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Kulykovsky S. Problem of a Classification Games in Modern Scientific Thought
Modern democratic changes in society have led to free and open involvement of the 

game within the usual social activities for all groups. The game is integrated into the work, 
artistic and scientific creativity and other areas of life. Increasing the number of gaming 
displays, branching using the game as universal phenomenon, its creativity, creates a large 
number of game units that need attention and structuring. Classification of games is one of 
process steps used in the game of social pedagogue as promotes understanding of the 
phenomenon of play and to predict the possible socio-pedagogical influence.

Classification of games helps to understand the structure, function of the game, a 
clear focus in the gaming space, and adopt appropriate gaming material. The games are 
divided into two groups in a practical orientation: the motivation and the content-procedural 
criteria. The first one focuses on the game receptors (sensory, motor, social, entertainment); 
the second group is based on the content and methods of games (mobile, inactive, intelligent, 
musical, role-playing, games, rides, contests, etc.). Both games classification relate to each 
other and the names of groups that are simultaneously belong game, help in understanding 
motivation, semantic and procedural aspects. The article is highlighted the universal and 
highly specialized approaches to classifying games, describing the variety of types, kinds and 
classes offered by scientists. An attempt to develop a universal classification of games, 
covering most types of play.

Key words: game, classification, approach, class, type, type, game activities.
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