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Abstract: The paper presents the key challenges that we faced in the creation of 
the serious educational game “The Thracians”.  We had to choose the most ap-
propriate architectural environment and methodology to apply in all stages. The 
selection of historical facts, archaeological and artistic artefacts for the Thracian 
civilization was based on Thracians lifestyle, beliefs and traditions that will pro-
voke students interests and wish to play the game. 
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The key issues that we had to take into full consideration concerned the architectural 
design and the methodology of the game “The Thracians” (Márkus, Paneva-Marinova, 
& Luchev, 2018), (Márkus, et al, 2018), (Paneva-Marinova, et al, 2018a), (Paneva-
Marinova, et al, 2018b). One of the larger challenges we faced was to select and present 
only the most salient information regarding the Thracian civilization so as not to over-
whelm students with too many facts, names, and dates, as textbooks tend to do. Fur-
thermore, we wanted to relate historical data by means of both text and image, used on 
equal terms as sources of information. We aimed to train students to view visual images 
analytically and understand that architecture and objects (such as the archeological 
finds featured in the game) also communicate about the history, religion, and daily lives 
of the people of the past, often revealing information not otherwise accessible. Some of 
the other main challenges included:  

1. The study of how the Thracian civilization is taught in textbooks and workbooks 
for students in third to six grades. 

2. The creation of a visually and intellectually engaging educational story 
presented more dynamically and attractively than the texts required in school. 

3. Determining the appropriate structure of the game, the exterior and interior 
architectural design, the criteria for texts, images and mini games selections and 
the project final execution. 

a. Specific criteria:  
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 The architecture, the texts, the images and the illustrations in the 
design of the game as well as the content of the mini games must 
correspond to the original examples of Thracian culture.  

 The environment of the game must be realistic and 
comprehensible 

 The information, the questions and the answers in the mini games 
must follow logically from facts given earlier in the game 

 The language of the texts must be literary and clear  
 Every text and image must provide information about the 

Thracians, different from those in the textbooks. 
b. Structure of the architectural design and the game: 

 The game takes place in an original Thracian cult building with 
six rooms  

 The design of each room must correspond to a theme from the 
Thracian culture and history 

 The access/entrance to each room is after solving a mini game 
 The interior of the rooms – floor, ceiling, walls and stone doors 

corresponds to the authentic architecture of the Thracian cult 
buildings  

4. Technical and technological challenges   
 Provision of Internet access and high speed; 
 The requirements of the users about the access devices, viz. PC, 

tablets, VR headset, smart phones, etc. 
 The usage of flexible game development tool, etc.  

Acknowledgements 

Part of the work on the educational game The Thracians has been supported by the 
project “Serious Games as Contemporary Tools for New Educational Applications” 
Contract DSD-2/05.04.2017 between Bulgarian Academy of Sciences and the Institute 
of Mathematics and Informatics, Activity “Introduction of Contemporary Methods in 
Educating and Fostering Young Talent” (PMC №347).  

This work is also partly funded by the Bulgarian National Scientific Fund under the 
research project №DN02/06/15.12.2016 "Concepts and Models for Innovation Ecosys-
tems of Digital Cultural Assets" (web site: http://cultecosys.math.bas.bg), WP2 - Cre-
ating models and tools for improved use, research and delivery of digital cultural re-
sources. 

References 

Márkus, Z. L., Paneva-Marinova, D., Luchev, D. (2018). Towards Effective Under-
standing of Ancient Thracian Civilization by Serious Game, 24th Conference of Mul-
timedia in Education, Budapest, Hungary, 31 may- 1 June, 2018, pp. 223-227, ISBN: 



 

85 
 

978-615-5036-13-2, DOI: 10.26801/MMO.2018.1.24. Retrieved June 02, 2018, 
from http://www.mmo.njszt.hu/. 

Márkus, Z. L., Weisz, Z., Kaposi, G., Veres, M. , Szkaliczki, T., Paneva-Marinova, D., 
Pavlov, R., Luchev, D., & Goynov, M., (2018). Multiplatform-based Game Devel-
opment, Management and Presentation Tool for Supporting New Methods of Inter-
active Learning, Opening Conference of Resilient Cultural Heritage and Communi-
ties in Europe (REACH) project, May 2018, Hungarian National Museum, Budapest, 
Hungary. Retrieved June 02, 2018, from http://files.elearning.szt-
aki.hu/demo/2018_GAtH_Game_portal_demo_EN_Reach_conference.mp4  

Paneva-Marinova, D., Pavlov, R., Luchev, D., Goynov, M., Márkus, Z. L., Weisz, Z., 
Kaposi, G., Veres, M. , & Szkaliczki, T., (2018a). Bridging the Gap between Ancient 
Thracian Cultural Heritage and Modern Youth through Serious Games, Opening 
Conference of Resilient Cultural Heritage and Communities in Europe (REACH) 
project, May 2018, Hungarian National Museum, Budapest, Hungary. Retrieved 
June 02, 2018, from http://files.elearning.sztaki.hu/demo/2018_GAtH_Thra-
cian_game_demo_EN_Reach_conference.mp4 

Paneva-Marinova, D., Rousseva, M., Pavlov, R., Luchev, D.. (2018b). The Ancient 
Thracian Civilization and Modern Youth Convergence by Serious Games. Proceed-
ings of the 10th annual International Conference on Education and New Learning 
Technologies, Palma de Mallorca, Spain, 2nd - 4th of July, 2018., 2018, ISBN:978-
84-09-02709-5, 3940-3945 
 
 
Received: June 18, 2018 
Reviewed: June 28, 2018 
Finally Accepted: July 10, 2018 

  



 

86 
 

 


