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AHHOTaLUA

OO0ocHOBaHME: B CTaThe PACCMATPUBAIOTCS TCHXOJOTHYCCKAE MEXaHU3MbI TeHMUDUKAITIT
KaK METOJia MOBBIIIEHUS MOTUBAIIUH U (PPEKTUBHOCTH HAYAIBHOTO OOYYEHHUs IIaXMaTaM JaeTei
MIIQJIIEro  MKoJIbHOTO  Bo3pacta (7-9 mer). llemb: TeopeTHdyeckd O0OOCHOBAaTH U
HKCIIEPUMEHTAIBHO MPOBEPUTH I(PPEKTUBHOCTh TCHMH(PUIIMPOBAHHON MpPOrpaMMbl. MeTObI:
TEOPETUUCCKUN aHanu3, memarornueckuii skcrepument (N=15, 6 mecsies, onmaitH-dopmar),
METOJUKA JTUATHOCTHKA MOTHBAIlUW, IMIAXMATHBIX 3HAHWA W YCTOWYMBOCTA BHHUMaHUs, (-
kputepuii  CtblomeHTa. Pesynbrarel:  J0Ka3aHO  CTATUCTUYECKM  3HAUYUMOE  BIIMSIHUE
reiimuukauu Ha poct MotuBamuu (¢ 9,5 no 14,2 6amna, p<0,05), maxmarabix 3Hanuii (¢ 4,2 10
11,5 6amna, p<0,01) u ycroriunBoctu BHUManus (¢ 45,2 no 66,5, p<0,001). IlocemaemocTp
3aHATHI cocTaBmina 92%. 3akioueHne: CHCTEMHOE TPUMEHEHHE UTPOBBIX MEXaHUK (OUKH OITBITA,
YPOBHH, OCHIKU, CIOKETHBIH HappaTUB) CO3MAET TICHUXOJOTHYECKH KOMGPOPTHYIO Cpemxy
oOy4eHHs, CHHUI)KAaeT CTpaX HeyJaud U CIOCOOCTBYET JIMYHOCTHOMY PAa3BUTHUIO FOHBIX
CIIOPTCMEHOB.
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BBenenue

CoBpemeHHbIe JieTH «1okoyieHus Anbda» (poxaéuusie mocie 2010 1.) xuByT B 1 (poBOii cpee,
XapaKTEpU3YIOIIEHCsl BBICOKOM KOHKYPEHLMEM 3a MX BHMMAaHHE CO CTOPOHBI MHOTIOYMCIIEHH BIX
nu@poBbix Meaua. Illaxmarbl, SBIAACH CIOKHOM YMO3PHUTENBHON WHTEUIEKTYaJIbHOM HUIPOH,
HECOMHEHHO, CIIOCOOCTBYIOT Pa3BUTHIO JIOTMUECKOTO MBILUICHUS, CTPATEIHYECKOrO IJIAHUPOBAHUS,
MaMsITH ¥ KOHIIEHTpaIuy BHUMaHUsA. OHAKO B CHITy CBOEH aOCTPAaKTHOCTH M BBICOKON KOTHUTHBHOMN
Harpy3kd OHHU MOTYT Ka3aTbCsl JETSIM yTOMHUTEIbHBIMH, OCOOEHHO Ha HAyaJbHOM 3Tare o0ydeHus,
Korjga TpeOyercs 3aloMHHaHKe 00JIbIIOro 00bEMa MpaBUII U YCIIOBHOCTEH.

Br10op refiMmu¢ukanum Kak MeToa oOydeHHsl axmaTaM JeTel MJaJIero IMKOJFHOTO Bo3pacrta
oOycioByieH  (yHIAMEHTaJIbHBIMM  3aKOHOMEPHOCTSMH  Icuxudeckoro passutus. CornacHo
KyJIbTypHO-HcTOpHueckoil ncuxosiorun JI.C. Belrorckoro u Teopuu Benyuen aearenbHoctH J.b.
OIPKOHMHA, B JOLIKOJBHOM BO3pacTe BEAYLIEH MAEATEIBHOCTBIO SBJISAETCA WIPAa, UMEHHO B Hel
dopMupyroTcsi BooOpaskeHue, TPOU3BOJIBHOCTD TOBEICHUS U MOTHBaLOHHAas cdepa. [Ipu nepexone k
IIKOJILBHOMY OOY4YEeHHIO UIpa HE MCUe3aeT, a TpaHC(POpMUPYETCs, COXpaHss CBOIO 3HAUMMOCTh KaK
ecTecTBeHHas JJs peOEHka gopmMa OCBOEHHS MUpa U COLMAJbHBIX OTHOIIEHUH [Boirorckuit, 2016;
World Chess (FIDE), 2026].

Boltee TOro, cTpeMIeHHE K HIpe — He Cyrybo aeTckas xapakrepuctuka. Kak momuépkusan M.
Xéisunra B pabore «Homo Ludens» («YenoBek wurparonmii»), UrpoBas MpUpoAa CBOWCTBEHHA
4eJI0BEKY Ha MPOTSHKEHUH BCEH JKU3HU: KyJIbTypa, UCKYCCTBO, CHOPT M JaXKe HayKa coJlepxkar B cede
UTPOBBIE AJIEMEHTHI. IMEHHO M03TOMY 00ydeHue, TOCTPOSHHOE HAa UTPOBBIX MEXaHMKaX, OKa3bIBACTCS
3(GQPeKTUBHBIM HE TOJIBKO s JAeTeil, HO W uid B3pociblX. Mrpa co3maér <«GK3UMCTEHIMAIBHO
0e3omacHyIo cpefy», rie onmoOka mepectaér ObITh TPABMHUPYIOUIMM ONBITOM, & CTAHOBUTCS YacThIO
ITO3HABATEIBHOTO OIIBITA.

Takum oOpaszom, reiiMudukanus oOydeHHs AXMaTaM OIMPAETCS Ha JIBE B3aMMOCBS3aHHBIC
MICUXOJIOTUYECKUE MPEIIOChUIKU: BO-TIEPBHIX, OHA COOTBETCTBYET €L HE yTPaueHHOH MOTpeOHOCTH
MJIQJIIMX IIKOJBHUKOB B UIPOBOI JAEATENBHOCTH, IJIABHO NMEPEBOMAS WX OT JIOIIKOJIBHOM MIPHI K
y4eOHOM; BO-BTOPBIX, OHA aleuIMpyeT K YHHBEPCAIbHOMY YEIOBEYECKOMY CBOMCTBY — IOJIy4aThb
YIOBOJILCTBUE OT MPEOI0JICHUS BHI30BOB B 0€3011acHOM, UTPOBOM opMe.

TpaguimonHbsle METOABI OOYYEHHS IIAXMaTaM, OPUEHTHPOBAHHBIC HA 3allOMHUHAHUE MPABUI U
pelieHre abCTPAaKTHBIX 3a/lady, YacTO OKa3bIBAIOTCA HEAOCTaToOYHO 3(dekTuBHBIMU. [lo naHHBIM
CIOPTHBHOM NEIaroruKy, OTCEB JIETel Ha HAuYaJIbHOM dTare oOydeHHUs maxmaraM coctasisieT ot 50%
10 68% [CyxopykoB, Ywmanckas, 2024; Paiian, Jlecu, 2003; Kapp, 2022]. KiroueBoil npuunHON
MPEKpaILCHUs 3aHATHI ABISETCS MOTeps MHTepeca (1epuIUT BHYTPEHHEW MOTUBALIMH ), YTO B HAYYHOU
JUTEPATYpE CBA3BIBAIOT C BBICOKOM SMOLMOHAIBHON HAIPy3KOH, CTPAXOM IOPAXKEHUS U OTCYTCTBUEM
NepexXnBaHusl COOCTBEHHOTO IpOrpecca MpH HCIOJIb30BAHUH TPAAUIIMOHHBIX (OPMATOB OOY4CHHS
[CyxopykoB, Ymanckas, 2024; T'aeBckas, 2026; Kapp, 2022]. OcoOyro octpoTy 3Ta mpobiema
nproOpeTaeT B OHJIalH-(popmare, KyJa mocie manaeMun nepenuio 10 40% 3aHsATruii TOTOTHUTEIHHOTO
oOpa3oBaHus. YjaepkaHue BHUMaHHUS peOEHKAa IO Ty CTOPOHY 3KpaHa TpeOyeT ClelHalIbHbIX
MICUXOJIOTUYECKUX M METOAMYECKUX PEICHUI.

CreneHb pa3pad0TaAHHOCTH PO OJIEMBI
B 3apyOexHOi M OTE€YeCTBEHHOW NMCUXOJOTUU TedMuUKAIUs ONpenensercs Kak MpUMEHEHHE

UTPOBBIX MEXaHWK W AJIEMEHTOB B HEUTPOBBIX KOHTEKCTAX C I[EJIBIO MOBBIIICHUS BOBJICYEHHOCTH U
motuBanuu. K. Bep6ax u K. Kann o6ocaoBanu sdpexruBHocTs Mogenu PBL (Points — ouku, Badges
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— Oeiipku, Leaderboards — peiitunrn) B oopazoanuu [Bepbax, Xantep, 2021; Caprcsv, MaHyksH,
3apeuxuii, 2024]. CHCTEeMHBIX OJMIUPUYECKUX HCCIECJOBAHUM, OLICHUBAIOIMX  BJIUSHUE
redimMuUKaliiy Ha MOTUBAIIMIO U KOTHUTHBHOE pa3BUTHE JeTel 7-9 JeT B mpoliecce Ha4albHOTO
o0y4yeHHs maxmaraM B OHJIAiH-(opmaTe, HeJOCTaTOYHO.

Lenp wccnenoBaHus — BBISIBUTh W OKCIIEPUMEHTATBHO OOOCHOBATH TCHUXOJIOTHYECKHE
MEXaHU3MbI BO3/I€HCTBUS reiMU (KA Ha MOTHUBAIIUIO, YPOBEHb 3HAHUH I YCTONYMBOCTh BHUMAHUS
JIeTel MJIQJIIET0 MIKOJBHOTO BO3pacTa B MPOIECCe HAYaIbHOTO OOydeHHs Iaxmaram B OHJIAWH-
dopmare.

I'unore3a. CucreMHOe NPUMEHEHUE WIPOBBIX MEXaHUK (OYKOB OIbITA, YPOBHEH, Oeiimxkel,
CIOKETHOTO HAappaTHBa), yAOBIETBOpsIONiee O0a30BbIE MCUXOJIOTHYECKHE MOTPEOHOCTH peOEHKa B
ABTOHOMHH, KOMIIETEHTHOCTH U CBSI3aHHOCTH C JAPYIHMMH, CIIOCOOCTBYET CTAaTUCTUUYECKUA 3HAYNMOMY
MOBBIIMICHUIO MOTHUBAINMM, J(PGSKTUBHOCTH YCBOGHHMS IIAXMATHBIX 3HAHUM W Pa3BUTHIO
MIPOU3BOJIBHOTO BHUMaHUA y JieTeit 7-9 ner.

TeopeTnueckoe 000CHOBaHHUE

Ilcuxonornyeckast 3(pGeKTUBHOCTh TedMUUKAIUN OOBICHSAETCA €€ COOTBETCTBUEM TpPEM
0a30BBIM TOTPEOHOCTSM JIMYHOCTH, BBIICJIEHHBIM B TeOpuu camoerepmunanuu 3. Jlecu u P. Paiiana
[bensiea, 2026]:

— IloTpeOHOCTH B aBTOHOMHH — YyBCTBO BBIOOPA M KOHTpOIsL. Peanmsyercst yepe3 BO3MOKHOCTD

BBIOOPA YPOBHSI CJIOKHOCTH 33aHUM, EPCOHAXKA UIIM TPAEKTOPUH MPOXOXKICHHS KBECTA.
— IloTpeGHOCTH B KOMIIETEHTHOCTH — YYBCTBO MacTepcTBa U ycriexa. Peanusyercs yepes cuctemy
OUKOB OIIbITa, YDOBHEH U PAHIOB, KOTOPHIE BU3YaAIIU3UPYIOT IPOTPECC YUECHHUKA.

— IloTpeGHOCTh B CBSA3aHHOCTH C JPYTMMH — YYBCTBO MPUHAAJIEKHOCTH K Ipymnmne. Peanusyercs

yepe3 KOMaHIHbIE COPEBHOBAHUSI, O0IIME PEUTHHTH M COBMECTHBIE KBECTHI.

Kak ormewaer JI.C. BpIroTckuii, B MIIQ[llIeM UIKOJBHOM BO3pPACT€ HIPAa COXPAHSIET CBOIO
3HAQUUMOCTb KaK BEAYIIMH MeXaHW3M ICUXUYecKkoro pasButus [Beirorckuii, 2016]. J.b. Dnpkonun
noAY€pKrBal, YTO UMEHHO B UIpe (GOPMUPYIOTCS MPOU3BOJIBHOCTH MOBEACHUS M TMO3HABATEIbHAA
motuBarus [World Chess (FIDE), 2026].

Ha ocHoBe 3TuX TeopeTHueckux IMOJOKEHUN aBTOpOM Oblia pazpaboTaHa SKCIEpPUMEHTaNbHAs
reiimupunupoBanHas mnporpamma «lllaxmMaTHBIH KIy0 IOHBIX BOJIICOHHUKOBY», BKIIOYAIOIIAS:
ckBO3HOM croxkeT «lllaxmMaTHOE KOpOJIEBCTBO»; CHUCTEMY HAKOILIEHUSI OYKOB OIbITA 33 aKTUBHOCTD,
noOenpl U pemenue 3ana4 (ot 5 g0 20 6amnos); cuctemy panroB ([lemka-ydenux — boesas Ilemnika
— OrtBaxubli Koub — Myapeiit Ciion — Moryuas Jlagps — Bommebnuk ®ep3p); Oeilxu
noctmkeHuid («Taktuk», «Macrtep MbIIM», «XpaHUTENb MPAaBWI» U Jp.); CHOKETHBIE KBECTHI
(«IIyremecTBUe MO MAXMATHOW JOCKe», «Colepu KapTy KOpoJieBCTBa», «Crmacw KOpoJsh» | Ap.);
BupTyanbHbId «[lacmopt maxmaructa» B (opmare Google Tabmuubl ¢ HUIPOBBIM BHU3YaJTbHBIM
opopmiieHHEM (aBaTap IEpPCOHaXKa, IBETOBbIE MHAMKATOPHI YPOBHEH, 3HAYKK JOCTHKEHHI),
alaniTUPOBAHHBIM Ul BOCHPHUATHS AETEH MIIAJIIETO IIKOJBHOIO BO3pacTa B COOTBETCTBUHU C
NPUHLIMIIAMU HaISTHOTO OTOOpakKeHHs Mporpecca M BO3pPacTHOM ajanTauuu OQOpMICHHS, U
JOCTYIHBIN I TPOCMOTpa ¥ OOHOBJICHUS B pealibHOM BpemenH [["aeBckast, 2026].

MeToabl

Beibopka. B nenarorunyeckom 3KcriepuMeHTE MPUHSIIM ydacTue 15 nerell MutaJiiero MmKoJIbHOTO
Bo3pacta (7-9 ner; 8 MaJIbYMKOB, 7 IEBOYEK), 34U CICHHBIX B TPy HaydalbHOH TOATOTOBKU I1EPBOTO
rojia o0ydeHus 1o maxMaTaM U paHee He 3aHUMAaBILIMXCS CUCTEMAaTUYECKH.
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Kpurepuu BrirodeHus: Bo3pact 7-9 net, OTCyTCTBUE MPEABAPUTENBHON MIAXMATHON IMOATOTOBKH,
HalM4yue NHOOPMUPOBAHHOTO COTJIACHS POIUTENCH.

Kputeprnu uckimodeHus: cucreMaTiuueckiue mponycku 3ansatuit (6onee 20%), oTka3 OT ydacTusi Ha
JTH000M 3Tare SKCIepUMEHTA.

DKCIepuMEHT NMPOBOAMIICSA Ha 0a3e OHJIalH-MPaKTHKKU aBTopa ¢ ceHTsI0pst 2025 mo ampens 2026
rona (6 Mmecsues, 48 3ansaTuii, 2 paza B Henento nmo 60 mMuHyT). Mcnonp3oBanuch miaardopma ams
BHIe0CBs3U, pecypchl Chess.com, Lichess, Stepchess, Google Tabmuiel, a TarKe MPE3CHTAIINH,
WHTEPAaKTHUBHAs JOCKA, YaT M PEaKIHH st 00paTHOM CBSI3H.

MeToauKu AUarHOCTUKHU

— MotuBanus — aBTopckas aHketa «OTHOIICHUE K 3aHATHAM maxmatamu» (10 Bompocos, ot 0
no 2 OamnoB, makcumMyMm 20). AHKETHpOBaHHME MPOBOAMJIOCH B Hayaje M B KOHILE
SKCIIEPUMEHTA.

— [laxmaTHBIC 3HAHWS — aBTOpCKUi TecT w3 20 3amaHwii (3HaHWE (UTYP, TPABUI XOJOB,
OpPUEHTHUPOBKA Ha JIOCKEe, NMOHMMaHUE Iaxa/mara/mara, pereHue 3agad B 1 xom). Kaxmwrit
MpaBUJIbHBIN OTBET — 1 Oa.

— YcTOoHYMBOCTh BHUMaHUS — KOppeKTypHasi mpoba (tect byprona) B azanTanuu Aas MIIaIIm X
IIKOJIBHUKOB. MHTerpanbHbIil Mmoka3aTenb paccuuThiBaiics mo ¢opmyne: A =S — C (S —
KOJIMYECTBO MPOCMOTPEHHBIX 3HAKOB 32 2 MUHYTHI, C — KOJIMYECTBO OMIMOOK).

— IlocemaeMocTs — (uKcalus B 3J€KTPOHHOM XKypHaJie.

Cratuctuueckass o0paboTka. [Iyis MpOBEpKH JOCTOBEPHOCTH Pa3IMyMil MEXIy IOKa3aTeIsiMU

«10» U «aocie» ucnosb3oBaics t-kputepuil CTbIOJEHTa JIs 3aBUCHUMBIX BBIOOPOK. YpPOBEHb
3HayuMocTy npuHAT p < 0,05.

Pe3y.11 bTaTbl UCCJICA0OBAHUSA

Koncratupyronmii starn (ceHTssOps 2025 r.). MicXoaubiit ypoBeHb MOTHBAIIMU COCTaBHII 9,5 Oaia
n3 20 (Hu3Kuii), maXMaTHbIX 3HaHUM — 4,2 Oamma u3 20 (OYeHb HU3KUI, TaK KaK JIETH HE UMEH
MpeIBapUTEIbHON MOJTOTOBKH), MHTETPAIbHBIN TMOKa3aTenb BHUMaHUA — 45,2 (HUXKHSS TpaHUla
BO3pacTHOM HOpMbI). Huskuii cTapToBBI ypoBeHb co3fail OJaronpusTHBIE YCIOBHS Ui OLEHKUA
3(PEeKTUBHOCTU MTPOTPAMMBI.

KonTponpsabiit stan (ampens 2026 r.). [locne 6 mecsieB oOyd4eHHs MO SKCIEPUMEHTATbHON
reiiMu(UIUPOBAaHHON MpOrpamMMe ObUIH MOTYYEHBI Pe3YJbTaThl, MPeICTaBIeHHbIE B TabmuIe 1.

Tabauua 1 - lunamuka nokasareJjie B JKCIie puMe HTaJIbHOI rpynme (N=15)

ITokazareJn Jo (M) IMocae (M) | t-xkputepuit p
MoruBamms (0-20) 95 14,2 3,12 < 0,05
[Taxmatsbie 3Hanust (0—20) 42 115 4,56 <001
Brrmanue (MHTETpaibHBIN TIOKA3aTeb) 452 66,5 6,23 < 0,001
[ToceraemocTh 3aHATHIA — 92% — —

Mpumeuanne: 60% nereit (9 u3 15) He MPOMYCTHIM HA OJTHOTO 3aHATHS U3 48.

MortuBanus 3Ha4uMo BbIpocna ¢ 9,5 no 14,2 6amma (p < 0,05), 9To mOATBEp)KIAET, 4YTO
redimMudUKaIus yaoBJIeTBOpseT 6a30BbIe TOTPEOHOCTH peOEHKA. JleTn BOCIpUHUMAIIH 3aHATHS HE KaK
00513aHHOCTB, a KaK YBJICKAaTeIIbHOE MpUKITIoYeHre. CHCTeMa paHTOB U Oe IKel co3/laBaa «CUTYallHIo
ycrexa» Jaxe JUIs TeX, KTO He BCET/ia BBIUTPHIBAI B TYPHUPAX.

[IlaxMaTHBIC 3HAHUS 3HAYMMO yBeTUIIHCH ¢ 4,2 10 11,5 6amna (p < 0,01), uTo 0OBsICHSIETCS HE
TOJILKO HU3KMM CTapTOBBIM YPOBHEM, HO U TE€M, UYTO B redMU(HUIIMPOBAHHON cpeie abCTpakTHbBIE
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npaBujia oOpeTaliy KOHKPETHBIM, SMOIIMOHAIBHO OKpallleHHBbIM cMmbica. Hampumep, xon koHs
3arnoMHuHaCcs uyepes3 kBecT «IloMoru 3akosiJIoOBaHHOMY PhILIAPIO HAUTH ITYTh.

VYcToiunBOCTS BHUMAHHMS 3HAYMMO MMOBBICHIACh ¢ 45,2 10 66,5 (p < 0,001), uTo moka3pIBaeT, 4To
qactas CMEHa JEATEIbHOCTH (KBECThI, TYPHHUPBI, 33J]aud Ha CKOPOCTh) TPEHHUPYET MPOU3BOIHHOES
BHHUMaHHUE — KIIOYEBON HABBIK HE TOJBKO IS IAXMaT, HO M JJI1 OOyICHU S B 1IETIOM.

Beicokas mocemaemocts (92%) u ToT dakt, uro 60% mereit He TPOMYCTUIN HU OJTHOTO 3aHSTHUS,
CBHJICTEIILCTBYIOT O CPOPMHUPOBAHHOCTH YCTOWYUBOTO MHTEPECA.

O0cy:knenune pe3yjibTaTOB

[lonydyeHnHsle naHHbIe cornacytoTcsi ¢ uccnepoanusamu K. Kanmna [9], noarsepkaaronmmMu, 4To
redimMuduKanus MmoBbImaeT BoBieu€HHOCTh Ha 40-60%. HoBu3Ha HaCTOSIETO HCCIEIOBAHUS
3aKJII0YaeTCcsl B TOM, YTO OHO: () IPOBEJIEHO Ha BBIOOpKE poccUicKkuX nereit 7-9 nert, (0) B OHIalH-
dopmare oOydeHMs maxMaTaM, (B) C MCIOJb30BAHMEM KOMILIEKCA JWAarHOCTUYECKUX METOJUK,
BKJIIOYAIONIMX MOTHBALIMIO, 3HAHUS U KOTHUTHBHBIE TIpolecchl, (I) C MOATBEPKIACHUEM
CTaTUCTHUYECKON TOCTOBEPHOCTHU PE3yJIbTATOB.

C mpakruueckoil TOYKM 3pEHUs, pe3ylbTaThl IOKA3bIBAIOT, UYTO TeMU(UKAIUS HE SBISETCA
«pasBieueHueM B ymepd y4éOe», a, HampOTUB, BBICTYNAET MOIIHBIM IICHXOJOTHYECKUM
UHCTPYMEHTOM, TPaHCHOPMHUPYIOUMM Yy4eOHYIO [EeSATEIbHOCTh B JMYHOCTHO 3HauuMyro. B stom
CMBICIIEe TeUMU(HUKALIKAS HE TOJBKO pPeIlaeT MeJarornyeckue 3a7adu, HO U CO34aéT IK3UCTEHIIMAIBHO
Oe3zonacHyro cpemy. CrucremMa HaKOIUIEHHUs ONBITA U BUIUMOIO IIpOrpecca CHUXKAET CTPax HeyladH.
[Tpourpsliir B TypHUpPE MepecTaéT BOCHPUHUMATHCS KaK KpyLleHHe o0pasa «S1» («1 Mmioxoit», «y MeHs
HUYETO HE MOIYYUTCS») U CTAHOBUTCS 3JIEMEHTOM UIPOBOro omnbita. C MO3UIMU NEAarorn4eckon u
CIIOPTHBHOM TICHXOJIOTUH, ONHMCAHHBIA J(dexkT redMudurkanuu MOXeT OBITh JOMOJHUTEIHHO
OCMBICIIEH 4epe3 MpHU3My 3K3MCTEHIMalbHO-JIOrOTepaneBTHieckoro mnoaxoaa B. ®pankna. B
YCIOBUSIX TPaJULMOHHOIO HAYaJIbHOTO OOYYEHHsI IOHBIE IIAXMATUCTBl YAacTO CTAJKUBAIOTCS C
KOTHUTUBHBIMU «JIOBYIIKAMU», OJOKUPYIOLMMH Y4€OHYI0 MOTHBAIMIO: CTPAXOM IOPaKEHUS Kak
noTepel JMYHOCTHOM 3HAYMMOCTH, & TAKKE CHHIXEHHUEM BOBJIEYEHHOCTH (IK3UCTEHI[MATbHBIM
BAaKyyMOM) IPU OTCYTCTBMU MIHOBEHHBIX BHEIHUX NT00e1. CHCTEMHOE BHEAPEHUE UTPOBBIX MEXaHUK
(0oukOoB W YpOBHEH) TpaHCPOPMHPYET BOCHpHITHE HEylad. B ITaHHOM KOHTEKCTE TeHMUQpUKAIIHs
BBICTYIIAET ICUXOMPO(PUIAKTUYECKUM HHCTPYMEHTOM: OHAa CMENR@ET I[€HHOCTh JAEATENBHOCTH C
Y3KOOPUEHTHPOBAHHOTO BHEIIHETO pe3yibTara (BBIMIPHILY/IPOUTPHINI) HAa BHYTPEHHIOI LEHHOCTh
caMoro Ipolecca MO3HaHUA. DTO CHMXKAET 3alMTHYIO arpecCH0 M CUTYaTUBHYKO TpPEBOXKHOCTb
MJIQ[IIMX IIKOJBHUKOB, CO37aBas SK3UCTEHIMAIBHO O€30IacHyl0 00pa3oBaTENbHYIO CpELy,
CIOCOOCTBYIOIIYI0O TAPMOHUYHOMY Pa3BUTHIO IMUYHOCTU peOeHKa.

BaxxHo mnoguepkHyTh, 4TO 3(PQPEKTUBHOCTh TeHMH(UKALIMU 3aBUCUT OT CHCTEMHOCTH €&
npuMeHeHus.. @parMeHTapHOE MCIOJIb30BAHUE OTEIBbHBIX UTPOBBIX 3JIEMEHTOB (HAalPUMEDP, TOJIHKO
PEUTHHIOB) He AAaET Takoro 3¢pexra, Kak 1eJI0CTHAs MOJIEIb, BKIKOYAOLIAs HApPaTUB, BU3YAJIU3aLI U0
Iporpecca 1 coluaibHOE B3aUMOJICHCTBHE.

3akjJa04YeHue

Teopernueckuii aHaIU3 TOKA3al, YTO ICUXOJOrHYecKas S(PPeKTUBHOCTh TeMMH(UKALIMH B
oOyuenuu nereit 7-9 met MOKeT ObITh OOBSICHEHA uepe3 Teopuio camoaeTepmuHanuu J. ecu u P.
Paiiana: urpoBble MEXaHUKH YIOBJIETBOPSIOT 0a30Bble MOTPEOHOCTH peOEHKA B aBTOHOMWUH,
KOMIIETCHTHOCTH U CBA3aAHHOCTH C JPYTUMH.
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B xome mnemarormueckoro oskcriepumenta (N=15, 6 wecsmeB, oHIaiH-(opmaT) HA0Ka3aHO
CTAaTHCTUYECKH 3HAYMMOE BIIMSHUE aBTOPCKOU reMuuunpoBaHHON nporpaMMmel «lllaxmatHbIi KTy
IOHBIX BOJIIIEOHMKOBY Ha MOBbIIIEHNE MoTUBaluu (¢ 9,5 no 14,2 6amna, p<0,05), ypoBHS MIAXMaTH bIX
sHanuil (¢ 4,2 no 11,5 Gamna, p<0,01) u ycroitunBoctu BHUMaHUsA (¢ 45,2 mo 66,5, p<0,001).
[TocemaemocTts 3ansTHii cocTaBuia 92%.

[pakTtuyeckass 3HAYUMOCTH PabOTHI 3aKITIOYAETCS B TOM, YTO pa3paboTaHHas mporpamMma u e€
TICUXOJIOTHYECKOE 0OOCHOBAHHME MOTYT OBITh MCIIOJIB30BaHbI TpeHepamu -ipenoaaBatessivu JIFOCI,
CIIOP, onmaiiH-TIKON JUIS MOBBIIICHUS MOTHUBAIIMU U CHHJKEHHS OTCEBa OOyJarOIMXCS Ha JTare
Ha4yaJIbHOU MMOJATOTOBKHU.

[lepcniekTuBBl JalbHEHIIMX MCCIIEAOBAHUM CBA3aHbl C H3Y4EHUEM JOJITOCPOUYHBIX 3(deKToB
redimMuduKauu (JJOHTUTION B 2—3 1oJia), aganTaliuei mporpaMmsl i ToApOCcTKoB 12—14 jtet, a Taroke
JUISL B3pOCJIBIX OOydaronmxcst (C COOTBETCTBYIOIICW ajanTallMell KOHTEHTa), U C WHTEerpanuen
TEXHOJIOTUH BUPTYAJIbHOU U JOIOIHEHHOU PEAIbHOCTH.
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Abstract

Background: the article examines the psychological mechanisms of gamification as a method of
increasing motivation and the effectiveness of initial chess training for primary school-aged children
(7-9 years old). Objective: to theoretically substantiate and experimentally verify the effective ness
of a gamified program. Methods: theoretical analysis, pedagogical experiment (N=15, 6 months,
online format), methods of diagnosing motivation, chess knowledge, and sustained attention,
Student's t-test. Results: a statistically significant influence of gamification on the growth of
motivation (from 9.5 to 14.2 points, p<0.05), chess knowledge (from 4.2 to 11.5 points, p<0.01),
and sustained attention (from 45.2 to 66.5, p<0.001) has been proven. Class attendance was 92%.
Conclusion: the systematic application of game mechanics (experience points, levels, badges,
narrative storyline) creates a psychologically comfortable learning environment, reduces fear of
failure, and contributes to the personal development of young athletes.
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