Pe3roMeTa HA OBJITaApPCKU M AHTJIMMCKHU €3MK HA MyOJIUKAIUUTE
Ha jaou. 1-p Hecucnasa [lanesa-MapuHoBa,
NPeACTABEHH 32 yYaCTHE B KOHKYpPCa

3a mpocecop B obnacT Ha BUciie odpazoBanue 4. [IpuponHu HayKu, MaTeMaTHKa U
nHpopmartuka, npodecuonanHo HampasieHue 4.6. Mupopmaruka u KOMIIOTbPHU HayKH, HAyYHA
cnienuanioct: Mudopmaruka (Cructemu 3a yrpasieHue Ha TU(PPOBO KYITypHO ChAbPKAHUE U
eNeKTpOoHHO o0yueHue), oosieeH B JIB, 6p. 102/01.12.2020 r.

yo6ankanus Nel — B TOM Ha KOH(pepeHIUsI:

Paneva-Marinova, D., Rousseva, M., Dimova, M., Pavlova, L. Tell the Story of Ancient Thracians
through Serious Game. In: loannides M. et al. (eds.) Digital Heritage. Progress in Cultural Heritage:
Documentation, Preservation, and Protection. EuroMed 2018. October 29" — November 3, 2018, Cyprus,
Lecture Notes in Computer Science (including subseries Lecture Notes in Artificial Intelligence and
Lecture Notes in Bioinformatics), vol. 11196 LNCS, 2018, Springer, Cham. ISBN: 978-3-030-01761-3,
DOl:https://doi.org/10.1007/978-3-030-01762-0_44, 509-517. SJIR (Scopus):0.283 Q2 (Scopus) Jluuk

Pe3ome: | PeBomonusaTa B TEXHOJOTHUTE AaBa HA MPETOJaBaTeINTe HHOBATHBHU HHCTPYMEHTH 32 0OydeHHE U
BB3MOXKHOCT J[a Pa3BUBAT HOBH ITOJXO/IH 32 IPETIOIaBaHe ¢ IIeT M0-331bJIO0YEHO pa3dupaHe U Mo-
J00po mpecTaBsiHe Ha 00y4aBaIust MaTepruall. Te3u HHCTPYMEHTH LEJAT Jla aHTKUpaT
oOyJaBamure ce 1a ObJIaT NO-aKTUBHM IIPH YCBOSIBAHETO Ha 3HAHMS. Ta3u craTus NMpeacTaBs HOB
0o0yuHuTesIeH MOAXO0/ 3a U3yyaBaHe Ha JpeBHATa HCTOPUS M IMBHIM3anus Ha bearapus upes
peanu3upaHe Ha ,,pa3ka3BaHe Ha UCTOPUU B cepro3Ha urpa®“. CTaTtusaTa mpaBu Iperien Ha
,,CEPHO3HUTE UI'PU*‘ U TSIXHATA CHJIA JIa TIPOBOKUPAT TBOPUYECKOTO U JIOTHYECKOTO MHCJICHE,
CIPaBSHETO C pellaBaHe Ha 3aJaui, KaKTO U J]a pa3BUBAaHETO HA MHOXKECTBO YMEHUS U
KOMIIETEHTHOCTH y 00y4aBamus ce. CTaTusTa BKIIOYBA OIE KPATKO MPEICTaBIHE Ha 00yJaBays
METO/I ,,pa3Ka3BaHe Ha HCTOPUH ", KOHTO YCIICIIHO ITOMara Ha MHCTPYKTOPHUTE J]a MOTHBHPAT
o0ydJaBaiuTe ce B y4eHHETO, /1a Hachp4aBaT JFOOOIUTCTBOTO MM M JIa TH 3aMHTpUryBaT. Hakpas,
CTaTHATa OIKCBA B ACTAWIN MPEIUIOKEHNUS 1TOJIX0/ M HETOBUS JIM3ai{H, OCHOBHO 110 OTHOIIEHHE Ha

[IETUTE HAa 00yYEeHUETO, OYaKBaHU PE3yATATH U TUTAHOBE 32 OBJIECIIN MO100pEHUS.

Abstract: | The technological revolution gives innovative learning tools to the teachers and the possibility to
deploy new learning approaches for deeper understanding and better demonstration of the learning
content. These tools aim to engage the learners in more active participation during the perceiving of
knowledge. This paper presents a new learning approach for studying the ancient Bulgarian history

and civilization by realize a storytelling in a serious game. The paper makes an overview of “serious
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games” and their power to seek creative and logical thought, problem-solving, as well as develop a
variety of skills and competencies to the learner. It also includes a short presentation of the “digital
storytelling” learning method, which successfully helps instructors to motivate students learning,
stimulate curiosity, and to make them interested. Finally, the paper provides details for the proposed
approach and its design, mainly with respect to target learning aims, expected outcomes and plans for

future improvements.

My6ankanus Ne2 — B TOM HA KOH(pepeHIust:

Paneva-Marinova D., Goynov, M., Luchev, D., Pavlov, R. Solution for Content Interoperability among
Digital Libraries for Orthodox Artefacts and Knowledge. In: Proceedings of the 16" International
Conference on Computer Systems and Technologies (CompSysTech '15), Association for Computing
Machinery, New York, NY, USA, ACM International Conference Proceeding Series, 1008, 2015, ISBN:
978-1-4503-3357-3, DOI:10.1145/2812428.2812474, 168-175. SIR (Scopus):0.253 (Scopus,

ACM) Jlunk

Pe3tome: | Tasum crartus nmpezcTassi pelIeHNE 3a ONEPaTHBHA ChbBMECTHMOCT HA TPH CHCTEMH 33 IIU(DPOBH
OnOIMOTEKH, CHABPIKAIIY PABOCIaBHU TBOPOH M 3HAHUS: KAICHAAPHT ,,EHIMKIOneans CiaaBuka
Cankropym™ (Encyclopaedia Slavica Sanctorum Calendar), brirapcka nkoHorpagcka nudpoa
oubmmoteka (Bulgarian Iconographical Digital Library) u myntumenuitaus ¢poug “BellKnow”.
ChIBPKAIIOTO Ce B TE3U CPEAU B3aUMHO C€ JOIIBJIBA, KaTO NPENIOKEHOTO PEIICHUE 3a ONlepaTUBHA
CBBMECTUMOCT MMa 3a IIe]I 1a Ce OCUTYPH I0-T00BP JOCTHI O 0OSKTH U 3HAHUS 32 BCUUKU LIETIEBU

MOTPEOUTENH, KAKTO U Ia C€ OCUTYpPH B3aMMHO 00OTaTsBaHE Ha ChIABPKAHUETO.

Abstract: | The paper presents a solution of content interoperability among three digital library systems keeping
Orthodox artefacts and knowledge: Encyclopaedia Slavica Sanctorum Calendar, Bulgarian
Iconographical Digital Library and Multimedia Fund “BellKnow”. The content of these
environments is naturally complementing each other and the proposed content interoperability aims
to provide better access to the objects and knowledge for all of the target users and also to provide

mutual content enrichment.

IIyonukamusa Ne3 — B HAy4YHO criMCaHMe:

Paneva-Marinova, D., Pavlov, R., Kotuzov, N. Approach for Analysis and Improved Usage of Digital
Cultural Assets for Learning Purposes. International journal “Cybernetics and Information Technologies”,
17, 3, 2017, Institute of Information and Communication Technologies, BAS, ISSN: 1311-9702, DOI:
10.1515/cait-2017-0035, 140-151. SIR (Scopus):0.204 Q3(Scopus) (Scopus, Web of Science) Jlunk

2


https://dl.acm.org/doi/10.1145/2812428.2812474
http://www.cit.iit.bas.bg/CIT_2017/v-17-3/09_paper.pdf

Pe3stome: | Tasu crarus mpezcrtasst MOAXO 32 aHAIW3UPAHE U OJJ0OPEHO U3MOJI3BaHe Ha LU(PPOBU KYITYpHU
aBOapH 3a HePOPMATHH OOYIUTEIHH IIeNTH B TH(POBU KYITYPHU €KOCUCTEMH. Pasriexaar ce
MUPPOBH KYITypHH €KOCHCTEMH, TEXHIUTE 0COOEHOCTH U CE OIHCBA IIPUMEpPHA TaKaBa.

Abstract: | This paper presents an approach for analysis and improved usage of digital cultural assets for non-

formal learning purposes in digital culture ecosystems. The digital culture ecosystems, their features,

and an exemplar are discussed.

[yoaukanus Ne4 — B TOM Ha KOH(epeHIus:

Sapundjiev, V., Paneva-Marinova, D., Pavlova, L. Methods and Algorithms for Analysis of Drivers’

Behavior Based on Convergence of Multiple Data. Comptes rendus de I'Academie bulgare des Sciences,
73, 7, 2020, Bulgarian Academy of Sciences, ISSN: 1310-1331, DOI: 10.7546/CRABS.2020.07.0, 926-
933. JCR-IF (Web of Science, 2019):0.343 Q4 (Web of Science) (Web of Science) Jlunx

Pe3lome:

Enun oT ocHOBHUTE MPOOJIeMH HA CHBPEMEHHOTO OOIIECTBO Ca MFTHUTE UHUIUCHTH U TEXHUTE
nocaenumy. [1o Ta3u npudarHa 6€30M0acHOTO MOodHpaHe € 00SKT Ha MHOTO MPOYYBaHUS U aHATU3.
Jlo ToisiMa cTeneH Te3u MpoydBaHue ca 0a3upaHu BBPXY: MOBEACHUETO HA IMO(PHOPUTE, TEXHUTE
YMCEHHS, ChCTOSHUETO W 000pYyIBAaHETO B KOJIAaTa, MPTHATA HACTHJIKA M KOMOMHALIMSA OT TAX
((pakTOpUTE BKIIIOYBAT BT — HETOBOTO MPOCKTUPAHE, TBTHHU 3HAIIM, HACTHIIKA, METCOPOJIOTHYHH
YCIIOBUS U T.H.) U IPEBO3HUTE cpeicTBa (000pyABaHE U MOAPHKKA, MOBPEAU U T.H.). Ta3u cTaTus
HabeJisi3Ba MpoOJIeMUTE U NPE/ICTaBs PEIISHHs 32 aHaJIM3 Ha MOBEJCHUETO Ha modbopa ¢
IIpeBIDKIaHE Ha U3XOJUTE Ha 6a3a Ha METOIU HA CXOJCTBOTO, MIMPOKO M3IMOJI3BAHHU B 100pe
M3BECTHHUTE METOMIM Ha IpENophyBaIuTe cucTeMu (recommendations systems). [lenra e na ce
Ch3AaJe MOIXOISI MATEMATHICCKH MOJIEIT, KOUTO MOXeE J]a c€ BHEIPH B CODTYyESpPHH NPUIIOKEHUS 32

Pa3JInMIHU OEJI.

Abstract:

Road accidents and their consequences are one of the major problems of today's society. For this
reason, safe driving has been the subject of a great deal of research and study. For the most part,
these studies are based on the driver's behaviour, his driving skills, the condition and equipment of
the car, the road surface as well as a combination of them (factors include the road environment -
road design, road signs, pavement, weather conditions, etc.), and the vehicles (equipment and
maintenance, damage, etc.). This paper recognizes these problems and presents solutions for
analyzing drivers' behaviour and predicting future outcomes, based on the convergence methods
widely used in the well-known recommendations systems methods. The goal is to create a suitable

mathematical model that can be implemented in software applications for various purposes.
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Iy6ankamus Ne5 — B TOM Ha KOH(pepeHIusI:

Paneva-Marinova, D., Stoikov, J., Pavlova, L., Luchev, D. System Architecture and Intelligent Data

Curation of Virtual Museum for Ancient History. SPIIRAS Proceedings, 18, 2, St. Petersburg Institute for
Informatics and Automation of the Russian Academy of Sciences, 2019, ISSN: 2078-9181, DOI:
10.15622/sp.18.2.444-470, 444-470. SIR (Scopus):0.226 Q3 (Scopus) Jluuk

Pe3ome:

3ama3BaHETO HA KYJITYPHOTO U HCTOPUYECKO HACIIEACTBO HA PA3IMYHUTE HAIMU T10 CBETa U HETOBOTO
NPE/ICTaBsHE € IBJITOCPOYHA 33jaya Ha yYSHU M M3CIIeI0BATEeNH OT MHOTO 00acTH. OT BEKOBE BCSAKO
MIOKOJICHUE CE€ CTPEMH J1a OCTaBs IINCMEHU CIIE/IM 3a JelaTa CU, Taka 4e Te jia MOraT Jia ce
HperyieKaaT 1 U3yJaBat oT CIeBaIlUTe IOKOJIeH!A. B ocieqHuTe rognHn ce pa3paboTBaT HOBH
MHPOPMALMOHHU U MYJITHMEIUHHH TEXHOJIOTHH, C KOUTO C€ BHBEXKIAT HOBH METOHN 33 ChXpaHCHHE,
HOJAPBHKKA U pa3Npe/ic/iCHHEe Ha OTPOMHOTO KOJIMYECTBO ChOpaH Marepuai. Tas3u cTaTus uMa 3a el
Jla TIPeJICTaBU BUPTYaJIeH My3eil — MOIepHa CHCTeMa 3a yIpaBJIeHHE HA Pa3HOOOPa3HU KOJIICKIIUH OT
poBU 00EKTH, KOUTO Ca OPraHU3UPAHU 110 Pa3IMYHU HAYMHU Ype3 CIO0KHU U CIIeHAIN3UPaHH
(yHKIIMOHATIHOCTH. YIIpaBIeHHETO Ha IIU(YPOBOTO ChABPKAHUE N3UCKBA OOpPE MPOCKTUpaHa
ApXUTEKTypa C UHTETPAllMsl Ha YCIyIrU 3a IIPEeACTaBIHEe Ha ChAbPKAHUETO, HETOBOTO YIIPABICHUE U
aJIMUHUCTpHUpaHe. BCHUKM eneMeHTH Ha apXUTeKTypaTa Ha CHCTeMaTa ca B3aUMHO CBbP3aHH, OPaIH
KOETO TOYHOCTTA BBB BCEKH CJIEMEHT € OT U3KJIIOUUTENIHA BaXKHOCT. TakiBa CHCTEMH CTpaiat oT
JMIICAaTa HA HHCTPYMEHTH 338 HHTEIMICHTHO KypUpaHe Ha JaHHUTE C Bb3MOXKHOCTH J1a IIPOBEPSIBAT
JaHHUTE OT Pa3IMYHK M3TOYHUIM U J1a ce 100aBs CTOMHOCT KbM JaHHHTE. Ta3u cTaTus mpeyiara
pelICHHE 32 HHTSIMICHTHO KypHUpaHe Ha JAHHHUTE, KOSTO MOXe J1a ObJie pealM3upaHo BbB BUPTYyaJCH
My3eli, 3a J1a ce Aaje Bh3MOXKHOCT Jla Ce PasIeKaaT HEHHUTe HCTOPUYECKH 00pa3Iy 110 IMOXO0 IS
HA4MH 32 pa3IMYHUTE NOTpeOuTeny. Pemennero e HacoueHo KbM Ipolieca Aa MPpoBepKa, 3a Ja ce
IpeJoTBpaTH AyOJIpaHe Ha 3alUCH 3a IU(PPOBU 00EKTH, TaKa Ye Aa ce rapaHTupa LeIocTTa Ha

JAaHHUTC U 3HAHUATA U TAXHOTO IIO-TOYHO U3BJIMYAHC.

Abstract:

Preserving the cultural and historical heritage of various world nations, and their thorough
presentation is a long-term commitment of scholars and researchers working in many areas. From
centuries every generation is aimed at keeping record about its labor, so that it could be revised and
studied by the next generations. New information and multimedia technologies have been developed
during the past couple of years, which introduced new methods of preservation, maintenance and
distribution of the huge amounts of collected material. This article aims to present the virtual
museum, an advanced system managing diverse collections of digital objects that are organized in
various ways by a complex specialized functionality. The management of digital content requires a
well-designed architecture that embeds services for content presentation, management, and
administration. All elements of the system architecture are interrelated, thus the accuracy of each
element is of great importance. These systems suffer from the lack of tools for intelligent data

curation with the capacity to validate data from different sources and to add value to data. This paper
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proposes a solution for intelligent data curation that can be implemented in a virtual museum in order
to provide opportunity to observe the valuable historical specimens in a proper way. The solution is
focused on the process of validation and verification to prevent the duplication of records for digital

objects, in order to guarantee the integrity of data and more accurate retrieval of knowledge.

[yoaukamus Ne6 — B ToM Ha KOH(epeHI U :

Goynov, M., Paneva-Marinova, D., Pavlov, R. Content Interoperability between Digital Libraries for
Orthodox Heritage. In: Proceedings of the 13" International Conference on Computer Systems and
Technologies (ComSysTech’12, Ruse, Bulgaria, 22-23 June, 2012), Association for Computing
Machinery, New York, NY, USA, ACM International Conference Proceeding Series, 630, ACM ICPS,
2012, ISSN:978-1-4503-1193-9, 201-207. SJIR (Scopus):0.181 (Scopus, ACM) Jlunk

Pe3tome: | Ta3u cratust npeacTaBs pelieHHE 3a OlepaTHBHA ChbBMECTHMOCT MEXIY BE LU(PPOBU OUOIHOTEKH,
ChABPKAIIY apTedaKTH U 3HAHUS OT 00JI1acTTa HA IPABOCIABHOTO HACIEACTBO, II0-KOHKPETHO
KaJeHnapsT ,,Eanuknoneans CrnaBuka Cankropym™ (Encyclopaedia Slavica Sanctorum Calendar) u
Brarapcka nkonorpadceka mudposa oudamoreka (Bulgarian Iconographical Digital Library).
CrartusiTa pasriexia 1 0COOCHOCTHTE Ha ChAbPKaHHETO Ha ONOIMOTEKUTE M ONMCBAIINTE 'O CXEMH.

CBBbp3BaHETO HA OMOIMOTEKUTE CE M3BBPINBA C TIOMOIINTA Ha Web yCIyTH.

Abstract: | This paper presents a solution for content interoperability between two digital libraries keeping
artefacts and knowledge from the Orthodox heritage domain i.e. Encyclopaedia Slavica Sanctorum
Calendar and Bulgarian Iconographical Digital Library. The paper a/so discusses the specifics of
libraries' content and their descriptive schemas. The federation between libraries is executed by the
use of web service technologies.

IIyonukamusa Ne7 — B HAy4YHO cIIMCAHMe:

Tramonti, M., Paneva-Marinova, D. Maths, Art and Technology: a Combination for an Effective Study.
TEM Journal, 8, 1, UIKTEN - Association for Information Communication Technology Education and
Science, Serbia, 2019, ISSN:2217-8309, DOI:10.18421/TEM81-11, 82-86. SJR (Scopus):0.167 Q3
(Scopus) (Scopus, Web of Science) Jlunk

Pe3ome: B ta3u cratus e MpEACTAaBEH NHOBATHUBECH ITOJAXO0/] 3a IMPEIOJaBaHC U M3yYaBaHEC HA MaTEMaTHUKa.
MCTOJI’I)T € pe3yarart oT KOM6I/IHI/IpaHe Ha N3KYCTBO M TEXHOJIOTHH, 3a 1a CTUMYJIHUPAT UHTEpPECA U
MOTHUBHUPAT YYCHUINUTE OT CPCAHUTC YUUJIMIIA B U3Yy4YaBaHETO Ha NMPEAMETa MaTEMATHKa, 4€CTO

CUMTaH 3a CKy4eH M TPYJICH 3a pa3dupaHe.
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MertoabT ToMara Ha y4eHUIUTE 2 IIPOMEHST HAuMHa, 110 KOMTO BBh3IIPHEMaT U3KYCTBOTO,
pasKpUBaiiKi HEroBaTa CKpHTa Hay4HA OCHOBA, 1a MM IIOMOTHAT Jia pa3depaT, 4e MHUCJICHETO Ha
TBOPIUTE MOXKE /1 CE CBEZIE 0 MAaTEMaTHIECKH KOHIETIINH.

B MoOMeHTa H3CIe10BATENCKIST IPOEKT € BBB (ha3a Ha EKCIIEPUMEHTHPAHE, B KOSITO 00ydaeMHTe
MMaT Bb3MOXHOCT JIa TECTBAT MPEATI0KEHHS MOAE.

B cratusTa ca NnpeACTaBCHU 1 06C’I),716HI/I HAKOU NPEABAPUTCIIHU PE3YJITATH.

Abstract:

In this paper a novel learning and teaching approach for studying mathematics is presented. The
method is the result of a combination between art and technology in order to stimulate and motivate
secondary school students in mathematics often considered boring and difficult to understand.

This helps students revive the art perception displaying its hidden science base and understand that
artists' reasoning is reducible to mathematical concepts.

Currently, the research project is in the experimentation phase in which the students have the
opportunity to test the model proposed.

In the article some preliminary results are presented and discussed.

IIyonukanusa Ne8 — B HayyHO cniMcanme:

Dimova, M., Paneva-Marinova, D., Pavlova, L. Towards Better Understanding of Ancient Civilizations

by Storytelling and Gaming. TEM Journal, 7, 3, UIKTEN - Association for Information Communication
Technology Education and Science,Serbia., 2018, ISSN: 2217-8309, DOI: 10.18421/TEM73-24, 658-661.
SJR (Scopus):0.148 Q4 (Scopus) (Scopus, Web of Science) Jlunx

Pesrome:

Hosute noaxoau 3a rmpernojjaBaHe U yueHe ca HACOUCHM KbM HM3CIeBaHe U pa3padoTBaHe Ha
paboTeln METOIN 1 CLIEHAPUH 32 TI0-100p0o pa3dupaHe Ha 00y4aBaIloTo ChIbPKAHUE U aHTAKUPaHe
Ha y4alluTe ce 3a NO-aKTUBHO y4acTHe NpH NPUI00MBAHETO Ha 3HAHHE. Ta3M CTAaTHs MPEACTaBs HOB
00y4HuTesIeH MOIXO0/1 IPU H3yIaBaHETO Ha JIPEBHA UCTOPHUS M LUBIIN3AINH U TI0-KOHKPETHO Ha
TpakuiicKaTa NMBUIN3ALUS Ype3 KOMOMHNpPaHEe Ha METOANTE ,,pa3Ka3BaHe HA UCTOPUU™ U ,,CEpHO3HA

urpa‘.

Abstract:

The new strategies for teaching and learning point to the investigation and the deployment of
workable learning methods and scenarios for better understanding of the learning content and
engagement learners in more active participation during the perception of knowledge. This paper
presents a new learning approach for studying the ancient history and civilization and the Thracian

civilization in particular, by storytelling and serious game combination.
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y6ankanus Ne9 — B HAy4HO cIIMCaAHUeE:

Luchev, D., Paneva-Marinova, D., Pavlova-Draganova, L., Pavlov, R. New Digital Fashion World. In:
Proceedings of the 14" International Conference on Computer Systems and Technologies
(CompSysTech'13), Association for Computing Machinery, New York, NY, USA, ACM International
Conference Proceeding Series, 767, 2013, ISBN: 978-1-4503-2021-4, DOI: 10.1145/2516775.2516803,
270-275. SJIR (Scopus):0.222 (Scopus, ACM) Jlunk

Pesiome: | CbBpeMEeHHOTO MH(OPMALMOHHO MPOCTPAHCTBO MPEAOCTABS CIELMAIHO MSCTO 32 M3JlaraHe Ha
M3KYCTBOTO Ha MozjaTa. MOIHOTO M3KYCTBO HE OTpa3siBa caMo N300pBT HA Xopara 3a APEXH, a
IIPEJCTaBIsIBA U IIEHHO UCTOPHUYECKO HACIEICTBO — IBJITOCPOUEH aHTAXHMEHT 3a Ju3aiiHepuTe Ha
Jpexu. 3ana3BaHeTo U OKa3BaHETO HA TOBA CHKPOBHUILE HE € HEIIO0 HOBO, HO IIU(POBHAT CBAT JlaBa
BB3MOXKHOCT 32 HOB IIOTJIE]] BPXY Ch3/1aBaHETO M IPEICTABIHETO Ha Mojarta. B Tasm cratus
MIpeACTaBsIMe MbPBUS ONUT Ja ce Pa3padOTH MynTUMeaniiHa udpoBa 6ubimoTeka B bparapus,
ChIbprKalla MOJHH 00EKTH, Ch3JIaJICHN OT CTYACHTH OT HarmoHanHaTa Xy10’)KeCTBEHA aKaeMusl.
JlokaTo MiTaguTe XOpa H3ydaBaT MOAATa, Y€CTO CE OTKPHBAT HOBHU JIMHUH, TAJAHTINBH TBOPLH, HOBU

MOJIHU TCH/ICHITMH U HOBHU HJICH 32 MPOSIBH, KOMTO TPsIiOBa /1a ce peKIiaMUpaT U MOMy/IIpU3HApaT.

Abstract: | The contemporary information space provides a special place for the fashion art exhibitions. The
fashion art reflects not only the choice of the society for the clothes, but it is a valuable cultural
heritage - a long-term commitment for dress designers. Preserving and presenting this treasure is not
new task, but the digital world gives a new vision on fashion creation and performing. In this paper
we presented the first attempt in Bulgaria to be developed a multimedia digital library, keeping
fashion objects, created by students of the National Art Academy. During the process on fashion
study of young people it is often discovered new lines, talented creators, innovative fashion
tendencies and new performing ideas that have to be advertised and popularized.

y6ankanus Nel0) — B ToM Ha KoH(pepeHUIHS:

Paneva-Marinova, D., Zlatkov, L., Pavlova, L. Improved User Experience in Digital Library through
Advanced Content Synthesizing. In: Proceedings of the 9" International Conference on Information
Communication and Management (ICICM 2019), Association for Computing Machinery, New York, NY,
USA, ACM International Conference Proceedings Series, 2019, ISBN: 978-1-4503-7188-9, DOI:
https://doi.org/10.1145/3357419.3357432, 170-174. SIR (Scopus):0.200 (Scopus, ACM) Jlunk

Pe3iome: | B mporeca Ha n3cneaBaHe Ha UQpoBUTE ONOIMOTEKN M TEXHUTE PECypcH € Heo0X0IMMO Jia ce

MNpeAOCTABAT I'bBKABU MHCTPYMCHTHU 3a CUHTE3 HAa CbABbPIKAHUC, KAaTO IPU H360pa Ha CbABPIKAHUCTO
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ce n3noi3Bar 0a30BHU JICHHOCTH Ha YOBEIIKHUs MO3BK. LlenTa e Ha moTpeduTess 1a ce MpeasioRu
BB3MOXKHOCT J[a YCETH JIOCTBITHOCTTA Ha NMPEOCTABIHATE O0EKTH, JIa NMa MO-TOJISIMA HO0NI3a U eeKT
OT M3CJIEBAHETO HA U(poBaTa yciayra, fa MOTHHE B CpelaTa Ha MpeACTaBeHaTa HHpOpMaIus, 1a €
MOTHBHPAH J1a IPOIBJDKU H3MIOJI3BAHETO Ha pecypca, Aa HaTpyIa MO3UTUBCH EMOLMOHANIEH ONUT U
T.H. Ta3u craTtus ce KOHIEHTPHUPA BbPXY ACHHOCTTA 10 CHHTE3UPAHE Ha ChABbPIKaHHUE, KaToO CE

OIMMTBA Aa JaJ€ HOBU PCUICHUA 3a HO'J_'[06pO l'IOTpe6I/ITeJ'ICKO HU3)XXWBJABAaHC B HI/I(l)pOBI/ITe OuOIHOTEKH.

Abstract:

In the process of exploitation of the digital libraries and their resources, it is necessary to offer
flexible tools for content synthesis, using basic human brain activities in the content selection
process. The aim is to offer the user the opportunities to experience the feeling of accessibility of the
provided objects; better benefit and effect of exploring the digital service, immersing in the presented
information environment; motivation to continue using the resource, receiving emotional experience;
and so long. This paper is focused on content synthesizing activity trying to give new solutions for
improved user experience in digital libraries.

My6aukamus Nell — B ToM Ha KoH(epeHIHUS:

Zlatkov, L., Paneva-Marinova, D., Luchev, D., Pavlova, L., Pavlov, R. Aquae Calidae — Towards a

Serious Game Attracting Students to Ancient Civilizations. In: Proceedings of the 2019 2™ International

Conference on Education Technology Management (ICETM 2019, University of Barcelona, Spain,
December 18-20, 2019), Association for Computing Machinery, New York, NY, USA, ACM
International Conference Proceedings Series, 2019, ISBN: 978-1-4503-7629-7, DOI:
https://doi.org/10.1145/3375900.3375919, 14-18. SJR (Scopus):0.200 (Scopus, ACM) Jlunk

Pe3rome:

B Tta3u craTus mpeuiaraMe HOBa CEpHO3HA UTpa — U3CIeBaHe Ha pa3konkuTe Ha Aquae Calidae u
ONHCBaMe HAKOJIKO MHHH ITh3€J1 HIPH, KOUTO CE U3ITONI3BAT 32 MPEICTaBsIHEe Ha 00yJaBamoTo
cpabpkanne. Kato koMOMHMpaMe BUPTyalHa PealHOCT, TAaHOPAMHHU H300paKeHUsT HA UICTUHCKU
JPEBHU CTPaU M UHTEPAKTUBHU KOMIIOHEHTH HA UTpaTa, Ipejiarame 3a0aBeH HAYMH 32 YIYCHHUIIA OT
HaYaJlHUS Kypc Jia MOA00pAT MO3HAHUATA CU U pa30UpaHeTo Ha IPEBHUTE IMBUIU3AIIMN HA

0aIKaHCKHS ITOJTyOCTPOB.

Abstract:

In this paper we propose a new serious game an exploration of the Aquae Calidae archaeological
site, and describe a number of puzzle mini-games used for presenting educational content. By
combining virtual reality, panorama pictures of real ancient buildings and interactive gaming
components, we offer an entertaining way for primary -school students to improve their knowledge

and understanding of the ancient civilizations on the Balkan Peninsula.



https://dl.acm.org/doi/10.1145/3375900.3375919

y6ankanus Nel2 — B HAy4YHO ciUcaHue:

Pavlov, R., Paneva-Marinova, D., Rangochev, K., Goynov, M., Luchev, L. Towards Online Accessibility

of VValuable Phenomena of the Bulgarian Folklore Heritage. In: Proceedings of the 11" International

Conference on Computer Systems and Technologies (CompSysTech’10, June, 2010, Sofia, Bulgaria),

Association for Computing Machinery, New York, NY, USA, ACM International Conference Proceeding
Series, 471, 2010, ISBN: 978-1-4503-0243-2, DOI:10.1145/1839379.1839437, 329-334. SJR
(Scopus):0.250 (Scopus, ACM) Jlunk

Pe3ome:

Bwnrapckara donknopna mudposa oudimoreka (bPLIB) npencrasispa nsinocTHa web-06a3upana
cpeza 3a perucTpupaHe, JOKyMEHTHPaHe U JIOCTHII JI0 TOJIsIM Opoii Obarapcku GoskiiopHr 00eKTH.
ITpu pazpadorBanero Ha BOLIb, MHOTO BaxkHa 3a/1aua Oe Aa ce MPEe0CTaBH CTPUKTHO
npoexTupanata GpyHkioHanHocT. CrenyanHo BHUMaHue Oe 00bPHATO HA CHh3JaBaHETO Ha
CHABPIKAHUE, THPCEHETO M aIMUHHCTPUPAHETO B OIHT Ja CE IOKPHUAT BCHYKH BB3MOXKHH PEIICHUS,
KaTo JICCHO aHOTHPAHE U MHJCKCHPaHE Ha ChAbP)KAHUETO, HETOBOTO CTPYKTYPUpaHe, ChXpaHEHHE,
HOJAPBHXKKA, TOCTBIL, ThPCCHE, CENCKTUPAHE, TPYIIHpPaHe, yIIpaBIeHUE, IPOCIIeAsBaHe, U3BIMYaHE Ha
JaHHU | T.H. Ta3u cTaTus npencTass IIaBHATa GYHKIMOHATHOCT, cHeHH(UKALMATA Ha YCIYTUTE 1

peanuzupanero Ha bPLb.

Abstract:

Bulgarian Folklore Digital Library (BFDL) represents a complete web-based environment for the
registration, documentation, and access to a wide range of Bulgarian folklore objects. A very
important task during the BFDL development was the provision of the strictly designed
functionalities. A special attention was pay to content creation, search and administration, trying to
cover a wide range of possible solutions such as easy content annotation and indexing, content
structuring, storage, maintenance, access, search, selection, group, management, tracking, data
export, etc. This paper presents the main functionality, services specification and implementation of
the BFDL.

Iyonukamusa Nel3 — B ToM Ha KoH(epeHIHs:

Dochev, D., Pavlov, R., Paneva-Marinova, D., Pavlova, L. Towards Modeling of Digital Ecosystems for

Cultural Heritage. In: Digital Presentation and Preservation of Cultural and Scientific Heritage,

Proceedings of the Ninth International Conference DiPP2019, 9, Institute of Mathematics and Informatics,
BAS, 2019, ISSN:1314-4006, 77-87 (Scopus, Web of Science) Jlunk

Pe3rome:

Lenrta Ha HacTosIIIaTa CTATUSA € JIa CHHTE3Mpa HHGOPMAIHATA 32 HHOBATHBHU ()YHKIIMOHAITHOCTH U
MTOTEHIIMAJ Ha I(PPOBHUTE EKOCUCTEMH 3a KyJITypHO HaciencTBo. HakpaTko ca mpeacTaBeHn

OCHOBHHU TEXHHU XAPAKTCPUCTUKH. KpaT’l)K TPETJIC HAa HAKOJIKO TEKYIIN eBpOl’IeﬁCKH IIPOCKTHU 3a



https://dl.acm.org/doi/10.1145/1839379.1839437
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NpOy4YBaHe U pa3BUTHE Ha NU(POBU KyJITYPHU €KOCUCTEMH 00OpHUCYBa TEXHH OCOOCHOCTH U

pa3KpuBa HIKOU OOIIHM XapaKTEPUCTUKH U TEHACHINH B Pa3BUTHETO UM.

Abstract:

The aim of the present paper is to give a brief information about the innovative functionalities and
potential of the Digital Ecosystems for Cultural Heritage. The main features of digital ecosystems
are shortly presented. A brief overview of some recent European projects dedicated to research and
development of digital cultural ecosystems sketches their specifics, reveal some common

characteristics and some development trends.

yo6ankanus Nel4 — B Tom Ha KoH(pepeHUHS:

Luchev, D., Paneva-Marinova, D., Pavlov, R., Pavlova, L., Markus, Zs. L., Kaposi, G., Szkaliczki, T.,

Veres, M. Presenting Bulgarian Cultural and Historical Sites with Panorama Pictures. In: Digital

Presentation and Preservation of Cultural and Scientific Heritage. Proceedings of the Seventh International
Conference DiPP2017, 7, Institute of Mathematics and Informatics, BAS, 2017, ISSN: 1314-4006, 113-
122. (Scopus) Jlunk

Pe3ome:

CrartusiTa IpecTaBs IPUIIOKEHNE Ha TAHOPAMHH CHUMKH 3a aTPaKTHBHO IIPEJICTAaBsSHE Ha 00CKTH Ha
KyATypHOTO HaciencTBo. Ot cpTpynnudectBoTo Mexay MTA SZTAKI u UMU-BAH no ceBmMecTeH
M3CIIEIOBATEINICKH POEKT ca Ch3/JaJeHN HHTEPAKTUBHY CHEPHIHN TAHOPAMHH CHUMKH C BHCOKa
pasiesIUTeNHa CIOCOOHOCT Ha HAKOJIKO U3BECTHHU MecTa (IIbPKBH, MYy3€ii, MOCTOBE) OT
BenukoTbpHOBCKH pernoH Ha bbiarapusi, KakTo ¥ MHCTPYMEHTH 32 MPEACTaBSIHETO UM 32 MOOHIIHO
npuinoxeHue u ye6. CraTusTa npeacTaBs Hai-HOBU pa3pabOTKH, CBBP3aHH ¢ HHTETPUPAHETO Ha
MaHOPaMeH BU3YyalIn3aTop Ha MHOXKECTBO IIaT(GOPMH U crienu(UYHN NPIIOKEHHU HAa TAaHOPaMHH

CHHUMKH.

Abstract:

The paper presents the application of panorama pictures for presenting cultural heritage sites in an
attractive way. High-resolution interactive spherical panorama pictures of several famous locations
(churches, museum, bridges) in Veliko Tarnovo region, Bulgaria, and presentation tools on both —
mobile application and web pages, were created in a cooperation of MTA SZTAKI and IMI BAS
under a joint research project. The paper introduces the latest developments related to the integration
of the panorama picture viewer on multiple platforms and specific implementations of panorama

pictures presentations.

y6ankanus Nel5 — B ToMm Ha koH(pepeHIHs:

Paneva-Marinova, D., Pavlova, L., Goynov, M., Draganov, L., Pavlov, R. Towards Enhancement of the

Quality of Education through Innovative Use of Digital Cultural Ecosystems. In: Proceedings of the 14"

annual International Technology, Education and Development Conference (IATED2020, Valencia, March
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2-4, 2020), IATED, 2020, ISBN: 978-84-09-17939-8, ISSN: 2340-1079, 1520-1523. (Web of Science)

JInHk
Pe3stome: | Tasu crarus mpencrassi JEHHOCTH IO pa3pab0TBaHETO Ha MOJIEIH 32 e(heKTHBHA yIoTpeoa,
NPOJBIDKABAIIO pa3BUTHE, TIPOYYBaHE U NPEIOCTaBsIHE HA HU(PPOBH KYITYPHH PECypcH B IU(QPOBU
KYJITypHH €KOCHCTEMH 3a IIeTUTE Ha 00YIeHUETO, CIIeIBANKI BH3HUATA, TOOPHUTE TIPAKTHKHU H
MIOCTIDKEHMSITA Ha M3CJeloBaTecKaTa e-mHppacTpykTypa 3a Kyirypa u xymaaurapuctiaka DARIAH
(Digital Research Infrastructure for the Arts and Humanities).
Abstract: | This paper presents the activities for development of models for effective use, continuing

development, research and delivery of digital cultural resources in digital cultural ecosystems for
learning purposes following the grand vision, good practices and achievements of the Digital
Research Infrastructure for the Arts and Humanities.

y6ankanus Nel6é — B ToMm Ha KoH(pepeHUHS:

Paneva-Marinova, D., Zlatkov, L., Luchev, D., Pavlova, L., Goynov, M. Beneficial Learning

Observation of a Virtual Museum for Ancient History. In: Digital Presentation and Preservation of

Cultural and Scientific Heritage, Proceedings of the Tenth International Conference DiPP2020, 10,
Institute of Mathematics and Informatics, BAS, 2020, ISSN: 1314-4006, 129-137. (Web of

Science) Jlunk

Pe3ome:

Ot aBNTO BpEMe KYJITYpHOTO HACIIEJICTBO CE ChbXPAHsIBA B ApXUBUTE HA HHCTUTYIIMU KaToO MY3€H,
OnOIMOTEKH, raJepuy U PECTaBPALMOHHN JJa00PaTOPHH, TTOpaIi KOETO KaTO Pe3yiITaT MMa U3BECTHH
OTpPaHMYEHUS B IOCTHIIA U Nperieaa My. LIndgpoBuTe TEXHOIOTHN BBBEXKAAT HOBU PEIICHU 3a
JOKyMEHTHpPaHe, MOJAPHKKA U IPE/ICTaBsIHE Ha TOBA LIEHHO ChKposuire. Cpel HOBU TEXHOJIOTHH ca
BHUPTYaAJTHUTE MY3€H, T0Ka3aHO CbBPEMEHHO PEILICHUE 3a aTPAKTUBHO e-TIPE/ICTaBsIHE Ha KYJITypHUTE
apxuBH. Ta3u cTaTus MMa 3a I1eJ 1a IPecTaBU MOJieNl HA MHOBATUBEH BUPTYyalleH My3eii,
yIpaBisiBall pa3HOOOPa3HU KOJEKLIUH OT HU(PPOBH 00EKTH, OPraHU3UPAHH 0 PA3INIHN HAUNHH
Ype3 cI0KHa crenuan3upana GpyHkunoHamHoct. Pokycnupain cMe ce BbpXy HHCTPYMEHTH 32
I0JI00PEHO NpeTyex/1aHe Ha ChABPKAHUETO U MPEXHUBIBAHE, 1aBaiK/ HOBH PEIICHHS 32 €(hEeKTHBHO

M3II0JI3BaHE HA ChABPIKAHNETO Ha BUPTYAJTHUS My3e 3a 00yIHTETHHU IIeITH.

Abstract:

For a long time, cultural heritage has been preserved in archiving institutions such as museums,
libraries, galleries, and restoration laboratories, resulting in access and review limitations. Digital
technologies are introducing new solutions for documentation, maintenance and distribution of this
valuable treasure. Among these new technologies are virtual museums, which have already proven
their worth as a contemporary solution for attractive presentation of cultural archives. This article
aims to present an innovative virtual museum, managing diverse collections of digital objects,

organized in various ways by a complex specialized functionality. We focus on tools for improved
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content observation and enhanced learning experience, giving new solutions for effective use of

virtual museum content for learning purposes.

Iyoauxamus Nel7 — B ToM Ha KoH(epeHIHS:

Moumoutzis, N., Rigas, N., Xanthaki, C., Maragkoudakis, Y., Christodoulakis, S., Paneva-Marinova, D.,
Pavlova, L. Employing Theatrical Games to Establish and Support Onlife Learning Communities on
Mathematical Principles of Informatics. In: Digital Presentation and Preservation of Cultural and
Scientific Heritage, Proceedings of the Tenth International Conference DiPP2020, 10, Institute of
Mathematics and Informatics, BAS, 2020, ISSN: 1314-4006, 19-43. (Web of Science) Jluuk

Pesrome: | Tasu cTaTus mpeacTaBs Kak CTPYKTyparta 3a H3rpakiaHe U MOIAPHKKa Ha 00IIecTBa 3a 00yUCHUE
PerFECt moxe na ce koMOMHIpa ¢ MTHOBATHBHU IIOJXOJM Ha MpEIoiaBaHe Ha MaTeMaTHKa C
M3MOJI3BAHETO HA JIpama, 3a Jla IOKaKaT JSeHHOCTHUTE ,,M3KII0UBaHe * MPU U3y4aBaHETO HA JABOUYHATA
cucrtema oT y‘-IeHI/IIlI/I B HA4YaJICH U HpOFHMHaSI/IaHeH cTarl. PeSyJ'ITaT'I)T (§] TeananHaTa Hrpa ,,LIOBeIlIKI/I
KaJKyJaTop, KOSATO JaBa BF3MOXKHOCT Ha YUCHHUIINTE, U3MOI3BAKH TelaTa CH, 1a HaydaT
JIBOMYHOTO TIPEICTaBsSHE HA YUCIIATA U 1a OTKPHSAT AITOPUTMHUTE 3a T0OaBsSHE, N3BAXKAAHE,

YMHOKCHHUC U ACJICHUC.

Abstract: | This paper presents how the PerFECt Framework for establishing and sustaining learning
communities can be combined with innovative approaches of teaching mathematics using drama, to
develop unplugged activities to introduce the binary system in primary and secondary school
students. The resulting Human Calculator theatrical game enables students, using their bodies, to
learn the binary representation of numbers and discover the algorithms of addition, subtraction,
multiplication and division.

Iyonukamusa Nel8 — B ToM Ha KoHGepeHIHA:

Moumoutzis, N., Koukis, A., Christoulakis, M., Maragkoudakis, 1., Christodoulakis, S., Paneva-
Marinova, D. PerFECt: A Performative Framework to Establish and Sustain Onlife Communities and its
Use to Design a Mobile App to Extend a Digital Storytelling Platform with New Capabilities. In: Auer
M.E., Tsiatsos T. (eds.) Internet of Things, Infrastructures and Mobile Applications. IMCL 2019.
Advances in Intelligent Systems and Computing, vol 1192, Springer, Cham, 2021, ISBN: 978-3-030-
49931-0, ISSN: 2194-5357, DOI: https://doi.org/10.1007/978-3-030-49932-7_93, 1002-1014. SJR
(Scopus, 2019):0.184 Q3 (Scopus) Jlunk
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Pestome: | Tasu craTusi MOKa3Ba Kak KOHIEMIHMSITA 32 BUPTYATHO OOIIECTBO MOXE [1a CE Pa3BUE JOMBIHUTEITHO
Ype3 CbBPEMEHHHU LU(POBH TEXHOIOTHH, TaKa 4e 1a U3BeJle Ha IPEJICH IUIAH YCTaHOBSIBAaHETO HA
Oorar conuaieH KOHTEKCT, B KOWTO Jja ce YIpa)KHsABa KPeaTUBHOCTTA Ha XOpaTa U Jia Ce peaan3upa
oOyueHue. HoBata peanHocT, KOsATO HBa ¢ HU(POBUTE TEXHOJIOTHH, CE XapaKTepH3Upa ¢ HOBH
KauecTBa, HOBU Bb3MOYKHOCTH 3a JIeHCTBHE, HOBH Hellla, KOUTO OOIIHOCTTa MOJKE 1 CH MIO3BOJIH.
Bcenuku te ce onmcat ¢ repmuna “onlife”. 3a mppBH BT TO3M TEpMUH € npeyioxkeH B “Onlife
MaHU(eCT” U ce U3I0JI3Ba B Ta3M CTaTHS, 3a Jja 0003HAUM ONpEeJIeNICHN KauyecTBa, KOUTO ca BaKHH 3a
pa3bHpaHeTo Ha ChbBPEMEHHUTE HU(PPOBH MIATHOPMHE U IPHIOKEHHUS U 32 HACOUBAHETO HA YCHIIMATA
3a e()eKTHBHO pa3IIMpsBaHE B IOCOKA OCHTYPSIBAHE Ha HOBH CIIOCOOHOCTH 33 TEXHUTE MOTPEOUTEIH.
[pencraBenu ca cienn(pUIHN NIPUHIMIN Ha U3aiiHa, JOIBJIHEHH OT KOHKPETHO MOOWITHO
NPHIOKEHNE, HACOYCHO KbM KPEaKTHBHOCT M 00y4YeHHe B 00JIacTTa Ha KyJITypHOTO HACJIEICTBO,
KOETO J]a ICMOHCTPHUpA KaK JASHCTBAT Te3H NPUHIUIN. MOOHIHOTO NPHUIOKEHHE 1aBa BE3MOKHOCT
Ha TOTpeOUTENNTE Ha ChIIECTBYBAaINa [udpoBa mwiaThopma 3a paskasBane Ha ucropun (Storytelling),
BIbXHOBEHA OT Tearhpa Ha CEHKUTE, 1a pa3paboTAT COOCTBEHH HU(PPOBU MAPHOHETKH MO €(hSKTHBCH
HauyuH. M3non3BaneTo Ha nu(pOBO NMPUIOKEHHUE CE CpaBHABa C Hy)KJara Jia Ce U3I0J3BaT BHHIIHH
MHCTPYMEHTH 3a 00paboTKa Ha N300paKeHus, a MPEIUMCTBATa U HEJJOCTAThIUTE HA BCEKHU MOJIXO0]T

Ca MpCACTABCHU U CBbP3aHU C IIbPBOHAYAIHO NPCACTABCHUTC IIPUHIIUIINA B ,I[PISaSﬁHa.

Abstract: | This paper presents how the concept of virtual community can be further elaborated to account for
the use of modern digital technologies in a way that promotes the establishment of rich social
contexts within which human creativity is exercised and learning happens. The new reality brought
about by digital technologies is characterized by new qualities, new opportunities for action, new
community affordances, that are captures by the term onlife. This term was initially proposed in the
Onlife Manifesto and used in this paper to signify certain qualities that are important in
understanding modern digital platforms and applications as well as guide the efforts for effectively
extending to provide new capabilities to their users. Specific design principles are presented
complemented by a concrete mobile app addressing creativity and learning in the field of cultural
heritage to showcase how these principles are put in action. This mobile app enables the users of an
existing digital storytelling platform inspired by traditional Shadow Theatre, develop their own
digital puppets in an effective way. The use of the mobile app is compared to the need to use external
image processing tools and the pros and cons of each approach are presented and linked to the design
principles initially presented.

Iyoaukamusa Nel9 — rnaBa ot KoJIeKTUBHA MOHOTpadus:

Paneva-Marinova, D., Pavlov, R. Improving Learner Experience within Educational Nooks in Digital
Libraries. Learner Experience and Usability in Online Education, IGI Global, 2018, ISBN:
9781522542063, DOI: 10.4018/978-1-5225-4206-3, 316, 174-193 (Scopus) Jlunk
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Pe3rome:

Tasu rnaBa npeacTaBs pelieHUe 3a IIePCOHAIN3UPAHO HAOIIOICHHE U TT0100PEHO U3KUBSIBAHE Ha
00ydeHneTo B UPPOBH OMOIMOTEKH Upe3 CIenalieH HHTSIMTeHTeH KbT 3a yueHe. Pasrienanu ca
OCHOBHHTE (aKTOPH, CBEP3aHU C OMUTA Ha MOTpeOuTeNs B nupoBaTa OMOIMOTEKA U IPOOIIEMH C
MI0JI3BAEMOCTTA Ha ChAbpkaHueTo. [Ipu nu3aitHa Ha NOTPEOHUTEICKUTE H3KUBSIBAHHS BHUMATEIHO Ca
aHAJIM3HPaHH TTOTPEOUTEIICKUTE HY KA, M, IPSIIOYUTaHUs U HHTEPECH, KaTo CHIIUTE ca ce
NIPEeBbPHAJIN B OTIIPaBHA TOYKa IIPU pa3paOb0TBaHETO Ha HOBU (pyHKIMOHATHOCTH. Ta3u riasa
JIEMOHCTPHpa HIKOJIKO KbTa 33 YYeHE U TEXHU KOMIIOHEHTH, KaT0 MHCTPYMEHTH 3a 00y4eHHe B
uudposa 6ubIMOTEKA 32 MOJa, MHTEIMTEHTEH KbT B (poBa OMbmoTeka 3a HKoHOTrpadcko
U3KYCTBO, OHTOJIOTHS Ha y4eOeH MeTOo/la aHaJIN3, KaKTO U HAKOJKO 00pa3oBaTeIHN HIPH 33 U3KYCTBO

U KyNTypa, Ha KOUTO aBTOPUTE ca Ch-pa3pabOTIUIIH.

Abstract:

This chapter presents solutions for personalized observation and enhanced learning experience in
digital libraries (DLs) by special smart educational nooks. Main factors related to the DLs user
experience and content usability issues are considered. During the user experience design, the users’
needs, goals, preferences, and interests have been carefully studied and have become the starting
point for the new DLs functionality development. This chapter demonstrates several educational
nooks or their components, such as learning tools in a digital library for fashion objects, a smart
learning corner in an iconographical art digital library, an ontology of learning analysis method, and
some educational games for art and culture in which authors are co-developers.

Myoaukamus Ne20 — ko1leKTUBHA MOHOTpadus:

Paneva-Marinova, D., Goynov, M., Luchev, D. Multimedia Digital Library: Constructive Block in

Ecosystems for Digital Cultural Assets. Basic Functionality and Services. LAP LAMBERT Academic
Publishing, Berlin, Germany, 2017, ISBN: 978-3-659-87899-2, 1-132

Pe3ome:

BubnuorexnuTe BUHArK ca OMIIM IEHEH N3TOYHHK Ha 3HaHWS. EBomonysaTa Ha TEXHOIOTUUTE
npeoOpas3yBa TpaaAUIIHOHHUTE OMOINOTEKN B THN(POBU TaKHUBA, IPU KOETO BB3HUKHA HYXKa OT
e(eKTUBHO MOJIHACSHE HA OTPOMHHTE KOJIMYECTBa MH(OPMAILHsl, KOUTO ChILECTBYBAT B MOMEHTA 110
(opmara Ha QpPOBU3NPaHO ChIbpKaHHE. POKYCHT B Ta3W KHHTA € BbPXY MPOYYBAHETO HA
MHOBAIIMH, 0COOEHO B 00JIaCTH U MMOJ100J1aCTH, CBBP3aHN C yIIpaBiIeHHe 1 00paboTBaHe Ha JAHHHUTE B
1poBU OMOIMOTEKN — MHOBAaTUBHH M TBOPUECKH OPUEHTUPAHH MHCTPYMEHTH 32 JOCTUTAHE 10
KyJITYpHH aBOApH, MPUIIOKEHUS M YCITyTH 32 T0-100bp AOCTHII U €KCIUIoaTHpaHe Ha 00ratoTo u
Pa3HOOOPa3HO KYJITYPHO HACIEACTBO MO YCTOWYHMB HAYWH, HHTEJMTEHTHA MoApenda (KypupaHe),
KpeaTHBHO M3IT0JI3BaHe/TIPEU3NOI3BaHEe U CMECBaHe, TOBTOPHA HHTEPIPETAIN, H3yJaBaHe,
pa3bupane, aHaIM3, IPECOHANN3NPAHE, aJalTHPaHe, CEMAaHTHKA U T.H. TOBa U3CeqBaHEe Ce 3aHNMaBa

C Ba)XHU MTPOOJIEMH Ha TUPEKTHATa paboTa ¢ JAHHUTE, 3acsraifki HKOHOMHUKaTa (KaKTo €
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NPE/ICTaBEHO OT TBOpUYECKATa U Mpech3laBaliarta HHAyCTpuUs ), IyOInYHUs CeKTOp (KYITUPHH

WHCTUTYLUHN — My3eH, OMOIMOTEKH, TaepPHH U T.H.), 00pa30BaHUETO U OOIIECTBOTO KaTO IISITO.

Abstract:

Libraries have always been a valuable source of knowledge. The technology evolution transformed
the traditional libraries into digital ones which arose the need of efficient serve of the huge amount of
information that now exists in the form of digitized content. The focus of this book is on the search of
innovations especially in areas and subareas relevant to digital library data management and
processing—innovative and creative tools for approaching cultural assets, applications and services
for better access and exploiting of the rich and diverse digital cultural heritage in a sustainable way,
intelligent curation, creative use/re-use and remix, reinterpretation, study, understanding, analysis,
personalization, adaptation, semantics, etc. The research deals with important issues of handling data
directly, affecting the economy (as presented by creative and re-creative industry), the public sector

(cultural institutions—museums, libraries, galleries, etc.), education, and society as a whole.
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