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Streszczenie. Artykut ten podkre$la teoretyczne aspekty modelowania zajecia
pozalekcyjne jako skuteczny sposdb rozwijania umiej¢tnosci i umiejetnosci gimnazjalistow i
uzasadnia praktycznego rozwoju silnika podczas testowania technologii poszukiwanie w
szkotach $rednich. Przedstawiono sekwencje modelowania tresci, ktora obejmuje nastepujace
kroki: badanie zainteresowan motorycznych i poznawczych miodziezy szkolnej; rozwdj fabuty,
ustawienie, chronotop i role w zadaniach; budowa i planowanie hierarchii elementow wyprawy;
tre$¢ poznawcza lekcji questow; dobor zadan motorycznych do rozwoju zdolnosei i zdolnosci
motorycznych. Ustalono, ze nastgpujace zasady powinny by¢é przestrzegane podczas
przygotowywania zadan poznawczych: zainteresowanie tre$cig dla dzieci w wieku szkolnym;
dostepnosé 1 przejrzystos¢ informacji; rozpoznawalnosé, czyli brak eklektyzmu i prymitywizmu
w prezentacji materialow informacyjnych oraz w treSci zadan. Generalnie podczas symulacji
duzego questu i zaje¢ questowych przestrzegaliSmy zasad ciekawosci dla mtodszych uczniow,
stymulujac roznorodne czynnosci motoryczne, zdolnosci motoryczne, ich zdolno$¢ do wyrazania
pozytywnych emocji oraz che¢ poswigcenia aktywnosci fizycznej znacznej iloSci zajed
pozalekcyjnych. Ustalono, ze pozytywne zastosowanie technologii poszukiwan polega na tym, ze
z powodu zainteresowania, satysfakcji emocjonalnej wzrasta zainteresowanie zlozonymi
zadaniami motorycznymi; zmniejsza si¢ niepokdj mlodszych uczniéw o wyniki wykonania
niezbednych dziatan motorycznych; symulowane trudnosci powoduja u dzieci podekscytowanie,
che¢ wykazania si¢ wszystkimi umiej¢tnosciami pokonywania przeszkod.

Stowa Kkluczowe: zdolno$ci motoryczne, miodziez szkolna, zajecia pozalekcyjne,
zabawy, technologie poszukiwan.
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Abstract. The theoretical aspects of extracurricular play activities modeling as an
effective mean of developing motor skills and abilities of primary school children and the
practical developments during the testing of quest technologies in secondary schools have been
highlighted in the research. The sequence of content modeling was presented. It provides the
following steps: study of motor and cognitive interests of primary school children; plot
development, setting, chronotope and quest roles; construction and planning of the hierarchy of
the quest’s components; cognitive content of the quest classes; selection of motor tasks for the
development of motor skills and abilities. It has been found that the certain rules should be
followed when preparing cognitive tasks, such as interest of the content for children of primary
school age; availability and clarity of information; cognition as the lack of eclecticism and
primitivism both in the presentation and in the text of tasks. In general, the rules of interests for
primary school children, stimulation a variety of motor actions and motor skills, the ability of its
performance, so as to positive emotions and the desire of devoting a significant of school time for
motor activities have been followed in the simulation of a large quest and quest classes. It has
been established that the positive application of quest technologies due to emotional satisfaction,
interest in complex motor tasks increases, while, for the results of the necessary motor actions
implementation, the anxiety of primary school children decreases. Simulated difficulties require
children's excitement, the desire to demonstrate all their abilities to overcome obstacles.

Key words: motor skills, primary school children, extracurricular activities, play
activities, quest technologies.
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AHoTalisA. Y cTaTTi BUCBITIICHO TEOPETUYHI ACMEKTH MOJIEIIIOBAHHS iIrPOBOI M03aKJIACHOT
JISUTBHOCTI  SIK PE3YJBTaTHBHOTO 3acO0y PO3BUTKY PYXOBHUX YMiHb 1 HAaBHYOK MOJIOJIINX
LIKOJISIPIB Ta OOTPYHTOBAHO MPAKTUYHI HAMPAIIOBAHHS IMiJ Yac anpoOyBaHHS KBECT-TEXHOJIOTIH
B yMOBax 3arajbHOOCBITHIX WKL [IpeicTaBieHO MOCHITOBHICTh MOJENIOBAHHS 3MICTY, SKa
nependavae Taki KPOKHM: BHBYCHHS PYXOBHX 1 Mi3HABAJIBHHX IHTEPECIB MOJOIIINX MIKOJSPIB;
pO3pO0Ka CIOKETY, CEeTHHTY, XpOHOTOIY Ta poJiell KBecTy; moOymoBa W IUIaHyBaHHs ie€papxil
CKJIQJIOBUX YacTHH KBECTY; Ii3HaBaJbHE HAIIOBHEHHS KBECTOBOTO 3aHATTS; MiAOIp PYXOBUX
3aBJlaHb IIOJI0 PO3BUTKY PYXOBUX YMiHb I HAaBMYOK. BCTaHIIOBJIEHO, IO TOTYIOYHU ITi3HABAIIBHI
3aBJAHHS MOTPIOHO AOTPUMYBAIWCH TAKHX IMPABWI iHTEpPECY 3MICTy i IiTeH MOJOIIIOTO
IIKUTBHOTO BIKY; MOCTYITHOCTI # 3po3yminocTi iH(opMarii; mi3HaBaIBHOCTI, TOOTO BiICYTHOCTI
eKJIeKTUYHOCTI Ta MPUMITHBI3MY Yy BHUKJIAZl iH(popMaIiiiHoro mMartepiaixy Ta B TEKCTI 3aBIaHb.
3arajyoM y X0Jli MOJETIOBAHHS BEJIMKOTO KBECTY i KBECTOBHX 3aHATh MU JOTPUMYBAJIHCS IPABHIT
LIKaBOCTI JJISI MOJIOAIINX IIKOJSPiB, CTHUMYIIOBAHHS PI3HOMAHITHHX PYXOBHX I, PyXOBHX
YMiHb 1 HABHYOK, MTOCHIFHOCTI 1X BUKOHAHHS 3aUIsI OTPIMAHHS TIO3UTHBHHUX €MOIIiH Ta GaskaHHS
NPUIUIATH 3HAYHY YacTKy IT03aHABUAJBHOTO Yacy pYyXOBiil akTuBHOCTI. BcraHoBieHO, mIO
TTO3UTHB 3aCTOCYBAaHHS KBECT-TEXHOJIOTIH IOIIATaE B TOMY, IO Yepe3 3alliKaBICHICTh, EMOIIiHE
3aJI0BOJICHHSI MTOCHJIFOETHCS 1HTEPEC IO CKIIAJHHUX PYXOBHUX 3aBJIaHb; 3HIKYETHCS TPUBOXKHICTH
MOJIOJIINX IIKOJSIPIB 32 pPE3yNbTaTH peajizallii HeoOXIAHWX pyXOBHX [ilf; MOIENBOBaHI
TPYAHOII BUKIAKAIOTE Yy JiTeH a3apT, OaKaHHS IMPOJEMOHCTPYBATH BCi CBOI MOXKIIMBOCTI IIOIO
TIO/IOJIaHHS TIePeIIKO/.

Karouosi cjoBa: pyxoBi yMiHHS Ta HaBHYKH, MOJOJIII IIKOIAPi, MO3AKIACHI 3aHATTS,
irpoBa MisUTBHICTD, KBECT-TEXHOJIOT1I.
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Introduction. The new Ukrainian school, which is focused on active learning,
search, creativity of primary school children, provided the time allotted for homework is
reduced, is designed to teach productive leisure, fill it with activities for diverse
development (Aksonova O. 2010, 29).

In the context of the process of reforming primary education, modern pedagogical
science faces a number of tasks of detailed study of the main ways to improve physical
culture and health work with younger students. In order not to miss and develop all the
potential opportunities inherent in each child of primary school age, it is necessary to
create in the conditions of secondary school such a physical education environment that
would meet their age interests and needs (Gritsyuk S., Kozibrotsky S. 2018, 25).

Scientific research and experimental work with younger students show a
significant potential for extracurricular play activities in the direction of educating the
desire for systematic improvement of motor skills (Maltseva O. 2013, 18).

During games, children practice motor activities without much stress, emotionally
respond to motor tasks, have fun (Tsyos A. 1994, 17). The task of the teacher is to give
the game extracurricular activities the nature of voluntary regularity. In fact, younger
students, who willingly attend these classes, become active participants in prolonged
play activities, because only such "repetition without repetition™ can ensure the
development of motor experience and the need for an active motor lifestyle (Prystupa E.
2012, 27).

The purpose of the study is to theoretically substantiate the modeling of
extracurricular play activities of primary school children in the form of quests

The task of the research is to determine the sequence of modeling the content of
quests and to substantiate practical developments during the testing of quest
technologies in the conditions of secondary schools.

Material and methods of research. The following research methods were used
to solve these problems: analysis of psychological and pedagogical literature, medical,
biological and special literature, comparison, systematization of information (to justify
the initial provisions of the study, summarizing the available data).

Results and discussion. Since the end of the twentieth century, theoretical
pedagogy and school practice have been increasingly borrowing ideas from the
computer game environment. This, in particular, is reflected in the beginning of the
development of quest technologies. It is a game that involves moving to a goal, finding a
specific object, completing complex tasks and overcoming various obstacles that create
various situations of adventure and difficulty for the participants. In fact, this form of
play is most fully consistent with the content of the concept of "extracurricular play
activities" and is able to adequately reflect its main objectives for the development of
motor skills.

The scientific and pedagogical literature offers various approaches to the
classification of quests according to various systemic and instrumentally significant
features (Sokol 1. 2014, 370).

1) by the form of conducting: computer games-quests, web-quests, media-quests,
QR-quests, nature quests (on the street, in parks), combined;

2) the term of implementation of quests can be short-term (mini-quests), designed
for classes; long-term (mega-quests), planned for the long term (semester or academic
year);

3) in the form of group (team), individual;
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4) on the subject content of monoquests (aimed at one field of knowledge,
subject), integrated (interdisciplinary) quests;

5) according to the structure of plot development, there are linear, nonlinear,
circular quests;

6) for the dominant activity of students research, information, creative,
exploratory, training, competitive;

7) by genre (plot) detective, adventure, mystical, fantastic, conspiratorial.

Mostly the quest is characterized by the mandatory presence of:

- the plot, built on a clear scheme: riddle - reasoning - solution - movement -
"dead end" - a new riddle;

- chronotope (space-time), which directly fills the plot with life, events. In the
quest it is mainly travel, movement in space of a certain duration;

- setting as a description of the circumstances, locations of the game, which are
closely related to the plot and chronotope;

- roles of quest participants (quaestors). The type of roles, the necessary actions
and qualities are actually determined by the plot, chronotope. Since quests involve travel
(and related events), their participants must first be active, resourceful, intelligent, agile.
The modern conservator is interesting, endowed with logic, intuition, the ability to
analyze.

The participants of the quest perceive this action as a game activity, because it is
endowed with an important quality inherent in the game - two-dimensionality. That is,
on the one hand, the player performs real actions related to the performance of specific
tasks, and on the other - a number of aspects of these actions are conditional. And this
gives an opportunity to distract from the real situation with its responsibility and many
didactic circumstances. Emotionally immersed in the atmosphere of the game, younger
students can perform various motor actions without stress and fatigue. In fact, it
provides a developmental effect of the game. At the same time, the game awakens
curiosity, willingness to take risks, creates trials and gives the joy of creativity. The
game takes place in a situation of interaction, interpersonal interaction and
communication, which also carry a significant positive (Maltseva O. 2013, 19).

In the practice of extracurricular play activities use a number of quests, endowed
with significant potential for the development of motor skills and abilities (Sokol 1.
2014, 372). These include:

1. Quests of a traveling, tourist direction. During their holding, the local relief is
fully used to create various natural obstacles. According to the plot and chronotope, the
area can acquire certain fantastic characteristics, convey the imaginary features of some
distant continents, countries, and so on. During such trips, getting into various
situations, performing motor tasks, children walk, run, jump, climb (trees, ropes,
ladders, etc.).

2. Health-improving quests, health courses. These types of quests are also
conducted in the wild as hiking. Fresh air, dosage of physical activity taking into
account the length of the route, pace of walking, performance while moving cognitive
environmental tasks, balanced mood contribute to the normalization of psycho-
emotional activity of the child's body, increase physical endurance and activity.

3. Quests of paramilitary, reconnaissance nature are based on the interest of
children of primary school age to events that are based on the plot of confrontation, the
desire to win, to avoid danger. Situations that arise in the course of imitation of
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reconnaissance actions, military strategy and tactics, create conditions for the
manifestation of motor creativity, agility, the spirit of chivalry.

4. Adventure, extreme quests. This type of game includes games based on
competition and unexpected tests. For example, a team search for treasure, during which
you need to find a hidden object. Or games that mimic natural disasters, dangerous
places, catastrophes, force majeure, etc., in which you need to show ingenuity,
ingenuity, motor skills.

5. Quests-pursuit. One of the most popular games among junior high school
students are pursuit quests. In the simplest form, they consist in the fact that one team,
leaving earlier to achieve the goal, seeks not to be overtaken by the next, the second
team, following the traces left by it (marks, arrows, marks). To accomplish the task,
quaestors must show ingenuity, ingenuity, motor speed, agility.

6. Quests-searches. One of the modern ways to conduct this type of game is
geocaching with the use of GPS. The basic idea is that some players prepare a cache, use
GPS to determine its geographical coordinates and report them on the Internet. Other
players use these coordinates and their GPS receivers to find the cache. Therefore, the
creation and search for hiding places become an active cognitive and motor process.
Players can move on foot, on bicycles, on rollers. Hideouts with original and difficult
(for example, multi-step) search tasks, interesting cognitive riddles are encouraged.

Thus, to experimentally test the possibilities of extracurricular play activities in
the development of motor skills and abilities of junior high school students, we used the
ideas of quest approaches to the organization of extracurricular activities.

The focus on quests, rather than on moving games in their classic form, is due to a
number of characteristics that largely distinguish between both types of gaming
activities. Based on the analysis of quests and moving games, the common and different
qualities inherent in both phenomena have been identified.

The analysis showed that both phenomena have many positive qualities for the
physical education of primary school children. In particular, for our study of particular
value is the ability to create a variety of situations for the use of motor skills, the
manifestation of relevance. In the game activity of both types there is a large space for
the choice of various ways to overcome the difficulties and obstacles that arise on the
way to achieving goals, solving motor problems, conditional modeling of life situations.

At the same time, the quests are endowed with greater opportunities for the
implementation of didactic tasks for the development of motor skills.

First, it concerns the presence of a much more complex than in the motor game,
the plot, which has a certain sequence, tension against the background of intellectual
tasks, culmination, game shell in the form of a description of circumstances, time, space
and role with a certain entourage. Such a plotted game action evokes a fuller sharpness
of feelings and aspirations. It reminds children of computer games with "wanderers",
confrontation.

Secondly, the division into teams puts children in a situation of rivalry, the desire
to fully discover their motor abilities. On the other hand, team interaction is able to
instill in younger students the traits of camaraderie, mutual assistance, shared leadership.

Third, quests create much more space for creative use of motor skills. Pupils also
find themselves in such circumstances when they have to invent motor tests for rivals
themselves. Rules are created during the game as a necessity to ensure the safety of
participants.
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Fourth, the quest, according to its structure, involves long-term activities to
achieve goals. It is perceived holistically as a step-by-step, systematized and logically
conditioned advancement to the performance of the set game tasks.

Fifth, the simultaneous unanimous movement of all players along the route causes
a significant motor density of the quest session. They almost always perform the same
tasks at the same time, without pauses in observation, as provided by relay games.

Sixth, a significant spatial range, activates players to move, move quickly. The
quaestors, knowing that another team is moving nearby, are able to hastily cover
considerable distances.

All the described features require their consideration in the development and
conduct of quests. Modeling of extracurricular play activities in the form of quests and
the implementation of their tasks is quite a multifaceted process, which involves three
main areas of work.

We specify the first two areas related to the design of the inner essence and
external manifestation of quest sessions.

The content modeling sequence involves the following steps:

- study of motor and cognitive interests of junior schoolchildren;

- development of the plot, setting, chronotope and roles of the quest;

- construction and planning of the hierarchy of components of the quest;

- cognitive content of the quest lesson;

- selection of motor tasks for the development of motor skills and abilities.

Since the organization of extracurricular activities is based on the principle of
voluntary participation of students, it must first take into account their interests.
Analysis of motor preferences showed their differentiated manifestation. There is little
interest in such vital motor activities as jumping, walking, climbing. This is due to the
fact that children of primary school age mostly like such motor actions, which are
endowed with expressiveness, competitiveness, emotionality, comfort, originality,
creativity. To give such characteristics to unpopular motor actions is able to play
activities, which play, as noted, the most important role in motor preferences. That is
why the quest classes provide tasks for the use of a wide range of motor actions, vital
motor skills and abilities.

The results of the questionnaire clearly reflect the desire of primary school
students to successfully form a new social status for them "schoolboy", responsibility for
success in educational activities. They feel the urge to perform intellectual tasks, enjoy
logic board games, grow up, and spend more and more time reading books and
electronic texts.

In the course of research of cognitive interests, which are able to serve as a
semantic basis for quests, a high level of interest of junior schoolchildren in the history
and nature of Ukraine was revealed. The students' own interest in natural phenomena
and historical events is the basis for the construction of quest plots. The actual study and
analysis of cognitive and motor interests of junior high school students led to the
development of the plot, setting, chronotope and roles of the quest.

To prolong the quest for the whole school year, a game shell (setting) was
invented, which provided for a long action in the form of travel. Children should
perceive it as a big quest (mega-quest) - an interactive, virtual competitive journey
through the planet Earth called "Great World Travel” (*Mega world travel” ("MWT")).
The big quest consisted of seven stages-rounds, each of which meant a trip to a separate

56 © Knowledge, Education, Law, Management



ISSN 2353-8406 Knowledge, Education, Law, Management 2020 Ne 2 (30)

continent and lasted a month. The key part of the mega-quest and tours were thematic
quest classes, each of which had its own plot and chronotope. Mostly classes were
developed in such areas as nature, history, culture, folklore, traditions, sports, physical
education. When creating the plot and chronotope took into account the age
characteristics of younger students, the availability and clarity of information. The main
role played by the players (and which they mastered the plot) - are skilled travelers in
the modern and past world, as well as the role of active participants in adventures in the
circumstances and situations that were offered in the created game environment. The
chronotope of the journey created the need for constant movement and performance of
motor tasks.

The general idea in the form of finally formed semantic ideas - a plot, a setting, a
chronotope and roles further acquired more objective embodiment. Based on it, a
thematic calendar plan of the big quest as an extracurricular game activity on the theme
of the "Great World Journey" was designed. This plan provides for the dates of quest
tours, taking into account seasonal changes and conditions; topics and content of each
quest lesson; form, a kind of quest, the basis of the lesson.

After such design work, the direct development of summaries of quest classes
began, samples of which are given in the second section of the guidelines. The most
important moments in the preparation of such abstracts are the creation of a set of
intellectual and motor tasks that are directly related to the topics and types of quests.

Cognitive tasks involved a number of tasks. They provided a long script-plot
chain of the game, which ran through the whole big quest in general and quest classes in
particular; created in children a sense of setting and chronotope; allowed to reproduce
and remember the received information; mentally strained the younger students, thus
creating barriers (obstacles, difficulties) that underlie any quest; at the same time
provided pauses for rest after intense physical activity.

When preparing cognitive tasks, we followed the following rules:

—Interest of content for children of primary school age;

- availability and clarity of information;

-Cognitive, ie the lack of eclecticism and primitivism in the presentation of
information material and in the text of tasks.

Since the latter approach required a certain intellectual effort in younger students
and time, the quest lesson introduced an element of a standardized mechanism for
presenting and performing cognitive tasks. For this purpose, throughout the great quest,
the children were accompanied by the cartoon character Umka, who asked them
reasonable questions by correspondence. All tasks ended with a number of cells (like a
crossword puzzle) that actually told the children the number of letters that made up the
word, and in some cases suggested a hint (photo). If the guess was difficult for students,
they were given the right to name the letters in turn.

Motor tasks have a special place in the preparation of quests. After all, they
accumulate all the main didactic opportunities for the implementation of the tasks set for
extracurricular activities for the development of motor skills and abilities of primary
school children. They are able to:

- to develop spatial and temporal orientation during motor actions (muscle
sensations, proprioceptics, various analyzers), to train the eye gauge, musculoskeletal
assessment of size and distance;

- to form the ability to quickly, impromptu to perform a new (based on existing or

© Knowledge, Education, Law, Management 57



ISSN 2353-8406 Knowledge, Education, Law, Management 2020 Ne 2 (30)

modified motor skills) appropriate action in response to unexpected circumstances
(extrapolation and motor variability);

- to develop ingenuity (manifestation of stability and stability in non-standard
situations, as well as finding a way to achieve the best results), creativity, ingenuity,
initiative in performing motor tasks;

- to develop accuracy and rationality in the performance of motor tasks, "sense of
rhythm" for cyclic locomotion;

- to develop the speed of motor reactions and decision-making, anticipation in
appropriate motor situations.

- to increase the functionality of various body systems, endurance in the
implementation of motor activity;

- to expand and enrich the motor experience, to teach to intellectually comprehend
and design the necessary motor actions, skills and to assess the level of their
performance;

- to consolidate the motor knowledge, skills and abilities acquired during physical
education lessons; to create an environment favorable for motor activity of junior
schoolchildren;

- to teach group (team) interaction and coordination of motor actions of game
participants, mutual assistance in performing motor tasks, to distribute leadership;

- to help younger students to overcome their inner psychological experiences and
barriers, complexes, tensions.

When selecting motor tasks, we focused on the following approaches:

1. Constantly use the basic vital motor skills at each quest lesson.

2. Modify the basic motor skills and abilities acquired in physical education
lessons.

3. Involve all team members at the same time or the maximum number of them.

4. Create unusual and vital motor situations in tune with the plot of the quest.

5. Simple tasks to complete so that children can understand from the first time
what is required of them.

6. Provide some "freedom" in the performance of movements and motor actions.

In general, motor tasks with minimal repetition and inversion should create for
younger students such circumstances in which the maximum relevance to the
application of established motor skills and abilities.

Similar to the cognitive tasks of the game, the motor tasks were given letters from
Mowgli, another character in the cartoon, who is known for his dexterity, courage and
justice. They were offered in two varieties:

- methods of movement, which contained requirements for the implementation of
locomotor acts (running, walking, jumping, climbing). Preferably, methods of moving
from one location to another were indicated;

- test methods, which provided for a certain confrontation between the
representatives of the teams in the performance of motor actions (throwing, climbing,
maintaining balance, etc.).

To a large extent, the simulation of a quest lesson depends on the type of quest
that underlies the lesson. In fact, it is the core that fully reflects the entire drama of the
plot, which is strung cognitive and motor tasks and maintains interest in extracurricular
activities.

For quest classes, we developed the following types of quests, which were named
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according to the method of movement and the nature of motor and game activities:

1. Linear and spiral, multi-stage quests. Linear quests are based on direct
movement of teams (separately) from one location to another according to certain marks
on the ground, trees. At the same time, the teams perform similar cognitive and motor
tasks and strive to reach the finish line as soon as possible. Spiral quests are similar in
construction to linear ones, only they have not a direct but a circular movement. That's
why teams sometimes cross paths. Linear and spiral quests usually end with certain joint
actions of the participants of both teams.

2. Competitive, duel (duel), test quests. At the heart of these quests are
competitions in performing test methods that await teams in specific locations. The team
that wins the match gets the right to perform a cognitive task, the guess of which serves
as a bonus in the final match. The quest ends with the celebration of the winners.

3. Search, wandering, catching up quests with elements of trials, competitions,
fights. The peculiarity of the quests of this group is that children are given the right to
create motor tasks, situations, etc. in accordance with the stated theme. And such
improvisation often creates unpredictable circumstances, reminiscent of spontaneous
children’s play. Search, catch-up quests involve a situation in which one team escapes
and the other catches up with it. Runaways need to find a way for those who catch up, to
invent trials for them. Usually, a quest of this kind ends with a confrontation between
both teams.

Conclusions. Thus, the analysis of literature sources showed a significant
scientific interest in play as a means, method, method of implementing the tasks of
physical education of primary school children in extracurricular activities and a
significant assessment of its role in the development of motor skills. Motor activity of
game character and the positive emotions caused by it strengthen physiological
processes in an organism and improve work of all its bodies and systems. Also
effectively affect the development of mental processes, mobilize the will, perseverance
in performing various motor tasks. The value of games lies in the fact that the acquired
qualities, skills, abilities are repeated and improved in new, rapidly changing conditions.
The application of quest technologies in the development of motor skills has significant
prospects. Their positive is that due to interest, emotional satisfaction, increased interest
in complex motor tasks; the anxiety of junior schoolchildren for the results of the
implementation of the necessary motor actions is reduced; simulated difficulties cause
children to have excitement, the desire to demonstrate all their abilities to overcome
obstacles.

The sequence of content modeling involves the following steps: the study of
motor and cognitive interests of junior high school students; plot development, setting,
chronotope and quest roles; construction and planning of the hierarchy of components of
the quest; cognitive content of the quest lesson; selection of motor tasks for the
development of motor skills and abilities.

When preparing cognitive tasks, the following rules must be followed: the interest
of the content for children of primary school age; availability and clarity of information;
recognizability, ie the lack of eclecticism and primitivism in the presentation of
information material and in the text of tasks.

In general, during the simulation of a large quest and quest classes, we followed
the rules of curiosity for younger students, stimulating a variety of motor actions, motor
skills, their ability to perform positive emotions and the desire to devote a significant
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amount of extracurricular activities to physical activity.
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MOJEJIOBAHHS ITO3AKJIACHOI ITPOBOI AISIJIBHOCTI JITEN
MOJIOAIIOIO MIKIJIBHOTI'O BIKY Y ®OPMI KBECTIB

Beryn. HoBa ykpaincheka mkona, sika Opi€HTOBaHA Ha aKTHBHE HaBYaHHS, TOIIYK,
TBOPYICTH JITEH MOJOIIIOTO MKUIBHOTO BIKY, 32 YMOBH CKOPOUYEHHS Yacy BiIBEICHOTO
Ha BUKOHAaHHS JOMAIHIX 3aBJaHb, MOKIMKAaHA HABYUTH MPOAYKTHBHO IPOBOIUTH
JTO3BU/UISI, HAIIOBHIOBATH HOTO 3aHATTAMHU IS Pi3HOOIYHOTO PO3BUTKY (Axcvorosa O.
2010, 29).

Y KkoHTekcTi mporecy pedopMyBaHHS IIOYATKOBOI OCBITH Tiepen CydacHOIO
TeIarOT1YHOI0 HAYKOIO MTOCTa€ HMU3KA 3aBJaHb JAETAIFHOTO BUBYEHHS OCHOBHHX CITOCOOIB
YIOCKOHANEHHS (Pi3KyIbTYPHO-03I0pOBUYO0i POOOTH 3 MoJoAmuMu mmkoispamu. o6 He
VIYCTHTH ¥ PO3BMHYTH BCi 3aKia/ieHi B KOXKHIH JUTHUHI MOJOAIIOTO IMIKUTFHOTO BIKY
MTOTEHIIIHI MOXJIMBOCTI, TIOTPIOHO CTBOPUTH B YMOBAX 3arajJbHOOCBITHBOI IIKOJIM TakKe
(hI3KyIBTYpHO-BHXOBHE CEpElOBHINE, SIKE O BIAMOBiMAIO0 IXHIM BIKOBHM iHTEpecaMm Ta
norpedam (1 puyrox C., Koziopoywvkuii C. 2018, 25).

HayxoBi mocmimkeHHs 1 mpoBeneHa eKCIepUMEHTalbHa PoOO0Ta 3 MOJOAIIUMH
MIKOJISIPaMU TTOKa3YIOTh 3HAYHHNA IMOTEHITia TT03aKIaCHOI irpOBOI MiSIIFHOCTI B HAIPsMI
BHXOBAaHHA TParHeHb 10 CHCTEMATHYHOTO BIOCKOHAJIEHHS PYyXOBHX YMiHb 1 HABHYOK
(Manvyesa O. 2013, 18).

[lig wac irop miTH BIPABISIFOTBCA B PYXOBil MisIbHOCTI 6€3 0OCOOIWBOTO
HaInpy)XeHHsS, EeMOI[IfHO pearyloTh Ha BUKOHAHHA PYXOBUX 3aBJaHb, OTPUMYIOTh
3amooneHHs (Llpock A. 1994, 17). 3aBmanHs mienarora mojisrae B TOMY, 100 HaJgaTH
ITPOBHM TII03aKJIACHUM 3aHATTSAM XapakTepy JOOpPOBLIBHOI cucTeMaTHYHOCTi. BracHe,
o0 MONOII IIKOMSIpi, caMi OXO4Ye BINBIAYBalM Ii 3aHATTS, CTAIH AKTHBHUMHU
y4aCHHKaMH MPOJOHTOBAaHOI iIrpOBOi AISTIBHOCTI, OCKUIBKH JIMIIE TaKe «IIOBTOPEHHS 03
MOBTOPEHHS» 3/1aTHE 3a0e3MeYnTH PO3BUTOK PYXOBOrO JAOCBiLy Ta mmOTpedu [0
AKTHUBHOT'O PyXOBOTro0 criocody xutts (Ilpucmyna €. 2012, 27).

Meta AOCHiIKEHHSI — TEOPETUYHO OOTPYHTYBATH MOJCIIOBAHHA I03aKJIACHOT
IrpoBOi JisTBHOCTI AiTEH MOJIOALIOrO WIKUIBHOTO BiKy y hOpMi KBECTiB
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3aBaaHHsl MOCTIIKEHHS] — BHU3HAYMTH IIOCITIJOBHICTE MOJAECTIOBAHHS 3MICTY
KBECTIB Ta OOIPYHTYBAaTH MPAaKTU4HI HANpaIlOBaHHS IiJ 4ac amnpoOyBaHHS KBECT-
TEXHOJIOT1H B YMOBaX 3arajJbHOOCBITHIX IITKLJI.

Marepian Ta MeToau AOCHiTKeHHAA. [ po3B’s3aHHS 3a3HAYCHUX 3aBlIAHBb
BUKOPHUCTaHO TaKi METOAM JIOCHTI/DKEHHS: aHaNi3 IICHUXOJIOrO-TIEAaroriuHol JITepaTypH,
MEHUKO-010JIOrYHOT Ta CHelianbHOI JTiTepaTypH, MOPIiBHIHHS, cUcTeMaTH3alia iHpopmarii
(o1t apryMeHTYBaHHSI BUXIHUX [TONOXKEHb AOCHTIPKEHHS, Y3aralbHEHHS HAsBHUX JaHUX).

Pesyabratn Ta ix odroBopenHsi. [lounHatoun 3 kiHms XX CT., TeopeTHYHa
MeIarorika Ta MIKUIbHA MPaKTHKAa BCE aKTHBHIIIEC 3all03MYYIOTH i7el 3 KOMIT IOTEpPHO-
irpoBoro cepejosuiia. lle, 30kpema, BioOpakeHO B 3arovaTKyBaHHI po3pO0OK KBECT-
texHonorii. Le rpa, 1o nependadae pyx 10 METH, TOIIYK TEBHOTO 00’ €KTa, BUKOHAHHS
CKJIaJIHMX 3aBJIaHb 1 TOZOJIAHHS PI3HUX TEPEIIKOJ, SKi CTBOPIOIOTH JJIA yJaCHHUKIB
pi3HOMaHITHI cuTyanii mpurox i TpyaHouriB. BracHe taka ¢opma rpu skHaloOBHilE
BIJINIOBIJIA€ 3MICTY TOHATTS «I103aKJacHa irpoBa MiSUIBHICTE» 1 CIIPOMOYKHA aJICKBATHO
BiJJoOpakaTH ii OCHOBHI 3aBJaHHS M0/I0 PO3BUTKY PYXOBUX YMiHb 1 HABUYOK.

Y  HayKOBO-TIEJAroriuHiil JiTepaTypi MNPOMOHYIOTH YCUISKI MiAXOAH JIO
knacudikamii KBeCTiB 3a pI3HUMH CHUCTEMHHMH ¥ 1HCTPyMEHTaJbHO-3HAYMMHUMHU
o3aakamu (Cokon 1. 2014, 370).

1) 3a Qopmor0 TpOBEIEHHS: KOMIT' IOTEpHI Irpu-KBECTH, BEO-KBECTH, Mejlia-
kBecTH, QR-KBecTH, KBECTH Ha MPUPOII (Ha BYJHIT, Y TApPKax ), KOMOIHOBaHI;

2) 3a TepMiHOM peasi3alii KBECTH MOXYTh OYTH KOPOTKOCTPOKOBHMH (MiHi-
KBECTH), pO3paxOBaHUMH Ha  3aHATTSA,  JOBTOCTPOKOBHMH  (Mera-KBECTH),
3aITAaHOBAaHUMH Ha TPUBAIAN TEPMiH (ceMecTp abo HaBYAIBHHUH PiK);

3) 3a dopmoro pobOTH IpyITIoBi (KOMaHIHI), IHANBITyaIbHI;

4) 3a mpeaMeTHMM 3MICTOM MOHOKBECTH (CIpPSMOBaHI Ha OHY Taly3b 3HaHb,
HaBYAJILHUH IIPEIMET), IHTErpOBaHi (MDKIIPEIMETH1) KBECTH;

5) 3a CTPYKTYpOIO PO3BHTKY CIOKETIB PO3PI3HAIOTH JiHIMHI, HEMIHIWHI, KiTbIEBI
KBECTH;

6) 3a JIOMIHYIOYOK [isUTBHICTIO Y4YHIB JOCTimHi, iH(OpMaIiiiiHi, TBOpUI,
TIOITYKOBI, TPEHYBaNIbHI, 3MaraibHi;

7) 3a aHpoM (CIO)KETOM) JETEKTHUBHI, MPUTOAHUIIBKI, MICTHYHI, (paHTACTHYHI,
KOHCITIpOJIOTI9HI.

[lepeBaxkHO 1T KBECTy XapaKTepHa 000B’SI3KOBa HASIBHICTH:

— CHOXKETy, MoOyTIOBAHOTO 32 YiTKOIO CXEMOIO: 3arajika — MipKyBaHHS — PO3rajika
— PYX — «TYIIHK» — HOBA 3araJka;

— XpOHOTOITYy (4YacorpocTopy), Mo Oe3nocepeHbO HATIOBHIOE CIOXKET JKUTTSIM,
MOoAISIMU. Y KBECTi 11 TepeBaKHO MTOJO0POXKi, EPEMILLIEHHS B IIPOCTOP1 IIEBHOI TPUBAJIOCTI;

— CETHHTY SIK OMHCY OOCTaBWH, JIOKAaIlid TPH, SAKi TICHO TOB’S3aHi 3 CIOXKETOM 1
XPOHOTOIIOM;

— poneil yyacHHKIB KBecTy (kBecTopiB). Tum ponei, HeoOXimHi nii Ta SKOCTI
(aKTHYHO 3yYMOBJIEHI CIOKETOM, XpOHOTOMOM. OCKIIbKM KBECTH HependavyaroTh
noopoxi (i CHOpimHEeHi 3 HUMHU MOJii), TO iXHI y4acCHMKM HacaMiepel MOBHUHHI OyTu
AKTUBHMMH, BHHAXIIJIMBUMH, PO3YMHUMH, CIpUTHUMH. CydacHHH KBECTOp LiKaBHil,
HaJIEHUH JIOTIKO0, IHTYIIi€0, 3MATHICTIO IO aHATI3Y.

VY4acHUKHM KBECTy CIIPUHMAIOTh 1€ IiIICTBO SIK iIrpOBY HisUTbHICTH, OCKIJIBKH BOHO
HaJIiJIeHe BaXJIMBOO SIKICTIO, BIACTUBOIO I'Pi, — ABOMIaHOBICcTIO. T0OTO, 3 OHOTO OOKY,
rpaBellb BUKOHYE peajibHi [Iii, MOB’s3aHi 3 BHUKOHAHHAM KOHKPETHUX 3aBjaHb, a 3
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IHIIOTO — HHU3Ka acleKTiB IMX [iii Mae yMOBHHMU XapakTep. | me gae MOXIUBICTBH
BIJIBOJIIKTUCS Bijl pealibHOI CUTYyaIllii 3 1l BiNMOBiManbHICTIO 1 OaraThMa UAaKTHYHHUMU
obcraBruHamu. EMOLiiHO 3aHYpIOIOYMCH B aTMOc(epy T'pH, MOJOAMI IIKOIAPi MOXKYTh
BUKOHYBaTH pi3HI pyxoBi mii ©0e3 Hampyru Tta BTOMH. BracHe me 3abesmnedye
po3BuBanbHUN edekT rpu. OmHoyacHO rpa MpoOyKYe MiKaBiCTh, TOTOBHICTH JIO
PHU3UKY, CTBOpIOE BHIpoOyBaHHS W Japye pazicTe TBopuocTi. I'pa BimOyBaeTbesi B
cUTyalii iHTepakiii, Mb>KOcOOMCTICHOI B3aeMomii 1 KOMyHiKalii, SIKi TaKOX HECYTh Y
co0i 3HauHMi no3utuB (Manvyesa O. 2013, 19).

VY mpakTulli mo3akiacHoi irpoBOi AisUTBHOCTI BUKOPHCTOBYIOTH HH3KY KBECTIB,
HAJUICHUX 3HAYHUM TOTEHI[IaIOM JUIS PO3BUTKY PYXOBUX yMiHb i HaBu4oK (Cokon I
2014, 372). e 30kpema:

1. KBect MaH/ApIBHOTO, TYpUCTUYHOrO Hampsmy. [lin yac iX mpoBemeHHs, s
CTBOPEHHSI PI3HOMAHITHUX TPHPOJHUX TEPEIIKO MOBHOK MipOI0 BHKOPUCTOBYIOTH
MicieBUi penbed. 3a CIOKETOM 1 XPOHOTONOM MICHEBICTh MOKe HaOyBaTH IMEBHHX
(haHTACTUYHUX XapaKTEPUCTHK, TMEpelaBaTH ysSIBHI OCOOIMBOCTI SKHXOCHh JAJIeKHX
MaTepuKiB, KpaiH i1 T. iH. [lix yac Takux NOAOpOXKEH, MOTPAIISIFOUYM B Pi3HOMaHITHI
CHUTYallil, BAKOHYIOUYH ITOCTaBJICHI PyXOBi 3aBJIaHHS, JiTH XOMIATh, OIrat0Th, CTPUOAIOTH,
nazsaTh (1Mo AepeBax, MOTYy3Kax, ApaOuHaX TOIIO).

2. KBectu 0310poBUOro xapakrepy, TepeHKypu. Lli pi3HOBHIM KBECTIiB TaKOX
MPOBOAATh Y TPUPOJHUX YMOBaxX SIK Il mporyinsHkd. CBiKe MOBITPs, JTO3YBaHHS
(hi3MYHOrO HaBaHTAXEHHS 3 ypaxyBaHHSAM MPOTHKHOCTI MapIIpyTy, TEMIT XOAbOH,
BUKOHAHHS ITiJT Yac MEePECYBaHHS IMi3HABAILHUX CKOJIOTIYHHMX 3aBJIaHb, YPIBHOBAKCHUI
HACTpiil CHPUAIOTH HOPMAJIi3aIlil IMCUXOEMOIIHHOI MisITBHOCTI TUTSYOTO OpraHi3My,
MIBUIIECHHIO (DI3MTHOI BUTPUBAJIOCTI i aKTHBHOCTI.

3. KBecTr BOEHI30BaHOTO, PO3BIAYBAILHOTO XapaKTepy IPYHTYIOTHCS Ha iHTEpeci
IiTed MOJOIIIOTO IIKIIBHOTO BIKY MO TOMiH, SIKI MamOTh y CBOIH OCHOBI CIOXKET
MPOTUCTOSIHHS, TIParHeHHs 1O TepeMOrd, yHUKHEHHs HeOesmeku. Curyamii, o
BHHUKAIOTh Yy XOZi iMiTalii po3BimyBambHUX JMdild, BIHCHKOBOI cTpaTerii ¥ TaKTHKH,
CTBOPIOIOTH YMOBH JJIS IPOSIBY PYXOBOI TBOPYOCTI, CIPUTHOCTI, IyXY JINLIAPCTBA.

4. KBecTr HpUTOIHUIBKOIO, €KCTPEMaIbHOro Xapakrepy. [lo mporo pisHOBUAY
HaJeXaTh irpH, MoOymIoBaHI Ha 3acajax 3MarajJbHOCTI Ta HECTHOJiBaHUX BHIIPOOYBaHb.
Hampuxitan, momnryk komannaMu ckapOiB, i 9ac sIKOro MOTPiOHO 3HAWTH MPUXOBAHHHA
00’ekT. ADO IrpH, IO IMITYIOTh MPUPOMIHI KaTAKII3MH, HEOE3MeuHi Miciisa, KaTacTpodu,
(dbopc-MmaxkopHi 0OCTaBUHM # T. iH., Y SKHX TMOTPiOHO TPOSIBUTH BHUHAXIIUIMBICTH,
KMITJIMBICTh, PYXOBY CIIPUTHICTb.

5. Ksectu-tiepecmigyBanas. OqHAMEI 3 HAUTIOMYJSIPHIIINX irOop cepe MOJOIIINX
LIKOJISIPIB € KBECTU HA MepeciifyBaHHs. Y HaWOpocTiuIii ¢opMi BOHH HOJATAIOTH Y TOMY,
10 OJHAa KOMaH/a, BUHIIOBIIM paHille JJisl JOCATHEHHS IOCTABIEHOI METH, MparHe, moo
ii He Ha3goOrHajia HacTylHa, Opyra KOMaH[a, 3a 3aJUIIEHUMH HEIO CIiJamMu-MiTKaMH
(ctpimkamu, BigmiTkamu). 11100 BUKOHATH TOCTaBIIEHI 3aBIaHHS, KBECTOPH ITOBHHHI
BUSBISITA KMITIIUBICTh, BHHAXIUIUBICTh, PyXOBY IMIBUKICTh, CIIPUTHICTb.

6. Kectu-nomryku. OHUM i3 Cy4acHUX CIIOCOOIB MPOBENEHHS LIOIO BUAY irop €
reokemnHr i3 3actocyBaHHs M GPS. OcHoBHa inmest monsirae B TOMy, LIO OZAHI I'paBIi
TOTYIOTb CXOBaHKY, 13 Jonomoroio GPS BusHauaioth ii reorpadiuHi KoopauHaTtu i
MOBIJOMIIAIOTE NP0 HUX B IHTepHeri. [HII rpaBli BUKOPUCTOBYIOTH 1Ii KOOPIMHATH Ta
cBoi GPS-mpuiimaui g momyky cxoBaHKH. ToMmy CTBOpEeHHS M MOIIYK CXOBaHOK
MEPETBOPIOIOTHCSI B aKTUBHMIM Mi3HABAJIBHUM 1 pyxoBuil mpouec. ['paBui MOXyTb
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nepecyBaTHCs MIIIKK, Ha BEJOCUIEAaX, HA PONMKax. 3a0XOUyIOTbCS CXOBaHKU 3
OpPWUTiHABHUMH Ta BaXKUMH (HAOpUKiIal, 0araTOKPOKOBHMH)  IOIIYKOBHUMHU
3aBJIaHHAMH, [[IKABUMH Mi3HABATLHUMH 3araJKaMH.

TakuM YWHOM Uil €KCIIEPUMEHTAIILHOI MEPEBIPKH MOXIMBOCTEH TO3aKIacHOL
IrpOBOI MiSUTBHOCTI B PO3BUTKY PYXOBHX YMiHb i HABHYOK MOJOAIIMX HIKOJISIPIB HAMHU
BHKOPHCTAHO iiel KBECT-IIJIXOIIB 10 OpraHi3allii mo3aypouHux 3aHsITh.

3ocepeKeHHsl HA KBECTaX, a HE Ha PYXJIMBUX irpax y iX KJIaCHYHOMY IpPOSBI,
O00YMOBJICHO HHU3KOK XapaKTePHUX OCOOIMBOCTEH, SIKI 3HAYHOK MIPOK0 BIJPI3HSIOTH
obuaBa pi3HOBUAM irpoBoi HisuibHOCTi. Ha OCHOBI aHalizy KBECTiB 1 PYXJIMBHUX irop
BHM3HAUYEHO CIIUIbHI i BIZIMIHHI SKOCTI, IPUTAMaHHI 000M SBUIIAM.

Amnamiz 3acBimumMB, 10 00WIBa (PEHOMEHHM MAaKOTh 0araTo MO3UTUBHUX IS
(Gi3MYHOrO0 BUXOBAaHHS MOJIOJIINX MIKOJSIPIB CHOPIMHEHUX sKocTed. 30Kpema, Juis
HAIIIOr0 JIOCII/DKEHHST OCOOJMBY IIHHICTH MAa€ 3JIaTHICTh CTBOPIOBATH PI3HOMAHITHI
cUTyalii A7 BUKOPHCTaHHS PyXOBUX YMiHb 1 HaBHYOK, MpPOSIBY pEIeBaHTHOCTI. B
ITpOBii MisSUTBHOCTI 000X BH/IIB MPUCYTHIN BEMMKHH ITPOCTIp JUIsi BUOOPY PI3HOMaHITHUX
CIOCO0IB TIOIOJIAHHS TPY/THOIIIB Ta TIEPEIOH, 0 BUHUKAIOTh HA IUIAXY JI0 BAKOHAHHS
MOCTABJICHHUX IIJIeH, PO3B’sI3aHHS PyXOBUX MPOOJIEM, YMOBHE MOJICITIOBAHHS KUTTEBUX
CHUTYaIliH.

BoaHouac kBecTH HaalIeHI OUIBIIMMH  MOXJIMBOCTAMHU Ui peajizaril
JHJIAKTHYHAX 3aBJIaHb II0/I0 PO3BUTKY PYXOBHX YMiHb 1 HABHUOK.

[To-mrepiie, 1€ CTOCYEThCS HASBHOCTI 3HAYHO CKJIAAHINIOTO, HK y PYXOBIH Tpi,
CIOXKETy, SKHM Ma€ TIeBHY IIOCTIIOBHICTh, HANpPYyKEHICTh Ha (OHI BUKOHAHHS
IHTENEKTyallbHUX 3aBIaHb, KyJIbMIHAIIIIO, IpOBY OOOJIOHKY y BUTJISIII OMMHCY OOCTaBHH,
00yMOBJICHUH Yac, MPOCTIp 1 POl 3 MEBHUM aHTypaXkeM. Take CIKETHOO()OpMIICHE
ITpOBE AICTBO BUKJIMKAE OUTHII MTOBHY TOCTPOTY BIMUYTTIB Ta MparHeHb. BoHO Haramgye
TITSIM KOMTIT FOTePHI irpH 3 «OITyKaJIKaMm», IIPOTHOOPCTBOM.

[lo-gpyre, momim Ha KOMaHIM CTAaBUTHb MiT€ll y CHTYallil0o CYIEpPHHIITBA,
MparHeHHs IIOBHOI0 MIPOI0 BHSBHUTH CBOi PYXOBI MOXJIHMBOCTI. 3 I1HIIOTO OOKY,
KOMaH/JHa IHTEPaKIlisl CIPOMOXHA BHUXOBYBATH B MOJIOANINX IIKOISIPIB PHCH
TOBapUCHKOCTI, B3aEMOOIIOMOTH, PO3/IICHOTO JIiAepCTBA.

[lo-Tpere, KBeCcTH CTBOPIOIOTH 3HAYHO OUTBIIMKA TPOCTIp [UISI TBOPYOTO
BUKOPHUCTAaHHS PYXOBHX yMiHb i HaBUYOK. [IIKomsipi moTparuisifoTh i B Taki 0OCTaBUHM,
KOJIM TIOBMHHI CaMi BWTaJyBaTH PYXOBi BUIPOOYBaHHS s cymepHHKiB. [lpaBuia
CTBOPIOIOTHCS B XO/Ii iITPOBUX il K HEOOXiMTHICTH 3a0€3MedeHHs O0e3MeKH YIaCHHKIB.

[To-geTBepre, KBECT, BIMOBITHO CBOET CTPYKTYPH, Iepeadadae TpUBATY JisUTbHICTD
moAo peamizamii mineid. BiH cripuitMaeTses MUTICHO, SIK TIOETaHe, CHCTEMaTH30BaHe i
JIOriYHO 00YMOBJIEHE POCYBAHHS /10 BUKOHAHHS IOCTABJIECHUX iIrPOBUX 3aBJaHb.

[lo-m’siTe, ogHOYacHe OJHOCTAaHE MEPEMILIEHHS BCIX TIPaBLiB 32 MapLIPyTOM
3YMOBIIIOE€ 3HAa4yHy PYyXOBY LIUIBHICTh KBECTOBOTO 3aHATTA. Maibke 3aBXIM BOHHU
BHUKOHYIOTH OJTHAKOBI 3aBIAaHHS B OJIMH 1 TOH caMuil 4yac, 0e3 may3 CHOCTEPEXKEHHS, SIK
1e mepenadaveHo ectadeTHUMH irpaMu.

[lo-mocre, 3HA4YHMII TPOCTOPOBHI Jiama3oH, aKTUBI3ye TIpaBLiB 110 PYXY,
LIBUJIKOTO TepeMimieHHs. KBecTopu, 3HaI0uM, IO MOPAL PYXaeThCs iHIIA KOMaHIA,
37JaTHI CIIIIHO JOJATH 3HAYHI Biggal.

VYci onucani 0co0IMBOCTI BUMAraroTh iX ypaxyBaHHS B po3poOLi i MpoBedeHHi
KBecTiB. MoeNoBaHHs 03aKJIacHOI iIrpoBOi AISIIBHOCTI Y ()OpMi KBECTIB Ta peajizawis
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iXHIX 3aBIaHb AOBOMI OaraTorpaHHHMH IMpOIEC, IO Nepeadadyac TPU OCHOBHI HAIMPSIMHU
poboru.

Konkpernsyemo nABa mepini HampsAMH, OIO0 CTOCYIOTBCS POCKTYBAaHHS
BHYTHIIIHBOI CYTHOCTI Ta 30BHIITHBOT'O MPOSIBY KBECTOBUX 3aHSTh.

[NocmigoBHICTE MOMEMIOBAHHS 3MICTY Tiepe0oayae Taki KpOKHU:

— BHBYCHHS PYXOBHUX 1 Mi3HABAJILHUX IHTEPECIB MOJOALINX IIKOJISIPIB;

— PpO3po0OKa CIOXKETY, CETHHTY, XPOHOTOITY Ta poJiel KBECTY;

— moOynoBa i maHyBaHHS i€papXii CKJIQJI0BUX YaCTHH KBECTY;

— Mi3HABaJbHE HATIOBHEHHS KBECTOBOTO 3aHSITTS;

— miabip pyXOBHX 3aBAaHb 100 PO3BUTKY PYXOBUX YMiHb 1 HABUYOK.

OckinmbKu ~ OpraHizailisi MO3aKJIacHOI pPOOOTH IPYHTYETbCS Ha TPHHIMII
JOOpOBIIBHOT y4yacTi B Hill MIKOJIAPIB, TO BOHA HacaMIepe]] MOBHHHA BPaxoBYBaTH iXHi
iHTepecH. AHaii3 pyXOBHX YHOAO00AaHb 3acBiquuB iX audepeHniioBaHUN TPOSB.
He3Hnaunuii iHTEpeC BUSBIISETHCS JI0 TAKHUX JKUTTEBO HEOOXIAHHMX PYXOBUX i, 5K
CTpUOKH, X01b0a, ja3inHs. [le MOSCHI0EThCA THUM, IO JITSM MOJIOAIIONO IIKITBHOIO
BiKy TMEpEeBaXHO MOJ00AIOThCS TakKi PyXoBi [ii, sKi HaJIeHI EeKCIPECHUBHICTIO,
3MarajbHICTIO, EeMOTHBHICTIO, KOM()OPTHICTIO, OPHTIHANBHICTIO, KpeaTuBHIcTIO. HamaTu
TaKi XapaKTePUCTUKH HEMOMYJIIPHUM PYXOBHM JIisIM CITPOMOKHA irpoBa JisSTIbHICTB, SIKa
BiJlirpae, sIK 3a3HA4ajocs, HABaroMilry pojib y PyXOBHX ymojo0aHHsX. CaMme TOMYy y
KBECTOBUX 3aHATTAX IepenbavyeHo 3aBjaHHs s BUKOPHCTAHHS ITHPOKOTO Jiara3oHy
PYXOBUX JiH, KUTTEBOHEOXITHUX PYXOBUX YMIHb 1 HABHYOK.

VY pesynbpTaTax aHKETyBaHHS YIiTKO BiJOOpa)KeHO MparHEHHS YYHIB ITOYaTKOBHX
KJIaciB JI0 YCIIIIHOTO CTAHOBJIEHHS HOBOTO JJISI HUX COLIAJIBHOTO CTAaTyCy «IIKOJSIpay,
BiITOBIMAIBHOCTI 3a YCIIXH B HaBUYAJIBHINA MisIIBHOCTI. BOHM BimdyBaroTh TOTAT 0
BUKOHAHHS 1HTEJIEKTYaJIbHUX 3aBJaHb, 3aXOIJIFOIOTHCS JIOTIYUHUMY HACTUIBHUMMU IrpaMH,
JOPOCIIMIAI0OYH, yce OUTbIe Yacy IPUIUIIIOTh YATAHHIO KHUAT W €IIEKTPOHHUX TEKCTIB.

VY xomi mochmimKeHHs Mi3HAaBaJlbHUX IHTEPECiB, SKi 3[aTHI CIYTyBaTH 3MICTOBOIO
OCHOBOIO JIJISI KBECTIB, BUSIBIICHO BUCOKUM PIBEHH 3aIIKABIICHOCTI MOJIOAIINX ITKOJISPIB
icTopi€ro ¥ mpupomoro Ykpainu. BiacHe 3aIiikaBiIeHHs MIKOJSIPIB SBUIAMU ITPHUPOIH Ta
MOMISIMU  ICTOpii TOKIIaleH0 HaMH B OCHOBY ITOOYIOBH CIOKETiB KBecTiB. BmacHe
BHBYCHHS Ta aHAI3 Mi3HABAJIBHUX 1 pyXOBHX IHTEPECIB MOJOIIINX IIKOJIAPIB 3yMOBHITU
PO3pOOKY CIOXKETY, CETHHTY, XPOHOTOITY Ta POJICH KBECTY.

[Io6 mpomoHryBaTH KBECT Ha yBECh HABYAJIBHUI PIK, MPHIyMAaHO TaKy IrpOBY
000JIOHKY (CeTHHT), sika Tepeadavana TpuBajie MicTBO y ¢opmi momopoxi. itk i
MOBMHHI CHpPUIIMAaTH SK BENHKHHA KBECT (Mera-KBeCT) — IHTEPaKTHBHY, BIpTyalbHY
3MarajibHy MaHpPIBKY TUIAHETORO 3eMIIs i1 Ha3Bow «Benwrka cBiToBa mogopox» («Mega
world travel» (MWT)). Benukuii KBecT CKiIazaBcs i3 CEMH €TarliB-TypiB, KOJKEH 13 SKHUX
O3HayaB IIOJIOPOX OKPEMHM KOHTHHEHTOM 1 TpHBaB Micsib. KIlOuoBOIO JaHKOIO
3IIACHEHHS] MEra-KBEeCTy i TypiB CTaJld TEMaTHYHI KBECT-3aHSATTS, KOXKHE 3 SIKHX MaJo
CBIll CIOKeT Ta XpoHOTom. [lepeBakHO 3aHATTS PO3POOIISUIM 32 TAKUMHU 3MICTOBUMH
HampsMaMH SIK TPUPOJIA, iCTOPist, KyJabTypa, (DOIBKIOp, Tpaauilii, criopT, (Qi3KyIbpTypa.
IIpu cTBOpeHHI CIOKETy ¥ XpPOHOTONY BPAaxOBYBAIM BIKOBI OCOOJMBOCTI MOJOIIIMX
LIKOJISIPIB, AOCTYMHICTH 1 3p03yMimicTh iHQopmaii. ['onoBHa ponb, y sKiil BUCTymaiu
rpasui (i IKy BOHHM 32 CIOKETOM OIIAaHOBYBAJIM), — 1I€ BIIPaBHI MaHJPIBHUKU B Cy4YaCHOMY
Ta MHHYJOMY CBiTi, a TaKOXX POJi aKTHBHUX YYaCHHKIB NPHUrOf Y THX OOCTaBHHAxX i
CHUTYaLisIX, SIKI IPONOHYBAJIKCA B YMOBaX CTBOPEHOIO iIrpOBOI0 CEPEAOBHILA. XPOHOTOII
MOJJOPO’Ki CTBOPIOBAB MOTPEOY MOCTIHHOTO PyXy i BUKOHAHHS PyXOBHX 3aBJIaHb.
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3aranpHUA 3alyM y BUTIISA1 OCTATOYHO C(POPMOBAHUX 3MICTOBUX 1716l — CIOXKETY,
CETUHTY, XpPOHOTOMY Ta poied nani HaOyBaB OibLI MpeAMETHOro BTileHHs. Ha ioro
OCHOBI MTPOEKTYBABCSI TEMATUYHUH KaJICHIAPHUH TIaH MPOBEACHHS BETMKOTO KBECTY SIK
MO3aKJIACHOI iIrpOBOI AiSUIBHOCTI Ha TeMy «Benuka cBiToBa momopox». Y 1pOMYy IUIaHi
nependaueHo TEPMiHM MTPOBENCHHS KBECT-TYPIB 3 YpaxyBaHHIM CE30HHUX 3MiH i YMOB;
TEMaTUKy Ta 3MICTOBE CIIPSIMYBAHHS KOXKHOTO KBECTOBOTO 3aHATTS, (GOpMY, Pi3HOBH]
KBECTY, MIOKJIAJICHOT'O B OCHOBY 3aHSITTSL.

[Ticns Takoi MpoeKTyBaJbHOI POOOTH po3MOYMHANACT Oe3mocepenHs po3poOka
KOHCIIEKTIB KBECTOBUX 3aHSTh, 3pa3KH SKUX HABEIACHO B JPYroMY PO3AiSi METOAMYHHUX
pexoMeH aaniii. HaliBaxmBiln MOMEHTH IMiJTOTOBKM TaKHUX KOHCIIEKTIB — CTBOPEHHS
KOMITJIEKCY 1HTENEKTYaIbHUX 1 PYXOBHX 3aBJIaHb, SIKi HAIPSAMY TTOB’s3aHi 3 TEMaTHKOIO
i pi3HOBHJIaMH KBECTOBHX 3aHSTb.

[lizHaBanbHi 3aBmaHHS mepeadadald BUKOHAHHS HU3KH 3aBJaHb. BoHH
3a0e3nevyBaiy TPUBAIUH CclieHapHO-()a0yIbHUI JAHIIOT I'PH, IO MPOJIATaB Yepe3 YBech
BEJIMKAN KBECT 3arajioM i KBECTOBI 3aHATTS 30KpEMa; CTBOPIOBAIM B JITEH BUIIYTTS
CETHHTY Ta XPOHOTOITY; JIaBajii 3MOTY BIIITBOPIOBATH W 3amaM’STOBYBATH OTPHUMaHY
iH(OpMAIiIo; PO3yMOBO HANPYXKYBaJIH MOJOJIINX IIKOJSIPIB, CTBOPIOIOYN THM CaMHM
Oap’epu (TEpemKoH, TPYIHOIII), SIKi JISKaTh B OCHOBI OYb-SIKOTO KBECTY; OJIHOYACHO
3a0e3nevyBaiy nay3u Jisi IEePEoYrHKY Ticisl iHTEeHCUBHOI PyXOBOT JiSUTBHOCTI.

loTyroun mizHaBalbHI 3aBJJAHHST MU JJOTPUMYBAJIHMCh TAKUX MTPABUIL:

—IHTepeCy 3MICTY I TS MOJIOMIIIOro MKIIBHOTO BiKY;

—IOCTYITHOCTI ¥ 3p03yMiJIoCTi iH(OpMaAIlii;

—Ii3HaBaJbHOCTI, TOOTO BIICYTHOCTI €KJICKTHYHOCTI Ta HPUMITHBI3MY Yy BHKJIal
iH(dopMaIIiitHoro MaTepianxy Ta B TEKCTi 3aBIaHb.

OCKUTbKM OCTaHHIN MiAXi BUMaraB IEBHOTO IHTEIEKTYaJIbHOTO HAIMPYKCHHS B
MOJIOAIIMX IIKOJSIPIB 1 BHUTpAaT wYacy, Yy KBECTOBI 3aHATTSI BHECEHO EIEMEHT
CTAH/IapPTH30BAHOIO MEXaHI3My IPEICTABICHHS Ta BUKOHAHHS Mi3HABAIBHHUX 3aBJAaHb.
3a11s IBOrO MPOTSTOM YCHOTO BEIHKOIO KBECTY IiTell CYNpOBOIKYBAB IEPCOHAK
MyIsTOLUIBMY YMKa, KOTpUi ciocoOOM JIMCTYBaHHS CTaBHUB 1M PO3YMHI 3almUTaHHS. Y Ci
3aBJaHHS 3aKiHUYyBaJIMCS TEBHOIO KUTBKICTIO KIITHHOK (Ha 3pa3oK KPOCBOPAY), SKi
(haKTUYHO MigKa3yBaMH MITAM YHCIO OYKB, 13 SKHX CKJIAHANlOCS CIIOBO, Y JESKHAX
BHITaJIKaX MpPOMOHyBanacs mifakaska (pororpadis). SAxmro Biaragka Oyna CKIaaHOO IS
IIKOJISIPIB, TO IM HA/IaBaJIOCS MPaBO HA3UBATH ITOYEPTOBO JIITEPH.

PyxoBi 3aBmaHHS TOCiHAafOTh OCOONIMBE MiCIle B MIATOTOBI{I KBECTOBHX 3aHSITh.
AmKe B HHX aKyMYJNIOIOThCS BCl OCHOBHI ITUAAKTHYHI MOXKIWBOCTI JUIS pealizamii
MOCTaBJICHUX TIepell ITO03aKJIACHOK IrPOBOI0 MiSUTBHICTIO 3aBlIaHb IOMO PO3BHUTKY
PYXOBUX yMiHb 1 HABUYOK MOJIOAMIMX IIKOJsIpiB. Came BOHU 31aTHi:

— pPO3BHBATH IPOCTOPOBO-YACOBE OPIEHTYBAHHS IiJ YaC BHKOHAHHS PYXOBUX
It (M’SI30BUX BIIYYTTIB, TPOMPIOPEIENTUKH, PI3HUX aHAII3aTOPiB), TPEHYBATH OKOMIp,
M’SI30BO-CYTJIOOHY OIIIHKY PO3MIpiB 1 Biaalti;

— ¢opMyBaTH 3MaTHICTH MIBUAKO, EKCIIPOMTOM BUKOHATH HOBY (Ha 0a3i HasBHUX
91 MOAM(]IKOBaAaHMX PYXOBUX HABUYOK) BiNOBIAHY [Iif0 y BiANOBiAb Ha HEOUIKYBaHO
BHUHHKII 00CTaBUHM (EKCTPAIOJISLis i pyXoBa BapiaTHBHICTB);

— PO3BMBATH BUHAXIUIMBICTH (MPOSB CTIMKOCTI Ta CTaOLIBHOCTI Y HECTAaHIAPTHUX
CHUTYaLlisIX, @ TAKOX IOLIYK CIOCO0Y JOMOTTHCS HalKpalluX pe3yjbTaTiB), TBOPUICTH,
BUHAX1JUIUBICTh, iHILIATUBHICTh Y BUKOHAHHI PYXOBHX 3aBAAHb;
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— pO3BHMBAaTH TOYHICTH 1 pAaliOHAJBHICTG y BHKOHAHHI PYXOBHX 3aBJaHb,
«MOYYTTS PUTMY» JUTS HUKITIYHUX JTOKOMOLIIH;

— PO3BHBATH MIBUAKICTh PYXOBHX PEaKUiil i IPUHHATTS pillieHb, aHTUIHIALIIO Y
BIJMIOBIIHUX PYXOBHX CHUTYAIisIX.

— MiABHMINYBaTH (YHKIIOHANBbHI MOXJIHMBOCTI pI3HUX CHCTEM Opraiamy,
BUTPUBANICTH Y 3iHICHEHHI PyXOBOi AisITBHOCT;

— posmHMpIOBaTH W 30aradyBaTd PYyXOBUH JOCBiJ, HABYATH IHTENCKTyaJbHO
OCMHCIIIOBATH Ta MPOEKTYBATH HEOOXiJHI PyXOBi [ii, HABUYKH U OILIHIOBAaTH PiBEHb IX
BHUKOHAHHS;

— 3aKpimnoBaTy HaOyTi Mij] 4ac YpokiB (Qi3KyIbTypH pyXOBi 3HAHHS, YMiHHSI Ta
HABUYKH;CTBOPIOBATH CEPE/IOBHIIE, CIPHUATIMBE JIsi PYXOBOI AKTUBHOCTI MOJIOJIINX
HIKOJISIPIB;

— HaBYaTH TPyNoBOi (KOMaHJHOI) B3a€MOIi Ta Y3TOJDKEHHS PYXOBHX il
YYaCHUKIB TpH, B3a€EMOJONOMOTH Yy BHKOHAHHI pPYXOBUX 3aBllaHb, PO3MOAUISITH
JIACPCTRO;

— JIONOMaraTtd MOJIOAIIMM IIKOJSIpaM JIOJIATH CBOI BHYTPINIHI TICHXOJIOTIYHI
TepeKUBaHHS 1 0ap’e€py, KOMILIEKCH, HAITPYKECHHS.

[Mixbuparoun pyxoBi 3aBJIaHHS MH OpPIEHTYBaJHCS HA TaKi ITiIXOJH:

1. TlocTilHO Ha KOXXHOMY KBECT-3aHSTTI MAaKCHMAaJIbHO BHUKOPHUCTOBYBATH
OCHOBHI )KUTTEBO HEOOX1IHI PyXOB1 BMiHHS i HABUYKH.

2. MoaudikyBaTH OCHOBHI PyXOBi yMIiHHS 1 HaBMYKH, HaOyTi Ha ypoKax
(hi3MYHOI KYJIBTYpPH.

3. 3ayyyaTd 10 BHKOHAHHS 3aBJaHb YCIX YYaCHHKIB KOMaHI OJHOYAaCHO abo
MaKCUMAaJIbHY iX KUTBKICTb.

4. CrBOproBaTH HE3BUYHI i JKATTEBI PYyXOBI CHUTYIIii, CITIB3BYYHI 3 CHO’KETOM
KBECTY.

5. Heckmanmui momo BWKOHAHHS 3aBAaHHS, a0W JIiTH 3 TEPIIOTO pasy MOTIIA
3pO3YMITH, IIIO BiJl HIX BUMAra€eThCsl.

6. HamaBaTu neBHY «CBOOOY» Y BUKOHAHHI PYXIiB 1 pyXOBUX JiH.

3arajoM pyxoBi 3aBIaHHA 32 YMOB MiHIMaJbHOI TOBTOPIOBAHOCTI Ta iHBepCii
MTOBUHHI CTBOPIOBATH JJISI MOJIOMIINX IIKOJISAPIB Taki 0OCTaBUHU, Y SKUX MaKCHMAaIbHO
BHSIBIIIETHCSI PENICBAHTHICTH IIMOJO0 3aCTOCYBaHHS C(HOPMOBAHHX PYXOBHUX YMIHB 1
HaBUYOK.

[lonmibHO MO Ti3HaBaJ bHHUX 3aBIaHb IFPOBOrO XapakKTepy PYXOBHM 3aBJaHHSIM
HaJaBalld JIMCTH Bim Mayrii, e OJHOrO TMEepCOHaXa MYyIbTQLIBMY, SIKUH BiIOMHA
CBOEIO CIIPUTHICTIO, CMIMBICTIO Ta CHpaBeUIMBICTIO. BOHM TpOMOHYBamuCh y IBOX
pi3HOBHIAX:

— crnoco0ax TnepecyBaHHS, SIKi MICTHIM BUMOTU 10 3iHCHEHHS JOKOMOTOPHHX
aktiB  (0iry, xompOu, CTpuOKiB, una3iHHsA). llepeBaxkHO BKa3yBalIHMCh CIOCOOU
TIepEMIIIIeHHS BiJl OJHI€ET TOKAIii /10 1HTIIOf;

— cmocobax  BUNpoOOyBaHHS, MO Tependadand IEBHE MPOTHOOPCTBO
MPEACTaBHUKIB KOMaHJl Y BUKOHAHHI PyXOBHX Iiil (MeTaHHs, mepeni3aHHs, yTpUMaHHS
piBHOBar# ToIo).

3HAaYHOIO MIPOI0 MOJENIIOBaHHSI KBECTOBOI'O 3aHSTTS 3aJICKUTH BiJ Pi3HOBUAY
KBECTY, MOKJIaIeHOrO B OCHOBY 3aHSATTA. BiacHe BiH € TUM CTpHIKHEM, SIKUH HOBHOIO
MipoIo BiztoOpakae BCIO ApaMaTyprilo CIOXKETy, Ha KOTPUH HAHU3YIOTHCS Mi3HABaJIbHI Ta
PYXOBi 3aBAaHHS Ta MIATPUMYETHCS IHTEpEC 1O MO3aKIACHOI irpoBO1 JisUIBHOCT.
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Jst KBECTOBUX 3aHATh MU PO3POOJISUTU Taki pi3HOBUIM KBECTIB, SIKI Ha3BaJM 3a
CrocoOoM IepecyBaHHs i XapaKTepOM PyXOBOi i irpoBoi MisTBHOCTI:

1. JliniliHuMU Ta cripajdbHUMH, OaraToeTaliHUMK KBecTaMu. B OCHOBY JiHIHHUX
KBECTIB IMOKJIAJICHE IIPsSIME TIEPEMIIlICHHsT KOMaH[ (0CiIOHO) Bijl OJHIET JIOKAIT 10 iHIIOT
3a TICBHMMHU [O3HAYKaMHM Ha 3emii, JepeBax. [Ipu mboMy KOMaHOM BHKOHYIOTH
aHAJIOT1YHI Mi3HABANBHI Ta PYXOBi 3aBJaHHS W MParHyTh SKOMOTa IIBUALIE MPUUATH 10
¢inimy. CripanbHi KBeCcTH OAIOHI 3a MOOYJ0BOIO JI0 JTIHIHHKX, JIMILE MAIOTh HE MPsIME,
a KoioBe mnepemimeHHs. Came TOMy KOMaH/IW iHOJI MePeciKaloThCsl HA CBOEMY HIISXY.
3aBepIyroThCsi M JIHIHHUA Ta CHipaJibHUN KBECTH, 3a3BUYail, NMEBHUMH CIIUIBHHUMHU
JUSIMM YYaCHUKIB 000X KOMaHI,

2. 3MarajbpbHUMHU, TIOEJUHKOBUMH (JIyelIbHUMH), BUTIPOOYBaJIbHUMH KBECTaMH. Y
LEHTP] IUX KBECTIB 3HAXOISATHCS 3MaraHHs y BUKOHaHHI crioco0iB BUIIPOOYBaHHS, SIKi
OYIKYyIOTh KOMaH/IM Y BU3HAUYEHMX JoKalisix. Komanna, sika mepemarae B IpoTHOOPCTBI,
OTPUMY€ MpPaBO Ha BUKOHAHHS Mi3HABAJIBGHOI'O 3aBJaHHS, Bi[raJka SIKOTO CIIYI'ye
OOHYCOM Yy 3aBEpIIAIbHOMY HOEAMHKY. 3aKIHUYEThCS KBECT BlI3HAYEHHSIM TIEPEMOKIIIB.

3. TlomykoBumMH, OJyKalbHUMH, HAa3JOTAHSJIBHUMH KBECTAMU 3 €llEeMEHTaMH
BUITPOOYBaHHSsI, 3MaranHs, MOeANHKIB. OCcOONMBICTh KBECTIB IIi€T TPYITH MOJISTAE B TOMY,
10 JITSM HaJaHO MPaBO CAMHUM TBOPHTU PYXOBI 3aBJIaHHS, CUTYAIlil TOIIO BiJMOBIAHO
70 3asBJeHOi TeMaTukd. | Taka iMIpoBi3allifHICTh YacTO CTBOPIOE HelependadyBaHi
00CTaBWHM, Harajgye CIIOHTAaHHY JAWUTA4y Tpy. [lONIyKOBi, Ha3JOTaHsUIbHI KBECTH
nepeadavaroTh CUTYALIII0 Y K OfjHa KOMaH/ia BTIKae, a iHIIa ii Ha3goraHse. YTikadyaM
HNOTPIOHO O3HAYUTH LUIAX UL TUX, XTO HA3JOraHse€, BUrajatd iM BHUIPOOYBaHHS.
3a3BHUaii, KBECT IbOI'0 PI3HOBUY 3aBEPIIYETHCS IMPOTHOOPCTBOM 000X KOMaH/I.

BucnoBku. OTxe, aHami3 JTepaTypHUX DKEPEN 3aCBITUMB 3HAYHUN HAYKOBUH
iHTEepec 10 IrpoBOi MISUTBHOCTI SK 3aco0y, crmocoOy, MeTomy peaiizarii 3aBIaHb
(hi3MYHOTO BUXOBaHHS MOJOAIINX IIKOJSPIB y TT03aHABYANBHUI Yac 1 BArOMy OIIHKY ii
poni y pPO3BHUTKY B HUX PYXOBHX YMiHb Ta HaBHYOK. PyXoBa MisSUTBHICTH ITPOBOTO
Xapaktepy i BUKIMKaHI HEIO MO3WTHBHI €MOIlii MOCHIIOITH (Di3i0NOTiYHI MpoIecH B
OpTaHi3Mi Ta MOKPAIIyITh pOOOTY BCIiX HOro opraHiB i cucteM. Takox pe3yabTaTHBHO
BILTUBAIOTH HA PO3BUTOK ICHXIYHUX MPOIECIB, MOOUTI3YIOTh BOJIO, HAIOJETJIMBICTD Y
BHKOHAHHI PI3HOMaHITHUX PyXOBHUX 3aBAaHb. LIiHHICTH irop momsrae ¥ y ToMy, IIO
HaOyTi SKOCTi, YMiHHS, HaBHYKH TIOBTOPIOIOTHCS Ta YAOCKOHAIIOIOTHECS B HOBUX,
IIBUAKO3MIHHAX YMOBaX. 3aCTOCYBaHHSI KBECT-TEXHOJIOTIH Y PO3BUTKY PyXOBHX YMIHb i
HABMYOK MAa€ 3HAYHI TIEPCTIEKTMBU. IX TIO3UTMB IIONATaE€ B TOMY, IO 4Yepe3
3aIliKaBJIEHICTh, EMOIliHE 33JI0BOJICHHS ITOCHITIOETHCS 1HTEPEC A0 CKIATHUX PYXOBHUX
3aB/IaHb; 3HIKYETHCS TPHUBOXKHICTH MOIIOMIIMX IIKOJSPIB 3a PE3yAbTaTH peaizaiii
HEOOXiTHUX PyXOBHX iif; MOAETHOBaHI TPYAHOII BUKIMKAIOTh y JIiTeH a3apT, OaKaHHS
MIPOIEMOHCTPYBATH BC1 CBOI MOXKIIMBOCTI 11010 MTOJIOTAHHS EPELIKO/.

[TocnigoBHICTH MOZEMIOBAHHS 3MICTY ITepe0adae Taki KPOKA: BUBUEHHS PYXOBHX
i Ti3HaBaJbHHUX IHTEPECIB MOIOANIMX WIKOJSPIB, pO3poOKa CIOKETY, CETHHTY,
XPOHOTOIlY Ta pojied KBecTy; MmoOyJdoBa i IUIaHYBaHHS i€papxil CKIaJOBUX YacTUH
KBECTY; Mi3HaBaJIbHE HAIIOBHEHHS KBECTOBOI'O 3aHATTS; MiIOip PyXOBUX 3aBJaHb OO
PO3BUTKY PYXOBHX YMiHb 1 HABUUOK.

lotyroun mi3HaBanbHi 3aBIaHHA MOTPIOHO JOTPUMYBAIMCHh TAKUX MPaBHIL:
iHTEepecy 3MiCTy Ui IiTeld MOJOALIOrO MIKUIBHOTO BiKy; TOCTYHHOCTI  3po3ymisocTi
iH(opMalii; mi3HaBaJbHOCTI, TOOTO BiJCYTHOCTI EKJIIEKTUYHOCTI Ta MPUMITHBI3MY Y
BHKJIa/1i iHPOpMaLifHOr0 MaTepialy Ta B TEKCTi 3aB/aHb.
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3aranom y XOHi MOJCIIIOBAHHS BCJIHMKOI'O KBECTY M KBECTOBHX 3aHATb MU

JOTPUMYBAJIMCSA TpPaBUJ WIKABOCTI Ui MOJIOALIMX IIKOJSPIB, CTUMYJIIOBAHHS
PI3HOMaHITHUX PYXOBHX Jid, PyXOBHUX yMiHb 1 HaBHYOK, ITOCHUJIBHOCTI X BUKOHAHHS
3ayii OTPUMAaHHS TO3UTHBHUX €MOLId Ta OaxaHHA TNPHUAUIATH 3HAYHY YaCTKy
M03aHaBYAIIBHOTO Yacy PYXOBii aKTUBHOCTI.
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