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This article presents a study that aims to identify the relationship between the
characteristics of video games and the individual psychological traits of students. The
study involved 203 people (87% women; M = 19.39 years; S.D. = 2.25), all of whom
were first and second year students of the Moscow State University of Psychology and
Education. The following research methods were used: a specially designed
questionnaire aimed at assessing video game preferences and emotions experienced in
the gaming process, J. Raven’s Advanced Progressive Matrices, the Structure of
Temperament Questionnaire by I.N. Trofimova and V.M. Rusalov. The study revealed
that the most popular video game genres among the students are the «information
games» and «action gamesy. “Time-killers” was the least popular genre. The study
also provides results indicating that there is no correlation between the preferred video
game genre and temperament traits. A link is suggested between game mechanics and
gaming time as well as indicators of emotional state in the gaming process.
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B naHHON cTaTbe IpelcTaBIEHbl MAaTE€pHalIbl MCCIENOBAHUSA, LIEIbI0 KOTOporo B
JTAHHOMW CTaThe MPEICTaBICHbI MaTepUabl UCCIEAOBAHMUS, LIEIbI0 KOTOPOIO SBISETCS
BBISBIICHHE  B3aUMOCBSI3M  XapaKTEPUCTUK  BUACOUTP M HHAMBHUIYAIBHO-
MICUXOJIOTHYECKUX 0COOEHHOCTEN CTyIeHTOB. B nccnenosanuu npunsuin yyactue 203
uenoBeka (87% nesymek; M=19,39 ner; SD=2,25) — y4aiuecsi epBbIX U BTOPBIX
KypcoB MockoBckoro rocyJ1lapCTBEHHOI'O MICUXO0JIOr0-T1e€JarOrnYeCcKoro
yHHUBEpcUTeTa. B KauecTBE METOIOB MCCIENOBAaHUS HCIOJIB30BAIUCH: CHELUAIBHO
pa3paboTaHHBIN ONPOCHUK, HAIPABICHHBIN HA OLIEHKY BHIEOUTPOBBIX MTPEANOUYTEHUN
Y UCIBITBIBAEMBIX BO BPEMs WI'Pbl IMOLIUH, U ONPOCHUK CTPYKTYpbI TEMIIEpaMEHTa
N.H. Tpodumonoii u B.M. PycanoBa. B pesynbTaTe HCClenoBaHUS ONpeaeIeHbI
HauOoJiee MOMyJISpHbIE YKaHPbl BUACOUTP CPEIH CTYJIEHTOB: UIpbl MH(OpMAIMKU U
Urpbl 1ecTBUsA. Hanmenee nonyssipHbIM )KaHPOM SIBIISIFOTCS «TaUMKWILIEpBDy. Takxke
B HCCIIEJJOBAHUM MPHUBOJATCS PpE3yJbTaThl, yKa3bIBAIOUINE HAa OTCYTCTBHE CBS3H
MEXy NMPEANOYUTAEMBIM KaHPOM BUIECOUTP U YEPTAMH TEMIIEPAMEHTA. BhIABIICHBI
B3aMMOCBS3M MEXJYy HWIPOBBIMM MEXaHMKAMHU W BPEMEHEM 3a WIpod, a TaKxke
MOKA3aTeNSIMU SMOLIMOHAIIBHOIO COCTOSIHUS B IPOLIECCE UTPHL.

Knrouesvie cnosa: BUACOUTPBI; KOMIIBIOTCPHBIC MIPhI; XKAHPBI BUACOUIDP; TEMIICPAMECHT,
a6CTpaKTHBII>'I MHTECJIJICKT. MHAUBUAYaJIbHO-TICUXOJIOTUYCCKUE 0COOEHHOCTH CTYACHTOB.

dunancupoBaHue. VcciienoBanne npoBeIeHO B paMKax [ ocy1apcTBEHHOTO 3a/1aHuUs
MunucreperBa npocsemienust Poccuiickoit @enepaunn Ne 073-00037-24-01 ot 09
depans 2024 rona.
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Introduction

Nowadays, the world of video games has become an integral part of many adolescents' and
young men's lives, having a significant impact on their psyche and behavior. The development
of technology and the availability of a variety of gaming platforms have led to a variety of
genres and characteristics (aspects) of video games, raising questions about the impact of
these games on the individual-psychological characteristics of those who play. According to
RPORC data for 2022, about 23% of Russians are fond of video games, with the main
audience of players being young people [0]. Among 18-24-year-olds, up to 56% of people are
fond of video games, of which 20% play daily. Compared to older groups, only 10% of
Russians aged 60 and older play video games. It is noted that interest in this form of
entertainment also depends on gender: men play 2.6 times more often than women (34% vs.
13%). Clearly, we are seeing an upward trend, and the number of adults and children who are
passionate about video games is only growing.

A number of researchers have noted that the prevalence of video games has a significant
impact on the socialization of children and adolescents [0; O; 0]. In this regard, psychologists
face the task of studying the effect of the influence of video games on the psyche of players.
Thus, the attention of many authors has been directed to the relationship between computer
games and the cognitive sphere: a study [0] found that video games of the “action” genre
contribute to the increase of memory and attention resources in players. More recent work [0]
suggests improvements in visual-spatial reasoning. Schemes for integrating video games into
the educational process, particularly in conjunction with other multimedia learning formats,
have also been described [0].

Another question that is often asked in connection with the proliferation of video games is
their impact on the emotional sphere, in particular, the impact of violent and violent games
on the level of aggression [0]. Despite evidence that suggests correlations between playing
certain types of video games and a person's level of aggression [0], there are other findings
regarding the emotional state of players - increased enthusiasm and the role of positive
motivation and psychological well-being have been noted [12]. In addition, there are known
cases of video games being used as a tool for emotional regulation [0; 0], which also indicates
a positive emotional impact of a certain type of video game on the player.

It is also important to note that questionnaires and post-interviews remain the leading
methods in research on the influence of video games on the mental state of adolescents and
young men. However, studies using psychophysiological diagnostic methods are gaining
popularity now, including the oculography method [0], which allows for a more accurate
assessment of situations of social interaction during the game and individual styles of activity
during the game.
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Summarizing, we can note that there is no unambiguous opinion among researchers about
the nature of the influence of aggressive video games on the emotional state of the subjects.
Also, most studies consider video games in the aggregate, without differentiating them into
genres, which can have different effects on the psychological state of players. Therefore, our
study focuses on examining several research objectives:

1. To identify the actual preferences of students in choosing video games of different
genres;

2. To evaluate the nature of the relationship between various characteristics of video games
(genre and specific game mechanics) and individual-psychological characteristics of students.

Study design and methods

Sample. The sample consisted of 203 people (87% girls; M=19.39 years; SD=2.25) - first-
and second-year students of Moscow State University of Psychology and Education in the
following areas of training: psychology and pedagogical education. The students participated
in the study in 2023 as part of their academic practice.

The following methods were used in the study:

1. To identify popular video games, we used a specially designed questionnaire aimed at
assessing video game preferences and emotions experienced during the game. The
questionnaire required respondents to answer eleven questions, including the following: “Do
you play video games?” (yes/no), “At what age did you start playing video games?” (scale
from 2 to 25 years old), “How much approximate time per day do you spend playing video
games?” (scale from “less than 1 hour” to “more than 6 hours”), and “Do you require Serious
effort to stop playing?” (7 gradations from “never” to “almost always”). Study participants
were also asked to list the names of the games they usually play and to indicate from a
suggested list the degree of emotional reaction they experience while playing.

2. L.N. Trofimova and V.M. Rusalov's (2011) questionnaire [0; 0] was used to investigate
the temperament structure. This questionnaire is a self-assessment test that measures 12
behavioral characteristics that are the most biologically determined, stable in human
development and relatively independent of the situation. The results of this questionnaire were
used to analyze indicators that define the following traits: motor-physical endurance, motor-
physical pace, thrill-seeking, communication endurance (ability to communicate for long
and/or intense periods of time), communication pace (speed of speech and reading), empathy
(sensitivity to the feelings and motivations of others), plasticity (ease of switching from one
activity to another and adaptability to changes in instructions or situations), tendency to think,
optimism, impulsivity (initiating and initiating behavior), and temperament. Temperament
was assessed to investigate the contribution of stable individual traits to game preferences.

Methods of mathematical processing: Pearson's correlation coefficient, Student's t-test for
comparison of average indices between independent samples, one-factor analysis of variance
with repeated changes (nonparametric variant - Friedman's test), Wilcoxon test (with
Bonferroni correction for multiple comparisons) were used for mathematical processing of
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data. All counts and statistical procedures were performed using R software version 4.3.0 (R
Core Team 2020) (lavaan, psych, rstatix, emmeans, afex packages).

The battery of techniques was assembled into an online psychodiagnostic system using the
survey and test building website “psytoolkit.org” [16; 17]. The respondents' task in our study
was to complete this battery of techniques. Respondents completed this battery of techniques
face-to-face in groups of no more than 10 people in order to ensure their physical comfort.
Respondents were also asked to decide for themselves whether they wanted to be tested or
otherwise practiced. The average time to complete the methods was 32 minutes.

This article is part of a large-scale study as part of the work of the Youth Lab investigating
cognitive and communicative processes in adolescents and young men while solving game
and learning tasks in digital environments of the MSUPE. In this article we focus exclusively
on the data related to the relationship between video game characteristics and individual-
psychological characteristics of students.

Results

The results of the study present data on: 1) the most popular video game genres among
students; 2) the relationship between video game genres and students' individual
psychological differences; 3) the relationship between game mechanics and students'
individual psychological differences.

Our first step was to process a questionnaire aimed at assessing video game preferences
and emotions experienced while playing. Table 1 shows the percentage of subjects who do
and do not play video games. According to the questionnaire, 67.5% of the respondents play
video games regularly.

Table 1
Number of Those Who Play and Do Not Play Video Games
Regularly Play Video Games 67,5%
Practically Do Not Play Video Games 32,5%

Table 2 presents data showing how much time respondents spend playing video games
each day. One-third of respondents reported playing video games for less than one hour. This
response was the most common in our sample. It is also worth noting that over twenty percent
of respondents indicated that they play video games one or two hours a day. Thus, the majority
of the sample spends up to two hours a day playing video games.

Table 2
Data on Time Spent Playing Video Games Per Day
Answer Option Percentage of Respondents
Less than 1 hour 42,34%
1 hour 21,17%
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2 hours 19,71%
3 hours 11,68%
4 hours 2,19%
5 hours 1,46%
6 hours 1,46%
More than 6 hours 0,00%

Table 3 presents data on how often respondents require serious effort to stop playing.
Almost a third of the respondents (32.85%) rarely have difficulty in stopping the game.
However, 5.84% of the respondents indicated that they often or almost always have difficulty
In stopping the game. Thus, we can hypothesize that only 5.84% of the respondents in this
sample may have a tendency to develop video game addiction.

Table 3

Data on the Distribution of Subjects' Responses to the Question of How Often They Require
Serious Effort to Stop Playing Games

Answer Option Percentage of Respondents
Never 19,71%
Almost never 27,01%
Rarely 32,85%
From time to time 14,60%
Often 4,38%
Almost always 1,46%
Always 0,00%

We would like to remind you that while filling out the questionnaire, we also asked
respondents to name the video games they usually play. The respondents named a total of 589
games, including games that were named more than once. We identified the three most
popular games among students as “The Sims” (38 mentions), “Genshin Impact” (26
mentions), and “Minecraft” (25 mentions). Due to the large number of games named by the
respondents, there is a need to categorize them. To divide games into genres we used the
modern classification of Kirizleev, which is based on the actions that the player most often
does in a video game [0]. According to the classification, the following genres were identified:

1. Information games (actions most frequently occurring in a video game - collecting and
processing information) (185 mentions);

2. Action games (the actions most frequently encountered in a video game are movement
and manipulation of objects) (188 references);
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3. Control games (the actions most commonly found in a video game - where various
thinking activities of players are involved, such as planning, controlling, managing) (96
mentions) (96 mentions);

4. “Time-killers” (mobile games in which it is impossible to identify the most frequent
action, as they are most often based on only one repetitive action. For example, this group
included clicker games, in which the only game action is clicking on the screen. The main
purpose of these games is to spend free time) (88 mentions);

5. Traditional games (chess, sudoku, board games - which are “translated” into the format
of electronic applications) (32 references).

The number of mentions of games of different genres was counted for each subject. One-
factor analysis of variance with repeated measures (non-parametric variant - Friedman test)
showed significant differences between the number of mentions of different game genres (see
the figure). Pairwise comparisons by Wilcoxon test (with Bonferroni correction for multiple
comparisons) revealed that the most frequently mentioned genres were action games and
information games. The most rarely mentioned genres by respondents were “time-killers”.
Consequently, respondents most often preferred to play video games that require the use of
cognitive abilities (such as concentration, attention allocation, reaction speed, and so on) to
manipulate objects and/or process information. It is also worth noting that no correlation was
found between players' temperament characteristics and their preferences in game genres or
specific video games.

Our second step was to analyze the emotions that respondents experience while playing
the game. It is worth noting that the respondents were asked to choose an emotion from a
suggested list. This list included the following emotions: joy, excitement, excitement, anger,
happiness, surprise, interest, irritation, boredom, satisfaction, apprehension. Confirmatory
factor analysis was used to process data on the degree of expression of specific emotions
experienced by the subjects while playing video games. According to the results of the factor
analysis, emotions are combined into 4 groups: positive emotions (joy, happiness), negative
emotions (anger, irritation, apprehension, boredom), intellectual emotions (interest, surprise,
satisfaction) and excitement (excitement, thrill). The model showed a good fit to the data
(x2(35)=47.5, p=0.139, CF1=0.957, RMSEA=0.043 (90% CI 0.00-0.077).

Our next step was to conduct a correlation analysis to assess the relationships between
video game genres and individual-psychological differences of the respondents, including
individual indicators of their gaming activity obtained during the processing of the
questionnaire of video game preferences and emotions experienced during the game (e.g.,
game duration, frequency of activation of serious efforts to stop the game, etc.). The following
results were obtained:

1. There are no significant correlations between the frequency of mentioning a video game
of a certain genre and temperament traits;
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2. Frequency of mentioning information game has a significant positive correlation with
intellectual emotions (r=0.26 at p<0.001), positive emotions (r=0.21 at p<0.01), time playing
(r=0.20 at p<0.01), and efforts to stop playing (r=0.18 at p<0.05);

3. Control games have a significant negative relationship with experienced arousal during
the game (r=-0.24 at p<0.01).

Friedman test, )(2(4) =114.09, p = <0.0001, n =160

ns

ns

Wrpbl gelicTeunA WMrpbl koHTponA WMrpbl uHpopmayuu TpaguuWoHHbIE Urpbl Talimkunnepbl

CpepHee KonM4ecTBO YNOMUHaHKA

Twn urpbl

Fig. Comparative Analysis of the Popularity of Video Games of Different Genres (Kirizleev
Classification, 2021).

Thus, we can conclude that the frequency of preference for the genre of video games is
almost not related to individual-psychological differences, but is determined by other factors,
which will be discussed further. It is also worth noting that information games are positively
associated with activation of emotions (intellectual and positive) while negatively associated
with efforts to stop playing, which in turn can lead to an increase in time spent playing and
be a predictor of video game addiction. Information games were the only genre that showed
a positive relationship with effort to stop playing.

Relying on the classification presented in the work of N. Yee [20], we divided video games

according to the leading game mechanics of a video game. Game mechanics is a set of rules
103



Aeceee H.A., /[ybosux U.A., Apakenosa /].A. Ageev N.Ya., Dubovik I.A., Arakelova D.A.

B3anmocBs3b XapaKTEpUCTHK BUIICOUTDP U The Relationship Between Video Game Characteristics
WHIUBHIYaTbHO-TICUXOJIOTHYECKHX OCOOEHHOCTEH and the Individual Psychological Traits of Students
CTYJCHTOB Psychological-Education Studies. 2024.
INcuxomnoro-nenarornveckue uccnenoanus. 2024. Vol. 16, no. 1, pp. 96-110.

Tom 16. Ne 1. C. 96-110.

and ways of player's interaction with the game world, i.e. these are the main game actions that
the player performs [15]. It is also worth noting that in one video game there can be many
game mechanics, so in this case we consider the main game mechanics (those actions to which
the whole game is reduced). Thus, we have:

1. Achievement games (video games in which the “achievement” component is prevalent.
The player needs to develop his character, improve his characteristics, improve his game
result, and compete with other players) (297 mentions);

2. Social games (video games in which the “society” component prevails. The player needs
to build relationships and interact with in-game characters and/or other players, most often
playing with them in a team) (73 mentions);

3. Immersion games (video games in which the “immersion” component is prevalent. The
player has to play a role, customize his character, and explore the in-game world) (219
mentions).

We also divided the games into two groups: violent games (games with violent actions)
and non-aggressive games (games without violent actions). This division of games was
carried out with the help of expert assessment of psychologists working in the field of research
of video games and their influence on psychological characteristics. The expert psychologists
had to analyze the gameplay of the video games named by the respondents and identify those
video games whose gameplay contains violent actions of any intensity. Three expert
psychologists participated in the study and discussed each game together in order to
categorize it into one or another group. Thus, we found that out of 589 games named by the
respondents, 261 were aggressive and 328 were non-aggressive.

Next, a correlation analysis was conducted to assess the relationship between the group
data and the individual psychological differences of the respondents, including those obtained
with the help of a questionnaire of video game preferences and emotions experienced during
the game.

By conducting Pearson correlation analysis, we obtained the following results:

1. Achievement games have a significant direct correlation with the time spent playing
(r=0.28 at p<0.001);

2. Aggressive games have a significant direct relationship with time spent playing
(r=0.34 at p<0.001) and tendency to think (as a temperament trait) (r=0.27 at p<0.01);

3. Immersion games have a significant direct relationship with positive emotions
(r=0.21 at p<0.01).

In connection with the above, we can conclude that the choice of video game genre is
almost unrelated to individual-psychological differences, but some game mechanics
contribute to the increase of time spent playing a video game (achievement games and
aggressive orientation). It is also worth noting that the only temperament trait that showed an
association with game mechanics was the tendency to think.

We also used Student's t-test, which showed that the propensity to think is higher in
those who play aggressive-oriented games than in those who do not play them (t=-3.35 at
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p<0.001). This result may be explained by the fact that aggressive video games require the
player to think through tactics and strategies and to orient quickly in a situation of uncertainty.
It also showed that thinking stamina (t=-2.96 at p<0.01) and empathy (t=-2.68 at p<0.01) are
higher in those who play immersion games than in those who do not play them. In turn, this
may be explained by the fact that in immersion games players need to analyze a lot of
information, including that related to their character's history.

Conclusions

The study focused on the relationship between video game characteristics and individual-
psychological differences of students. The data were evaluated both on the total sample and
with the division of respondents into groups depending on the video games they prefer to
play. The results we obtained allow us to draw the following conclusions.

First, the most popular video game genres among students are information games and
action games. These genres of video games require players to make quick decisions, including
in situations of uncertainty, activation of cognitive functions and a certain degree of emotional
immersion in the game process. The least popular genre is “time-killers”, i.e. video games
with low cognitive and emotional load. Accordingly, we can conclude that students prefer
video games that do not just allow them to spend their free time, but set cognitively
challenging tasks for the player and evoke an emotional response (intellectual or positive).

Secondly, we found that there is no correlation between the preferred genre of video games
and temperament traits, i.e. the preference for the genre of video games is determined by
factors other than individual psychological traits. One such factor is game mechanics. We
have shown that there are game mechanics that contribute to the increase of time spent playing
(“achievement games” and aggressive games), which in turn can be a predictor of video game
addiction.

Let us remind you that achievement games are games in which the “achievement”
component is predominant, i.e., the player needs to constantly develop and/or compete with
other players. We can assume that it is the ability to track one's development in the game,
combined with the emotional excitement of the game, that contributes to the increase in time
spent playing a video game.

Also, the only video game genre that has shown a relationship with effort to stop playing
Is information games. However, it is premature to conclude that this genre of video games is
the most conducive to video game addiction, as this result may be related to the depth of
immersion in the video game world and the intellectual and positive emotions experienced
while playing.

The results obtained are, of course, intermediate in nature. However, we can already say
that it is not the genre of the video game itself that has an impact, but the game mechanics
that are embedded in the game. It is the game mechanics that show a connection with
individual-psychological differences of respondents and determine the time spent playing the
game.
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The areas of further research could be a more in-depth study of video game mechanics.
The multi-genre nature of modern video games is ensured by the inclusion of a wide variety
of video game mechanics in the gameplay of a video game. The identification and study of
specific video game mechanics opens up a wide range of possibilities not only for expert
evaluation of video games, but also for assessing their impact on specific groups of players.
It also seems to us that in the future we should focus on studying the short-term impact of
video game mechanics on the emotional and cognitive state of respondents, which will allow
us to obtain data, for example, on which video game mechanics facilitate the learning process,
and which, on the contrary, hinder it.

Limitations of the Study

It is also worth noting the limitations of this study, which relate to the specifics of our
sample. The study sample consists of first and second year students of MSUPE, and 87% of
respondents are girls. In this regard, it is logical to assume that there may be gender specificity
that affects the preference for video games with certain characteristics. Also, it cannot be
overlooked that despite the fact that first and second year students participated in the study,
there may be specificity related to individual-psychological differences of respondents
entering to study to be a psychologist. Thus, we believe that the task of future research should
be to specify the studied effects in the light of the study of gender differences and
professional-educational characteristics of players in the relationship with their individual-
psychological differences and video game characteristics.

Jlumepamypa

1. Kupusnees A. YKaHpbl KOMIIbIOTEpHBIX UTP (0011ast cxema) V.1.5 [Dnexktponnslit pecypce] //
GameslsArt.ru. URL: https://gamesisart.ru/TableJanr.html (nata oopamenus: 27.02.2024).
2. OO030p  wHcchneoBaHWM  COUMANbHBIX  B3aUMOJCHCTBUH €  NPUMEHEHHUEM
okynorpaguyeckoro meroga / AreeB H.A. [u ap.] [DnexTponnsiii pecypc] // Ilcuxonoro-
negarornyeckue  ucciuenoanus.  2023. Tom 15.  Ne 2. C. 49-67.
DOI:10.17759/psyedu.2023150204

3. Pybyosa O.B., Canomamosa O.B. Jlerckast urpa B ycloBusxX uppoBoi TpaHcHOopMalnu:
KyiabTypHOUcTOprueckuii koHTekeT (Yacte 1) // KynbTypHO-ucTtopuyeckass NCHUXOIOTHS.
2022. Tom 18. Ne 3. C. 22-31. DOI:10.17759/chp.2022180303

4. Pyoyosa O.B., Canomamosa O.B. JleTckasi urpa B yClIoBUsIX U(POBOM TpaHChHOpMAIIHH:
KyJIbTypHO-UcTOpHueckuii KoHTeKCT (Yacte 2) // KynbrypHO-HCTOpHYECcKass TMCHXOJOTHS.
2022. Tom 18. Ne 4. C. 15-26. DOI:10.17759/chp.2022180402

5. Pycanos B.M., Tpogpumosa U.H. O ipeACTaBIEHHOCTH TUIIOB IICUXUYECKOU ACATETHLHOCTH
B Pa3NMYHBIX MoJessix TemnepamenTa // [lcuxonoruueckuii Xypnan. 2011. Tom 32. Ne 3. C.
74-84.

6. CBs3b IMGPOBBIX TEXHOJOTHH C pa3BUTHEM KOTHUTHUBHBIX M KOMMYHHUKATHBHBIX
IPOIECCOB MOJPOCTKOB U IOHOIIEH: 0030p smnupuueckux uccienoanuii / Arees H.A. [u

106



Aeceee H.A., /[ybosux U.A., Apakenosa /].A. Ageev N.Ya., Dubovik I.A., Arakelova D.A.

B3anmocBs3b XapaKTEpUCTHK BUIICOUTDP U The Relationship Between Video Game Characteristics
WHIUBHIYaTbHO-TICUXOJIOTHYECKHX OCOOEHHOCTEH and the Individual Psychological Traits of Students
CTYJCHTOB Psychological-Education Studies. 2024.
INcuxomnoro-nenarornveckue uccnenoanus. 2024. Vol. 16, no. 1, pp. 96-110.

Tom 16. Ne 1. C. 96-110.

ap.] // llcuxomoro-nenaroruueckue wuccienoanus. 2023. Tom 15. Ne 1. C. 37-55.
DOI:10.17759/psyedu.2023150103

7. Crom-urpa?! IlpoOGiaeMbl pOCCHMCKOTO OHJIAMH-TEMMHUHTa [DIEKTpOHHBIM pecypc] //
BIIMOM Amnamutudeckuii o030op. 20 wumroms 2022. URL: https://wciom.ru/analytical-
reviews/analiticheskii-obzor/stopigra-problemy-rossiiskogo-onlain-geiminga (mata
oOpamenus: 23.02.2024).

8. Aggression or Aggressiveness? A research hypothesis on aggression, videogames and
executive functions in preschool age / Messina M. [et al.] // 9th IEEE International Conference
on Cognitive Infocommunications (Budapest, Hungary 22 august 2018 y.). Budapest, 2018.
DOI:10.1109/CoglnfoCom.2018.8639880.

9. Anguera J., Gazzaley A. Video games, cognitive exercises, and the enhancement of
cognitive abilities // Current Opinion in Behavioral Sciences. 2015. Ne 4. P. 160-165.
DOI:10.1016/j.cobeha.2015.06.002

10. Dowsett A., Jackson M. The effect of violence and competition within video games on
aggression /[ Computers in  Human Behavior. 2019. Vol. 99. P. 22-27.
DOI:10.1016/j.chb.2019.05.002.

11. Green C.S., Bavelier D. Effect of action video games on the spatial distribution of
visuospatial attention // Journal of Experimental Psychology: Human Perception and
Performance. 2006. Vol. 32. Ne 6. P. 1465-1478. DOI:10.1037/0096-1523.32.6.1465

12. Halbrook Y.J., O'Donnell A.T., Msetfi R.M. When and How Video Games Can Be Good:
A Review of the Positive Effects of Video Games on Well-Being // Perspectives on
psychological science: a journal of the Association for Psychological Science. 2019. Ne 14(6).
P. 1096-1104. DOI:10.1177/1745691619863807

13. Hemenover S., Bowman N. Video games, emotion, and emotion regulation: expanding the
scope // Annals of the International Communication Association. 2018. Ne 42. P. 125-143.
DOI:10.1080/23808985.2018.1442239

14. Powers K.L., Brooks P.J. Evaluating the Specificity of Effects of Video Game Training //
Learning by Playing: Video Gaming in Education / Ed. F.C. Blumberg. Oxford: Oxford
University Press, 2014. P. 302-330. DOI:10.1093/acprof:0s0bl/9780199896646.003.0021
15. Sicart M.A. Defining game mechanics // Game Studies. 2008. Vol. 8. Ne 2. P. 1-14.

16. Stoet G. PsyToolkit: A software package for programming psychological experiments
using Linux // Behavior Research Methods. 2010. Vol 42(4). P. 1096-1104.

17. Stoet G. PsyToolkit: A novel web-based method for running online questionnaires and
reaction-time experiments // Teaching of Psychology. 2017. Vol. 44(1). P. 24-31.

18. Trofimova 1., Sulis W. Is temperament activity-specific? Validation of the Structure of
Temperament Questionnaire-Compact (STQ-77) // International Journal of Psychology and
psychological therapy. 2011. Ne 11. P. 389-400.

19. Videogames for Emotion Regulation: A Systematic Review / Villani D. [et al.] // Games
for Health Journal. 2018. Ne 7(2). P. 85-99. DOI:10.1089/g4h.2017.0108

20. Yee N. Motivations for Play in Online Games // Cyber Psychology & Behavior. 2006. No

107



Aeceee H.A., /[ybosux U.A., Apakenosa /].A. Ageev N.Ya., Dubovik I.A., Arakelova D.A.

B3anmocBs3b XapaKTEpUCTHK BUIICOUTDP U The Relationship Between Video Game Characteristics
WHIUBHIYaTbHO-TICUXOJIOTHYECKHX OCOOEHHOCTEH and the Individual Psychological Traits of Students
CTYJICHTOB Psychological-Education Studies. 2024.
INcuxomnoro-nenarornveckue uccnenoanus. 2024. Vol. 16, no. 1, pp. 96-110.

Tom 16. Ne 1. C. 96-110.

9.P. 772-T75.

References

1. Kirizleev A. Zhanry komp'yuternykh igr (obshchaya skhema) [Genres of computer games
(general scheme)] v.1.5 [Elektronnyi resurs]. Available at:

https://gamesisart.ru/TableJanr.html (Accessed: 27.02.2024). (In Russ.).

2. Obzor issledovanii sotsial'nykh vzaimodeistvii s primeneniem okulograficheskogo metoda
[A review of research on social interactions using the oculographic method] / Ageev N.Ya. [i
dr.] [Elektronnyi resurs]. Psikhologo-pedagogicheskie issledovaniya = Psychological-
Educational Studies, 2023. Vol. 15, no. 2, pp. 49-67. DOI: 10.17759/psyedu.2023150204 (In
Russ.).

3. Rubtsova O.V., Salomatova O.V. Detskaya igra v usloviyakh tsifrovoi transformatsii:
kul'turnoistoricheskii kontekst [Children's play in the context of digital transformation:
cultural and historical context (Part 1)]. Kul'turnoistoricheskaya psikhologiya = Cultural-
Historical Psychology, 2022. Vol. 18, no. 3, pp. 22-31. DOI:10.17759/chp.2022180303 (In
Russ.).

4. Rubtsova O.V., Salomatova O.V. Detskaya igra v usloviyakh tsifrovoi transformatsii:
kul'turnoistoricheskii kontekst [Children's play in the context of digital transformation:
cultural and historical context (Part 2)]. Kul'turnoistoricheskaya psikhologiya = Cultural-
Historical Psychology, 2022. Vol. 18, no. 4, pp. 15-26. DOI:10.17759/chp.2022180402 (In
Russ.).

5. Rusalov V.M., Trofimova I.N O predstavlennosti tipov psikhicheskoi deyatel'nosti v
razlichnykh modelyakh temperamenta [On the representation of types of mental activity in
various models of temperament]. Psikhologicheskii Zhurnal [Psychological Journal], 2011.
Vol. 32, no. 3, pp. 74-84. (In Russ.).

6. Svyaz' tsifrovykh tekhnologii s razvitiem kognitivnykh i kommunikativnykh protsessov
podrostkov i yunoshei: obzor empiricheskikh issledovanii [The connection between digital
technologies and the development of cognitive and communication processes in adolescents
and young men: a review of empirical studies]/ N.Ya.Ageev [i dr.].
Psikhologopedagogicheskie issledovaniya = Psychological- Educational Studies, 2023. Vol.
15, no. 1, pp. 37-55. DOI:10.17759/psyedu.2023150103 (In Russ.).

7. Stop-igra?! Problemy rossiiskogo onlain-geiminga. VTsSIOM. Analiticheskii obzor
[VTsIOM Analytical review]. 20 july 2022. Available at: https://wciom.ru/analytical-
reviews/analiticheskii-obzor/stopigra-problemy-rossiiskogo-onlain-geiminga (Accessed:
23.02.2024). (In Russ.).

8. Aggression or Aggressiveness? A research hypothesis on aggression, videogames and
executive functions in preschool age / Messina M. [et al.]. 9th IEEE International Conference
on Cognitive Infocommunications, (Budapest, Hungary 22 august 2018 y.). Budapest, 2018.
DOI: 10.1109/CoglnfoCom.2018.8639880.

108



Aeceee H.A., /[ybosux U.A., Apakenosa /].A. Ageev N.Ya., Dubovik I.A., Arakelova D.A.

B3anmocBs3b XapaKTEpUCTHK BUIICOUTDP U The Relationship Between Video Game Characteristics
WHIUBHIYaTbHO-TICUXOJIOTHYECKHX OCOOEHHOCTEH and the Individual Psychological Traits of Students
CTYJCHTOB Psychological-Education Studies. 2024.
INcuxomnoro-nenarornveckue uccnenoanus. 2024. Vol. 16, no. 1, pp. 96-110.

Tom 16. Ne 1. C. 96-110.

9. Anguera J., Gazzaley A. Video games, cognitive exercises, and the enhancement of
cognitive abilities. Current Opinion in Behavioral Sciences, 2015, no. 4, pp. 160-165. DOI:
10.1016/j.cobeha.2015.06.002

10. Bors D. A., Stokes T. L. Raven's Advanced Progressive Matrices: Norms for first-year
university students and the development of a short form. Educational and Psychological
Measurement, 1998, no. 58(3), pp. 382—398. DOI: 10.1177/0013164498058003002

11. Dowsett, A., Jackson, M. The effect of violence and competition within video games on
aggression. Computers in Human Behavior, 2019, Vol. 99, pp. 22-27. DOI:
10.1016/j.chb.2019.05.002.

12. Green C.S., Bavelier D. Effect of action video games on the spatial distribution of
visuospatial attention. Journal of Experimental Psychology: Human Perception and
Performance, 2006, Vol. 32, no. 6, pp. 1465-1478. DOI:10.1037/0096-1523.32.6.1465

13. Halbrook, Y. J., O'Donnell, A. T., Msetfi, R. M. When and How Video Games Can Be
Good: A Review of the Positive Effects of Video Games on Well-Being. Perspectives on
psychological science: a journal of the Association for Psychological Science, 2019. no.
14(6), pp. 1096-1104. DOI: 10.1177/1745691619863807

14. Hemenover S., Bowman N. Video games, emotion, and emotion regulation: expanding
the scope. Annals of the International Communication Association, 2018. no. 42, pp. 125-
143. DOI: 10.1080/23808985.2018.1442239

15. Powers K.L., Brooks P.J. Evaluating the Specificity of Effects of Video Game Training.
In F.C. Blumberg (ed.), Learning by Playing: Video Gaming in Education. Oxford: Oxford
University Press, 2014, pp. 302-330. DOI:10.1093/acprof:0s0bl/9780199896646.003.0021.
16. Sicart M.A. Defining game mechanics // Game Studies. 2008. Vol. 8, no. 2, pp. 1-14.
17. Trofimova I., Sulis W. Is temperament activity-specific? Validation of the Structure of
Temperament Questionnaire-Compact (STQ-77). International Journal of Psychology and
psychological therapy, 2011. no. 11, pp. 389-400.

18. Videogames for Emotion Regulation: A Systematic Review / Villani D. [et al.]. Games
for Health Journal, 2018. no. 7(2), pp. 85-99. DOI: 10.1089/g4h.2017.0108

19. Yee N. Motivations for Play in Online Games. Cyber Psychology & Behavior, 2006, no.
9, pp. 772-775.

Hngpopmayun 06 aemopax

Azcees Hukxuma Apocnasosuu, Mnaavii HaydHbli coTpyaHUK JlabopaTtopuu uccienoBaHus
KOTHUTHBHBIX M KOMMYHUKATHBHBIX MPOLECCOB Y MOJPOCTKOB M IOHOLIEH MpU pelleHuu
UTPOBBIX W ydeOHBIX 3amau B mudposeix cpenax, PI'BOY BO «MockoBckwii
rOCYJapCTBEHHBIN TcUxoJoro-nenaroruueckuii yuusepcute» (OI'bOY BO MITIITY), r.
Mocksa, Poccuiickas ®@enepanns, ORCID: https://orcid.org/0000-0002-0226-7185, e-mail:
nikitoageev@gmail.com

Ilyboeux Hpuna Anexcanopoeéua, MIAQIIMA HaydHbli coTpyaHuk JlabopaTopuu
MCCJIEI0BaHUsI KOTHUTUBHBIX 1 KOMMYHUKATUBHBIX IIPOLECCOB Y TIOJIPOCTKOB U FOHOLIEH IIpH

109


mailto:nikitoageev@gmail.com

Aeceee H.A., /[ybosux U.A., Apakenosa /].A. Ageev N.Ya., Dubovik I.A., Arakelova D.A.

B3anmocBs3b XapaKTEpUCTHK BUIICOUTDP U The Relationship Between Video Game Characteristics
WHIUBHIYaTbHO-TICUXOJIOTHYECKHX OCOOEHHOCTEH and the Individual Psychological Traits of Students
CTYJCHTOB Psychological-Education Studies. 2024.
INcuxomnoro-nenarornveckue uccnenoanus. 2024. Vol. 16, no. 1, pp. 96-110.

Tom 16. Ne 1. C. 96-110.

pELIEHUH UTPOBBIX U Y4YEOHBIX 3a1ad B HUPpoBbiXx cpenax, PI'BOY BO «MockoBckuii
rOCYJapCTBEHHBIN TIcUXoJoro-nenarornueckuii yuusepcutet» (GI'bOY BO MITIILY), r.
Mocksa, Poccuiickas ®@enepanus, ORCID: https://orcid.org/0009-0009-2858-3459, e-mail:
ouncif@gmail.com

Apaxenosa /lapbsi AnmonosHa, MIAAIIANA HAy4HbIN coTpyaHUK JlabopaTtopuu uccienoBaHus
KOTHUTHBHBIX M KOMMYHUKATHBHBIX IPOLECCOB Y MOJPOCTKOB M IOHOLIEH MNpU PEIICHUU
UTPOBBIX M Yy4eOHbIX 3amad B 1udpoBeix cpenax, PI'BOY BO «MockoBckuii
TOCY/IapCTBEHHBIN Icuxooro-nenarorndeckuit yuusepcute™ (©@I'bOY BO MITIITY), r.
Mocksa, Poccuiickas ®@enepanus, ORCID: https://orcid.org/0009-0000-8958-2091, e-mail:
dasharakelova@gmail.com

Information about the authors

Nikita Ya. Ageev, Junior Researcher of the Laboratory for the Study of Cognitive and
Communication Processes of Adolescents and Young Adults by Solving Game and
Educational Tasks in Digital Environments, Moscow State University of Psychology and
Education, Moscow, Russia, ORCID: https://orcid.org/0000-0002-0226-7185, e-mail:
nikitoageev@gmail.com

Irina A. Dubovik, Junior Researcher of the Laboratory for the Study of Cognitive and
Communication Processes of Adolescents and Young Adults by Solving Game and
Educational Tasks in Digital Environments, Moscow State University of Psychology and
Education, Moscow, Russia, ORCID: https://orcid.org/0009-0009-2858-3459, e-mail:
ouncif@gmail.com

Daria A. Arakelova, Junior Researcher of the Laboratory for the Study of Cognitive and
Communication Processes of Adolescents and Young Adults by Solving Game and
Educational Tasks in Digital Environments, Moscow State University of Psychology and
Education, Moscow, Russia, ORCID: https://orcid.org/0009-0000-8958-2091, e-mail:
dasharakelova@gmail.com

[Tony4ena 06.03.2024 Received 06.03.2024
[Mpunsta B meyats 25.03.2024 Accepted 25.03.2024

110


https://orcid.org/0009-0009-2858-3459
mailto:e-mail:%20ouncif@gmail.com
mailto:e-mail:%20ouncif@gmail.com
mailto:dasharakelova@gmail.com
mailto:nikitoageev@gmail.com
https://orcid.org/0009-0009-2858-3459
mailto:e-mail:%20ouncif@gmail.com
mailto:e-mail:%20ouncif@gmail.com
mailto:dasharakelova@gmail.com

