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Pe3tome

KonTekeT n akTyaspHOCTh. HaBBIKM perreHUs Tpo0JieM paccMaTpUBAIOTCS B IICMXOJIOTUM M TTeAaroruke Kak KiTio-
yeBBle KoMmeTeHIIMU XXI Beka, He0OXOMMMBIE TSI YCIIEITHOM aganTaluy B MpogeCCUOHATBHOM U COIIMaIbHOM
cpene. C pocTOM MOITyASIPHOCTY BUAEOUTP CPEAU MOJIOIEKHU YCUITMBAETCSI MHTEPEC MCCIenoBaTeNel K UX MOTeH-
Majay Kak MHCTPYMEHTA pa3BUTHSI KOTHUTUBHBIX M COIIMAIbHBIX HaBBIKOB. Ileas. HacTosmmit 0630p HampasieH
Ha CHCTeMaTU3allii0 3MITUPUUECKHNX TaHHBIX O B3aMMOCBSI3M MEXIY BUICOUTPAMU M Pa3BUTHEM HaBBIKOB pellle-
HUSI TIPO0OJIEM Y TTOIPOCTKOB U MOJIOABIX B3POCIIBIX, a TAKKE Ha BBISIBJICHHUE (PaKTOPOB, OIpeAeISIommnX 3 GeKTUB-
HOCTh 3TOTO BIMSHUS. MeToapl U MaTepualbl. [IpoBeleH aHAIUTHYECKUIT 0030p COBPEMEHHBIX 3apyOesKHBIX U
POCCUICKUX ITyOJUKAINIA, BKITIOYAIOIINX JIOHTUTIOMHBIC, 3KCIIEpPUMEHTAIBHBIC M KPOCC-KYJIBTYPHBIC HCCIIeI0BA-
HUs. B paccMoTpeHre BOIIIN paboTHI, IIOCBSIIEHHBIC PAa3IMYHBIM XXaHpaM BUIEOUTP, KOTHUTUBHBIM 1 COLIMATb-
HBIM acCIIeKTaM pellleHus po0jIeM, a TaKKe aHAJIN3y WHANBUIYAJbHBIX 1 KOJIJIa0OpAaTUBHBIX (POPM UTPOBOI mesI-
TeabHOCTU. Pe3yabraThl. JlaHHBIC TTOKA3BIBAIOT, YTO BUACOUTPHI CTPATETMUECKOTO, UCCIIEI0BATEILCKOTO U 00pa3o-
BaTEJIbHOTO XapaKTepa CIIOCOOCTBYIOT Pa3BUTHIO MCIIOJTHUTEIBHBIX (PYHKIINI, KPUTUIECKOTO MBIIIJICHUS 1 KOT-
HUTHUBHOU TMOKOCTU. Y MOIPOCTKOB 3a(PMKCUPOBAHBI ITOJOXUTEIbHBIC 2((hEKTH B aKaIeMUISCKON ycIieBaeMo-
CTU ¥ KOTHUTUBHBIX CTPATErWsIX OJaromapsi BOBJICUCHUIO B IPOOJIEMHO-OPUEHTUPOBAHHBIC UTPHL. Y MOJIOIBIX
B3POCIIBIX TTOJIOXUTEIbHBIC 3 (MEKTHI TIPOSBISIOTCS IIPU MOTPYKEHUH B CJIOXKHBIE IMMEPCHUBHBIC UTPOBBIC CPEIIbI,
TpeOyIolINe TUIAaHUPOBaHUS M aHann3a. BeiBoabl. BumeonTpbl MOTYT paccMaTpMBaThCsI KaK MHCTPYMEHT TPEHM-
POBKYM HaBBIKOB PEIICHUS IIPOOJIeM TIPH YCIOBUU OCO3HAHHOTO BRIOOpPA XXaHpa U OpraHU3allMi UTPOBOTO OITHITA.
[MomyyeHHBIE pe3yNbTaThl MOTYCPKUBAIOT BasKHOE 3HAUCHNWE MHTETPALIMM UTPOBBIX MPAKTUK B 00pa30BaTeIHHYIO
cpemy, CITOCOOCTBYIOIIYIO Pa3BUTHIO HABBIKOB PEIICHUS IIPOOIIEM.
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B3pOCIIBIE, COBMECTHasl J€ATeJbHOCTb, KOTHUTHBHOE Da3BUTHE
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Abstract

Context and relevance. In psychology and pedagogy, problem-solving skills are regarded as core competencies of the
21st century, essential for successful adaptation in both professional and social contexts. With the increasing popular-
ity of video games among youth, researchers have shown growing interest in their potential as a tool for developing
cognitive and social skills. Objective. This review aims to systematize empirical findings on the relationship between
video games and the development of problem-solving skills in adolescents and young adults, as well as to identify the

© Toxkapuyk F0.A., AreeB H./., Tokapuyk A.M., 2025 ‘@ DS
CCBY-NC
135



Tokapuyk I0.A., AreeB H.A., Tokapuyk A.M. (2025).
Hasrpiku pemienus npo6ieM y TOAPOCTKOB
U MOJIOZIBIX B3POCJIbIX, YBIECKAIOLIUXCS BUAEOUTPAMU

CoBpeMeHHas 3apy0eskHasi ICUXOJIOTHS,
14(4), 135—145.

Tokarchuk Yu.A., Ageev N.Ya., Tokarchuk A.M. (2025).
Problem-solving skills in adolescents and young

adults engaged in video gaming

Journal of Modern Foreign Psychology,

14(4), 135—145.

factors that determine the effectiveness of this influence. Methods and materials. An analytical review of contempo-
rary international and Russian publications was conducted, covering longitudinal, experimental, and cross-cultural
studies. The review included research on different genres of video games, the cognitive and social dimensions of
problem-solving, and analyses of both individual and collaborative forms of gameplay. Results. Findings indicate that
strategic, exploratory, and educational games foster the development of executive functions, critical thinking, and
cognitive flexibility. Among adolescents, positive effects on academic achievement and cognitive strategies have been
observed through engagement with problem-oriented games. In young adults, beneficial outcomes are most pro-
nounced in immersive gaming environments that require planning, analysis, and adaptive decision-making.
Conclusions. Video games may be considered a viable tool for training problem-solving skills, provided that the
choice of genre and the organization of gameplay are intentional. The results highlight the importance of integrating
game-based practices into educational settings, where they can serve as safe cognitive training environments and
contribute to the development of problem-solving skills.

Keywords: video games, problem-solving skills, adolescents, young adults, cooperative problem solving, educational
games
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BBenenne

Haswixku pemenust podsiem (problem-solving skills) B
IIUPOKOM CMBICTIE OIPENeNSIIOTCSI KaK CIIOCOOHOCTh
CIIPABJISITHCS C TPYAHOCTSIMU U JIOCTUTATD 1I€JIM B CUTYallU-
SIX, TI€ OTCYTCTBYET OUEBUIHOE perieHre. B KOrHUTUBHOIM
TICUXOJIOTUU PpellleHue IMpodJieM paccMaTpuBaeTcsl Kak
BHYTPEHHUI, LIeJIeHATIPaBICHHBIN TIPOLIeCC TTPUMEHEHMS
U TipeoOpa3oBaHUsl 3HAHUM, B 3HAYUTEJBHON Mepe 3aBU-
CAIIMI OT TIPEAIIECTBYIONIETO OMbITa W YPOBHSI 3HAHUI
uHauBuna (Emihovich, Roque, Mason, 2020).
INemarornyeckue TMOAXOABI TAaKXKe aKIIEHTUPYIOT BHUMAa-
HUe Ha 3TuX yMeHusix. Tak, B [IporpamMmme MexxmayHapom-
Hoit omenku y4vamuxcs (PISA), peamusyemoit ODCP,
perieHre TpodJieM TPAKTYeTCsl KaK CIIOCOOHOCTD IITKOJb-
HUKOB TIOHUMATh M pa3peliaTh HOBbIE TTPOOJIEMHBIE CUTY-
alluy TIOCPEJICTBOM PACCYXACHUU M CaMOPETYJIUPYEeMbIX
ctpareruii. [lomoOHbBIE HABBIKM M YMEHUSI paccMaTpuBa-
I0TCS Kak KJitoueBble KoMmneTeHmu XXI Beka, HeoOxoau-
MbI€ TSI YCIIeITHOU TTPoheCCUOHANIbHON e TETbHOCTA 1
MOJIHOLIEHHOH Xu3Hu (Spires et al., 2011).

C OBICTPBIM POCTOM TIOMYJISIPHOCTH BUIIEOUTP KaK Mac-
coBOli (DOPMBI JOCYra W pa3BICUYECHUS CPEAU MOJIONEXKU
HCCJeIoBaTeIM BCE 4alle 3aJaloTCs BOMPOCOM O TOM,
KakuM 00pa3oM WTrpoBas AeSITeTbHOCTh MOXET CIoCco0-
CTBOBATh PA3BUTUIO HABBIKOB pellieHUs mpodsieM. B oTiu-
4Yre OT TACCUBHBIX (hDOPM Mena, BUJEOUTPHI HOCST UHTE-
PaKTUBHBII XapaKTep 1 4acTO TPEOYIOT OT UTPOKOB aKTHUB-
HOTO pelleHus 3a1a4, pa3padOTKU CTpaTeTuii U aianTaiun
K CJIOXXHBIM 33JaHUSIM B BUPTYaJIbHOU cpene. DTo 00ycIio-
BWJIO BBIIBUXKEHUE TUTTOTE3bI O TOM, UTO KAUECTBEHHO pa3-
paboTaHHBIE UTPHI MOTYT BBITIOJNHSATH (DYHKIIUIO CBOEO-
Opa3HbIX TPEHAXepPOB MO PAa3BUTHUIO HABBIKOB PEIICHUS
npo6iaem (Emihovich, Roque, Mason, 2020; Adachi,
Willoughby, 2013). HekoTopble aBTOPBI IaXe YTBEPXKIAIOT,
YTO BUJCOUTPHI BOTUIOMIAIOT B cebe 3(hheKTUBHbBIE MTPUH-
LUTTBI OOYYEeHUST ¥ CTIOCOOCTBYIOT (DOPMUPOBAHUIO COOT-
BETCTBYIOIINX HABBIKOB 3a CUET CUCTEeMATMUECKOU TpaK-
TUKW TIPEOJOJEHUS UrpoBbIX TpyaHocTel (Adachi,

Willoughby, 2013). B 10 Xe BpeMs1 ucclieqoBaHUsI COmep-
JKaT IMPeIoCTePeXXeHUsI O TOM, UTO He BCE MTPhI 00J1agaioT
KOTHUTHUBHBIM MOTEHIIMATIOM, a SMIIMPUYECKUE TaHHBIC O
MepeHOCe HaBBIKOB U3 UTPOBOTO OIbITA B PEaTbHbBIC K13~
HEHHBIE CUTYyallMM OCTAlOTCSI HEOAHO3HAUYHBIMU. B KOH-
TEKCT€ BJWSHUS BUIACOUTP HAa KOTHUTHUBHOE Da3BUTHUE
CYIIECTBYET HEMaJaoe KOJUYECTBO IPOTUBOPEYMIT —
HCCIIeI0BaTe N MIPUXOIST K BEIBOAY: HECMOTPSI Ha TO, UTO
BUJICOUTPBI MOTYT CTAHOBUTCS IIPUYMHOM TPYIHOCTEM C
NPOU3BOJIBHOM KOHILIEHTpAallMeli BHUMAHMUS U, KaK CJIeI-
CTBUE, Pa3BUTUS KIUIIOBOTO MBIIIUICHUS, OHU MOTYT OBbITh
CPEACTBOM Pa3BUTHS MHOIMX KOTHUTUBHBIX (DYHKIIMI,
TaKMX KaK MBIIUICHUE, TaMsITh, CCHCOMOTOPHAsT KOOP/IH-
Hauus u T. 1. (AreeB u ap., 2023). B KoHTeKCcTe BIUSIHUS
BUICOUTP HA SMOLIMOHAILHOE Pa3BUTHUE CYIIECTBYET JBE
AHTAaTOHMCTUYECKUE TTO3ULIMU: OJHA YacThb MCCJeIoBaTe-
JIel CUMTaloT, YTO HabJalogaeMoe BUACOUTPOBOE HACUJIME
MOXET CTAHOBUTHCI MPUUYMHON arpeccum B peajlbHOU
KM3HU, a CaMM BHUJICOMIPHI CIOCOOCTBYIOT CHIDKEHUIO
SMOILIMOHAJIBHOM CaMOPEryIsiiud ¥ BO3HUKHOBEHMIO
HeraTuBHBIX 3MouMii (Bushman, Anderson, 2023); apyras
yacThb MCClIeIoBaTeIeil yTBEpXKIaloT, YTO HaOIomaeMoe
BUICOUTPOBOE HACWJIME MOXKET 0Ka3aTh BIMSHUE TOJIbKO B
cIyJyae OIpeAe/IeHHBIX COLMAIbHBIX (haKTOPOB 1 BUIEOM-
IPBl MOTYT CIIOCOOCTBOBAaTb PAa3BUTHIO 3MOLIMOHAIBLHOM
camoperyasuun u ammarun (Garcia, Ferguson, Wang,
2022; Devilly et al., 2023). Ha naHHBII1 MOMEHT 00€ 031~
LIMM aKTyaJIbHBI, XOTS B paMKaX BTOPOI yxKe IPOBEICHBI
JIOHTUTIONHBIE MCCJIEIOBaHUs, OIPOBEPraioliue IMepByIO
(Krause, Smyth, Jensen, 2020; Garcia, Ferguson, Wang,
2022; Lacko, Machackova, Smahel, 2024).

YyuteiBass NPOTUBOPEUMBHIC TEHACHIIMM B OLIEHKE
3 (HEKTOB BUIECOUTP, MHOTHUE MCCEAOBATENIN CTPEMSITCS
CY3UTh MPEAMET CBOETO aHaJIN3a 10 CBSI3U 00Jiee KOHKPET-
HBIX TIPOLIECCOB WMJIM HABBIKOB C BUAeourpamu. B 3Toit
CBSI3M OCOOBI MHTEpeC MPEeACTaBISIOT HAaBBIKA PEIICHUS
MMpo0JIeM, OXBAaThIBAIOIIME LICJBIN PsI MCIIOIHUTEIbHBIX
(yHKIIMI, TaKUX KaK IJIAaHUPOBaHUE, TOCTAHOBKA U MPO-
BepKa TUIOTE3, CTpaTerusi U OpraHu3alusi, KOHTPOJIb U
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OIllEHKa, KOTOPbIe KPUTUYECKM BaXKHBI IUISI MPodeccro-
HaJIbHOW U TTOBCETHEBHOW XW3HU.

B paHHUX ucciaenoBaHUSX B 3TOM 0OJgacTU aenancs
aKIeHT B OCHOBHOM Ha TIOTEHIIMAJIbHBIX HETaTMBHBIX
TTOCJIEICTBUSIX BUICOUTP, HATIPUMED, arpecCuu WJIM UTPO-
BOI 3aBUCHMOCTH, B TO BpeMsI Kak pabOThI IMOCIEAHUX JIeT
COCPEIOTOUYEHBI OOJIBIIIE Ha TIOJIOKUTETbHBIX KOTHUTUBHBIX
addekTax, OKa3bIBAEMbIX CJIIOXHBIMU BUICOUTPAMMU.
B uacTHOCTH, «cephe3HbIe BUACOUTPBI» YACTO 3a1al0T UTPO-
KaM 3a/laui C OTKPBITBIM PEIlIeHWEM U CIOXHBIMM CTpaTe-
TMYECKUMU TUJIEMMaMM, YTO MOXKET CITOCOOCTBOBATh pas-
BUTHIO HaBBIKOB PEIIEHNS TTPOOJIEM U MPUHSITHS pEIICHUT.

Mopnenb pemieHust rnpobiaeM mnpeactasieHa I. Iloita
(IToita, 2010) u BKIIIOYAET B ce0s1: MOHUMAaHKE MPOOIEMBI,
pa3paboTKy TUIaHa pelIeHusT MPOOJIeMbl, BBITTOJTHEHUE
TU1aHa ¥ npoBepKy peuieHus. s achbeKTuBHOro pa3Bu-
THSI JAHHOTO HaBbIKA BaxkHA PeryJisipHasi TpakThKa B 0e3-
omacHoit cpege (Lu, Xie, 2024). Psgn wuccinenoBaTeneit
MOJIaraloT, YTO BUACOUTPHI MMEIOT OOJBIION MOTEHIIMAI
JUTSI pa3BUTHST HaBbIKa pelIeHUs MpobJieM, TaK KaK B HUX
BO3MOXHa Oe3omacHasi TPEeHUPOBKA 3TOrO0 HaBbIKa 0e3
MoCJeACTBUIM B peanbHOUl xu3HuU (Sourmelis, loannou,
Zaphiris, 2017; Erstad, Kjallander, Jarvela, 2021). B cBoeii
padore H.A. [daiio ¢ komreramu (Dayo, Alvi, Asad, 2020)
TakXe MPUXOAAT K BBIBOAY, UTO CTPYKTypa M MeXaHWKa
BUJIEOUTPBHI OYEHb CXOXU C MOJEJbI0, TPEeIIOXEHHON
. Tlonua, 4To MO3BOJSIET TpeHUpPOBaThb Bce 4 acrekra
HaBBbIKA PEIIeHUsT TPoOJIeM.

Llenpto maHHOTO 0030pa SIBSIETCS CUCTeMaTU3alUsl U
aHaJIM3 HAyYHBIX paboT, TTOCBSIIIEHHBIX B3aMOCBSI3U BUIIE-
OUTP W HABBIKOB pEIlIeHMs TTPOOJIEM, a TaKKe BBISIBJICHUE
OCHOBHBIX (DaKTOPOB, KOTOPBIE MOTYT YCUJIMBATh UJIU OCJIa-
OJ151Th 9TO BIMsIHUE. B 11eJ10M, pacCMOTpEeHHbIE HAMU UCCJIe-
JIOBaHUST CBUIIETEILCTBYIOT O TOM, UTO OTpeAeICHHbBIC BUIbI
WTPOBOTO OIBITA CBSI3AHBI C YJIy4IlIEHMEM HaBBIKOB pellie-
HUS TIPO0JIEM, KaK B IMOAPOCTKOBOM, TaK U B IOHOIIECKOM

Bospacte. OHAKO CWIa 3TOW B3aMMOCBSI3U BapbUpYeTCs B
3aBUCUMOCTH OT JKaHpa MTPbl, KOHTEKCTAa UTPOBOI aKTUB-
HOCTH 1 METOJIOB U3MEPEHMSI; KPOME TOTO, He BCE UCCIIeN0-
BaHUs (PUKCUPYIOT MOJOXKUTEIbHBIE dPDEKTHI.

CucteMaTU3UPOBAHHbBIN TMTOUCK JTUTEPATYPhl ObLT TIPO-
BeleH 1o 6a3zaMm Web of Science, Scopus, Google Scholar,
PUHL B nepuon c 2005 mo 2025 rr. Mcnoab3oBanuch
TOMCKOBBIE 3alpoChl Ha aHTJIMICKOM $I3bIKe «video
games», «digital games», «problem solving», «problem-
solving skills», «adolescents», «young adults» 1 ux pyccko-
SI3BIYHBIE AHAJIOTU «BUICOUTPBI», <«IIU(MPOBBIE WTPHI»,
«KOMITBIOTEPHBIE UTPBI», «PEIIeHUe MPOOIeM», «HABBIKU
penieHust TpodieM», «KOTHUTUBHBIE HABBIKW», «ITOIPOCT-
KW», «MOJIOAbIE B3POCIbIE», <«IOHOIIN», <«COBMECTHOE
pellieHUe 3amad», <«UCTOJHUTEIbHbIE (YHKIIUW».
Bxirouanuck sMnmpuieckue UccieoBaHus 1 MeTaaHaM -
TUYECKME 0030phl HA OCHOBE IMITUPUUYECKUX MCCIIeI0Ba-
HUI BUIEOUTP B KOHTEKCTE HABBHIKOB PEIIEHUST TIPOOJIeM,
IJie BO3PacT BIOOPKU cocTaBiisii 12—25 jieT. YUuThIBaIucCh
TOJIbKO Hay4YHBIE ITyOTMKAIIMUA B PELIEH3UPYEMbBIX KypHa-
nax. Mckimoyanuch TeopeTUvecKue CTaTbh, MaTepuaibl
KOH((epeHIuii, AUccepTalvu, TJaBbl KHUT, UCCIeTOBAHUS
3aBUCHUMOCTEM, pabOThl 0e3 M3MepuTesiell KOTHUTUBHBIX
HaBbBIKOB. OTOOp JuTepaTyphl MPOXOAWT B JBa 3Tara:
CKPUHUHT Ha3BaHWI M aHHOTAIIWIT U YTEHUE ITOJTHOTO TeK-
CcTa HayyHbIX Tybnaukanuii. Becero mumeHTUdULIMPOBAHO
512 crareii. [Tocne uckioyeHus nyoaukaton (48) u oT60-
pa T0 Ha3BaHMSAM/aHHOTALMSIM (oTcessHO 427 pabot, He
COOTBETCTBYIOIIMX KPUTEPUSIM) [JIsI TIOJTHOTO aHaau3a
octanuch 34 ctatbu. VI3 HUX 9 ObUIM UCKITIOYEHBI (HATIpU-
Mep, M3-3a HEJOCTaTOYHON BBIOOPKU WJIM OTCYTCTBUSI
JIAHHBIX TI0 HaBBIKAM peIlleHusT TpobsieM). B uTOroBbIii
KAUeCTBEHHbI CHUHTE3 BKJIOUEHO 25 HCCICAOBAHUM.
O0001IeHHe AMITMPUUYECKUX MCCAEAO0BAaHUN MO XXaHpam,
TUTIAaM BUJIEOUTP U KOMITOHEHTaM HaBBIKOB PEIIEHUS TTPO-
0J1eM mpeacTaBieHo B Tad. 1.

Ta6auua 1

O0001menne uccien0BaHMil O JKAHPY, TUITY BHACOUTD U HABBIKAM PelIeHuUs MpoodieM
Summary of studies by video game genre, type and problem-solving skills

ABTopbI HCcaenoBanus /

Study authors Beioopka / Participants

ZKanp / Tun Buneourp /
Genre / type of video games

Hasbiku peneHus npod.iem /
Problem-solving skills

T'aBpunosa, E.B.,

Ienenena, E.A., Banyesa, E.A.,
XycnyrouHoBa, M.P. (2023) /
Gavrilova, E.V., Shepeleva, E.A.,
Valueva, E.A.,

Khusnutdinova, M.R. (2023).

N = 189. O6yuaroniuecs
5—6 KJ1accoB B BO3pacTe
ot 10 mo 12 et /

N = 189. Students in
grades 5—6 aged 10 to
12 years

«Cepbe3Hasi» Buaeourpa /
«Serious» video game

CoBMeCTHOE UTPOBOE PELIeHUE TIPO-
6JieM, COBMECTHOE TUITaHUPOBaHUE,
aHaJIN3 U OPTaHU3AIUS AeITeTHbHO-
ctu / Collaborative problem-solving in
gameplay, collaborative planning, anal-
ysis, and organization of activities

N = 30. [logpocTku u
IOHOILIM B Bo3pacte oT 13
1o 20 net / N = 30.
Adolescents and young
people aged 13 to 20 years

KonokotuH, A.B., Tokapuyk,
10.A., Tokapuyk, A.M.,
IToBoposa, K.I". (2025) /
Konokotin, A.V., Tokarchuk,
Y.A., Tokarchuk, A.M.,
Povorova, K.G. (2025)

«Cepbe3Hasi» Buaeourpa /
«Serious» video game

CoBMecTHOE UTPOBOE PellieHre TTPO-
0J1eM, COBMECTHOE TIJIAaHUPOBaHME,
aQHaJIU3 U OpraHU3alusl AeTeIbHO-
ctu / Collaborative problem-solving in
gameplay, joint planning, analysis, and
organization of activities

Adachi, PJ., Willoughby, T.
(2013)

N =1492. [ToapocTku B
Bozpacte ot 9 no 13 ner /
N = 1492. Adolescents
aged 9 to 13 years

Crpareruu / Strategies

TlnanupoBaHue, HABBIKK PEIICHUS
npo6siem / Planning, problem-solving
skills
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ABTOpBI HCCIeIOBAHUS /
Study authors

Bbi0oopka / Participants

2ZKanp / Tun Bugeonrp /
Genre / type of video games

Hagbiku pemenust npooJem /
Problem-solving skills

Emihovich, B., Roque, N.A.,
Mason, J. (2020)

N = 34. CtyneHTbI B BO3-
pacte ot 18 mo 25 et /
N = 34. University stu-
dents aged 18 to 25 years

MMORPG u «cepbe3Hbie»
Buneourpsl / MMORPGs
and “serious” video games

ITpuMeHeHUe TIpaBUJI, CTPaTErnIeckoe
TUIaHUPOBAaHKE, HABBIKU PEILIeHUS
npo6siem / Rule application, strategic
planning, problem-solving skills

Eseryel, D., Law, V.,
Ifenthaler, D., Ge, X., Miller, R.
(2014)

N = 88. O6yuatoiuecs
cTaplIeil IIKOJIbI.
CpenHuit Bo3pact ~ 14
net / N = 88. Upper sec-
ondary school students.
Mean age = 14 years

Kommepueckue Buneou-
rpel / Commercial video
games

ITpuMeHeHue HaBBIKOB PelLLIeHUSs
3a7a9 B CJIOXKHO MOJEIMPOBAHHBIX
cueHapusix / Application of problem-
solving skills in complex simulated sce-
narios

Harris, A., Yuill, N., Luckin, R.
(2008)

N = 48. Ooyuatomuecs
HavyaJIbHOU LIKOJIBI B BO3-
pacte ot 8 no 10 net /

N = 48. Primary school
students aged 8 to 10 years

«Cepbe3Hasi» Buaeourpa /
«Serious» video game

COBMECTHOE UTPOBOE PELIeHUE TIPO-
osem / Collaborative problem-solving
in gameplay

Liu, C.-C., Cheng, Y.-B.,
Huang, C.-W. (2011)

N = 117. Ctynentsl. / N
= 117. University students

«Cepbe3Hasi» Buaeourpa /
«Serious» video game

Crpateruu penieHust 3agad / Problem-
solving strategies

Oei, A.C., Patterson, M.D.
(2013)

N = 75. CTyneHThI.
CpenHuit Bozpact ~ 21
rox / N = 75. University
students. Mean age ~ 21
years

IllyTep, roloBoJIOMKA,
CHUMYJISITOP M «Cephe3HasT»
Buzgeourpa / Shooter, puz-
zle, simulator, and “serious”
video game

WcnonnurenbHble GYHKIIMU, MHOTO-
3aIa9HOCTh, THOKOCTH / Executive
functions, multitasking, cognitive flexi-
bility

Shute, V.J., Ventura, M., Ke, F.
(2015)

N = 77. CtyneHTbI B BO3-
pacre ot 18 mo 22 et /
N = 77. University stu-
dents aged 18 to 22 years

T'onoBonomka / Puzzle

TlepeHOC HaBBIKOB pEIIEHMS IIPOOIEM
13 BUIECOUTP B HOBBIEC CLIEHApUU /
Transfer of problem-solving skills from
video games to novel scenarios

Spires, H.A., Rowe, J.P.,
Mott, B.W., Lester, J.C. (2011)

N = 153. [TogpocTku B
Bospacte oT 12 1 ol5 ner /
N = 153. Adolescents aged
12 to 15 years

«CepbesHasi» Buaeourpa /
«Serious» video game

Ctparernuu mpoBepKU TMIOTe3 /
Hypothesis-testing strategies

Ventura, M., Shute, V., Zhao, W.
(2013)

N = 102. CtyneHtbl /
N = 102. University stu-
dents

Kommepueckre BUACOUTPBI
/ Commercial video games

HacroitunBocTe B npoliecce peleHus
nipoGieM / Persistence in the problem-
solving process

Yang, Y.-T.C. (2012)

N = 44. [TogpocTku B
Bospacte ot 15 1o 16

net / N = 44, Adolescents
aged 15 to 16 years

«Cepbe3sHasi» BUIeourpa /
«Serious» video game

CrpaTernyeckoe MbIIIUICHUE, aHAU3,
HaBBIKM pelleHMs TTpobiieM / Strategic
thinking, analysis, problem-solving
skills

Yilmaz, E., Yel, S.,
Griffiths, M.D. (2022)

N = 523. Yyammecsa
MJTJIIIUX KJIACCOB B BO3-
pacte ot 9 o 11 net /

N = 523. Primary school
students aged 9 to 11 years

KomMmepueckue BUIeOUTPbI
/ Commercial video games

HaBbiku COLMATBHOTO PELICHUS TTPO-
osiem / Social problem-solving skills

Zhang, X., Shen, Z., Luo, X.,
Su, C., Wang, J. (2009)

N = 20. FOHo11u B B03-
pacte ot 19 no 22 set /
N = 20. Young men aged
19 to 22 years

Kommepueckiie Buaeourpbl
/ Commercial video games

Hagbiku perieHust mpo0JieM, METaKor-
HUTUBHBII KOHTpOJIb / Problem-
solving skills, metacognitive control

Hasbiku pemenusi npo0JieM y noJapoCcTKOB
(12—18 ner)

CoBpeMeHHbIE BUACOUIPHI OXBATHIBAIOT IIMPOKUIA
CIIEKTP XKaHPOB, KaX/Iblil U3 KOTOPBIX MOXET aKTUBU3UPO-
BaTh pa3JiMyHble KOTHUTUBHBIE HaBbIKU. Hampumep, rojio-
BOJIOMKHM, B KOTODBIX PELIEHME 3a1ay 3aJ0XEHO B camy
MEXaHUKY, JEMOHCTPUPYIOT HAUOOJBIINKA MOJOXUTEIb-
HBII 3¢ @deKT Ha MPOCTPAHCTBEHHOE MbIlIIeHUe. Takue
WUTPbI KaK MPaBUIO aKTUBU3UPYIOT HABBIKM IJITAHUPOBAHUS
U BbISIBJICHUSI 3aKOHOMepHOcTeil. CTpaTernyeckue Mrpbl

TpeOyIoT elle 0oJiee CI0KHOTO TIIAaHUPOBAHUSI, OpraHM3a-
LIMY ¥ CITOCOOHOCTH K afalTUBHOMY TIPUHSATHUIO PEIICHMUIA.
Tak, noHrutonHoe uccienosanue I1. Anaun u'T. Yuioyou

138

(Adachi, Willoughby, 2013) B TeueHUe YeThIPEX JIET BbISIBU-
70, uro mogpoctku (N = 1492, M~16 ner, 50,8% —
JIEBYIIKM), KOTOPBIE Yallle UTPAJIM B CTPATETUH U POJICBBIC
WTPBI, IEMOHCTPUPOBATIN O0JIee BBIPaKEHHBI POCT CaMO-
OLICHKN HAaBBIKOB pEIIeHUS IPOOJIeM IO CPaBHEHUIO C
TeMU, KTO UTpajl B Takue Urpel pexe. Kpome toro, 6osee
BBICOKHME TTOKa3aTeJI HaBBIKOB PEIICHUS ITPO0JIeM TIpel-
CKa3bIBAJIM JIYJIINE aKaIeMUIeCKIe Pe3yJIbTaThl B IIKOJIE,
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YTO yKa3bIBaeT Ha KOCBEHHYIO B3aUMOCBSI3b 9TUX XKaHPOB C
aKaJIeMUUYECKOI ycrieBaeMOCThI0. JlaHHBIe TOATBEepK/Ia-
0T, YTO BOBJIEYEHHUE B UTPHI, TPEOYIOIINE TUTAHUPOBAHUSI,
YIIpaBJICHUST pecypcaMU U CTPATETMUECKUX PelIeHn , pa3-
BUBAET OOIIMe HABBIKM PELIEHMS MPOOJieM, a HE MPOCTO
oTpaxaert To, 4YTo 0oJiee CIIOCOOHBIE TTONPOCTKY BHIOUPAIOT
Takue aHpbl. BaxHo, 4To 3 dekT okazajucst KaHpPOBO
crieliM(UYHBIM: 3KIIEH- 1 IIIyTeP-UTPhl HE OBLITU CBSI3aHbI
C POCTOM HaBBIKOB pelleHus1 mpoodseM. Takum obpazom,
WMEHHO KOTHUTUBHbBIE TPeOOBAaHMSI HEKOTOPHIX UTPOBBIX
XXaHpoB (Hampumep, ctparerus uau RPG) okasbiBaloTcs
KJTIOUEBBIMM TSI TIEPEHOCA UTPOBOTO OITbITa Ha perieHne
npobJieM B 6oJiee IUPOKOM CMBbICIE. DKCIIEpUMEHTaIbHOE
uccinenoaHue X.A. Crnalipec ¢ kosuieramu (Spires et al.,
2011) B CIHA c wucnosib30BaHUEM OOyYalOUIEW WIPHI
Crystal Island 6b10 cocpenoToueHo Ha 3D GhEKTUBHOCTU
pelieHus MoAPOCTKAaMM UTPOBBIX 331a4. B Helt mompocTkn
12—15 net (N = 137, 77% — 1oHOLIM) JOJKHBI ObUIA pa3-
rajgaTh HAyYHYIO «3arajiky» — OIMPEAeIUTh TPUINHY O0Je3-
HU Ha ocTpoBe. Mrpa TpeGoBajia pUMeHEHUS HayYHbBIX
CTpaTeTuil pernieHus1 TpobjieM (BBIIBUXEHUE THUIIOTE3,
cOOp MaHHBIX, AaHAJIU3 0KA3aTeabCTB). Pe3yabTaThl Mmoka-
3aJIM, YTO MIKOJBbHUKU TPOJEMOHCTPUPOBAIN 3HAUUMbIC
MPUPOCTHI 3HAHUI B 00J1aCTU MUKPOOUMOIOTUM, a I(PPeK-
TUBHOCTb UX UTPOBBIX CTPATETUIA pellieHus podiieM ObLia
TECHO CBsI3aHa ¢ 00pa30BaTeIbHBIMU PE3yJIbTaTaMHU.

Y4yeHuKHU, KOTOpblE 4Yallle IPOBEPSIIN peieBaHTHbBIE
TUTIOTE3bl M MCKII0YaJIM MaJOBEPOSITHbIE BapUaHTHI,
ObICTpee W yCIIelTHee CIPaBIISIIUCh C 3aa4eil U TIpU 3TOM
ycBauBaiu 0osblie yuebHOro matepuana. Te MOApPOCTKH,
KOTOpPBIe KOPPEKTHO 000CHOBBIBAJIN BBIIBUHYTHIE TUTTOTE-
3blI, TaKXe 4Yalle JOCTUTAIM WMTPOBBIX 1IEJeil, XOTS 3TO
JOTIOJTHUTEJIbHO HE YCWIMBAJIO OCBOCHUE TPEAMETHOTO
collep>KaHUsI. ABTOPBI 3aKJIIOUMIIU, YTO CTPATErvu pelile-
HUST TIPOOJIEM UTPAIOT LIEHTPAJIBbHYIO POJIb B 00yJaroniux
WUTPOBBIX Cpelax, a MPolecC PelIeHusT CJI0KHONW UTPOBOIA
3a/1a4¥ TECHO CBSI3aH C 00pa30BaTeIbHBIMU Pe3yJIbTaTaMU.
DTOT IpUMeEp IEMOHCTPUPYET, UTO XOPOIIIO pa3paboTaH-
HbIe 00yYaloIlre UTPhl MOTYT OJTHOBPEMEHHO TUAarHOCTH-
poBaTh M pa3BMBaTh HABBIKW DEILIEHMS MPOOJIEM y IOMA-
POCTKOB (B YaCTHOCTH, HAyYHOE MBIIUICHUE) W YTO 3THU
HaBBIKM UMEIOT U3MEPUMBbIe 00pa3oBaTebHble I(DGhEKTHI.

B JOHTUTIOMHOM WCCIIeIOBAaHUM, BBIITOJHEHHOM
K. SIur (Yang, 2012) npu yyactuu 44 yyammxcst 15—16 net
WCTIOJIb30BAJIMCh BUACOUTPHI-CUMYIISITOPHI. MiccienoBanue
MPOBOAMIIOCH 23 HeleJI U BKJTI0YAI0: KOHTPOJIBHYIO IPyII-
1y (IeTh, KOTOpbIe YUUIINCh TPAIUIIMOHHBIMU CTIOCOOaMM)
W OKCIEPUMEHTANTbHYIO (IeTH, KOTOpbIE YUWJIUCH C
MCIIOJIb30BAaHUEM BUACOUTP-CUMYJISITOPOB). ABTOp AenaeT
BBIBOJI: OOYYE€HHME C MCITOJIb30BAHUEM BUICOUTP-CUMYJISI-
M OKa3bIBAaeT 3HAUYMMOE IOJIOXUTEIHHOE BIMSHUE Ha
HaBBIK pellleHMs TPO0JIeM, B TO BpeMsI KaK B KOHTPOJILHOM
TpyIIe 3HAYMMbIX U3BMEHEHUI He 0OHAPYXEHO.

Takum 06pa3oMm, BaKHO OTMETUTb, YTO HE BCE UCCTe-
JOoBaHUS (PUKCUPYIOT MOJIOKUTEIbHBIN 2(DGhEKT UTp y oI -
POCTKOB. BakHBIMM HIOaHCAMMU SIBJITIOTCSI KaHP WTPBI 1
KOHTEKCT UTPOBOTO oIbiTa. HarprumMep, HabmonaTeIbHOE
uccnenoanue B Kutae (Zhang et al., 2009) cpaBHuBaIO

CTpaTeruu peueHus po0IeM y ONBITHBIX U HAUMHAIOINX
MOIPOCTKOB-TEIMEPOB B HOBO# [Isl HUX uUrpe. Mcronbays
MPOTOKOJIBI «TyMail BCIYX», UCCIEI0BATEIN BbISIBUIN, UTO
ONBITHBIE WIPOKW JIy4Ille TIPEACTABISIM TIpodJieMy,
HCIIOJIb30BaIM OoJiee a3(PPeKTUBHBbIE CTpATETMX U JEMOH-
CTPUPOBAJIM Pa3BUTHII METAKOTHUTUBHBIN KOHTPOJIb TIPU
pelIeHuy HOBOM urpoBoit 3amaun. OHM yalue BepOaau3u-
POBAJIM CTPATETUUECKUIT aHAJIU3 TTPABUJI I CUTHAJIOB UTPHI,
TOTAa KaK HOBWYKU JEHCTBOBAIM B OOJIBIICH CTeTIEHU
METOAOM MPOO U OUOOK. DTO TOBOPUT O TOM, YTO pEry-
JISIpHas UTPOBasl MPaKTUKA MOXET (pOpMUPOBATH OOIITYIO
TaKTUKY pelIeHUs] TTpodsieM, KOTopast 3aTeM MOXET ObITh
repeHeceHa U Ha HoBble cutyanuu. OgHaKo, eCJiv uccie-
JIOBaHME BKJIIOYAET UTPOBYIO Cpely, TIe TaKhe YMEHUs He
TpeOyloTCcsl, MO0 MPOMOKUTEILHOCTh MUIPhl CIUILIKOM
Masia, 3(deKTbl MOTYT He MposiBUThCA. [logoOHBIE pac-
XOXJIeHUS TOMYePKUBAIOT HEOOXOAMMOCTh YUYMTHIBATH,
KaKue MMEHHO BUIIbI PEIlIeHUsT TIPOOJIeM 3a/IeICTBYeT KOH-
KpeTHas urpa.

Oco60 OTMETUM, YTO 151 TOAPOCTKOB BaXKHO COBMECT-
HOE pellleHue MpodyieM U COBMECTHAs NeITeIbHOCTS (social
problem-solving skills). Tak, Hanpumep, B cucTeMaTuye-
ckoM aHaimm3e (Ylmaz, Griffiths, 2023) pa®oT, BEITIIEAIINX
¢ 2000 mo 2019, mokazaHo, 4To 0Opa3oBaTebHbIE, CEPbE3-
Hble U pa3BlieKaTeJbHbIE BHUICOUTPHl OKa3bIBAIOTCS
3¢ HEeKTUBHBIMYU B pa3BUTUU HaBBIKOB PEIIEHUS COITUAb-
HBIX TIpoOJieM y nereil. B apyrom Kpocc-KyJbTypHOM
WCCIIEIOBAHUY, BBIMIOJTHEHHOM TOW K€ MCCIIeN0BaTeb-
CKOW Tpynroi, MpuHSUIM ydyacThe 523 IIKOJIbHUKA U3
Bemukoopuranuu u Typunu (Ylmaz, Yel, Griffiths, 2022).
bb110 mokazaHo, 4To HauboJiee BOCTPeOOBAHHBIMU Cpear
BUICOUTP B 00€MX BHIOOPKAX SBIISIIOTCS YKaHPBI «9KIIEH» U
«poJsieBasi UTpa», B TO BpeMsl Kak CUMYJIITOPBI U TOJIOBO-
JIOMKM TIOJIb30BJIMCh HAaWMEHBIIEH TMOMYISIPHOCTBIO.
AHanm3 B3aMMOCBSI3U UTPOBBIX TIPENITOYTEHUI ¢ yPOBHEM
Pa3BUTHST HABBIKOB COITMAIIBHOTO PeleHUsI ITpo0JieM (o11e-
HeHHBbIX ¢ Tnomoubio SPSIC) mokazan, 4To yBlleueHUE
BUIIEOMTPAMU B KaHPE «IKIICH-TIPUKITIOYSHUE» KOPPEJIU-
pyeT ¢ Gosiee HU3KMMU ToKazateasMu 1o mkaie SPSIC.
HampoTuB, BUACOUTPBI-CUMYJISTOPHI, OOydyaloliue u
WUTPBI-TOJIOBOJIOMKH, @ TaKXKe XaHPbl, M3HAYaJIbHO pa3pa-
OoTtaHHBIE C 00pa30BATEIbLHON WJIM CEPbEe3HOU IIeJbIO,
JIEMOHCTPUPOBAJIN TTOJOXUTEIBHOE BIWSHAE Ha YPOBEHb
COIMATbHBIX KOTHUTUBHBIX HaBBIKOB.

Hanpuwmep, poccuiickoe uccnenoBanue E.B. [aBpuioBoit
1 coaBT. (2023) nzyyano 3¢hheKTUBHOCTb BBITOJIHEHUS MO/
pOCTKaMU WTPOBBIX 3a7ad B KOMIIBIOTEPHOI WTpe
«PL-Modified» B ycnoBusIX MHOIWBUAYaTbHOW M TIapHOU
urpel. B BBIOOPKY BOILIM ydyammuecss 5—6-X KIJIaccoB
10—12 ner (N = 189, 54% ManbunKoB), KOTOPbIE UTPAJIA B
UTPY, TPEOYIOIIIYI0 TUIAHUPOBAHUS W JIOTUYECKOTO MBIIILIE-
HUS. Pe3ynbpTaThl mokasaiu, 4yTo mapHasi padorta obecreyu-
Bajla 0oJjiee BbICOKYIO 3((PEKTUBHOCTD: YJalllMecs B Iapax
pelany 3aiauu ObICTpee W YCTIelHee, YeM TpU MHIUBUIY-
ajibHOM nrpe. OMHAKO He BCe IMaphl ObUIM OTMHAKOBO YCTIEII-
HBI, HATIpUMeEp, Koraa 0ba Urpoka UMeTU CXOXUN YPOBEHD
COIMATLHOTO MHTEJIJIEKTA, X COTPYAHUYECTBO OBLIO 3HAUM-
TEJIbHO MPOAYKTUBHEE, YeM Y Tap ¢ CWJIBHO pa3inJalomiy-
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MMCS MoKazateasaMu. TakuMm 00pa3oM, UMEHHO COTJIaCOBaH-
HOCTh M Ka4eCTBO KOMMYHHUKAIIMM MEXIy CBEPCTHUKAMM
YCUJIUBAIU Pe3YyJbTaTUBHOCTb PEUIEHUS MpodsieM. DTo
HCCeOBaHKE MOATBEPXKIAET BaXKHOCTh KOJIIIAOOPAaTUBHOTO
U3MEpEeHUsT, UMEHHO TMO3TOMY B MEXTyHapOIHBIX OlleHKaX,
Takux kak PISA-2015, Obl1a BBeieHa 1Kajia, olieHMBarolast
«COBMECTHOE PEeILIEHUE MPOOIeM».

Hpyroe HenaBHee pPOCCUIICKOE  MCCIeIOBaHUE
A.B. KonokotuHa ¢ coaBropamu (KoHokoTuH u ap., 2025)
3aTPOHYJI0O KaK IOAPOCTKOB, TaK W MOJOIBIX B3POCIBIX
(N =30, M = 17,11, SD = 2,00, 67% — neBylIKH).
DKCIepUMEHT MPOBOAUJICS HA OCHOBE JIOTMUECKOI OHJIaiiH-
urpsl «I[Tomexu B acupe». PazpabotaHHast aBTOpaMu UTPO-
Bas cpeja MpeacTaBisieT co0oil ocodyto dopMy opraHu3a-
MM COBMECTHOM MIESITeTbHOCTA, B KOTOPOHW KITIOUEBBIM
colepKaHUEeM CTAaHOBUTCSI COBMECTHOE pellieHre TPooieM-
HbBIX 3a1a4. MHTepakTUBHBIN (hopMaT MO3BOJISIET YIaCTHU-
KaM B3aMMOJICVICTBOBATh B YCJIOBUSIX HEOIpPEAeIeHHOCTH,
YTO CTUMYJIMPYET UCTIOJb30BaHNE HABBIKOB PEIICHUST ITPO-
0JieM, TaK KaK HEOOXOAMMO aHaTU3UPOBATh, COMIOCTABIISTh
YCJIOBUSI 3allayM, BBIIEJSITH CYIIECTBEHHBIE TapaMeTphl
MPEIMETOB 1 BbIpAOAThIBATh CTPATErMU COBMECTHOTO JIeHi-
CTBUSI. BaXXHBIM KOMITOHEHTOM CTaHOBUTCSI TIEPEXOI OT
WHAVBUAYAIBHBIX TPOO M OIIMOOK K COTJIACOBAHHBIM
COBMECTHBIM JIEHCTBUSIM, (POPMUPYEMBIM B TTPOLIECCE KOM-
MYHUKAIIMU 1 COBMECTHOI opraHm3anuu. Takum oopa3om,
WUTPOBasl cpefia CoCcOOCTBYET HE TOJIBKO YCBOCHUIO CONEP-
JKaHWsSI KOHKPETHOW 3a/lauv, HO M Pa3BUTHUIO IPOIIECCOB
pediiekcry, TUIAaHUPOBAHUSI W OpPTaHW3alMM, JIeXallnx B
OCHOBE HaBBIKOB PEILICHUS TPOOJIEM.

DTU JaHHBIE YKa3bIBAlOT HA TO, YTO BUIEOUTPHI MOTYT
MPEAOCTaBISATh MOAPOCTKAM €CTECTBEHHYIO Cpemy ISl Tpe-
HUPOBKU KOOPAWHAIIMW JIEHCTBUIA, pacIipeieieHus] poseid
1 COBMECTHOTO MOMCKa pellleHuid. bosee Toro, BbISIBICH-
HBII 5(PDEKT «COrmacoBaHHON COLMATBHON KOMIIETEHTHO-
CTW» MOKAa3bIBAET, YTO COLUATIbHO-KOTHUTUBHBIE (HDAKTOPHI
WUTPAIOT KJIIOUEBYIO POJIb B YCITEIITHOM UTPOBOM COTPYIHU-
yectBe. Cie1oBaTeIbHO, UTPBI MOTYT OBITH MCTTOJIb30BaHbI
KaK MHCTPYMEHT IIeJIEHAIIPaBIEHHOTO Pa3BUTHS COIMAITb-
HBIX HAaBBIKOB PEIICHUST ITPOOJIEM Y TIOAPOCTKOB.

B 1uenoM, COBOKymNHbIE AaHHBIE WCCIEIOBAaHUN B
CesepHoit AMepuke, Asun u EBporie/Poccuu cxonsitcst B
TOM, YTO BUIECOUTPHI CITOCOOHBI Pa3BUBATh HABBIKU pellie-
HUS TIPOo0JIeM Yy TIOJPOCTKOB, OCOOEHHO €C/I peYb UIET O
CTpaTernyeckoM, HCCIEI0BATEILCKOM WJIM COBMECTHOM
pelieHnu 3a1a4. MexIyHapoaHbIe JaHHbIe He IEMOHCTPH-
PYIOT CYIIECTBEHHBIX TMPOTUBOPEUMii, HAPOTHUB, OHU
JOTIOJIHSIIOT Jpyr Apyra. Tak, KaHaacKoe HUcCaeloBaHue
MoKa3ajio akaaeMudeckue 3(h@EeKThl CTPaTernyecKux Wrp
(Adachi, Willoughby, 2013), amepukaHckoe — 00pa3oBa-
TEJbHbIE TPUPOCTHI OT IPOOJEMHO-OPUEHTUPOBAHHOM
urpsl (Spires et al., 2011), kutalickoe — KOTHUTUBHBIE pa3-
JIMYUST MEXITYy ONTBITHBIMU UTPOKaMM M HOBUYKaMM (Zhang
et al., 2009), a poccuiickoe — MpeuMylIlecTBa COBMECTHOTO
UrpoBoro peuieHus npoosuem (I'aBpuiosa u ap., 2023). Bece
3TO (hopMUpPYET 1EJTOCTHYIO KApTUHY TOTO, YTO UTPHI CIIO-
COOHBI TTOJIOXKUTEIBHO BJIUSTH Ha pa3BUTHE KOTHUTUBHBIX U
COIMAJIBHBIX HABBIKOB PEIICHUST TTPOOJIEM Y TOAPOCTKOB.

OnHako, pa3ymeeTcs, CYIIECTBYIOT U OIpe/eIeHHbIE Orpa-
HWYEHUs, HarpuMep, 3(GhEKTHI 3aBUCAT OT XaHpa, Kade-
CTBa UTPOBOTO OITBITA M METOJIOJIOTUY U3MEPEHUIA.

Hasbiku pemenusi npodJieM y MOJIOABIX B3POCIbIX
(18—25 ner)

Y MoJoABIX B3pOCIHBIX CBSI3b MEXIY BUACOMTPAMHU U
HaBBIKAMU PEIIeHMs IPOOJIeM, ITO-BUIUMOMY, 3aBUCUT KaK
OT TWUIA UTPBI, TAK M OT MPOAOLKUTEIbHOCTA/MHTEHCUB-
HOCTM WTPOBOTO OIbITa. VX 0a30BbIe WCITOJHUTEIbHBIC
(yHKIIMM B 1I€JIOM BBIIIE, YeM Yy TIOAPOCTKOB, TMO3TOMY
HEKOTOpbIE HMCCIIeA0BATENI JOMOTHUTEILHO IPOBEPSIIOT,
MOXET JIM UTpa yIydlliaTh HABBIKW PEIIeHUS PoOIeM MIn
e HarOosblre 3G @EeKThl XapaKTepHBbI 118 60jiee paHHETo
Bo3pacta. TeM He MeHee psiji MCCIe0OBaHMI TTOKA3bIBAIOT,
YTO KOTHUTMBHBIC TTPEUMYIIIECTBA UTP PACIIPOCTPAHSIOTCS
U Ha 3TOT BO3PACT, OCOOCHHO B TeX CJIydyasix, KOTJa MTPbI
TIPEBbSIBIISIIOT BHICOKME TPEOOBAHMS K PEIICHUIO TIPOOJIEM.

OngHo 13 Haubosiee 3HAYMMBIX 2KCIEPUMEHTATbHBIX
uccienoBanuii 610 iposeaeHo B. Iyr, M. Bentypoit u
®. Ko (Shute, Ventura, Ke, 2015). OHo U3yJyayo BIUSTHUE
KOMMEPUYECKOI TOJIOBOJIOMKM—IUTIaThopMepa Ha HABBIKU
pelieHust mpobJieM y CTyAeHTOB. B uccienoBaHum cTyieH-
taMm (N =77, M = 19,7, SD = 1,3, 57% — neByIiku) 6610
MpeUI0KEHO chirpath B «Portal 2» — monynsgpHyio ¢pusu-
KO-OPUEHTUPOBAHHYIO TOJIOBOJOMKY, TPEOYIOIIYIO Kpea-
TUBHOTO pelIeHUs 3a7a4d, — B Te€YeHUE § 4acoB, TOra Kak
KOHTpOJIbHAS TPYIITIAa B 3TO K€ BPeMsI UTpaja B MOMYJIsIp-
HYIO UTPY JIJIsSI TPEHUPOBKM Mo3ra Lumosity, o0CHOBaHHYIO
Ha pa3BUTUU Pa3INYHBIX KOTHUTUBHBIX HaBBHIKOB. [{o u
Tocye IKCIIEPUMEHTA U3MEPSUTUCH JIBE KITIOUEBbIE KOMIIE-
TEHIIMU: HaBBIKW PEIIeHUsT MpobJsieM (C TTIOMOIIbIO CTaH-
JMapTU3UPOBAHHBIX KOMIUIEKCHBIX TIPOOJIEMHBIX CIIEHAPH -
€B) U TIPOCTPAHCTBEHHBIE CIIOCOOHOCTHU. Pe3yibTaThl
nmokasaiu, uto urpa B «Portal 2» mpuBesa K 3HAYUTETbHO
OoJIbIlIeMy TIPMPOCTY KaK HAaBBIKOB DPEIIEHUST TPOoOJeM,
Tak ¥ MPOCTPAHCTBEHHOT'O MBIIIJICHUS IO CPAaBHEHMIO C
«TpeHUHIoM Mo3ara». bojee Toro, urpoku B «Portal 2»
ToKasaju pOCT IO 3aJaHMsIM Ha pelieHue TpodJieM OT
TpearecTa K IOCTTECTY, B TO BpeMsl KakK KOHTPOJIbHAs
rpyIma He TpoAeMOHCTpUpoBaia M3MeHeHWi. JlaHHbIE
pe3yJabTaThl BAXKHbBI, TIOCKOJIBKY OHU YKa3bIBAIOT Ha TO, UYTO
CJIOKHBIE UMMEPCUBHBIE UTPBI MOTYT OBITH 3(P(HEeKTUBHBI-
MM KOTHUTHMBHBIMHU TpeHaKepaMu IUIsI MOJIOBIX B3pOC-
JIbIX. ABTOPBI OOBSCHSIOT TipeumyniecTBo «Portal 2» oco-
OCHHOCTSIMM ee Nu3aiiHa: Urpa TOCTOSIHHO TIPEIbSIBIISET
HOBBIE 33JauM, OOECIeYMBaeT HEMEIJIEHHYI0 OOpaTHYIO
CBsI3b U TPeOyeT TUIAHWPOBAHUS M aHaIM3a ONIMOOK, YTO
AKTUBHUPYET HABBIKM DPACCYXACHUSI W CIOCOOCTBYET WX
TepeHOCY Ha CTAHIAPTHBIC TECTHI.

B npyrom skcriepMMeHTaTbHOM MCCIIEIOBAHUU, TIPO-
BeneHHOM B. OMuxoBnu (Emihovich, 2017) cpaBHuBaeTcs
BnussHue Bupeourpsl «World of Warcraft» u crienimanbHo
paspaboranHoil Buaeourpbl «CogniFit». «CogniFit»
TO3BOJISIET UTPOKY BBIOPATH Pa3TMYHbIe MUHU-UTPBI, CTIO-
COOCTBYIOIIME YTYYIIEHUIO KOTHUTUBHBIX CITOCOOHOCTEMA.
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Crynentam (N =91, M = 19,32, SD = 1,43) ObL710 HEO0XO-
IuMo HaurpaTh 20 4acoB Ha TMPOTSDKEHUU OTHOTO CeMe-
cTpa. B mccienoBaHUM aHAIM3WPOBAIOCH TPUMEHEHUE
MpaBWI, KaK KOMITOHEHT HaBbIKa pEIIeHUs] TpOoOJIeM B
BUJICOMTPOBBIX YCJIOBUSIX, a TaKXe TepeHOC JTaHHOTO
HaBBbIKA C BUIIEOUTPOBBIX CUTYalMii Ha paHee He3HAKOMbIe
cuTyaluuu. BpUTo TOKa3aHO, YTO CTYAEHTHI, UTpaBIIue B
pasBiieKaTeJbHYIO BUICOUTPY, TTOKA3bIBAIOT 3HAYUTEIHHO
0oJiee BBICOKME PEe3yIbTaThl B aCIeKTe MPUMEHEHUS Mpa-
BWJI, Y€M CTYJCHTBI, UTPABIINE B CIIEIIMAIBHO pa3paboTaH-
HYIO BUIIEOUTPY. B 4acTHOCTH, 3TO TIPOSIBISIIIOCH B pellie-
HUUW HOBOI 3aau 3a MEHbIIIee KOJIMYECTBO XOJI0B B IpYy-
TO BUIEOUTPOBOIA cpele. ABTOpP CUMTAET, UTO pa3BJieKa-
TeJbHas BUJCOUTPOBAsl Cpela JaBajla MIPOKaM OITBIT
TTOBTOPSIIOIIETOCS IPUMEHEHUS OTHUX U TeX K& MpaBuI, a
TaKXe MCITOJIb30Bajia pa3IMuHbIE MHCTPYMEHTBI TSI MOTH -
BUPOBAHUSI WTPOKOB HAXOIWUTh TBOPUYECKUE PEIIEHMUS,
aJIalTUPOBAHHBIE K IMOCTOSTHHO MEHSIIOIIUMCS YCIIOBUSIM.
B otiinuue ot atoro, B «CogniFit» urpoBoii rpoiiecc ObL1
MeHee HaChIIleH KOHTEKCTOM M BapMaTUBHOCTBHIO CITOCO-
00B petnreHus1. OMHAKO UCCIeI0BaHWE He TT0Ka3aJIo CTaTh-
CTUYECKM 3HAYMMOTO IPEMMYIIeCTBa pPa3BeKaTeJbHON
BUJIEOUTPHI B KOHTEKCTE MEePEeHOCa HaBbIKAa TTPUMEHEHMS
MpaBWI Ha Jpyrue KOHTEKCThI (CTaHIapTU3MPOBAHHBIE
KOTHUTHBHbBIE 3agauyn). Ha ocHoBe maHHOro pesyJjbTaTa
aBTOp JIeJIaeT BBIBOI, YTO, BO-TIEPBBIX, (hOpPMUPOBAHUE
HaBbIKa B UTPOBOM KOHTEKCTEe HE 00s3aTeIbHO CHOCO0-
CTBYET YCTIEIITHOMY BBITIOJIHEHUIO CTaHAAPTU3UPOBAHHBIX
KOTHUTHMBHBIX 3a/1a4, a, BO-BTOPBIX, HABBIKU, TIPHOOpETae-
Mbl€ B pa3BJIeKaTeJIbHOM BUIIEOUTPE, MOTYT HOCUTh Upe3-
MepHO crelnndUIHBIN XapakTep, HENPUMEHUMbBIH WU
MaJIOIPUMEHUMBI B JAPYTUX YCJIOBUSIX. DTO TMOTHUMAET
BaXHBIE METO/IOJIOTUYECKHE BOTIPOCHI, aKTyalbHbIE U IS
JIPYTUX UCCIENOBaHUN — HEOOXOIMMOCTb TOYHOTO COOT-
BETCTBUSI MEXJIy UTPOI M Pe3yIbTaToOM, a TakKKe BKITIOUE-
HUST COOTBETCTBYIOIINUX KOHTPOJIBHBIX YCIOBUIA.

B uccnenoBanum, npoBeaeHHOM B TaiiBaHe, IPUHSIIN
yuactue 117 crynmenroB (Liu, Cheng, Huang, 2011).
B wuccnepoBaHMuM aHaIM3UPYETCS B3aMMOCBS3b MEXKIY
MepeXXMBaHUEM COCTOSTHUS TTOTOKA W TIPEIITOYTUTETbHBI-
MM CTpaTEeTUsSIMU pellleHUs TTPo0JIeM B KOHTEKCTE BUIEO-
WUTP-CUMYJISITOPOB. AHAJIM3 TTOJIyYeHHBIX JTaHHBIX TTPOJe-
MOHCTPHPOBAJI, YTO MCITOTb30BaHUE CUMYJISITOPOB B TTPO-
1ecce OCBOEHMSI BBIYMCIMTEIbHBIX 3a1ad CIIOCOOCTBYET
(opMupoBaHUIO OOJiee BHIPAXKEHHOIO COCTOSIHUS MOTOKA
10 CPaBHEHUIO C TPAAUIIMOHHBIMY JICKIIMOHHBIMU (hopma-
Tamu. BrbIsiBIeHO, 4TO UrpoBoil ¢opMar oOyuyeHUs He
TOJIbKO YCWJIMBAET BOBJIEYEHHOCTb, HO M CIIOCOOCTBYET
pOCTy BHYTpEHHE MOTUBALIMU Y CTyIeHTOB. CylilecTBeHHas
Koppesiiys Obljla 0OHapykeHa MeXIy XapaKTepoM Tepe-
JKMBAEMOTO y4eOHOTO OIbITa W MCTIOIb3YeMbIMU KOTHU-
TUBHBIMU CTPATETUsIMUA PEIIeHUs MPoOJieM. YYaCTHUKHU,
HaXOJMBIINECS B COCTOSIHUM TIOTOKA, TEMOHCTPUPOBAIN
0oJjiee TIMPOKMUIA perepTyap CTpaTeThii, BKJIIOYask METO[
npo0 U omMbOoK, 00yyeHHe Ha MpUMepax U aHaJuTU4e-
ckue (hopMbl pacCyXIeHUs, B TIPOIIECCe OCBOCHUST HaBbI-
KOB BBIYMCJIUTEILHOTO MbIIIUIEHUs1. HanmpoTus, y cTyneH-
TOB, UCITBITBIBABIINX CKYKY WA TPEBOXHOCTD B XOJI€ UTPBI

B CUMYJISITOPBI, HAOJ101a710Ch MpeodiafaHrue MOBEPXHOCT-
HBIX MOJXOMOB K pelleHUIo 3a1a4d. B yacTHOCTU, TpeBOX-
HbI€ YYaCTHUKU 3HAYUTEJIBHO PEXE UCIOIb30BAIU 00yYe-
HUE Ha MpuUMepax Kak CTpaTeTUlo afanTaiuu, a Te, KTO
WUCTIBITBIBAJI CKYKY, OTPaHUYMBAINCh (hparMeHTapHBIM
YCBOGHMEM MaTepuajia, He BBIXOISIIMM 32 PAMKU MUHM-
MaJIbBHOTO BOCIIPOM3BOJICTBA AJITOPUTMA.

A.C. Oit u M. ITattepcon (Oei, Patterson, 2013) B
CuHranype MpoBeJd UCCIEeNIOBaHWE, B KOTOPOM TPYIIIIbI
HEUrpaBIIUX paHee MoJoAbiX B3pociabix (N = 75,
M = 21,07, SD = 2,12) exeaHeBHO MO 4yacy B Te€YEeHUE
4 wWemenb WTpaJii B MOOWJIbHBIE WIPHI Pa3HBIX THUIIOB.
CpaBHUBAJIMCh UIPbl MO XaHpam — 1uyTep («Modern
Combat: sandstorm»), roigoBojioMka («Bejeweled»), urpa-
cumynsatop «The Sims 3» u cneurasbHO paspaboTaHHAS
WUrpa Ha pa3BUTHE MaMATU. ABTOPBI UCCJIEAOBAIN BHUMA-
HUE W MaMsITh, HO BBISIBWJIM BaXKHBIW IMAaTTEPH: pa3HbIE
WTPBI YIIy4dIlaJv pa3Hble KOTHUTUBHBIE (DyHKIIMU. B gacT-
HOCTHU, TOJIOBOJIOMKHU U CTPATETMYECKUE CUMYJISILIUU YIIy4-
1AM UCTIOJTHUTEbHBIE (PYHKIIMM WM KOTHUTUBHYIO TMO-
KOCTb, YTO TIPSIMO CBS3aHO C pelleHWeM MpodyieM, Toraa
KakK JKIIEH-UTPbl Pa3BUBAJIM 3pUTEIbHOE BHUMaHWE U
HaBbIK MEPEKII0YEHUS 3a1a4. DTO YKa3bIBaeT Ha TO, YTO Y
MOJIOZIBIX B3POCJBIX PAa3IMYHbIE XaHPbI TPEHUPYIOT pa3-
HbIe 00J1aCTHU pellleHUs MPooieM. ABTOPHI 3aKJII0YAIOT, YTO
yacToe 3aeiiCTBOBAHUE OMPENEJCHHBIX KOTHUTUBHBIX
MpolLIeCCOB B Urpe (HOpMUPYET «OIU3KUIL TMepeHoc» —
WUTPOKU CTAHOBSITCS JIydullle UMEHHO B Te€X BUIaX MbIIILIE-
HUs, KOTOpbIe TPeOyIoTCs B UX Urpe. Jis mmpokKoro pas-
BUTHUS HAaBBIKOB peEIIeHUS TMPOOJeM 3TO O3HAyaeT, YTo
Hau0OoJiee MOJIE3HBIMU MOTYT ObITh MHOTOXaHPOBbBIE WJIU
KOMIUIEKCHBIE UTPbI, 3a€ICTBYIOIINE PA3TIUYHbIE KOTHU-
TUBHBIE MTPOLIECCHI. DTOT BBIBOJ, COIJIACYETCS U C UCCIEN0-
BaHUSIMM MOAPOCTKOB, IIe HaubojblIne 3(P@eKThl PuK-
CUPOBAJINCh UMEHHO OT CTPATErMYeCKUX U POJIEBBIX UTD,
HO HE OT BCEX MOMPSII.

B uesiom, naHHbIE TTO MOJIOABIM B3POCIIBIM JEMOHCTPU-
PYIOT HECKOJIbKO MPOTUBOPEUUBYIO KapTHUHY. BeposiTHO,
MO0 Mepe B3POCJIECHUS HABBIKM DPEUIEHUS MpoOJeM Yyxke
JTOCTATOYHO Pa3BUThI, U JJISI TOTO, YTOOBI BEI3BATh U3MEPU-
MbI€ U3MEHEHMUSI, MOXET MOTPedOBaThCs 00Jiee UHTEHCUB-
HOE€ WIM CTIELIMATU3UPOBAHHOE BMEIIATEIbCTBO.

O0cyxknenue pe3yabTaToB

PesynbraTel JTaHHOTO 0030pa JEMOHCTPUPYIOT OOHAIe-
>KUBAOIIIYIO KApTUHY CBSI3M MEXIY BUICOUTPAMU M HaBbI-
KaMU pelieHusl MpodJeM B TTIOAPOCTKOBOM U IOHOIIIECKOM
Bo3pacTe. B caMbIX pa3HbIX UCCIIEAOBAHUSX U KYJTbTYPHBIX
KOHTEKCTaX MPOCIeXKUBAETCS 0011ast TEHACHIINS: BUICOU-
I'PHI 3a4aCTYIO BOBJIEKAIOT UTPOKOB B OCMBICIIEHHYIO TTpaK-
TUKY peIIeHUs 3a1ad. AHaJIMW3 HayYHBIX padOT ImokKasal,
YTO OOJIBIIMHCTBO BKIIOYEHHBIX UCCIIEOBAHUI (PUKCUPY-
10T TTOJIOKUTENbHBIE 3(MEKTHI, B psife CIydyaeB MPUINH-
HO-CJIEJICTBEHHBIE CBSI3U MEXKIYy UTPOI 1 HAaBBIKAMU pellie-
HUST TIpOOJIeM, MPU 3TOM HU OIHO W3 MCCIIEOBAaHUIN He
BBISIBUJIO OTPUIIATETLHOTO BIUSIHUS HA TaHHBIE YMEHUSI.
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OnHUM 13 HanboJiee YETKUX BBISIBJIEHHBIX 3aKOHOMEP-
HOCTEl CTajio 3HAUYeHUe XaHpa W COAEepPKaHUSI UTPHI IS
(opmupoBaHusa KOTHUTUBHBIX 3D dekToB. CTpaTernueckue
U pOJIEBbIE WTPBI, TPEOYIOIINE TJIAHUPOBAHUS, KPUTHIE-
CKOTO MBIIIJIEHUSI U pa3pabOTKU JOJTOCPOYHOI CTpare-
MY, HEOMHOKPATHO CBS3BIBATUCH C Ooyiee pa3BUTHIMU
HaBBIKAMM pelIeHUs TTPO0JIeM Y TIOIPOCTKOB. AHATU3UPYS
MpenMyIlecTBa pa3BiekaTesbHbIX Buneourp, C. Jlekkep u
K. Ctontym npuxonst K BbIBOLY, UTO HaBbIKU, MpUOOpe-
TEHHBIE B TPOIIECCE WTPHI, BO3HUKAIOT HE TOJIbKO M3-3a
IieJIeHATIpaBJIeHHOW TPEHUPOBKM HABBIKOB B paMKax
«CEephe3HBIX» 00Pa30BaTEJIbHBIX UTP, HO W WMIUIMIIUTHO
MpY UCMOJb30BaHUM pa3BiieKaTebHbIX Bugeourp (Dekker,
Slotboom, 2023). Takxke B MeTaaHaJu3e, MPOBEACHHOM
K. Ileppotra ¢ kosneramu (Perrotta et al., 2013), npoaHa-
JU3UPOBaHbl UccienoBaHusi, Bbimeamue ¢ 2006 mo
2013 ron. B HeMm mokazaHO, YTO BO BCeX MCCleIOBaHUSIX,
B3STBHIX JUISI aHaJM3a, IOKa3aHbl YIydIIeHWs] HaBbIKa
pereHus mpooJieM Mpy UCTIOIb30BaHUM Buaeourp. B mpy-
rom MeTaaHanu3e (Reynaldo et al., 2021) Takke mokazaHo,
YTO TIPY YMEPEHHOM MCTIOJIb30BaHUE BUICOUTP HAOIIIO1a -
€TCs TTOJIOKUTEIbHOE BIMSTHIE Ha pa3BUTHE HaBbIKa pellle-
HUS TTPO0JIEM M KOTHUTUBHBIE HaBBIKU.

Pan umccnenoBareneil rmonaratioT, 4TO KOMMeEpUYECKUe
BUJICOUTPBI MOTYT CITOCOOCTBOBATH Pa3BUTHIO HaBbIKA pellie-
HMS TIpO0JIeM, TaK KaK BOBJIEKAIOT UTPOKOB B MHTEPECHbBIE
33a4M B paMKax CJOXHBIX CMOJIEIMPOBAHHBIX CIIEHAPUEB
(Eseryel et al., 2014; Gyaurov, Fabricatore, Bottino, 2021).
B cBoeM cuctemHom aHanuse . I'sypoB otmeuaet (Gyaurov,
Fabricatore, Bottino, 2022), uto KpaliHe MaJloe KOJIMYECTBO
WCCIeOBAaHUI TIPeJIaraloT METOIOJIOTMUECKUE MOIEITH TS
aHaJIM3a CONEPXKAaHUS BUICOUTD C 1IEJIbI0 OIIEHKU WX BIIHSI-
HMS Ha OOyYeHMe U TPY 3TOM HU OfHA M3 HMX CIIeIUaIbHO
He HampaB/ieHa Ha HaBbIK pelieHus npobieM. OmHako
CYIIECTBYIOT MCCIIEIOBAHUSI, KOTOPBIE U3YYaloT pa3IMyHbIe
aCTIeKThl HaBbIKa PEIIeHMS TIPOOIeM.

Tak, HampuMep, HMCCIEIOBaHMSI TIOKAa3bIBAIOT, UTO
BUJIEOUTPHI MOTYT HE TOJIbKO TIOJIOXKHUTEIbHO BJIUSITH Ha
HaBBIK pelIeHUsI TPo0JIeM, HO M CITOCOOCTBOBATh METAKOT -
HUTUBHOMY pocTy. B cBoeM mccnenoBannm Xappuc rmoka-
3an (Harris, Yuill, Luckin, 2008), yto aetu, obyagarmouine
MOTHUBAlIMEll MacTepcTBa M CaMOCOBEPIIEHCTBOBAHUS,
OOJIbIlIe BOBJIEKAIOTCSI B aHaM3 Pa3JIMYHBIX BapUaHTOB
peuieHuss TpobsieM. B ABYyX Opyrux wuccienoBaHUSIX
(Monem, 2015; Ng, Azizie, Chew, 2022) noka3aHo, 4TO
xxaHp MMORPG 1no3BosisieT TpeHUpOBaTh CaMOTIOAIEPXK-
Ky U METaKOTHUTUBHBIE HaBBIKW, UTO JEJIaeT MOTh30BaTe-
Jieit 6osiee 3((HEeKTUBHBIMU B TPOLIECCE PELIeHUST MPo-
osieM. JlaHHbI 2 bEKT CBA3aH ¢ HEOOXOAUMOCTBIO yIIpaB-
JIATh WM B3aMMOJIEMCTBOBATH CO CJIOXHOW BUICOUTPOBOMA
peaIbHOCThIO, IPUHUMATD PEIICHUs B CUTYallMsIX HaBJie-
HUSI U HEONPEJCIEHHOCTH, a TakKKe COBMECTHO MCKATh
pecypchl ISl pellieHus 3a1ad. B MeTaaHu3e Takxke nea-
€TCSl BBIBOJI, YTO BUIIEOUTPHI MOTYT CIIOCOOCTBOBATh pa3-
BUTHIO KPUTUIECKOTO MBIIIIJICHUSI, HABbIKA PEIIeHUS TTPO-
0JieM, caMOPETYJISIIIMKY Y BOBJICUEHHOCTU B YUeOHBIE 3a/1a-
yu (Checa-Romero, Gimenez-Lozano, 2025). B uccneno-
BaHuu M. Bentypsl (Ventura, Shute, Zhao, 2013) nokasa-

HO, UTO pEryJIsSIpHbIE MOJIb30BaTEIM BUIEOUTPHI TTPOSIBIISI-
10T OOJIBIITYI0 HACTOMYMBOCTh B TIPOIIECCE PEIIeHUs TIPO-
OJyieM, 4eM Te, KTO He UTPAIOT B BUIEOUTPHI.

JpyruM KJTIOYEBHIM MOMEHTOM SIBJISIETCSI TTPUHIIMIT
aKTUBHOTO OOy4YeHUsI B WTpaX. BOJBIIMHCTBO TMOJIOXHU-
TEJTBHBIX PEe3yJIbTaTOB MOXHO WHTEPIIPETHPOBATH 4Yepes
MPpU3MY YCTOSIBIIMXCSI Teopuil oOydeHusi. Urpwl 4yacTto
(byHKIIMOHUPYIOT KaK CUCTEMbI C TIOCTETIEHHBIM TTOBBIIIIe-
HUEM YPOBHs CJIOXHOCTHM, HEMEIUICHHOI OOpaTHOM CBSI-
3pl0 U BHYTPEHHel MoTuBauueit. B crienmanbHo pa3pabo-
TaHHBIX WTpaxX, Takux Kak «PL-Modified», «ITomexu B
adupe», UTPOKU UTEPATMBHO TPOOYIOT pElIeHUs, TOITy-
4aloT 00paTHYIO CBSI3b, KOPPEKTUPYIOT TIOAXOM W ITOCTE-
TEHHO BBIPAOATHIBAIOT CTpPATErMM peIIeHUusT 3aaad.
Pesynbrarhl 110 KOOIepaTUBHBIM UTPaM TaKXKe IMepeKInKa-
I0TCSI € KYJIbTYPHO-UCTOPUYECKUM  TOAXOIOM
JI.C. BBITOTCKOTO K COLMAIBHOMY OOYYEHUIO, MPU KOTO-
pPOM COBMECTHOE pellleHHWe 3amad TO3BOJISIET yJallnuMCs
JIOCTUTATh 00Jiee BHICOKUX PE3YJIbTaTOB, YeM B YCJIOBUSIX
WHIWBUAYATbHON PabOTHI.

[MpakTryeckue BBHIBOABI 3TOTO 0030pa 3HAYMMBI JJIsI
o0pa3oBaHUs, BOCIUTAHUS U pa3paboTku urp. s
TenaroroB M poauTesieil pe3yabTaThl yKa3bIBalOT, UTO
WHTErpalus UTPOBBIX MPAKTUK WK, KAK MUHUMYM, pa3 -
pellleHWe pa3yMHOro 0O0beMa WUIPOBOM NESATEIbHOCTH
MOXET OBITh MOJIE3HBIM. DTO BOBCE HE O3HA4yaeT, YTO
Jr00as urpa ooiagaet pa3BUBaOIIUM 3G GHEKTOM U SIBJIS -
eTcsi oOpa3oBaTe/ibHOM, OAHAKO, 00agas 3HAHUSIMU O
JoKa3aHHBIX 23(ddeKTax, poauTe M W IeIarorm MOTYT
HATIpaBJISITh TTOAPOCTKOB B UTPaX, pa3BUBAIOIIMX HABBI -
KW pelIeHus: mpoodsieM.

3akio4yeHue

ITpoBeneHHBI cucTeMaTUYEeCKUid 0030p CBUAETEJb-
CTBYIOT O TOM, YTO BUJIEOUTPbI MOTYT BBICTYIATh MOJIOXH-
TeJbHBIM (PAaKTOPOM B Pa3BUTUU HABBIKOB PEILIEHUS MPO-
0JieM y MMOAPOCTKOB U MOJIOJBIX B3POC/bIX. DTa B3aUMOC-
BSI3b HE SBJISIETCS IMHEHHOM, OHA 3aBUCHUT OT XXaHpa UTpPhl,
KOHTEKCTa WIPOBOrO OIbITA M XapaKTepa WU3MepsieMbIX
HaBbIKOB. OIHAKO HaKOIUIEHHbIE AaHHbIE MOKAa3bIBAIOT,
YTO MOJIOABIE JIIOJY, TOTPYXKAIOIIKMECS B UTPOBYIO peallb-
HOCTb, HE MPOCTO Pa3BJIEKAIOTCS, OHU MOTYT TPEHUPOBATh
U B psAlE CIyvyaeB 3HAYUTEJbHO YIyylllaTh KIIIOUYEBbIE
HaBbIKW, HEOOXOAMMBbIE IJIS XKU3HU B coliuyMe. Bonpeku
YCTapeBUIUM MPEICTABACHUSM O «pa3pylIUTEIbHOM» BIIU-
SIHUW UTP, COBPEMEHHBIE KCCIENOBaHUS MOATBEPXKIAIOT,
YTO BUIEOUTPHI, IPU OCO3HAHHOM BBIOOPE U YMEPEHHOM
HUCTIOIb30BaHUU, (HOPMUPYIOT KPUTUYECKOE MBIIUICHUE,
HACTOMYUBOCTb, YMEHUE afalTUPOBATHCS K HOBBIM YCJIO-
BUSIM 3alayd UM B3aMMOJECHCTBOBATb C IMApPTHEPOM [
MOCTUXKEHUS OO0IIMX MLeeid. DTO KII0YEeBble HaBBIKU
XXI Beka, KOTOpble BICOKO LIEHSITCSI HE TOJIbKO B 00pa3o-
BaHUU, HO U B MpodeccuoHalbHOl cpeae. Takum obpa-
30M, MHTErpalus BUACOUTp B 00pa3oBaTebHbIe MPAKTUKU
o0nagaeT 3HAYUTEIbHBIM TMOTEHIMaJIOM. Pe3ynabTaThl
HACTOSILIIETO aHaln3a YKAa3bIBAIOT HA TMEPCMNEKTUBY CBA3U
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MEXJy BUACOUTPAMU U HaBBIKAMU pelleHUs 3amad Ha
OCHOBE JIaHHBIX JI0Ka3aTeJbHOM TpakTuku. JlanbHeime
WCCJIEIOBAaHUSI MOTYT OBITh HaIlpaBJieHbI Ha pa3paboTKy
CTaHIapTU3UPOBAHHBIX MTPOTOKOJIOB OLIEHKM OJIM3KOTO 1
JaJIbHETO TepeHOoca HaBBIKOB, (POPMUPYEMBIX B TIpoliecce
WUTPOBOU JEeSATEIBHOCTU. BakHBIM HaIlpaBIeHUEM TaKXKe
TPEICTABIISIETCST TTPOBENEHNE PAHIOMMU3NPOBAHHBIX KOH-
TPOJIUPYEMBIX M KBa3WAKCIIEPUMEHTATbHBIX HMCCIIeI0Ba-
HUI, TIpeIToIarallx BapbupoBaHUe XaHPOB BUICOUTD

M TTapaMeTpPOB UTPOBOI aKTUBHOCTU. [TomoOHBIN Au3aitH
IMO3BOJIUT YTOUYHUTH, KaKWe XapaKTEPUCTUKU HMTIPOBOTO
OITBITa HanboJIee 3HAUNMO CBSI3aHbBI C pa3BUTHEM HaBBIKOB
pelreHus TpooJieM. OIOTHUTEeIbHOE BHUMAaHUE MOXKET
OBITh YIEJICHO aHAJIN3y MeIUaTOPOB BIUSIHUS: MOTUBAII-
OHHBIX (PaKTOPOB, COCTOSTHUS «ITOTOKa» M KOOTICPAaTUBHBIX
MMPAaKTUK, KOTOPhIE MOTYT OIIOCPEIOBaTh KaK MHTCHCHUB-
HOCTh BOBJICUCHHUS, TaK M CTEIIEHb IepeHOCa WTPOBBIX
HaBBIKOB HAa BHEUTPOBBIC 3aIaUM.
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