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The article presents the results of the project “The Impact of Digital Activity on the 
Development of Cognitive Functions in Preschool Age”. The study was conducted 
from February to May 2023 at the Center for Interdisciplinary Research of Contem-
porary Childhood at MSUPE, involving 76 children from preparatory groups of kin-
dergartens in Moscow. The following methods were used: the “Learning 10 Words” 
Method (A.R. Luria), D. Weksler’s Subtest (the “Coding Method”), 3. “Test of In-
tertwined Lines” (A. Rey’s Test Modification), and the “Mark the Signs” Method 
(Pieron-Ruser Test). According to the obtained data, the digital version of the game 
“Dobble” has the greatest effect on the development of the studied parameters 
of memory and attention in preschool children. The obtained empirical data are 
consistent with the results of similar studies and are of interest to psychologists, 
educators, and parents in planning and conducting educational and play activities.
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В статье представлены результаты проекта «Влияние цифровой активно-
сти на развитие когнитивных функций в дошкольном возрасте». Исследо-
вание проводилось c февраля по май 2023 года на базе Центра междис-
циплинарных исследований современного детства МГППУ при участии 
76 детей из подготовительных групп ДОУ г. Москвы. Были использованы 
следующие методики: Методика «Заучивание 10 слов» (А.Р. Лурия), Ме-
тодика «Шифровка» (Субтест Векслера), Методика «Тест переплетенных 
линий» (Модификация теста А. Рея), Методика «Проставь знаки» (тест 
Пьерона-Рузера). Согласно полученным данным, наибольший эффект на 
развитие исследуемых параметров памяти и внимания детей дошколь-
ного возраста оказывает цифровая версия игры «Доббль». Полученные 
эмпирические данные согласуются с результатами аналогичных иссле-
дований и представляют интерес для психологов, педагогов и родителей 
при планировании и проведении обучающих и игровых занятий.

Ключевые слова: настольные игры; цифровые игры; дошкольный воз-
раст; память; внимание; игровые приложения; Dobble.
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Introduction
In Russian psychological and pedagogi-

cal science play is traditionally considered 
the leading activity of preschool age, in 
which central age-related new formations 
are developed, including voluntary behav-
ior, subordination of motives, imagination, 
visual-figurative thinking, internal plan 
of actions, and mediation [3; 7; 17]. The 
exceptional importance of play for child 
development is primarily due to the pecu-
liarities of play as a special type of activ-
ity. According to S.L. Rubinstein, play is “a 
meaningful activity, i.e., a set of meaningful 
actions united by a single motive” [14, p. 
649]. According to A.N. Leontiev, the play 
motive, unlike all other types of activity, 
lies not in the result of the action but in the 
very process of play [10]. It is the presence 
of the play motive that allows us to distin-
guish a set of play actions performed by the 
child from the actual play activity, in which 
various mental functions and processes, 
including cognitive ones, develop. Today, 
researchers from different countries are 
increasingly attracted to the problem of de-
veloping cognitive processes in preschool 
children under the conditions of the rapid 
penetration of digital technologies into the 
child’s play.

In recent years there has been a de-
crease in the age at which children around 
the world become acquainted with gadgets 
and a steady increase in the time children 
spend interacting with them [15]. According 
to a report by the Joint Research Centre of 
the European Commission for 2017, most 
children get acquainted with digital technol-
ogies in the first months of life and become 
active users of gadgets by the age of two 
[20]. While abroad, digital devices specifi-
cally designed for children (toys connected 
to the Internet, books, and games with 

augmented reality) are particularly popular, 
preschoolers in Russia mainly use their 
parents’ gadgets—cellphones, tablets, and 
computers, which largely determines the 
digital content available to them [6]. Most 
often Russian preschoolers use education-
al programs and digital games.

The concept of “digital game” (herein-
after referred to as DG) encompasses two 
phenomena for which the terms “digital 
play” and “digital game” are used in Eng-
lish-language scientific discourse. The term 
“digital play” refers to the actual play activ-
ity as a system of rules, roles, plots, and 
play actions. “Digital game” primarily refers 
to software and implies a certain material 
and/or virtual content: the goal of the game, 
predefined settings, game levels, a system 
of characters, etc. [28]. In this study, the 
term DG is considered in the meaning of 
“digital game,” the closest synonym of 
which is “video game.”

At present, psychological and peda-
gogical science has already accumulated a 
significant amount of data on the influence 
of DG on the development of preschool-
ers [8; 13; 18; 19; 21; 22; 23; 26]. Several 
studies have shown that when screen time 
norms are observed, DGs contribute to the 
development of a child’s working memory 
[18; 22], with reaction speed games having 
a particularly strong effect [13]. In addition 
to working memory, voluntary attention is 
also developed [8].

It should be noted that alongside studies 
on the impact of digital games on preschool 
development, there is a growing body of 
work focusing on board games (hereinafter 
referred to as BG). This trend is partly due 
to the increasing popularity of BGs among 
preschoolers [24; 25; 27; 29]. For example, 
according to a survey conducted in 2023 
by the Center for Interdisciplinary Research 
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on Contemporary Childhood at MSUPE 
among parents of preschoolers, 91.5% of 
children aged 3—7 play board games and 
70.1% play digital games [16]. Studies on 
board games often explore their impact 
on the development of communication 
skills, the acquisition of counting skills and 
mathematical operations, the formation of 
regulatory functions, and the expansion 
of knowledge about the surrounding world 
[24; 27; 29]. At the same time, the problem 
of the influence of board games on the de-
velopment of cognitive processes remains 
insufficiently studied.

In 2023—2024, with the support of the 
Russian Science Foundation a project is 
implemented at the Center for Interdisciplin-
ary Research on Contemporary Childhood 
at MSUPE, which aims to identify differ-
ences in memory and attention indicators 
in older preschool children who play board 
games and their digital analogs (using the 
popular game “Dobble” as an example).

Methodological Basis and Research 
Design

Unlike several contemporary studies in 
this field, whose authors rely on the cur-
rently popular model of executive functions, 
this study was conducted in the framework 
of the Cultural-Historical Theory and Activ-
ity Approach.

It is necessary to clarify the interpreta-
tion and content of the key concepts used 
in this study. The concept of attention is 
understood as “the process of selecting 
the necessary information, ensuring se-
lective programs, actions, and maintain-
ing constant control over their progress” 
[11 p. 168]. Attention is determined by the 
structure of human activity, reflects its dy-
namics, and serves as its control mecha-
nism. S.L. Rubinstein identifies six main 
properties of attention [14], which include: 
concentration, distribution, stability, switch 
ability, flexibility, and volume.

In turn, memory, according to A.R. Lu-
ria, is interpreted as “the recording, reten-

tion, and reproduction of traces of past 
experience, giving a person the ability to 
accumulate information and deal with trac-
es of past experience after the phenomena 
that caused them have disappeared” [11, 
p. 192]. The process of memory formation 
in a child is associated with mastering the 
mechanism of mediation [3; 4]. Tradition-
ally, various types of memory are distin-
guished in psychological and pedagogical 
science [2; 5; 9]. This study focuses on 
auditory, visual, short-term, and long-term 
memory.

The design of the study presented in 
this article included the experiment itself, 
as well as pre- and post-diagnostics, within 
which the following methods were applied:

1. “Learning 10 Words” method 
(A.R. Luria) was used to assess such pa-
rameters of auditory short-term and long-
term memory as memorization, retention, 
and reproduction;

2. D. Weksler’s Subtest (the “Coding” 
method) was used to study the volume of 
visual memory;

3. “Test of Intertwined Lines” (A. Rey’s 
Test Modification) was used to study the 
degree of concentration of voluntary atten-
tion.

4. The “Mark the Signs” method (Pieron-
Ruser Test) was used to assess such param-
eters of voluntary attention as stability, dis-
tribution, switch ability, and pace of activity.

The data from the pre- and post-diag-
nostics were tested for normal distribution 
using the Kolmogorov-Smirnov criterion. 
The distribution indicators of all variables 
differed from normal, so non-parametric 
methods of statistical analysis were used. 
Specifically, the statistical non-parametric 
Wilcoxon t-test was applied to compare ef-
fects within each group before and after the 
experimental impact (intra-group compari-
sons), the Mann-Whitney U test for inter-
group comparisons, and Spearman’s cor-
relation coefficient. The calculations were 
carried out using the IBM SPSS Statistics 
23 package.
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The experimental study was conducted 
from February to May 2023 at two kinder-
gartens in the city of Moscow (Southern 
Administrative District and Central Admin-
istrative District). The sample included 
76  children from preparatory groups 
(M=6.60 years, SD=0.41, 51.32% girls).

According to the research design, the 
children were divided into three groups: 
Experimental Group 1 (EG 1), where the 
children played the board game version 
of “Dobble,” Experimental Group 2 (EG 2), 
where the children played the digital game 
“Dobble” — “Double Match: one common 
image” on tablets, and the Control Group 
(CG). 19 children were in EG 1 (11 boys and 
8 girls), 26 children in EG 2 (10 boys and 
16 girls), and 31 children in CG (16 boys 
and 15 girls). The experiment used the 
board game “Dobble” and its digital equiva-
lent. The game aims to develop the ability 
to concentrate, distribute, and switch atten-
tion, as well as cognitive flexibility, and re-
action speed. The digital equivalent chosen 
was the app “Double Match: one common 
image.” This app’s card appearance close-
ly resembles the board game’s cards, and 
it allows for joint play with a familiar partner, 
which is crucial for this study.

According to the research design, over 8 
weeks, children from the experimental groups 
played the board (EG 1) or digital (EG 2) ver-
sion of “Dobble” twice a week. Thus, each 
child participated in about 16 game sessions 
during the experimental study.

Participants in EG 1 played the board 
game for about 10-15 minutes in pairs or 
in groups of three. If the children were 
highly engaged, the game could con-
tinue longer. At the beginning of the ex-
periment, a few children from EG 1 (N=2) 
refused to play the board game, saying 
they were more interested in playing with 
construction sets. During the experiment, 
around the 2nd-3rd week, more children 
(N=4) refused to play the board game, 
saying they were “bored with playing 
‘Dobble’.” By the end of the experiment, 

only 6—8 children showed interest in the 
board game, while the rest participated 
only after persuasion, though they usu-
ally became involved during the game. In 
the 6th-8th weeks of the experiment, the 
children began to invent their own game 
rules: they were allowed to play with the 
cards by their own rules after the experi-
ment time had passed. At the beginning 
of the experiment, the children reacted 
strongly to winning or losing; by the end 
of the project, the intensity of their emo-
tional responses decreased.

In EG 2, the duration of the game ses-
sion was fixed and was approximately 
10-15 minutes per day, since, accord-
ing to Sanitary Regulations and Norms  
2.4.1.2660-10, the continuous duration of 
computer work in the form of educational 
games for children aged 6-7 should not ex-
ceed 15 minutes per day. The game was 
played in pairs under adult supervision. In 
EG 2, each child used their tablet with the 
installed digital game (DG). The tablets 
were connected to each other over the net-
work for joint play. Around the 3rd week of 
the experimental study, children from EG 
2 (N=2) began showing signs of fatigue 
and reluctance to play the DG. Addition-
ally, some children (N=3) tried to take on 
the role of game organizers, inventing their 
own rules for turn-taking. After this, a con-
stant change of gaming partners was intro-
duced, and a competitive motive appeared 
in the game, which helped to restore inter-
est in the gaming process. Throughout the 
study, a group of children (N=6) stood out, 
showing a desire to support their gaming 
partner (children helped their partner find 
matching images on their cards).

Results of the Experimental Study
At the stage of the initial diagnosis us-

ing the “10 Words” method, there were 
no differences between the three groups: 
the average reproduction scores did not 
show statistically significant differences 
(Z  =  –0.24; p ≤ 0.81 for EG 1 and EG 
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2; Z = –0.19; p ≤ 0.85 for EG 1 and CG; 
Z  =  –0.34; p ≤ 0.74 for EG 2 and CG), 
indicating equal cognitive performance 
among preschoolers in each group at the 
initial testing stage. Significant results were 
found in all the three groups between the 
data from the initial and final diagnostics, 
i.e., the average number of words repro-
duced increased in each group (Table 1).

Differences between the memory ca-
pacity indicators before and after the ex-
periment are observed in all three groups 
(Z = -5.59; p ≤ 0.000). There is a clear trend 
of increasing the number of reproduced 
words by the 4th trial and successful de-
layed retention of the stimulus material as 
per the results of the initial and final diag-
nostics. Overall, these data can be attrib-
uted to the general cognitive development 
of the children due to their age.

Significant differences in the average 
number of reproduced words were found 
among the three groups during the final 
testing phase (Fig. 1). The children in EG2 
demonstrated the best memory reten-
tion. The average number of reproduced 
words was nearly 9 (8.75), significantly 
higher than the results of children in EG1 
(Z = –2.96; p ≤ 0.003) and CG (Z = –3.68; 
p ≤ 0.000) (Fig. 1).

The comparative analysis results show 
an effect on the development of short-term 

and long-term auditory memory in EG2 
children after the experimental study.

Positive effects observed in the average 
indicators of visual memory capacity using 
the Weksler’s Subtest before and after the 
experiment in all three groups indicate pos-
itive dynamics in overall memory develop-
ment. For example, in EG2, where children 
demonstrated an average level of visual 
memory development before the experi-
ment (9.43), they achieved a significantly 
higher level (11.79) by the end of the ex-
periment. A similar effect, though less pro-
nounced, was observed in CG (9.69 before 
and 10.59 after). Children in EG1 also im-
proved their results, reaching the threshold 
of a high level of visual memory develop-
ment (9.63) (Fig. 2). Significant differences 
between the final testing indicators in the 
experimental groups (NI and CI) were iden-
tified (Z = –2.17, p ≤ 0.03). Also, significant 
differences were found between the final 
testing indicators in EG2 and CG (Z = –1.9; 
p ≤ 0.06). In both groups, the average indi-
cators before and after the experiment cor-
related with each other (in EG2 (r = 0.64; 
p ≤ 0.03) and CG (r = 0.51; p ≤ 0.01)). How-
ever, differences between the indicators of 
respondents from EG1 and CG could not 
be identified (Z = –0.73; p ≤ 0.5).

The obtained effect indicates that chil-
dren who played digital games became 

Table 1
Comparison of average scores for each test at the stages of initial 

and final testing

EG1 EG2 CG

Before After Before After Before After

1st trial 4,31 6,16 3,77 6,39 4,03 5,9

2nd trial 5,52 7,16 6,31 8,26 6,19 7,17

3rd trial 6,57 8,32 7,32 9,48 7,13 8,07

4th trial 7,63 8,84 8,16 9,7 8,26 8,14

5th trial 8,26 9,21 8 9,82 9 8,1

After 1 hour 7,68 7,53 6,92 8,9 7,23 7,44

M (5 trials) 6,458 7,938 6,712 8,73 6,922 7,476

M (5 trials + delayed reproduction) 6,67 7,86 6,62 8,75 6,68 7,47
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more effective at memorizing and repro-
ducing visual stimuli compared to children 
who played board games and those in the 
control group.

The results of the “Intertwined Lines 
Test” (Modification of A. Rey’s Test) were 
analyzed based on the parameters of time 
and the number of errors during task per-
formance.

In the experimental group 1 (EG1), the 
average time to complete the tasks de-
creased from 1.94 (pre-test) to 1.7 (post-
test) with a significance level of p ≤ 0.05. In 
the experimental group 2 (EG2), the time 
spent on the game decreased from 2.58 
(pre-test) to 1.91 (post-test), although these 
values slightly missed the acceptable level 
of statistical significance at p ≤ 0.1. In the 

Fig. 1. Comparison of initial and final testing indicators across all groups

Fig. 2. Comparison of initial and final testing indicators across all groups in visual memory
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control group (CG), the indicator dropped 
from 2.13 (pre-test) to 1.69 (post-test) with 
a significance level of p ≤ 0.01 (Fig. 7). 
Overall, across all three groups, the trend of 
decreasing time was observed from 2.23 to 
1.76 (p ≤ 0.000), indicating that all children 
completed the tasks faster by the post-test 
(Fig. 3). This trend could be explained by the 
familiarity with the methodology.

The indicator of the number of errors in 
all three groups also showed a decreas-
ing trend (Fig. 4). In EG1, the number of 
errors during task performance decreased 
from 4.53 (pre-test) to 3.42 (post-test), and 
in EG2, from 4 (pre-test) to 3.05 (post-test) 
(significance levels p ≤ 0.05). The control 

group improved its results from 4.1 (pre-
test) to 3.5 (post-test); however, this indica-
tor did not reach the necessary level of sta-
tistical significance (p ≤ 0.24). Overall, the 
number of errors across all three groups 
decreased from 4.15 to 3.35 with a signifi-
cance level of p ≤ 0.000.

Additionally, a correlation analysis 
was conducted between the time indica-
tors and the number of errors. In EG1, a 
significant positive correlation was found 
between the time indicators and the num-
ber of errors made in the post-test — 0.52 
(p ≤ 0.01). Thus, the faster the children in 
this group completed the task, the fewer 
errors they made. A positive correlation 

Fig. 3. Comparison of time indicators across all groups (*p ≤ 0.05; p ≤ 0.000)

Fig. 4. Comparison of the number of errors across all groups (*p ≤ 0.05; p ≤ 0.000)
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was also observed between the time in-
dicators in both instances — 0.47 (p ≤ 
0.01). No significant correlations were 
found in EG2 or CG, except for a positive 
correlation between the time and the num-
ber of errors in the pre-test in CG — 0.47 
(p ≤ 0.01). Overall, there were no statisti-
cal differences in the time indicators and 
the number of errors among the three 
groups, which could be explained by indi-
vidual differences among the children and 
the presence of additional factors. The 
time indicators and the number of errors 
in all three groups significantly decreased 
in the post-test compared to the pre-test, 
indicating that all children completed the 
tasks more efficiently, spending less time. 
These findings suggest a trend towards 
increased attention stability.

The results obtained from the “Mark the 
Signs” methodology (Pierón-Ruser’s test) 
were analyzed across all groups based on 
the following indicators (Fig. 5):

1. “time” — total time taken to complete 
the task. At the stage of the initial diagno-
sis, the groups did not differ in terms of 
time. After the experiment, significant dif-
ferences were found between the experi-
mental groups: children in EG2 completed 
the tasks significantly faster than children 
in EG1 (Z = -3.89; p ≤ 0.000). Children in 
CG also completed the task faster than 
preschoolers in EG1 (Z = -2.61; p ≤ 0.009). 
However, preschoolers in EG2 completed 
the task faster compared to the children in 
CG, although the coefficients did not reach 
an acceptable level of statistical signifi-
cance (Z = –1.8; p ≤ 0.07).

2. “false” — number of errors (total and 
at each stage). No differences were found 
between the groups in this indicator (except 
for subjects in CG and EG2 at the second 
testing stage); however, overall, each 
group improved their results in the post-test 
compared to the pre-test.

3. “step” — number of steps. The num-
ber of steps, i.e., the number of figures, 
filled in 30 seconds, was used to evaluate 

the children’s performance. Statistical dif-
ferences were noted between the experi-
mental groups at the pre-test stage: chil-
dren in EG1 made significantly more steps 
compared to children in EG2 (Z = –2.1; 
p ≤ 0.04). At the post-test stage, the differ-
ences between the experimental groups in-
creased to a significance level of p ≤ 0.000. 
The group of children who played the digital 
game made the fewest steps when com-
pleting the tasks.

4. “coeff” — task performance coef-
ficient (calculated as the number of steps 
divided by the total number of figures). This 
indicator was calculated to identify the in-
dividual performance of each child. Differ-
ences at the level of p ≤ 0.04 were found 
between the experimental groups at the 
pre-test stage.

Thus, children in EG2 performed the 
task more efficiently than children in EG1: 
they filled a greater number of figures for 
each 30-second step. Similar differences 
were found between CG and EG1 in favor 
of the control group children, whose per-
formance was higher (Z = –2.5; p ≤ 0.01). 
Post-test results also showed differences 
between the experimental groups (at the 
level of p ≤ 0.000). Additionally, differ-
ences were found between CG and EG1 
at the significance level of p ≤ 0.01. These 
data suggest that preschoolers in EG2 
performed the tasks more efficiently than 
children in EG1, and children in CG also 
showed greater productivity compared to 
participants in EG1.

Thus, children from EG2 showed bet-
ter results across all analyzed parame-
ters. They completed the task more accu-
rately and efficiently, spent less time, and 
made fewer moves. The group quickly 
memorized the symbols for each figure, 
retained the instructions, and rarely re-
ferred back to them during the process. 
The observed effects suggest a high de-
gree of sustained voluntary attention and 
a high activity rate among children in this 
group.
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Discussion and Conclusions
The presented study aimed to identify 

differences in memory and attention in-
dicators among older preschool children 
playing board games and their digital 
counterparts (using the popular game 
“Dobble” as an example). The analysis 
results showed significant positive ef-
fects in the group of children who played 
the digital version of the game “Double 
Match: one common image” in develop-
ing short-term and long-term auditory 
memory, visual memory, and sustained 
voluntary attention, compared to the con-
trol group and the group of children who 
played the board game “Dobble.” Thus, 
the digital version of the game “Dobble” 
had a more significant developmental im-
pact on the studied parameters of mem-
ory and attention in preschoolers from 
the experimental sample compared to its 
traditional analog.

The obtained results confirm the find-
ings of studies on related topics. For in-
stance, in the study by E.E. Klopotova 
and T. Kuznetsova, it was shown that 
developmental DG (memories “Deer” and 
“Numbers”) used for about 20 minutes a 
day can positively influence concentration, 
distribution, and switching of voluntary at-

tention [8]. In the work of V.A. Plotnikova, it 
was proven that children who prefer DG for 
quick reaction demonstrate a higher level 
of development of visual working memory 
compared to their peers who do not like 
playing such games [13]. Moreover, sev-
eral studies have shown improvements in 
visuospatial working memory indicators in 
groups of preschoolers exposed to video 
games [18; 22].

Regarding digital games, it should be 
noted that the authors could not find 
studies specifically analyzing the im-
pact of digital games on the memory 
and attention of preschoolers. In this 
context,  it  is worth highlighting the re-
search conducted under the guidance of 
A.N. Veraksa [25; 29], as these projects 
focus on the relationship between digital 
and board games and the development 
of regulatory functions in children. These 
studies have shown that in the short 
term, digital games positively influence 
the formation of regulatory functions in 
preschoolers [29]. However, in the long 
term, the effect of digital games is not 
stable, and the best results are achieved 
through the use of board and role-playing 
games. The authors explain this by not-
ing that role-playing and board games 

Fig. 5. Comparison of groups across all indicators (*p ≤ 0.05; p ≤ 0.000)
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can not only improve individual executive 
function indicators but also reorganize 
inter-functional connections, leading to a 
qualitative shift in children’s mental de-
velopment [25].

It is necessary to dwell separately on 
the theoretical and methodological basis 
of the aforementioned works. The theoreti-
cal and methodological apparatus of most 
of these studies [13; 18; 25; 29] is based 
on the model of executive functions, un-
derstood as “a set of top-down mental pro-
cesses necessary for concentration when 
automatic, instinctive, intuitive behavior 
becomes ineffective or impossible” [12, 
p. 62]. Executive functions include working 
memory, cognitive flexibility, and inhibitory 
control. Inhibitory control is responsible 
for selective attention, suppression of cer-
tain behaviors (self-control), and cognitive 
inhibition (interference control). Working 
memory integrates all the elements needed 
to solve a specific task that appears at dif-
ferent times. Cognitive flexibility involves 
adapting to changing demands or priorities 
and allows transitioning from one rule to 
another [1; 12].

The authors of this study, in turn, rely on 
the Cultural-Historical Concept and Activity 
Theory (works of L.S. Vygotsky, A.R. Lu-
ria, S.L. Rubinstein, A.N. Leontiev), where 
cognitive (intellectual and thinking) pro-
cesses are inextricably linked with activity 
and are considered, along with emotional 
and volitional processes, as an integral 
characteristic of mental processes. Mental 
processes are formed within the context of 
various specific activities. In other words, it 
is in the process of activity, specifically play 
activity for preschoolers, that the formation 
and development of cognitive processes 
such as attention and memory occur [10; 
11; 14].

It is also essential to emphasize that 
the authors of this study paid particular at-

tention to the “purity of the experiment” by 
selecting a board game that met several 
characteristics. Firstly, the game involved 
memory and attention. Secondly, the print-
ed and digital versions of the game were 
as visually similar as possible. Thirdly, a 
mandatory feature of the digital version of 
the game was the possibility for collabora-
tive play, with each child playing from their 
own device. Fourthly, in both the board and 
digital games, the researchers encouraged 
interaction among the children. Thus, the 
authors aimed to make the board and digi-
tal game situations as identical as possible. 
This approach underlines the novelty and 
originality of this study.

Interestingly, despite the differences in 
theoretical and methodological approach-
es, the results of the aforementioned stud-
ies and the research presented in our work 
are remarkably similar. All studies have 
demonstrated that moderate use of digital 
games can positively affect the develop-
ment of visual memory and voluntary at-
tention. The use of various theoretical and 
methodological approaches and research 
designs further confirms the reliability of the 
obtained data.

As potential future directions for this 
project, expanding the diagnostic tools 
and increasing the sample of respondents 
could allow for the extrapolation of the 
observed effects to a broader audience. 
Based on the results of similar studies, it 
also seems important to conduct follow-
up diagnostics several months after the 
experiment’s conclusion to obtain data on 
the long-term impact of digital and board 
games on the development of cognitive 
processes.

The obtained data are of interest to 
psychologists, educators, and parents, and 
can be used in planning and conducting 
educational and play activities in preschool 
educational institutions.
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