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Pezrome

KonTeker M akTyanabHOcTh. B mccienoBanusx mpoOiaeMbl CBS3H yBICYEHHOCTH
BUJICOUTPAMH U  arpecCUBHBIX TEHACHIMA PENKO  yAENseTcs BHUMaHUE
0COOEHHOCTSIM pe(IEKCHH TOIYYEHHOTO UTPOBOTO OmbITa. CUMTAETCs, YTO OIBIT
paspellieHuss UrpoOBBIX NPOOJIEM TMEPEHOCUTCS Ha pPEaJbHYI0 JesATeNbHOCTh 0e3
ajanTalud e€ro K Hel. DTo oTpakaeTcs B CHENU(HUKE ITOCTPOCHUS au3aiiHa
uccinenoanuil. Heab. Onpenenuts COOTHOLIEHUE MTEPEMEHHBIX, XapaKTEPU3YIOIINUX
arpeccuio, UTPOBOM MPOIECC B PAMKAaX CECCHUHU BHJICOUTPHI U COMTYTCTBYIOIIYIO €My
UTPOBYIO  JESATENBHOCTb, pPACCMOTPETh BO3MOXHOCTH IOCTPOCHHS Au3aiiHa
MCCIICIOBAHMS, IPEII0IararoIIero OTIepaLOHATN3AIHIO NepeMEHHOMN
«IBYNO3UIIMOHHOCTHY. JlM3alin mcciaenoBanusi. VccienoBaHue COCTOMT U3 TpeX
ATAINOB: JIBYX CPE30B C MCIOJIH30BAHWEM METOJMWK, HAIPABICHHBIX HA BBISBICHUE
arpecCUBHBIX TEHJACHIIUN, a TaK)Ke SKCIIEPUMEHTAIBHON 4acTH, MOJApa3yMeBaromiei
UTPOBYIO CECCUI0 M IPOXOXKACHUE aJaNTUPOBAHHOW BEPCHM METOIUKH «MoK
nepcoHax» A.A. MakcumoBa u ceMmaHntuueckoro auddepenunana. CraaHUpoOBaH
coop wuHpOpManuu 00 OOBEKTUBHBIX MPOSBICHUSAX arpecCHd 10 U IOCIe
UCCIIEIOBAaHMUS IyTeM OIpoca OKCIepToB-HaOmoaarene. YvyacTHUkH. B
MWIOTAXKHOM HCCIIEIOBAaHUM TMPHHIN yJacThue 22 pEeCloHAEHTa, 0OydJarouIuxcsi B
I'BOY r. MockBbl «lllkoma Ne 2054» (M = 15,6). [eBsiTh pecHOHIIEHTOB OBLIU
BKJIIOYCHBI B DKCIIEPHUMEHTAIbHYIO 4acTh HcciefoBaHusi. Pedyabrarbl. BrisiBiena
HU3Kas TEHJEHIUS CBS3bIBAaTh BBHIOMPAEMYI0 TAKTHUKY B KOMIIBIOTEPHOM HUIpe C
XapaKTepUCTHKAMH aBaTapa W C COOCTBEHHBIMH XapaKTEPUCTHUKAMH, YTO MOXKET
TOBOPUTh O HAJUYUM BAPUATUBHOCTU B MEPEOCMBICICHHH HIPOBOTO IpoIliecca.
BoiBoabl.  BbISIBIICHHBIE — TCHIEHIIMM  YKa3bIBAIOT HAa  IIEJIECOOOPA3HOCTH
paccMoTpenusi  crienuuku  mepepaboTKU UTPOBOrO0  OmbITa Kak  (akrTopa,
OIIOCPEAYIOIIETO CBSA3b MTPOBOTO IMPOIECCa B KOMITBIOTEPHOW UTPE M arpecCUBHBIX

TEHACHIINH.
© ITonomapesa E.C., Kauyp A.B., 2026

CC-BY-NC



IToromapesa E.C., Kauyp A.B. (2026) Ponomareva E.S., Kachur A.V. (2026)

Oco0eHHOCTH HCCIIeI0BaHHS UTPOBO eI TEILHOCTH Computer games play activity
B KOMIIBIOTEPHBIX UTPaX U arpeCCUBHBIX TCHIICHLIUH and the real-world aggressive
B pealibHOM cpene tendencies research peculiarities
Icuxonoeus u npaso, 16(1), 0—00. Psychology and Law, 16(1), 0—00.

Knrueevie cnosa: arpeccusi, BHUICOUTPBI, KOMIIBIOTEPHBIE WIPBI, HIPOBas
JeSTeIbHOCTh, UTPOBO#I Mpoliece, pedICKCHsI UTPOBOTO OIBITA, JIBYIIO3UIIMOHHOCTD B
urpe

Baarogapuoctu. ABTOpBHI BhIpakarT OnaromapHocts H.B. bormanoBuu 3a pexomMeHIaInuu IoO
MOATOTOBKE COACP>KAHUSI CTAThH.

Jdas unutupoBanus: Ilonomapera, E.C., Kauyp, A.B. (2026). OcobeHHOCTH uCCIIEIOBaHUI
WUTPOBOM JESATEIHPHOCTH B KOMITBIOTEPHBIX MTPAaX M arpeCCUBHBIX TEHJICHIIMM B peajbHOM cpele.
Icuxonozus u npaso, 16(1), 0—00. https://doi.org/10.17759/psylaw.2026000001

Computer games play activity and the real-world aggressive
tendencies research peculiarities

E.S. Ponomareva'><, A.V. Kachur?

' Moscow State University of Psychology and Education, Moscow, Russian Federation
2 Moscow State Secondary School No. 2054, Moscow, Russian Federation

> esp st@mail.ru

Abstract

Context and relevance. The video games and aggression studies rarely pay attention
to the received play experience reflection peculiarities. It is believed the solving in-
game problems experience is transferred to the real-life activity without adaptation. It
is reflected in the researches design specific construction. Objective. To determine
the ratio of the variables characterizing the aggression, the video game session
gameplay and the play activity related to it. To examine the possibilities of the study
design construction that implies the "two-positioning" variable operationalization.
Research design. The research consists of 3 stages: 2 waves with the aggressive
tendencies identification methods as well as the experimental part implying the game
session and completion of the "My character" method adapted version (A.A.
Maksimov is the original author) and the semantic differential. The information
collection of the objective aggression manifestations before and after the study by
interviewing expert observers was planned. Participants. The pilot study involved
22 respondents studying at the Moscow State Secondary School No. 2054 (M = 15,6).
9 respondents were included in the experimental part of the study. Results. There is a
low tendency to associate the chosen play tactics in the computer game with the
avatar characteristics and with the respondents' own characteristics. It may indicate
the presence of variability in the gameplay reconceptualization. Conclusions. The
revealed tendencies indicate the expediency of considering the play experience
processing specifics as a factor mediating the connection between the computer game
gameplay and aggressive tendencies.

Keywords: aggression, video games, computer games, play activity, gameplay, play
experience reflection, two-positioning during the playing game
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Beenenne

PaccmarpuBasi  McCIIeIOBAaTENbCKYI0 3HAYMMOCTH IPOOJIEMbl B3aUMOCBSI3M  YBJICUCHHOCTH
BUJICOMTPAMH U arpeCCUBHBIX TEHACHIIMNA, HCOOXOAUMO MOICPKHYTh, YTO OHA YXKE JIOJITOC BPEMsI
SBISICTCS ~ JUCKYCCHOHHOW.  J[msi  mOATBep)KAEGHWST ~ TpUBEAEM  ITIO3MIUMU  aBTOPOB,
CHCTIMAM3UPYIOIINXCS Ha yKa3aHHOU Teme, TakuxX kak K.A. Aunepcon (C.A. Anderson), b./[x.
bymman (B.J. Bushman), K.JTx. @epriocon (C.J. Ferguson) u apyrux (ITonomapesa, 2022).

B nureparype, TMOCBSIIEHHOW W3YyYEHUIO B3aUMOCBSI3M YBJIICUEHHOCTH BHJICOUTPAMH U
arpecCUBHBIX TEHACHILUN, 4acTo (urypupyet KoHuenuus «Qousas mooensv azpeccuu» («General
Aggression Model» — GAM), npennoxennas K.A. AnaepcoHom, coriacHO KOTOPOI BUIEOUTPHI C
HACWJIbCTBEHHBIM KOHTEHTOM YCUJIMBAIOT arpeCcCUBHbBIE TEHICHIINH MOIb30BaTeneil. Takxke cienyer
OTMETHUTH aJbTEPHATHUBHBIC TOUKHU 3PEHHUS Ha 3Ty Ipoliemy, oTpakeHHbIe B «Kamanumuueckoi
mooenuy («Catalyst modely) K.JIxx. ®epriocoHa u B zunomese o (hpycmpayuu, NeTaiu3upyeMon B
uccienoBanusax D. [Tmmobuibcku ([ToroMapesa, 20240).

B 2021 r. y K.A. Angepcona u b.J[x. bymmana Beimuia myOnukanusi, B KOTOPOW OHH OTMETHIIH
yA3BUMBIE TOYKHM HCCIECIOBaHMH, pe3yJabTaTbl KOTOPBIX TOBOPAT 00 OTCYTCTBUU CBS3U
YBJIEUEHHOCTH BHJIEOMTPAaMH C HACHJIbCTBEHHBIM KOHTEHTOM W arpeCCUBHBIX TEHIACHIMH. OTH
3aME@YaHusl KacajuCh IMPEUMYLIECTBEHHO METOJ0JOIMM IOCTpoeHHus uccienoBanuii (Bushman,
Anderson, 2021). AHaJOTWYHYIO CTaThlO, C OTBETHBIMH KOMMEHTapusmu, BoimycTmim K.JDx.
@epriocon u ero koseru B 2023 1. (Devilly et al., 2023).

CnexyeT OTMETUTh, 4YTO B OOJIBIIMHCTBE HCCIEAOBAHMN, pACCMATPUBAIOLIUX CBS3b
YBIICYCHHOCTH BHJICOMTPAaMH W arpecCHBHBIX TEHICHIMH, PEIKO VYIeIsIeTCs BHHUMaHUE
OCOOCHHOCTSIM peaju3alldd UTPOBOrO MpOIecca W BOCHPUATHS WUIPOBOTO OMbITa. B ocHOBHOM
uHpOpMaLKI0O 00 WIPOBOM OMBITE IMOJYYAIOT C MOMOIIBI0 AHKETHPOBAHMSA, a WIPOBas CECCHSA
paccMaTpuBaeTCsi Kak IIeJIOCTHAas T[epeMEeHHas, COJep>KaHue KOTOpOl He aHalIu3upyeTcs
(ITonomapesa, 20246). Eciin cooTHecTH Mu3aliHbI TaKMX HCCICAOBAHHHA C MX TCOPETHUCCKUMH
OCHOBaHUSIMH, TO HMX BBIOOp AJis OpraHU3aluu cOOpa SMIHPUYECKUX TAaHHBIX pelieBaHTeH. B
YaCTHOCTH, PACCMOTPEHHBIC BBIIIE KOHIETIIMK HE OMHCHIBAIOT CIEMU(UKY UTPHI B IIEJIOM, Kak
CUCTEMBI; WUTpPBI KakK Mpollecca, MPOTEKAIOIIEr0o B CHCTEME; a COOTHECEHHWE WIPhl U pPeaJbHOM
JCWCTBUTENIFHOCTH HE TOJAPa3yMEBAaeT aHaiM3a OCOOCHHOCTH WIPBl W CBA3aHHOM C HeH
NeSITEIbHOCTH.

[IpuBenem omnpenencHue Buacourprl, chopmynupoBannoe H. Dcrosuto (N. Esposito): «A game
which we play thanks to an audiovisual apparatus and which can be based on a story». IlepeBon:
«Mepa, B paMKax KOTOPOW OCYHIECTBISIETCS  USPOBAs —AKMUBHOCMb,  OINOCPEIOBAHHAS
ayouosusyaIbHol annapamypoti, 1 KOoTopas MoxeT Oa3upoBarbcsi Ha ucmopuu» (Ilonomapena,
20246). OO6paTiM BHUMaHKE Ha TO, YTO B ONPE/CICHUN MMOTYCPKUBACTCS TEXHHUUECKAs CHEIH(HKa
UTPBI, 3aKJTIOYAIOIASACS B TOM, YTO «UTPOBas aKTUBHOCTHY (play) mpencrasiser coboil cBoOOIHOE
IBIDKEHUE, TOAYMHEHHOE CHCTeMe (game), CTPYKTypa W OCOOCHHOCTH (DYHKIIMOHUPOBAHHS
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KOTOpO# 3ajgaHbl NHpaBuiamMu (MexaHukamu). Ha Ham B3risa, BakeH YriIyOJIGHHBIM aHalu3
UTPOBOTO MpoIecca, a TaKkKe MOJy4yaeMOoro B X0Jie UTPhI OMBITa, TaK Kak JIt00as Urpa, B YaCTHOCTH
BUJCOUTPA, OTHOCHUTEIBHO PEATbHOM JEUCTBUTEIIBHOCTH SBJISETCS OTAECIBHOM IOJCUCTEMOM,
byHKIIMOHMpYIOIIEH 1O CcOOCTBEHHBIM, Oojiee MPOCTHIM, MpaBHiIaM. B pe3ynbTare OIBIT,
MIOJIyYCHHBIN B UTPE, HE MOXKET OBITH MPSAMO MIEPSHECEH Ha peabHbIC CUTYaIUH.

B or1oil cBsizm paccmarpuBaemas mpoOiiemMa uHTEpecHa ¢ Touku 3penms [.I. Kpasmosa u
E.E. KpaBuoBoii. CoriacHo uX KOHUEMHIMH, [IPH aHATU3€ UIPbl BaXKHO OOpalaTh BHUMaHUE Ha
(dakT peanMzanmMyd WUTPOBOM JAEATEIBHOCTH WTPAIOIIMM, a TAaKKe Ha €€ OCOOCHHOCTH. ABTOPHI
oOpalaroT BHUMaHUE Ha PsiJi KPUTEPUEB UTPHI, TAKUX KaK BooOpaxkaemasi CUTyallus, UTPOBasi poJib
U UTPYLIKa, HO OTMEYAIOT UX HEJOCTATOYHYIO PEJIEBAHTHOCTh KaK CaMOCTOSATEIbHBIX KPUTEPHUEB
(Kpasuog, Kpasiosa, 2017). C TexHMYECKOI CTOPOHBI, 3HAYUMbIE CTPYKTYPHbIE KOMIIOHEHTHI UTPHBI
COOTHOCATCA C YKa3aHHBIMU BBIIIE XapaKTEPUCTUKAMU WIPOBOM JAEATEIBHOCTH (UIPOBOE
MIPOCTPAHCTBO; CPEACTBA, KOTOPbIE MOXHO HCIOJB30BaTh B UIPE; CTATYC HWIPAOLIETO,
BKJIFOUEHHOTO B CHUCTEMY MIPbl KaK €€ AJIEMEHT COOTBETCTBEHHO). Takoe COOTHECEHHWE CTOUT
paccmarpuBaTh ycioBHO. OCOOEHHO ATO KacaeTcsi BUJICOUTD, TaK KaK IMOYTH BCE MX KOMITOHEHTHI
JOCTaTOYHO KECTKO 3amarorcs paspadorumkamu (I[lonomapesa, 2024a). B xadecTBe OCHOBHOTO
kputepusi urpoBor gearenbHoctd [.I. KpaBuoB u E.E. KpaBuoBa paccmarpuBaroT
JBYMO3UIIMOHHOCTh — CIIOCOOHOCTH OJTHOBPEMEHHO 3aHUMATh 2 MO3UIIMHA OTHOCHUTEIHFHO MUTPOBOM
CUTYalluu: BHE UTPHI (KaK UTPAIOLIUI peallbHbIN YeOBEK) U BHYTPU UTPbI (KaK JIEMEHT UTPOBOTO
npoctpanctBa u npasui) (Kpasuos, Kpasuosa, 2017).

Takum 00pazom, B paMKax IMOCTPOCHUS JU3aifHA MCCICIOBAHUS MPEICTABISACTCS HEOOXO0AUMBIM
ONEepalMOHATIU3UPOBATh [EPEMEHHYIO «JIBYNO3ULIUOHHOCTH» W PACCMOTPETh €€ B CBS3U C
0COOCHHOCTSIMH pEaTM3allMd MTPOBOTO MPOIECCa, a TAKKE WHAWBHUIYATbHO-TICUXOJIOTUIECKUMU
XapaKkTepUCTHKAaMU U OCOOCHHOCTSIMU TOBEJEHHUs B pealbHON cpene. CieayeT OTMETUTh, UTO
HCCIIEIOBaHUSI UTPOBOM JESATENBHOCTU B BUJIEOMIPAX C yYETOM INEPEMEHHBIX, XapaKTepU3YIOLIUX
«JIBYTIO3UIIMOHHOCTbY», MPOBOAWINCH B HcciieqoBaHusAX A.A. MakcuMoBa B KOHTEKCTE M3yUEHHsS
B3alMOCBS3M MEXJy UIPOBOM JEATENbHOCTHIO M 3aBUCHUMBIM IOBEJEHMEM. B wuccienoBanuu
WCIIONB30BAJICS  METOJ  Olpoca —  PECIHOHJAEHTaM  MpeaIarajoch  MpOaHAIU3UPOBATh
THITOTETUYECKUE UTPOBBIE CUTYaIlMH, a TaK)Xe BO3MOXKHOE COOCTBEHHOE cocTosiHHe (MakcHMOB,
2009; KpaBuoBa, Makcumos, 2014).

Ieap crTatbu COCTOUT B OMNPEAEICHUH COOTHOLICHUS NEPEMEHHBIX, XapaKTEPU3YIOIIHUX
arpeccuio, UrpoBOM IpolLecc B paMKaX CECCHHM BUACOMIPBI M COIYTCTBYIOLIYIO €My HIPOBYIO
JESITENIbHOCTh KaK €ro MCUXOJOTMYECKUII KOMIIOHEHT, a TaKKe — B PACCMOTPEHUH BO3MOKHOCTEN
IOCTPOCHMsI JAM3aiiHa MCCIIEJOBAaHUA, IPEINOJarallero OlNepaluoHANIN3ALUI0 IePEMEHHOM
«IBYTO3UIIMOHHOCTEY. Ha OCHOBaHMM pe3ynbTaTOB TMHJIOTAXHOTO HCCIENOBaHUS  OyayT
[IPOAHAIU3UPOBAHbBl BO3MOYKHOCTH COCTaBJICHHOIO JM3aiiHa MCCIEJOBaHUS M OCOOEHHOCTH
HCIOJIb30BaHHBIX METOIUK.

MarepuaJjbl 1 METOIbI

['unoTe3a OCHOBHOTO MCCIENOBaHUS MPEANOiaraeT, YTO CYIIECTBYIOT MPEAUKTOPHl arpeccuu B
pealibHOM cpefie, BhIpa)karolrecss B 0COOEHHOCTSAX pPeaju3allii UTPOBOT0 Ipolecca B BUJIEOUTPE U
€ro ICUXOJIOTMYECKOTO KOMIMOHEeHTa. HeoOX0auMO BBIAECTUTH CIEAYIOIINE KIIIOUEBbIE MOMEHTHI,
Ba)KHBIE C TOYKH 3PEHUS TTOCTPOCHUSI KOPPEKTHOTO JAM3aiiHa UCCIICT0BAHUSI.
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1. PaccmoTpeHue moBeaeHHsT B BHICOMIPE KaK IMPEIUKTOpa arpecCHd B pealbHOM cpele U
crienuUKI UTPOBOH JEATEIBHOCTH, B YACTHOCTH CIIOCOOHOCTH 3aHATH IBYCYOBEKTHYIO TIO3UIHIO B
urpe, Kak (poHOBOI MepeMeHHOH.

2. CooTHECEHUE arpecCUBHOCTH, BPaXKAEOHOCTH U JIETUTUMU3ALUU arpecCUU; BBISBICHUE POJIU
BpOKACOHOCTH U JIETUTHMMHU3ALMM arpeccud B OIOCPEJOBAaHUU CBSI3U arpecCUBHOCTH U
arpecCUBHOTO ITOBEACHHUS.

3. V3yuenue n3MEHEHUI B BOCIIPUSATHH Y ce0sl arpeCCUBHOCTH, BPAXACOHOCTH, JIETUTUMH3AIINN
arpeccuy, a TakKe€ COOTHOLLIEHUS ITUX IIEPEMEHHBIX B CBSI3U C yYaCTUEM B BUJICOMTPOBOM CECCUH U
C Yy4ETOM OCOOEHHOCTE pean3aluy UTPOBOH AEATEILHOCTU B XO/I€ HEe.

ITunoTaxkHoe uccleg0BaHUE OBLIO HallpaBJICHO Ha TCCTUPOBAHUC BO3MOKHOCTH IIPOBCPKHU
TUIIOTE3bI, a TAKIKC Ha pa3pClICHUC CIICAYIOIINX IBYX BOIIPOCOB!

L4 BLI60p MOTHBHUPOBKH IIPOBCACHUA UCCICAOBAHMA, coo6maeM0171 PECIIOHACHTAM.

® BO3MOKHOCTb PpPCaAJIM30BaTh HCCICAOBAHUEC B COOTBCTCTBHU C COCTABJICHHBIM IN3aliHOM U
MNOJIYYHUTD B PE3YJIbTATC NAHHBIC, PCIICBAHTHBIC I PCIICHUA UCCICAOBATCIILCKUX 3aaa.

B kayecTBe OCHOBBI I JW3aliHa HCCIEAOBaHUs Oblia cocTaBieHa wmonenb (puc. 1),
oTpakaroias 0COOCHHOCTH B3aUMOCBSI3H OMEPALMOHATN3UPYEMBIX TEPEMEHHBIX.

B paMKax HpeHHO)KCHHOﬁ MOACIN H€O6XOI[I/IMO O6paTI/ITB BHUMAaHHC Ha CJICAYOIIUEC MOMCHTEI.

1. YuacTe B Wrpe MOCTPOCHO TaKUM O0pa3oM, 4yTOOBI JaThb BO3MOXKHOCTH DPECIOHACHTaM
peann30oBaTh UTPOBYIO JEATEILHOCTh B TICUXOJOTUYECKOM CMBICIE. AHATU3UPYSI UTPHI B3POCIBIX,
I'T. KpasunoB u E.E. KpaBumoBa oTmeuaroT, 4TO 4acTO JBYHO3HIIMOHHOCTb pealu3yeTcs He
CUMYJIbTaHHO, a IIOCJEI0BAaTEIbHO, YTO CBSI3aHO C BO3PACTAHUEM 3HAUYUMOCTH (HOpPMaJIbHOM
CTOPOHBI TMpaBWJI M OINEpallMOHAIN3AI[Md WIPOBBIX JCHCTBUI, a TakkKe C YMEHBIICHHEM
KOMITOHEHTa BOOOpaxkeHHs (BooOpakaemasi curyammsi mMeHee odueBuiHa) (Kpasmos, Kpasiosa,
2017). OTu aBe XapaKTEPUCTHKU CBOMCTBEHHBI UTPaM IO MpaBUiaM, K KOTOPHIM MOXHO OTHECTH
BUeOUTpbl. Takum 00pa3oM, HEMOCPEACTBEHHO B WMIPOBOM CHUTYyallMM YEJIOBEK MPUHUMAET
BHYTPUUTPOBYIO TO3UIIMIO, @ IOCJIE OCYIIECTBISET pedeKCHIO, B XOJ€ KOTOPOH MNpPUHUMAET
BHEHUTPOBYIO MTO3UIIUIO K COOTHOCHUT €€ C BHYTPUUTPOBOM.

2. Tlox ceccueld B KOMIIBIOTEPHOW WIpe MOJAPa3yMEBAETCS MPOXOXKIECHUE JTUHEHHOTO YpPOBHS,
CMOJISITMPOBAHHOTO Ha 0a3e KoMIbloTepHOU urpbl «Minecrafty. Llens — TpodTH U3 KOMHATHI «A»
B KOMHaTy «b» depe3 KOpuaop, B KOTOPOM HaXOAATCA BpaxaeOHble MOOUIBHBIE OOBEKTHI, U
3aIyCTUTh (PUHAJIBHOE COOBITHE. YPOBEHB IpearoiaracT 2 BapuaHTa MPOXOKJIeHUs. 1-i BapuaHT
MO/Ipa3yMeBaeT NpPSIMOE CTOJKHOBEHHE C arpeCCUBHBIMH MOOWJIBHBIMHU OOBEKTaMU C BBICOKOM
J0JI€l1 BO3HUKHOBEHHUS HEOOXOIMMOCTH CpaXaTbCsl C HUMH. 2-i BapuaHT IOJpa3yMeBaeT
UCIOJIb30BaHUE 0oJiee CII0KHOTO 00XOAHOTO MyTH, JAOIIET0 BO3MOKHOCTh M30€KaTh CPaKeHUN C
MOOMIIBHBIMU OOBEKTAMHU.

3. CBsi3p MexJy Yy4yacTHEM B KOMIIBIOTEDHOM HWIpe W NOCIEAYIOLUIMMH arpecCUBHBIMU
TEHCHIMSIMH OTIOCPE0BaHa CHEIU(PUKON MOTYyYEHHOTO OIbITa, KOTOPAast 3aBUCUT OT CIIOCOOHOCTH
3aHSTH JIBYCYOBEKTHYIO IO3ULHIO M, COOTBETCTBEHHO, OCYIIECTBIIATH UIPOBYIO JIE€ATEIBHOCTH B
Buneourpe. llpennonaraercsi, 4yTo OCOOEHHOCTH HWIPOBOTO OIMbBITA, MEPepabOTaHHOTO B XOE
peduiekcuu, BIUSIOT Ha HAJTMYKE, a TAKOKE HA XapaKTep ATOH CBSA3H.
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OcobeHHOCTII HTPOBOiT
JIeATETbHOCTH

Pedmexcns
HUIPOBOTO OIIBITA
(BHYTpIITPOBOIT

1 BHEUTPOBOI
TIO3HIIMIT)

Ceccust B
Arpeccns . Arpeccus
. H>| KOMIIBIOTepHOIT .
J0 CecCHII B KOMITBFOTEPHOI HIpe - MOCIIE CECCUHN B KOMITBFOTEPHOI HIpe

ArpeccuBHOe ArpeccuBHOE
4 ATrpeccHBHOCTB }—< ArpeccBHOCTE P
TIOBEEHIIE MOBEACHITE
JlernTuMuzamus JleruruMusans
BpaxneoHoctsh BpaxnedHocTh
arpeccun arpeccum

Puc. 1. Mojens B3aMOCBSI3M arpeCCUBHBIX TEHICHIIUM
Y UTPOBOH JCSITEIBHOCTH B KOMITBIOTEPHBIX UTPax

Play activity specificity

Play experience
retlection (in-
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} Aggressive | . Aggressive
,{ Aggressiveness }—‘ behavior Aggressiveness behavior

Aggression
before the computer game session

Agpgression
after the computer game session

Aggression
legitimization

Aggression
legitimization

2

Fig. 1. The model of the relationship between aggressive tendencies and computer games play activity

4. IlpeacraBneHHas Ha puc. | MoJenb arpeccud CTpPOUJach Ha OCHOBE pE3yJIbTaTOB
uccnenoBannii C.H. EHuKkonomnoBa M ero Kojuier, OJAHO U3 OCHOBHBIX IIOJIOXEHHH KOTOPBIX
dbopMynupyercs crneayomuM odpazoM: «BpaxnaeOHOCTh BOZHUKAET KaK MPOIYKT IMEpPeKWBAHUS
HEeI00pOXKeNaTeNbHOCTH MHpa, Kak “0a3oBoe HemoBepue mMupy . B 3Tom ciydae coOcTBeHHas
arpeccusi MHTEPIPETHPYETCS KaK OTBETHAs M, COOTBETCTBEHHO, JETMUTUMHU3HPYETCS; MPU STOM
BBICOKasl TPEBO’KHOCTh HE pa3psiKaeTcs 0 KOHLA B OTKpbITOM arpeccun» (Ennkonomnos, KysHenosa,
Uynosa, 2014). Takum o0pa3oM, BpaKAeOHOCTh MOHUMAETCS KaK «...cHenuduueckas KapTHHA
MHUpa, B paMKax KOTOPOH OOBEKTHI HAAEISIOTCS HEraTUBHBIMU XapakTepucTukamm» (EHuKOIOMOB,
KysnenoBa, Yynosa, 2014). JleruTumuzanus arpeccud paccMaTpuBaeTCsi KakK «...IPOIECC
000CHOBAHHUS MTPUEMIIEMOCTH U OTIPABJAAHHOCTH PA3IMUHBIX (JOPM arpecCUBHOTO MOBEICHHS ITyTEM
aTpubyuuu oOIIecTBeHHO ojo0psiemoro (JeruTuMHOro) craryca» (Enukonomnos, uOynbckwii,
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2008).  ArpeccMBHOCTh —  3TO  «...KOMIUIGKCHOEC  TICHXOJIOTHYECKOE  0Opa30BaHUE,

JeTepMUHUPYIOLIEe, HAlpaBIIAolee U 00ecleurnBaroliee peaan3aliio arpeCCUBHOIO MOBEIECHUS
(EnuxomonoB, KysnenoBa, Yynmoma, 2014). HeoOxogmMo Takke OTMETHTh, YTO OIPOCHUKHU
MO3BOJISIIOT IOJIyYUTh IPEJCTaBIeHHE 00 OCOOCHHOCTSIX COOCTBEHHOI'O BOCHPUATUS CBOUX
xapakTepuctTuk u ux peduexcun (Enmkomnonos, Kysnemoma, Uynmosa, 2014). Ilostomy, ecnu
CTaBUTCS 3aJaya JUArHOCTUKU arpecCUBHOIO IOBEACHMS, TO JAaHHBIE OINPOCHUKOB CJIEIYyeT
MOJIKPETIISATh NCIOJIB30BAHNEM 00bEKTUBHBIX METOJIOB: HAOIIOJCHUEM HITH SKCIIEPUMEHTOM.

Ha ocHoBanmMM mpencTaBiieHHOW BBIIIE MOJAENH pa3paboTaH Mu3ailH uccienoBaHus (puc. 2), B
KOTOPOM ObljIa MPEIIpUHSTA HOIMBITKa BOCCO3/AaTh LIMKJ UTPOBON EATEILHOCTH U MOATOJIKHYTh K
HEHl PECTIOHJICHTOB, a TAaKXKe CMOJCIUPOBATh JUHAMHUKY arpeCCUBHBIX TEH/ICHIMH B CBSI3U C UTPOM
B KOMIIBIOTEPHYIO UTDY.

OcobeHHOCTH UTPOBOIT

JAeATEIBHOCTI
Arpeccus 1o Ceccns B / Arpeccus
KOMIIBFOTEPHOIT HI'pe
DKCITepIIMeHTaaLHasg ceccun B / P rp \ TIOCIIE CECCHH B
rpymnmna KOMIIBEOTEpHOIT |\ / KOMIIBIOTEPHOIT
e !
urpe N i urpe
1
A
u
# Pampommzamms {»« s
b i
/ S
Arpeccus jo |/ e Arpeccus
. ' o T -
KonTtponsHas ceccHu B U --~___| mocne ceccun B
TpyIITa KOMITREOTEPHOIH KOMITBIOTepHOIT
urpe urpe

Puc. 2. /luzalin ucciieoBaHusl arpeCCUBHBIX TCHACHIIUNA
Y UTPOBOH JICSITEIIBHOCTA B KOMIIBIOTEPHBIX UTPAX

Play activity

specificity
Aggression Compute_r game / Aggression
The experinlen‘[al before the / session \ after the
group computer game [\ / computer game
g , ;
session kK : session
\ I
1
u
Randomization $-.__
! T
! T e 5
Aggression ¥ TTmmal Aggression
! TSy
The control before the / TG L after the
group computer game computer game
session session

Fig. 2. The design of the aggressive tendencies and computer
games play activity relationship research
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Takum oOpa3om, ucciie0BaHKe MPEANONIaraeT TpH dTamna.

1-if 3Tan: NCUXOJUWAarHOCTHKA arpeCCUBHBIX TEHJEHUUN M CBSI3aHHBIX C HUMH XapaKTEPUCTHUK
(arpeccHBHOCTH, Bpaxa€OHOCTH, JIETUTUMU3AIIUN arPECCHH U KUZHECTOUKOCTH KaK MPOTEKTUBHOTO
¢daxropa (Eauxononos, Kysnenosa, Uynosa, 2014; Eauxononos, Uynosa, 2017)).

2-ii 9Tan: ceccusi B KOMIBIOTEPHOU UTpe U peIeKCHS UTPOBOTO OIBITA.

3-ii Tam: MOBTOpHAs ICHXOJIMArHOCTUKA arpecCUBHBIX TEHICHIIMM M CBSI3aHHBIX C HUMU
XapaKTEPUCTHK.

Ha nepBoM u TpeTheM 3Tarax UCIob30BaIMCh UACHTUYHBIE OaTaper METOUK:

* Omnpocauk BPAQ-24 A. bacca u M. Ileppu B anmantanuun C.H. Enuxonomosa, H.IIL

[u6ynsckoro (Enukononos, Hubynsckuii, 2007).

* Ompocuuk JIA-44 C.H. Enukomomnosa, H.II. IuOynsckoro «JlernTumm3anus arpeccum»

(Enukononos, HuOynsckuii, 2007).

» IIpoextuBnbiii TecT Bpakaeonoctu IITB H.I'. 'apansu, A.b. Xonmoroposoii (I'apanss, 2010).
» Tect xu3necroiikoctu JI.A. JleontseBa (JIeonTheB, Pacckazora, 2006).

Ha BTOopom 3tane Obuin 3a/1€iCTBOBaHbI CIETYIOIINE METOIUKHU:

» @uxcarus 0ocoOEHHOCTEH WIPOBOrO TpOIEcca CPEACTBAMU BUICOUTPHI (COOP CTATUCTUKH

UTPOKA).

* Mertoauka «Moii mepcoHaxx» — aBTOpCcKas MoaudUKalKUig Ha OCHOBE MarepHalioB A.A.

Makcumona (Makcumog, 2009).

» Cemantuueckuii nuddepennman — aBTOpckas KoHpurypamuss Ha ocHOBe marepuaynioB A.l.

[[Imenesa (IlImenes, [loxunbko, Koznosckas-TensHoBa, 1988).

Takxe K uCClIeOBaHMIO OBUIM IPHUBJIEUEHBl AKCHEPTHI-HAOMIOAATEIN B KOJMYECTBE TpPeEX
yenoBeK. OHM OCYIIECTBISUIM HAOIOIEHUE 32 PECIIOHICHTaMU, UCIIONIb3YS CIEAYIONINE METOIUKH,
IIepPEBEICHHBIE aBTOPOM CTATbU:

* MoaudunupoBanHas Bepcus mkaisl sBHOM arpeccun MOAS /1. Knoiiuiepa (Knoedler, 1989).
» Hlkana sBHoii arpeccuu OAS C. FOaxoscku (Yudofsky et al., 1986).

B uccnenoBanuu npunsiim yuyactue odOydarommecs ['BOY r. Mocksbl «lllkoma Ne 2054» B
KoJmyecTBe 22 venoBek (5 nmeBymiek u 17 toHomei B Bo3pacte oT 15 mo 16 ner, cpeanuii Bo3pact
— 15,6 net). beutn copMupoBaHbl JBE TPYIbI, B KOTOPHIX PEaTM30BaH aHAJIOTHYHBIN Tu3aiiH
HCCIIEI0OBaHMs, HO ObUIM Pa3IMyusl B IPEICTaBICHUN LIEJIeH NCCIIEJOBAaHUS PECIIOHIEHTaM.

B nepBoii rpynne npeiaraiack siBHast OpMYIMPOBKA LIEIH UCCIEI0BaHNUs, @ BO BTOPOM TpyIiIe
1eNb ObliIa MPEeCTaBIeHa B UCKAXKEHHOM BHUJIE.

Nudopmanust o0 KoOIMYECTBE PECHOHIEHTOB HA KaXIOM JTale O000UX HCCIIEJOBAHUM
npejcTaBieHa B Taou. 1.

OO111ee KOTUYECTBO PECHOH/ICHTOB, MPUHSABIINX yYaCTHE B BUJCOUTPOBOI CECCHH, C YUETOM HE
BOILIE/ANINX B UTOTOBYIO BEIOOPKY B pe3yibTare BbIObIBaHUS U3 MccaenoBanus — 9. C onopoid Ha
JaHHBIE 3THUX PECHOHIEHTOB OYAYT HPOMLIIOCTPUPOBAHBI HEKOTOPbIE OCOOEGHHOCTH aHallM3a
peayin3alyy UrpoBOro mnpoiecca.
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Tabmuua 1/ Table 1
KosmyecTBO peclioOHIEHTOB HA KAK/IOM dTale MAJI0TAKHOT0 HCCJIe0BAHNUS
The number of the respondents on each stage of the pilot research

I'pynma Ne 1, B koTOpoii ObL1a I'pynma Ne 2, B koTOpoii Obl1a
MpEeJCTaBIICHA IBHAS (JOPMYJIMPOBKA | MPEJICTaBJICHA CKPhITask (POPMYITHPOBKA
nenu uccnenosanus / Group No. 1, nenu uccnenosanus / Group No. 2,
Ne srana / which was provided with an explicit of | which was provided with an implicit of
UCCIIE/IOBaHHA the study purpose formulation the study purpose formulation
The research
stage number O61ee ko1-BO Kon—B(u) Kon-so | O6mee komi-Bo Kon—B(U) Koin-Bo
PECTIOHJICHTOB / | FOHOIIEH / | AEBYIIICK / | PECIIOHJICHTOB / | FOHOIIIECH / | AEBYIICK /
The respondents | The boys | The girls | The respondents | The boys | The girls
total number number | number total number number | number
[TepBerii Tan /
The first stage 17 15 2 > 2 3
Bropoii stam /
The second stage 3 2 ! 2 2 0
Tperwii stamn /
The third stage 8 6 2 4 2 2
Hrorosoe
KOJINYECTBO / 8 6 2 4 2 2
The final number

Pe3yabTaThl anpodanuu au3aiiHa UCCAEI0BAHUA U UX 00CYyKIeHHe

B pamkax oOcCyXIeHHs pe3yabTaToB MWIOTAKHOTO HCCIEAOBAHUS COCPEIOTOUMMCS Ha
0COOEHHOCTSIX €ro OpraHu3allMd M IMpoBeJeHHs. B TOM uuciie BaXXHO paccMOTpPeTh CHOCOOBI
CTPYKTYpHUPOBaHUS JAHHBIX KaK IMOATOTOBHTEIBHON PabOTHI, MPEANIECTBYIOMIEH CTATHCTUIECKOMY
aHaJIN3y, INIAHUPYEMOMY B OCHOBHOM YacCTH MCCIIEA0BaHU.

Jlanee o0CyuM BCe 3HAYMMBIC OpPraHU3alMOHHBIE MOMEHTBI, KOTOPBIC OBUTH BBHISBICHBI B XOJIC
MPOBEJCHUS MUJIOTAXKHOTO UCCIIEOBAHUA.

OCHOBHOM MOMEHT, KOTOPBIH ClielyeT 00CYIUTh, ’TO UTPOBOM MPOIIECC B BUICOUTPE U UTPOBast
HesaTenbHOCTh. Jlormka nu3aifHa IUTAHUPYEMOTO HCCIIEOBAaHUS IOAPA3yMEBaeT IOJyYeHHE
uHpopManuu 00 OCOOCHHOCTSX HMIPOBOM NEATEILHOCTH, MX aHAJM3 B KAueCTBE IEPEMEHHBIX,
OTIOCPEIYIOIIUX HWTPOBYID CECCHIO, M HM3MEHEHHE PErHMCTPUPYEMBIX XapaKTCPUCTHK arpeCcCHH.
To ecTh MOXXHO OXHJIaTh, YTO, C OJJHOW CTOPOHBI, MOJYYCHHBIH UIPOBOM OMBIT U PE3YyJIbTAT €rO
0o0paboTKM y pa3HBIX JHOJel Oymer Oosiee BapHaTHBHBIM, HE3aBUCUMO OT OOBEKTHBHOIO
KOJIMYECTBA TaKTUK JOCTHUKEHHsSI MTPOBOM IIeNH, 3ajaBaeMbIXx MexaHukamu. C Ipyroil CTOpOHBI,
crierQuKa MepeoCMbICICHUS UTPOBBIX MEXAHHUK OYACT 3a7aBaTh OCOOCHHOCTH UTPOBOIO MpoIiecca
OTJIMYHBIC OT MATTEPHOB TOBEACHUS B PEAbHOW Cpelie, YTO TaKKe OXKHUIACMO OTPAa3UTCS B XOJIE
pedIiekCHu MOITy4eHHOTO UTPOBOTO OIBITA.

Jns Toro 4droObl MOKa3aTh II€JI€COO0PAa3HOCTh BBIIBIKCHHS W MTPOBEPKH YKa3aHHBIX
IPENOI0KEHNH, OyAyT UCIIOJIb30BaHbl BCE IaHHbIE, IOJYyYEHHbIE HA BTOPOM 3Talle MUIOTaKHOTO
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HCCIICOOBAaHUA B obenx rpynmnax (OT 9 peCHOHI[eHTOB). HGCMOTpH Ha OI'paHUYCHHBIC BO3SMOKHOCTH
aHalIn3a U MHTCPIIPCTAllU, UX MOYKHO HCIIOJIb30BATh KAaK I/IJ'IJ'II-OCTpaTI/IBHHﬁ MaTcpHral.

Tabmauua 2 / Table 2

CraTuCTHYeCKH 3HAYUMbIe KOPPeIsIUOHHbIE CBSA3H (KO3(P(PUUMEHT PAHTOBOM KOPPeJsiliuT
CnupMeHa) MeKI1y 4acTOTAMHU BbIOMPaeMbIX TAKTHK M MOKAa3aTeJIsIMH HIKAJ
ceMaHTH4YecKoro nu¢gepeHnuaia, XxapakTepu3yOIHMH HTPOBOr0 NMePCcoHaxka (aBaTapa)
Statistically significant correlations (Spearman's rank correlation coefficient) between the
chosen tactics frequencies and the indicators of semantic differential scales characterizing the
game character (avatar)

YacToTHBIE TIOKa3aTeNN BEIOOpA TAKTHK B
KoMITbIoTepHOM urpe / Frequency parameters of
the computer game tactics choice

AxtuBHbIi—IlaccuBHbIi (DyHKIIMOHATIbHAS
characteristic)

xapakrepuctuka) / Active—Passive (Functional

Cwmenbii—Tpycnubiii (DyHKIIMOHATBHO—

coJiepaTerbHas XapakTepuctuka) / Brave—
Coward (Functional—substantive characteristic)

I'my6oxuii—IloBepxHOoCTHBIN (DYHKITMOHATHHAS
xapakrepuctuka) / Deep—Superficial (Functional
characteristic)
BraymunBeii—IloBepXHOCTHBIN
(DyHKIMOHAIbHAS XapaKTEPUCTHKA) /

characteristic)
KoMnerenTHeIn—HeKoOMIIETEHTHRIN

Thoughtful— Superficial (Functional
(OyHKIIMOHAIBHO—COIEpKATEIbHAS
xapakrepuctuka) / Competent—Incompetent

(Functional—snihstantive characteristic)

Koapdpumment
KoppeiLALiH / 0,555 [-0,701% | —0,578 | -0,697* | —0,128
Correlation
Cwmena taktuku. KonnuectBo .
. coefficient
/ A tactic change. Count
3Hau.
(mByxcroponnsisi) /| 0,121 0,036 0,103 0,037 0,743
Sig. (2-tailed)
KonuyecTBo BHIOOPOB Koaddunuent
TaKTHKHU U30CeTaHus KOppernsIun / L0122 | —0.487 | —0278 | —0.465 | 0,004
CTOJIKHOBEHHUSI C Correlation
MOOWJIBHBIMH OOBEKTaM / coefficient
Number of selections of the [3nau.
avoidance confrontation with |(nByxcroponnsis) /| 0,755 | 0,184 | 0,469 | 0,207 | 0,991
mobile objects tactic Sig. (2-tailed)
KonuuecTBo BHIOOPOB Kosdpurment -0,689* | —0,576 | —,854* | —0,562 | 0,182

11



IToromapesa E.C., Kauyp A.B. (2026)

Oco0EHHOCTH HCCIIeIOBAaHUS UTPOBOH AEATEIBHOCTH
B KOMITBIOTEPHBIX UT'PAaX U arPECCUBHBIX TEHACHIUH

B PeaJIbHOU cpefie
Tcuxonoeus u npaso, 16(1), 0—00.

Ponomareva E.S., Kachur A.V. (2026)
Computer games play activity
and the real-world aggressive

tendencies research peculiarities

Psychology and Law, 16(1), 0—00.

TAaKTHKH IIPAMOI'O

KOPpEJISLHH /

Sig. (2-tailed)

CTOJIKHOBEHHUS C Correlation
MoOMITBHBIMU OOBekTaMu /  |coefficient
Number of selections of the |3nau.
direct confrontation with (mByxctoponnsisi) /| 0,040 | 0,105 | 0,003 | 0,116 | 0,640
mobile objects tactic Sig. (2-tailed)
Koaddunuent
KoppeiLALliti / 0,154 | -0,328 | 0,082 | 0,143 |-0,679*
KonugectBo BEIOOpOB Correlation
npyroii TakTiky / Number of |coefficient
selections of another tactic ~ [3uau.
(mByxcroponnsis) /| 0,692 0,389 0,834 0,713 0,044

Ilpumeuanue: «*» — craTucTUUECKasi 3HAUUMOCTb Ha ypoBHE p < 0,05 (ABycTOpOHHSS).
Note: «*» — correlation is significant at the p < 0,05 level (two-sided).

Tabmuua 3 / Table 3
CraTuCTHYeCKH 3HAYUMbIe KOPPeIsIIUOHHbIE CBSA3H (KO3(P(PUUMEHT PAHTOBOM KOPPeJIsiliuA
CnupMeHa) MeKIy 4acTOTAMHU BbIOMPaeMbIX TAKTHK M MOKA3aTeJIIMH LIKAJ
ceMaHTH4YecKoro qudgepeHnuana, XxapakTepu3yoIUMH UTPAIOILETr0 peclOHAeHTa
Statistically significant correlations (Spearman's rank correlation coefficient) between the
chosen tactics frequencies and the indicators of semantic differential scales characterizing the

playing respondent
v K
2 B == —~
| E B v -Z |2 e
s o 3 E 2 g Sii=
~ > - | - E O wn
B s 2 B | S = [ ® T~ =
PO RSO FoRlRX 2 s ~@ 5
SR N I R I - = R
U)@-ﬂ\_\fqurfm,q:'og
HacToTHble N0Ka3aTeNny BbIOOpA TAKTUK B KOMIIBIOTEPHO! B S § 3 ER 5~ s 8 5 & =
) B & =
urpe / Frequency parameters of the computer game tactics [ 2 g Eg ¥ 2 g TS | § a Q|) 3
. ~ o= ]
choice ;E%E’QSE%EBE%Q.Z,Z
R = =
=HSSN O T > = o o =
4 S S > 5 S o o= =X Q™
B =t 'E R = ; = = = X 8 )
© §5:  23|3  ~3
x5 R %(‘/‘_-1) =~ ~
O L < 2O
Koadduruent
KOPPEJISLHH / -0,716%* -0,658 -0,553
Cwmena taktuku. KommuectBo / Correlation coefficient
A tactic change. Count 3Hau.
(IByXCTOpOHHSIS) / 0,030 0,054 0,123
Sig. (2-tailed)
KomunyecTBo BBIOOpOB TakTuku  |KoaddunueHnt
-0,423 -0,511 —-0,509
n30eranusi CTOJIKHOBEHHUS C KOppemsiiuu /
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MoOmnsHBIME 00bekTaM / Number |Correlation coefficient
of selections of the avoidance 3naq.
confrontatlon with mobile objects (1ByXCTOpOHHSIS) / 0,256 0,160 0,161
tactic Sig. (2-tailed)
KosudectBo BeIOOpOB TakTHKH  |Koaddumuent
MPSIMOTO CTOJIKHOBEHUS C KOppemsIuu / -0,587 -0,716* —,682%
MOOMJILHBIMH O00BEKTaMHU / Correlation coefficient
Number of selections of the direct |3nau.
confrontation with mobile objects |(aByxcroponHsis) / 0,096 0,030 0,043
tactic Sig. (2-tailed)

Koapdpunment

. KOPPEJISLHH / -0,273 -0,375 -0,054

KonuuecTBo BIOOPOB Nipyroit C lati ficient
taxtukn / Number of selections of —are-atiofl COCTIICICN
another tactic 3nav.

(mByXCTOpOHHSIS) / 0,478 0,320 0,890

Sig. (2-tailed)

Ipumeuanue: «*» — craTucTudecKas 3HaYMMOCTh Ha ypoBHE p < 0,05 (AByCTOpPOHHSIS).
Note: «*» — correlation is significant at the p < 0,05 level (two-sided).

Ha mnpoTsbkeHMHM OJHOW CECCHHM BHUICOUTPHI €CTh BO3MOXHOCTH MEHSITh CBOIO TaKTHKY
HEOrpaHMYEHHOE KoundecTBO pa3. Kak ObUI0 yKa3aHO BbINIE, JM3aH HWIPOBOTO  YPOBHS
MOJIpa3yMeBacT MPUMECHCHUE TAKTHKU IPSAMOTO CTOJIKHOBEHHUS C arpeCCUBHBIMU MOOWMILHBIMH
00BEKTaMH, JINOO UCIIOJIb30BaHUE 0OXOTHOTO MyTH. [laTTepHBI peanu3aiuu UrpoBOro mpoiecca, He
COOTHOCSIIUECS ¢ HAOOPOM JICWCTBUM, XapaKTEPHBIM ISl OTUX JIBYX TAKTHK, ObUTH OOBEIUHEHBI B
OTJIeNbHBIN Kacc. DTH Hanbosiee 0000IIEHHBIE CIIOCOOBI pealh3allli UTPOBOTO MPOLIecca, a TaKXKe
CKJIOHHOCTh H3MEHSITh CBOKO TAKTHKY, OBLTH COOTHECEHBI C OCOOCHHOCTSIMH OIIEHKH CBOETO aBaTapa
(Tabm. 2) u ceds (Tabda. 3) mo mkamaM ceMaHTuueckoro nuddepeHiuana.

Cnenyer oOparuTh BHMMaHHME Ha TO, YTO IIKalbl ceMaHTHYecKoro auddepeHunana —
ournosnsipabie. COOTBETCTBEHHO, OTPHIIATENIFHOE 3HaYeHHE K0d(DuIimeHTa Koppensuu yKa3blBaeT
Ha IPSMYIO CBSI3b C XapaKTEPUCTUKOMN Ha JIEBOM IOJIFOCE U HAa OOPaTHYIO CBA3b C XapaKTEPUCTUKOM
Ha MPaBOM IIOJTIOCE (HArmpuMep, 1Mo Tadil. 2, KOJIUYECTBO BEHIOOPOB TAKTHKH MPSIMOTO CTOJIKHOBCHHS
C MOOWJIBHBIMM OOBEKTAaMHM HMEET MpPSIMYyI0 CBSI3b C XapaKTEPUCTUKOM HIPOBOIr0 MEpPCOHAXKa
«AKTHUBHBIH», U OTPULIATENIBHYIO0 — C XapakTepucTukoi «llaccuBHbI).

XapakTepUCTUKHU IIKaJ ceMaHTH4yeckoro auddepeHnnana nogoupaguch Ha OCHOBE ONHCAHMS
3HAYMMBIX KaueCTB aBaTapa ¢ TOYKH 3peHus pa3paboTku mu3aiina urpel, o Jx. [lemry (J. Schell)
(Schell, 2019) (pynkuuoHanbHBIE XapaKTEPUCTUKH); a TakkKe Ha ocHoBe paborel U.B.
Konorunosoit (Konotunosa, 2009), B pamkax KOTOpPOH OHa METOJOM OJKCIEPTHBIX OIIEHOK
BBISIBJISLJIA OIPEJEIIAIONINE KauecTBa JIMYHOCTH Ieposi KOMIIBIOTEPHON HUIpbl, KOTOpble ObLIO OBl
1es1ecoo0pa3Ho BKIIIOUYHTE B ceMaHThdeckuil uddepennnan (comepxaTenbHbIe XapaKTEPUCTUKN).
Ilepecekaromuecss XapakTepUCTUKH ObUIM 0003HaueHbl KaK (DyHKIMOHAIBHO-COJEpKATEIbHbIC.
Bcero Obuta Beiienena 31 napa xapakTepHCTHK.

Crnemyer OTMETHUTBh, YTO TEHJICHIMS PECIOHIICHTOB CBS3BIBATh OMNPEACICHHBIM CTHIb WIPHI
(BbIOMpaeMble TAKTUKU U MHTEHCUBHOCTh UX CMEHBI) C XapaKTEPUCTUKAMU UI'POBOIO MEPCOHAXKA U
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UTPAIOIIET0 YeNOBeKa B II€JIOM OYEHb HH3Ka. JTO MOXKET OBbITh CBSI3aHO C OCOOEHHOCTSIMHU
MEPEOCMBICTICHUSI UTPOBBIX COOBITHI B KOHTEKCTE UIPbI, cO chenupukod mnepepadoTKu
IMOJIYYCHHOTO HI'POBOIO OIIbITa, a TaKXE C 6OJII)IHI/IM KOJMYCCTBOM BapUAHTOB IPOTCKAHUSA
yKa3zaHHbIX TmpoieccoB. COOTBETCTBEHHO, Ilesnecoo0pa3sHo Oosee yriayOJaeHHOE H3Yy4YEHHE
pedIieKkCuu UTPOBBIX COOBITHIH M TMOJYYEHHOTO OMbITA. [IOMOTHUTEIHHO MPEICTABISIET HHTEPEC
BOIIPOC COOTHOIIEHUSI (PYHKIIMOHAIBHBIX M COJIEP>KATENbHBIX XapaKTEPUCTUK MPU OLEHKE ceOs U
UTPOBOTO TIEpCOHAXa. [IpeAroyoKuUTENbHO BBIIEICHNE MPEUMYIIECTBEHHO (YHKIIMOHAIBHBIX
XapaKTePUCTHK y HUTPOBOTO MEPCOHAXKA, MO CPABHEHUIO C PE3yJbTaTOM OLIEHKH ceOs, MOXKET
COTJIACOBAThCS C pEKOMEHIAIMEH UX y4eTa B IeiiM-n3aiiHe pu co3nanuu aBarapos (Schell, 2019).
Taxke mog4epKHEeM, YTO TEHEHIUS MPUIHUCHIBATh ceOe OIpeIeICHHbIE XapaKTePUCTHKHU B CBSI3U C
npeaAnOYUTaCMbIM CTHUJICM HI'PLL 6I)IJIa HHUXKXE, 4YTO MOXCET CBUACTCIILCTBOBATH O TOM, UTO OIICHKA
UTPOBOM CUTYyallUd U CBOEH MPOEKLIMU B HEM HE COOTHOCUTCS MPSAMO C BOCHPUSITHEM pPeajbHOM
JNCHCTBUTEILHOCTH U PeaIbHOro ceOsl.

B 3akmroueHue 3Toro paszena OTMETHM, YTO B MUJIOTAXXHOM MCCJIEIOBAHUU TaKXKe MPUHUMAIU
ydactue 3kcneptbl u3 uuciaa corpyaHukoB I'BOY r. Mockssl «lllkoma Ne 2054» B kosmuectse
5 dyenmoBek (mo 3 3Kcmepra HAa KaXAyl0 TPYIy), KOTOpble HAOIIOJaNM 3a PECIOHJCHTAMU H
OLICHHUBANM UX arpeccuBHOe mnoBeneHus o mkaiam MOAS u OAS. Takoii BbIOOp 3KCHEPTOB, C
OJIHOM CTOpPOHBI, PEIEBAHTEH, TAK KaK PECIOHJEHTHI MPOBOIAT 3HAUUTENIBHYIO YacTh BPEMEHU B
oOpa3zoBatenbHOM yupexaeHud. C Apyroil CTOpoHbl, COTPYAHUKUA 00pa30BaTEbHOTO YUPEKIACHUS
HE MMEIOT BO3MOXKHOCTH OTCIIETUTH Bce chepbl Xu3HM oOydarommxcs. [1o3ToMy CTOUT 00paTUThH
BHUMaHUE Ha aJIbTePHATHUBBI B BEIOOPE dKCIEpTOB-HaOM0AaTenei. Hampumep, skcriepTHBIE TPYIIIBI
MOTYT OBITh pACIIMPEHBI 3a CYeT JO0aBIIEHUS OKCIEPTOB U3 YHCIA OIHOKIACCHUKOB H
MOJKIIIOUEHUSI POIUTENe B KayecTBE OKCHEpTOB. Takke BO3MOXKHA OIEHKA [OBEACHUS
PECIOHJICHTOB OJIHOKJIACCHUKAMH 110 MeTOoAMKe rpymnnoBoi oneHku JuyHocty — ['OJI (Kys3pMmuH,
Cemenos, 1977).

BbIBOABI M 3aKJII0UEHHE

B nacrosieii cratbe npeAcTaBieH BapuaHT pa3pelieHus IpoOieMbl, Kacarolieics opraHu3aiuu
HCCTIEIOBAaHUSl B3aUMOJCHCTBUSA C MPOCTPAHCTBOM BHJIEOMTP M arpeccuu. B cymiecTByrommux
pabortax mHboOpMaIUs O B3aMMOJACUCTBUU C MPOCTPAHCTBOM BHUACOUTP COOMPAETCS MOCPEICTBOM
OIPOCHHKOB, MO0 B paMKax 3KCIEPUMEHTOB, B KOTOPBIX BHJICOMTPOBAsI CECCHUS pacCMaTPUBACTCS
Kak npoctas HezaBucumas nepementas (Ilonomapesa, 20246). [Ipeanonaraercs, 4To pa3pelIeHUIO
CJIOKHBIIIUXCSI TIPOTUBOPEUHI OyleT CIIoCOOCTBOBAThH B3TJISA Ha OCOOCHHOCTH B3aUMOJICHCTBUS C
BUJICOUTPOH KaK Ha Oojiee KOMILIEKCHOE sIBJIeHHE. B uacTHOCTH, IPECTaBIsSIeTCS BaXKHBIM YJIEIHUTh
BHUMaHHE OCOOCHHOCTSIM BOCIIPHSITHSI TIPOCTPAHCTBA BUICOUTPHI U PeIICKCHUU UTPOBOTO OmbiTa. C
3TOW LebI0 ObLIa COCTaBJIEHAa MOJENbh, HA OCHOBE KOTOPOW pa3paboTaH Ou3ailH MCCIEIOBaHMUS,
KOTOPBIN aripoOUPOBaH B XOIC MHJIOTAXXHOTO UCCIICTIOBAHUSI.

B ToM umcne ynmamoce mpopaboTaTh psI BOIPOCOB. B HacTosimmiel craThe paccMaTpHBAIUCDH
clleAyIOIIHE:
* BBIOOP ONTUMANBHOM (POPMBI TPOBEACHNUSI AHKETUPOBAHUS;

* B XOJI€ CTAaTUCTUYECKOTO aHAIM3a IaHHBIX MUJIOTAXKHOTO MCCIICIOBAHUS BHISIBIICHUE TCHACHIIHM,
YKa3bIBAIOIIUX Ha 1e1ecoo0pa3HOCTh U3YUYEHUS OCOOCHHOCTEH OIbITa, MOJYyYEHHOTO B
BUJICOUTPE.
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B 3axmroueHue cTOUT MOJYEPKHYTh, 4TO, C OJHOM CTOPOHBI, JH00as Urpa NpeAcTaBiseT co0oi
CUCTEMY, B KOTOPOM BCE 3JIEMEHTHI IIOJYUHEHBI NTPaBUJIAM, OTIMYAIOIUMCS OT 3aKOHOMEPHOCTEH,
CBOMCTBEHHBIX pPCAJIBHONM JEHCTBUTEIBHOCTU. B pe3ynprare HrpoBOM OIBIT HE MOXKET
paccMaTpuBaTbCs KaK TOXKIECTBEHHBIN OIIBITY, IMOJYYEHHOMY B pE€albHOW JEHCTBUTEIBHOCTH.
[TosTOMy BOIpOC M3y4EeHHUS UTPOBOM JEATENBHOCTH B PAMKax BUICOUIPOBBIX CECCUH, a TaKXKe B
CBSI3M C YBJICYEHHOCTBIO BUJICOUTPAMH B LIEJIOM IIPEJICTABIISIETCS aKTyaIbHBIM.

Orpanuyennsi. CylecTBEHHOE OrpaHMYEHHE IPOBEJCHHOIO NMJIOTAXHOIO HCCIEI0BaHUS
3aKJII0YaeTcss B MajoM o0beMe BbIOOpKM. B pesynbrare BO3HMKAlOT 3aTpyJHEHUS B
IIPEBApUTEIILHON MPOBEPKE HCCIEN0BATEIbCKUX TI'MIIOTE3 BBUAY HEBO3MOXHOCTH HCIOJIB30BATh
pEJIEBaHTHBIE METOAbl MaTEMaTHUeCKOM cTaTUCTUKU. [Ipu 3TOM, Ha B3IUIAJ aBTOPOB HACTOALIEH
CTaThbU, COXPAHSETCS BO3MOXKHOCTb CJIEJIaTh BBIBOABI O LIEIECOOOPA3HOCTH HUX BbIIBUKECHHUS.
VYkazaHHoe orpaHuveHue OyJeT MPEOJOJCHO C YBEIMYCHHEM BBIOOPKHM B PaMKax IPOBEICHHS
OCHOBHOTI'O MCCJIEJOBAHUSI.

3az(aqy, Ha KOTOpPYIO OBLIO HaIIpaBJICHO ITWJIOTAXKHOC UCCICAOBAHUC, MOKHO CUYHUTATDh pemeHHoﬁ.
Hpemﬂe BCCTO IMpeanojgaralloCb pacCMOTPCHUC BOIIPOCOB, CBA3AHHBIX C BO3MOXHOCTBIO
pCain30BaTb paBpa6OTaHHI>II71 ,I[I/ISaﬁH HCCIICOOBaHUA B HpaKTHqGCKOﬁ CUTyalluu, NpoTeCTUPOBATH
pa60Ty IMporpaMmMHOIO O66CH€‘-I€HI/IH, a TaK>KXC BbIIBUTb U YCTPAHUTDb OpPTraHU3allMOHHBIC TPYAHOCTH.

Limitations. A significant limitation of the conducted pilot study is the small sample size. As a
result, it is difficult to pre-test the research hypotheses due to the inability to use the relevant
mathematical statistics methods. At the same time, from this article authors' viewpoint it is possible
to draw conclusions that it is expedient to put forward these hypotheses. The mentioned limitation
will be overcome with the sample increase within the framework of the main study.

The task to which the pilot study was directed can be considered as solved. First of all, it was
planned to resolve issues related to the possibility of the elaborated research design implementation
in a practical situation, the software test, as well as organizational difficulties identification and
elimination.
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