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AnHoTamusi: B mocnennue rojpl HAOIIOJAETCS 3HAYUTEIBHBIA TMPOrpecc B
00JIaCTH TPUMEHEHUS UTPOBBIX TEXHOJIOTMM M HMCKYCCTBEHHOIO HWHTEJUICKTa B
oOpazoBanuu. (OcOOEHHO  aKTyaJbHBIM  CTAaHOBUTCS  HMCIOJIb30BaHUE  ITHX
MHCTPYMEHTOB B MPENOJaBaHUM (PU3NYECKON KYJIbTYPhI, YTO MO3BOJISET MOBBICHTH
MOTHUBALIMIO CTY/CHTOB, YJIYUIIATh UX (PU3NYECKYIO OATOTOBKY U CAENIATh MPOLECcC
oOyueHus 0ojiee UHTEPAaKTUBHBIM. JlaHHAs CTaThsl pacCMaTPUBAET BIUSHUE UTPOBBIX
TEXHOJIOTMA M MCKYCCTBEHHOTO MHTEJUIEKTa Ha 00ydeHue (PU3M4eckoll KyJabType, a
TaK)K€ UX MOTEHLIMAJ B CO3/IaHUU aJJallTUBHBIX 00Pa30BaTEIbHBIX TIAT(HOPM.

KiroueBble ciaoBa: ¢usnueckas KyJbTypa, HCKYCCTBEHHBIM HHTEJUIEKT,
UTPOBBIE TEXHOJIOTUH, TeUMU UKL, IIIaTPopMa, PU3NIECKUI TPEHUHT.

KUCMOHUM TAPEUS TABJINMHUJIA
YUUH TEXHOJOI'USIJIAPUA BA CYHbUU UHTEJJIEKT
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AnHoTanmusi: CYHITH MWUIapAa TablMMIAa YWHH TEXHOJIOTHSIAPU Ba CYHBUI
MHTEJUIEKTHU KYJUIalll COXacHJa CE3WIApJIM IOTyKJapra 3pUIIMIMOKIA. AWHHUKCA,
KUCMOHUN MaJaHUSATHH YKUTHILAA YOy BOCHUTanapAaH QoigantaHuin 1o0a3apo
O6ynu0, Oy TanaGajJapHUHT MOTHBATCUSICMHM OILIWPHIL, YJIAPHUHT KUCMOHUHN
Tal€prapJuruHy SXIIWJall Ba TabJIMM JKapa€HUHU $HAJAa WHTEPAKTUB KHJIUII
MMKOHMHM Oepamu. Ym0y Makonana VHWH TEXHOJIOTHSUIApM Ba  CYyHBHM
WHTEJUICKTHUHT JKUCMOHUN TapOWsl TabJIMMHUra TabCUPH, LIYHUHTNEK, YJIApHUHT
MOCJAIlyBYaH TabAuM IUIaTQOpMaiIapuHMU SpaTUIIIard HMKOHUSTIApU KYpuO
YUKAJIAIH.

Kanur cy3nap: ;xucMoHuil TapOusi, CyHbUi HHTEIUIEKT, YHUH TEXHOJIOTUSIIAPH,
reiimudukaTcus, argopma, JKUHCMOHUM TPEHUHT.
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Abstract: In recent years, there has been significant progress in the application
of game technologies and artificial intelligence in education. The use of these tools in
teaching physical education is becoming particularly relevant, which allows for
increasing students' motivation, improving their physical fitness, and making the
learning process more interactive. This article examines the impact of game
technologies and artificial intelligence on physical education education, as well as their
potential in creating adaptive educational platforms.

Keywords: physical culture, artificial intelligence, game technologies,
gamification, platform, physical training.

BBEJAEHUE

duznyeckass KylbTypa WIPAeT BaXHYIO POJb B (OPMHUPOBAHUU 3A0POBOrO
oOpasa *KU3HU U (HPU3HUECKOTo pa3BUTUs ydaumxcs. OJHAKO TPaJUIMOHHBIE METOAbI
oOyueHHusi 4acTO He O0ecleyuMBalOT HEOOXOAMMON MOTHBALlMM M BOBJIEYEHHOCTH
CTYJeHTOB. IrpOBBIE€ TEXHOJIOTMH M UCKYCCTBEHHBIN MHTEIUIEKT MOTYT CYIIECTBEHHO
U3MEHUTh TOAXOJ K OOy4YeHHulo, caenaB ero 0©Oojiee MpUBJICKATENbHbIM U
3 PEKTUBHBIM.

WrpoBble TEXHOJIOTMH BKIIFOUAIOT B CE€0s pa3IMYHbIE 3JIEMEHTHI reiMudUKanuy,
BUPTyaJIbHbIE CUMYJSILIMM W CHOPTUBHBIE Wrpbl. Mcnosb3oBaHue redMudukanuu
[IO3BOJISIET BHEAPUTH DJJIEMEHTHl COPEBHOBAHMW W JIOCTMOXKEHMS LIE€JIEH, 4YTO
CIOCOOCTBYET MOBBIIICHUIO MOTHBAIH CTYICHTOB.

[Ipumepsl UCTTOIB30BAHUS UTPOBBIX TEXHOJIOTHM:

- Wii Fit: [Inatdopma, ucmomns3yromas KOHTPOJUIEPHI IBMKCHHSI, TIPeaiaract
pazMyHble YNPAXXHEHUS W WIPhl, HAMpaBJICHHbIE Ha pa3BUTHE (U3HUUYECKOU
aKTUBHOCTH, yJIy4dllleHHE OanaHca U KOOPAUHALIMH.

- Just Dance: My3bIkanibHasi Urpa, B KOTOPOX UTPOKU CIEAYIOT 34 ABUKCHUSAMHU
Ha ’KpaHe. Mrpa cnocoOcTByeT yIyUdleHHI0 KOOpAUHAILIMHM U 00eCTIeYnBAET aKTUBHBIN
(bU3UYECKU TPEHUHT.
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- Zombies, Run!: Mo6uibHOE npuiiokeHrne, KOTOpoe MmpeBpaiaeT oer B urpy,
no0aBliAss DJIEMEHTbl CIOKETa W 3ajadyd, 4YTO JIeJJaeT TPEHUPOBKU Oosee
YBJIEKATEIbHBIMHU.

HCcKyCCTBEHHBI HHTEIUIEKT MOKET CYIIECTBEHHO YIYYIIUTh IPOLECC
oOyueHus1, aHAIM3UPYA JaHHbIE O (PU3NYECKONW aKTHUBHOCTH CTYACHTOB W Mpejiaras
MEPCOHATM3UPOBAHHBIE PEKOMEHIALINH.

[IpuMepbl TpUMEHEHHS] UCKYCCTBEHHOT'O UHTEILICKTA!

- Fitbit: YcrpotictBo, oTcnexuBaromiee (PU3NIECKYyI0 aKTUBHOCTh, KOTOPOE
UCIIONb3YET MWCKYCCTBEHHBIM WHTEIUIEKT [UJI aHali3a JaHHBIX W CO3JaHHUs
NEPCOHATN3UPOBAHHBIX PEKOMEHIAIMI IO TPEHUPOBKAM U PEKUMY CHA.

- Athos: YMHas onmexna, KoTopas OTCICKHBAET MBIIICYHYIO aKTUBHOCTh U
MPENOCTaBIACT JaHHbIE O TPEHUPOBKaX B pPEAIbHOM BPEMEHH, I03BOJIAA
MOJIb30BATEINIO YIyUIIaTh TEXHUKY BBIMIOJHEHUS YIIPAKHEHUH.

KomOuHaius urpoBbIX TEXHOJOTUM M MCKYCCTBEHHBIN MHTEJUICKT OTKpPHIBACT
HOBBIE BO3MOXXHOCTH U1 00y4YeHus: PU3nYeCcKO KyJIbType.

[Ipumepbl cuHepruu:

- Kinect mns Xbox: Ucnonw3zys kamepy u cencopsl, Kinect aHamusupyer
JIBMKEHHUSI UTPOKOB M MPEJAOCTABISICT OOPAaTHYIO CBSI3b, UTO MO3BOJSET YJIYYIIUThH
TEXHUKY BBITIOJIHCHUS YIPAXKHEHUN B UTPaX U TPECHUPOBKAX.

- Peloton: MutepakTuBHas miatdopma, KOTopasi cOYeTaeT B ceO€ 3JIEMEHTHI
¢dutHeca 1 reMupUKauu, MO3BOJISS MOJIb30BATEISAM YUaCTBOBATD B )KUBBIX 3aHATHUSIX
C MHCTPYKTOpPaMH M MOJy4aTh 0OPAaTHYIO CBA3b B PEAIbHOM BPEMEHHU.

Huarpamma Nel. Ponb UrpOBBIX TEXHOJOTHI U UCKYCCTBEHHOTO MHTEJICKTA B
oOy4eHHH PU3NIECKON KyJIbType.
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CuHeprus

30.0%

30.0%
40.0%
NCKYCCTBEHHbIN UHTENNeKT

Urposble TexHonorum

JlaHHas KpyroBas JAuarpaMma HarySIIHO OTPaXaeT COOTHOILIEHUE TPeX
KJIFOUEBBIX HAIPaBJICHUN B MCIOJIb30BAaHUU COBPEMEHHBIX TEXHOJIOTHI B 00ydeHUU
(bu3nyecKou KyJIbType:

1. UrpoBeie TexHosoruu (40%) — 3aHMMaIOT HAUOOJIBIIYIO OO, TaK Kak
MMEHHO redMuduKanys, BUPTyalbHble CUMYJISIIUM U UHTEPAKTUBHBIE CHOPTUBHBIC
UTPbl 00€CTICUNBAIOT BBICOKMI YPOBEHb BOBIIEYEHHOCTH W MOTHBAIIUU CTYICHTOB.
[Tpumepst: Wit Fit, Just Dance, Zombies, Run!.

2. MHUckyccrBennniii wuntemnekt (30%) — wurpaer 3HAUUTETBHYIO POJIb,
MPEAOCTaBIIsAA TMEPCOHATU3UPOBAHHBIE PEKOMEHIAINHN, aHAIU3UPYS (PHU3NUECKYIO
aKTUBHOCTb U TOMOTasi CTYJEHTaM YJIydlllaTh TEXHUKY BBITTOJTHEHUS YIPAXKHECHUM.
[Tpumepst: Fitbit, Athos.

3. CuHeprusi UrpoBbIX TEXHOJOTUH U UCKYCCTBEHHBIA HMHTEIUEKT (30%) —
o0beMHEHUE JIBYX MOAXOAOB CO3JAET aJalTUBHbIE 00pa3oBaTelbHbIEC MIAT(HOPMBI,
KOTOpBIE JENA0T mporiecc o0yueHus pusndeckoi Kynbprype 0omnee d3phekTuBHBIM U
unTepaktuBHBIM. [Ipumeps: Kinect mist Xbox, Peloton.

JnarpamMmmMa MoOKa3bIBa€T, YTO UTPOBBIE TEXHOJOTHMH 3aHUMAIOT JTUAUPYIOIIYIO
MO3ULIKMI0, HO UX 3(()EKTUBHOCTH BO3PACTAET MPHU HMHTErPALMU C HCKYCCTBEHHBIM
MHTEJUIEKTOM, CO3/aBasi COBPEMEHHbIE, AJaNTUBHBIE W MOTHUBHUPYIOLIUE Y4YEOHbBIE
Cpelbl.

3AKJTIOYEHHUE

HUrpoBble TEXHOJNOTMM W HWCKYCCTBEHHBIM WHTEJUIEKT HWMEKOT OTPOMHBIN
MOTeHIIMAN B 0OydeHUM ¢usnueckod Kynbrype. OHM HE TOJBKO TOBBIIIAIOT
MOTHBAIIMI0 ¥ BOBJIEUEHHOCTb CTYAEHTOB, HO M TMO3BOJSIOT cO34aTh Oosee
MEePCOHAIM3UPOBAHHBIN U 3P (deKTUBHBIN Tmpouecc oOydenus. IlepcnexkTuBHBIE

A
www https://scientific-jl.com 161 60-son_2-to’plam_Aprel-2025



ISSN:3030-3613 \L—édl TADQIQOTLAR jahon ilmiy — metodik jurnali

TADQIQOTLAR

HampaBJeHUS IS JAJIbHEWIINX  WCCICIOBAHWUN  BKIIOYAIOT  Pa3pabOTKy
MHTETPUPOBAHHBIX IUIATHOPM, KOTOPHIE OOBEIUHSAIOT UTPOBBIC TEXHOJOTHH U
MCKYCCTBCHHBIN HHTEJUICKT IS CO3JaHMs aJalTUBHBIX 00pa30BaTeIbHBIX PEIICHUN B
obsacTi PU3NIECKON KYIbTYPHI.
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