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The formation of the historical background in video
games is provided by spatial narratives. In recent years,
they are more and more amenable to adjustments in the
direction of maximally exact correspondence to socio-
economic, political, cultural, domestic, geographical,
climatic and so on elements of the localized on the
scenario of the game’s chronotop. This may indicate
another qualitative transformation of video games as a
socio-technical and socio-cultural phenomenon, as well
as about the positive cultural and intellectual dynamics
of the modern “‘consumer society”.

Computer video games, as part of the digital,
educational and entertainment industry as a whole, are
in a state of constant high-speed dynamic
transformation in the context of global digitalization of
all aspects of society and a lot of competition in the field
of video games in particular.

Based on the analytics of the results of direct
surveys, statistical and factual data, in article an
attempt was made to assess the use of video games as a
non-formal  education tool for relaying and
consolidating historical knowledge for different age and
social groups of game products consumers, as well as
the appropriateness of their use in the classical
educational system at different levels.

Computer video games with the most accurate
historical content as well as “alternative” historical
content can become highly effective additional
pedagogical tools for acquiring basic and in-depth
knowledge of history both for self-education and in
academic institutions. As part of the study of academic
history, whole historical digital laboratories can be
created that study both the multivariance of history and
bring “alternative realities” into the linear real history
of the development of human civilization. The success of
using video games with historical content for the needs
of academic history is high only if the teacher
understands not only historical but also technical terms,
knows the features of developmental psychology, knows
the scenario and features of the video game proposed
for modeling, and can develop their own teaching
methods based on an interdisciplinary approach.
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Introduction.

2013 US school statistics [1], which included
studies by the Joan Ganz Cooney Center, Bill &
Melinda Gates Foundation, PBS LearningMedia, Pew
Research Center on teachers' attitudes toward
integrating technology into their classrooms, showed
that 54% teachers of history and social sciences
expressed high confidence in their ability to use digital
technologies in teaching in the classroom. But, at the
same time, evidence is provided that teachers aged 45
and older are less likely to use technology as regularly
as teachers under 35, as there are noticeable
generational differences in how teachers use digital
technology in their professional life.

Given the many aspects of the development of
Ukrainian society that deserve a separate comprehensive
study, as well as the lack of such detailed statistics in
Ukraine, we believe that the above statistics generally
reflect the current state of things in teaching history in
Ukrainian schools.

Therefore, in our opinion, non-formal education
and training outside the school class can play a big
additional role in the students mastering the teaching
material, and historical factology in particular. And
computer video games with historical content can play a
positive role.

In order to understand the connection between the
input (using thematic computer video games) and the
result (training in school subjects), it is important to
imagine how the results of such training correspond to
the subject area in which this technology is used. [2]

Formulation of the problem.

If we strictly follow the terminology, the concept of
a video game is much broader than computer games,
since they arose at different times and the second was
developed as part of the first. [3]

In our study, we take this fact into account, but are
based on the modern identity [4] of these terms.

Video games, as part of the digital, educational and
entertainment industries as a whole, are in a state of
constant high-speed dynamic transformation in the
context of global digitalization of all aspects of society
and great competition in the field of video games.

Video game development teams should take into
account both the requests of the initially target part of
game products consumers and consumers who want to
develop intellectually, who no longer have a “colorful
picture” on the device’s screen. Therefore, we believe
that video games are a multi-faceted issue that remains
constantly relevant.

Analysis of recent research and publications.

The study of computer video games in modern
humanities, in contrast to the technical sciences, is a
relatively new area. Games, both computer and regular,
are not easy to learn due to their multidimensional
nature.



If we consider the historiography of the object of
our research on a global scale, we can confidently say
that over the past decades a layer of both scientific and
popular studies has been developed, based or describing
an interdisciplinary approach to the study of computer
games as a phenomenon of modern culture in the aspect
of human-machine interaction. [5]

There are quite detailed studies of the very history
of the development of both the video game industry and
some individual video games. [6]

There is even more research devoted directly to the
development of application tools for creating video
games in general and their structural elements in
particular [7], since interactive products, applications
and systems can be designed to meet the educational
needs of users.

A rather large stratum of theoretical and practical
studies of the positive effectiveness of computer video
games has been accumulated for the study of non-
historical disciplines [8], in particular, philological ones.
We believe that some conclusions and results of these
studies are applicable to the development of historical
disciplines. Thus, a study [9] (without specifying the
division into disciplines) shows that out of 500 teachers
surveyed in the USA, 70% agree that the use of digital
games in the classroom increases the interest and
involvement of students in the content of the lesson, and
less than 10% of teachers indicated a negative
experience using digital video games in the classroom.

We agree that video games of relevant content can
be designed in accordance with selected educational
principles, which will facilitate learning. Computer
games also allow players to feel "inside" the game, to
design a virtual environment with a rich factual
background, where players are actively involved.

Research in the psychological and pedagogical vein
[10] confirms the benefit for the formation of a cluster
of historical knowledge among students when using
graphic elements of video games with historical content
as a visual aid, which presents many objects of material
culture of a large number of people from different eras.

We support the view [11] that in high-quality
computer video games, player actions or inaction often
come up with almost instant answers, which the player
must then respond to. The execution of an action, the
presentation of information as a result, the need for
synthesis and analysis of this information and the
implementation of something as a result - may
correspond to the term “training”. In turn, some players
learn enough lessons from their failures in the game to
continue the game further, taking into account the newly
acquired knowledge. Thus, in video games, effective
mechanisms for real-time learning assessment are
discovered.

We do not quite agree with the authors of that
sector of research on the large topics of “video games
and history,” who believe that the alternative story
created by video game players with historical content
distorts the history. [12] In our opinion, “an alternative
history” in a gaming environment is in this case a



technical modeling based on knowledge of historical
factology, which stimulates the development of logic to
achieve the most advantageous and appropriate result.
The worse the player’s comprehensive knowledge of
history, the less likely he is to “win”. We are confident
that the features of psychology divide the players into
two categories: one after a series of “failures” to lose
interest in the game, and other “failures” are encouraged
to build basic knowledge of the historical baggage and
historical features factology certain gaming era to
achieve a “win”.

In this context, we would like to highlight the 2018
study [13], in which the authors cited the results of their
experience in teaching a mixed course of world history,
which combined classic lecture and discussion
elements, as well as video game sessions in which
students play strategic video games with a deep
historical focus. This course was designed for
experiments on the integration of video games in the
teaching of history, followed by assessment of students'
knowledge by writing their final scientific work.

Summing up the historiography of our study, we
must say that the issues we are raising are so
multifaceted and change so quickly in accordance with
the needs of society and the advent of new technologies
that the relevance of new research in the field of
computer video games, in particular, with historical
content, for pedagogical purposes non-formal learning
and academic education remains very high.

The purpose of research. On the basis of analytics
of the results of direct surveys, statistical and factual
data, identify the potential use of video games in
relaying and consolidating historical knowledge for
different age and social groups of consumers of gaming
products as a tool for non-formal education, as well as
the feasibility and level of their use in the classical and
non-formal educational system at different levels.

Materials and research results.

According to some researchers [14], at this stage in
the development of society, a lot of information has
appeared, which is becoming increasingly difficult to
process and assimilate, which causes the problem of
information saturation. Such over-availability of
information is transformed into a massification of
knowledge and may mean a transition from an
encyclopedic form of accumulation of factology to a
“wikipedization” of knowledge, when any fact can be
quickly obtained from the Internet without considering
its validity.

However, according to the digital project of Oxford
University Our World in Digital, in 2017 only half of
the world's population had access to the “free” Internet,
which was also relevant for 2018-2019. (figuresl,2

[15]).
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Figurel. Number of Internet users by country (2017). The
Internet can be used from any location via a computer, mobile
phone, personal digital assistant, games machine, digital TV
etc.
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Figure 2. Share of the population using the Internet (2017).
The Internet can be used from any location via a computer,
mobile phone, personal digital assistant, games machine,
digital TV etc.

Modern computer video games that can be
downloaded from discs, for example, often do not
require access to the Internet and contain an already
built-in “game wiki” that explains some game points,
including historical factology.

Computer games are a fundamentally new tool for
both the interaction between game actors and the
manifestation of the influence of the pedagogical and
cognitive components on the target audience or objects,
since they have become one of the important
phenomena of modern culture.

The basic structure of computer games can be
represented in a general way, as the interaction of two
large blocks, on the basis of which the gameplay takes
place: 1) A narrative story that is determined by the
gaming environment. This includes game space and
game objects. 2) Temporary order. As for the course of
the game itself, it is linear, since time is a priori linear.
However, in the gaming environment itself, it can be
clearly linear or fuzzy when tasks do not have a pre-
established rigid link between the historical
correspondence of space-time.

The first block is the narrative, related computer
video games with literature and cinema. But, in the case



of them, unlike computer games, the reader or viewer
cannot interactively interfere with the course of the
displayed events. Although it should also be noted that,
unlike books or films, the narrative nature of some
complex games is not always immediately understood,
since part of the narrative is often created during the
game, since the game contains modeling elements.

As part of the second block, we note that a
computer video game contains cycles in which the
player can go to another level. That is, during the
passage of each cycle, the player leads his character,
based on his own subjective factual baggage of
knowledge and skills. A player will not be able to go
through a cycle if he lacks knowledge and experience.
So, for the successful completion of each game cycle,
the player must acquire new knowledge and skills. It
can be argued in this case that the game is becoming a
form of non-formal learning.

As a rule, for school education, developers provide
repositories from a set of short-time games that are
related to the specific tasks of certain curricula, are
developed taking into account the age psychology of
schoolchildren, do not require large technical resources
and are easily accessible. But this format of games often
does not represent the time and opportunity for the
player to independently model the situation and analyze
their mistakes. That is, the existing effect of memorizing
material that they try to convey in such a game form is
usually short-lived.

Schematically, this simple interaction between the
developer and the player through the game is displayed
on figure 3.

Gamer (User)1

Game Developer / ///// \Asamer (User)2

Gamer (User)3

Figure 3. Scheme of a simple game transfer from a
developer to users

Dynamic scenarios of computer games make it
possible to form a contour of the structure of historical
information, within the framework of which each user
can have an active influence on the solution of game
problems, correlate his presentation with the specifics of
the era of the proposed game. The scenario of a
historical computer game allows the researcher to
understand the meanings of game tasks, determine the
degree of correctness of the use of historical data, and
identify stereotypes on which game developers rely.



The task of developers of historical projects is to
create not just games based on historical events, but a
series of historical reconstructions. An equally
important component of historical play is the creation of
an atmosphere of a historical era. Similar effects are
achieved through various graphic designs and models
that display a degree of certainty of the reality of time.

In order to accomplish this task in a quality manner,
in our opinion, it is important for serious developers of
computer games with historical content to involve
professional scientific consultants in the era displayed in
the game. The scheme of such interaction is presented in
the figure 4.
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Figure 4. Scheme with a multiuser feedback and work on
errors and inaccuracies in narrative content with the
involvement of a scientific advisor

A separate problem of the perception of historical
material, on which a certain computer video game of the
corresponding genre is based, is the difference in mental
models due to the cultural divergence of players of
different nations. One of the ways to unify the
understanding of the historical canvas of the game, in
our opinion, is the availability of discussion platforms
for players with subsequent analysis and feedback from
the developers of the game.

In our opinion, it is also important that computer
video games constantly force players to develop new
game skills. And the corresponding discussion
platforms (figure 5), where each player can ask
questions of interest to him and receive answers not
only from other players, but also the professional
answers of a scientific consultant, can be a positive
social experience that creates a common environment
for targeted constructive social communication.
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Figure 5. Feedback scheme from thematic platforms and a
scientific consultant to discuss players certain aspects of
historical computer video games

To determine further areas of research within the
framework of the stated topics and obtain the first
practical results, we conducted a questionnaire by a
limited-time and territory-based online survey among
non-professional historians who play computer video
games with historical content. Its results are presented
in the figures 6-12.
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Your age

10 oTBETOB

@ to 16 years old
@ 17-19 years old
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@ over 50 years old

Figure 6. Comparison of survey data by age between
Ukrainian-speaking and English-speaking players
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Your gender

10 oTBETOB

@ Female
@® Male
@ Neutral

Figure 7. Comparison of gender survey data between
Ukrainian-speaking and English-speaking players

Aknn cnoci6 oTpuMaHHs icTopuuHoi iHdopMaLii Ans Bac € HanbinbLy NPUAHATHUM 3 TOUKW
30py 1i NOBHOrO YCBIAOMMNEHHS Ta 3aNaM'ATOByBaHHA?
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What method of obtaining historical information for you is the most acceptable in terms of
its full awareness and memorization?

10 otBETOB

@ Static view the video on the same topic
@ Reading

@ Listen audiotext

@ With controlled by you graphic material

Figure 8. Comparison of survey data on the preferred method
of obtaining historical information between Ukrainian-
speaking and English-speaking players
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cnocobis AUCTaHUIMHOTO TUMY iHPOpMyBaHHS?
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Is it possible to argue that in the modern world computer game with historical content is one
of the ways of distance-based information?

10 oTBeTOB

® ves
@ No

Figure 9. Comparison of the survey data on computer video
games with historical content, as one of the methods of remote
type of information between Ukrainian-speaking and English-

speaking players
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What attracts you most in computer video games with real historical content?
10 oTseToB

@ Immersion in the atmosphere of the
relevant historical era

@ The opportunity to feel like the leader of
the relevant historical period
@ The ability to simulate different
situations on the historical background

@ Just waste my time and for
entertainment

Figure 10. Comparison of survey data on factors of interest in
computer video games with historical content between
Ukrainian-speaking and English-speaking players
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@ Tax
@H

Did you encourage interest in computer videogames with real historical content to learn
more about the relevant period in history?

10 oTBeTOB

@ Yes
@® No

Figure 11. Comparison of the survey data on further interest
in the corresponding periods in history, which are displayed
in a computer video game with historical content between
Ukrainian-speaking and English-speaking players
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Some factual knowledge about history you got from computer games?

10 oTBETOB

@ Yes
® No

Figure 12. Comparison of the survey data on obtaining some
factual knowledge of history from a computer video game with
historical content between Ukrainian-speaking and English-
speaking players

The data from an online survey conducted using
Google forms cannot be completely satisfactory due to
the different number of Ukrainian-speaking and
English-speaking players surveyed and the relatively
small number of users surveyed in general for a
relatively short period of time. But it is informative as a
first step towards a larger study.

As we pointed out in our previous studies [16], the
features of computer strategic games can be used in
history lessons in secondary and high school, because
teenagers, as an age group, have their own
psychological characteristics of communication with a
teacher and their own psychological characteristics of
perception and assimilation of information. Often the
«dry» factual material that history books offer to
students seems uninteresting to them. Accordingly, that
which is not interesting is not remembered, and vice
versa.

Historical computer games can directly affect the
self-educational component of players. Scenarios of
historical games largely support mass historical
stereotypes, contribute to their consolidation and
distribution. At the same time, in some countries,
developers do not adhere to historical reliability, but
within political expediency, which leads to a distortion
in the perception of historical information by some
social groups of the population of these countries,
especially young people.

Conclusions.

The formation of the historical background in video
games is provided by spatial narratives. In recent years,
they are more and more amenable to adjustments in the
direction of maximally exact correspondence to socio-
economic, political, cultural, domestic, geographical,
climatic and so on elements of the chronotope game
localized by the scenario of the game. This may indicate
another qualitative transformation of video games as a
socio-technical and socio-cultural phenomenon, as well
as about the positive cultural and intellectual dynamics
of the modern “consumer society”.

The phenomenon of historical-format video games
is that since their appearance in the 70s of the 20th
century, the players are of the “first wave”, who, due to
the psychological characteristics of adolescence, when



choosing a game, the very fact of novelty and
entertainment was initially important, as they matured,
they became more demanding on the accuracy of
historical ~ correspondences, since a  detailed
reconstructed historical basis is a platform and a key
point for a diverse aspect of successful modeling of
situations by the player himself, provided his
understanding of the cause-and-effect relationships of
the occurred complex of events.

At the same time, it can be argued that such a
situational game modeling of the outcome of historical
events by the player himself is an effective indirect tool
for personal self-education, which stimulates the
development of logical and historical thinking and the
increase in the knowledge of historical factology.

Video games with the most accurate historical
content as well as “alternative” historical content can
become highly effective additional pedagogical tools for
obtaining basic and in-depth knowledge of history both
for self-education and in academic institutions.

As part of the study of academic history, whole
historical digital laboratories can be created that study
both the multivariance of history and bring “alternative
realities” into the linear real history of the development
of human civilization. But, it should be noted that the
success of using video games with historical content for
the needs of academic history is high only if the teacher
understands not only historical but also technical terms,
knows the features of developmental psychology,
knows the scenario and features of the video game
proposed for modeling, and can develop it own teaching
methods based on an interdisciplinary approach.
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Camunkasa E.M. Poiabp BHIeOMID B NHOJYYCHHHM H
pacnpocTpaHeHuH UCTOPUYECKUX 3HAHM i

Dopmuposanue uUcmopuieckozo (QoHa 6 6udeouspax
obecneuusaemcsi NPOCMPAHCMBEHHbIMU — Happamueamu. B
nocieonue 2006l OHU  6ce  Ooavule  NOOOAIOMCS
KOPPEKMUPOBKAM 8  CMOPOHY — MAKCUMAILHO — MOYHO20
COOMBEMCMBUsT COYUATLHO-IKOHOMUYECKUM, NOAUMUYECKUM,
KYJIbMYpPHbIM, ObIMOBbIM, 2€02PADUUECKUM, KIUMAMUYECKUM
u mak oanee >NeMEHMAM JIOKAIUBUPOBAHHOZO0 CYeHapuem
uepbl Xxponomonda. IOmo Modcem CeUOemeibCmeo8anms npo
OUEPeOHYI0 KAYeCMEEHHYI0 MPanHc@opmMayuio eudeousp, Kax
COYUANbHO-MEXHUYECKO20 u COYUANLHO-KYIbIMYPHOO
Genomena, a makdce NPoO NOAOACUMETLHYIO KYIbMYPHO-
UHMENNEKMYANbHYIO  OUHAMUKY COBPEMEHHO020 «obujecmea
nompebOeHusy.

Buoeouepul, xax wacme yughposoii, obpazoeamenvHoll u
PA36IeKamenvHol  UHOYCMpUU 8  YeloM, HAX00AMCA 8
COCMOAHUU NOCMOSHHOU 8bICOKOCKOPOCMHOU OUHAMUYECKOU
mpancopmayuy 8 KOHmMeKcme 2100anvHoll yugpposusayuu
8CeX ACNeKmos JHCuU3HeOessmeabHOCmU obuecmaa u 60abuou
KOHKYpeHyuu 6 001acmu guoeouzp 8 4acmHocmu.

Ha ocnose ananumuku pe3yibmamos npsamvix Onpocos,
cmamucmu4eckux u GaKxmoaosuueckux OaGHHbIX NPeonpuHIma
nonbImKa  OYeHKU UCNOIL308aHUs  GUOeoUcp KaK
uHCMpymMenma HeghopmanvHo20 obpasosanus ona
PEMPAHCAAYUU U  3AKPENIeHUs. UCMOPUYECKUX 3HAHUL OJis
PA3HbIX GO3PACHIHBIX U COYUANLHBIX 2pYRn nompebumerneil
UepoBol  MPOOYKYuu, a mMakdxHce YeiecooopasHocms — Uux
UCNONBL306AHUSA 8 KIACCUYECKOU 00pa308amenvHoll cucmeme
Ha pa3HbIX YPOGHSX.

Buodeouzpwl kax ¢ maxcumaibHo moyHbIM UCMOPUYECKUM
KOHMEHMOM, MAaK U «aIbMEPHAMUBHbIMY UCTOPUYECKUM
KOHMEeHmoM — Mo2ym cmamo 8bICOKOIPPexmusHbLM
OONOTHUMENbHBIM NeOdA202UYeCKUM UHCMPYMeHmapuem OJis
nonyueHust 6a3068bIX U YenyONeHHbIX 3HAHUL N0 UCMOPUU KAK
ona  camoobpasosanus, mMak U 6  AKAOeMUYECKUX
UHCTNUMYYUSIX.

B pamxax usyyenus axademuueckoiu ucmopuu mMozym
€030a8amucsl yenvie ucmopuieckue yugposvie rabopamopuu,
uzyuaiowue Kax MHO208APUAHMHOCIb UCMOPUY, MAK U
npugoosiyUe «AIbMEPHAMUBHbIE PEATbHOCUY 6 JIUHEUHYIO
PEANbHYI0 UCMOPUIO PA36UMUST YeN08eHeCKOU YUBUIUIAYUU.
Yenewnocms  ucnonvsoganusi  eudeoucp ¢ UCMOPUUECKUM
KOHMEHMOM Ol HYHCO aKAOeMUYECKOU UCOPUU BbICOKA
MONLKO NpU YCIOBUU, 4MO NPenooasamens pasoupaemcs He
MONLKO 8 UCMOPUHECKUX, HO U 6 MEXHUHUEeCKUX MepMUHAXx,
3Haem  OCOOEHHOCMU — GO3PACMHOU — NCUXONO2UU,  3HAEm
cyenapuil u 0coOeHHOCIU NPedNacaemMol 05t MOOEIUPOBAHUSL
sudeouspbl U Modicem  paspabamvléamv — COOCMEEHHble
MemoouKu 00yueHus, OCHOBAHHLLE HA MENCOUCYUNTUHADHOM
nooxooe.

Knrouesvle cnoea:. suoeoucpa, ceiimep, ucmopuueckas
cnpaska, pempanciayus UCmopu4ecKux gaxmos,
ucmopuueckoe MOOeIUPoBanUe, GHEUKOIbHOe —o0yueHue,
Hegopmanvhoe ob6yuenue

Canuubka O.M. Poab Bigeoirop y Ha0yTTi Ta

PO3NOBCIOAKEHHI ICTOpHYHUX 3HAHb
Dopmyeanns icmopuuno2o bekepayndy y eideoiepax
3abesneuyemvcs npocmoposuMu Happamusamu. B ocmanmi



POKU 60HU GCe Olnbule Kopezylomvcsa 8 OiK MAKCUMATbHO
MOYHOI 8I0NOBIOHOCMI COYIATLHO-EKOHOMIYHUM, NOJTMUYHUM,
KYJIbMYpHUM, ~HOOYMOBUM, — 2e02papiunum, — KIMAMUYHUM
mowjo  elemMeHmam  JOKANi308aHO20  CYEHapieM — epu
xponomony. ILle mooice cgiouumu npo uepeogy AKICHY
mpauncopmayiro  8i0eoieop, SAK  COYIATbHO-MEXHIUHO20 1§
COYianbHO-KYIbMYPHO20 (PeHOMENY, a MAKOIHC NPO NOZUMUGHY
KYbmyPHO-THMeneKmyaibHy OUHAMIKY CYy4acHo2o
«CYCNINLCMBA CNONCUBAHHAY.

Bioeoiepu, sk uwacmuna yugpogoi, oceimnvoi ma
po3eadicanvHoi  eanysell  3a2anom, nepebysaomv Y CMAami
nocmitiHoi  weuokichoi  Ounamiunoi  mpancgopmayii 6
KOHmeKcmi  2nobanvhol  didocumanizayii  6cix — acnexkmis
AHCUMMEOIATLHOCMI CYCRITLCMEA MA 8eNUKOI KOHKYPEHYIl y
cghepi gideoizop 30kpema.

Ha ocnoei ananimuxu pesynibmamis npsamux onumyeamby,
CMAamucmu4Hux ma axkmoao2iuHux Oanux 3podiena cnpooba
OYIHKU BUKOPUCMAHHSA 8i0e0ieop O pempauciayii ma
3QKpINJIeHHA  ICMOPUYHUX ~ 3HAHb  AK  IHCIPYMEHmy
HeghopmanvHoi ocgimu 015 Pi3HUX GIKOBUX | COYIANbHUX PN
cnooicusauie  igposoi npodyKkyii, a makoxc OOYLIbHICIb
BUKOpUCMAHHsA  8I0e0ieop 3  ICMOPUYHUM —KOHMEHMOM 8
KAACUYHIU OCGIMHIU cCUCmeMi Ha PI3HUX DIGHSX.

Bioeoiepu sk 3 MAKCUMANbHO MOYHUM  ICMOPUYHUM
KOHMEeHmoM, maK [ «aIbMePHAMUSHUMY  ICMOPUYHUM
KOHMeEHmMoM MOHCYmb cmamu 8UCOKOEDEKMUBHUM
000amKosum neoazoziyHuUM iHcmpymenmapiem ons
ompumanHa 0a306ux i noenubIeHUx 3HaHb 3 icmopii aK 014
Camoocsimu, max i 6 aKadeMivHux iHCMumyyisx.

B pamxax eusuenns axademiunoi icmopii moocymo
cmeopiogamucs yini icmopuuni yugposi nabopamopii, wo
suguaiomv  AK  Oazcamosapianmuicmv  icmopii, max i
NpuU368005Mb «ANbMEPHAMUBHT PeabHOCII» 8 IIHIUHY PealbHy
icmopito  po3sumky a00cbkoi  yusinizayii.  Ycniwmicmo
BUKOPUCIAHHA 8i0e0ieop 3 ICMOPUYHUM KOHMEHmMOM 0714
nompebd axademiuHoi icmopii 8ucoka MilbKu 3a YMO8U, WO
BUKIA0AY po30UpPAECMbCs He MInbKU 6 ICMOPUYHUX, a i 6
MEXHIYHUX MEPMIHAX, 3HAE 0COOAUBOCMI BIKOBOI NCUXONO02I],
3HAE  cyewapii I 0coOAUBOCMI  NPONOHOBAHOL Ol
MOOeNioganHs  ideoicpu 1 Modce po3podaAmMU  GIACHI
MEemoOUKU HABYAHMs, 3ACHOBAHI HA MINCOUCYUNTTHAPHOMY
nioxooi.

Knruoei cnoea: sioeocpa, zetivep, icmopuyna 008ioKa,
pempanciayia icmopu4Hux ¢axmis, icmopuune
MOOeN8aHHsA,  NO3AWIKITbHE — HABYAHMS,  HepOpMAalbHe
HABYAHMHS
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