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AHoTauii

VY crarTi po3KpUBAETHCS MPO EKCEPreMMIHT a00 aKTHUBHI BIJCOITPH, SIKi CTAIM HOBOK TEHICHIIIEO
y raiysi Gi3u4HOI KyIbTYpH, chepax (iTHECY, OCBITH Ta OXOPOHH 310POB’SL.

Metoto poGoTH € — po3KpuTH MOKJIMBOCTI 3aCTOCYBaHHs exergaming y mporeci (hi3M4HOro BUXOBaH-
HSl, BA3HAUUTHU HOTO MepeBaru Ta HeJOMIKH.

MeTozm JAOCJIZKEHHSI: aHAJTI3 JTITepaTypHUX JDKEpe Ta MarepiajiiB Mepexi [HTepHeT, cuHTe3 Ta y3a-
rajJbHEeHHS.

PesyabraTn. Excepreiiminr xapakrepusyemo, sk Gpopmy (Gi3myHOT aKTHBHOCTI, IO TIepen0avae BUKO-
pucTaHHs TUGPOBHX iTOP, VI JOCATHEHHS YCIIXIB Y AKUX MOTPEOYIOThCS MEBHI pyXH Ta il Bix ii yyac-
HHKiB. Exergaming B YkpaiHi 3apa3 111e He J0CST BUCOKOTO PO3BUTKY, OJJHAK y’e aKTUBHO BUKOPHCTOBY-
IOThCS PI3HOMAHITHI CHCTEMH €KCEPreMMIHTY B SKOCTI albTePHATHBHUX 3ac00iB (DI3MYHOTO BUXOBAHHS
1 CTIOPTY, 1 CTAIOTh IIOpa3y OUIbII 3aTpeOyBaHUMHU.

Y cTarTi HaBeCHO NPUKIIA I Ta BAPIAHTH €KCEPIrop, sKi MOXHA 3aCTOCOBYBATH BIOMA Ta B HABYJIbHO-
TPEHYBaJIbHUX YH 030POBYNX LICHTPAX (TAHLOBAIbHI KWIMMKH, IrPOBI KOHTPOICPH T BEIOCPrOMETPH;
CHMYJISITOPH irop 1 G0HOBUX MHCTELTB i3 BIpTyaIbHAM CEPEIOBHILEM JUIS IHAMBIAYaIbHIX 1 KOMAHIHUX
BUJIIB CIIOPTY; «BIPTyaJbHI TPEHEPH» Ta 1rpOB1 WIaTGOPMHU TPEHYBAHB, TOLIO).

BucHoBkH. AHami3 MoKasye, 110 €KCeprelMiHr Mae HU3KY CHIBHUX CTOPIH, 30KpeMa: JAOCTYIHICTb,
THIWBITyasTi3allis, mIBUIIEHUH IHTepEC Ta MiIBUIIIeHa MOTHBaIlis. BomHoUac BU3HAYEHO OCHOBHI HEIOTI-
KU Ta 3arpo3H, Cepe] AKUX BUIUIIEMO: 301IBIICHHS Yacy Tepe]] eKpaHOM, HEMOXKIIUBICTh 3aMIHUTH TPa/Iu-
1iH1 (h13UYHI BOPaBH; BXKKICTh KOHTPOJIIO Ta HETOYHICTh BUTpaueHOi eHeprii. Exergaming mae moteHIian
JU1s 301TBIIeHHST (PI3MYHOT aKTUBHOCTI, 1, TAKAM YWHOM, TIO3UTHBHO BIUTMBAE Ha ()i3W4HI, KOTHITUBHI Ta
TICHXOCOIIJIbHI XapeKTEPUCTUKU OCOOUCTOCTI, € TIOTEHIIHHO 1HHOBAIIIHHOTO CTPAaTETi€l0 Ta aJbTepHa-
TUBHUM IIUISIXOM, [0 CTIPHSIE€ 30UTBIIEHHIO PYXOBOi aKTHBHOCTI.

Knrwouosi cnoea: Bineoirpu, nudposi irpu, Gi3udHe BUXOBAHHSA, €KCEPTEUMIHT, €KCEPITPH.

The article discusses exergaming, or active video games, which have become a new trend in the physi-
cal education, fitness, education, and health sectors.

The purpose of the work is to reveal the possibilities of using exergaming in the process of physical
education, to determine its advantages and disadvantages.

Research methods: analysis of literary sources and Internet materials, synthesis and generalization.

The results. We characterize exergaming as a form of physical activity that involves the use of digital
games that require certain movements and actions from its participants to achieve success. Exergaming
in Ukraine has not yet reached a high level of development, but various exergaming systems are already
actively used as alternative means of physical education and sports, and are becoming more and more
popular.

The article provides examples and options of exerigoras that can be used at home and in educational
and training or health centers (dance mats, game controllers and cycle ergometers; simulators of games
and martial arts with a virtual environment for individual and team sports; “virtual trainers” and gaming
training platforms, etc.).
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Conclusions. The analysis shows that exergaming has a number of strengths, in particular: accessibili-
ty, individualization, increased interest and increased motivation. At the same time, the main disadvantages
and threats are identified, among which we highlight: increasing time in front of the screen, the inability
to replace traditional physical exercises; difficulty of control and inaccuracy of spent energy. Exergaming
has the potential to increase physical activity, and thus has a positive effect on the physical, cognitive and
psychosocial characteristics of the individual, is a potentially innovative strategy and an alternative way to

increase motor activity.

Key words: video games, digital games, physical education, exergaming, exergames.

Beryn. ®izuuyna KyasTypa — II€ CBO€piTHE
OararoyHKIlIOHaIbHE sBHINE, Y cdepl SIKOro
BHPIIITYETHCS TUPOKE KOJIO 3aB/IaHb — BIJT 0COOMC-
THX JI0 3aTaJIbHOJTFOJICEKUX 1 HABITh JIEP)KaBHUX,
OCKUJIBKM BOHA 3a0e3reuye pyXOBY aKTHBHICTH
JO7ICH, CIIpHUsi€e TapPMOHIMHOMY PO3BHUTKY OCO-
ouctocti, GopMye MO3UTHBHI PUCH XapaKTepy,
MiATPUMYE PIBEHB 370POB’S Ta MPaIE3AaTHICTb.

®di3uyHa KyJabTypa, 11€ B IEPIIY Yepry — aKTUB-
HICTh, 3J0POBHH CHOCIO KHUTTS, TypOOTa Mpo
BiacHe Tu10. [IpoTe 3HauHa yacTHHA aKTUBHHUX
JIF07IeH 3aMIHUIT CIOPTUBHI iIrpH Ha CITUTKYBaHHSI
B COIIAJIBHUX MEPEKax, a M’sid — Ha cMapTQoH,
TOI0. 3Ba)KaI0YH Ha peaii ChOrOIeHHS, BUBECTH
GbiBUYHY KyabTypy Ha SKICHO HOBHM piBEHBb
MOXKHAa 3aBISKH KOMIT FOTEpHIA IMATPUMII],
30KpeMa BUKOPHUCTOBYIOUM ITPOBY 1HXKEHEPIIO.

Jlana Tema € akTyajabHOIO, OCKIJIBKH CydacHe
CYyCHIIBCTBO Yy CBOill OUIBIIOCTI TPOBAIUTH
«CUITUU» crocid KUTTS (HaBITh yxke Kioep-
CropT ctaB OQIIMIHHUM BHUIOM CIOPTY), IO
Bele J0 ToripmieHHs (i3MYHOro, a SK HACIHi-
JTOK — 1 ICUX1YHOTO 3I0POB’ s TIOAUHU. Y BCHOMY
CBITI OUTBIIICTP MIJJTITKIB HE JOCATAIOTH PEKO-
MEHJI0BaHO1 KUTHKOCTI (PiI3MYHOI aKTHBHOCTI,
110, SIK HACJIJIOK, BIUIMBA€E Ha ixHE (i3UYHE Ta
ncuxivae 310poB’s [1].

[Ipuunnn 3HWKEHHS piBHA (DI3MYHOT aKTUB-
HOCTI MOXYTb OyTH BUKJIMKaHI pi3HUMH (ak-
TOpamMH, 0COOMBO BPaXOBYIOUHM TOW (hakT, 110
JITH Ta MUIITKA TPOBOJSATH HabaraTo OlIbIIe
yacy CHASYM Tepea eKpaHoM cmapTgoHiB
Ta KOMIT'IOTEpiB, HIK y MmuHyiaomy [2]. Ilpo-
OJieMy MOKHA BHPINTYBATH IMUISTXOM 3aJTy4eHHS
JTOOUTENIB «ITACUBHUX)» B1ICOITOP A0 aKTUBHOT
TisuTbHOCTI. Yepe3 301IbIIeHHS Jacy, IpoBee-
HOTO CHUJISYU TIepe]] €eKpaHOM, aKTUBHI (i3UUHI
BiZICOITPH MOXYTh MAaTH TOTEHIIiaj JJIsl TOTO,
100 3po0OUTH AITEH Ta MiTITKIB OLIBII aKTHUB-
HUMH, 1, TAKAM YMHOM, MO3UTUBHO BIUIMHYTH
Ha X 310poB’s [3].

®di3uyHa KyJIbTypa Ha CydYacHOMY eTari
TICHO TOB’s3aHa 3 1H(opMaIiitHO-KOMYHI-
KaI[iHHUMHU TEXHOJOTISIMH. AHAI3 HayKOBO-
METOAMYHOI JIITEpaTypu Ta IHTEPHET JKEPe
BHUSIBHB, HEIOCTATHICTh Ta (parMEeHTapHICThH
BHUCBITIIEHHS MOKJIMBOCTEHN ITIABUIIIEHHS MOTH-
BaIlii 10 3aHATh (DI3UMYHUMHU BIPaBaMU IrPOBOi
1HKeHepii. BuKopucTaHHIO aKTUBHHX BiJ€O-
irop y cdepi (pi3m4HOr0 BUXOBAHHS 1 CIOPTY
npucssiueHi crarti H. UYyxnanuesoi, A. Uyx-
nanneBa i T HamankoBoi [4;5] Ta iHIMX ykpa-
iHCBKHUX [6; 7; 8; 9] Ta Oararbox 3apyODKHHX
asropis [10; 11; 12].

3apa3 iHpOpMaIITHO-KOMYHIKAIIHHI TEXHO-
jorii y ¢i3M9HOMY BUXOBaHHI 1 CIIOPTI 3aCTOCO-
BYIOTbCSI JJOCUThH IIMPOKO, HANPUKIIAA, MOHITO-
PHUHT CEPIIEBOTO PUTMY, KPOKOMIpH, BiJICO aHATI3
pyxiB, Tomo. OgHaK 1HTEpeC BUYCHUX, NIEIaroriB
1 JIIO/IeH, KOTP1 3aMAarOThCS CITOPTOM 1 PYyXOBOIO
AKTUBHICTIO, BUKJIMKAIOTh MPOrPaMu, 110 MOE-
HYIOTh y c001 Bifieoirpu, pi3uyHi BIpaBH i CIIOPT,
Tak 3BaHi exergame abo EXG, a6o Exergaming.
Exergames — 11e 0coOnMBUiA BHI KOMIT FOTEPHUX
irop, 1HHOBAIlIHA CKJIaJ0Ba SKUX — (i3UyHa
aKTUBHICTBH camoro rpaBiy [ 13]. Exergaming a6o
IHTEepaKTUBHE pillieHHs s BiTHECY — 11e hopMma
(G13UYHOI aKTUBHOCTI, KA TIOETHYE BIPaBU Ta
BiJieoirpu (BrpaBu + irpu).

3Bakalo4l Ha BHKIJIAJEHE, MeTOKW poOOTH
€ — PO3KPUTH MOXIMUBOCTI 3aCTOCYBaHHS
exergaming y mporeci (i3MYHOTO BHUXOBaHHS,
BHU3HAYUTU HOTO MepeBaru Ta HeJOMiKH.

3aBaaHHsA QOCHIHKEHHS:

1. IpoanamnizyBaTu CyTHICTh MOHSTTS «eXer-
gaming.

2. BuszHauuTu mepeBaru Ta HEMONIKA BHKO-
pUCTaHHSA exergaming y mporeci (Gi3ugHOTOo
BHUXOBaHHS.

MeToau aoCaizKeHHsI: aHAJII3 JTITEpPaTypHUX
JOKEepel Ta MarepiaiiB Mepexi [HTepHeT, cuHTe3
Ta y3arajJbHEHHS.
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Pesyabratn pocaigxenns. Ha cworoa-
HIIIHIA JIeHb HE ICHYy€ YHIBepCaJbHOTO BU3HA-
YeHHs1 eKkcepreiminry. Binnmosinno 1o Bogost 1
[14; 15] excepreiiminr OyB Ha3Banuil y 3MI sx
«moegHaHHA (P13UYHMX BIpaB 1 Bineoiropy. [xi
¢axiBLi ONHCYIOTh EKCEPreiMIHT SK «IHTEp-
aKTHBHI Bi/I€OIrpH, SIKI CTUMYIIIOIOTH AKTUBHHM
irpoBuii gocBig ycim Timom» [3], abo 3rigHO
3 Gao Z ta iH. [16] excepreiiminr — 1e uudposi
irpy, sKi MoTpeOyroTh pyXiB Tija A Ipu Ta
¢dopma ¢izuynoi aktuBHOCTI. Best J. [3]) tep-
MiH exergames po3yMie, ik HUGPOBI irpH, sKi
noTpeOyIoTh PyXiB TiIa IJIs TPU, CTUMYIIIOIOUH
aKTUBHMU irpoBHH J0CBiJ Ta dopma (Hi3MyHOI
aKTHUBHOCTI. Y3araJlbHIOIOUM YCI TIyMayeHHS
EKCepreMiHry, XapakTepU3yeMO L€ MOHATTH,
Ak (hopmy (i3UMYHOT AKTUBHOCTI, 1110 Nepeadadae
BUKOPHUCTaHHS U(PPOBUX irop, UIsl TOCITHEHHS
YCIIXiB Yy SIKHX OTPEeOYIOThCS MIEBHI pyXH Ta Aii
BiJl 11 yYaCHUKIB.

Exergaming 3acTtocoByeTbcs B 0ararbox
cdepax, BKIto4aouu npoditaktuky [17], miky-
BaHHs [18] i peaGimitamito [19]. Lls pizHOMa-
HITHICTh TaKOX MPOSABISETHCS B PI3HUX BIKOBUX
rpynax, MOYMHAIOUM BiJl MaJleHbKUX miTel [3]
1 3aKIHUYIOUH JIFOAbMU TOXHIIOTO BiKy [20].

3apa3 Ha PUHKY HpPEACTaBICHO 0arato eKc-
€preTUYHUX irop, JIesKi CTBOPEHI JJIs1 BUKOPHUC-
TaHHS MiJ Yac Meperisay TeleBi31iHOro ekpaHa
M eKpaHa KOMII'I0Tepa, JesiKi BUKOPUCTOBYIOTh
w1aTopMy Y1 KMITMMOK, a I11€ 1HIII PUKPIMIeH]
70 TPEHAXEPHOro OOJaJHAHHS, HAIPUKIIA]
BeJOTpeHaxepiB. Irpm BroMa 3a JOMOMOTIOIO
TEJIeBI30pa y BiTaJbHI € MOMYJIIPHUM BUOOPOM.

Jlesiki mpoyKTu BUPOOHUKIB €Xergame BKIIIO-
yaroTh PlayStation Bix Sony, Xbox Bix Microsoft
1 Wii Fit 1 Wii Fit Plus Bin Nintendo. Bapiantu
BIIPAaB MOXXYTb BKJIIOYAaTH TakKi KaTeropii, sk
TaHIli, OOKc, Hora, crem-aepoOika abo i3aa Ha
Benocuneni. Exergames MoxyTh cromobaTucs
BCIM BIKOBHM TpyIaM, BKJIIOYAIOYH MaJIeHbKUX
JiTel 1 moaei cTapmioro BiKy. [HTEHCHBHICTB
TPEHYBaHHSI MOXKE 3MIHIOBATHCS 3QJIEKHO BIiJI
AaKTHUBHOCTI Ta BUOPAHOTO PIBHS IPU, TOMY y4ac-
HUKHU MOXKYTb 3aiiMaTHCS NOBIIbHUM, pUTMIYHUM
TPEHYBaHHSAM (HallpHUKIIaj, ora), abo BUOpaTH
OLTIBII IHTEHCUBHE TPEHYBaHHS, SIK MiJ 4ac rpu
B TeHic uu (yTOomn. [leski irpu npusHAYCHI IS
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TpPEeHyBaHHS HW)KHBOI YaCTHHHU Tijla abo Bepx-
HbO1, TOX JIIOAM MOXXYTh BUOMpATH OKpEMI yac-
TUHHM T4, Ha AKUX 30CepeKyBaTUCh. LI omis
BUT1IHA JUIS TUX, XTO KOPUCTY€ETHCS 1HBATITHUMU
Bi3kaMu abo iHImMMH 3ac00aMU TEepECyBaHHS.

Exergaming B VYkpaiHi 3apa3 1ie He AocAr
IIMPOKOTO 3aCTOCYBaHHS, OIHAK Y)K€ aKTUBHO
BUKOPHCTOBYIOThCA pi3HOMaHITHI cuctemu EXG
B SIKOCTI allbTepHATHUBHUX 3ac00iB (hi3MYHOTO
BUXOBaHHS 1 CIOPTY, 1 CTAlOTh IIOpa3y OiIbII
3arpeOyBanumu. dDinocodis Exergame Fitness
HOJISITa€ 'y CTBOPEHHI BECENINX, 3aXOILIIOIUYUX
CEepEeOBUILL, JIe IEPETUHAIOTHCS CBITH TEXHOJIO-
riif 1 pitHeCy.

3po3ymislo, IO TaKi irpu y >KOJHOMY pasi
HE 3aMIHIOIOTh TPAAWLINAHI CIOPTUBHI IrpH,
¢b13u4Hi1 BpaBu, BOHU € CBOEPIAHUM JIOTIOBHE-
HHSIM, 110 pOOHUTH (Pi3UYHY aKTHUBHICTH Bece-
JIOI0 1 IIKaBOIO I JIIOfIEH 3 PI3HUMH PIBHIMHU
¢bi13uuHOi MATOTOBKM Ta BHogoOaHHsAMH. Haii-
MPOCTIIINMH € aHIMOBaH1 BIIPAaBH, TaHIIOBAJbHI
KUITUMKH (puc. 1), BAKOHAHHS PyXiB, 110 3UUTY-
IOThCS ITaTYUKAMH Ta BIATBOPIOIOTHCS 3a JIOTIO-
MOTOI0 €KpaHHHMX CHMBOIIIB, B KOTpi BOyHZOBaHi
CUCTeMH TiJIpaXyHKy OalliB 3a pe3yabTaraMu
PYXOBOI JiSTTBHOCTI.

Puc. 1. PyxoBa gissibHiCTB
HA TAHIIOBAJIbHOMY KWINMKY

[HHOBAIIIHHI TEXHOOTIi CIIPUSIIIA CTBOPEHHIO
HOBHX IrPOBUX KOHTPOJEPIB, III0 MOXKYTh (iKCy-
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Puc. 2. PyxoBa gissibHicTh i3 3acTocyBanusaim Motion Capture

Puc. 3. PyxoBa akTuBHicTb i3 Bukopucranusam Pedal Tanks

BaTH 1 BIATBOPIOBATH PyXH TiJia TpaBLis. 3aCTOCO-
Bytouu “Motion Capture” (puc. 2), rojoBa, pykH,
HOTH, Tyly0O rpaBIs CTalOTh 3ac00aMu yIpaB-
JIHHS IPOI0. YYaCHUKH I'PU MOXKYTh Oa4UTH CBOL
BipTyaibHI 00pa3u Ha eKpaHi Ta B3a€EMOJISTH
3 IHIIUMU TEePCOHAKaMU, OTPUMYBATH TMOPaaU
TpeHepa i 3011blyBaTu (i13UUHY aKTUBHICTD.

[likaBuMH € BipTyallbHI BEIOEPrOMETPU
(manmpukian, Game Bike, Cateye Fitness, Pedal
Tanks (puc. 3)), 3a T0ITOMOTOO IKUX BUKOHYIOTh
peanbHe NeIaToBaHHs 13 KOHTPOJIEM IIBUIKOCTI
PYXY, IIOBOPOTIB, TOIIIO.

JlocaimKkeHHsS CBig4aTh, IO IHTEHCHBHICTh
TpPEeHyBaHb MiJl 4ac IHX Irop € CHiBBIJHOCHOIO
TPaAULIHHOMY HABaHTAXXEHHIO, TMOMIMIIYEThCS
PO3BUTOK WIBHJKICHHX, CHJIOBUX 1 KOOpIWHA-
LHIMHUX SKOCTEH, MIBUAKOCTI PeaKIlii 1 TOYHOCTI
pyxiB, a TO il mpocTo BiAOYBAa€THCS HAaBYAHHS
i3au Ha Benocurieni [21; 22].

Puc. 4. Irposa nanargopma Kinect Sport
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BipryansHe cepemoBuilie Ans 1HAMBIAyalb-
HUX 1 KOMaHIHHUX BHJIIB CIOPTY CTBOPIOIOTHCA
CUMYJISITOpU irop 1 00HOBHX MUCTENTB (HAIMpPH-
knag Your Shape, Fitness Evolved, Xavix Wii)
TyT MoxHa Tparu B TeHic, Ookc, Oeticoomn, 6oy-
THT Ta iH. € 3HapsAnsd, U0 IMITYIOTh OWTY,
pakeTky To1o mia yac rpu. Kinect Sport (puc. 4),
HaNpHuKiIaj, A03BOJis€ rpatu y (yTdon, TeHic,
IUISDKHUE BOJICHOOI, 03HAHOMHUTHCS 3 €JIEMEH-
TaMu OOKCY, JIETKOI aTIEeTHUKH, OOYIiHTY.

Pi3Hi pexuMHu 1ar0Th 3MOTy 3aiiMaTUCs 3 0CO-
OUCTUM «BIpTyaJlbHUM» TpeHepoM alo mpo-
cTo po3Baxarucsa. Your Shape Fitness (puc. 5)
Jla€ MOXKJIMBICTH BIATBOPUTH Ha €KpaHi aBarap
KOpPHUCTYBa4a 1 CHpHUsie BUBUEHHIO TaHIIOBAJIb-
HUX PYyXiB, BIPaB 3 aepoOiKH, HOTH.

Puc. 5. BipryanbHi 3aHATTS Ha miargopmi
Your Shape Fitness

BukopucroByroun Taki 3acobu ISl 3aHSThH
CIIOPTOM, MOYKHA HE JIUIIIe KOHTPOJIIOBATH 1HTEH-
CHBHICTb 1 TPUBAJIICTh BIPAB, a i ONTUMI3yBaTH
NpOoxyKTUBHICTh. [Iporpama no3Bojsie MOHITO-
putu cepueBuit putM. Jlo TOro x, MOXKHa JUTU-
THUCSI CBOIMH JJOCSATHEHHSAMH 3 1HIIUMU KOPUCTY-
BauaMU B IHTEpHET-CHUIbHOTaX [23].

CainzsepnyTu yBary Harpy Kick Ass Kung-fu
(puc. 6), KoTpa BUMarae pyxiB yciM TUIOM, 5Kl
Bi100paXkaroThbcs Ha iIrpoBoMy 1oJi. BifcyTHICT
pealbHOTO KOHTAaKTy 3 BIPTyaJbHUM CYIEpHU-
KOM CIpUsi€ BUBYCHHIO TAKUX PYXIiB 1 BIIPaB, fKi
€ HaJTO PU3MKOBAHUMU y pealbHOMY ABOOOI UM
CIIApUHTY.
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N1 ooporvaitl

conf  0BEOOOOODT,
ot =

Puc. 6. PyxoBa akTuBHicTB mig yac
rpu Kick Ass Kung-fu

KombinyBaru irpoBy [isUIBHICTH 13 BHKO-
HaHHAM 3arajJbHOPO3BHUBAIOYMX BIIPAB MOXKHA
3apsiku mardopmi EA Sports Active (puc. 7),
IPY YOMY IHTEHCHBHICTh HABYaHHSA TYT BiJAIOBI-
Jla€ IHTEHCUBHOCTI X0J[b0M Ha OIrOBii TOPIXKIII.

Puc. 7. IrpoBa niaargopma EA Sports Active

EA Sports Active — uie Tpa-BIipaBa, sika CKJja-
JA€ThCS 3 Jil, Y SKUX BHKOPUCTOBYIOTHCS €lie-
MEHTH KepyBaHHS pyxoMm Iuiatgopmu Wii.
Y KOMIUIEKT TpH BXOAWUTH MIIICUOK, SIKHHA
JI03BOJISIE TPABIIEBI NPUB’S3aTH TPUKPITUICHUHA
Nunchuk 10 cBoiX Hir, m00 BiICTEKYBaTH pyXu
HIDKHBOI YACTHUHMU Tija.

B CHJA mmpoxo BUKOPUCTOBYIOThCS Y CIIOP-
tuBHUX 3amax SMARTfit Multi-Station Trainer
JUIL YIOCKOHAJICHHS PyXOBUX HAaBHYOK, 301JTb-
IICHHS! BUJIB TPEHYBaHb, PO3BUTKY PiBHOBArH,
yBaru, (izugamx skoctedt [24]. Multi-Station
Trainer — 1ie 2—4 po3AUIBHI CTAHIIT MPU3HAYCH]
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IUISl KOMaHI-CynepHuKiB. LleHTpansuuii mpore-
COp Kepye KiTbKOMa CTaHIIsIMHU (Ha KOXKHIiH CTaH-
1ii Mmoxke Oytu 10 10 uneniB komanaun). € Tadno,
TOAWHHUK, 3BYKOBAa CHCTEMa, JITEpO-IU(POBi
PI3HOKOJIBLOPOBI L1Mi. 3aBASKU PYyXJIMBHUM irpam
3 M’siueM, PO3BUBAIOTHCS 1 IHTENEKTyalbHi 3i-
OHOCTI, 1 BMIHHS IIBUAKO MpUWMATH PIIICHHS,
BUKOHYBATH BIIPaBU HAWOLIBII TOYHO.

TpenaxepHy criHOBy maHenb Walljam
(puc. 8) MOXKHa BUKOPUCTOBYBAaTH SIK y MpU-
MIIIEHH], TaK 1 Ha CBIXKOMY IMOBITP1 JJIs MOJMIM-
IIeHHs] TEXHIKU Tpu Y (yTOON, BiAMpaIOBaHHS
TOYHOCTI BiydaHb M’siya. [lanenp oOmagHaHa
CBITJIONIIONIHUM €KPAaHOM, BHKOHY€ (DYHKIIIIO
1 TpeHepa, 1 CynepHuKa, i TOBapHuila o KOMaH1i,
HaJa€ MOXIUBICTh TOPIBHIOBAaTH 1HIUBIITY-
albHI JOCATHEHHS TPaBLIB uepe3 OHJIAWH JIiTH,
aHami3yBalu CHIIy yAapiB, TOYHICTh BIy4aHb
Ta 3arajbHOI MPOJYKTUBHOCTI.

Puc. 8. TpenaxkepHa cTiHOBa naHe/b
Walljam

Puc. 9. IrpoBa nuiargopma 119 ckesresia3inus
Augmented Climbing Wall

JUis TUX, XTO 3aXOIUTIOETHCS CKeJeNa3aHHsM,
icHye irpoBa ruatgopma Augmented Climbing
Wall (puc. 9), mo npusHaueHa Juist JtoAeu pis-
HOTO BIKYy 1 CIIpHsi€ HE TUIbKH BIOCKOHAJIEHHIO
TEXHIKHU, a i PO3BUTKY BUTPUBAJIOCTI I CUIOBUX
sxkoctei. O0MagHaHHs 1a€ MOXKIUBICTH 3MIHIO-
BaTH KyTH 1 KOHTPOJIIOBATH IIBUJKICTh MiAHOMY
Ha CTIHKY, 4epryBaTd KapAlOTpEeHYBaHHS Ha
OLIBII TPOCTUX KyTaxX, a M 30B€ — HA KPYTIllIUX.

Sx Gauumo, mis Exergaming He moTpeOy-
IOThCSI KOHKPETHOI'O MICIISl, iX MOXKHA BUKOpHC-
TOBYBaTH Ha CBIKOMY TOBITpi, y JIBOpax, map-
Kax, Ha CHOPTMaiaH4YMKYy, y0oMa, a 11 CIpHsE
3ally4eHHIO JI0 3aHATh O1TBIIOT KITBKOCTI JIIOACH.
Konnenuis Exergaming BHKOpUCTOBYE IpH-
CTPacTh 1O 1rop 1 MepeTBOPIO€ T€, IO KOJIHUChH
BBAXAJIOCS CHISAYMM CIIOCOOOM JKUTTS, Ha
MOTEHUIHHO OUIBII aKTUBHY Ta 3[OPOBY Iisib-
HICTb. YuacHUKH MepexeBux EXG oTpuMyroTh
MEBHUHN COIiaTbHUIA TOCBIi/I, BiIOYBa€THCS ONTH-
MajJbHa B3a€MOJisl MDK Y4YaCHHKaMH B TOPiB-
HSIHHI 3 1HAMBIIyaJIbHOIO TPOO a00 B 3MaraHHsIX
3 BIpTyaJIbHUMH NE€PCOHAKAMH, MOJIIIIYIOThCS
Mi3HaBalbHI HABUYKHU.

Exergames MOXyTb BUKOPHUCTYBAaTUCH:

* SK ciMeWHe 3aHsTTS;

* «IMBAaHHUMM» TreliMepaMu, SKi iHaKIe
MorH O He 3aiiMaTuCs CIopTOM;
* SK JONOBHEHHSI J0O

pexxumy ¢Gi3MYHUX BIIPAB;

* y (itHec kiybax;

* B OyaMHKax MpecTapiiux;

* CHOpPTCMEHAMH Ta IHIIUMU O0co0aMH, fKi
BiJTHOBITIOIOTHCSI MiCTISt TPaBM a0o orepartiil.

QaxiBisimu  Exergame  Fitness mpomonHy-
€TbCS 3aJydeHHs Jofed A0 ¢iTHecy 3a J0Mo-
Morow reimidikamii Ta TexHomorid. Bouu
CTBOPIOIOTH 1 PEalli30oBYIOTh MO BCHOMY CBITY
IHTepakTHBHI Irpu Ta oONagHaHHA. 30Kpema,
TPyOylOTh iX y Taki KaTeropii: akTHBHI irpu
Ha miano3i (The Fit Interactive 3 Kick, FIT
INTERACTIVE HEAVY BALL; MAKOTO
TRAINING ARENA; FIT INTERACTIVE
JUMPQ; REAX LIGHTS; REAX BOXE;
Beam Interactive Floor; MOTIONMAGIX
FLOOR; Pavigym square3.0 ); akTUBHI HaCTIHHI
iTpY; TaHI Ta CTEMOBl Irpu; irpoBi BEIOCH-
nen; IHTepaKTUBHE CKeJeNa3iHHs; cuia 1 Kap-

BCTAaHOBJICHOI'O
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110; HEHpO-MOTOpHI TpPEHYBaHHs; TPEHYBaHH:
HEPBOBO-M’SI30BOT  CHCTEMH; IHTEPAaKTUBHUIA
irpoBuit maiinanunk LU; T-nogibna criHa.

VY3aranpHIOIOUM MOXJIMBOCTI 3aCTOCYBaHHS
eKCepreMiHry BH3HAYEHO, IO OCHOBHUMH
NepeBaraMu €:

1) miBUILIEHHS IHTEPECY, BECEINOIIIB Ta 3370~
BOJICHHSI BiJl BAKOHAHHS BIIPAB;

2) 3abe3revyeHHs COILIAJBHOI  B3aEMOJIIi,
OCKIJIbKU KiJIbKa TPaBIliB MOXKYTh OpaTH y4acTb
y T'pl OHOYACHO; Oarato CHiKyBaTHUCA IiJ] 4ac
1 MICJISI TPH, @ TAKOXK JIOTIOMAaraTu OMH OJHOMY
BII0CKOHAJTIOBATHUCS;

3) MOXIUBICTH 1HIWBIAyaTbHOTO BUOOPY
AKTUBHOCTI y4aCHUKaM ITiJl 4ac CaMOCTIHHOI Tpr
(BpaxyBaHHsl piBHS (i3MYHOI MiATOTOBIEHOCTI,
iHTepeciB Ta BIOA0OAHb, MICIIS 3aHSATH);

4) miABMILEHHS MOTHBAIll, dYepe3 J03BLI
y4acHUKaM TpaTd B yAOONeHl Bifeoirpu, mpu
bOMY OyAay4H aKTUBHUMH [25];

5) oxomuIeHHs NEBHOI IPyIH HACETICHHS, SIKMX
HE BAAJOCS 3aIy4YUTH JIO PYXOBOi aKTHBHOCTI
TPaIULIMHUMU METOJAMU;

6) MOXJIMBOCTI JOCSTHEHHS KOHKPETHHUX
HABYANBHUX I[IeN (HAampHKIal, OKpPeMi pyXu
MOXKHa TpPEHYBaTH Ta IMOBTOPIOBATH B HECKiH-
YeHHIH KiIbKOCTi cripod) [26; 27];

7) BuUpilleHHS 3aBAaHb 13
[28; 29; 30] Ta diziorepamnii [31];

8) BUCOKY PO3MOBCIOMKYBAHICTh 1 MOTEHIIIAT
MOLIMPEHHS JUIsl 0araTboX JOMOTIOCHOAAPCTB
(OCKINbKHU, Ui AESKUX IrOp JOCTaTHHO JIUIIE
TeNeBi3opa);

9) KpiMm TOr0, 32CTOCOBaH1 EKCEPreMHU MOXKYTh
CITy>KMTH O€3MIEPEPBHUM /11aTHOCTUYHUM 1HCTPY-
MeHTOM. [li yac rpu MoXke peecTpyBaTHCA
iH(opMaIlis MPo CTaH KOPUCTyBaua (BKIIOYAI0UU
nicuxodizionoriuni aai). [ToTim koM totep a6o
0co0a, siKa JoIIsA1ae 3a NalliEHTOM, MOXKE OTpH-
MaTH AO0CTyN A0 JAiarHOCTHYHOI iH(popMarlii Ta
aBTOMaTHMYHO a00 BPY4YHY HaJalITyBaTu aKTHB-
HICTB BIJMOBIIHO 10 MOTpeO nroaunu [32].

Ha BigmiHy Big 1uX MO3UTHBHUX (DaKTOPIB,
OJIHAK, ICHY€KJTbKa HEIOMIKIB13arpo3, OB’ I3aHUX
3 eKCeprelMiHroM, sKi CHiJl B3ATH 1O YBaru:

1) irpu BiOyBarOThCS y BIpTyadTbHOMY Cepeli-
OBMIII Ta 301IBIIYIOTH Yac nepeOyBaHHS Mepen
EKPaHOM;

peabimiTarii
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2) HEMOXIUBICTb 3aMIHUTH TPATUIIIHY
Gi13UuHy aKTHBHICTH €KCEPreiiMiHIOM, eKcepre-
TUYHI ITPU HE TOBHHHI 1 HE MOXYTh 3aMIHUTH
TpaauuiiiHi ¢izuyuHi Bipasu [33];

3) ekcepreTHyHl irpyu HE MOBHICTIO a/amnTo-
BaHl N0 IIHOBOI MOMYNsMii (BENMKI 3arparu
yacy i rpolieii 1 ocTiiHo1 aganTaiii Ta Haja-
IITYBaHHS exergames, SIKi Hapa3l € JOpPOrMM
1 0OMEXEHUM y TEXHIUHUX MOXKITUBOCTSIX);

4) BaXKICThb y TOYHOCTI BHU3HAYECHHS KiJb-
KOCT1 BUTPAu€HOi eHeprii;

5) HasBHICTH BapiaHTIB «OOIYpPIOBaHHS CHC-
TEMH» Ta CXWIBHICTH /0 NMOMMJIOK (3a JO0MO-
MOTOI0 YOro KOMIT'IOTep BBaXkae€, IO JUTHHA
3aliMaeTbCs (I3UMYHOI0 AKTHUBHICTIO, XO4a BOHA
HACTpaB/i HEpyXoMa);

6) excepreMu MpPU3BOAATH JO COLIAIBHOI
130514111 yepe3 HaaMIpHI BiAEOITpU Ta MOXYTh
MOCHITIOBATH arpecito [34];

7) HEMOXKIIUBICTD 3aBXIU EPEHOCUTH HaBU-
YKU 13 (BIpTyaJbHOTO) HAaBYaHHS B peabHUN
cBir [35; 36];

8) MOXJIHMBICTH TpaBMyBaHb (MaJliHHA, PO3-
TATHEHHS M’s131B, TPaBMYBaHHS 10 HABKOJHUILIHIX
MpEeIMETIB) Ta HE BpaxXyBaHHs PiBHS FOTOBHOCTI
JI0 TPH, BIICYTHICTb PO3MUHKH NEpe]] IPOIO;

9) excepreMiHI MOXe MPUBAOUTH JIULIIE TIEB-
HUX JIIOJIeH, 110 MOTEHIIMHO CTBOPIOE yIepe-
XKeHicTh BUOIpKOBOCTI [37]. OCKiJIbKH, Hampu-
KJaJ, Olbllle XJIOMYMKIB IpaloTh y BiAEOIrpH,
HDK AiB4aTok [38].

VY cykymHOCTI IIi MOTEHIIHHI 3arpo3u BKa-
3yIOTh Ha Te, 110 eKCepirpu He MOBHHHI 3aMi-
HIOBAaTH TPaJAMIIiiHI BUAM CHOPTY 4M (i3UUHI
BIipaBu [20], 1 10 30UIBIIIEHHS Yacy Mmepea eKpa-
HOM CJIiJl peTeIbHO KOHTPOJIOBATH, 1100 3aro-
OII'TH ITOTEHIIHUM HETATUBHUM HACJIIIAKAM.

OOroBopeHnHsi. B pe3ynbrari anamnizy jitepa-
TYPHHX JKepe BUSBICHO, 110 (axiBLSAMHU BXHU-
BaIOThCS Pi3HI TepMiHHU, 30Kpema Bogost [ [15] ta
Best J. [3] BUKOPHUCTOBYIOTh TEPMIHU «eKcepreii-
MiHr», Gao Z., Chen S. [2017] y po6oTtax 3a3Ha-
4alTh Mpo «ekcpereitmmuy». IlpoananizyBaBuiu
3MICT IIUX MOHATb, MU BU3HAYMIIHU 32 TOLUIBHUM
HE OTOTOXKHIOBATH Lli OHATTS, @ «EKCEpPreiMiHr»
BXKMBaTH y TMO3HAUEHHI MpPOLECY 3aCTOCYBaHHS
BiJleo- Ta UGPOBUX ITOp, a «ecepremm» — 1e
BXKE€ BJIacHE ekcepreTuyHi irpu. Jlo Toro x yci
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eKcepreiMu MOXHa IpyIyBaTy 3a BUMOI'aMHU JI0
TEXHIYHUX XapaKTEPUCTHK, K BiAeoirpu, mud-
POBI irpH, IHTEPaKTUBHI irpH.

Busnauatoun mepeBaru i Hemousiku (axisiii
3a3Ha4yaoTh, 3 OAHOTO OOKY, MPO MiJBUILEHUI
iHTepec [25] mo Takux 3aco0iB, a 3 IHIIOTO OOKY
PO HEMOXKJIHBICTH [34] TpUBaNo MiATPUMYBATH
IIKaBICTh IO TaKOTO BUIY 3aHsTh. Taki >k pi3Hi
MOTJIAU 1 HAa COIlaJIbHY B3a€MOIII0, 3 OJHOTO
OOKY, YYaCHUKH irOp MOXYTb CIIIKYBaTHCS ]l
4ac Ta Mmicis irop, MpoTe 1€ CIUIKyBaHHS Big0y-
BA€ThCA y BIPTyaJIbHOMY CEpEJOBHIII, IO MpU-
3BOJIUTH JI0 COITIabHOT 1301l [34].

Hocnimxenns Adamo K.B [21] ra Biddiss E.
[22] cBiguarh, 110 IHTEHCUBHICTh TPEHYBaHb
MiJl 4ac eKCepirop € CIiBBIIHOCHOIO TPaIULIii-
HOMY HABaHTA)XEHHIO 1 HaBiTh BiJOyBa€eThCA
HABYaHHS OKPEMMX pyXiB (Hampukiam, i3na Ha
Benocurieni). BoaHowyac 30BCiM MpOTHIIEKHA
nymka y Gao Z [20], npo HEMOXJIMBICTh 3aMi-
HUTU TPaaULiiHy (I3UYHY aKTUBHICTH €KCep-
reiiMiHTOM, 1, €KCepreTUyHi Irpu HEe MOBUHHI
1 HE MOXYTh 3aMIHMTH TpagulliiHi (i3zuuHi
BrpaBu. J[o mepeBar 3acTOCYBaHHS €KCepirop
StaianoA.E., CalvertS.L.[26] TaNeumannD.L.,
Moffitt R.L. [27] BiA3HaA4arOTh MOXJIHBICTH
HaBYaHHA MEBHUX pyXiB, a Buschkuehl Au J.,
Duncan M., Jaeggi G.J [35], Melby-Lervidg M.,
Hulme C. [36] HeMOXJIMBICTh 3aBXIU TEpe-
HOCHUTH HaBHYKH 13 (BIpTyaJbHOTO) HaBYAHHS
B pealbHUH CBIT. MU pO3AUII€EMO AYMKH ITUX
¢daxiBuiB, 1 BBaKaeMo, 110 HE BCI PyXH YU
pyXoBi 1ii MOXHa BHUBYMTH, 3aBASIKU €Kcep-
reiimam, mporte € Iii 1 pyxu, Kl NiIAalThCs
3aCBOEHHIO Yepe3 3aCTOCYBAHHS €KCeprelMiB.

o toro x Mishra J., Anguera J.A., Gazza-
ley A. [32] 3a3Ha4at0Th, 110 €KCEPreMHU MOXKYTh
CITy>KMTH O€31IEPEePBHUM /11aTHOCTUYHUM 1HCTPY-
MEHTOM, IPOTe (PaKTH «OOLypyBaHH» CUCTEMU
irop MaroTh MicClle Y MPaKTUYHIN AISUIBHOCTI, Ta
CIIOCTEPIraeThCs BAXKKICTh Y TOYHOCTI BUTpade-
HOI eHeprii yuacHukam# [3].

He3paxaroun Ha BHCOKY pPO3MOBCIOIKYBaH-
HICTh 1 MOTEHIliaJl MOIIUPEHHS IS 0ararbox,

€KCepreTHYHI iIrpu He TOBHICTIO a/IalTOBaHi J0
[THOBO1 MOMYINIALIT (BETUKI 3aTpaTH 4acy i rpo-
nIei Ui MocTiiHOT afganTaiii Ta HalamTyBaHHS
exergames, sIKi Hapa3i € JOPOTUM 1 OOMEKEHUM
y TeXHIYHUX MOXKIHBOCTSIX.

V3aranpHIOIOUM AYMKH (paxiBLiB, eKCepirpu
MAalOTh BEJIMKWAN MOTEeHLall s 301IbIIEHHS
¢b13MYHOT aKTUBHOCTI, 1 € MOTEHLIHHO 1HHOBAIIIi-
HOIO (hOPMOIO JJIS1 3aHATh PyXOBOIO aKTUBHICTIO,
HaBITh 1 y AucTaHuiiiHoMy (opmari. [IpoTe exc-
epirpu He TMOBWHHI 3aMIHIOBATU TpPaIUIINAHI
3acobu Ta hopmu (Hi3MUHOTO BUXOBAHHSI.

BucHoBku. ExcepreiiMiHr XapakTepuszyemo,
gk popmy ¢i3uyHOT aKTUBHOCTI, 110 MIepeadayae
BUKOPHCTaHHS LIU(PPOBUX 1rop, UIsl TOCSITHEHHS
YCHIXiB y SIKUX TOTPeOyIOThCs MEBHI PyXH Ta
nii Bix 11 yyacHHKiB. ExcepreliMiHI Mae HHU3KY
CWJIBHUX CTOpIH, 30KpeMa IOCTYMHICTb, 1HIH-
Bifyamizailis, MiJBUIIEHUIN iHTEpec Ta MiABH-
I1eHa MOTHBaLlisA. BogHouac BU3HAY€HO OCHOBHI
HEJIOJIIKM Ta 3arpo3H, cepejl SIKUX BHUIUIIEMO:
30UIBIIEHHS Yacy Iepe] €KpaHOM, HEeMOXIIU-
BICTh 3aMIHMTU TpaauliiHI (i3UYHI BIpaBU;
Ba)XKICTb KOHTPOJIIO Ta HETOYHICTh BUTPAuEHOI
eHeprii. Exergaming mae moteHuian amns 3011b-
HIeHHs (DI3UYHOT aKTHUBHOCTI, 1, TAKUM UHUHOM,
MO3UTHBHO BIUIMBa€e Ha (hi3MUHI, KOTHITUBHI Ta
MICUXOCOLIaTbHI XapaKTePUCTUKU OCOOUCTOCTI,
€ TIOTEHI[ITHO IHHOBAI[IHHOTO CTPATETIEI0 Ta AJb-
TE€PHATUBHUM ILUISIXOM, L0 CHpUsi€ 3011bILIECHHIO
PYXOBOi aKTUBHOCTI.

IlepcnexktuBu  pociigxenb. [loganpmni
JOCIIKeHHS OylyTh CHPSMOBaHI HAa BUBYECHHS
INPaKTUYHOTO JIOCBiY BIPOBADKEHHS 3acCO-
01B eKcepreiMiHry Mija yac MpOBENEHHS 3aHATH
3 (bi3MYHOT KyIBTypH 3arajiom, Ta JUCTaHIIiH-
HOi opmu 30kpeMa. HasiBHI JaHi BKa3ylOTh Ha
TE, L0 EKCePIrpu MOXYTh MiJBUIIUTU PYXOBY
aKTHBHICTh, 1[0 © NO3UTHUBHO BIUIMBAJIO Ha
piBeHb 370poB’s. ToMy HE BUBYEHUMHU 3aJIHUILIA-
IOThCSI MUTaHHA, 110/I0 BIUIUBY TaKUX 3ac001B Ha
piBEHB 370POB 4.

Konguikr iHTepeciB. ABTOpU 3asBIISIOTH
PO BIJCYTHICTh KOH(MITIKTY iHTEpECiB.
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