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Crarbsi oCBsiIleHa 0COOEHHOCTSIM UTPOBOM JIESTETBHOCTH JOIIKOJBHUKOB B YCJIOBUSIX HH(MOPMAILH-
OHHOTO 00IecTBa. PaccMaTpuBarOTCss OCHOBHbBIE BU/BI TEXHOJIOIUH, UCIIOJIb3YEMbIX JOIIKOJbHUKAMU B
[POoLecce UTPOBOI AeaTeIbHOCTH (UTPOBbIE 1 0OPa30BaTe/IbHbIE PUIOKEHUS, <yMHbIE» U <«I[U(PPOBbIE>
urpyiiku). [puBoaurest 0630p SMIMPUUECKUX UCCIIENOBAHUIL, JOKA3bIBAOIINX, YTO COBPEMEHHAs UTpa
npejcrasJsier coboii crenuduuecKuil TUI UTPOBOIL IEATENBHOCTH, IPU KOTOPOM (usuueckie 1 ubpoBbie
00 BEKTBI B3AUMOJIEUCTBYIOT B PEsKIME peasibHOro Bpemeru. OGCyKIAI0TCsI OXO0/IbI K aHAIN3Y «I[I(PPOBOI
UTPBI» B PaMKax KyJibTypHO-uctopuueckoil Tpaauiiun (M. @mup, H.H. Bepecos, H.E. Bepakca). Paccma-
TPUBAIOTCS OTIUUMS «TEXHUIECKOTO TIOBEIEHUS» U COOCTBEHHO UTPOBOMA JIEAITEIBHOCTH € UCIIOJIb30BAHUEM
HOBBIX TexHOJIOTHI. OGOCHOBBIBAETCS HEOOXOAMMOCTD TIE€PEX0a OT MPOTHUBONOCTABIEHUS] «TPAUIIOH-
HOIi» UTPBI U UTPBI, OMTOCPEOBAHHON TEXHOJIOTUSAMHU, K AHATU3Y «IIUMPOBOI UTPBI» KaK CJOKHON CUCTEMBI
JETCKUX U JIETCKO-B3POCJIbIX B3AUMOJIEHCTBIIT, 00Pa3yIOIUX COIUOKYIBTYPHBII KOHTEKCT KU3HU PeOEHKA.
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The article is devoted to the peculiarities of preschoolers’ play within the Information Society. It studies
the types of technologies used by preschoolers in the process of play (video games, educational apps, smart
and digital toys). It also provides an overview of the existing empirical research, proving that contemporary
play represents a specific type of play activity, where physical and digital objects interact in real time. The
article discusses different approaches to the analysis of digital play in the context of Cultural-Historical
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Theory (M. Fleer, N.N. Veresov, N.E. Veraksa). It also focuses on the key differences between technical
behaviors and digital play activity. The authors stress the need of transition transition from contrasting tra-
ditional play and play, mediated by technologies, to the analysis of digital play as a complex system of child-
child and child-adult communities that construct the socio-cultural context of the child’s everyday life.
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BBeneunne

CoBpeMeHHbIE WCCJIE/IOBATEI BCE 4Yallle TOBOPSIT
00 0c060M KyJbTYPHO-MCTOPUYECKOM THIIE AETCTBA —
«1Uu(GPOBOM JIETCTBE», BOBHUKAIOIIEM B YCJIOBUSX WMH-
dbopmanmonHoro obectsa [8; 9; 16; 28]. Croeobpasue
<1 POBOTO JIETCTBa» 00YCIOBJIECHO, B IEPBYIO OUEPE/Ib,
«BE3/IECYIITUM» W <«BCEIMPOHUKAIONIUM» TPUCYTCTBUEM
WHGMOPMAITMOHHBIX TeXHoJoruil [48], Korma TpaHuIlbl
MEJK/IY BUPTYJIbHBIM U PeaJIbHBIM CTAHOBSITCS MIPEIEb-
HO Pa3MbITbIMM, a pusndyeckue U UGpPOBbIe 0OBEKTHI
COCYIIECTBYIOT U B3aUMOJIEMCTBYIOT B PEKUME Peasib-
Horo BpeMenu [43]. B konTekcTe ueit Ky ibTypHO-UCTO-
PUYECKON KOHIEMIUY IPABOMEPHO PACCMATPUBATh TEX-
HOJIOTMW B KavyeCcTBEe HOBOTO CPEJCTBA OMOCPEOBAHUS
HeSITEeIBHOCTH, CBOeoGpasre KOTOPOTo 00YCIOBIEHO CO-
yeTaHUEeM OPY/UNHBIX U 3HAKOBBIX KOMIIOHEHTOB [4; §;
9]. Kak Jsiro60e HOBOE CPEICTBO, TEXHOJOTUU U3MEHSIOT
CYTIECTBYIOIIME BU/bI COIUATBHBIX B3aMMOEHCTBUI,
ompeiesisisi cruennruKy pa3BUTHS BBICIITUX IICUXTYECKUX
(GYHKIMI ¥ TPOIIECCOB HA Pa3HbIX dTArax BO3PACTHOIO
pa3BuUTHS.

B ycnoBusgx HOBOI colmambHON CUTYalMHU UCCIENO0-
Baresu (QUKCUPYIOT KaueCTBEHHbIE N3MEHEeHUs] UTPOBOI
nesirenbHocTy feteit [11; 12; 29]. C ogHoii cToponsl, 1eT-
CKasl UIPa CTAHOBUTCS 0oJiee CII0KHOI M3-3a MCIIOIb30-
BaHUS B HeW HE TOJBKO TPAJAUIMOHHBIX UTPYIIEK U CIO-
JKETOB, HO TaKKe PasHOOOPA3HBIX TAIKETOB U IIN(POBBIX
YCTPOMCTB, MPEOCTABISIONNX JOCTYTl K BUPTYaJIbHON
peasbrocTr [41]. C mpyroit cTOpPOHBI, y COBPEMEHHBIX
ZieTelt Bce peske BCTPEUaroTCsT Pa3BepHyThIe (hOPMBI UTPBI
(TIpesKie BCETO CIOXKETHO-POJIEBOIT), & YPOBEHD C(hOpMU-
POBAHHOCTH UTPOBBIX HABBIKOB Ha IIPOTSI;KEHUH BCETO T1e-
pHo/a JIONIKOJIBHOTO JIETCTBA OCTAETCS IOCTATOYHO HU3-
kuM [12; 14]. YuutbiBas ornpenesdioliee 3Ha4eHNUE UTPbI
st (hOpMHPOBaHKMS HOBOOOPA30BaHUIT JIOMIKOJIBHOIO
BO3PaCTa, BAXKHOW 3aj1a4eil COBPEMEHHON TTCUXOJIOTO-T1e-
JIATOTUYECKON HAYKW CTAHOBUTCS U3YUYEHUE TOTO, KAKUM
0bpaszoM HabJI01aeMble U3MEHEHUST OTPAsKAIOTCS Ha Pas-
JIMYHBIX aCTIEKTaX Pa3BUTHUSI COBPEMEHHBIX JI€TEH.

[lesb HacTosIEl cTaTbl — 0003HAYUTD KJIIOUEBbIE
0COOEHHOCTU UIPOBOM JIEATENbHOCTH JOIIKOJIbHUKOB B
yCIOBUSX TTU(MPOBOI TpaHC(hOPMAIIUH, & TAKKE PACCMO-
TPETh BO3MOJKHBIE TIOJXO/bI K aHAIU3Y AETCKOU WUTPbI
KaK HOBOTO COITMOKYJIbTYPHOTO (heHOMeHa.
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Wrpbl ¥ MTPYIIKH: BO YTO U KAK UTPAIOT
<1 poBbie aGOpUTeHbI» ?

Cerojinst 110 BceMy MUPY HAOJIIOIAETCST CHUKEHIE BO3-
pacTa 3HaKOMCTBA JIeTel ¢ Ta/pkeTaMu U YCTOMYMBOE yBe-
JITYeHre BpeMeHn B3anMozieiictust ¢ numu [20; 21; 45; 46].
3a py6ekoM B TOCTEHNE TOABI HAGUPAIOT MOMYISPHOCTD
1ndpoBble yCTPOWCTBA, JPECHO TpeHa3HAYEHHBIE [T
neteit (MTPYIIKH, TTOJKTIOYEHHBIE K VIHTEpHETY, KHUTU 1
WTPBI C JIOTIOJTHEHHOW PeayibHOCThIO), ToT/ia Kak B Poccun
TOJTABJISTIONTEE GOBITHHCTBO JAOTTKOILHIKOB MOJIB3YIOTCST
YCTPOICTBAMU CBOMX POJMTENIEN — cMapT(OHAMMU, TLJIAH-
1IeTaMu ¥ KOMITBIOTEPAMH, YTO B 3HAYUTEJILHOM CTENIeHN
onpeiesisieT NOCTyIHbII uM nudposoit kontent [15]. Hau-
6oJee 4acTo POCCUICKIE IOMKOIBHIKI UCTIOMB3YIOT 06pa-
30BaTeJIbHbIe IPOTPAMMbI 1 BUJICOUTPBL

O6pazoBaTesibHbIe TIPOTPAMMBI TSI OTITKOJTbHIKOB
3aHUMAIOT TIPOMEKYTOUHOE TOJOKEHNE MEKIy yueh-
HBIM U UTPOBBIM KOHTEHTOM: KaK [IPaBUJIO, B TAKUX IIPO-
rpaMMax JOMIKOJIbHUKY HEOOXOIMMO BBITTOJHUTD ONpe-
JIeJICHHbIE 3a/[aHMsT, YTOOBI T€POIl TIPOTPAMMBI TOXBAJIHI
pebenka. Iesb 10g00HbIX IPUIOKEHUI — T03HAKOMUTD
pebeHka ¢ OykBamu, i pami, IBETAMU U T. . B UTPO-
BoIi (hopme. K 2011 3Ke TpyTire MOKHO OTHECTH ITPOTPaM-
MBI, T/ie PeOEHOK TPEHUPYET JIOTHUECKOE M IIPOCTPAH-
CTBEHHOE MBINJIEHUE, 3PUTETBHYIO TTaMSATh, BHUMAHMUE.
K mannomy Ttuiy mudpoBOro KOHTEHTA OTHOCAT TaKxKe
[a33J1bl ¥ POTPAMMBI, TIO3BOJIAIONTIE COOPATH ETbHYIO
KapTUHKY U3 yacteil. OTyacTu B 3Ty KaTeropuio rnorasa-
10T IIPOTPaMMBI /LISl Pa3BUTHUS TBOPYECKOHM aKTUBHOCTH,
HanboJiee PacIPOCTPAHEHHBIMI U3 KOTOPBIX SIBIISIOTCS
TIPIJIOKEHTIS [T PICOBAHMS U PACKPACK.

WrpoBoii KOHTEHT, HATleJTeHHBIN Ha JIETCKYTO ay/TUTO-
puio, BecbMa pasHooOpaseH, Kak 1 MOAXO/BI K €T0 KITac-
cudukarnuu. OGBIYHO WTPOBbIE JKAHPBHI BBIJIEISIOTCS B
3aBUCUMOCTH:

* OT coJep:KaHusl UTPOBOI 3amaun (TOJIOBOJIOMKH,
a3apTHbIE WTPbI, MMAHCOBbIE WTPBI, CIIOPTUBHbBIC UTPHI,
exuHo6opeTBa u ap.) [18];

* 3/IeICTBOBAHHBIX B WTPE CIIOCOOGHOCTEl (IKIIIH,
crparerus u ip.) [22];

* HaJIWYMS B UTPAX CIOXKeTa ¥ PpaBui (Urpa-yIpax-
HeHWe; UTpa ¢ TIPaBUJIaMu; UTPa ¢ coskeTom) [7].

3aciay;KuBaeT BHUMAHUS TICUXOJIOTHYECKAsl THIIO-
JIOTHUST KOMITBIOTEPHBIX UTP, npeiokenHas E.O. Cvup-
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nosoii u P.E. Pazaesoii. Tunosiormg ocHoBaHa Ha
XapakTepe POJIeBOrO MOBEJEHUS, CBS3aHHOIO C I10JI0-
JKEHUeM UIPAIOIIEro 110 OTHOUIEHUIO K UIPOBOI CUTYya-
IIUU, ¥ BKJIIOYAET CIIEYIONIIE BU/IbI KOMITHIOTEPHBIX UTP:
1) TOJIOBOJIOMKY W TPAIUITNOHHBIE UTPBI, TEPEHECCHHBIE
Ha KOMIIBIOTEP; 2) apKaJIbl — JKaHP UTP, B KOTOPOM UTPOK
VIIPaBJSeT TepoeM, MPOBOJS €r0 uepe3 TPensATCTBUS
(Kak TpaBUJIO, TaKas UTpa MMeeT HECKOJbKO YPOBHEI,
C KaX/bIM TOCJHEAYIONUM YPOBHEM YBEJIUYUBAETCS
CJIOJKHOCTbh WJIM CKOPOCTb); 3) CcTpaTerun — Xapakre-
PHUBYIOTCS TeM, YTO UTPAIONTUI HAXOAUTCA «HAll» UTPO-
BOH /1e4TeJNbHOCTBIO, T. €. yIIPaBJsieT [IPOoleccaMu WJn
KOMaH/lyeT; Urpa 3acTaBJigeT [JIAHUPOBATH COCTOSHUE
COOCTBEHHBIX PECYPCOB U JIEATEIBHOCTD MPOTHBHUKA;
4) CUMYJIATOPbl — WUIPBI, KOTOPbIE [103BOJISAIOT UIPAIO-
MIEMY HaXOAUThCS «BHYTPU» CUTYAIIUU, YACTO ITO UTPBI
«OT TIEPBOTO JIUTA»; 5) UTPHI-TOBECTBOBAHUS — UTPBHI C
HETIPEPBIBHBIM Pa3BUBAIOIIUMCS CIOJKETOM, HATIOMUHA-
I0IIKEe CBOETO Pojia MyJIbThIIbM Wn pusibm [13].

B mocsieinme rosipl MMUpoKoe pacpocTpaneHue Tmoy-
YWJIM TAKKe TPOTPAMMBI, TIOZJICP;KUBAIONINE TaK HA3bIBa-
eMble supmyanvioie uzposoie mupwt (virtual play worlds),
npeiHa3HayeHHble JUid fieTeld. Takoro poga MUPbI MOTYT
paspabarbIBaThCs JTMO0 KaK CAMOCTOSITEIbHBIE BUPTYAlb-
Hble IaTHOPMBI, THO0 KakK JOTIOJHEHHE K CYIIeCTBYIO-
mum urpyikam (Barbie, LEGO u T. 1.). Takue nporpam-
MBI TIO3BOJISTIOT TIOCTPOUTH COOCTBEHHBIH UTPOBOW MUD B
BUPTYAJIbHOM IPOCTPAHCTBE, CO3/IaTh CBOUX TEPOEB U BHI-
CTPONTDH YHUKAJIBHBIH CIOKeT UTPHI [41].

[ToMuMO pa3IMUHBIX TPUITOKEHNN U TIPOTPAMM JIJIsT
JIOIITKOJIBHUKOB BCe OOJIBIIYIO0 TOMYJSIPHOCTD TIPHOG-
peTaoT UTPYIIKU CO BCTPOCHHBIMHU IUMPOBBIMU 3Jie-
MEHTaMU, KOTOPbIE BKJIOYAIOT B cebsi MaTePUATbHYIO
000JI0YKY ¥ 3JIEKTPOHHBIE KOMIIOHEHTBI. Kak 1pasuio,
TaKMMM UTPYITKAMU MOKHO YIIPaBJISATh ¢ KOMIIbIOTEpa
wi cMmaprdona. Iudposbie Urpymku obecredynBaoT
JIBYCTOPOHHEE B3aMMOJIEICTBIE, T. €. CTIOCOOHBI, HATIPH-
Mep, TIPEATIOKUTL pebeHKy 3aaHue, a TOTOM TOXBa-
JIUTH €T0, UJIN OTBETUTD Ha 3aaHHbII UM Botipoc [6; 35].
B Poccun mmdpoBbie UrpymKkn He CTOJb TOMYJISIPHBI,
kak B crpanax Esponbi, Anonnn u CIITA [15].

Opta u3 HanboJiee M3BECTHBIX Kaccuuranuii nd-
POBBIX UTPYIIEK, mpenaokennas JI. Xosr ¢ coaBropamu
(L. Hall et. al.), nozpaszessier ux Ha TPU KaTETOPUM: HH-
tepakTuBHble (interactive), ymuble (smart) v IOJKIIIO-
yaemble (connected). B ocHoBe kiaccubukanmum jexart
Take KpPUTepuHu, Kak: 1) ypoBeHb TEXHOJOTHYECKOUN
cokHOCTH; 2) cyObeKTHOCTh Mrpyliku (toy agency)
WM, WHBIMU CJIOBAMM, CTeIleHb €€ aBTOHOMHOCTH;
3) BO3MOKHBIE CIIOCOOBI B3aMMOJIENUCTBUS ¢ UIPYIIKOIL
[30]. Humepaxmusnvie uepyuwxu oObIUHO He TPeOYIOT
MOJIKJII0UeHNs] K VIHTepHeTy; B3aMMOJeliCTBUE ¢ HUMHU
OTPAaHMYEHO 3aJaHHBIM HaGopoM (DyHKIW (HeicTBus
TaKUX UTPYIIEK MpeficKazyembl). [JlaHHbIN THUIT UTPYIIEK
MO3BOJISAET TOMJIEP:KATDh TPAIUIMOHHYIO (B TOM UHCTeE
CIO’KETHO-POJIEBYIO) WJIM TOABWKHYIO WTPY MJIAJIINAX
JIOITKOJIBHUKOB. YMHble UzpywKy TIPEIIoaraioT uc-
noJb30BaHue GoJiee CIOKHBIX TEXHOJOTHI (B TOM YHCJIE
nojikyodenre Kk MuTepHeTy), Mo3BOJSAIONIMX UTPYIIKE
HO//IEPsKUBATH Pa3roBOP, y3HaBaTh cobeceiHnKa. Baau-
MO/IeHiCTBHME ¢ TAKUMU UTPYIIKaMU HaIllpaBJIeHO Ha Pas-
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BUTHE 1 OOydeHue pebeHKa, MOITOMY TaKue WIPYIIKH
OPHEHTHPOBAHBI, TPEJK/E BCETO, HA CTAPIINIA OTIKOJIb-
HbIiT Bogpact. ITodxmouaemvle uzpywuxy TPEICTABISIOT
coboil HamboJjiee CIOKHBIH BUA HUMPOBBIX WIPYIIEK,
KOTOPBIE, 32 CUET PA3JIUIHBIX TEXHOJIOTUIECKUX pellie-
Huii (moaksouenue K 1oT, romocoBsie KOMaHABI U IP.),
MO3BOJIAIOT AHAJIM3UPOBATD TIPEIIECTBYIONIEE B3AMMO-
JIeicTBUE M alaliTUPOBATh KOHTEHT TIOJ MTOJIb30BATEJIA,
JleJIasi B3AMMO/IENICTBIE MAKCUMAJIbHO [IePCOHUMUITUPO-
BauHbIM. [Ipu aTOM B psizie caydaeB nudpoBbie UTPYIIKY
COYETAIOT YePTHI PA3HBIX KATETOPHIL.

Psan aBropoB pazimuaior ymusie (smart toys) u yugp-
poswvie uzpywxu (digital toys), ykassiBas, 4To riaBHast 1X
OTJIMYUTENbHAS YepTa — Ha3HavyeHue. Tak, ecan Urpym-
Ka M3/1aeT 3BYKOBBIE MJI CBETOBBIE CUTHAJIBI M TIPe/IHA-
3HAUEHa, MPEXK/E BCETo, JJIsT PasBieueHUst pebeHKa, TO
9TO — Yupposas uepywxa [35]. Pactipoctpanernoii pas-
HOBUIHOCTBIO TIM(HPOBBIX UTPYIIEK SBISIOTCS TAK HA3bI-
BaeMble uzpyukiu-npomomunst (prototypical toys) — He-
CTIOKHBIE TTU(POBBIE YCTPONCTBA, KOTOPbIE HE CBI3aHDI C
OITPE/IeIEHHBIMU UTPOBBIMUY JIEHCTBUSIMY U IAI0T peOeH-
Ky IIPOCTOP s TBOpYecTBa (Hampumep, Opaciaer Moff ¢
MpUJIO’KeHNeM Ha Testepore).

Ymnwvie uzpyuwxu cioco6HbBI IEMOHCTPUPOBATH OoJIEE
coxHOe ToBezienre. OHU IePCOHUMUITUPOBAHBL: Y HUX
€CTh CBOIT «XapaKTep», OHU MOTYT MOJICTPANBATHCS O]
3aIMpOCHl KaXK/IOTO YJIeHA CEMbHU, CTIOCOOHBI HHUTIUUPO-
BaTh U TOJJEPKUBATH OOIIEHKE, MCIOIb30BaTh ecTe-
CTBEHHBIE CUTHAJBI U PearnpoBaTh HA 9MOIUN JIIO/EH.
OnHO U3 HATIPABJIEHUN YMHBIX UTPYIIEK TIPECTABIECHO
po6OTaMU-KUBOTHBIMU, MAaKCUMAJIbHO TI€PeIatoliu-
MU MUMUKY U TTOBAJKH JKUBBIX JOMAIIHUX JTIOOUMIIEB
(cobaka AIBO, nuuosasp Pleo u nap.). Takue urpyui-
KU TaKKe Ha3bIBAIOT COUUAIbHbIMU pobomamu (social
robots) [19].

B 11€710M MOKHO TOBOPUTH O TOM, YTO JOCTYIHOCTD U
pasnoob6pasue UG POBOro KOHTEHTA, MpeIHa3HAYCHHO-
TO JIJIsI IOTITKOJTbHUKOB, TIPUBO/ISIT K TOCTOSTHHOMY B3aH-
MOITPOHIKHOBEHUIO 3JIEMEHTOB TPAIUITIIOHHON UTPOBOI
NIeSITEeTHBHOCTH U UTPBI, OTIOCPEI0BAHHOM TEXHOJOTUSIMU,
B pe3yJibTaTe 4ero TPaHUIlbl MEKIY HUMU Pa3MbIBAOT-
cst. Jletu TIepeHOCST TPaAUIIMOHHBIE UTPOBBIE CIOYKETHI
B BUPTYyaJIbHOE IIPOCTPAHCTBO, HAMIOJIHSS UX HOBBIM CO-
JiepKaHueM, WU, HAITPOTUB, BCTPANBAIOT BUPTYAJIbHBIX
u 11POBBIX TIEPCOHAXKEN B KAHBY He OIIOCPEIOBAHHBIX
UTPOBBIX B3aUMO/JIeHICTBU. B TakuX ycJI0BUSIX BO3HUKA-
€T HOBBII, crienuUUecKuil TUI UTPOBOII JIeITETHHOCTH,
KOTODBIII HYKIAeTCsS KaK B SMIIMPUYECKOM HM3y4YeHUH,
TaK ¥ B ITOCJIEYIOIIEM TEOPETHYECKOM OCMBICTIEHNN.

IMNUpUYECKHe UCCIEI0BAHUS UTPBI,
OINoCpe10BaHHOI TEXHOJIOTHUSIMU

B dokyce BHMMaHWMS COBpEMEHHBIX HCCIE0OBATECH
UTPBI C TPUMEHEHUEM TEXHOJIOTHH OKa3bIBAIOTCS CJIEY-
IOIT1Ee HATIPABJICHUS:

1) usyuenune ocobeHHOCTE UTPOBOM JeSATEIbHOCTH
C UCIIOJIb30BAHUEM PA3JUYHBIX TEXHOJOTHI (Ta’KeToB,
1U(GPOBBIX UTPYIIEK, KOMITBIOTEPHBIX [TPOIPAMM U IIPH-
JIOKEHUT );
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2) cpaBHUTEJIbHbBIE HCCIEIOBAHMS UTPBI ¢ 11M(DPOBDI-
MU U TPAAUIINOHHBIMU UTPYIIKAMMY;

3) BiMSHME YaCTOTBI U XapakTepa B3auMOJeiCTBUA
pebeHKa ¢ rajpketaMi Ha pasBUTHE KOTHUTUBHBIX TIPO-
I[ECCOB.

B doxyce nepsozo nanpasnenus HaXOAUTCS aHATN3
0COOEHHOCTEH UTPOBOIL IEATENLHOCTH €T, 0110CPe/0-
BAaHHOU TeXHOJOTUAMHU («1IU(POBOI UTPBI» ). BHNMaHue
ucceioBareneil MpuBJeKaeT, TPeKIe BCEro, B3aMMO-
JeficTBUE JIeTell ¢ Pa3IMYHBIMU BUJIAMU KOMITBIOTEPHbIX
nporpamMm ¥ npusioxkenuii [38]. Psa aBTopoB jetasnb-
HO paccMaTpUBaIOT B3aUMOJEHCTBUE JOUIKOJBHUKOB C
U(POBBIMU UTPYIIKAMU 1 UTPYIIKAMU C JIOTTOJTHEHHOH
peanbHOCThIO. [lehio MOMOOHBIX MCCIeOBAHNHN, Kak
MPABUJIO, SIBISETCS OTpefiesienne  00pa3soBaTeTbHOTO
MOTeHIaIa Taknx TexHosornii [41]. B pamkax manHo-
TO HAMPABJCHUST U3YJYAIOTCST TaKKe 0COOCHHOCTH B3au-
MOZIeHCTBUS ieTell Mesky coboil B mpotiecce 1udpoBoit
urpet [23].

WccnenoBanus B paMKax MEpPBOTO HAMPABJICHUS B
1I€JIOM CBUJIETETTBCTBYIOT O TOM, UTO JIETH OITKOJIHHOTO
BO3pacTa M0-Pa3HOMY B3aUMOJICHCTBYIOT C PA3JIMYHBIMU
TUIaM¥ U@ PoBOro KoHTeHTa. B 1osmoit mepe 310 0THO-
CUTCS K B3aUMOJICHCTBUIO C IPUJIOKEHUSMU PA3JIMYHBIX
Bus0B. Tak, B uccaepoannu K. Myp (C. Moore) noka-
3aHO, YTO TUII IIPUJIOKEHNUS BJUSET He TOJIBKO Ha TO, KaK
pebeHoK B3anMOJIEHCTBYET € TaKeTOM, HO ¥ Ha TO, KakK
OH/OHa B3aUMOJICHCTBYET C IPYrUMHU eTbMu. Eciu jio-
MITKOJTBHUKU HAXOJISITCST PSIIOM U ICTTOJTB3YTOT TIPUJIOsKE-
HUS OHOTO TUMA (Ka)KIbII Ha CBOEM IIJIAHTIIETE ), TO, KaK
[IPaBUJIO, OHU aKTHBHO obrmatorcs. DakTudecku, 1etn
HAXOJATCA B 0011l UTPOBOM CUTYALUU, CO3JAHHOI [
HUX TPUJIOKEHUEM, W YBJIECUYEHHO OOCYKAAIOT €€, XOTsI
KayK/IbIil UTPAET HA CBOEM yCTPOlCTBe [44].

B paborax C. Ksemmangep u @. Moiinnan
(S. Kjillander u F. Moinian) mokasaHo, 4T0 A€TH CKJIOH-
HBI TPeo6Pa3OBBIBATh TIPHJIOKEHNUST B COOTBETCTBUU
CO CBOMMU KeJaHWsIMU. B 1mdpoBoil peaqbHOCTH JI0-
LIKOJIBHUKU MOIYT C€O3/aBaTb U IlepeMMeHOBbIBaThb
MIpeMETHI U JICHCTBUS, a TaKXKe U3MEHSITh UX (DYHKITHO-
HaJIbHOE HazHaueHue. /[anHoe ucciesioBanme JOKa3bIBa-
€T CII0COOHOCTD IeTell MEHITh OOBEKThI, UX HAUMEHOBA-
HUe 1 3HaYeHne B IIM(POBOI pealbHOCTH [34].

B pamkax emopozo nanpagienuss n3ydaercs CBOEO-
Gpasue Urpbl JeTell ¢ TPAJAUIIHOHHBIMU UTPYIIKAME 1 X
11(POBBIMU AHATIOTAMH.

[Tpumepom Takoro THIa UCCaeIOBAaHIH ABISETCS pa-
6ota, soinosiHentast B CIIIA mox pyxosoactsom I1. Kana
(P.H. Kahn), 1iesib KOTOPOIi 3aK/I04a/iach B CPaBHEHUM
B3auMozelicteus nereit ¢ poborom AIBO u Tpamgunu-
OHHBIM ILJIIOIIEBLIM llleHKOM. IIpeaBapuresbublii onpoc
JleTeil He BBISSBUJI 3HAUMMBIX PAa3JTUYUl B OTHOINEHUU
K cobake-poboTy U morieBoil cobake. OQHAKO B TIPO-
1ecce Urpbl ObLIH 3aPUKCUPOBAHBI KaUeCTBEHHbIE Pa3-
JIMYWS BO B3aUMOJICHICTBUU C TPATUITMNOHHON UTPYIIKOM
U UTpymKoi-poborom. ILIOIMIEBOTO IIEHKA JETH CTa-

palliCh <OKUBUTh», UCIOJb3Ys BepOabHblE CPEICTBA,
repeMeriasi ero Win TPEANPUHUMAsT TTOTBITKI HaKOpP-
MUTh. B Xoze uccienoBanus eTH 3HAYUTENBHO Yalle
OOHUMAJIN TUTIOIIEBYI0 UTPYIIKY, HAOMIOAAINCHh TaKKe
cIyJan TposiBieHus arpeccur. 11o oTHOIEHWO K TIEH-
Ky-po6oTy OOJIBIIUHCTBO JeTell AeMOHCTPUPOBAIN Ha-
CTOPOKEHHOCTh, 0COOEHHO B Te MOMEHTbI, Korja AIBO
WHUIMUPOBAJ KaKoe-To jielictBue [33].

He meHee WMHTEPECHBIM IIPENCTABISIETCS CPAaBHU-
TeJIbHOE HMCCJIEeIOBAHNE B3aNUMOJENCTBUSA JIeTell ¢ CO-
6axoi-poborom AIBO u ¢ sxusbiM 1menkom. Coracuo
[MOJIyYeHHBIM JaHHBIM, IU(ppoBast cobaka WHTEPECO-
Bajia JeTell, Ipexae BCero, Kak 0ObeKT JJIs UCCIEeO0-
Banuil. lersim GbL10 0cobeHHO MHTEepecHo, kak ATBO
WUTPAeT B MY, TIOITOMY C UTPYIIKON OHU UTPAJTH B MY
yarre, 4YeM C KMBBIM IeHKOM. B3anmonmeiicTBys ¢ sKu-
BBIM II[EHKOM, JIETH JEMOHCTPUPOBAIHN 3a00TY, TJIaau-
JIY, TIJT HA TaK HAa3bIBAEMBIN «COIMATbHBIN KOHTAKT»
(social touch). PesybTarsl ompoca 1mokasaju, 4o, 1o
MHeHuio jgereit, pobory AIBO mnpucymu Guomorude-
CKHe, TICUXO0JOTUYECKIE, COINATbHbIE CBOMCTBA W MO-
pajibHble KauecTBa, OJIHAKO B MEHbINENH CTENeHH, YeM
JKUBOMY TIIeHKY [42].

B pamkax mpemwvezo Hnanpasienus wuccienobare-
JIM U3YYaloT BJIMSIHUE B3aMMOJEHCTBHUSI C TaJKETaMHU
Ha YpPOBEHb KOTHUTWUBHOTO Pa3BUTHS JOIIKOJbHUKOB.
Yaire Bcero B (hokyce BHUMAHUS TaKUX HCCIIEOBAHUIA
OKa3bIBAIOTCS IKpanHoe spems (screen time; computer
activity; online activity) u/unu acanp norpebisieMoro
uGPoOBOTO KOHTEHTA U UX CBI3b C YPOBHEM PAa3BUTUS
BHUMAHWS, TIAMSTH, PEYH, COIMATbHBIX HABBIKOB [2].
Pe3ynbrarh! Mo0OHBIX UCCIEOBAHNIN BECbMa TIPOTHBO-
peunsbl. Tak, pu 310yHoTpebIeHUN S9KPAHHBIM BpeMe-
HeM! y IOMMKOJBHUKOB OTMEYAIOTCST TAKHE HEraTUBHbBIE
SIBJIEHWST, KaK OXKWPEHWe, MOBBIIIEHNE YPOBHS arpec-
cHM, yXYALIeHe KauecTBa CHA, CHUKEHIE CIIOCOOHOCTH
yIEPKUBATh BHUMaHUeE, YMEHbIIEHHE CJIOBAPHOrO 3a-
raca, CHUKeHre KauyecTBa TPAJAUIIMOHHON UTPOBON Jies-
TEJTHHOCTH U TPYAHOCTHU B COITUATBHBIX B3AUMO/IEHCTBU-
sx [1; 10; 36]. B 0 ske BpeMst Tpu yCIOBUU COOTIONEHIUS
NIETbMU PEKOMEH/IOBAHHBIX HOPM 3KPAHHOTO BPEMEHU
MHOTHUM aBTOPaM V/IAJIOCh TI0Ka3aTh TOJOKUTETHHOE
BJIMSTHUE B3aUMOJICHCTBUSA € TIM(POBBIM KOHTEHTOM Ha
BOCIIPUATHE, TTO3HABATEIbHYIO aKTUBHOCTH, HATJISIHO-
obpasHoe M JIOrM4YecKoe MbllLleHre, pabodyio HaMsTh
[2; 5; 17; 26; 39; 45].

B 1estom, B miocsieiHue To/ibl HabJII0[aeTcst yMeHbIIe-
Hue 4Kcia paboT, MOCBSINIEHHbBIX IIPOTHBOIIOCTABIECHIIO
TaK HAa3bIBAEMOU «TPAJUIIMOHHON UTPbI»> U UTPbI, OTIOC-
PENOBAHHON TEXHOJOTUSIMU. B yCIOBUSIX TIOCTOSTHHOTO
B3aUMO/ICHCTBUS JIeTel € Pa3JIMYHBIMU TaJKeTaMu UC-
cyieloBaTe I Bee darie oOpalialTesl K <«CMelraHHbIM»>
(hopmam UTPOBOI EATEILHOCTH, PACCMATPUBAS MEPEXO-
JIbl MEK/Iy BUPTYAJIbHBIM W (DU3NIECKUM UTPOBBIM B3a-
umozieiictBueM. OueBUIHO, YTO TAKOU BUJL UTPOBOII jie-
ATEJBHOCTU SBJISETCS CAMOCTOSITCIBHBIM THIIOM UTPBI,

" HopMbl 5KpaHHOro BpeMeHH 00BIYHO OCHOBAHbI Ha PEKOMEHIAIsIX AMepuKaHCcKol akagemun neanarpun (2016 1.) u Kanagckoro negna-
tprdeckoro odmectsa (2017 1.), COTIACHO KOTOPBIM JICTSIM JI0 ABYX JIET HE JKEJIATEIHO IPOBOIITH BPEMSI 32 9KPAHOM, & JAOILYCTUMOE 9KPAHHOE

BpeMst /ISt JieTell 2—5 et coctaiisiet 1o 1 yaca B jienb [45; 47].
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TpebyiomuM  crenudruIecKuXx METOAOB ee H3YyUYeHMs.
JlanHag 3ajaua HaNPSIMYIO CBsI3aHa ¢ PaspabOTKOI Teo-
pPeTUUYeCKON KOHIIETITNN «ITU(GPOBOI UTPHI».

«Iludposas urpa» B 3epkaje KyJIbTypHO-
HCTOPHYECKOH Napa urmbl

st 0bo3HavYeHUsT UTPOBOI JEATEIbHOCTH, OIIOCpe-
NOBAaHHON TEXHOJIOTUSIMU, ITIPUMEHSIOTCSI Pa3JIndHble
tepmunbl. C. dasapac (S. Edwards) onepupyer moms-
THeM Kongepzenmuas uzpa (converged play), B koropoii
TPAIUIIMOHHAS WUTPOBAsT [EITENBbHOCTh C WMIPYIIKAMU
«BCTpedaeTcss» (TepeceKaeTcsi, CMEITUBAECTCST) € HOBBI-
Mu ¢dopMaMu orocpenoBaHHON urpbl [25]. Psg aBro-
POB HCIOJIBb3YIOT TIOHSATHE NOOKIIOUCHHOU (COA3AHHOL)
uzpvt (connected play), mesast akIleHT Ha CBSA3SIX MEKIY
OHJIAWH- W O(IAlH-IPOCTPAHCTBAMHU, T/le Pa3BOpavU-
Baetcs urposas cutyanus [32; 40]. Hacro BcTpevaercs
TakKe TepMuH uupposas uzpa (digital play), Tpakroska
KOTOPOT'O CYIIECTBEHHO OTJIMYAETCS B PAMKAX PA3HbIX
Hay4YHbIX HarnpaBJienuii [27; 31; 37].

Opnum u3 HanboJsiee M3BECTHBIX aBTOPOB, pa3pada-
TBIBAIOIINX KOHIIEMIINIO IIM(MPOBOI UTPBI B PyCJie KYJIb-
TYpPHO-UCTOPUYECKOi Tpamuiuu, ssiasercs M. Dmaup
(M. Fleer). Onupasice Ha wumeun JI.C Beirorckoro,
M. @aup ompenemnser yu@dposyro uzpy Kak <...npoyuecc
co30anus 8000paNncaemoll yuppPosoLl cumyauuu, Conpogo-
HCOACMBLL CREUUDUUECKOT <UUDPOBOLL> Peubl0, 8 0CHOBE
KOMOPOU AeNHCAm CIONCemvlL U3 NOBCCOHEGHOU JHCUHU De-
meil» [27, c. 87]. B xauecTBe KIIOUEBBIX XapaKTEPUCTUK
1 poBoiT UTPLI aBTOP BHIIEAACT [27]:

» Texnuuecxoe nosedenue (technical behaviors) —
IPOIIECC MCCIe0BAHUS eThbMI BO3MOKHOCTEH T pO-
BbIX YCTPOMCTB MyTeM 3KCIEPUMEHTUPOBAHUS C HUMMU
(Ha)kaTue KHOIIOK, TIePeMeIeHI e TIPEJIMETOB 110 IKPAHY
u T. 11.). Takoe B3auMoieiicTBIE C TEXHOJOTUSIMU HE SIB-
JsieTest coOCTBEHHO UTPOT, TOCKOIBKY B HEM OTCYTCTBY-
eT BooOpaskaeMast UTPOBast CUTYAITHSI.

* Boobpaxcaemas wugposas cumyauus (imaginary
digital situation) — CIOKETHO-POJIEBbIEC B3aUMOJICH-
CTBUS, MOJeJUpyeMbie IU(POBBIM YCTPOWCTBOM WJIH
MPUJIOKEHUEM, KOTOPbIE 33IAI0T KOHTEKCT JIJIsl UTPBI-BO-
obpaskenust (imaginary play).

o «lupposas peuv> 6 soobpaicaemoi UuUPGPOBOL
cumyauuu (digital talk in imaginary digital situations) —
OCOOBIIT «<METAKOMMYHUKATUBHBIN» SI3bIK, KOTOPBIii 1€TH
UCIIOJIB3YIOT B XOJle UTPOBOTO B3aUMOJIENCTBU. TaKoii
crocob KOMMYHHUKAITUH UCTTOJIb3YETCsI KAK B TOM CJTyYae,
KOTJ/Ia HECKOJIbKO JIeTell UTPAloT Ha OJJHOM YCTPOICTBE,
TaK 1 KOTJA IETH UTPATOT B OTHOM MPUJIOKEHUN KasKIBII
CO CBOETO yCTPOMCTBA 1 06CYKAA0T OOIIHIT CIOJKET.

o Ilpudanue 106020 cMbicCIa UUPPOBLIM 00BEKMAM
u Oeticmeusm 6 6000paNcaemoi uUPpPosol cumyavyuu —
nepeocMbIcyieHre U TpaHchopMaIis UTPOBOI CUTYAITUN
MOCPENICTBOM M3MEHEHUS, CO3/ITAaHUS WJIN TIePEUMEHOBA-
HUst 00BEKTOB B IIIU(POBOIT PEATbHOCTH.

o IIponuyaemocmo zpanuy, mexcoy uudposoil uzpoi
U MPaouyUOHHOU UZpOll — TIEPEXO]] CO3[AHHBIX JIETHMU
B I[U(MPOBOM MIPOCTPAHCTBE TIEPCOHANKEI, TIPEIMETOB 1
CIOJKETOB B TPAJAUIIMOHHYIO UTPY, U HA06OPOT.
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ITo muenuio K. Iupdvopa (K. Dyrfjord), Beiaesnen-
Hpie M. Dyiup XapaKTepucTUKU IUGPOBOI UTPHI MOKHO
TaK)Ke pacCMaTPUBAaTh KaK JTallbl, KOTOPbIE COBPEMEH-
HBII peOEHOK MTPOXOAUT MIPU 3HAKOMCTBE C IIH(MPOBBIME
TEXHOJIOTUSAMU [24].

Ha nam B3rasgn, M. @uup BHecaa 60AbLIION BKIAJ
B MOHWUMaHWe TU(POBOI UTPHI U €€ Pa3BUBAIOIIETO
MOTEHIINAJIA, TIPEXK/Ee BCETO, 32 CYeT YKa3aHusA Ha He-
OHOPOIHBIN XapaKTep UTPOBOU eATEIBHOCTU, OTIOC-
penoBanHoil TexHonorusamu. Ludposasg urpa BKIIO-
YaeT, HO He CBOAMTCS K «TeXHIUYECKOMY TOBEIEHHIO,
MO/[Pa3yMeBalolleMy 9KCIIEPUMEHTHPOBAHUE C HOBBIM
NpUIoKeHNeM Uian nu@posBoit urpymkoit. Takoit Bu
B3aNMOJIEHICTBUS C TEXHOJOTUSIMU 3aHUMAET BaXKHOE
MECTO B JIEATETHHOCTH COBPEMEHHOTO pebeHka, oj-
HaKO HeE SBJSIETCS «UTPOH» B CTPOTOM CMBICJIE TOTO
cJI0Ba. JKCIEPUMEHTHPOBaHWE HEOOXOAUMO JUJIST OC-
BOCHUS peOEHKOM TEXHOJIOTHH, KOTOPAS 3aTEM MOJKET
ObITH BCTpoeHa B OoJiee cyioxHbie (DOPMbI UTPOBOIi J1e-
garebHOCTU. B KauecTBe KpuTepus pa3BUTON MU(PPO-
Boit urpsl M. Dup paccMaTpuBaeT Tak HA3bIBAEMYIO
«BoOOpakaeMy» 1U(POBYI0 CUTYAINIO, TPAKTOBKA
KOTOPOUl OTJUYAETCST OT MOHSATUS «MHUMOIl CUTya-
nuu» y JI.C. Beirorckoro (X0Ts aBTOP, 110 BCEW BU/IK-
MOCTH, UX OTOXAecTBsgeT). M. Daup monaraer, 4yto
pasBUBAIOIINIi ToTeHIHAN 1H(GPOBOIT UTPBI 06YCI0B-
JeH yyactueM peberka B BOOOpakaeMbIX Mu(POBBIX
CUTYaIUsIX € BO3MOKHOCTHIO Pa3BUTHUS CI€HAPUS
(M3MeHeHMe XapakTepa IMepcoHaxkel, poJjeil, mecTta
JIeWCTBUS U T. /I.) WIW CO3/[aHUS TPUHITUITNATIBHO HO-
BBIX ITU(DPOBBIX CUTyAINI (ITIPUYEM U B TIEPBOM, U BO
BTOPOM ciiydae 00s13aTeJbHO HAJUYUE TOCTOSHHBIX
npasua) [27]. HecMoTps Ha TO, 9TO COOTHOIIIEHUE TTO-
HATHIT «BoOOpakaeMast UTPOBAsT CUTYAIUsI> U <«MHU-
Masi UTPOBAsI CUTyallUsl» HYXKIAeTcs B JajbHellIeit
paspaborke u KOHKpeTu3anuu, koumenius M. Daup
MO3BOJIIET YBUAETHh IUMPOBYI0 UTPY KaK CJIOKHYIO
(bopmy coBmecTHON nesdTembHOCTH feTel (U B3poc-
JIBIX ), KOTOpast BIIMCaHa B OOIIUI COIMOKYIBTYPHBII
KOHTEKCT TIOBCEHEBHOMN KU3HU pebeHKa.

WNaTepecHas KpUTHKA MOMBITOK MPUMEHUTH TPaIH-
IIMOHHBIE TEOPUU UTPHI (BKJIOYAS KYJbTYPHO-UCTOPH-
YeCcKyTI0 KOHIIETIINIO) K aHATNu3y COBPEMEHHOU JEeTCKOMN
UTPHI TIpejicTaBieHa B paborax [[xx. Mapur (J. Marsh).
[To ee MuenuIo, TPAAUINOHHBIE TEOPUI UTPBI SIBJISIOTCS
YeJIOBEKOIIEHTPUPOBAHHBIMU U TIOTOMY MOTYT YCIIEITHO
MPUMEHSITHCS JIJIsI U3YYEHUS PEUEBBIX, COIUATBHBIX UJTH
KOPHUTHUBHBIX aclleKTOB UTPOBOTO TOBEAEHUsT pebeHKa,
O/THAKO He MOTYT B ITOJIHOI Mepe OTBETUTh Ha BOTIPOCHI,
CBSI3aHHBIE CO CTEUGBUKON B3anMOEHCTBIS pebeHka
C TEXHOJIOTUSIMU B TIPOIIECCE WTPOBOH AEATETHHOCTH.
Onwmpasich Ha WaeH MOCTTyMaHU3Ma, aBTOP pa3pabaThbi-
BaeT KOHIIEMIINIO TaK HA3bIBAEMOI NOOKIIOUCHHOTU Uzpbl
(connected play), B pamkax KoTOpoil u (usnUecKue,
u 1udpoBbie OOBEKTBI HAMEISIOTCS  CYOBEKMHOCTNBIO
(agency). />x. Mapir moJiaraer, 4To UJEeW MOCTTyMa-
HU3Ma SIBJISIOTCS OOJiee MPOAYKTUBHBIMY JIJIST aHAJM3a
COBPEMEHHOU JICTCKOU UTPBI, KOTOpPas pa3MbIBaeT Ipa-
HUIIBI MEXKY OHJIAIH- U 0(JIaiTH-TPOCTPAHCTBOM, MIPH-
obpetasi COBEPIIEHHO WHBIE TPOCTPAHCTBEHHO-BPEMEH-
Hble xapaktepucTuku [40].
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C Hameil TOYKM 3pEHWHs, MEePCHEeKTHBBI TTPUMEHe-
HUSI KyJbTYPHO-UCTOPUYECKOM KOHIIETIIIH JIJIsT aHAIU-
32 TUGPOBOI UTPBI CBSI3aHBI, B YACTHOCTHU, C BO3MOXK-
HOCTBIO TPAKTOBKU TEXHOJIOTUI KaK HOBOTO CPE/CTBA
OITOCPEIOBAHMS, COUETAIOIIETO B cebe OPyANHbIE 1 3HA-
KOBbBIE KOMIIOHEHTHI [8; 9.

WuTepecHbIll TOAXOA K W3YYECHUIO UTPOBOU Jesd-
TEJbHOCTH, OTIOCPEIOBAHHON TEXHOJOTUSAMU, TIPE-
crasiier B paborax H.H. BepecoBa u H.E. Bepakcor.
ABTOpPBI 0OpalaloT BHUMaHKe Ha He0OXOIUMOCTD Pa3-
JINYEHMST AHTJIOS3BIYHBIX TOHATU digital game n digital
play. Oba TepmMuHa MepeBOAATCS HA PYCCKUIT S3BIK KK
«uugposas uzpar», olHaAKO HecyT pa3Hbiil cMbica. [lo-
usarue digital play obosHayaer coOGCTBEHHO HTPOBYIO
NesITeThHOCTh KaK CHCTEMY IIPaBWJI, POJieil, CIOXKEeTOB
W UTPOBBIX JEHCTBUH, TOrAAa Kak TepMuH digital game
OTHOCHUTCSI, TIPEKIIE BCETO, K MPOTpaMMHOMY obectie-
YEHUIO0 U TIOJ[Pa3yMeBaeT OIpeeJIeHHOe MaTepualib-
HOE U/WJIW BUPTyaJbHOE HANIOJIHEHUE, UMEoIee TeTh
U 3aj7la4u, 3TaNbl, AeUCTBYIOMUX JUIl U T. 1. [lo MHe-
nuto H.H. Bepecosa u H.E. Bepakcsl, iudposas urpa
(digital play) oGiamaer Temu ke XapakTepUCTUKaMU,
YTO W TPAAUIIMOHHAS UTPA, M MOYKET OIIEHUBATHCS TI0
TAaKUM KPUTEPUSIM, KAK MHUMAsl CUTYyall¥sl, IPABUIA 1
poJu, urpossle neiicTBus. Kpome Toro, amd anammsa
UTPOBOI IESITETbHOCTH aBTOPHI BBOJST MOHIATHE HOP-
mamuenot cumyavuu (normative situation), koropas
MMOHUMAETCs Kak coyeraHue GaKkTopoB, YCIOBUH 1 00-
CTOSITENTLCTB, OTHOCUTEJIBHO KOTOPBIX COIUYM TIPEITTH-
ChIBaeT CyOBEKTY OIpeieieHHbIe eicTBUs |3].

TpamuinonHas posieBasi UTPA CONEPKUT TUITUIHBIC
HOPMAaTUBHbBIC CUTyanuu. PYKOBOACTBYSICH CUCTEMOU
HOPMATUBHBIX CUTYAlUl, TUIIMYHBIX JIJIS PA3bIrPbIBae-
MOTO CIOJKeTa U POJIell, IeTU PETYJIUPYIOT CBOU UTPOBbIE
NEHCTBYS U CO3/IAI0T MHUMYIO cuTyanuio. Yem GoJbiiee
pasHoo6pasue HOPMATUBHBIX CHUTYaluid (M COOTBET-
CTBYIOIIUX UTPOBBIX IEHCTBUIT) 00ecIieunBaeT urpa, TeM
JIydIiie OHa CrMocoOCTByeT pasBuTHio pebenka. Taxmm
06pa3oM, COTITaCHO aBTOPaM, Pa3BUBAIONIUIT MOTEHIIAAT
UG POBOI UTPHI MOKHO OTIEHUTD IO CJIELYTONTUM TTapa-
Merpam: 1) crernierb, B KOTOPOU cojiepKaHue UTPbI CII0-
cOOCTBYET KOJUIEKTHBHOMY CO3/IAaHUIO U PAa3BUTUIO MHU-
MBIX CHTYAIHiT; 2) TO, KaK coJepsKaHie UrPbl 00Jerdaer
u 06oTaIaeT B3auMOJIEHCTBUE MEKIY UTPOKAMU B XOJI€
UTPOBOTO MpOIecca; 3) HAIUYMe B UTPe KYJbTYPHBIX
HOPMATUBHBIX CUTYAIUI U TO, KAK OHU TIPE/ICTABJIEHBI B
UTPOBOM COJIEPKAHIIL.

B cBoio ouepens, mudposas urpa (digital game) mo-
JKEeT OIIEHMBATBCS TI0 CJeAyIonM mapaMerpam: 1) ka-
KIe WUTPOBBIE POJIM OHA TIpe/jlaraeT M Kakue IpaBuia
MIPUMEHSIOTCS K 9TUM POJISIM; 2) KaK MPUHSTHE POJIei
MOZKET PasBUBATh 1 060TaIIATh B3aUMOICHCTBIIE MEKILY
VYIaCTHUKAMHU BO BpeMs UTPHI; 3) KaK TTPaBUJIa UTPBI OT-
pPakaroT KyJbTYPHbIe HOPDMATUBHBIE CUTYAIIUH, U KaKue
(hopmbI B3auMO/IEICTBUST UTPOKOB CTAHOBSATCS BO3MOXK-
HbIMu GJ1arogapst cOOMIONEHNIO STUX IIpaBu [47].

WNnen H.H. Bepecosa u H.E. Bepakcno! npe/crasiis-
I0TCsI KpaiiHe ITePCIIeKTUBHBIMU JIJIsI AHAJIN3A PA3BUBAIO-
IIEr0 TIOTEHIINAA PA3JIMYHBIX UTPOBBIX MPUIOKEHUH 1
UTPYIIEK, & TAK)KEe [JIsl TUATHOCTUKU YDOBHS PA3BUTUS
1upOBOIT UTPHI Y JIETEN TOTKOJIBHOTO BO3pacTa.
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[TonBonga wTorM IpoOJENaHHOMY aHAJIU3Y, MOKHO
CKa3aTh, YTO HE TaK MHOTO aBTOPOB 0OPATIAIOTCS K MTPO-
6eme 1MhpPOBOIT UTPBI B pycJie KyJIbTYPHO-MCTOPIYE-
CKOIl Hay4YHOU TIKOJIbL. B TO ke BpeMs MMeHHO Teopus
JI.C. BBITOTCKOTO TIO3BOJISIET PacCMaTPUBATh JaHHBIH
THUTI UTPOBOH JIEITETBHOCTH BO BCEH OJHOTE COBPEMEH-
HOTO COIMOKYJIbTYPHOTO KOHTEKCTA, & TAK’KE OTKPBIBAET
MEPCIEKTUBDI JIJIsT OPTaHU3aIuy 1UMPOBON UTPHI Kak
CUCTEMbI Pa3BUBAIONINXCH JIETCKO-B3POCJbBIX B3aMMO-
JIEVCTBU.

BMmecTo 3akmouenus

[TpeacraBiennblil aHaau3 MOKa3blBaeT, YTO UIPO-
Basl JIeSITEIBHOCTh COBPEMEHHBIX JIeTell MOKET OBITh
OTMCaHa B TEPMUHAX «CMEIIaHHOW pPeasbHOCTH», Xa-
paKTepu3yoleics B3aMMOIPOHUKHOBEHUEM peasb-
HOTO M BUPTYaJIbHOTO NIPOCTPAHCTB. B3anmoseiicteue
dbusnvecknx u nU@PPOBLIX OOBEKTOB, PazBOpaUMBa-
foleecss B X0/l UTPOBOrO IIPOIECCA, MPEACTABIALET
coboil cnenuduyecKuii TUI UIPOBOM JEATEIHHOCTH
(tudpoByio UTPy), KOTOPHIN HYK/IAeTCST KaK B 9MITH-
pUYECKOM M3Y4YEHUH, TAK U B [1OCJAEAYIONEM TeOPeTH-
YECKOM OCMDBICJICHUH.

[ng monmmanus ¢eHomeHa 1UQPOBON UTPHI
OYeHb Ba)KHBIM, Ha Halll B3IJIAJ, SABJSETCS pasjiuye-
HUE «TEeXHUYECKOr0» U COOCTBEHHO HUIPOBOTO ITIOBE-
nenus. MHoTrWe aBTOPBI paccMaTpUBAIOT MUGBPOBYIO
UTPY Kak MeHee PasBUTYIO, eBa JU He <«yIiepOHyo»
(opmy urpsl, nosarasi, YT0 UrpoOBbIE IEMCTBUS B Hell
CBOJIATCS JIUITH K 9KCTIEPUMEHTUPOBAHUIO C BO3MOK-
HOCTAMHU KOMITBIOTEPHOTO TPUJIOKEHUS Ui 1udpo-
BOH UTPYIIKU. B /efiCTBUTEIBHOCTU TaKOU TUTI UTPBI
ABJISIETCA JIUIIb OJHUM W3 MHOKECTBA BO3MOKHBIX
opm B3aumoseiicTBus ¢ nudpoBbiM KoHTEHTOM. [Ip1
9TOM XapaKTep UTPOBBIX B3aMMO/IEHCTBUH, ortocpeno-
BAaHHBIX TEXHOJOTHSAMH, 3aBUCUT OT GoJiee MHPOKO-
ro KOHTEKCTa, B KOTOPOM DPa3BOpayuBaeTcsl UTPoOBas
JesaTeNbHOCTh peberka (Te U ¢ KeM OH WIpaeT, MpH-
CYTCTBYET JIN PSIOM B3POCJBIH, U TPUHUMAET JIM OH
yuactue B urpe pebenka u T. i1.). C aT0ii TOUKU 3peHust
nudpoBas Urpa MaJo 4eM OTJIMIAETCS OT TPAAUITUOH-
HOM, MOCKOJIBKY /I Pa3BUTHUA U TOU U APYTOii (hOPMBI
UTPBI HYKHBI COOTBETCTBYIOINNE YCIOBUS, CBA3aHHbIE
¢ opraHusalmeil 1eTcKo-B3pOCbIX OOIHOCTEH U CO-
BMECTHBIX CIIOCOOOB JIEHCTBUS B3POCJIOTO U pebeHKa.
HeynusuresnbHo, 4TO B IOCJe/IHUE HECKOIBKO JIET 110-
SBJISICTCST BCe MEHbIe paboT, OCHOBAHHBIX HA MPOTH-
BOTIOCTABJIEHUM TPAAUITMOHHON M 1I1U(POBOI UTPHI, a
B (okyce BHUMaHMS HccJeJoBaTelell OKa3blBAlOTCA
HOBBIE HUTPOBBIE TTPAKTUKH, yYaCTHUKAMHU KOTOPBIX
CTAHOBSTCS B3POCJIbIE U JIETH.

MOJKHO TIPEATIONIOKUTH, 9TO TIEPCIEKTUBBI UCCIIEI0-
BaHU [[U(POBOI UTPbI CBSI3aHbBI ¢ HEOOXOAUMOCTBIO TH-
MOJIOTU3AINH €€ BUIOB, COOTHECEHUS UX C TPAJAUIIMOH-
HbIMU (hOPMaMU UTPOBOIL JIeITETBHOCTU U JlaJIbHENIIen
pa3paboTKOil peKOMEeHalMii 110 OpraHU3al[ii B3auMO-
NEeHCTBUH, XapaKTepPU3YIONUX crielnduieckre TUIIBI
JETCKO-B3POCIBIX 0OIIHOCTEl, KOTOPBIE OTIOCPEI0BAHBI
IPUMEHEHNEM HOBBIX TeXHOJIOT U
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