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0O0630p HaMpaBJieH Ha CUCTEMATU3AIINIO PE3YJIbTATOB OMITMPUUECKUX U METAAHAIUTUUECKUX PabOT 10 mpodJie-
M€ BJIMSIHUSI BUJEOUTP Ha KOTHUTUBHBIE MPOLIECChl. B MCUX0I0TUM HAKOTUIEHO MHOXECTBO (PAKTOB, CBUJETENb-
CTBYIOIIIUX O TOM, UTO KOMITBIOTEPHBIE UTPHI OKA3BIBAIOT MOJIOKUTENbHBIN 3(h(eKT, HO HE BO BCEX CIIydasix yaaeT-
¢4 ero 3auKCUpoBaTh. AHAJIU3 HAYYHBIX Pa0OOT MOKAa3aJ1, YTO BUAEOUTPbI MOTYT UMETh MOJOXUTENbHBINA 3 PEKT
B OTHOLLIEHUU KOTHUTUBHBIX MPOLIECCOB, OAHAKO 3TO B OOJbIIEH CTENEHU 3aBUCUT OT >XXaHpa Urpbl. Haubobias
BeJMurHA 3G (PEeKTOB OblIa BbISIBICHA IS UTP-«Ma3JI0B» U XaHpa «ApKala» B OTHOLIEHUU MPOCTPAHCTBEHHOTO
MblluieHus1. VIrpbl kaHpoB «DkiH», «Illytep» n «Apkama» oka3blBalOT HeOOJIbIIME, HO 3HAYMMBbIe 9((MEKTH B
OTHOIIIEHUU TIEPUENITUBHOI 00paboTKM MH(MOPMAIINY, @ UTPHI KaHpa «DKITH» — B OTHOIIEHWU CKOPOCTH pellle-
HUs 3a0a4. DPdeKThl B OTHOLIEHUM YTIPABISIOMMX (PYHKIMI ObLTH cadbiMu. O030p COBpEeMEHHBIX HaIlpaBJie-
HUI reiiMuQrKalnm MoKasaj, YTO BUIEOUTPHI TOMOTAIOT B 00YY€HUH OTIETbHBIM MPO(heCCUOHATbHBIM HaBbIKaM,
Harnpumep B 00J1aCTU MEAULIMHBI, & TAKXKE B TEPAITUU HEKOTOPBIX ICUXUYECKUX PACCTPOUCTB, B YACTHOCTU AEMEH-
. DhHeKTUBHOCTH UCTIONB30BAHUS UTP B COCTABE MPOAYKTOB /ISl KOTHUTUBHOTO OOYYEHMSI HA CETOAHSIIITHUN
JIEHb HE TTOATBEPXKIEHA, B 3TOI 00J1aCTU TPeOYIOTCS 0oJiee NeTalbHbBIE UCCAEN0BAHMUS.

Karouesnte caoea: BUOCOUTPLI, KOMIIBIOTCPHBLIC UI'Pbl, KOTHUTUBHBLIC ITPOLUCCChl, BHUMAaHUC, 3pUTCJILHOC BOC-
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This review is aimed at systematizing the results of empirical and meta-analytical work on the problem of the
influence of video games on cognitive processes. Psychology has accumulated a lot of facts indicating that com -
puter games have positive effects, but sometimes it is impossible to fix them. Analysis of the literature has shown
that video games have a positive effect on cognitive processes, but the size of this effect depends on the genre of
the game. There is a largest effect of puzzle-games and the “arcade” genre on spatial thinking. “Action”, “shoot -
er”, and “arcade” games have small but significant effects on some aspects of perceptual processing, as well as
“action” games have a strong positive effect on problem solving speed. The effects on executive functions were
small. A review of modern trends in gamification has shown that video games can be effective in teaching specific
professional skills, for example, in the field of medicine, and in the treatment of psychological disorders, in par -
ticular dementia. The effectiveness of videogames as a part of cognitive learning products has not been confirmed,
this area needs to be studied in more details. At the same time, only moderate video gaming is safe for develop -
ment. Studies show that excessive video game passion causes gaming addiction and negatively affects attention,
academic performance and emotional state.
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Beenenue

CtpemuTeabHas LUGPOBU3AIMS COBPEMEHHOI0 00111e-
CTBa OXBaTWJia MHOTHUE C(epbl YeTOBEYECKOM AeSITeIIBHO-
CTHU, KOMIIbIOTEPHbIE TEXHOJIOTMM CTaji HE TOJBbKO
MHCTPYMEHTaMU, ONOCPENYIOLIMMU NTO3HAHKE U OOLIEHUE
MEXIY JIIOABMHU, HO TAKXKE OIHUM U3 CITOCOOOB MPOBEIE-
Hug gocyra. B pamkax Haliero 063opa Mbl CpoOKycupyemcst
Ha OJHOM M3 HauboJiee IMOIYJISIPHBIX COBPEMEHHBIX CIIO-
CcO0OB BpeMSIpPOBOXIeHUSI — Buaeourpax. CTaTUCTHUKA
MOKa3bIBaeT, YTO 0OIllee YMCJIO T0Jb30BaTesIeii, Urparo-
IIMX B pa3iuyHble Bugeourpbl B 2023 r., mpeBbILIAeT
3 MwuIMapaa 4esioBeK; B 3TO YMCIIO BXOISAT KaK PECIOH-
JEHTBI, MOJb3YIOLIUECs MOOWIbHBIMU YCTPOMCTBAMU, TaK
U PECITIOHIEHTHI, UCMOJIb3YIOIIMNE TePCOHATbHbBIE KOMIThIO-
Tepbl U UTPOBble MpucTaBku [22]. Haubosnbiee pacrnpo-
CTpaHEHNE KOMIIbIOTEPHbBIC UIPhI MOJYYMIM B Pa3BUTHIX
cTtpaHax, Harpumep, B CILIA npolieHT B3pocyioro Hacee-
HUSI, UTPAIOLLETO B BUAEOUTPHI, TOCTUTAeT 65%, a MpOLIEHT
naeTeil u Moaoaexu 1o 18 et — 71% [8].

B nocnenHue necsatuieTsi BHEAPEHNUE HOBBIX TEXHOJIOTHA
CYILIECTBEHHO Mpeodpa3zoBanio chepy KOMIBIOTEPHbBIX WID,
Oylarogapst ToMy oHa o0OpeJia HoBble MaciuTaObl. Bumeourpot
CTajI He TOJIBKO pa3BJIeYeHUEM, HO TaKKe HOBOM ILIOIIA-
KOM U1 KOMMYHUMKALIMA U CPEACTBOM Pa3BUTUSI, TTOSIBUIKCH
HOBbIE >KaHpPhI, TaKKe Kak TepaneBruueckue [17; 41] u odpa
30BaTebHble UTpbl [15; 49], Urpsl B cocTaBe KOTHUTUBHBIX
TpeHuHroB [20; 21]. B cBsi3u ¢ atuM mnpobsema BIUSIHUS
BUICOUTD Ha MICUXUKY YeJI0BeKa CTasa MPUTITMBaTh BCe 00/
1ee BHUMaHUe uccienoBareneil. OnuH u3 HauboJjiee pas3pa-
OOTaHHBIX, HO TIPU 3TOM JUCKYCCMOHHBIX BOIIPOCOB B 3TOM
001aCTH — BJIMSIHYE BUACOMTD Ha MPOTEKaHE KOTHUTUBHBIX
MpOoLIECCOB. Pe3ysibTaThl MHOTOUMC/IEHHBIX SMITMPUYECKUX U
MeTaaHAJIMTUYECKKMX MCCIIENOBAHUIA ITOKA3bIBAIOT, YTO ITOJIY-
yaemble 3(pheKThl He BCeraa OJHO3HAYHBI, @ B HEKOTOPBIX
cayJasix ux TpyaHo 3adukcuponath [21; 33; 39; 43; 47]. Mbl
roJiaraeM, 4TO JEeTaJlbHOE PACCMOTPEHME MCCIIEIOBaHUIA,
MOCBSIIEHHBIX 3¢ deKTaM pa3IMYHbIX TUIIOB BUICOMIP Ha
KOTHMTUBHBIE TTPOLIECCHI, BKJIIOYAIOIIMX HE TOJBKO OTIENb-
HbIE SMITUPUYECKUE PabOThl, HO TAaKXKe METaaHATUTUIECKUE,
MOET BHECTH SICHOCTb B 3TOT BOIIPOC.

Knaccudukanusa sugeonrp
CylecTBYIOT pa3iM4yHble KaacCU(pUKAUUU KOMIIbIO-

TEPHBIX UIP, B HACTOsIlee BpeMsl HauboJiee IOIyJIsipHa
>KaHpoBast knaccudukanusi. KpaTko ocBeTUM O0COOEHHO-

CTU HEKOTOPBIX kaHpoB Buaeourp. [1o nanueim 2017 rona,
B CIIJA HauboJsblIee paclipoCTpaHEHUE TTOTYUMIN TaKKue
kaHpbl, Kak «LLyrep» (29%), «ka3yaibHble UTpbl» (28%) 1
«OkirH» (27%) [28]. Urpbl xaHpoB «lllytep» u «DKIIIH»
XapaKTepU3YyITCI TMHAMUYHOCTBIO, B HUX UTPOK MPEOI0-
JIeBaeT pa3JIMYHbIE MPEIMSTCTBUS U BCTYMAET B CPAXKEHUE C
Bparamu. OHU TPeOYIOT BLICOKOIi CTeNeH! KOHLEHTpaluu
BHUMAaHMUS M OBICTPBIX peaKInii Ha COOBITHSI, YTO BBI3bIBA-
€T YBJICYEHHOCTb U a3apT. «KazyajlbHble UTPBI» XapaKTepH-
3YIOTCSI TIPOCTOM CIOXKETHOM JIMHUEH W KOPOTKUMU UTPO-
BBIMU CECCHUSIMU, OHU TPUBJIEKATEIbHBI JUTS TOJIb30BaTE-
JIeil TeM, 4YTO He OTHUMAIOT MHOTO BPEMEHMU, a TaKXkKe TeM,
YTO MHOTWE W3 HUX JOCTYITHBI JIJIST UTPBI C MOOWMJIBHBIX
yCcTporicTB. Takke NOCTATOYHO TMOMYJISIPHBIMU SIBISIOTCS
UTPBI )KaHpa «ApKana». OHU UMEIOT TTPOCTOM CIOXET, HO B
HUX UTPOKY HEOOXOAMMO OBICTPO pearupoBaTh U MPUHU-
MaTh pellieHus. B cTparernyeckux urpax, Harpumep BOeH-
HBIX WIM 3KOHOMMYECKHUX, YCIIeX 3aBUCUT OT yMEHUs
dopMUpoBaTh Ty WIM WHYI0 CTpPaTEerdi0 W TaKTHUKY.
K «cumyngTopam» OTHOCATCS BUACOUTPHI, KOTOPbIE UMU-
TUPYIOT KaKylo-Iu00 NesATebHOCTb, HAlpUMeEp IOBCEl-
HEBHYIO XXM3Hb 4ejioBeka. B mpoluecce oOyueHUsT 4yacTo
WCTIONIB3YIOTCS «CEPhE3HBIE UTPBI», TIPETHA3HAYEHHBIC [T
OCBOCHUS HOBBIX 3HAaHUI U (hOPMUPOBAHUS HABBIKOB [1].

Kanposas knaccudukaius sBiseTcs HauboJjee pacnpo-
CTPaHEHHOI, MOHSTHOW U YIOOHOW B MCMOJIb30BAHUU KakK
pa3paboTuyrMKaM M UTPoKaM, TaK U MccaenoBatesisiM. Takxke
OHa JOCTaTOYHO ananTWBHA. B CBS3M CO CTpEeMUTETbHBIM
pacipeHreM cdepbl UTPOBBIX TEXHOJIOTUIA MOCIEAHUX JIET
>KaQHPBI CTATW 3a49aCTYI0 CMEIIUBATBCS MEXITy CO00i, TO3TO-
My TOSIBUJIACh HEOOXOMMMOCTh BBIIEICHUSI HOBBIX XaHPOB
WJIY K€ pa3ieieHrsl CYLIECTBYIOIIUX Ha MOABUIHI [3].

DKcnepuMeHTANIbHBIE HccaeaoBaHns ddekra
BH/ICOUTD

HccrnenoBanusi, HampaBieHHbIE HA WU3YYEHUE BIUSHUS
KOMITBIOTEPHBIX WUIP Ha KaKON-JIMOO TCHUXOJOTUYECKUI
rapameTp, MOXHO Pa3IeJUTh Ha ABa TUIIA B 3aBUCUMOCTU OT
crocoba aHanu3a JaHHbIX. [lepBhIil TN MccaeqoBaHUT —
rorepeyHble, B HUX 3Gh@EeKT BUACOUTP Ha ILIeJeBON mapa-
METp OLIEHUBAETCS IO BEJIUYMHE PA3TNUUS MEXITY TPYIIION
HUCTBITYEMbIX, KOTOpas 4acTO WIPaeT B KOMIIbIOTEPHBIE
WUTPBI, U TPYIIOW, KOTOopasi B HUX He urpaet. Bropoit pac-
MPOCTPAHEHHBI TUM UCCIEIOBAHUI HA3bIBAIOT WHTEPBEH-
LIMOHHBIMU UCCJIEIOBAHUSIMU. B HUX HCMBITYEeMBIX, KOTO-
pbIe B MOBCEAHEBHOM XW3HU HE CKJIOHHBI UTPATh B BUACOU-
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TPbI, ACJAT Ha IBE TPYIIbL: Y OJHON U3 HUX LIeJeBble Mapa-
METPbI U3MEPSIIOTCS 0 U TOCJE UTPhI, a Y IPYTOMl TPYIIIbI
OHU U3MEPSIOTCS 10 U MOc/e HEUTPaTbHOU NesTeIbHOCTH,
OTJIMYAIOIIENCS OT KOMITbIOTEpHON urpbl. B Takoro pona
HCCIEIOBAHUSIX CPABHUBAETCS CTETIEHb YJIy4IlIeHUsI HABbIKA
JI0 Y IIOCJIe BO3AEUCTBUS (MTPOBOTO U HEUTPATbHOIO) B KOH-
TPOJIbHOW U SKCIIEPUMEHTAIbHOM rpymmax [32].

Bansanue BHJICOUTI'D HA KOTHUTHUBHbIC NPOLECChI

Tor akT, 4TO KOMIBIOTEPHBIE UTPBI MOTYT SIBJISTHCS
HE TOJBKO CPEACTBOM BPEMSIPENPOBOXACHUS, HO TaKXKe
CPENCTBOM OOYYEHUS U PA3BUTHUS, UCCIIEIOBATEIN OTMEYa-
Jm eute B XX Beke [7]. UrpoBoii mpouecc TpeOyeT OT MoJib-
30BaTENIsl ODUEHTUPOBKU B CJIOKHOW Y U3HAYAIbHO HE3HA-
KOMOIi cpefie, BbIOOpa Hanbosiee afeKBATHBIX CUTYALIUSIM
CcTpaTeruii AecTBUM, MIPUHATUSL OBICTPBIX PELIEHUI; BCe
3TO OCYLIECTBJISIETCS 32 CYET CJAAXKEHHON pabOThl MHOTUX
KOTHUTHUBHBIX MPOLIECCOB.

W3yueHue BIUSHUS OMbITA B BUIEOUTPAX HA KOTHUTUB-
HbIE TIpoliecchl Hauanoch B 80-e romsl XX Beka [29] u ripo-
JIOJKaeTcsl B Hactosiiiee BpeMs. Ilanee Mbl NpuUBEaeM
0030p uccienoBaHuii 3p@HeKTOB pa3TUUHBIX TUIIOB BUIEO-
WUTP B OTHOLLIEHWU BHUMAHUSI, TPOCTPAHCTBEHHOIO BOC-
TIPUSITUST, MBITIUIEHUST, KPEATUBHOCTU U IPYTUX KOTHUTUB-
HBIX TTPOLIECCOB.

BI/I,I[eOI/II‘pr Pa3BJIeKATEJIbHbIX 2KAHPOB

3pume/tbnoe eocnpusimue U GHUMAaHue. B uccnenoBanu-
AX, MMOCBAILICHHBIX BIMAHWIO BUACOUTD PA3BJICKATCIbHBIX

>)KaHPOB HAa BHUMAaHUE, U3MEPSIIOTCS pa3IMuHbIe apame-
TPbI, HAIpUMEP CHOCOOHOCTh KOHIIEHTPUPOBATh BHUMA-
HUe€ Ha LieJIM U UITHOPUPOBATh OTBJeKawlne ¢pakTopsl [23;
25], CroCcoOHOCTb OTCJIEXMBATh HECKOJbKO HE3aBUCUMO
JIBUXYIIUXCS 00BEKTOB [24], cTOCOOHOCTH MPEOI0IeBaTh
3axBaT BHUMaHU [38] U MHOTHE Ipyrue.

HexoTopbie aBTOpbI 0OTMEYAIOT, UTO UTPBI 3KaHpa «DKIITH»
OKAa3bIBAIOT OCOOEHHO CWJIbHOE BJIMSIHUE Ha BHUMAaHUE U
MPOCTPAHCTBEHHOE BOCIIPUSTHE; ObUIO MTPOBEIECHO HECKOJIb-
KO CpaBHUTEJbHBIX UCCIeNOBaHUN 3(PGhEKTOB UTp XKaHpa
«DKIIH» ¢ UrpamMu Jpyrux KaHPOoB (UTPOI-roJ0BOJIOMKOMN
«Terpuc» U cUMyIATOpOM peasibHOM kKu3HU «The Sims»)
[20]. BuccnenoBanuu, npoBeaeHHoM L. I'pun u J1. baBesbe,
MPOBEPSIOCH, OYIET JIU OIBIT UTPHI BIUSATh HA pacrpeesie-
HUe BHUMAaHUS MEXIY LIeJIEBbIM CTUMYJIOM U TNepudepueii.
OT WCHBITYeMBIX TPeOOBAaTOCh MAaKCUMAaJIbHO OBICTPO U
TOYHO OIPENeINTb, KaKast U3 JBYX BO3MOXKHBIX (DOPM MHUILIE-
HM (KBaapaTHasi WM POMOOBUIHAS) MOSIBWIACH B OMHOM U3
LIECTU KPYTJIbIX PAMOK, PACIIOJIOXKEHHBIX B PA3HBIX YaCTSIX
9KpaHa. 3amada yCJIOXHSIACh TEM, YTO B KPYIJIBIX pamMKax
KpOMe IIeJIEBIX MOSBJSIUCH U ApyTue (PUTyphl, a TAKXE Ha
9KpaHe MPUCYTCTBOBAIA (PUTypa-AUCTPAKTOP, KOTOpas IO
¢opMe Morsia COOTBETCTBOBATh U HE COOTBETCTBOBATH LIEJIU
(puc. 1). T'eiiMepsl (MCTHBITyeMble, WUTPAIOIIAE€ MUHUMYM
3—4 pasa B Hezemo 3a TocienHrue 6 MecsieB) POIEMOH-
CTPUPOBAIU OOJIBIIYI0 BHUMATEIBbHOCTD IO CPABHEHUIO C HE
UTPAIOIIMMU UCTIBITYEMBIMU HE TOJIBKO B TEpUDEPUIECKOM,
HO Y B LIEHTPAJIbHOM 3peHuu [23].

HexkoTtopsble pe3yabTaThl BBIIENEPEUNCIESHHBIX IMITHU-
PUYECKUX UCCIIEAOBAHUI C TTOJTOXUTEIbHBIMU 3D deKTaMu
HalUIM TIOATBEPXIEHUS B METaaHAJIUTUYECKUX paboTax.
K. ITayspc u I1. Bpykc BbisiBWIM Hanuuue 3dpdexra urp
xxaHpa «IlyTep» B OTHOLIEHUN MEePLIENTUBHONK 00pabOTKU

C;ntral O(i® OD@ ©@.® ©%®
OOO OOO ®@@ ®@@

ge':ripheral OO® OO® @?@. @?)@‘
OOO OOO ®@® ©@®

Puc. 1. CtumynbHblit MaTepuan skenepumenTa L. I'pun u JI. baBenbe
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uHpopmauuu: Cohen’s d (koappuuuent d KosHa s
LIEHKHU pa3Mepa addekra) = ,45; 95% CI (noBepUTEIbHBI
uHtepBan) = [,17, ,72]; Z (OTKJIOHEHUE OT CPEJHEro 3Ha-
YeHUsl, BBIPaXXEHHOE B CTAaHAAPTHBIX OTKIOHEHM -
sax) = 3,19; p (ypoBeHb 3HaunMoctu) = ,001; k (konuue-
CTBO BMIIMpUYECKUX ucciaenoBaHuit) = 35; N (pasmep
BbIOOpKM) = 951. Urphl xXaHpa «DKIIH» HEe paccMaTprBa-
JIUCh B JaHHOK pabote. Takxke ObLT BbISIBIEH 3(DdeEKT
kaHpa «Apkana» (Cohen’s D = 42; 95% CI = [,23, ,61];
Z=427;p=,001; k=12; N = 518) u urp ¢ ucrnoyib30Ba-
HUEM COBpeMEeHHOI urpoBoii mpuctaBku «Wii» (Cohen’s
D = 1,72; 95% CI = [1,13, 2,32]; Z = 5,69; p = ,001;
k =1; N = 60), koTopasi I03BOJISIET [T0JIb30BATEJISIM YIIPaB-
JIATh CBOMMU TIEPCOHAXaMH B UTPE C MOMOIIbIO hu3nye-
CKUX NBWXEHUU. DPdeKTsl Apyrux XaHPOB WUTP ObLIU
He3HauuMbIMU [36]. Mertaananus b, beauy nokasai, 4o
Ha BHUMaHHWe Haubojee CUIbLHO BIWSUIM WTPHI KaHpa
«DkuH» (g (koaddunment g Xemxeca sl OLICHKU pas3-
Mepa spdekra) = 0,31; 95% CI = [0,14, 0,48]; df = 5.4,
p = ,005). Takxe HeOosblIOK 3(deKkT Habaogancs B
OTHOIIIEHUU TapaMeTpOB BOCHPUATHUS (CIIOCOOHOCTD
UIESHTU(UKALIMY LIeTU, 0OHAPYKEHUST U3MEHEHU, OTClIe-
KUBaHUSI HECKOJIBKMX OOBEKTOB, a TaKXke CITOCOOHOCTh K
nepudepuifHOMY 3PEHUIO), HO HE ObUIO OOHapyXKEHO
b dekTa B OTHOIIEHUM HABBIKOB MHOT03aauHOCTH [32].

Cropocmb pewenus 3ada4. OTBIT UTPBHI MOXET BIIUSITH
TakXe Ha CKOPOCTh MTPOTEKaHUSI KOTHUTUBHBIX TIPOIIECCOB
[24; 45]. B uccnemoBaHUU C MCIOJb30BAHUEM >XaHpa
«yrtep» «Medal of Honor», B KOTOpOM TOJIb30BaTE b
yIpaBisieT cojgatoM BTopoii MUpoOBOIi BOWHBI, OBLIO
BBISIBJICHO YBEJIMUEHKME CKOPOCTH PACTIO3HABAHUS KOJIMUE-
CTBa OOBEKTOB, MIPEICTaBICHHbBIX Ha 9KpaHe B CPABHEHUU
c urpoii «Terpuc» [24].

B kauecTBe OTIETHLHOTO MapaMeTpa CKOPOCTh PEIIeHUST
3a/1ay4 BblIessU1ach B MeTaaHaiuse b. benuy, B aToit pabote
ObLT OOHAPYXEH BbIpaxkeHHBIN 2(GHEKT B OTHOIIEHUU CKO-
pOCTH, Kak [JIsl MOIMepedyHbIx ucciegoBanuii (g = 0,61;
95% CI = [0,47; 0,76]; df = 31,5); TaK 1 UHTEPBEHLMOH-
HbIX (g = 0,54; 95% CI = [0,07; 1,00]; df = 2,2). OnHako
aBTOPBI TIPU3BIBAIOT OTHOCUTHCS K 3TUM pe3yJibTaTaM C
OCTOPOXKHOCTBIO, TTOCKOJIBKY YMCIIO MCCICIOBAHUI B WX
aHaynu3e 0bUTo HeOoIbIIUM [32].

IIpocmpancmeennoe moturenue. K npocTpaHCTBEHHO-
MY MBIIJIEHUIO OTHOCSIT CITIOCOOHOCTh OPUEHTUPOBATHCS B
MPOCTPAHCTBE, MBICJIEHHO BU3yaJU3UpPOBAaTh OOBEKTHI,
BpalllaTh WX, COCTABJISITh M3 HUX CJIOXHBIE TPOCTPaH-
CTBEHHbIE KOHUrypauuu [1].

B pa6ore C. Jle KacTenb ¢ KoyteramMu ObUIO MOKa3aHO,
YTO OIBITHBIE UTPOKU B 3D-BUICOUTPHI HE TIPEBOCXOIVIIN
HOBUMYKOB B IMPOCTPAHCTBEHHOM OOYYeHUHU U TaMsITH, HO
MPEBOCXOIUIN B CIIOCOOHOCTM YMCTBEHHOTO BpaIllEHUS
00beKkTOB. [Ipr 3TOM OMBIT BUACOUTP OOJIbIIE MOMOTAI
SKEHIIMHAM, 4eM My>XurHaM [ 16]. Heo6XonnMo OTMETHUTD,
4YTO HE BO BCEX IKCIEPUMEHTAX ObLT OOHApyKeH 3(PPeKT.
B uccaenosanun M. KysHeloBoii crnenuaibHO pa3pabo-
TaHHas WTpa BUPTYaJbHOUW pEaJIbHOCTU ISl Pa3BUTHUS
3PUTELHO-TIPOCTPAHCTBEHHOTO MBIIIUIEHUST HE oKa3asa
BJIMSIHUASI Ha CITOCOOHOCTh MBICJICHHO MaHUITYJIMPOBATh

00BEKTaMM B TIPOCTPAHCTBE Y YYAIIMXCST CPETHE IIIKOJIBI.
B pesynbraTte uUrphbl yBeamuuBanzach TOJbKO YBEPEHHOCTh
WCTIBITYEMBIX B TOM, YTO OHW MOTYT BBITIOJHSTH OIpejie-
JIEHHBIE MMPOCTPAHCTBEHHbBIE 3a1a4u [46].

Metaananu3 K. ITayspc u Il. Bpykc mokaszai, 4To
addexT BupeoUrp B OTHOIICHWM 3PUTETHHO-TPOCTPAH-
CTBEHHOTO MBIIIJICHUs HAOJIoMaeTcsl 17151 BCeX TUTIOB TP,
KpOMe TOHOK W CHOPTUBHBIX MTp. OQHAKO BEJIMYMHA
a¢dekTa BapbupoBaiach. HaUuOOJAbIIMK 3(PdeKkT HadII0-
npancs mias urp-nassios (Cohen’s D = ,84; 95% CI = [,63,
1,04]; Z = 8,43; p = ,001; k =10; N = 451), a Takxke cpef-
Huil o dexT mig urp xkanpa «Apkaga» (Cohen’s D = ,61;
95% CI1 = [,24, 98]; Z = 3,27; p = ,001; k =1; N = 126),
JUISL OCTAJIBHBIX KaHPOB 3(PdeKT ObL1 ci1abbiM [36]. B meTa-
ananuse b. beany acddext Buaeourp xanpa «DKIIH» Ha
MPOCTPAHCTBEHHOE MBIIIJIEHUE 0Ka3ajcs JOCTaTOYHO
BBIPaKEHHBIM, KaK JIJII UHTEPBEHIIMOHHBIX MCCIIEIOBAHU I
(g=0,45;95% C1=10,12, 0,77]; df =4,9; p=,017), Tak u
s nonepeuHsix (g = 0,75; 95% CI = [0,53, 0,98];
df = 14,5; p =,0001) [32].

Ynpaeaarwwue @ynxyuu. Ynpapnsomue (UCHOTHU-
TeTbHbIE) (DYHKIIMM — KOTHUTUBHBIE TTPOIIECCHI BHICIIIETO
TOpsIIKa, KOTOPhIE PEeTYJINPYIOT, KOHTPOJUPYIOT U yIIpaB-
JSI0T  0a30BBIMU ~ KOTHUTWUBHBIMM  TIPOIECCAMMU.
ConepXaHue 3TOTO KOHCTPYKTa BapbUPYETCsI, OJHAKO
OOJIBIITMHCTBO aBTOPOB CXOMSITCS Ha TOM, YTO K MCITOJTHU-
TEJTHHBIM (PYHKIIMSIM OTHOCSTCS: paboyvasi mamsiTh, BHUMa-
HME, KOTHUTUBHAS THOKOCTb, TOPMO3HBI KOHTPOJIb, TUIa-
HUPOBaHUE, MOUCK U KOPPEKIIMS OLIMOOK [4].

Cpenu mcciiefoBaHUN BIUSHUS KOMIBIOTEPHBIX UTD
Ha ynpapisonme GyHKIMM MOXHO HaWTH pabOTHI, B
KOTOPBIX U3y4ajoCh BIUSHUE OIbITa BUIEOUTP Ha KOTHM -
TUBHYIO TUOKOCTh [19], TopMO3HBII KOHTposb [34; 35],
CIOCOOHOCTh K OBICTPOMY TEPEKJIOYEHUI0 BHUMAaHUS
MexXay 3amadamu [26] u apyrue mapametpbl. HekoTopbie
aBTOPHI TMOJIATaloT, YTO BUIEOUTPHI CIIOCOOCTBYIOT pa3-
BUTHIO HaBBIKOB KOTHUTUBHOTO KOHTPOJIsI, OOecIieuynBa-
IOIIETO HaBBIK MHOT03aJa4HOCTU. B asKcrepuMeHTe
K. BapieTt ucnbITyeMbIM TIPEIbSBISIINCH OJHOBPEMEH -
HO 3aJ]au¥ pa3HbIX TUIIOB — Ha paboyvylo maMsTh, U30U -
paTeibHOE BHMMaHUE, CIIYXOBOE BOCIPUSITUE W NPYTHE.
B uTore OBIIO BBISIBIEHO, YTO HCHBITYEMbI€, KOTOpPBIE
UTpaJIM B KOMITBIOTEpPHBIE WUTPHI B TeueHue 18 MUHYT,
OKa3bIBAINChH 0OJiee YCIENTHbI, YeM HCIBITYyeMbIe KOH-
TPOJBHOW TPYIMbI, KOTOpble HCKaiu B WHTepHeTe
nHopManuio od apuanucneTyepax [44].

B Metaananuse K. ITayspc u I1. bpykc B oTHoIIeHUU
yopasisiionux GyHKIUA He ObLI0 0OHApYXKeHO OO0IIero
addexra [36]. Ho B pesynbraTax MeTaaHaau3a HabJIIoma-
I0TCSI TIPOTUBOPEYUSI, UISI UTP XaHpa «DKIITH» B pabore
1. BaHr ObL1 BBISIBJIEH YMEPEHHBIN 9 GHEKT B OTHOLIEHU N
yrpasisiionmx GyHkimii B miesom (Cohen’s d = 0,49; 95%
CI =10,15—0,83]) [10], B MmeTaaHanuze b. benuy HeOOIb-
masi BeJnyrMHa 3¢ dexTa oOHapyKeHa TOJBbKO B OTHOILIE-
HHMM KOTHUTUBHOTO TopMoxeHust (g = 0,31; 95% CI 0,07,
0,56]; df = 7,2; p=,02) [32].

Kpeamuenocms. B Tmipoliecce Wrpbl MoJIb30BaTeNN
pemaloT 3aJaud, KOTOPbIe 3a4acTylo SIBJISIIOTCS JJIT HUX
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HOBBIMM, aKTUBHO BOCIIPUHUMAIOT, ACHCTBYIOT U TIPUHU-
MAlOT pellleH!s B HEMPeaCKa3yeMO pa3BUBAIOIIUXCS CUTY-
anusix. Bce 3To MoXeT crmocoOCTBOBATh PAa3BUTUIO Kpea-
TUBHOCTH [7].

BnusiHue KOMIBIOTEPHBIX UTP Ha TBOPUYECKUE CITOCOO-
HOCTU MEHee U3YUYEeHO, YEM BIMSIHUE Ha 00II1Me KOTHUTUB-
Hble TMepeMeHHbIe, obecreuyrBalolre KOHBEPTeHTHbIE
npoiieccbl. TeM He MeHee, eCTb HEKOTOPOe KOJIUYECTBO
WHTEPECHBIX PabOT, YaCTh U3 KOTOPBIX MbI OCBETUM OoJjiee
noapo6Ho [27; 37; 49]. PesynbraThl padoThl JI. JIXKEKCOH ¢
coaBTopaMu [27] mokaszaiud, 4TO MPOMOJKUTEIbHOCTh
WUTPBI B Pa3IMUYHbIC BUACOUTPHI (CTTOPTUBHBIE UTPHI, UTPHI
C DJeMEHTaMM HAaCWJINSI, TOHKW M IpYrue) OKa3bIBaeT
MOJIOXKUTENbHBINA 3(DdEKT Ha MoKa3aTeJu KPeaTUBHOCTU
no uaMepeHusiM tecta ToppeHca [2]. Psaa uccienoBaHuit
TaK>Ke MOKa3all, UYTO €CTh PA3IMYMS MEXIY UTPaMU IO CTe-
MeHW BIUSIHUSI Ha KpeaTMBHOCTh. HeKoTopble WUTpBl CO
CJIOXHOI BUPTYaJIbHOW Cpenoii, BOBJIEKAIOIINE UTPOKOB B
pellleHe WHTEPECHbIX MHOTOYPOBHEBBIX 3a7ay, MOTYT
TMOBBICUTh TBOPYECKUI MOTEHIMAJ CUJIbHEE, YeM BUIEOU-
Tpbl APYTUX TUIIOB (HAIpUMep TOHKU Wiu 1yTepsl) [13].
K takuMm urpam oTHOCUTCS, HarpuMep, «Minecraft», B Heit
WUTPOKY TpeJiaraeTcsi peliuTb MHOXKECTBO Pa3JIUYHbBIX
3a/1a4: MMOCTPOUTH IOM, U3TOTOBUTH OPyAMe Tpyaa, J0OBITh
TOJIE3HbIE UCKOITaeMble U IPYTUX.

Kakue KorHUTMBHBIE MEXaHU3MBI MOTYT JIEXaTh B OCHO-
BE MOJYYEHHBIX IMOJOXUTEIbHBIX 3(h(HEKTOB KOMITBIOTEP-
HBIX UTP B OTHOIICHUY TBOpYecKoro MbluieHus? [To MHe-
HUIO HEKOTOPBIX aBTOPOB, OJHUM M3 MEXaHU3MOB, JieXKa-
11X B OCHOBE KPEATUBHOCTHU, SIBJISIETCS pachOKyCUPOBKa
BHUMaHUA [31]. [ToCKOJIbKY UTPOBBIE COOBITUS TPOUCXOIST
OTHOBPEMEHHO U BHE3AITHO B Pa3HbIX YACTSIX IKpaHa, TO y
WUTPOKa MOXET BO3HUKATh pac(hOoKyCHUpOBKAa BHUMAHUS, YTO
MOJIOXKUTEIbHO CKa3bIBaeTCs Ha KPeaTUBHOCTU. pyrum
BO3MOXHBIM MEXaHU3MOM MOXET ObITb pa3HooOpasue
BU3YaJIbHBIX U 3BYKOBBIX CTUMYJIOB, KOTOPOE, KaK MOKa3bl-
BAlOT UCCJICAOBAHMS, YBEIMUNBAET KOTHUTUBHYIO TUOKOCTh
B Mpolieccax TBOPYECKOTo MbllieHus [19].

Takum 06pa3oM, aHATU3 JIUTEPATYPHI B O0JIACTU BIUSI-
HUST KOMITBIOTEPHBIX UTP Ha KPEaTMBHOCTb IMOKa3ajl, YTO
JNaHHasi 00JIaCTh SIBJISIETCS TOCTATOYHO HOBOU U IMepCreK-
TUBHOM, HEe OBLTIO OOHAPYKEHO CUCTEMAaTUYECKUX 0030POB
U MeTaaHAJIUTUYECKUX pabOT MO NTaHHOW TEMe.

Obwgue 3¢hghexmot eudeouzp pazeaeKamenvHbIX HCAHPOB

Ha KO2HUMUGHbLe CHOCOOHOCMU

ITomumo 3¢ deKkToB BUACOUTP B OTHOLIEHUU OTIE/Ib-
HBIX KOTHUTUBHBIX (DYHKIIMI, MBI TakKe TTPOAHATU3UPO-
BaJIM JaHHbIE METaaHaIW30B C ILEJAbl0 OINpeneaeHus
addexTa BUICOUTP pa3HBIX XAHPOB Ha KOTHUTUBHYIO
cdepy B LIEJIOM.

7151 TOrO YTOOBI OLIEHUTH BIUSTHUE BUACOUTD B XKaHPE
«OKIIIH» Ha KOTHUTUBHBIE ciocoOHocTu b. beany ¢ kos-
JleTaMu TIPOBEJI METaaHAIMTUYECKOE HCCAeNOBaHuE, B
pe3yJbTaTe KOTOPOTO BBISIBUJI TIOJOXUTEIbHBIN CpeIHUN
addexT a1 nomnepeyHsIx ucciaenoBanuii (g = 0,55; 95%
CI 10,42, 0,68]; k = 194; m = 89; df = 24,6; p = ,0001) u
cnabwii addext (g = 0,34; 95% CI [0,09, 0,59]; k = 90;
m=22;df =5,6; p=,017) njig UHTEpBEHUMOHHBIX [32].

B metaananuse K. IMayspc u I1. bpykc oTaenpHO cun-
Tanuch obume 3h@EKTh IS Pa3IUYHbIX KaHPOB BUIEO-
urp. Pe3yabTaThl MOKa3auiu, 4To BCE TUITHI UTP OKA3bIBAIOT
HeOosblre 3¢ (GeKThl Ha KOTHUTUBHYIO chepy 3a UCKITIO-
YEHUEM UTDP JUIsl UTPOBOI mpucTaBku («Wii»), oka3biBaro-
mux Oonpiuve 3ddexThl. CTpaTerMueckrue U poJieBbIe
WPl OKa3bIBAJIM He3HAYMMBIA 3dekT [36] (tadi. 1)

OO0yyaronue urpbi

HoBasi MHoroo6ematomiass o6jacTb HCCleI0BaHUMI
KacaeTcs pa3paboTky OOydyaloliuX KOMIBIOTEPHBIX WP
(«cepbe3Hble UTPbI»), TMpeIHa3HAUYEHHBIX IS Pa3BUTHS
oTpe/ieIeHHBIX YUeOHBIX WK MPOo(eCcCUOHAIBHBIX HABBI-
KOB. DTO MOTYT OBITh HaBBIKM B O0JIACTM MaTeMaTUKH,
OuoJIOTMH, METUIIMHBI, MPEANPUHUMATEIbCTBA, BOXJIE-
HUS U Opyrux obnacTsax. «Cepbe3Hble UTPBI» UCITOTb3YIOT
HE TOJILKO JIJIsSI OOYyYeHUsI CTYIEHTOB Pa3JIMUHBIX CIEIN-
anpHocTei [14; 50] 1 MIKOTBHUKOB, HO U I€Te JOIIKOJIb-
Horo Bo3pacTa [49], W1 KOTOPBIX OCOOEHHO CJIOXHO CO3-
JIaTh MOTHUBAIIUIO CTAHAAPTHBIMU METOIAMU 00yJIeHUSI.

I[Tpumepom oOyvaloimieit Wrpel  SBJSIETCS UTpa
«Waker 2.0», pa3paboTaHHasi B UTIPOBOU JabopaTopuu
MaccauyceTcKoro TeXHoJaoTnueckoro uHctutyra T. Mapii
¢ kosuteramu [30]. «Waker 2.0» — 3To AByxMepHas urpa-
TOJIOBOJIOMKA, OJyiaromapsi KOTOpPO# ydariuecs Tyoxe
Y3HAIOT O MaTeMaTUYECKWX IMOHSTHUSX TepeMelleHUs] U
ckopocTtu. B Heil oT urpoka Tpedyercss KOHCTPyUpOBaTh
TPaeKTOPUM ITyTell HYXKHOTO HAKJIOHA W HaIpaBJeHUS,

Taonunoa 1

Pa3smepsi 2¢p¢eKTOB BUICOUTD PA3JINYHBIX JKAHPOB B OTHOIIEHHWN KOTHUTHBHBIX CIIOCOOHOCTEI,
BbigBieHHble B MeTaananu3e K. ITayapc, I1. Bpyke

JKanp urp! Koaddpuuuent JloBepurebHbIi YpoBenb Yucao ) Pasmep
Koana (d) unrepsai (CI) 3HAYMMOCTH (P) HCCIeIoBaHMI (K) BbIOOpKH (N)
Apkana 0,31 [0,20; 0,42] 0,001 59 2514
Iyrep 0,23 [0,07; 0,39] 0,005 61 2018
ITa33x1 (ne «TeTpuc») 0,31 [-0,001; 0,63] 0,051 23 923
Cnopt/copeBHOBaHMS 0,36 [0,13; 0,60] 0,003 9 366
Crparerusi/pojieBasi urpa 0,06 [-0,05; 0,18] 0,284 35 1334
«Terpuc» 0,28 [0,13; 0,44] 0,001 51 1507
Hrposas npucraska «Wii» 0,95 [0,66; 1,23] 0,001 20 684
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KOTOpPBIE TIO3BOJISIT €My TIPOABUHYTHCS 110 ocsiM X 1 Y Ha
OTIpEJICICHHOE PACCTOSTHUE W BBICOTY C OTIPEIeIEHHOM
ckopocThio [5]. Takke oOyvarolye Urpbl IPUMEHSIIOTCS B
MEIUIIMHCKOM 00pa3oBaHUM. MeTaaHaIn3 TloKa3as, 4YTo B
11e710M OHU 3((HEKTUBHBI, XOTSI HE ObLIO MOJYYeHO JOCTa-
TOYHO OOOCHOBAHHBIX TOKA3aTeJbCTB TOTO, YTO UX 3 (PeKT
BBIIIE, YeM 3P (EKT TPaTUIIMOHHBIX 00yJaIOINX METOIOB
o0yueHus [42]. [TpumepoM TaKoil UTPHI SBISIETCS MOOUJIb-
HOE TIPUJIOKEHWE BUPTYaTbHON pealbHOCTH, IMpeaHa3Ha-
YeHHOe I OOYYeHUs CTYICHTOB-MEACECTEep ICUXOMO-
TOPHBIM HaBbIKaM, HEOOXOIUMBIM ISl OBICTPOI CaHAIUK
TpaxeocToMbl [12]. B MeTaaHanuze, MpoBeIeHHOM Ha
22 WCCleNOBaHUSIX BIUSIHUS «CEPbE3HBIX» BUIECOUTD Ha
KOMITETEHTHOCTh MEJICECTEP OBUIO BBISIBIEHO, YTO MOI00-
HbI€ BUICOUTPHI MOBbIIAIU 3HaHUS (SMD (cTaHmapTusu-
poBaHHOe cpenHee pasiauume) = 1,30; 95% CI = [0,75,
1,86]) u HaBbeiku (SMD = 0,38; 95% CI = [0,17, 0,60]),
aHaJIM3 TIOATPYIIIT MoKa3asl, 9YTo 3P dEKT Urp MpeBOCXOIUT
3 dEKT TpaAULIMOHHBIX O0yJaroux MeToaoB [18]. Apyrast
Pa3HOBUIHOCTh «CE€PBE3HBIX» UTP, KOTOpasl MOSIBUIACh B
MOCJIeTHUE TOJIbI — O0YYaroIIre UTPhI, pa3BUBAIOIINE Kpe-
aTuBHOCTB. [IpoBepka nXx 3((HEKTUBHOCTU OCYIIECTBIISI-
JIach B OTAEJIbHBIX 9KCTIEPUMEHTATbHbBIX padoTax [37; 49] u
IoKa3ajia MoJIOXKHUTETbHbBIE Pe3yJIbTaThl.

Metaananus I1. Boytepc ¢ KosuieraMu mpoaeMOHCTPU-
poBaJl, 4TO, B LIeJIOM, OOyyJalollre Urpbl bosiee a(pPeKTUB-
HBI C TOYKU 3pEHMS] TIPUOOpPETeHUs 3HAHUII U HABBIKOB
(d =0,29; 95% CI = [0,17, 0,42]; p = 0,001; k = 77,
n = 5547), 4yeM TpaaUIIMOHHbIE METO/bI, OMHAKO HE ObLIO
O0OHapyXeHO J10Ka3aTeJIbCTB TOTO, YTO MTPOBBIE METOIbI
SIBJISIIOTCST 00Jie€ MOTUBUPYIOIITUMU.

Takum 00pa3oM, HKCIOAb30BaHKWE OOYYAIOIIMX WP
MO3BOJISIET yJaluMcs TIy0ke YCBOUThH MaTepuall, CBI3aTh
€ro C peaJbHOM XM3HbIO, IPUMEHSISI €ro Ha MpaKkThKe B
MMUTALIMOHHOM UTpoBOM mpolecce [50]. AHanu3 qutepa-
Typhl TaKXKe IOoKas3aj, 4YTo oOydeHUe C MCIOJIb30BaHUEM
«CEPBE3HBIX» UTP OKa3bIBaeTcs Hauboee 3(pHeKTUBHBIM B
TeX CJIyJasix, KOT/ia urpa JoToJTHIETCS IPYTUMU METOIaMU
00y4JeHus, HampuMep padboToii B rpymnmax [9].

TepaneBTUYECKHE UTPbI
B nocnennue roapl 1udpoBble UTPOBBIE TEXHOJOTUU

CTaJIu aKTUBHO MPUMEHSTHCS B TEPANIEBTUYECKUX LENSX, B
YAaCTHOCTU B ICUXUATPUU, C LIEJIbI0 KOPPEKTUPOBKU TICU-
XOCOILMAJIBHON W KOTHUTHUBHON cdep TMpU pasTuIHbIX
TMCUXUYECKUX paccTpoiicTBax. MccienqoBaHust Moka3biBa-
10T ux sacddexruBHocTh npu CIABI, paccTpoiicTBax ayTu-
CTUYECKOTO CIeKTpa, pacCTPOMCTBax MUIIEBOrO IMOBEIe-
HUS, TOCTTPAaBMAaTUYECKOM CTPECCE, PACCTPOUCTBAX IMO-
LIMOHAJIBHOTO KOHTPOJIS, IENPecCuu, IMU30(ppeHun, cia-
O6oymuu u ctapeHuu [48].

TToka3zaHo, YTO KOMITBIOTEPHBIE UTPHI YJIYyUYIIAalOT KOT-
uutuBHble GyHKUMKU (SMD: 0,34; 95% CI = [0,07, 0,61])
M YMEHBILAIOT BhIpaXKeHHOCTD Aernpeccuu (SMD: —0,131;
95% CI = [-1,85, —0,77]) y moneii ¢ gemeHuuein [41].
Taxxe, rediMuduUIIMpOBaHOE BO3ACHCTBUE MOXET OKa-
3aThCs MOJIE3HBIM I JIIOJEN, CTPaAalolUuX CUHAPOMOM
necdunra BHUManust/runiepaktuBHoctu (CIBI). ABTOpHI

OTMEUaloT, YTO HEKOTOPbIE UTPBI MOTYT Pa3BUTh YIIPABJIsI-
fomre GyHKIIMK U, KaK CJIeJICTBUE, U3BMEHUTH TTOBEIEHUE,
ycrieBaeMocTb 1 caMOKOHTpoib [ 11]. OgHako Okcdopackoe
ucciieqoBaHNEe ITTOKa3bIBaeT, 4YTO TpU (HOPMYJIUPOBKE
MOJOOHBIX BBIBOJOB HEOOXOMAMMO YUYUTHIBATH JOTOTHU-
TesbHble akTophl. B cBoem uccnenoanuu C. Ilau ctpe-
MWJICS BBISIBUTB, KakKasl JUIMTEIbHOCTh WTPOBBIX CECCUI
Oyzaet g neteil 7—8 neT moJsie3Ha, a Kakasi BpeaHa. bbuio
BBISIBJIEHO, YTO WCITBITYEMbIE, KOTOPbIE HE UTPAT B KOM-
MbIOTEPHBIE UTPBI, OKA3bIBATUCH 00JIee TUTIEPAKTUBHBIMH,
YeM HCITBITYeEMbIE, TIPOBOJISIIME 3a UTPOi | Yac Kaxkablid
neHb. [Ipy 3TOM exXelTHEeBHbIE UTPOBBIE CECCUM JITUTEIb-
HOCTbIO OoJjiee 3 YyacoB MPUBOJAMIIM K BBICOKOM CTereHU
runepakTuBHoctu [6; 40].

Takum obpa3zom, reiiMuduKanus B 00JaCTU Tepanuu
Pa3IMYHBIX KOTHUTUBHBIX HAPYIIEHNIT — TT0Ka ellle HOBOE
HampaBJieHWe, HYXIaIolIeecs] B CUCTeMaTUUeCKUX UCCIie-
JIOBAaHUSIX MTPOBBIX BO3IEUCTBUI M NIETAJIBHOM aHAU3e
3 HEKTOB.

Wrps1 A5 pa3BUTHS KOTHUTHBHBIX CIIOCOOHOCTEI

MaccoBblii MapKeTUHT TIPOAYKTOB JUII KOTHUTHBHOTO
00yueHUsT («TPEHUPOBKU MO3ra») ObUI 3aMyllleH B Hayaje
2000-x. KomnbioTepHOE KOTHUTUBHOE O0y4YeHUEe MpeICTaB-
JIIeT CO0OM CUCTeMATUUYECKYI0 MPAKTUKY PELICHUS KOM-
MbIOTEPU3UPOBAHHBIX 3a/1a4 C LEJbIO YIYYLIEHUST OMpe/e-
JIEHHBIX KOTHUTHUBHBIX CITOCOOHOCTEM, TaKWX, HArpuMep,
KaK namsiTb, BHUMaHUE WJIX CKOPOCTb 00pabOoTKU UHOOP-
Manuu. Kak mpaBuiio, B OOOHBIX KOTHUTUBHBIX TPEHWH-
rax TpedyeTcsi peryysipHO MOBTOPSITh OMHOOOPA3HbIE TPEHU-
POBOYHBIE UCITBITAHMS, YTO MOXKET BBI3bIBATH Y YeJloBeKa
CKyKY. [To3TOMY C 111610 MOBBIILIEHUS MOTUBALIUU U BOBJIE-
YEHHOCTU CTaJlid pa3padaThiBaTbCsl HOBBIE METOMBI C TPU-
MEHEHHEM KOMITbIOTEPHBIX UTPOBBIX TEXHOJOTHA [43].

Metaananus JIx. Bepmeup ¢ coaBTropamu, MpoOBeIeH-
HBII 10 49 MccenoBaHMsIM, TTOKa3all, YTO TeMUpUITUPO-
BaHHBIC TPEHUPOBOYHBIE 3aIJaHUST KA3aJMCh UCTIBITYEMbIM
6osee yBiekareabHbiMu (g = 0,72; 95% CI = [0,26, 1,19];
p = ,002), yeM OObIYHbIEC, TP DTOM WUTPOBbIE METOIbI B
TPEHUPOBOYHOM IPOLIECCE OKA3ATUCh TAKUMU XKe 3D dek-
TUBHBIMM, KaK HEUTpoBbie [43].

Taxkum 06pazoM, faHHas chepa MPUMEHEHUST KOMITbIO-
TEPHBIX UTP BCE ellle HYXIAeTcsl B JOIMOTHUTETbHBIX
uccienoBaHusgX. Takke NUCKYCCUOHHOW SIBJSIETCS MPO-
OysieMa TiepeHOCa HaBBIKOB, MPUOOPETEHHBIX B MTPOBBIX
KOMITBIOTEPHBIX TPEHUHTAX, B TOBCETHEBHYIO XU3Hb Ha
peajibHbIe 3a1a4uu.

BriBoapl

00630p KccieT0BaHU B 001aCTH BIUSIHUS KOMITbIOTEP-
HBIX UTP Ha KOTHUTUBHYIO chepy IMoKa3bIBaeT, 4To 3 deKT
CYIIIECTBYET, TIPU 3TOM pa3Hble XXaHPbl OKa3bIBAIOT pa3-
JIMYHOE BJIMSIHUE HAa KOTHUTUBHBbIE (DyHKIMM. B3sB BO
BHUMaHMWE JaHHbIE HECKOJbKUX MeTaaHAIUTUIECKUX
paboT, IpeCTaBICHHBIX B HallleM 0030pe, MbI MOXEM ClIe-
JIaTh BBIBOJL O TOM, UTO MPU PaCCMOTPEHUHN UTP pa3BiieKa-
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TeJIbHBIX KaHPOB HanuboJiee MOATBEPXKACHHBIMU SIBJISIOTCS
3¢ dEeKTH B OTHOIIEHUYN 3pUTEIBHOTO BOCTIPUSTHUS, BHU-
MaHUsl, MPOCTPAHCTBEHHBIX crlocoOHOCTei. bbiin oOHa-
PYyXeHbl (DaKThl, CBUIETEIbCTBYIOIIME O TOM, YTO HUIPHI
KaHpa «BOKIIH» CHOCOOCTBYIOT YBEIWYEHUIO CKOPOCTH
peieHus 3aaad. Hannuue addexkra BUuaeourp B OTHOILIIE-
HUU YIPaBJSIOMKNX (GYHKIIUN SIBJISIETCSI CIIOPHBIM, BEpO-
SITHO, OH CUJIBHO 3aBUCUT OT XXaHpa UTPbl U OT KOHKPET-
HOH ympapisiomeid ¢byHkuuu. s Toro 4rtoObl IeiaTh
JIOCTOBEPHBIE BBIBOJBI O BJIMSHUU BUACOUTD pa3BiieKa-
TEJIbHBIX XAaHPOB Ha KPEaTHUBHOCTb, IMOKAa HAKOIJIEHO
HEIOCTaTOYHO JaHHBIX, TEM HE MEHee, €CTh OTHeJIbHbIe
SMIIUPUYECKUE PAOOTHI C MOJOXKUTEIbHBIMU PE3YJIbTaTa-
MU, YTO IO3BOJSIET TOBOPUTH O OOJBLIMX MEPCIEKTUBAX
9TOTO HaMpaBIE€HUS WUCCIEIOBAHUNA. AHAIU3 HAYYHBIX
paboT Mmokasa, yTo obyJarolue U 00pa3oBaTeIbHbIE UTPHI
B LIEJIOM IIOJIE3HBI C TOYKU 3PEHUST 00Y4YeHUsI, OMHAKO Ha
BOIMPOC O TOM, SIBJISIOTCS JIU OHU 00Jiee MOTUBUPYIOIIIUMH,
YeM TPaJULIMOHHbIE METOMIBI 00YUYEeHUS, TTIOKA HEJIb3s5I OTBE-
TUTHh OJHO3HAYHO, MOCKOJIBKY HaOJIIOJAIOTCSI TPOTUBOpPE-
yus B pe3yabTatax padoT. Urpel, pazpaboTaHHBIE C LEIbIO
Tepanuy pa3IuyHbIX HaApYIIEHUN U pacCTPONCTB, UMEIOT
XOPOIIWIA MOTEHIIMAT KaK JUAarHOCTUYECKME U Pa3BUBAIO-
1K€ MCUXOJIOTMYECKIE UHCTPYMEHTHI, OTHAKO HA JAHHBIN
MOMEHT B JOCTAaTOYHOU CTEMeHU TMOATBEPXKIAECHHBIMU

SIBIISIIOTCS TOJBKO 3(G(GEeKThl B OTHOIICHUM TepaItuu
IeMEHIMW W KOTHUTWUBHBIX HAPYIIEHWH V ITOXWIIBIX
moaeit. DHEHEKTUBHOCTh MCIIOJAb30BAHUSI UTP B COCTaBe
MMPOAYKTOB IIJIT KOTHUTHUBHOTO OOyYeHMs HA CETOMHSIII-
HUI IeHb He UMEET TOCTATOYHO ITOATBEPXKIACHUI 1 Hy>K1a-
eTcs B 0oJiee AeTaabHbBIX UCCIIeIOBAHMUSIX.

3akio4yeHue

Takum oOpa3oM, aHaIU3 HAYYHBIX paOOT MOKA3bIBAET,
YTO BUACOUTPHI MOTEHLIMATBHO TOJE3HbI IS Pa3BUTHUS
HEKOTOPBIX KOTHUTUBHBIX (DYHKIIWI, OOyUdeHMS U Teparu
HEKOTOPBbIX KOTHUTUBHBIX HapylleHuid. OqHaKo uMeeTcs
MHOXECTBO CBUAETEJIBbCTB TOrO, YTO UYpe3MepHasl yBJICYEeH-
HOCTb BUJIEOUTPAMU OTPULIATEIbHO CKA3bIBAETCS HA MOKa-
3aTeJsisiX BHUMAHUS, YCIIEBAEMOCTH, a TAKXKE SMOLIMOHAJb-
HOM cocTosTHUM [6]. [To3TOMY MepCcreKTUBHBIM HalpasJie-
HUEM JUId JaJbHENIIUX UCCIAENOBAaHUM B 3TOW 00sacTu
MOXET OBITh U3YY€HME TOrO, Kak OymyT pa3auyaTbCs
3G deKThl BUACOUTP HA KOTHUTUBHBIE CTOCOOHOCTH B CJTy-
yae HaJIMYns UTPOBOW 3aBUCUMOCTHU U MPU €€ OTCYTCTBUU,
a TakXke ONpenesieHUEe YacTOThl U MPOJOJIKUTEIbHOCTU
UTPOBBIX CECCUIA, MPU KOTOPBIX MOJOXKUTEIbHBIN 3 dHEKT
OyneT MaKCHUMabHBIM.
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