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Mobile educational games for children are a popular means of virtual
learning, which can contribute to the development of cognitive skills in children.
One of the approaches to creating such games is the use of cognitive modeling,
which allows you to create virtual environments that correspond to the child's
cognitive processes. In this paper, we will look at different types of mobile
educational games for children, as well as the role of cognitive modeling in their
creation and its potential benefits for children's development. Examples of
mobile educational games will be provided, as well as conclusions from
previous research in this field.

OpnHuM 3 HAWOIBINT AKTyaTbHUX HANPSIMIB PO3BUTKY CYYacHOTO MITYYHOTO
IHTCJIGKTY € KOTHITUBHI  (MMi3HaBaJbHI) TEXHOJIOTIi, SIKi  BKJIIOYAIOThH
KOMIT' FOT€pHE HaBYaHHS, KOMIT FOTEPHUN 31p, PO3Mi3HABAaHHS MOBH, OOpPOOKY
IPUPOJHOMOBHUX TEKCTIB TOHIO. 3a aHANITUYHUMHU MPOTHO3aMH MPOTATOM
HaWOJIMKYIMX POKIB TaKl TEXHOJOTIi OyIyTh BUKOPUCTOBYBATHUCS MaiiyKe y BCIX
opraHizamisix 3aJjisi yTPUMaHHS CBOIX IO3MIIA Ha KOHKYPEHTHOMY PUHKY.
OaHuM 3 MONYJISIPHUX BHUIIB KOMIT IOTEPHOTO HAaBYaHHS € PO3BUBAIOYl ITPH,
ocobsmBO eexTuBH1 A5t HaB4aHHA AiTed [1]. OxHak npu 3aCTOCYBaHHS 1OTO
X0y 10 HaBYaHHS BKpail BAXKJIMBHUM CTAa€ TEOPETHUHUN 0azic, METOHOJIOTIS
3IACHEHHS HAaBYAJILHOTO TMpoIlecy, sika O BpaxoByBaJia BCl MOXJIUBI 00’ €KTH
BIUTUBY Ta BITHOCUHU MK HUMHU. TakuM TEOPETUYHUM 0a3iCOM € KOTHITHBHE
MOJICJIIOBAHHS, B SIKOMY BHJIUISIOTHCS OCHOBHI (paKTOPH BILTUBY Ha CHUTYAIIIO,
IO JTOCIIJIKY€EThCSI, Ta TPUIMHHO-HACITIAKOBI 3B'SI3KM MK HUMHU [2].

KornituBHe MomemtoBaHHs B cdepl KOMI'IOTEPHUX PO3BUBAIOYMX IrOp
JI03BOJISIE CTBOPIOBATH BIPTyalIbHI CEPEIOBUINA, SIKI BIMOBIIAIOTh KOTHITUBHUM
mpoliecaM JIMTUHH, 3a0e3Meuyoun 3pydyHy, epeKTUBHY 1 1iKaBy (GopMy HaBUaHHSI.
KpiM TOro, KOTHITUBHE MOJIEIIOBAHHS J103BOJISIE PO3POOHUKAM TIIMOIIE PO3YMITH
KOTHITUBHI MEXaH13MH, 1110 JIeKaTh B OCHOBI PO3BUTKY MHCIICHHS, MaM'sITi, yBaru
Ta 1HIIMX BaXKJIMBUX KOTHITUBHUX (YHKIIN y guTsdoMy Bimi. Takox
BUKOPHUCTaHHS KOTHITMBHOTO MOJICITIOBAHHS MOXKE JIOTIOMOTTH BiJIITOBIaTH Ha
1HIMBIyaJbHI TOTPEOU PI3HMX BIKOBUX TpyM AITEH, 3a0€3Meuyour aJalTUBHICTD
Ta TIEpCOHANI3aIli0 HaB4YaHHS. KOTHITHBHE MOJEIIOBAaHHS MOXKE OYTH BaKIIMBUM
THCTPYMEHTOM JUIS OINIHKU €(EKTHBHOCTI PO3BUBAIOYHX I1TOp, JOCTIHKCHHS iX
BIUIMBY HAa PO3BUTOK KOTHITMBHUX HAaBUYOK Ta PO3YMIHHS TIPOIIECIB, SKi
BIZIOYBAIOTHCSI B MO3KY JTIMTHHM T Yac B3a€MO/IIT 3 IIMMHU iTpaMH.
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B naniit po60Ti JOCTIKYIOTHCS MOMXKJIHBOCTI KOTHITUBHOTO MOJICTTIOBAHHS
K TeOpeTuyHoi 0a3zu Ay po3poOku abo MiABUIICHHS €()EKTHUBHOCTI PI3HUX
TUMIB KOMIT'IOTEPHUX PO3BUBAIOYUX 1rop JUId JITEH, SKI MOXYTh OyTH
OpU3HAueH1 Ui PI3HUX BIKOBUX KaTeropii Ta po3BuUBaTU pi3HI HaBuuku. Lle,
HANpUKIIAJ, Takl TUOU SK: HaBYaJbHI ITPU; PO3BUBAIOUl ITPU JIJISI MOTOPHKHU;
TBOpYl I1rpH; TOJOBOJIOMKM Ta JIOTIYHI ITpU; ITPH HA PO3BUTOK MOBJICHHS;
COLllaJIbHI ITPH; ITPU HA PO3BUTOK KPEATUBHOCTI TOIIIO.

Ha ocHOBI mpoBeneHOro aHagizy HaOUIbII BIJOMUX Ta YCHIIIHUX
IPOEKTIB 3 pO3pOOKM Ta BIPOBAIKEHHS KOMIT IOTEPHUX PO3BUBAIOYMUX I1rOp
BUSIBJICHI OCHOBHI NpPOOJIEMHM B LbOMY HAIMpPsIMKY PO3BUTKY KOTHITUBHUX
TEXHOJIOT1. BaxknmuBo oOupatu irpu, Kl BIANOBIAAIOTH BIKOBUM MOMJIHBOCTSIM
JATAHK Ta JOIOMAararoTh i pO3BUBATH Pi3HI HaBUYKH. KOrHITUBHE
MOJICJIIOBAHHS Y BUIJIII KOTHITUBHUX KapT MoOXe OyTH KOPHUCHHUM
IHCTPYMEHTOM y MOOLTBHUX PO3BHBAIOYMX Irpax JJIs JITeM Ta HagaBaTHU Taki
nepeBaru SK: PO3BUTOK KOTHITUBHUX HABUYOK; OpraHi3allis 1 CTPYKTypyBaHHS
ITPOBOTO  BMICTY; MIATPUMKA HaBYaHHS Ta PO3YMIHHS;, CTHUMYJIIOBaHHS
TBOPYOCTI Ta CAMOCTIWHOI aKTUBHOCTI; Bi3yajbHa MPUBAOJIUBICTh Ta IIKABICTh;
amantabenpHICTh Ta THYUYKICTh. KO)KHa KOTHITMBHA KapTa BCTAaHOBIIOE MIX
dbakTopaMu NPOAYKUIMHI BigHOIIEHHA (sKkmo A, To B) 1 Takum YUHOM
TpaHC(OPMYETbCA Yy NPOAYKUIAHY Oa3y 3HaHb, SIKy y MOJAIbIIOMY MOXHAa
JIOTIOBHIOBATH, PEAaryBaTH, J10/IaBaTh HOBI MpaBWja, BUBOJWTU HOBI 3HAHHA.
TakuM 4MHOM, KOTHITHBHA KapTa CTa€ MEPIIMM KPOKOM Ha MUIAXY MOOYyIOBU
MOJIeJIl PO3BHMBAIOYOi IpH sK iHTenekTyaiapbHoi Rule-Based System. Takum
YUHOM, POBECHI JOCTIPKCHHS T03BOJISIOTH 3POOUTH TaKi BUCHOBKHU:

- MOOUIBbHI pO3BHUBAIOYIl IrpH AJIs JiTeH € €(EeKTUBHUM 1HCTPYMEHTOM MJIs
HABUYAHHS Ta PO3BUTKY PI3HUX KOTHITUBHUX BMiHb, JOIUIBHO X BJOCKOHAICHHS
3a gonomoror Metomis II;

- MOOUNBbHI pO3BMBAIOYl IrpH AN JITEH MOXYThb BHUKOPUCTOBYBATU
KOTHITUBHE MOJEIIOBAHHS, IO JJ03BOJISIE CTBOPIOBATH LIKABHI Ta 3alydarouuit
ITPOBUIM JOCBiJ, CHPHUSTH PO3BUTKY PO3YMOBHX BMiHb, TakuxX SK JIOT14HE
MUCJICHHS, TIaM'sITh, yBara Ta iHIIIL;

- KOTHITUBHI KapTH B MOOUIBHUX PO3BHBAIOUMX ITPaxX MOXYTh JOMOMOITH
JITSM PO3BUBATU P13HOOIYHI KOTHITUBHI BMIiHHS, TaKi sIK MIPoOJIEMHE MUCIICHHS,
IUIaHyBaHHS, PO3B'SI3aHHS 3a]]a4, KPEaTUBHICTb;

- BaXJIMBO BPaxOBYBaTH BIKOB1 OCOOJHMBOCTI Ta 1HJAWBIAYyaJbHI MOTpeOU
JITeH Tpu BUOOPI PO3BUBAIOYUX IFOP Ta BUKOPUCTAHHI KOTHITUBHUX KapT JJIs
IXHBOT'O PO3BUTKY.
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