO € TOBp3yBame BO desiepainuja co Apyru copTBepcku na-
KeTH MpeKy npoTtokomnute 3a HLA (High Level Architecture), co mTO ce
OBO3MOXYBa OCTBapyBamhe Ha CHEUU(PUUHATE MOTPeON Ha KOPUCHUKOT
MpPEeKy MOBP3YBakhE CO CHELUjaau3upaH cOpTBEPU WK PA3TUYHNA CUMY-
JaTOPH - TpEHaXepH 32 OOPOEHN BO3UIIA, XEJTUKONTEPHU U CITUYHO.

* OBO3MOXKYBa Op30 Kpeupam-e clieHapuja co nomoli Ha 3[1-equrop Ha MUCUn
(Ha mpuMep, cClieHapro BO KOE HEKOJIKY BO3HJIA CE HAMIaIHATH Of] CTPAaHa Ha
HeIpujajTeNcKa rpymna Moxe ja Oujie KpenpaHo 3a HEKOJIKY yaca padoTra
OJI CTpaHa Ha TUMOT 3a MOATOTOBKA Ha 00yKaTa).

* OBO3MOKEHU ce MOAM(UKAIMH HA IOCTOJHUOT MPUKaA3 Ha TEPEHOT, NN
Kpeupamwe Ha HOBM M Mofu(uKkanyja Ha nocrojuute 3J1-nmpukasu Ha 00-
JeKTH.

* [TocTonm MOXHOCT 3a MPOMEHA Ha CUMYJALUCKATE KapaKTEpPUCTUKHU Ha
eIMHULIUTE, IITO BKIIy4yBa IPOMEHA Ha TapaMETPUTE HAa BOOPYKYBAHETO,
BO3WJIATA U CIIMYHO.

ITpegHocTuTe MWTO M HYAAT KOMEPLUHUjATHUTE KOMIjYTE€PCKH UTPHU BO
BOEHOTO 00pa30oBaHKe 1 0OyKaTa Tpeda Cepuo3HO ia OMaT 3eMEHH BO IPENIBU
U J1a ce pa3riefaaT MOXKHOCTUTE 3a HUBHA IPIMEHa BO paMKHUTE Ha HAILIUTE Ha-
MOHAJTHM TOTPeOu 3a elyKalfja Ha IpunaHunuTe Ha ApmujaTta Ha PenyGnmka
Makenonuja. OBa e GUTHO, TpeJ] ce NOpajy PelaTUBHO HUCKATA IeHA HA YMHEHE
U TMO3UTHUBHUATE MCKYCTBA Off CTPAHA HA 3€MJUTE IITO BEKE I'M KOPHUCTAT OBHE
TexHoJioruu. BakBute nHuLMjaTUBY TpeOa ga OufaT pasrielyBaHa NOIMpoOKO
BO paMKHUTE Ha IPUMEHATa Ha CUMYJIAIIMUTE ¥ COBPEMEHUTE KOMITjyTePCKU 6a3n-
PpaHM TEXHOJIOTHH 32 YUeHE 1 00yKa, CO TOMOIII Ha KOM MOXE Jla CE€ OCOBPEMEHNU
U MOANTHE KBAJIIMUTETOT HA BOHOTO 0Opa30BaHue U OOyKa.

Kora cranyBa 300p 3a mpuMeHaTa Ha METOAUTE 3a KOMIIjyTEPCKU
NOJIP>KYBaHO yueHe, CeKoralll Tpeba Jla ce uMa MpeBus AeKa MIauTe reHepa-
1y (BOjHUIH, TIofouLiepy 1 0huIiepH ) ce ToBeKe I'm mpugakaaT KOMITjyTepUTe
KaKO CPEJICTBO 3a CTEKHYBalk€ HOBM 3Hacka, BEIITUHY U npouenypu. [Ipuroa,
MH(MOPMATHUKUTE TEXHOIOTMU ¥ KOMITjyTEPUTE Ce JIEN Off HIBHOTO CEKOjTHEBHE,
KaKO CPEJICTBO 3a YUEH-€ U CEKOjIHEBHA KOMYHUKAIUja, BKIYUyBajKU U UTPaEe
KOMIIjYT€PCKHU UT'PH.

Kommjyrepor u codTBepor 3a cuMynanuja My OBO3MOXKYyBaaT Ha KO-
PUCHUKOT IPEKY aJTEepHATUBHU METOAM Jla TO MOAOOPH HUBOTO Ha 3HaeHa U
oOyuenocrt. [IpuToa, Tpeba 1a ce Bogu cMeTKa 3a 00e30e]yBame Ha KBaTUTETEH
Y KOMIIETEHTEH Kajiap IITO Ke Oujie BKIIyYeH BO U3TPayBabETO IPABIIIHA MET-
OJI0JIOTHja 3a M3BEelyBamh-e Ha BAaKBUOJ] BUJ] BoeHa 00yka. OBa e 3Ha4ajHO, OujiejK
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U ¥ TOKPaj TOA MITO ce pabOoTH 3a cuMyJtalun 6a3upaHy Ha KOMITjYTePCKH UTPH,
cemak oOykaTa He Tpeba ma ce 6a3upa Ha Wrpame UTpH, TYKy Ha KOPUCTEHE
COOJIBETHA METOJOJIOTHja 32 U3BE/[yBalkh¢ Ha BUCTUHCKA U MpU(ecroHalHa BOeHa
o0Oyka.

3akmy4ok

Bojckara oTcekorai ru KOpucTejga BOGHUTE UIpH 32 00yKa, TAKTUIKY aHAIU3H
U IOAATOTOBKA HA BoeHN Mucuu. [IpuMeHaTa Ha KOMIjyTepuTe 3a MOAAPIIKA HA BOCHUTE
UTPU OBO3MOXKYBA /1a Ce NOAUTHE OMIITOTO HUBO HA KBAJIUTETOT HA KJIACUYHUTE BOCHU
urpu. OCHOBHUTE NPEAHOCTH IITO T HYJY TPUMEHATa Ha KOMIIjyTePCKUTE UTPH BO PaM-
KHUTE Ha BOGHOTO 00pa3oBaHue U 00yKa ce OffHecyBaaT Ha HUBHATa HACKA 1IEHa BO OJTHOC
Ha cO(PTBEPCKUTE MAKETH IITO CE AU3ajHUPAHU 332 YACTO BOEHA 0O0yKa, €JHOCTAaBHATA
MHCTaNalMja U KOPUCTEE, PIEKCUOMITHOCTA X MOXKHOCTA 3a €IHOCTAaBHY MOIU(DUKALIUHL.

CepHO3HUTE UTPU CE JU3aJHUPAHU CO LIEN 1a CE OBO3MOKU elyKalja i BO HUBHATa
OCHOBA COJ[pXKaHM Ce OAPEACHN NEeJarolKy 3Haeka. [IpruMeHaTa Ha KOMIjYyTEPCKUTE
UTPU MOKE Jla ce Tilela U BO KOHTEKCT Ha MOfApIlKaTa Ha HallPEIHOTO AUCTPUOYUPAHO
yuewe, UIu yuere Ha Jajeuynta. [Ipeqnocture mTo I HyfaT KOMEPLUUjaJHUTE KOMILjY-
TEpPCKU UTPU BO BOEHATO 0Opa3oBaHue U oOyKaTa Tpeba CepUO3HO la OufaT 3€eMeHa BO
IIPENIBUAL U Jja ce pasriiefjaaT MOXHOCTUTE 3a HUBHA IIPUMEHA BO PAMKUTE Ha HAIIUTE
HAIMOHAJIHU NMOTpeOu 3a efyKalyja Ha MpunajHunuTe Ha Apmujata Ha Pemybmnuka
MakenoHuyja.
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