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B crarbe paccmaTpuBaroTcst 3apy0OekHble UCCIeNOBaHMsI, TTOCBSIIEHHBIC MCIIOJb30BAHUIO TaK Ha3bIBAEMbIX
«CepbE3HbIX» KOMITbIOTepHbIX UTpP («Serious Games») B oOpa3zoBaTeIbHOU paboTe ¢ AeTbMU. BbimeseHbl Tpu
OCHOBHBIE TPYIIIIbI UTP TAKOTO THUIIA: HANIpaBJeHHbIC Ha MOBBIIICHNE (DU3MUECKOW aKTMBHOCTHU JeTeld, MHDOP-
MUpOBaHKMe pebeHKa B TOM MJIM MHOM BONPOCe M Ha U3MEHEHUE MoBeneHus pedbeHka. JlaHo onurcaHue HEKOTO-
PBIX KOMITBIOTEPHBIX UTP Takoro Turma. [IpeacraBieHbl pe3yJbTaThl UCCIEI0BaHUI UX IPUMEHEHUs B 00pa3oBa-
TeJbHOU paboTe C IeThbMU; MPUBEACHO CpaBHEHUE 10 X 3(D(HEKTUBHOCTU C TPAAULIMOHHBIMU 00pa30BaTeIbHbI-

MU CPECACTBAMMU.
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IMosiBneHMe MH(MOPMALIMOHHBIX TEXHOJIOTUI, X Oec-
MPeLeNeHTHO OBICTPBI Iporpecc M ILIMPOKOE Pacrpo-
CTpaHeHHe MpPUBEIU, B TOM Yucie, K (heHOMEHY BCEBO3-
PacTHOI NPHUBJIEKATEIbHOCTU KOMITBIOTEPHBIX UTpP. DTOT
(beHOMEH 1O HACTOSIIIErO MOMEHTa BCE elle He HMeeT
JIOJIKHOM OLIEHKU.

CerofiHsi KOMITbIOTEPHBIE UTPbl CTAHOBSATCSI HEOTbEM-
JIEMOI YaCThIO XXM3HU JeTel yKe B 5—6-JIeTHeM Bo3pacTe
u Jaxe paHee. Ilo maHHBIM psiga 3apyOekKHBIX U OTeve-
CTBEHHBIX MccliegoBaHui, ot 59 10 97% neteit B Poccun n
IPYIUX CTpaHax WUrpaloT B KOMIIbIOTEPHbIE UIPHI. DTOT
(hakT, Kak mpaBuUJIO, BbI3BIBAET 00ECITOKOCHHOCTh POAUTE-
JIEW, MeIaroroB U y4YeHbIX.

IMomasnsioliee OOJBITMHCTBO UCCIEIOBAHUI, HAMIpaB-
JICHHBIX Ha U3YY€HUE BIWSHUS KOMIIBIOTEPHBIX UID Ha
Pa3BUTHUE IETEN, MOKA3AJI0 IOTEHLIMAIbHbBINA BPEI 3TUX UTP
KaK TPOBOLUPYIOLIMX HACWIWE, 3aBUCUMOCTb U Jerpec-
cuio [15]. B ¢BsI3uM ¢ 3TUM BO3HHUKAET BOIMPOC K aKTUBHO
pa3BMBalOIIEMYCS B MTOCAEAHUE TOIbl TPEHAY Ha CO3IaHue
TaK Ha3bIBAEMBIX «CEPbE3HBIX» UM «YMHBIX» KOMITbIOTEP-
HbIX UTp («Serious Games»).

B Hacrosiiiee BpeMsi MPUHSATO CYUTaTh, UYTO TEPMUH
«cepbe3Hasg urpa» («Serious Games») mIsi 0003HAYEHUST
DPAa3BUBAIOIIMX KOMIIBIOTEPHBIX UTP [UISl I€TeH 1 MOAPOCT-
KoB Obl1 BBeneH B. Sawyer u D. Rejeski B 2002 r. [13].
HaubGonee pacnpocTpaHeHHBIM M (OpMalIM30BaHHBIM
CETO[HS SIBJISIETCS OMPEICICHUE «CePhe3HON» KOMITbIOTED-
Hoit urpsl, nipemnoxkeHHoe Abt Clark (2005): «BTu urpbl
MMEIOT YeTKMe U TILIATEJIbHO MPOIYMaHHbIe 00pa3oBaTeib-
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HBI€ LI€JIY, PA3BJICYECHUE HE SIBJISIETCS MX OCHOBHOM 3a1a4eid,
HO 3TO HE 3HAYMWT, YTO OHM HE MOJLKHBI OBbITH MHTEPECHbI-
mu» [2]. CrneayeT 3aMETUTD, UTO «C€Pbe3HbIe» KOMITbIOTEp-
HbIe UTPhI MOSIBWIKMCH paHblle pa3BiieKaTeJbHbIX, Halpu-
Mep, B cepearHe XX B. UTPbl TAKOTO TUIA UCITOIb30BAINCH
JIJIS1 MOATOTOBKM BoeHHBIX B apmuu CILLA [2].

Bce 00nbliasg 3HAaYMMOCThL KOMIIBLIOTEDHBIX WIP B
>KM3HU COBPEMEHHBIX JETeil 3aCTaBlIsIeT 83POC/AbiX UCKATh
BO3MOXHbBIE BAapUAHTBl UX UCIOJb30BaHUS IJIsI MO3UTUB-
HOTO BJIMSIHUSI HA Pa3BUTHE IMOAPACTAIOIIETO MTOKOJICHUS.
Bo MHOroM MMEHHO 3TMUM M OOBSICHSETCS TOSIBICHUE
«CEPBE3HBIX KOMITBIOTEPHBIX UTP» («Serious Games») ST
JETeN U MOAPOCTKOB.

AHanu3 cTareil B 3apy0eKHbIX U3JaHUSX 3a MOCIeIHUe
5 JeT MO3BOJUJ BBIIEIWUTb TPU OCHOBHbBIC TI'PYMIIBI UIP
Takoro tvna. MoXHO BbIACJIUTh: UTPbI, HAMIPaBJIECHHbIC Ha
MOBBIIIEHNE (PU3NIECKON aKTUBHOCTH aeTeit [8; 6;9; 7; 1;
16; 3]; urpbl, HanpaBjIeHHbIE HAa MHHOPMUPOBAHKE PeOEH-
Ka B TOM WJIM UHOM Boripoce [5; 4; 14; 12]; urpsl, Harmpas-
JICHHbIE Ha U3MEHEHUe TMoBeneHus pederka [10; 11].

Cpenu craTeil, aHATM3UPYIOLIUX BIUSIHUE KOMITbIOTEP-
HBIX UTP Ha pa3BUTHE pebeHKa, HauboIbllee KOTUYECTBO
MOCBSIIIEHO MCMOJIb30BaHUIO aKTUBHBIX BUICOUTP (active
videogames — AVGs). B nepBylo ouepenb 3TO CBSI3aHO C
TeM, YTO MaJIONOABVKHbBIN 00pa3 KM3HU 3a KOMITbIOTEp-
HBIMU UTPAMU B COYETAHUM C BBICOKOKAJIOPUMHOM TUETOM
ypeBaT OXHUPEHUEM, M HEeOoOXOOMMO coyeTaTh MO3HaBa-
TeJIbHYIO U (PU3UUECKYI0 aKTUBHOCTh peOeHKa B Mpolecce
KOMIMblOTepHOU urpbl. COOTBETCTBEHHO, K KaTeropuu
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AKTUBHBIX BUIEOUTP OTHOCSTCS TE€, KOTOPbIE TPEOYIOT OT
netel peanbHbIX (U3MYECKUX [EUCTBUIA, Hampumep,
TaHla, OOKCUPOBAHUS, UMUTALIUM UTPBI B OOYJIWHT, TEH-
HUC uau 6eicoon u ap. [3].

Haichun Sun paccmaTpuBaeT mMoTeHLMal aKTUBHBIX
BUJIEOUTP B KOHTEKCTE ONEPaTUBHON (DU3NUYECKON TpamMoT-
Hoctu [8]. OcHOBHast unes (pu3uMveckoil rPpaMOTHOCTU B
TMOHUMAHUU 5TOTO aBTOpa — WHTETPUPOBAHHBIN, pa3yM-
HBII noaxoa K pu3nyeckoil akTUBHOCTU. OXUJaeTcs, 4To
(busnyecku rpaMOTHBIN YeJIOBEK OyIeT aKTUBEH, (pusnde-
CKU KOMIIETEHTEH U MOTUBUPOBAH Ha (DU3NUYECKYIO aKTUB-
HOCTb Ha MPOTSKEHUU Bceil Xu3Hu. Kak oTMedaeT aBTop,
pa3BUTHE TEXHOJIOTUI MPOUCXOIUT HapsiLy CO Bce Oosiee
OTUYETJIUBO MPOSIBILIONIUM ce0s1 TOHUMAaHUEM 3HAYUMOCTU
(busuyeckoil aKTUBHOCTU U MOTPEOHOCTU B HEW y AeTei
Bcex Bo3pacToB. [Ipeamnonaraercs, 4To aKTUBHBIE BUIECOU-
TPBI JOJDKHBI CLIOCOOCTBOBATh (DOPMUPOBAHUIO CIAEMYIOIIUX
Ka4yecTB: MOTUBALIMU K (DU3NUYECKOI aKTUBHOCTH, YMEJTOCTU
1 3(hGEeKTUBHOCTU AEHCTBUIA, 3HAHUS 00 OKpyXalollei
cpelie, YBEPEHHOCTU B COOCTBEHHBIX CWJIaX, YyBCTBUTEJIb-
HOCTH K COLIMaJIbHOMY KOHTEKCTY U JIp. [8].

Llenblii psim aBTOPOB, UCCJIEIOBABIINX BIUSHUE AaKTUB-
HBIX BUJEOUTP HAa Pa3BUTUE AETEil, TOBOPSIT O TOM, UTO
TaKuWe UTPbl AEUCTBUTEIBHO, C OMHOW CTOPOHBI, CO3AI0OT
MOTHUBALMIO 1151 (PU3NUYECKO aKTUBHOCTU, a C JAPYroi
CTOPOHBI, MPEAOCTABISIOT IIUPOKUE BO3MOXHOCTEU s
Pa3BUTHS WU YCUJIEHUS Oa30BbIX MOTOPHBIX HABBIKOB U B
OMpoOOBaHUU Pa3TUYHBIX (DOPM HDU3UUECKON aKTUBHOCTU
U ABVKeHUiA.[9; 7; 16].

B nposenenHbix B 2012 r. ucciaemoBaHusix Tom
Baranowski, Dina Abdelsamad u ap. Takke BBISIBUTIUCH U
HEKOTOpbIE OTPAaHUYEHHUS B KCIOJb30BAHUU AKTUBHBIX
KOMIBIOTEPHBIX UTP. Tak, UX MOTUBALIMOHHBIN 3D dEKT B
3HAYUTEJBHOU CTENeHU OCHOBAH Ha CUTYallMOHHOM WHTE-
pece WU MOXET MOTePSATh CBOIO aKTyaJbHOCTh B JIIOOOM
MOMEHT [9].

B HacTosiniee BpeMsi aKTUBHbBIE BUIEOUTPHI B OCHOB-
HOM HalpaBJIeHbl HA MOBBIIIEHUE TIJIOTHOCTU IBUTATEb-
HOM aKTUBHOCTHU Y MpPejIaraloT Majo CTPYKTYPUPOBAHHBIX
3HAHUU 0 GU3NYECKUX YIPAKHEHUSIX (HampuMep, O TeX-
HUKE BBITMIOJHEHUS, TPEUMYILIECTBAX M PUCKAX TTPU BBITOJI-
HEHWU TeX WU UHBIX YIIPAXXHEHUN U [Ip.), KOTOPbIE SIBJISI-
IOTCSI HEOTHEMJIEMOI YaCThIO (PU3UUECKO IPAMOTHOCTH.

I'pynno#t yyensix (D.S. Hildemar, D.B. Margaret,
M.G. Frecia, M. Susanne, 2016) ObUIO POBEAEHO UCCIIE-
JIOBaHUE, B paMKaX KOTOPOTO H3yyajaachb BO3MOXHOCTb
nonyasipusauuu GU3n4eckKoil akTUBHOCTU U OLIEHUBAIUCH
npoucxonsduye dusnyeckue udMeHeHus. B uccienosa-
HUU TIPUHSUIA yYacTue 55 neTeil, BKIIOUEHHbIX B Tporpam-
my «Family Fit» (7-HemenbHast mporpamma «CeMenHbIN
TpeHaX», B KOTOPOU yYaCTHUKU U UX POJUTEIU Y3HAIOT O
MPUHIIMIIAX 300POBOTO MUTAHUSI U UTPAIOT B PA3JIUYHbIE
VHTEPAKTUBHBIE BUIECOUTPHI B CMIEUAJIBHO OPraHU30BaH-
HOI TpeHaXepHOUl 30He). YYacCTHUKM 3KCHEepUMEHTa
ObUTM Pa3OUThI HA 2 TPYMIIbL: JETU CO 3MOPOBBIM U U30bI-
TOYHBIM BecoM. OleHKa 3¢ (GEeKTUBHOCTU TMPOBOAMIACH
nociyie 7 u 12 Heaenb y4acTus UCOBITYEMBbIX B IpOTpaMMe,
aTaKXKe BTeYeHUE MOCIeAYOIIUX ABYXJIET. [1010XKUTeIbHbIE
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U3MEHEeHUS B (DU3NIECKOI aKTUBHOCTU ObUTM 3HAUYMMBIMU
JUTSI TPYTITTBI C U30BITOYHBIM BECOM, B TO BpeMsI Kak JETH CO
3[0POBBIM BECOM COXPAHSUIM CBOIO (DU3UYECKYIO aKTUB-
HOCTb Ha IpexxHeM ypoBHe. [Tociie AByXronuyHoro HabJto-
neHust 97% nereit COOOLIMIN O TOM, YTO OHU XOTeU Obl U
B Oy@ylLleM 3aHUMAThLCSI CIIOPTOM [6].

JlanHble, mojaydeHHbIe rpynmnoii aBTopoB (A.G. LeBlanc,
J.-P. Chaput, A. McFarlane, R.C. Colley, D. Thivel,
S.J.H. Biddle, R. Maddison, S.T. Leatherdale, M.S. Tremblay,
2013) B xone aHaiIM3a MHOTOUYMCAeHHBIX (0oJiee 50) uccie-
JIOBaHUI B 8 cTpaHaX MUpa, HAIllpaBJIEHHBIX HAa M3y4YeHME
BJIMSTHUST aKTUBHBIX KOMITBIOTEPHBIX UTP Ha JIETeil B BO3pac-
Te oT 3 o 17 jer, mokaszaju, 4TO aKTUBHbIE BUAECOUTPHI
COTIPSDKEHBI CO 3HAYMTETbHBIM YBEJIMUEHUEM IHEpreThde-
CKUX 3aTpar, HO OTHAJIEHHbIE ITOCJIEACTBUS 3TUX WUTP IS
MPUBBIYHON (DU3NUECKO aKTMBHOCTU NIETeil He BBISICHS-
qck. Kpome Toro, MMeroTcst JTaHHbIE, YTO aKTUBHbBIE BUJIE-
OUTPBI BeChbMa PE3yJIbTaTUBHBI U d(PGHEKTUBHBI, KOTJa OHU
HUCTOJB3YIOTCS I 00YYEHUSI U peadUIuTallMU B LIEJIEBbIX
rpynmax (Hampumep, Cpeiau NeTeid, BeAyIIUX MaJloaKTHB-
HbI 00pa3 XKU3HU U CTpaAalolnX oxXupeHuem) [1].

B uenoM, uccienoBaHusi, MOCBSIIEHHbBIE BIUSHUIO
AKTUBHBIX BUICOUTDP Ha NETeil, CBUIETEIHCTBYIOT O TOM,
YTO TAKOTO THUIIA WTPHI TMO3BOJISIIOT YBEIUYMUTH (hU3NUe-
CKYIO0 aKTUBHOCTb JIETEH OT JIETKOU 10 YMEPEHHON UHTEH-
CHUBHOCTH.

Crenywomass TpyInia «Cepbe3HbIX KOMITBIOTEPHBIX
UTpP», TIOMYJISIPHBIX CETOMHSI B 3apyOEXXHBIX MCCIIeN0Ba-
HUSIX, — 3TO UTPHI, HaTIpaBJIeHHbIE Ha TH(GOPMUPOBAHUE
pebdenka [5; 4]. Kak nmpaBujio, oCHOBHasl 3agadya TaKUX
Urp — obecrneyeHue 6€30MACHOCTU KU3HEACATEIbHOCTU
peodenka. I1posenenHoe B 2012 r. B Hugepnangax uccie-
JIOBaHWE I10KAa3ajJ0, YTO TAaKOTO THUIIA WTPBI SIBJISIOTCS
bosee a(pHeKTUBHBIMU, YeM TPAIUIIMOHHBIE CPEICTBA,
Takue Kak Opoliopbl, Oecenbl, MHMOpPMALUMOHHbIE
JIMCTOBKU U T. A. [5]. KoMIIbIOTEpHBIE UTPBI ITOTO TUIA
HE TOJIbKO MO3BOJISIIOT UH(GOPMUPOBATH JETEN O BO3MOX-
HBIX OTIACHBIX CUTYaIlUsX U TpaBWIaX MOBEIECHUS B HUX,
HO M B WHTEPAKTUBHOW (opMe oTpabaThiBaTh HaBBIKU
JEUCTBUSI. ABTOPBI JaHHBIX UTP OMUPAIOTCS HA MPUHIIM -
bl OMXEBUOPU3MA, T. €., 110 UX MHEHUIO, MOOIIPEHNE B
UTpe KeJaTeJbHOrO MOBEACHUS U TMOpUIIAHWE HeXesa-
TEJIbHOTO CO BPEMEHEM MPUBENET K YCTOMYMBOMY 3aKpe-
TJIEHUIO TpebyeMbIX (hOpM MTOBEIEHUSI.

CoOOTBETCTBEHHO, pellIalollasi pojb B UTPE, MOCTPOEH-
HOW T10 TaKOMY TIPWHIIMITY, OTBOAMTCS OOpPaTHOU CBSI3H,
KOTOPYIO MOJy4yaeT pebeHOoK B Ipolecce Uurpbl. [Ipumepom
Takoii urpbl siBisieTcs «Interactive Bike and Bite Safety»
(«Kak u3bexarb yKycoB IpH €3[1¢ Ha BEJIOCUIIEie»), pa3pa-
OotaHHass MHOronpodwibHbIM KosekTuBoM (C.A. Dixon,
R.T. Ammerman, J.W. Dexheimer, B. Meyer, H. Jung,
B.L. Johnson, J. Elliott, T. Jacobs, W.J. Pomerantz,
E.M. Mahabee-Gittens, 2013). Ee ocHoBHas 3a1a4a — CHU-
JKEHME PUCKa NETCKOro TpaBMaTU3Ma (OCHOBHOM aKIIEHT
cAe/laH Ha CUTyalUsiX €3[bl Ha BEJIOCUIIEle U BCTPEUU C
cobakaMH, TaK Kak JETCKWU TpaBMaTW3M B TaKOro poja
curyaiusix B CIIIA ouenb Bbicok [4]. B mpoiiecce urpel
5—6-JIeTHHME JeTU 3HAKOMSITCSI C BO3MOXXHBIMM OIACHBIMU
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CUTYaIMSIMUA, BO3MOXXHBIMU CITOCOOaMU TTOBENIEHUSI B HUX 1
B UTPE OTPadATHIBAIOT HABBIKK ITOBEIECHMSI.

B Huneprangax xopoiiio 3apeKoMeHI0Baia cedsi Buje-
ourpa, OpMEHTHPOBAaHHAs Ha TMPOGUIAKTUUECKOE O3Ha-
KOMJIEHUE JIeTell ¢ OIMAaCHBIM ISl KU3HU MH(EKITMOHHBIM
3a0oseBaHueM — Ooje3Hblo Jlaitma wiu Boppennozom
JlaiimMa (ero TiepeHOCST KJIeln; 3a00JieBaH1e paciipocTpa-
HeHo B CIIIA u crpanax EBpomnbl). MccienoBanue, npo-
BEIEHHOE B IpyMIle TO/UIAaHACKUX LIKOJIbHUKAX 9—13 jer
1OKa3ajio, YTO TaKas BUIEOUTPA MOXET SIBJISITHCS OYEHD
9GhGEKTUBHBIM JTOTIOJHUTEBHBIM CPEJICTBOM, TTOMUMO
JIPYTUX CPEACTB MaccoBO# nHGopMauuu [4].

ITpoBonumeble Ha 3amane UCCIECAOBAHUST «CEPbE3HBIX
KOMITBIOTEPHBIX UTP» PACCMATPUBAIOT UX B KAUECTBE BECh-
Ma TIepCTIeKTUBHOM aJbTePHATUBBI TPATIUIIMOHHBIM METO-
JnaM MHGOPMUPOBAHUS B 00JIACTH TIPEBEHTUBHOM cTOMa-
tojoruu [12]. Tak, npoBeneHHoe B bpasuauu ucciaegona-
Hue [12], B Xo4e KOTOPOro ¢ MOMOIIbI0 KOMIBIOTEPHOM
WUTPHI AETU OCBaMBaJIM TIpaBUJjIa yXxoaa 3a 3ybamu, mokasa-
10, uto 100% ponuteneit mereit or 3 mo 6 jger u 97,5%
MeIaroroB CYUTAIOT 3TOT CIOCOO caMbiM 3(PHEKTUBHBIM
JUIsT TPOUIAKTUKKA CTOMATOJOTUYECKUX 3a00JIeBaHUIL y
neteii. 87% cTOMAaTOJIOrOB CUMTAIOT, YTO IS TOCTHXKEHUS
BBICOKOTO YPOBHST TTPOPUIAKTUKA OCHOBHBIX CTOMATOJIO-
ruyeckux 3abojieBaHuii cpeau 1eTeil HEOOXOAUMO UCTIOb-
30BaTh 00pa30BaTEIbHbIE KOMITHIOTEPHBIE TTPOTPaAMMBI.
Takum o0pa3oMm, «Cepbe3Hble KOMIIBIOTEPHBIE WTPHI»
MOXHO pacCMaTpuBaTh B KauecTBe 3 (PEKTUBHOTO MHCTPY-
MEHTa MPO(PUIAKTUKNA CTOMATOJIOTUIECKUX 3a00JIeBaHUA
B paHHeM BoapacTte [12].

3amaua urpel «Every Body Has a Brain» («Y xaxmoro
YyesioBeKa eCcTb MO3r») — copMUpoBaTh y pebeHKa Mpea-
cTaBjieHUe O (QYHKIMOHUPOBAHUM MO3Ta W TUTHEHE
YMCTBEHHOU jesTenbHOCTH. Mrpa agpecoBaHa HeTsIM
4—6 net. Ee co3matesi CUMTAIOT BasKHBIM, YTOOBI peOEHOK
TOJIYYWJT 3Ty CJIOXHYIO MH(OpMAIMI0O UMEHHO B paHHEM
BO3pacTe, Korjaa MPOMCXOIUT aKTUBHOE Pa3BUTHE MO3ra 1
OCOOEHHO HEO0OXOAUMO COOJIOAATh TUTUEHY YMCTBEHHOM
JeSITeTbHOCTH, TaK KaK OT 3TOT0 BO MHOTOM 3aBUCHUT JaJlb-
HeWIast yCrenrHoCTh yenoBeKa. [1poBeqeHHBIN SKCIIepu-
MeHT (M. Schotland, K. Littman, 2012) mokasaj, 4To MHTe-
paKTHBHAsl KOMIIbIOTEpPHAsI Urpa sBjsieTcsl OoJiee 3¢ dek-
TUBHBIM CPEACTBOM, YeM Oecea U Apyrue crocoobl MHMOp-
MUMPOBaHUS JETeil 3TOro Bo3pacta 00 0COOEHHOCTSIX (PYyHK-
IIMOHMPOBAHUS MO3ra U TUTMEHEe YMCTBEHHON NesITeIbHO-
CTH, TIO3BOJISTIONINM C(POPMUPOBATH y JIeTeil OoJiee rpaMoT-
HOE€ OTHOIIIEHUE K TAKOMY OpraHy, Kak Mo3r [ 14].

Cpenu «Cepbe3HBIX UTP», HAMPaBJIEHHBIX Ha U3MEHe-
HUE TIOBEACHUs JIeTel, MOXXHO BBIICIUTH UTPBI, CBSI3aH-
Hble ¢ KOppeKkuMein 3abojieBaHU, M 0ojbllIasi UX 4acTb
HalleJieHa Ha KOPPEKIIWIO TTOBEICHUS eTeil, CTpagaronmx
nrabeToM, TaKk Kak 3TO 3aboyieBaHWE CTAaHOBUTCS BCe
OoJjiee pacrpocTpaHeHHBIM cpenu jaeteil B CoemMHEHHbBIX
Iltatax 1 B EBporie. DTU UTpbl COCTABISIOT TPYIIITY TaK
HasbiBaeMbIx «Health Games»: Dbaza’sDiabetes Education
for Kids (2003), Captain Novolin, (1992), Detective,
Buildup Blocks and Egg Breeder (2004), The Diabetic Dog,
Didget, Glymetrix Diabetes Game (2012), HealthSeeker
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(2011), INSULOT (2005), Starbright Life Adventure Series
CD-ROM: Diabetes (1999) [11].

OTU UTPbl UMEIOT MO COOOI Cephe3HYI0 TeopeThuye-
CKyl0 0a3y M OCHOBBIBAIOTCSI Ha HECKOJIbKMX TEOPUSIX:
COILMAIbHO-KOTHUTUBHOW Teopuun A. baHmypsl, Teopuu
camonerepmuHauuu D. eccu u P. Pailana, Teopuu npu-
BUBKU Y. Makryalipa, TeOpUU TPAaHCIOPTUPOBKU 0Opa3-
Hoit Mmoaenau M. I'puna u T. bpoka, Monesin BEpOsITHOCT-
Hoil  oOpaborku  uHpopmauuu P. Tlertu wu
. Kaunonmouap (social-cognitive (Bandura, 1986), self-
determination (Ryan & Deci, 2000), behavioral inoculation
(McGuire, 1961), transportation theories (Green & Brock,
2000) and the Elaboration Likelihood Model (Petty
&Cacioppo, 1986) etc.).

OcHoBHa 3aa4a 3TUX UTrp — chOPMUPOBATH HABBIKU
CaMOKOHTPOJII y JeTel, CcTpamaliux auadbeToM.
Hanpumep, urpoky Heo0Xonumo coagaHCUpPOBaTh YIJIEBO-
JIBI TIMIIIM U JI03Y UHCYJIMHA, YTOOBI MOJIEPXaTh YPOBEHb
[JIIOKO3BI Y UTPOBOTO TMEepcoHaXxa B MUara3oHe Ipuemiie-
MBIX 3HaueHW. Ha TpoTsskeHMM Bceil MTPHI OT MTPOKa
TpeOyeTcss MHOTOKpaTHOE MIOBTOPEHNE HABBIKOB, PEIIIEHUE
MPaKTUYECKUX 3aj1a4, BBISIBJICHWE MPUUYUHHO-CJIEICTBEH-
HBIX CBSI3€il; UTPOKY TakKKe IPENOCTaBISIIOT HEKOTOPYIO
0azoByl0 UH@OpMaALMIO O CaMOKOHTposie nuabera
(Haubonee pacnpocTpaHEHHBIMU WTpaMU  SIBJISIIOTCS:
Captain Novolin, Dbaza’s Diabetes Education for Kids,
Detective, Build up Blocks, Egg Breeder, The Magiand The
Sleeping Star, Starbright Life Adventure Series CD-ROM:
Diabetes). Cosznmarenu, crapasicb NOBBICUTH 3((HEKTUB-
HOCTb WUTpP, WCHOJB3YIOT pasHbie criocodbl. Hampumep,
JIOCTaTOYHO XOPOIIIO 3apEKOMEHIOBAJ ce0sl pUeM BCTpa-
WBaHUs B UTPY HAa TeMy quabeTa TaKoro KOMITOHEHTa, Kak
colMaibHOE B3auMojeiicTBue Mexay urpokamu (Health
Seeker, 2011, Glymetrix, 2002). B taHHOM cilydyae UTPOKY
TIPUXOAMNTCS OOIIAThCS C JIIOABMU, UMEIOIIMMU TaKUE e
MpoOJieMbl. DTO MO3BOJISIET MapaUIeJIbHO peliaTh 3aaady
pacuIMpeHusi COIMaIbHbIX KOHTAKTOB, YTO OYEeHb aKTy-
aJTbHO IS JTIo/Iel ¢ quabeToM. 3a moaepkaHue TITIOKO3bI
Ha OIpe/ieJIEHHOM YPOBHE NETH TOJIy4aloT O0ajuibl, KOTO-
pbI€ B UTPE MOTYT UCIIOJIB30BATh JIJIST TIEPEeX0j1a Ha CJIe/IyIo-
Mt ypoBeHb. TakuM 00pa3oM, Ha WMTPOBBIX MPUMEpax
pebeHKY JEeMOHCTPUPYIOTCS BO3MOXHOCTh WJIM CITOCOO
peryaupoBaTh cBoe noBeaeHue (Didget, 2012).

M3BeCTHBI MOMBITKY PEIICHUS C TTOMOIIIBIO «CEPhEe3HbBIX
KOMITBIOTEPHBIX UTP» MPOOJIEM AeTel ¢ CUHAPOMOM Jedu-
LIMTa BHUMaHUSI U TUIEPAKTUBHOCTBHIO («Brain game
Brian» — http://www.gamingandtraining.nl/).
HccnenoBanve BIMSHUS Ha pa3BUTHE Tl KOMITBIOTED-
HBIX TIPOTPaMM, HAIIPaBJIEHHBIX HAa KOPPEKIINIO (PYHKIIUN
KOHTPOJISI M MCTIOJIHEHUST TTO3HABATEIbHBIX MPOIIECCOB Y
JIeTeil ¢ CMHIPOMOM JedUIMTa BHUMAHUST U TUTIEPAKTUB-
HocThlo (Huzmepmanmabl), 1aio HEOJHO3HAUYHBIE Pe3yIbTa-
ThI. B Tex ciaydasix, Korga KOppeKIIMoHHas pabota B pam-
KaX KOMITbIOTEPHOI MpOrpaMMBbl BBICTpanBaaCh OTHOCHU-
TEJIbHO KaKOW-TO OJHOW IO3HAaBaTEeJIbHOU (YHKIIUU
(HammpuMep, KpaTKOBPEMEHHOM TTaMSITH), HUKaKNX M3Me-
HEHUI B CAMOKOHTPOJIE ¥ BBHITTOJTHEHUM 3a/1a4, CBSI3aHHBIX
C 9TUM TI03HABaTEJIbBHOM ITPOIIECCOM, 3aMETHO He OBLIO.
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B Tex xe cimydasx, Korma paboTa BBICTpaMBalach Cpady  BaXHEUIIMX 0Opa30BaTeNbHBIX/Pa3BUBAIOIINX 33134
OTHOCUTEJbHO HECKOJIBKMX MMO3HABATEIbHBIX MporieccoB U («Serious Games»).

WIpoBasi CUTyallMsl ObLla MaKCUMaJbHO MPUOJIMKEHHA K ITbITasich cnenatb KOMObIOTEPHYIO UTPY 3D (HEKTUBHBIM
peasbHOM, ymaBajJoCh MOJYYUTh BBIPAXKEHHYIO MOJIOXHW-  CPEACTBOM Pa3BUTHUS peOeHKa, ee CcOo3IaTed OMUpPaloTCs
TeJIbHY10 AMHaAMuKYy [10]. Ha KOHUEMUUWHU MCUXOJOTUUECKUX, COLUMATbHBIX U (hU3UO-

JIOTUYCCKNX HAYUYHBIX IIKOJI. M3BecTHBIE HAM 3apy6e)KHbI€

nCCiacaoBaHuAd 1MO3BOJIAIOT TOBOPUTb O TOM, YTO, OTJIMYaA-

3aKkimouyeHne sCcb OOJIbllIeH INPUBJICKATCJIbHOCTbIO, MHTCPAKTUBHLIMU

BO3MOXKHOCTAMU U APYTUMUA 0C06CHHOCTHMI/I, TakKoTI'o TUIia

Takum 06pa30M, Ha CEeTOAHSIIIHUI JEHb yX€ Ccylie- UIphbl JIEACTBUTEJIBHO SIBJISIIOTCSI OoJiee S(b(bCKTI/IBHHM

CTBYIOT YCIICHIHBLIC ITIOIIBITKM CO3JaHWA KOMIIBIOTCPHLIX Cp€aACTBOM PCIICHUA MOCTABJICHHLIX 3a1a4, YEM Tpaauliv-
Urp, OCHOBHasA LEJIb KOTOPbLIX HEC pa3BJICUYCHUC, a pCIICHUC OHHBbIE CITIOCOOBI pa3BI/IBaIOH_IeI7I pa6OTBI C ICTbMMU.
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This article discusses the foreign studies on the use of so-called «serious» computer games («Serious Games») in the edu-
cational work with children. Three main groups of these types of games are singled out: games aimed at increasing physical
activity in children, games aimed at informing the child in a particular issue and games aimed at changing the behavior of the
child. The article presents description of some computer games of this type. The results of study of utilization of computer
games in educational work with children and comparison of their efficacy with traditional educational means are discussed.
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