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Cratbsl MOCBslIeHa 0030py COBPEMEHHBIX MCCIICAOBAHMIA, M3YYalOIINX BIUSHUE BUAECOUIDP C arpeCCHBHBIM
KOHTEHTOM Ha SMOLIMOHAJIBHOE COCTOSIHME U ITOBeAeHNE UTPOKOB. B Heil paccMaTpuBaloTCsl pa3in4Hbie TEOPETU -
YecKHe Moaxomsl, B ToM uncie Oommas Mmonens arpeccun (GAM), Mopnens Karanu3zatopa (Catalyst Model) n anb-
TepHATUBHbIE TEOPUH, OIMCHIBAIOLLINE BIMSHUE arpeCCMBHOIO KOHTeHTa U Meaua-Hacwius. Ocoboe BHUMaHuUE
yIEJIEHO Pe3y/IbTaTaM dMIIMPUYECKUX UCCASIOBAHUM, YKA3bIBAIOIIMX KAK HA MOJIOXUTEIbHbIE, TAK U Ha HETaTUB-
HblIe rocaeacTsus Buaeourp. K mosoxureabHbM 3¢ dekTaM OTHOCIT CHIKEHHME CTpecca U YIydllleHHe MO0~
HaJIbHOTO COCTOSIHMSI, B TO BPEMsI KaK HEraTHBHbIE BKJIIOYAIOT ITOBBILIEHNE arpeCCUM, AeCTPYKTUBHbIE ITOBEICH-
YyecKue MPOsIBICHUST U yMeHbLIeHUEe YpOBHs aMmmatun. O630p COBpeMEHHBIX UCCIEA0BAHUM JIEMOHCTPUPYET, YTO
BJIMSIHAE BUACOUIP MOXKET 3HAYMTEIBHO BapbUPOBATHCS B 3aBUCHMOCTU OT MHIAMBMIYAJIbHBIX OCOOEHHOCTEH
HUTPOKOB, X JTUYHBIX XapaKTEPUCTUK, KOHTEKCTA UTPOBOTO OIIbITA, XKaHPa BUACOUTD U UHBIX (DAKTOPOB. DTO Aeja-
€T BOIIPOC O BJMSHUM arpeCCUBHOTO KOHTEHTA B BUAEOUTPaX YPE3BbIYAHO CIIOXKHBIM U MHOIOIPpaHHBLIM. B cTaThe
TMOTYEPKUBACTCS HEOOXOMMMOCTh HAIBHEUINMX MCCICIOBAaHWI B 3TOI 00JACTH, B TOM UMHCIIe C TIPUMEHECHUEM
KOJIJIETUAJIbHOTO U MEXIMCLUUIUIMHAPHOTO IOAXOA0B B MCCAEIOBAHMM BIUSHUS arpeCCUBHOIO BUAEOUTPOBOIO
KOHTEHTA HA SMOLMOHAIbHOE U IICUXOJIOTMYECKOE COCTOSIHIE UTPOKOB.
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The article is devoted to a review of modern research studying the impact of video games with aggressive content
on the emotional state and behavior of players. It examines various theoretical approaches, including the General
Aggression Model (GAM), the Catalyst Model and alternative theories describing the impact of aggressive content
and media violence. Special attention is paid to the results of empirical studies indicating both positive and negative
consequences of video games. Positive effects include reduced stress and improved emotional state, while negative
effects include increased aggression, destructive behavioral manifestations and a decrease in empathy. A review of
current research demonstrates that the impact of video games can vary significantly depending on the individual
characteristics of players, their personal characteristics, the context of the gaming experience, the genre of video
games and other factors. This makes the issue of the impact of aggressive content in video games extremely complex
and multifaceted. The article emphasizes the need for further research in this area, including using a collegial and
interdisciplinary approach to study the impact of aggressive video game content on the emotional and psychological

state of players.
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BBenenne

CoBpeMeHHbIE TEXHOJIOTUH CTPEMUTETbHO MEHSIOT
colMaIbHbIe W KYJbTYpPHBIC acCMeKThl XKU3HM OOIIeCTBa, B
TOM YHCJIe OKa3biBasi 3HAYNTEIbHOE BIMSIHUE Ha TIOBEJIE-
HUE U MOIMOHATILHOE COCTOSTHUE KaK B3POCIBIX, TaK U
JeTei U moapocTKOB. OQHON U3 CaMbIX MOIYJISIPHBIX (hOpM
TPOBEICHNS IOCYTa B HACTOSIIIEE BPEMSI SIBJISIIOTCST BUIIEO-
WUTPBI, BO3ACHCTBUE KOTOPBIX HA pa3IMIHbIE C(Pephl KU3HU
AKTUBHO M3yyaeTcs uccienoBatensiMu. B 2024 r. konuue-
CTBO reiiMepoB B MUpE COCTaBIIseT 3,32 MJIpJ, a 3a OCe/I-
HUe 9 JIeT MX KOJMYECTBO yBeauuuaoch Ha 1,32 Mipa
yesoBek [4]. TMoapoctku B Bo3pacte oT 12 o 14 ner B
OOJIBIIMHCTBE CTpaH SIBJSIOTCST Hanbojee aKTUBHBIMU
TOJTb30BATENISIMU OHJIAH-UTP, UTPast B HUX Ka Kb eHb
[31; 41]. CormacHo nmanHbiM AO <«JlaGopatopuu
Kacnepckoro», 83% poccuiickux neteil crapiie 7 JieT
WUTparoT B BUAeourpsl [7]. 3apyOexHasi cTaTUCTUKA MO[I-
TBepXKmaeT 3TOT TpeHA: 81% TMOOPOCTKOB M MOJOIBIX
Joneii B Bozpacte oT 10 10 24 et urparoT B BUACOUTPHI, U
TIPU 3TOM YK€ CO IIIKOJIBHOTO BO3pacTa OHU (hOPMUPYIOT U
TOAJIEPKUBAIOT JPYKECKWE OTHOIIEHWST 4epe3 OHJIaliH-
obumeHue [32]. Cpeayd MOXWUIBIX JIIOACH, B YaCTHOCTHU
ctapuie 60 JieT, TOMYJASIPHOCTb BUACOUTP 3HAYUTETBHO

HKe — auinb 10% urpaioT B HuX. Takske ObLIO yCTaHOB-
JICHO, YTO yBJICUCHHE BUICOUTPAMU MMEET BhIpaKeHHBIC
reHIepHbIe pa3Inyusl: My>XKYMHBI UIPaloT B 2,6 pasa Jalie,
4yeM keHIIMHBI (34% nipotus 13%).

OlneHKa BIUSIHUS BUIACOUTP Ha IOAPACTAOIIEEe TTOKO-
JICHUE BCE 4Jallle CTAaHOBUTCSI MPUIMHON TMCKyCCHiT 00e-
CIIOKOEHHBIX pOAWTENIel, uccaeaoBareyieil, MOJUTUKOB,
reiMepoB U3 pa3HbIX cTpaH [1]. B cBs13u ¢ 3TUM yBeanum-
BaeTCs KOJMUECTBO MCCIICIOBAHUIA, ITOCBSAIICHHBIX BUICO-
ArpaM, B TOM YHCJIe MCCICIOBATENN YACISIOT OOJbIIoe
BHUMaHME W3YICHUIO BIWSHUS BUACOUTP Ha KOTHUTHUB-
Hele (pyHkuu. Hampumep, BUIcOUTpH XXaHpa <«action»
OKAa3bIBAIOT IOJIOXMTEIbHOE BIMSHME Ha HamsTh [26] u
3pPUTEIBHO-IIPOCTpaHCTBeHHOe MBInnieHue [38]. Tem He
MEHee CYIIEeCTBYIOT HCCIIEIOBAaHMS, KOTOPHIE OTMEYAIOT
OTPUIIATEILHOE BO3ACHCTBHE BHUICOUTP C arpeCCHBHBIM
colep:KaHNEM Ha CIIOCOOHOCTh K TIPOM3BOJIBHOI KOHIICH-
Tpauuy BHUMaHwus [39].

OmuvH U3 LIEHTPaIBHBIX BOIIPOCOB, CBSI3aHHBIX C PACTY-
el MOMYISIPHOCTBIO BUICOUTP, 3BYUMT TaK: «MoOXKeT JIn
Hacuire, n300paxaemMoe B BUACOUTPAX, CTaTh TPUITEPOM
IIJIsT arPeCCUBHOTO TIOBEICHUSI B pPEaTbHON KU3HU?».
B 37011 cBSI3M yUeHBIe aKTUBHO U3yJalOT, KaK BUICOUTPHI C
arpecCMBHBIM CONIEpKaHMEM BIUSIIOT Ha YpPOBEHb arpec-
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CUM y TeX, KTO PETYJISIPHO YBJIEKAETCSI UTPOBBIM TIPOIIeC-
coM [13]. Psan nccnenoBaHuii MoKa3bIBaeT, YTO CYILIECTBYET
CBSI3b MEXIY arpecCHBHBIM CONIEPXAHUEM BUICOUTP U
POCTOM arpecCUBHOTO MOBeAEHUS Yy UTPOKOB [21]. TeM He
MeHee €CTb MCCJIEeNOBaHUs, KOTOpblE IEMOHCTPUPYIOT
MOJIOKUTEIbHOE BO3CHCTBIE BUICOUTP HA IMOIIMOHAITb-
HOE€ COCTOSTHUME, OTMeYasi UX POJIb B TTOBBIIIEHUN SHTY3U-
a3Ma, MOTUBAlIMM W YJYYIIEHWU OOIIETO TCHUXOJIOTrde-
ckoro onaromnonyuus [27]. KpoMe Toro, BUa€OUTpbl HEPeI-
KO UCITOJIB3YIOTCS KaK MHCTPYMEHT Uil PeryJIMpOBaHUS
9MOILIMHI, YTO CBUIECTEJLCTBYET 00 MX BO3MOXKHOM IIOJIO-
KUTEJIbHOM BIWSIHUM Ha 3MOIIMOHAIBHOE COCTOSIHUE
nosb3oBatesei [28; 50].

BaxkHO mOMYEepKHYTh, YTO WCCIIEJOBAHUE BIUSHUS
BUJICOUTP Ha TICUXUYECKOE COCTOSTHUE PECITOHIEHTOB pa3-
JIMYHBIX BO3PACTHBIX TPYMI TO-TIPEXHEMY TPEUMYIIe-
CTBEHHO OCYILIECTBIISIETCS] C MCITOJIb30BAHUEM OIPOCHUKOB
U TIOCT-UHTEPBBI0. OTHAKO B TIOCTIETHIE TO/IBI BCe OOJIbIIE
BHUMAaHUSI YIEJIsIeTcsl TICMXO(MU3UOIOTMUECKUM METO/IaM,
Cpeau KOTOPBIX 0c000e MeCTO 3aHMMaeT okyjaorpadus [8].
DTOT METON aeT BO3ZMOXHOCTH JIETAIbHO aHAJIM3MPOBATh
COIMAJIEHOE B3aMMOJIECTBUE UTPOKOB U UX UHIVMBUIY b
HbIE TIOBEEHUECKEe OCOOCHHOCTH B TIPOLIECCE UTPHI.

HayuHoe coo011ecTBO A0 CUX MOp HE MPUILLIO K eIUHO-
My MHEHHUIO O TOM, KaKM 00pa3oM BUICOMTPHI C arPecCUB-
HBIM CO/IEpXXaHWEM BO3JEHCTBYIOT Ha 3MOILIMOHAJIBHOE
COCTOsTHMEe TIojib3oBartesiell. Hekoropwle wuccienoBaHus
YTBEPK/IAIOT, YTO BUACOUTPHI C arPECCUBHBIM COIEPXKAHM-
€M MOTYT MPOBOIIMPOBaTh arpeCCMBHOE TOBEICHUE, B TO
BpeMsI KaK Jpyrre paboThl He HAXOJSAT 3HAYMMBIX HETaTHB-
HBIX 2()EKTOB WM, HATIPOTUB, TIOAYEPKUBAIOT UX TIOJIO-
JKUTEJIbHOE BIIMSTHUE HA 9MOILIMOHAJILHYIO CAaMOPETYIISIIIHIO.
Kpome Toro, B OOJBIIMHCTBE HAYYHBIX paOOT BUIEOUTPHI
paccMaTpuBaloTCs Kak eIrHoe sIBJIeHHe, 0e3 yueTa KaHpo-
BOW crnienu@uky, KOTopasi ClocoOHa Mo-pa3HOMY BO3ZEi-
CTBOBATh Ha TICUXWKY U SMOIIMOHAJILHOE COCTOSTHUE UTPO-
KOB. DTO CO3/IaeT JOTOJHUTEIBHYIO CIOXHOCTh B MHTEP-
TPETALNK JaHHBIX, TTOCKOJIbKY, HAIIPUMED IIIyTephl U poJjie-
BBIE UTPHI MOTYT ITO-Pa3HOMY BO3/J€ICTBOBAaTh HAa UTPOKOB.
OTta npobjieMa ycyryossieTcsl u3-3a OTCYTCTBUSI B HAYYHOM
COOOIIECTBE €AUHON KJTacCU(UKALIMU BUACOUTP, UYTO MPU-
BOIWUT K HEOOXOIMMOCTHM MCIOJIBh30BaTh KiacCUbUKaIH,
CO3/IaHHbIE pa3paboOTUYMKaMU BUIECOUTP, KOTOPHIE HE AAtOT
TMOJTHOTO TIPEACTaBIEHUSI O COACPKAaHUM BUICOUTPHI U
YacTo HOCSIT BeCbMa YCJIOBHbIN xapakTep. Takum oOpa3oM,
[JIABHOW 1IeJIbIO Halllell paboThI SIBJISIETCST aHAIU3 COBpe-
MEHHBIX OTEUECTBEHHBIX U 3apyOeKHBIX WCCIIeIOBaHUM,
TTOCBSIIIIEHHBIX BIMSIHUIO BUIIEOUTP C arpeCCUBHBIM KOH-
TEHTOM Ha 3MOIIMOHAIILHOE COCTOSTHUE UTPOKOB.

Bausguune BUJIEOUTDP C arpeCCUBHbIM KOHTCHTOM
HA SMOLIMOHAJIbHOE COCTOSIHHE U MOBECHUE UTPOKOB

Ilpexae Bcero CTOUT MOMYEPKHYTb, YTO PE30JIOLUS
AMepUKaHCKOW mcuxojornyeckoit accounauuu (APA)
TPONOJIKAET OCTaBaThCsl aKTyalbHOU. CoracHo 3ToMy
JIOKYMEHTY, BUIEOUTPHI C arPECCUBHBIM COAEPKAHUEM CITO-

COOCTBYIOT YBEJMYEHMIO BEPOSITHOCTU arpeCCUBHBIX JEii-
CTBUI, YYALIEHUIO TPOSIBJIEHWI arpecCUBHBIX 3MOLMMA, a
TaKXe BeIYT K CHIKEHUIO YPOBHSI AMITAaTUU U IIPOCOLIAATTb-
HOIO IOBeleHMs y UIPoKoB [16]. B ocHOBe pesomonnu
gexutr O6mas Moaenb arpeccun (General Aggression
Model, GAM), paspaboranHas b.JIx. byumman wu
K.A. AnpepcoH. OHU yTBEpXKIAIOT, YTO MeAua-HACWINE,
BKJIIOYAsT BUACOUTPHI, CIIOCOOCTBYET (DOPMUPOBAHUIO
arpecCUBHBIX YCTAHOBOK W arpecCMBHOTO TIOBENEHUS Y
UrpokoB. OHU CCHLIAIOTCS HA MHOTOUYUCIIEHHBIE WCCIIEI0-
BaHMS, B KOTOPBIX TTOKA3aHO, YTO PEryJIsipHOe B3auMOJIEH-
CTBUE C HACWJIbCTBEHHBIM UTPOBBIM KOHTEHTOM KOppPEJIH-
pPYET C POCTOM arpeccuu, CHIKEHUEM SMIIATUM U TTOBbI-
IIEHHOW TOJIEpAaHTHOCThIO K Hacwinio. Hampumep,
K.A. AHIEpCOH B CBOMX MCCIEIOBAHUSIX IOKazal, 4To
HaCUJILCTBEHHBI KOHTEHT B BUIEOUTPAX MOXET YCUITMBATh
arpecCUBHbIE KOTHUTUBHBIE TIPOLIECCHI M SMOLIUU, TIPUBOIS
K COOTBETCTBYIOIIMM PEAKIUSIM B peaIbHOW XKuU3HU |[14].
OnHUM U3 OCHOBHBIX KPUTUKOB PE3OJIIOIUU SIBIISETCS
K.JIx. ®epriocod. OH pa3paboTtaj MOIE/Ib KaTaJIn3aTopa
(Catalyst Model). B paHHOIi Moaenu yTBEpXKIaeTcsl, 4To
HabJ101aeMoe BUIEOMTPOBOE HACUJIME WM arpeccusi He
BJIMSIET Ha BEPOSITHOCTh BO3HMKHOBEHUS arpecCMBHOIO
TOBeNIeHUsI B peaibHOM X13HU. OTHAKO B BEPOSITHOCTD BO3-
HUKHOBEHMSI arpeCCUBHOTO MOBEIEHNS B PEaIbHOM XXU3HU
BHOCAT OOJIBIIION BKJIAJ WHAWBUIYAJIbHBIE U COLIMATbHBIC
dakTops [49]. DepriocoH aKTUBHO pearnpoBajl Ha KPUTHUKY
CBOMX WCCJIEOBAaHM, YTBEpXKIasi, YTO MHOTHE pPabOTHI,
nomaepxupatoiime GAM, UMEIOT METOAOJIOTMYECKHE TTPO-
o6nembl. B yactHocTH, oH nmucan: «McciaenoBaHusi, 1eMOH-
CTPUPYIOIIUE 3HAYNTEIBHYIO CBSI3b MEXIYy MeIua-HaCcUuIu-
€M M arpeccueil, 4yacTo CTpagaloT OT ITyOJMKAIlMOHHOTO
cMeleHus (publication bias), T. €. cucTeMaTUYeCKON O1mo-
KU, TIpU KOTOPOI UCCIIeNOBaHUS C HE3HAYUTEIbHBIMU WU
TPOTUBOPEYMBBIMU pe3yJIbTaTaMU peXe MyOJTUKYIOTCS».
Kpowme Toro, K.JIxx. @epriocoH IMomIepKUBaI, 9TO arpeccust
Yy UTPOKOB Yallle BCETO BbI3BaHA HE JIEMEHTAaMU HACWJIMS B
Wrpax, a mnepexuBaHueM (pycTpalu WIM CTpecca U3-3a
TPYAHOCTE, C KOTOPHIMU OHU CTaJIKMBAIOTCS BO BpeMsi
WUTPOBOTO TIpoliecca (HAarpuMep MPOUTPHINICH WU CIIOX-
HBIX UTPOBBIX 3a1a4). OH apryMeHTUPOBAJI, YTO BUICOUTPHI
MOTYT OBITh KaK MCTOUHMKOM arpeccuu, Tak U CIiocoOoM
SMOIMOHAIIBHOW PETYIISIIIMY U CHUXKEHUS CTpecca, B 3aBU-
CHMOCTH OT KOHTEKCTA MX UCTIOJb30BAHUS M MTHAUBUTYab-
HBIX 0COOEHHOCTEN UTPOKOB [49]. BaxXHO OTMETUTH, UTO B
WCCIIeNOBaHUM, paHee TTPOBEIEHHOM aBTOpaMU 3TOM CTaThU
[2], mokazaHo, 4TO IPUMEPHO TOJIOBUHA BUAEOUTP, B KOTO-
pble HanboJIee YacTO UTPAIOT PECIIOHAEHTHI IOHOIIECKOTO
BO3pacTa, UMEIOT arpeCCUBHOE COiepXKaHUe pa3HOU cTere-
HM BBIpaXeHHOCTH. JlaHHOE MCCieoBaHKe 1MOKa3aio, YTo
WUTPBI C arpecCMBHBIM KOHTEHTOM WMEIOT 3HAYMMYIO TIpsi-
MYIO CBSI3b CO BpEMEHEM, TIPOBOIMMBIM 3a UTPOM, M CKIIOH-
HOCTBIO K Pa3MbIIIUIEHUIO (KaK YepTOi TeMIIepaMeHTa).
Takke BaxKHO yIeJIUTh BHUMaHHUE JUCKYCCUU, KOTOpast
Benercs b.Jx. bymiman u K.A. AugepcoH ¢ I'.JIx. leBuinu
u ero Kojuteramu. OTIpaBHON TOYKON AUCKYCCUU SIBJISIET-
cs cratbd b.JIx. bymiman u K.A. Anaepcon [20], B koTo-
poil TIpEeANpPUHUMAETCSI TIOTIbITKA OTBETUTb Ha BOIIPOC:
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«[Touemy HEKOTOpBIE MCCIIETOBAHUS HE TTOTYYaloT Pe3yJib-
TaThl, yKa3blBaloOI[Me Ha OJHO3HAYHYIO B3aMMOCBSI3b
MEXXJIy OIBITOM WTPHI B BUIEOUTPHI C arpeCCUBHBIM KOH-
TEHTOM M MoKazaTeasiMu arpeccuu?». OCHOBHOM Te3uc
JAHHOM CTaThU 3aKJII0YaeTCsl B KPUTUKE MCCIIeNoBaTeeit
3a MpobJieMbl ¢ MeToaoJiorueit. B yactHocTH, 3a BbIOOPKM
HEJI0CTaTOYHOTO pa3Mepa, He TO3BOJISIIoNIME YBUAETh 3Ha-
YUMBIN 3(PDEKT 1 3a KPaTKOCPOUHBIE TU3AWHBI SKCIIEPH -
MEHTOB, KOTOPbIE HE YUUTHIBAIOT HAKOMUTEIHHBIC J0JITO-
cpouHble 3¢ dekThl. [IpuBenemM HECKOIbKO UCCIEIOBAHUIA,
OTBEUAIOLINX Ha JAaHHBIN Te3HC.

. Jlaniko 1 KoJutern poBeJid JJOHTUTIOMHOE UCCIIENO0-
BaHUe, B KOTOPOM MpuHsuiM ydyactve 3010 vemrckux mom-
pocTtkoB B Bo3pacte 13—17 net [31]. [TonydyeHHbIE pe3yib-
TaThl TAaKXXe TpoTuBopeydar Monenn GAM, B paMKax KOTO-
pOii yTBEpKAaeTCsl, YTO MOBTOPHOE BO3ECHCTBIUE KECTOKO-
TO KOHTEHTa TIPUBOJIUT K YBEJTMUCHUIO arpPeCCU U CHUXKE-
HUo sMnaTuu. Hanpumep, He ObL10 0O0HAPYKEHO HUKAKO-
rO BJIMSIHUSI BUICOUTP C arpecCUBHBIM KOHTEHTOM Ha
MoKa3aTeiu BepOaJIbHOW arpeccur, a Ha IToKa3aTesu
(uszuyeckoit arpeccuu ectb 3MGHEKT TOJBKO Y MIAIIINAX
MOAPOCTKOB. BiusHUs Ha ToKazaTeqd KOTHUTUBHOW W
addexTuBHON sMIIaTU OOHApPYXEeHO He ObLI0. Takke B
JAaHHOM M CCJIeTOBaHUM OOHapyXeHa TpsiMasi B3aMMOCBSI3b
Mexy apdeKTUBHONM SMIIaThEl U CKIIOHHOCTBIO UTPATh B
arpecCMBHBIC BUJICOUTPHI, YTO 3BYYUT JOCTATOYHO KOH-
TPUHTYUTUBHO. ABTOPBI OOBSICHSIIOT 3TO TEM, YTO TIOM-
POCTKM C BBICOKMM YpoBHeM a(deKTUBHOI sMIaTumn
OoJsiee CKJIOHHBI WACHTU(MULMPOBATH Ce0S C UTPOBBIM
nepcoHaxkeM. Takum o0pa3oM, TaHHBIX MMOAPOCTKOB MPU-
BJIEKAET CJIOXKHOE TTOBECTBOBAHWE M MHTEPECHAsI UCTOPUS
B BUJIEOUTPAX, HEKOTOPbIE M3 KOTOPBIX MOTYT CO/IEPXKAaTh
arpecCUBHBIN KOHTEHT. YacThb 3TMX pe3yJbTaTOB TakKe
noaTBepxknaercs B AByxJeTHell padote C. I'apcus [25], B
KoTopoii puHsiau yyactue 3034 pecrioHIeHTa B BO3pacTe
oT 8 nmo 17 ner u3z CuHramypa. B 3TOM JIOHTUTIOOHOM
WCCIIeIOBAaHUN He ObLTO OOHapy>KeHO HUKAKUX JoKa3a-
TEJILCTB TOTO, YTO TTPOCOLIMATIbHBIN KOHTEHT B BUIEOUTPAX
OKa3bIBaeT KaKoe-JM0O0 BIUSHUE Ha TOKA3aTe T SMIaTUH.
Pe3ynbraThl B JaHHBIX pabOTax MOATBEPXKIAIOT MHEHHUE O
TOM, YTO BUIIEOMTPBI, HE3aBUCUMO OT COIEPXKAIEToCs B
HUX KOHTEHTA, He MOTYT OKa3aTh KapIWMHAIBHOTO BIUSHUS
Ha AMOIMOHAaIbHOE pa3BuTHe. JlaHHOE MHEHUE ITOATBEePXK-
JAeTCsl U B KPAaTKOCPOYHBIX MCCaenoBaHMsIX. Tak, HaNpu-
mep, B pabote K.A. Kpayse u koser [30], B KOTOpoOii CTy-
JeHTaM-MeIMKaM TIpejiarajioch UIpaTh B BUICOUTPHI C
arpecCMBHBIM U HE arpecCMBHBIM KOHTEHTOM, TaKXe He
OBbLJIO OOHApYXXeHO HUWKAKOTO HEraTWMBHOTO BJIWSIHUS Ha
YPOBEHb MITATUU Y CTYICHTOB, UTPABIINX B BUIEOUTPHI C
arpecCMBHBIM KOHTeHTOM. HaobOopor, B ucciaemoBaHUU
MMOKa3aHo, YTO BUACOUTPHI C arpecCMBHBIM KOHTEHTOM
MOTYT IPUBOJIUTH K CHUKEHUIO CTpEcca U, COOTBETCTBEH-
HO, K 0osiee 3(D(HEeKTUBHOMY IPUHSTUIO PEILIEHUM.

HeobOxoauMo OTMETUTb, YTO BIMSIHUE BUIEOUTDP C
arpecCUBHBIM KOHTEHTOM Ha TIOKa3aTelu arpeccuu u
9MIATUU He TIOATBEPKAAIOTCS U B UCCIETOBAHUSIX C TIPU-
MEHEHUEM MCUX0o(hU3MOJIOrMYeCKUX METOIOB cOopa JTaH-
HbiX. B uccaenosanuu JIJI. Jlenrepcaopd u xosuier [35]

TIPUHSIN ydacTre 89 MyXXUWH, HE UMEIOIINX OITbITa UTPHI
B BUIIEOUTPHI C arpeCCUBHBIM KOHTeHTOM. Ha mpoTtsixe-
HUU IBYX HeJeIb YYACTHUKU SKCIIEPUMEHTA UTPAIU JTUOO0
B BUIIEOUTPY C arpecCUBHBIM COMIEpPKAaHUEM, JUOO B ee
MOIU(UIIMPOBAHHYIO BEPCUIO, IJIe CLIEHbI HACUIUS ObUIU
UCKJIIOUeHBI. JIo Havana W Mmocje 3aBeplieHus] SKCIepu-
MeHTa ¢ nomoubio GMPT npoBoaunaach pukcalus peak-
LIMIA Ha M300paxXeHUus C 3JIEMEHTAMU XKECTOKOCTH.
PesynbraThl mokazanu, YTO BUACOUIPHI C arpecCUBHBIM
KOHTEHTOM HE€ OKa3bIBAlOT 3aMETHOTO BIMSHUS Ha TOBe-
JIeHYeCKUe U HEMPOHHbIE TTOKAa3aTen, CBI3aHHbIE C IMITA-
Theil. Takke ompoBepraeTcsi YTBEPXKIEHUE O TOM, YTO
PECTNOHACHTHI, Urpalollie B BUACOUTPHI C arpeCCUBHBIM
KOHTEHTOM, JTOJIKHBI OBITh 1€CEHCUOMIN3UPOBAHBI K U30-
OpakeHUsIM HaCWIUS B peajibHOM XXU3HU. JlaHHbIe pe3yJib-
TaTbl MOATBepXaaTcsd B padore M.b. Puuu [47], rme
SMOLMOHATIbHAS OMITaTUS Takke ObLla BbIOpaHa B Kaue-
CTBE OCHOBHOU MEPEeMEHHOU HE TOJbKO M3-3a €€ POJu B
pPEeryJIMpoBaHUM arpeccuu, HO U B JPYTUMX BaXXHBIX COLU-
JIbHBIX (DYHKIIMAX, TAKUX KaK COCTpaJaHUE U MPOCOIH-
alpHOe moBeieHue. B maHHOU paboTe Obula BBIABUHYTa
TUIIOTE3a O TOM, YTO BO3JEWCTBME BUACOUTP C arpecCUB-
HBbIM KOHTEHTOM OTPULATEIbHO BJWSET Ha IOKa3aTesun
smnatuu. OgHAaKO, BOMPEKU OXUIAHUSIM, HU TOBEIECHYE-
CKUE OLIEHKU, HU CBSI3aHHas C SMIATHUE MO3roBasi akTUB-
HOCTb HE W3MEHSUIMCh B 3aBUCUMOCTU OT BO3IEHCTBUS
JKECTOKUX UTP.

Pan uccnenosateneit [33; 48] oTrMeualoT BOCCTAaHOBU-
TeJIbHbBIN 2 HEKT OT BUACOUTP C arPECCUBHBIM KOHTEHTOM
B cutyanusx dbpycrpauuu. Tak, peCOHASHTHI ObUIU pac-
TpesieJIeHbl Ha JIBe TPYIIbI Tiepe urpoit B «Battlefield 1»:
rpynity ¢ GbpycTpupylolleil UHTE/UIEKTyaJIbHO 3a1auyeil u
KOHTPOJIbHYIO TPYIIITY C HEUTpaJIbHOI KOTHUTUBHOM 3a1a-
yeii. AHaJIU3 pe3yJIbTaTOB MMPOBOAWIICS C YUETOM CaMOOLIe-
HOYHOTO, IMOBEIEHYECKOro U (PU3MOIOTUYECKOTO YpPOB-
Hell. PecmioHIeHThI U3 TPYNIbI ¢ hpycTpalueil mocie Urpbl
OTMEYaJIu 3HAYUTEIbHOE CHIXKEHUE OlylleHus dpycTpa-
uuu. KpoMe Toro, yyacTHUKM B 00eUMX TpyIMnax UCTIbITAIN
¢uszronornueckoe pacciabieHue CXOXUX YPOBHEW, UTO
BBIPAXKaJoCh B YBEJUYEHUU BapUaOEIbHOCTU CEPAECUYHOTO
pUTMa BO BpeMs U Tocje UTphl. Takke He ObLIO OOHAapy-
>K€HO BJIUSHUS BUACOUTD C arpECCUBHBIM KOHTEHTOM Ha
YPOBEHb arpeccur. ODTU Pe3yJIbTaThbl CBUIETEIbCTBYIOT O
TOM, YTO BUJIEOUTPBI C arpeCCUBHBIM KOHTEHTOM MOTYT
CMOCOOCTBOBATh SMOLIMOHATILHOM CaMOPETYJISIIIUU 3a CYET
VJIydlIEHUsI HAaCTPOeHUs] U (DU3MOJIOTMYECKON pelakca-
1K 6e3 yBeJIUYeHHs arpeccuu.

OrtBeyas Ha ctatbio b.Jxx. bymiman u K.A. AHnepcoH,
I'.JIx. JleBWJIIM U €ro KOJUIeTH BbIpaxkaloT Hecorjacue ¢
ero BeiBogaMu [21]. Ouu otmeuatot, yto b.JIX. bymiman u
K.A. AHaepcoH B cBoOeii cTaThbeé OCHOBBIBAIOTCS HAa TOM,
YTO MHOTUE MpodhecCUOHATbHbIE OPTAHU3ALUU COTIACHBI
C HCCJEeNOBAaHUSIMMU aBTOPOB; TEOPETUYECKUE MOMEIIH,
Takue Kak GAM, mpencka3blBaloT MOJOOHBIE PE3YIbTaThI;
MeTaaHaJIu3bl UCCIEIOBAHUN MOATBEPKAAIOT 3TO MHEHUE,
U aBTOPBI, Y KOTOPBIX HE HaO0aa0TCs MOA00HBIN 3 deKT
OT BUJIEOUTDP, MAIOYUCIIEHHBI, a UX UCCIIEJOBAHUS UMEIOT
Meropojornyeckue Hepoctatku. I'.JIx. [leBumiu u ero
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KOJIJIETU OTITTOHUPYIOT TaHHBIM TE3MCaM M yKa3bIBalOT Ha
TO, YTO OHU HE COIJIACYIOTCSI C TIPUHILIMIIOM (bajibcrdurka-
mvoHu3Ma. B yacTHocTh, aBTOpHI THUIINYT, YTO B CTAaThe
b.JIx. bymMan u K.A. AHIEPCOH TSXKeJIO OTACTUTh apry-
MEHTHI U (haKThl OT aBTOPUTETHBHIX 3asIBIICHUI, TaK KakK
OHU HE YIENSIOT ITOCTATOYHOTO BHUMAHUS YBEJIMUEHUIO
«HYJIEBBIX» UCCAEA0BaHUI, OCOOEHHO MEXIyHApPOAHBIX, a
TakXe He YUYUTHIBAIOT, YTO CYIIECTBYIOT MOJEIN (HAIpH-
Mep MOoJesb mporHo3upoBanusg Immersive Media), Koto-
pBIe JIydllie OOBSCHSIIOT TIOJyYeHHBIE PE3yJbTaThl, YeM UX
monesb GAM. Taxkxke I'.JIxx. IeBUaIM Noa4epKUBAET, YTO
CYIIECTBYET MOCTAaTOYHOE KOJMYECTBO METaaHaJN30B,
KOTOpBIE TIOKA3bIBAIOT PE3YJIbTAThl, IPOTHBOpEUAINe
mopenu GAM. B craTbe nenaercst 1Ba KJIIOUEBBIX BBIBOJA,
0e3 yyeTa KOTOPhIX HEBO3MOXHO MPEOI0JIEHUE TOI HEOo -
HO3HAYHOCTU pe3yJIbTaTOB, KOTOpas HaOJiomaeTcs: B
WCCTIEOBAHUSX BIUSHUSI BUIECOUTP Ha arpeccuio.
Bo-nepBbIX, Korma TeopuM W TOJYYeHHBIE DPe3yIbTaThbl
MpOTHUBOpEYaT IPYr APYry, TO TEPECMOTPY IOajiexaT
WMEHHO TEOPUH, a He Pe3yIbTaThl. BO-BTOPBIX, MOTUEPKH-
BaeTcss HEOOXOAMMOCTbH KOJUIETHATBLHOTO U MEXIUCIIM-
IUTMHAPHOTO TTOAX0/a B UCCIIEIOBAHUSIX BUIEOUTD.

Huckyccus mexnay b.JIx. bymiman u K.A. AHnepcoH,
¢ onHoi cTtopoHbl, u I'.JIX. JIeBUIIM ¢ ero KojieraMu u
K.JIx. ®epriocoHoM, ¢ IPYroil CTOPOHBI, TTOAYEPKUBAET
CJIOXHOCTh M3YYEHUS BIUSTHUS BUIACOUTP C arPECCUBHBIM
KOHTEHTOM Ha arpeccuBHoe ToBegeHune. C oHO# CTOpO-
HBbI, B JTaHHOW TeMe HAKOIUIEHO OOJIbIlIE KOJUYECTBO
IMITUPUYECKUX (DAKTOB M PETYJISIPHO IMPOBOISITCS UCCTIe -
JIOBaHUsI, HO, C JIPYTrOil CTOPOHBI, 3TU IMIIUPUIECKUE
(bakTBl HOCAT POTUBOPEUUBLII XapakTep. CTOPOHHUKU
GAM yTBeEpKIAIOT, UTO €CTh 3HaUYMMBble 3((HEKThI, yKa-
3BIBAIOIIME Ha CBSI3b MEXIy BUIEOUTPOBOI aKTUBHOCTBIO
U arpecCUBHBIM ToBefeHUeM. OMHAKO KPUTUKU, TaKue
kak I'.Jx. Hesumau m K. Jxx. DepriocoH, obOpamaior
BHUMaHME Ha CYIIECTBYIOIINE METOMOJIOTUIECKHE Orpa-
HUYEHUS UCCIIEOBAHUI U TIpeIaraloT ajlbTepHATUBHBIC
WHTEPIpEeTAllUM TIPUYUH arpeCCUBHOTO MOBEAEHUs. DTO
MOJYePKUBAET, UTO BJIMSIHUE arpecCCMBHOTO KOHTEHTA B
BUJCOUTPAX Ha OMOIMOHAJBbHOE COCTOSIHME OCTaeTCs
HEIOCTaTOYHO M3YYEHHBIM, OTKPbIBasl MEPCIIEKTUBHI JIJIsI
JMaTbHEUIITNX NCCeOBAaHUI B 00JIaCTH TICUXOJIOTUH.

B oTeuecTBEHHBIX MCCIIEIOBAHUSAX TaKXKe €CTh MCCIIe-
JIOBaHUSI, TIOKA3bIBAIOIIME HEOMHO3HAYHBIN 3(DGHEKT OT
BUIIEOUTP C arpeCCUBHBIM KOHTEHTOM. Tak, Harmpumep, B
pabdore A.A. ByiyeBoii [S] moka3zaHO, 4TO BUAEOUTPHI C
arpecCMBHBIM KOHTEHTOM IPUBOJSAT K BO3HUKHOBEHMIO
CTPaxoB y MJAIIIMX IIKOJIbHUKOB. KcciaemoBaTenbHUIA
mumieT: «CTpaX, BbI3BAaHHBI KOMITBIOTEPHBIMU HMTPaMH,
OKa3bIBaeT HanboJIee CUJIbHOE M [UTUTEebHOE BO3IeCTBIE
Ha MJIQ[IINX IIKOJIbHUKOB C OTIPeIeIeHHBIMU WHANBUILY-
QTBHBIMU YepTaMU, TaKUMU KaK OECITOKOMCTBO, HeyBe-
PEHHOCTb B cebe, TPYIHOCTU C CAMOKOHTPOJIEM, CKJIOH-
HOCTh K MEUTaTeJIbHOCTU M HECITOCOOHOCTh HaaKMBaTh
OTHOIIIEHUSI C OKpyXaroluMu. Miaaime HIKOJbHUKH,
WUTPAOIINEe B BUICOUTPHI C arPeCCUBHBIM COJEPKaHHMEM,
CTAJIKMBAIOTCS C TPYJAHOCTSIMU B OOILIEHUU, Jallle ImojTyda-
OT OTKa3bhl BO B3aMMOJCHCTBUM C OJIHOKJIACCHUKAMM,

KOTOpbIE MEHbIIIE BOBJEYEHbl B KOMITbIOTEPHBIE WIPHI.
B cemeifHbIX OTHOLIEHUSIX TaKUe€ AETU BOCHPUHUMAIOT
CBOMX POUTENEN KaK TUPEKTUBHBIX, BPAXKIEOHBIX U HETO-
cleoBaTeNIbHBIX, a ceMelHas aTMocdepa KaxXeTcs UM
TPEBOXKHOU, KOHPIMKTHOI Y HEMOJIHOLEHHOI». B nccie-
MIOBAaHUU TMOMYEPKUBAETCI, YTO CTPaXu, BO3HUKIIUE
BCJIEJICTBUE BUACOUTP C arpeCCUBHBIM KOHTEHTOM, BJIMSI-
0T Ha CHUCTEMY 3MOIIMOHAJIbHBIX OTHOLIEHUM, UYTO B
pe3y/bTaTe CTAHOBUTCS MPUYMHOW MPOSIBICHUS aTrPECCUM.
B 10 xe Bpems B.B. CaBueHkO ¢ KoJleramu MUILYT:
«Bumeourpsl BBIMTOJHSIOT (DYHKIUIO OTpearupoBaHUS
HeTaTUBHBIX OMOIIUI, YTO, B CBOIO OYepelb, MPUBOAUT K
HEYMEHUIO KOHCTPYKTUBHO CTPOUTH XXU3HEHHBIE CTpaTe-
TMU U IPUHUMATh COLMAJBbHYIO OTBETCTBEHHOCTh 3a CBOU
noctynku» [10]. Takke B JTaHHBIX UCCIEAOBAHUSIX JAeIaeT-
Csl aKIEHT Ha TOM, YTO Y MOAPOCTKOB, KOTOPbIE aKTUBHO
UTparoT B BUAEOUTPHI, HAOIIOAAETCS CHUXXEHUE DMOIIUO-
HaJIbHOTO (DOHA BCJIEICTBUE COCTOSTHUS (DpyCTpALIUU, BO3-
HUKAIOIIIETO U3-32 HEBO3MOXHOCTHU B MOJHOU Mepe ya0B-
JIETBOPUTH BUIIEOUTPOBYIO MOTPEOHOCTh. OTHAKO B IPYTUX
paboTax OTMEYaeTcsi, YTO rerMephl JI000ro Bo3pacra u
10JIa B MOMEHTHI MOBBIIIEHHON TPEBOXKXHOCTU, THEBA WJIU
pPa3apaXXUTEeIbHOCTU CTPEMSITCSI CIPABUTHCI C 3TUMU
COCTOSIHUASIMU Yepe3 MOTPYyKeHNE B KOMITbIOTEPHBIE UTPHI.
B urpoBomM Mupe MeHbllle MpodseM, eCTb BO3MOXHOCTb
HayaTh 3aHOBO B CJTyyae HeyJaauu, a TAKXKE COXPaHSTh aHO-
HUMHOCTbD IPU B3aUMOJIEUCTBUM C IPYTUMU UTpoKamu [4].
Takxke B paboTax psiaa MccliefoBaTeseil MPUCYTCTBYET
MHEHUE, YTO OMHUM U3 MOTUBALIMOHHBIX (haKTOPOB yBJIE-
YEeHUsI BUJCOUTPAMU SIBJISIETCS (ppycTpalus, mepexuBae-
Mas B peayibHOI Xu3HU. ONHAKO TaHHOE€ MHEHUE OIMpo-
Bepraercst B padorax fA. Curtaxyn u T. I'peiitmeep [43].
B cBoeM mepBoOM KcCCIeNOBAaHUY OHU BBIABUHYJIU TUITOTE-
3y: CKJIOHHOCTb UTPaTh B arPECCUBHBIE BUIEOUTPHI BBILIE Y
(G pycTpUpOBaHHBIX UTPOKOB, YEM Y HE (PPYCTPUPOBAHHBIX.
BMmecTe ¢ TeMm pe3ysibTaThl MCCIeN0BaHUS TOKa3alu, 4TO Y
(G pycTpUpOBaHHBIX UTPOKOB CKJIOHHOCTb UTPaTh B arpec-
CHUBHbIE€ BUJCOUTPHI 3HAUNMO HUXE, B TOM YHCJIEe HE3aBU-
CHMO OT CKJIOHHOCTHU B LIEJIOM UTPaTh B TOJAOOHbBIE BUIEO-
urpel. B cBOEM BTOpPOM MCCJIENOBAHUM OHU BBIIBUHYJIU
aJIbTEPHATUBHYIO TUIOTE3y 00 0OpaTHOM BiausHUE Gpy-
CTpallMy Ha CKJIOHHOCTb UTpaTh B arpecCUBHBIE BUIEOU-
rpbl. JlaHHAas TUIOTe3a MOJHOCTBIO MTOATBEPIAUIACS.
OTtnenbHOE BHUMAHKE UCCIeI0BATENEH YIEISIETCS U3Y-
YEHUIO BUIEOUTPOBOI 3aBUCUMOCTU. OTMETUM, YTO Mpe.i-
METOM BHUICOUTPOBOI 3aBUCHMMOCTU B IOAABJSIONIEM
YyUCJe CcllydyaeB SBISIIOTCS COPEBHOBATEIbHbIE, MHOTO-
MOJIb30BATEIbCKUE UTPBI C DJIEMEHTAMU arpeccuu U pas-
HOU CTEerneHU BBIPAXKEHHOCTU BUICOUTPOBOTrO HACUJIMS.
Hanpumep, B cBoux padotax M.H. IToranenko [9] npu-
XOJUT K BBIBOLY O TOM, YTO MOAPOCTKAM U IOHOIIAM C
KOMITBIOTEPHO-UTPOBON 3aBUCUMOCTBIO CBOWCTBEHEH
CpeIHUUN YPOBEHb CUTYaTUBHOWM TPEBOXHOCTH, UTO YKa3bl-
BAaeT HAa HAJIMYME TaKUX dMOIMIA, KaK HampsbKkeHue, oec-
MOKOWCTBO, 03a00YEHHOCTh U HEPBO3HOCTh. Y OOJIBIIMH-
CTBa PECIIOHIECHTOB C WIPOBOM 3aBUCUMOCTBIO TaKXKe
HabJI0aeTC BBICOKUIA YPOBEHb JIMYHOCTHOW TPEBOXKHO-
CTU, MPOSIBIISIONIEHCS B IOCTOSIHHBIX CTPaxax, OLIYIIeHUN
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YIpo3bl U BOCIHPUSATUU IMOBCEAHEBHBIX COOBITUIA Kak
HeOJIArONpUSATHBIX U OMacHbIX. FOHOIIM M MOAPOCTKHU
4acTo NpeObIBAIOT B COCTOSIHUM TPEBOTU U MOJABIEHHOIO
HACTPOEHUS, WCIBIThIBas TPYAHOCTU B YCTAHOBJIEHUU
KOHTAaKTOB C OKpPYXalolIUMHU, TaK KaK BOCIPUHUMAIOT
MUp KaK Hebe30ImacHoe MeCTo. Y MOAPOCTKOB C UTPOBOM
3aBUCUMOCTBIO Yallle MPOSIBISIOTCS PA3APAKUTETBHOCTh U
obua, a Takxe 0oJiee BbIpaXeHa CKIOHHOCTh K arpecCUB-
HOMY MOBEIECHUIO, BKJIIOYAsi KOCBEHHYIO, (DU3UYECKYIO0 U
BepOabHylo arpeccuto. [Ipyu 5ToM HU3KUI YpOBEHb UyB-
CTBa BUHBI Y MOAPOCTKOB YKa3bIBAET HA WX HEXeJIaHUe
OpaTb Ha ce0s1 OTBETCTBEHHOCTb 32 CBOM OLIMOKU. B pabo-
Tax 3apy0eXXHBIX KOJIJIET MOKAa3aHO, YTO BBICOKUIA YPOBEHb
9MOLMOHAIBHOTO UHTEJUIEKTa OTPULIATEIbBHO KOPPEIUpPY-
€T C IMOoKa3aTeJsIMU BUJIEOUTPOBOMl 3aBucuMoctu [11; 22;
40; 47]. OnHako BAUSHUSI BUICOUTP HA CHUXKEHUE YPOBHS
SMOLIMOHAJBHOTO MHTEJIJIEKTa 0OHApPYKeHO He ObLIo [25].
DTO yKa3bIBaeT Ha TO, YTO BBICOKUI YPOBEHb 3MOIMO-
HaJIbHOTO MHTEJUIEKTa YMEHbIIIAET BEPOSITHOCTh PA3BUTHUS
BUJICOUTPOBOI 3aBUCUMOCTU. B TO Xe Bpemsi OTCYyTCTBUE
BJIMSTHUS BUJIEOUTP HAa SMOLUOHAIbHBIA UHTE/UIEKT CBU-
JETEIbCTBYET O TOM, UTO CAMU IO ceOe BUACOUTPHI, Taxe
MpU UHTEHCUBHOM WX UCMOJb30BAHUU, HE 00S3aTEIbHO
BEIyT K YXYALIEHUIO CHOCOOHOCTU MTOHUMATh U YIPABJISITh
CBOMMU 3MOLMAMU. B0O3MOXHO, KIIOUEBBIM (haKTOpOM
3M1eCh SBJISIETCS HE XapaKTep BUICOUTP, a UHAUBUIYab-
Hble 0COOEHHOCTU UTPOKOB, HAIPUMEDP TaKue, KaK HaBbI-
KU CAaMOPETYJISILIUUA U YMEHUE CITPABIISTHCS CO CTPECCOM.
OTae/nbHBIM HamnpaBIeHUEM MCCIIENOBAHUMN SBISETCS
U3yYeHUE BO3ACHCTBUS BUEOUTP HA UTPOKOB B KOHTEKCTE
kubepcnopra [18]. Henb3st He OTMETUTh, YTO MOJABJISIIO-
1€ YUCJIO KUOEPCTOPTUBHBIX BUIEOUTP — 3TO WUIPHI, B
KOTOPBIX TIPUCYTCTBYET arpecCHMBHBIN KOHTeHT. Yarie
BCEro BUACOUTPHI, UCIOJb3yeMble B KHUOEPCIIOPTUBHBIX
TypHUpaX, SBISIOTCS KOMaHIHBIMU CpPaXKeHUSIMU.
HekoTopele uccaenoBaHus NOKa3bIBalOT, YTO COPEBHOBA-
TeJIbHAsl K KooTepaTUuBHas Mpupoaa Kubepcnopra Tpedyet
BOBJICUEHUST TeX K€ HABBIKOB, YTO W B TPaIUIIMOHHBIX
BUJIAX CIIOPTa, BKJIOYAsi YMCTBEHHbIE, TAKUE KaK MPUHSI-
TUE pellleHUlt U TTpeogoeHue olKnooK [23], HaBBIKM Tpe-
OJIOJIEHUSI CTpecca, CBSI3aHHbIE C B3aUMOIEUCTBUEM C
TOBApUIIAMU 10 KOMaHAE U MPOU3BOAUTEIBHOCTHIO [37;
44], a TakKe HaBbIKM SMOILIMOHAIbHOU peryiasuuu [34]. C
JIPYrOii CTOPOHBI, €CTh TAKXKe 0Ka3aTeJbCTBA TOTO, UTO
udpoBas mpupoaa KudepcropTa BBOIUT (PaKTOPHI CTpec-
ca, OTCYTCTBYIOIIIME B TPAAUILIMOHHBIX BUIAX CIIOPTA, CBSI-
3aHHbIE ¢ JU3aiHOM UTP [29], TEXHUYECKUMU TPYIHOCTS -
mu [12]. Kpome Toro, B oTJinuKe OT UCCIENOBAHUM B Tpa-
JUIMOHHBIX BUAAX CTIOPTA, UCCIEIOBaHUS B 00JIaCTU SMO-
LIMOHAJIBHBIX COCTOSIHUI KUOEPCIIOPTCMEHOB IOKa3allH,
YTO CJIerKa MOBBIIEHHBIN CTPECC MOXET ObITh MOJIE3HBIM B
TUIaHEe YBEJIUYEHUSI BUIAECOUTPOBOUN pPE3yJIbTaTUBHOCTHU
[42]. Tem He MeHee BaXXHO OTMETUTb, UTO UPE3MEPHBIN
YPOBEHb CTpecca, OCOOEHHO B YCJIOBUSIX IMOCTOSIHHOTO
JlaBJIEHUSI, XapaKTepPHOTo JJ1s Tpo(ecCuoHaIbHOTO Kubep-
CIOpTa, MOXET OKa3bIBaTh HETAaTUBHOE BIUSHUE HA 3MO-
LIMOHAJIBHOE COCTOSIHUE WIPOKOB M WX JOJTOCPOYHYIO
MNPOAYKTUBHOCTh. [locTosiHHasE HE0OXOAUMOCTbh OBICTPO

MMPUHUMATh peIIeHWs B BBICOKOKOHKYPEHTHON cpele
MOKET TIPUBECTH K SMOLIMOHATLHOMY BBITOPAHUIO M CHU-
KEHUIO TICMXOJIOTUIECKOW YCTOWYMBOCTU. Takum oOpa-
30M, XOTSl YMEPEHHBIA YPOBEHb CTpecca MOXKET CHoco0-
CTBOBaTh IIOBHIIICHHWIO WIPOBOM pPe3yJIbTaTUBHOCTH,
BaXXHO YUMUTHIBaTh M 3((HEKTH Ype3MEPHOTO U TOJITOBpe-
MEHHOTO cTpecca.

OCHOBHBIM HaIIpaBJICHUEM MCCJIETOBaHUI B KOHTEK-
CTe BUICOUTP C arpeCCUBHBIM KOHTEHTOM SIBIISICTCS WX
B3aMMOCBSI3b C ITOBBIIIEHUEM YPOBHS arpecchuul y reitMme-
poB. [laHHOe HampaBjieHWE aKTMBHO Pa3BMUBAaeTCsS KaK B
OTEUeCTBEHHOI, Tak M B 3apyOexHOil Hayke. B psime
WCCIIeIOBAaHUI TTOKa3aHO, YTO BUIIEOUTPHI C arPeCCUBHBIM
KOHTEHTOM HE CITOCOOCTBYIOT KOHTPOJIIO SMOIIMOHATBHBIX
UMITYJIbCOB [17; 46].

B pa6orax Y. [I>keH, MpoBeAeHHbIX Ha IOAPOCTKaX,
JIeJIaeTCsT BBIBOJ O TOM, UYTO arpeCCUBHBIN KOHTEHT B BUIE-
ourpax pa3BUBAET Y PECIIOHIEHTOB TEHACHIINIO K JeryMa-
HU3alMM JIIoaeil. ABTOp yKa3biBaeT 4To 3((heKT aeryma-
HU3allU¥, BBI3BAaHHBII BUICOUTPAMU, COXPAaHSICTCS KaK B
KPaTKOCPOYHOIA, TaK U B IOJITOCPOYHOI IepcrekTuse [36].
HccrnenoBanne oTe4ecTBEHHBIX aBTOPOB BBISIBUJIO TTOJIO-
SKATEJTBHYIO CBSI3b MEXIY BO3ICHCTBUEM XKECTOKHUX BUICO-
WUTp U arpeccueil y moapoCTKOB. Y MOAPOCTKOB ¢ Ojaro-
MPUSATHOU CEMEWHOU Cpenoi XKEeCTOKWE BUIECOUTPHI OKa-
3BIBAIOT MPSIMOE BIMSIHUE HAa YPOBeHb arpeccuu. OqHAKo y
TeX, KTO BOCITUTHIBAETCS B HEOJIATOMPUSITHBIX CEMEHBIX
YCJIOBUSIX, HAOIIOIaeTCs KaK MPsIMOE, TaK U OMOCPEI0BaH-
HO€ BO3JEHCTBUE BUIEOUTDP HA YPOBEHb arpeccuu, ody-
CJIOBJICHHOE€ HOPMATUBHBIMHU MPEICTABICHUSIMU ITOAPOCT-
KOB 00 arpecCUBHOM ITOBeeHuH [6].

K. bypHaii ¢ KojuieraMu ucciieoBaiu BIUSTHUE KOH-
TEHTa CEKCYaJIbHOTO XapakTepa B BUIEOUTPax. ABTOPBI
0o0paTwIM BHUMaHUE Ha MPOOJIeMy UCITOIb30BAHUS MYX-
YUHAMM CEKCYaJTU3UPOBAHHBIX OCKOPOJIEHUI, oOpalleH-
HBIX K XXEHIIMHaM, B OHJIalH-cpene. BrIOOpKY uccienosa-
HUS COCTaBUJIA MYKUMHBI M 3KEHIIIMHEI B BO3pacTte oT 18 o
37 net. B pesynbTaTe HCCleNOBaHWSI aBTOPBI CHEIaIu
BBIBOI O 3HAYMMOCTU BJIUSIHUS CEKCYaJTU3UPOBAHHOTO
KOHTEHTa Ha BOBHMKHOBEHHE arpeCCUBHBIX TIPOSIBICHUI B
Cetu, uto cooTHOCUTCS ¢ Mojebio GAM [19]. Apyrue xe
KCCIIeIOBaHUS MOKAa3bIBAIOT, YTO BpeMsl, IPOBOIUMOE 3a
BUJICOUTPOI, HE BIMSIET HA UCTIOJIb30BAHUE OCKOPOICHU
CEKCYaJIbHOTO XapaKTepa, a BBIIESIOT IpyTrrie MpeaInuKTo-
PBI: BpaXIeOHBIN CEKCM3M, MaKUaBEJTN3M M OPUEHTAIIUIO
Ha coluMajbHOEe TOMUHUpPOBaHue [45].

HexkoTtopsle uccinenoBaTes v MOAYEPKUBAIOT, YTO BUAEC-
OUTPBI CIIOCOOHBI BIIMSITh TOJIBKO Ha CUTYaTUBHOE SMOII-
OHAJIbHOE COCTOSTHUE, HO HE CTAHOBSATCS IPUINHOM arpec-
CHBHOTO TIOBCACHUS WM HACWJIUS, KOTOPHIC SIBIISTIOTCS
CJIOXKHBIMU COIMAIbHBIMU TIPOOJIEMaMM, BBEI3BAHHBIMU
MHorumu ¢axktopamMu. OmnpeneneHue 4YeI0BEUYECKOIO
HACWJINS KaK CIICACTBUS UTPBI B BUACOUTPHI, BO-TIEPBBIX,
HEeHay4HO, a BO-BTOPBIX, OHO OTBJIEKaeT BHUMAHUE OT JpY-
rux (haKTOPOB, TAKMX KaK UCTOPUS HACWJINSA, T. €. HATMUKE
HACUJIbCTBEHHBIX IIPECTYIUICHU, COBEPIICHHBIX B IIPO-
1IJIOM, KOTOpBIE, KaK MbI 3HaeM W3 UCCIIeNOBAHUN, SIBJISI-
J0TCS TJIABHBIM MPEAUKTOPOM Oyayuiero Hacwius [15; 24].
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3akinioueHmne

WccnenoBaHue BIUSTHUS BUICOUTP C arPECCUBHBIM KOH-
TEHTOM Ha 3MOLMOHAJBHOE COCTOSIHME WTPOKOB MPOIOJI-
JKAeT OCTABAThCS AKTYaJIbHOI TEMOW, BbI3bIBAIOILCH OXUB-
JICHHBIE AVUCKYCCUM B HaydHOI cpefie. [1poBeaeHHbI 0630D
COBpPEMEHHBIX HCCIIEMOBaHMIA TMOKA3al, 4TO BO3ACHCTBUE
BUIECOMUTD HE SIBISICTCS] OMHO3HAYHBIM U 3aBUCHUT OT MHOXKE-
cTBa (HaKTOPOB, BKIIIOYAsT JIMYHOCTHBIE XapaKTEPUCTUKH
WUTPOKOB, CEMEMHYIO CPey, COLUATbHBI KOHTEKCT U [UTH-
TEJIbHOCTh UTPOBOTO BPEMEHU. YUUTHIBAsK MPEACTABICHHbIE
BBIILIE JaHHbBIC, B ICUXOJIOTMYECKHUX UCCIEIOBAHUSIX BUICO-
WUTP MMeEET CMBICI HUCIOJIb30BaTh KOMILUICKCHBIA TMOAXOI,
KOTOPBIil TOCTYJIUPYET, YTO BUIACOUTPHI JACHCTBUTEIBHO
MOTYT MTPUBOIUTH K TMOBBIIICHUIO YPOBHS arpecCuu, HO 3TO
BJIMSIHUE 3aBUCHUT OT CPEIOBBIX U MHBIX (haKTOPOB.

MHorue uccaeIoBaHusT IEMOHCTPUPYIOT CBSI3b MEXKIY
PETYISIPHON UTPOii B arpeCCUBHBIC BUICOUTPHI U IMOBBI-
LICHUEM YPOBHSI arpeCCMBHOTO TMOBEICHMUSI, CHUKEHUEM

SMITATUM U SMOLIMOHAJIBHON HeCTaOUJIBbHOCThIO. TeM He
MEHee CYIIECTBYIOT TaHHbIE, YKAa3bIBAIOIIME HA MO3UTUB-
HbI€ aCMEeKThl UTp, TaKue KaK YJIydllleHUEe HACTPOEHWUS,
CHUIKEHME CTpecca U pa3BUTUE KOTHUTUBHBIX HABBIKOB.
BaxxHO TakxKe OTMETUTBh, UTO HE BCE KaHPbI BUIEOUTP OKa-
3BIBAIOT ONMHAKOBOE BO3JEWCTBME HAa 3MOLMOHAIBHOE
COCTOSIHME M HEOOXOOMMO YUMTBHIBATH PA3IUYMUSI B MX
COEP>KaHUU U KOHTEKCTE UCITOIb30BAHUS.

3aKII0YUTENbHBIE BBIBOIbBI MOATBEPXKIAIOT HEOOXOIU-
MOCTb TaJIbHEHIIIET0 KOMILIEKCHOTO U3yYEHUs 9TOM TEMBI.
Ocoboe BHUMaHWE CTOUT YINEIUTh BIUSHUIO BUIEOUTD B
COYETaHUU C APYTUMU (haKTOpaMu, TAKUMU KaK COLAAITb-
Hasl TOAIePKKa, YPOBEHb CAMOPETYJISILIUK U SMOLIMOHAJb-
Hasl yctoituuBocTh. Kpome Toro, BaxXHbIM HampaBlieHUEM
OyIylIMX MCCIEIOBAaHWI MOXET cTaThb pa3paboTKa Mpo-
rpaMM MO OOYYEHUIO OCO3HAHHOMY U OTBETCTBEHHOMY
OTHOIIEHUIO K BUJEOUTPAM, YTO TTOMOXKET MUHUMU3UPO-
BaTh MOTEHIMATbHbIE HETAaTUBHBIE MOCJIEICTBUS U YCHU-
JIUTh MOJIOKUTETbHbIE 2D (HEKTHI.
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