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PaccmarpuBaeTcst mpobiieMa IToCTpOeHUS MCCIeIOBaHUS YBICUSHHOCTH BUICOUTPaMU 1 arpeccuu. B kauecTse
BO3MOXKHOTO IyTH TIPEONOJICHMS CYIIECTBYIOIINX ITPOTUBOPEUNIA B Pe3yJIbTaTaX UCCICIOBAHUI MPEACTaBIISICTCS
BaXKHBIM M3y4YaTh YKa3aHHYIO CBSI3b C YIETOM OCOOCHHOCTEH UTPOBOM MeATEIBHOCTH. DTO O0YCIOBICHO TEM, UYTO
BHUICOUTPA HE SIBISIETCS TOYHOM MOJENbI0 pealbHOM meiicTBUTeIbHOCTH. OHa OCHOBaHA Ha MHOM, CYIIIECTBEHHO
YIIPOIIICHHOI CHCTeMe TIpaBWII, M 00JIamaeT YCIOBHBIM XapakTepoM. TakuMm o0pa3oM, MoaIIepKIUBaeTCsl BaXKHOCTh
cbopa MHGMOPMAITNH O TICUXOJIOTUIECKOM acIIeKTe UTPOBOTO IPOIIECca, B YACTHOCTH, 00 0COOCHHOCTSIX pedIrek-
CHUM UIPOBOTO OIMbITa U 00 0COOEHHOCTSX MoBeAeHUs B urpe. Lleab HacTosiiero 0630pa — BbISIBUTH CIELU(PUKY
TIOCTPOCHUS MCCIeIOBaHWI, HAITPaBJICHHBIX HAa U3yYeHME TIPOOIEMBI pean3allii UTPOBOTO MPOIlecca B BUIEON-
rpax M arpecCUy B COOTHOIICHUH CO CIIEIM(DPUKOIT UTPOBOI NesITeIbHOCTU. B HEMHOTOUMCIIEHHBIX ITyOJIUKAIIUSX,
VICSIONINX BHUMAaHWE TICUXOJOTMUECKOW COCTABJISIONICHt MTPOBOTO IpOIecCa, YacTO pacCMaTpHBAIOTCS ee
OTIEeIbHBIC ACTIEKTHI (BOCTIPUSTHE (PPYCTPUPYIOLINX UTPOBBIX COOBITHI, peaTUCTUIHOCTD UTPOBOTO IPOCTPAHCTBA
¥ BOBJICUCHHOCTDH B UTPOBOI KOHTEKCT) 0e3 yueTa Crielin(pUKN UTPHl. B mambHEHIINX NCCaenoBaHUSIX TTIaHUPYET-
csI TToApoOHee OCTAHOBUTHCS Ha M3YICHUH CIIEIIN(UKH TTepepabOTKH ITOIyIaeMOT0 UTPOBOTO OIThITA U €T0 OTpa-
JKeHUSI Ha N30MPaeMBbIX TAKTUKAX UTPHI.

Karwoueevte caoea: BUICONTPHI, arpeccusi, UTPOBas AESITEIHBHOCTb, UTPOBOIM Mporecc, pedaeKCus UTPOBOTO
OITBITA.
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The article addresses the problem of designing a research model applicable to study of enthusiasm for video
games and aggression. As a possible way to overcome the existing contradictions in the research results, it is impor-
tant to study this interplay, taking into account the features of play activity. Video game is not an accurate model
of reality. It is based on a different, significantly simplified system of rules, and has a conventional nature. Thus,
it seems important to go on collecting information concerning the psychological aspects of the game process,
especially the ones, connected with the reflection of the play experience and the features of behavior in the game.
The purpose of this review is to identify the specificity of designing studies aimed at investigating the problem of
the implementation of the game process in video games and aggression in relation to the specificity of play activ-
ity. In few publications that pay attention to the psychological components of the gameplay its individual aspects
(perception of frustrating game events, realism of the game space and involvement in the game context) are often
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discussed without taking into account the specificity of the game. In perspective we intend to particularize the
specificity of processing the play experience, namely, the way it reflects in the chosen game tactics.

Keywords: video games, aggression, play activity, gameplay, play experience reflection.
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BBenenne

Ha ¢oHe noctaTouHO GOIBILIOrO OMbITa UCCIECIOBAHMUS
BUIIEOUTP B MCUXOJIOTUU, KaK OTHEJIbHASI TeMa, BbIIesIeT-
Csl B3aIMOCBSI3b YBJICUEHHOCTU BUACOUTPAMU U CKIOHHO-
ctu K arpeccuu. CounranbHasi 3HaYMMOCTb 3TOM MPOOJIeMbI
3aJ0OKyMeHTUpoBaHa B pe3oonuu «APA Resolution on
Violent Video Games» AMepUKaHCKOI MCUXOJOTHYECKOM
accourauuu. BHuMaHue cpokycupoBaHO Ha BO3MOXKHBIX
pUCKaX, B OCHOBHOM CBSI3aHHBIX C KOHTEHTOM BUICOUID
[9]. HecmoTpst Ha 3TO, paccMaTpuBaeMasl TeMa OCTaeTCst
JNHUCKYCCHOHHOM, TaK KaK yYeHbIe CTaJKUBAIOTCS C BbI30-
BaMH, MOApa3syMeBalOIIIMU HEOOXOAUMOCTh MePEeOCMBbIC-
JIUTh TPOTUBOPEUUS, KOTOPbIE 0OHAPYKUBAIOTCS B PE3YJib-
TaTtax ucciaegoBaHuii. Haubonee yacto ooCykaaloTcst T€0-
PETUKO-METONOJOTUYECKHE acTIeKThl YKa3aHHOMI Mpooiie-
Mbl, B YaCTHOCTU OCOOEHHOCTM IIOCTPOCHHUSI nu3aiiHa
ucciaegoBaHuii. Hampumep, B paMkKax oOCyXaeHMsT XapakK-
TEpHBIX OrpaHMYeHUit B uccienoBaHusix K.A. AHIepcoH
(C.A. Anderson) u b./Ixx. bymman (B.J. Bushman) o6pa-
1IaI0T BHUMaHWEe Ha TaKue MOMEHTbI, KaK HETOYHOCTU B
MOJETMPOBAHUN UTPOBBIX CUTYaIMii B BUAEOUTPAX; OTOOP
MepeMEHHBIX, XapaKTePU3YIOIIUX arpecCcrio; 0COOEHHOCTU
CTaTUCTUYECKON 00pabOTKU MOJyYEHHBIX JaHHBIX; PUCKH,
CBS3aHHbBIE C HEKOPPEKTHOM MHTEpHpETALMEN TaHHBIX
[12]. IBa mocliemHUX MOMEHTa TakxXe OTMEYaeT B CBOUX
nyonmnkanuax K. JIx. @epriocon (C.J. Ferguson) [20; 21].
I[Tomumo 3TOrO, HEOOXOAMMO OTMETUTH HaJW4YMe Y HEro
3aMeUYaHuli B OTHOLIEHUU TMoadopa 3KCHepUMEHTaTIbHbIX
METOIUK MJIs MOJIydeHUs] TaHHBIX 00 arpecCHMBHBIX TEH-
neHuusx [20; 21], a Takke KpUTUYECKHUX KOMMEHTapueB
o MOBOAY C1a00i 1oKa3aTeIbHOCTH MOJIOXEHWI KOHLIET-
uun «O6wmas monenb arpeccumn» («General Aggression
Model» — GAM), aKTUBHO MPOJIBUTaEMOM
K.A. Augepconom. Konuenuust GAM npennonaraet, 4To
WUrpa B BUACOUTPHI C HACUJIBbCTBEHHBIM KOHTEHTOM MPUBO-
JIAT K YCBOEHUIO MOJIeJIeii arpeCCMBHOIO MOBEACHUS U, KaK
CJIENCTBUE, K TIPOSIBJICHUIO arpecCUBHBIX TEHIEHLWM B
peanbHOCTU. B KayecTBe Oosiee yOeauTENbHON ajlbTepHA-
bl K.JIK. MepriocoH 1 ero KoJijiern OTMEJaroT eunome-
3y o gppycmpayuu [35], KOTOpYIO, B YaCTHOCTHU, pa3padaThbl-
Ban B. IMTmmbeibeku (A. Przybylski), ocHoBbIBasch Ha
KoHuenuuu <«Teopus camodemepmunayuu» («Self-
determination theory» — SDT) [14]. B paMKax rMmnoTesbl o
dbpycTpaluu cuyuTaeTcsi, YTO CKJIOHHOCTb K arpeccuu
MOBBIIIAETCSL B pe3yJbTare IepexkuBaHUsl (ppycTpauuu B
BUICOUTPE, a HE BBUIAY HAJIMYUST HACWJIBCTBEHHOTO KOH-

TeHTa. O. [TmmobUIbCKU, onupasich Ha KoHuenuuio SDT,
YTOYHSIET, 4YTO HauboJjiee 3HAYMMBIM (haKTOPOM pHCKa
ABJIsIeTCsl (DpycTparust MOTPEeOHOCTU B YYBCTBE KOMIIE-
TEHTHOCTH, BBIPaXXaloIIeicsl B ITOATBEPXKICHUM COOCTBEH-
Hoii addekTuBHOCTU. B KauecTBe BTOPOI ajibTepHATHUBBI
K.Ox. @epriocoH mpemiaract pa3pabOTaHHYI0 WM
«Kamanumuueckyro modenvy> («Catalyst model») [21; 36], B
paMKax KOTOpPOM OTPUILAETCSI MPUYMHHO-CIICACTBEHHASs
CBSI3b MEXIY YBJICUEHHOCTBIO BUACOUTPAMM C HACWIIb-
CTBEHHBIM KOHTEHTOM M CKJIOHHOCTBIO K arpecCHu; J0ITy-
CKAalOTCSI CIydyau, IIpY KOTOPBIX OoJiee arpeCCUBHbBIE TTOJIb-
30BaTEeJIM 4Yallle OTAAIOT IPEANOYTeHUE BUIECOUTIPAM C
HAaCWJIbCTBEHHBIM KOHTEHTOM; IPOABUTAETCSI HEOOXOIM-
MOCTb M3y4YEHHUSI PO TOTOJHUTEIbHBIX MEPEMEHHBIX B
paccMaTpuBaeMoil CBsI3M (HANpUMep, COLMAJIbHBIX U
reHeTHIeCKNX (akTopoB) [36].

B pamMkax coBpeMEHHBIX HCCJIeJOBaHUIA CTOUT 0Opa-
TUTh BHUMaHME Ha ellle OJMH acIleKT, CBA3aHHbBIM ¢ pac-
CMOTpeHMEM crelnubuKy BUIEOUrp. BKIIOYEHHOCTh B
WUTPOBOU MpOLECC, pealu3alusl ONPEACIEHHbIX 1EUCTBUIA,
a TakXe YCBOEHME WMIDOBOIO OIbITa PaccMaTpUBAIOTCS
JIOCTaTOYHO YIPOIIEHHO, YTO HAXOIUT OTPaXKEHMUE B Opra-
HM3alMKU cOopa AMITUPUUYECKUX TaHHBIX, XapaKTepHU3ylo-
IIMX OCOOEHHOCTU BOBJIEUEHHOCTU B Buaeourpy [4; 5].
Kak npaBuiio, uccienoBaTesivd IPUMEHSTIOT METOJI OITpoca,
MoJpa3yMeBaloLIMii cCaMOOTUET PECIMOHAEHTOB [5], 1ubO
paccMaTpuBalOT MTPOBYIO CECCUI0 KaK LIEJIOCTHYIO Tepe-
MeHHYIo [4; 5].

IMpencraBisercsi CyLIECTBEHHO BaXXKHBIM JETaJIbHOE
paccMOTpeHMe ITTOBEIeHMS KaK BHEIIHe HabJogaeMoi
CTOPOHBI UTPOBOTrO IpoIecca M ero ICUXOJOTMYeCKOro
kommioHeHTa. C OHOM CTOPOHBI, 3TO CBSI3aHO C MPUHIIU-
namMuy pa3paboTKy BUACOUTP, a C APYroil — ¢ 0COOEHHO-
CTAMU peaJn3allud WTPOBOM NesdATeNbHOCTH. B craTbhe
OyneT wucrojib3oBaThcsd omnpenaeseHue H. BDcmosuto
(N. Esposito): «a game which we play thanks to an
audiovisual apparatus and which can be based on a story»
[muT. mo: 4; 18]. OHO mepeBOAUTCST KaK «Mrpa, B paMKax
KOTOPOIi OCYILECTBIISIETCSI UTPOBasi aKTUBHOCTD, OIOCpPe-
JIOBaHHasl ayJauMOBM3yaJIbHOW ammapaTypoil, U KoTopas
MOXKET 0a3upoBaThCs HA UCTOPUU» [LIUT. MO: 4], TAe «urpa»
(game) — 3TO CMOJEJMPOBAHHAs CUCTEMa, CTPYKTypa
KOTOpO¥ 3aJaHa MpaBwiamMy (MEeXaHUKaMu); a «UTrpoBas
aKTUBHOCTb» (play) — 3T0 cBOOOAHOE ABMXEHUE B CHUCTE-
M€ B COOTBETCTBUU ¢ MpaBuiiamu [4]. Takoe BbimeneHUe
Urpbl (game) KaK CUCTEMbI MOATBEPXKIAIOT CJOBa IeiiM-
nu3zaitHepa JIxx. llenna 06 sHAOTeHHOI LIEHHOCTU ee 3J1e-
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MeHTOB [4; 31], 4TO, B CBOIO OUepeib, COOTHOCUTCS C Mpe/-
CTaBJEHUSIMUA O MHUMOM CUTYallu1, BO3HUKAIOILIEH B MPO-
1ecce MepPeoCMbICIEHUsT peaibHOM NeMCTBUTEIbHOCTHU [2;
4]. Yka3zaHHBIII MOMEHT MO3BOJISIET MOAYEPKHYTh YCIOB-
HBII XapaKTep BUIEOUTPHI U COOTHECTU C TaKUM THUIIOM
urp [4], BeiaensiembiM I'.T'. KpaBuossim u E.E. KpasioBoii,
KakK WTPhI 110 TIpaBWJIaM, B KOTOPBIX MHUMasl CUTYyalusl 1
npaBuia Takxke 3aJarTcs paspadoTuumkamu [2]. B atom
KOHTEKCTE 11eJIeCOO0pa3HO paccMaTpuBaTh pealu3aluio
WUTPOBOI ESITEIbHOCTU KaK C BHEIIIHE! CTOPOHBI, B ILTaHE
MOJYMHEHUSI KOHTEKCTY UTPOBOI CUTYallMU, TaK U CO CTO-
POHBI CITOCOOHOCTU 3aHUMATh B €€ OTHOILIEHUU JBYCYOb-
€KTHY10 no3uuuio [4]. JIByno3uIIMOHHOCTb, paccMaTpUBa-
emas I.I'. KpaBuoseim u E.E. KpaBiioBoii Kak IJIaBHbI
KPUTEPUIL UTPOBOI NESATEIbHOCTU [2], XapaKTepu3yeT ee
TMCUXOJIOTUYECKUI aCTeKT, MO3BOJISAS CIelubUIecKUM
00pa3oM OCMBICJIIUTh UTPOBOM OMBIT U ONTUMATIBHO COOT-
HECTHU €ro ¢ peajibHON AeMCTBUTEABLHOCTHIO [4].

Cremyet OTMETUTb, YTO UCCIENOBAHUS, B KOTOPBIX pea-
JIN30BBIBAJICS JETAJbHBIA aHAJIU3 MOBENACHUS BO BpEeMs
WUTPOBOI CECCUU W/ PACCMATPUBAJICS MCUXOJIOTUYECKUN
KOMIIOHEHT UTPOBOTO Tpolecca, MpoBOoAUIUCh. B Kaue-
CTBe MTpUMepa MOXHO MPUBECTU AUCCEPTALIMOHHOE HCCIIe-
noaHue JI. Takcu (D. Taxy) B KOTOpOM M3ydallUCh OCO-
OEHHOCTU MOPAJBHOTO BbIOOpa B BUAEOUTPaX B COOTHO-
LLIEHUY CO CKJIOHHOCTBIO K arpeccuu. JlaHHbIe 00 UTPOBOM
npouecce ObUIM TOJYyYEHBI C IOMOIIbIO aBTOPCKOTO
OINPOCHUKA, B paMKax KOTOPOTO PECIOHIEHTHI TaKXe
JIOJDKHBI OBbLTA aTh Pa3BEPHYTHI OTBET Ha BOMPOCHI O
MPUYMHAX TOBTOPHOTO MPOXOXIEHUST BUACOUTD (B Hccie-
NOBAaHUM pacCMaTPUBAINUCh BUICOUTPHI cepuit «Mass
Effect», «Fable» u «Star Wars: Knights of the Old Republic»)
U CIEJaHHBIX MOPAJIbHBIX BBIOOPOB. DTO MO3BOJISAIO
I. Takcu nosyduTh HEKOTOPYIO MHGMOPMAIIUIO O TICUXO0JI0-
TUYECKOM KOMIIOHEHTE UTPOBOTro IMpoliecca, moapasyMe-
BaBlleM peduiekcuto urposoro omnsita [33]. Caenyet otme-
TUTh MCCEAOBaHWE OCOOEHHOCTEeN WAEHTU(PUKALIUU
WUTPAIOILEro C ero aBaTapoM, OMMCAHHOE B CTaThe J. DUl
(E. Ash). PecnoHAE€HTHI MPOBOIUIU CECCUIO B CUMYJISITOPE
Ookca, B Xojie KOTOpoi (hUKCUPOBAIUCh UX HAEUCTBUSI.
IIpenmnonaranock, 4To (pakT COBMAAEHMSI pachl aBaTapa U
WUTPAIOIIEro 3a HEro pecroHAeHTa OyAeT BIUATh Ha €ro
urposoit mpoiecc [5; 10]. TToMumMo 3TOro, HECKOJbKO
WCCJIEIOBaHUIA, T NeTalbHO aHAIU3UPOBAIOCh UTPOBOE
noBeaeHUe, OBbUIO KpaTKO OMNMUCAHO B JUCCEpPTAlUU
. Takcu [33].

Takum 00pa3oM, meab HACTOSIEH CTaTbU — BbISIBIIE-
HUE crelu@UKU NOCTPOSHUS UCCIEeTOBAHWIA, HalpaBIeH-
HBIX Ha U3y4yeHUe MpobeMbl peau3alid UTPOBOro Mpo-
1iecca B BUJEOUTPAX U arPECCUU B COOTHOIIIEHUU CO CHell-
UGbUKON UTPOBOIA NEATEIBHOCTH.

YToObl MPOWLTIOCTPUPOBATH PACITPOCTPAHEHHOCTh
TaKMX UCCJIeOBaHUI, ObUT MTPOBEAEH MOUCK MyOIMKalUi
B 3apyOexHbIX 0a3ax MaHHBIX HAYYHOTO LIMTUPOBAHUS

«OpenAlex» 1 «Scopus», a TAaKKe Ha POCCUICKOM UHMbOP-
MallMOHHO-aHAJIUTUYECKOM nopraje «Elibrary».
ConepxaTesIbHYI0 OCHOBY MTOMCKOBOTO 3aMpoca COCTAaBU-
JIU KJIIOUEBbIe cjoBa «play activity» («urpoBas HesITeNb-
HOCTb») U «aggression» («arpeccus»).

Crnenyer oOpaTuThb BHMMaHHWE Ha HEOJHO3HAUYHOCTh
TOJIKOBAaHMSI TepMHUHA <«activity», MCIOJb3yeMoro B ¢op-
MYJIMPOBKAX TMMOUCKOBBIX 3alpocoB IS TJIaThOopM
«OpenAlex» n «Scopus». OH COOTBETCTBYET PYCCKOSI3bIU-
HBIM TIOHSITUSIM: «IIESTETbHOCTh» M «aKTUBHOCTh», KOTO-
pble, KaK TPaBUJIO, HE pacCMaTPUBAIOTCS KaK TOX/IECTBEH-
Hble. [Ipy 3TOM BOMpoc OO0 MX COOTHOILUEHUU SIBISIETCS
JMIMCKYCCUOHHBIM. Hampumep, ¢ 0HOI CTOPOHBI, aKTUB-
HOCTb paccMaTpUBAETCS KakK MPEANOChUIKA AeSTEIbHOCTH,
a C IPYroil — Kak YaCTHbBII mapameTp AesTeIbHOCTU, OTIU-
chiBalolIMii ee muHamuky [1]. B pamkax crtaTeu Takas
000011IeHHasT TPAaKTOBKAa TePMUHA «activity» MpeacTaBisi-
€TCS HE3HAUUTETbHBIM OTpaHWYEHUEM, TaK KakK OOIIUM
MOMEHTOM JIJII TOYEK 3peHUsS] MHOTMX aBTOPOB SIBJISIETCS
COBMECTUMOCTh ITTOHSTUIN <«IeSITeIbHOCTh» U <«aKTHB-
HocTb». Ho ciienyer uMeTh B BUAY, YTO C MO3ULUI 3apy-
OeXHBIX HccleqoBaTesiell Kpyr sIBA€HUIA, COOTBETCTBYIO-
LW TIOHSITUIO «activity», TOCTAaTOYHO IIMPOK, B TO BPeMsI
KaK OTEYECTBEHHBIE aBTOPHI PACCMATPUBAIOT <«IESTEJb-
HOCTb» (TEPMUH BKJIIOYEH B (DOPMYJIUPOBKY MOKUCKOBOTO
3anpoca sl 37eKTpoHHoro pecypca «Elibrary») Oosnee
JIETaTbHO. DTO MPEANOJOXKUTEIBHO HAXOAUT OTPaKEHUE B
MOJXO/IaX K TOCTPOCHUIO UCCIEIOBAHUI U, COOTBETCTBEH-
HO, B pe3yJibTaTax noucka nmyoaukaunuii. [To atoit mpuunHe
JUUISL OTTPAHUYEHUS CTaTEel MO COOTBETCTBYIOIIEMY KITIOUe-
BOMY CJIOBY OBLIA MCIIOJIb30BaHbl aBTOMATU3UPOBAHHBIE
cpencTBa 0a3 MTaHHBIX HAYYHOTO HUTUPOBaHUSL. OTMETUM,
YTO OCHOBHBIE COJEpPXKATeJIbHbIE ACMEKThl UTPOBOI Oesi-
TEJIbHOCTU ObUIM MpeJCTaBIEHBI paHee B cTaTbe. [anee, ¢
OIOPOI HAa HUX OYAYT paCCMOTPEHbI KOHKPETHBIE BOMPO-
Chl, IOJHUMAaEMbIe B 0003pEBAEMBbIX MYOJIUKALIUSIX.

IMonyuenHas Beibopka myonukauuit (N = 532) Oblia
OorpaHMYeHa 1O KPUTEPUIO YIOMMHAHUS BUIEOUTP B
Ha3BaHMSIX, KJTIOUEBBIX CIOBaX M aHHoTanuu. Hamuuume
MPeIBAPUTEIbHOTO TMEpevyHs MyOJUKalMil IMO3BOJIUIO
Oosiee JeTalbHO HX MPOAHATU3UPOBATH. YUUTHIBAIUCH
CIeAyIolMe MOMEHTBhI: ToHsATUI0 <«Video game»
(«Bupeourpa») cooTBeTcTBYIOT cUHOHUMBI «Electronic
game» («DiekTpoHHas wurpa») u «Digital game»
(«OudpoBass urpa»), OHO BKJIOYAET YACTHBIE MOHSTUS
«Computer game» («KommblotepHas wurpa») u «Online
game» («OHNaliH-UTrpar), a TaKKe BCeraa noapasyMeBaeT-
cs B cllydyasix, Koraa 00CyXkIaeTcsi UTPOBOE PACCTPOCTBO
(xom mo MKB-11: 6C51)". B pesynbTarte ObLIU yAadcHBI
MyOJUKAIMU Ha UCTOPUYECKYIO, COBPEMEHHYIO MOJUTUYE-
CKYIO U CITOPTUBHYIO TeMaTUKy. B mpuoputeTe ObLIN TICH-
xojiornueckue ctatbu (N = 37), MOCBSIIEHHbIE paccMO-
TPEHUIO BUICOUTP, a TAKXKE MyOJIMKAllUU, pacCCMaTpUBAIO-
1II1€ TICUXOJIOTUYECKUIT KOMITOHEHT YBJICUEHHOCTH BUJIEO-
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UTpaMU U UTPOBYIO AeSATeIbHOCTb. B aTOM 0030pe Oymer
yIeleHo BHUMaHWE ITyOJIMKalusM, KOTOpble Haubosee
MMOJTHO PacKpPBIBAIOT TPOOJIEMATUKy, OOO3HAUeHHYIO B
HACTOSIIEH CTaThe.

OcHoBHAA YACTH

B pamkax nanbHeriiero aHaausa myoaMkaluu OyayT pac-
CMaTpUBAThCS IO TEMaM, OCHOBAHHMEM JUIST BBIIEJIEHUST KOTO-
pBIX Oynet crenuduka coopa JaHHBIX 00 UTPOBOM ITpoLiecce
B BUJIEOUTPAX C yKazaHUEM TTPEBATMPYIOIIETO METO/IA.

OTnebHO BhIIeJIEHB 0030pHBIE CTATh — BBUILY 0000-
IIEHMS TIPEICTAaBIICHHBIX B HUX UccienoBaHuii. Hanbosee
YacTo B KauecTBe OCHOBHOW IMPOOJEMbI aBTOPHI paccMa-
TPUBAIOT CYILECTBYIOIINE TPOTUBOPEUUs] B Pe3yjbTaTax
WCCJIEIOBAHMI, OTTMCHIBAIOIINX M OOBSICHSIIOIINX HETaTUB-
Hble 2(GEKTH YBICUYEHHOCTH BUICOUTPAMM, TaKue Kak
BJIUSIHME HAaCWIbCTBEHHOTO KOHTEHTa Ha arpecCUBHBIC
TEHIEHIINY, aJUINKTUBHOE TIOBEIEeHUE, 00eTHEHNE COLIM-
AJBHBIX CBSA3€1 M CHDKEHUE XapaKTePUCTUK SMOIIMOHAb-
Horo uHTesexkTa [11; 25; 29]. JanbHeiilee pacCMOTpeHUe
MPOOJIEMbI TIPOXOIIUT TIO IBYM CJISIYIOIINM TPACKTOPUSIM.

K nepBoii MOXXHO OTHeCTH OoJiee TTOIPOOHOE 00CYXIe-
HME TIPOTUBOPEUMBBIX JAHHBIX, MOTy4aeMbIX B XOIE MCCIIe-
JOBaHMi1. B OoJtbIleii cTeneHn pUBJIeKaeT BHUMaHUE 3aMe-
yanre H. Mmpana (N. Imran) mo moBoay MpUHSTUS MPO-
unakTnyeckux Mep Tipu paboTe ¢ pUCKaMU BO3ZHMKHOBE-
HUSI yKa3aHHbIX BbIlle 3¢ddekToB. B cBoeli craTthbe aBTOP
ccbutaetcs Ha myonukanuio M.A. Mopeno (M.A. Moreno) u
ee KOJUIeT, COTPYTHUKOB AMEPUKAHCKON aKageMUH Tieua-
Tpuu (AAP) [25], npeacTaBUBIINX CEMENHHBIN TUIaH UCTIOb-
30BaHus Menua «Family media use plan» [28]. Kaxmbiit
KOMITOHEHT, BXOJSIIMA B COCTaB 3TOTO WMHCTPYMEHTA,
CONEPKUT KPAaTKUIi KOMMEHTapHii ¢ 00BSICHEHUEM €TO CIell-
UGUKA U TIPAaKTUYECKNE PEKOMEHIAIMU TI0 ONTUMU3aIuN
MEHEIKMEHTa BOBJIEYUEHHOCTH B MeIMANpoCcTpaHcTBo. [LnaH
MpeaHa3HayeH, B IEPBYIO OUePeIb, IS JIIO/Iei, He 0banaro-
IUX CIENUaTbHBIMA 3HAHUSIMHU B 00JACTH TICUXOJIOTUU
[19]. Heobxomumo AOMOTHUTEIBHO 00pAaTUTh BHUMAHUE Ha
TOTBITKM OOBSICHUTh OTCYTCTBUE CBSI3U MEXJY YacTOTOMN
HaCUJILCTBEHHBIX TIPECTYTIICHUH 1 YBJIEYEHHOCTBIO BUIEOU -
rpaMu C HaCWUJIbCTBEHHBIM KOHTeHTOM. Hampumep,
III. batru (S. Batty) mpeiaraeT OpueHTUPOBATLCS HA 2UnO-
me3y 0 Kamapcuce W KOHIUCTIINIO «Teopus pymuHHOU Oes-
menvHocmu» («Routine activities theory» — RAT) [11].

Bropast TpaekTtopusi pacKpbIBaeT IOJIOXHUTEIbHbIE
3¢ deKThl yBIeUeHHOCTH BuaeourpamMu. K HMUM oTHOCAT
yJTyqllieHue KOTHUTUBHBIX TTOKa3aTesieil, MOTOPUKHU, COLIH -
aJIbHBIX HAaBBIKOB, SMOILIMOHAJIBHOM KOMITETEHTHOCTH [24;
32]; moBblllIeHUE CKJIOHHOCTU K MPOCOLMATBLHOMY TTOBE-
neHuto [24; 29]; a Takxke MOTUBALIMOHHbBIE (PaKTOPHI, KOTO-
pbIe MOTYT CTaTh PECYPCOM [IJIS OpPTaHM3alMu O0yYEHUS C
aJIeMeHTaMU reiimudukanuu [29].

IMonBons uror, ciieyeT OTMETUTh, YTO B (DOKyce BHU-
MaHUsI aBTOPOB 0030pOB HAXOMWUTCS (DAKT HATWYUS yKa-
3aHHBIX BbIlIE 3((PEKTOB, a TAKXKe HEKOTOPBIE UX COAEP-
XaTeJbHble OCOOEHHOCTU. METoAbl MCCIeNOBAHUS OCO-

OeHHOCTEel WTpPOBOTO TIpollecca HE paccMaTpUBalOTCS
JIeTaIbHO — YIeJsIeTCsl BHUMaHNe BPEMEHU, OTBOIUMOMY
Ha BUICOUTPBI, B KOHTEKCTE OOCYXIEHUS 3aBUCUMOTO
noseneHus [25; 29].

Janee Oynet naHo 0oJiee AeTajabHOE OMrcaHue Mpooie-
MaTUKM nyoavkauuii. BHUMaHue Takke OyneTr oopalieHo
Ha 0COOEHHOCTU MCCJIEOBAHUS TICUXOJIOTUIECKOTO KOM-
TOHEeHTAa peain3allui UTPOBOTO IpoIiecca.

Hccaenoanue yBie4eHHOCTH BUIEOUTPAMH

METO0M ompoca

B craThsix, OTHECEHHBIX K 3TOMY THUITy, aKIICHTUPYETCSI
BHUMaHUE Ha BUAEOUTPOBOI 3aBUCUMOCTH [37], a TakKe Ha
B3aMMOCBSI31 arpeCCUU U YBJIEYEHHOCTH BUaeourpamu [26].
Hcnonb3oBaHue MeToja orpoca isd coopa MHGopMaluu
00 0COOEHHOCTSIX peaju3allui UTPOBOTO Mpoliecca B pac-
CMAaTpUBaeMbIX IMyOIMKALMSIX MTO3BOIUIIO BBISIBUTH BPEMS,
yaesieMoe Buaeourpam [26; 37], 1 urpoBble MpearouTeEHMUST
Mo OWHApPHBIM MpU3HAKaM (Mpemiarajicsi BBIOOP MEXIY
OTHOITOJIb30BATEIbCKUMU W MHOTOIMOJIb30BATEIbCKUMU
npoekTamu [26], a TakKe BUICOUIPAMU, COAEPKALIMMU
HACUJIbCTBEHHBI KOHTEHT U He conepxawumu ero [30]).
CrieyeT OTMETUTh, YTO BHUMAHUE TakKXkKe YIeIsI0Ch JOTO-
HUTEJIBHBIM TIEPEMEHHBIM, TAKUM KaK ceMeliHast yCTONIn-
BOCTb K (haKTOpaM pUCKa B CBS3U C BBIOOPOM HACUJIbCTBEH-
HBIX WM HEHACUJILCTBEHHBIX BUAEOUTD [7], a TakKe cuTya-
uust camousossitvu B nepuof nmanaemuu COVID-19 kak
(akTop prcka BO3HUKHOBEHUSI UTPOBOI 3aBUcUMOCTH [17].

OOpaTM BHMMaHHE Ha TO, YTO MCHUXOJOTHYECKUIA
KOMITOHEHT peaJiM3allii WTPOBOTO IIpollecca YacTUYHO
paccMatpuBaetcs B myoaukaiuu X. @pancuc (H. Francis).
ABTOp He HcceayeT 0oCoOOeHHOCTU pedieKCUu UIPOBOTO
OIbITA PECTIOHACHTAMM, HO U3y4aeT UX MOTUBALIUIO K UTPe
[22]. DTOT MOMEHT MOXHO paccMaTpuBaThb KaK Koppe-
CMOHAUPYIOIIUI C OCOOEHHOCTSIMU UTPOBOW AESTEIbHO-
CTU TI0 MPUYUHE TOTO, YTO UTPOBOI1 MOTHUB YaCTO OTIHCHI-
BAaIOT B CBs3MU ¢ Heii [3; 6]. Takxke HEOOXOAUMO YYUTHIBATD
ero creu@uueckuili xapakrep, 3aKJIIOYAIONIUICS B TOM,
YTO UTPOBOM MOTUB C(POKYCHUPOBAH HA MPOLECCE UTPHI, a
HEe Ha ee MPaKTUYEeCKOM pe3yJbTaTe — 3TO BHYTPEHHE
MOTUBHUPOBaHHAs AeITEILHOCTD [3; 6].

Hccnenopanne X. @psHCUC OBLIO HAILIEICHO HA BBISIB-
JIEHUE CBSI3U MEXIY YBJIEYEHHOCTBIO COPEBHOBATEIbHBIMU
BUJIEOUTPAMU U CKJIOHHOCTBIO K IOJOXUTEIbHBIM WJIN
OTPULIATEJIbHBIM 3MOILIMOHAJIIBHBIM peaklusiM. Takxke B
9TOW CBSI3UM paccMaTPUBAJICS MOTUBALMOHHBIA KOMIIO-
HeHT. B cBoeit cratbe X. PpaHCKUC yKa3bIBaeT Ha TO, YTO
BKJIIOUEHHOCTh B COPEBHOBATEIbHbIE BUACOUTPHI Y psiaa
ABTOPOB COOTHOCUTCS C YCWJIEHUEM arpecCUBHbBIX TEHICH-
uuii [22]; DOMOJHUTEIBHO 3TO MOJOXEHUE MOMIePXKUBa-
erca wuccaegoBanusasmu K. JIx. @DepriocoHa wu
. IMuOBUTbCKM, MPOBEAEHHBIMUA B paMKaxX IMPOBEPKU
eunomesvt 0 gpycmpayuu [14; 35]. OnucbiBasi MOTHUBALIU-
OHHBII KOMITIOHEHT, X. PpaHCKC TTOIB3YeTCsl KOHIIETTIE N
SDT, na xoropyto onupaicsa 3. ITmubsuibcku [14], HO
X. ®psHcUC akleHTUpyeT BHUMaHWE Ha TaKMX THUIIAxX
MOTHUBAIIMM, KaK BHEUIHSISI, BHYTPEHHSISI W OTCYTCTBUE
MOTUBALMU. Y PECMOHIEHTOB, KOTOPbIE WIPalyd dYallle,

136



Tonomapesa E.C.

Crenunduka nU3ydeHUst UITPOBOTO MPOLIECCA B BUACOUTPAX
M €T0 CBSI3M C arpeccreil B 3apy0eskKHbIX UCCIeI0BAHUSIX
CoBpeMeHHas 3apy0eskHasl [ICUXO0JIOTUSI.

2024. Tom 13. Ne 3. C. 133—142.

Ponomareva E.S.

Specificity of the Study of Gameplay in Video Games and its
Link with Aggression in International Studies

Journal of Modern Foreign Psychology.

2024, vol. 13, no. 3, pp. 133—142.

Obl1a BBISIBJIEHA 0OJiee BBICOKAsT BHYTPEHHSISI M BHEIITHSISI
MOTHBALIMS, a TaKXKe 60jiee BBICOKAsI CKIIOHHOCTbD K MO3U-
TUBHBIM 3MOIIMOHATBHBIM peakiusm. X. @paHcuc obdpa-
IaeT BHMMAaHWE Ha 3HAYMMYIO TPSIMYIO CBS3b MEXITY
BBIPAXKEHHOCTHIO MOTHMBAILlMM M 3MOLIMOHAJIBHBIX peak-
1WA, KaK TOJOXUTEJbHBIX, TaK U OTPULATEIbHbIX [22].
Tem He MeHee, paccMaTpuBasl pe3yJabTaThl 0oJiee AeTalb-
HO, HEOOXOIMMO OTMETUTh TEHICHIIMIO K 00Jee CUIbHOMI
CBSI3M MEXIY BHYTPEHHE MOTUBAIIMEN M CKIIOHHOCTBIO K
TMO3UTUBHBIM AMOIIMOHATBLHBIM PEaKIIUsIM, B TO BpeMsT Kak
KOppEJSIIAS MEXIy BHEIIHEH MOTHBAIMEN U yKa3aHHBIM
TUITOM SMOLIMOHATBHBIX peaKIuii Obuta cnabdoii. [Toxoxas,
HO OoJiee ciadast TeHACHLIMS HaOII0AaeTCsI OTHOCUTEIbHO
HETaTUBHBIX 9MOIIMOHATBHBIX peaKiuii (ObUIM BBISIBICHBI
ciabbie c¢Bsa3u). CTOUT yKazaThb Ha TO, YTO YTBEPXKIECHUS,
BKJTIOUEHHBIE B IIIKAJTy BHYTPEHHEW MOTUBAIIMU OTIPOCHM-
Ka «lllkanra cumyayuonnoit momusayuu» (<«Situational
Motivational Scale» — SIMS), KOTOpbIIi MCMOJIB30BATACH
X. @®psHCcUC [22], COOTHOCITCS CO ONMCAHHON BBIIIC
crielinUKON UTPOBOM MOTHBAIIMU. YUUTHIBAsI 3aMedyaHue
X. ®psHCUC OTHOCUTENIBHO TOTO, YTO HETaTUBHBIE MO-
11U, TI0JTydaeMble BO BPeMsI CECCUU B COPEBHOBATEILHOM
BUJICOUTPE, COOTHOCSTCS C CUTyallMeil IMpOUTpHINIA WU
arpecCUBHBIMU TEHAECHUUSAMU [22], CTOUT OTMETUTH €ro
OJIM30CTh K YKa3aHHOM BbIlIE eunomese o ¢ppycmpavuu [14;
35] u obpatuTh BHUMaHUE Ha 60Jiee BBIPAXKEHHYIO Pa3HU-
Iy B TUMaX 3MOIIMOHAJIBHBIX peaklnii MpU BHYTpPEHHEM
MOTHMBAIIMU, YeM TIpM BHEIIHE. DTOT MOMEHT MOXET
OBITH MHTEPECEH C TOUYKU 3PEHUST PACCMOTPEHUS TIPOTUBO-
peunii B pe3yibTaTax MCCIeNOBaHWM, BBICTPOCHHBIX Ha
OCHOBE YKa3aHHOU rumnote3sl [35], a Takke B paMKax aHa-
JIu3a C TMO3ULIMIA UccaeaoBaTeseil, U3yJamlux crnocoo-
HOCTb K peaju3aliiyi UTPOBOM NESITeIbHOCTH U €€ CIelM-
(uueckyio MmotuBauuio [3; 6]. JONOJIHUTENLHO, B LIEJIOM,
o0paTUM BHUMaHME Ha YCJIOBHBII XapaKTep J000ii UTPBI 1
Ha TMOCTPOeHUE B Hell MHUMOU cutyauuu [2; 4], roe Bce
OOBEKTHI U MPaBUJIa UTPHl UMEIOT IHJIOTEHHYIO IIEHHOCTD,
KOTOpasi BHE UTPOBOW CUTyallMu He akTyanabHa [4].

PaccmoTtpenne ceccuu BHAEOMTPbI KAK HEJIOCTHO#

nepeMeHHo# B 3KCIiepUMeHTe

HccnenoBaHusi, B KOTOPBIX CECCHSI BUIEOUTPHI BHICTY-
MnaeT Kak LeJIOCTHasl MepeMeHHasi, OCBEIalOT B KaueCTBE
OCHOBHOM Mpo6JieMbl 3(h(HeKThI, BOZHUKAIOIINE B PE3YJib-
TaTe UrpoBoro mpoiecca. PaccmarpuBaeMbie 3(PdeKThI
HOCSIT KaK TTO3UTUBHEBIN, TaK U HETATUBHBIN XapakTep 1, B
LIEJIOM, COJEPXKATEeJbHO COOTBETCTBYIOT O0O3HAYEHHOMY
BBILLIE KPYTY TPOOJIEM.

OmHUM M3 3aMETHBIX TPEHIIOB, Ha KOTOpbIE CIIemyeT
00paTUTh BHUMaHUE, SIBJISIETCS TIOCTPOCHUE OOBSICHEHUS
3¢ (HEeKTOB BOBICYCHHOCTH B BUJICOUTPHI C TMMO3UIIUI TICH-
xousnonornu. Tak, pucK UTPOBOM AITUKIIUM U TIOBBI-
IIEHWST YPOBHSI arpecCUy CBSI3BIBAIOT C M3MEHEHUSMU B
(byHKIIMOHMPOBAHUY TOJIOBHOTO MO3Ta, MPUBOISIIIMM K
YXYILIEHUIO CIocoOHOCTU K camoperyisiuuu [15]. C npy-
roii CTOpoHbI, B JoHTUTIOAHOM McchaenoBaHun K.X. KBak
(K.H. Kwak) sMnupuyeckyo MOAIEpXKKY MOaydyaeT Mpo-
TUBOTOJIOXHBIN 3 deKT, Mpu KOTOPOM yKazaHHasl CITO-

COOHOCTB yJlyullanach. ABTOP CBS3aJl 3TO C YCIOBUSIMU
TMOCTPOEHMST AKCIIEPUMEHTATLHON CUTYalluM, Tpearoia-
raBIIMMU W3yYeHUE BIUSHUS TUIAHUPOBAHUSI BPEMEHH,
OTBOJMMOTO Ha BUICOUTPHI (PECTIOHACHTHI COCTABIISIIN
cooTBeTcTByONIee pacnucanue) [13]. CTOUT OTMETUTB,
4yTO pe3yabTaThl, ojaydyeHHble K. X. KBak, cooTHOCSTCS ¢
BbIBOJaMU A.A. MakcuMmoBa O POJIM CaAMODETYJISILUA B
CHUXEHUM pHUCKAa 3aBUCUMOCTU OT  BHJICOUTP.
A.A. MakcuMOB TakxXe aKLEeHTUpPYeT BHUMaHUWE Ha TOM,
YTO CAMOPETYJISLUS KOPPECHOHAUPYET C MPOU3BOJBHO-
CTBIO MTPOBOM NIEATEILHOCTH, KOTOpasi pa3BUBAeTCs TPpU
YCJIOBUM peanu3aluu rnocieaHei [3].

[MonoxurenbHbie 2 MEKTH BOBIEUEHHOCTH B BUIEOU -
I'PBI pacCMaTPUBAJINCH, KaK MTPaBUIIO, B KOHTEKCTE 00CYX-
JIEHWsI BOTIPOCOB OOYYeHMsT (B YACTHOCTH BKJIIOUEHMS B
HEro 2JeMEHTOB reiMuduxkanuu) [8], yaydiieHus: KOrHu-
TUBHBIX CIIOCOOHOCTE [16] M pa3BUTHUSI SMOLIMOHATBHOTO
uHTeIekTa [38].

[Mcuxomornueckuit aCeKT peaan3aliii UTPOBOTO TPO-
liecca 3aTparuBajics B UccienoBaHusx peako. Hampumep,
A. Nukcut (A. Dixit) onucbeiBag U3MEHEHUs BbIPAKEHHO-
CTU MOTHBOB YBJICUYEHHOCTH BUACOUTPAMU (MOTUBBI
COBJIaZIaHU 1, YIOBJIETBOPEHUS CBOUX XKEJTaHU I, BOBJIEYEH-
HOCTH B UTPOBOM TIPOIIecC, COIMaIbHbIE MOTUBHI) B JIOH-
TUTIOAHOM HcclenoBaHUM. B KauecTBe He3aBUCUMOM
TepEMEHHOI BBICTYAJIO YYaCTUE B CECCUSIX BUICOUTPHI
JUTUTELHOCTRIO B 1 Yac, Ha npotskeHun 10 gHeii [16].

IlpuBnexkaer BHuMaHue cTatbd K.JI. TIposca
(C.L. Groves), rne onucbiBaaoCh UCCAeA0BaHNUE Kay3aib-
HOW CBSI3U MEXKITy KOHTEKCTOM BUJIEOMTPHI C HACWJIbCTBEH-
HBIM KOHTEHTOM (peaTMCTUIHBIM UJIW HEPEeATNCTUIHBIM)
u arpeccueil. B kauecTBe MepeMEHHBIX, OMOCPEAYIOLINX
3Ty CBSI3b, BBICTYNaJl KOHCTPYKT «fantasy tendency» [1uT.
no: 23], CKJIOHHOCTbh K (PaHTa3UPOBAHUIO WIU YBJIEYEH-
HOCTb (paHTACTUKOHW (MOjepaTop), M BOBJIEYEHHOCTh B
WTPOBOM Tpoliecc (MeauaTop) B paMKaX CeCCUU, OpraHu-
30BaHHOI 3KcriepuMeHTaTopamMu. Heo6xoaumMo OTMETUTD,
yto K.JI. I'poBC He MOSICHSET colAepXaHUe MepeMEeHHOMN
«fantasy tendency», T03TOMy CIIEKTp BUJIOB JIESTETLHOCTH,
CBSI3aHHBIX C HEl, MOXET ObITb OY€Hb IIUPOK [23].

PesynbraThl ccae10BaHMS TOKA3aJIU, YTO PECTIOHICHTHI
C BBICOKMM MOKa3aTejieM CKJIIOHHOCTU K (PaHTa3UupPOBAHUIO,
KOTOPBIX TIOMECTWJIM B HEPEATMCTUIHYIO MTPOBYIO CHUTYya-
LIAI0 IEMOHCTPUPOBAJIM TIOBBIIIIEHNE YPOBHS arpeccuu Mpu
BBICOKOI BOBJIEYUEHHOCTHU B UTPY. B KauecTBe 00BSICHUTE b~
Hoil Moaenu, Ha koTopyto onupaics K.JI. I'posc, BeicTynana
koHuenuusi GAM. Vicxonst u3 Hee, aBTOp Ipeanoarai, 4To
BO3JEHCTBUE MENMAKOHTEHTA YCWJIMBAETCS, €CJIU YEJIOBEK
BOBJIEUEH B ero KoHTeKcT [23]. Tem He MeHee HEOOXOAUMO
OTMETHTD, YTO CHYDKEHHAsI PEaTUCTUYHOCTh UTPOBOTO TTPO-
CTpPaHCTBA TIPEIITOJIOXUTETHHO MOXET IOAYepPKUBATh
YCJIOBHBIN XapaKTep BUIACOUTPHI, a CTETIEHb BOBJICUEHHOCTU
B UTPOBOM MPOIIeCC — OKa3bIBATh BIMSHUE HAa CTIOCOOHOCTD
3aHSTh IByCYOBEKTHYIO MO3UINI0. CTOUT MOMYEPKHYTh, YTO
TIPUHSITUE IByCYOBEKTHOM TTO3UIIMY B UTPOBOIA IESITETLHO-
CTH MOKET HOCUTh HE CUMYJIbTAHHBIH, a ITOC/IeI0BATEIbHBII
XapakTep (B CUTyallud UTPbI TIPUHUMAETCS] BHYTPUUTPOBAsT
TO3UIIMSI, COOTBETCTBYIOIIAs, HAIpUMep, WIPOBOM POJIH;
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MOCJI€ UTPbl — MO3ULIKS BHE UTPBI, TPEAITOIAratoliasi BbIXO
M3 UTPOBOIi pOJiv U pedieKcHuIo urpoBoro omnbita). Kak npa-
BWJIO, 3TO 0OJiee XapaKTePHO JUIS UTP, B KOTOPBIX Ha MEPBBIA
TUTAH BBIXOJST MPaBWIa, B TOM YKC/IE 3aKPEILISIONINe Ompe-
JieJIeHHbIe (DYHKIIMY 32 UTPOBBIMU OOBEKTAMU, a BOOOpaxa-
eMas cuTyalusi MeHee odyeBuaHa [2]. [ToaToMy B paMkax
paccMaTpuBaeMOro UccieIoBaHus ObLIA Obl LIEHHBI JaHHbIE
0 colepXaTeJbHbIX OCOOEHHOCTSIX BOCIPUATUSI U pedek-
CHUM MOJTYYEHHOTO UTPOBOTO OIBITA.

AHaJM3 MoBeIeHNs PECTIOHIEHTOB B X0/ UTPOBOIi CeCCun

H71s1 vuccreqoBaHWiA, MOABEPraloIMX aHAIU3Y UTPOBOM
MpoI1iecc, XapaKTEepPHO CYIIECTBEHHOE BO3pacTaHWe pOJIU
MeTojIa HaOJIOIeHU S, TIO3BOJISTIONIETO (PUKCUPOBATH OTIpe-
JIeJIEHHbIE UTPOBbIE COOBITHS WK AeiicTBrs. Kak yka3biBa-
JIOCh paHee, OHM BCTPEUAIOTCs JOCTATOUYHO peaKko. MoXHO
BoLaeUTh myonukauuio C. IMumroHa (S. Pichon), B koTopoit
TPUCYTCTBYET OTMCAHWE WCIOIb30BAHUST NAaHHBIX, TOJY-
YEHHBIX B pe3y/ibTaTe HAOTIONEHNS 3a ITOBEIEHUEM B UTPE.
CiieyeT OTMETUTB, YTO BUICOWUTPHI MCIOTB30BAUCEH IS
MOIETMPOBAHMS IKCIICPUMEHTAIBHBIX CUTYalMii, B KOTO-
PBIX OlLIEHMBAJIACh CKJIOHHOCTh K aJIbTPYU3My, a MH(opMa-
1Ms1 00 0OCOOEHHOCTSIX YBJICUEHHOCTU BUAEOUTPAMU COOM-
payiack paHee, B xoze orpocoB — C. [MuiioH ¢ Kosieramu
WCITOJIb30BAJIM TMOJydYeHHbIEe 0a3bl JaHHBIX U1 OTOOpa
pecrionieHTOB. OIHO W3 TIPEAIOOXEHNI aBTOPOB Kaca-
JIaCh TOTO, YTO JIIONIU, TIPEATIOYNTAOIINE BUIEOUTPHI, 000-
3HAUYEHHbIE KaK IMTPUHAJIEKAIINE XXaHPY «IKIIeH» (PECTIOH-
JEHTHI COOTBETCTBYIOIIECH IPYIITEI UTPAJIU B IIIyTEPHI OT 1-TO
1 3-To JIMlLla HE MeHee 5 4acoB B Heneso), OyayT MeHee
CKJIOHHBI K aJIbTPYNCTUYECKOMY TIOBEJIEHMIO IO CpaBHe-
HUIO C YJaCTHHUKAMU W3 KOHTPOJBHOU TPYIIIbI, KOTOPEIE
WUrpav He OoJjiee yaca B HENeJI0 B BUICOMTPhI YKa3aHHOTO
TUMA U He 0oJiee 5 YacoB B BUACOUTPHI JTIOOOTO TUIIA.

DTa rurnoTe3a aMIMPUIECKON MOIEPXKKU He TToTydnsia
(pa3nmuuust MeXIy IpyInamMu pecrioHIeHTOB He ObUIH CcTa-
TUCTUIECKU 3HAYMMBIMHK ), HO OHA MHTEPECHA TeM, UTO JUTS
OLIEHKM CKJIIOHHOCTH K aJIbTPYHU3My IIPUMEHSUIUCH WUTpa
«JlukraTop» 1 Bumeomrpa «The Zurich prosocial game»,
pa3zpaboTaHHbIe KaK METOJMKH JIJIST TTPOBEIEHUS IKCTIEPH -
MeHTOB. MHpopMalus, rmonydyeHHast B XoJe MHTepIIpeTa-
MU JaHHBIX O PEIICHUSX, IIPUHSTHIX PECIIOHACHTAMU B
urpax (repegavya yacTu OYKOB JIPYTOMY YYaCTHUKY B UTPe
«JIuKTaTOp» W MOMOIIbL APYrOMY YIACTHHUKY B IIpeomoie-
HUM nytd B Bumeourpe «The Zurich prosocial game»),
WCTIOJIb30BaJIach ISl XapaKTePUCTUKN CKIIOHHOCTH K TTPO-
SIBJICHUIO aJIbTpyu3Ma. JIOToTHUTEIBHO AKCITEPUMEHTATO-
pBI COOOIIATM PECITOHJEHTaM, YTO OYKH, 3apaboTaHHbIE
BO BpeMsI UTPOBBIX CECCUiA, OYIYT ITepeKOHBEPTUPOBAHEI B
peasibHble IEHbIU U NepeJaHbl uM [34].

KoMmMeHTHpYS TpencTaBiIeHHBIE METOTUKH, MOXHO
OTMETUTH TUITMYHEIC IJISI JJa0OPATOPHBIX SKCIIEPUMEHTOB
OTpaHMYEHUsI, Kacalolluecs] HEBO3MOXHOCTU pacIipo-
CTpaHeHUsI ITOJTYIeHHBIX TaHHBIX Ha IMUPOKUI KPYT peajib-
HBIX CUTyallnidi. BaxkKHBIM acIeKTOM CHUTyallMit, CMOIEII-
poBaHHbIX C. [IMIIIOHOM M KOJIJIeTaMM, SIBJISIETCST aKIIeH-
TUPOBaHWE BHUMaHMSI PECTIOHACHTOB Ha peaJlbHOM BO3Ha-
rpax/IeHUU, KOTOPOe OHU IOJIydYaT IoCJie UTP U KOTOPOe

Oyaer 3aBUCETb OT MX DPe3yJbTaToB. MOXHO MpPEANnoso-
KWUTb, YTO 3TOT MOMEHT IO3BOJISIET B HEKOTOPOl CTeTIEHU
TIPEOIOJIETh YCJIOBHBIN XapaKTep UTP BBUIY aKTyau3aliuu
BHEIIITHETO OTHOCUTEJIbHO MTPOBOIl CHUTyallMM MOTHMBa U
TEM CaMblM HEMHOTO TPUOJM3UTH IKCTIEPUMEHTAIbHBIC
cuTyallMu K jaeiicTBuTenbHOCTH. Ho mist obocHoBaHUS
9TOr0 TPEANOJIOXKEeHUS 1ieJecoodpa3eH yyeT 0COOEHHO-
CTell OCMBICTICHUSI PECTTOHICHTAMU TTOJIyYEHHOTO OTIBITA.

OrpanuyeHus1 CTaTbu

Heob6xoanmo noguyepkHyTh, YTO HACTOSIIIAs CTaThsl HE
SBJISIETCSI CUCTEMATUYECKUM 0030pOM, HECMOTpPSI Ha To,
YTO CONEPKUT €ro 3JEeMEHTHI B IUIaHE MOUCKa, 0TOopa U
COPTUPOBKHU aHATU3UPYEMbIX MyOJIMKALUU 110 TeMaThye-
ckuM rpynnaM. OCHOBHOI 3amayeid, A pelieHrusi KOTo-
poii ObLIM BKJIIOYEHBI YKa3aHHbBIE 3JIEMEHTHI, ObLIO MOJTY-
YeHUE MepeyHs MyoJrKaluil, COOTBETCTBYIOIIUX MPOoIIe-
MAaTUKe HACTOSIILEN CTaTbU, 11 UX MOCAEAYIOLIEro Coiep-
>KaTeJbHOrO aHaJI13a.

TakuM o0pa3oMm, B KauyeCcTBe OrpaHUYEHMIT CleayeT
OTMETHUTB PSIT METOJOJOTUUECKHUX ACTIEKTOB, KOTOPbIE MOTJIU
BHECTU HCKaXeHUSI B PENPE3eHTATUBHOCTb IMOJIYYEHHOMN
BBIOOPKY MYOJUKALIMA: HaJIUYME Pa3IUYUil B TEPEeUHSIX
TUMOB MyOIMKalUiA, IO KOTOPBIM IMPOBOAWICS IMOUCK Ha
pa3HbIX MIaTdopMax (B MMOMCKOBOM 3ampoce Ui «Scopus»
He 0003HAYAIMCh TUIIBI cTaTell; B «OpenAlex» MOMCK MpoBo-
AJICS CPeAu TUIIOB MyOJMMKalUil «CcTaThsl» («article») u
«0030p» («review»), Ha «Elibrary» — cpenu TUIIOB ImyOJIMKa-
LI «CTaTbM B XKypHaJlax» U «MaTepuaibl KOH(EepEeHIIUit»);
OTCYTCTBHE KOHTPOJISI KAUeCTBA OTOUPAEMBIX CTaTeiA.

YroMsHyTble UCKaXXeHUSI MPEeICTaBISIOTCS Majlo3Ha-
YUTEJbHBIMU OTHOCUTEJIBHO 1IeJIM HacTosei ctatbu. Ho
B CJlydyae MOCTAaHOBKM 1I€W, TpearnoJararolleil Koaunye-
CTBEHHBIII aHaJIU3 BBIOOPKU MyOIUKALMI, BO3MOXHOE
CHUKEHUME €€ PEerpe3eHTAaTUBHOCTU, KaK CJIEICTBUE yKa-
3aHHBIX METOAO0JOTUYECKUX JOMYIIEHUI, TPEACTABISETCS
CYILIECTBEHHBIM U TpeOyeT KOHTPOJIS.

3akiouyeHue

IlonBons wuror, cienyeT OTMETUTh, YTO B HACTOSIIEH
CTaThe OCHOBHOI Mpo0JieMaTUKOI, BHICTYMMBIIEH coaep-
KaTeJIbHbIM KOHTEKCTOM PAacCMOTPEHUS OpraHu3aluu
HUCCJIEAOBAHUI UTPOBOIrO Mpoliecca B BUAEOUTpax, cTajla
B3aMMOCBS3b YBJIECYEHHOCTU BUJAEOUTPAMU U arpecCUei.
[ToaTomy mipencTaBisieTcsl BaXXHbIM KPAaTKO OMUCAThb €ro
0COOEHHOCTH.

* Kak npaBujio, B UCCIENOBAHUSIX PACCMATPUBAIOTCS
HE TOJIbKO HEeraTUBHbIE 3(P(EKThI, CBI3aHHBIE C UCITOIB30-
BaHUEM BUIIEOUTDP, K KOTOPBIM OTHOCUTCSI CKJIOHHOCTb K
arpeccuy, HO U MOJIOXKHUTEIbHbIE. B OCHOBHOM, aBTOPBI
00CYyXIaloT COOTHOIEHUEe 3¢h(HEeKTOB, OTHOCUMBIX K
KaKOW-JIM00 M3 YKa3aHHBIX TPYIN, W AEJal0T BBIBOIBI O
3HAaYUMOCTU COOTBETCTBYIOIIUX PUCKOB U BO3MOXKHOCTEM
JUUISL PA3BUTHS OTPENEIEHHBIX HABBIKOB U CITOCOOHOCTEN.
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+ ComnyTcTByIOIIME TeMbI, M3ydaeMble HapsIITy ¢ arpec-
cvelt, BKIJIIOYAIOT TMPOOJEMHOE MCIOJIb30BaHNE BUACOUTP
(pHCK 3aBHCUMOTO TTOBEICHUST), IMHAMUKY TICUXO(MHU3NO0JIO-
TMYECKUX 0COOEHHOCTEN U (haKTOp caMOperyJsiliiu, BOBJIe-
YEHHOCTD U TTOTPY:KEHHOCTh B MTPOBOI ITPOIIECC, MOTHBA-
IIMOHHEBIN acleKT, pa3BUTHE KOTHUTUBHOU cdep U IpyTHe.
Takke OHM BHOCST HOIIOJTHEHUS B TTIOHUMaHHE OCOOCHHO-
CTell CBS3U YBIICYEHHOCTH BUICOMTPAMU M arpecCHM, a MX
00Ccy:XIeHe MMOAUEPKUBAET €€ KOMIUIEKCHEIN XapakTep.

* OCHOBHOI1 aKIICHT, 00CY>XIAaeMBbIif B CTaThe, Kacayucs
0cobeHHOCTe coopa SIMIUPUIECKUX TaHHBIX 00 UTPOBOM
npouecce. Heo6xoamumMo BbIIEIUTh OCHOBHbIE MOMEHTHI.

+ O0Oo03HaYCHHEIC B paMKaX CTaTbU TUIIBI COOpa SMITH-
pUYECKUX MTAHHBIX O cIelu(HUKe UTPOBOTrO IIpoliecca
BKJTIOYAIOT: MCMOJb30BAaHUE METOJa OIpOoca, HampaBeH-
HOTO Ha BBISBJICHUE UTPOBBIX MPEIIIOYTCHHI, OT KOTOPHIX
MOTYT 3aBUCETh OIIpe/IeJICHHBIC CTUJICBBIC IMATTEPHBI, U
BpPEMEHHM, OTBOIMMOTO Ha BUACOWMTPHI; BKIIIOUCHUE UTPO-
BOM CECCUU KaK LIEJIOCTHOW MEPEMEHHON TSI BBISIBJIEHUS
pasanuHbIX 9(PPEKTOB (HEKOTOpPbIe N3 HUX ObLIM 0003Ha-
YeHbl BbILIE); HAOMIOJEHME 3a WUIPOBBIM IIPOLIECCOM,
TIO3BOJISTIONICE BBISIBUTDH PA3JIMIMS B PEATM3yeMbIX TaKTHU-
Kax B paMKaxX OIHOI WMTpoBOil cuTyaumu. Beur 3amedeH
IeUIUT UCCIeIOBaHMi, B KOTOPBIX COOp JAaHHBIX IIPOBO-
JIUJICS TI0 3-MY TUITY U3 IIePEUNCIICHHBIX.

* 3 IICMX0JIOTMYECKIX aCTICKTOB UTPOBOTO TIpoIlecca
HCClIeIoBaTe I o0palllali BHUMaHME Ha MOTHBAIMIO K
WTPE, B TO BpeMsI Kak OoJiee ToTHast peIeKCHUsSI UTPOBOTO
OIbITa He ObL1a B (hoKyce BHUMaHUs. TeM He MeHee JaH-
Hble 00 OCOOEHHOCTSX BOCHPUSITUSI U WMHTEpHpETaLUU
WTPOBBIX COOBITUI C TOYKU 3PEHUS OICHKM BHIPAKEHHO-
CTU CIIOCOOHOCTH K WTPOBOI NESITSIHBHOCTA MOTJIM OBI
JOTTOTHUTH ITOJIYYeHHBIC Pe3yIbTaThl M, BEPOSITHO, YIIIy-
OUTbH BBIBOIKI, CIEIAHHBIC B MCCJIEIOBAHUSIX CBSI3U YBIIC-
YEeHHOCTU BUICONTPAMHM M arpeccuu. B KadecTBe mpuMepa
CTOUT OTMETHUTh TAKOU aCIEeKT, KaK BOCIIPUSITHE (PYCTPH-
PYIOIINX COOBITHI, TIepeKUBAcMBIX B UTPEe, B TOM UHCIIC B
COOTHOIIICHUN C MOTHUBOM BOBJICUCHHOCTU B BHICOUTPY.
Taxcke BUANTCS MHTEPECHBIM BOIIPOC COOTHOIICHUS CITO-
COOHOCTH PEeCTIOHACHTOB K UTPOBOM IeITEIIbHOCTH C TAaKH -

MM MEPEeMEHHBIMU, KaK PEATUCTUYHOCTh UTPOBOTO MPO-
CTPaHCTBAa U BOBJICYEHHOCTh B UTPOBOM KOHTEKCT B KOH-
TeKCTe 00CyXaaeMoil TpobaeMaTUKHU.

B pamMkax naqbHEHIIMX WCCIENOBAaHUIA MPEACTABISETCS
BaXHBIM OOpaTUTh BHMMAaHWE HAa HaJU4Ke Y JIIOOOW WIPBI
OCOOEHHOCTEN, KOTOPbIE HE MO3BOJISIIOT €€ OTOXIECTBIISITh C
peaIbHOl EeACTBUTENBLHOCTBIO. B mepByto ouepeabr — 3TO
CcOOCTBEHHas CUCTEMa MpaBWi, UMEIoLIast PacXOXIeHUs C
3aKOHOMEPHOCTSIMU PEAIbHOU NEACTBUTEbHOCTH, a TaKXkKe
YCJIOBHBII XapaKTep Urpbl, MPeaoaraloluii BO3MOXHOCTb
CBOOOJHO MEPEOCMBICISITL UTPOBbIE OOBEKTHI, COOBITUSI U
nporiecchl. [loaTomy npu U3ydeHUr BUIEOUTP LIeIeco00pas-
HO aKTyaJTM3UpPOBaTh BOIPOCHI, CBSI3aHHBIE CO CITEU(PUKON
rnepepadoTKU MOy4YaeMOro UTPOBOTO OMbITA U €r0 OTpaxe-
HUS Ha U30MPaeMbIX TaKTUKaxX Urpbl. Hampumep, 310 MOXeT
OBITb B KOHTEKCTE MCCJIEIOBAHUS YCIIEITHOCTU peaTu3alui
JIByCYOBEKTHOI MO3ULIMU U, CJIENOBaTEIbHO, UTPOBOI Aesi-
TEJIBHOCTU, B ONPEAECHHON UTPOBOI CUTYaLIUH.

B 3aximoyeHre CTOUT OTMETUTh MyOJUKALIMU, YAETSIO-
M€ BHUMaHUE MpobjeMe 00eClieHUBAHUS IE€TCKOW UTPBI
[27] m co3maHust moaxonsileil cpeabl, B KOTOPOW NETH
Moru Obl Urparth [6; 27]. C yueToM TOTo, YTO F€HE3UC UTPO-
BOWi A€SITEJIbHOCTY MTPOUCXOIUT B TOIIKOJILHOM BO3pacTe, B
XOZIe COOTBETCTBYIOIIIEH eMy BeAylleil NesTebHOCTH, yKa-
3aHHAas MpoOJieMa TMPEeNCTaBIsSeTCs aKTyalbHOM, TaK Kak
HEKOTOpbIE UTPbI TPEOYIOT OT YeJOBEKa Pa3BUTOI CITOCOO-
HOCTU K UTPOBOI NEATEbHOCTU IJII TOrO, YTOOBI OH MOT
YCIIELIHO €€ B HMX peaar30BbiBaTh [2]. DTO OTHOCUTCH,
HarprMep, K HaCTOJIbHBIM UTPaM 1 BUJIEOUTPAM, B KOTOPBIX
Ha TIEpBBIM TUIAH BBIXOAST TpaBWwiIa (WJIM MEXaHWKH), a
WUrPOBasi CUTYAIUs 3aJaeTCsl OOBEKTaMU, BHIMOTHSIIOIIUMU
B ee pamMKax omnpeneneHHbie pyHkumu [2]. Cnenyet momyep-
KHYTb, YTO CLIOCOOHOCTb K UTPOBOM IESITEIbHOCTH 1I€JIeCO-
00pa3HO XapaKTepu30BaTh KaK MPOTEKTUBHBIN (hakTop Mo
OTHOIIIEHUIO K HEKOTOPBIM PUCKaM, HalpuMep K 3aBUCHU-
MOCTU OT KoMIbloTepHbIX urp [3]. Takke oHa MO3BOJSIET
0oJiee MPOMYKTUBHO MCIOJIb30BaTh UTPOBbIE TEXHUKU IS
TCUXOKOPPEKIIMOHHOM U pa3BUBatolleil paboThl, B YacT-
HOCTHU, TIPEACTAaBISIETCS BO3MOXHBIM paccMaTpuBaTh
MOTEHLIMAJI BUACOUTP B 3TUX BUAAX AESITEIbHOCTH [2].
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