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B cTtaTbe npepcTaBneHbl pesynbTaTbl KOPPENALMOHHONO aHanm3a BRUsHUA
NIMYHOCTHBIX OCOGEHHOCTEN Urpokos Bupeourpbl «Dota 2» Ha ux nosepe-
HWe B BMPTyallbHOM MIrPOBOM MPOCTpPaHCTBE. AHaNM3 BbIMOIHEH HA OCHOBE
JaHHbIX, MOMYYEeHHbIX B XO[Ee Cepun UccnefoBaHuin, nposedeHHbIX B LieHTpe
MeXANCUMMIIMHAPHBIX UCCNeqoBaHUn coBpeMeHHoro pgetctea MITIMY B
2015—20283 rr. B kayectBe METOAUK MCCNeOOBaHUA MPUMEHSANUCL: TeCTo-
Bas MeToguka «Q-coptupoBka» B. CtedhaHcoHa, «TecT pasnuyvin mexgy
«S»-peanbHbiM» N «A»-upgeancHeiM» G.M. Butler n G.V. Haigh, aBTopckui
«OnpocHuK ponesoro koHdmkTa» O.B. Py6uoBoii, a Takxe OnpocHuk «IMoa-
POCTKOBbIV 3roLeHTPU3M-coumoLeHTpnam» (AES) P. DHpaiita. BbibopKy umc-
crnepoBaHua coctasmnn 103 akTVBHBIX MONb30BATENS KOMMBIOTEPHOW WUrpbl
«Dota 2» B Bo3pacTe oT 14 fo 25 neT. B cTaTbe 06CyXaatnTcs KoppensaumnoH-
Hbl€ 3aBMCUMOCTU, KOTOPbIE ObINM BbISIBNIEHbI B TOM Y/CIE HA OCHOBE CETEBO-
ro aHanusa 4acTHbIX Koppensauui. NokasdaHo, 4To Takue (hakTopbl Kak posne-
Basi HECOBMECTUMOCTb M NMOTPEOHOCTH B PONIEBOM ONMbITE MOTYT NPOSBAATLCA
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B BUPTYasribHON UIrPOBOW [EATENbHOCTU U 0THACTW ONpefensaTb cneunduky ee
peanu3aunm Urpokamm NnoapoCTKOBOro M KOHOLLECKOro Bo3pacTa.
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The article presents the results of a correlation analysis of the influence of
Dota-2 players’ personal characteristics on their behavior in the virtual space.
The analysis is based on the data, received in the course of a series of experi-
ments conducted by the Center for Interdisciplinary Research on Contemporary
Childhood in Moscow State University of Psychology and Education in 2015-
20283. Research methods include the Q-Sort technique by W. Stephenson, the
Butler-Haigh “Real and Ideal Test”, the Role Conflict Questionnaire developed
by O.V. Rubtsova, and Adolescent Egocentrism Scale (AES) by R. Enright.
The sample includes 103 active players of MOBA Dota-2 aged 14—25. The
paper discusses statistical correlations, in particular, those identified on the
basis of a network analysis of partial correlations. The analysis suggests that
such factors as role incompatibility and the need for role-playing experience
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may be manifested in virtual play activity and partly determine the specifics of
its implementation by adolescents and young adults.

Keywords: computer games, play activity, virtual reality, adolescence, role
conflict, partial correlations, network analysis.
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BBepgeHue

Bugeo urpbi n ux nccnenoBaHus

Pa3sute BMOEOUrPOBOM WHOYCTPUM MpU-
BeNo K ObICTPOM TpaHcdopMauun BUOeOUrp,
KOTOpble  3BOSIIOLMOHMPOBANM  OT  [OBOJIbHO
NPOCTbIX, AOMYCKaIOLLMX ML OrpaHU4eHHbIN
Habop AeCTBUI, OO CNOXHbIX BUPTYasnbHbIX MU-
poOB, NPEAOCTABNAOLLMX MHOXECTBO BApNaHTOB
Bbl6Opa cTpaTermin n urpoBbix nyTten [29]. B pe-
3ynsTare 3a nocnegHne HECKOSbKO AeCATUNETUI
BMAEOUrPbl MpPeBpaTUNNCL B CPeAcTBa Macco-
BOM MHhbopmaumu. Mo oueHke Accoumaummn pas-
BMeKaTenbHOr0 MporpaMMHOro  obecneveHus
(Entertainment Software Association), B CLLA B
BUOEOUPbl UrpatoT Moyt 227 MWUNIMOHOB Ye-
NOBEK, Npu4eM 605ee NONoOBUHbI U3 HUX AeNaroT
3TO exepHeBHO. CpefHWin BO3pacT Urpoka B BU-
deovrpel coctasnseT 31 rog, npu atom B CLUA
WUFPOKN COCTaBNAIOT YyTb MEHee MOMOBUHbI OT
0o6LLero Ymcna XeHWwmuH (45%) 1 4yTb 6onbLue
MOSIOBMHbI OT O6LLEr0 Yncna My>X4mH (55%) [18].

B cBA3M c pacTyLiei nonynspHOCTLIO BU-
Jeovrp, B nocrniegHee BpeMs 3HaYUTENbHO yBe-
JIMYUMOCL YUCIIO MCCedoBaTenbCKnx pabor,
N3yYaloLLMX BIMSHME BUOEOUrP HA pasnnyHble
acnekTbl (PM3NYECKOTO WM YMCTBEHHOrO pas-
BUTUSA, OCOOEHHO y OeTein 1 NoapoCTKOB, KOTO-
pble COCTaBAsAT 6onee YeTBepTu (OKONo 27%)
urpokos B mupe [11, c. 25]. ViccnegosaHus B
3TON 06/1aCTM paccMmaTpyBatoT Takume BOMpOChl
KakK 3aBMCUMOCTb OT BUAEOUrP, CBA3b MexAay
BMOEOUIPaMU U arpeccuen, BIMsIHUE BUOEOUTP
Ha BbICLLME MCUXMYECKME PYHKLUMM (BHUMaHWe,
MbILLUSIEHME, NaMATb), @ TaKKe Ha TBOPYECKMe
CMOCOBHOCTU 1 akagemMu4eckme goctmkenns [1].

Peaynbratbl  3apybexHbIX — MCCRefoBaHUA
B 3TOM 065acTU JOBOMbLHO NpoTuBOope4mBbl. C
OfHOW CTOPOHBI, ECTb YYeHble, KOTOpbIE YTBEPX-
JatoT, YTO Ype3MepHOoe yBreyYeHne Bmuaeonrpamm
MOXET MPMBOAUTL K MpobnemMam C BHUMaHMEM,
CaMOKOHTPOSIEM, arpeccuert 1 TPEBOron y Aeten
[20]. C ppyroii CTOPOHbI, MHOMVE aBTOPbI COO6LLA-
10T O MOTEHUMASIbHOM MONOXUTENBHOM BAVAHUN
BMOEOUIP, UX MPEUMYLLIECTBAX ANsi ICUXNYECKOrO
300poBbA [22], BKIKOHAA KOHKPETHbIE MONOXU-
TenbHble 3dekTbl [25]: yMeHbLUEHe BpeMEHU
peakumm [35], NOBbILLEHWE NPON3BOANTESNIBHOCTU
npwn BbIMNOMHEHWMN 3afa4 Ha BU3yaslbHOEe BHUMA-
Hue [22], pa3BuTrE NPOCTPAHCTBEHHbIX CNIOCOBHO-
cten [24]. Opyrve coobLiaemble npenmMyLLecTsa
BKJTIOHAIOT YIy4LLEHME YCreBaeMoCT, 0CO6EHHO
Nno MaTeMaTuKe, YTEHWIO U ECTECTBEHHbLIM HayKam
[27; 31]. HakoHeL, ecTb nccnegoBaHnsi, NO3BOSA-
IOLLMe MPednosioXnTb, YTO XXECTOKNE BULAEOUMPbI
MOryT MOMOYb YIy4LLINTb coLparibHble HaBbIKu 3a
CHET CHIDKEHMS YPOBHS arpeCcCUBHOMO NOBELEHUS
cpegv onpepeneHHbIX rpynn HaceneHus [19].

B pycckossbl4HOM Hay4HOW nuTepartype
MHOrO UccrnegoBaHnin, B OOKyce KOTOPbIX OKa-
3blBAKOTCS HEraTUBHbIE acCMeKTbl YBEYeHUs
Bugeourpamu [4; 10; 12; 13].

VHTepecHoe HanpasneHve uccrnefoBaHuin
NPeACcTaBNaloT  y4eHble, wu3y4arolime CBA3b
MeXay JIMYHOCTHBbIMU XapakTepUCTUKaMn U
cBOeobpasvem nosefeHus B Bugeourpax [32].
Kak yTtBepxpaet J.B. Borders [15], npoxox-
OeHne BUOeourpbl [O/MKHO BOCMPUHMMATLCS
KaK co3HaTenbHas OenaTenbHOCTb, TpebytoLlas
3HaunTenbHbIX yeunuii. CornacHo T. Hartmann,
C. Klimmt [26], co3HaTenbHoe ycunue, ynotpe-
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6nsgemMoe WHOMBMOOM [ANA y4acTUsi B Kakowm-
nM60 aKTUBHOCTW, OMpedenseTcs He TONbKO
CUTYaLMOHHBbIMK, HO W MEPMAHEHTHbIMU, T.e.
JINYHOCTHBIMU KOHCTPYKTamu. Takum o6pasom,
MO>XXHO NpennosioXXnTb, YTO peLleHns, npuHnMa-
emMble B MpoLEecCe BUOEOUrPOBOM aKTUBHOCTMU,
OoTpaxaroT IM4HOCTb U ee KavecTBa. B cBa3n ¢
3TUM NpeAcTaBnsaloT UHTEpec WUccnenoBaHus,
HanpaeJieHHble Ha W3y4eHue BO3MOXHOCTEN
MCMONb30BaHNA BUOEOUTP AN AUNArHOCTUKK
KOFHUTUBHbIX CNOCOBHOCTEN [28].

M3yyeHre CBA3WM MeXZy NMYHOCTbIO U Mo-
BefeHneM B Bugeourpax fAeBndeTca OOBOJSIbHO
CNOXHOW 3ajayent Kak C TEOPETUYECKOM, TaK 1
C MEeTO[OorM4eckKorn Toukm 3peHus. C Teope-
TUYECKOWN TOYKM 3PEHNST MOXKHO MPELAMONOXUTD,
4YTO noBedeHne B Buaeourpax O4eHb MNOXoxe
Ha noBefdeHWe Urpoka B peanbHOM Mupe. 3To
03Ha4aeT, YTO UrPOKU C OMNpeneneHHbIMU Ncu-
XONOrM4eCKUMM XapakTepucTMkamm ¢ 60sbLIen
CTENeHb0 BEPOATHOCTM OEMOHCTPUPYIOT B BU-
Jeovrpax onpefeneHHble MOAenu nosegeHust
Mo CpaBHEHWIO C Mofib3oBaTensamu, obnagaro-
WUMM  OPYTMMWU  NCUXONOTMYECKUMU  OCOOEH-
HOCTAMU: Hanpumep, KOMMyHUKaTMBHbIe JNoan
6ygyT obLiaTbcs 6onblle, Yem Te, KTO MeHee
obLmMTeNeH B peanbHOW Xu3uu 1 T. . OgHa-
KO MHOrMe BWAEOWrPbl MO3BOMSIOT UrpoKam
OKYHYTbCA B COBEPLUEHHO WHYK peanbHOCTb
N NepexuTb COObITUSA, KOTOPblIE HEBO3MOXHbI,
HE3aKOHHbI UNM MarloBEPOSITHbI B peasibHOM
mupe [35]. Kpome TOro, noBeeHne UrpokoB B
BMOeourpax, Kak npaswuio, He UMEET pearib-
HbIX MOCAEACTBMIW, @ 3TO 4acTo MPUBOAUT K
TOMY, YTO B BMPTYyaslbHOM MPOCTPaHCTBE Moau
CKJTOHHbI MPeoJoneBaTtb NPVBbIYHbIE NMOBEOEH-
HeCkune orpaHun4eHnsa U gemMoHCTpupoBaTb CO-
BEPLLEHHO HEOXMAAHHbIE MOAENIN NMOBEAEHUSA U
B3aumopencTeus. [pyrasi CnoxHOCTb CBsi3aHa
C VHTepnpeTauuern BUpTyanbHOro noBeaeHus u
KOHKPETHbIX AENCTBUI, KOTOPbIE HE MMEIOT MNpsi-
MOrO 3KBMBaneHTa B peasibHOM XU3HW.

C MeTononorMyeckKor To4KM 3peHnst uccre-
0OBaHWsA B 9TON 06/1aCTu TPEOYIOT afeKBaTHbIX
MHCTPYMEHTOB ONid U3y4eHua noBefeHua B
Bugeourpax. B yactHoCcTM, HEO6XOAUM MHCTPY-
MEHTapui Ons BbISBIEHUS KPUTEPUEB, KOTO-
pble MOryT 6biTb CBA3aHbl C OnpeaesieHHbIMU
YyepTamu NMYHOCTU. Mpn 3TOM € y4eTOM pasHo-
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o6pasna CoOBPEMEHHbIX BUAeourp 1 npegnara-
eMbIX B HUX Mopenen noBeaeHusi, 06006LLeHne
pe3ynsTaToB UCCed0oBaHNUA MOXET OKa3aTbCs
3aTpyOHUTENbHBIM.

BepoaTHO, MMEHHO B CBA3WN C 06BEKTUBHOM
TEOPEeTUYECKOM U METOAOIOMMHECKON CIOXHO-
CTblO, UCCNELOBAHUSA B LAHHOW 061acTu BECbMa
orpaHuyeHsbl. Tak, 6bI510 NPOBEAEHO HECKONbKO
MCCneaoBaHuii, N3ydaroLmx CBA3b IMYHOCTHbIX
Ka4yecTB U MOBeAEHUs B psae NONynspHbIX BU-
Jeovrp, BKoyas Bugeourpsl «Bropas xum3sHb»
(BMpPTyanbHbIA OHNAaMH-MMpP, B KOTOPOM [0O-
CTYNHbI pPa3nunyHble BUAbl eaTenbHocTH) [14] n
«World of Warcraft» (MHorononb3osatenbckas
ponesasi oHnaviH-urpa (MMORPG) — daHTe-
3UAHBIN MWUP, NO3BONAIOLMIA UFPOKaM ynpas-
naTb aBatapom) [21; 35]. MposeneHHbIe uccne-
OOBaHUs nokasasnu, 4TO UrpoBoe MoBefeHue 1
MOTMBAUMS K Urpe Npeackasyemo CBs3aHbl C
JIMYHOCTHBIMW KayecTBamu. Heckonbko uccne-
OOBaHUIM CBA3M MeXAy NIMYHOCTbI0 U MOTUBA-
LMen K urpe Takxe nokasanu, 4To Koppensumm
MexXay NMUYHOCTHLIMU OCOBEHHOCTAMMU U MOBe-
OEeHVEM NPOSIBNAIOTCA U B APYrux Bugeourpax
[30], Bkntovas MobunbHble [34]. B paboTtax
N.C. Worth, A.S. Book [35] 6bina npeanpuHsaTa
nonbITKa NpoBecTu 6oree o6LLMIA 0630p CBA3EN
MeXAy JIMYHOCTBIO U MapameTpamu NoBeLeHUs
B BuUgeourpax.

B 1O Xe Bpemsa ans MOCTPOEHUS OObACHW-
TENbHbIX MOAENE cerogHs HeoOXoauMbl [o-
MOSHUTENbHbIE UCCMEeoBaHUs, MO3BOMSOLME
npocexunBaTh CBA3U MeXay NpeanovntTaemMbsiMmn
Mrpokamu Tunamm urp 1 cBoeobpasmem nx nose-
JeHus B BUPTyaslbHOM MIPOBOM MPOCTPaHCTBE.

TekyLee vccrnegosaHve

B crtaTbe npefcrtaBneHbl pe3ynbraTbl KOp-
PensUMOHHOrO aHann3a BAUAHWUSA JIMYHOCTHbIX
0COB6EHHOCTEN UrpokoB urpbl «Dota 2» Ha unx
rnosefeHne B BUPTyallbHOM UFPOBOM MPOCTPaH-
cTBe. AHanu3 BbINOMHEH HA OCHOBE AaHHbIX,
NOJTyYeHHbIX B XO4E Cepuu UCCnefoBaHUA Ha
6a3e LleHTpa MexpucumnianHapHbIX uccnepo-
BaHUn coBpemeHHoro getctesa MITIMY B 2015-
2023 rr. [7]. Uenbto HacToALen paboTbl CTano
BbISIBfIEHNE CYLLECTBYIOLUMX CBA3EW Mexay
YyepTamu SIMYHOCTU M MOBEAEHNEM B BUOEOUIrpe
«Dota 2» («Defense of the Ancients 2»).
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Wrpa «Dota 2» («Defense of the Ancients 2»)
6blna BblbpaHa A9 SMNUPUHECKOrO UCCNeno-
BaHUs B CBSI3W C psigoM 06CcToaTenbcTB. Bo-
nepBbiX, B Te4YeHWe ONpefesieHHOro nepuopa
BpemeHu «Dota 2» 6bina ogHon 13 camblx Nomny-
NAPHbIX BUOEOUrp Cpeamn NogpoCcTKoB 1 Monoge-
XK1 (okono 12,5 MUNNMOHOB Nonb3oBaTtesien no
BCeMy Mupy). Bo-BTOpbIX, Urpa npegocTasnset
JOCTYN K UCTOPUM CECCUI, YTO MO3BONAET aHa-
nM3npoBaTb MOBEOEHNE WUIPOKOB B JIOHTUTHOA-
HbIX MccnepoBaHusx. B-TpeTbux, urpa npepna-
raet 60nbLLIOEe pa3HOObpasme poner ¢ pa3HbiMU
NrPOBbLIMU OYHKLMAMU U BO3MOXKHOCTAMM.

lMpeactaeneHHble B cTaTbe pes3ynbrathbl
OTHOCSHITCS K CETEBOMY KOPPENALMOHHOMY aHa-
N3y faHHbIX [2; 3], NoNyYeHHbIX B XO4e uccre-
[OBaHus.

MeToabl

Bupeourpa “Dota 2” n nokasarenn

ee 3(pheKTMBHOCTU

«Dota 2» — 3TO MHOrononb3oBaTenbecKas
OHNavH-Bngeourpa Ha 6o0eBon apeHe. WUrpa
paspaboTaHa Kak npogomkeHune nrpel «Defense
of the Ancients» kopnopauwuein Valve. B «Dota
2» MaT4u UrparoT Mexgy AByMs KoMaHgamm rno
NATb UFPOKOB, MPWU 3TOM KaKas KoMaHga 3aHu-
MaeT U1 3alumLiaeT CBOK OTAENbHY0 «6a3y» Ha
Kapte. Kaxapli U3 gecat Urpokos yrnpasnseT
MOFYLLIECTBEHHBIM MEPCOHAXEM — «repoem»,
obnagaroLMM  YHUKaNbHbIMW  CMIOCOBHOCTS-
MU 1 0cobbIM CTUNem urpbl. Bo Bpems matya
Nrpokun CO6I/IpaIOT O4KM onbiTa 1 npeamMeTbl Ana
CBOWX repoes, YToObl NO6eaUTb FrepoeB Apyromn
KOMaHgbl B OUTBE «UrpoK MPOTUB WrPOKa».
KomaHpga nobexxgaeT, ecnv NepBovi paspyLumT
6OnbLLIOE COOPYXEHWe, PacrnonoXeHHoe Ha
6a3e KOHKypupytoLLen KoMaHdbl, Ha3biBaemoe
«[peBHUM>.

Wrpa npegnaraet 6onbLUoe pa3Hoobpasve
ponert C pasfvyHbIMU UIPOBLIMU DYHKLMAMMN
N BO3MOXHOCTAMMU. Tak, WrpokM MOryT CO-
TpygHW4aTb Opyr ¢ Apyrom, 4tobbl nobexnaTb
CIOXHbIX WrPOBbIX MPOTUBHUKOB B penipax,
UM arakoeaTtb W ybusaTtb 4YyXue asartapbl B
OENCTBUSAX «UIPOK NPOTUB UrpoKa», TaKMX Kak
nons cpakeHum.

Kopnopauwus Valve npegoctaBnseT goctyn
K uctopum Bcex matyen «Dota 2». Kaxpgbli

MaT4 3anucbiBaeTCa U pa3MeLLaeTcsa Ha cante
Dotabuff [16]. Dotabuff — 3T0 cepBuc ¢ oTKpbI-
TbIM [OCTYMNOM, cobuparolmii HeobpaboTaH-
Hble CTaTUCTUYECKNE JaHHble O KaxAoM MaTt4ye
«Dota 2» ¢ nomoLlbto Steam Web API (nHTep-
delic NPUKNagHoOro NporpaMmmMmnpoBaHns).

MrpoBoe noBefeHne oTpaxaeTcs B MHOrO-
YUCMEHHbIX noKasaTtessiX, KOTopble MOXHO UC-
nonb3oBaTh Ans 06bEKTUBHOIo aHanuaa. K Hum
OTHOCHATCS:

* yacTtoTa Urp M Bpems, NPOBEAeHHOe B
urpe (oata v Bpemsi Matya);

* pesynbTartbl Matya (pe3ynbraT marya:
nobepna; nopaxeHue);

* KONMMYeCTBO MNpepBaHHbIX MaTyen (npe-
pBaHHble MaTyu: Oa; HeT);

® KONMMYECTBO CbIrPaHHbIX WUrPOKOM 60T-
maTyen (6oT-MaTy: ga; HeT);

® KONMMYeCTBO UrPOBbIX YOUICTB, CMepTen
1 MOMOLLM, BbINOMHEHHbIX rpokom (KDA);

* BbIGPaHHbIN UFPOKOM report (MMs repos;
ponb repos);

* YpOBEHb Pas3BMBAEMOro WrpoKOM «Ha-
BblKa» (HOPMasibHbI HaBblK; BbICOKWIA HaBbIK;
0OYeHb BbICOKUIA HaBbIK).

BaxHaa 4acTb aHanusa 3akni4vanacb B
aHanus3e Bbl6Opa repoeB Urpokamm Ha mnpo-
TSKEHUN BCeEW uMcTopun matyden. [Ona atoro
1cnonb3oBanach UMEKLLAasaca B Urpe Knaccu-
dukaumsa repoes [17]: Carry, Support, Nuker,
Disabler, Jungler, Durable, Escape, Pusher,
Initiator. B pamkax nccneposaHus Bbillenepe-
YUCNEHHbIE MHAMKATOPbI 6blIM 3arpyxXeHbl U
npoaHanuanposaHbl ana 70649 martyen.

lMpouenypa v aTyka nccnegoBaHns

Y4YacTHUKM Habupanucb 4epes3 npurnaile-
HWe, pa3MeLLEeHHOe Ha calTe POCCUMCKOM Co-
umansHon cetn «BKoHTakTe». [Ins Toro, 4Tobsbl
NPUHATL y4acTue B MCCNEfoBaHUN, YHaCTHMKM
OOSDKHbI 61NN Urpath B «[oTy 2» Kak MUHUMYM
HECKOMbKO pas3 1 6bITb He Monoxe 14 net. Cebin-
Ka Ha Be6-CTpaHuLy nccnegoBaHus 6bina ykasa-
Ha B COOOLLEHNN 06 UCCNeaoBaHun; nuua, KoTo-
pble 6biNM 3aMHTEPecoBaHbl B y4acTMKU, MOITK
LLIESIKHYTb Ha CCbIfKY, YTOOb! BONTU Ha BE6G-CanT
npoekTa, roe 6binn pasmelleHbl hopma corna-
cus U MHopmaumio, kotopas o6bacHaANa Lenb
1 xapaktep uccnegosaHusa. Urpoku, kotopble
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XOTenu NpuHATL y4acTtne, NpoxXoaunnun no Ccoliike
B HWXXHEN 4acTu hopMbl, 4TOObI BbIPa3nUTb CBOE
corfiacue Ha Ha4yarsno MccnegoBaHus.

[ns ysactus B uccrnenoBaHnm TpeboBanocs,
YTOObI Y4aCTHUKM MOJENUINCE CBOUM NPOdu-
nem Ha Be6-ctpaHuue Dotabuff [16]. Kaxgpin
y4acTHUK uccnefoBaHust [OO6POBOSbLHO Npeno-
CTaBNAM CCbIIKY Ha CBOW Npodunb Ha pecypce
Dotabuff (Bkniovas Steam ID), BcTaBnss ee B
perncTpaumoHHyto opMy Ha Be6-CTpaHuLe uc-
CnefoBaTenbCKOro NpoekTa. 3aTeM yHacTHUKU
BbINOMNHANM TecTbl. Bce y4acTHVKM 3anonHsanm
aHKeTbl B OMHaKOBOM nopsake.

OnucaHue BbIGOPKM

YyacTHuKamm 1cenenoBaHns cTanu
203 urpoka B Dota-2 ns Poccum, 13 KoTopbIx
100 4enoBek OblM UCKIOYEHbI, T.K. OHU He
3anosiHUM BCE aHKeTbl, NPeasIoXKEHHbIE B UC-
cneposaHumn. V13 103 y4aCTHMKOB, BKITIKOYEHHbIX
B aHanua, 98 (95,1%) 6binu My>XHnMHaMK.

Bo3spacT yuyacTHMKOB BapbupoBancs ot 14
0o 25 net, Npy 3TOM CPeHUA BO3PacT UrPOKOB
coctaBun 18,3 roga (SD = 2,9). BonbLWMHCTBO
YHaCTHUKOB (79; 76,7%) 6binn Mmonoxe 21 ropa.

Yactota urpbl B BUOEOUIPbl CPean y4acT-
HMKOB TeKyLLiel BbIGOPKK Konebanacb OT MeHee
opHoro pasa B mecsl 6 (5,8%) 0o cemu gHen
B Hegento 32 (31,1%). Cpegn 103 y4acTHUKOB
34% (35 y4aCTHMKOB) He COO6LUMMN O YacToTe
ncnonb3oBaHusa sugeourp, 29,1% (30 yvactHu-
KOB) COOGLUMIN, YTO UrpaloT OAMH pa3 B Hefde-
Mo, TpU pasa B Hepento unmn 6onee 3 pas B He-
gento. Konn4ecTtBo mapTuiA, CbirpaHHbIX yyacT-
HUKaMu UccrnepoBaHns, BapbMpoBasnock oT 8 fo
8451 martya (M = 1710; SD = 1476) 3a urposom
ctax vyepe3 1—10 netr (M =7,1; SD =2,8).

MeTonvku nccnegosaHus

Tect «Q-coptupoBka» B. CteghaHcoHa

(“Test Q-Sort”)

[aHHas MeToguka paspabotaHa B YHu-
BepcuteTe UMeHn ymb6onbatra B BepnuHe u
onybnvkosaHa B 1958 r. Agantauuss METOanKN
ocyLlecTsneHa Ha 6ase H/N nvenn B.M. Bexte-
peBa. CTUMynbHbIA MaTepuan BktoyaeT 60 yT-
BEPXLAEHWUN, C KaXObIM U3 KOTOPbIX YHaCTHUKY
ornpoca npefnaraeTcs Bblpas3uTb cCornacue umm
Hecornacue. Metogvka npegHasHaqeHa s us-
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y4eHusa NpefcTaBieHun YenoBeka o cebe U rno-
3BOSIAET ONpeaennTb TeHAEHLUN K 3aBUCUMOCTU
1 HE3ABMICUMOCTMU, K OBLLIUTENILHOCTU 1 HEOBLLW-
TENbHOCTU, K «60pbbe» 1 N36eraHnto «60pbobI».
MeTO,D.VIKa Tak>Xe NOo3BOJIAET BbIABNATbL Hann4mne
BHYTPUMNYHOCTHBIX KOH(DIUKTOB [5].

TecT pasnun4nii Mexay «51-peasibHbiM»

n «S-ugeanbHeim» (“Test Self-ideal”)

MeToavka TecTa pas3nuuunii Mexay «» pas-
pa6otaHa B 1954 r. G.M. Butler n G.V. Haigh u
No3BONAET onpeennTb 0CO6EHHOCTM MoAasb-
HOCTEN «f-KoHuenuun» nu4HocTn. Wcnbeitye-
MbIM npegfaraeTcs oueHuUTb 50 yTBepXAeHUN
— XapakTepucTuk obpasa {1 — B gnanasoHe ot
1 0o 5. OueHKa ocyLLeCTBNAETCS Ha OCHOBaHUU
TOro, KaKUMWN UCNbITyeMble BUOAT cebs B Oen-
CTBUTENbHOCTU, & 3aTEM — KaKUMW OHU XOTeNu
6bl BUOEeTb cebsn «B naeane». B kayectBe ana-
FHOCTMYECKOro NnokasaTerisi BbICTyrnaeT pacxox-
OeHne mMexay nokasaTtensmu «H-peanbHoro» u
«%-ngeansHoro» [5].

OnpocHWK poneBoro KOHHNKTa

(«Test Roles»)

OnpocHuk paspabotaH O.B. Py6uosorn u
NO3BOJIAET BbISBMATL MPOTUBOPEYNS B CTPYKTY-
pe poneBoV MAEHTUHHOCTH, MPOSBASIOLLMECS B
TakMx nokasarensax kak HenpusTme COB6CTBEH-
HOro PONeBOro NOBEOEHNS; HEMPUSATNE PONEBO-
ro noBefeHust pyrvx nogen; ypoBeHb noTpeod-
HOCTU B poNeBoM mnepexunsaHni. OnpocHUK
cocTouT 13 30 yTBEPXOEHUN, C KaXObIM U3 KO-
TOpbIX NpeanaraeTcs Bblpa3uTb corfacue unm
Hecornacwue [5].

OnpocHuk «[logpocTKoBbIN

SroLeHTPU3M- COUMOLEHTPU3M» AES

P. OHpavita (“Test Enright”)

OnpocHuk AES sBnsietca Knaccuyeckomn
METOAMKON U3MEPEHUs YPOBHS 3roLeHTpM3ma.
B opurvHane onpocHuk BKo4aeT B cebs 45 Bo-
npocoB. [NpuMeHsnca BapuaHT, cofepxxallmi
60 Bonpocos (BapuaHT Psi6osoit T.B., 1997) [9].

HornonHuternbHbie nepemeHHble

Kpome TecToBbIX MepeMeHHbIX y4uTbiBarl-
Csl TaKxke BO3pacT U UrPOBOW OMbIT UIPOKOB B
rogax.
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Pe3ynbTaTbl CETEBOro KOPPENsiLLMOHHOIo

aHanusa

XapaKTepucTikn BbIOOPKU

OCHOBHble
nccneaoBaHns

pesynbratbl

YTO CBSI3aHO C YBE/IMYEHWEM WUIPOBOrO OnbiTa
C BO3pacToM. AHanorM4yHoO C BO3pacToM yBenu-
4MBaETCHA M UrpoBom onbIT (puc. 1).

npoBeAeHHOro
, OTHOCALLUMECH K OMNUCaHWIO
BbIGOPKM W CTaHOAPTHOMY CTaTUCTUYHECKOMY
aHanuay, ony6smMKoBaHbl B cTatke [7]. Bbino no-
Ka3aHo, YTO KONMMYECTBO CbIrPaHHbIX Urpokamm
MaT4ell yBenmumBaeTcsi C BO3PAaCTOM MrpoKa,

KoppensaynoHHbIv aHanm3

O603Ha4eHns IMYHOCTHBIX, MCUXonornye-
CKMX N UrpoBbIX (PAKTOPOB MPUBEAEHbI B Ta-
6nuvue 1 HuXe.

KoppensaunoHHein aHann3 101 uamepse-
MOro gpakTopa, BKMOYas fnYHble KavecTsa U

—
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Puc. 1. CpeHuii UrpoBOWi OMbIT UrpoKa A UMERLLENCS BO3PACTHOW LUKasbl
Ta6bnvua 1
0603Ha4YeHuUsl IMYHOCTHbIX, MCUXOJIOrMYECKUX U UrPOBbIX haKTOpPOB
Ne | CumBonbl NmeHa hakTopos KommeHTapuu
1 |AG “Player Age” JInyHbIM BO3pacT
2 |GE “Player Experience” JINYHbBIN UrPOBOW OMbIT B rogax
3 |R1-R5 OnpocHWK poneBoro KoH- | R1 — HenpusTue co6CTBEHHOrO posIeBOro NOBEAEHMS,
dnukTa (“Test Roles”) R2 — HenpuaTue ponesoro nosefeHus apyrux nogen, R3
— poneBasi HeCOBMeCTMMOCTb, R4 — ponesas neperpyska,
R5 — noTpe6bHOCTL B pOSIeBOM OrbITe.
4 1Q1-Q6 TecT «Q-copTupoBka» Q1 — 3aBucumMocTb, Q2 — He3aBUCUMOCTb, Q3 — KOMMY-
(“Test Q-Sort”) HUkabenbHOCTb, Q4 — Heo6LUMTENBHOCTb, Q5 — NpUHATUE
KOHMNMKTa, Q6 — n3beraHe KOHMPANKTA.
5 | YA TecT pasnuuuii «5» (“Test | Bennunna pasnuunsa mexay «5-peasbHbiM» 1
Self-ideal”) «S-npgeanbHbIM».
6 |E1-E6 AES, P. QHpaiita (“Test E1 — JInyHbIn Mudp, E2 — Boo6paxaemas ayautopusi, E3 —
Enright”) CamosHyLleHne, E4 — JlndHble uHtepecsl, E5 — CoumnanbHo-
nonmTuYeckne nHTepecsl, E6 — O6LLeCcTBEHHO-NONUTNYECKas
aKTUBHOCTb.
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Ne | CumBonbl NmeHa hakTopos KommeHTapuu

7 |T™ “Matches Total” O6Lee KONMMYECTBO CbIrPaHHbIX MaTyen

8 |AK “Kill”, “Average Kill” CpepHee KonnyecTBo y6UIACTB

9 |AD “Death”, “Average Assist’” | CpefiHee KONM4eCcTBO CMepTei

10 [AA “Assist” CpefHee KONM4eCcTBO OKa3aHUii MoMOLLM

11 | AW “Win Total” O6LLee KONMYECTBO BbIMIPaHHbIX Urp

12 |AL “Lost Total” O6LLiee KONMYECTBO MPOUTPaHHbIX Urp

13 | TA “All Total” O6LLiee KONMMYECTBO CbIrPaHHbIX Urp

14 | TN “Abandon No” O6LLiee KONMYECTBO HE BPOLLEHHBIX Urp

15 |TY “Abandon Yes” O6bLuee KonM4ecTBO BPOLLEHHbIX Urp

16 | T1-T9 “Class Total” 9 urposblix thakTopos “Total_classificator”

17 [ 1W-9W “Class-Wins” 9 urposblix hakTopobl “Wins_classificator”

18 | 1IN-9N “Class-Normal-Skill” 9 nrposbix akTopos “Classificator_normal_skill”
19 | 1H-9H “Class-High-Skill” 9 nrposblix hakTopos “Classificator_high_skill”

20 [1V-9V “Class-Very-High” 9 nrposblix akTopos “Classificator_very_high_skill”
21 [1U-9U “Class-Unknown” 9 urposblx thakTopos “Classificator_unknown_skill”
22 |1B-9B “Class-Bot” 9 urposblix hakTopos “Classificator_bot_match”

23 |1S-9S “Class-no-Stats” 9 urposblix chakTopos “Classificator_no_stats”

nrposble perTuHrn «Dota 2», 6bin NpoBedeH ¢
NCMONb30BaHMEM paHroBol koppensaummn Cnvp-
MEHa M CEeTeBOro aHanmaa 4acTHbIX Koppens-
un no metody glasso [2; 3]. MaTtemaTtuyeckas
o6paboTka npoBogunack B A3blKe NPOrpaMmmu-
poBaHus R ¢ nomoLLbio nakeTa «qgraph». CeTe-
Bas Modenb glasso gna 101 koppennpoBaHHbIX
(hakTOpOB NokasaHa Ha puc. 2.

Kak nokasblBaeT puCyHOK 2, hakTopbl pas-
HOro Tuna rpynnupytoTca U o6pasyloT B ceTu
onpepeneHHble KnacTtepbl. Knactepusauus B
60nbLUE Mepe OTHOCUTCH K UrpoBbIM (haKkTo-
paMm, NOCBALLEHHbIM UIPOBLIM KflaccaM U CyM-
MapHbIM  KO3hpmLmMeHTaM. XapaKTepucTukm
JINHHOIO MCUXONOrMYECKOro TECTUPOBaHNSA Tak-
Xe 6onee Unn MeHee crpynnuposaHbl. Mexay
TeM MOHATHO, YTO OHW He CUNbHO CBA3aHbl CO
BCEMU WUrpoBbIMM CcTaBkamu. Bonee Toro, He
BCE CCblINKW, NpeaCTaBNeHHbIE Ha PUCYHKe 2,
OEeNCTBUTENbHO cofepxartenbHbl. [eTanbHas
npoBepka CBfA3M TECTOBbIX (PAKTOPOB C UrPO-
BbIMW NMoKasana, Y7o JSiMLLb HEKOTOPbIE UrPOBbIe
nokasaTtenn MMeroT 60f1ee UM MEHEe 3Hauu-
Mble KOppensummn € IM4HOCTHBIMU U TECTOBLIMU
NCUXONOrNYeCKUMN hakTopamu.

Ha pucyHke 3 npefcraeneHa ceTb 4acTHbIX
koppenaumi 28 hakTopoB, MoKasbiBawoLas
B3aMMOCBSA3b BCEX JIMYHOCTHbIX U MCUXONOrn-
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4Yeckux (pakTopoB C OTAENbHbIMW WUIPOBbLIMUI
daktopamm 6S, 1H, 9H, 1N, 3N, 8N, AK, AA.
BnpaHo, 4TO ncmxonornyeckne dakTopbl TECTOB
CBA3aHbl C OTHOCWUTENbHO HEOONbLUMM KOMK-
4YeCTBOM WrpoBbIX (haKTOPOB, U 3TU CBS3N B
LieNToOM He O4eHb CUIbHbI.

3Haummble koppenauum CnvpmeHa mexay
(hakTOpamMmn Wrpbl, Urpoka 1 Tecta nokasaHbl B
Tabnuue 2 Hwxe. BenununHa npepncrtaBneHHbIX
Koppenaumm nexur B guanasoHe: 0,19 < p < 0,40.

®akTop Bo3pacta AG MOMOXUTENbHO KOp-
penupyeT (p=0,30"*, Tabn. 2) ¢ ncuxonorunye-
cknum chbakTopom R5 (ponesoi onbIT). Mrpoku
Cc 6onbLuen NOTPeOGHOCTBIO B POSIEBOM OMbITE,
Kak npaewno, ctaplue. TectoBbin daktop R5
MOMTIOXMTENIbHO KOPPENMpyeT C UrpoBbIM dhak-
TopoM 8N — 8 Knacc 06bI4HbIX CMOCOBHOCTEN
(p=0,20%, Tabn. 2).

®dakTop Mrposoro onbita GE nonoxurens-
HO KoppenupyeT (p=0,23*, Tabn. 2) ¢ NcMxono-
rmyeckum paktopom Q4 (HEOOLLMTENBHOCTD).
Mrpoku ¢ 60MbLLIMM UFPOBbLIM OMbITOM MeHee 06-
LMTEsbHbI (MO-BUAMMOMY, U3NULLHEe ObLLeHVe
OoTBNeKaeT oT urpbl). Mirposont onbiT GE Takxe
Crnoco6CTBYET YBEJIMYEHUIO CPEOHEro Konmue-
CTBa UrpoKOB, MOMOratLLUMX APYrMM Urpokam B
urpe AA (p=0,19%, Tabn. 2). B urpe TpyaHo BbI-
urpatb 6e3 B3aMMOMNOMOLLIY UTPOKOB B KOMaHAe.
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® Abandon Yes-No - TY, TN
© All Total - TA

¢ Class-Bot - 1B-9B
\“ o Class-High-Skill - 1H-6H

‘;ﬁt\ g@g @ Class-no-Stats - 1S-9S

Class-Normal-Skill - 1N-9N

UM
U/
<
i

b
e

@ Class-Unknown - 1U-9U

@ Class-Very-High - 1V-8V

i
é!

@ Class-Wins - 1TW-8W

b

%

@ Class Total - T1-T9

@ Kill-Death-Assist - AK,AD,AA

ey
av

O
e

¢ Matchers Total - TM

# Player Age - AG

#* Player Experience - GE
® Test Enright - E1-E6

® TestQ-Sort-Q1-Q6

¢ TestRoles - R1-R5

& Test Self-ldeal - YA

# Win-Lost Total - TW,TL

Puc. 2. CeTb 4aCTHbIX KOppensauuii, oTpaxatoLLas CBA3n Mexay nccnegyembiMu haktopamu: BO3pacT
nrpokoB AG 1 nrposoii onbIT GE, nnyHble TecToBble xapaktepuctukn E1-E9, YA, Q1-Q6, R1-R5, n nrpossimn
pentuHramun TY, TN, 1B-9B, 1H-9H, 1S-9S, 1N-9N, 1U-9U, 1V-9V, 1TW-9W, AK, AD, AA, TA, T1-T9, TW, TL,
TM (napameTp A = 0.1, runepnapametp y = 0.5)

Average Assist - AA
Average Kill - AK
Class-High - 1H,9H
Class-no-Stats - 6S
Class-Normal - 1N,3N, 8N
Player Age - AG

Player Experience - GE
Test Enright - E1-E6
Test Q-Sort - Q1-Q6
Test Roles - R1-R5
Test Self-Ideal - YA

® @ e ¢ ¢ ©0 o © ¢ ©o e

Puc. 3. CeTb YacCTHbIX KOPPeNnsauuiA, oTpaxatroLas cBa3v mexay 28 uccrnegyembiMmu haktopamu: Bo3pacTt
nrpokos AG u urposoi onbIT GE, nnyHble TecToBble xapaktepuctunku E1-E9, YA, Q1-Q6, R1-R5 n nrposbie
peinTuHrn 6S, 1H, 9H, 1N, 3N, 8N, AK, AA (napameTp A = 0.1, runepnapameTp y = 0.01)
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Tabnuua 2
Koppensuua CnupmMmeHa MeXAy JIMYHOCTHbIMU, TECTOBbIMU U UFPOBbIMU (haKTopammu
Ne | Koppenupyemble thakTopbl Koppensuua CnupmeHa YpoBeHb 3HA4YMMOCTH
1 R3-1N -0.24 p <0.05
2 R3-1H -0.24 p < 0.05
3 R3-2H -0.19 p < 0.05
4 R3-6H -0.21 p <0.05
5 R3-7H -0.20 p < 0.05
6 R3-9H -0.23 p < 0.05
7 R5-8N 0.20 p < 0.05
8 R5-AG 0.30 p < 0.01
9 Q2-AA -0.26 p < 0.01
10 Q3-3N —-0.21 p <0.05
11 YA-AA 0.25 p < 0.01
12 E2-AK 0.24 p < 0.05
13 E3-AA -0.20 p < 0.05
14 E5-6S 0.21 p < 0.05
15 AG-AA 0.19 p < 0.05
16 AG-1N 0.40 p < 0.001
17 GE-AA 0.19 p < 0.05
18 GE-1N 0.35 p < 0.001
19 GE-6S 0.21 p < 0.05
20 GE-Q4 0.23 p < 0.05

®aktopel AG m GE c BbicOKoW cTene-
HblO  3HadmMmocTn (p<0,001) KoppenupytoT
(0,34<p<0,44) co BCen rpynnov UrpoBbIX hak-
TopoB 1N, 1H-9H (nocnegHune 9 dakTopoB
COOTBETCTBYIOT BbICOKOMY YPOBHIO UIPOBbIX
HaBblkoB). PakTop 1N pacnonoxeH B ceTu oT-
JenbHo oT apyrux chakTopos cpepgHero N-tuna
n 65nmxe K rpynne ¢pakTopos BbICOKOro H-tvna
(puc. 2) — cM. CBETNO 3eMeHbIN y3er, KOTOPbIN
HaxoguTcsa pAangoM C KNnacTepoMm XeNTbiX Y3/10B.
MMeHHO noaTtomy Ha puc. 3 dpaktop 1N pacno-
NoxeH psgom ¢ paktopamm 1H 1 9H. Moytn BCe
aTn urposble cakTopsl (1N, 1H, 2H, 6H, 7H, 9H)
3Ha4mMo (p<0,05) oTpuLaTENBHO KOPPENUPYOT
¢ dhaktopom R3 (0,19<p<0,24, Tabn. 2). dak-
Top 1N coOTBETCTBYET Urpokam C OObI4HbIMMU
HaBblkamu, a hakTopbl H-TMna cooTBETCTBYIOT
Urpokam C BbICOKMMW HaBblKaMW. YBenun4yeHne
3HaYEHUA STUX (PaKTOPOB CBA3AHO CO CHUXE-
Hnem R3, 4TO 03Ha4aeT CHWXEHWe TPygHOCTU
COBMELLEHMSA poNer B rpynne BbICOKOKBaNMu-
LMPOBaHHbIX UIPOKOB. Cnep,yeT OTMETUTb, 4YTO
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B rpynne O4eHb BbICOKOKBANMMMLMPOBAHHBIX
WIrPOKOB TaKoW 3aBMCMMOCTU He HablofaeTCs.
Wrpoku, Kotopble B cpefHemM 60sbLue no-
MOraroT B Urpax, 3Ha4MMO MOMOXMUTENbHO KOp-
penuvpytoT ¢ dhaktopom YA (p = 0,25**) n otpu-
uarensHo ¢ cakTopammn Q2 (p = —0,26**) n E3
(p=-0,20%) (Tabn. 2). C 04HOM CTOPOHbI, 3TO rO-
BOPUT O TOM, YTO 3TN UFPOKN Bonee 3aBNCUMBI
OT OpYruX UrpoKoB, a C APYrovi CTOPOHbI, OHU
MeHee cocpefoTo4eHbl Ha cebe. lNMcuxonornye-
ckui dpaktop Q3, onpegensaowmin o06LWUTENb-
HOCTb, OTPULIATENIbHO KOPPESIMPYET C UrpOBbIM
dakTopom 3N (p = —0,21*). Urpoku, KoTopble B
cpefHeMm ybuBaloT 60sbLUe B npoLecce Urpsbl,
Kak npaBufio, UMEIT OTHOCUTENBHO 6onee Bbl-
cokme 6annbl E2 (p=0,24*, Tabn. 2). Cyga no
BCEMY, OHU 60sblLlEe OPUEHTUPYIOTCS Ha BOOO-
paxkaemyto, a He Ha peasibHy0 ayauToputo.
WrpoBon dhaktop 6S MMeeT LOCTOBEPHYIO
NMONOXUTESNIbHYIO  KOPPEensaumio ¢ MCUXOomnoru-
Yeckum haktopom E5, onpegenstowmm coum-
alibHble N NONIUTU4eCKne NHTepechbl, U UTPOBbIM
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onbiToM GE (p=0,21%), n B TO Xe BpemMsa oTpu-
LaTenbHO KOpPENMpyeT C UrPOBbIM (HaKTOPOM
nomown AA (p = —0,40"**, Tabn. 2).

BaxHO OTMETUTb, 4TO OTMEYeHHble Bbille
KoppenaumMm urposbix ¢aktopos 1H, 3H, 8H,
1H, 2H, 6H, 7H, 9H, 6S ¢ nokasarenamu ncu-
XOJIOMMHECKMX TECTOB MMEIT OTHOCUTENbHO
HU3KUA YPOBEHb 3HAYMMOCTMN.

3akn4veHue

Ha ocHoBe KOppensauMoHHOro aHanmaa Bbl-
SIBNeHbl HeGOoMbLUME CTATUCTUHECKM 3HAYUMbIE
CBA3M MeXAy JIMYHOCTHLIMU MCUXONOrM4ecKm-
MU U UrpoBbIMU chakTopamu. [Ans BbisiBNeHUs
6osbLUEro KonMyectTsa W, BO3MOXHO, Goree
3HAYMMbIX CBSi3eil MeXAy MIPOBLIMU M MCUXO-
NOrMYecKMMM  MoKasaTtensmu, Mo-BUAMMOMY,
HEeo6X0AMMO YBENNYUTL BbIGOPKY UCTILITYEMbIX.

BbifiBNeHHble Ha OCHOBE KOPPensLMOHHOro
aHanv3a B3aMMOCBSI3M MOKa3blBaloT, YTO MO-
TPeGHOCTb B PONIEBOM OMbITE B LIENIOM BO3pac-
TaeT C BO3PacTOM MUIrpoKoB. MNpu 3TOM Urpokm ¢
60SbLUMM UIPOBBLIM OMLITOM MeHee 06LUUTESb-
Hbl, OQHAKO OHW 60riee akTUBHbI MOMUTUYHECKU
M rOTOBbI NOMOraTth ApYrum urpokam B urpe. C
O[LHOV CTOPOHBI, aHHOE 06CTOATENLCTBO FOBO-
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