VIIK: 796:004
DOI: https://doi.org/10.24195/2414-4665-2017-4-3
ORCID ID: orcid.org/0000-0001-8403-263X

lNedazoeika — Education

Hamanva Buxmopoena Yyxnanyesa,
KaHOUOam HAyK no Qusuiueckomy 60CRUMAHUI U CNOPMY,

doyenm xagheopuvl ynpasierHus Quauueckou Kyavmypou u CHopmoM,

3anopooicckull HaYUOHANbHBIL MEXHUYECKUL YHUGepCUumen,

va. JKykoeckoeo, 64, 2. 3anopoacve, Ykpauna

HUHTEI'PALIMA AKTUBHBIX BUJEOUI'P B
PU3NYECKOE BOCIIMTAHUE NIKOJIBHUKOB

B cmamve npoananusuposanvl pezyrbmamel uccie008aHuil NPUMEHEHUST AKMUGHBIX UOCOUSD 8 NeddA20cUYeCKOM
npoyecce Gusuuecko2o 60CNUMAanusi Ok NOGLIUEHUsL YPOBHSL 08USAMENbHOU AKMUBHOCMU, COEPelNCceHUst 300p08bsl U
00yuenus. Bolsgnenvl 603MOJICHOCMU U achekmbl 8HedpeHust unmepaxkmusHolx sudeouzp Microsoft Xbox, Dance Dance
Revolution u opyeux 6 ¢usuueckoe socnumanue wKkonbHUKOS. Bublsigneno, umo npumenenue akmusHblx 6U0eousp Cno-
cobcmeyem pazeumulo U3ULeCcKUx KOHOUYUL, HOGbIUEHUIO NOZHABAMENLHOU 0eSIMENbHOCHIU, YAYYIEHUIO COYUATU3A-
Yuu yuauuxcs, Momueayuy Oas 3aHAMull pusuueckumu ynpasxchenusmu. Mcnonbsosanue «dxcepeeiimsy nomozaem
O3HAKOMUMb YYAWUXCSL C PA3HOOOPAZHLIMU 6UOAMU CHOPMUBHOU 0esIMEbHOCIU, NOSbIUUAem YO061eMBOPEHHOCHb O
6bINONHeHUS. usuieckux ynpadxcrhenutl. Taxue uepvl 6KIOUAIOMCS 6 2PYNNOGble, UHOUBUOYAIbHbIE 3AHAMUSL 8 UKOJle U
6He ee, PeKOMEHOVIOMCs O OONOJHUMENbHbIX OOMAWHUX 3A0aHUL. «DKCepeetMUuHey s6IAemcss OONOIHUMETbHbIM

cpedcmeofw ¢M3MQ€CK020 B80CNUMAHUA.

Kniouesvle cnosa: qu)OpMaUMOHHbZe mexHoJjiocuu, odsueameinbHble HA6bLIKU, 3KC€p2€lZMuH2, osueamenbHas aKmueé-

HOCMb, aKmueHvle euéeouepbz, 3()0p06b€.

IHocranoBka npod.1eMbl

Macmtabnast uH(GOpMaTH3aIMSA TTOCTHHIYCTPHAIIb-
HBIX CTpaH MHPOBOTO COOOIIECTBA MPHBENa K INTOOATBHBIM
npeoOpa3oBaHMsAM BO BCex cdepax xu3HH Jioseid. Bren-
peHre B (HU3MYECKOE BOCHHUTaHWE WH(POPMAIIMOHHO-
KOMMYHHKAIMOHHBIX TexHonmoruit (MKT) mpusBano Mmo-
JICPHU3MPOBATh TPAJULHOHHYIO IEJaroruKky, Ooiiee 3¢-
(heKTUBHO OCYILIECTBIATH COOp, OOpabOTKy M Iepenady
nHpOpMaINK, KaueCTBEHHO M3MEHUTh METOJAbI M OpraHu-
3al[MOHHbIE (OPMBI TOATOTOBKH BBICOKOKBAIU(PUIHPO-
BaHHBIX IIEIarOTOB, TPEHEPOB, a TAKXKE AKTHBU3UPOBATH
(MB3KYIbTYpHO-037IOPOBUTEIIBHYIO  paboTy cpemu  Bcex
Kateropuii HaceneHus. st moBbIIIeHHS 3(PPEKTUBHOCTH
BOCHPHATHS y4eOHOTO MaTepuala, CBS3aHHOTO C JBWTa-
TENBHON JIeATENbHOCTBIO, B 3JIEKTPOHHBIX CPEIICTBAX IMOJ-
JEpKKH 00ydeHHs MPUMEHSIOTCS MYJIbTHMEIUHHbIE (op-
MBI TIpeJicTaBlIeHus WH(OpPMAIMK, codeTaromue rpaduye-
CKWe, aHUMAIIHOHHBIC, BHICO- W ayaHomumocTpamuin [13,
17, 21]. Wrorn mpenBapUTENBHBIX HMCCIICIOBAHHN CBHIE-
TEJIECTBYIOT, YTO HACTOAIINE M OYAYIIUE YIUTEIS JOIDKHBI
MIOCTOSIHHO COBEPILIEHCTBOBATH YMEHUSI PAOOTHI C IUPPO-
BBIMH Ta/DKETaMH JUI YIy4IIeHHs KadecTBa oOpa3oBa-
tenpHOTO Tporiecca [1, 2]. UKT (MOHHUTOpHI cepredHOoro
pHUTMa, IIaroMepsl, BUICOAHAIM3 JBWKCHUH) B (u3nue-
CKOM BOCIHMTaHHMU M CIOPTE MPUMEHSIOTCA AOBOJIBHO IIIU-
poxko [15, 18, 22]. Bo3poc uHTepec Y4eHbIX, HEeAAroroB K
HOBEWIINM MPOTPaMMHBIM TIPOIYKTaM, COYETAIOIIUM BH-
JIeonTphl, (PU3UYECKHEe yNpakHEeHHs U cropT. Bo3mokHo-
CTH U YCIIOBHS IPIMEHEHHUS TEXHUYECKUX W IPOTPaMMHBIX
cpeAcTB MH(DOPMAIMOHHBIX TEXHOJOTWH, a WMEHHO
«exergamesy, B (PU3NIECKOM BOCITUTAHUH IIKOJIBHUKOB JI0
CHX TIOp HEJOCTaTOYHO OCBEHIEHB B  HAy4YHO-

METOINYECKON JIUTEepaType, a 3HAYHT, ONBIT UX MPUMCHe-
HUA TpeOyeT OoJee yriryOIeHHOTO W MPAaKTHYECKOTO H3Y-
YeHus. BrIieHa3BaHHBIC MPUYUHBI OO0YCIOBUIIN aKTyallb-
HOCTh TEMBI HAIIIETO WCCICAOBaHUSA. MBI TIPEATIONI0KIIIH,
YTO aHaJIM3 W CHHTE3 COBPEMEHHBIX 3HAHUI O MOTCHIIAAIES
AKTHUBHBIX BHICOUTD («IKCEPreiiM») 03HAKOMMT I€aroron
C TPAKTHYECKHAM OIBITOM HCIIOJB30BaHUS, MO3BOJIUT pe-
KOMEH/IOBAaTh BHEIPATh MX B IMEJArOrMYECKHil MpoIlece
(hU3UYECKOTO BOCITUTAHUS JICTSH M MOJIOICHKH.

Lenab ucciaenoBaHusi — aHaIW3 W 000OIIEHHE pe-
3yJIbTATOB HCCIIEJIOBAHUI 110 BONPOCAM IPUMEHEHHMS
HHPOPMAMOHHO-KOMIBIOTEPHBIX TEXHOJOTHHA, B YacT-
HOCTH aKTHBHBIX BHJICOUTP, B (PU3NIECKOM BOCHHTAHUH
IIKOJIFHUKOB. 3a/iaveil HCCIeJOBaHU OBUIO MPpOaHaH3H-
poBaTh, CHCTEMAaTH3UPOBATh BO3MOXKHOCTH W ACHEKTHI
HCTIOJNB30BaHUs «IKCEprelM3» B mporecce (QU3KYIbTYp-
HOT'O BOCTIUTaHHUS.

MarepuaJj u MeTObI

B xadecTBe MCTOYHMKOB WH(pOpPMANNU OBUIH BHIOpa-
Hbl MyOJHUKAIMK B 3apyOEKHBIX CIEIHATN3UPOBAHHBIX
6azax mgamaeix SPORT Discus, ERIC, Dialnet, Google
Scholar, ScienceDirect, PubMed, a Ttaxxe wuHTEpHeT-
CalThl IPOU3BOAUTENEH UTp U npunoxeHuid. [locnennuit
mouck Obu1 mpoBeneH 20.12.2016 roma. B moucke wc-
MTOJTF30BANTUCH CIICIYIOIIUE KIIFOUEBBIC CIOBA HAa aHIIINN-
ckoM s3bike: information communication technologies,
active video game, exergame, exergaming, Kinect,
Nintendo, PlayStation, Wii, Xbox. Hro6s1 cy3uTh 06actsh
MOUCKA W COCPEINOTOYUTHCS Ha Wrpax Uil Oo0yueHws,
HCronp30Banuch TepMunbl:  education, learning, skill,
student, teaching. YToObI Cy3UTh 00JIACTH IMOMCKA CTATEM,
AMEIOIIUX OTHOIICHHE K ()U3UYECKOMY BOCIIHTAHHMIO,
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6eut BKITFOUEHBI TepMmuHBL: physical education, physical
activity, sport. Kpurepusmu BBIGOpa HCTOYHHKOB LIS
M3yUYeHH M aHajm3a Oblla HEOOXOTUMOCTH IYOIHKAIIH
JOKyMEHTOB B JKypHaJaxX WM MaTepuaiax KoHpepeHIni
¢ 2006 roma Ha aHTJIMHACKOM SI3bIKE U HAIMYUE UX TEOpPE-
TUYECKOH W TMPAKTHYECKOW 3HAYMMOCTH. YUHTHIBas TO,
YTO HCCIEJOBAaHHE OBUIO COCPEJOTOYEHO Ha HM3YUCHHHU
MOTEHIMAJIa «IKCEepreiiM3» B KauecTBe Y4eOHBIX CPEICTB
B paMKax (PU3MYECKOTO BOCHHUTAHMS, PU3NIECKON aKTHB-
HOCTH, CTaThH, HE COOTBETCTBYIOIIUE 3TOW HAIIPaBICHHO-
ctH, He paccMmarpuBanuch. 20 WccienoBaHMMA, COOTBET-
CTBOBABIINX TPEOYEMBIM KpUTEpPHUSAM, OBLIH HEpEBEACHBI
Ha PYCCKHUH S3BIK, OTPEIAKTHPOBAHBI M TIIATEIHHO TPO-
aHaTM3UpOBaHbL. TeopeTwdecknii aHamu3 ¥ 000OIICHNE
JUTEPATYPHBIX UCTOYHUKOB ITPOBOIMIICS IJIS BHISBICHHS
JAHHBIX O BO3MOXKHOCTH, IieiecooOpasHocTH U 3ddek-
TUBHOCTH HCIOJIb30BaHUSl aKTUBHBIX BHICOMTP B cdepe
(U3MYECKOTr0 BOCITUTAHHMS IIKOJILHUKOB.

Pe3yabTaThl Hccie 0BaHUSA

BOoNBIIMHCTBO COBPEMEHHBIX YYEHHUKOB CETOJHS 5IB-
JITIOTCS aKTUBHBIMH Tosib3oBarenssMu UKT [2, 16]. ®u-
3MYEeCKOe BOCIHTAHHE fABIsieTcs chepoil oOydeHHs, B
kortopoil KT MoOryr HalTH HMHTEpPECHOE NPHUMEHEHHUE.
Cpemu HEX 0COOCHHO IMEPCIEKTUBHBIM CPEACTBOM SIBIISI-
ercsi «dkcepreiimunary [9, 14, 18]. Hcmonp3oBanue ak-
TUBHBIX BHICOUTP 0003HAYAIOT JAHHBIM TEPMHUHOM (@HTI.
«exergamingy»), NPOUCXOASAIIMM OT aHIVIMHCKUX CIIOB
«exercise» U «gamingy» [17]. «DkcepreiiMuHr» NOHUMAIOT
KaK CBS3YIOIllee 3BEHO MEXIY (pHU3NYECKON aKTHBHOCTBIO
Y WHHOBALIMOHHBIMU TEXHOJIOTHSIMHU, KaK MPaKTHYECKYIO
UTPOBYIO NIESITENBHOCTh C (DM3MYECKUMH Harpy3KaMu M
JIBUT'aTeJIbHBIMU JIEHCTBUAMH, TPEOYIOIUMH MTPOSIBICHUI
CHWIIBI, KOOPIMHAIINU ¥ THOKOCTH.

«DKCeprediMHUHr» Ha CIICIHATBHBIX WTPOBBIX KOH-
COJISIX — 3TO OCOOBIN BHI KOMIBIOTEPHBIX HI'p, MHHOBA-
[UOHHAsI COCTABILIIONIAsT KOTOPBIX — (PH3MUYECKasi aKTHB-
HOCTB, TIPH YeM JIEKTPOHUKA (PUKCHUPYET pearbHbIC JABH-
JKEHUsI UTPOKA U pearupyeT Ha Hux [22].

Oto0paHHble MyOIMKAIMU ObLIIM CTPYIIIMPOBAHBI 110
CIIEIYIOIIMM KaTeropHsiM: TEOpPETHYECKHE, OOBSCHSIOIINE
OCHOBHBIE TOHSTHSI, OTHOCSIIHMECS K <«QKCEPreHMHUHTYY,
SMITUPHYECKHE, OCBEIIAIONINE PEe3yJbTaThl MPUMEHEHHS
«OQKCepreiMuHra»; JUCKYCCHOHHbIE, B KOTOPBIX OIMCAaH
OIIBIT IPUMEHEHHSI WM MHEHUsI O HUX 0e3 mpenocTaBiie-
HUS SMIHMPUYECKHX JI0Ka3aTeNbCTB M IyOJIMKaliH, OCBe-
IIAIOIINE XapaKTepPUCTHKH M aCNeKTHl pa3pabOTKU M JHU-
3aifHa «KcepreiimM3». Takke HaMU BBIJEIEHBI KaTErOpHU
MyOJIMKaAMi, OCBEINAIONINEe PEe3yJIbTaThl MCIIOIb30BAHMS
«OKCepreiM3» I pa3BUTHS JIBUTATEIbHBIX YMEHHH, JUIs
MOBBIIICHUS] MOTHBAIMM K 3aHATHAM  (PU3HUECKUMU
YIPKHEHUSIMU W YIYUIICHUs] COLMAIM3AIMNA 3aHUMAIO-
LIMXCSI, IS YBEJIMYEHUST YPOBHS (PM3NUECKOI aKTUBHOCTH.

CrpemuTeNIbHOE PAa3BUTHE TEXHOJIOTHH 3HAYUTEIBHO
pacuMpuio BO3MOXKHOCTH BOCTPEOOBAHHBIX CETOHS
BUIEOMTPOBBIX  KoHcoyeit  Microsoft  Xbox, Sony
Playstation, Dance Dance Revolution, Cybex Trazer,
Cateye Game Bike, Sportwall, TanieBaibHBIX KOBPHKOB
Dance Mat u gpyrux [3, 20, 22]. Kommnauuu-
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pa3paboTINKK TIPOTPaMMHOTO 00ECHeUeHHsI OCYIIECTB-
JAIOT MOJJIEPKKY CBOMX IPOAYKTOB, HAIpUMeEp, Ha BeO-

caiitax ~ Nike+  (https://www.nike.com),  Microsoft
(http://www.xbox.com), Kinect Education
(http://www.kinecteducation.com), Nintendo
(https://www.nintendo.ru), Smartball

(http://smartfitinc.com).

B xommuiekte Nintendo Wii npezncraBieHbl nHTEpaK-
THBHBIE CIIOPTHUBHBIE WIPHI: TEHHHC, OeicOoi, OOYIUHT,
ronb¢ u 6okc. B wactroctn, Wii Fit Beramcnser gurHec-
MHJIEKC UTPOKa Ha OCHOBE €r0 Beca M POCTa, a 3aTeM Ipe.-
JaraeT Ha BBIOOp 3aHATHS HOroi, X0mpOy, TPEHHPOBKY
KOOPIMHAIINH ¥ JPYTHE CIIOCOOBI YIYUIIUTE (PH3HIECKYIO
moaroroneHHocTs [8, 18]. Ilpumenenme Your Shape
Fitness Evolved 2012 (comepkamasi TaHICBANbHBIC JBH-
JKEHHs1, a3poOUKy, iory, Oer, ynpaXHeHUs Ul BEPXHUX U
HIDKHUX KoHeuHocteii), Kinect Adventures, B KoTopoi
BBITIOJIHSIOTCS. TIPBDKKY, BBINIAABI U npucenanus, u Kinect
Sports (Bxrouaromast ¢GpyT60s, GOKC, TEHHHUC, IUIDKHBINA
BOJICHOOJI, JIETKYIO aTJIETHKY M OOYJIMHT) Ha 3aHITHSAX IO
(bM3UIECKOMY BOCITUTaHHUIO B IIKOJIAX NOBBIIIACT YOBIIE-
TBOPEHHOCTb JIETEH OT BBINOJIHCHUS (M3MYECKHUX YIPaxK-
HEHUH, yJTydIIaeT OTHOIICHHE K MPEIoaBaTelio Gpusnde-
CKOT0 BOCITUTAHUS M K CaMUM ypokam [15].

AKTUBHBIC BUACOHUTPHI Ha iatdpopmax Xbox 360 u
Xbox One ¢ matunmkom EyeToy, Zumba Fitness Rush,
Dance Central 3, Nike+ Kinect Training, UFC Personal
Trainer, EA Sports Active 2 u Ipyrue mpeaoCTaBIISIOT
UTrPOKaM BO3MOXKHOCTb 3aHUMATBHCSI C JIMUHBIM «BUPTY-
anbHBIM» TpeHepoM [16, 22]. C moMOIIb0 TeCTHPOBAHUS
OIIPEAENIAETCS UCXOAHBIH YPOBEHb IMOJTrOTOBICHHOCTH M
1[eJIb, KOTOPYIO XOYET JIOCTUTHYTh Y4aCTHHK, TIOCIIE 3TOTO
npeasaraercst cooTBeTcTByomas (urHec-mporpamma. C
pPOCTOM ypOBHS (PU3NUECKOHN ITOJIOTOBICHHOCTH WHTEH-
CHBHOCTb M TPOJOJDKHTEIBFHOCTh YNPAaXHEHUH IOCTe-
MICHHO YBEJIMYMBAIOTCA, YTO MOTHBHPYET YYaCTHHKA
WTPHI K JalbHEHIIEMY Pa3BUTHIO. YUYacCTHUKH KOHTPOJIH-
PYIOT MHTEHCHBHOCTb U ONTHMHU3HPYIOT NPOM3BOANTEIb-
HOCTh C TOMOIIBIO BCTPOGHHOI'O MOHHTOpPA CEPIEYHOTO
pUTMa, Clieysl BUPTYalbHBIM JIEMOHCTPAIMSM, MOBBIIIA-
IOT CBOI (PM3MYECKYI0 KOMIETEHTHOCTb, OTCIEKHBAIOT
WHJMBH/YaJIbHBIA TpOrpecc, NENSITCs IOCTHKEHUSIMU C
JpYrMMHU  TIOJIb30BaTeISIMU B MHTEPHET-COOOIIECTBAX
[22]. Takum oOpasom, Grmaromapsi «dkcepreiims» hopmu-
pyeTcs cucTeMa 3HaHWKM B 00acTH PU3MYECKOH KyJIbTY-
PBI ¥ MOTHBAIMS Ha aKTHBHOE OCBOEHHE NTPAKTHKH.

Nike+ Kinect Training, EA Sports Active 2 u UFC
Personal Trainer MOryT MCIOJB30BaTECS B TPYNIIOBBIX U
WHIUBHUYaJIbHBIX 3aHATHAX B Y4eOHOM 3aBEJICHUU U BHE
€ro, PEeKOMEHJYIOTCS /IS JOMOIHHUTENBHBIX OMAITHUX
3a/laHui, NP YEM YYEHUKHU U YUYUTENsl MOTYT OHJIAlH
OTCIIe)KMBATh M OLCHUBATH pE3YJIbTaThl TPEHUPOBOK,
obecrieunBas MHIMBHAYAJIH3UPOBAHHYIO W IIEJICHAIPaB-
JICHHYIO OOpaTHYIO CBSI3b HAa MPOTSXKEHUH BCErO Y4eOHO-
ro roza [12, 22].

JocTynHbIMU ¥ 3()(EKTUBHBIMH SIBIISIFOTCS TAKKE aK-
tuBHble Buaeourpsl Kanomi Dance Dance Revolution
(DDR), Cateye Virtual Bike ot Sony Play Station, Ninten-



http://smartfitinc.com/products/smartfit-multi-station-trainer

do Wii Sports Baseball, Nintendo Wii Sports Tennis, Nin-
tendo Wii Boxing [9, 18, 22]. Paznmuunsiec Moau(pUKanum
TaHmeBasbHOM wmrpel Dance Dance Revolution (DDR)
MOMYJISIPHBL CPe MOAPOCTKOB Bcero mupa. OmbIT wuc-
MOJB30BAaHMSl Ha 3aHATHAX (DU3MYECKOrO BOCIUTAHHS B
LIKOJIaX TaHILEBaIbHBIX KOBpUKOB (Dance Mat) cBunereins-
CTBYET O CHWKEHHM Yy 3aHMMAIOLIUXCSI MacChl Tela, U3Me-
Henuu MMT, ymeHblIIEHUH NPOLIEHTA JKUPAa B OPraHU3ME
[3, 9, 12]. B aMepuKaHCKHX IIKOJIaX MIMPOKO HUCIOJB3YET-
csl MHTepaKTHBHOE 00opynoBanue Smartball s oOyaeHus
OCHOBHBIM JIBUTATEIIbHBIM HAaBBIKAM, YITyUIICHHS KOOPIH-
HallUH, JIOBKOCTH, PABHOBECHSI, KOHIIEHTPAIINX BHUMAaHUS,
THOKOCTH, METKOCTH, CHIIBI, CKopocTH [22].

B 3aHATHAX 10 QU3NUECKOMY BOCTIMTAHHUIO yJaIlIHX-
cs BCEX BO3PacTOB MPHMEHSIOT TpeHaxepsl «Cateye
Gamebike» u «Cybex Trazer» [22]. B «Cateye
Gamebike» HrpoKH HCIONB3YIOT pPYyJEBOE YIpaBlICHHUE,
OCYILIECTBJISII MAHEBPHI, B TO BpeMsI KaK BpallleHHE Nefa-
JIeH 3a1aeT CKOPOCTh JABMKEHHS TPAHCIIOPTHOTO CPesICTBA
B COPEBHOBAHMU C BUPTyaJbHbIM IIPOTUBHUKOM Ha
9KpaHe B J11000# roHOYHOM urpe. Kpome 3toro, TpeHaxxep
MOYKHO HCIIOJIb30BATh JUIsl O0Y4EHMs €3/1bI Ha BEJIOCHIIEIE
[22]. Tpenaxep «Trazer» Bocco3maeT BHPTYaJbHYIO pe-
IBHOCTh WTPH B (yTOON, BONEiOON, eamHOOOpPCTBA U
1.1 C momonipio crnenuanbHOro odopynosanus Cybex
Trazer urpoku pa3BUBAIOT CKOPOCTHO-CHIIOBBIE BO3MOX-
HOCTH OTHENbHBIX MBI M TPYII MBI, pPa3BUBAIOT
CKOPOCTh PEAaKLUU U BBHICOKYI0 TOYHOCTh ABIKCHHH MpHU
MaJbIX MEPEeMEIICHUIX, TPEHUPYIOT KOOPJHHAIUIO, CKO-
pOCThb, JIOBKOCTh, OamaHc. YCTPOWCTBO OTCIEKHBAET
CKOpPOCTb, CHITy, BpeMs PeaklUH, CPEAHUN U MaKCHMaJlb-
HBI{ TyNbC, TPUOTU3UTEIBHOE KOIUYECTBO 3aTPauyeHHBIX
KaJIOpUi aTjera, aHAJIM3UPYET ITOKa3aTesl W3MEHEHHH.
W3meHss1 BEKTOPHI ABMXEHUH B KaXKIOM YpPOKE, IPOJIO-
KHUTEIBHOCTh 3aHATHH, MOCIIEN0BATENHLHOCTh YIpaXKHe-
HHUH, TIpernojaBaTellb MOXET CTaBUTh cHEenU(pHIECKHe
3a7a4M, a KaXkJo€ HOBOE 3aHATHE CTAaHOBHUTCS NEHCTBH-
TENHHO HOBBIM, CIIOXKHBIM U HHTEPECHBIM [22].

3aHuMaTbcs PU3MUECKUMH YIPAXHEHUSIMH, HCIOIb-
3ysl «3KCepreiiMsy, MOXKHO Kak JIUIOM K JHIY C IPYTHM
YeJI0OBEKOM B OJHOM NOMEIICHHUH, TaK U HHIUBUIYAIHHO
(WM B KOMaHMax), COPEBHYSICh C BHPTYaJIbHBIMU IEPCO-
Haxxamu. Ha ogHON UIpoBOM KOHCONM MOTYT UIPaTh He-
CKOJIBKO YYaCTHHKOB OJHOBPEMEHHO, a CUCTEMBI, MOJ-
KJIFOUeHHBIE 4epe3 MHTepHeT, obecreunBaloT OIHOBpE-
MEHHYIO UTPY HECKOJIBKUX YENIOBEK, 3a]1aBasi pa3IUuHbIC
YPOBHH HHTEHCHBHOCTH, KOTOPBIE MOTYT CIIOCOOCTBOBAThH
6onee aktuBHOMY ydactuio [20]. Ilo cpaBHeHuto c apy-
TUMHU  O3J0POBUTEIBHBIMH  MEPONPUATHIMH  «3KCep-
reiM3)» TPOCTHl B HCIIOJB30BAHWH, SKOHOMHUYECKH BHI-
TOJTHBI, HETPABMOOIIACHBI ¥ MOTYT HCIIOIB30BATHCS J1ETh-
MH BCeX BO3pacToB [6, 8, 18]. OmHako cymiecTBYIOT (ax-
TOpBI, JTUMHTHUPYIOIINE WX TNPUMEHEHHE. (HUHAHCOBBIC
TPYAHOCTH, CBSI3aHHBIE C TNPHOOPETEHHEM <«IKCEepreM-
000pyIOBaHUA», a TaKKe HEIOCTATOYHBIA OIBIT TpUMeE-
HEHUS 3TON TEXHOJIOTUH IpenofaBaTensiMu [16].

[Ipn orcyTcTBHM HEOOXOAMMOTO KOJIMYECTBA 00OpY-
JIOBaHUs BO3MOXKHO OpraHM30BaTh y4eOHBII mporiecc ciie-
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aytommM o0pa3oM. YacTh yU4EHHKOB HCIOIB3YET «IKCEp-
reiM», MOJIHOCTBIO B3aWMOJIEHCTBYSI C UIPOBBIM HHTEp-
(eiicoM, COpeBHYSICh M TMONydYasi MCHOBEHHYIO OOpaTHYIO
CBSI3b O pe3yJbTaTax CBOCH JIESITENbHOCTH, a JpYyIrue yue-
HUKY BBIMOJHSIOT UMUTAI[MOHHBIC YIPAXKHCHUS, TOTydast
YMEpPEHHYI0 U UHTCHCHBHYIO (DM3MYECKYIO Harpysky. Ye-
pe3 onpezeneHHbIe TPOMEXYTKH BPEMEHH MPOBOJAT POTa-
L0 YYEHHUKOB, B PE3YJIbTAaTe KaXKABIH MOTy4aeT BO3MOXK-
HOCTh MPAKTUKOBATh aKTHBHBIC BUACOUTPHI. Kak BapuaHT
— 3aHATHS C TIPUMEHEHHUEM «IKCEPreiimM3» MOMKHO HCIOJb-
30BaTh B KAYECTBE MOOIIPEHNUs ydammxcs [3, 5, 18].

AKTHBHBIC BHJICOUTPBI SIBJISIOTCS MEPCIEKTHBHBIM
CPE/ICTBOM MOTHBAIMH IIKOJBHUKOB BCEX BO3PACTHBIX
IpyII, B TOM 4YHCJIE BEAYIIMX MAJIOMOJIBMKHBIN 00pa3
JKHM3HHU, C OTPAHUYCHHBIMH BO3MOXKHOCTSIMHU, OBITh (HU3H-
YEeCKH aKTHBHBIMH, BECTH 3I0pPOBBI 00pa3 HM3HU M I0-
YYBCTBOBATb paaoCTb ABUKCHUA. OTMeyaeTcst MOJIOKH-
TENbHOE BIHMSHUE «IKCEpreimM3» Ha HSMOIHOHAIBHOE
cocrosiaue aeteit [9, 10, 13]. Brlmecka3anHoe MO3BOJISIET
TOBOPHUTh O BO3MOXKHOCTH (DOPMHPOBAHUS y Y4HaIIUXCS
YBXKHUTEIBHOTO OTHOIICHHS K ce0e, CBOeMY 37I0pPOBBIO U
30POBBIO OKPYKAMOUIMX TMMOCPEACTBOM HCIOIb30BAHUS
«OKcepreiiM3». 3aHiATHS B BHPTYaJbHOW cpele Mpeno-
CTaBJISIIOT YHUKANbHBIHN, YBICKATEIbHBIN, PEATUCTUYHBIN
OTIBIT JUISi MHOTHX YYEHHKOB, 3HAKOMAT UX C TEMHU BHJA-
MU CIIOPTHBHOM AEATEIHHOCTH, KOTOPBIE TPYIHO MPAKTH-
KOBaTh B CIIOPTUBHOM 3ajic (Trojibd, cTpenpda u3 Iyka,
METaHHE KOIIbs), & COACPIKAHUE «IKCEPreiiM3» BOZMOKHO
aaanTupoBaTb K HOTpe6HOCT$[M Pa3HbIX LECJICBBIX ayau-
Topuii [6, 9]. PammoHampHO OpraHM30BaHHBIA IpoIEcC
NPUMEHEHHUST «IKCEpreiM3» B 3aHSATHUSX BBICBOOOXKIAET
BpeMd nicaarora Jajs 3aHIATHH C OTCTAOMNMHU YYCHUKAMU
[4, 19, 22].

HWccnenoBanusMu psiia aBTOPOB YCTAHOBJICHA TMPH-
KJIaJ{Hasl IPUTOIHOCTh «IKCEPreMUHTa JUIsl YBEINUCHHS
(u3MUYEeCKO aKTUBHOCTH BCEX KaTeropuil macenenus [3,
5, 7,12, 20, 21]. BeIsiBI€HO, Y4TO «IKCEPreiM3» yBEIHIH-
BAaIOT €MKOCTh 1 3(p(heKTUBHOCTH mporiecca Gpu3ndeckoro
BOCIIMTaHHUsA, MOBBIMIAKOT YMEPECHHO-UHTCHCUBHYIO (bI/ISI/I-
YCCKYI0 aKTUBHOCTBH, YJIy4YHIalOT BOCCTAaHOBUTCJ/ILHBLIC
npotecchl opranusma [6, 8, 10, 13].

UcnonszoBanne UKT anst GusKynsTypHOTO 00pa3o-
BaHMS SIBJIAETCS HE LEJbI0, a SDPEKTUBHBIM CPEJICTBOM,
MOBBIMIAIONIMM Ka4eCTBO IEIarOrHYecKoro Iporecca,
COZIEHCTBYIOIIIEE BOCTINTAHUIO M PA3BUTHIO TBOPUECKHUX U
MIO3HABATENFHBIX CIIOCOOHOCTEH YdYammxcsi, CPEeACTBOM
oborarieHus MHTEIUIEKTyalbHOH cdepsl. Mcnons3oBanue
«9KcepreiiM» B 00yYEHHMH MO3BOJISIET PEaTn30BaTh HJICHO
WHAUBHAYyaIbHOTO ¥ auddepeHnnanisHOro moaxoaa B
nporiecce oOydeHUs! ABUTATEIbHBIM JCHCTBHSM, PaCId-
PUTH BO3MOXKHOCTH TIPEIOCTABIICHUST yueOHON MHpOpMa-
oy, yCUJINTh MOTHBAIIUIO O6y‘IeHI/I${ A CII0cOOCTBOBATH
(dbopMHpOBaHHMIO y 3aHUMAIONIMXCS pedIeKCHU CBOEH
ACATCIIBHOCTH, T. K. OHU MOTYT HarjisiIHO MPEACTAaBUTH
pe3yabTatsl cBoel paboTsl [8]. «DKcepreMUHT» MOKeT
BKITIOYATHCS B KypPChl (PU3KYIBTYPHOTO 0Opa30BaHUs Kak
paszensl MPOrpaMMBbl; MX HCIOJNB30BaHUE JO W IOCIE
3aHATUA B 3aKPBITBIX MOMEIICHUSX W HAa OTKPHITOM BO3-

Science and Education, 2017, Issue 4



nyxe He TpeOyeT oT mpemnozmaBarenell Gpu3mdecKoro Boc-
muTaHusA Oompmmx ycwmid [3]. Bxomrouenme «dxcep-
refiM3» B peKpeallMOHHbIC MM TPAJAUIHMOHHBIC Pa3ebl
nporpamMm (U3MYEeCKOro BOCIUTAHUS, HAIpaBJICHHbIE HA
00y4eHHE HECJIOKHBIM JIBUTATEIbHBIM JEUCTBHUSAM WIIU
9JIEMEHTaM CIIOPTHBHBIX WIp, OOECHEYUT aIbTEPHATHB-
HBIE yBIIEKaTeIbHbIE BO3MOXKHOCTH HEAKTHBHBIM U €l1ab0
TIOJIrOTOBJICHHBIM yyarmcest. B yueOHO-
03/I0pPOBUTENBHBIX MPOrpaMMax ¢ YMEPEHHOW Harpy3kou
UCIIONB30BAaHKE «IKCeprediM» MperoTBpamaeT oaHoo0pa-
3We W TMPEAOCTABISAET BO3MOXKHOCTH ydammmcs 3Qdex-
THBHO JBUTaThCs, 0OECIeunBasi pelIeHHe 0310POBHUTEIb-
HBIX 3aJa4, B 3aBHCUMOCTH OT YPOBHS IIOJTOTOBJICHHO-
CTH. 3aMeTUM, 4YTO «IKCepredM» MOXKET BBICTYNATh B
KauecTBe o0LIene arorndeckon miaTopMel A1 MEAUKO-
CAaHUTApPHOTO MPOCBELICHUS, CIIOCOOCTBOBATH (hopMHUpO-
BaHHMIO U HCIIOJB30BAaHHMIO 3HAHMH O CBOEM 3/I0pPOBbE B
cBOoeM crtuie usuu [7, 8, 15].

VYuebOHast nporpamMma (GU3KyJIBTYPHOI'O 00pa3oBaHuUs
Ha BCEX YPOBHSX IIPH3BaHa CIIOCOOCTBOBATH COLMAIM3a-
UM yYaIlIUXCsl, B YaCTHOCTH TeX, KTO HE HMEET BO3MOX-
HOCTH B3aUMOJCHUCTBOBATH C IPYIUMH CTYyJCHTaMH MO
pasubiM npuuuHam [6, 11, 13]. YuacTHHKH «CETEBOTO
9KCEpreiMUHIa» MOJTYyYaroT HEOOXOAWUMBIA COLMANbHBIN
OIIBIT, YJyYIIaeTCsl B3aMMOJCHCTBHE MEXIY yYaCTHHKA-
MH B CPaBHEHHH C WHIMBUIYaIbHOW MIPOH HIN B COPEB-
HOBaHUSIX C BUPTYaJIbHBIM mepconaxem [20, 22].

AKTHUBHBIE BUACOUTIPBI MOTYT HUCIIOJIB30BATHCA JIA
ONTUMHU3AIUHU JIEATEIbHOCTU CEPJIEYHO-COCYIUCTON CH-
CTEMBI U YIYYIIEHHs] MOCTYypaJIbHOW CTaOMIbHOCTH, Oa-
JIaHCA, COBEPILEHCTBOBAHMS CIIOCOOHOCTH K OPHEHTHUPO-
BaHUI0O B IPOCTPAHCTBE, pPAaBHOBECHS, 3PUTEIHHO-
MOTOPHOH M PHUTMHYECKOH KOOpAMHALMH, THOKOCTH,
JIOBKOCTH, KOTHUTHBHBIX (yHKIwmid [9, 19]. Urpsl MOxHO
alanTHPOBAaTh K HMHIMBHAYaIbHBIM MOTPEOHOCTAM ydYa-
muxcst, obecrevyrBas BO3MOXXHOCTb BBIIIOJIHSTh 3aIaHUS
Ha ONTHUMAJBFHOM YPOBHE, JOCTHTaTh yCIieXa W KOHTPO-
JMPOBATh HPOLECC JINYHOTO 00y4YEHHs, NEPCOHATU3HPO-
BaTh OOpaTHYIO CBS3b W CBOEBPEMEHHYIO KOPPEKIIHIO
omubok [10, 22]. 3aHATHA «IKCEPreMHHIOM» 3HAYH-
TEJILHO TIOBBIIAIOT PACXOJl SHEPIUH, YJIYYLIAIOT CIIOp-
TUBHBIC HABBIKU, HACTPOCHHUC W BHHUMAHUC IOCJIC UIDHI,
MOMOTaroT 60poThes ¢ oxuperueM [8, 10, 19].
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INTEGRATION OF ACTIVE VIDEOGAMES IN PHYSICAL TRAINING OF SCHOOL STUDENTS
Introduction of ICT into Physical Education aims to modernize traditional pedagogy, change methods and organi-

zational forms of training highly qualified teachers and coaches, to intensify sports and recreational activities among all
society members. Active videogames can be used for improving motor activity of young people. Active videogames
that require strength, coordination and flexibility are integrated into the curriculum of physical education schools and
colleges of developed countries, combining physical education with gaming by means of using the player’s body
movements as a controller. The relevance of the study is explained by the fact that the technology of “exergames” (ex-
ercises+games) is not used in the educational process of physical culture in Ukraine. Besides, this issue is understudied
in the Ukrainian scientific and methodological literature. The research aims to review publications about the application
of videogames or “exergames” in the field of physical culture and sports. The research papers published in international
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databases SPORT Discus, ERIC, Dialnet, Google Scholar, ScienceDirect, PubMed, as well as websites of games and
applications producers were reviewed. According to the research criteria, 20 studies were chosen and analyzed. The
following videogame consoles were analyzed and discussed in the paper: Microsoft Xbox, Sony Playstation, Dance
Dance Revolution, Cybex Trazer, Cateye Game Bike, Sportwall, Dance Mat, etc. The peculiarities of the following
videogames, applications and special programs for the development of students’ physical skills were reviewed: Ninten-
do Wii, Wii Fit, Your Shape Fitness Evolved 2012, Kinect Adventures, Kinect Sports, EyeToy, Zumba Fitness Rush,
Dance Central 3, Nike+ Kinect Training, UFC Personal Trainer, EA Sports Active 2, Nike+ Kinect Training, EA Sports
Active 2 u UFC Personal Trainer, Kanomi Dance Dance Revolution (DDR), Cateye Virtual Bike ot Sony Play Station,
Nintendo Wii Sports Baseball, Nintendo Wii Sports Tennis, Nintendo Wii Boxing, Dance Dance Revolution. It can be
concluded that the rational use of “exergames” in physical culture promotes physical, psychological, intellectual devel-
opment of students, encourages them to physical activity through the development of their motivational sphere.
Keywords: information technologies, motor skills, exergaming, motor activity, active video games, health.
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Amnopiii Onexcandposuu I'anait,

O0OKMOp OPUOULHUX HAYK, OOYeHM, YleH npasiinHa Acoyiayii opuouyHux KiiHik Yrpainu,
npoghecop xagedpu KoHcmumyyitino2o, adMiHicmpamueHo2o ma Qinancoso2o npasa,
Cepziii Kocmanmunoeuu I peuaniox,

OOKMOp 10PUOUUHUX HAYK, OOYeHm, 3a6i0yeay Kageopu

KOHCMUMYYitiH020, A0OMIHICMpamueHo2o ma QiHaHcoso2o npasa,

Tepnoninbcokuil HAYIOHATLHUN EKOHOMIYHULL YHIGEpCUmMent,

m. Tepnonins, syn. Jlvsiscoka, 11,

€Eszen I0pitniosuy Cooonw,

OOKMOp 10PUOUUHUX HAYK, OOYeHm, 3a6i0y6ay Kageopu

0epoIcasHO-NPAasosUX OUCYUNIIIH Ma AOMIHICMPAMUEHO20 Npasa,

Kiposoepaocvxuil depaoicasnuii nedazoziunuil ynisepcumem imeni Borooumupa Bunnuuenka,
eyn. Llesuenka, 1, m. Kiposoepao, Ykpaina

STREET LAW BIJ1 OPUINYHUX KJIIHIK SIK EOEKTUBHA
MMPOT'PAMA HE®OPMAJIbHOI MPABHAYOI OCBITH JJISI HIJJIITKIB

Axmyanvuicms memu cmammi 00YMOGIEHA MUM, WO HOPUOUYHA KATHIYHA 0CBIMA K HABUALbHA MEXHOA02I — ye
ocobausa Gpopma camocmitino2o HABYAHHs CIYOEHMIE-NPABHUKIE Y MEHCAX UU020 HABHANILHOZ0 3aKAA0Y, AKA NOAALAE
y HaOymi HUMU YMIHb MA HABUKIE IOPUOUYHOL npogecii, NpakmuuHo2o 00c8i0y w000 PI3HUX Popm NPaA8O3AXUCHOT,
npagonpoceimuboi i npagomeopuoi disnvHocmi opucma-npakmuxa. FOpuouuna kainiuna oceima — ye anpodosanuil
MEXAMI3M CNPUAHHS AKOCMI MA HAOAHHA NPAKMUYHO20 CRPAMYBAHHA IOPUOUUHOI OCIMU, WO NPOAGIAEMbCA Y CMBO-
PEHHI 0151 CIMYOeHmi8 MONICIUBOCIE NIO YAC HABUAHHS HAOY8AMU HABUYOK MALOYMHbOI npogecii, BUKOHYIOYU aHATIMU-
uny i 6e3n0cepeorbO NPABO3aAXUCHy ma NPasonpoCcsimmio pobomy y opuduynin kuiniyi. Memoio yici cmammi € po3x-
PUMM XAPAKMEPUCIUK MA OKPECNIeHHs WIIAXIE 6NPOBAOdICEHHs ) HeOPMANbHY NpaAGosy 0CEimy NiONimKieé cneyians-
noi npozpamu Street law, sxa mae 3azanvrnocsimose nowupenns y OisabHOCME IOPUOUYHUX KITHIK. Y pesyromami 00ci-
0oicenHst ChopMOBano OCHOBHI 3acadu, HeoOXIOHI npu opeanizayii ma npoeedenni saname muny Street law.

Knwouogi cnosa: opuouuna xuinixa, sansmms Street law, npoepama, nepopmanvna npasosa oceima, npasonpoc-
eimHus poboma.

IMocranoBka npodaemu IToBeninka 0coOM BH3HAYAETHCS HE CAMHMH IIPaBoO-

[paBorops /10K y CyCHJIbHUX BiHOCHHAX, JOTPMMaH- ~ BHMH HOPMaMH Ta HNPUIIMCaMHM, IO MICTATHCS y HUX, a

HSl TIpaBWJI TOJIEPAHTHOTO CIIBICHYBAaHHS B CYCIUIBCTBI  YsIBICHHSMHM Npo HUX. [IpaBoBa cBigomicTe 0coOH 3acHO-

3aJie’kaTh TMepexyciM BiJ IHCTHTYTIB NPaBOCBIIOMOCTI Ta  BaHa Ha IOE€JHAHHI Yy CBITOIAAI KOHKPETHOI JIFOJUHU

MPaBOBOI KYJIBTYPH, Bi Aifi iHAWBIAIB, SKi NPEACTABISIOTh  BIIOMHUX il MPAaBOBHUX ified Ta MPUHIIMIIIB, a TAKOXK IICH-

cebe abo comiaibHI TPYIH y CYCHIJIBHAX BiTHOCHHAX. XOEMOIIHHOTO CHPUHHATTS 1HIWBIOM ITUX CBITOTJISITHUX
migsamuH [1, €. 270].
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