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Appendix A. Structural indicators of the questionnaire.

Tabmuua Al / Table Al
IMoka3zaTejn MOIeJIH M0 BO3PACTHLIM IrPynmam

Model performance by age group

Bospactubie rpymns / CFI TLI RMSEA RMSEA 90% Cl
Age groups
Bes soibopka / The 0,92 0,91 0,074 0,070 — 0,077
entire sample
Ionpocrin 14-17 net / 0,93 0,01 0,079 0,072 — 0,085
Teenagers 14-17 y.o.
Mosonexs 18-24 ner /
Youth 18-24 y.o. 0,91 0,90 0,072 0,067 — 0,078
B3spocnsie 25-39 ner /
Adults 25.39 y.0. 0,91 0,89 0,079 0,070 — 0,088

Tabnuma A2 / Table A2
DakTOpHaNA CTPYKTYpa
Factor structure

No | Mynkr / ltem M |sD

[kana 1. UckakeHne BOCIPUATHS BPEMEHH B CMEIIAHHON PeaIbHOCTH /
Scale 1. Temporal Perception Distortion in Mixed Reality
Cronbach's Alpha=0,87, M=252, SD=0,99

st MeHst BpeMsi OHJIaH TeU€T M0 KaKMM-TO CBOMM 3aKOHaM, He Tak, 2,56 1,29
1. | xak B peannbHOM Mupe / For me, time online flows according to its own
laws, not like in the real world

MHe CII0’KHO yNpaBIATh BPEMEHEM, KOT/Ia 5 COBMEIIAI0 OHJIAH 1 2,30 1,21
otait, motoMy uTO BpeMs TaMm Teuet no-pazHomy / | find it difficult to

2 manage my time when | combine online and offline because time flows

differently there

YV MeHs BO3HUKAIIU MPOOIEMBI ¢ ieiaMu oduiaiiH U3-3a TOTO, 4TO 5 2,71 1,33
3 CJ'Iy‘l&fIHO TpaTUJI HA OHJIAIiH-aKTUBHOCTH OOJIBIIIE BPEMCHH, YEM

oxwunan / I've had problems with offline activities because I've
accidentally spent more time on online activities than | expected

MHe c10’KHO KOHTPOJIHUPOBATh BPEMSI, KOTOPOE ITPOBOXKY 32 2,27 1,17
4. | undpposeimMu yerporicteamu / | find it difficult to control the time |
spend on digital devices

Korpa s He HCmob3yro cBoE TUPPOBOE YCTPOHCTBO, MHE KaxeTcs, 94To | 2,45 1,30
5. | Bpems teuer memiennee / When I'm not using my digital device, time
seems to pass more slowly

Jlist MeHsl yac aKTUBHOCTH OHJIAH MOXKET MPOUTH ObICTpee, ueM Jac 2,82 1,37
6. | akruBHOCTH o(haita / FOr me, an hour of online activity can go by
faster than an hour of offline activity

[Hkana 2. [TpocTpaHcTBeHHAss HHTETpAIMsl B CMEIIAaHHOW peabHOCTH /
Scale 2. Spatial Integration in Mixed Reality
Cronbach's Alpha=0,82, M=2 54, SD=1,97

51 omrymiaro OHJIAaHH-MUP TaKUM K€ peabHBIM, Kak U ¢pusmueckuid mup / | 2,33 1,22
| feel the online world as real as the physical world




YacTh MOETo KU3HEHHOTO MPOCTPAHCTBA OyATO MPOIagaeT, Koraa s 2,50 1,25
8. | ocrarock 6e3 Moero g posoro ycrpoiicteal/ Part of my living space
seems to disappear when | am without my digital device
S BocpuHUMAIO peanbHBIM U BUPTYAIbHBIM MUPBI KaK IIEJIOCTHOE 2,69 1,33
npoctpanctso / | perceive the real and virtual worlds as a holistic space
MHe BakHO, 4TO OJ1aroapsi MOOMIBHOCTH ITU(DPOBBIX YCTPOHCTB MOU 2,76 1,28
10. | BupTyanbHBIC MUPHI Beeraa co Muoi / It is important to me that thanks
to the mobility of digital devices, my virtual worlds are always with me
Korna st o0marochk OHaiH, s OIymia, kKak Oyaro Obl uenoBek ceilyac 2,42 1,25
11. | pssmom co MHoI B 3101 ske komHaTe / When | communicate online, | feel
as if the person is right next to me in the same room
[Ixana 3. ConuanbHOE MPUCYTCTBHE B CMEIIAHHON PeaIbHOCTH /

Scale 3. Social Presence in Mixed Reality

Cronbach's Alpha=0,84, M=3,14, SD=1,04
JIroau, ¢ KOTOPBIMHE 5T OOIIAIOCH OHJIAIH, JUISl MEHS Tak)Ke peanbHbl, kKak | 3,06 1,37
U JIIOJM, KOTOPBIX 5 XOpOIIo 3Hat0 B peanbHoMm mupe / The people |
interact with online are as real to me as the people I know well in the
real world
Mue koM(pOpTHO 00IIATECS B TPyIIaxX, KOTOPbIE BKIOYAOT HE Todpko | 3,12 | 1,30
peabHO MPUCYTCTBYIONIMX YYaCTHUKOB, HO M qucTaHnnoHHbIX / | feel
comfortable communicating in groups that include not only actual
participants, but also remote ones
S Mory BBINOJIHUTH COBMECTHOE JIEJI0 OHJIAMH C APYTUMU JTIOAbMHU 2,94 1,30
14. | Takxe XOpoI1I0, KaK U B peaibHo#t xwu3uu / | can do a joint task online
with other people as well as in real life
Y MeHs OIJMHAKOBO XOPOIIIO MOJIY4aeTCsl MOAEP>KUBATh OTHOIIECHUS C 3,29 1,33
15. | monmu Oau3kuMu Kak oaaiiH, Tak u onain / | am equally good at
maintaining relationships with my loved ones both offline and online
S Mory Takke MpUBS3aThCS K YEJIOBEKY, C KOTOPBHIM 00IIar0Ch TOJIBKO B | 2,85 1,37
UHTEPHETE, KaK eciu Obl 3TO ObUIO B peanbHoi u3nu / | can also
become attached to a person | only communicate with online, as if it
were in real life
J1s1 MeHst OIMHAKOBO Ba)KHBI JIUYHBIE TPAHMIIBI KAK OHJIAWH, TaK U B 3,55 1,35
17. | peannnoit sxu3nu / Personal boundaries are equally important to me
both online and in real life

12.

13.

16.
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