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Vccnenoanue HarpaBiieHo Ha usydenue Biausiaust Bugeonrpbl «Fall guys» Ha koHnBeprenTHbie u uBep-
TeHTHbIE KOTHUTUBHBIEC ITPOIIECCHI UTPOKOB € Pa3HBIM OIBITOM UIPHI B BUICOUrpbl. Cpen KOHBEPreHTHBIX
IIPOIIECCOB OIEHWBAINCH KPATKOBPEMEHHAs MTaMsITh, CEJTEKTHBHOE BHUMAHIE U MEHTATbHOE TOPMOXKEHHE.
[TokasaTesieM MBEPreHTHBIX MPOIECCOB BbICTyIUIA BepbaibHast Gersiocts, V3 203 OlpoLIeHHBIX CTYICHTOB
HAYaJIbHBIX KYPCOB IICUXOJIOTHYECKIX (haKy/aIbTeToB 147 uesioBeK MO3Ke MPUHSAIN yJacTHe B 9KCIIEPUMEH-
TAJIbHOM HCCJIe/IoBaHuNU. B Xo/1e aKcriepuMenTa 74 UCIBbITYEMbIX BBIITIOIHAIN KOTHUTHBHbIE TECTBI /10 U T10CIe
BUJIEOUTPBI, 73 — JI0 U 1IOCJI€ YTEHUSI HAYYHO-TIOMYJISIPHBIX TEKCTOB, paciiedartaHHbix Ha Oymare. B kayectse
UTPOBOTO YCJIOBHsI BBICTYITHJIA TOMYJIsIPHAst UTpa skaHpa «Apkaias «Fall guys». Batapest KOrHUTHBHBIX TECTOB
BKJTIOUasa Tect orleHKn KpaTkoBpeMenHo# amsitu, Mranrosyio 3amavay Jpukcena, rect SART, kpaTkyio Bep-
cuto «IIpoaBuHYTBIX IIporpeccuBHbix Matpuil> [k, Pasena, rect «HeoGbruHoe ucnonbzosanues Iuidopaa u
Deary-Liewald task. Bcero 6b110 BBIIIOJIHEHO YETBIPE CECCUM B COOTBETCTBUY € KOJIMYECTBOM KOTHUTHBHBIX
rokasaresieii. VlcrpITyeMbie ¢ peryJisipHbIM UTPOBBIM OIBITOM HPOIEMOHCTPUPOBAJIH O0JIee BBICOKME TIOKa3a-
Tesiu GIIOWIHOTO UHTEJIIIEKTa, CKOPOCTH PEaKInH, BepOaabHON GErIoCT U CIOCOOHOCTEH K CeIeKTUBHOMY
BHUMAHMIO U MEHTAJILHOMY TOPMOKEHMIO 110 CPABHEHNUIO ¢ He urpaommMu. OHaKo KpaTKOCPOYHBIN BU/E0-
WUTPOBOI OTIBIT (TI0 CPABHEHUIO € YTEHMEM HAYYHO-TIOIYJISIPHBIX TEKCTOB) TIPUBEJI K YXY/IIIIEHNIO TIOKa3aTesei
CEJIEKTUBHOTO BHUMAHWSI 1 MEHTAJILHOTO TOPMOKEHNS, HO TIOJIOKUTEIBHO TTOBJIHSII HA TIOKA3aTEN BEPOAIh-
HOIT KpeaTuBHOCTU. Takum 06pa3oM, He ObLI BbISIBJIEH TIOJIOKUTEIbHBIN KPATKOCPOUHbIIT 3(h(HEKT BUAEOUTPBI
HA KOHBEPreHTHBDIE TIPOLECCHI, OJIHAKO OH HAaGJIIOAJICS JIJIst TIoKasaresiell BepbasibHol GersiocTu. BoisiBienHbie
3HAYMMbIC PA3JINYKs B KOTHUTUBHBIX MOKA3aTEJISX MEK/LY UTPAIONIMMHU 1 HE UTPAIOIIMMU UCTIBITYEMBIMH 110~
3BOJISTIOT OOCYKATH TTOTYYEHHBIE PE3YIbTAThl B PAMKAX MEPCIEKTUB J0JTOCPOUHOTO ahdeKrTa BUIAEOUTP KaK
JIJIsI KOHBEPTEHTHBIX, TAK U JIJISI IUBEPTEHTHBIX TTPOIECCOB.

Kantouesvte cnosa: Bujeonrpbl, KOHBEPreHTHbIE IPOIECCHI, YIPABJISONe (HYHKIUM, [UBEPreHTHbIE
po1teccel, BepbasibHast GeraocTh
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The study aims to estimate the impact of the video game “Fall Guys” on the convergent and divergent
cognitive processes of players with different levels of gaming experience. Convergent processes assessed in-
cluded short-term memory, selective attention, and mental inhibition. The indicator of divergent processes
was verbal fluency. Among 203 surveyed students from the first year of psychology faculties, 147 later par-
ticipated in the experimental study where 74 participants completed cognitive tests before and after playing
the video game, while 73 participants completed tests before and after reading popular science texts printed
on a paper blank. The gaming condition involved the popular arcade game “Fall Guys.” The battery of cogni-
tive tests included a short-term memory assessment, the Eriksen Flanker Task, the SART task, a short ver-
sion of J. Raven’s Advanced Progressive Matrices, the Guilford Unusual Uses Test, and the Deary-Liewald
Task. A total of four sessions were completed based on the number of cognitive indicators. Participants
with regular gaming experience showed higher scores in fluid intelligence, reaction speed, verbal fluency,
and abilities related to selective attention and mental inhibition compared to non-players. However, short-
term video game experience (compared to reading popular science texts) led to a decline in selective atten-
tion and mental inhibition but positively affected verbal creativity scores. Therefore, no positive short-term
effect of video gaming on convergent processes was identified, though it was observed for verbal fluency
scores. The significant differences in cognitive indicators between gamers and non-gamers allow for the
discussion of these results in terms of the potential long-term effects of video games on both convergent and
divergent processes.

Keywords: video games, convergent processes, executive functions, divergent processes, verbal
fluency.
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BBeaenne B npoodieMy

ITpobJiema BMsHKS BUIEOUTP HA IICUXUYECKOE Pa3sBUTHE UMeeT OOJIbILYIO HCTOPUIO U3yue-
HIISI B [ICUXOJIOTHUECKO HayKe [2; 3; 7; 16; 29]. O0bsicHeHIe TOTYJITPHOCTH STOH TEMBbI 3aKTI0UaeT-
cs1 B crierirprKe mpeiMeTa UCCae/JOBAaHUS. Y BIeYeHHOCTh BUCOUTPAMHE IOCTATOUHO BBICOKA CPEIN
HOAPOCTKOB U FOHOIIEH 1 U3 «HUIIEBOro» X000U JaBHO IpeodpasoBaiach B IUPOKYIO chepy Aes-
TEJBHOCTH, B YACTHOCTH CIIOPTUBHYIO (KOepciiopT). B aT0ii ¢BA3K HEeYAMBUTEIBHO, YTO IIPOdIIe-
Ma BJIMSTHUS BUJIEOUTP HA TICUXUKY MOJIOIOTO ITOKOJIEHUST HAXOAUTCS B (POKYCce BHUMAHUS MHOTUX
uccaenosareseil. HanGosbinuii mHTEpec npeAcTaBiisieT KOTHUTUBHA cepa, SBIILIomasicss OMHOM
U3 [JIABHBIX JIETEPMUHAHT YCIENTHOCTH Y4eGHOH 1 TIPO(hECCHOHANBHOI JIESITeIbHOCTH YeIOBEKa.
Pasymunbie BUACOUTPHI TPEOYIOT OT MIPOKA aKTUBAIIMH MHOKECTBA HABBIKOB — OT YMEHUS OPH-
EHTHPOBAThCS B HOBOM HE3HAKOMOI 00CTaHOBKE 1 OBICTPO PearnpoBaTh Ha UIPOBBIE COOBITHS 10
NPUHATUS PelleHni Ha OCHOBe aHaIu3a cuTyaiui. s aToro Heo6xoamuma corjiacoBantast paboTa
MHOTUX KOTHUTHBHBIX TIPOIIECCOB — BHUMAHUS, TAMSTH, IIPOCTPAHCTBEHHOTO BOCIIPUSITHS, aHa-
JINTUYECKOTO U TBOPYECKOTO (KOHBEPreHTHOTO U JIMBEPreHTHOTO0) Mbllijienus. B aToil cBsi3u noj-
TBEP KJIEHHDBIE JIAHHBIE O TTOJIOKUTEILHOM BJINSHAN BUJICOUTP HA KOTHUTUBHDBIE TTOKA3aTEH TT03BO-
JIJTH OB B TIEPCIIEKTHBE TOBOPHUTH O BO3MOKHOCTH X UCITOJIb30BAHIS KaK HHCTPYMEHTA PA3BUTHST
KOMHUTUBHBIX (DYHKIUI U1 TOCTH KEHMs G0Jiee BBICOKUX PE3YJIbTATOB II03HABATE/ILHOI JIesITe b
Hoctu. [Ipu aToM nosryueHHbIe HA JAaHHBII MOMEHT AMITUpUYeckre (haKkThl JOCTATOYHO POTUBOPE-
KB, YTOOBI CI€JIaTh OJHO3HAYHbIE BRIBOABL. TaK, ¢ OZHOI CTOPOHDI, HAYYHbIE PE3Y/IbTaThl TOBOPSIT
00 yBeIM4YeHnH PECypCoB IIAMATU U BHUMAHWU y UTPOKOB B BHIEOUIPHI JKaHPa «IKIIH» (action
video games) [16]. A marHbIe MeTaananusa, mposeaenHoro K. Tayape u I1. Bpykc, 03BOJMIIN BbI-
SICHUTD, UYTO TIOJIOKUTETHHBIN 9 (hEKT BUICONTPOBOTO OMBITA IS TTOKa3aTesell 3puTeTbHO-TIPO-
CTPAaHCTBEHHOTO MBIILJIEHHS CYLIECTBYEeT U HanboJjiee BhIPasKeH B YCJIOBUSAX UTPhI B UIPbI-TIA3/IbI,
HO He BbIPa’KEH TP U3YUYEHUH BJIUSHUS CIIOPTUBHBIX U TOHOUHBIX UTP [24]. [Ipu aTOoM B MeTaana-
JIITUYECKOM MCCIeA0BAHNH, 0000IIAIOIEM Pe3yIbTaThl GOJIBIIOrO KOJMYECTBA PaboT ¢ LEIbIO 13-
yueHUs BO3MOXKHOCTH TiepeHoca 3(pHeKToB BUEOUTPOBBIX TPEHUPOBOK KOTHUTUBHBIX (DYHKIIMIT B
IpyTHe 00JIACTH KU3HEESTETLHOCTH, He OBLIO 0OHAPY/KEHO JOKA3ATEBCTB IIPUINHHO-CJIE/ICTBEH-
HOU CBSI3W MESK/Ly UTPOU B BUICOUTPHI M YJIyUIlleHHEM KOTHUTUBHBIX criocobHOcTel [27]. Baxkuo
OTMETUTb, YTO TIEPEUNCIEHHbIE UCCIENOBAHMUS, KAK IIPABUJIO, IPOBOAMUINCH Ha UIPOKAX-JIHO0UTE-
JIIX, 4TO, BEPOSITHO, ¥ TTOBJIUSJIO HA TPOTUBOPEYNBYIO KAPTUHY JIAHHBIX.

Bosbiioe komvecTBO JAaHHBIX O BIUSTHUM BUIEOUTP Ha KOTHUTUBHBIE TIPOTIECCHI TIOTYYEHO
Ha BeIGOpKax kubepcnopremeros. [To6ounbiM addexTom usydenns s hekTuBHOCTI Knbepernop-
TUBHBIX TPEHUPOBOK /IS MAKCUMU3AI[IH CIOPTUBHBIX JIOCTZKEHUIT SIBJISIIOTCST IaHHbIe 00 adek-
TUBHOCTU KOHKPETHBIX BUZICOWTP [IJIST PA3BUTHS KOTHUTUBHBIX TTOKazaTeseil. IHTepec BhI3bIBACT
BO3MOKHOCTD TIOBBIIIEHKS C IOMOIIbIO BHIECOUTDP YPOBHI HEOOXOAUMbIX B IIOBCEHEBHON KU3HU
KOTHUTUBHBIX (PYHKIMN — CEJIEKTMBHOIO BHUMAHU, paboueil maMsTH, KOTHUTUBHONU THOKOCTH,
UHIHOUPYIOIIETO KOHTPOJIS, a TaKKe (DIIOUAHOIO HHTELIEKTA. PesyIbTaThl 1cc/ieJoBaHmii oKasa-
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JIV, YTO BUJICOUTPOBBIE TPEHUPOBKU MOTYT MOJIOKUTETHLHO BIUSATH HA YPOBEHb padouell namsimu, B
YAaCTHOCTH YJIy4IIATh HABBIKM MBICJIEHHOTO BPAIlEHUsT U TPOCTPAHCTBeHHOTOo paszesens [17; 20].
Tewm He MeHee, CYIECTBYIOT IAaHHbIE, CBU/IETEILCTBYONE 00 0TCYTCTBUY 9(D(PEKTOB TPEHUPOBKN
paboyUeli TaMsITH Y UTPABIIIX B BUICOUTPBI YYACTHUKOB uccienoBanuii [9; 23]. HecmoTps Ha Hau-
qre HTUX PE3yTbTAaTOB, ABTOPBI MeTaaHAINTHIecKoro uccaenosanust WM. [lexpasa-Pamupes ¢ kosuie-
ramu [22] mosraraior, 4to KMOGEPCIOPTUBHbIE TPEHUPOBKY M UTPOBOH OITBIT B TIEJIOM OKA3bIBAIOT Ha
pabouyio MaMATh TOJOKUTENbHOE BustHIe. [[0yd4eHbl JaHHbBIE O TIOJOKUTEIBHOI B3aNMOCBSI3H
unzubupyrowezo kKonmpous (CrocoGHOCTH K OTTOPMAsKMBAHUIO HEBEPHOIT PEAKIINN) U JTUTEIHHO-
IO BUJIEOMTPOBOTO OIbITA. 3PUTEIbHOE U30MPATETHHOE BHUMAHKE 1 CIIOCOOHOCTD K CJIEKEHUIO 32
HECKOJIbKUME 00BEKTaMI OKA3aJIiuCh JIydllie Pa3BUThl y UTpokoB B «League of Legends», «Unreal
Tournaments», «Counter-Strike», «Tetris», «Halo» u apyrux [6; 13; 16]. OnbIT B TakUX BUAEOW-
rpax, kak «League of Legends», «Dota-2» u «FIFA», accormupyercs ¢ Jrydiieil pyHKIIMOHAIbHON
WHTErparueil U MOBBIEHHO aKTUBAIMEN 30H MO3Ta, CBI3aHHBIX ¢ WHTUOUPYIONIUM KOHTPOJIEM
[5; 13; 15]. Kpome TOro, y UTPOKOB B HEKOTOPBIE BUAEOUTPhI BBIABIEHO (oJjiee OICTPOe BPeMsI pe-
aKIyM, 4eM y Jofell 6e3 JaHHoro urposoro ombiTa [6]. TakuM 00pasoM, UCCIen0BaTeN JeIaI0T
BBIBOJI O TOM, YTO BHJICOUTPOBOIL OTIBIT B UTPAX, TPEOYIONTIX OBICTPOI PEAKIIN U CTPATETHIECKOTO
[JTAHUPOBAHUS, TTOJOKUTEIBHO BJMSIET Ha PasBUTHE MWHTHOMPYIOIETO KOHTPOJISA. B oTHOIEHI!
BO3/IEHCTBIS BUIEOUTPOBOTO OTIBITA HA 8peMs peakyuu Tak:Kke MOJTyYeHbI TTPOTHBOPEYUBBIE pe-
3yJbTaThl. Tak, B NCCIEOBAHNUSX, I/le CDABHUBAIOTCS ITOKA3ATeIN BPEMEHH PEAKITHH FCITBITYEMbIX
rocJie KHOEPCIOPTHBHBIX TPEHUPOBOK U AHAJIOTHYHBIX PeAbHBIX BUIOB criopTa (HATIPUMEp, BUP-
TYaJIbHOU U PeasbHON UTPe B TEHHUC), KAK IIPABUIIO, PE3YJIbTATHI CBUIETENbCTBYIOT He B IIOJIb3Y
kuGepcnopra [33]. Oxnako B pabore k. leneyse ¢ coaBropamu [12] 66110 BBISIBJICHO, YTO PECIIOH-
JICHTBI, TIPEATIOYNTATONIIE UTPATh B OHJIAWH-TIYTEPHI OT MEPBOTO JIUIIA, AEMOHCTPUPOBAINA YCKO-
peHHBIe IBUTATeJIbHBIE PEAKITIH II0 CPABHEHHIO C PECTIOH/ICHTAMH, TIPETIOUYNTAIOINMH MacCOBbIE
MHOTOTIOJIB30BATEILCKUE OHJIANH-POJIEBbIE UTPHI WM MHOTOTIOJNb30BATEIBCKUE OHJIAH-O0EBbIC
apenbl. [Ipocmoe 8pemst peaxyuu sIBISIETCST PACIPOCTPAHEHHBIM MIOKA3aTeJIeM Pa3BUTUSI 3PUTEJIb-
HO-MOTOPHBIX HABBIKOB. Tak, ette B 1989 r. uccirenoBanus mokasas, 4to mocjie 15-MunyTHoi Tpe-
HUPOBKU C TIOMOIIbIO UTPOBOI crcteMbl Atari 2600 ucIbITyeMbIX JIEMOHCTPUPOBAJIN COKPallleHIe
BPEMEHH PEAKIINH 0 Pe3yJIbTaTaM KJIAaCCUIECKOTO TecTa (HasKaTe KHOTIKY TTPU BKITIOYEHNUN CBETA)
[21]. B nccnenoBanusax NpUBOAATCS U APYTHE CBUETEIBCTBA BO3MOKHOCTH YTy UIlIeHNsT BpeMeH!
PEAKITNH BCJIEJICTBUE BUAECOUTPOBOTO OITBITA, B YaCTHOCTH Y JIETEH U TIOKUIIBIX JIIOJIEH, UTO 0COOEH-
HO BKHO TIPU BOXKIECHUM aBTOMOGHIIA. MHOroobemalonue fanuble B OTHOMIEHUU BO3SMOKHOCTH
VJIYYIIUTD HABBIKU BOXK/IEHUS C OMOIIBIO BUIEOUTD TIPEICTABIEHBI B CHCTEMATHYECKOM 0030pe
L. Coio ¢ komeramu [32].

B oTHOIIIEHNT B3aNMOCBSI31 BUICOUTPOBOTO OTIBITA 1 (DJIFOUIHOTO MHTEJIEKTa (CITOCOOHOCTH
K PEIIeHIO HOBBIX JIOTHYECKUX U AaHATUTHYECKUX 33/1a9 ) TIOTyYeHbI TPOTUBOPEUYHBEIE PE3YIbTATHL
B HEKOTOPHIX MCCIEMOBAHMSIX UTPOKK B BUICOUTPHI IEMOHCTPUPOBAIH 60Jiee BBICOKUN YPOBEHb
damonanoro uHTesekTa [8], OHAKO B APYTrUX OBLIO TIOKA3aHO OTCYTCTBUE TAKOIl B3aMMOCBS3U
[25]. Kpome TOro, KOCBEHHO CBUIETEIBCTBYIOT O H0JIEe BBICOKOM (DJIFOUIHOM MHTEJIEKTE UTPOKOB
Pe3yJIbTaThl UCCIE/IOBAHUI YCIIEITHOCTH PENIeHNs MMU 33/1a4 Ha Tiepekrodenue [ 18].

O600111ast OJTyYeHHbIE PE3YJIbTaThl B OTHOIICHUU CBSI3W BUJICOMTPOBBIX TPEHUPOBOK W
korauTuBHBIX Gynkiui, U. [legpasa-Pamupes n xosmrern [22] pesnaloT BIBOA O TOM, YTO JIJIsT
NOHUMAHUS TOTO, KaKMe KOHKPETHO KOTHUTUBHbIE MEXaHU3MBI 33/I€HICTBYIOTCSI TIPU UTPE B BUJIE-
OUTPBI, CJIEyeT OTXOMUTH OT TPAAUIINOHHOTO «’KAHPOBOT0» MOAXO0/IA K BUJEOUTPAM U YIUTHIBATD
cnennuKy KaxK10i KOHKPETHOM BUICOUTPDIL.
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B orsimune oT KOTHUTUBHBIX IIPOIIECCOB KOHBEPIreHTHOTO XapaKTepa, B3auMOCBA3b BU/E0-
UTPOBOTO OTIBITA C PA3BUTUEM JUBEPTEHTHBIX (TBOPYECKHMX) CIIOCOOHOCTEN MCCaeyeTcst He Tak
yacro. B paGore M. Mepcuepa u T. Jliobapra [19] usyuanach B3auMOCBs3b BUACOUTD C KPEATHB-
HOCTBIO Ha paboueM MecTe ¥ OBLIO TIOKA3aHO, YTO 3Ta CBSI3b OMOCPEAYETCS ONTUMHU3MOM — BH-
JICOUTPBI MOBBINIAIT ONTUMHU3M, KOTOPBIi, B CBOIO 0Yepe/lb, CIIOCOOCTBYET KPeaTHBHOCTH. TeM
He MeHee, kak rosaraior B. lllyre u C. Paxumu [28], He Bce BUIeOUTPBI MOTYT MOBBIIIATH Kpea-
TUBHOCTb — HEKOTOPBIE UTPOBBIE JKAHPBI 06JIAIAI0T B 9TOM OTHOIIECHUHU GOJIBITUM TIOTEHITHATIOM.
B wactHOCTH, 5TO TaKHe UIPBI, B KOTOPBIX UTPOBOI TIPOIIECC 06JIerYaeTcst, eCTh BO3ZMOKHOCTH CO-
BMECTHOTO CO3/IaHWSI UTPBI UTPOKAMH, & TAKKe TIOBBIIIAETCS BHYTPEHHSAS MOTUBAIIS UTPOKOB.

Ha ocHoBanuu npoaHaTU3UPOBAHHON JTUTEPATYPhl MOKHO CJIEJIaTh BBIBOJ O TOM, UTO,
XOTsI BIUSIHUE BUICOUTP HA KOTHUTHUBHBIE TIOKA3aTEIM U3YUaeTCsl IOCTATOUHO aKTUBHO, TO100-
HOT'O POJIa UCCJICZI0BAHNS HE TePSIOT aKTyalbHOCTU B CBSI3U C [IOCTOSIHHLIM Pa3BUTHEM PbIHKA
BUICOUTDP. BBIBOJIBI TaGOPATOPHBIX MCCIECTOBAHUN PACIPOCTPAHSIOTCS (DAKTHYECKH TOJBKO Ha
KaKy10-11060 KOHKPETHYIO BHIEOUTPY, KOTOPAst M3y4aiach B IAHHOM HCCJIEIOBAHUY, OHU HMEIOT
3HaYEHME KaK /IS CO3/IaTeIel BUZCOUTP, TaK U [IJIS CIIEIUATICTOB PA3JIMYHbIX TPOdUIe U UTpo-
KOB, KOTOPbIE XOTST TOBBICUTH CBOM KOTHUTHUBHbBIE BO3MOKHOCTH. B TO ke BpeMsi TBOpUECKHe
CIIOCOOHOCTH B KOHTEKCTE BUICOUTP M3YUECHBI JOCTATOYHO MAJIO M HET aKTYaJbHbBIX JAHHBIX O
TOM, MOI'YT JII KOHKPEeTHbIE BUIEOUTPbI OZAHOBPEMEHHO BJIUATD KaK Ha aHaIUTHYeCcKue, Tak 1 Ha
TBOPYECKHE MPOIECChL. B ¢BsA3M ¢ 9THM 3a/1a4ell HAIETo MCCaeI0BaHMs ObLIO U3YYEHUE KPATKO-
CPOYHOTO BJIMSHUSA BUJICOMTPOBON TPEHUPOBKY Ha TIOKA3ATEJ N KaK YIPABJIAIONNX (DYHKIIHH, TaK
1 BepOAILHO KPeaTUBHOCTH.

UccaenoBanne OCBAIIEHO U3yUYEHUIO BAUSHUS MOMYJISPHBIX BUICOUTP HA PA3HOHAIPAB-
JIEHHBIE TIO CBOEH TMPUPO/Ie KOTHUTUBHBIE TTPOIECCHI UTPOKOB. DTO, BO-TIEPBBIX, KOHBEPreHTHBIE
IIPOLECCh, OCHOBHBIMU MH/IMKATOPAMU KOTOPBIX BBICTYIAIOT yiipaBJsiomue Gpyuxiuu. Janubiii
MICUXOJIOTUYECKUI KOHCTPYKT I0CTaTOYHO XOPOIIO OIpe/iesIeH IMIINPUYECKU — C TO3UIUN UH-
CTPYMEHTAJIN3AIMN PA3JIMYHbBIX TIOKa3aTesell yIpaB/sionuX GyHKINH, 4TO TTO3BOJILET MOJOUTH
K M3Y4YEHUIO KOTHUTUBHBIX MTPOIECCOB KOMILIEKCHO. [10aTOMY B KauecTBe J€TEPMUHAHT KOTHU-
THUBHBIX TIPOIECCOB B JAHHOM HCCJIEI0BAaHIM OBLIU OMPEIE/ICHbI CIEAYIOIINE TePeMEHHbIE: Kpa-
TKOBPEMEHHAS MaMsTh, CEJIEKTUBHOE BHUMaHUeE, MEHTATbHOE TOPMOKeHHUE. Bo-BTOPBIX, MccJie-
JloBaHUe TaK)Ke HallpaBJIeHO Ha OLIEHKY BJIMSAHUS BUJCOUTD HA JMBEPreHTHDIE, T. €. TBOPYECKUe
IIPOIECCHI, YTO O3BOJIUT CPaBHUTD 3(PEKTHI U OIIPE/IeIUTh XapaKTep BJANSHUS BUICOUTD HA pa3-
JIMYHBIE 110 CBOEH TTPUPO/Ie KOTHUTUBHBIE (PYHKITUH.

[u3aiin uccnenoBanug MO3BOJUI, C OAHOW CTOPOHBI, OIIEHUTH OJITOCPOYHOE BIUIHUE
BU/ICOUTP HA KOTHUTUBHBIC (DYHKIIUU ITyTeM CPABHEHUS PETYJISPHO WTPAIOIINX PECIIOH/ICHTOB
C PECTOH/IEHTaMW, He NMEONIMMI 3HAYUTEIBHOTO OIBITa UTPBI B BUAEOUTPbL. C IPyToii cTOpo-
HbI, TIETBI0 HKCTIEPUMEHTAIBHOTO TTaHa ObIJIO M3yYeHne KPATKOCPOYHOTO BIUSHUSA HeGOIBIITNX
9IIM30/I0B BUJCOUTPDI JKaHpa «ApKajia» Ha KOTHUTUBHbIE XapaKTepUCTUKU. Mbl cpaBHUBAJIH 110-
KazaTeJsd 10 KOTHUTUBHBIM (DYHKITUSM Y PECIIOH/ICHTOB B /IBYX YCJIOBUAX — MOCJIE BUICOUTPDI 1
rocJie YTEeHUST HAYYHO-TIONYJIIPHBIX TEKCTOB.

UreHue HAyYHO-TIOMYJISIPHBIX TEKCTOB KAK aIbTEPHATHBA BUICOUTPHI OBLIIO BEIOPAHO TI0 He-
CKOJIbKMM TIPUYIHAM. Bo-1IepBbhIX, — KaK JIeITeIbHOCTb, aTbTePHATUBHAS ITU(POBOIT aKTHBHOCTH.
Bo-BTOpBIX, — Kak MOTEHITHATILHO 000psIeMast ISt yUalinXcst aKTHBHOCTD, GJIM3Kast 10 CBOEMY CO-
JEPIKAHUIO K aKaJIeMUUYeCKOil y4eOHOM JIesITeIbHOCTH. B-TpeThix, — Kak B IOCTATOYHON CTEMeHH
KOHTpOJIUpyeMast B 9KCIIEPUMEHTAIBLHOM MCCJIEIOBAHUN aKTUBHOCTD JIJII YPAaBHUBAHNS YCJIOBUN
[TPOXOSKIEHUS [IJIST BCEX UCIIBITYEMbIX. B OTJIIUME OT YTEHUST HAYYHO-IIOITYISIPHBIX TEKCTOB JII00asT
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Jpyras akTUBHOCTb, CBOOOAHAS /I YYACTHUKOB dKCIIEPUMeEHTa (KOTOPbIE MOIJIN Obl IIPOCTO CMO-
TPETh B Tesie)OH MM YUTATh YTO-TO CBOE WJIM PasrOBApUBATh APYT € APYTOM), MOJKET CIIOCOOCTBO-
BaTh IOSABJIEHUIO OOJIBIIOrO KOJMNYECTBA JOIOTHUTEIbHBIX IIEPEMEHHBIX — BKJIIOYAIOIUX WA He
BKJTIOYAIOIIUX IIU(GPOBOI KOHTEHT. B 3TOM ciTydae BO3MOKHOCTb KOHTPOJIMPOBATD ITEPEMEHHBIE 3a-
Tpyansercs. [loaTomy B kKauecTBe a/lbTEPHATUBHOM TIO OTHOIIEHUIO K KOHTPOJIUPYEMOii TTM(hPOBOIA
AKTUBHOCTH, TIOJ] KOTOPOU B IAHHOM CJIydae MOHUMAaJIACh BUJIEOUTPA, BBICTYTIA/Ia KOHTPOJUPYeMast
«Henu@poBast» AKTUBHOCTh — YTEHHUE TEKCTOB HAYYHO-TIOITYJISIPHOTO JKaHPa.

T'unomesa uccienoBanus 3aKII09a€TCs B TOM, YTO BIUAEOUIPa OYyAET OKa3hbIBaTh 3HAYNMOE
[I0JIOKUTENbHOE BJIUSIHIE HAa KOTHUTUBHBIE IIPOIiecchl. ITOT apdexT OyneT Bhipaxarbes B 6ojee
BBICOKMX MOKA3aTEJISAX I10 TECTAaM OIEHKH YIPABIAIONNX (DYHKIIMHI 1 TBOPUECKOTO MBITILJICHUS: )
Y MCTIBITYEMBIX, PETYJISIPHO UTPATOTIINAX B BUAEOUTPHI TIO CPABHEHNIO C UCTTBITYEMBIMH, HE UTPafo-
UMK B BUAEOUTPBI U 0) MOCJIE 9KCIIEPUMEHTAIBHBIX YCIOBUN UIPHI B BUACOUTPHI 10 CPABHEHHIO
C 9KCIIEPUMEHTATBHBIMY YCJIOBUSIMHA UYTEHUST TEKCTOB HAYYHO-TIOIYJISIPHOTO JKaHPa.

BoiGopka

B uccremoBanuu npunumanu ydactue 203 denoseka (87% nmeBymex; M = 19,39 imer;
S.D. = 2,25) — yuamuecs epBbIX U BTOPBIX KypcoB MOCKOBCKOTO TOCYAapCTBEHHOTO TICUX0-
JIOTO-TIe/IaTOTHYeCcKoro yHuBepcutera. M3 nux 147 yenosek (89% newymiek; M = 19,16 er;
S.D. = 2,15) y4acTBOBaJM B 9KCIIEPUMEHTE, a OCTAJIbHbIE 56 PECHOHAEHTOB BBITOJHSIIN JIUIIIb
[ePBbIii ATl TECTUPOBAHMUST, BKJIIOYAIONIUI BOIIPOCH 00 UTPOBOM OIIBITE U JUArHOCTUKY KOTHU-
THUBHBIX CIIOCOOHOCTEN. Bee UCIbITyeMble TOAMUCHIBAIN [0OPOBOJIBHOE HH(OPMUPOBAHHOE CO-
rylacue Ha y9acTue B UCCIEeOBAHUN.

CtuMyJIbHBII MaTepua

1. /luaznocmuxa unoueudyanrbHo-nCuUxX0a02UeCKUxX XapaKxmepucmux

Ouenxa uzpogozo onvima.

J1J1s1 OLIEHKHM MIPOBOIO OlibiTa ObLI pa3paboTaH CIEHUANbHbII OIPOCHUK, IIOAPOOHO OIIMCAH-
HBII B pyroit pabote [1]. B HacTOsIIEM HCCTIeI0BAHUT MBI HCTIOJIB30BaIH BOIPOC «C KAKOTO BO3-
pacra Bbl urpaere B BUZCOUTPBI?», UTOOBI YU€CTh BO3MOKHOE BIIMSTHIE UTPOBOTO OITBITA Ha U3MEPSI-
emMble TIepeMenHble. K He urparoimm B BUZIEOUTPBI OTHOCUIIN T€X UCIIBITYeMbIX (N = 66), KoTopble
OTBETUJIM, YTO IPAKTUYECKH He UIPAIOT B BUIEOUTPBI, TIPH HTOM K TPYIIIIE UTPAIOIIUX B BUIEOUTPBI
(n = 137) GbLIM OTHECEHDI UCITBITYEMbIE, KOTOPBIE Ha3BAJIN BO3PACT, C KOTOPOTO OHU HAYAJIU UTPATh.

Ouenka KozHUMuBHbLX CnOco6HOCME.

JlJist OLleHKW KOTHUTHBHBIX CITOCOOHOCTEH M UTPOBOTO OIBITA MCIIBITYEMbIX HCIIOJIb30Ba-
JIUCH CJIe/LyIOIHe METOIUKH.

1. «IIpoaBunyTbhIe IporpeccuBHbie MaTPUIlbl» /K. PaBena, kpatkas Bepcus u3 12 maTpui
[10]. Tect mo3BoisieT O1EHUTD (DIIOUAHDBIN WHTEJIEKT.

2. Tect «Heob6brunoe ucnonbzosarues [I. Tmndopaa. VcnbiTyeMbiM 1Ipejiarajioch B Te-
YeHUe 5 MUHYT MPULYMbBIBATH KAK MOKHO (GOJIbIIE HEOOBIYHBIX CTIOCOOOB UCITOIb30BAHUST OObIU-
HOTo npeaMeTa (CIMYKH — JIJIs TIEPBOTO aTarna U CKPenkr — st Broporo). OueHuBaioch obiiee
KOJITYECTBO MPEIOKEHHBIX Hyell. TecT nusMepsier cnocoGHOCTD K IMBEPIEHTHOMY MBIIILTIEHHIO B
BepOABLHOM chepe 1 YacTo MCIOIb3YeTCs It U3MepeHus BepOaibHOIl KPeaTMBHOCTH.

3. Tect «Deary-Liewald task» [11], ¢ moMOIIIbI0 KOTOPOTO U3MEPSITIOCH TIPOCTOE BPEMST Pe-
aKkIu (CKOPOCTb HAXKATUA HA KHOIKY TIPY MOSBJIECHUU CTUMYJIa HA 9KPaHe) W BPEMs PEeaKINK

65



Taspunosa E.B., Banyesa E.A., [llenenesa E.A., [aiioyxosa I'.1.
«Fall guys»: Biustine BUI€OUTPbI Ha KOHBEPreHTHbBIE U ANBEPTeHTHBIE CTOCOOHOCTH
IDxcnepuMenTasibHas meuxosiornd. 2024. T. 17. Ne 4

BBIGOPA (CKOPOCTh HAKATHS HA OMPEICTCHHYIO KHOTKY B 3aBUCMOCTH OT JIOKAIUHU, B KOTOPOH
MOSBJISIETCS CTUMYJI Ha 9KpaHe).

Ouenxa ynpasasiouux Gynxyuil.

JList ONleHKM YIPaBJISIIONINX (QDYHKITHI ObLIN UCTTOMB30BaHBI CIIEAYIONINE METOANKH.

1. Tect onenkm kpaTkoBpeMeHHOU naMsATH «Digit span test». B xoze Tecta ncnpity-
€MOMY Ha 9KpaHe MOHUTOpPA TIPEbSBISIOTCS OHA 32 APYroil psn mudp. Bpems npemxbss-
senus kaxaoi mudpsl cocranager 800 mc. 3atem nogBagiorcs Bee gecath mudp (ot 0 10
9). 3ajaua UCIBITYEMOTO — HaXKaTh HA TY KOMOWHAIMIO 11ihp, KOTOPast TOJIbKO 4TO TPE/b-
apisinack. [loce IByX MpaBUJIBHBIX OTBETOB MOAPS/L 33JJaHNE YCIOKHACTCA — KOJUUECTBO
1udp B MOCAEAOBATEILHOCTH YBEJINYMBAETCS Ha OfHY. [To uToraM 3aganus o6beM MaMsITH
oTIpe/iesIsyics KaK 3HaYyeHNe, COOTBETCTBYIONee MAaKCUMATbHOH JTMHE TTPABUJIBHO BOCIIPO-
U3BEJIEHHOTO PsI/ia.

2. @uanrosas sagaya dpukcena «Eriksen Flanker Task» [14]. Tecr paspaboran s us-
MepeHUs OJJHOTO M3 ACTIEKTOB TOPMO3HOTO KOHTPOJIS — ceJieKTuBHOTO BHUManus. CyTb 3aj1a-
HUS 3aKJIH0YaJach B TOM, 4TOOBI PearnpoBaTh Ha CTUMYJIbI (pasHbie OYKBBI) B IEHTPE OTIpe-
JleJICHHOM GYKBEHHOU MOCJIEI0BATETbHOCTH HAKaTHEM OIPEIEJICHHBIX KJIaBUII — HaKaTh Ha
KJIABUIITY «1», KOT/Ia B C€peIHe MOCTeA0BATENLHOCTH MOSBATIOTCst OyKBo 3 vn C, 1 Ha Kia-
Buiny «0», Korga nosBasiorca 6yksa B wiau B. IIpu 9T0M B 3a7laHU IIPUCYTCTBOBAJIN Heii-
tpanbuble (Hanpumep, OOCOO wimm OOBOO), KoHrpysHTHBIE (CTUMYJI COBIIaAM ¢ OYKBEH-
HBIM pggoM — Hanpumep, 33333 wim BBBBB) u nexkonrpysutHbie (CTUMYJ He COBIAAAI C
G6ykBeHHBIM psiioM — Hanpumep, BBCBB win 33B33) npobsl. B 0CHOBHOI cepun UCTIBITYE-
MOMY TIPEIbSIBISIOCH B cayuaiiHoM mopsizake 80 mpob. Tlepes OCHOBHON cepueil HCTIBITYEMBbIit
TPEHMPOBAJICS PEATUPOBATH HYKHBIMHU KIABUIIAMU Ha OTAENbHO crosire 6ykBbl (16 mpob) u
IPOXOIMJI TPEHUPOBOYHYIO CEPUIO C OCHOBHBIM CTUMYJIbHBIM MaTepuaaoM (12 mpob). dddekr
rankepa pacCUUTHIBAJICS MYTEM PA3HOCTU BPEMEHU PEaKIUU Ha KOHTPYIHTHBIE U HEKOHTPY-
sHTHBIE TTPOOBI. COOTBETCTBEHHO, YeM MEHbIIle PAa3HUIA, TEM JIerde YeJOBEK COCOOEH mepe-
KJIOUATHCSI C OJ[HOTO THIIA TIPOO Ha JAPYTOI.

3. JInst OTeHKHU eTe OHOTO aCTeKTa TOPMO3ZHOTO KOHTPOJS — CIOCOOHOCTH TIOMABISITh
otBeThl (MEHTaJbHOE TOPMOKeHHe) — Oblja MCII0Jb30BaHa MeToauKa «Sustained attention to
response task», SART [26]. 3agaua MCIBITYEMOIO 3aK/I04aIach B TOM, YTOObI pearupoBarh Ha-
JKaTheM OTIpesieleHHol KiaaBuiu Ha Bce nudpsbl (o1 1 10 9), kpome nudpor «3». Kaxmas udpa
MPeABSABISLIAch 25 pa3 (T.e. B 00IIEl CIOKHOCTH TECT COCTOsT u3 225 mpod, Ha 25 U3 KOTOPBIX
pearnposath He cye/10Bano0). [lepen ocHOBHOM cepuell NCITBITYeMbIi BBITTOJIHSIT TPEHUPOBOUHYIO,
cocrostityio 13 18 mpob. B kauecTse mokaszaresist paccuutbiBagach d’ (4yBCTBUTEIBHOCTD) B Mapa-
auTMe Teopun oOHapysKeHus curnana. [Tokazatens d’ MO3BOJISIET yI€CTh COOTHOIIEHHE TPABIIIb-
HBIX OTBETOB M JIOKHBIX TPEBOT, MTOITOMY IPEANOYTHTENIEH B CUTYAIHIX, KOT/[a MCIIBITYEeMBbIil
JIOJIZKEH COBEPIINTH JIBYXaJIbTEPHATUBHBIN BBHIOOP.

Barapest Mmetojiuk ObLta cOOpaHa B IMCUXOAUATHOCTHYECKYIO OHJIAWH-CUCTEMY C OMOIIBIO
caiita-korcTpykropa PsyToolkit o cosmanuto Tectos u onpocaukos [30; 31].

2. Buodeouzpa

B nccienoBanun ucnosb3opasiach Bugeonrpa «Fall guys» kanpa «Apkaga». IT0 OMH 13
caMbIX IIOIYJIAPHBIX KaHPOB, KOTOPbILA XapaKTePU3yeTCs KOPOTKHMM 110 BPEMEHH, HO MHTEHCHB-
HbIM UT'POBBIM ITPOLIECCOM. KpOMe TOTO, [aHHbBIE O KOHKPETHOM BJIMAHWUN BUJIECOUTPBI 9TOTO KaH-
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pa Ha ympasJsionue GYHKIMN TOJYYeHbl He OBLIN, YTO OTKPHIBAET HOBBIE BO3MOKHOCTHU JIJIsT
MTOCTAHOBKH MCCJIEJ0BATEIBCKUX 33/1a4 C Y4eTOM UTPOBOTO KOHTEHTA.

ITpumep kazpa ¢ Bumeourpoii mpesicTasieH Ha puc. 1. CMbICI UTPBI 3aKJIIOYANICS B TOM, UTO
UTPOK «PYKOBOJMT»> OIPEEJTEHHBIM «T€POeM», IeJb KOTOPOTO A00eKaTh 10 (DUHMINA, MUHYS
MYTh C PA3JIUYHBIMK TPEMATCTBUSIMU. TakuM 00pa3soM, YCIIEITHOCTh PEIIEHUST UTPOBON 3aaun
[IpeIoJlaraeT akTUBalMI0 KOTHUTUBHBIX PECypCOB UTPOKOB, B IIEPBYIO 0Yepe/ib KPaTKOBPEMeH-
HYIO TaMATh (TOMHUTH, KaKUe MPEMATCTBUS ObLIN W KaKhe TPEJACTOUT TPOTH), M36HpaTeib-
HOCTb M TIEPEKJI0YaeMOCTb BHUMaHUS (KOHIIEHTPUPOBATHCA HAa KOHKPETHBIX TPENSATCTBULX U
OBICTPO PearnpoBaTh HA UBMEHSIONLYIOCSA CUTYalu0). ECm Urpok «BbIObIBA€T» U3 UTPHI, TO OH
HauyMHaeT Bechb IIyTh C CAMOI'0 HayaJla.

Puc. 1. Buneourpa «Fall guys»

B xozie akcniepumenTa kaxapiii urpoBoit payuz aiauics 10 muryTt. B camom Havase yyacr-
HUKH TaKKe TIPOXOUIN MATUMUHYTHYIO TPEHUPOBOUHYIO cepuio. Ecsit Bo BpeMs UTPbI «Tepoiis,
KOTOPBIM PYKOBOJIMJI MCIIBITYEMBbIH, BBIOBIBAJ ¢ UTPOBOTO MOJIs, TO UTPOBAsA CECCUs HAUMHAJIACH
cragana. [Tocse To6ebr UTPOK MOT HAYaTh UTPY 3aHOBO. B KOHIIE OTEHNBANCH UTPOBAST PE3YJIb-
TATUBHOCTH (KOJMUYECTBO OYKOB, KOTOPbIE MOTJIH ObITh TIPUCBOEHBI 32 MEPBOE, BTOPOE M TPEThHE
MecTa) ¥ aKTUBHOCTH (KOJMYECTBO CHITPAHHBIX UTP) UTPOKOB.

3. Hayuno-nonyaapnoie mexcmol

Jlisi 9TeHust UCIOJIb30BANMCH TEKCTHI HAYYHO-IOIMYJSIPHOTO KaHpa u3 OGubanoTeku
caiita elementy.ru, onybaukoBanubie B KypHaiax «Hayka u KusHb», «XUMUS U KU3HD>,
«KBanTtuk», «Hayka u3 mepBbIX pyk» [Bubinoreka HayYHO-TIOMYJSPHBIX cTaTeil Ha
«dmemenTax» |. TeKcThl 6BIIN BHIOPAHBI ¢ YYETOM BO3pACTa W WHTEPECOB MCITBITYEMBIX (CTY-
JIEHTOB MJIA/IIIUX KYPCOB BY3a) ¥ MOCBSAIIEHBl B OCHOBHOM HAYYHBIM OOBSICHEHUSIM OBITOBBIX
asienunii (nanpumep: «Ilouemy KomMapsl KycaloT He Bcex», «[yaza—3epkaso pymus, «Kode
3aruiaer Mo3r» u 1p.). st ucciaenoBanust ObLi 0TOOPAHDBI TOJBKO T€ TEKCTHI, KOTOPBIE TIPH
MPEIBAPUTEIHHOM TTPOYTEHUN BBI3BAJU WHTEPEC W MOJOXKUTEIbHBIE OT3bIBBI UATABITUX WX
IBYX 9KCIIEPTOB-TICXOJOTOB.

IIpouneaypa ucciaegoBanus

Uccnenosanue Braovano asa aramna. Ha nepBom atane ucnoityemblie (203 yesmoBeka)
3aIOJIHAIN OIMPOCHUK, BBIOJHIN TecT PaBeHa n 3ajaHus Ha BpeMs peakinuu. Ha BTopom
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aTarie yuyacTBOBABINKE B 9KcIepuMeHTe ucnbiTyeMble (147 deoBek) B caydallHOM MOPSIKe
ObLIM pacrpe/iesieHbl Ha 2 9KCIepuMeHTa bHbie rpynibl (urpa (n = 74 (24 He urpaoumx u
50 peryssipro urpaonux)) uin yrenre (n = 73 (32 ue urpatouux u 41 peryjaspHo urpaio-
IKX)), & TAaKKe CIydaitHbiM 06pa3oM ObLIIM PACTIPE/IETEHBI 110 YeTBIPEM BO3MOKHBIM yCJIOBH-
saM: 1) HaYMHAIK ¢ TecTa OTEHKH KPATKOBPEMEHHON maMsaTu (n = 35); 2) HAUMHAIY C 3aa91
Ipukcena (n = 39); 3) vaunnanu ¢ tecra SART (n = 41); 4) HaunHaau ¢ Tecta Heobbrunoe
ncnoab3oBanue (n = 32).

[lu3aita BTOporo aramna uccjeloBaHus MpeacTaBieH Ha puc. 2. Haima 3agaya 3akimovanach
B TOM, YTOOBI OIIEHUTH KOTHUTUBHBIE TIOKA3ATENH JI0 U TIOCJIE OIPEIETEHHOTO TUTIA JAeATeTbHO-
CTU — BUJICOUTPBI WU YTCHUS HAYIHO-TIOMYIAPHBIX TeKCTOB. [loaToMy cHavaia Kaxablii NCIIbI-
TYEeMBII BBITIOJTHSIT O/INH TecT (HarpuMep, TeCT OIeHKN KPAaTKOBPEMEeHHOW TTaMsITH ), 3aTeM UTPa
B Bujieourpy (uam yutas TekcT) B Tedenue 10 MUHYT, 3aTeM CHOBA BBIIIOJIHSA BTOPYIO BEPCUIO
aToro Tecta. Takas mpolie/ypa OBTOPAIACD ellle TPU Pasa C 11eJbI0 OILIEHKU BCEX KOTHUTHBHBIX
nepeMeHHbIX. Takum 06pa3zoM, BCETO MCIIBITYeMbIe UTPaI Wk yuTanu 40 MUHYT (¢ iepepbiBamMmu
Ha BBITIOJIHEHUE TECTOBBIX METO/IMK ). B caMoM KOHIIe — mocJie BBITIOJTHEHMS BCEX TECTOB — BHOBD
OIIEHUBAJIKCH [TPOCTOE BPEMST PEAKIIUU U BPEMsI PeaKI[ii BbIOopa. B cirydyae ycJoBUil UTPHI B BU-
JICOUTPBI UTPOKU CHAYATA TPOXOAMIN MATUMIHYTHYIO TPEHUPOBOUYHYIO CEPHIO (JI0 BCEX TECTOB)
C 11€JIbI0 O3HAKOMJIEHUS C IIPAaBUJIAMU.

Digit Span Eriksen Flanker The Sustained Attention Unusual Uses Task
Memory Test Task to Response Task (TecT «Heobbl4HOE
(TecT Ha oueHKy (TecT Ha oueHKy (HenpepbiBHOE 1cnonb3oBaHue
KPaTKOBPEMEHHO CeneKTUBHOro BHUMaHWeE, npegmeTtay,
namaTu) BHUMAaHUS) «TOPMOXXEHUEY) BepbanbHas 6ernocTb)

Digit Span Eriksen Flanker The Sustained Attention Unusual Uses Task
Memory Test Task to Response Task (TecT «HeobbluHOE
(TecT Ha oLeHKy (TecT Ha oueHKy (HenpepbiBHoe MCnonb3oBaHne
KpaTKOBPEMEHHOM CeneKTUBHOro BHUMaHve, npegmeTar,
namsTm) BHUMaHW#) «TOPMOXEHMEN) BepbanbHas 6ernocTb)

Puc. 2. [lnzaiin sKCIIepPUMEHTAILHOTO UCCJIEI0BAHUST

Pe3yabraTsi

B cooTBercTBUM € BBIIBUHYTBIMU TUIIOTE3AMHU PE3YJIbTATDI NCCIEOBAHUS TIPOAHAINIUPO-
BaHBI B /IBYX cpe3ax: 1) pasinyus B IPOSABICHUM KOTHUTUBHBIX XapaKTEPUCTUK MEXK/Y MUTPaio-
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HIMMHU U HE UTpaloliuMMn B BU/ICOUTPbI UCIIBITYEMbIMU; 2) BJMSAHNUE 9KCIIEPUMEHTaJJbHBIX YCJIO-
BI/Ifl, MpeACTaBJEHHBIX BU/JICOUTPAMUW UJIN YTEHNEM HAYYHO-TIOITYJ/JIAPHBIX TECTOB, Ha U3MEHEHUA
KOTHUTHUBHBIX IIOKa3aTesel HCIIBITyEMbIX.

Paznunus 6 nposieienuu KOZHUMUBHBLX XAPAKMEPUCMUK MEHCOY UZPAIOUUMU

U He UPalOWUMU 8 6UOCOUZPL UCTBIMYEMbLMU

Jlist cpaBHeHMsI TOKaszaTeJieil B IBYX BhIOOPKAX MCIOJIb30BAJICA CTATUCTUYECKUI KPUTEPUI
t-CrpiomenTa. PesyibraThl cpaBHEHMsI TPYIII 110 KOTHUTUBHBIM XapaKTEPUCTUKAM [IPEICTABIEHbI
B TabOI. 1.

Tabmmma 1
Pa3zanuns urpaonyx 1 He UrPaIOIHUX B BU/I€OUTPBI HCIIBITY EMbIX
110 KOTHUTUBHBIM MTOKa3aTeasIM
Ilepemennas He urpaio Urpaio t p
ITpocroe BP 289,14 283,60 1,31 0,191
BP Bo60pa 474,06 443,10 3,13 0,002
KpaTkoBpemeHHast maMsiTh 6,08 6,04 0,25 0,801
T'undopna 6ersoctnb 7,38 8,73 -222 0,028
IdddexT paankepa 35,03 19,82 1,82 0,070
SART d’ 2,62 2,91 —2,40 0,017
Do b NHTENIEKT 6,41 7,85 -4,31 0,000

Jlarubie TaGIUIBI TOKA3BIBAIOT, YTO UCIIBITYEMBIE C UTPOBBIM OITBITOM UMEIOT MPENMYIIle-
CTBa Mepejl UCIBITYeMbIMU (€3 UTPOBOTO OTBITA TI0 HECKOJIBKUM MOKA3aTe/IsIM — BPEMEHU pe-
akIu BbIOOPa, BepOANbHOI GErJIOCTH, CeJIEKTUBHOTO BHUMAHMUS, MEHTAILHOTO TOPMOJKEHUS 1
durrouHOTO MHTEIEKTA, TakuM 00pa3oM, UCIIBITYEeMbIE, PETYJISIPHO UTPAIOIIIE B BUAECOUTPHI, OT-
JYaioTest 6oJiee BHICOKMM YPOBHEM (QIIIOUIHOTO WHTEIIEKTA 1 CKOPOCTHIO peaktui. OHU TakKe
GoJiee KpeaTUBHBI B CJIyYae ¢ MPUAYMbIBAHUEM PasJUUHBIX HJEH, IeMOHCTPUPYIOT OoJiee BBICO-
KYI0 CKOPOCTD MEPEKIIOYEHSI BHUMAHUST Ha KOHTPYOHTHBIE U HEKOHTPYIHTHBIE CTUMYJTBI (CeJIeK-
TUBHOCTb BHUMAHVSI) U CIIOCOOHBI TIOABJIATH TPOIECCH BO3OYKICHUS Ha GOJIBIIEE KOJMYECTBO
pob (MEHTANTbHOE TOPMOKEHIE).

Taxkum 06pa3oM, UTPAIOIIIE B BUICOUTPBI UCIBITYEMbIE JEMOHCTPUPYIOT GoJiee BHICOKUIL
YPOBEHb HIMPOKOTO CIIEKTPa KOTHUTHBHBIX CIIOCOOHOCTEN — yNPaBJISAIONINX (MYHKINH, (QIIowI-
HOTO WHTEJIJIEKTA, CKOPOCTH PEAKINU U BepOATbHOM KPEeaTHBHOCTH.

Ouenra 61uUAHUSA IKCNEPUMEHMATLHOZ0 8030€UCMEUS HA UMEHEHUS

KOZHUMUBHBLX NOKA3AMeJlell UCNLIMYeMbLX

J17151 OTIeHKY BIMSHUS SKCIePUMEHTAIBLHOTO BO3/IeHCTBIS, cpaBHEHUS 3(hHEeKTOB, a Tak-
JKe yueTa JOMOJTHUTETHHBIX TEPEMEHHBIX — TIPEKIE BCETO UTPOBOTO OTIBITA UCITBITYEMBIX, TIPH-
Menazucs 2x2x2 ANOVA, B KOTOpOM UTPOBOI OIIBIT (HET/eCTh) U dKCIIepUMeHTaJIbHas TPYIIa
(urpa/ureHue) ObLIN MEKIPYIIIOBBIMU (haKTopaMu, a 3aMep (10/I110cjIe dKCIIePUMEHTaIbHO-
r0 BO3/IEHCTBUsI) — BHYTPUCYODBEKTHBIM (HaKTOPOM. 3aBUCHMBIMU TIEPEMEHHBIMU BBICTYIIA-
JI1 u3MepsemMble KOTHUTUBHbIE (pyHKinn. B ciydae, korza 3aBucCHMbIe TepeMeHHbIe 3HAYUMO
KOppesnpoBasiu ¢ (GuionnbiM uHTeNIeKTOM (11pocToe Bpems peakiuu (r = —0,22, p = 0,009),
(r=-0,38, p< 0,001), kparkoBpemennas namsTb (r = 0,19, p = 0,021)) B ananus gobasisIach
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KoBapuaTa B Buze 6ajiia 1o recty PaBeHa (/11 KOHTPOJIsE yPOBHS nHTeIekTa). IloMumo atoro,
IpeABAPUTEIbHO IIPOBEPSAIACH 3HAYMMOCTD [OC/IeI0BATENbHOCTH TIPENbIBIEHNs TECTOB. Bo
BCEX CIy4Yasx, KPOMe TecTa Ha KPaTKOBPEMEHHYIO IIAMATh, 5TOT (haKTOP OKA3aJICsI HE3HAYIMbIM
1 OBLJI UCKJIIOYCH U3 aHAIN3A.

Bpemsa peaxuuu

PesysbraThl IUCTIEPCHOHHOTO aHa3a /uist ipoctoro BP u BP BeiGopa mpeicTaBieHs! B
Tabr. 2 1 Ha puc. 3. 3HaunMbIX 3G GEKTOB Il SKCIIEPUMEHTANBHBIX YCAOBUI 00HAPY/KEHO He
6bw10. EMUHCTBEHHDBIN 3HAYNMBIIT a9(hheKT — yBeamyeHne IIPOCTOrO BPEMEHHU Peakiui B 00enx
rpytmax ko sropomy 3amepy (p = 0,02) — cBUIeTENBCTBYET, 10 BCEH BUANMOCTH, 00 YTOMJICHUN
WCIIBITYEMBIX B PE3YJIbTATE UCCIACTOBAHUSI.

Tabauta 2
Pesyabratet ANCOVA mas npocroro BP u BP BoiGopa
IIpocroe BP BP BbiGopa
IIpeaukrop df F n,’ p df F n,’ p

I'pymma 1,139 | 1,58 | 0,011 | 0,211 | 1,141 | 0,82 | 0,006 | 0,366
MrpoBoii O1BIT 1,139 | 0,34 | 0,002 | 0,559 | 1,141 | 2,69 | 0,019 | 0,103
DuronHbI UHTEIEeKT 1,139 | 12,06 | 0,080 |<0,001| 1,141 | 21,09 | 0,130 |<0,001
I'pynmmaxrpoBoii omsIT 1,139 | 0,42 | 0,003 | 0,519 | 1,141 | 0,04 | <0,001 | 0,838
3amep 1,139 | 5,33 | 0,037 | 0,022 | 1,141 | 0,65 | 0,005 | 0,422
Tpymnmax3amep 1,139 | 0,47 | 0,001 | 0,683 | 1,141 | 0,03 | <0,001 | 0,865
Urposoit onbiT> 3amep 1,139 | 0,00 | <0,001 | 0,997 | 1,141 | 0,69 0,005 | 0,406
DronIHbI UHTEIEKTX 3aMep 1,139 | 1,71 0,012 | 0,194 | 1,141 | 0,76 0,005 | 0,385
TpymaxrpoBoii ombIT> 3amep 1,139 | 0,14 | 0,001 | 0,705 | 1,141 | 0,45 | 0,003 | 0,505

MpocToe BpeMsa peakuuu Bpems peakuumn BbiGopa

305 465

300 460
o 295 o 455 Mpynna
= =
os 290 o’ - [rpa
o @ 450 -A- YrteHne

285 445

280

440
1 2 1 2
3amep 3amep

Puc. 3. Pesyapraret ANCOVA g nmokasareseit BP
Kpamxoepemennas namamo

PESy]IbTaTBI JAUCIIEPCUOHHOTO aHaJn3a IJId rmokasaTeJei KpaTKOBpeMeHHOf/’I naMATNn
IpeJacTaBJa€eHbl B Tab1. 3 1 Ha puc. 4. 3HAYNMOTO BJIUSTHUS IKCIIEPUMEHTAJIbHBIX YCJIOBI/Iﬁ
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obHapy:keHo He OBLIO, OIHAKO 0KA3aJ0Ch, YTO B CJIyYae, KOT/a AaHHAsA METOANKA TIPE/IbAB-
JIAJIACh TEPBOii, UCTIBITYEMbIE B TIEJIOM JIEMOHCTPUPOBAIN 3HAUNMO GoJiee HU3KUE TTOKa3aTe-
JI TI0 KPATKOBPEMEHHOW MaMsTH, HE3ABUCUMO OT dKciiepuMenTaibibix ycaosuii (F = 3,35;

p=0,021).

Tabsuia 3
Pesyapraret ANOVA 1151 nokasaresieil KpaTKOBPEMEHHOI maMsaTH
Ipeaukrop df F n,’ p
I'pynma 1,137 1,85 0,013 0,176
[Topsimok mpenbsIBIeHNS 3,137 3,35*% 0,068 0,021
DronaHbI MHTEIEKT 1,137 7,31%% 0,051 0,008
I'pynmaxIlopsiok npeabsaBiaeHus 3,137 1,60 0,034 0,193
3amep 1,137 0,89 0,006 0,348
T'pynmax3amep 1,137 0,07 <0,001 0,794
Ilopsnok npexbaBienusx3amep 3,137 0,98 0,021 0,404
DroniHbIi HHTEIEKTX 3aMep 1,137 0,01 <0,001 0,904
I'pynmmaxIlopsnox mpemxbsaBiaenus x3amep 3,137 0,72 0,015 0,544
KpaTkoBpemMeHHasA namATb
BobinonHANM nepBebIim BbIinonHANuM BTOpPbIM

7.0
o 65 +
2 6.0
E .
o
s °° Mpynna
&8 50 Py
8 BLINONHANW YeTBEpPTLIM - Urpa
5 7.0 -A- YTeHue
E 6.5
S 6.0
=

5.5

5.0

1 2 1 2
3amep
Puc. 4. Peaynbpratel ANOVA 1714 okaszaTesieil KpaTKOBPEMEHHOM ITaMsATh
Apdexm paranxepa

Pe3ysibTarhl IUCIEPCUOHHOTO aHAIN3A JIJIst TOKa3aTeel CeIeKTUBHOTO BHUMAHUSA TIPE/l-
cTaBJieHbl B TaOJI. 4 U Ha puc. 5. BpIo 06HAPYKEHO 3HAUMMOE B3arMo/IeiicTBIE TIPOOBI U 9KC-
nepuMenTaibHbix yeaosuil (F = 4,08; p = 0,045). TIpu saTom HabmomaetTcst ahdeKT, KOTOPbIit
MPOTHUBOTOIOKEH OKUIAEMOMY: pasMep addekra (raHkepa B TPYTITE YTEHUS YMEHBITAETCST
(T.e. TIOKA3aTEN CEJIEKTUBHOTO BHUMAHUS YIAYYIIAIOTCS), & Y TeX, KTO UrPaJl, yBeTMUNBACTCSL.
3HAYMMOTO B3aUMO/IEHCTBYS (hAKTOPa UTPOBOTO OTIBITA C IPYTHMH TIEPEMEHHBIMU OOHAPYIKEHO
He 661710, Takum 06pasoM, yaydiiieHue nokasareseii cCeJIeKTHBHOTO BHUMaHUs GoJiee BHIPasKeHO
B TOU TpyTIIe, KOTOpas dnTasa TeKCThl. [locae jke UTPOBOTO BO3MEHCTBIS, HATPOTUB, TTOKA3a-
TEJTN CHIKATOTCS.
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Tabauna 4

«]“‘21” guys»: BJIMSHUE BUEOUTPDBI Ha KOHBEPIEHTHDBIE N IUBEPIrEeHTHDIE (‘WOCO(/)UOCTIT
IDxcnepuMenTasibHas meuxosiornd. 2024. T. 17. Ne 4
Pesyabratel ANOVA mis apderra paankepa

IIpenukTop df F np2 p
Ipynma 1,139 1,04 0,007 0,310
Urposoii onbiT 1,139 0,71 0,005 0,401
['pynmaxUrpoBoii omsIT 1,139 1,00 0,007 0,320
3amep 1,139 0,00 <0,001 0,988
['pynmax3amep 1,139 4,08 0,028 0,045
Urposoit onbiT> 3amep 1,139 0,00 <0,001 0,986
I'pymmax IrpoBoit ombiT* 3amep 1,139 2,50 0,018 0,116

Eriksen flanker task

o 40

=

o

&

x 30 Fpynna

©

_E_ 20 - Urpa

= -A- YteHve

x

o

g

P 10

0

3amep

Puc. 5. Pesynbratet ANOVA s adhdexra duiankepa

Menmanvrnoe mopmosicenue

B tabm. 5 u Ha puc. 6 oTpakeHbl U3MEHEHUS B TIOKA3ATENSIX MEHTAJIBHOTO TOPMOKEHHSI.
[TokasaTenu TeCTOBOI Pe3yIbTATUBHOCTU YBEJUUYMBAIOTCS OT IIEPBOTO 3aMepa KO BTOPOMY B
o6eux rpynnax (F = 35,81; p < 0,001). Cuennduka 5T0ro 3ajjanus TakoBa, 4T0 Ha HaYaJbHbIX
ATarax ero BIIOJHITH OUEHb CJI0KHO, HO M0 Mepe MPUOOPETEHNUST ONbITa — CTAHOBUTCSI JIETYE,
[TosTomy HabomaeMblit 06Kl ahHeKT yBeaMUeHus TToKasaTeeii, Mo Beell BUANMOCTH, CBSI-
3aH ¢ 9 HEKTOM TPEHUPOBKH, KOTOPast MPOUCXOAUIA B 00EUX rPyIIax. SHAYMMOTO B3aMOJIEli-
CTBUSI MTPOBOTO OTIBITA HY C OJ[HO U3 MepeMeHHbIX 0OHApYsKeHo He 6b110. [Ipu aToM 6b1T 06HA-
py:keH 3 deKT B3aUMOIEHCTBUST 9KCTIEPUMEHTATBHBIX YCIOBHIT U TPOOBI: TIOKA3aTEN 3HATMMO
GOJIbIIE YBEJIMUUBAIOTCS B YCIOBUSIX UTEHMS] HAYYHO-TIOMYJSIPHBIX TEKCTOB TI0 CPABHEHUIO C

yeaoBusimu urpet (F = 4,25; p = 0,041).
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IIpeaukrop df F np2 p
WrpoBoii ombit 1,143 2,40 0,016 0,124
I'pynmaxUrpoBoit onbit 1,143 1,86 0,013 0,175
3amep 1,143 35,81 %** 0,200 <0,001
I'pynmnax3amep 1,143 4,25% 0,029 0,041
Wrposoii onbiTx 3amep 1,143 0,00 <0,001 0,976
I'pynmaxUrposoit ombiT* 3amep 1,143 1,39 0,010 0,241
SART
3.4
3.2
Mpynna
T 30 - Virpa
-A- YTeHune
2.8
2.6

3amep

Puc. 6. Peaynbratst ANOVA 11519 MEHTATTBHOTO TOPMOKEHMS

,ZIueepzeHmuoe MbuluilieHue

B rabsuiie 6 u Ha prc. 7 OTpakeHbl MI3MEHEHNST B TOKA3ATENSTX MEHTATBHOTO TOPMOIKEHTIS.
Bb110 06HAPYIKEHO, YTO UCITBITYEMbIE U3 TPYIIIIBI, KOTOPask UTPajia, AEMOHCTPUPYIOT 3HAaYUMO 6O-
Jiee BbICOKMe ToKasaTen BepbanbHoil Gersoctu (F = 4,70; p = 0,032). Taxske Gbl1 0OHAPYIKEH
3HaYMMBIH 9 ek B3anmoeiicTBIs (hakTopoB 3aMepa u urposoro onbita (F =4,25; p=0,041) —
MOKA3aTeJM CHUKAIUCH Y UCIIBITYEMbIX G€3 UIPOBOTO OMNBITA ¥ TIOBBILIATIUCH Y UCTIBITYEMBIX C
UTPOBBIM OITBITOM.

Tabuna 6
Pesyabratet ANOVA nis1 Tecra
Heo0b1unoe ucnoab3oBanue
Ipeaukrop df F n,’ p
Tpymma 1,143 4,70% 0,032 0,032
WrpoBoii OIIBIT 1,143 2,35 0,016 0,127
I'pynmaxUrpoBoit onbit 1,143 0,54 0,004 0,463
3amep 1,143 0,17 0,001 0,678
Tpymmax3amep 1,143 0,01 <0,001 0,926
WrpoBoii ornbiTx 3amep 1, 143 4,25% 0,029 0,041
I'pynmaxUrposoit ot 3amep 1,143 0,42 0,003 0,516
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HeoGbIuHOe ucnons3oBaHue

Bes urposoro onbita C UrpoBbIM OMNbLITOM
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Puc. 7. Pesynbraret ANOVA 1151 recta HeoObraHOE UCIIOIB30BaHE

Oo6cy:xk/1eHne pe3yIbTaToB

[TpencraBienHOe Mcce[OBaHNE TTOCBSIIEHO H3YUYEHNIO KPATKOCPOUHOTO BIMSHUS BUIEO-
urpsl «Fall guys» Ha KouBepreHTHbIe (yIIpaB/sionie GYHKIIMN) U AUBepreHTHbIe (BepbabHast
GermocTn) mporiecchl. B xo/e nccsenoBanust GbLT POBE/IEH 9KCIIEPUMEHT, B PAMKaX KOTOPOTO 13-
yuanuch 3OhEeKThl B IBYX YCJIOBUAX — HEIOCPEJCTBEHHO UTPbI B BUJEOUTPY, a TAKXKe IIOCJIe YTe-
HUST HAYYHO-TIOMYJSIPHBIX TeKCTOB. TakuM 00pa3oM, KOTHUTHBHbIE TIOKA3aTeIH CPABHUBAIICDH
MOCJie BBITTOJIHEHUS PA3JINYHON TI0 CBOEMY XapaKTepy AeITeJbHOCTH, CBI3aHHOU ¢ MUMPOBBIM
dhopmartoM (BU€OUTpa) U YTEHHEM TeKCTa Ha OyMaskHOM «HOcHTese». [loTyueHHbIe PE3yIbTaThl
HIO3BOJIAIOT C/le/1aTh HECKOJIbKO YMO3aKJIIOYeHUI.

Bo-niepBbIX, BiMsHUE YCJIOBUH BUICOMIPBI HA JIAHHBIC TECTOB OLEHKU YIIPABJISIONMX (HDYHK-
it GbUI0 OGHAPYIKEHO TOJILKO JIJIsT OKa3aTesiell BHUMaHNs (TOPMOJKEHWE, CEIeKTUBHOE BHUMAHUE).
OpHako HalpaBJeHUE CBSI3W OKA3aJI0Ch MTPOTHBOINOJIOKHBIM OKHIAEMOMY: HEIOCPEIICTBEHHO TOCe
UPBI YXY/IIAICH TIOKA3aTeJH CEJIEKTUBHOTO BHUMAHYSE (0COOEHHO Y HCITBITYEMBIX, KOTOPBIE HE UMEJIH
UTPOBOTO OITHITA), & TIOKA3aTeN MEHTAILHOTO TOPMOKEHUS TIOC/I€ UTPBI YJIYUIIAIICh 3HAYUMO MEHb-
1Ie, YeM TI0CJIe YTEeHUST TEKCTOB. [1pr ATOM aKTUBHOCTD, CBSI3aHHAS C YTEHHEM HayYHO-TIOYJISIPHBIX TeK-
CTOB, OTHOCSIIMXCS K HEIU(MPOBOMY KOHTEKCTY JIeATeIbHOCTH, YJIy4IllaeT ToKazaTesan aTuX (yHKIMHI.
O6bsicHenme MOJTydeHHbIM (heHOMEHAM MOJKET JIEXKATh KaK B IVIOCKOCTU CTICIIU(DUKY TAHHO IeITeTb-
HOCTH, KoTOpas Gosee 6im3Ka K y4eGHOMY akaJieMIuecKoMy (hopMarTy, HeKeT BUIIECOUTPDI, TAK 1 B Be-
JTyTeit poJin YIpaBJIsTionX (DYHKIUI B YCIIENTHOCTU PENeHnsT yaeOHbIX 3a1ad. B 5T0ii CBSA3H TaKoil BUT
AKTHBHOCTH MOT CTaTh CBOECOOPA3HBIM «TPEHUHTOM» JIJIsI YJIYUIIEHHST OKa3aTes el 0 KOTHUTHBHBIM
(byHKIHSIM, HeOOXOMMBIM JITTST BBICOKOH aKafieMIYeCKOH yemernmHocTH. Takim 06pasoM, KpaTKocpod-
HOE BIIVSTHIE BUICOUTPBI HA KOTHUTHBHBIE YIPABJISTIONTHE (DYHKITIN YCTAHOBJIEHO He OBLIO, 4TO TOBOPUT
00 OTCYTCTBHH TIOJIOKUTETLHOTO a(hheKTa BUAEOUTD KaHPa «APKaJay /sl KOTHUTHBHBIX IIPOIECCOB.

Bo-BTOpbIX, GbLIO BBISBIEHO 3HAYUMOE BJIUSHIE IKCIIEPUMEHTABHBIX YCJAOBUIT Ha TIOKa3aTe-
s BepOabHON KPeaTMBHOCTH: MCTIBITYEMbIE, UTPABIIe B UIPY, IeMOHCTPUPOBAIN Gojiee BHICOKUE
TIOKa3aTe BepOATbHON GermocTr. ITOT HaKT UMeeT HAYIHYIO 3HAYUMOCTD, TTOCKOJIBKY TIOATBEPIK-
JIaeT TIOJIyYeHHbIE paHee JAHHBIE O MOJIOKUTEIBHOM BJIUSHUM YaCTOTHOCTU BUIIEOUTP HA TBOpYE-
ckuit motentman urpokos [19]. B To ske Bpemst usyuennbie aphekTbl OTHOCUINCH TOJBKO K OTIpe-
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JIEJIEHHBIM BUIEOMIPOBBIM JKaHpPaM, CBI3aHHBIM CO CJIOMKHOI CIOKETHOI JIMHUEH U pasHOOOpasHOi
BUPTYaJIbHOIT cpenoii (Harpumep, «Minecraft»). B maHHOM wcce0BaHUN MCIIOAb30BAJICS APYTroii
skaHp — «Apkazay. Takum 06pasom, o01ue pesy IbTaThl JAl0T CEPhe3HOE OCHOBAHME I A IbHEHIIINX
AMITUPUIECKIX UCCIACTOBAHUE TOJIOKUTEIBHBIX 3((HEKTOB BUICOUTP HA MEXAaHU3MbI KOTHUTUBHOM
rubkocTr. TToJIyueHHBIIT HaMU Pe3yIbTaT MOJKET ObITh CBSI3aH U € TEM, UTO UTPA CIIOCOOCTBYET MOBBI-
IIEHIIO TOJIOKUTE/IbHBIX OMOLIMIA [4], UTO, B CBOIO OY€EPE/Ib, CIIOCOOCTBYET MOBBIMIEHUIO [TOKa3aTeIel
JIMBEPTEHTHOTO MBITIIJIEHNS 32 CUeT paciperus (pokyca BHUMaHus. TBOPUECKOe, NI INBEPTEHTHOE,
MBIIIJIEHNE TPAJUIIMOHHO MCCJIEYETCS Yepe3 OMUCcAaHue MPOIECCOB Tiepepaciipeie/ieHus PECYPCOB,
i pacOKyCUPOBKU BHUMAHUSI, KOTOPOE HI03BOJISIET OXBATHIBATH OOJIbIIIEe KOJIMYECTBO UAEH 1 Bbl-
JIeJIITh HEOYEBH/IHbIE U HecTaHnaapTHbie pernierrs. DopMar u3ydaeMbix UTP TIPEAIIOIAraeT aKTHBHOE
OTCJIEKMBAHIE COOBITUI, TPOMCXOSIIIX B PA3HBIX YaCTSAX 9KPaHa 38 CUET YBEJIMUEHUS Pa3HOOOPasUst
MOCTYTAONIEN CTUMYJISIINN. B 9TON CBSI3M MOJIOKUTENbHOE BIVSHIE BUIEOUTPOBOM aKTUBHOCTH HA
TBOPYECKOE MBIIILJIEHNUE, B YaCTHOCTH BePOAIbHYIO GErI0CTh, MOKET OBbITh 0OBSICHEHO Yepe3 MeXaH!3-
MBI YBEJIIYEHNs PeCypcoB BHUMaHMsL. TakuM oOpasoM, ONMH U3 BOIIPOCOB sl AANbHENIIEro u3yde-
HUS MOKET ObITh 0003HAYEH TaK: SIBJISIIOTCS JIM IO3UTHBHBIE SMOLIUKM BO BPEMsI MIPbI OLIOCPELYIOIMM
(hbakTOpPOM CBS31 UTPOBOTO OITBITA W IMBEPTEHTHOTO MBIIIJICHIS UM MEXaHU3MBI 3TOH CBSI3M OCHOBA-
HBI Ha TPEHUPOBKE PACITUPEHHOTO (POKYCca BHUMAHUS HE3ABUCUMO OT IMOTTMOHATbHBIX TIEPE;KUBAHIIA.

Taxske nnrepeced ag ekt B3anMoeiicTBust (PaKTOPOB UTPOBOIrO OIIbITA U IIPOOBI, KOTO-
Pblil MOKeT ObITh CBsI3aH ¢ 6oJiee BBICOKMM YPOBHEM KPEaTHMBHOCTH Y UTPAIOLIMX UCIIBITYEMbIX B
1esioM. BoaMoskHO, HEO6X0AMMOCTD BTOPOIl pas MPUAYMbIBATh MICH BEJET K MCTOMECHUIO TBOP-
YECKOr0 Pecypca y MCIBITYEMBIX, He NMEIOIIUX UIPOBOIO OIIbITa U 00JafaIomuX 00Iee HUSKIM
TBOPYECKUM ITOTEHITUAJIOM.

B 11es10M, 00BbsICHEHIE BIUSTHUS 9KCIIEPHMMEHTATBHOTO BO3/ICIHCTBHSI, TIPOTHBOTIONOKHOTO OKHU/IAc-
MOMY, MOJKET IMeTh HECKOJIbKO ocHoBaHUH. [lepBoe kacaeTcst MexaHM3MOB pachOKyCHPOBKI BHUMAHYS,
3aTPY/IHAIONINX AKTHBALNIO MEHTAJIbHON KOHIIEHTPALMK U U30UPATEIbHOCTH, JIEKAILUX B OCHOBE YIIPaB-
Jismorux (pyHKImiL. Bropoe o0bsacHerne MOKeT IPEATIONI0KUTEBHO JIEKATh B CJI0KHOM JU3aiiHe CaMIX
UTP, IPETIO/IATAIONINX MHOTO3aa9HOCTh (HAIIPIMEp: Z0OEKATD 10 HYKHOM L€/, N30eKaTh JOBYILIEK, He
CTOJIKHYTBCSI C TIAPTHEPOM U T. 11.). Takoil KoHTekcT TpebyeT 60JIbIIoN paboThl 1 MOCIE/YIONIEr0 NCTOLE-
HUS KOTHUTHBHBIX PeCypcoB. Tak Kak pe3ysIbTaTbl CPABHUTEIBHOTO aHAI3A UTPAIOTINX 1 HE UTPAOTIX
UCITBITYEMBIX MTOKA3bIBAIOT, YTO T€ YYACTHUKH, KTO IMEET OIIbIT BUIECOUTPHI, B IIEJIOM TIPEBOCXOJIAT MEHee
OITBITHBIX YYaCTHUKOB MCCJIEZIOBAHNS TIPAKTUYECKH TI0 BCEM KOTHUTHBHBIM TIOKA3aTEISIM, 32 MCKITIOUeHH-
€M KPaTKOBPEMEHHOI TTaMsATH (717151 KOTopoii He Habumogaercs s deKxra 1 B HallleM 9KCIIEPUMEHTATbHOM
UCCJIEIOBAHUT ), MOKHO TIPEIIOJIOKUTD JIOJTOCPOYHOE BJIMSTHUE BUIEOUTP HA KOTHUTHUBHBIE TIPOLIECCHI
O/IPOCTKOB U FoHOITIEE. TT0100HbIH a(hhEKT BUACOUTP MOKHO CPABHUTH ¢ (DUBUYECKIMU TPEHHPOBKAMIL,
Kparkocpounbrit ekt yrpaskHeHU CKopee BCETO MPUBEIET K CHUKEHIIO MOKa3aTelel, BRIPaKAIOTIIX-
cs1 60JIsIMHU B cycTaBax B 001ieM (usiieckoM arckombopte. Ho Ipy IIOCTOSIHHBIX MPOIOJKUTETBHBIX
AKTHMBHBIX TPEHMPOBKAX OyAyT 3aMeTHbI (pusmyeckue yiyuinenus. Ileperocst oty meradopy Ha SA3bIK
TICUXOJIOTNYECKUX (heHOMEHOB, MbI MOJKEM BBIIBUHYTH TTPE/IITOJIOKEHNE O JI0JTOCPOYHOM PA3BUBAIOIIEM
IHOTEHIIUAE BUIEOUTP, 9TO MOKET CTATh IIEPCIEKTUBOI 711 HOBBIX HCCIeI0BaHIIA. B moboM ciiydae ode-
BU/THO, UTO BJIMSIHUE BUJICOMTP HA KOTHUTUBHBIEC MTPOIECCHI — CJIOJKHBIN TICHXOJIOTNUEeCKHit (heHOMEH, B
OTHOIIIEHUH KOTOPOTO TPYIHO OKUIATH TPOCTHIX PEIICHII 1 JIMHEHHbIX CBSI3€H.

Ozpanuuenue uccnedosanus
B ¢Bsi3u ¢ mpe/ICTABIEHHBIMU PE3YJIbTaTaMi HEOOXOIMMO YKA3aTh OTPAHUYEHHsT TAHHOTO HC-
cJieioBanust. Bo-mepBbIx, UCCIe0BAHUE POBOAMIOCH HAa BHIOOPKE, GOJIBIIYIO YacTh KOTOPOil COCTa-
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BUJIM JieBy1IKU. [IoaToMy Borpoc o renjiepHoii crielindrke B OTHOIIEHUN BIUSHUS BUICOUTD (B TOM
YHcIe JKaHpa «ApKajia» ) Ha KOTHUTHBHBIE TIOKA3aTeIM UTPOKOB OCTAETCS IMCKYCCUOHHBIM U OTKPBI-
BaeT laJbHeliIee IPOCTPAHCTBO i u3ydennst a(hdeKToB BUIECOUTp B OTHOIIEHUH KOTHUTUBHOH che-
PBI MOJIOZIBIX JTI0ZIel. BO-BTOPBIX, BaXKHO OTMETHUTD, YTO B MCCJIEAI0BAHNN UCTIOIB30BAJIACH TOJBKO O/THA
BU/ICONTPA KOHKPETHOTO sKaHPa, TI09TOMY Pe3yJIbTaThl HET CMBICJIA TeHEPATN3NPOBATh Ha APYTHE BU-
neourpbl. Kpome Toro, na osydentbie a(heKTbl MOIVIM OKa3bIBaTh BJAMAHUE U JPyrue lepeMenHble,
KOTOpbIe HEe KOHTPOJMPOBAIUCH B XOJI€ JJAHHOTO MCCJIEA0BaHMU. B 4aCcTHOCTH, CyIECTBEHHYIO POJIb
MOTIJIO UTPaTh SMOIIMOHAJIBHOE COCTOSTHUE YYACTHUKOB, O UeM YK€ TOBOPUJIOCH BBIIIE B PAMKaX yII0-
MUHAHUSI [PYTOTO UCCJIEN0BAHMST aBTOPOB. TakuM 06pa3oM, MCIOJIb30BAHUE BUIECOUTP HECKOIBKIX
JKQHPOB, PAaBHO KaK M KOHTPOJIb HECKOJBKUX TIEPEMEHHBIX OJTHOBPEMEHHO — KaK KOTHUTHUBHBIX, TaK
1 HEKOTHUTUBHBIX — B MEPCIEKTHBE MO3BOJIUT TIPOBECTH OoJIee MUPOKO WHTEPIPETUPYEMOE HCCTIe-
JIOBaHN€ BJIVISTHYA BUCOUTP Ha KOHBEPTEHTHBIE U AVBEPTEHTHBIE MBICJIUTEIbHBIE IIPOLECCHI UTPOKOB.
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