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«Knbepcnopr kak cCOUMOKYJIbTYpPHOe siBJieHUE B I'. KpacHosipcke»

JuccepTanusi packpbIBaeT CYHIHOCTh KUOepCropTa M €ro Mecra B
COBPEMEHHOM OOIIECTBE, KOMIIBIOTEPHON UIPbl Kak MIPbl B IEJIOM,
ABJISIOIIEHCS  OMHUM W3  O(PPEKTUBHBIX W BAXKHBIX TEAarOTMYECKHUX
UHCTPYMEHTOB 00pa3oBaHusi U BocHHUTaHMS. KOMIBIOTEpHBIE UIPHl U HUX
COPEBHOBATENIbHBI ACHEKT KaK BO3MOXXHOCThb JUISI CaMOpealHu3alud |
ajganTaly B OOIIECTBE, MOWCK MPEANOCHUIOK M MPUYMH TOMYJISIPHOCTH
kubepcriopta B wMupe u TI. KpacHosipcke. B pabore mnpencTaBieHs
MHCTPYMEHTBI, KaK HCIIOJIb30BaTh CJIOKUBILEECS MAcCOBOE COLUOKYJIbTYPHOE
SBJICHHE B MEJIATOTUYECKUX U 00pa30BATEIbHBIX LEJSAX, U TEXHUKU YaCTUYHOTO
BHEJPECHUS KOMITBIOTEPHO-UTPOBBIX TEXHOJOTMHA M KUOEpCrnopTa B CUCTEMY

o0pa3oBaHUs.
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oOpa3oBaHue
ABSTRACT FOR MASTER’S THESIS WORK

CYBERSPORT AS A SOCIOCULTURAL PHENOMENON IN
KRASNOYARSK, PERFORMED BY POSKOTIN STEPAN

This work describes the issue of cybersport and its significance in the modern society,
the issue of computer games as games in general, which is one of the most effective and
important pedagogical tools for education and upbringing. Computer games and their
competitive aspect as an opportunity for self-realization and adaptation in society, the search
for preconditions and reasons for the popularity of cybersport in the world and the
Krasnoyarsk. The Work presents tools on using the current mass socio-cultural phenomenon
for pedagogical and educational purposes, and techniques for the partial introduction of

computer-game technologies and e-cybersport into the education system.
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