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AHHOTAIUA

B cratee paccMarpuBaeTcs poiib KOMIBIOTEPHBIX UTP B PA3BUTHH KPEaTHBHOTO
MBIIUICHAST ¥ CIIOCOOHOCTH K PpENICHUI0 TPOoOJeM y MIAAIIAX IIKOJLHUKOB.
CoBpeMeHHBbIE TEXHOJOTHM CTAHOBSTCS HEOThEMIJIEMOM YacThIO 00pa30BaTEIILHOTO
mporiecca, a KOMIIBIOTEPHBIE HUIPhl — MOIIHBIM HHCTPYMEHTOM (POPMHUpPOBAHUS
KOTHUTUBHBIX M TBOPYECKHX CIIOCOOHOCTEH nereil. HMcciemyroTcss MexaHU3MBI
BIIMSIHUSL MTPOBBIX CpEeJl Ha MBIIUICHUE JETEH, BBISBISIOTCS KIIOUEBBIC ACIICKTHI
oOpa3oBarenbHbIX UTP 1 UX 3 PeKkTUBHOCTH. [IpencTaBieHbl TaHHBIE SMITUPUYECKOTO
WCCJICIOBAHMS, TTOATBEPKIAIONINE TIOJIOKUTEILHOE BO3ICHCTBUE UTP HA TBOPUYCCKUC
CITOCOOHOCTH YUalTuXCsl.

KuroueBble ¢JI0Ba: KOMIBIOTEPHBIE UIPbI, KPEATUBHOE MBIIUIEHUE, PELICHUE
npo0JeM, MIIaIINe IKOJbHUKH, 00pa30BaTENIbHbIE TEXHOJIOT MU, UTPOBBIE METOIUKH,
urdpoBas negaroruka.

AKTYaJIbHOCTH TE€MbI

CoBpeMeHHbIE JI€TU C paHHETr0 BO3pacTa CTAJIKUBAIOTCS C MUGPOBBIMU
TeXHOJOTUSAMHU. KOMIBIOTEpHBIE WIPHl CTAHOBATCS HE TOJBKO CPEACTBOM
pa3BjieyYeHUs, HO MW BaXHBIM HHCTPYMEHTOM KOTHUTHUBHOTO pa3BuTus. B
o0pazoBaTenpHOM cpesie BCe Yalle MPUMEHSIOTCS UTPOBBIE METOUKH, TOCKOJIBKY OHU
MO3BOJISIIOT:

CTUMYJIMPOBATh TBOPUYECKOE MBIIIUICHNE, Pa3BUBas HECTAHIAPTHBIC MOAX0JIbI K
PCILICHHIO 3a]1aM.

[ToBbIIIaTh MOTHBAIMIO K OOYYCHHUIO Yepe3 MHTEPAKTUBHBIE U UTPOBBIE (HOPMBI
[0Jla4yy MaTepuala.

PasBuBaTh aHAIUTHYECKHE CITOCOOHOCTH M HAaBBIKH KPUTHUYCCKOI'O MBIIJICHHUS.

110



https://journalseeker.researchbib.com/view/issn/2181-4570

TECHNICAL SCIENCE

RESEARCH IN UZBEKISTAN ISSN (E): 2992-9148 SJIF 2024: 5.333

ResearchBib Impact Factor: 10.57/ 2024
VOLUME-3, ISSUE-2

BrusHre KOMIBIOTEPHBIX UTP HA PA3BUTHE KOTHUTUBHBIX CIIOCOOHOCTEMN

UccnenoBanusi mokas3bIBalOT, YTO UTPHI C OTKPHITHIM MUPOM, CTPATETMYECKUE U
TOJIOBOJIOMKH CIIOCOOCTBYIOT Pa3BUTHIO Y JETEH HABBIKOB KPEATHUBHOTO MBITIUICHUS U
pemenuss mpobnem. UrpoBas cpena mnpeaocTaBiseT YydyallMMCS BO3MOKHOCTD
npoOoBaTh  pa3iM4YHbIE  CTpAaTeTUH, MPUHUMATh pEHICHUS B  YCIOBUSX
HEONPeIeICHHOCTU U HAXOIUTh HECTAaHJAPTHBIC TyTH TOCTHXKEHHUS 1ICJICH.

Takum o00Opa3om, W3ydeHUE BIUSHUS KOMITBIOTEPHBIX WIP HAa KOTHHUTHBHOE
pa3BUTHE MJIAJIIMX M[IKOJbHUKOB SBJSETCA AaKTyaJlbHOM M 3HAYMMOM 3aJ1adyeu
COBPEMEHHOW MEAArOTUKH.

eab uccaenoBanusa

LICJ'IB HCCIICAOBAHUS — BBIABUTH BJIIMAHUC KOMIIBIOTCPHBIX HWI'PD Ha PAa3BUTHUC
KpCaTUBHOI'O MBIIUJICHHUA H CITOCOOHOCTH K PCUICHUIO HpO6J'IeM Yy Miaaiinx
IIIKOJIbHHUKOB.

3a1auu ucciaeI0BaHuA:

1. OHpCI[eJ'II/ITB TCOPCTUYICCKUC OCHOBBI CBA3HU MCKIAY KOMIIBIOTCPHBIMH UI'PAMU
N KOTHUTHUBHBIM PAa3BUTUCM.

2. AHanM3upoBaTh BHUIBI KOMITBIOTEPHBIX UTP M HUX MOTEHIMAN IS Pa3BUTHUSA
TBOPYECKUX CIIOCOOHOCTEHN.

3. TIpoBecTH SMOUPUUYECKOE HCCICAOBAHMUE, OIEHUBAIOIIEE BIMSHHUE WIP Ha
MBIIIJIEHUE JIETEN.

4. BpIpaboTaTh PEKOMEHAANWHM TIO WCIIOJIH30BAHUIO KOMITBIOTEPHBIX TP B
oOpa3zoBaTeIbHOM cpejie.

Pe3yabTaThl Hcce10BAHUA

Uccnenosanue npoBOIUIOCH CPEAM YUAILIUXCA MIIAJIIINX KJIACCOB B BO3pacTe 7—
10 net. Bribopka Bkimrouana 100 merei, pa3faeieHHBIX HA IBE TPYIIIIHL:

DKClIepUMEHTalIbHAsL ~ Tpymnma —  JEeTH, PEryJlsIpHO  Urparolme B
oOpasoBaTelibHbIe M Jornueckue kommbiotepHbie urpsl (Minecraft, SimCity, Brain
Trainer u ap.).

KoHTponbHast rpynma — JeTH, HE HCIOJIB3YIONINE KOMITBIOTEPHBIE UTPHI B
00pa3oBaTEIbHBIX IEISIX.

OcHOBHBIE pe3y/IbTAThI:

111



https://journalseeker.researchbib.com/view/issn/2181-4570

TECHNICAL SCIENCE

RESEARCH IN UZBEKISTAN ISSN (E): 2992-9148 SJIF 2024: 5.333

ResearchBib Impact Factor: 10.57/ 2024
VOLUME-3, ISSUE-2

1. Pa3zBuTrEe KpeaTHBHOI'O MBIIIUICHHUS

VYyamuecss 3KCHepUMEHTAIBHON TPYIIBl JEMOHCTPUPOBAIN O0J€€ BBICOKHE
MOKa3aTedy JUBEPreHTHOTO MBINUICHUS (CIOCOOHOCTh HAaXOJIUTh HECTAaHIApTHBIC
penieHus).

I/IFpBI, mpcarojararomuc CTpouTCIbCTBO, CO3AAHNC HOBBIX 00BEKTOB U PCHICHUC
HCCTAaHIAPTHBIX 3a1a4, pa3BHUBAJIN T'HOKOCTh MBIIIIEHHS.

2. YnydieHue cnocoOOHOCTH K PEIIEHUI0 MpodieM

I[GTI/I, PETYJEAPHO UI'paromue B CTPATCIHYCCKHUC U JIOTHYCCKUC HI'PBI, 6I)ICTp€€
HaxXoaWJin pCIICHUA B HpO6J’ICMHBIX CUTyalusix.

YyacTHUKH BKCHepHMeHTaHBHOﬁ I'pyHaIiibl ACMOHCTPHUPOBAIA 0ojice BBICOKUH
YPOBCHL CaAMOCTOATCIIBHOCTH U YBCPCHHOCTH B CBOUX PCIHICHUAX.

3. [loBbIlIEHNE MOTHUBALIMH K OOYUEHHIO

75% nerel W3 SKCMEPUMEHTAIBHONU TPYIIIBI MPOSBISUIA OOJBIIUN HWHTEpEC K
y4eOHBIM 3aJja4aM, €CIIi OHM ObUTH MPEACTABJICHBI B UTPOBOM (hopMme.

Hcnonb30BaHne UTPOBBIX MEXAHUK CHUXKAJIO YPOBEHB CTPECCA MTPH BHITIOJIHEHUH
CJIIOKHBIX 3aJITaHUH.

Pe3yabTarthl n 00Cy:KI1eHHE
KommbroTepHbie UTPhI KAK THCTPYMEHT KOTHUTUBHOTO Pa3BUTHS

PesynabTarel  HWccieoBaHMS ~— MOATBEPXKAAIOT, 4YTO  00Opa3oBaTelIbHbIC
KOMITBIOTEPHBIE HUIPbl MOTYT 3(P(EKTUBHO pa3BUBATh KPEATHMBHOE MBILUICHHE H
HaBBIKM penieHus: npobsiem. MHTepakTUBHBIE 3aJaHMsl, TPEOYIOIIHNE MOMCKA HOBBIX
pElIeHM, YJIy4IIaloT KOTHUTUBHYIK) THMOKOCTh, CIIOCOOHOCTh K aHaju3ly H
JIOTUYECKOMY MBIIUICHHUIO.

BnusiHue %aHpOB UIp HA Pa3BUTHE MBILLICHUS

Urpsi-necounutisl (Minecraft, Roblox): ciocodcTByr0T pa3Butuio BooopaxeHus,
CTPATETUYECKOTO IJIAHUPOBAHUS, HHKCHEPHOTO MBIIIIJICHHUS.

Crparerun (SimCity, Civilization): yiydimaroT HaBBIKM TPOTHO3MPOBAHUSA H
MIPUHATHS PEILICHUM.

I'onoBomomku u kBecthl (Portal, The Witness): pa3BuBarOT JIOTHYECKOE
MBIIIUIEHUE U CIIOCOOHOCTh aHATHU3UPOBATh CII0XKHBIC CUTYaIUH.

OO6pazoBaTenbHbIA MOTEHIMAT KOMIIBIOTEPHBIX UTP
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[lenaroruyeckui aHaau3 MOKAa3bIBAET, YTO UTPHl MOTYT OBITh MCIOJB30BAHBI B

O6paBOBaTCHBHOM IMpoLeCCe Kak:

1. CpencTBO akTUBU3AIMY TO3HABATEIBHOM JAESITEILHOCTH — BOBJIEKAIOT JE€TEH B
nporecc 00yueHus 4epe3 UTPOBbIC 3aJaUH.

2. UnctpymeHnT dpopmupoBanusi HaBbIkoB XX| Beka — pa3BUBAIOT KPEaTUBHOE U
KPUTHYECKOE MBINIJICHUE, YMEHHE pab0TaTh B KOMaH/IC.

3. Crioco0 MOBBIIIEHUSI MOTUBALIMK — UTPOBOM (hopmart jaenaetr o0yueHue Oosee
MHTEPECHBIM U JTUHAMUYHBIM.

BriBoabI

1. KOMHBIOTCPHBIC HI'PHBI, 0COOEHHO O6p2130BaTeJIBHBI€, OKa3bIBAIOT
ITOJIOKUTCIIBHOC BJIIMAHHUC HA PA3BUTHC KPCATHBHOI'O MBINJICHUSA 1 HABBIKOB PCIICHUA
HpO6H€M Y MIIaJIIUX IMIKOJBbHHUKOB.

2. Ucnonb30BaHrE UTPOBBIX METOJIMK B 00pa30BaTEIbHOM MPOIIECCE MOBBIIIAET
MOTHBALIMIO JIETeH K 00YUEHHUIO U CIIOCOOCTBYET JIyUIlleMy YCBOSCHHUIO MaTepuaa.

3. JKanp u MexaHHMKa UTPhl UTPAIOT KIIFOYEBYIO POJIb B PAa3BUTHH Pa3TUIHBIX
KOTHUTHUBHBIX CITOCOOHOCTEH.

4. Jlna >¢Q¢heKTUBHOTO HCIMOJIb30BAHUS KOMIIBIOTEPHBIX HUIP B OOYyYCHHH
HEOOXOJMMO BHEAPEHHE METOJUK, WHTETPUPYIONIMX WIPOBBIC DIEMEHTHI B
oOpa3oBaTenbHbIC MPOTPAMMBI.

Pexomenpanuu

[Tegaroram ciemyeT akTHBHO MCIIOJIH30BaTh 00PAa30BaTEIbHBIC UTPHI B YICOHOM
nporecce.

Poautensim He0OX0AMMO KOHTPOJIMPOBATH OaJaHC MEXKIY UTPOBBIM U Y4E€OHBIM
BpPEMEHEM.

HeoOxonumo nanpHeiiee u3ydeHue J0JrOCPOYHOTO BIMSHUS KOMIBIOTEPHBIX
WTP HA PA3BUTHE MBILIJICHUS JETEH.
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