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CTUMYJISIIA NI3HABAJILHUAX MTPOIECIB IICUXIKHA 3ACOBAMM OHJIAMH-ITOP

Y emammi nooano pesynomamu anpobayii po3pobnenozo oHaatn-mpeninzy CmuMyaayii nisHasaibHux npoyecie,
AKUL anpob08y8ABCs. HA OKPEMO CMEOPeHiti RAam@opmi 3a 00NOMO200 KOMIIEKCY CReyianibHo CMEopeHux ieop. Y 3a-
NPONOHOBAHUX DE3YAbIMAMAX PO3KPUBAEMbCS MeopemuuHe 00IpYHMY8aHHs 6i0iOpanux Oasi MpeHiHzy Ni3HABATbHUX
npoyecis: nam'’saims, MUcienns, yeaea, yaea, cnpuunamms. Onucano nesHi Xapaxmepucmuxku 6KA3aHUX Ni3HABANbHUX
npoyecis, wo nionAearms CmMuMyIAYil 8 yM0o8ax oH1alH-i2poeoi Oisnvhocmi. CmeopeHutl aneopumm OYiHKYU CIUMYJIS-
yii icop Ha susHaueHi NizHABAILHI npoyecu. Poskpumi pe3yibmamu npoxo0xiCeHHsl pasysimMu i2posux ceciil 3 ypaxyeaH-
HAM MOJNCIUBOCTEl CIMUMYIAYIL Ni3HABANbHUX npoyecis. T100ano NopisHAHHS eheKmuUeHOCmi CmumyIayil pisHux nisHa-
BAILHUX NPOYECi6 8 3ANeHCHOCMI 610 ynodobarnb (nompeb) eubopy epasysmu mux wu iHwux iecop. Memoro docniocens
BUCTNYNANA OYIHKA eBeKMUBHOCMI CMEOPEHUX OHNAUH-I20P 6 CIUMYIAYIL PI3HUX NI3HABAILHUX Npoyecie moounu. J{o
MemoOoi8 OOCNIONCEHHS. 6X00UB SIK 3aNPONOHOBAHUN KOMIIEKC OHIAUH-I20p, MAK 1 OYIHKA CIMUMYISAYIT HAMU PI3HUX Ni-
3HABAILHUX NPOSBIE NPU IX GUKOPUCMAHHI, d MAKOJIC 8IONOBLOHI MAMeMamu4Ho-cmamucmuini npoyedypu. Pesyioma-
mu O0CHIOHCEHHSI NPedCMABIeHi Ha OCHOBI anpobayii 3anPoNoOHO8AH020 KOMNIEKCY OHIAUH-I20p ma ix cmumyaayii ni-
3HABALHUX NpoYecié Ha npomsizi 060x pokie. Ompumani pe3yromamu 00380IUNU GUSABUMU NEBHY 3AJeNCHICMb edeK-
MUGHOCTNE CMUMYIAYIT NI3HABATLHUX NPOYecis 6i0 ynodobansb (nompeb) eubopy epasysimu mux yu inwux ieop. Iloxaza-
HO, WO npu MpeHy8anHi 3a 30a1aHCO8aHUM HADOPOM i20p, Oe 8 PIGHUX O0IAX NPUCYMHSL CIMUMYIAYIS PI3HUX NI3HABATb-
HUX npoyecis, Xapakmepuzyemvcsi He piGHOMIPHOIO ma He 30a1ancosanol. Becmanosneno, wo egexmugnicmos cmumy-
JAYIL 3anedxcums 6i0 AKOCmi 6NIUGY [2pU HA Ni3HA8ANbHI npoyecu. OCMAHHE OAN0 MONCIUGICMb NOOLIUMU 6CL iepu Ha
06a Kkuacu, moomo Ha AKMUEHO Ma NACUBHO CIMUMYTIOIOYL. Y3azanvrenutl ananiz i2poux ceciil 6Cix epasyié 0036018
ompumamu nonepeoni OaHi npo me, Wo HAUOLILUUM CIMUMYJIAYIAM NIONSA2AIU MAKI NI3HABANbHI NPOYeCU K CRPULl-

HAMMS Ma yeaza, NegHo Mipoio nam simb, ya68d ma MUCIEHHSL.
Knwuosi cnosa: nam'smv, mucienns, yeaza, ysa6d, CHpUtinsimmsi, Ni3HABANbHI NpOYeCcU, KOSHIMUGHI (DYHKYII,
OHAAUH-I2pU, CIMUMYIAYISA NI3HABATLHUX NPOYECi8, pO3POOKA OHAAUH-I20p.

Beryn Ta cyyacHuii cTaH goc/iaKyBaHoi npooe-
MH

Bigomo, 1o pi3Hi BHOM irpoBOi JisUIBHOCTI CTBO-
pIOIOTH YMOBHU JUIS PO3BUTKY 0arathbOX IMi3HABAJIBHUX
npoteciB JoauHU. [Ipo e cBig4aTh YHCeNnbHI IOCIi-
IDKEHHS, B SIKHX irPH BUKOPHCTOBYIOTHCA SIK HEBia €MHHI
KOMITOHEHT HaBYaJIbHOI IIsUIBHOCTI.

3a ocraHHI KiJbKa JECATKIB POKIB aKTUBHOTO IOIIU-
peHHsi HaOynu Tak 3BaHI OHJNaH irpu. Ha cydacHomy
eTari MarThCS YUCENbHI MOPTAIIH, SIKi IPOMOHYIOTh Pi3Hi
irpy 3a IIILOBOIO CHpsiMOBaHiCTIO. Cepel OCTaHHIX, Ha
Hally JXyMKY, 3aCIYTOBYIOTb YBaru Ti, B SIKHX POOUTBHCH
cnpoba HE TUTbKM aKTUBI3yBaTH TIMOTETHYHO TEBHI ITi-
3HaBaJIbHI MPOLECH OCOOHMCTOCTI, a TAKOXX MAaTH MOXKIIH-
BicTh (pikcyBaTH X 3MiHM B I[bOMY Ipolieci. BpaxoByroun
MacmTabHe 30UTbIICHHS] KOPUCTYBaUiB iHGOpMAIiHHUMU
3aco0aMy Ta 3 METOI PO3IIMPEHHS MOKIUBOCTEH BHKO-
pHUCTaHHS OHJIAHH-ITOp VIS Pi3HUX Mi3HABAJIBHUX IPOIle-
ciB mOAWHU, Hamu Oyja TOCTaBIIeHa HACTyITHA MeTa:
o0y yBaTH KOMIUIEKC OHJIAWH-irop Ta OIIHHUTH iX edek-
TUBHICTh CTHUMYJAIIi Mi3HABAJBHUX TPOIECIB TICHXIKH
moauHA. {1 BUpIMIEHHS TOCTaBIICHOI METH BHPIITYBa-
JIUCh HACTYIIHI 3aBJAAHHS:

1. V3aranpHUTH OaHi TPO OCOOIMBOCTI BHKOPHC-
TaHHS OHJIAWH-ITOp IS CTUMYIISIIT Pi3HUX Mi3HABAIEHUX
TIPOIIECIB JIIOAWHU.

2. CTBOpUTH KOMIUIEKC OHIAH-Irop, OpieHTOBa-
HUX Ha CTUMYJIAIIIO Pi3HUX Mi3HABAIBHUX IPOIIECIB IFO-
JIFHH.

3. AmnpoOyBaTH 3anpoONOHOBaHUM MiAXiJ BUKOPHUC-
TaHHS OHJIAMH-ITOp JUIA CTUMYJISLIT Mi3HABaJIbHUX MPOLIe-
CiB JIIOUHH.

Bupitryroun nepiie 3aBiaHHs HaMH OYJI0 BCTaHOB-
JIEHO, 1110 MAIOTLCS YHMCENIbHI TOCHIHKEHHS B IKUX BiIMi-
YaeThesl BIUIMB iTOp Ha Pi3HI Mi3HABAJIbHI MPOLIECH TICHXI-
KU JIIOAMHM SK TIaM'ATh, MHUCIIEHHS, COPUHMHATTS, YsBa,
yBara Ta iH. (bek, Voaiin, 2006; ®opman, Bincon; 1998;
Boiickyncbkwmii, 2010; Tennpsikosa, 2008; lankin, 1999;
Greenfield, 2009; Clark, et al., 2011; Bavelier, et al.,
2010; Boot, et al., 2008; Donohue, et al., 2010). OcxoBoro
IMIUIEeMEHTaIil CTUMYJSLI] Mi3HABAILHUX TPOILECIB B
OHJIAMH-ITpax CTaJIM TAKOX JTOCII/PKEHHS PO HEPO3PHB-
HUH X B3a€MO3B’SI30K PO3BUTKY KOTHITUBHHX ()YHKILiH
(Hassabis et al., 2007; Kaprep, 2014). V npesikux poborax
MAaIOTBCSI JJaHi PO Te, M0 OHJIAWH-ITPH OUTBIIO0 MipOIO
BIUTHBalOTh Ha 30poBy yBary (Green, Bavelier, 2003).
Jlronu,—sKi TParOTh B irpu, MalOTh OUTBII IIMPOKE IONE
yBaru, BUCOKI MOKa3HHUKH MEPEKIIOYEHHS Ta KOHIEHTpa-
uii yBaru. Kpim Toro, micis ceanciB irop (1 rommna Ha
nesb — 10 mHIB) y9acCHUKH JAEMOHCTPYBAIN TMOKPAIICHHS
MOKa3HWKIB yBarw. Iumi mocmimkenHs ysarm (Dye,
Bavelier, 2010) cBimuaTh, 1110 Tparodi JOIM MIBHAIIE Ta
TOYHIIIE BU3HAYAIOTH IPEICTABICHI CTUMYINH, SKiCHIIIE
CHIpUIIMAIOTh MBHAKY 3MiHY CTHMYIIB, IIOJ€ iX YBaru
nokpuBae Oumpmie mepudepudHnx crumyniB. [lomiGHi
nocmimkenns (Barlett, Vowels et al., 2009) Takox me-
MOHCTPYIOTh BIUIMB €MOIIIHHOCTI irpy Ha CTiHKICTh yBa-
rU. 3 OrjsiAy Ha IIi Ta 1HII JOCIHIHKEHHS MOXKHA TOBOPH-
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TH TPO Te, IO TaKi XapaKTePUCTHKH YBard JIFOJHHH 5K
MIEPEKITFOYCHHS, BHOIPKOBICTh, KOHIICHTpAIliS, CTiHKiCTh
Ta IHIII MOXYTh HUIATaTH CTUMYJISLIT pI3HUMH OHJIalH-
irpamu.

Y Hu3Li JAOCHiIKEHb BUSBJICHO MO3WUTHUBHUI pe-
3yAbTaT BIUIMBY OHJIAH-irop Ha 00’€M poOouoi mam’sTi
(Iamnxin, 1999; Colzato et al., 2013; Nouchi et al., 2013),
Ha i1 00’eM, a TakoX dYac 30epeXeHHs KOPOTKOYacCHOI
30poBoi (ikoniynoi) mam’sati (Appelbaum et al., 2013).
MaroTbcsi HEOJHO3HAYHI Pe3yNIbTaTH BiTHOCHO MOKJIUBO-
CTI CTUMYIALII irpaMu AOBroTpuBaioi mam’siti. Tak, ic-
HYe JIeKiJIbKa JIOCTi/PKeHb JIe BUSIBIICHO, 1110 BUKOPUCTAH-
HsI iTOp HE CYTTEBO BIUIMBAE HA PO3BUTOK JJOBrOTPUBAJIOL
nmam’siti (Kapp, 2012; Yepemomkina, 2010; Yepemorki-
Ha, Hikximmaa, 2008; Rehbein et al., 2009; Bowen,
Spaniol, 2011). BpaxoByrouu mpoBeeHi OCTIPKSHHS, [e
mepeBara BiJjaBanacs CTHUMYIAII OHJIalH-irpaM KOpoT-
korpuBanoi mam’sti (JIunaceii, Hopman, 2008. ; Miller;
1956). Sk cBimyath Iii Ta iHIN JOCTIIKEHHS HPO y3a-
rajJbHEHHS 3MICTY MPOLECY TTaM’sTi BaXKIIHMBO BPaxoByBa-
THU BCi 11 XapaKTEPUCTUKHU K MIIHICTh, JOBUIBHICTh Ta 1H.

VY pi3HUX MpalsiX BiAMIYaeThCs, MO 3POCTAHHS IHTE-
JIEKTyaJbHUX MOKa3HUKIB HACEJICHHs Pi3HUX KpaiH Kope-
JIFOETHCST 3 PO3BUTKOM T4 BUKOPHUCTAHHSIM iHTEPHET TEX-
Honorii (Yeoukin, 2015; Kepmemnan, I'pesuiion, 2006;
Cwmosn, Bopran, 2011; Greenfield, 2009). Ile moxe ormo-
CepeIKOBaHO CBITYUTH 1 PO TTO3UTUBHIH BILIMB OHJIAIH-
irop Ha PO3BUTOK MUCJCHHS. 3a JAaHHUMHU PI3HUX JIOCIHi-
JDKEHb ITPU CHIPUSIIOTh PO3BUTKY HATJISAHO-I1HOBOTO MU-
cineHHs1, crpateriuHoro tanyBanHs (Ilanxin, 1999,
Milovanovié¢, 2009), iaryituaoro mucnenus (Kepmen-
naH, ['pe3uiion, 2006), BepOanbHOI Ta HE BepOaIbHOT Kpe-
atuBHocti (Jackson et al., 2012), BuCOKOI 3AaTHOCTI 110
MIPOTHOCTUYHOTO MHUCIIEHHS Ta uanyBaHHio (bek, Yaiin,
2006; Boiickynckiid, 2010). Y nroneii, siki rpatoTb B OH-
JIAMH-Irpy BiIMiYeHI HABUYKU CTPATErivyHOro Ta aHAITH-
YHOT'O MUCJIEHHS, 110 TIOB’5I3aHi 3 HAallpallbOBaHUMH AiTH
MIPUYMHHO-HACITIIKOBUM 3aKOHAM JIOTiKH rpu. Sk mMu Oa-
YMMO, BUBYEHHSI CAMOCTIHHOCTI MUCIICHHS Ta crielu(iku
NPUAHATTS pillieHb 3aiiMae OKpeMe MiICIe MpH JIOCIHi-
JDKEHHI TpaBLiB. MaroThCsl JaHi, 110 CaMOCTIHHICTh MpH-
WHATTS pillleHb y CHUTyallli HEeBM3HAYEHOCTI TICHO
OB’ s3aHa HE JIMIIE 3 IHTENEKTYabHUMH, aje i 0coOmc-
TICHUMH OCOOJIMBOCTSIMH TPABIs, HOr0 aKTHUBHICTIO Ta
roroBHicTio 70 pusuky (Kopwinosa, 2003). Amanoriuse
0adeHHs1 MPOCIITKOBYETHCA B JOCIIIKEHHIX ABETicOBa
A. A. (2011), Bek Jx., ¥Yaiig M., (2009), Beullens K. et
al. (2008). OcranHE BiAMi4aEThCA SIK TO3UTUBHUE (HaKTOP
y Gi3Heci, 0COOIMBO y MOEAHAHHI 3 BUCOKOIO PaIliOHaIb-
Hictio mucnenns moguan (bek, Yaiin, 2009). Jocmi-
okeHHA A. A. ABetucoBoii (2011), o go3Bose iii mBU-
JIKO Ta BIIEBHEHO INpPUIIMATH DILIEHHS B HEBH3HAYCHHX
CHUTYyalisX. Y IbOMY IUIaHI aBTOPU BiAMIYaOTh, IO Tpa-
FO4l JIFOJA JIFOTH OLJIBIN IIBHU/IIIE Ta HE MEHII TOYHO BiJ-
HOCHO THX, XTO He Tpae B irpu (Dye et al., 2009). Bpaxo-
BYIOYH IIi Ta 1HII JOCIHIPKEHHS MMPO BH3HAYCHHS 3MICTY
MUCIICHHS], K Mi3HABAJILHOTO MPOLIECY, OYEBUITHO BAXKIIH-
BO ypaxOBYBaTH Pi3HI HOro XapakTEPUCTHUKU SK IIBU-
KiCTh, THYYKICTh, KPUTHYHICTb, CAMOCTIHHICTb, HECTaH-
JApTHICTH Ta iH.
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Hocmimxens eQeKTUBHOCTI CTHUMYNALIT depe3 OH-
JaiH-Irpu OKpeMuX (YHKIIH COPUIHATTS PO3TIISAAETHCS
BUYCHUMH TIEPEBAKHO B paMKax (peHOMeHy «e(heKT npucy-
tHOCTi B rpi»» (Blascovich et al., 2011; Lombard et al.,
1997; Riva et al., 2006; Witmer et al., 1998; ABepOyx,
[ep6inin, 2011; BenmnukoBchkuii, 2014; dopman, Bin-
coH, 1998). Ipore 3a3Haunmo, 1110 1€l PpeHOMEeH Mae Ta-
KO BIJJHOIICHHS JUIS PO3BHTKY TaKUX Ii3HABAIBHUX
MPOIIECIB K MaM'sATi Ta MUCICHHA. MaroTbcs TpsMi JTOC-
JDKEHHST PO BUKOPHUCTAHHS irop AJIs PO3BUTKY CIIPHIi-
HSTTSI TIPOCTOPOBHX BiJHOIIEHb O0’€KTIB Ta OpieHTamin
(Rebetez, Betrancourt, 2007), 31aTHOCTI BiACTEKyBaTH
irpoBuii mpoctip (Okagaki, Frensch, 1994), possunyrocTi
niniiiHOTrO OKOMipa (Subrahmanyam, Greenfield, 1994) Ta
iH. BpaxoByroun 1i Ta iHII JOCHTIPKEHHS NPU PO3poOILI
irop st CTUMYJISLIT CIPUHHATTS SK IUTICHO IPOIECH
BOXJIMBO BPAaxXOBYBATH TaKi HOTO XapaKTEPUCTUKH SK
BUOIPKOBICTh Ta CTPYKTYPHICTb, LIJICHICTh Ta y3araib-
HEHICTh, KOHCTAHTHICTh, TOUHICTh Ta iH.

Bimemmictes mcuxonoriB takux sk K. I'poce, B.
[repn, K. bronep, k. Cemnu, K. [. Yumuckui, JI. C.
Beirorckuii, JI. b. DnbKOHUH BBaXKajH, I10 PO3BUTOK Yi-
BU MOXe OyTH TaKOXX B HACHIJIOK iIrpOBOI AisIIBHOCTI JIFO-
JUHU. Y cydacHil kiacu(ikaiii 1Mo CTyNeHro Iiyecrpsi-
MOBAHOCTI ysIBY TOAUISIOTh HAa aKTHBHY Ta MAacHUBHY.
Matotecs mpari (Green, Bavelier, 2007; Hecht, Reiner,
2007), B sIKMX BiAMIYa€ThCS MOXKJIMBICTH CTHMYJTIOBAHHS
TPOI0 caMe aKTHBHOI ysiBH (BiATBOPIOBANbHA Ta TBOPYA).
Boanouac peski apropu (Hikomaenko, 2007; ITetpoBch-
kuif, Bepkuubmit, 1968; Egan, 1992) Bka3yioTh Ha MO3H-
THBHHH BIUIUB I'PH Ha MPOSIB PENPOAYKTUBHOI ysiBH (00-
pa3Hoi, XyJ0XKHbOI, My3UYHO).

[Tix cTUMynsLier0 MU PO3TJISIIAEMO BIUIMB OHJIANH-
irop Ha MpOSIB Pi3HUX Mi3HABAILHUX IIPOLIECIB.

Crnupalouuch Ha BUIICHaBEEHE MU IIOCTaBUIIN METY
npy BHUpIlIEHH] JApyroi 3ajgauli NoOyayBaTH KOMILIEKC
irop, B SIKUX OyJa MOXIJIHBICTb CTHMYJIIOBATH IPOSIBH
HaM’sITi, CIPUIHATTS, yBary, ysiBU Ta MUCJICHHS.

BonHouac npu noOyoBi irop MU LIJTICHO poO3risiia-
JM 3MICT Mi3HABAIBHHUX IPOLECIB, SKI BKIIOYAIHM Pi3HI
XapaKTePUCTUKH SIK CIPUIHATTS (BUOIPKOBOCTI Ta CTPYK-
TYPHOCTI, IIUTICHOCTI Ta y3arallbHEHOCTi, KOHCTaHTHOCTI,
TOYHOCTI), yBaru (pO3MOIiTy Ta HEepeKIIOueHHs, BUOIp-
KOBOCTI, KOHIIGHTpaIlii, CTIHKOCTi), ITamM’sITi (JOBIIBHOCTI
Ta TOTOBHOCTI BIJTBOPEHHs, MIIHOCTI Ta IIBUIKOCTI),
MUCIIEHHSI (OTIePaTUBHOCTI, THYYKOCTi, KPUTHIHOCTI, HE-
CTaHIOAPTHOCTI Ta CaMOCTIHHOCTI NPUHHATTSA pIlIeHb),
ySIBH (PETPOAYKTUBHOI Ta MPOAYKTHUBHOI). IIpu mo6ymoBi
irop mepexbadanoch, m00 BOHHM OyIIM 30piI€HTOBaHI IS
CTUMYJIFOBaHHS HE TUIBKH OJHOTO Mi3HABAJIHHOTO MpPOIIe-
Cy, a IeKUIbKOX. B ocraTouyHOMY BapiaHTI mOOyIOBaHHI
KOMITIEKC 16 irop OTpmMaB CBOi BiJICOTKOBi IMOKa3HUKHU
CTHMYJIAII] Mi3HaBaNBHUX MporeciB. OCTaHHE JO3BOIHIO
YMOBHO X MOAUTATH Ha ABa Kiacu. [lo-mepmre: kmac A —
11e aKTUBHO (POPMYIOUi irpH, 110 OPIEHTYBAIUCS HA OIWH
mi3HaBajbHUI mpouec B Mexax 60%. [o-apyre: kimac B —
IIe TaK 3BaHi MACHBHO CTHUMY/IOI04i B Mexax 30% (Tabm.
1).
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Tabmmrs 1

Po3nooin nobyoosanux izcop no cmumynauyii ni3HA6ANLHUX BPOYECIE 3G KNACAMU: AKMUBHO hopmylouum
(A) ma nacusno cmumyaiowyum (B)

Hasga rpu [Tam'sTh YBara Mucnenns VYsaBa CrnpuitHATTS

1 3uaiiau ¢irypy 0 70 0 0 30
2 3amamsTaii Ta mopaxyi 60 0 40 0 0
3 PosnizHanHs o0nnyda 60 0 0 0 40
4 3Haiau 3MIHH 30 70 0

5 Mo3aika 65 35 0

6 3pobu dirypy 0 0 25 75 0
7 [TonBiiiHa CTUMYJISIIIS 0 0 70 0 30
8 IMokmnaau 3HaK 0 10 90 0 0
9 ITone Gauenns 0 0 0 10 90
10 | lIBuakicTh mepeKITIOYESHHS 0 0 35 0 65
11 | PubGonoBis 0 65 0 0 35
12 | Imaxkunapiym 0 30 0 70 0
13 | Cipauku 0 0 40 60 0
14 | InorumanerssHU 0 65 0 0 35
15 | 3noBu Komip 0 40 0 10 50
16 | JIaGipuHT 0 10 0 0 90

3 HaBe/ICHOTO BUJIHO, L0 IrPH MAIOTh HEOJAHO3HAYHI
XapaKTePUCTUKH CTUMYIIOIOYOr0 BIUIMBY. Tak, Hampu-
knan, y rpi Nel «3Haiiam ¢irypy», mo BiZHOCHTBCS 0
Kinacy A, nependavana CTUMYIIOBaHHS yBarm B MeKax
70%, a 3a kmacoM B mie crumynoBanucst CipuiiHATTS B
Mexax 30%. AnanoriuHo, MU 6a4MMO, IO 1HI ITPH TEX
MaJIu CBOi MOAIOHI XapaKTEPUCTHKH CTUMYITFOBaHHS.

MeToam J0CTiTKeHHS

Jnst OliHKM OCOONMBOCTEW CTHUMYJISILIT OHJIAalH-

irpaMy Ti3HaBaJIbHUX MPOLIECIB OCOOMCTOCTI JIFOJIMHU OYB
creialibHO NOOY/I0BaHUN BiMOBIAHUNA 1HCTpYMEHTApii
[MOKA3HUKIB 100 IMIUIEMEHTAL] B iX 3MICT TAKMX MOX-
nuBoctei. OcTaHHIM 103BOJMUMB (PIKCYBATH pe3yJbTaTH
MPOXO/KEHHS Irop B MEXKax po3poOJieHHX IIKal 4acy,
KIJIBKOCTI, SIKOCTI Pe3yJbTaTy 3a MEeBHOK CHCTEMOI OIli-
HKH 0OaJliB, BpaXOBYIOUH TaKi J[ialla30HU K HEWTpaIbHHM,
BIIMiHHHH, J0OOpWii, 3aJ0BUIbHUII Ta HEraTHUBHUI (IHB.
Taom. 2).

Tabmuus 2
Tabnuysa izpoeux wikan cmumynayii ni3HA6AILHUX HPOYeci
Hianazon Bban kana yacy [kasa SKOCTI [Ixana KiTbKOCTI
HEHTpaTbHUH 0 IO 5 CeK. 0 momMmIIOK <27
BiAMIHHUM 25 5 1o 9 cek. 1 momuska 23-26
no0puii 20 10 go 15 cek. JI0 2 TIOMHJTIOK 20-23
3a10BIIbHUN 10 16 no 20 cek. 3 mo 5 mommtox 18-20
HEraTuBHUMI 1 < 20 cek. BiJ 6 TOMHUIIOK > 18

OTpumaHi TpaBIAMHU PE3YIETATH MEPETBOPIOBAIIICH
Y BIOMOBiAHI TOKa3HUKU B Oanax BiTHOCHO CTUMYJIAIIi
TIEBHOTO TI3HABAIBHOTO TPOIIECY 5K 33 KJIACaMU OHJIAiH-
irop A Tta B. OiHanpHUI MOKa3HUK OIIHKUA CTHMYJIISIIT
KOXKHOTO ITI3HABaJIFHOTO IPOIIECY 3a BCiMa irpaMu BUpa-
XOBYBaBCA 32 (DOPMYIIOIO:

[Toka3HUK  CTUMYMAIMI1
_ X% *n 6anip
T 100%

M3HABAJIBHOTO  TIPOIIECY

, e X% — IIe BiJICOTKOBWI TOKa3HUK BIUIHBY
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TPY Ha Ti3HaBaJbHHUN Tporec (TMPOIEHTaX KiIaciB A Ta
B); n GaniB — e 6anwm 3a MIKAJIOK, IO OTPUMAB T'PaBellb
3a Ipy.

3a3HaueHHH MiaXi[ peani3yBaBcs y paMKax MPOSKTY
«Yogla» (Ha po3pobieHiit web-tmaTdopmi
www.yogla.com) sk Bxe 3a3Hauaimocs 3 Habopy 16-Tn
OHJIAMH-ITOp, IO BiIKPHBAIUCS B 3aIPOIIOHOBAHOMY II0-
pAIKy, aje yYacCHHKH MOTJH HE JOTPHUMYBAaTHCh YiTKOi
IOCJIITOBHOCTI 1X BUKOBAHHS 32 Oa)KaHHSM.



http://www.yogla.com/

Pe3yabTaTi 1ocaigxeHHs

[Ipn BupimieHHI OCTaHHBOI 3a7ayl CTaBWINCH 3a-
BJaHHS BHU3HAYEHHS OCOOIMBOCTEH CTUMYIIALII ITi3HaBa-
JBHUAX TPOILECIiB pPO3pOOJICHUMH irpaMu B 3aIpOIOHOBA-
HOMY TpCHIHTY. Y TMONEepPEeIHBOMY JOCTIKCHHI HaMH
TaKOX BHU3HAaYasach 1Morpeda rpaBIliB BiJTHOCHO CTHMYJIS-
ii 10 THX 200 IHIIKX Mi3HABAJIBHHUX MPOIeCiB. [ mboro
BCIM TpaBISIM IPONOHYBAJIOCS BHOpAaTH Ha SIKHMX caMe
Mi3HaBaJIbHUX MpOIECcaX BOHU XOUYTh 30CEPEIUTHUCH SIK
IIpy BHOOpI, TakK i IMiJ 4ac BUKOHAHHS Ti€l Y IHIIOI TPH.
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3a mpoBeneHNM aHaNli30M IMOTped BHOOpPY YMOBHO BCiX
rpaBLiB BiJHECEHO O 5 OCHOBHUX Tpym (BUOIp CTHMY-
JIFOBaHHS OJIHOTO Ti3HaBaJbHOrO mporecy) Ta 10 xomoOi-
HOBaHMX TpyN (BUOIp CTUMYIIOBaHHS JBOX 1 OlnbIe Ti-
3HaBaJBHUX mpoieciB) (puc. 1). I'paBui, Skux BiITHECEHO
JI0 5 OCHOBHHIX I'pYIl, MM HalOLIbIINI iHTEpEC 0 CTH-
myntoBanHs yBaru (32% rpasiiB). Jlo Tpymu CTHMYITO-
BaHHS mam’sTi BigHeceHo 23,3% rpasiie. [emo MeHIie
BUSIBIJIMCH ITOTPEOM TPaBIiB A0 CTHUMYJIIOBaHHS MUCIICH-
Hi (13,5%) Ta cipuitasarrs (14,5%).

Crpritnarrs [ 14,50%

Vaza [ 16,70%

Mucnenns [N 13,50%

Veara [—— 32

[Tam'sTe

I——— 23,309

Puc. 1. Jlani nompe6 epasyie 0o cmumyasyii pisHux nizHasaibHUX npoyecié OHIauH-iepamu

[Mornubnennii aHai3 TaKOX 3aCBIJUUB, LIO0 TPaBII,
SIKI YBIMIIUIM IO JPYroi rpyImu, Majid NoTpedy, siK npaBu-
JI0, IO CTUMYJISILIT KUIBKOX Mi3HABAJIbHUX MpoLieciB (Tadi.
3). Tak, Haii0iyIbIlIa KUTBKICTh TPABLIB OPIEHTYBAIKCS Ha
cTUMYJIALII0 Tam'siTi Ta yBaru — 20%.

Jpyroro 3a KUIBKICTIO cTajia rpymna rpasLiB, sika opi-
€HTyBaJacs Ha yBary/yaBy — 13%, Tpers rpyma rpasLiB
opieHTyBanacs Ha nam'saTb/ysaBy — 12 %. BianoBizHo uer-
BepTa IpyIa rpaBiiB OpiEHTyBajacs HA MUCJICHHS/YSIBY —
4,8 % Ta MUCIICHHS/CIPUHHATTA — 5,5 % IpaBLiB.

Po3noodin zpaesuie 3a 10 komobinosaHuMu 2pynamu y cniggionouleHHi 080X NI3HABATILHUX NPOUeECis, y sidiif;]lljx ’
ITam's1TH YBara MucneHas VsBa CrpuidHATTS
[Tam'siTe X X X X X
VBara 20,0% X X X X
Mucnenus 9,0% 11,0% X X X
VsBa 12,0% 13,0% 4,8% X X
CripuitHATTS 8,5% 10,0% 5,5% 6,2% X

Buxonsuu 3 oTpuMaHHUX PE3yJAbTATiB MOXKHA T'OBO-
PHUTH, IO TPaBIi MEPEBAKHO OPIEHTYBAINCA HAa CTUMYJIS-
if0 TaKUX Mi3HABAIBHUX IPOIECIB K YBarw, mam’sTi Ta
VSIBH.

OtpumaHi pe3ynbTaTH PO BHOIp TPaBIsIMH irop Ha
OCHOBI1 ymoz00aHb B 3aJIKHOCTI BiJl TPYIHOIIIB, IO BH-
HUKQJIHA TPU iX MPOXOPKEHHI Ta SK HACTINOK BiA PiBHI
c(hOpMOBAHOCTI Ii3HABAIGHUX TPOIIECIB, BUSBIIN IEBHI
3aranbHi TeHIeHIi Takoro Bubopy. Ha ocHOBI Bciei BuOI-
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pxu (a ue maibke 1500 yuacHukiB), 6e3 rpymoBoi aude-
peHiianii rpaBIiB, HAMH OyB BUKOHAHWH 3pi3 aHANIZY
CepeNHIX TMOKA3HWKIB CTUMYIIMIi yCiX TMi3HABaJIbHUX
mporieciB 3a miB poky. OTpuMaHi pe3yIbTaTH JO3BOIMIH
BHSBUTH JIOMIHYIOUI Ti3HABaJIbHI TPOIECH, OCKIIBKH ir-
pH, IO IX CTHUMYIIOBAJM, BUKOHYBAJWCS HAWYCITiITHIIIE
Ta HeoaHOpas3oBo (Tabi. 4). Jlaui Ha rpadiky 1 mo3Boss-
FOTh 3PO3YMITH 3aralibHi TEHAEHIII{ TaKOTo BHOOPY.
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Y3acanvneni nokasnuku ¢ 6anax zpasyie 3a nie poKy cmumy106aHHA RI3HABATLHUX NPOYECIE ouﬂaﬁu-izpl}vftn. *
[lepion [Tam'sTh YBara MucneHns VYsaBa CrnpuitHATTS
clueHb 54,2 85,1 75,5 443 130,7
JIFOTHHA 479 120,5 73,9 47,1 99,9
Oepe3eHb 58,1 95,5 67,5 50,1 117,8
KBITCHb 62,8 118,3 78,3 49,8 114,7
TPaBEHb 56,6 99,7 74,9 42,9 128,4
YepBEHb 57,4 104,8 73,7 45,8 130,4
cepeance 56,2 104,0 74,0 46,7 120,3
HaBeneni pesyabraTh JIEMOHCTPYIOTH — HaMBHII Hacrynuuit eran nocnimpkeHHst OyB 30cepeKeHHIH

MOKa3HUKH €()EKTHBHOCTI 3a Mi3HABaJbHUMH IIPOLIECAMHU
cnpuidnsaTT (120,3 Ganu) ta yBarm (104 Oamm). e
BKa3ye, MO0 Ha MPOTA3l O3HAYCHOI'O0 dYacy OLIBIIICTh
IpaBliB 00Upa€e I TPSHYBAHHS irPH, M0 CTHUMYITIOIOThH
HaBe/IeHI Mi3HaBaJbHI Mpouech. Taki irpy BUKOHYBAJIHCS
YacTille Ta 3 YCHIIIHUMHU pe3yabTaTaMu. 3 iHIIOro GOKy,
rpaBl, AKi yHUKaNu irop Ha nam'ste (56,2 6ann) ta ysaBy
(46,7 Ganu), orpumanu HaiHwK4i gadi. Ili3HaBaILHHI
NpoleC  MHUCICHHS  BUSBUBCS  HEHTpaJbHUM 32
e(eKTUBHICTIO CTUMYJTIOBaHHS rpaBiisiMu (74 Gann).

Ha aHali3l Pe3ydbTaTiB MO CTUMYJSAMIl Mi3HABAIBHUX
NPOLIECIB Y 3aJIEKHOCTI Bi Kinacudikanii irop. [Tpu mpo-
My OyJl0 BHU3HAYE€HO, 1110 KOJKHA T'pa IO Pi3HOMY CTUMY-
JIIOE TOW YW 1HINMK TMi3HaBaJbHUI mpouec (Tadn. 5). Pe-
3YJIbTATH 3a irpaMH KJIacy A JIeMOHCTPYIOTh OLIbIII IO-
Ka3HUKH 110 iX CTUMYJIsiLii Ha mi3HaBajbHi nponecu. Oco-
OJIMBO IS PI3HUIISA YiTKO MPOCIIAKOBYETHCSI MIXK KJIacaMU
irop Ho MHi3HaBAJILHOMY Mpolecy yBaru (A — aKTUBHO
CTUMYIIOIOYOro, b — MacCHBHO CTHMYJTFOIOYOTO KJIACY).

Tabmuus 5

Y3azanvneni cepeoni noxaznuxku cmumynayii ni3HaéanbHUX NPoyecie NPu NPOXO0HCEHHI i20p AKMUBHO
dopmyrouozo i nacusnozo cmumynowy020 Kacy
1. Pesynvmamu npoxoodiicenns izop knacy A - akmugHo CIumy/ion4ozo

Ne rpu ITam's1TH YBara MucneHus VsBa CrnpuitHATTS
1 0 17,5 0 0 7,5
4 75 17,5 0 0 0
11 0 16,25 0 0 8,75
14 0 16,25 0 0 8,75
15 0 10 2,5 2,5 12,5
Beboro 75 77,5 2,5 2,5 37,5

1I. Pesynomamu npoxoocenns izop knacy b - nacuseno cmumyniorouozo

Ne rpu ITam's1TH YBara MucneHus VsBa CrpuitHATTS
5 0 0 0 0 0
8 0 0 22,5 0 0
12 0 75 0 17,5 0
16 6,25 0 0,625 0,625 0,625
Beboro 6,3 75 23,1 18,1 0,6

To6t0, Mu 6aunMo Ha TabmuIl 5, Mo irpu KIacy A
MaJu Otk e)eKTHBHUN BIUIMB HA Mi3HABAIBHUMA MIPOIIEC
yBaru (77,5 6amniB) B MOPIBHAHHI 3 TMPOXOIKEHHSIM irop
kmacy B (7,5 6amiB). OTpumani pe3yabTaTH TEBHOK Mi-
POIO TMIATBEPAWIN HAIlle TPUIYIICHHS IO IMOILT irop 3a
iX CIPSIMOBAHICTIO IO CTUMYJIAMIi Mi3HABAIBHUX TIPOIle-
ciB. Taki maHi MOXyTh OyTH BHKOPHCTaHI Ha TIPaKTHII
IIpU HEOOXiTHOCTI CTUMYJAMIi PO3BUTKY THUX UM 1HIIHX
M3HABaJhHAX TPOIECIB MPH BUKOPUCTAHHI 3aIpOIOHO-
BAaHOTO KOMIUIEKCY irop. MoKHa TOBOPHUTH, IO IiJIECTI-
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psAMOBaHE BHKOPHCTaHHS IIEBHUX Irop MO CTHUMYJALii
TOTO 9YM IHIIOTO Ii3HABAIBHOTO IIporecy Oyae OLmbmn
e(eKTHBHAM [T WOTO akThBamii. MU TaKoX TPUITYCTH-
T, MO OTPUMAaHI JaHi Ha 3arajbHiii BHOOPI MOXYTh
MaTH pi3Hy BapiaTUBHY CKJIAQJOBY TaKOi CTHUMYIAIIl Ha
IHAWBiTyaTbHOMY PiBHI.

Jist iepeBipKy HAIIOTO MPHUMYIICHHS 13 3araJbHO0
BuOipkoto 3 1500 yyacHHKIB METOJJOM BHIIAKOBOTO BH-
Oopy drcen morepeHpo BiTiOpaHo aecsTh TpaBIliB. Bka-
3aHl TpaBlli MPOWIIIM CKOPOYEHHH S-TE€HHUH TpEHIHT.




OtpuMaHi pe3yabTaTH MOKa3aly, 10 YOTHPHU IpaBIli cTa-
6ispHO (hikCyBaIM CBOI HU3BKI IHTEpECH Ha OJJHUX IIpOIIe-
cax Ta BHCOKI — Ha iHmmx. Hampukmnan, rpasmi Ne 2 ta Ne
9 cHCcTEeMHO AEMOHCTPYIOTh HU3BKI JaHi O Tpolecy
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maM’siTi Ta OIHOYACHO BHMCOKI IMOKa3HUKH IO yBarm u
CIpUHAHATTS. [HIIAa TeHIeHIis BiaMideHa y rpasmiB Ne 1
ta No 6, 1me BHCOKI BiMIiUCHI TMOKA3HHUKHA CTHUMYJISIi
maM’saTi Ta HH3BKI — Tpomecy yBark (Tabn.  6).

Ta6mus 6

Y3acanvneni cepeoni nokasnuxku n’amudennoi izposoi cecii zpaeuie, AKi manu npomuedxdcHi opicHmauyii Ha

ni3HasanvHi npoyecu Ha iHOUBIOYAnNbHOMY Pi6HI

I'paBeup ITam'sTE VYBara Mucaenns VsBa CrpuiiHITTSI
1 129,1 6,5 2125 40,1 150,8
2 7,9 120,5 73,9 47,1 85,9
3 24,0 25,6 70,0 12,8 1247
4 20,8 46,8 8,3 60,4 121,45
5 6,8 27,4 54,2 127,8 73,2
6 110,3 8,2 187,4 35,9 128,6
7 25,3 51,8 6,7 58,9 142
8 76,2 48,8 25,7 9,4 121
9 9,3 145,5 81,9 38,4 91,7
10 132,4 59,7 34,8 12,2 67,9

[TornubseHuii aHajIi3 MPUYUH BU3HAYCHOI BHUILE PO-
301)KHOCTI 3 HU3BKUMHU Pe3yJibTaTaMU CTUMYJISLIT MO je-
SIKAM T3HaBaJbHUM TIpOliecaM Noka3as, 1o Oinbiie 90%
IpaBIliB YCHINIHO Ta IIBWAKO NPOXOAWIN IrpyU HAa Ti mi-
3HaBaJIbHI MPOLIECH, IO OYJIM Y HUX BXKE IIEBHOI MipOIO
noope chopmoBani. | HaBmaku, irpu Ha CTUMYJISILIO ITi-
3HABAJIBHUX TPOLECIB, 10 OyaM pPO3BUHYTI Tiplie, SK
MPaBHJIO, POIYCKAJINCH Ta ITHOPYBaINCh. Y TaKUX IPpaB-
LiB, 4Yepe3 JEsKUil yac TPeHYBaHHS, B iIrPOBOMY psjii Ha
caiiTi, MOCIIIOBHICTh HE MPOWJCHUX Irop CKIIAAanach, y
NepeBaXKHil OLIBIIOCTI, 3 HAOOPY Irop Ha TOIl Mi3HABAIb-
HHH IpoLec, 0 BUKJINKAB TPYIHOLI.

[Mopanpuivii aHani3 BIUTUBY OHJIAMH-ITOp Ha MOXKITU-
BICTh CTUMY/IIOBaHHA OOpaHMX Mi3HABaJbHUX IHPOLECIB Y
I’ ATHJICHHOMY 3pi31 iIrpOBOMY TPEHIHT'Y 3acBil4MB, IO
rpaBig Ne 1, skuil BigmaB mepeBary nam’siTi, OTpHMaB
BUCOKI TOKa3HMKM 33 [UM Ti3HABAIbHUM IPOLIECOM
(Tabn. 7). BcraHoBieHO, 1110 3a el Mepioa rpaBellb Iie
MaB TMO3UTHBHY JIUHAMIKY CTUMYJISIII TaKUX Ii3HABAIb-
HUX MpPOLECIB K MucieHHs (212,45 GaniB), CHpUHHATTS
(150,8 6aniB) Ta iH. Takok BCTAHOBJICHO, 1110 32 Mi3HABAa-
JBHUMHU MIpOLIECaMM yBard Ta ysBH L TEHICHLIsA He Oyna
TaKOI0 BUPAKEHOIO.

Tabnuust 7
Pezynomamu n’amudennoi izpoeoi cecii zpasua Nel, akuii iooasas nepesazy cmumynayii nam'ami

Ne rpu [Tam'sTh YBara Mucnenss VsBa CrpuiHATTS

4 03 0,7 0 0 0

5 6,5 35 0 0 0

6 0 0 25 7,5 0

! 0 0 17,5 0 7,5

9 0 0 0 2 18

13 0 0 8 12 0
Aenn 1 6,80 4,2 28 21,5 25,5

2 15 0 10 0 0

! 0 0 17,5 0 7,5

8 0 1 9 0 0

8 0 0 0 2 18

10 0 0 35 0 6,5

13 0 0 8 12 0

- 0 0,4 0 01 05
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[Mponosxenus Tadi. 7

Ne rpu IHam'aTe YBara MucneHnns YaBa CrpuitHATTS
Jens 2 13,20 1,4 48 14,1 32,5
2 15 0 10 0 0
3 6 0 0 0 4
6 0 0 2,5 7.5 0
! 0 0 17,5 7.5
9 0 0 0 18
11 0 0,65 0 0,35
13 0 0 10 15 0
Hene 3 21,00 0,65 40 245 29,85
2 1 0 0 0
5 0 0 0 0
7 0 0 14 0 6
9 0 0 0 2 18
13 0 0 0,06 0,14 0
14 0 0,65 0 0 0,35
HAenn 4 12 0,65 22,06 2,14 24,35
1 0 0,7 0 0 03
! 0 0 17,5 0 7.5
8 0 1 9 0 0
9 0 0 0 1 9
13 0 0 10 15 0
Aenb 5 0 1,70 36,50 16,00 16,80
Pesyabrar 3a 5 wnis 129,07 6,50 212,45 40,12 150,80

Hpumimra: Ne — wymepayis icop cnienadac 3 Hymepayicio ma Hazgamu icop maoauyi Nel.

TakuM 4MHOM, MOXKHA TOBOPHTH, IO HABITh IPaBIi
Ha 1HJMBIIyallbHOMY PiBHI MOTHBOBaHI Ha CTHMYJISILIIO
TIJIBKH TIAM STl TIPH CUCTEMHOMY MOBTOPHOMY IPOXO-
JDKEHHIO PI3HUX Irop Ha MPOTS31 MEBHOTO MEpiofy OTpH-
MYIOTh TO3UTUBHUH BIUTMB Ha iHIIII Mi3HABAJIbHI MPOIECH.
[Ipu4nHOIO TAKOro CTaHy MOXYTh OyTH pi3HI (akTopu.
Ha Hamry gymKy IpOBIIHMME 3 HHX BHCTYIIA€ 33J0BOJIe-
HICTh YYaCHHUKIB BiJl IrpPOBOIO MPOIECY, IO CTUMYIIOE
MOTHUBAIIIIO HA aKTUBHICTD Mi3HABAIILHUX IPOIECIB.

B minomy orpuMani pe3ynbTaTH IAlOTh MOXKIIHBICTD
3pOOHUTH TIOTIEPEHI BUCHOBKH.
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1. V3aranpHEHO JaHi BiTHOCHO BUKOPWUCTAHHS OH-
JAWH-ITOp UIA PO3BUTKY KOTHITUBHUX (YHKIIH. Bumime-
HO M’ATh KOTHITUBHHMX (YHKIH, IO MAOTh OBEACHI
edeKxTH po3BUTKY uepe3 OHNAWH-IrpH: yBara, ysBa, Ia-
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STIMULATION OF COGNITIVE FUNCTIONS OF PSYCHE BY MEANS OF ONLINE GAMES

The article presents the results of testing of the developed online-training of cognitive functions of the brain,
which was implemented on a separately created game platform using a set of specially developed games. The proposed
results reveal the theoretical justification of the cognitive functions, which are selected for training: memory, thinking,
attention, imagination, perception. The characteristics of each cognitive function to be stimulated in the conditions of
online games are highlighted. We described the algorithm for games evaluating according to certain cognitive functions
and their characteristics. An analysis of the effectiveness of evaluation is given. The results of completing by players of
game sessions balanced on the chosen cognitive functions are described. A comparison of the effectiveness of stimula-
tion of different cognitive functions depending on the motivation and choice of players is presented. The aim of the
study was to evaluate the effectiveness of online games in activation and stimulation of the cognitive functions of the
human psyche. The research methods were based on our own developed algorithm for training success estimation, anal-
ysis of the results of online games, methods of mathematical statistics. The results of the study are presented on the ba-
sis of approbation of the developed training, conducted during two years. The analysis of the implementation of the
training revealed the dependence of the effectiveness of stimulation of cognitive functions on the motivation and choice
of the player. It is shown that when training on a balanced set of games, where all cognitive functions are present in
equal shares, the effectiveness of training is not uniform and not balanced. It is investigated that the effectiveness of
training depends on the quality of the game's effect on cognitive function. In order to take into account this quality of
influence, all games were divided into two classes: actively shaping and passively stimulating. The distribution of
games by classes was experimentally confirmed. A generalized analysis of the game sessions of all players for six
months revealed cognitive functions which for the most players were better developed and more stimulated.

Keywords: cognitions, brain, brain games, brain stimulation, imagination, intelligent, perceptions, memory, atten-
tion.
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