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Ba)KJIMBA, OCKUIBKH CaMOOIIiHKa € OCHOBOIO MalOyTHBOTO YCIiXy Y HEeBJadi JIOMHY B
*KUTTi. CaMOOIliHKa BUCTYTIA€ OJHOYACHO 1 SIK MPOLIEC, 1 AK PE3YNIbTAaT BOTO MPOLIECY.

Camooninka nmouynHae GOpMyBaTHCS B PaHHBOMY TUTHHCTBI y MPOLECI PO3BUTKY
0COOMCTOCTI Ta BIUIMBY HAa JIOAWHY 30BHIIIHIX YWHHHKIB. [lepmiiM YWHHHUKOM €
HaWOIMKYe colllajJbHe OTOYCHHS OWTHUHHU, CIM’s. JIUTMHA MOBHICTIO 3ajeKHA Big
JOPOCIIHX, IO 3HAXOIITHCS Ot Hel, BOHH 1 BUXOBYIOTH, ()OPMYIOTH, PO3BHBAIOTE.
Orinka OaTBKIB BiJirpae B OINBIIOCTI BUNAAKaX CTUMYIIOIOUY pOJIb, MOOLUTI3ye
3yCWUII JUTHHA Ha OTPHMAaHHS MEBHOTO pe3yiabrary. ToOTO IOyMKy BHUpaKeHY
3HAYYIIUMH JIIOABMH BOHH IPHHMAIOTh SIK JYMKy IIpO ce0e 1 BUKOPHCTOBYIOTH ii y
CBOiX BJIACHUX CY/DKEHHSX Ipo cede. Alle y HiATITKOBOMY Billi BIUIMB OAaThKiB MMOMITHO
3HIKYEThCS. [liUTITKU KPUTHYHO OIHIOIOTH CBOIX OATBKiB, IXHIO JYMKY 1 IIOYWHAIOTH
BUPOOJIATH BIACHY MO3UILIIO 1010 0aTbKiBCHKOI OIIHKH.

HacTynmHUM YMHHUKOM, SIKUH BIUTMBAa€ Ha (POPMYyBaHHS CaMOOLIHKH € NpaliBHUKH
IIKUIBHUX 3aKmaniB , Bumreni. Ha mymky, @.B. KocrmimboBa ycmixm ¥ HeBpmaui y
HaBYaHHI, OI[IHKA BYMTEJIEM pe3yJIbTaTiB HaBYAJBHOI Mpalli MOYMHAIOTH BH3HAYATH i
BIJHOILIEHHS JUTUHU 10 caMmoi cebe. OILiHIOYM 3HAHHS, BUMTEIL OJHOYACHO OIL[IHIOE
ocoOucTIiCTh, ii MOXKIMBOCTI Ta Miclle cepen IHIIMX. Y XOJi OCBITHBOTO IpoOLECy y
IiTel 3pocTae KpUTHYHICTh, BUMOTJMBICTh A0 ceOe Ta HABKOJHMIIHBOTO CBiTy. s
Kpamoro (OpMyBaHHS CaMOOIHKH, YYHSM IOTPIOHO JaBaTH MOXJIMBICTH OIIIHUTH
CBOIO BiATIOBi/Ib 1 MOPIBHATH i1 3 BIANOBIASIMH 1HIINX YYHIB .

[Ile omHMM BaXJIMBMM YMHHHUKOM BIUIUBY Ha (OpPMyBaHHS BMIiHHS OLIHIOBATH
BJIACHY JisUTBHICTD Ta MisUTBHICTH IHINUX JIFOACH € OMHOMITKH. SIKIIO JTUTHHA BiT4yBae
y CBOEMY TOBapuilli MapTHEpa, MK HHMH BHHUKAE OOMIH OLIHKAMH 3 SKHX
PO3BUBAETEHCS 3aTHICTh OaunTH cede 3 mo3uLil iHmoro. I'pyna poBecHHKIB € (hakTOpoM
comiamizamnii 0COOMCTOCTI, CTUMYJIOE i 1O HPUHHATTS HOBUX IIPABWJI ITOBEMIHKH,
OIIIHKH PE3YJbTATiB TisSUIHOCTI Ta 3a0e3medye IOCBil, AKUH Ma€ TPUBAIWN BILUTUB Ha
PO3BHUTOK OCOOHCTOCTI.

OTxe, CaMOOIIHKAa II¢ JUHAMIYHE IICHXOJOTO OCOOHCTICHE YTBOPEHHS, SKE
3MIHIOETBCS il BIUTMBOM Pi3HOMAHITHHUX (PaKTOPiB, OTOUYIOUMX YMOB 1 MiHJIHMBUX
KHUTTEBUX 00cTaBUH. OCHOBHMMH YMHHHKAaMH ()OPMYBAHHS CAMOOLIHKH € OAaTBbKiBChKe
CTaBJICHHS 1O TUTHHH, OI[IHKA TMPAIiBHUKIB 3aKIaJiB OCBITH, CHiNIbHA MisUTBHICTH 3
OJTHOJIITKAMH.
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BOARD GAME AS A MEANS OF DEVELOPMENT OF POSITIVE
MONETARY INSTITUTIONS

Money accompanies all spheres of human life; and thus appear in two planes:
nominal value and subjective value (ratio). Currently, in the modern business space, the
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scientific space has begun to pay attention to the formation of monetary competence in
adults who already have a vision of the world and certain resources. However, all the
basic skills and patterns of behavior a person masters in childhood, where, «... the
leading line of development is the game» [1, p.57]. For an adult, play is not only a
means of recreation - but also the easiest way to acquire practical skills and learning,
familiar from childhood.

Monetary attitudes are a person's beliefs about money, which determine his attitude
to money;, to life in general and determine monetary behavior.

There are several options for board games, which are based on the attitude to
money:

Monopoly. «This is an American classic: each new generation of Monopoly players
learns to indulge their uncontrollable, ruthless desires. Players start the game as equals.
Luck - and a few strategic steps - over time allow one player to dominate everyone else.
As a result, this player accumulates huge fortunes in cash and real estate» [3].

CASHFLOW is an educational board game developed by Robert Kiyosaki as a
business simulator in 1993[2]. This game teaches to invest strategies, thoughts,
thoughts and secrets of creating money that only rich people know, and thus gives the
opportunity to change negative monetary attitudes to positive monetary attitudes.

Games belonging to eurogames and wargames. Eurogames define money not as a
primary but as an additional resource and is based on resource management in general,
including money (here we can identify the causal relationship between money and other
goods and resources); wargames operate with all available resources (here money
appears, rather as a part of material objects) - these games teach to adequately perceive
the sudden loss and appearance of resources: and, accordingly, money.

As a result of the study, it was determined that: board game, as a method of
learning and developing skills, developing abilities is the best among them.

In this case, board games involve two levels: external (activity, perception of
information and communication) and internal (mental processes, worldview, «self»-
concept, emotions, attitudes), these two levels in the game work actively
simultaneously.

It is because of the symbolism, money in the board game and their meaning in life
in general are perceived much easier, which allows you to experiment; safely build your
own monetary behavior, strategies, attitudes; learn the proper handling of money and
respect them, consciously treat resources.

Based on the above, the following recommendations for the formation of positive
attitudes to money are formed:

For the formation of financial literacy it is necessary that the right attitude to money
and constructive attitudes are formed, starting from childhood; and for adults - to
provide the development of these competencies with constant practical support, which
is possible and effective when using board games.

Economic board games can be used at school, university to teach and improve
constructive monetary skills and positive monetary attitudes; at home for a good time
with benefit and family financial literacy training; as a basis of training and a
component of team building; a means of recreation for colleagues in the company /
organization.
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CONNECTION BETWEEN GAMBLING ADDICTION AND TEMPERAMENT
OF ADDICTED SUBJECT

The actuality of the research proceeds from the fact, that the with gambling
legalization in Ukraine number of subjects, who interested in this, growing too fast. But
any statistics does not take into account, how many people become addicted from this
process. As a science researches and publications inform, in most of researches gamble
addicted subjects - is a young people. So, a necessity to research the separate
development factors of this mechanism for engineering the methods of prevention and
psychological, psychotherapeutic help, depends on constitutional dispositions,
subjective characteristics and social factors, grows up.

Widely this problem was investigated by Neyaskina Y.Y.[1], Karavayev A.F. [2],
Karpov A.A. [3].

As a target of our research we took exploring of types and levels of temperament
specifics between gamble addicted subjects. In research we used methodics: “EPI Test”
Eysenck, where from scales of extraversion, introversion and neurotism, through the
“Eysenck circle” we defined types of temperament our respondents; and Therstone's
“Temperament diagnostics”, which helped to define percentage of subjects’
characteristics indicators. Sample chosen from 20 clients of reabilitation centre 20-25
years old, who gamble addicted, ten from them is a woman, another ten from them -
man. EPI test showed us, that the respondents have a types of temperaments as: choleric
— 35% (7 people), 5% (1 people) — melancholic, 25% (5 people) — flegmatic, and 35%
(7 people) — sanguinic. There are two types of temperament, which turned out the most
in a group: choleric and sanguinic. This results characterize respondents as a strong
nervous system subjects, it's easy for them to change their attention from one object to
another, they have unbalanced nervous system, which interferes to compatibility with
another people; sanguinic type characterized by good working capacity, easy changing
from one activity to another, high level of communication with people, easy
experiencing failure. From Therstone's “Temperament diagnostics” we defined, that the
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