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N3YUEHUE OCOBEHHOCTEM CIOKETHO-POJIEBOI UT'PBI JIETEN
C TSIKEJBIMUA HAPYIIEHUSIMMU 3PEHUS

BYPBO Anacracusi BukropoBHa
CTYJICHT
OCHIIOBA Jlapuca bopucoBna
KaHJAUJAT MeJaroru4eckrux HayK, JOLEHT
HOxHO0-Y panbCckuil TOCy1apCTBEHHBIN T'YMAHUTAPHO-TIEIarOTMYeCKU YHUBEPCUTET
r. Yensabunck, Poccus

B cmamve paccmampusaemcs npobrema uzyueHus 0Co6eHHOCEN CIOHCEMHO-PONEe8oU uspsbl y demell ¢ msice-
JIIMU HApYUWEeHUsIMY 3peHus. AGMopbl aHATUBUPYIOM CREYUUKY pazeumust uzposoll 0essmenvbHoCmuy Yy maxkux
demetl, a maxice NPedaazam OUACHOCHMUYECKYI0 MEMOOUKY U3yHeHus paseumus ocobennocmeti uepel. Memo-
OuKa npeononazaem aHaIu3 paziuidHbIxX CneyudUUecKUx acneKkmos uspvl 0emell ¢ HapyUeHUAMU 3PEHUSL.

KuroueBble cioBa: CIOKETHO-pOJIEBas WUIpa, NETH CTapIIero JOMIKOJIBHOIO BO3PacTa, JETH C TAKEIbIMU

HapyILIEHUsIMHU 3pECHUs

P OJIb UTPHl B Pa3BUTHU peOCHKA HENb3s Iie-
peounenuts. B paborax JI.C. Beirorckoro,
A.H. JleontseBa, /I.b. DnbkoHuMHa urpa pac-
CMaTPUBACTCSA Kak BeAyIas JNEATEIbHOCTb JO-
LIKOJIBHOTO BO3pacTa.

B urpe y pebenka GpopMHpYIOTCS TCHXOJIO-
TMYeCKHe KayecTBa M JIMYHOCTHBIE OCOOEHHO-
CTU. B UrpoBoil neATEIbHOCTH JETH MOIYYaroT
OMBIT MOBEJEHUS B CPEJie CBEPCTHUKOB, MPOSIB-
JSIIOT CaMOCTOSITENIBHOCTh, BOCIHPOM3BOJAT TO,
4YTO MpPOU3BENO Ha HuX BrHeuatieHue. Ocoboe
MECTO B JKU3HM pEOEHKAa 3aHMMAET CHOKETHO-
poJieBas urpa.

[IpoOneme urpsl eTeit TOIIKOIBLHOTO BO3pacTta
MIOCBSAILIEHBI MHOTHE HcciiennoBanus. K HUM oTHO-
CSITCS UCCIICIOBAHMs], HAIPaBJICHHBIC HA U3Y4YECHUE
TEOpUn posieBoi TBopueckor urpsl, JI.C. Beiror-
ckoro, A.H. JleontwseBa, [I.B. Menmxkepuikon,
C.A. Py6uniureitna, J[.b. DnbkoHuHa U Ap.

N3yueHnto UrpoBOH AEATENBHOCTH IETEN C
HapyLWEeHUsIMA 3PEHUSI TOCBSALIEHBI PabOThI
JLU. Connuesoit, JI.U. [Tnakcunout, .A. Mai-
naesa, B.3. Jlenuckunoil. OHM OTMEUAIOT, 4YTO Y
JIeTe C HapyUIeHUsIMH 3pEHHUSl CIOKETHO-
poJieBasi WUrpa MMeEET CrenupuIecKne 0coOeH-
HOCTH M OTCTaeT OT HOopMbl [3; 4].

Hrpa nereit ¢ TsHKENIBIMU HAPYIIEHUSIMU 3pe-
HUS XapakTepusyeTcs HaluuueM QparmeHTap-
HBIX TMPEACTABIEHUN 00 OKpYXarolleM MHpe,
IpeaMeTax M AEUCTBUSX ¢ HUMU M3-3a HEJOCTa-
TOYHOTO COIMAJILHOTO OIBITa. Y JTHX JeTel
oTMedaeTcst 06AHOCTh UTPOBOTO CIOXKETA, TAKXKE

CHW)KEHHE YPOBHSI B3aMMOJEHCTBUI BO BpEMs
UTPbI MEXKY €€ YJaCTHUKaMH.

Pa3BuTtHe Wrpel neTel ¢ TSDKENIBIMU Hapylle-
HUSIMU 3pEHUS JIOJDKHO OCYILECTBIISITHCS B MPO-
Lecce CHelUaIbHOro 00y4YeHHsl BCEM 3JIeMEHTaM
urpsl. Heo6xonumo oboramiars U pa3BUBaTh CIO-
KET WP, pacIUMpATh 3HAHWA U IPEICTABICHUS
JeTeld, o0yJaTh UX UTPOBBIM JICHCTBHSM, CIIOCO-
6am oOwIeHus TpU OpraHu3aluu urpel. bes cre-
[UATLHOTO OOYYEeHHs WIrpa HE CIOCOOHa CTaTh
JeATEIbHOCTBIO, KOTOpasi 00ecIIeurBaeT pa3BUTHE
pebeHka ¢ HapylleHHbIM 3peHueM. Ha mepBoHa-
YaJbHOM Tarie KOPPEKLMOHHOM paboThl HE0O0XO-
MO TPOBECTH JMArHOCTUKY YPOBHSI Pa3BUTHS
CHOKETHO-POJIEBOM UIPBI.

B noctynHoli nuTepaType cnenMagbHBIX Me-
TOIMK II0 M3YYEHUIO CIOKETHO-POJIEBOM HIPBI
JeTeH C TSHKEIbIMU HapYUICHUSIMU 3pEHHSI HAMU
HE BBIBIEHO. BMmecTe ¢ TeM, yuuTsiBas oOuiue
3aKOHOMEPHOCTH HOPMAJIbHOTO U aHOMAJILHOTO
Pa3BUTHSA, MOKHO NPEATIOIOKUTh, YTO METOJIU-
KM, UCTIOJIb3yEeMbIE JUIsl U3YyUEHHs] UTPOBOM Jes-
TENBHOCTH JETEW JOUIKOJBHOIO BO3pacTa, HE
HMMEIOIIUX HapyIIEHUsl 3pEHUs, Mbl MOXXEM HC-
I0JIb30BATh U MPHU U3YUYEHUHU CIO’KETHO-POJIEBOI
UTPBI IeTeM, UMEIOIINX HapYLIIEHUS 3PEHMUS.

OpHuM U3 TOCTYNHBIX 3(P(PEKTUBHBIX METO-
JIOB U3Y4YEHUS CHOKETHO-posieBoi urpsl JI.B. 3an-
koB, M.A. JlaHWIOB BBIACIAIOT HAOJIOACHHE.
OnuceIBast copepKaHue MPOrpaMMbl HAOIIOICHUS
3a CHOKETHO-poJyieBoil urpoil, I.A. YpyHraesa,
HO.A. AdoHbpKHHA OMTUPAIOTCS HA CTPYKTYPY CIO-
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*KeTHo-ponieBod urpel [5]. Mcxonms u3 aroro,
BaXHO H3YYHUThb HE TOJBKO HaJIMYHWE HTPOBBIX
NEHCTBUI, HO M MHTEpeC peOCHKa K UTpe, ero
MOTHBAIIMIO K HEH, ypOBEHb B3aUMOOTHOLICHHI
MEXIY YYaCTHHKAMU UTPbHI

[Tono6HbIE KOMIIOHEHTHI BOBMOXKHO U3Yy4daTh U
B IIPOLIECCE JUArHOCTUKHU CHOKETHO-POJIEBOM WI-
pbl A€Tei C TSDKENbIMUA HApyHICHUSIMH 3PEHHS.
BwMmecre ¢ Tem, Ha Haml B3IV, LIEIECOOOPa3HO
paclIMpUTh U YTOUHHUTH COJIepkKaHue Halloaae-
MBIX TapaMETPOB, YUHUTHIBASI CIICIU(PHUKY pa3BU-
TUS peOeHKA C HAPYIICHUAMH 3PEHUSI.

Ornupasicb Ha METOJIUKU U3YUYEHUS CIOKETHO-
ponesoit urpsl H.®. Komaposoii «/[narnoctrka
UTPBI I€TEN», TPAKTUKYM 110 JETCKOM IICHXO0JIO-
run I'. A. YpynraeBoii, FO.A. AQOHBKHHOH,
Meroauky P.P. Kanuunnon «M3ydyenne urpoBoi
nestenbHOCTH» [2; 5; 1], a Takke y4uThIBas
crienpUIecKre 0COOCHHOCTH JICTEH C HapyIlIe-
HUSMU 3pEHUsl, HAaMU ObUIM YTOYHEHBI M KOH-
KPETH3UPOBAHBI MapaMeTpPbl HAOIOACHHUS. JTO
MO3BOJIMJIO HAM COCTaBUTH MPOTrpamMmy HaOIIo-
JICHHUSI 32 CIOKETHO-POJIEBOM MIPOW JETEed C
HApYIICHUSMH 3pPEHUSl C LIEJbI0 €€ HU3y4YeHHUS.
[lepeiiieM K ONMCAHUIO TPOTPAMMBI.

AHanu3 UrpoBOM NEATEIHHOCTU OCYIIECTB-
JIIeTCS TI0 8 TIOKAa3aTelIsIM, KaXKIbIi U3 KOTOPBIX
BKJIIOUAET B ce0sl HECKOJIbKO mapameTpoB. Pac-
CMOTPHUM HX HOJApOOHEE.

1. MoTUBalIMOHHBIHA ACMEKT:

1) IposiBnsieT U peOCHOK WHUIMATUBY K
urpe?

2) Kak gacrto urpaet pebeHOK?

3) O13pIBaeTCs I Ha TPHUIIIAICHHE YYacT-
BOBAaTh B Urpe?

2. CIOXKET UTPHI:

1) IpucyTcTBYeT 1M CHOXKET WM Ipeodia-
JIAOT UTPOBBIE IEHCTBUS?

2) Kakwe croskeTsl ipeo0i1aiatoT B urpe?

3) OcymiecTBIsSIE€T JIW UTPOBBIC JEHCTBUSA B
COOTBETCTBHUH C CIOKETOM?

4) Hanuumwe OTCYTCTBUS
croxkera?

3. ConeprkaHue Urphl:

1) Hackosnbko pa3sHOOGpa3Hbl 3aMBICIBI UID
y nereit?

2) CkonbKO HWIpOBBIX 3a7ad CTaBUT pebe-
HOK?

3) Hackonbko pa3sHOOGPa3HBI MOCTABICHHbIE
UTPOBBIC 3a/1a4u?

CTCPCOTUITHOCTHU

4) Kakopa cTeneHb caMOCTOATENLHOCTH Jie-
Tel NP MOCTAHOBKE UTPOBBIX3aau?

5) Ectb nu «urpa pagom»?

4. Ponb:

1) Y4acTHUKHU UIPBI.

2) OOcyxIeHHE POJICH 10 UTPHI.

3) Pacnpenenenue poineii.

4) YMeeT 1 NpUAepKUBATHCS POJIU B Urpe?

5. UrpoBsie nericTBHs:

1) IIpeobnaganue BepOATbHBIX JCHCTBUH.

2) [TogmMeHa WIpOBBIX JACUCTBHI MaHHITYJIS-
[USMU C UTPYIITKAMHU.

3) Ucnonp3yeT MpeaMETHbIE HIPOBBIE JIECii-
CTBHSI M JCWUCTBUS C IpeIMETaMHU-3aMECTUTE-
nsamMu’?

4) Ucnonb3yeT M300pa3HTEIbHBIC HIPOBBIC
neiicTBus (aelicTBUe-ABMKEHHE C BOOOpaxkae-
MBIM TPEIMETOM, COIPOBOXKIAEMOE PEUYEBHIM
KOMMEHTapuem)?

5) [IporoBapuBaeT U 4acTh MTPOBBIX COOBI-
TUI U MECTO nercTBUsd?

6. Cpencraa:

1) CaMOoCTOATEBHO — MOJOMpACT
CPEJCTBA WU C IIOMOILBIO B3pOCIOro?

2) Ucrnonb3oBaHKe arpuOyTHKA MPH TO-
CKa3Ke B3pOCJIOro, CaMOCTOSITENIbHOE IPSAMOE
WCIOJIb30BaHUE aTPUOYTHKU (WUrpyIlIedHasl Mo-
Cyda, MYISDKH TIPOJYKTOB, (DIaKOHYMKHU OT Jie-
KapCTB U T. 11.).

3) Ucnonb3oBanue
3aMECTUTEIIEH.

7. BeimonmHeHue mpaBuit:

1) IToHnMaHue MPABUIT UTPHI.

2) Co0utroicHUE MTPAaBUIT BO BPEMST HIPBI.

8. UrpoBasi KOMMyHHKAITHS:

1) DMOIMOHANBHBIN OTKIIUK.

2) IlposiBneHne 10OPOKENTATEIBHOIO OTHO-
IICHMSL.

3) AnexBaTHasi KOMMYHHUKAIIHSI BO BPEMS UT-
POBBIX JAHAJIOTOB.

4) BepbanbHasi win HeBepOalbHas KOMMY-
HUKAIIHS.

5) Yuacrue B onpeneneHun 00IIEero 3aMbIciia
UTPBI.

6) CMeHa UTPOBBIX TAPTHEPOB.

7) UnauBuyabHAas WK TPYIOBas Urpa?

K paGoTtam naHHBIX aBTOpPOB HaMH OBLIU J10-
OaBNICHBI TOKA3aTENM, KOTOpPBIC BAXKHBI IIPH
W3YYEHUH YPOBHS CIOXKETHO-POJICBOW WIPHI Jie-
TEH C TSHKETBIMH HAPYIICHUSIMH 3PSHHSL.

HUI'POBBIC

MpEIMETOB-
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Taxk, mpy N3y4eHNN MOTHUBALMOHHOIO acCIeK-
Ta HYXHO oOpalarb BHUMaHUE Ha TO, OT3bIBA-
ercs M peOEHOK Ha MpPUIVIANICHUE TNPUHSITDH
ydactue B urpe wim Het. [Ipu n3ydenun Takoro
rapaMerpa, Kak COJEp)KaHUE€ WUIpPbl, OTMEYaTh,
IIPUCYTCTBYET JIM y ACTEH UIpa psAIOM WIM OHU
UIPalOT BMECTE.

IIpy wu3ydyeHum HUrpoBOM KOMMYHUKALUU
Ham# ObLIM 10OABJIEHBI TaKWE MOKA3aTelH, Kak
SMOLMOHANIBHBIM OTKJIMK, MpOsBICHHE I100pO-
KEJIATEIbHOI'O0 OTHOUIEHUSI K YYaCTHUKAM UIPHI,
IUI TOTO 4TOOBI OIIPENETUTh YPOBEHb PA3BUTHS
KOMMYHHMKATHUBHBIX OTHOLLIEHUH MEXTY JETbMH.

JlaHHBIE MBI NpeajlaraéM pPaHKUPOBATh I10
TPEM YpPOBHSM: HHU3KUH, CPEIHUH, BBICOKHM.
OcHoBaHMEM [UIsl OIPENCICHUS KPUTEPUEB
pamxupoBanus Obutm paboTer H.®D. Komapo-
Boii, P.P. Kanununoii, I'.A. YpyHraesoi,
10.A. AdonbkuHOM.

Hanee pmaguM  XapakTEPUCTUKY KaXAOro
YPOBHS Pa3BUTUS CIOKETHO-POJIEBON UTPHI.

ITokazareny BBICOKOTO YPOBHS:

JleTh HAaYMHAIOT WTpaTh MO COOCTBEHHOM
WHULMATUBE, KOJIMYECTBO UTPAIOLINX JETEH I0-
CTOSIHHO MEHSETCS, JIETH UrpatoT B rpymme. Po-
11 0003HAYaIOTCA HEMOCPEJICTBEHHO Nepes UT-
poii. Habmrogaercss TOJHOIIGHHOE HCIOJHEHUE
UIPOBOM POJIM M COOTBETCTBYIOIIMX €U JeH-
CTBUH. B Kpyr WrpoBBIX NEHCTBUN BXOJAT TE€,
KOTOpBIE TNEPEAA0T OTHOIIEHHWE K IapTHEpaM
o urpe. Poib nmoHumaercs, Ha3bIBaeTcs pedeH-
KOM M BBIJIEPKHUBAETCS 1O KOHLA UTphl. B xoze
UTPbl €T HCIIONB3YIOT POJIEBYIO pedb. Pounb
OIIpEAEIAET JIOTUKY M XapaKTep UIPOBBIX JEH-
CTBUM, UI'POBBIC ACUCTBUSA OTIMYAIOTCS Pa3HO-
o0pa3ueM, MOCIe0BaTENIbHOCTBIO, B3aUMOIEH-
CTBUEM C NapTHepamu 1o urpe. [IpaBuna sicHo
MOHUMAIOTCSI, COOJIOJAIOTCS, €CTh MPUOPUTET
UTPOBOTO MpaBHJIa HAJl HEMTOCPEACTBEHHBIM XKe-
nanueM. HabGmrionmaercs anekBarHasi, J0Oposxe-
JaTeNnbHas KOMMYHUKalUg MEXIy JAeTbMU. B
Urpe JIeTH UCHOJb3YI0T Kak BepOaibHble, TaK U
HeBepOabHbIE CPEICTBA OOIIECHHS.

[Tokazarenu cpeaHero ypoBH4:

Jletn urparoT Kak 1mo coOCTBEHHON MHHIIMA-
THBE, TaK U 1O NPEIOKEHHUIO B3pocioro. Pomau
Ha3bIBAIOTCS IETbMH, B HUX €CTh 3JIEMEHTapHOE

pazzaenenue GyHKUUN, HO OHU HE OINPEIeIsIOT-
cs nepen urpoi. IIpu ucnonHeHMH ponu BbI-
MIOJIHSAIOTCS CBA3AHHBIE C HEM IEHUCTBHUSL, JIOTUKA
KOTOPBIX ONPEIENAETCS MOCIEN0BATEIbHOCTHIO
coObITHil. Pacmmpsiercs HaboOp WIpOBBIX JEHd-
cTBUM. PeOeHOK IOHMMaeT UIpoBble IpaBUIIA,
HO HE BCEI/Ia UM CJIElyeT, HETaTUBHO PEarupyeT
Ha U3MEHEHUS IOBEIEHUS APYTUX YYaCTHHKOB
Urphl. JIeTH UCnomb3yioT poseBbie (Gpa3bl, HO BO
BpEMSI WUIPBl MOTYT IPOSIBISATHCS IIPUBBIYHBIC
BHEUTPOBbIE OTHOILIEHUS. JleTaM TpyIHO UrpaTh
B IpYyIIE, JIErYe PEan3ylOTC UIPOBBIE OTHO-
meHust B mape. Habmronarorest 1odpoxenaTens-
HbIC OTHOLIEHUS MEXKIY JETbMH, OJHAKO OHU HE
BCErJa MOT'yT aJIeKBaTHO pearupoBaTh Ha IOBE-
JICHUE YYaCTHUKOB UIDHI.

[TokazaTenu HU3KOrO YpOBHS:

JleTn HauMHAIOT UIpaTh TOJIBKO 110 MHUIMUA-
THUBE B3pOCIJIOrO, CAMOCTOSITEIbHO WHHUIIMATUBY
K UIpe He NposBISIIOT. PeOeHOK He OT3bIBaeTCA
Ha IpUIJallleHue IPUHATh y4acTUE B UTPE WIH
pearupyer HeraTuBHO. MIrpoBble 3a1auu CTaBAT-
csi B3pocibeiM. Habmronaercss orcyrcTBue Ieil-
CTBUH C IIpEIMETaMH, HAIPABJICHHBIX Ha INapT-
Hepa. Pomu netbMu paznuyarorcs cinabo u He
Ha3bIBAIOTCS, OIPEACIAIOTCA II0  XapakTepy
NEHUCTBUM, a HE HA00OPOT; BBIMIOJHSIIOTCA IO-
BTOPSIIOLIMECS AaBTOHOMHBIE M OJHOOOpa3HbIE
JNEUCTBHS C MPEIMETaMH, HE CO3/1a€TCsl €UHBII
croxkeT. IlpeameTsl-3aMecTUTENN HE UCIONb3Y-
I0TCS, UTPOBBIE CPEACTBA MOJOUPAIOTCS B3pOC-
nbIM. JIoruka UrpoBBIX ACUCTBUH OTCYTCTBYET;
IIpaBUJIa WIPbl HE YCTAHABIMBAKOTCHA, IOTOMY
YTO JE€TU HE MOTyT UM cienoBarb. HMrposas
KOMMYHMKAIUsl HE HaAOII0JAt0TCs WM HaOIIo-
naercst cnabo: AeTH He MPOSBISIOT 3MOLMM, He
B3aMMOJICICTBYIOT OPYT C ApYroM, HaOJoaaeT-
Csl UTpa PSAZIOM, POJIEBBIX BBICKA3bIBAHUN HET.

Taxum oOpa3om, ¢ TOMOUIBIO MPETI0KEHHON
IporpamMMbl 00CJI€ZIOBaHUSI MOKHO M3yYHUTh BCE
KOMIIOHEHTHI CIO’KETHO-POJIEBOM HUIPBI, a TAKKE
BBISIBUTH CIIEU(PHUECKUE OCOOEHHOCTH HIPbI
JETEW C TSOKEIbIMM HapyLIEHUsSMHU 3peHus, Pe-
3yNbTaThl OOCIEOBAHUS IO3BOJST COCTaBUTh
WHIUBUAYAJIBHBIE TPOrpaMMBbl 10 KOPPEKLUHU
MMEIOIINXCS HEJTOCTAaTKOB M MPOAYyMaTh COJEp-
KaHHe KOPPEKIIMOHHBIX MEPONPUATHH.
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The article deals with the problem of studying the features of story-role play in children with severe visual
impairment. The authors analyze the specifics of the development of play activity in such children, and also
propose a diagnostic method for studying the development of game features. The methodology involves the
analysis of various specific aspects of the game of children with visual impairments.

Keywords: story-role-playing game, older preschool children, children with severe visual impairment.

he role of play in a child's development

cannot be overestimated. In the works of L.
S. Vygotsky, A.N. Leontiev, D.B. Elkonin, the
game is considered as the leading activity of
preschool age.

In the game, the child develops psychological
qualities and personal characteristics. In play
activities, children gain experience of behavior
among their peers, show independence, repro-
duce what impressed them. A special place in
the life of a child is occupied by a story-role-
playing game.

Many studies have been devoted to the prob-
lem of preschool children's play. These include
studies aimed at studying the theory of role-
playing creative play, L.S. Vygotsky, A.N. Le-
ontiev, D.V. Menzheritskaya, S.A. Rubinstein,
D.B. Elkonin, etc.

The works of L.l. Solntseva, L.I. Plaksina,
D.A. Mallaev, V.Z. Deniskina. They note that in
children with visual impairments, the plot-role-

playing game has specific features and lags be-
hind the norm [3; 4].

The play of children with severe visual impair-
ments is characterized by the presence of frag-
mented ideas about the world around them, objects
and actions with them due to insufficient social
experience. These children have a poor game plot,
as well as a decrease in the level of interactions
during the game between its participants.

The development of the game of children
with severe visual impairments should be car-
ried out in the process of special training in all
elements of the game. It is necessary to enrich
and develop the plot of games, expand the
knowledge and ideas of children, teach them
game actions, ways of communicating when
organizing a game. Without special training, the
game cannot become an activity that ensures the
development of a child with impaired vision. At
the initial stage of correctional work, it is neces-
sary to diagnose the level of development of the
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story-role-playing game.

In the available literature, we have not identi-
fied any special methods for studying the plot-
role play of children with severe visual impair-
ments. At the same time, taking into account the
general patterns of normal and abnormal devel-
opment, it can be assumed that the techniques
used to study the play activities of preschool
children without visual impairment can also be
used in the study of plot-role play of children
with visual impairment.

L.V. Zankov and M.A. Danilov single out
observation as one of the available effective
methods of studying the plot-role game. De-
scribing the content of the program of observa-
tion of the plot-role game, G.A. Uruntaeva,
Yu.A. Afonkina rely on the structure of the plot-
role game [5]. Based on this, it is important to
study not only the presence of game actions, but
also the child's interest in the game, his motiva-
tion for it, and the level of relationships between
the participants in the game.

Similar components can also be studied in
the process of diagnosing the plot-role play of
children with severe visual impairments. At the
same time, in our opinion, it is advisable to ex-
pand and clarify the content of the observed pa-
rameters, taking into account the specifics of the
development of a child with visual impairments.

Based on the methods of studying the plot-role-
playing game N.F. Komarova «Diagnostics of
children's play», workshop on child psychology
G.A. Uruntaeva, Yu.A. Afonkina, R.R. Kalinina's
methodology «The study of play activity» [2; 5; 1],
as well as taking into account the specific charac-
teristics of children with visual impairments, we
clarified and specified the observation parameters.
This allowed us to create a program for monitoring
the plot-role play of children with visual impair-
ments in order to study it. Let's move on to the de-
scription of the program.

The analysis of gaming activity is carried out
according to 8 indicators, each of which in-
cludes several parameters. Let's look at them in
more detail.

1. The motivational aspect:

1) Does the child take the initiative to play?

2) How often does the child play?

3) Does he respond to the invitation to partic-
ipate in the game?

2. The plot of the game:

1) Is there a plot or is the game action pre-
dominant?

2) What plots prevail in the game?

3) Does the game perform actions in accord-
ance with the plot?

4) Is there a lack of stereotypical plot?

3. The content of the game:

1) How diverse are the ideas of children's
games?

2) How many game tasks does the child set?

3) How diverse are the game tasks?

4) What is the degree of independence of
children in setting game tasks?

5) Is there a «game nearby»?

4. The role:

1) The participants of the game.

2) Discussing roles before the game.

3) Distribution of roles.

4) Does he know how to stick to a role in the
game?

5. Game actions:

1) The predominance of verbal actions.

2) Substitution of game actions by manipu-
lating toys.

3) Uses object-based game actions and ac-
tions with substitute objects?

4) Uses pictorial game actions (action-
movement with an imaginary object, accompa-
nied by a speech comment)?

5) Does part of the game events and the loca-
tion of the action speak?

6. Tools:

1) Does he choose his own gaming tools or
with the help of an adult?

2) The use of paraphernalia at the suggestion
of an adult, independent direct use of parapher-
nalia (toy dishes, dummy products, medicine
bottles, etc.).

3) The use of substitute items.

7. Implementation of the rules:

1) Understanding the rules of the game.

2) Compliance with the rules during the
game.

8. Game communication:

1) Emotional response.

2) A manifestation of a friendly attitude.

3) Adequate communication during game di-
alogues.

4) Verbal or non-verbal communication.

5) Participation in determining the overall
design of the game.
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6) Change of playing partners.

7) Individual or group game?

We have added indicators to the works of
these authors, which are important when study-
ing the level of story-role play of children with
severe visual impairments.

So, when studying the motivational aspect,
you need to pay attention to whether the child
responds to the invitation to participate in the
game or not. When studying a parameter such as
the content of the game, note whether the chil-
dren have a game nearby or they play together.

When studying game communication, we
added indicators such as emotional response, the
manifestation of a friendly attitude towards the
participants of the game, in order to determine
the level of development of communicative re-
lations between children.

We propose to rank the data on three levels:
low, medium, and high. The basis for determin-
ing the ranking criteria were the works of N.F.
Komarova, R.R. Kalinina, G.A. Uruntaeva,
Yu.A. Afonkina.

Next, we will give a description of each level
of development of the story-role-playing game.

High-level indicators:

Children start playing on their own initiative,
the number of children playing is constantly
changing, children play in a group. The roles are
indicated immediately before the game. There is
a full-fledged performance of the playing role
and the corresponding actions. The range of
game actions includes those that convey an atti-
tude towards the partners in the game. The role
is understood, called a child, and is sustained
until the end of the game. During the game,
children use role-playing speech. The role de-
termines the logic and nature of game actions,
game actions are diverse, consistent, and inter-
act with game partners. The rules are clearly
understood, respected, and there is a priority of
the game rule over the immediate desire. There
is adequate, friendly communication between
children. In the game, children use both verbal
and non-verbal means of communication.

Average level indicators:

Children play both on their own initiative and

at the suggestion of an adult. The roles are
called children, they have an elementary divi-
sion of functions, but they are not defined be-
fore the game. When performing a role, actions
related to it are performed, the logic of which is
determined by a sequence of events. The set of
game actions is expanding. The child under-
stands the game rules, but does not always fol-
low them, reacts negatively to changes in the
behavior of other participants in the game. Chil-
dren use role-playing phrases, but during the
game, habitual non-gaming relationships may
manifest themselves. It is difficult for children
to play in a group, it is easier to realize playing
relationships in a couple. There are friendly re-
lations between children, but they may not al-
ways respond adequately to the behavior of the
participants in the game.

Low-level indicators:

Children start playing only on the initiative
of an adult, they do not take the initiative to play
on their own. The child does not respond to the
invitation to participate in the game or reacts
negatively. Game tasks are set for adults. There
is a lack of actions with objects aimed at the
partner. The roles of children differ slightly and
are not named, are determined by the nature of
actions, and not vice versa; repetitive autono-
mous and monotonous actions with objects are
performed, a single plot is not created. Substi-
tute items are not used, game tools are selected
by adults. There is no logic to the game actions;
the rules of the game are not set because chil-
dren cannot follow them. Game communication
is not observed or is poorly observed: children
do not show emotions, do not interact with each
other, there is a game nearby, there are no role-
playing statements.

Thus, with the help of the proposed examina-
tion program, it is possible to study all the com-
ponents of the plot-role-playing game, as well
as to identify the specific features of the game
of children with severe visual impairment, the
results of the examination will allow you to
make individual programs to correct existing
shortcomings and think over the content of cor-
rective measures.
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