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AHOTAIIA
KkBaJi(ikaniiiHoi podoTu
KyuepsBenko-Ilocoxosoi Mapunu IOpiiBHu
HA TeMy:

«JlocaigxeHHs irpoBoi AisVILHOCTI AiTell CTAPIIOTO JOIIKUILHOIO BiKY)»

Ksanidikamiitna podota 3100yBava 2-ro Kypcey, cnemianabHocTi «Ilcuxomnorisy (y
dopmari Marictp) (YuiBepcuter iMmeHi Anbbpena Hobens, m. ninpo, xadempa
IHHOBAIIIHUX TEXHOJIOT1H 3 NIeJJaroriku, ICUXOJIOTIi Ta COIialbHOT pOOOTH) MPUCBIYCHA
BUBYCHHIO TICUXOJIOTTYHUX ACTIEKTIB irPOBOBOI MISUTBHICTD JIITEH JTOMIKIIBHOTO BIKY.

JlocmiKeHO 1TpOBY JISUIBHICTD SIK OJMH 3 MOXJIMBHX MEXaHi3MIB (pOpMyBaHHs
nepeayMOB 0 OBOJIOAIHHS IHTEIEKTyalIbHMH ONEpaLlIIMH.

OO6rpyHTOBaHO, 110 C(POPMOBAHICTH THTENEKTYyAJIIbHUX OMEpalliii € MOKa3HUKOM
MOJOJIAHHS 1HTEJEKTYalbHOTO E€roleHTpU3Ma Ta HAsBHOCTI 3JACTHOCTI JO0 OCBOEHHS
3HAKOBUX CTPYKTYP, TOOTO BJIACHO 3J]aTHOCTI JI0 OPraHi30BaHOTO HaBUYaHHS. BaxnBoro
YMOBOIO MOJI0JIAHHS 1HTEJIEKTYalIbHOI IIEHTpAIllli € He CTUIHKY ONIaHyBaHHS POJILOBOI IPH,
CKUIbKU 3AaTHICTh 10 TOOYI0OBU ITPOBOTO CIOKETA. 3’ SACOBAHO, IIKABUN MCUXOJIOTIYHN
(dbeHomeH, BIUTMBY I'PH Ha KOTHITUBHUI PO3BUTOK JIUTHHHU.

BusiBneHi CTaTUCTUYHO 3HAYMMI MO3WTHUBHI KOPEJALIMHI B3a€MO3B’SI3KM MIX
BMIHHSM JIUTUHU PO3BUBATH CIOXKET Ta MOJI0JaHHS IHTEJIeKTyaibHO1 eHTparii (p<0,01).
Koedimieat Crnipmena cknas 0,56043956 npu kputuuHoMmy 3HaueHHi 0,38 myist BUOOpKH
3 20 moCiIKyBaHUX.

BcranoBinieHo, 1110 1iTH 3 BACOKUM PIBHEM PO3BUTKY CIOKETHOI I'PH JIEMOHCTPYIOTh
BUIIMI piBeHb C(HOPMOBAHOCTI JIOTITYHUX onepaniid. Lle nposiBiserscsa y OuUTbIIiN
YCHIITHOCTI BUPILIEHHS 3aBAaHb Ha KjlacuQiKaliio.

[TpoBenenHe qOCTIKEHHS 3MyCHIIO 3BEPHYTH MWIBHY YBary Ha TaKui KpUTEPIi, K
HAsIBHICTh BHYTPILIHBOTO IJIAHY IPU, 3TOPTAHHA ITPOBUX 1. Y Ipl BUILIOTO PiBHS YHCIIO
0003HauUyBaHUX /i 3HAYHO MEPEBHUIIY€ KUIBKICTh peajbHO BIATBOPEHUX i, Le 1 €
MTOKa3HUK «3rOPTaHHS» TPH.

IlepeJtik KIWYOBUX CJIIiB: 2pa, NCUXIUHI NpoYecU, KOSHIMUBHUL PO3BUMOK.



SUMMARY
for the qualifying paper of
Kucheriavenko-Posokhova Maryna
on the subject:

« Research of Play Activities of Older Preschool Children »

The qualifying work of the 2nd-year candidate, majoring in "Psychology" (in
Master's degree format) (Alfred Nobel University, Dnipro, Department of Innovative
Technologies in Pedagogy, Psychology and Social Work) is devoted to the study of
psychological aspects of play activities of pre-school children.

Game activity has been studied as one of the possible mechanisms of formation of
prerequisites for mastering intellectual operations.

It is substantiated that the formation of intellectual operations is an indicator of
overcoming intellectual egocentrism and the presence of the ability to master symbolic
structures, that is, the ability to organize learning. An important condition for overcoming
intellectual concentration is not so much the mastery of the role-playing game as the
ability to build a game plot. An interesting psychological phenomenon, the influence of
the game on the cognitive development of the child, has been clarified.

Statistically significant positive correlations were found between the child's ability
to develop the plot and overcoming intellectual centering (p<0.01). Spearman's
coefficient was 0.56043956 with a critical value of 0.38 for a sample of 20 subjects.

It has been established that children with a high level of story game development
demonstrate a higher level of formation of logical operations. This is manifested in greater
success in solving classification tasks.

The conducted research forced to pay close attention to such a criterion as the
presence of an internal game plan, curtailment of game actions. In a higher-level game,
the number of designated actions significantly exceeds the number of actually reproduced
actions, and this is an indicator of the "collapse" of the game.

Keywords: game, mental processes, cognitive development.
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