PestomeTa Ha nybnukauuute Ha rf. ac. 4-p Makeum Kpacmupos [oinHoB

NpeCcTaBeHu 3a y4acTve B KOHKYPC 3a akagemmnyHa SITbKHOCT ,JOoLeHT B 06nacT Ha Buclue obpasoBaHue 4. MpupogHu

Hayku, MaTemaTka 1 uHcopmaTika, NpoecoHanHo Hanpaenexue 4.6. HdopmaTiika M KOMMIOTbPHN HaykK, Hay4Ha

cneupnanHocT Hdopmatuka“ (Cuctemu 3a ynpaBneHue Ha LMgpoBO KyNTYPHO ChAbPXaHME W eNTEKTPOHHO 0By4eHue),
0bsiBeH B [1B, 6p. 103/02.12.2025 .

1. Paneva-Marinova, D., Goynov, M., Pavlova, L., Zlatkov, L., Luchev, L. Studying the Ancient Civilizations on the Balkan
Peninsula through Serious Game and Storytelling. In: Auer, M.E., Tsiatsos, T. (eds) New Realities, Mobile Systems and
Applications. Lecture Notes in Networks and Systems, vol. 411, 2022, Springer, 2022, ISBN:978-3-030-96295-1, ISSN:2367-
3370, DOI: https://doi.org/10.1007/978-3-030-96296-8_48, 537-546. SJR (Scopus): 0.151, Q4 (Scopus)

Pestome: Ta3u ctatis npeacTaBs Cepuo3Ha Urpa, KosTo U3crnesa MHOTOMIaCcTOBUTE apXEOSIOMMYECKM PasKomKu B aHTUYHaTa
mecTHocT Akee Kannge (0T naTuHckm, ,Tonnu Boau”), pasnonoxeHa B paioHa Ha MinHepanHute 6anu B byprac. Mctopusita
Ha Akse Kanuge (Tepma, Tepmononuc) e cBbp3aHa C M3BECTHUTE FOPELLM MUHEparnHu U3BOpK B paioHa U 06xBaLla Obmbr
nepuog OT BpeMe OT MbpBOTO xunsigonetue np.H.e. 4o XVI Bek. T e cBbp3aHa CbC CbOUTUS OT ucTopusTa Ha [ipeBHa
MbpLUmsi, pUMCcKaTa W BU3aHTUIACKATa enoxa, CPeaHOBEKOBHWUA Obnrapcky nepuog, KPbCTOHOCHUTE MOXOAM M OCMAHCKMS
nepuoa, M e nocellaBaHa OT M3BECTHWM MCTOPMYECKW NMYHOCTW. Boratata MCTopus Ha MSCTOTO AaBa Bb3MOXHOCT 3a
pa3spabotBaHe Ha 06pa3oBaTeNnHM WUrpK, CBbP3aHW MO-CMELManHO C [PEeBHUTE LMBUIM3auMM. Ypes mnoTansHe BbB
BUPTYanHaTa TpUM3MepHa peanHocT Ha APEBHUS KOMMNEKC W UrpaeHe Ha MHTYUTUBHM 0Bpa30BaTENHN MUHU-UTPH, YYEHULUTE
OT OCHOBHUTE yuymnuLia nogobpsBat 3HaHUsTa M pasbupaHeTo cy 3a APEBHNTE LMBUNM3aLMW Ha bankaHckis nonyocTpos.

Abstract: This paper presents a new serious game, exploring the multilayered archeological excavations in the town of Aquae
Calidae (from Latin, 'warm waters'), situated in the Burgas mineral baths region. The history of Aquae Calidae (Therma,
Thermopolis) is related to the famous hot mineral springs at the site and covers a long period of time from the 1st millennium
BCE to the XVIth century CE. It is linked with events of the history of Ancient Greece, Roman and Byzantine times, Medieval
Bulgarian period, The Crusades and the Ottoman period, and was visited by famous historical figures. The rich history of the
place makes it possible to develop educational games, related particularly to the ancient civilizations. Through immersing in
the virtual three-dimensional reality of the ancient complex, and playing intuitive educational mini-games, students from
elementary schools improve their knowledge and understanding of the ancient civilizations on the Balkan peninsula.

2. Paneva-Marinova, D., Scarpa, M., Riparante, M., Goynov, M., Luchev, D., Pavlova, L., Zlatkov, L. Machine-readable
Descriptive Structures to Study Medieval South Slavic Scriptoria and Scribes. TEM journal, 11, 2, UIKTEN - Association for
Information Communication Technology Education and Science, Serbia, 2022, ISSN:2217-8309, DOI:10.18421/TEM112-22,
675-682. SJR (Scopus): 0.245, Q3 (Scopus)

Peslome: Hacroslara cratus odyepTaBa pasBUTMETO HAa MALUMHHO YETUMM CEMaHTWUYHU CTPYKTYpW, MOAMOMAaralLy
W3CneaBaHeTo W aHamn3a Ha pPbKOMUCUTE Ha tokHOocNaBsHCkuTe konmeTi ot XIV Bek. Hawata uen e fa AOCTUTHEM U
edekTMBHO A1a 13MoM3BaMe OrpOMHOTO KONMYECTBO 3HaHMS 3a AUrMTanM3NPaHoTO MMCMEHO HACTELCTBO, KaTo NPefoCTaBUM
CpeacTea 3a CEMaHTUYHO onucaHue, CTPYKTypupaHe, 06paboTka, ynpaBneHue, BU3yanu3aums 1 aHanu3a Ha JaHHUTE, KOeTo
3HAUMTENHO LLE YNIeCH) NpoLecuTe Mo U3cneBaHe 1 n3yvasaHe.

Abstract: This paper outlines the development of machine-readable semantic structures, supporting the research and analysis
of the manuscript works of the South Slavic scribes from the fourteenth century. Our hope is to reach and effectively exploit
the vast amounts of knowledge about the digitized written heritage by providing means to semantically describe, structure,
process, manage, visualize and analyze the data, greatly facilitating the research and study processes.

3. Paneva-Marinova, D., Goynov, M., Zhelev, Y., Monova-Zheleva, M., Mitreva, E., Luchev, D., Pavlov, R. Full-fledged Access
and Usability of Content in Digital Cultural Heritage Library: Approaches, Paradigms and Implementation. ACM Journal on
Computing and Cultural Heritage, 17, 1, Association for Computing Machinery, New York, NY, United States, 2024,
ISSN:1556-4673, DOI: https://doi.org/10.1145/3631135, 1-12. SJR (Scopus):0.58, JCR-IF (Web of Science): 2.4, Q3 (Web
of Science)

Pestome: HacToAlloto WacnedsaHe npefcTaBs nogxof 3a nofobpsiaHe Ha GuBNMOTEYHATa WMHGPACTPYKTypa upes
MHTErpMpaHe Ha CbBPEMEHHU TEXHONOMNIN 1 peLleHns, HAaCOYEHU KbM He3aﬁaBHO, NNaBHO U HENPEKbCHATO adanTupaHe Ha



BubnuoTekute B CboTBETCTBME C HyxauTe Ha XXI Bek. [0-KOHKPETHO, B TasW CTaTUS Ce pasrnexzia NpoeKTUpaHETOo M
pa3paboTBaHETO Ha MHOBaTUBHA BrubnMoTeYHa cpepda, ocurypsiBalla OnMCaTenHo KaTanorusnpaqe, MHAEKCMpaHe no Temu,
WHTENUreHTHO TbPCEHE Ha JaHHMW, KypupaHe U pa3BUTUE Ha KOMEKLMM C Lien [a ce OTrOBOPM Ha (DYHKLIMOHAMHUTE HYXAaM,
CBbp3aHM C BCe MNO-HapacTBallMTE OYakBaHus Ha noTpebutenute. EdektmBHOCTTa Ha mogxogja € MoOTBbpAeHa B
PernoHanHata 6ubnuoteka ,leiio ABopos” — Byprac, acouumpaH LOCTaBYMK Ha CbbpXaHue B bbnrapckata HaumoHanHa
WHTEpAMCUMNNHAPHA 13crnefoBaTencka enekTpoHHa MHAPACTPYKTYpa 3a pecypen U TEXHOMorun 3a Bbnrapckus esuk n
kynTypHo HacnegcTeo (CLaDA-BG).

Abstract: The current research presents an approach to the improvement of the librarian infrastructure via the integration of
advanced technology and solutions aiming at an immediate, smooth, and continuous adaptation of the libraries in line with
21st century needs. In particular, this article discusses the design and development of an innovative library environment
ensuring descriptive cataloging, subject indexing, intelligent data searching, curation, and collection development aiming to
meet the functional needs related to the increasingly growing users' expectations. The effectiveness of the approach has been
validated in the Regional Library "Peyo Yavorov"-Burgas, Bulgaria, an associated content provider in the Bulgarian National
Interdisciplinary Research E-Infrastructure for Bulgarian Language and Cultural Heritage Resources and Technologies
(CLaDA-BG). Testing of the system was made to assure its stability and reliability.

4. Goynov, M., Tati¢, D., Paneva-Marinova, D., Stankovi¢, R. S., Luchev, D., Mitreva, E., Pavlova, L. 3D Transformation of
2D Captured Museum Objects at Risk. In: Auer, M.E., Tsiatsos, T. (eds) Smart Mobile Communication & Artificial Intelligence.
IMCL 2023. Lecture Notes in Networks and Systems, 937, Springer, Cham, 2024, ISBN:978-3-031-56074-3, ISSN:2367-3370,
DOI: https://doi.org/10.1007/978-3-031-56075-0_25, 267-276. SJR (Scopus): 0.171, Q4 (Scopus)

Pestome: B Tasu cratus e npegcraBeHa Metoponorvs 3a npeobpasysaHe Ha 2D B 3D obekt, 6asnpaHa Ha 2D 3acHeTw
My3eiHU akTuBM (cTapy doTorpadui, CkaH1paHu u3obpaxeHus unu apyro 2D AurMTannavpaHo ChAobpKaHue) 3a NpeamMeTy
C orpaHuyeH AocTbn. TexHonorusTa onpocTsBa chafaBaHeTo Ha 3D 06ekTH, 3a Aa Ce HamMansT pasxoauTe 3a Xapayep Unu
nepcoHan 3a 3D npou3sogcTBO. TS € npurnoxuma 3a nogobpeHo npeacTaBsHe Ha LeHH aptedakti B 3D yeb-6asvpanu
BUPTYamHW My3eu, ranepuu, 06pasoBaTesHn urpu 1 ap.

Abstract: This paper presents a methodology for 2D to 3D object transformation, based on 2D captured museum assets (such
as old photos, scans, or other 2D digitized content) for items with limited access due to their age, value or fragile nature. The
technology simplifies 3D object generation in order to reduce cost of hardware or personnel for 3D production. It is applicable
for improved display of valuable artefacts in 3D web-based virtual museums, galleries, educational games, etc.

5. Paneva-Marinova, D., Luchev, D., Goynov, M., Mitreva, E., Pavlov, R., Tati¢, D. Smart m-Observation and Study of
Orthodox Art. In: Auer, M.E., Tsiatsos, T. (eds) Smart Mobile Communication & Artificial Intelligence. IMCL 2023. Lecture
Notes in Networks and Systems, 937, Springer, Cham, 2024, ISBN:978-3-031-56074-3, ISSN:2367-3370, DOI:
https://doi.org/10.1007/978-3-031-56075-0_6, 57-62. SJR (Scopus): 0.171, Q4 (Scopus)

Pestome: Tasu cTatus npegcrass nporpecvBHO yeb npunoxenue (PWA — progressive web application) 3a 6bnrapckoTo
MKOHOrpadhCKo M3KYCTBO, KOETO npeafiara cneumdudHu 1 KOMMAEKCHN (YHKLUWM 33 OTKPWBAHE Ha 3HaHWs, LMHamMUyHa
KaTeropuaawus, puntpupaHe, aHann3 Ha CbabpxaHue, CrofensHe Ha cbabpxanue 1 ap. OCHoBHaTa Lien Ha NPUIOXEHNETO
€ [ia HanpaBw npoLeca Ha 00y4YeHNE Ha CTYAEHTUTE HTEPAKTMBEH M MbIHOLEHEH Ype3 MOBUHO M3yyaBaHe ,M-u3yyaBaHe"
11 [1a NpeaocTaBu No-NeceH 1 edhekTUBEH HAYMH 3a U3crefBaHe 1 CpaBHsIBaHe Ha MKoHorpadcku obekTu.

Abstract: This paper presents a progressive web application for Bulgarian iconographical art that provides specific and
complex features for knowledge discovery, dynamic categorization, filtering, content analysis, shared content usage, etc. The
main goal of the application is to make the learning process of students interactive and full-fledged through m-observation and
to provide an easier and more effective way of researching and comparing iconographic objects.

6. Goynov, M., Rangochev, K., Paneva-Marinova, D., Sapundijiev, V. Tracking Interoperability Service in Digital Libraries for
Orthodox Art and Knowledge. Digital Presentation and Preservation of Cultural and Scientific Heritage, Conference
Proceedings, 6, Institute of Mathematics and Informatics-BAS, 2016, ISSN:1314-4006, 137-146, 6e3 JCR unu SJR -
nHaekenpa B WoS nnm Scopus (Scopus)

Pestome: Peanusaupsta Ha ugesta 3a nogobpeH JOCTbN M e(heKTUBHO M3NOMN3BaHE Ha CbObPXaHWeTo Ha LmudposuTe
BrbnmoTeky foBeae [0 HOB TMM YCNYTW, OCUTYPSIBALLM NO-LUIMPOKA UHTErpaLms u 0beauHsIBaHe Ha ChAbPXaHWeTo UM. B Toaun



KOHTEKCT aHanM3bT Ha MHTEerpupaHaTa M3nomn3BaemMocT Ha YCNyruTe e OT CbLUECTBEHO 3HAYEHWe W [JaBa HOBM HAcOKM 3a
paswmpsiBaHe W nogobpseaHe Ha (yHKUMOHaNMHOCTUTe. HacToswara ctatusl npeacTaBs aHamM3 Ha M3MOM3BaHETO Ha
ycnyrata 3a onepaTuBHa CbBMECTUMOCT, CbOMpalla CbabpKaHue oT ABe LudpoBu BrbnmoTekmn 3a NpaBoCiaBHO U3KYCTBO
n 3HaHns — Encyclopaedia Slavica Sanctorum u uudposata 6ubnuoteka ,BupTyanHa eHumknonegms Ha Bbnrapckarta
MKoHorpadms®.

Abstract: The implementation of the idea of improved access and effective usage of digital libraries content has led to a new
type of services, providing their wider content integration and merging. In this context, the analysis of integrating service
usability is essential and gives new directions for functionality extension and improvement. This paper presents an analysis
of the usage of the interoperability service, compiling content from two digital libraries for Orthodox art and knowledge - the
Encyclopaedia Slavica Sanctorum and the Bulgarian Iconographical Digital Library.

7. Paneva-Marinova, D., Stanchev, P., Pavlov, R., Goynov, M. Towards efficient and continuing usage of the digital culture
ecosystem for learning purposes. In the Proceedings of 13th annual International Technology, Education and Development
Conference (IATED 2019), Valencia, 11-13 March, 2019, IATED Academy, 2019, ISBN:978-84-09-08619-1, ISSN:2340-1079,
362-366, 6e3 JCR nnm SR - nngekeupad B WoS unm Scopus (Web of Science)

Pestome: Linchposata apeHa npeanara Ha apTUCTUTE W KyNTYPHUTE OpraHu13aLiim Bb3MOXHOCT [a paswwmpsT, pasHoobpasst
1 3agbnboyaT BPb3KUTE CW C HOBM W CHLUECTBYBALLM ayAUTOPMM U Oa YBENMYaT aHraxupaHoCTTa Cu KbM LGPOBOTO
KyNTYPHO HacneacTBo. B T031 KOHTEKCT LGpOBUTE EKOCUCTEMM BUPTYANHO CbOMpaT pasnnyHn LMPOBM KONEKLWM, apX1BH,
BMPTYanHW My3eu, Ludposu BrbnmoTekm 1 06eKT Ha KynTypHOTO HAacneaCcTBo, 3a Aa yNEecHAT A0CTbNa O TEXHUTE pecypey,
KaTo NpenCTaBAT KyNTYPHOTO ChbpXaHWe Ha HOBW ayauTOpUM MO HOBW HaYMHM. Te 3rnexaa 0TroBapsT Ha HapacTBallata
FOTOBHOCT 3a CrojensiHe Ha BoraTcTBOTO OT KYNTYPHW PECYPCU 1 HEMPEKBCHATOTO NPOYYBaHe W M3CNeaBaHe Ha KyNTypHUTE
CbKPOBULLA C MOMOLLTA Ha HOBW TEXHOMOMYHN MHCTPYMEHTU. HacToswaTta cTaTus npeacTass AeiHOCTUTe Mo paspaboTeaHe
Ha NOAX0AM 3a ePeKTUBHO M3MOM3BAHE M NPOABLITKABALLO Pa3BUTHE HA LMPOBUTE KYNTYpPHU EKOCCTEMM 3a y4ebHN Lienn,
CneABanku OCHOBHATa BU3Ws, BOOPUTE NPaKTUKM U NOCTUKEHUATA Ha M3CNedoBaTenckaTa MHPaCcTpyKTypa 3a 1skycTsara u
xymanutapHute Haykm DARIAH (Digital Research Infrastructure for the Arts and Humanities), Hai-ronsmarta eBponeiicka
WHEpacTPyKTypa, CBbp3BaLLa Xopa, MHAOPMaLS, UHCTPYMEHTI 1 METOZOMOTAN 3a U3CrneaBaHe, NpoyyBaHe W noakpena Ha
paboTata B LUMPOKMSI CMEKTbP Ha LMGPOBUTE XymaHUTapHu Hayku. CTaTusaTa npencrtaBs M KIIKOHOBWTE HaLMOHAmNHM
npuopuTeET Ha Bbnrapus No OTHOLIEHWE HA XapMOHW3MPaHETO Ha M3cnedoBaTenckata pabota ¢ BuamsTa Ha DARIAH,
CneABanku enaHneTo Ha 0BLLecTBOTO 3a N0-006pPO 13yvaBaHe Ha XyMaHUTapHUTE HaYK1 B CbBPEMEHHUS LUpoB CBAT.

Abstract: The digital arena offers artists and cultural organizations the opportunity to broaden, diversify, and deepen their
relationship with new and existing audiences and to increase their engagement with the digital cultural heritage. In this context,
digital cultural ecosystems virtually assemble various digital collections, archives, virtual museums, digital libraries, and
cultural heritage sites to facilitate the access to their resources, bringing cultural content to new audiences in novel ways. They
appear to respond to the growing willingness to share the wealth of cultural resources and continuous research and study of
cultural treasures by new technological tools. This paper presents the activities for development of approaches for effective
use and continuing development of digital cultural ecosystems for learning purposes following the grand vision, good practices
and achievements of the Digital Research Infrastructure for the Arts and Humanities (DARIAH), the biggest European
Infrastructure connecting people, information, tools, and methodologies for investigating, exploring, and supporting work
across the broad spectrum of the digital humanities. The paper also presents key national priorities of Bulgaria in terms of
harmonizing research work with the DARIAH vision following the society desire for better study of humanities in the
contemporary digital world.

8. Luchev, D., Pavlova, L., Goynov, M. Towards personalized content observation in an ancient history virtual museum.
Mathematics and Education in Mathematics, 2020, Proceedings of the Forty-ninth Spring Conference of the Union of Bulgarian
Mathematicians, 49, 2020, ISSN:1313-3330, 159-166, 6e3 JCR nnu SJR — uxaekcupar 8 WoS unm Scopus (Scopus)

Pe3siome: B NPOAbITKEHNEe Ha OeCeTUneTna KynTypHOTO HacneacTtBO € CbXPaHABaHO B MYy3e€W, ranepuu, oubnuotekmn un
n3cnenoBaTencku na6opaTopvw| N He BCEKM MMa BB3MOXHOCTTa Aa CU OCuUrypu 0OCTbN OO0 TOBA OrPOMHO BoratcTao.
JurutanHute TeXHonomu, pa3pa60TeHV| npe3 nocnegHuTe HAKOIKO ronHK, BbBE0Xa HOBW pelleHnd 3a JOKYMEHTMPaHe,
noaabpXaHe 1 pa3npocTpaHeHNe Ha OrpOMHU KOJNTMYeCTBa MaTepmnanu. Cpe,q Te3M HOBWU TEXHONOMK Ca BUPTYanHUTE My3eu,
KOWTO BeYe ca AoKasanu CBOSITAa CTOMHOCT KaTo CbBPEMEHHO KOHLIeNnTyanHO pelleHne 3a AO0CTbN A0 U aTpakTUBHO
npeacraBaHe Ha KyNnTypHN apXusi. HaCTOHLLlaTa CTatua UMa 3a uen aa npeacrasi BUPTyanHua My3e17| — YCbBbpPLUEHCTBaHa



cucTeMa 3a ynpaBneHue Ha pasHooGPa3Hi KOMEKLMM OT LcpOBY OBEKTU, OpraHN3upaHi Mo PasfuyHN HauMHU Ype3 CroXHa
cneupanmaipata yHKUMOHaMHoCT. Teau cuctemu obaye YecTo CTpagaT OT JMnca Ha WMHCTPYMEHTM 3a Mo-Aobpo
HabniofieHne Ha ChabpXaHWeTo 1 NofgobpeHo yue6HO npexmBsBaHe. CTaTusTa NPELNCTaBs HSKOW PELUeHUs 38 eDEKTUBHO
W3MON3BaHe B TO3W KOHTEKCT Ha CbbpKaHNETO Ha BUPTYaNHUS My3el 3a y4eBHM Lerm.

Abstract: For a long time, cultural heritage has been maintained in museums, galleries, libraries and research laboratories,
where not everyone was able to access this wealth. Digital technologies that have been developed during the past couple of
years introduced new solutions of documentation, maintenance and distribution of huge amounts of collected material. Among
these new technologies are virtual museums, which have already proven their worth as a contemporary conceptual solution
for access to and attractive presentation of cultural archives. 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. However, these systems often suffer from the lack of tools for improved content observation and enhanced
learning experience. The paper presents some solutions for effective usage in this context of virtual museum content for
learning purposes.

9. 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. Proceedings of the 14th annual International Technology, Education
and Development Conference, INTED2020, Valencia, March 2-4, 2020, IATED, 2020, ISBN:978-84-09-17939-8, ISSN:2340-
1079, 1520-1523, 6e3 JCR nnm SJR — nnpekeupar B WoS mnn Scopus (Web of Science)

Pestome; HacTosiwarta cratusi npegcraes gelHocTuTe no paspaboTBaHe Ha MOAEnM 3a ehekTUBHO U3MON3BaHe,
HenpeKbCBaLLO pasBuTHe, U3crneaBaHe 1 NpeaocTaBsHe Ha LMGPOBM KYNTYpHU PECYPCU B LMGIPOBY KyITTYPHW EKOCUCTEMN
3a LennTte Ha 00y4eHneTo, B CbOTBETCTBUE C 06LLaTa BI3us, [OOpUTE NPaKTUKK M NOCTIKEHUsITA Ha LdpoBaTa
n3cregoBaTerncka MHGPaCTPYKTypa 3a U3KyCTBaTa U XyMaHUTapHUTE HayKw.

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.

10. Scarpa, M., Riparante, M., Paneva-Marinova, D., Goynov, M., Luchev, D. Online Database for South Slavonic Manuscripts
from the 14th c. Palaeobulgarica, XLVI, 1, Cyrillo-Methodian Research Centre, Bulgarian Academy of Sciences, 2022,
ISSN:0204-4021, 181-202. SJR (Scopus): 0.101, Q2 (Scopus)

Pe3tome: HacTosiaTa cratis npefcTaBs KOHKPETHA KapTiHA Ha KaTanorpadckata naHopama Ha OCHOBHUTE 61BImnoTekn u
MpOEeKTH, KOMTO Ca Ce 3aeNn C NPOyYBAHETO HA METOAM 33 aHanM3 Ha CNaBsHCKM pbKonucu. M3BbpluBaHeTo Ha nopobeH
aHanu3 o3HavaBa Aa Ce O4epTasT KaKTO OCHOBHUTE XapaKTepuCTWKW, Taka W NpobreMuTe Ha criaBsHckaTa naneorpadvs,
chunonorvs 1 kogukonorus.. MpeanoxeHNETo, KOETO CE NPaBY TYK, Ce OTHACs 40 Ch3AaBaHETO W ONMCAHWETO Ha OHNaiiH 6asa
AaHHW Ha BCMUYKM F0XXHOCNABAHCKM PbKONCK OT XIV Bek B pamKnTe Ha U3CnenoBaTesiCKua NpoekT ,,IO)KHOCJ'IaBﬂHCKI/I KOMUCTKU
u ckpuntopum oT XIV Bek (naneorpadicka aTpubyumsi 1 oHnaiH peneptoap)’. Cpea pasnuyHnTe pasaenu ce npeanara cxema
3a CTaHgapTM3aLus Ha TUNOMOTUKUTE Ha PBKOMKUCKTE, Cb3AaAEHN B CKPUNTOPUUTE Ha TO3M BEK.

Abstract: The present article provides a specific picture of the catalographic panorama of the major libraries and projects that
have undertaken the study of analysis methods for Slavonic manuscripts. Making an excursus of this kind means highlighting
both the main features and the problems of Slavic palaeography, philology and codicology. The proposal put forward here
concerns the creation and description of the online database of all South Slavonic manuscripts from the 14t ¢. onwards in the
research project “Fourteenth Century South Slavonic scribes and scriptoria (palaeographical attribution and online
repertorium)”. Among the different sections, a scheme is offered for the standardisation of the manuscript typologies produced
in the scriptoria of the deepened century.



11. Goynov, M., Luchev, D., Paneva-Marinova, D., Najdenova, S., Zlatkov, L., Pavlova, L., Pilege, E. Digital Revival of the
Bulgarica Collection of the Central Library of the Bulgarian Academy of Sciences. Digital Presentation and Preservation of
Cultural and Scientific Heritage, Conference Proceedings, 13, Institute of Mathematics and Informatics - BAS, 2023,
ISSN:1314-4006, DOI: https://doi.org/10.55630/dipp.2023.13.7, 77-86, 63 JCR unn SIR — uHgekcupan B WoS unm Scopus
(Scopus)

Pestome: B Tasu cTatus ce npeactass paspaboTBaHeTo Ha LudipoBa Gubnuoteka, ChaaaneHa 3a Hyxaute Ha LieHTpanHata
fubnuoteka Ha bbnrapckata akagemusi Ha Haykute. Bb3 ocHOBa Ha npeauwHa pabota Ha ekuna oT WHcTUTyTa no
MaTemaTka U MHhopMaTHKka KbM Bbrrapckata akagemusi Ha HaykuTe, Tasu HoBa cpeda € NpuMep 3a 13non3BaHeTo Ha Ham-
CbBPEMEHHW LMGPOBM TEXHOMOMMW 3a NPEACTaBsiHe Ha HAy4HOTO NIUTEPATYPHO HACNEeACTBO, B TO3W Cryyail konekumsTa
,BBbIrapuCTUKa“ — NOCTUXKEHNSTA Ha M3cnegoBaTenuTe B obnactta Ha GbnrapucTukaTa npes 80-Te roguHM Ha MUHaNUS BEK.
PaspaboTkata e 1 4yacT oT n3cnegoBarernckara e-uHppactpyktypa CLADA-BG.

Abstract: This paper presents the development of a digital library, created for the needs of the Central Library of the Bulgarian
Academy of Sciences. Based on previous work by the team from the Institute of Mathematics and Informatics at the Bulgarian
Academy of Sciences, this new environment exemplifies the employment of state-of-the-art digital technologies for the
presentation of scientific literary heritage, in this case the Bulgarica Collection - the advancements of the researchers in the
field of Bulgarian studies in the 1980s. The development is also a component of the research e-infrastructure CLADA-BG.

12. Jlyues, [., Fonnos, M., lMaHeBa-MapwHoBa, [., MMaenos, P., Panroues, K. PenepTtopuym Ha cpeaHOBEKOBHM
F0)XHOCMaBSHCKM PBKOMMCH 1 KOMMCTM B Hay4YHOM3CnegoBaTencku koHTekcT [Repertoire of Medieval South Slavic Manuscripts
and Scribes in Research Context]. YyxgoesnkoBo o6y4eHue [Chuzhdoezikovo Obuchenie — Foreign Language Teaching],
51, 1, HaumoHanHo uagatenctso ,A3-6ykn“, 2024, ISSN:0205-1834, DOI: https://doi.org/10.53656/for2024-01-09, 75-89.
JCR-IF (Web of Science): 0.1

Pestome; M3cnepoBarenckara pabota, npefacTaBeHa B Tasu CTaTis, MMa 3a Len aa cbaaaae UT MHCTpyMeHTH 3a u3yvaBaHe
W n3crefBaHe Ha novepka, TPaHCKpUNUMATA U NMCAHeTO, KaTo usno. CTatusaTa npeacTaBs MHCTPYMEHTM 3a CTPYKTYpHpaHe,
obpaboTka, ynpaBneHue, BU3yanuaupaHe 1 aHanuampaHe Ha Te3u AaHHW, KOETO 3HAUNTENHO YNEeCcHsIBa U3CrefoBaTENCKUTE
n yyebHute npouecn. PaspaboTeH e OHMaitH JOCTbNEH auruTaneH peneptopuym (yeb GasnpaHa codTyepHa cpefa),
CbXpaHsiBaLL, MHPOPMALMSA 3a LEeHHN PBKONUCHU M NPENUCBAYN ChC 3HAUUTENEH NMPUHOC 3@ PA3BUTUETO Ha HXXHOCNABAHCKUTE
€31LM, NMMCMEHOCT W KynTypa. Bcekn nucMeH pecype e auruTannanpaH 1 onucaH cropea onucateneH mogen, 6asvpaH Ha
HanMYHMTE 3a HEro MeTafaHHW. BegHbX BNA3bLA B AUIMTANHNS PENEPTOpPUYM, TOM MOXe Aa 6bae OTKPUT Ypes pasnunyHu
KOHTEKCTHO 6a3vpaHn YCryru 3a TbPCEHE W WHTENUIeHTHU KypaTopcki yenyrn. OcurypeHn ca MHCTPYMEHTM 3a noapobHO
n3crnenBaHe v aHanu3a Ha Bcsika OyKBa W HEHWS €NEMEHT, OTKpUBaHe Ha NPUIKKM MEXY ABOMAKA PBKOMMCK — U3NUCBAHE Ha
OYKBW 1 TEXHUTE ENEMEHTU, MHCTPYMEHTM 3a NofgnoMaraHe Ha CbBMeCTHaTa eJHOBpeMEHHa paboTa Ha u3cneaoBaTennTe B
cucTemara W ynpaBfieHre Ha npoLeca Ha OnucaHue 1 CTpYKTypupaHe Ha gaHHu. LlenTta Ha paspabotkata e gocturaqe u
€(heKTMBHO M3MON3BaHE Ha OPOMHOTO KOTMYECTBO 3HAHMUS 3@ AUMMTaNM3NPaHOToO MMCMEHO HACcMeACTBO Ype3 NPeaocTaBsHe
Ha WHCTPYMEHTW 3a MO-BUCOKA afanTUBHOCT W €(EKTUBHO B3aMMOAENCTBUE MeXOy u3crnefoBaTens WM AuruTanHus
penepTopuyM.

Abstract: Research work, presented in this article, aims to create IT tools for the study and research of handwriting,
transcription and writing in general. It provides tools for structuring, processing, managing, visualizing and analyzing this data,
which greatly facilitates research and study processes. An online accessible digital repertorium (web-based software
environment) has been developed, storing information about valuable manuscripts and copyists with significant contributions
to the development of South Slavic languages, writing and culture. Each written resource is digitized and described according
to a descriptive model based on the metadata available for it. Once entered into the digital repertorium, it can be discovered
through a variety of context-based search and intelligent curation services. Tools are provided for detailed study and analysis
of each letter and its element, detection of similarities between pairs of manuscripts - spelling of letters and their elements,
tools to support the joint simultaneous work of researchers in the system and management of the process of description and
structuring of data. The goal of the development is to reach and effectively use the vast amount of knowledge about the
digitized written heritage by providing tools for higher adaptability and effective interaction between the researcher and the
digital repertorium.



13. Lucheyv, D., Goynov, M., Paneva-Marinova, D., Pavlov, R., Rangochev, K., Zlatkov, L. Digital Tools for Medieval South
Slavic Manuscripts Research. Proceedings of the International Conference on Computer Systems and Technologies 2024
(CompSysTech '24), ACM conference proceedings series, New York, USA, 2024, ISBN:979-8-4007-1684-3/24/06,
DOI:10.1145/3674912.3674946, 108-112. SJR (Scopus): 0.253, SIR, Henonagawy B Q kareropus (Scopus)

Pestome: Hactosuata cratus npeacTass ye6-6asupaqa cpeaa, CbafaaeHa ¢ Len Aa NpeaocTasi Ha M3cneaosatenuTe Ha
LIbPKOBHOCIABSIHCKI PBKOMUCH UHTYUTUBHA, CEMaHTMYHO 0BOCHOBAHA paMka M CbOTBETHUTE UHCTPYMEHTM 3a ChBMpaHe,
onucaHme, kaTeropusaLius, aHanus v NpeacTaBaHe Ha TEXHUTE CbOTBETHU HabroaeHNa 1 U3Boau. W Makap, Ye OnMcaHnAT
TYK LMPOB perneproap Ce KOHLEHTPUPA MPEeAUMHO BbpXy NaneorpadckuTe XapaKkTepucTUKM Ha KKHOCTABAHCKUTE
pbkonucy oT XIV Bek, Nepro Ha 3HaYUTENHN IUTepaTypHN NOCTUXEHUS! HA BankaHuTe, H1ue cuuTame, Ye BKIKOYBAHETO Ha
Hail-CbBpEMEHHUTE MeToau B 06racTra Ha LUMPOBOTO MPEACTaBAHE W CbXPaHEHWe Ha KyMTypHOTO HACMeacTeo Lie
[onpuHece 3a no-a06poTo pasbupaHe Ha egHa BCe OlLe HEOCTaTbYHO NPOyYeHa TeMa.

Abstract: This paper presents a web-based environment, designed to provide researchers of Old Church Slavonic
manuscripts with an intuitive, semantically sound framework and the respective tools for collection, description, categorization,
analysis, and presentation of their respective findings. And while the digital repertorium described here concentrates mostly
on the paleographic features of the South Slavic manuscripts from the fourteenth century, a period of considerable literary
achievements in the Balkans, we feel that the incorporation of the state-of-the-art methods from the field of digital presentation
and preservation of cultural heritage will contribute to the better understanding of a still under-researched topic.

14. Goynov, M., Luchev, D., Paneva-Marinova, D., Senka, G., Rangochev, K., Pavlova, L., Pavlov, R., Zlatkov, L. CultlS:
Web-based Platform for Intelligent Cultural Content Management. Digital Presentation and Preservation of Cultural and
Scientific Heritage, Conference Proceedings, 14, Institute of Mathematics and Informatics - BAS, 2024, ISSN:1314-4006, DOI:
https://doi.org/10.55630/dipp.2024.14.1, 19-36. SJR (Scopus): 0.243, SIR, HenonapaLy B Q kateropus (Web of Science)

Pestome: Cratusita npeAcTaBs UcreaBaHusTa, pa3paboTkata U HSKOM OT OCHOBHUTE MPUIOXKEHWUS 40 MOMeHTa Ha yel-
GasupaHaTa nnatdopma 3a MHTENUTeHTHO ypaBreHne Ha KynTypHO cbabpxaHue CultlS. ToBa e MHOBATUBHA cpefia, KOSTO
MpefocTaBs ONMUCATENHO KaTanoruaupaqe, MHAEKCMpaHe NO TEMM, WHTENWTEHTHO M3BMMYAHE HA AAHHM, KypupaHe W
pa3paboTBaHe Ha KOMeKUWM, C Lien Aa OTroBOpW Ha (DYHKUMOHAMHWTE HYXOW, CBbP3aHM C HapacTBalMTe OYakBaHUs Ha
noTpebuTenuTe Ha KyMTYpHU UHCTUTYLMK KaTo BUONMOTEKM, My3en W Apyri [OCTABYMUM HA KyNTYPHO U UCTOPUYECKO
HacreacTBo. Bb3 ocHoBa Ha npunoxerusita Ha CultlS B pasnuyHu u pasHopopHM o6riacTi, ce TecTBaT He CaMo HeroBaTa
eeKTMBHOCT, CTABUIHOCT W HAABXKAHOCT, HO W Pe3ynTaTuTe CIyXaT 3a HEroBOTO NOCTOSHHO Pa3BUTUE U YCbBBLPLLIEHCTBAHE.

Abstract: The paper presents the research, development, and some of the major implementations to date of the web-based
platform for intelligent cultural content management CultlS. It is an innovative environment providing descriptive cataloging,
subject indexing, intelligent data retrieval, curation and collection development aimed at meeting the functional needs
associated with the growing expectations of users of cultural institutions such as libraries, museums and other providers of
cultural and historical heritage. Based on the implementations of CultlS for different purposes and contexts, not only its
effectiveness, stability and reliability are tested, but the results also serve for its constant development and improvement.

15. Luchev, D., Goynov, M., Pavlov, R., Monova-Zheleva, M., Zhelev, Y., Pavlova, L., Dalakchieva, S., Paneva-Marinova, D.,
Senka, G., Rangochev, K. Towards Development of Innovative Software Platform for Serious Educational Games with
Creative Visualization in Selected Ecocontext. Digital Presentation and Preservation of Cultural and Scientific Heritage, XV,
Institute of Mathematics and Informatics — BAS, 2025, ISSN:1314-4006, DOI: https://doi.org/10.55630/dipp.2025.15.15, 159-
177. SJR (Scopus): 0.243, SJR, Henonapaly B Q kaTeropus (Scopus)

Pestome: lNpunaraHeto Ha HOBM LhpOBM TEXHONOTM 3a YCTOMYMBO OBLLECTBO MMa AbIrOCPOYEH EPEKT BbPXY OKONHaTa
cpefa M KayecTBOTO Ha XMBOT Ha HacToswuTe M GbJeluTte NOKoneHws. IOCTUraHETO Ha YCTOMYMBO YNpaBrieHWE Ha
NPUMPOOHATE PECYPCHM 4pe3 CHbBPEMEHHM LWGPOBM TEXHOMOrMM 3anoyBa C MOBWLIABAHE HA OCBEOOMEHOCTTa U
obpasoBaHueTo. HanoxutenHo e fa ce pa3pabotBaT MHOBAaTMBHW LU(POBM peLLEHUs C BUCOKa JoOaBeHa CTOWHOCT W
oBpasoBaTenHN MHULMATMBK, KOWTO da NOArOTBAT MO-MMadoTO MOKONEHME Aa CTaHe OTFOBOPHO MO OTHOLIEHWE Ha
Ona3BaHeTo Ha oKomnHaTa cpefa. B pamkute Ha npoekta ProNature npes 2024 r. 3anoyHa pa3paboTBaHeTO Ha MHOBATMBHA
coTyepHa nnatcopma 3a CepuosHu 0BpasoBaTENHN Urpy C TBOPYECKa BU3yanu3aLys 3a U3rpaxaaHe Ha KOMNETEHTHOCT Mo
OTHOLLEHWE Ha MPUPOAHUTE EKOCUCTEMM, OTFOBOPHOTO YNPaBNIEHME Ha MPUPOLHWTE PECYPCH U OMa3BaHETO Ha OKOMHaTta
cpepa. C usrpageHata codptyepHa nnatopma 1 Bb3 OCHOBA Ha Cb3fafeHnTe 0bpasoBaTenHu Urposu cLueHapum Lwe 6baart
Cb3afeHn AEMOHCTPALMOHHN CEpUo3HM 06pasoBaTenHu Urpy C TBOpYECKa Bu3yanuaaums B u3bpaH ekonorMyeH KOHTEKCT.



Hacrosiwiata cTatus e HacoyeHa KbM NpoeKTUPaHETo 1 paspaboTeaHeTo Ha nnaTdopmata ProNature, kato ce nogyepTasa
HeiHaTa MOAYNHa apXUTEKTYpa W ponsiTa Ha MoflyNa 3a UrpoBM CLIEHApWK 3a YecHsIBaHe Ha Cb3[aBaHeTo Ha aganTupyemu
11 MHOrOKpaTHO 13nonasaeMu 06pasoBatenHi urpn. B ctatnata ce 0GCHKAAT U HAKOMKO CLigHapus 3a 0Gy4eHIe Ha ceprosHa
obpasoBaTenHa urpa 1 TAXHOTO hopManuanpaHe, Kato ce UMa NPeaBu KlYoBaTa UM pons B NpoLieca Ha paspaboTeaHe.

Abstract: The application of new digital technologies for a sustainable society has a long-term effect on the environment and
the quality of life of present and future generations. Achieving sustainable natural resource management through modern
digital technologies starts with awareness raising and education. It is imperative to develop innovative digital solutions with
high added value and educational initiatives that equip the younger generation to become responsible environmental stewards.
In the frame of ProNature project in 2024, the development of an innovative software platform for serious educational games
with creative visualization to build competence on natural ecosystems, responsible management of natural resources and
environmental protection, started. With the built software platform and based on created educational game scenarios,
demonstration serious educational games with creative visualization will be created in a selected eco-context. This paper
targets the design and development of the ProNature platform, highlighting its modular architecture and the role of the game
scenario module in facilitating the creation of adaptable and reusable educational games. The paper also discusses several
learning scenarios of a serious educational game and their formalization, considering their key role in the development
process.

16. Goynov, M., Luchev, D., Pavlov, R., Pavlova, L., Monova-Zheleva, M., Zhelev, Y., Paneva-Marinova, D. Learning
Scenarios for Serious Educational Games with Creative Visualization in Natural Eco-Context. Proceedings of the 17th
International Conference on Computer Supported Education (CSEDU 2025), Volume 1: ERSeGEL, SciTePress, 2025,
ISBN:978-989-758-746-7, ISSN:2184-5026, DOI: 10.5220/0013501300003932, 834-845. SJR (Scopus): 0.204, SJR,
Henonagaly B Q kateropus (Scopus)

Pestome: CepuosHuTe 06pasoBaTenH1 Urpu Bee MoBeYe CrioMaraT 3a HacbpyaBaHeTo Ha TBOPYECTBOTO, aHTaXMPaHOCTTa 1
eeKTBHOTO yyeHe B CbBPEMEHHOTO 0bpa3oBaHWe. Hactoswara cTatis ce qoKycupa BbpXy CLEHapuuTe 3a yyeHe u
TAXHATa KIYOBa porisl B paspaboTBaHETO Ha cepio3HM 0Bpa3oBaTeNHM UrpU C TBOPYECKA BU3yanu3aLys 3a nrpaxaaHe Ha
KOMNETEHTHOCT B 06NacTTa Ha MPUPOAHUTE EKOCUCTEMM, OTTOBOPHOTO YNpaBmneHe Ha NPUPOAHUTE PECYPCU U ONa3BaHETO
Ha OKONHaTa cpeda B KOHTekcTa Ha npoekta ProNature. Mpu paspaboTBaHeTo € Cb3fafieHa U crefBaHa CTPyKTypupaHa
pamKa 3a pa3paboTBaHe Ha CLieHapuM 3a UrpK, KaTo CbLUEBPEMEHHO Ce Mpunarar U UHTerpupaT neaarorMyeckin MpUHLMNN,
eNeMeHTI Ha WUrpoBMS AU3aNH W afanTUBHU TEXHOMOMMM 3a y4eHe C Lien noaobpssaHe Ha 0bpasoBaTenHuTe pesynTtatu.
CraTusiTa pasrnexaa Kro4oBuTe U3MepeHist Ha eheKTUBHIS Au3aiiH Ha 0BpasoBaTenHn Urpy 1 NPeNoCcTaBs MHAopMaLMs
3a (hOpManuaupaHeTo Ha CLEHapun 3a UIpU W UHTETPUPaHETO UM B pasliMpsieMa, NecHa 3a M3nonasaHe nnatopma.
PesynTaTuTe nofyepTaBaT noTeHLuMana Ha CepUo3HUTE Urpy 3a CrpaBsiHe C KPUTUYHI EKONOTUYHI NPEM3BUKATENCTBA, KaTo
CbLLEBPEMEHHO HAaCbpYaBaT MHOBATMBHM 1 NPMOGLLABALLM Y4eOHM NPEXMBSBAHNS.

Abstract: Serious educational games are increasingly helping to promote creativity, engagement and effective learning in
modern education. The focus of this paper is on learning scenarios and their key role in the development of serious educational
games with creative visualization to build competence in natural ecosystems, responsible management of natural resources
and environmental protection, in the context of the ProNature project. In the development, a structured framework for
developing game scenarios was set and followed, applying and integrating pedagogical principles, game design elements,
and adaptive learning technologies to improve educational outcomes. The paper discusses the key dimensions of effective
educational game design and provides insights into formalizing game scenarios and integrating them into a scalable, user-
friendly platform. The findings highlight the potential of serious games to address critical environmental challenges while
promoting innovative and inclusive learning experiences.

17. Tati¢, D., Stankovi¢, R., Goynov, M. Usage of Geospatial Augmented Reality for the Representation of National Heritage.
Digital Presentation and Preservation of Cultural and Scientific Heritage, 15, Institute of Mathematics and Informatics — BAS,
2025, ISSN:1314-4006, DOI: https://doi.org/10.55630/dipp.2025.15.9, 99-106, SJR (Scopus): 0.243

Pestome: TexHonorvsta Ha gobaBeHata peanHocT (Augmented reality — AR) moxe 3HaunTenHo fa nogobpu npeacTaBsHETO
Ha HaLWOHANHOTO HacneAcTBO. TS MOXEe fa OcuUrypu no-6bp30 M MO-MHTYUTMBHO TbpPCeHe Ha WHGOpMauus 3a
3abenexuTenHocTUTe Ha 0OEKTUTE Ha KYNTYPHOTO HACTEACTBO B CPABHEHWUE C KMACUYECKUTE TEXHOMOIMM, KOUTO 13Mon3Bar
KMIOYOBM JYMM WIM CMUCBLUM 3a NpeBbpTaHe. B Tasu cratus npepcraesme MOOWUNHO npunoxeHne, 6asvpaHo Ha
reonpoCTPaHCTBEHA TEXHOMOTIS 3a JoDaBeHa peanHocT, 3a NPeAcTaBsiHe Ha 0BeKTY Ha KyNTYPHOTO HAacnefCTBO Ha OTKPUTO.



MpenocTassme nogpobHo onucaHue, NocBeTeHO Ha xmbpuaeH Tun AR npocneassaHe, konto usnonssa ARCore Geospatial
API. OcBeH ToBa MpeAcCTaBsME apXuUTekTypaTa Ha cucTeMarta M UMoCTpUpaMe HENHOTO MPUIIOXEHWE C NpUMepu OT
nameTHWLM B rpag Huw, Cbpbus.

Abstract: The technology of augmented reality can significantly improve the presentation of national heritage. This technology
provides quick and more intuitive information search about heritage site landmarks compared to classical technologies that
use keywords or scrolling lists. In this paper, we present a mobile application based on geospatial augmented reality
technology to present outdoor heritage sites. We provide a detailed description dedicated to the hybrid type of AR tracking
that uses ARCore Geospatial API. Also, we present the system's architecture and illustrate its application on the examples of
monuments in the city of Nis.

18. Luchev, D., Goynov, M., Pavlov, R., Monova-Zheleva, M., Zhelev, Y., Pavlova, L.. Innovative Approach for Serious
Educational Games with Creative Visualization in Selected Eco-context. Digital Presentation and Preservation of Cultural and
Scientific Heritage, 14, Institute of Mathematics and Informatics - BAS, 2024, ISSN:1314-4006, DOI:
https://doi.org/10.55630/dipp.2024.14.28, 289-294, SJR (Scopus): 0.243

Pestome: Hactosiata cratusi npeacTass HOB M3CHEA0BATENCKM NOAXOL 3a TEXHONOMYHM pelueHus B npoekta ProNature
3a Cb3aBaHe Ha MHOBATWBHA copTyepHa nnatdopma 3a ceprosHu 0bpa3oBaTeNnHM UrpK ¢ TBOPYECKa BU3yanu3aLus 3a
n3rpaxgaaHe Ha KOMMETEHTHOCT MO OTHOLIEHWE Ha MPUPOAHWUTE EKOCUCTEMM, OTTOBOPHOTO YMpaBNEHWe Ha MpUpOaHUTE
pecypcu 1 onas3BaHeTo Ha okonHaTa cpea. C usrpazeHata cogTyepHa nnargopma U Bb3 OCHOBA Ha Cb3aafieHnTe CLeHapum
3a obpasoeaTenHn wrpu, we ObaaT pa3paboTeHn AEMOHCTPALMOHHM CEepuo3HM 00pa3oBaTenHM Urpu ¢ TBOpYecka
BM3yanu3auus B U30paH eKOMOTUYEH KOHTEKCT.

Abstract: This paper presents a new research approach for technological solutions in the ProNature project to create an
innovative software platform for serious educational games with creative visualization to build competence on natural
ecosystems, responsible management of natural resources and environmental protection. With the built software platform and
based on created educational game scenarios, demonstration serious educational games with creative visualization will be
developed in a selected eco-context.

19. Goynov, M., Luchev, D., Paneva-Marinova, D., Pavlov, R., Rangochev, K. Towards Providing Analytical Services in the
Web-Based Platform for Intelligent Cultural Content Management CultlS. TEM Journal, 14, 4, UIKTEN - Association for
Information Communication Technology Education and Science, 2025, ISSN:2217-8309, DOI: 10.18421/TEM144-05, 2946-
2952. SJR (Scopus): 0.242, JCR-IF (Web of Science): 0.7, Q4 (Web of Science)

Pestome: HacTosiwara ctatus uMa 3a Uen Aa npeactaBu ycunusTa 3a NpoekTipaHe v pa3paboTBaHe Ha aHanuTUYHUTE
ycnyrn Ha CultlS — ye6-6asvpaHa nnatdopma 3a WHTENWUIEHTHO YMpaBrieHWe Ha KynTypHO CbAbpxaHue. Llenta Ha
aHanutaHus mogyn CultlS e pga nmpenocTaBu pasluMpeHU CTAaTUCTMYECKM AaHHW M aHammManW 3a W3Mon3BaHeTo Ha
CbbPXaHUETO U UHTEpecuTe Ha noTpebutenute B ungposmute bubnuoteku, nogabpxanm ot CultlS. Bb3 ocHoBa Ha Hsikou
OT Hal-BMUCOKO OL|EHEHWTE PELLEHNS C OTBOPEH KOZ, MOZYITbT OCUTypsiBa KakTo MbBKABOCT, Taka 1 BUCOKA MPOM3BOAUTENHOCT
Npy 3apexgaHeTo Ha [JaHHW, YNPaBMEHWETO Ha OTYETW U BuayanusauwsTa. CratusaTa pasrnexga npuumHuTe 3a
pa3paboTBaHeTo Ha aHanuTuiHus mogyn CultlS, nsbopa Ha noaxoaALLM TEXHONOMK 3a pa3paboTkaTa, HAKOU CrieLndnyHN
XapaKTepUCTMKW Ha MPOEKTUPAHETO W BHEAPSIBAHETO, KAKTO M HAKOW MpaBHWU BbNPOCH, CBbP3aHM C aHanu3a Ha [aHHU.
lpeanoXeHOTO peLLeHre MMa 3a Len ba ce cnpasu ¢ npobrnemute v 4a 3ambiiHW HUWKTE, KOUTO TEKYLLO CblyeCTByBaT B
nnatcopMuTe, NPELOCTABALLW aHANUTUYHM YCIyTu.

Abstract: This paper aims to present the efforts to design and develop the analytical services of the CultlS - a web-based
platform for intelligent cultural content management. The CultlS Analytical Module's purpose is to provide advanced statistical
data and analysis for the content usage and user interests in digital libraries powered by CultlS. Based on some of the top
rated open-source solutions, the module provides both flexibility and high performance in data loading, report management
and visualization. The paper discusses the motivation for the development of the CultlS Analytical Module, the selection of
relevant technologies for the development, some specifics of the design and the implementation and some legal issues of
data analytics. The proposed solution aims to face the problems and fill the gaps which exist in the current area of analytical
solutions and platforms.



20. Tatic, D., Stankovic, R., Luchev, D., Goynov, M., Paneva-Marinova, D. Augmented Reality Mobile Application as a Support
in Presentation of Orthodox Iconography. Computer Science and Information Systems, 22, 4, 2025, ISSN:2406-1018, DOI;
10.2298/CSIS241017055T, 1433-1456. SJR (Scopus): 0.401, JCR-IF (Web of Science): 1.8, Q3 (Web of Science)

Pestome: VkoHUTE Ha NpaBOCNaBHOTO XPUCTUSIHCTBO Ca MHOTO LIEHHA YacT OT HaLWMOHANHOTO UCTOPUYECKO HACcNeACTBO Ha
Bonrapus. 3a ga ce CbxpaHsT M NpeacTaBsAT N0 NOAXOASL HAYMH AaHHUTE 3a TOBA LiEHHO HacneacTeo, be cbagaaeHa yeb-
BasnpaHa nnatcopma ,BupTyanHa eHumknoneaus Ha Gbnrapckara ukoHorpadgms® (BIDL, Bulgarian Iconographical Digital
Library). Tst cbbpxa OnucaHnst Ha UKOHWTE W OBSICHEHWS HA KOHTEKCTA, KaKTO M MHAOPMaLMs 3@ MKOHOMUCLMTE, METOANUTE
Ha pUCYBaHe 1 13NON3BaHUTe TEXHUKW 3a PUCYBAHE Ha MHOXECTBO WKOHW OT Lana bbnrapus. HabnoaeHneTo n nsyyasaHeTto
Ha MKOHMTE MOXe Aa ObAe MOTUBMPAHO OT PENUMMO3HM YYBCTBA, B KOWTO CITy4al MKOHUTE CE pasrnexnaTt kato MOMOLLHO
CpencTBO B BOrOCNYXEHUETO, UMK OT MHTEPEC KbM TEXHUTE XYAOKECTBEHU XapaKTepucTukn. M B ABaTta cryyas e BaxHO
nonesHo fda ce nomyyn MHgopmauus 3a HabriogaBaHata MKOHA B MOMeEHTA Ha HabniodeHWeTo M Ha MACTOTO Ha
HabntogeHveTo. B Tasu cratusa npeacraBsMe MOGUHO NpuroxeHue, 6asupaHo Ha TEXHOMOMMSTa 3@ PasLUMPEHa PeanHocT,
KOETO yrecHsiBa 1 yckopsiBa AOCTbMNA 40 MKOHOTPagCKOTO ChabpaHue, CbxpaHssaHo Ha nnatdopmata BIDL. OcHosHaTa
uen, basvpaHa Ha pasno3HaBaHe Ha M30DpaxeHMs OT CheyuanHo MpoekTMpaH Moayn 3a fobaBeHa peanHocT, € fa ce
NpeaocTaBm Ha MSCTO M HA MOMEHTa WH(OPMaLMS 3@ KOHKpeTHaTa WUKOHa, HabrniogaBaHa OT NOCETUTENUTE Ha LIbPKBM U
MaHacTUpW un My3ew 1 ranepum. Knacu4eckoto TbpceHe B ronsiMa basa JaHHu, M3KCKBALLO KIHYOBM JyMu kaTo reorpadicko
MEeCTOMONOXEHNe, UIMe Ha LibpKBaTa W Apyri, 3a Aa ce Nonyyu AoCTbi A0 NoaxoasLata HopmMaLms, ce u3barea, Thid kKato
MKOHWTE Ce pa3no3HaBaT He3abaBHo.

Abstract: Orthodox Christian icons are a very valuable part of the national historical heritage of Bulgaria. To preserve and
properly present data about icons, it was created a web-based platform Virtual Encyclopedia of Bulgarian Iconography (BIDL).
It contains icon descriptions and context explanations as well as information about icon painters, drawing methods, and
painting techniques used, for a large number of icons all over Bulgaria. Observation and contemplation about the icons can
be motivated by religious feelings, in which case icons are viewed as an aid in worship, or by interest in their artistic features.
In both cases, it is important and useful to get information about an observed icon at the site of observation and at the time
while observing. In this work, we presented a mobile application based on augmented reality technology that facilitates and
speeds up access to iconographic content stored on the BIDL platform. The main goal, based on image recognition by a
specially designed augmented reality module, is providing instantaneous and on-site information about the concrete icon
observed by the visitors of churches and monasteries, or museums and galleries. The classical search over a large database,
requiring keywords such as geographical location, name of the church, and similar, to access the proper information is avoided,
since the icons are immediately recognized.

21. 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, 132, book chapter) [pyro

Pe3tome: bubrnuoteknte BuHarm ca Gunu LEHEH M3TOYHWK Ha 3HaHWs. EBomioumsiTa Ha TexHonoruute npeobpasysa
TPaAULMOHHUTEe 6MBNMOTEKN B LNPOBM TakuBa, NPU KOETO Bb3HMKHA HYda OT e(heKTUBHO MOAHACSHE Ha OrpPOMHUTE
Konm4ecTBa MHGOPMaLWS, KOUTO CbLLECTBYBAT B MOMEHTA nof hopmaTta Ha LMtpoBM3MPaHO ChabpaHmue. GokychbT B Tasu
KHMra e BbpXy Npoy4BaHeTo Ha MHoBaLwK, 0cobeHo B obnacti 1 nofobnacty, CBbp3aHm ¢ ynpasneHue u 0bpaboTeaHe Ha
AaHHUTe B UnpoBy GMBNNOTEKM — MIHOBATUBHM 1 TBOPYECKI OPUEHTMPAHM UHCTPYMEHTU 3a AOCTUraHe 0 KyNTYPHU aBoapw,
NPUNOXeHUs U ycryrm 3a no-gobbp AOCTHbA M eKkcnnoaTipaHe Ha 60raToto M pasHooBpasHO KynTypHO HacneacTBO No
YCTOAYMB HAuWH, MHTENWUrEHTHa mogpenba (KypupaHe), kpeaTMBHO M3MNON3BaHe/MpensmnonssaHe U CMecBaHe, NMOBTOpHA
WHTEpNpeTaumsi, u3y4aBaHe, pasbupaHe, aHanus, nepcoHanuanpaHe, agantupaqe, CeMaHTuka W T.H. ToBa uacnefsaHe ce
3aHMMaBa C BaxHu npobremu Ha AMpekTHaTa paboTa C AaHHUTe, 3acaraiikm MKOHOMMKaTa (KakTo € MPeACTaBeHo OT
TBOpYECKATa ¥ Npecb3haBallara MHAyCTpus), Ny6nnyHmus cektop (KynTypHU MHCTUTYUMK — My3eu, Gubnmuoteku, ranepum u
T.H.), 06pa30BaHNETO W OOLLECTBOTO KATO LisNo.

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 uselre-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.

22. Paneva-Marinova, D., Goynov, M., Luchev, D., Pavlova, L., Markus, Z. L., Veres, M., Weisz, Z., Szantd, G., Szkaliczki,
T. Studying Thracian Civilization through Serious Games and Storytelling. Handbook of Research on Cross-Disciplinary Uses
of Gamification in Organizations (Oscar Bernardes, Vanessa Amorim, and Antonio Moreira eds.), |Gl Global, 2022,
ISBN:9781799892236, DOI:10.4018/978-1-7998-9223-6, 445-466, (book chapter), MexayHapogHo —akageMuyHoO
130aTencrBo

Pe3tome: B Ta3n rasa ce npefcTass HOB NOAXOA 3a U3yyaBaHe Ha ApeBHaTa Gbarapcka MCTOPUS, LMBUNM3ALMS W KYATYPHO
HacneacTeo, a UMEHHO TpakuiickaTa LMBUNU3aLWMS, Ypes KoMOMHaLMS OT pa3kasBaHe Ha UCTOPUM U Cepuo3Hm urpu. [nasaTa
CbLLO Taka npefocTass 0630p Ha Cepro3HMTe 06pasoBaTeNHN UrpK, AUTUTANHOTO pa3kasBaHe Ha MCTOPUW U MHCTPYMEHTUTE
3a pa3paboTBaHe Ha Urpu, KOUTO MOraT Ja Ce U3NoN3BaT 3a NPeACcTaBsHE Ha ApeBHaTa UCTOPUS U KyNTYPHOTO HAacneacTBo.
KombuHaumsaTa OT paska3BaHe Ha WCTOPWM M CEPMO3HM WUMPW YCMELLHO MoMara Ha npernogasatenuTe ga MOTMBMpaT
y4eHuuuTe Ja yyat, 4a CTUMynupar nbonuTcTBOTO UM M Aa v 3anHTepecysaT. CbagaaeHy ca pefakTop M nopTan 3a urpy,
KOMTO yrecHsiBaT pa3paboTBaHETO Ha UrpK Ypes npunaraHe Ha WabnoHu 3a urpu, CTUNOBE Ha 0opMAEHne u Habopu oT
BBMpOCH.

Abstract: This chapter presents a novel learning approach for studying ancient Bulgarian history, civilization, and their cultural
heritage, namely the Thracian civilization, through storytelling and serious game combinations. The chapter also provides an
overview of serious educational games, digital storytelling, and game development tools that can be used to present ancient
history and their cultural heritage. The combination of storytelling and serious games successfully helps instructors to motivate
student learning, stimulate their curiosity, and make them interested. The authors developed a game editor and a game portal
that facilitated the game’s development by applying game templates, layout styles, and question pools.
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