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Po3po0ka irop Ha irposomy pyuuii Unity
IS TOCJIIKEeHHS eJIEMEHTIB KOTHITUBHOTO MUCJICHHSA
B irpoBomMy npoueci

Onexcanap Onexcanaposuu Kaiiko,
Hatana Bonoaumupisaa Moiceerkol0000-0002-3559-6081]

KpuBopi3pkuit nepkaBHUIN IIeAarorivHuil yHIBEPCHTET,
mp. [arapina, 54, M. Kpusuii Pir, 50086, Ykpaina
{katsko.aleksander, n.v.moiseenko}@gmail.com

AHoTauisi. Memoio TaHOTO NOCIHIIKEHHS € po3po0Ka 3a JOIOMOTOI0 irpOBOTO
py1ist Unity irop uist oCIiIyKeHHs eJIEMEHTIB KOTHITHBHOTO MUCIIEHHs. 3adaui
JIOCIIJDKEHHSI: TIPOaHAI3yBaTH aKTyallbHI METOJAW OIIHIOBAaHHS KOTHITUBHHX
(YHKIIH JTIOIUHY, pO3pOOHTH aJITOPUTMH Ta CTBOPHUTH IIPOTPAMHY peai3allifo
OWIHIOBAaHHA KOTHITHBHUX 3IiOHOcTe 3a gomomoroto Tpu. 06 ’'exm
JOCHTI/DKEHHS: KOMIT'FOTEepHI irpu. [lpeOmem IOCTIIKEHHS: JOCIIIKECHHS
KOTHITHBHUX 3710HOCTEH JIIOJMHU B MpoIeci TpU. Pe3yrvmamamu TOCTIHKEHHS
€ po3po0IeHI KOMIT FOTEPHI IrpH sl TOCTIKEHHS KOTHITUBHOTO MHCIICHHS
JIFOJTMHY B TIPOIIEC] TPHL.

Ku1104o0Bi cj10Ba: KOTHITUBHE MUCIICHHS, TECTYBaHHs, pPO3po0Ka
KOMIT FOTEPHHUX irop, irpoBi pyuuii, Unity.

Development computer games on the Unity game engine
for research of elements of the cognitive thinking
in the playing process
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Abstract. The purpose of this study is development of computer games for
research of elements of the cognitive thinking on the Unity game engine.
Objectives of study: to analyze the actual methods of evaluation of cognitive
functions of man, to work out algorithms and to create programmatic realization
of evaluation of cognitive capabilities by means of game. The object of research
are computer games. The subject of research: research of elements of the
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cognitive capabilities of man in the playing process. Results of the study is
developed computer games for research of cognitive thinking of man in playing
process.

Keywords: cognitive thinking, testing, development of computer games, game
engines, Unity.

1 IocTanoBka npodJjemMmu

CyuacHu# CBIT CTae Bce CKJIAJHIIIE, HOTO HampyKEHHH PHTM BHMAarae BiJI Hac
JIOJTATKOBHUX PO3YMOBHX 3yCHIIb. He IMBHO, 110 Y KOXKHIM ramy3i i cdepi Hamoro XuTTs
TOTPiOHI JTFOMH, SIKi BOJIOMIFOTH MTOTEHINIAJIOM ISl YCHIIITHOTO TTOOTIAHHS 3POCTAI0UNX
TpyAHOIIIB. Pe3ynbTaTei KOTHITHBHUX BUMIpIB, K 1 paHille, € OMHUMH 3 HaHOUTBII
e(eKTUBHUX 3aCO0IB UL PO3KPHUTTS TANAHTIB, 3MI0HOCTE ab0 HEMOINIKIB JIOAWHHU,
TIPOTHO3YBAHHS TIPU MiA0Opi CIiBpOOITHHUKIB TOmO. Bucokuii piBeHh Kopemsmii 3
AKICTIO 1 piBHEM €(EeKTHBHOCTI MO3BOJSE POOWTH BHWICHOBKH IPO TaKi HaBUYKH
0COOHCTOCTI, IK MUCIIEHHS, MipKyBaHHS, JIOTiKa, BUPIMIICHHS MPOOIEM 1 3MaTHICTh 10
HaBYaHHA. [[i MOHATTS (SKi 9aCTO HA3UBAIOTH «g-(PaKTOPOM») NAIOTh TOBTOCTPOKOBHIMA
1 TOYHUI OTIHC JIFOMHY 1 BUMIPIOOTBCS IIEPEBaXKHO HEBEPOATBHUMH METOIAMH.

O1iHKy KOTHITHMBHHX 3I10HOCTEH a0 3araJibHOro piBHS PO3yMOBHX 3IiOHOCTEH
(GMA) mnaiikpamie NpOBOOWTH CIUIBHO 3 OIIIHKOIO OCOOHMCTOCTi, MO0 oTpHMarn
TOYHHUIA TICHXOJIOTTYHUIA IOPTPET JIOAWHH. [CHYIOTH pi3HI THIH OLIHOK PO3yMOBHUX
3mioHOCTEH. BUKOpHCTaHHS Ti€l 9M 1HINOI OMIHKM 3aJIe)KUTh BiJl TIOCTABICHOI 3a/1adi.
AJpKe METOIU OINHKU PO3IUISIOTECS Ha KOMIUICKCHI, KOJNH OI[IHIOIOTBCS IBI 200
OiNpIIe KOTHITUBHUX 3MIOHOCTEH, Ta KOHKPETHI, KOJHM OIIHIOETHCS JIHIIEC OIHA
KOTHITHBHa 3Ai0HICTh. OTXe, Taki TECTH MOXXYTh OIIIHIOBATH 3arajbHi PO3yMOBi
3MIOHOCTI, JIOTIYHE MUCIICHHS, aHATITHYHI 3Hi0HOCTI, 3JaTHICTH OO aOCTPaKTHOTO
MUCJICHHS, MaTeMaTU9HI 37i0HOCTI, BepOaIbHi 3MIOHOCTI, 30pOBY YABY, MPUAHATTS
pIIIEHb 1 PO3BAXKIMBICTH, MIBHAKICTH OOpOOKH iH(OpMAIii, MBUAKICTH HABYAHHS 1
Hi3HaBaJIbHI 3110HOCTI TOIIO.

VY nmaHnit 9ac B SKOCTI 3ac00iB OLIHKHM po3poOmieHo Oararto TecTiB i mpoO. Pismi
METOJUKHU JIO3BOJIIIOTh TEPEBIPUTH CTaH BCiX cdep BUIIOI HEPBOBOI MiSITBHOCTI.
OmHuM i3 3ac00iB OIIHIOBAHHS KOTHITUBHUX (D)YHKIIN JIFOJUHHA € KOMI IOTEpHI irpH.
AHami3 Cyd4acHOTO CTaHy INPOOJEMH IOCHI/UKEHHS KOTHITHBHOTO MHCIICHHS 32
JOTIOMOT0}0 KOMIT FOTEPHHUX 3aC001B MPUBOIUTH 10 BUCHOBKY IO 11 aKTyaJlbHA TEMa,
a/pKe Ha ChOTOMIHI JUIS TOCIHIKEHHS KOTHITHBHOTO MHCJIICHHS KOMII'IOTEpHI 3aco0m
BUKOPHCTOBYIOTHCS 3[IOLIBIIOTO Y BUTIIS/L TECTIB.

2 OOroBopeHHsI pe3y/ibTaTiB

VY mporneci BUKOHaHHS poOoTu Oyno cTBopeHo nBi komm toTepHi rpu «The Mazey
(puc. 1) ta «Memory» (puc. 2, 3) 3a gomomororw irposoro pyirs Unity. Bouu
CIIYTYIOTh IHCTPYMEHTaMH MOCIIPKEHHS KOTHITHBHOT'O MHCJCHHS Jtoquau: B «The
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Maze» BHMIPIOTBCS TOKa3HHKH SKOCTI 0OpoOKu iH(opMaIii Ta CTpaTeridHoro
MUCJICHHSI, a B «Memory» — MOKa3HUKH Mam’sITi.

Puc. 2. Iarepdeiic rpu «Memory»

Byno o6paHo Ta peanizoBaHO METO]| AOCIIHKEHHS KOTHITHBHOTO MHUCIICHHS JIFOJIUHU.
3aBASKH I[bOMY METOMY BAAJIOCSA BIATBOPUTH KOTHITHUBHI (DYHKIIT y MaTeMaTHUHIH
(dhopmMi. 3a TOMOMOroI0 BIAMOBIAHAX MAaTEMAaTHYHUX OIMEpaliii BU3HAUCHI MOKA3HUKU
KOTHITUBHOT'O MUCIIEHHSI, sIKi TIOTPiOH1 OyJIH AJIs OJaIbIIOro JOCIIIKEHHS.

Mero JOCIHIIKEHHSI KOTHITMBHOTO MUCJCHHS OyJIO 3alpoNOHOBAaHO B CTaTTi
A.10.KiBa Ta in. [1]. ByJ0 3anmponoHOBaHO MOJENb NPOCTOPY MHUCIEHHS, B SIKIH
PO3YMOBI MPOIIECH PO3MIISAAIOTHCS K HAKOIMYECHHs KPOKIB MUCIICHHS 200 eJIEMEHTIB
mucieHts. JludepeHiianbHi piBHAHHSA CHOPMYJIBOBaHI JUIS MPOIECIB MHUCIICHHS,
BIJIMIOBITHUX KOHKPETHHX BUAIB MpodeciiiHoi misubHOCTI. Ha OCHOBI MareMaTH4YHOI
MOJIeTl TPOLECiB MHUCIEHHS OyiM po3poOJeHI HOBI KOMIT'IOTEPHI TECTH JUIs
TECTyBaHHsI TBOPYOTO MHUCIICHHS OIlepaTopa.
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€ Memory Game - X

Seconds:06

Puc. 3. Peectpanis epexruBuux xonis (ES) B rpi «Memory»

Kopotkuit ommc mopeni mpocropy mucieHas (TS) 6yno 3pobiero B poboti [2].
IIpocTip MuCITEHHS MICTHTH TUCKPETHI €JIEMEHTH MHUCJICHHS, 1 KOKEH 3 HUX BiJIIIOBIA€
3aJaHOMY €Tally MHCJCHHS JIOJMHM B TIPOIECi HOro Mepexofy [0 BHUPIIICHHS
npobiaemu. Kpokn MUCIEHHS MOKHA PO3IUINTH B PI3HUX TPYIIaX HA PI3SHOBHIM MOJIETI.
30kpeMa, 11e MOXYTh OyTu TpH Tpynu: edextuHi kpoku (ES), HenmpaBmiIbHI KPOKH
(WS) i mpomixkni eramu (IS). B mpomy Bumaaky MOXyTh OyTH 3amicaHi TpH
IudepeHIiadbHuX PIBHIHHS, IO OMHUCYIOTh «KIHETHKY» KOKHOTO THITy KpOKiB. Taki
PIBHSHHS BigOMI B TNPHPOIHWYMX HAyKax, i Oarato iX THIB 100pe BHBYEHI
MaTeMaTH4HO.

[1ix 9ac MPOXOKEHHS irop JIIOAWHOIO MIPOTPAMHO 3aMipIOIOTHCS e)eKTUBHI XOIH,
TTOMIJIKOB1 X011, 9ac. JItonmHa B 1eil caMuii 9ac IpoCTO Tpae B KOMIT IOTEpHY TPy Ta
OTPHMYE 33J0BOJICHHS 1 FaJK1 HE Mae, 110 BC1 TOKa3HUKHM B XOJIi IpH 3anucyroThes. e
€ IyXe BaKIMBUM MOMEHTOM, ajKe, SKIIO JIFOMHA i3HA€ThCA, IO 11 TECTYIOTh, BOHA
HaBMHCHO ITOYMHAE 3MIHIOBATH MOJENb CBO€I MMOBEIHKH, PyXiB, peakiii, yBaru. J{is
JOCSITHEHHS TIOCTaBJICHOT METH NMOTPiOHO OyJI0 MPOIIOHYBATH JIIOISM IIPOCTO ITOTPATH
B TPy, 100 BOHHU HIYOTO HE 37[0TaaJIHCh.

Y KOXHIH 3 IIUX KOMIT FOTEPHHX irOp € aJITOPUTM, 3TiTHO SKOTO BHMIpPIOIOTHCS BCi
nmoTpiOHI TNOKazHWKH. Tak, musi rpu «Memory» peecTpamiss LINX TTOKa3HHKIB
3MIHICHIOETHCS] HACTYITHIM YHHOM:

1. [Ticast Toro, sIK TpaBelb MOYHHAE TPy i MEPEXOAUTH B TOJIOBHOTO MEHIO JIO
Oe3mocepeIHbOT TpH, TOYHMHAETHCSA BULIIK 4Yacy, SKUH TpPHUBaTUME O CaMOro
3aBEPIICHHS T'PH.

2. Jlpyruii MOKa3HUK, SIKMH BUMIPIOETHCS MiJ Yac Ipy, — 1€ KiJIbKICTh XUOHUX XOJIIB.
TakuM BBaXXA€TbCS XiJl, KOJHM IOMEpPEenHs 1 HACTymHa KapTa He cmiBmamu. Jlo
KUTPKOCTI XHOHHUX XOJIIB B TAKOMY BUTIAJIKY TOJTAETHCS JIBA.
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. HacTymmHuM MOKa3HUKOM, SIKHH BHMIPIOETHCS, € KUTBKICTh €(heKTUBHHUX XOMIB. XiJI
B Wil rpi BBaXKAEThCSl €PEKTUBHUM, SKIIO 3HAHEHO MOMAapHO OJHAKOBI KapTH, ajie
3apaxoBY€ThCs SIK JIBi. 1{e MOsICHIOETHCS THM, 1110 NPH MEPEropTaHHi KapTH € LIaHC,
[0 HACTYITHOIO KapToro Oyze Taka cama. OTKe, A1 KOKHOTO BHIAKY YCIIIITHOTO
MIPOXOJKEHHS TPU PEECTPYETHCS OTHAKOBA KUIbKICTh €(DeKTHBHUX XOJIB, a came 18
— CTUIbKM, CKUIBKM 3arajloM NeperopHyTux kapr. Haoyno mnoGauutu, sk
peecTpyroThes eheKTUBHI X0au B Ipi «Memory», MOKHA Ha puc. 3.

Jus rpu «The Maze» peectparisi MOKa3HUKIB A7 JOCHTIHKEHHS 3MiHCHIOETHCS NS0
CKIamHImMM crocoboM. B ocHOBy peectparii epekTHBHHX Ta XHMOHUX XOMIB JIiT
ANTOPUTM TOMIYKY Haiikopormoro nurixy. [licas moOymoBu irpoBoro piBHS, 3a
JOTIOMOTOI0 aJITOPUTMY BUPaXOBYETHCS HAMKOPOTIIMH IUILX IO KJIOYa Ta Bill KIOYa
Io nBepeii. Peectpamis moKa3HUKIB 3M1HCHIOETHCS HACTYITHUM YHHOM:

1.

[Ticns Toro, sIK TpaBeb MOYMHAE TPY 1 MEPEXOAWTH BiJl TOJOBHOTO MEHIO [0
Oe3mocepeHbOi TPH, MOYMHAETHCS BIUIIK 4acy, SIKHM TpHUBAaTUME IO CaMoro
3aBepIICHHS TPH.

. HacTymaiM moka3HUKOM, SIKHH BUMIPIOETHCH, € KUTBKICTh SEKTUBHUX XOMiB. s
3pYYHOCTI MipaxyHKy e(peKTHBHUX Ta XUOHUX XO/iB ITPOBE MOJIe OYII0 MPOrpaMHO
MOIUIEHO HA MAaTPHUIIENOAIOHY CiTKy. XiJ B IIilf Tpi BBaXKa€eThCs e(DEKTUBHIM, SKIIO
TOJIOBHHH Tepoil pyXaeThbcs 110 JIiHIT HAHKOPOTIIOro NUISAXY 0 KJIF0Ya, a HOTIM 10
JiBepeit.

BucnoBku

. llInsgxomM aHayizy OTpUMaHMX B XOZAI MaTeMaTH4YHOTO PO3PaXyHKY ITOKa3HHKIB
KOTHITUBHOTO MHCIIEHHSI OYyJIO TMOpPIBHSHO IOKa3HWKM PI3HMX BIKOBUX TpyIl Ta
BUIJIEHO 3arajibHi TEHAEHIIT 111010 KOTHITUBHOTO MUCJIEHHS KOKHOI 3 HUX.

. Byno 3HaliieHO MOKa3HMKU SIKOCTI CHpUiMaHHs iHGOpPMAalil Ta KPUTHYHOTO
MUCJICHHS, L0 € YK€ BaXJIMBHM JUIsl MOPIBHSJIBHOTO aHaji3y Jtojeil MeBHUX
BikOBUX TIpym. I[IOpiBHSHHS TOKa3HHKIB KOHKPETHOI JIIOAWHM 3 BH3HAYEHHUMU
MOKa3HUKaMH BiJIMOBITHOT BIKOBOT I'PYIH JJa€ MOXITUBICTH 3pOONUTH BUCHOBKH 111010
i€l JTI0IHY.

. Takox po3poOieHi irpy MO)KHa BHUKOPHCTOBYBATH B SIKOCTI TpeHaxkepa IUis
PO3BUTKY KOTHITHBHHUX 3110HOCTEH.
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