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BIMMMAHUE BUOEOUTP HA PA3SBUTUE PEBEHKA:
NMPEMMYLLWECTBA, PUCKN U PEKOMEHOALUUU
Grin N.V., Didenko D.R.
THE IMPACT OF VIDEO GAMES ON CHILD DEVELOPMENT:
ADVANTAGES, RISKS AND RECOMMENDATIONS

AHHoTauma. CtaTbsi MOCBSILLEHA WCCNeOOoBaHUO BNUSHUS BMOEOUNP Ha pas3Butue pebéHka,
BKItOYAs M BO3MOXHbIe HeraTuBHble nocneactams. Ocobbivi akUeHT caenaH Ha BaXHOCTM GanaHca mexay
urpamMu 1 NPoYUMM BUZAMM aKTUBHOCTY 4151 FAPMOHUYHOTO pa3BuTUS pebEHKa.

KnroueBble cnoBa: Bugeonrpbl, passutue pebeHka, urposasi 3aBMCMOCTb.

Abstract. This article explores the influence of video games on child development, emphasizing
both their beneficial aspects and potential drawbacks. Particular emphasis is placed on achieving balance
between gaming and other forms of activity to promote holistic growth.
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CoBpemeHHas undppoBasi arnoxa opMMpPYET HOBYHO peanbHOCTb B XXU3HU OeTen
1 NOAPOCTKOB.

BnepBble Buaeourpbl nosasunmcb B 1970-e roapl, U ¢ TeX NOp UX aCCOPTUMEHT U
KayeCTBO HenpepbIBHO coBeplueHcTBoBanucb. K 2023 rogy MMpOBOM PbIHOK BUAEOUMP
poctur obbema 6onee 200 mnpa AONMapoB, a KONIMYECTBO rEeMMEPOB MPEBLICUIO OT-
MeTKy B 3 Mnpg 4enoBek. TakuMm obpasom, BUOEOUPbl MPOYHO BOLUMW B KynbTypHOe
NPOCTPAHCTBO MOMOALIX NOKONEHWI, CTaB 3HAYMMOW COCTaBNAOLLEN UX JoCyra.

CerogHsa BcemnpHasa opraHusaumsi 34paBoOXpaHeHnst NpuaHana UrpoByto 3aBu-
cumocTb («Gaming Disorder») oTaenbHbIM pPacCTPOMCTBOM MOBEAEHMS, NoagvepKnBas
BaXXHOCTb NPaBUITLHOIO NOAX0AA K UrPOBOM KyNnbType cpean MOMNOAEXW.

CoBpeMeHHble 0bpa3oBaTerbHble UIpbl NPEAOCTaBNSAIT UHTEPAKTUBHBIE Cpeapl,
rae Heyaayn BOCMPUHMMAIOTCS Kak HeoTbemrieMas YacTb npoLecca No3HaHu4, a ycnexum
HarpaxgaroTCs MOOLLPEHNAMMN.

UTobbl 3(pheKTMBHO UCMNOMb30BaTh NOTEHUMAN BUOEOUTP, PEKOMEHOYETCS Y4u-
TbiBaTb pAg PaKTOPOB: YCTAHOBIIEHNE NIUMUTA BPEMEHU Ha UrpY, HAaNpuUMep, orpaHuye-
Hne no 0,5 yaca exeaHeBHO; BbIGOP UrPOBLIX NPOAYKTOB, COOTBETCTBYHOLLMX BO3PACTy U
nHTEepecamMm pebéHka (NpeanovTUTENbHO OTAATb NPEeAnovYTEHWE pa3BMBAOLLMM, Kpea-
TMBHBIM WX CMIOPTUBHBIM UIrPaM); KOHTPOSb JOCTYNa K Urpe U peryrnsipHbin MOHUTOPUHT
€€ cofepaHusa NocpeacTBOM CrneumnanmampoBaHHbIX NPUIOXKEHUN TUNA «POANTENbCKO-
ro KOHTPOSS»; akTuBHOE ObLLeHNe ¢ peBEHKOM OTHOCUTESNBHO NIDBUMBIX Urp, 0bBCyKae-
HVe CloXeTa, MOTUBaLMM NEPCOHaXXeN U NOCTYNKOB repos; obecneyeHne cbanaHcmpo-
BaHHOro obpasa Xun3Hu NyTEM BKITHOYEHUS (PU3NYECKOM aKTUBHOCTU, YTEHUS KHUI, TBOP-
4yecTBa M NPOrysiok B cBOGOAHOE BpEMS.

BaxHO HayuuTb AeTen OTBETCTBEHHO NOAXOAUTb K BbIOOPY Ka4eCTBEHHOro KOH-
TeHTa, cobnogaTe YMEPEHHOCTb B UCMOMb30BaHUN TEXHOMOMIA U OCO3HaBaTb Pa3HULLY
MeXxay BUpTYyarbHbIM MUPOM U pearnibHOM XXNU3HBHO.
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