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COMPUTER GAMES

18. The aims of these games are: lear-
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play mode  (online

-

JUSTIFICATION FOR THE CHOICE OF COMPUTER GAMES

-

-
-

Technical aspects:
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ment and everyday life.

Social aspects:
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Preventing the digital divide.
Personality aspects:

Educational aspects:

Maintaining mental activity. 
Developing spatial imagination.

Other aspects:

RESULTS OF THE EDUCATIONAL EXPERIMENT
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increasing self-esteem and motivation to achieve their goals in life,
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PROBLEMS DURING THE EXPERIMENT
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