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SiGYEIGVAYIN S PINO - NTC ,,Ne ljuti se, ¢ovece”

Sta je NTC sistem ucenja?

Program NTC sistem ucenja nastao je kao rezultat istraZivanja stru¢njaka iz oblasti
pedagogije, medicine, psihologije i specijalne edukacije u cilju poboljsanja
intelektualnih sposobnosti i funkcionalnog znanja dece. Sva deca imaju korist od
programa, jer razvija darovitost i omogucava njeno rano otkrivanje kod malisana.
Kompletan NTC program sastoji se iz vise faza i obuhvata jednostavne fizicke i
mentalne vezbe koje uti¢u na razvoj bioloskog potencijala dece. U okviru druge faze
programa primenjuju se posebni rekviziti sa simbolima apstraktnih pojmova, kao $to
su igre: Covece, ne ljuti se, Igra memorije ili Slagalice (puzzle). Igra koja je pred Vama
ima viSestruku namenu: kao didakticka igracka utiCe na razvoj fine motorike i
koordinacije pokreta, a kao deo NTC sistema pojednostavljuje primenu programa, jer
kroz igru dete nauc¢i mnogo simbola Sto omogucava laksi prelazak na visi nivo i dalje
napredovanje.

Za razliku od klasicnog reproduktivnog znanja, koje se zasniva na ponavljanju
¢injenica, funkcionalno (upotrebno) znanje je sposobnost primenjivanja prethodno
steCenog znanja za reSavanje problema. Cilj NTC programa je da se deca pravilno
stimulisu kroz igru u periodu kada se intenzivno formiraju obrasci razmisljanja,
zakljucivanja i povezivanja.

Pino - NTC igracke osmisljene su tako da dete bez opterecenja nauci veliki broj
simbola (zastava), zatim da kroz napredovanje i prepoznavanje karikatura koje
simbolizuju drZave razvija asocijativno razmisljanje, i da potom, na viSem nivou prelazi
u svet misaonih klasifikacija, serijacija i asocijacija, $to je izuzetna osnova za kasnije
dobro razmisljanje i uéenje.*

Uputstvo za igru

»Ne ljuti se, ¢ovece” je druStvena igra koja kod dece podstice razvoj logic¢kog i
matematickog razmisljanja, predvidanja i zaklju¢ivanja.

Postujuci pravila igre, deca uce da kontroliSu svoja osecanja, da budu strpljiva i istrajna
i da se socijalizuju.

Dodatna vrednost Pino — NTC igre Ne ljuti se, covece je Sto dete kroz igru uci nove
simbole i stice osnovna znanja o drzavama i njihovim obelezjima. Roditelji mogu
postepeno povecavati broj naucenih simbola, tako sto ¢e tokom Setnje, igranja drugim
NTC igrackama, citanja slikovnica i sl, detetu pokazivati nove zastave, simbole i
asocijacije. Kada su prvi simboli savladani, od svog malisana moZete traziti da opise
neku zastavu, kaZe na kojim zastavama je plava ili neka druga boja, Sta ga podseca na
odredenu drzavu i sl. Ako je dete savladalo osnovne simbole i bez problema odgovara
na postavljena pitanja, moZete preci na visi nivo razmisljanja i zaklju¢ivanja, tako sto
cete u toku putovanja ili neke druge aktivnosti postavljati ista pitanja, ali ¢e dete
morati da ih vizuelizuje kako bi odgovorilo.

Pravila igre

Pre pocetka igre, po Cetiri iste figurice nalaze se u svojim ,dvoristima“, tj. u zemlji za
koju je igrac odabrao da igra. Igra pocinje tako Sto prvi igra¢ baca kockicu tri puta i, ako
dobije Sesticu, postavlja jednu figuru na pocetno polje, tj. na zastavu drzave za koju
igra. Ponovo baca kockicu i pomera figuru u pravcu koji je oznacen na tabli, uvek ta¢no
za onoliko polja koliko je pokazala kockica. Igra¢i naizmeni¢no bacaju kockicu i
pomeraju svoje figure. Kada god dobije Sesticu, igrac ima pravo
na jos jedno bacanje kockice i tada moze izvesti novu figuru na
stazu ili pomeriti onu koja se ve¢ nalazi na stazi. U toku igre,
dozvoljeno je preskakanje svojih ili tudih figura, ali, ako se na
polju gde treba da stane, nalazi figura drugog igraca, on je
“isteruje”- saigrac se vraca u dvoriste i pocinje ponovo tek kad
dobije Sesticu.

Cilj je da igrac sve svoje figure uvede u ,kucicu®, koju cine cetiri
polja postavljena u kolonu pored pocetnog polja. Figura moze
da ude u kuéicu samo kada broj dobijen kockicom ta¢no
oznacava polje koje je u kucici slobodno. Ako kockica pokaze
veéi broj, igra¢ mora da saceka svoje sledece bacanje.
Pobednik je igra¢ koji prvi uvede sve figure u ,kuéicu”,
simboli¢no oznacenu specificnostima drzave.

Preporuka za roditelje je da uvedu i nova pravila pomeranja
figurica, tako Sto se figurice jedan dan pomeraju hvatanjem
palcem i kaziprstom, sledeci dan palcem i srednjim prstom i
tako redom do malog prsta. Na ovaj nacin se razvija fina
motorika, znacajna za razvoj ukupnih mentalnih sposobnosti
deteta, jer prsti formiraju veliki broj sinapsi u mozgu.




Y] PINO — NTC Ludo game
What is the NTC system of learning?

NTC learning system has been designed based on research by experts in the field of
pedagogy, medicine, psychology and special education, with an aim of improving
intellectual capabilities and functional knowledge of children. All children benefit from
the programme, while it is especially useful for education of gifted children and
enhancement of giftedness.

The complete NTC programme consists of multiple phases and comprises simple
physical and mental exercises that promote development of children’s natural
biological potential. Within its second phase, the programme utilises special teaching
aids containing symbols of abstract concepts, such as games Ludo game, Memory
games or puzzles. The game in front of you has a multiple purpose: as a didactic toy, it
encourages development of fine motor skills and coordination of movement, while at
the same time, as a part of the NTC system, it simplifies the use of the programme,
expanding the child’s knowledge with a large number of symbols and assisting an
easier transition to the higher level and further progress.

Unlike the classical reproductive knowledge which is based on repetition of facts,
functional (useful) knowledge represents the ability to comprehend and use previously
acquired knowledge in a problem-solving situation. The aim of the NTC programme is
to encourage children’s engagement in an easy and simple, effortless process- i.e. play,
relying on properly balanced stimulation in a period of their life in which they
intensively develop patterns of thinking, making deductions and associations.

Pino NTC toys are designed to enable children’s effortless learning of a large number of
symbols (flags), followed by further progress in recognising caricatures that symbolise
the respective countries, developing associative thinking; following this, at the higher
level, children move on to the world of mental classifications, serialisations and
associations, which is an exceptional base for the later efficient thinking and learning.*

Instructions for players

Ludo game is a board game that stimulates children’s logical and mathematical
thinking and develops the ability of making predictions and conclusions.

By respecting the rules of the game, children learn to control their feelings, to be
patient and persistent and how to socialise.

Pino — NTC Ludo game is a game with an added value, since children gain basic
knowledge of four countries, which can be expanded by the parents in the course of
playing, thus encouraging the child to move to the higher level. One of the aims of the
game is to interest the child in new countries around the world. For example, parents
can use the opportunity while walking, playing with other NTC toys, reading illustrated
books etc., to show to the child new flags, symbols and associations, gradually
increasing the number of symbols that the child is familiar with. As soon as the child
masters the first symbols, you can start asking questions such as ‘which flags have blue
or some other colour on them?’, or questions based on associations for a given
country, as well as asking the child to describe a flag... When the child has mastered
this level and can answer a range of questions with a relative ease, you can move on to
the next phase when you ask the same question during a walk or a journey, when there
are no prompts and the child has to visualise the answers to the questions.



Rules of the game

Before starting the game, there are four identical pieces placed in their ‘yards’, i.e. in
the country chosen by the player. The game starts with the first player casting the dice
(three throws are allowed at the start of the game) and if the dice stops with number
six on the top side, the player can place the first piece on the starting field, i.e. on the
flag of the chosen country. Now the player casts the dice one more time and moves
the piece in the direction indicated on the board, by the number of fields indicated by
the dice. The players take turns throwing the dice and moving the pieces. Each score
of number six allows the player an additional throw of the dice, and a possibility to
introduce a new piece into the game or to move the piece already in the game by six
fields ahead. The player may ‘jump over’ a piece which is already on the track,
whether it belongs to the player or the opponent. However, it is not allowed to place
two pieces on the same field. If a target field is already occupied by a piece belonging
to the opponent, the player ‘kicks out’ the opponents piece and it has to be taken back
to its ‘yard’ wherefrom it can only be taken out to the first field after the initial number
six is thrown.

The aim is for the player to take all of his pieces into the ‘house’ composed of four
fields arranged in a line next to the starting field. A piece can enter its house only after
the player throws the dice to get the exact number of the target field. If a throw results
in a larger number, the player must wait for their next turn to throw the dice. The
winner is the player who first brings all of the pieces into the ‘house’, which is
symbolically marked with the specific features of the chosen country.

A recommendation for the parents is to keep introducing new rules, such as the rule
to use the thumb and the index finger to move the pieces on one day, then to use the
thumb and the middle finger the next day, and so on until the little finger is used to
move the pieces. This is one of the ways to develop fine motor skills, which is of huge
importance in the development of children’s overall abilities, owing to the fact that
fingers participate in forming a large number of synapses in the brain, thus enhancing
the development of cognitive skills.

X3 nuno — HTL, ,,He nyTh ce yoseue”

LTo 3Haum HTL cucmem Ha yyere?

HTL] cucmem Ha y4erbe e HacTaHaT KaKo pPe3ynTaT Ha UCTPaXKyBakbe Ha CTPYYHM ML
og, obnacta Ha negaroruja, MeAuUMHa, NCUXONOTWjA U CeumnjanHa eaykaumja ce co
uen Aa ce nopobpaT UHTENEKTyanHUTe cnocobHOCTU U GHKLUMOHANIHOTO 3HaekHe Kaj
feuata. CuTe feua MMaaT KOPUCT of OBaa Nporpama, Ho e nocebHO KopucHa 3a
[AeTeKTMpatkbe Ha HaJapeHuTe Jela U NOTTUKHYBakbe Ha Aapbarta.

KomnnetHata HTL| mpozpama ce coctou of, noseke ¢a3u U ondaka efHOCTaBHU
OU3NYKM U MEHTANHM BEXOM KOM MMaaT BMjaHWe Ha BUMONOLWKMOT NOTEHLM|AN Kaj
fAeuata. Bo pamka Ha BTopaTa ¢asa Ha nporpamaTta ce NpUMeHyBaaT PeKBU3UTU CO
ancTpakTHX noumu urpu Kako He aymu ce voseye, Uepa Ha memopuja v
cnoxcysanka. Virpata Koja ce Haora npef, Bac e noBekeHameHcka. Kako gnpaktuuka
Mrpayka, B/Mjae Ha pa3Boj Ha GMHA MOTOPUKA U KOOpAMHALMja Ha ABUXKEHE, @ KaKo
Aen of, HTL| cucmemom ce noefHOCTaByBa NpMMeHaTa Ha nporpamarta, 6uaejku Hu3
urpa AeTeTo yunm cumb0M LITO OBO3MOXKYBA IECHO MUHYBatbe Ha MOBUCOKO HUBO U
HanpeaokK.

33 pasnuKka of, KNAaCMYHO 3Haerbe, KOe Ce 3aCHOBa Ha MOBTOPYBakbe MPUYUHMU,
DYHKLMOHANHOTO 3Haere e CrnocobHOCT Ha pasbuparbe M ynotpeba Ha NPETXOLHO
CTEKHATO 3Haerbe 3a pelwaBarbe Ha npobnemort. Uen Ha HTL npospamama e
NOTTUKHYBakbe AellaTa Ha SIeCeH U eAHOCTaBEH HaunH 6e3 onTepeTyBatbe, HU3 Urpa
Aa 6uaaT NPaBUAHO CTUMY/IMPAHM BO MEPUOL, Ha KMBOTOT KOra HajMHory ce dopmupa
pasmMuCNyBakbe, 3aKNYYOK U NOBP3yBakbe.

MuHo HTL] uzpayku ce ocMUCNEHM TaKa Aa AeTeTo 6e3 onTepeTyBatbe Hayuu ronem
6poj Ha cumbonu (3Hamuba), HHM3 Urpa M Mpeno3HaBarbe KapuKaTypu KOu M
cMmbonM3npaaT ApiKaBuTe, acouMjaTUBHO Aa pPasMMUCIyBa, U MOTOA Ha MOBUCOKO
HWMBO MMHe BO CBETOT Ha anTPaKTHM KnacuduKaLmum, acoumjaLmja, LUTO NpeTcTasysa 3a
nogoLHa ocHoBa A06p0 pasmucaysatrbe U yyere.

YnarcTBo 3a urpa

,He aymu ce yoeeye” e ppywTBeHa urpa Koja Kaj Aeuata ro NOTTUKHYBA JIOTUYKO
MaTeMaTUYKO PasMUC/NyBatbe, NPeLBUAYBatbe U 3aK1Y4OK.

MoumnTyBajKM rv NpasuiaTa Ha Urpa, AeLaTa yyaT 4a KOHTPONMPAAT CBOMTE YyBCTBA, Ad
6uaaT TpPNenu Bsu 1 4a ce coLmjanusnpaar.

MuHo - HTY uzpa ,,He aymu ce 4oeeye,, Ma W LONOAHUTENHA BPEAHOCT BuAaejKu
AEeTeTo HU3 Urpa yun cumbonu v ce CTeKHYBa CO OCHOBHM 3Haekba 3a YeTUPU ApKasK
1 CO MOMOLL Ha POAUTENUTE NPEMMHYBAAT Ha NOBMCOCKO HMBO. EAHA o4 uenuTte Ha
urpata e ieteTo [a ce 3auHTepecrpa 3a HOBU APKasu.



Ha np. Hu3 npowertka, urpn co apyrv HTL uepavku, yiTarbe CAMKOBHWLM WU CA.
MOKeTe Ha AeTeTo [a MU MOKaxKyBaTe HOBWM 3HaMubba, cumbonu, acouujauuu, u
nocTeneHo Aa rv 3ronemysate 6pojoT Ha 3aAafeHUTe CUMBONN KoM LETETO Ke U
npenosHasa. Kora AeTeTo Ke rv coBiaga npeute cMMB0/IM MOXKETE U @ MOYHEeTe o
nocTaByBarbe MNpallaka: Ha KoM 3HaMUkba e nnaBa WM Hekoja apyra 60ja,
acouujaumja Ha ApKaBa UK Aa ONULLE HEKOE 3HaMe.

Kora aeTeTo Ke ru coBnaga osue nommu 1 6e3 npobiem ke ogrosapa Ha noctaBeHuTe
npalwatba, Toral NPoAO/KeTe CO UCTUTE Npallarba HO OBOj NAT HU3 NpoLeTKa UK
naTyBatbe Kora AeTeTo 1 Ke ro BU3yenusmpa oHa Wwro Tpeba 4a BU ro 04roBOpu.

Mpasuna Ha urpa

Mpep, Aa 3anoyeHTe co wUrpaTta, Mo YeTupu UcTM GUrypu ce Haofaar ,,HafBop,, BO
CBOjOT ,,A4BOP,, T.€. BO 3emjaTa Koja urpayor ja ogbpan 3a urpa. NpeuoT urpay dpna
KOLKa (Ha NOYeTOKOT MMa Npaso Ha 3 06uan) 1 ako AobuMe LecTKa, NocTaByBa eaHa
¢dwnrypa Ha noyeTHo none, OA4HOCHO Ha 3HAMETO Ha Jp»KaBaTa 3a Koja urpa. MoBTopHO
dpna Kouka v ja nomecTyBa durypaTa Bo npase, 03HauyeH Ha Tabnara, cekoraw 3a
TOYHO OHOJIKY MO/IMKbA KOJIKY LITO My Ce NagHanao Gppnajku ja KoLKaTa.

MrpaunTe HaM3MeHWYHO ja GpnaaT KoLKaTa v rv NomecT1Baat cBouTe urypu.
CeKoralu Kora Ke ro fo6ue 6pojoT LWecCT, UrpayoT MMa NPaBo Ha ywTe eAHo dpnarse 1
TOrall MoXe 1 Aa CTaBu HOBa ¢urypa Ha naTekaTta Uau Aa ja nomectn urypata Koja
BeKe ce Haora Ha ctasata. MrpayoT Mma npaBo Aa ja NPeckokHe cBojaTa AW TyraTta
durypa, Ho Ha efiHO none He MoKe Aa cTojaT Ase GUrypu. AKo Ha NoNeTo Kaae LWTo
Tpeba Aa 3acTaHe co durypaTa Beke UMa Apyra Gpurypa o HeKoj Apyr urpad Toral ja
,,MCTEpYBa,, Taa GpuUrypa of natekata U COMrpayoT Ke Mopa OAMNOYETOK Aa MoYHe Co
LwecTKa.

Llenta e urpayot cute csou ¢urypu ga rv BoBeAe BO CBOjaTa ,,KyKka,, Koja ja
COUMHYBaaT YETUPYM NONMHbA NOCTABEHM BO KONHA NOKpPaj NoYeTHoTo none. durypata
MOXXe Aa B/ie3e BO KyK1YKaTa camo Kora 6pojoT fobueH co dpnatbe Ha KoLKata ToUHO
ro 03Ha4yBa NO/IETO BO KyKMYKaTa Koe e c10604H0. AKO co dppnatrbe Ha KoukaTa fobue
noronem 6poj Tpeba Aa coueka cnemeH Kpyr 3a ppnatbe Kouka. MobeaHuK e urpay Koj
npB Ke ru BHece cBoute GUrypu BO ,,KyKMuYKa“ Koja cMMBONIMYHO e O3HayeHa co
KapaKTepuUCTMKa Ha ApiKasa.

Mpenopaka 3a poanTenuTe e 4aBOBEAAT HOB NPaBuMa 3 aNoMecTyBare Ha Gurypure,
TaKa WTOo efieH AeH GUrMpyTe Ke r’M NOMEeCTYBaaT APXKejKM MM CO naseL, 1 nokasanew,
CNefHWOT AeH CO nanel, u CpeAeH MpCT v Taka Nno pej ce A0 ManuoT npcT. Ha oBoj
HauuH ce pa3suBa GMHa MOTOPUKA KOja e Of roNeMO 3HaYEeHE 33 Pa3Boj Ha CUHancK
BO MO30KOT, Ma TaKa Ce BAWjae 1 Ha pa3Boj Ha KOHTUTUBHUTE CNOCOBHOCTH.

A NuHo — NTC He ce cbpam YoBeue
Kakso npepcrasnasa NTC yyuebHama cucmema?

Yye6HaTta nporpama NTC yyebHa cucmema e Cb3[afeHa Bb3OCHOBA Ha EKCMepTHU
uscnessaHua B obnactta Ha negarorvkata, MeAMuMHaTa, ncuxonorusTa U
cneuManHoto obpasoBaHMe C LUen Aa Ce YCbBbPLEHCTBAT WHTENEKTyasHUTe
€nocobHOCTU M GYHKLMOHANHWUTE YMeHWA Ha AeuaTta. Bbnpeku ye nporpamata e
NpUroaeHa 3a BCUYKKM fela, HeMHATa MoAe3HOCT Ce pasrpblia NPu 3aHUMAHUATA C
TaNaHTIMBM AeLa U JONPUHACA 3a Pa3BUTMETO HA BPOAEHUTE CMOCOBHOCTU.

MbnHata NTC npoepama e w3rpafeHa OT HAKOMKO eTama M BKIOYBA NpPOCTU
bU3NYECKM 1 YMCTBEHM YNPaXKHEHWA, KOUTO HaCbpPYaBaT Pa3BUTUETO Ha eCTECTBEHMUA




6uonorMyeH noteHuMan Ha feuata. B pamkute Ha BTOpaTa cu ¢dasa nporpamara
M3Moi3Ba CneuuanHy y4ebHO-TEXHUYECKM CPeACTBa, CbAbpMKallyM CUMBOAM Ha
abCTPaKTHY MOHATUA, KaTo Hanpumep urpata He ce cbpdu Yoseye, uzpu 3a namem
UK nb3enau. Beska OT Te3u Urpu e MHOrodyHKLMOHANHA: AMAAKTUYECKa WUrpayka,
nognomara pasBUTUETO Ha OWHWTE ABUraTelHM YMEHUA W KOOPAMHAUWA Ha
[ABWKEHWATA, KaTO CblueBpemMeHHO- KaTo uacT oT NTC cucmemama- ynecHssa
M3M0/13BAHETO HA NPOrpamaTa, PasWwmnpABa 3HAHUATA HA AETETO Ype3 3aN03HABAHETO
My € no-ronam 6poi CUMBOAM U yNeCcHABa NPEMUHABAHETO KbM MO-BUMCOKO HUBO Ha
nporpamara.

3a pasnMKa OT K/IACMYECKOTO PEnpoAyKTUBHO YyyeHe, KOeTOo Ce OCHOBaBa Ha
NOBTOPEHMETO Ha ¢GaKkTH, GYHKUMOHANHOTO (MONesHO) nosHaHWe NpeACcTaBnsABa
cnocobHocTTa Aa ce pasbepat 1 Aa ce U3NoA3BaT NO-paHo NPUAOBUTUTE 3HAHUA NPU
pelwaBaHe Ha KOHKpeTeH npobnem. Llenta Ha NTC npozpamama e [a Hacbpuu
aHraKMpaHocTTa Ha Jeuata no neceH, onNpocTeH v 3abaBeH HauMH- T.e. Ypes urpa,
pasunTaiku Ha fobpe GanaHcMpaHa CTUMYNALMA B MEPUOA, OT KMBOTA UM, B KOWTO Te
pa3BMBaT MOAENW HA MUC/IEHE.

Pino NTC uezpaykume ca HanpaBeHW Taka, 4Ye Aeuata Aa moraT 6esnpobremHo Aa
Hay4aT ronam 6poit cMMBOIM (3HameHa) 1 ciep, ToBa Aa pPasno3HasaT M306paxkeHus,
XapaKTepPHW 3a CbOTBETHATa CTPaHa, KaTo CbOTBETHO Pa3BMBAT aACOLMATUBHO
mucneHe. Cnep ToBa, Ha CNeABaLloTO HUBO, AeLaTta HaB/M3aT B CBETA Ha PasnUYHK
KknacudwvKaumm, nogpendu M acoumaummn, a ToBa e eAaHa U3KAUUTENHA OCHOBA 3a
NO-HATaTbLWHOTO ePeKTUBHO yueHe U mucnexe.*

MHCTpYKLMM 33 urpaumte

,He ce cvbpdu 4oeeye” e HaAcTONHA Urpa, KOATO CTUMYAMPA JIOTUYECKOTO U
MaTeMaTU4YeCKO MUCAEHe NPy JelaTa v pa3srBa Bb3MOXXHOCTUTE UM 3a NpaBeHe Ha
npeanonoXKeHNA N 3aK/TIDYEHUA.

Ypes cnassaHe Ha npasw/iaTa Ha Mrpata Aeuarta ce yyaT A3 AbPaT Nof KOHTPOA
emouumuTe cu, Aa 6bAAT TbPMEAVBK U NOCNEL0BATENHU U Ce COLManU3nNpar.

MuHo — NTC He ce cbpdu yoseye nasa AOMbAHUTENHM 3HAHWA, Tbi KaTo Aeuata
npuao6buBaT OCHOBHM MO3HAHUA 33 YeTUpWM CTPaHW, KOWTO MmoraT fa 6baat
[OMb/IHEHU OT POAMTENUTE B MPOLEca Ha UrpaTa, Kato Mo TO3U HauMH CTUMyAMpaT
[EeTeTo Aa CTUTrHE 40 No-BUCOKO HUBO. EAHA OT LiennTe Ha urpaTta e Aa Hakapa Aeuarta
[la Ce 3aMHTepecyBaT OT Heno3HaTh CTpaHu no cseta. Hanpumep poautenute morat
[1a M3M0N3BaT Bb3MOXKHOCTTA [0KATO Ce PasxXoXAaT ¢ Aeuara, urpast ¢ gpyrn NTC
u2pavKu, YeTaT KHUKKM U T.H. 1a UM NOKaaT HOBU 3HaMeHa, CUMBOIM 1 acoLMaLmy,
KaTo NOCTENEHHO yBeNn4aBaT 6pos Ha CUMBOANUTE, KOUTO AeTeTo No3Hasa. Ciea KaTto
[EeTeTo 3aNoMHU MbPBUTE 3HAMEHa MOXe Aa 3anoyHeTe Aa My 3a4asaTe BbMpocu
KaTo ,,KOM 3HAMEHa MMaT CMHbO UM APYT LBAT?” AU BbNPOCU, CBbP3aHM C HAKAKBa
acoumauua 3a fafieHa CTpaHa, AU NPoCTo Aa NOMOAUTE AETETO 33 OnuLLe 3HaMeTO...
Cnep, KaTo AeTeTo 3anoyHe Aa ce Cnpass C TOBa HUBO U OTTOBAPA Ha peauLa Bbnpocu
C OTHOCUTE/IHA /IEKOTa, MOKe [a NpemuHeTe Ha cnessawara ¢asa, Kato 3asjasare
CblUWTe BLNPOCK NO BPEMe Ha Pa3X0AKa UM MbTyBaHe, KaTo Beye HAMA NoACKa3BaHe
1 AeTeTo TpAbBa 3a BU3yannsupa OTroBOpPUTE Ha BbMNPOCUTE.

MpaBuna Ha urpata

B HayanaTo Ha urpaTta BCEKU WUrpay NocTassa YeTupuTe efHaksu durypu B ,6asata‘“-
T.e. B CTpaHaTa, KoATo e u3bpan. MbpBUAT Urpay XBbP/IA 3apyeTo 40 TPU MbTU U ako
XBbP/IM ,WECTULA” NOCTaBA MbpBaTa Gurypa Ha CTapToOBOTO MOJe- T.e. Ha 3HAMETO Ha
cboTBETHATa CcTpaHa. Cnep TOBa MrpaybT XBbPAA 3apyeto Ole BeAHbBX U MecTu
¢duryparta B ykazaHaTa nocoKa C TONIKOBA No/eTa, KOJIKO NoKa3ea 3apyeTo. Urpauute ce
peayBaT nocseA0BaTeNHO Aa XBbPAAT U Aa UrpanT. Bcaka xBbpaeHa ,Wwectuua” aasa
npaBo Ha €AHO [JOMbAHUTENHO XBbPAsHE Ha 3apa, KaTo WUrpaysT MOXKe
CblUEBPEMEHHO [a BKapa HoBa ¢urypa B Urpata UAM Aa NPemecTy Takasa, KoATo e
BbTPE C WecT noneta Hanpea. urypute morat 4a ce ,nMpeckayaT’- He3aBUcMmo Aanu
ca CBOM MM Ha Apyr urpay. Ho He e No3BoneHO ABe GUrypu Aa CTbNAT e4HOBPEMEHHO
Ha eAHO 1 CbLO none. B c/yyait, Ye Ha NO/ETO, Ha KOETO CTbNU AaAeHa durypa uma
Bedye TakaBa Ha NPOTMBHMWKA, TO BTOpaTta ce ,yApAa“ v oTmBa obpaTtHo B 6asarta, oT
KbAETO MOMKe /13 TPbrHe OTHOBO C/1eA, XBbP/AHE Ha LecTuua.

Llenta Ha urpata e urpaysT Aa cbbepe BcuukuTe 4 Gurypu B ,KbliaTa“, KOATO
npeacTasnsBa YeTMPU NoJieTa, HapeaeHW B peuLa A0 CTapToBoTo none. EaHa durypa
MOXe Aa B/ie3e B KbllaTa camo C TOYeH 3ap. AKO XBbP/IU NO-TOAAMO YMCNO UrpadbT
M34akBa OTHOBO Aa Aoige pefa my. lMobeauten e To3u, KoiTo MbpBu cbbepe
BCUYKUTE CU GUIYpU B KbllaTa, KOATO M306pa3fABa XapaKTepHW Hela 3a JafeHaTa
cTpaHa.

EqHa npenopbyka KbM poauTenuTe- NOCTOAHHO BbBEXAAKTe HOBK npasuna. Kato
Hanpumep MbpBKA AeH GUTypuUTe ce MeCTAT C Nasela 1 nokasaneua, BTOpUA AeH- C



naneua v cpeaHuA NPbCT U TaKa AOKATO ce CTUrHe A0 Naneua M ManakoTo NpbCTye.
ToBa e eguH OT HauMHWTE 3a pa3BuBaHe Ha GUHATAa MOTOPUKA, KOATO € OT OFPOMHO
3HayeHune B LANOCTHOTO pa3BUTUE Ha AeuaTa. MpuymHaTa 3a ToBa e, Ye ABMKEHNETO
Ha NPbCTUTE y4acTBa B 06pa3yBaHeTo Ha ronam 6poii CMHANCcK B MO3bKa, KaTo No To3u
Ha4YnH CTUMYAnNpPa Pa3BUTUETO Ha KOTHUTUBHU YMEHMUA.

PINO — NTC »Clovek, ne jezi se«

Kaj je NTC sistem ucenja?

Program NTC sistem ucenja je nastal kot rezultat raziskovanja strokovnjakov s podrocij
pedagogike, medicine, psihologije in posebnega izobrazevanja s ciljem izboljsati
intelektualne sposobnosti in funkcionalno znanje otrok. Program je koristen za vse
otroke, Se posebej pa je primeren za odkrivanje nadarjenih otrok in spodbujanje
razvoja njihove nadarjenosti.

NTC program je sestavljen iz vecih delov in obsega enostavne fizi¢ne in mentalne vaje,
ki vplivajo na razvoj bioloskih potencialov otrok. V okviru druge faze programa se
uporabljajo posebni rekviziti s simboli abstraktnih pojmov kot so igre: »Clovek, ne jezi
se«, »Spomin« ali sestaviljanke (puzzle). \gra pred vami ima ve¢ namenov: kot
didakti¢na igraca vpliva na razvoj fine motorike in koordinacijo gibanja, kot del NTC
sistema poenostavlja sprejem programa, ker otroka skozi igro nauci ogromno
simbolov, kar omogoca lazji prehod na visji nivo in nadaljne napredovanje.

Za raziko od klasi¢nega, reproduktivnega znanja, ki je zasnovano na ponavljanju
dejstev, predstavlja funkcionalno (uporabno) znanje sposobnost razumevanja in
uporabe predhodno pridobljenega znanja za resevanje problema. Cilj NTC programa
je na lahek in enostaven nacin, brez obremenitev t.j. skozi igro, pravilno spodbujati in
stimulirati otroke v obdobju Zivljenja, ko se intenzivno oblikujejo vzorci razmisljanja,
sklepanja in povezovanja.

Pino NTC igracke so zasnovane tako, da se otrok brez obremenitev nauci veliko
simbolov (zastav), medtem ko asociativno razmisljanje razvija skozi napredovanje in
prepoznavanje karikatur, ki simbolizirajo drzave. Sledi visji nivo, kjer preide v svet
miselnih klasifikacij, seriacij in asociacij, kar je izjemna osnova za kasnejSe dobro
razmisljanje in ucenje.*

Navodila za igro

»Clovek, ne jezi se« je druzabna igra, ki pri otrocih spodbuja razvoj logi¢nega in
matemati¢nega razmisljanja, predvidevanja in sklepanja.

Skozi upostevanje pravil igre se otroci ucijo nadzirati svoje obcutke, urijo v
potrpezljivosti in vztrajnosti, medtem ko se socializirajo.

PINO - NTC igra »Clovek, ne jezi se« ima dodatno vrednost, ker se otrok skozi igro uéi
simbole i pridobiva osnovna znanja o $tirih drzavah. Le-ta lahko starsi razsirjajo in tako
spodbujajo otroka, da s pomocjo naucenih simbolov preide na visji nivo. Eden od ciljev
igre je namrec, da spodbujajo zanimanje otroka za nove drzave. Tako lahko na primer,
med sprehodom, igranjem z drugimi NTC igrackami, branjem slikanice, ipd., otroku
pokaZete nove zastave, simbole, asociacije in postopno vecate Stevilo simbolov, ki jih
otrok prepoznava. Cim otrok obvlada prve simbole, lahko pri¢nete s postavljanjem
vprasanj: na katerih zastavah je modra ali katera druga barva, kaj je asociacija na
doloceno drzavo ali pa opiSe kak$no zastavo... Ko otrok to obvlada in brez tezav
odgovarja na zastavljena vprasanja, takrat pricnite s postavljanjem istih vprasanj
ampak med sprehodom ali potovanjem, ko mora otrok vizualizirati kar ga sprasujete.



Pravila igre

Pred zacetkom igre, se Stiri iste figurice nahajajo »zunaj«, v svojih »dvoriscihg, t.j. v
drzavi za katero se je igralec odlocil, da igra. Igra se pri¢ne tako, da prvi igralec vrze
kocko (na zacetku ima pravico treh poskusov) in ¢e dobi Sestico, lahko postavi eno
figurico na zacetno polje, t.j. na zastavo drzave za katero igra. Ponovno vrze kocko i
prestavi figuro v oznaceni smeri na igralni deski, vedno tocno za toliko polj kot je
pokazano na kocki. Igralci izmeni¢no mecejo kocko in prestavljajo svoje figure.
Kadarkoli igralec dobi Sestico, lahko Se enkrat mece kocko in takrat lahko postavi novo
figuro na stezo ali prestavi figuro, ki se Ze nahaja na stezi. Igralec lahko preskoci svojo
ali tujo figuro, ampak na enem polje ne moreta biti dve figuri. Ce se na polju, kjer mora
koncati figura, Ze nahaja figura drugega igralca, »nazene« to figuro s steze in soigralec
mora ponovno zaceti s Sestico.

Cilj je, daigralec pripelje svoje figure v svojo »hiskox, ki jo tvorijo stiri polja postavljena
v stolpcu zraven zacetnega polja. Figura lahko vstopi v hisko samo takrat, ko Stevilka
dobljena s kocko to¢no oznacuje polje, ki je v hiki prosto. Ce kocka pokaze vecje
Stevilo, mora igralec pocakati na naslednje metanje kocke. Zmagovalec je igralec, ki
prvi spravi vse svoje figure v hisko, ki je simboli¢no oznacena z znacilnostmi drzave.

StarSem priporo¢amo, da uvedejo tudi nova pravila premikanja figuric, tako da se
figurice en dan prestavljajo s prijemom palca in kazalca, naslednji dan s prijemom
palca in srednjega prsta, in tako naprej do mezinca. Na ta nadin se razvija fina
motorika, ki je velikega pomena za razvoj skupnih sposobnosti otroka, saj so prsti
povezani z oblikovanjem velikega Stevila sinaps v mozganih in tako vplivajo na razvoj
kognitivnih sposobnosti.

Pogledaijte ostale Pino - NTC igracke:
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* Detaljno opisano u knjizi ,/Q deteta — briga roditelja”, autora dr Ranka Rajovica.

Vise informacija o programu, autoru i igrackama mozete pronaci na veb-sajtu:
www.ntclearning.com i www.pino-toys.com.

* Detailed description is given in the book “Child’s IQ - Parents’ Concern”, by Dr Ranko
Rajovic.

More information about the programme, author and toys can be found at:
www.ntclearning.com and www.pino-toys.com



