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INTRODUCTION
A sign of modernity is the impact on a person of chang-
ing information flow, global and regional socio-eco-
nomic transformations, manifestations of growing 
instability, changes in lifestyle and rhythm. These and 
other signs of modernity cause anxiety in people of all 
ages. On the one hand, any unknown situation that 
is perceived as dangerous, causes person negative 
feelings (anxiety, fear, panic). These negative feelings 
are a form of internal psychological tension and a 
factor that causes the formation of neurotic states or 
exacerbates existing ones. On the other hand, any se-
rious ordeal pushes a person to rethink their life, their 
values, discover new abilities and talents, rethink the 
meaning of their existence, a sharp change in attitude 

to themselves and the world, and change the direc-
tion of life. The described manifestations characterize 
human development in modern conditions. Of course, 
the negative impact of modern signs on the psyche of 
a child of preschool and school age is somewhat offset 
by the process of its gradual socialization. At the same 
time, the process of gradual socialization of the child is 
permeated with situations that cause the formation of 
the child’s various personality traits, including anxiety.

The described manifestations characterize human 
development in modern conditions. Of course, the 
negative impact of modern signs on the psyche of a 
child of preschool and school age is somewhat offset 
by the process of its gradual socialization. At the same 
time, the process of gradual socialization of the child 
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ABSTRACT
The aim: Generalization of the results of research by various scientists in the context of anxiety as a stable personality trait, determining the list of causes of anxiety during 
play in children of preschool and school age.
Materials and methods: The research was conducted within the framework of the agreement for international cooperation between Borys Grinchenko Kyiv 
University and University of Natural Sciences and Humanities in Siedlce. 400 people took part in the research from the Ukrainian side, 125 people from the 
Polish side, a total of 525 people. Of them: 130 (100/30) preschool children, 132 (105/27) primary school children, 130 (96/34) adolescents and 133 (99/34) 
young people.
The methodologies “CMAS Explicit Anxiety Scale” (adapted by A. Prihozhan) and “Personal Anxiety Scale” (A. Prihozhan) were used to achieve the stated goal 
of the research.
Results: Play as a social phenomenon has a positive impact on the health of preschool and school children. The positive impact is in identifying and resolving 
emotional and social issues. Negative effects on the health of preschool and school-age children have also been identified. This is the formation of anxiety as a 
stable personality trait. Three blocks of causes of anxiety in children of preschool and school age have been identified. The first block of reasons concerns the low 
level of organization of preparation for the game. The second block includes the reasons that are a consequence of the low level of the game process. Subjective 
experience of participation of children of preschool and school age in the game is reflected in the third block of reasons “Negative subjective result of the game”.
Conclusions: The article summarizes scientific data on the need to take into account during play the levels of activity of preschool and school age children, their individual 
psychophysiological capabilities and the existing situational and personal anxiety. Also, three blocks of causes of anxiety during the game were identified (block I – during 
the preparation of the game; block II – during the game; block III – getting a negative subjective result in the game).

	� KEY WORDS: preparation for the game, participation in the game, negative subjective result of participation in the game
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is permeated by various situations. These situations 
cause the formation of various personality traits in 
the child, including anxiety. The described manifes-
tations characterize human development in modern 
conditions. Of course, the negative impact of modern 
signs on the psyche of a child of preschool and school 
age is somewhat offset by the process of its gradual 
socialization. However, different situations permeate 
the process of gradual socialization. These situations 
cause the formation of the child’s various personality 
traits, including anxiety.

Anxiety is the experience of emotional discomfort 
associated with anticipation of trouble, with a sense of 
danger. Н. Miklyaeva [1] referred to the term “anxiety 
level” as a person’s tendency to perceive most life sit-
uations as threatening, as well as individual sensitivity 
to stress. Taking into account the level of anxiety A. 
Prihozhan [2] analyze anxiety as a factor that can help 
mobilize mental reserves, stimulate search activity, and 
as a factor that outside the optimal values of anxiety 
negatively affect the child’s behavior and activities.

Researchers have linked anxiety to various processes. 
According to L. Bozhovych [3], anxiety arises as a result 
of negative emotional experience, low self-esteem of 
their capabilities. A. Prihozhan [2] see the emergence of 
anxiety in the deepening of negative emotional experi-
ences and in experiencing situations that may threaten 
the child’s sense of self-worth. D. Elkonin [4], G. Kostyuk 
[5] attribute to the causes of anxiety and fears in young-
er students family and school environment, as well as 
communication with peers. According to the research’s, 
in the senior preschool age anxiety can be formed as 
a stable personality trait and be part of the subjective 
component of the structure of self-regulation of child 
behavior.

THE AIM
The purpose of this work is to summarize the results of 
research by various scientists in the context of anxiety 
as a stable personality trait. Also, determine the list of 
causes of anxiety during play in children of preschool 
and school age.

Research hypothesis. Involving preschool and school 
age children in the game without taking into account 
the causes of anxiety during the preparation of the 
game, in the process of its implementation and in the 
context of receiving negative results from the game 
may have a negative impact on their health. 

Tasks of research. 1. Summarize scientific data on play 
as a social phenomenon. Reveal the importance of the 
game process for preschool and school children. 2. To 
generalize scientific data on anxiety as a stable person-

ality trait and the period of trait formation in children. 
3. Analyze the results of scientific research and summa-
rize data on the levels of activity of preschool children 
and individual differences in psychophysiological ca-
pabilities of schoolchildren, which will serve as a basis 
for determining the conditions of anxiety in preschool 
and schoolchildren during play. 4. To summarize the 
results of the experiment in the blocks “Low level of 
organization of preparation for the game”, “Low level 
of the game process” and “Negative subjective result 
of the game”. 5. To draw conclusions about the causes 
of anxiety during play as a factor of negative impact on 
the health of preschool and school children.

MATERIALS AND METHODS
The set of methods is used in the work: theoretical 
(analysis, synthesis, comparison, systematization, gen-
eralization) and empirical (observations, conversations, 
questionnaires). Using theoretical methods, 23 scientific 
sources were analyzed, which were published in the 
period 1988-present in printed format.

Conducting research to identify the causes of anx-
iety during the game was organized in the following 
sequence:
1) �acquaintance of the respondents of each age catego-

ry with the new game. The game “Bear and Bunnies” 
was offered to preschool children, the game “Crucian 
and Pike” to primary school children, and the game 
“Shadow Leader” to adolescents and young people. 
During the games, special attention was paid to the 
emotional state of the children (at the beginning of 
the game, during it, after the end of the game). And 
how children reacted to the distribution of roles was 
also studied; how they interacted with other game 
participants; as expressed a desire to play with the 
same composition of participants (variable compo-
sition of participants).

2) �involvement of respondents of each age category 
in the organization of the game. The children were 
asked to organize the games that they liked the most 
(liked by each of the respondents). At this stage of 
the research, special attention was paid to: children’s 
attitude to the game initiatives of others; active per-
formance of main and secondary roles in the game; 
change in emotional state іn activity.

3) �conducting conversation with of preschool children 
using the questions of the 1st block; surveying 
respondents of primary school children using the 
questions of the II block, adolescents and young 
people using the questions of the III block.

Three blocks of questions were developed for the 
research:
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- �The first block is a question for preschool children (Do 
you want to be a bear (main role) or a bunny (second-
ary role) in the game? Why? Do you always like the role 
you have to play? Why? You will be upset if you have 
to become a bunny ( play a secondary role)? Why? Do 
you want to choose the role yourself or do you want 
adults to decide the role you will play in the game? 
Why? Are you interested in playing new games? Why? 
Do you want to play a new game with all the children 
or only with friends? Why? Do you always not want to 
play with all the kids, or just today? Do you cry while 
playing? Why? Do you remember why you cried? Do 
you want to play this game again? Why?).

- �The second block are questions for primary school 
children (How do you think roles should be distribut-
ed in the game? Do you always like the distribution 
of roles in the game? What role in the game do you 
always want to play: main or secondary? Why do you 
always want to play main role in a game? Do you get 
upset when you have to play a secondary role? Are 
you interested in playing a new game with the whole 
class or just with your friends? Do you remember a 
game that made you really, really sad? Do you want 
to play that game today? Why? What can the game 
teach? What is your experience of the game, positive 
or negative?).

- �The third block are questions for adolescents and young 
people (Does your mood depend on the role you 
have to play in the game? How do you think the roles 
in the game should be distributed? Do you always 
want to play the main role? Why? Are you interested 
in a new game with classmates or a new game with 
friends? Why? How often do you suggest a new game 
to classmates or friends? Do you remember a game in 
which you had a negative experience? Do you want 
to play that game again to gain a positive experience? 
Why? Do you think about knowledge and skills when 
you play a game? Do you think it is possible to play 
a game and study at the same time? What is your 
favorite game?).

The method of collecting information had certain differ-
ences for each category of respondents. Educators who 
worked with these children were involved in interviews 
with preschool respondents. Educators asked the ques-
tions of block I to each child individually and recorded 
their answers on a form that was developed according 
to the questions of block I. Teenagers and young men 
also took part in the questionnaire, prepared on the 
basis of the questions of the III block.

The research was conducted within the framework of 
the agreement for international cooperation between 
Borys Grinchenko Kyiv University and University of 
Natural Sciences and Humanities in Siedlce. 400 people 

took part in the research from the Ukrainian side, 125 
people from the Polish side, a total of 525 people. Of 
them: 130 (100/30) preschool children, 132 (105/27) 
primary school children, 130 (96/34) adolescents and 
133 (99/34) young people.

The criterion for inclusion in the category of “respon-
dents” was defined as studying in basic institutions of 
universities where students undergo pedagogical prac-
tice. The personal desire of each child was defined as the 
exclusion criterion. A sample of primary statistical data 
was obtained as a result of a specially targeted survey. 
The sample is representative, as it maximally reflects 
the properties and structure of the general population 
(those who have a certain level of education in Ukraine 
and Poland).

To research the causes of anxiety during the game, 
the coefficient (Kz) was used - the ratio of the sum of 
positive answers to the total number of questions. A 
negative answer (correlated with the words “I don’t like”) 
was evaluated with one point, a positive one (correlated 
with the words “I like”) - zero. The maximum number of 
points is 10. If Kz was equal to 0.8-1.0 (the respondent 
received 8-10 points), which meant a high level of influ-
ence of the cause on the occurrence of anxiety during 
the game; Kz = 0.79-0.60 (5-7 points) – average level, 
Kz< 0.60 (less than 4 points) – low level.

The Kz coefficient was calculated according to the 
formula: 

К =  
П

Х П %100´
, where:

Х П - the number of negative answers of all respon-
dents of the age group;

П - the maximum possible number of negative an-
swers in the group;

П = (number of respondents) x (number of ques-
tions).

RESULTS
In this article, we consider the occurrence of anxiety 
during the game. We focus on the game, because the 
game is “a form of free expression of a person of any 
age, unfolds either in the form of competition or in the 
form of images (performance, representation) of certain 
situations, meanings, states” [6].

Regarding children of preschool and school age, 
scientists consider play as a social phenomenon, as 
the game arose in response to the “needs of children to 
become active members of society” (M. Stelmakhovich) 
[7]. The game arises from the living conditions of the 
child in society. In the game, the child is aware of the 
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variety of human objects. Play is an activity through 
which children reproduce social relations between 
people, learn to transform reality, change the world (O. 
Bessarabova) [8].

Play is the main activity for preschool children. The 
child’s need to influence the world, to become a subject 
of his activity is first formed and manifested in the game. 
According to S. Rubinstein [9], when a child plays a role, 
he is transformed into another person. In the course 
of the game, the child expands, enriches, deepens his 
own personality.

Play is the main form of active activity of the child. 
During the game, the preschool child meets his bi-
ological needs. The child implements the output of 
excess energy; satisfies the desire to become a leader; 
manifests itself as a person; checks own opportunities 
in collective activity; in a way manifests itself among 
peers; satisfies the need for rest, etc. (P. Blonsky [10], L. 
Bozhovich [3], D. Elkonin [4], G. Kostyuk [5]).

Scientists consider the game as a means of teaching 
school-age children (N. Anikieva [11], P. Podkasisty [12] 
and others), the formation of their cognitive activity 
(V. Zakharov [13], T. Shukurov [14]). Also, the game is a 
means of mental development and use of mental po-
tential (J. Bruner) [15]. Play is an important method of 
forming social behavior and accumulating practical life 
experience of the child [7]. During the game, students 
can experiment with different situations, test their 

abilities and skills, develop communication skills and 
learn social relationships and roles. For young people, 
the game becomes a form of self-affirmation in front 
of society [16].

We emphasize that the process of play can have dif-
ferent effects on children’s health, namely:
1. �Positive impact. The game helps to identify and solve 

emotional and social problems (According to Freud, 
the game is a symbolic repetition of a situation that 
in the past caused the child psychological trauma). 
Compared with traditional learning contributes to 
more effective development of skills [17].

2. �Negative impact. Participation in the play process 
can cause anxiety in preschool and school-age chil-
dren, i.e. have a negative impact on their health. This 
research focuses only on the negative impact of play 
on children’s health, which is recorded as anxiety.

The analysis of scientific works was carried out in order to 
summarize information about anxiety as a stable person-
ality trait that has developed in preschool and school age 
children. First of all, we singled out the work of D. Usyk [18]. 
The scientist’s study concluded that anxiety, which in older 
preschool age acquires the quality of a stable personality 
trait and can be included in the subjective component of 
the structure of self-regulation of behavior.

In H. Miklyaeva’s [1] research, anxiety was defined as 
one of the factors of the four-factor structure of fear 
(Fig 1). 

Fig. 1. Four-factor structure of fears of primary school children (Figure developed by the authors of the article based on the scientific work of H. Miklyaeva [1])



CAUSES OF ANXIETY DURING PLAY AS A FACTOR OF NEGATIVE IMPACT ON THE HEALTH OF PRESCHOOL...

1417

H. Miklyaeva [1] studied the levels of anxiety and fear 
in younger students. The scientist found that children 
aged 8-9 years have an average level of anxiety. 49% 
of children showed a high level of fear of animals and 
an average level of fear of fairy-tale characters (49%), 
medical (52%), socially mediated (43%) and spatial 
(45%) fears; low level of fear of darkness and nightmares 
(50%) and fear of physical injury (50%).

Researchers also drew attention to gender differ-
ences in anxiety and fear. According to the results of 
research, boys have higher levels of anxiety and lower 
rates of autonomy of subjective regulation than girls 
(D. Usyk [18]). Primary school boys are more likely to 
show interpersonal anxiety, general anxiety, hostility 
in a family situation (H. Miklyaeva [1]). Girls are prone 
to medical fears, fear of physical injury, fear of death, 
fear of animals, fear of darkness and nightmares, spatial 
fears (H. Miklyaev [1]).

D. Usyk [18] established that the interaction of chil-
dren in the plot-role has certain gender differences. 
Girls prefer domestic and professional plots. The boys 
like moving games with a less pronounced plot. In the 
game interaction, boys are more likely to conflict, talk 
less about the plot, roles and temporal parameters of 
the game.

Researchers are considering anxiety in the context 
of adolescents’ and young people’s understanding of 
the phenomenon of “my health.” According to the re-
search of O. Bogucharova [19], adolescents and young 
people, on the one hand, show a willingness to take 
responsibility for their health, and, on the other - un-
derstand the dependence of health on other factors 
(anxiety and fears, life satisfaction, positive experience, 
extroversion as a vector of activity). O. Bogucharova 
[19] notes that adolescents treat health as a list of a 
set of physical and mental characteristics, while young 
people associate health with the image of the physical 
self. High levels of positive values cause tension in 
adolescents and cause them to be almost constantly 
in a state of anxiety, which, in turn, leads to the further 
formation of anxiety as a personality trait. For young 
people, constant anxiety is weakened. O. Bogucharova 
[19] explains this process by the emergence of certain 
personal formations (freedom of choice, responsibility, 
autonomy, self-worth and life satisfaction) and the ex-
isting positive experiences that operate at the highest 
mental level - the level of subjectivity.

Also, the analysis of scientific works was carried out 
in order to summarize information on levels of activity. 
Anxiety during play can be caused by not taking into 
account the levels of activity inherent in preschool and 
school-age children. In the context of the above, we 
consider the results of M. Savchenko’s [20] research to 

be significant. The scientist identified sufficient, medi-
um and low levels of activity of older preschool children 
during the game.

As a result of M. Savchenko’s [20] research it was 
established that medium and low levels of activity 
predominate in children of older preschool age during 
play. Children with a low level of activity in the game 
do not show active actions when choosing a role and in 
the process of its implementation. They focus on other 
children’s play ideas and do not offer their own ideas for 
organizing the game. Game actions depend on the toy 
or game attribute. The actions of children are monoto-
nous. They often repeat the same actions with objects, 
because the plot of the game is missing. Children do 
not show persistence in achieving their own result in 
the game; do not follow the rules of conduct estab-
lished by other players in the game. Instead of actively 
participating in the game, the children watched with 
interest the actions of other participants in the game.

The activity of middle-level children is aimed at re-
alizing the role of play and expressing their own ideas 
about the game plan. Children try to realize the game 
idea. They independently determine the roles; partic-
ipate in the distribution of roles in the game. Children 
follow certain rules of the game. They resent it when 
other players break the rules. Students are also inter-
ested in fulfilling a role that does not involve making 
independent decisions and influencing the overall 
course of the game.

Only 7% of children show a sufficient level of activity 
during play. According to M. Savchenko [20], children 
of this level of activity are characterized by: 1. Active 
actions aimed at realizing their own role in the game 
and activating other participants in the game. 2. Expres-
sion of own ideas on the organization of the game and 
the idea for the implementation of all its participants 
in the game. 3.  Definition of roles in the game and 
their distribution among the participants of the game, 
expression of awareness in the implementation of their 
role. 4.  Appropriate use of role speech; tendency to 
conflict in case of inconsistency of actions with partners 
and withdrawal from the role. 5. Do not need tips from 
adults to diversify and clarify the game activities. Chil-
dren independently follow the rules of behavior in the 
game. They are persistent in achieving the result of the 
game. Children are able to control their own play activ-
ities and the actions of other participants in the game.

In relation to junior schoolchildren, we consider the 
work of M. Alekseeva [21] to be significant. The scientist 
determines the range of individual differences in the psy-
chophysiological abilities of 1st grade students (including 
attention, memory, thinking, imagination, etc.) using a ratio 
of 1:15. This means that if the capabilities of the weakest 
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Because of the analysis of the questionnaires of school-
age children, another list of causes of anxiety during the 
game was established. For children of primary school 
age it is: 
1. �Appointment to the main roles of the same partici-

pants in the game (92% of cases; р0,001). 
2. �Lack of desire to play a secondary role in the game 

(54% of cases; р0,001). 
3. �Recalling the negative experience of participating in 

games (29% of cases; р0,001). 
In adolescence, other reasons dominate, in particular: 
1. �Unwillingness to interact with a particular participant 

in the game (52% of cases; р0,001). 
2. �Inconsistency between the plot of the game and the 

actual cognitive needs of game participants (48% of 
cases; р0,001). 

The causes of anxiety during the game in young people 
include. 
1. �The mismatch between the plot of the game and the 

actual cognitive needs of game participants (89% of 
cases; р0,001). 

2. �Unwillingness to interact with a particular participant 
in the game (45% of cases; р0,001). 

3. �Recalling negative experiences of participating in 
previous games (32% of cases; р0,001).

We also investigated the stage of children’s partici-
pation in the game. Anxiety was recorded when pre-
school children were partially aware of the role to be 
played (68% of cases; р0,001). Primary school students 
experience anxiety when the role requires significant 
intellectual effort from them, which prevents them from 
enjoying the game process itself (73% of cases; р0,002). 

Anxiety in adolescents is caused by the following 
factors. 
1. �Fulfilling the role requires the application of knowl-

edge and skills that are formed at a low level (51% 
of cases). 

2. �External motivation to participate in the game (45% 
of cases; р0,001). 

Anxiety in young people’s is caused by two reasons. 
1. �Fulfilling the role requires significant intellectual ef-

fort from the participant of the game. This prevents 
enjoyment of the game process itself (43% of cases; 
р0,001). 

2. �Fulfilling the role requires the application of knowl-
edge and skills that are formed at a low level (38% 
of cases; р0,001).

Anxiety in preschool children was also recorded as a 
result of negative experiences of participation in the 
game (58% of cases; р0,001). Primary school students 
felt anxious when they had negative associations with 
the game process (63% of cases; р0,001). Anxiety in 
adolescents is caused by lack of satisfaction with the 

child are taken as one, then the capabilities of the strongest 
student will be equal to 15 units, i.e. will be 15 times higher. 
Indicators of children’s abilities are very diverse.

This may be the number of repetitions required to 
memorize and reproduce the information. The amount 
of time it took to perform a certain action on your own, 
etc. M. Alekseeva [21] explains a certain range, first, the 
age differences of children (one child turned six years 
old, and the other children will soon turn 7 years old); 
secondly, children have different anatomical and phys-
iological traits for future physical development; third, 
differences in the conditions of upbringing of children 
in preschool and school age.

According to L. Nozdrova’s [22] research, differences 
in the readiness of junior schoolchildren for the learn-
ing process are significantly deepening. This is due to 
a number of factors. 
1. �Additional training of some students during the 

holidays. 
2. �Purposeful mastery of various techniques for orga-

nizing their working time.
We also consider significant the results of A. Sheiko’s 
[23] research, which deals with the readiness of adoles-
cents and young people to overcome critical situations. 
Critical situations can be caused by instability, dissatis-
faction with the need for interpersonal communication, 
prestige and respect, insufficient formation of a stable 
image of “I”, lack of experience in effective social in-
teraction. According to the scientist’s generalizations, 
mentally stable adolescents and young people show 
higher rates of self-organization, emotional intelligence, 
problem-orientation, and lower rates of situational and 
personal anxiety, motivation to achieve and focus on 
social support.

Mentally resilient adolescents and young people are 
characterized by greater self-organization, determina-
tion, and a tendency to imagine themselves as a strong 
person who has sufficient freedom of choice and acts 
in accordance with their goals. A. Sheiko [23] notes that 
critical situations that arise in the learning process lead 
to a statistically significant increase in the level of per-
sonal anxiety. While critical situations in everyday life 
affect the level of general stress, they cause significant 
changes in self-organization indicators.

We conducted an experiment to determine the causes 
of anxiety during the game. The survey of preschool 
children revealed the causes of anxiety at the stage of 
organizing the game.
1. �The distribution of roles in the game without taking 

into account the wishes of game participants (78% 
of cases; р0,001). 

2. �Inconsistency of the game plot with the actual cog-
nitive needs of the game participants (62% of cases).
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Causes of anxiety during the game are divided into 
three blocks.

Block I – “Low level of organization of preparation for the 
game”. The block includes the following reasons: 1. The dis-
tribution of roles in the game without taking into account 
the wishes of game participants. 2. Appointment to the 
main roles of the same participants in the game. 3. Lack 
of desire to play a minor role in the game. 4. Mismatch 
between the plot of the game and the current cognitive 
needs of game participants. 5. Recalling the negative 
experience of participating in games. 6. Unwillingness to 
interact with a particular participant in the game.

Actions to eliminate the causes of anxiety at the level of 
the game preparation organization:
1. �Take into account the wishes of children when as-

signing roles in the game. Avoid the occurrence of a 
conflict situation due to the child’s reluctance to play 
a secondary role.

2. �Do not assign the same players to the main roles.
3. �Select the plot of the game taking into account the 

actual cognitive needs of the game participants.
4. �Timely identify the negative experience of partic-

ipating in the games that were held earlier, and 
promote the replacement of this experience with a 
positive one.

5. �Take into account the reluctance of individual game 
participants to interact with each other.

- �Block II – “Low level of the game”. The following reasons 
are included in the block: 1. Partial awareness of the 
participants of the game of the essence of the role. 2. 
Organization of the game without prior trial play of 
its plot. 3. Fulfilling the role requires significant intel-
lectual effort from the participant of the game. This 
prevents from enjoying the gameplay itself. 4. Fulfilling 
the role requires the application of knowledge and 
skills that are formed at a low level. 5. External motiva-
tion to participate in the game. 6. Game participants 
do not want to communicate directly.

Actions to eliminate the causes of anxiety at the level of 
the game process:
1. �To organize a test play of the plot of the game to elim-

inate the partial understanding of the essence of the 
role to be performed by the participants of the game.

2. �Determine such a level of intellectual load during 
the game that will not prevent enjoyment of the 
process itself.

3. �Use didactic materials that will help a game participant 
with a low level of knowledge and skills to enjoy the 
game process and master new knowledge and skills.

4. �Transfer the external motivation of participation in 
the game to the internal one (I want to play because...)

5. �Use your own example to show examples of possible 
communication between game participants.

game process (72% of cases; р0,002) and lack of posi-
tive dynamics in personal development (48% of cases; 
р0,001). The causes of anxiety in young people include 
lack of satisfaction with the game process (70% of cas-
es; р0,001). As well as the presence of the process of 
transferring negative emotions that arose during the 
game, to overt or covert confrontation in interpersonal 
interaction during school and extracurricular time (34% 
of cases; р0,001).

DISCUSSION
Play is the main activity of preschool children and one 
of the activities of primary school children, adolescents 
and young people. The wide range of use of the game 
in the process of teaching children is explained by the 
variety of its types (story-role play, educational game, 
business game, etc.) and the purpose of implemen-
tation. Compared to traditional learning, involving 
children in play has a positive effect on their mental 
development, helps to solve emotional and social 
problems. At the same time, the process of the game 
can cause anxiety in its participants and have a negative 
impact on their health.

Anxiety as a stable personality trait can be formed in 
older preschool age (D. Usyk [18]). Anxiety is included in 
the structure of self-regulation of behavior (H. Miklyae-
va [1]). Primary school students are most likely to show 
anxiety in areas of life that are particularly important 
to them. This is school education, situations of testing 
knowledge, fear of magical creatures, evaluation of 
the child by peers and adults, etc. (H. Miklyaeva [1]). 
Adolescents and young people are characterized by an 
understanding of the dependence of health on anxiety 
and fears (O. Bogucharova [19]).

Medium and low levels of activity predominate in 
older preschool children. In particular, children with 
low levels of activity often observe the actions of other 
participants with interest instead of actively participat-
ing in the game. Medium-level children are interested 
in the implementation of role-playing actions and the 
implementation of the role, which does not provide for 
independent decisions that affect the overall course of 
the game (M. Savchenko [20]). The activity of primary 
school children in the game depends on individual 
psychophysiological capabilities. If the capabilities of 
the weakest child are taken as one, the capabilities of 
the strongest student will be almost 15 times higher. 
(M.  Alekseeva [21]). Mentally stable adolescents and 
young people in comparison with the unstable show 
lower rates of situational and personal anxiety, achieve-
ment motivation and focus on seeking social support 
(A. Sheiko [23]).
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CONCLUSIONS 
In accordance with the purpose of the study, it was 
found that the game is used for the purpose of edu-
cation, upbringing, development and socialization of 
children of preschool and school age. The originality 
of the study is that the game process is analyzed for 
the first time not in the context of a positive impact 
on children’s health, but in the context of the negative. 
In addition, for the first time, the causes of anxiety 
during the game are determined. These reasons are 
arranged in three blocks “Low level of organization of 
game preparation”, “Low level of the game process”, 
“Negative subjective result of the game”. The impact of 
the results of the game on the use of mental self-man-
agement techniques by adolescents and young peo-
ple, which in turn has a positive effect on their health, 
remains controversial. And also questions aboutthe 
presence of intrapersonal conflicts, which can be 
caused by subjective factors (emotional instability of 
teenagers and young men, low self-criticism, impul-
sivity, exaggerated harassment, depressive state) and 
objective factors (external influences, biorhythms, 
tense relations).

- �Block III – “Negative subjective result of the game”. The 
block includes the following reasons: 1. Getting a neg-
ative experience of participating in the game. 2. Lack 
of pleasure from the game process. 3. Lack of positive 
dynamics in personal development. 4. Formation of 
negative associations in the participants of the game. 
5. Transfer of negative emotions that arose during the 
game, to overt or covert confrontation in interpersonal 
interaction in the educational and extracurricular time.

Actions to eliminate the causes of anxiety at the level of a 
negative subjective result of the game:
1. �To prevent children from having a negative expe-

rience of participating in the game and negative 
associations with the game process.

2. �End the game at the moment when the children are 
enjoying the game process.

3. �To record positive dynamics in the personal devel-
opment of children (for example, we learned to be 
attentive and overcome obstacles).

4. �To prevent the transfer of negative emotions that 
arose during the game to overt or hidden confron-
tation in interpersonal interaction in educational and 
extracurricular time
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