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KomribtoTepHbsle Urpsl Kak OAMH M3 Hanboyiee MHTEPECHBIX ()EHOMEHOB, CBSI3aHHBIX C IPOLIECCOM
KOMITBIOTEPH3ALUH, SIBISIFOTCS IPEAMETOM MHOTHX 3apYOEXKHBIX U OT€UYECTBEHHBIX NCHXOJIOTHUECKUX
uccienoBaHui. B craTbe mpejacTaBieHa XapaKTepHCTHKA CIEAYIOMIMX 3apyOeKHBIX HalpaBJICHUH
HCCIIEIOBAHMS KOMITBIOTEPHBIX (BHA€0-) Mrp: 1) o0macTe  HMCHOJB30BAHUSA KOMIIBIOTEPHBIX HIP
B 00pa3oBaHuu; 2) M3y4EHHC BIMSHHS KOMIBIOTEPHBIX WIP HAa Pa3BUTHE KOTHHUTHBHOH 001acTh
nereil, a Take Ha (DOPMHPOBAHME  PA3IMYHBIX YMEHHMH M HaBbIKOB. OmHAaKO B IOJOOHBIX
UCCIIEOBAaHMUAX KOMIIBIOTEPHBIC MIPBI HE SABIAIOTCS OOBEKTOM M3YYCHHS, B HUX PACCMATPUBAIOTCS
JUIIb OTAENbHBIE 00JacTH BHUMAaHWS WWiIHM BocnpusTHs. OOcyxknaercs Bompoc 00 oOmei
KOHIENTYyaJbHOH M METOJOJIOTHUECKOH OCHOBE IOCTPOCHHS HCCIEAOBAHUHM, KOTOpas ITO3BOJHT
KJIaccu(UIUPOBATh M MHTEPIPETUPOBATh YACTHBIC MCCIICIOBAHUS B JaHHOW oOmactu. [lepeuncieHs
pasinuHble (Kak IMOJIOXKUTEIbHbIE, KaK W HeraTuBHbIE) d(PQeKThl BIMSHHUS KOMIBIOTEPHBIX WIP Ha
IICUXUYECKOE pa3BUTHE UTPAroIIero, MX 3HAYUTENbHBIN pa3BUBAIOMMA U 00pa3oBaTeIbHBIIN
MOTEHINAJ.

KiaoueBble ciioBa: KOMIBHOTCPHBIC UI'PbI, HIPa, 06pa30BaTeJ’ILHLIe TCXHOJIOTMH, BJIIMAHUC
KOMIBIOTEPHBIX UI'D HA JINYHOCTb.
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B Teuenue pecsaTHNETHH CBOCH MCTOPUM PAa3BUTHS DIEKTPOHHBIC W KOMIIBIOTEPHBIC UTPHI HAOMPAIU BCe
OOJBIIYIO TIOMYJIIPHOCTh HE TOJNBKO CPENU ACTEH U B3POCIBIX, HO M CPEAM UCCIIC0BATENCH B Pa3TUIHBIX
obOnactsx Hayku. Hemanas 4acTh TakMX HCCIEIOBAaHUM ObLIa MOCBAIICHA BO3MOXKHOCTH HCIIOIH30BAHMUS
KOMITBIOTEPHBIX UT'P KaK UHCTPYMEHTa 00y4eHus. [JIaBHBIN Te3rc B 3TOM HANPABJICHUM MCCIICJOBAHMA —
KOMITBIOTEPHBIE UTPBI MOTYT OJIarOTBOPHO BIUATH Ha pasBurhe [15].

B TO ke Bpems NCHXOJIOTHS W KOTHHTHUBHBIC HAYKH PACCMATPUBAIA KOMITLIOTEPHEBIC UTPHI B
paMKax eIie JByX HalpaBIeHUH:

®  BIMSHHE KOMITBIOTEPHBIX UI'P HA KOTHUTHBHBIE CIIOCOOHOCTH (BOCTIPUSATHE, 3pUTENIEHOE BHIMAHUE);
®  BIUSHUE HA JIMYHOCTH UTPOKA, B MIEPBYIO OUEPEb arpECCUBHOE MOBEICHUE.

OcHOBHO# mpoOJEMON TpU UCCICAOBAHUN KOMIBIOTEPHBIX WIP SIBISETCS CTPEMUTEILHOC
pa3BUTHE KOMITBIOTEPHBIX M MH()OPMAIMOHHBIX TEXHOJIOTHI B MocienHue necatmineTus. Hecmorps Ha
OTHOCHUTENIFHO KOPOTKYIO HCTOPHIO Pa3BUTHs B JaHHOW 00JacTH B HEH YK€ MPOM30IUIO HECKOJBKO
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PEBOIIONNH, KOTOPBIE OOECIICHWIM PEe3yNbTaThl Psifia MPOBEJACHHBIX MCUXOJOTHYECKUX HMCCIIEI0BAHWH.
Hayunble uccnenoBanusi B JJaHHOW 00JACTH HE YCIIEBAIOT HE TO YTOOBI MOHATH, HO XOTS ObI OmMUcaTh
TEKyIlIee COCTOsHHWE. MHOTHE aBTOpBl OTMe4anu, 4ro  urpel  koHima 1980-x rr., koTopsble
MIPEUMYIIIECTBEHHO OBUIM TEKCTOBBIMH, HEBO3MOXXKHO CPaBHHBATH CO «CTpeisuikamm» Hadaga XXI B.,
KOTOpbIe 001aaiIH MOJHOIIEHHOM TpeXMepHOii rpadukoii [8].

Koneuno, psin ocoGeHHOCTEl UTp OCTaeTcsi HEM3MEHHBIM. K HUM OTHOCAT CrOCOOHOCTH WIPHI
MOJHOCTBIO 3aBJIaJIETh BHUMAHUEM YEJIOBEKAa — MEXAHU3M «IOTPYXKECHUS», WIH «MMMEPCHN» (OT aHTIL
Immersion) [10]. Ho «kaxkmoe pemreHre pa3pabOTYMKOB WIp, [OU3AHHEPOB CTABUT IIEpeEN
UCCIIEIOBATEIAMHU-TICUXOJIOTAaMH BCE HOBBIE BBI3OBBL. OIHUM M3 HHUX CTaJl MEPEXOJ UTP Ha MOOMIILHBIE
YCTPOMCTBA, YTO CYIIECTBEHHO OTPa3HIOCh HA OCOOCHHOCTSIX CAMHX UIP U B TO e BpeMsl II03BOJIMIIO UM
3aHsTh emie OoJibllie BpeMeHU B Ku3HU Jronei [12]. Tloatomy BakHO# 3amadeit uis WCclieoBaTenei
SIBJISICTCA HeO6XOZII/IMOCTL BBIJICIINTh TC BJIWAHUA Ha UI'PAOMICTro, KOTOPBLIC NPHUCYTCTBYIOT BCCr/a,
0C30THOCUTENBHO K TEXHUYECKUM OCOOEHHOCTSIM, BEIb UMEHHO 3TO IOJDKHO MOCIYKUTh MEXaHHU3MOM
JUTS IPOEKTUPOBAHUS UTP ISl 00pa30BaTENbHBIX IIETICH.

UrpoBbie TeXHOJIOTHU B 00pa30BaHUM aKTUBHO HCITOIH30BAIKCH U JIO TIOSBICHUS! KOMITBIOTEPHBIX
UTpP, & C HACTYIJICHHEM «IH(POBOI 3PbI» M OHU CTAIM UCIIOJIB30BATHCS C LIEJIBI0 O0y4YeHuUs neTer. Psin
MCCIIeIOBATEleH OTMEUAIOT, YTO TAKHE METObI MOTYT ObITh dQdekTuBHbIMEU [3; 14].

DJeKTpOHHAs/KOMIBIOTEPHAsT UTpa BKIOYAaeT B ce0sl OrpOMHBIN JMamna3oH pazHOOOpa3HBIX
munog Wrp, KiacCUPUKaUs KOTOPBIX HCCIEHOBATEISIMH  BBICTPAUBACTCS 1O CaMBIM Pa3HBIM
KPUTEPHSM.

B 11e710M, KOMIIBIOTEPHBIE WIPBI JENATCA Ha 00pa3oBaTelbHBIC W pa3BicKaTelbHbIe. [lepBbic
o0yuJaromiue KOMIbIOTEpHbIE Urphl MosBHINCH B 1980-x rr. B KauecTBe mpumepa MOXKHO TMPUBECTH UTPY
«Where in the world is Carmen SanDiego», koTopast ObUia HampaBlicHa Ha oOy4eHHe AeTeil reorpadum.
B urpe npociexuBaeTcs OMXeBeOpaIbHbIN MOIX0/] — 32 YCIEIIHbIC JeHCTBHS UTPOK MONTyYaeT Harpasy B
KaueCTBE TOIKPEIICHHS HITH HEKOTOPOE «HAKa3aHUE» B CIydYassXx HEBEPHbBIX JEHCTBHIA/OTBETOB.

OpHako, PEIHOK KOMITBIOTEPHBIX UT'P OBLT 3aMHTEPECOBAH B MEPBYIO OYepEh B PA3BICKATCIHHBIX
UTpax, KOTOPBIC MOJIE30BAIKMCH ropa3fo OONBIIMM CIIPOCOM, mo3ToMy B Tedernn 1990-x rr. mHTEpec K
00yJaronmM KOMIIBIOTEPHBIM WIpaM CHIDKAJICA. B HacTOSIHMA MOMEHT MOMOOHBIE HWTPHI BCE EIIIe
CyIIECTBYIOT, HO B OOJBIIMHCTBE CBOEM OpPHCHTHPOBAHBI Ha BIOJHE KOHKPETHYIO BO3PACTHYIO
KaTEeropui0 — JOLIKOIbHUKOB.

BriocnencTBrn MHTEpEC K BO3MOMXHOCTSM KOMITHIOTEPHBIX UTP B 00pa30BaHUH BO30OHOBHIICS.
OnHako MPOEKTUPOBAHHE CIEIUANBHBIX OO0YYaloUX WP TEepecTalio OBITh NPUOPUTETHBIM, U
HCClieIoBaTeNny 00paTHI BHUMaHHE Ha TIOTSHITHAN, KOTOPBIHM COJepKaT pa3BieKkareIbHbIe Urphl [8].

AmepukaHckuil uccnenosarens JDxoiimc Ilom J[ku yTBEpakKAaeT, YTO KOMIBIOTEPHBIE WIPHI
00J1a1aI0T PAIOM OCOOCHHOCTEH, KOTOPhIE HEOOXOIMMO HCIIOJIB30BAaTh B Ipolecce OOyICHHsI, TTPHIeM
9TH OCOOCHHOCTM HE MPUCYIIM OOBIYHBIM, HEKOMIBIOTEpHBIM HUrpaM. [Ipy 5TOM BO3MOXHOCTH
Pa3IUYHBIX KOMIIBIOTEPHBIX WUIP CYHIECTBEHHO OTIMYAlOTCa Mexnay coboi. Tak, «Terpuc» pasBuBaer
MPOCTPAHCTBEHHOE MBIIUICHWE, a WIPBI-BUKTOPHHBI JENaloT Tropa3fo Ooyiee  yBIEKaTEIbHBIM
3alIOMUHAHNE Pa3NUYHBIX (DaKTOB.

ABTOp OCOOCHHO OTMEYaeT BO3MOKHOCTH KOMITBIOTEPHBIX UTP B OO0JIACTH MOJCITUPOBAHUS
MIPOIIECCOB, YTO MO3BOJIIET MHTEPECHO M 3((HEKTUBHO M3y4aTh Pa3IMYHbIC IKOCUCTEMBI, KOCMOC U T. II.
OCHOBHBIM TIPEUMYIIIECTBOM KOMITBIOTEPHOTO MOJCITUPOBAHUS SIBISICTCSI BO3MOXKHOCTH Y4€Ta OOJIBITIOTO
KOJIMYECTBA IEPEMEHHBIX M KOPPEKTUPOBKM [AAHHBIX MpPH KaXXIOM HOBOM 3aIlycKe Hrpel. Takwue
0COOCHHOCTH KOMITBIOTEPOB KaK HHCTPYMEHTA UCTIONB3YIOT U YUCHEIE.

Ho KOMIIbIOTCPHBIC HUI'PBLI B OOJILIIMHCTBE CBOEM SIBIISIOTCS KOMMEPUCCKUMU, U pa3pa60Tq1/1KI/1
HCIIOJIB3YIOT BO3MOXXHOCTHU MOJCIMPOBAHUEC CYIICCTBECHHO HMHAYC, YEM YUCHBIC. Hx cmoco6 nmomMemacT
UI'pOKa CKOpEC «BHYTPB» Hl"pOBOﬁ CUTyalun (C 3aJaHHbIMHU LCIISIMH U YCJ'IOBI/ISIMI/I) " PCAKO IMO3BOJIACT
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BHOCHTDH W3MEHEHUS B YCIOBUSA UTPBL. OTHAKO aBTOP OTMEYAET, YTO U TAKOW CIIOCO0 He JIUIIEH MOJIE3HBIX
JUTSE 00YYEeHHs KadecTB — MPUMEpPaMH CIyXaT UIPbI-aBUACUMYJIISTOPHI, KOTOPBIE MOTYT HCIIOJIB30BaTHCS
P MOJATOTOBKE MUJIOTOB.

Oxa3pIBasCh «BHYTPUY» UTPOBOW CUTYAINH, CO3TaHHON pa3pabOTIYNKOM, HTPOK acCOIMHUPYET ceds
C KakuM-TO TepoeM (3TO MOXeT OBITh HE OTAENbHBIA NEePCOHAX, a KOJUIEKTUBHBIM CYyOBEKT WIH
HEOJTyIIICBICHHBI OOBEKT WM SBJIICHUE), KOTOPBHIH WMEET HEKOTOPBhIE HWIPOBBIC MM (OIMHMCaHHBIC
CIOXKETOM HTPhI) B BO3MOXKHOCTHU. 3ajjada jk€ CaMOro UTPOKa — OOHAPYKUTh TPAHHIIEI BOBMOXXHOCTEH U
CIIOCOOBI ACUCTBUS IS TOCTHKEHHS UTPOBBIX 1eneid. OCBOeHHE CITOCOO0B pelIeH s HTPOBBIX 3a/1a4 pH
ACCOIIMMPOBAaHUU Ce0S C WIPOBBIM TIEPCOHAXKEM TO3BOJSIET M CaMOMY HIPOKY OCBOHTBH CIIOCOOBI
JICUCTBYSI B PEANIbHBIX CUTYaIUAX, KOTOPBIE OYAyT 00J1aaTh CXOKUMH yCIIOBHSIMH.

ABTOp OTMEYaET, YTO B psAfe CIydaeB KOMIBIOTEPHBIE UTPHI KaK CIIOCO0 Mepeaadn KyJIbTYPHBIX
HOPM OYyIyT UMETh MPEUMYIIECTBO HaJ TPAAUIIMOHHBIME CITOcoOaMU. B kadecTBe mpumepa MPUBOIUTCS
OpakocoueTaHue, KOTOPOE C IOMOIIBI0 KOMIIBIOTEPHOH HWIPBl MOXHO OTperneTupoBarb. KoHeuHo,
YeNoBeK, 00JIaIaloNIHi JJOCTATOYHBIM KOJIMYECTBOM HH(OPMAIIHH O SIBICHUH, MOXKET TPEJICTABHUTh B YME,
KaK JOJDKEH pa3BHBATbCA TOT WM HMHON mpomecc. OmHAKO KOMIBIOTEP MO3BOJSET HCIIOJIb30BATh
BU3yaJbHOE M 3BYKOBOE CONPOBOXKICHUE, TLIATENBHO CMOJECIUPOBATH MHOXECTBO PazHOOOPa3HBIX
YCIIOBHIA.

BaxxHpIM KadecTBOM SBJSICTCS BO3MOXKHOCTh TEPEKIIOYHTHCS Ha JPYTYIO pPOJb, YBHICTH
MOJIETIPYEeMOe SIBIICHHE C JOPYroil cTopoHbl. [IpoOys pemmTs UTPOBYIO 3aady B HOBOW POJH, UTPOK
MOKET OTKpBITh HOBBIC Bo3MokHOCTH («affordances», mo JIx. T'mOGcony). J)KH TOBOPUT O TOM, Kak,
YUUTBIBasE 3Ty OCOOCHHOCTh, IOJDKCH pPa3MBIIUIATh HMrpok: «Kakue BO3MOXHOCTH IS JCHCTBUS
CYIIECTBYIOT B JJAHHOW CHUTYaIlMd W KaKUMH M3 HHUX S MOTY BOCTIOJB30BATHCS IS JOCTHIKEHHUS CBOCH
uenu?».

B skcnepuMeHTanbHOM PEKUME KOMIIBIOTEPHBIE UIPhl BBOJWINCH U B LIKOJIBHYIO MPOTpammy.
Psan wuccnenoBanmii B BenukoOpuTaHWM OBUIM HAalpaBleHbl Ha H3y4eHHE J(PQPEKTHBHOCTH TaKUX
texHoustoruii [9; 11]. PecrioneHTsI (TI€arory, y4eHUKH, POAUTENHN) OTMEYANH, YTO KOMITBIOTEPHBIE HIPBI
MTO3BOIISAIOT CJeNaTh Iporecc o0ydeHus: Ooiiee MpuBIeKaTedbHBIM sl pebeHka. OMHAKO HE BCE THUIIBI
KOMITBIOTEPHBIX WIP OJMHAKOBO XOPOIIO MOAXOMIT s dTuX menend. it 3amad oOydueHus KpaiiHe
BOXHBIM SIBIISIETCSI TOYHOCTH (DaKTOB, MPEJOCTABISAEMBIX B Urpe. Vrpsl MOTIH OBl CIYKUTh XOPOIIAM
TUTAKTHYECKAM MaTepUaioM IUII MHOTHX IIKOJBHBIX MPEIMETOB, OJHAKO yYUTENs HE BCETAa BUAAT
CKPBITBI B HHMX MOTCHIMAN, a pa3pabOTUYHMKM HE HAIlCJICHbI Ha HKCIOJb30BaHHE 00Pa30BaTEIIbHBIX
BO3MOKHOCTEH.

I[Io wroram MIPOBEACHHBIX I/ICCJ'IG,Z[OBaHI/Iﬁ ObLIH NpEAIOKCHBI TPHU OCHOBHBIX BO3MOKHOCTH
HCIIOJIB30BAaHUA UT'D B LIKOJIE:

" IS pa3BUTHA HAaBBIKOB M CIOCOOHOCTel. Pa3BuTve maMsaTH, MBIIUICHUS, CIIOCOOOB
KOMMYHHUKALUH U JIPYTHX COLMATBHBIX HABBIKOB YUaI[HXCS,

" JUIs OBBIIICHUS] MOTHBALIUK K yueOe. Mrpsl MOTYT HCIONIB30BATHCS B KAYECTBE CTAPTOBOM TOUYKH
B U3YYE€HUU KOHKPETHOM TeMbl (HampuMmep, B UCTOPHH), 32 KOTOPOH MOCIENYIOT YPOKHU B MHBIX
tdopmax;

* i OoJiee TMOJHOrO MOHUMAHUS M3y4aeMbIX MPoIeccoB. KOMIbIOTEpHBIE UTPbI MOTYT XOPOILIO
MOACIUPOBATH CJIOKHBIC IMPOLCCCHI, TOHNMMAHUEC KOTOPBIX MOXKXHO Cq)OpMI/IpOBaTI) C IIOMOIIbIO
CIICIUAJIbHBIX UTP.

PaccmarpuBas TOTEHIMAN KOMITBIOTEPHBIX HIp B 00pa3oBaHWM, HEOOXOIUMO YYHTHIBATH
KJIaCCU(UKAITUIO CYIIECTBYIOIINX HampasieHuil. Hambomee ynoOHBIe KiaccnuKamuy TpeAiararoT
VICIIOJIB30BATh JKaHPOBOE MO/Ipa3/ielIeHie KOMITBIOTEPHBIX Urp, HAIIpUMeD, ciexytomee [8]:

1) anBeHuypHBIC (IPUKIIOYCHUECKHE) UTPBI;
2) TOJIOBOJIOMKH U JIOTHYECKHE HIPHI;
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3) poieBBIE UIPHI;

4) CHMYIATOPEI,

5) CHOpTHBHBIE HIPBI;

6) cTpaTernyecKue Urpsl;

7) wrpsl B kaHpe 3KmH (action)/ B HEKOTOPBIX Caydasx «cTpessuikmy (shooter).

CyIecTBYIOT U IpyrHe BapUaHThI Kilaccu(UKAIHiA, HO BO BCEX CIy4asX aBTOPBI OTMEYAIOT, YTO
XOTsI B 3aBHCUMOCTH OT »aHpa 00pa30BaTEeNbHbIN IMOTCHIIUAT UTP U OTIHYACTCS, HO CICIyeT B MEPBYIO
ouepenb oOpamaTe BHHMaHHE Ha KOHKPETHBIE HanmOoJee paclnpoCTpaHEHHBIE W  MOIYJSIPHBIC
KOMIIBIOTEPHBIE UTPHI U TIPOBOJUTH UX aHAJIH3.

UccneaoBaHUA KOMIBHTEPHBIX UTP B MCUXOJIOTUU U KOTHUTHBHBIX
HayKax

Benmymieid Temoil HCCIEIOBAaHWN BBICTYNACT BIMSHHE WMIPOBOTO OIbITA Ha KOTHUTHBHBIC
nporeccel. «rpoBoil OMBIT» — JOBOJIBHO IIMPOKOE TOHATHE — pasieiisld  Ha YEThIPE OCHOBHBIC
cocrasistromue [5]:

1) «BOBJIEYEHHOCTH» — TO, CKOJIBKO BPEMEHH PEOEHOK MPOBOIMT B UTPE (MOKET OBITH CONMPSIKEHO C
HUTPOBOH 3aBHCHMOCTHIO);

2) «comepkaHue» — Ta UHOOPMAIHs, KOTOPYIO HIPArONIH MOJyYaeT B mpoliecce. ITO OCHOBHOE
HampaBJeHHe, B KOTOPOM BEIHCHh HCClieZioBaHUA. [IpuMepoM MOXKET MOCIY)KHTh COJAEp:KaHHe
CIIEH HaCWJIMS B UTPaxX U MX B3aHMOCBS3b C YPOBHEM arpeCcCUU UIPOKa;

3) «hopma» — Te HaBBIKH M YMEHUS, KOTOpbIe (POPMHUpYET Urpa Onaronapsi CBoeMy rpapuueckomy
mu3aiiHy. Hampumep, B SKIIeH-UTpax pa3BUBAaeTCd BHHUMAaHHE W CKOPOCTh PEAKIIHH, MTOCKOJIBKY
UTPOK BCEria J0JKEH OBITh TOTOB K BHE3AITHOMY MOSIBJICHUIO NPOTHBHUKOB B Pa3JIMUHBIX YaCTAX
JKpaHa;

4) «MexaHWKa» — YMCHHS, CBSI3aHHBIC C HCIOJIb30BAHUEM TEXHUUYCCKHX CPEICTB UIPhI (MBIIIb,
KJIaBHATYypa, TeUMIAa]] U T. 11.), U B3aUMOJICHCTBHS C HTPOBBIM HHTEPHEHCOM.

Tem He MeHee OMKMCAaHKE UTPOBOTO OMbITA Yepe3 MOJ0OHBIC COCTABIAIONINE SIBJISICTCSA HE CAMBIM
3¢ (HEeKTUBHBIM.

lpyrue wuccienoBarend mOpeaiaraloT anbTepHaTuBy [9], KoTopas cBsi3aHa MMEHHO C
00pa3oBaTeIbHBIMU MTOTPEOHOCTIMHU:

"  pa3BUTHE KOTHUTHUBHBIX CIIOCOOHOCTEH [6];

* addexTHBHBIC U MOTHBAIIMOHHbBIC BIUAHUS [2];

"  3HAHUS, CBA3aHHBIC C 0Opa3oBaTeabHBIME 3a1a4amu [13].

PaccMoTpuM OCHOBHBIE HANPaBJICHUS B M3YUSHNUH BIHSIHUS KOMITBIOTEPHBIX UT'P TOAPOOHEE.

KorHuTHUBHbBIE CIOCOOHOCTHU U HABBIKH

Bruta mpoBezieHa cepust SKCIIEPUMEHTOB, B KOTOPBIX JIIOJH, PETYJISIPHO UTPAIOIINE B SKIIEH-UTPHI,
JOJDKHBL OBITM B TEYEHHUM HEKOTOPOTO BPEMEHH YIEpKMBaTh BO BHUMAaHHUM HECKOJIBKO OOBEKTOB,
HepeMEINaNMXCs B MpocTpaHcTBe [6]. YYacTHHKM KOHTPOJBHOW TPYIINbI [MOKA3add XY/IIHE
pe3yabTaThl MO0 CPaBHEHHIO C MMEIOIIMMHU OOJBIION HWIpoBOM OmbIT. sl IOKaszaTenbcTBa TOTO, YTO
UMEHHO OIIBIT B OJKIICH-UTpax BIMSCT Ha pa3BUTHEC BHUMAaHUsS, Oblla TMPOBEJCHA BTOpas Cepus
3KCIIEPUMEHTA: B T€UEHHE JIECATH JHEH yYaCTHUKH KOHTPOJIBHOM TIpyNIbl OAWH 4Yac B JI€Hb WIPajld B
«Terpucy, B TO BpeMsl Kak dSKCIIEPUMEHTAIbHAS TPYINa OJUH Yac B JIEHb Urpajia B OJHY U3 DKIICH-UTD
(«Medal of Honor»); 3aTeM y4acTHHKH KaXIOW TPYMIbl JOHKHBI ObUIM BBIMOJHHUTH YXKE OMHCAHHBIC
BBIIIIE 3aJaHKs. DKCIIEPUMEHTaJIbHAs TPYIIa U B 3TOT pa3 MoKasana ropaszo 0ojiee BEICOKUE PE3YIbTATHI.

HpOBOJII/IHI/ICI) " apyrue HO}IOGHBIG OKCIIEPUMEHTBI, KOTOPBIC BBIABJIAIIN HEKOTOPHIC TCHACPHBIC 1
APpyrue pasjindusa B OBJIAACHHUNW YMCHUAMH C IIOMOIINBIO KOMIIBIOTEPHBIX HIP. MCTOJIOHOFI/I‘ICCKI/I BCC
HOI[O6HBIC HUCCICaO0BaHUA ObLIH MNOCTPOCHBI CXOXUM 06pa30M: B3 00) CpaBHUBAJIUCH I10Ka3aTCIIN
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KOHTPOJEHON W DKCIICPUMEHTATHHOW (C OOJBIIMM WMIPOBBIM OIBITOM) TPYIIBI, JHOO H3MEPSIIHCH
WU3MEHEHUS Y KOHTPOJILHON U KCIIEPUMEHTAIBHOM TPYIIIBI TIOCIIE TIOTyYSHHST UTPOBOTO OIIbITa (OJHOU U3
rpynn Wi OOCMMH, HO C IIOMOIIBI0 WIP pa3HOro jkaHpa). HecMOTps Ha CXOXKYH METOOJIOTHIO
9KCHEPUMEHTBI OTIMYAIHCH JIPYT OT Jpyra Mo IeJIOMY psAy XapakTepUCTUK (BpeMs WTPbI, THIT HIPBI,
W3HAYAIbHBIE CIOCOOHOCTH UCHBITYEMBIX W T. J.), YTO OOBSCHSET OONbIINE OTIWYHS B IMONYyYCHHBIX
pesynbratax. OmHako, 0000IIast pe3yabTaThl, MOXHO TOBOPUTh O BIIMSHUM KOMITBIOTEPHBIX WIP Ha
KOTHUTHUBHBIE CIOCOOHOCTH.

B/MssHUe Ha YPOBE€Hb arpeCcCui 1 MOTUBAIlUI0

CaMoii ToIy I pHON TEMOW HCCIICAOBAHUN SBISICTCS BIIMSHUE KOMITBIOTEPHBIX MTP Ha YPOBEHB
arpeccun. B Tom umcne u Omaromaps ux pe3yiabTaraM, AMEpPUKaHCKas TCHXOJIOTHYECKasl acCOIMAIUs
(APA) npusHaia BIUSHHE CIIEH KECTOKOCTH B MEJIHa, B TOM YHCJI€ U B KOMITBIOTEPHBIX UTPaX, OCOOEHHO
Ha JIeTel MIIAAIIUX BO3PACcTOB. DTO NMPUBEJIO K BBEJICHUIO BO3PACTHBIX PEUTHHTOB.

Teopust couManbHOTO HAy4yeHUs MPSMO YKas3blBaeT HA BIWSHUE CLEH HACWIUS Ha Pa3BUTHE
arpeccuBHOrO ToBeneHus [1]. OmHAKO MOXKHO MPEAIOI0KUTh, YTO KOMIBIOTEPHBIE HUIPHI MOTJIH ObI
MOCITY>KUTH CTIOCOOOM BBIMEIIIEHHS CKPBITOM arpeccuu, a 3TO IOJDKHO OBLIO ObI OIEHUBATHCS MO3UTHBHO.

HccnenoBanus B JaHHOM 001acTH MMENU pa3In4HbIe, 3a4acTyI0 MPOTHBOPEUYHBEIE, PE3YJIbTATEHI.
Jnst 06001IeHHsT OTyYSHHBIX JAHHBIX OBLIO MPOBEACHO HECKOIBKO MeTa-ucciaeoBanuii [2; 7], kotopeie
IIOKA3aJii, YTO CLEHbl HACHJIUS BCE )K€ YBEJIMYMBAIOT YpOBEHb arpeccu. OZHAKO OTKPBITHIM OCTAETCS
BOIPOC, YTO UMEHHO MOOYKIAeT JI0Jeil UrpaTh B )KECTOKHE UIPHl M KaK 3TO BIUSET Ha JIpyrue chepol
JIeSATENIEHOCTH.

Mcnonb3oBaHUE KOMMbIOTEPHbIX UTP C LLenblo 06yueHus

[Icuxonormyaeckue uccieoBaHus BO3MOKHOCTEH KOMIBIOTEPHBIX UTP U JPYTUX MHTEPAKTUBHBIX
TEXHOJIOTHH ¢ IeNblo oOyueHus Bcerna auddepeHppoBainch Mo KOHKPETHBIM O0JACTSIM, 3HAHUS B
KOTOPBIX MPEANONaraaoch nepeaaTh.

[IpumepoM MOXKET MOCTYKUTh HCCIIEZOBaHWE, TTOCBAIICHHOE OOYYEHHIO CTYACHTOB KOJIJIeIXKa
OMOJIOTHUH C MOMOIIIBI0 KOMIbIoTepHOH Urpsl [13]. CriennaibHO CIIpOSKTUPOBAaHHAS MIpa JICHCTBUTEILHO
MO3BOJIMIIA YIIYYIIUTH YCBOCHHE MaTepuaja, OJHAKO 3TO JOCTUTAIOCH UCKIIOYUTENBHO C MOMOIIBIO
BUKTOPHHBI, KOTOpas MOXKET OBITh pEaIM30BaH HE TOJIBKO OJaromaps KOMITbIOTEPHBIM TEXHOJIOTHSIM.

Hpyroii mpuMep IpeacTaBisieT cOO0W aHallu3 UTPHI, CICIHAIBHO pa3paboTaHHOW IS U3ydeHUS
3akoHOB HpioTona [16]. B asToM ciydae oTme4anoch 3Hau€HHE HHTEPAKTUBHOCTH IPEICTaBICHHBIX
ONBITHBIX cuTyauui. [locie kaxnoil MONBITKY B3aUMOJAEHUCTBUS, B TOM YHMCJIE HEMPABUIBHOTO PEIICHUS
3a/1a4¥, WTPOKU TIOIyYald OOpaTHYIO CBS3b C JETAIBHBIM Pa3bICHEHHEM IIOJIyY€HHOTO pe3yibTaTa.
B otcyrcTBHE 00paTHOM CBSI3M HCTIBITYEMBbIE (MTPOKH) IIOXO YCBAMBAIM MaTepHall.

Ot MNpUMCPBI MMOKAa3bIBAIOT, YTO HUCIOJB30BAHUC CIICLHUAJIBHO pa3pa60TaHH0171 KOMHBIOTepHOﬁ
UIrpbl C LECJbBHO O6y‘leHI/I$[ HC aacTt 0OJIBIIIETO (I/IJ'II/I CHJIBHO OTJ'II/I‘lHOFO) pe3yiibTaTa MO0 CPaBHCHUIO C
APYTr'UMU MHTCPAKTUBHBIMU METOJaMU. Takue UI'pbl OTINYAIOTCA U OT KOMMEPUYCCKUX, HE SaﬂeﬁCTBYH
npucyumue um 0COOEHHOCTH U MEXAHU3MEI.

Wrak, MBI pacCMOTpEI TPH OCHOBHBIX HAIIPABJICHHS B U3YUYEHUH KOMIIBIOTEPHBIX Urp. HecMoTps
Ha TO, YTO 3TH UCCIICAOBAHUA MOXXHO CUUTATh IEPCIICKTUBHBIMU, HU OJJTHO U3 HaHpaBHeHI/Iﬁ HE ITO3BOJISIET
paccMotpeTh mpobiemy menoctHo. Kpome Toro, Te McciaenoBaHUs, KOTOPBIE MBITAIOTCS COMOCTAaBUTH
BJIHNSAHUC KOMHBIOTepHOﬁ HUI'pbl C PpPa3sBUTHUEM KOHKPCTHBIX HAaBBIKOB, CTAJIKHWBAaIOTCA C CepBCSHOfI
METOJIOJIOTHYECKON MpOoOJIieMOii: yMEHHEe pa3BUBAeTCsl y HMrpoka Ojaromapsi 0COOEHHOCTSM WIpPHI, B
KOTOPYIO OH MI'PACT, WJIH K€, HA000pOT, HIPOK BHIOMPAET TAKYIO UTPY, KOTOpas TpeOyeT CoCOOHOCTEH,
KOTOpBIE Y HETO XOPOILIO Pa3BUTHI?
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YuuteiBas TO, YTO OOJBIIMHCTBO MCCIEIOBAaHUI paHee OBUIO MOCBSIIEHO TOMY, KaK Pa3BUBAETCS
Ta WM WHAsI CIOCOOHOCTH IO/ BO3JIEHCTBHEM KOMITBIOTEPHBIX UTP, CIEAYET 00paTUTHCS K JPYTOMYy ITyTH
— U3YYCHUIO KOTHUTUBHBIX, a(QQEKTUBHBIX WM PCEHPE3CHTATUBHBIX BIMUSHUNA KOHKPETHOM
KOMIBIOTEPHOM WUTpbl Ha urparomero. [logo6Hse nccnenoBanus MOTYT ObITh peau30BaHbl JIUIIH B J1BA
JTama, Tie Ha MepBOM Ha OOJBIIOI BEIOOPKE MPOUCXOAUT COOP CTATHCTUYECKHX JaHHBIX O HOpME, a Ha
BTOPOM — Ha MEHBIIICH BHIOOPKE OIICHUBACTCS Pa3BUTHE CIIOCOOHOCTEH, YMEHUM, HABBIKOB WJIH 3HAHHUNA Y
MHOT'O UTPAIOIIUX UCTIBITYEMbIX.

KOHC‘IHO, JIJIs1 TOTO YTOOBI IMOJTHOIECHHO ONHNCATh pa3BUBAIOLICEC BIIMAHUEC KOMHBIOTepHOﬁ HI'PBI
IO BBIIIC yKaSaHHOﬁ MOACIN HCCIICOAOBAHUA, HCO6XOI[I/IMO HU3Yy4YUThb Ka)K,I[BIﬁ OTHGHBHBIﬁ aCIICKT €€
BO3MOKHOI'O BJIMIHUSA Ha UI'POKaA. CO3,Z[aHI/Ie ITOJTHOH KapTUHBIL HCO6XO,Z[I/IMO JJIA TOro, YTOOBI BHINTH M3
JIHXOTOMH‘ICCKOﬁ CUCTEMBI OTHOLICHHA «XOpomio — IIJIOXO0» U 00BEKTUBHO OLCHUTh BIIMAHHUC
KOMIIBIOTEPHBIX UTP.
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Foreign Experience in the Use of Computer Games in
Teaching Children

Grigoryev L.S.,
Postgraduate, Department of Psychology, Faculty of Educational Psychology, Moscow State
University of Psychology & Education, Moscow, Russia, igor.grigoriev@letnyayashkola.org

Compares games as one of the most interesting phenomena related to the computerization are the
subject of many foreign and domestic psychological researches. The article presents the characteristics
of the following international study destinations of computer (video) games: firstly, the scope of use of
computer games in education, secondly, study computer’s game influence of the cognitive domain of
children, as well as formation of different skills. Such studies, however, do not consider computer
games as an object, and stop only at specific areas of attention or perception. We discussed the
question about common conceptual and methodological basis for the construction of research, which
will classify and interpret the private research in this area. It lists the various (both positive and
negative) effects on the influence of computer games on the mental development of the player, their
significant developmental and educational potential.

Keywords: computer games, educational influence of computer games on the identity technology.
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