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PEANIbHBIU U BUPTYAJIbHbBIN MUPBI CIIUBAIOTCS

3,32 mnpp Bonee TpeTn HaceneHus 282 mnpp OpfHa U3 cambix

NMnJ1aHeTbl akKTUBHO UT'paeT ObicTpOpacT nXx
YESIOBEK P OONNAPOB popacTyLl
B BUEOUTPbI NHOYCTPUIA B MUpE
?Eescgggngﬁ Video Games Market Size 2024 to 2034 (USD Billion)

Global active gamers over time
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HOBbLIE BbI30BbIl AJiA KUBEP3ALLMTDI

823 TBIC CTOMMOCTb Camoro J0POororo BHyTPUUIPOBOTO
NOJNAPOB NHBEHTaps
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BUOAEOMIPbl NOBLIWAKOT KOFHUTUBHDIE
CNOCOBHOCTU U LUOPOBLIE HABDbBIKM

AHanu3 28 wMexayHapoaHbIX uccneaoBaHMM MoOKa3biBaeT, 4YTO 3aHATUE Bugeourpamu
NoBbIWAEeT Takue KOrHUTUBHbIE CNOCOOHOCTU KaKk BHUMaHMe, NPOCTPAHCTBEHHOE MbILUeHne,
3pUTENIbHYK MNaMATb, CEHCO-MOTOPHbIe (YHKLUMMU, a TaKkKe ynyywaeT KOMMYHUKaTUBHbIE
HaBbIKM U CMNOCOOHOCTb K O0y4YeHUro

B nccneposaHuun YHusepcuteta Kopaosbl (McnaHuma) Video gaming and digital competence
among elementary school students aBTOpbl NPUXOAAT K BbiIBOAY O MO3UTUBHOM BJIUSHUMU
yBrie4eHUsa Bugeourp Ha undpoBblie HaBbIku geten 7-10 ner.

Takke Ha OCHOBe aHanmsa coctaBa KMbepcnopTUBHOro cektopa YJPpMUMCKOro yHuBepcurteTa
HayKu U TEXHOSIOrMM 3a nocneaHue 7 net paboTbl, BbISBIEHA KOppensauusa Mmexay yBrie4eHuem
Bugeonrpamm B getcrtBe U BbloopoMm |IT npodeccun B Oyayuwem: 6ornee 60% cOopHowM
YHUBepcUuTeTa ABMAKOTCA cTyaeHTamum | T HanpaBneHun



LLEHTP CNAPKC - NOJIHbIX OXBAT KOMMNETEHLUMU
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