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Pezrome

KoHTeker M akTyajJbHOCTh. B COBpEMEHHBIX INMCUXOJIOIMYECKUX MCCIIEI0BAHUAX
BUJCOUTPBl  pAcCMaTpUBAIOTCS Kak  (AaKTOp, TMOTEHLUUAIBHO CBS3aHHBIM C
0COOEHHOCTSIMH SMOLIMOHATBLHON ceprl. B TO ke Bpems ocTraercsi HeIOCTaTOYHO
U3YYEHHBIM BONPOC O pa3guuMsIX OSMOIMOHAIBHBIX XapaKTEPUCTUK HIPOKOB,
MMEIOLINX DAa3IMYHble JKaHPOBbIE IpeanodreHus. JlaHHas cTaThs IOCBALICHA
HIMIIUPUYECKOMY HCCIECTOBAHUIO OCOOCHHOCTEH IMOIMOHAIBHON c(hephl y UTPOKOB,
IPEIIIOYNTAIOIMX pa3iuyHble kaHpbl Buaeourp. Ilesan. BpisiBUTH pasnuuus B
AIMOIMOHAIBHON chepe y UTPOKOB, IPEANIOYUTAIONINX PA3ITHYHBIC KAaHPHI BHICOUTP.
I'mmore3a. IlpeamouyreHne ONpENENIEHHBIX JKAHPOB BHUAECOUIP CBSA3aHO C
BBIPAXEHHOCTBIO CIIEHU(UYECKUX XapaKTEPUCTUK SMOIMOHANBHOMN chepbl. MeToabl
U MaTepuaibl. B uccienosanuu npubsum yuactue 2653 pecniongenta (M = 18,6, SD
= 3,2, 60,1% >xeHmuH). BugeonurpoBeie MPeANOYTCHHUS OICHHBAINCH C ITOMOIIBIO
OTPOCHMKA BUICOUTpOBbIX MpennoureHuit (O.B. Py6mona, T.A. Ilockakanosa). J{ms
OLICHKH ITOKa3aTesiel SMIIaTHHU UCTI0Ib30Bacst MHOro(aKTOpHBIN OMPOCHUK IMIATHH
(M. [IeBuc, anmantaums T.J[. Kapsarunoit). Ctunb caMmoperymisuuud MOBEICHHS
onieHuBaics ¢ nomompto Meroauku CCIIM-2020 (B.H. Mopocanosa). Jlns oueHKu
nokasaresei arpeccun npumensuics onpocHuk bacca—Ileppu (A. bacc, M. Ileppu,
apantauus C.H. Enwuxononosa). [lokazarenu 5>MOIMOHAIbHOW JUCPETYISILIMU
OLIEHUBAJIUCH C MCIIOJIb30BAaHUEM ONPOCHUKA SMOLMOHANBbHOM nucperymsauuu (H.A.
[Tonbckas, A.YO. Pa3ansieBa). Pesyabrarsl. [lokazaHo, 4To npeanoyYTeHue kaHpoB
BUJICOUTP CBS3aHO C PA3IMUMSAMHU IO psAY IMoKasaTelaed 3MOIMOHAIBbHOU chepbl.
bbuin BBISBIEHBI YCTOMYMBBIE Pa3InyMs MEXIY IpPyHIaMH UTPOKOB, YKa3bIBalOIIHNE
Ha HEOJHOPOAHOCTb 3MOIMOHAIBLHON c(epbl B 3aBUCUMOCTH OT MPEANOYUTAEMOTO
*KaHpa Bugeourp. BoiBoasbl. [lonydueHHbIe pe3yabTaThl CBUAETENBCTBYIOT O HAIMYUU
CTaTUCTUYECKUX CBA3EH MEXIy >KAHPOBBIMU MNPEANOYTEHUSIMH BUICOUTP H
XapaKTepUCTUKAMU 3MOIMOHAJIBLHOW Ccdepbl UTrpOKOB. Pe3ynbTaThl MOIYEPKUBAIOT
1enecooopasHocTs auddepeHIMpoBaHHOTO MOAX0Ja K H3YUYEHHUIO0 BUACOUTPOBOM
AKTUBHOCTH C YYETOM >KaHPOBOH CHEU(PUKN U UHIUBUIYATbHBIX TICUXOJIOTUYECKUX
0COOEHHOCTEH UTPOKOB.
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Abstract

Context and relevance. In contemporary psychological research, video games are
considered a factor potentially associated with characteristics of the emotional domain.
At the same time, differences in emotional characteristics among players with different
video game genre preferences remain insufficiently studied. This article presents an
empirical investigation of emotional domain characteristics in players who prefer
different video game genres. Objective. To identify differences in the emotional
domain among players who prefer different video game genres. Hypothesis.
Preference for specific video game genres is associated with the expression of
particular characteristics of the emotional domain. Methods and materials. The study
involved 2653 respondents (M = 18,6, SD = 3,2, 60,1% female). Video game
preferences were assessed using the Video Game Preferences Questionnaire (O.V.
Rubtsova, T.A. Poskakalova). Empathy was measured with the Interpersonal
Reactivity Index (M. Davis), adapted by T.D. Karyagina. Behavioral self-regulation
style was assessed using the SSPM-2020 methodology (V.I. Morosanova). Aggression
was measured with the Buss—Perry Aggression Questionnaire (A. Buss, M. Perry),
adapted by S.N. Enikolopov. Emotional dysregulation was assessed using the
Emotional Dysregulation Questionnaire (N.A. Polskaya, A.Yu. Razvalyaeva).
Results. Preference for video game genres was found to be associated with differences
in a number of emotional domain indicators. Stable differences between groups of
players were identified, indicating heterogeneity of emotional characteristics
depending on the preferred video game genre. Conclusions. The findings indicate the
presence of statistical associations between video game genre preferences and
characteristics of the emotional domain in players. The results underscore the
relevance of a differentiated approach to the study of video game activity that takes
into account genre specificity and individual psychological characteristics of players.
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Beenenune

B nocnennue necATuieTys BUJCOUTPHl pACCMATPUBAIOTCS HE TOJIBKO Kak (hopMa 10cyra, HO U Kak
MpEeAMET TICUXOJOTUUECKUX, KOTHUTUBHBIX M MEXIUCIUIUIMHAPHBIX uccienoBanuii ([lonomapena,
2022; AreeB, 2025). CoBpeMeHHbIE BHUACOUTPHI TMOHHUMAIOTCS KAaK HMHTEPAKTUBHBIC CPEIbI,
BKJIIOYAIOIIME KOTHUTUBHBIE, YMOLIMOHAJIbHBIE, MOTUBALIMOHHBIE U COLIMATIbHBIE TPOLIECCH. J[aHHbIE
00 UX BIMSHUU Ha KOTHUTHUBHBIC YHKIIMH OCTAIOTCS IPOTUBOPEUNBHIMU: OMMCAHBI MTOJIOKUTETIbHBIC
3¢ GEKTHI 715 3pUTENBFHO-TIPOCTPAHCTBEHHOTO MBIIUICHUS H CEHCOMOTOPHOM KoopAuHanuu (Zioga
et al., 2024), a Takke HEOJHO3HAUYHOE BIIMSAHHUE HA HCIHOJHHUTENbHbIC (QYHKIMH, BKIIOYAs
UHruouTOpHBIN KoHTpOJb (Medina-Rodriguez, 2025).

OTtnenpHOE HallpaBJIEHUE UCCIIEOBAHUM CB3aHO ¢ arpeccueid. Hapsiny ¢ taHHbIMU 00 yCUJIEHUU
arpeccuBHBIX TeHAeHUui (Bushman, Anderson, 2021), onrcansl KOMIIEHCATOPHBIE U PETYIIATOPHBIE
s dexter Buneonrp (Garcia, Ferguson, Wang, 2022; Devilly et al., 2023). IIpu 3ToM pasznuuus B
MO3UIMAX HccieoBaTened MOryT ObITh CBSI3aHbl HE TOJIBKO C 3MIIMPUYECKUMH JTAaHHBIMH, HO U C
TEOPETUYECKUMH YCTAaHOBKAMHU U JIMYHBIM OIIBITOM: BE€pa B MAaTOJOIMYECKYI0 3aBUCHUMOCTH OT
BUJICOUTDP TOJIOXKUTENBHO CBA3aHAa C BPaXKAEOHBIM OTHOLIEHMEM K JIETAM M OTPHULATEIIBHO — C
coOcTBeHHBIM UrpoBbIM onbITOM (Ferguson, Colwell, 2020).

[IpoTBOpEUNBOCTH PE3YNILTATOB CBsI3aHA C MeTofosIornueckuMu orpannueHussmu (Devilly et al.,
2023) u paccMOTpeHHEM BHUICOUTP KaK OJHOPOIHOTO (eHOMeHa Oe3 ydeTa >KaHpPOB, MEXaHUK,
HappaTUBOB M WHAMBHUIYalbHBIX ocobeHHocTel urpokoB (Cycnos, 2025). Ilostomy Bo3pactaer
uHTEpeC K AU(PepeHInpOBaHHOMY aHaIM3y BHUJAECOUTP KaK IPOCTPAHCTBA AaKTUBHOI'O BHIOODA,
CBSI3aHHOT'O C SMOLIMOHAIBHOMN perysiuei, MOTUBalMel 1 IMYHOCTHBIMUA OCOOEHHOCTSIMH UTPOKOB
(Cahill, Cummings, Wertz, 2025). Opanako XaHpoBas KJIacCHU(UKAIUSA OCIOXKHICTCS
MYJIBTUKAHPOBOCTBIO COBPEMEHHBIX WIP, a MCCIENOBAHUN CPABHUTEIBHOIO BIIMSHUS Pa3HBIX
KaHPOB Ha SMOIMOHAJIBHYIO c(hepy MoKa HETOCTATOUHO.

Cy1ecTByroniye nuccie10BaHus OcTaloTcesl pparmeHTapHbIMH. [TokazaHo, 4To copeBHOBATEIbHBIE
OHJIAMH-IIyTEpHI HE MOBBIIIAIOT CYyOHEKTUBHBIN THEB M HE CBsI3aHBI CO BpeMeHeM Urpbl (Johannes et
al., 2022), xoTs B Apyrux paboTax y UIPOKOB B ILIyTEphl BBIABIEH OoJjiee BBICOKHII cTpecc IO
cpaBHeHHio ¢ «mecoununamu» (Griffith, Sharpe, 2024). Jlns poneBbIX WUTp OMHCAHO YCUJICHHE
HEraTUBHBIX 3MOLUH MpPH BBICOKOM CIOKHOCTH 3a/ay, CBA3b arpecCMM C HEHPOTU3MOM U €€
OTpULATENbHAs CBS3b C 3KCTpaBepcued M OTKphITOCThIO (Cao, 2024). IlpunsTHE NEpCHIEKTUBBI
MePCOHAXKA-KEPTBBI MOXKET YCUIIMBATh UIECHTHU(PUKALMIO U KOTHUTHBHYIO 3Mmatuto (Li, van Berlo,
2025); cxomaHbli MOTeHIIMAN mokazaH s crpateruid (Gerhardsen, 2022). Pacro3naBanue smonuii
CBSI3aHO C IPEJITOYTEHUEM IKILIEH-UTP U TOJIOBOJIOMOK M OTPULIATENHHO CBSI3aHO CO CIIOPTUBHBIMU U
cTpaTeruueckumu urpamu (Zioga et al., 2024).
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DOMo1oHanbHas cepa Bee Jalle paccMaTpuBaeTCs Kak MPeAUKTOpP BUACOUTPOBON 3aBUCUMOCTH.
[TokazaHo, 4TO OHA CBs3aHA C AIGKCUTUMUEH, OCOOCHHO C TPYAHOCTSIMU HICHTU(UKAIIUY IMOLIUH, a
TaKKe C UCIOJIb30BaHUEM TUCPYHKITMOHAIBHBIX cTparteruid peryisinun (Estevez, 2025). Kpome Toro,
WHTEHCUBHOCTh HETATHBHBIX AIMOIIMI CBsSI3aHa C YPOBHEM 3aBUCUMOCTH | ¢ nocneacTBusmu (Garcia-

Gil et al., 2023).

B cBs13u ¢ oTcyTcTBHEM euHOM HayuHOH Kinaccudukauu xanpoB (Kosun, Ocumnos, 2024; Arees,
2025) B HWCCIEeNOBaHMIX YacTO MCIOJIB3YeTCs WHAYyCTpuaiabHas kiaccudukamus. B wHacTosmiei
paboTe TpUMEHEHa HMMEHHO OHa, IOCKOJBbKY OOECIeYMBAECT OJHO3HAYHOCTh HHTEPIPETAIIH
y4aCTHUKaMH, HECMOTpPS Ha OrPaHUYCHHOCTh B OTPAKEHUU TICUXOJIOTHYECKOTO COJIEp:KaHUs
BHJICOUT.

B nccnenoBanny uCmonp30Baach Kiaccu(puKanus BUICOUTP, BKITFOYAIOIIAS CIECTYIOIINE KAHPHI:
trytepsl, posieBbie urpsl (RPG — Role-Playing Game), MaccoBble MHOTOIIOJIb30BaTEIbCKHE OHIANH-
urpel (MMO — Massively Multiplayer Online), MHOTOMOIB30BaTEIECKHAE OHJIAMH-00EBBIE apPEHBI
(MOBA — Multiplayer Online Battle Arena), cumynsaTopbl, cTpareruy, miatGopmepsl, OpPOIUIKHA
(adventure), rOHKHM, KapTOYHBIC BHJICOUTPHI, SJICKTPOHHBIC BEPCHH HACTOJBHBIX MI'P U Ka3yaJIbHbBIE
UTPBI («TaMKHUILICPBI»).

JKaHps! BUI€OUTp Pa3INYAIOTCs ICUXOJIOTHYECKUM COJIEpKaHUEM UTpoBOM akTUBHOCTH. LLlyTepsl
IpearnoiaraloT ObICTPYIO pPEaKLMIo, IMPOCTPAHCTBEHHYIO OpHUEHTALMI0 U B3aUMOJEHCTBUE C
CUTyallUsIMU TPSIMOIO HUIpoBoro mnpotuBobopctBa. RPG xapakTepu3yroTcsi HappaTUBHOCTBIO,
pa3BUTHEM IEPCOHAXa M BO3MOXKHOCTBbIO MaeHTH(ukauuu ¢ HUM. MMO u MOBA BkitouaroT
BBIPQKEHHBIH COpPEBHOBATENIbHBIN M KOONEPATUBHBI KOMIIOHEHTHI, CBSA3aHHbIE C KOMAaHJIHBIM
B3aMMOJICICTBMEM M YCTOHYMBOH BKJIIOUEHHOCTbIO B HrpoBoe cooOmiectBo. Crpareruu
aKLUEHTUPYIOT IUIaHMpPOBAHHWE, TPOTHO3UPOBAHME U YyIpaBieHue pecypcamu. CuUMyIATOpPbI
OPUEHTUPOBAaHbl HA MOJEIUPOBAaHHE OTAEIbHBIX BHMJOB JIEATENIHOCTH, IUIAT(OpPMEPHI
MIPENIoJIaraloT MOTOPHYIO KOOPJIMHAIMIO U IPEOJOoJeHHE NpensaTcTBUN. bponunku cBsa3aHbl ¢
HCCJIEIOBAaHUEM HMIPOBOIO MPOCTPAHCTBA M pelIeHHEM 3aaad. KasyanbHble UIpbl MPEAIOIararT
KpaTKOBPEMEHHYI0 HUIPOBYIO AaKTUBHOCTh C HHU3KUM THoporomM Bxozaa. [Ipum 3TomM 3ieMeHTHI
BHUJICOUTPOBOT0 HACWJIMSI MOTYT IIPUCYTCTBOBATh B Pa3HBIX KaHPaxX, OJHAKO MX POJIb HEOINHAKOBA!
B IIyTepax, a Takxke B yactu RPG, MMO u MOBA oHu yaiiie BBICTYNalOT KaK OJHa U3 3HAUMMBIX
UTPOBBIX MEXAHHK, CBA3aHHBIX C MPOTUBOOOPCTBOM C BUPTYaJIbHBIMU CONEPHUKAMH WU JIPYTUMU
urpokamu. Ilo3Tomy »aHpOBblEe NPEANOYTEHHS] MOTYT paccMaTpUBaThCA KaK OCHOBAaHUE IS
BBIJICJIEHUS TPYII PECTIOHIEHTOB, PAa3IMYAIOLIUXCS 10 MPe0dIaJalonieMy TUITY UTPOBOTO OIBITA.

Llens wucciaenoBaHuss — BbISIBIGHHE pPAa3IUUMid B HMOLMOHAIBHOM cdepe y HIPOKOB,
MIPEMOYNUTAIONINX PA3INYHbIE )KaHPbI BUACOUTP. BHIOOP MOAPOCTKOBOIO M IOHOIIECKOTO BO3pacTa
00yCJIOBJI€H MHTEHCHUBHBIM PA3BUTHEM SMOLIMOHAIBHON c(epbl M BHICOKOH BOBJIEYEHHOCTHIO B
BUJICOUTPHI B 3TU MEPUOBI.

B uwactHOCTH, MBI CTaBUIIM CBOEH 3a/ayeil OLIEHUTh pa3inuyMs B MOKa3aTeNsX SMIATHH, CTHUIIS
CaMOPETYJISIIMKA TOBEJCHHsI, arpecCd W SMOIMOHAIBHOU aucperyasiuu. [lomoOHBIH moaxon
MO3BOJISIET OLEHUTHh Kak (aKTOphl pUCKA YBJIEUEHHOCTH BHJECOMTpaMH (HaJM4ME arpecCUBHBIX
TEHJICHIIMI 1 SMOLIMOHAIBHOM JUCPETYIIAINM), TaK U Oy(depHble (aKTOPbl arpeCCUBHOTO MOBEACHUS
(Arees, 2025).

Hamu Obuta BeIIBHHYTa cienyromias oOiasi TUIoTe3a: MPEeAroYTeHHE ONpeAeCHHbIX >KaHPOB
BUJICOUTP CBS3aHO C BBIPA)KEHHOCTBIO CIELU(UIECKUX XapaKTEPUCTHK SMOLIMOHAIBHON CepBl.
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J51s ipoBepKU JaHHOM TUIIOTE3bl ObLTH CPOPMYITUPOBAHBI YACTHBIE TUIIOTE3BI:

1. TlpeamoureHue BUACOUTP C BJIEMEHTAMH MPSMOro Hacwius (UIyTepOB) CBsA3aHO C Oolee
HU3KUMHU 1T0Ka3aTesIMU AIMIIATHH.

2. IlpenmouteHue BUACOUTP C BBIPAKEHHBIMH COpeBHOBaTeIbHBIMH 3jeMeHTaMu (MMO u
MOBA) cBsi3aHO ¢ 601€€ BEICOKMMHE ITOKA3aTEIISIMU arpeCCHH.

MaTepl/Ia.leI U ME€TOABbI

B uccrnenoBanum yayBcTBOBanmM 2653 pecrnonaenTa B Bo3pacte oT 14 mo 24 ner, uz Hux 1595
xeHimuH u 1058 myxunn (M = 18,6, SD = 3,2, 60,1% sxenuun). MccnenoBanue MpoBOIUIOCH C
MOMOIIbIO OHJIAWH-TIIIATGOPMBI Ha JOOPOBOJIBHBIX YCJIOBHUSX C COOJIOJIEHUEM aHOHUMHOCTH
JTAHHBIX.

B nccnenoBanuu IMPUMCHCHBI CJIICAYHOIINC MECTOAUKU:

1. Omnpocuuk BuaeourpoBeix npeamnoutenuid (O.B. PybuoBa, T.A. Ilockakamoma, 2020).
OnpocHUK HCIONB30BAICS Al cOOpa MaHHBIX O BUACOMTPOBOM AKTHMBHOCTH PECIIOHIEHTOB WU
BKJIFOYAET BOIPOCHl O MPEANOYUTAEMBIX KaHpaX, 4YacTOT€ UIPhl M JPYTUX XapaKTepUCTHKaX
UTpOBOTO OMBITA. [IONHBIA TEKCT METOAMKH OBUT MPEIOCTaBICH aBTOPAaMH M WCIOJB30BAaH C HMX
coryacus. B HacTosiem nccieoBaHUM AJIs paclipeiesieHUs] yYaCTHUKOB 110 TpyHIaM MpUMEHSIICS
omuH nyHKT: «Kakoii sxanp Bugeourp Haubonee Bam nnTepecen?». PecrionneHTs! BRIOUpaTu OWH
KaHP M3 3aKPBITOrO MepevHsi, chOPMUPOBAHHOTO Ha OCHOBE HCHOJIb3yeMOH KiacCH(UKALUH, YTO
o0OecnieunBao OJHO3HAYHOE OTHECEHHME K rpymme. M3-3a Majgo4yuclieHHOCTH W3 aHaiau3a ObUIM
UCKJIIOUEHB! KapTouHble BUAeourpsl (N = 27), aJeKTpoHHbIe BepcuH HacTosbHBIX urp (N = 32) u
roHounble Buaeourpsl (N = 37). Utorosas BeiOOpKka coctaBuiia 2557 pecrioHI€HTOB.

2. MmHorodaxTopasli onpocHuK smmaTin (M. [[pBuc, 1980; aganramus T.Jl. Kapsrunoii, 2013)
MPEACTABISIET COOOM WHCTPYMEHT CaMOOTYETa, BKIIIOYAIOMUKA 28 MYHKTOB, OOBbEIUHEHHBIX B 4
mkanel:  «/lenentpauusy, «ConepexuBaHuey, «IOMmaruyeckas 3a0oTta» U «OMIaTHYECKUH
aEcTpecc». B HacTosAIeM  HWCCIEOBAaHWW  WCTOJNB30BAIHMCH IIKaNbl  «JlemeHTpamus» U
«Conepexupanuey. lllkana «/leuentpamus» (o = 0,605) oTpaxkaeT cmocOOHOCTh YUUTBHIBATH TOUKY
3peHuss U onblT apyroro uenoseka. Illkama «ConepexuBanue» (o = 0,676) xapakrtepusyet
CKJIOHHOCTB K BOOOpaXkaeMOMY NEpEeHECEHUI0 ce0sl B UyBCTBA U NMEPEKMUBAHUSA APYTHX, B TOM YHUCIIE
BBIMBINUIEHHBIX iepcoHaxelt (Kapsruna, bynarosckas, {yoposckas, 2013).

3. Ompocauk «Ctuie camoperyisiun noseaeans — CCIIM 2020» (B.1. Mopocanosa, H.I'.
Kongpariok, 2020). [Tpencrasisier co00ii HHCTPYMEHT CaMOOTUYETa, HAlPaBIEHHBINH HA AUATHOCTUKY
WHJIMBUIYATBHBIX OCOOEHHOCTEN OCO3HAHHOM CaMOPETYIISAINU MoBeeHUs. OTIPOCHUK BKIIFOYAeT 28
MYHKTOB W COAEPXKHUT  chemyrome  mkanel:  «[lmanmpoBanue», «MojaenupoBaHue,
«IIporpammupoBanue», «OreHnBaHue pe3yiabTaToB», «lHMOKOCTH», «HacToWuMBOCTEY W
«HaneXHOCThY, a TaK)Ke HHTETPATBHBIN TTOKa3aTeNlb OOIIET0 YPOBHS caMOperysiuu. B HacToseM
MCCIIEIOBAaHUH HCIIOJIb30BaINCh HIKaibl «MonenupoBanue» (o = 0,64), «OueHnBaHUE pe3yIbTaTOB
(a=0,7), «I'ubxoctb» (a0 = 0,67) u «Haxexxnocts» (a0 = 0,72). [lIkana «MoaenupoBaHue» OTpakaeT
CIIOCOOHOCTH YYUTHIBATh 3HAUUMBIE YCIIOBHSI JOCTHKEHUS 11eH; miKana «OleHuBaHue pe3yabTaToOB)
— CHOCOOHOCTh COOTHOCUTBH TIOJYYCHHBIE PE3yabTaThl C TOCTaBICHHBIMU LESMH; [IKana
«['ubkocTh» — CMOCOOHOCTh NEpecTpauBaTh PETYJSLUIO MOBEAEHUS MPU W3MEHEHUU YCIIOBUM;
mkana «HanekHOCTh» — YCTOWYHBOCTh CAMOPETYJISIUN B 3HAYUMBIX U HAIMPSHKCHHBIX CUTYaIUSIX
(Mopocanosa, Kouapartiok, 2020).
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4. Omnpocuuk arpeccun bacca—Ileppun (A. bacc, M. Ileppm, 1992; amantamus C.H.
Enukomnonosa, H.I1. Tubyneckoro, 2007). IlpencraBiser co00ii HMHCTPYMEHT CaMOOTYETA,
HAIIPABJICHHBIM Ha OLEHKY PA3JIMYHBIX NPOSIBICHUN arpeccud. ONPOCHUK BKIOYAET 29 MyHKTOB U
COJEPKUT cienyrouue mkansl: «dusndeckas arpeccus», «I'HeB» u «BpaxaedHocTh». B HacTosmem
HCCIIEIOBAaHUH HUCIIOIb30BAIMCH BCE ILKAJIBI, @ TAKXKE PACCUMTHIBAIICS OOIIMI IIOKA3aTeNlb arpeCCUU.
Hlkana «®usudeckas arpeccusi» (o = 0,82) oTpaxaer CKIOHHOCTb K MCIIOJIB30BAHHIO (PU3UYECKOM
cuibl; mwkana «['HeB» (o = 0,85) — PMOIMOHANBHYIO COCTaBIIAIOLIYI0 arpeccUH, CBSI3aHHYIO C
pasapakeHueM U Bo30yxieHueM; mkana «Bpaxneonocts» (a0 = 0,83) — KOrHUTUBHBINA KOMIIOHEHT
arpeccuy, BKJIIOYAIOIIMKM HEIOBEpPUE W HETaTHBHBIE YCTAHOBKM IIO OTHOLIEHUIO K JApPYTUM
(JIobackoBa u ap., 2021).

5. Ompochuk smounoHanbHoi mucperymsinun (H.A. Ilonbckas, A.}O. Paspansesa, 2017).
[IpencraBnsier co00i MHCTPYMEHT CAaMOOTYETA, HAIIPABICHHBIN HAa JMATHOCTUKY HU3KOAIalTHBHBIX
¢dopM sMonMoHaNBHON perymsauud. ONpocHUK BKIOYAET 23 MyHKTa M COJEPXKUT CIelyrolue
mkanel: «Pymunanuny, «M36eranne» n « TpyaHoctu MeHTanu3aumny. B HacTosieM uccieqoBanum
UCHOJIb30BaIKCh Bee mKanbl. [lkana «Pymunanun» (o= 0,84) oTpakaeT CKIOHHOCTb K 3aCTPEBAHUIO
Ha HETraTUBHBIX IEepeXuBaHusx; Ikana «M3o0eranue» (o = 0,82) — TEHAECHLHUIO YKIOHATHCA OT
SMOLMOHAIBHO 3HAYMMBIX CUTYyallMd M NEepeXuBaHuM; mkana «TpyAHOCTH MeHTanu3auum» (o =
0,84) — 3aTpynHEHHUs B TOHUMAHUU COOCTBEHHBIX M UyXKHX IMOIIMOHAIBHBIX cocTostHui (ITonbckasi,
Pa3zBansena, 2017).

[MosydeHHbIe TaHHBIE 00Pa0aTHIBATKUCH C TIOMOIIBIO CTATUCTHYECKOTO makeTa Jamovi V. 2.6.44.
boumn  wucnonb3oBanbl kputepuil lanupo-Yunka, onHO(MAKTOPHBIM IUCHEPCUOHHBIA aHAIN3
Kpackena-Yommuca, moct-xok tect JIBacc—Crun—Kpuunoy—®maunrep (DSCF).

PesyabTaTsl
C nomompto kputepus Ilanupo-Yunka Oblla OlleHEHa HOPMAIbHOCTb paclpeneleHus Jis
Ka10# mkanel. Pacnpenenenne nmokasareneld BO BceX MIKaJaX OTIMYAIOCH OT HOpMalibHOTO (P <
0,001). B cBsi3u ¢ Hamuuwem 10 rpynnm U HEHOPMABHOCTBIO PACIPEACICHHs JaHHBIX HAMHU ObLI
WCIIONB30BaH OJMHOGMAKTOPHBIN  aucnepcroHHbI  aHanu3 Kpackena-Yomnuca. IlomyueHHbie
pe3yJbTaThl MPEACTaBICHBI B Ta0I. 1.

Ta6muma 1/ Table 1

OnHodakTopHbIi qMcIepcHOHHBIN aHau3 Kpackesa-Yoiusmca B 3aBUCMMOCTH OT
’KaHPOBBIX NMPeANOYTEeHHH

One-way Kruskal-Wallis analysis of variance by genre preferences

Il kaus / Scales X2 P
ComnepexuBanue / Empathy 22,63 0,007
Jlenentparus / Decentering 8,73 0,463
Mopenuposanue / Modeling 23,64 0,005

Ouenusanue / Evaluation 9,53 0,39
I'moxocts / Flexibility 46,2 < 0,001
Hanexuocts / Reliability 29,13 < 0,001
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dusnueckas arpeccus / 49,39 < 0,001
Physical Aggression
I'ue / Anger 43,13 < 0,001
Bpaxxneonocts / Hostility 27,31 < 0,001
OOmwmit 6ayt arpeccun / Total 29,24 < 0,001
Aggression Score
Pymunanuu / Rumination 39,19 < 0,001
U3z0eranue / Avoidance 31,94 < 0,001
Tpyanoctu MeHTaIM3aUH / 41,29 < 0,001
Mentalization Difficulties

[Tocrne BBIABIEHUS CTATUCTUYECKH 3HAYUMBIX PA3IUYUid MEXIy TPYyNINaMH C IOMOUIBIO
oxHo(dakTopHoro Kputepust Kpackena—Y onrca OblI TPOBEICH MOCT-XOK aHAIN3 C UCTIOJIb30BaHHEM
tecta DSCF. Jlnsg uHTEepnpeTanuu HalpaBIEHHOCTH Pa3INnYHMii UCTIOIb30BAINCH CPEAHUE 3HAUCHUS
noKasarejae. AHanu3 TMOKa3ajl pa3iuuds B MCCIEAYEMbIX I[I0Ka3aTeNlsiX y PpEeCHOHJIEHTOB,
MPEMOYUTAIONINX Pa3InyuHbIe xKaHpbl. [lonydeHHbIe pe3ynbTaThl NpeACcTaBIeHbI B Ta0I. 2.

Tabmuma 2 / Table 2

HOl’laprIe pasanuus nokaszarteJei MEKAY IrpynnaMi peClioOHACHTOB ¢ pasHBIMHA
HUIPOBBIMH NpeANOYTeHusIMH (mocT-xok anaaun3 DSCF)
Pairwise differences in indicators between groups of respondents with different gaming
preferences (post hoc DSCF analysis)

I kana / Scales

Kanp 1/ Genre 1 Hanpasaenue Kanp 2 / Genre 2 Pa3nocTh cpeqnux
pasimuwuii / Direction (AM) | ypoBenn
of difference 3Haunmoctu (p) /
Mean difference
(AM) | significance
level (p)
«ConepexuBanune» / «kEmpathy»
[Iyrepsr / Shooters < Ponessie urpet / RPG | AM =1,1, p<0,05
[lyrepst / Shooters < MMO AM =126, p < 0,05
«MopneaupoBanue» / «Modeling»
[Iyrepsr / Shooters > Ponessie urpst / RPG | AM=0,81, p<0,01
[Iyrepsr / Shooters > MMO AM =0,81, p<0,05
[Iyrepsr / Shooters >~ CUMYISTOPBI /| AM=1,04,p<0,01
Simulators
yrepst / Shooters > bponunku / Adventure | AM = 0,88, p < 0,05
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«I'udkocthy / «Flexibility»
MOBA > Posnesbie urpst / RPG | AM=1,22,p<0,01
MOBA > MMO AM =1,23,p<0,05
MOBA > CumynsTopsl /| AM=1,37,p<0,01
Simulators
Iytepst / Shooters > Ponessie urpel / RPG | AM = 1,08, p <0,001
[Iyrepst / Shooters > MMO AM =1,09, p<0,01
Iytepst / Shooters > CumyJsITopsI /| AM=1,23,p<0,01
Simulators
Iyrepst / Shooters > [Tnardopmepsr /| AM=1,39, p<0,05
Platformers
«Hagexunocrn» / «Reliability»
MOBA > Posnessie urpet / RPG | AM =1,28, p < 0,05
MOBA > MMO AM = 1,32, p < 0,05
[Iytepst / Shooters > Ponessie urpst / RPG | AM =0,91, p < 0,05
HlIyreps / Shooters > MMO AM =0,95,p<0,05
«®usnueckas arpeccusi» / «Physical Aggressiony
[Iytepst / Shooters > Ponessie urpst / RPG | AM =2,15, p < 0,001
HlIyrepst / Shooters > MMO AM=1,31,p<0,05
lyrepsr / Shooters > [TnaTdopmepsr /| AM=2,17,p<0,01
Platformers
[Iyrepst / Shooters > CuUMYJISTOPBI /| AM=1,78,p<0,01
Simulators
Ponesbie urpst / RPG < Crpateruu / Strategy | AM = 1,98, p < 0,001
«I"'neB» / «Anger»
MOBA < TaltmMkwIIIepHI AM =247, p<0,05
[Iyrepsr / Shooters < MMO AM = 1,23, p < 0,05
[yrepsr / Shooters < CUMYISTOPBI /| AM=1,89, p<0,001
Simulators
[Iyrepsr / Shooters < Taiimkusutepst / Time- | AM =2,95, p < 0,001
Killers
Ponessie urpst / RPG < CumymnsITophl /| AM=1,42,p<0,01
Simulators
Ponessie urpst / RPG < Taiimkusutepsr / Time- | AM =2,48, p< 0,01
Killers
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killers

CumyIsTopsIl / > Crpareruu / Strategy | AM = 1,94, p< 0,01
Simulators
Taiimkusutepst / Time- > Crpareruu / Strategy | AM = 3,00, p < 0,001

«BpaxneoHoctny / «Hostility»

[Iyrepsr / Shooters < MMO AM =1,80,p<0,05
Posnessie urpst / RPG < MMO AM = 1,77, p < 0,001
MMO > Crpareruu / Strategy | AM=2,11, p<0,05

«O6mmii 6as arpeccum» / «Total Aggression Scorey

Posnessie urpst / RPG < MMO AM =3,37, p <0,001
Posnessie urpst / RPG < Tavimkusutepsr / Time- | AM =495, p < 0,05
Killers
«Pymunanumn» / «Rumination»
Iyrepst / Shooters < Posnessie urpet / RPG | AM=1,28, p<0,01
Iytepst / Shooters < MMO AM = 2,00, p < 0,001
[Iytepst / Shooters < Bpoausnku / Adventure | AM =2,10, p < 0,001
«M30eranue» / «Avoidance»
[Iyrepst / Shooters < Bpoawnku / Adventure | AM = 1,65, p<0,01
Ponesbie urpst / RPG < Bpoausku / Adventure | AM = 1,36, p < 0,01
bpoawunku / Adventure > Crparerun / Strategy | AM =1,53,p<0,05

«Tpynnocru mentamusamun» / «Mentalization Difficulties»

lyrepsr / Shooters < MMO AM =2,02, p<0,001
[Iyrepst / Shooters < bpoawunku / Adventure | AM =222, p <0,001
Ponessie urpst / RPG < MMO AM =1,18,p < 0,05
MMO >~ Crpareruu / Strategy | AM=1,73,p<0,05
bpoawnku / Adventure > Crpareruu / Strategy | AM =1,93,p<0,05

B nenom pe3ynpTaThl MOKa3bIBAKOT, YTO KAHPOBBIE PA3JIMYMS UMEIOT HEOJHOPOIHBIN XapaKTep.
[To mkanam smnaTuu Gojiee BBHICOKHME IMOKa3zaTeldH yaile (pUKCHPOBAIUCH y UrpokoB B MOBA u
IIyTepsbl, 0OJHAKO Mo mKane «ConepexuBaHue» UTPOKH B IIyTEPbI IEMOHCTPUPOBAIM O0Jiee HU3KHE
3HAQ4YEHMs MO CPaBHEHHIO C PECHOHAECHTAMHM, NpeanodnTaromumu posnessle urpsl 1 MMO. Ilo
MOKa3aTessiM arpeccuu 0osiee BHICOKHE 3HaueHHs (PU3MYECKOW arpeccu OBbLIM XapaKTepHbI IS
UTPOKOB B LIyTEpbl U CTpaTeruu, TOrJa Kak mo mkane «['HeB» Hauboyiee BHICOKHE OKa3aTeNH
HAOJIIOAAMNCh Yy PECIOHICHTOB, NPEANOYUTAIOINX TaHMKHIUIEpsl M cuMyisaTopbl. [lo mikane
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«BpaxnaeOHoctb» U oluiemMy Oaily arpeccuu 0osiee BBICOKME 3HAYCHMsI yallle ObLUTM CBSA3aHbI C
npeanourenneM MMO u Talimkmiepos. [1o mkanaM 3MOLMOHATBEHOMN TUCPETYIISIIIUU U TPYIHOCTEH
MEHTaJIU3alKK 0oJee BHICOKHE MOKa3aTeNH Yalle JeMOHCTpUpoBanu urpokd B MMO u Opoaunku,
TOTJIa KaK UTPOKHU B IIYTEPbI, HAIPOTHUB, Yallle UMEJI 00Jiee HU3KME 3HAUCHHUS 110 ITUM IIIKaIaMm.

OO0cy:xneHue pe3yJibTaTOB

HpOBGI[GHHHfI AHAJIM3 ITOKa3aJl, 4YTO MPCAIIOUYTCHUC )KaHPOB BUACOUTP CBA3AHO C BEIPAKCHHOCTBIO
XapaKTCPHUCTUK 3MOI.[PIOH&J'IBHOI>1 Cq)epbl, BKJIKOYasl arp€CCulo. HpI/I OTOM IIPHUYHUHHO-CJICACTBCHHLIC
CBiA3M HC YCTAaHABJIMBAJIUCHL: PE3YJbTAaTbhl HC IO3BOJIAIOT OHNPCACINTL, BJIWACT JIA JXAaHP Ha
9MOIHNOHAJIBHYIO cq)epy HJIN, HAIIPOTUB, €€ 0COOEHHOCTH ONnpCaACIA0T BBI60p BHACOUID.

Wrpoku, npeanouyuTaroliye LIyTepbl, MO CPABHEHMIO C MIPOKAMHU B poJieBble uUrpsl, MMO,
CUMYJIATOPBl M OpOAMIJIKM JEMOHCTPUPYIOT Oojiee HU3KME TMoKazaTenn «ComepexuBaHus»,
«Pymunanuity, «M36eranus» u «TpyaHocTel MEHTAIU3ALMKUY», YTO MOXKET YKa3blBaTh HA MEHBIIIYIO
CKJIOHHOCTb K SMIIATUYECKOMY BOBJIEUEHUIO U MHJEHTUQUKaUuUU ¢ mepcoHaxamu. Yacroe
B3aMMOJICHCTBHE C HACUJIbCTBEHHBIM M COPEBHOBATEJIbHBIM KOHTEHTOM MOXKET CIOCOOCTBOBATH
SMOIMOHAIBHON JMCTAaHIIMK, a CaM UTPOBOM MPOIECC — BBIIOIHATH (QYHKIHIO IMOIMOHAIBHON
paspsanku. bosnee Beicokue noxazatenu «®Puznueckoit arpeccun», «l'mbkoctu» u «Hagexnoctn»
MIO3BOJISIIOT MPEATNONIO0KUTh, YTO MPU HAJIWYUHU arpECCUBHBIX TEHACHLUN 3TU UTPOKU COXPAHSIOT
MOBEJICHUECKUI KOHTPOJIb U CLIOCOOHOCTh K THOKOMY pearnpoBaHUI0. JTO YACTUYHO COIJIacyeTcs ¢
JAaHHBIMH O CBSI3M HACHJIBCTBEHHOTO HMIPOBOIO KOHTEHTa CO CHMKEHHEM »HMIaTHM Hu Oolsee
BbIpakeHHOW arpeccueil (Bushman, Anderson, 2021), a Taxke yka3bplBaeT Ha BO3MOXHYIO
KOMITEHCAaTOPHYIO POJIb CAaMOPETYJIALUN TPU HHTEHCUBHOM UTPOBOM aKTUBHOCTH.

Urpoxu B MOBA 1o cpaBHeHMIO C IpeaNOYUTAIOIIMMU poJieBble Urpbl, MMO u cumynsTopsl
JEMOHCTPUPYIOT OoJiee BBICOKME MoKazarenau mo mkanaMm «[ mokocte» u «HanexxHoctsy». JlaHHBIN
pe3yabTaT MOXKET OTpaXkaTb HEOOXOAMMOCTb TaKTHYECKOTO pearupoBaHUs, KOOPAMHALUHN U
KOMaHJHOT'O B3aMMOJIEHCTBHSI, a TAKXKE CBSI3aHHYIO C 3TUM a/IallTUBHOCTb U CTPECCOYCTOMUUBOCTbD.

Urpoku, npeanounrtaromue MMO, 0o cpaBHEHHIO C pOJEBBIMM HUIpaMH, LIyTepamMH U
CTpaTEeTHsIMH XapaKTepu3yroTcs Oosiee BBICOKMMH 3HAa4eHUsMHU MO mkanaM «ComnepexuBaHue»,
«['HeB», «BpaxxnedHocTsy, «O0mwMii 0amn arpeccun» u «Tpynnoctu MeHTanu3anum». [lomyueHnnsle
JaHHbIE MOTYT CBHJIETENILCTBOBATH O BHICOKOW SMOLIMOHATIBHON BOBJICYEHHOCTH U UJCHTU(UKALIIH
C TIEPCOHAXKEM, 3aTPYIHSIONMX AU(PEepeHITHAIINI0 COOCTBEHHBIX U UYXKHUX SMOIUNA. DTO, B CBOIO
ouepeslb, MOKET CHMKATh MEHTAJIM3ALMI0 M SMIIATUYECKOE ITOHMMAaHHE, IMOBBIIMIAs BEPOSTHOCTH
(bpycTpallud U arpecCUBHBIX peakUui BO B3aMMOICHCTBUM C APYyruMH urpokamu. [lomyueHHble
JaHHbIe 0 npennoyTeHuu xanpoB MOBA u MMO cooTHOcsTCS ¢ paboTamMu, paccMaTpUBAIOIIMMU
MHOTOIOJIb30BaTEIbCKUE UTPhI KaK MPOCTPAHCTBO MHTEHCHUBHOI'O COLIMAJIBHOTO B3aMMOJEHCTBUS,
COUETAIOIIET0 KOONEpPalMI0 M KOHKYPEHLUIO, YTO MOXET YCWINBATh HSMOLMOHAIBHYIO
BOBJICYEHHOCTh M BAPHATHBHOCTH dMOIIMOHATBHBIX peaknuii (Kowert, Oldmeadow, 2015).

Wrpoku, npeanodnTaromue pojaeBble UIpsl, MO CpaBHEHUIO ¢ urpokamu B MMO wu crparerun
yaiie J1eMOHCTPUPOBaIM O0jiee HU3KKE ITOKa3aTeN arpecCy ¥ SMOIIMOHAIBHON TUCPETYISIUI. JTO
MO3BOJISIET MIPEIOI0KUTE, YTO TaHHBIN JKaHP MPUBJIEKAET JIUL], CKJIOHHBIX K 0osiee pedIeKCUBHOMY
U HMOLIMOHAJIILHO YPAaBHOBEIIEHHOMY B3aWMOJEWCTBHUIO B HMIPOBOM HpocTpaHcTBe. [Ipu sTOoM
CTaTUCTHYECKH 3HAUYUMBIX CBSI3€H C IMOKa3aTeNsIMU CaMOPETYJISIIIMY MTOBE/ICHHsI BBISIBJICHO He OBLIO.
Pesynbrarel cormacyrorcd C JAHHBIMH O TOM, YTO HIPHl C BBIP&KEHHBIM HAPPATHBOM H
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BO3MOYKHOCTBIO ~ WICHTH(HKAIIMA C TEPCOHAXEM MOTYT  CIIOCOOCTBOBATh OSMIATHH U
smonmoHabHOMY BoBiedeHnio (Granic, Lobel, Engels, 2014). Omnako OTCyTCTBHE CBSI3U C
CaMOperyJIsiliied TOKa3bIBaeT, YTO TakKas BOBICYCHHOCTh MOXET OBITh CBsi3aHa CKOpee C
MepPEeKMBAHUEM U MHTEPIPETAIUEH HTPOBOTO OIBITA, YEM C PA3BUTHUEM PETYIISTOPHBIX MPOIECCOB.

Urpoxku, npeanodnraromme OpoIUIKd, 0 CPABHECHUIO C HTPOKAMH B IIYTEPHI, POJIEBBIE UTPHI U
CTpaTernu JEMOHCTPUPYIOT Ooyiee BbICOKME ToKazatenu «PymunHammity, «30eranus» u
«TpynHocTeld MeHTanu3auuW». OTO MOXET OTpa)kaTh MCIOJb30BAaHUE TAaKUX WP JUIA
SMOIIMOHAIIBHOW CaMOpPETyJsilUd M CHIDKEHUS HANpsDKEHUS 3a CUET MOTPYKEHHUs B Oe30macHoe
UTPOBOE MPOCTPAHCTBO, OPUEHTHPOBAHHOE CKOPEE HA UCCIIEIOBaHKE U pe(IIEeKCHI0, YeM Ha BHICOKYIO
KOTHUTUBHYIO WJIM COPEBHOBATEIIbHYIO HAIPY3KY.

Urpoxku, npeanoyuraronme CuMyJsaTOpbl U Ka3yalbHbIE UTPBL, 10 CPABHEHUIO C BHIOWPAIOIIMMHU
LIyTepbl U CTPATETHMM XapaKTepU3ylOTCs 0ojiee BBICOKUMH IOKA3aTeIsIMU 10 HiKaie «['HeB», 4To
MOXKET OBIThb CBA3aHO C PYTMHHOCTBIO HUIPOBBIX 3a/Jad W BO3HHMKaroulel ¢pycrpauueil npu
HapyleHUM TPHUBBIYHOTO Xojaa JeiicTBuil. Wrpoku, BbIOMparomue CTpaTerduH, HaIpPOTUB,
JIEMOHCTPUPYIOT 00JIe€ HU3KHUE [TOKA3aTEeNH 10 IIKalaM arpecCum, 4TO COTIacyeTcs ¢ TpeOOBaHUSIMU
K IJIJAHUPOBAHUIO, aHAIMTUYHOCTH U KOHTPOJIIO UMITYJIbCOB.

ITonmy4yenHble pe3yiabTaTbl B LEJIOM COINIACYKOTCA C COBPEMEHHBIMU IIPEIACTaBICHUSMH O
BUJICOUTPaX KaK HEOJHOPOAHOM (popMe aKTMBHOCTH, BIMSHUE KOTOPOU OINpeNessieTcss He CTOIbKO
(akTOM UTpPOBOTO OIBITA, CKOJIBKO €0 COIEPKAHUEM U CTPYKTYpoi. B To ke BpeMsl BbISBICHHbIE
pasiuuusa  JONOJHAKT  CYUIECTBYIOLIWE  JAHHBIE, YTOYHSAA CBA3b MEXAY JKaHPOBBIMHU
MPEANOYTEHUs MU M TIOKa3aTeasiMU 3MOLMOHAJIBHOM c(epbl, B YAaCTHOCTU B KOHTEKCTE
CaMOpPETyJIALMHU U SYMOLMOHAIIBHON JUCPETYIIALMHI, KOTOPBIE OCTAIOTCSA HEJOCTATOYHO U3YYEHHBIMU
B NIPEIBIAYIINX UCCIEAOBAHUAX.

3akJIloueHue

BLII[BI/IHYTI)IG B HCCJICAOBAHNUUN THIIOTE3bI NOJYUUIN YACTUYHOC IMOATBECPKIACHUC. HOHy‘IeHHHe
PE3YIBTATHI YKA3bIBAIOT HA TO, YTO NPCANNOYTCHHUEC OITPCACIICHHBIX JXKaHPOB BUACOUTD I[GflCTBI/ITGJ'II:HO
CBA3aHO C BBIPAKCHHOCTBIO CHeI_[I/I(l)I/ILICCKI/IX XapaKTCPUCTHK 3MOI.[PIOH8.J'II>HOI>1 C(l)epbl. OI[HaKO B
HUCCICAOBAHMU HE YCTAHABJIMBACTCA TPHUYHMHHO-CICICTBCHHAA CBA3b. B cBs3u ¢ stEM
TNEPCIICKTUBHLIM HAIIPABJIICHUCM ,[[aJ'IBHCI\/'IH_II/IX I/ICCJ'IC,ZLOBaHI/Iﬁ MMPpEACTABIIACTCA aHAJIN3 BO3MOXKHOTO
BJIIMAHHA BHJACOWUTP Ha OMOIMOHAJIBHBIC XapPAKTCPUCTUKKW C HCIIOJB30BAHHUEM NIUTCIIBHBIX
OKCIICPUMCHTAJIBHBIX TPOLCAYD.

[Tony4yeHHble AaHHBIE TMOATBEPKIAIOT HEOOXOTUMOCTh JU(PPEepeHIUPOBAHHOIO MOAXO0Ja K
M3Y4YEHHIO BUJICOUTPOBOI aKTUBHOCTH: BUJICOUTPHI HE MPEACTABIISAIOT COO0I OTHOPOAHBIN (PeHOMEH,
a pPa3JIMYaroTCs 110 CBOEMY IICUXOJIOTHYECKOMY COEPKAHUIO U CBA3aHHBIM C HUM IIOBEICHYECKUM U
SMOILIMOHANBHBIM  MPOSIBICHUAM. YUYeT JKaHPOBOW cCHEHM(PUKUA To3BoJisieT Oosiee TOYHO
aHAJIM3UPOBATh CBA3b BUJCOUTPOBOTO OMBITA C XAPAKTEPUCTUKAMU IMOIIMOHAIBHOM chepbl.

IIpakTyeckoe 3HAYEHHME HCCIEAOBAHUSA 3aKJIIOYACTC B  BO3MOYKHOCTU  HCIIOJIB30BaHUS
MOJTyYEHHBIX PE3YJIbTAaTOB MPH pa3paboTKe MpOorpamMM MCUXONPOPHIAKTUKU U TICUXOMPOCBEIICHHS,
HaIpaBJIEHHBIX Ha ()OPMUPOBAHNE OCO3HAHHOI'O OTHOIICHUS K BUCOUTPOBON aKTUBHOCTH, a TaKXKe
IpU KOHCYJIbTUPOBAHHM TIOAPOCTKOB M MOJIOJBIX JIIOJEH C pa3iuYHBIMH OCOOCHHOCTSIMHU
SMOLMOHAIBHON PETYIISILUN.
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Orpannqennﬂ. OI‘paHI/IquI/IHMI/I HCCIICAO0BAaHNA BBICTYIIMJIIO KOJHUYCCTBO PECIIOHACHTOB,

MPEANOYUTAIONMIUX KAHPBI «KAPTOUYHBIC BUICOUTPHIY, «IJEKTPOHHBIE BEPCHUH HACTOJIBHBIX WUTP» U
«roHKW». Takke B HCCIEIOBAHUU IMPEACTABICHO OrPAaHUYEHHOE KOJIMYECTBO IOKa3aTenei
SMOLMOHANBHOM cdepsl. [Ipeacrannsercs neaecooOpa3HbIM B JalbHEUIIEM PACIIUPUTH KOJTUYECTBO
HCCIIETyeMbIX XapaKTePUCTHK.

Limitations. The limitations of the study include the relatively small number of respondents who

preferred the genres of card video games, digital versions of board games, and racing games. In
addition, the study examined a limited set of emotional domain indicators. Future research would
benefit from expanding the range of emotional characteristics assessed.
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