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BukopucTaHHs akTUBHUX Bifieoirop y cepi pisM4HOro BUXOBaHHS i cnopTy

Harans YyxnaHueBa

3anopi3bKuii HaLiOHaIbHW TeXHIYHWI yHiBepcuUTeT, YKpaiHa
Kageapa ynpasiHHS (i3suYHOIO KynbTypOK | CIOPTOM, KaHAMAAT HayK 3 Pi3NYHOro BUXOBAHHS i COPTY, AOLEHT

ApTem YyxnaHues

HavjioHanbHui TexHiYHuA yHiBepcuTeT YKpaiHu «KuiBcbKuii nosiTexHiyHmi iIHCTuTyT im. I. Cikopcbkoro, YkpaiHa
3/106yBay OCBITHbOIO CTyrneHs «bakanasp»

AHoTauif. [HhopMaLUiiHO-KOMYHIKaLiMHI TEXHONOTIT CPUYUHAIOTD | MPUCKOPIOOTH MPOLLECU OTPUMAHHS | BU-
POONIEHHSA 3HaHb, CNPUAIOTb MOAEPHi3aLil OCBiTW. [Na NiABULIEHHS ePEKTUBHOCTI CNPUIAHATTS HaBYaANbHOIO
martepiay, NoB'A3aHOro 3 PyXOBOIO AiNbHICTIO Ta NiABULLEHHSA PIBHS PyXOBOI aKTUBHOCTI MO/OAI, BUKOPUCTO-
BYIOTbCA aKTUBHI Bifieoirpn, 0CO6GNMBICTb AKUX — (i3NYHI NepemilleHHs Tina rpaBus. AKTUBHI Bigeoirpy, Lo
BUMaratoTb NPoOsIBY CUNK, KOOPAMHOBAHOCTI i FTHYYKOCTi BK/IKOYAKOTbCA B HaBYaNbHi Nporpamn isuyHoro Bu-
XOBaHHS$, 06'eAHY0YM (i3nyHE BUXOBAHHSA 3 FPOKO 3a PaXyHOK BUKOPUCTAHHA PYXiB Tina rpaBus B IKOCTi KOHT-
porniepa, 3abesneyyoum TMM CaMUM ajlbTEPHATUBY CTaTUYHKUM irpam Ta CpUsHOYM 36epeXXeHHI0 340POB'.

MeToto fOCNifXEHHA € aHani3 nybnikaLii 3 NMTaHb 3aCTOCYBaHHA iHHOPMaLiNnHO-KOMM FOTEPHUX TEXHONOTIN, a
came aKTUBHUX Bigeoirop (ekcepreiim) B chepi hisnyHoT KynbTypH i cropTy.

3a pesynbTatamu AOCANIAXEHHA BCTAHOBJMIEHO, L0 3aCTOCYBaHHA aKTUBHWX Bifleoirop B HaBYalbHOMY Ta
TPeHyBasbHOMY npoueci cnpusie po3BUTKY Oi3UYHUX AKOCTEW, MOKPALLEHHIO Mi3HaBaNbHOI [AifNbHOCTI,
MONIMNWEHHIO couianisauil i MoTUBaLil A0 3aHATb QisMYHMMKM BnpaBamu. [JOBEAEHO, WO BUKOPUCTAHHS
ekcepreiim cnpusie 36iNblUEHHI0 MOTUBALl PYXOBOI aKTMBHOCTI Y4HIB i gopocnux. CreuianbHo nigibpaHi
ekcepreiiM fonomaratoTb 03HanoOMUTM YYHIB 3 PI3HOMaHITHUMM BUaMU COPTUBHOI AiSNIbHOCTI, Hanpuknag 3
TUMK, AKi BaXXKO MPaKTUKyBaTW B CMOPTMBHOMY 3asi. PauioHanbHe 3aCTOCYBaHHA aKTUBHWUX Bifeoirop B
3aHATTAX, ONTUMI3ye HaBYanbHUN npouec. CyyacHi, MOBINbHI eKkcepreiM Ha OAHIN NaaTGopMi BK/KOYAOTb
AeKinbka BWAIB CMOPTYy Ta MOXYTb BUKOPUCTOBYBATUCA N03a CMOPTUBHUX CMOPYA, 3anyyatu [0 3aHATb
disnyHnmm BnpaBamu 6Ginbwe nogeii. Ekcepreiim nepcoHanisyloTb eneMeHTH rpu, piBeHb CKNAZHOCTI, Tvn
(i3MYHOI aKTMBHOCTI, MalTb CUCTEMY OLiHIOBAHHA 3MiH NiArOTOBNEHOCTi KOPUCTYBaya, NiABULLYIOTb
MOTUBALi0 3aMMaTUCA Qi3UYHUMU BNpaBaMU.

KnioyoBi cnoBa: iHpopMaLliiiHi TexHOMOril; CMOpPT, eKcepreiM; pyxoBa aKTWUBHICTb;, MOTMBaLif; ¢i3nuHe
BUXOBAHHS.
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Betyn 03/10pOBUYy pPOOOTY cepej, BCiX KaTeropiil Hace-
JieHHs1. [l nigBuiieHHs: epeKTUBHOCTI Cpuid-
HATTS HAaBYaJIbHOTO MaTepiasy, MOB’S3aHOTO 3
PYXOBOIO [IiSIIbHICTIO, B €JIEKTPOHHUX 3acobax
NiJTPUMKM HaBYaHHA 3aCTOCOBYKOTBHCA MYJIb-
TUMeJiiHI popMu noAaHHsA iHpopmali, 1o mo-
€AHYIOTh rpadivni, aHimMalilHi, Bigeo Ta ayzio
imoctpanii [18, 21, 29]. lonepeanimMu moci-
JOKEHHSIMM BCTAHOBJIEHO, 110 BYMTEJi NMOBUHHI
NOCTIMHO BJIOCKOHA/IIOBAaTU BMIiHHfI POOOTH 3
UPPOBUMHU ra/PKeTaMHU [J1s1 MOJIiNIIEeHHS SKOC-
Ti ocBiTHbOro mpouecy [1, 2, 19]. Hapasi IKT
(MoHiTOpH CepLeBOro pUTMy, KPOKOMIpH, Bifeo-

MacmtabHa iHpopMaTH3allisi NOCTIHAYCTpiaib-
HUX KpaiH CBITOBOI CIiIJILHOTH MPH3BeJia Ji0 IJ10-
OasIbHUX IEPeTBOPEHbD Yy BCiX chepax »KUTTS JIt0-
Jleil. BnipoBajpkeHHs1 B Qi3WyHe BUXOBAHHSA iH-
dopmaniiiHo-KoMyHiKaLiiHuX TexHoJsorii (IKT)
NOKJIMKaHe MOJiepHI3yBaTU TpaAvLiNHy Ieja-
roriky, Oiibll epeKTUBHO 3[iMCHIOBAaTU 36ip,
00po6Ky Ta mepejady iHdopmariii, skicHo 3Mi-
HUTH MeTOJM i opraHizauiiHi ¢opmu niaroros-
KM BHCOKOKBa/TiQiKOBaHUX MejaroriB i TpeHepiB,
a TakoXK  aKTuBi3yBaTH  (Qi3Ky/JbTYpHO-
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aHasi3 pyxiB) y ¢i3UyHOMY BHUXOBaHHI i copTi
3aCTOCOBYIOTbCS JOCUTh LWIKMPOKO [8, 23]. InTe-
pec BYeHUX, [Ie/Iaroris i JitoJiey, 1110 3aMarThCs
CIIOPTOM 1 PYXOBOK AKTHMBHICTHO BUKJ/IMKAIOTh
HOBITHI NpOrpaMHi NPOAYKTH, L0 NOEAHYIOTh
Biieoirpu, ¢pisvyHi BOpaBH i CIIOPT.

Y nmocaikeHHAX BiZl3HAYaETbCH, 110 OLIbLIICTh
VYHIB i CTyZIeHTiB CbOrO/iHI € aKTUBHUMM KOpPUC-
TyBayaMM iHPOpMaliiHO-KOMYHIKal[ilHUX Tex-
HoJioTiH [2, 24]. ®isuyHe BUXOBAaHHSA € cPeporo
HaBYaHHS, B Kk iHpopMaliiHO-KOMYHIiKal[ikHi
TEXHOJIOTIl MOXYTb 3HAaWTH LjiKaBe 3aCTOCyBaH-
Hsl, 0COOJIMBO NEepPCHeKTUBHUM 3aCO00M € aKTH-
BHI Bifieoirpu (exergames a6o EXG) [18, 22].

ExcepreiiM Ha cneliaJibHUX irPOBHUX KOHCOJISAX
1le 0COOGJIMBUH BUJ, KOMIT'FOTEPHUX irop, iHHOBa-
IiiHa CcK/IaZioBa SIKUX - (Qi3MYHA AKTUBHICTD,
IpU YoMy eJIEKTPOHika ¢iKCye peasibHi pyxu
rpaBug i pearye Ha HUX [25].

3rizHo 3 pocaimkenHamu Y. Oh, S. Yang (2010)
HaKOiJbIl BXXKMBAaHUM, CepeJi HAyKOBIIiB, TepMi-
HOM /[IJisl IO3HAYEeHHsI aKTUBHUX Bijleoirop (ek-
cepreiiM) € HOBUH TepMiH eKCcepreruMiHr
(exergaming), 10 MOXOAUTH Bifj «exercise» i
«gaming» [25]. «ExcepreidMiHr» po3yMiloTh, fIK
CHOJIy4YHY JIaHKY MiX (i3WYHOI0 aKTUBHICTIO i
IHHOBALINHMMM TEXHOJIOTIIMM, fIK NpPaKTU4YHY
irpoBy AislIbHICTb, 3 QISUYHMMU HaBaHTAXKEH-
HAMM | PYXOBUMHU [AiAMH, AKi BUMararmoTb Ipo-
ABIB CWJIY, KOOpAMUHALI Ta THy4KocTi. HaykoBui
IIPONOHYOTh BUKOPUCTOBYBATHU aKTUBHI Bifjeoi-
IPU B HaBYAJIbHUX MporpamMax ¢isHyHOro BUXO-
BaHHS He B SIKOCTi 3aMiHHU TpaJuLiiiHOl Gi3uyHOI
aKTUBHOCTI y4HiB, a fIK JJOAATKOBUH 3aci6 A1
3aJly4eHHsd CTYZJeHTIB Jj0 BeJleHHd 3/J0p0BOro Ta
aKTUBHOTO CIIOCOOY KUTTA [4, 6, 12].

Ha xasb, B YKpaiHi TexHoJIoril exergames npak-
TUYHO He BUKOPHUCTOBYIOTbCA B 3aHATTAX MacCo-
BOI0 Ta 03/10pOBYOI0 (Pi3UUHOI KYJbTYpOIO. 3
PI3HUX NPHUYMH, HE OTPUMaJIU BOHHM i NOLIUPEH-
HA B Gi3MUHOMY BUXOBaHHI MoJsiofi. Jlo cux mip
HEeJIOCTaTHE OCBITJIEHHS B HAYKOBO-MeTOAWYHIN
JiTepaTypi OTpUMaJiu JOCIiPKEHHA MOXJIMBOC-
TeH i yMOB 3aCTOCYBaHHS TEXHIYHUX i Mporpam-
HUX 3ac06iB iHpopMaliiHuX TexHosoriH B cdepi
bI3UYHOI KyJIBTYpU i CIOPTY, OTXKe BHUKOpPHC-
TaHHSA iHQOpMaLiMHUX TEeXHOJIOTiH BHUMarae
OB MOTJIMOGJIEHOTO i MPAKTUYHOTO BUBYEHHS.
BuineHasBaHi IpUYMHU 3yMOBUW/IM aKTya/IbHICTD
TEMH HaALIOT0 JAOC/IiPKEeHHH.

linomesa 0ocnidxiceHHs: MU TPUIYCTUIIH, IO
aHaJli3 i CUHTEe3 Cy4yaCcHUX 3HaHb NpPO MOTEeHLial
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aKTUBHUX BiZleOirop A03BOJIUTh BU3HAYUTH ac-
MIeKTH BOPOBa/KeHHs Ta BUKopucTaHHA IKT B
cdepi PpiznUHOI KyJIbTYPH i CHOPTY, 03HAKOMHUTh
3 IPAaKTUYHUM JOCBiJOM BUKOPUCTAHHA aKTHUB-
HUX BiZleoirop B Mpoleci 3aHATb Qi3UYHOI0 KY-
JIbTYPOIO i CHOPTOM JiTeN i MOJIOA|.

Mema docaidxceHHs1 — aHaui3 ny6JiiKaliid 3 mpo-
Y 3aCTOCYyBaHHS iHpopmMariiriHo-
KOMITIOTEPHUX TEXHOJIOTiH, a caMe aKTUBHHUX
Bifieoirop B cdepi pisvyHOI Ky/JbTYpH i CiopTy.
3aBAaHHAM JOCHIP)KeHHd Oy/J0 BU3HAYUTH.
[pOaHali3yBaTH, CUCTEMATU3yBaTH MOXJIUBOCTI
I IUIAXW BUKOPHCTAHHA aKTHUBHHUX BiJieoirop B
npoiieci ¢i3KyJIbTypHOr0 BUXOBAHHSI.

Marepian i meTogu

Ak mxepena iHpopMariii 6y obpaHi nmyo6Jtikauii
B 3apybiKHUX cllelliasi3oBaHUX 6a3axX [JdaHUX
SPORT Discus, ERIC, Dialnet, Google Scholar,
ScienceDirect, PubMed, a Tako IHTepHeT-calTH
BUPOOHUKIB irop i foaaTkiB. OcTaHHIN MOIIYK
6yB npoBegeHuit 20.12.2016 poky. Kirouosi
CJIOBQ, IKi BUKOPHUCTOBYBACS B MOLIYKY OyJ/IM aH-
IJ1iMicbKOI0 MOBOIO i BiinoBifanu MeTi 1iel pobo-
t4: Information Communication Eechnologies,
Active Mideo Ilame, Exergame, Yxergaming,
Kinect, Nintendo, PlayStation, Wii, Xbox. l1106 3By-
3UTH 006J1aCThb MOUIYKY i 30cepe/JUTUCA Ha irpax
JI/Is1 HAaBYaHHA BUKOPUCTOBYBAJIMCA TaKi TepMi-
Hu: Education, Learning, Skill, Student, Teaching.
[Ilo6 3By3UTH 06J1aCcTh MOLIYKY CTaTeH, L0 Ma-
I0Tb BiJiHOIIEHHS [0 pi3UYHOrO BUXOBAaHHS Ta-
KoK OyJid BKJIIOYEHI Taki TepMiHu: Physical
Education, Physical Activity, Sport. KputepisimMu
BUOOpY MyOJIiKaLliil JJ1s1 BUBUEHHS i aHaJi3y Oy-
JIO Te, 1110 JOKYMEeHTHU NOBUHHI 6y/11 6YTH 0my6-
JIIKOBaHi B »KypHasiax abo MaTepianax KoHpepe-
HUii 3 2006 poky. JlocsipKeHHS Ha IHIIUX MO-
Bax, KpiM aHrJilcbKoi OysiM BUK/IOYeHi. Kpim
TOro, ny6Jiikauii TOBUHHI OyJiM MaTU TEOPEeTHUY-
Hy 1 IpaKTUYHY 3HAYUMICTh. 3 OIJIAAY Ha Te, 110
JlOCJTiPKeHHsI OyJI0 30Cepe/P)keHO Ha BUBYEHHI
noTeH1iany ABI B IKOCTi HaBYaJIbHUX 3aC00iB B
Mexax (i3MYHOro BUXOBaHHS, Pi3MUHOI aKTUB-
HOCTI Ta CIIOPTY, CTATTi, L]0 He BiZOBiAAOTh LIl
CIpAAMOBAHOCTI He po3rJsganucd. JocaiKkeHHs
NpUCBSIYEHI BUBYEHHIO MACHBHUX BiJleoirop 6y-
JIU BUKJO4YeHi. biusbko 30 gocaikeHb Bigmno-
BijaJI1 HEOOXiIHUM KpUTepisaM, Oy/id nepeBe-
JleHi Ha YKpalHCbKY MOBY, BijpeJaroBsaHi i pere-
JIbHO TMpoaHasi3oBaHi. TeopeTUYHUH aHasi3 i
y3araJibHeHHs JIiTepaTypHUX JpKepeJsl MPOBO/U-
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BCA /I BUSABJIEHHS JAHUX PO MOXJIMBICTB, [10-
LiJIbHICTh Ta ePeKTUBHICTb BUKOPHUCTAHHS aK-
TUBHHUX Bifeoirop B chepi Qpi3nuHOI KyJAbTYpH i
CIIOPTY.

Pesynbtatn gocnipxeHnb

Binibpani ny6uikanii 6ysiu 3rpynoBaHi 3a Taku-
MU KaTeropisMu: TEOPETHUYHi, 10 MOACHIOIOTh
OCHOBHI NOHSATTS, Ki cTocyroTbcsd EXG (n=6),
eMIIipUYHI, 1110 BUCBITIIOOTh Pe3yJabTaTH 3aCTO-
cyBaHHA EXG (n = 8), AuCKycCiliHi, B IKMX onuca-
HO JI0CBiJI 3aCTOCYBaHHSA ab0 [yMKH PO HUX Oe3
HaJlJaHHA eMIIipUYHUX JoKa3iB (n = 11) i my6u.i-
Kallil, 110 BUCBIT/IIOIOTh XapaKTEPUCTHUKH | acre-
KTU po3po0OkH Ta Au3aiHy EXG (n = 5).

Takoxx HaMu BUZi/IeH] KaTeropil nyo6sikauin, ki
BUCBITJIIOIOTb  pe3yJIbTaTHd  BUKOPHUCTAHHA
Exergames pjs HaBYaHHA PYXOBUM HaBUYKaM,
JUIs TiABUIIEHHS MOTHBaLil /0 3aHATb i3Uy-
HUMH BIIpaBaMH i NOJIMIIEHHS coLjiaii3anii TUx,
XTO 3alIMa€ThCs, AJ1A noJiinuieHHsa GpisudHol mij-
rOTOBJIEHOCTI i piBHS $i3MYHOI aKTUBHOCTI. Bu-
BYeHi my6Jiikalil BUCBIT/IIOIOTh JOCBif, 3acTocCy-
BaHHA EXG Ha 3aHATTAX Qi3MUHUM BUXOBAHHSAM
B HaBYaJIbHUX 3aKJ/Ia/laX, IPUCBAYEH] BUBYEHHIO
BILIUBY EXG Ha srofey 3pisioro ta MoxXusoro Bi-
Ky, [IpO MOXJIMBOCTI 3aCTOCYBaHHSA BiZieoirop B
TPeHyBaJIbHOMY NpOLeci CIOPTCMEHIB, nyb6Jiika-
Lii MpUCcBAYEHI MOXJIMBOCTSAAM HaBYaHHA PYyXo-
BUM JisIMU i Npo6sieMi 30i/iblIEHHS] PYX0OBOI aK-
THUBHOCTI.

CTpiMKHMU pPO3BUTOK TEXHOJIOTIA 3HAYHO pO3-
LIMPUB MOMJIMBOCTI NONYJIAPHUX CbOTOJHI Bi-
Jleo-irpoBUX KoHcosiel Microsoft Xbox, Sony
Playstation, Dance Dance Revolution, Cybex
Trazer, Cateye Game Bike, Sportwall, TaHLOBa-
JIbHUX KWJIMMKIB Dance Mat Ta iHIMx pisHOMa-
HITHUX BIpTyaJIbHUX CIIOPTMBHUX TPEHAXKEPIB
[16, 30]. KomnaHii-po3po6HUKH MPOrpaMHOro
3abe3mneyeHHs 3[iHCHIOIOTb MNiIATPUMKY CBOIX
NPOAYKTIB, Hampukaaj Beb-caltu Nike +,
Microsoft, Kinect Education, Nintendo, Multi-
Station Trainer.

Komnniekt Nintendo Wii BktoYa€e iHTepaKTUBHI
CIIOPTUBHI irpu: TeHic, 6eic60.1, 60yJIiHT, robd
i 6okc, komriekt Wii Fit obuuciaioe ¢iTHec-
iHZIeKC rpaBlisl HA OCHOBI KOT0 Baru i 3pocTaHHs,
a MOTiM NPONOHYE Ha BUOIp 3aHATTS WOr010, XO-
b0y, TpeHyBaHHSI KOOpAWHaLii i iHWi criocobu
nominmutu ¢i3uyHy migrorosJseHicTs [8, 18].
3actocyBaHHsa Your Shape Fitness Evolved 2012
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(MicTUTB TaHIIOBaJIbHI pyxH, aepobiKy, Hory, bir,
BIPAaBU JJIs1 BEPXHIX i HMXKHIX KiHLIBOK), Kinect
Adventures, B IKii BUKOHYIOTbCS CTPUOKH, BH-
naju i npucifanHs i Kinect Sports (1110 BKJIIOYaE
dyT60J1, 60KC, TEHIC, IVISDKHUU BOJIEUO0JI, JIETKY
aTJIeTUKy i OOYJIIHT), B 3aHATTAX 3 (i3UYHOIO
BUXOBaHHS B LIKOJIaX MPUBHOCUTH €JIEMEHTHU
HOBU3HHU B 3aHATTS, NiJBUILYIOTH 3aJ0BoJe-
HICTh BiJi BUKOHaHHsA Qi3MYHMX BIIpaB, MOKpa-
LIYIOThb CTaBJIEHHS 10 BUKJIaAa4a pi3sUYHOIO BU-
XOBaHHA i B L[IJIOMY /10 CaMUX YPOKiB [23].

AkTuBHI Bijieoirpy, Ha matdopmax Xbox 360 i
Xbox One 3 patuukoM EyeToy, Zumba Fitness
Rush, Dance Central 3, Nike + Kinect Training, UFC
Personal Trainer, EA Sports Active 2 i iH11i Haja-
I0Th rPaBLUSAM MOXJ/IMBICTb 3aliMaTHCS 3 0COOMC-
THM «BipTyaJbHUM» TpeHepoM [16, 18]. 3a mo-
NIOMOTOI0 TeCTyBaHHSl BU3HAYAE€TbCH BUXIJHUU
piBeHb MiArOTOBJIEHOCTI Ta METa, AKY X04e J0-
CAITH YYaCHHUK, MiCJIA [bOr0 IPONOHYETHCH BiJl-
noBigHa ¢iTHec-nporpama. 3 MiJIBUILEHHSIM PiB-
Hs $i3M4HOI MiAroTOBJIEHOCTI KOPUCTYBaya, iH-
TEHCUBHICTb i TPUBaJIiCTh BIPaB MOCTYIOBO 306i-
JIBIIYETHCH, 1110 MOTUBYE I'PpaBLd [0 NOJATBIINX
TpeHyBaHb. YYaCHUKU KOHTPOJIIOIOTh IHTEHCUB-
HICTb 1 ONTUMI3yIOTb NPOAYKTHUBHICTH 3a /0I0-
MOTO0 BOYZI0BaHOTO MOHITOpa CEpLEBOro pUT-
My, IOBTOPIOIOYM BipTya/IbHI JeMOHCTpaLil miJ-
BUILYIOTb CBOIO (i3WYHY KOMIETEHTHICTb, KOH-
TPOJIIOIOTh IHJAWBIJyaJIbHUK IpOrpec TpeHy-
BaHb, JAIATHCA JOCATHEHHAMU 3 iHIUMMU KOpU-
CTyBayaMH B iHTepHeT-cliJibHOTaxX [24, 30].

Nike + Kinect Training, EA Sports Active 2 i UFC
Personal Trainer MOXXyTb BUKOPUCTOBYBAaTHCS B
rPYNOBUX Ta IHAWBIlyaJIbHUX 3aHATTAX B Ha-
BYa/IbHOMY 3aKJ/1a/li i 10332 HUM, peKOMEH/YIOTh-
cA )19 NOJATKOBUX JOMAILLHIX 3aBJaHb, IPX 40-
My y4Hi i BUMTesi MOXKyThb online BifcTexxyBaTH i
OIIiHIOBAaTH pe3y/IbTaTU TPEeHYBaHb, 3ab6e3meuy-
04U IHAUBilyaJIbHUU 1 LiiiecnpsiMOBaHUMU 3BO-
POTHUH 3B’1I30K MPOTATOM yCbOTO HABUYAJIbHOTO
poky [17, 26, 30].

R. Kajastila, P. Himdldinen BBaXkaloTb niepeBaroro
Kick Ass Kung-fu Te, 1110 rpa BUMarae pyxiB BCiM
TijioM (yZapH, akpobaTHKa), siKi Bi/joOpakaloTh-
cd Ha irpoBoMy moJii [16]. 3a JaHMMU HAYKOBIIiB,
3aHATTA Kick Ass Kung-fu nmocuiioTb MOTHBa-
11it0 MOYaTKIBI[iB 0 BUBYEHHS NMPUHOMIB 60HO-
BUX MUCTELTB Ta aKpOOATUYHUX eJIeMeHTiB. Bi-
JACYTHICTb peaIbHOr0 KOHTAKTY 3 BipTya/IbHUMHU
NPOTUBHUKAMU [103BOJIIE BUBYUTHU Ti PYXH, AKi
Oys1i0 6 3aHAaATO PU3UKOBAaHO BUBYATH IIPU pea-
JIbHOMY criapuHry (puc. 1).
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PucyHok 1 - BipTyanbHa peanbHicTb iHTepakTMBHOI rpu Kick Ass Kung-fu

JlocTynHUMU 1 ePEeKTHBHUMU € TaKOX aKTUBHI
Bisieoirpu Kanomi Dance Dance Revolution
(DDR), Cateye Virtual Bike eid Sony Play Station,
Nintendo Wii Sports Baseball, Nintendo Wii Sports

Tennis, Nintendo Wii Boxing [7, 14, 27]. Pi3ni mo-
auodikanii TaHioBasibHOI rpu  Dance Dance
Revolution (DDR) mnonynsipHi cepej, MiJAJiTKiB
ycboro cBity (puc. 2).

PucyHOK 2 - 3aHATTA 3 GisMYHOro BUXOBaHHS i3 3acTocyBaHHAM Dance Dance Revolution

JlocBiJT BUKOPUCTAHHSI Ha 3aHATTAX (pi3uyHOro
BUXOBAHHSA B LIKOJIaX TAHLIIOBAJIbHUX KUJIMMKIB
(Dance Mat), cBiguUTh NPO 3HWKEHHS Y 3aliMa-
I0TbCI Macu Tila, 3MiHy iHdopMaliiiHo-
KOMYHIKallilHUX TE€XHOJIOTiH, 3MeHIIEeHHI BiZiCo-
TKa XUpy B opraniswmi [3, 14, 18].

B amMepHKaHCbKUX LIKOJIaX IIMPOKO BUKOPUCTO-
BYETbCS iHTEpaKTHMBHe 06J1afiHaHHA SMARTfit™
Multi-Station Trainer pjisi HaB4aHHA OCHOBHHM
PYXOBUM HaBU4KaM, pO3BUTKY KOOpAMUHALlil,
CIIPUTHOCTI, PpIBHOBAry, KOHUEHTpaLil yBary,
THYYKOCTI, BJIy4HOCTI, cuy, mBuAkocTi [30]. Po-
3pOOHMKHY MPOrpaMy 3a3HavyarlTh, 11I0 BUKOPUC-
TaHHA JAHOr0 00J1alHAaHHA HaJla€ MOXJIMUBICTb
y4HAM, B IIpoLeci pyx/JaMBUX irop Ta irop 3
M’'siueM, PO3BUBATH IHTEJEKTYasbHi 3/i0HOCTI,

Section “Sports”

HaBYalOTh LIBU/JKO NPUKWMATU pillleHHs, BUKO-
HyBaTH BIPaBU HaMOINbLI ONTUMaJbHUM CIO-
co00M, Ta OTPUMYBATH 33/I0BOJIEHHS IiJ] Yac 3a-
HATB (puc. 3).

J. Trout, B. Christie BBaXKalOTh, 1110 Ha 3aHATTAX
¢$i3sMyHOro BUXOBaHHS Y4HIB pi3HOro BiKy JAOLi-
JIbHO BHUKOPUCTOBYBAaTH TpeHaxepu Cateye
Gamebike i Cybex Trazer. Y Cateye Gamebike rpa-
Blli BUKOPUCTOBYIOTb PYJIbOBE YyIpPaBJIiHHA
3[IICHIOIOYM MaHEBPH, B TOM Yac 1K 06epTaHHS
nejiasied 3a/la€ WBU/KICTb PyXy TPAHCIIOPTHOIO
3aco0y B 3MaraHHi 3 BipTyaJlbHUM NPOTHUBHMU-
KOM Ha eKpaHi B 0y/ib-IKMWA FOHOYHIN rpi. Kpim
LbOTO TPeHaXep MO>XHAa BUKOPUCTOBYBATH JJIA
HaB4YaHHA 134U Ha Besiocunefi [30].
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PucyHok 3 — 3aHATTA 3 GisMYHOro BUXOBaHHSA i3 3acTocyBaHHsIM Dance Dance Revolution

Tpenaxep Trazer BiATBOPI0OE BipTyasbHy pea-
JIbHICTB rpH B yT60J1, BOJIEH60JI, EAUHOOOPCTBA
i T.o. 3a omoOMOroxo crnenjaJbHOro 06J1alHAHHSA
Cybex Trazer rpaBli PO3BUBAIOTh IIBU/KICHO-
CWUJIOBI MOXJIMBOCTI OKpeMHX M'SI3iB i rpyn
M’s13iB, pO3BUBAIOTh LUBU/KICTb peakKlii i BUCOKY
TOYHICTb pyXiB NPU Ma/IvMX NlepeMillleHHAX, Tpe-
HYIOTb KOOpJWHAL|i0, LWBUAKICTb, CIPUTHICTD,
6anaHc (puc. 4). lpuctpiit ikcye MBUIKICTB,

CUJy, Yac peaxlii, BUCOTY CTPUOKIB, cepeJHiH i
MaKCUMaJIbHUM MyJbC, NPUOJU3HY KiJBKICTh
BUTpPaYeHUX KaJIOpil aTJeTa, aHaJi3ye IOKas-
HHUKHU 3MiH. 3MIHIOIOYM BEKTOPU PYXiB B KOXKHO-
MY 3aHATTI, TPUBAJIICTh 3aHATh, MOCIIOBHICTh

BUKOHAHHA BIIpaB, BUKJIAJa4 MOXe€ CTaBUTHU
cnenydiuHi 3aBJaHHS, a KOXHe HACTYIHe 3a-
HSITTSI CTA€ JiMCHO HOBMM, CKJIAJAHUM i LIiKaBUM
[16,30].

PucyHok 4 - TpeHyBaHHS i3 3acTocyBaHHAM Cybex Trazer

3azHauumo, 1o BukopuctanHs IKT y coepi ¢i-
3UYHOI KyJIbTYPHU i ciopTy € epeKTUBHUM 3aco-
60M MiABUIEHHA SAKOCTI HaB4YaJIbHO-

Section “Sports”

TPEeHYBaJIbHOTO MPOLIeCy, CIPHUSE BUXOBAHHIO i
PO3BUTKY TBOPUYMX 3/1i0HOCTEN Y4HIB, € 3aC0601
36arayeHHs iHTeJsieKTya/bHOI cdepu. Bukopuc-
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TaHHA AKTUBHHUX BiJleoirop L03BOJIAE peai3y-
BaTH iJlel0 iHAUBIAyasbHOrO Ta AudepeHLiiiHO-
ro miIxoAy B Mpolieci HaBYaHHS PYXOBHUX iH,
PO3LIMPUTH MOMJIMBOCTI HaJlaHHA iHpopMalriii,
NOCUJIMTH MOTHBALIIO i CIpUATH GOPMYBaHHIO Y
THX, XTO 3aMa€ThCS pedJieKcil CBOEI AiAIbHOCTI
[12, 17]. EXG Moe BK/IIOYATUCA B KypcH Pi3Ky-
JIbTYPHOTO OCBITH, IK pO3JiJIM Iporpamu. Buko-
puctanHa EXG g0 i micig 3aHATH, B 3aKPUTHUX
MPUMILLIEHHAX 1 Ha BIAKPUTOMY NOBITpi, HE BU-
Mara€ BiJ BUKI3JauyiB (Pi3UYHOr0 BUXOBAHHS
BeJINKUX 3ycuib [3]. Bkiatouennsa EXG B pekpea-
LiMHI ab0 TpaAuLiiHI po3aiiu nporpaM ¢isuy-
HOI'O BMXOBAaHH{, CIPSAMOBAaHMX HAa HaBYaHHA
HeCKJIa[HUX PyXOBUX Jid ab0 eJleMeHTIB CIop-
TUBHUX irop 3a6e3ne4yrThb aJibTEPHATHBHI, 3aX0-
IJIIOI0YI MOXKJIMBOCTI HEaKTHUBHUM i cjabo mifg-
FOTOBJIEHUM Y4YHAIM. Y HaB4aJIbHO-03J,0POBYUX
nporpaMax 3 MOMIpHUMM HaBaHTakeHHsM, EXG
3ano6iraTUMyThb OJJHOMAHITHOCTI, CIPUATUMYTb
30i/IbIIEHI0 PYXOBOI aKTHUBHOCTI i BHpIillleHHIO
03/10POBYHMX 3aBJaHb, a TAKOX 3MOXYTb CTAaTH
3araJibHONEeZaroriyHo maaTGopMor JJjisd Me-
JIMKO-caHiTapHoi ocBiTH [11, 12, 23]. Y pasi Bia-
CYTHOCTi AOCTaTHBOI KiJIbKOCTi 06JiafiHAHHS, B
TOM 4ac K 4YacTHHa Y4HiB BUKOpHUCTOBYE EXG,
IHIII MOXKYyTb BUKOHYBATH iMiTaljilHi BripaBy. Ti
3 Y4HIB, SIKi 3aiMalOTbCS HAa MOBHICTIO PYHKILiO-
HaJIbHUX €JIEKTPOHHUX TAHLIOBAJIbHUX KUJIUM-
Kax 3 mporpaMHuM 3a6e3nedeHHs M DDR, niinkom
B3aEMO/IiI0OTh 3 irpoBUM iHTepdelicoM, 3Mararo-
YUCb | OTPUMYIOYM MHUTTEBHUU 3BOPOTHUM
3B’I30K [P0 pe3y/IbTAaTH CBOEI AiSIIbHOCTI, a iHwIi
y4YHi OTPUMYIOTb NOMipHe i iHTeHCUBHE Qi3nuHe
HaBaHTaX€HHHA NPOTATOM BCbOr'o 3aHATTA. Ko-
KHI JleKiJibKa XBUJIMH MO>XHA MPOBOJAUTU pOTa-
1Iif0, B pe3yJIbTaTi KOXXeH y4eHb OTPUMAE MOX-
JIMBICTb NpPaKTUKyBaTU DDR, mokKpallyro4yu KO-
OpAMHALIIO | pUTMIYHICTB.

HaBuasibHa nporpamMa ¢i3KyJIbTYpHOI OCBITHU Ha
BCiX piBHAX TMOKJIMWKAHA CHOPUATU Colliasisaril
Y4HIB, 30KpeMa TUX, XTO He Ma€E MOMJIMBOCTI
B3aEMO/JIATY 3 IHIIMMU CTy[EHTaMU 3 Pi3HUX
npuunH [9, 20]. YyacHuku wmepexeBux EXG
OTPHUMYIOTb HEOOXiJHUH colliaJIbHUM [JIOCBi/,
ONTUMI3YETHCA B3aEMOJIA MK y4aCHUKaMU B
NOpiBHAAHHI 3 iHMBiAYa/lbHOW Tpolo abo B 3Ma-
FaHHAX 3 BIpTyaJIbHUM IIepCOHaXKaMH, IOJIIII-
IIyIOTbCA Mi3HABaJIbHI HAaBUYKK MijuiTKiB [10,
20, 28].

AKTUBHI Bifieoirpy Mo>KyTb BUKOPUCTOBYBAaTUCA
OJis oNTUMIi3alil Aig/JBHOCTI cepLeBO-CyLUHHOI
CUCTEMM | MoJliNilleHHs] NOCTYpPaJbHOW CTabi/b-

Section “Sports”

HOCTI, 6aJjlaHCy, BJOCKOHaJIeHHs 34aTHOCTI [0
OpiEHTYBaHHA B NPOCTOpi, piBHOBary, 30poBo-
MOTOPHOI i pUTMIYHOK KOOPZAMHALLii, THYYKOCTI,
CIIPUTHOCTI, KOTHITUBHUX yHKLi# [5, 6, 8, 30].
Irpy MOKHa ajanTyBaTH [0 IHAUBIAYaJTbHUX
noTpeb CTy[eHTIB, 3a6e3Me4yylouud MOXJIMBICTb
BUKOHYBAaTH 3aBJJaHHA Ha ONTHMaJIbHOMY piBHi,
JOCATaTH YCIiXy i KOHTPOJIIOBATU IPoOLieC iHAu-
Bi/lya/IbHOTO HaB4YaHHf, 3abe3neyyro4yd Iepco-
Ha/li30BaHUM 3BOPOTHUM 3B’SI30K i CBOEYACHY
Kopeklito noMusok [3, 11, 13, 16]. 3ansarta EXG
3HQUYHO MNiABUINYIOTb BUTpaATH eHeprii, noKpa-
LIYIOTh CIIOPTHUBHI HAaBUYKH, HACTpiH i yBary Imi-
CJIF TPHY, J0ONOMararTb 6G0POTUCA 3 OXKUPIHHAM
[7,11, 15].

Y upoMy pocaiKeHHi, HAMU OOGrOBOPIOETHCS
MOXJIMBICTB 1 JOLI/IBHICTE BrIpoBakeHHS EXG B
coepy ¢isuyHOro BUXoBaHHA i cnopTy. EXG Mo-
)KYyTb CHPUATUA NOJIIIIEHHIO Mi3HABaJbbHUX I
PYXOBUX HaBHYOK. He3Bakarouum Ha Te, 110
exergaming Hapasi € B cTaZul CTaHOBJIEHHS, Pi3-
HOMaHiTHI cucremu EXG (Xbox, Nintendo,
Playstation), fopaTku A0 cMapTQOHIB, MJaHIIe-
THi KOMI'IOTEPH BXX€ BUKOPHUCTOBYIOTbCS B SIKO-
CTi a/bTEpHATUBHUX 3ac06iB (i3MUHOro BHUXO-
BaHHS i CHOPTY Ta CTAlOTh 3 KO)KHUM POKOM BCe
6isbLI 3aTpeO6yBaHUMHU.

BucHoBKM

BukopucTaHHSI aKTUBHUX Bijleoirop cripusie 36i-
JIbIIIEHHIO MOTUBALii 10 pyX0BOI aKTUBHOCTI y4-
HiB B YPOYHMH | M03aypOYHHUU 4acC, a JOPOCIUX
nif yac go3Bisuis. CnenianbHo nigiopani EXG go-
NIOMaralTb 03HAUOMMUTH TpaBLiB 3 Pi3HOMaHIT-
HUMHU BUJAMU CIIOPTUBHOI AiJIBHOCTI, a parjio-
HJIbHO OpraHi30BaHUM NpOLieC 3aCTOCYBaHHA
aKTUBHUX Bifleoirop mnifBuilye epeKTUBHICTb
HaB4YaJIbHO-TPEHYBaJIbHOT0 npotrecy.
Exergaming € noteHuiiiHo epeKTUBHUM, A0/aT-
KOBHM Ta aJbTEPHAaTUBHUM 3aC000M CIOpPTHB-
HUX TPEHYBHb.

CyvyacHi MOOiJIbHI aKTHUBHI Bi/leoirpd MOXKYTb
BUKOPUCTOBYBATUCA 11032 CIIOPTUBHUX CHOPYZ,
(y ABopax, mapkax, CIOPTUBHMX KJ/y0ax), TUM
CaMMM He 3aMMalyd Micue AJs TPpagULinHUX
3aHATh Qi3UYHOK0 KYJbTYpOI i 3a/ydyarouu [0
3aHATh QI3WYHUMH BOpaBaMU Oijblle JIOAEH.
Texnoutorii EXG [103BOJIAIOTE IepCcOHa/i3yBaTH
eJIeMEeHTH TP, piBeHb CKJIAJHOCTI, TUM pi3uuHOI
aKTHUBHOCTI | TPUBAJIICTBb AiAJIbHOCTI, TUM CAMUM
HiBUIyBaTU MOTHBaIlil0 3aiMaTUCA i3UYHU-
MU BIIpaBaMH.
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[oganbiui gocaimkeHHs 6yAyTh CIPSAMOBaHI Ha JIBHOCTI, 30KpeMa NpU NpPOBeJieHHI 3aHATh pi3-
BUBYEHHSA [IPAKTUYHOI'0 JOCBiAY BIPOBaKEHHS HOI CIPSIMOBAHOCTI CTY/eHTIB Qi3Ky/JIbTypHUX
IporpaMHUX 3aco6iB HaBYaJIbHOTIO NMpPU3HAYeH- BUIIMX HaBYA/IbHUX 3aKJIa/iB.

HA B pi3Hi BUJU HaBYA/JIbHOI Ta CIOPTUBHOI Jid-
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The Use of Active Video Games in Physical Education and Sport
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National Technical University of Ukraine "Igor Sikorsky Kyiv Polytechnic Institute", Ukraine

Abstract. ICT cause and accelerate the processes of getting and developing knowledge, facilitate the process of
modernization of education. Active video games, which involve physical movement of the player's body, are used
to increase the efficiency of perception of the educational material connected with motor activity and to raise
the level of motor activity of young people Active video games which require the display of strength,
coordination and flexibility are included into the curriculum of physical education, combining physical education
with a game. These games use the player's body movements as a controller, thus providing an alternative to
static games and helping to preserve health.

The study is the analysis of publications on the use of ICT, namely active video games (exergames) in the field
of physical culture and sports.

The study has found that the use of active video games in educational and training process promotes physical
qualities, improves cognitive functions, improves socialization and motivation to exercise. It has been proved
that the use of exergames motivation increases motor activity of students and adults. Specially selected
exergames help to familiarize students with various types of sports activities, such as those that are difficult to
practice in the gym. Rational use of active video games in the classroom optimizes the educational process.
Modern mobile exergames on one platform include several sports and can be used outside sports facilities,
encouraging more people to exercise. Exergames personalize elements of the game, the level of difficulty, type
of physical activity, have a system of evaluation of changes in the user's preparedness, increase motivation to
exercise.

Keywords: information technology; sports; exergames; motor activity; motivation; physical education.
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