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create and use games as personal projects. They
are hampered mainly by the lack of knowledge
about the game creation process and insufficient
programming skills”. These difficulties can be
overcome if teachers have software tools with an
intuitive and easy-to-use interface for video game
creation. The scientific project APOGEE® aims
to build a software platform for the automated
generation of educational video games®.

The paper presents the developed within
Heritage BGY project educational video maze
game named “The Heritage of Valchan Voivoda.’
The game is dedicated to the life, ideals, and
work of Bulgarian rebel Valchan Voivoda and
their impact on the historical development of
Bulgaria in the first half of the 19% century. The 3D
maze game contains selected and processed text
and multimedia historical content. The content
presentation is through interactive boards and
didactic mini-games in the maze halls. Mini-
games are learning tasks that complement the
knowledge of the interactive learning boards and
can assess the mastery of players. The evaluation
is according to gained points for correct answers
and successful completion of mini-games.

The next section of the paper presents
a concept of serious games for learning and
particularly the rich educational mazes with
embedded mini-games. The following two
sections describe research methodology and the
process of game design. The research ends with a
discussion and conclusion where the implemented
innovation and future work are outlined.

2. SERIOUS GAMES FOR LEARNING
In contrast with popular video games for

fun, the main purpose of serious games differs
from pure entertainment'. Serious games have
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a high potential for various applications, as they
are suitable for different topics and age groups.
For the majority of these games, learning is the
main goal”. They are especially appropriate for
students from the so-called digital generation who
can no longer be motivated only by a traditional
teaching style. If the context and specific rules of
serious games reflect the real-world facts, events,
and processes, the obtained knowledge and skills
can facilitate learning®. Also, entertaining details
and interesting visual effects make video games
an alternative that copes with the lack of interest
in educational content. The main stimulating
factors in the games are overcoming challenges,
reaching the next level, and achieving a high
score. In serious educational games cases, these
motivation factors support the overall learning
process since achieving the game goals requires
knowledge acquisition and its utilization in built-
in didactic tasks (mini-game)®. Researchers claim
that educational games help increasing motivation
and interest in the learning content presented,
but the extent to which learning effectiveness is
affected varies'®.

Recently, educational mazes were suggested
as intriguing and promising video games for
learning?. Traditionally, mazes are widely used
in fun games and this makes them very suitable
for interactive presentation of content, such as
virtual museums and other similar interactive
environments. They are applied in various 3D
role-playing games focused on a specific scientific
or cultural field®. The connection of the maze
may correspond to the structuring of the learning
material. The player can explore the educational
content in the maze, choosing how to move in it
and solving the learning tasks presented in the
halls of the maze. In such a way, maze games can
be combined with other built-in mini-games (e.g.
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