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Analysis of the possibilities of gaming activities in the development
of logical thinking of primary school children

In the article, there are some questions to help teachers in primary school on effective use of didactic games
in their activity. The importance of article is in wide use of the developed system of games, occupations and
actions in pedagogical activity of teachers in primary school. This article can be interesting for teachers who
are looking for the ways to improve quality of their work, determine the most appropriate working methods to
increase the efficiency of educational process. Undoubtedly, for these teachers experience represent a certain
interest.
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Educational and training impact of game activity on child development is generally recognized and
teachers-practitioners seek to use an arsenal ‘of children’s games, which educates effectiveness, activity of
personal qualities of school students, their independence and initiative. But the analysis shows that generaliz-
ing researches on development of logical thinking of younger school students on the basis of use of game
activity is performed slightly.

The system of didactic games in pedagogy was created in 60th in connection with development of the
theory of sensory education. Her authors are known teachers and psychologists: L.A.Wenger [1], S.1.Ageeva [1],
S.V.Gerasimov [2] etc.

Recently, E.V .Karpov [3], O.M.Dyachenko [1], N.E.Veraksa’s [4, 5] scientists search go in the direc-
tion of creation of .a series of games for full development of children's intelligence which are characterized
by flexibility, initiative of thought processes, transfer of the created intellectual actions on the new contents.
Often, there are no fixed rules in such games; opposite, children are placed in front of the need to choose
ways of solving problems. Authors more often call offered games developing, instead of traditional — didactic.

Scientists indicate the need of use of didactic game in the course of training of younger school students.
According to.anumber of researchers, children deprived of joint game activity with contemporaries, grow
with low level of a self-assessment, claim and self-esteem. Therefore the teacher is faced by a task to organ-
ize work with children so that children's relationship in the course of carrying out didactic games developed
positively.

In works of the last years with regret noted that at many schools work on training of younger school
students through didactic games is carried out occasionally, game isn't considered as an educational tool and
unity of children. Thus, revealed the problem of search of optimum conditions for successful training and
education of younger school students through didactic games.

Considering relevance of a problem and its importance for mental development of children, we are set a
goal: to promote development of thinking of younger school students by means of didactic games.

There are following methods of research are used in work: analysis of psychologo-pedagogical and me-
thodical literature.
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It is accepted to distinguish two main types of didactic games: games with the fixed, open rules and
games with the hidden rules. Example of games of the first type is the majority of didactic, informative and
outdoor games here carry also developing intellectual, musical, games entertainments, attractions. To the
second type refer plot-role games. Rules in them exist implicitly.

Didactic games differ according to training contents, cognitive activity of children, game actions and
rules, the organization and relationships of children, by role of teacher.

Types of didactic games. Didactic games differ according to training contents, cognitive activity of
children, game actions and rules, the organization and relationships of children, by role of teacher. The listed
signs are inherent in all games; however, in one game distinctly act one signs, in others — others more.
There is not accurate classification in group of games by types. Often games correlate to the content of train-
ing: games on sensory perception, verbal games, games on acquaintance with the nature and others [6]:

Games with subjects (toys, natural materials, etc.) are most available to children as they are based on di-
rect perception, correspond to aspiration of the child to work with things and thus to get acquainted with
them.

Desktop printed games, also as well as games with subjects are based on the principle of presentation,
but in these games children are given not a subject, and its image. As well as the didactic toy, desktop printed
game is good only in case when she demands independent mental work.

Verbal games are most difficult; they aren't connected with direct perception ofa subject. Children have
to operate with representations in such games. These games have a great importance for development of
thinking of the child as children learn to state independent judgments, to draw conclusions and conclusions,
without relying on judgments of others, to notice logical mistakes [6]. Allocate also following types of didac-
tic games: games travel; games instructions; games assumptions; games riddles; games conversations [6].

Of course, all range of possible game techniques don't settle with the listed types of games. However in
practice are most often used the specified games, or in a «pure» look, or'in combination with other types of
games: mobile, subject and role, etc.

By the nature of cognitive activity didactic games can be referred to the following groups:

— the games demanding from children of executive activity. Using these games children carry out ac-

tions on a sample;

— the games demanding reproduction of action. They are directed on formation of computing skills and

skills of spelling;

— the games by dint of which children change examples and tasks in others, logically related with them;

— the games including elements of search and creativity.

This classification of didactic games doesn't reflect all their variety; nevertheless, it allows the teacher
to be guided in abundance of games. And also it is important to distinguish actually didactic games and the
game receptions which are using at training of children. In process of «entry» of children into activity new to
them — educational — value of didactic games as way of training decreases while game receptions are still
used by the teacher. They.are necessary for drawing attention of children, tension removal at them. The most
important consists in that game was integrally combined with serious, intense work that game didn't distract
from the doctrine,.and, on the contrary, would promote an intensification of mental work.

Structure of didactic game. Didactic game has a certain structure. The structure — is the basic elements
characterizing game as form of education and game activity at the same time. The following structural com-
ponents of didactic game are allocated: didactic task; game task; game actions; rules of the game; result
(summing up) [6].

The didactic task is defined by the purpose of training and educational influence. It is formed by the
teacher and reflects his training activity.

The game task is carried out by children. The didactic task in didactic game is realized through a game
task. It defines game actions, becomes a task of the child.

Game actions — is a game basis. As the game actions more various, as more interesting to children the
game and more successfully solved the cognitive and game problems.

Rules of the game. Their contents and orientation are caused by general problems of formation of
child’s identity, cognitive contents, game tasks and game actions. Rules contain moral requirements to chil-
dren relationships, to performance of standards of behavior by them. The rule in didactic game is set. Using
rules teacher manages the game, processes of cognitive activity, behavior of children. Rules influence on the
solution of a didactic task — imperceptibly limit actions of children, direct their attention to performance of
a specific objective of a subject.

Cepus «lMeparoruka». Ne 1(69)/2013 5



E.Gau, Zh.A.Karmanova, V.S.Prokudina

Summing up (result) — held immediately after the game. It can be counting of points; identification of
children who completed a game task better than others; determination of winner team etc. It’s necessary
noted achievements of each child, to emphasize successes of the lagging behind.

It is necessary at carrying out games to keep all structural elements as didactic problems are solved with
their help.

In a situation of didactic game, knowledge is acquired better. Didactic game and lesson can't be op-
posed. The most important — didactic task in didactic game is carried out through a game task. The didactic
task is hidden from children. The attention of the child is paid to performance of game actions, and the prob-
lem of training isn't realized by it. It also does game by a special form of game training when children most
often inadvertently acquire knowledge, abilities, skills. Relationship between children and the teacher is de-
fined not by an educational situation, and game. Children and teacher — are participants of one game. This
condition is violated — and the teacher follows the road direct training.

Functions of didactic games. Proceeding from the aforesaid, didactic game — is game only for the
child. For the adult — it is a way of training. The purpose of didactic games and game receptions of training
— is to facilitate transition to educational tasks, to make it gradual. Told allows to formulate the main func-
tions of didactic games: function of formation of steady interest to the doctrine and tension removals; func-
tion of formation of mental new growths; function of formation of actually educational activity; functions of
formation of all-educational abilities, skills of educational and independent work; function of formation of
skills of self-checking and self-assessment; function of formation of adequate relationship and development
of social roles [6].

So, didactic game — this is difficult, many-sided phenomenon. In didactic games occurs not only as-
similation of educational knowledge, skills, but also all mental processes of children, their emotional and
strong-willed sphere, abilities and abilities develop.

In expanded form pedagogical conditions of development of informative processes of the younger
school student can be presented like this: the certain content of knowledge which is giving in to ways of
judgment; finding of such receptions and means, such bright comparisons, figurative descriptions which help
to fix in consciousness and feelings of pupils the facts; definitions, concepts, conclusions; definitely organ-
ized cognitive activity, being characterized system of intellectual actions; such form of the organization of
training at which the being trained is put in a position of the researcher, the subject of the activity demanding
manifestation of the maximum intellectual activity; use of means of independent work; ability development
actively to operate with knowledge; at the solution of any informative task use of means of collective work at
a lesson, leaning on activity of the majority, translating pupils from imitation to creativity; to induce to crea-
tive works that each work, on the one hand, would stimulate pupils to the solution of collective informative
tasks, with another, would develop specific abilities of the pupil [7].

Game is the good means stimulating development of cognitive processes of pupils. She not only stirs up
mental activity of children, increases their working capacity, but also cultivates at them the best human
qualities: feeling of a collectivism and mutual assistance.

At the heart of any game technique carried out on occupations the following principles have to lie:

— relevance of a didactic material;

— collectivity;

— competitive spirit.

On the basis of the specified principles it is possible to formulate requirements to didactic games held
on.occupations:

— didactic'games have to be based on games familiar to children;

=it is impossible to impose to children game which seems useful, game — business voluntary;

— game — not a lesson;

—the emotional condition of the teacher has to correspond to that activity in which he participates.

Game can be considered carrying out the functions in case it provides [7]:

—not only assimilation by the child of concrete educational abilities, but also education at the school

student of desire to study;

— understanding by the school student of the occupations not as simple game in school, and as doc-

trines.

Competent carrying out didactic game is provided with the accurate organization of didactic games.

6 BecTHuk KaparaHamHckoro yHuBepcuteTa



Analysis of the possibilities of gaming...

First of all, the teacher has to realize and formulate the game purpose, answer questions: what skills
children will master in the course of the game, what moment of game should pay the special attention, what
educational purposes are pursued when carrying out game. Further, it is necessary to decide on quantity of
the playing.

The following important stage at the organization of didactic game is selection of didactic materials and
grants for game. In addition, it is required to plan the time parameter of game accurately.

And, at last, it is important to think over the conclusion, summing up after carrying out didactic game.

Nature of activity of pupils in game depends on its place in system of educational activity. If game is
used for an explanation of a new material, it has to be programmed practical actions of children with groups
of subjects and drawings in it.

Another condition needed in order that application of game at elementary school was effective is:a. deep
penetration of the teacher into game mechanisms. The teacher has to be the independent creator who isn't
afraid to take responsibility for distant results of the activity.

The teacher, who has mastered the principles of application of game receptions, has to show an initia-
tive. By results of psychological researches it is possible to mark out the following professionally important
qualities of the teacher concerning game activity of children: ability to observe game, to analyze it, to esti-
mate a level of development of game activity; to plan the receptions aimed at its development; to enrich im-
pressions of children for the purpose of development of their games; to pay attention of children to such im-
pressions of their life which can serve as a plot of good game; to be able to organize the game beginning;
widely to use indirect methods of the management of the game, making active:mental processes of the child,
his experience, problem game situations; to create favorable conditions for transition of game on higher
level; to be able most to join in game on the leading or supporting roles, to establish the game relations with
children; to be able to train in game by direct ways (display, explanations); to offer new roles, game situa-
tions, game actions for the purpose of game development; to teach children to discuss game and to estimate it.

Thus, the carried-out theoretical analysis showed:

1. Development of informative processes of the younger school student will be formed more effectively
under purposeful influence from the outside. The instrument of such influence is the special receptions one
of which is didactic games.

2. All of the above convinces of necessity.and opportunity of formation and development of cognitive
processes at younger school students with using didactic games.

Being excellent, the younger school age possesses deep potential opportunities of physical and spiritual
development of the child. Under the_influence of education children form two main psychological new
growths — randomness of mental processes and the internal plan of action (their performance in mind). In
the course of the doctrine children seize also receptions of any storing and reproduction thanks to which they
can state a material selectively, establish semantic connection.

Randomness of mental functions and the internal plan of action, manifestation of ability of the child to
self-organization of the activity result from difficult process of an interiorization of external organization of
behavior of the child, created originally adults, and especially teachers, during study.

As a result of the purposeful training, the thought-over system of work it is possible to achieve in initial
classes of such intellectual'development of children which does the child capable to mastering by receptions
of logical thinking by the general for different types of works and assimilation of different subjects, for use
of the acquired receptions at the solution of new tasks, for anticipation of certain natural events or the phe-
nomena.

Development of informative processes of the younger school student will be formed more effectively
under purposeful influence from the outside. The instrument of such influence is the special receptions one
of which is didactic games.

Everything higher the told convinces of need and opportunity formation and developments in younger
school students of informative processes by means of use of didactic games.
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Bacraybim MekTen OKYIIBLIAPbIHBIH JTOTMKAJIBIK OWJIAYBIH JaMbITYy1a
OBIH ic-OpeKeTiH KOJAaHy MYMKIHAIKTEpiH Tajaaay

Maxkanaza GacTaybllll MEKTEN IEJarorTapbiHbIH ©3IHIIK iC-0pEKeTTEepiHle NUAAKTUKAJIBIK OWBIHAAPIBI
KOJIZIaHy THIMZUIIri OOMBIHIIA KOMEK KepceTy Macesenepi KapacThIpbuLibl. JKYMBICTBIH MOHUIITI- OacTaybii
MEKTeIl IeJarorTapbiHblH IearoriKablK KbI3METIHAE ©HJIENTreH OWBbIHAAp JKYHeciH, cabakTapIbl KOHE
mrapanapabl KeHiHeH KOJIaHyMeH TyHinpenmi. ABropiap OumiM Oepy HpoONECiHIH THIMAUNLIH apTTHIPY
JKYMBICTaphIHJA MEHTiHIIe THIMAI OAICTEpAl capayaifl OTBHIPBHIN, ©3IHIIK JKYMBIC CalachiH JKOFAPIATy
JKOJITAPBIH/IA 13[IEHICTE KYPreH Mearortap YIiH KeI3bIKThUIAPABI aHBIKTAIl Oepi:
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AHaJIN3 BO3MOKHOCTEH MCNO0JIHL30BaAHUS HFpOBOﬁ ACATCIBHOCTH B PAa3BUTHHU
JJOTHYE€CKOIro MbIIJICHUA MJIQJIINX HNIKOJIbHUKOB

B crarse paccMOTpeHBI BOIPOCH OKa3aHMs OMOIIY TIearoraM HadajdbHOH IIKOJIBI 0 A dexTHBHOMY IpH-
MEHEHHIO JUJAKTUYECKUX UIP B UX ACATEILHOCTU. 3HAYMMOCTD CTAThU 3aKIOYEHA B IIOKA3€ HMIMPOKOrO MC-
TIOJIb30BaHMs pa3pabOTaHHOI CHCTEMBI UTp, 3aHATUH M MEpONPHATHII B paboTe Ie1aroroB Ha4aIbHON IIKO-
JbI. ABTOpaMHU MPEATIOKEHBl TyTH yIydIlIeHUs] KauecTBa PaboThI, ONpe/ieNieHbl Hanbosee ONTUMAIbHBIE Me-
TOZBI MOBBILIEHUS 3P )EKTHBHOCTH 00Pa30BaTEIBHOTO IIPOLIECCa.
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