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B cTathe mpencTaBieH TEOPETUUECKHUI 0030p COBPEMEHHBIX MCCIIEIOBAaHNI, TTOCBSIIEHHBIX TTPO0OJieMe BT -
HUS BUAEOUTP HA SMOLMOHAJIbHOE COCTOsIHME UTPoKOB. HecMoTpst Ha 00blIOe YKCI0 paboT B 3TOM 00J1acTH, UX
pe3yabTaThl TOCTATOYHO MPOTUBOPEUYMBEI, ITO3TOMY HEOOXOOUM aHAJIN3 METAaHAIMTUYECKMX JAHHBIX, a TAKXKe
JIeTaTbHOE PaCCMOTPEHME Pa3IMIHbBIX (PAKTOPOB, OKa3bIBAIOIIKMX BIMsIHUE Ha 3(PdekT. [TokazaHo, 4TO NMMEIOTCS
JI0OKa3aTeJIbCTBa KaK B IOJIb3y HETaTWUBHOTO BIIMSIHUS BHUICOWTP Ha pas3jMYHbIC MOKa3aTeJIu 3MOIMOHAIBHOTO
COCTOSTHUSI, TAaK B ITOJIb3Y ITO3UTUBHOTO, @ TAK3KE B TTOJIH3Y €TI0 OTCYTCTBUS. DPEKT 3aBUCHUT OT pa3TNIHBIX JOITO-
HUTEIbHBIX (DAKTOPOB — OT MHINBUAYATbHO-TMIHOCTHBIX 0COOEHHOCTE UTPOKA, OT 3KaHpa UTPHI, OT KOJIMYECTBA
BPEMEHH, TTPOBOIMMOTO 3a BUICOUTPAMH M MHOTHMX IPYIUX. BBISIBIIEHO, UTO B HEKOTOPBIX CIIyJasiX IPOTUBOPEUMS
B pe3y/ibTaTax SMITMPUIECKUX pabOT OOBSICHSIOTCST BIUSTHUEM 3TUX (PaKTOPOB, B YACTHOCTH, OOJIBIIOE BIUSHUE
OKa3bIBaeT JKaHpP UTPHI, a TAKKE HATMIME UTPOBOI 3aBUCUMOCTH. Tak:Ke HaMU OBIJTA PAaCCMOTPEHBI MeTaaHAJTUTH -
YeCcKHe paboThl, KOTOPHIE TTOATBEPIMIIH MOJIOKUTEITBHBINA 3((GEKT 00yJIaIOMNX BUACOUTDP B OTHOIIICHUW Pa3BUTHS
HaBBIKOB 3MOIIMOHAILHOM CaMOPETYJISIIAN, Tepalliid CUMIITOMOB ayTh3Ma u aernpeccu. @opMymmpoBKa 10CTO-
BEPHBIX YETKMX BBEIBOIOB OTHOCUTEIBHO HAJIWYMS W BEIMUYMHBI 3(@PEKTOB pa3BIeKaTeIbHBIX XXaHPOB UTP TTOKa
3aTPYIHEHA B CBSI3W C MaJIBIM YMCJIOM COBPEMEHHBIX METaaHaIN30B.

Karoueevte caosa: BUIEOUTpHI, OoOydalollue WIPHI, TeparneBTUYECKWE WIPHI, XaHp, 3MOLMHU, HACTPOCHUE,
CTpecc, AMOIIMOHAIbHAST PETYIISILINS, TICUXOJIOTHYECKOe OJ1aronoydue, MCUX0J0THIecKoe 310POBBE.
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The article presents a theoretical review of modern research dedicated to the problem of the influence of video
games on the emotional state of players. Despite the large number of works in this area, their results are quite con-
tradictory, therefore, an analysis of meta-analytical data is necessary, as well as a detailed consideration of various
factors influencing the effect. It has been shown that there is evidence for negative effects of video games on various
indicators of emotional state, evidence for positive effects and evidence for the absence of effects. The effect depends
on various additional factors — individual personality traits of the player, the genre of the game, the amount of time
spent playing video games, and many others. It is revealed that in some cases, contradictions in the results of empir-
ical studies are explained by the influence of these factors, in particular, the genre of the game has a significant
impact, as well as the presence of video game addiction. We also reviewed meta-analytical works that confirmed the
positive effect of educational video games on the development of emotional self-regulation skills, therapy for symp-
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toms of autism and depression. Formulating reliable clear conclusions about the presence and magnitude of the
effect of entertainment genres of games is still difficult due to the lack of modern meta-analyses.

Keywords: video games, educational games, therapeutic games, genre, emotions, mood, stress, emotional regula-
tion, psychological well-being, mental health.
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BBenenne

B nocnenHue necsaTuieTsi KOMIbIOTEPHbIE TEXHOJOTUM
CTaJIM HEOThEMJIEMOI YaCThIO KU3HU COBPEMEHHOTO YeJIo-
BeKa, OHM NIyOOKO BHEIPUJIMCh B HayKy, OOpa3oBaHUE,
SKOHOMUKY W MHOTUE ApYyrue cepbl, a TakxkKe CTaIM BaxX-
HBIM 3JIEMEHTOM IOBCEIHEBHOM XMU3HU U focyra. B yact-
HOCTH, IIMPOKOE PACIPOCTPAaHEHUE MOJYYUIN BUACOUTPHI.

IlepBble BUACOUTPHI CTaIU MOSBIAATbCSI B 50-€ TOAbI
XX Beka, a repBasi KpynHasi KOMIaHUs, CleHUaIu3upyro-
1asics Ha WX TPOU3BOACTBE M TMOJyYyMBLIAs Ha3BaHUE
«Atari», 6bu1a ocHoBaHa B 1972 r. B CIIIA. IlocreneHHO
MPOU3BOJCTBO CTAJIO MOSIBJATHCS U B APYTUX cTpaHax [1].
K HacrosiiemMy BpeMeHU MaciuTad BUIEOUTPOBON MHIY-
CTPUU CTaJ OTPOMEH — COIJIACHO Pe3yJibTaTaM UCCIeq0Ba-
Hus aHanutudeckoit komnaHuu «DFC Intelligence» aynu-
TOpUs IMOJb30BaTeNeil focTuria 3,7 MAUTMAPAOB YeJOBeK
[21]. s urp UCHOB3YIOTCS pa3jiWyHble YCTpPOCTBA —
64% aymUTOPUM COCTABJSIOT MIPOKM, HCIOJb3YIOLIKE
MOOWJIbHBIE TeJeOHBI U IUIAHIIEThI, 45% — TMepcoHab-
Hble KOMITBIOTEPBI, 54% — WUrpoBble MpUCTaBKU, 24% —
miaHmeTsl 1 10% — nuteMbl BUPTYalbHON pealbHOCTH
[17]. TIpruMeHeHUE KOMITbIOTEPHBIX MIP YK€ BBILILIO 3a
paMKM TIepBOHAYAJIbHBIX pa3BJeKaTeJbHbIX ILeJeid, B
MOCJeAHUE TOJbI UX CTAIM MTPUMEHSITh TAKKE B LIEJISIX O0Y-
YeHMsI, pa3BUTUsI KOTHUTUBHBIX HaBBIKOB U T€paIiiu pa3-
JIMYHBIX 3a00JeBaHuii [5].

WccnenoBaHusi pacnpoCTPAaHEHHOCTU BUIACOUTP
JEMOHCTPUPYIOT HAJIMYKME YCTOMUMBOM TEHAECHIIMU K YBe-
JIMYEHUIO YMCJIa KaK B3POCHbIX, TaK U NETeH, yBJeKaro-
IIMUXCSI KOMIBIOTEPHBIMU UTpaMU. AMEpUKAHCKKUE aHaJIM-
TUYECKUE UCCIeAoBaHMS MoKa3anu, yTo B 2023 r. urpoka-
MM IBISIMCH 62% B3pocioro HaceneHus U 76% nereil u
noapocTkoB a0 18 ser [17]. MaccoBasi yBJI€UeHHOCTb
BUICOUTPAMM, OCOOCHHO Cpeau AeTeil U MOJTOIEKU, BbI3bI-
BaJla 00ECIIOKOEHHOCTb CO CTOPOHBI OOIIECTBEHHOCTU B
1IeJIOM, a TAKXK€ CO CTOPOHBI POIUTENIEN, TEaroroB U Mcu-
XOJIOTOB, TO3TOMY COLIMajibHasi 3HAYMMOCTb MPOOJIEMBbI
BJIMSTHUSI KOMITBIOTEPHBIX UTP HA TMICUXUKY PE3KO BO3pocia
[5]. B yacTHOCTH, aKTyaJbHBIM SIBJISIETCSI BOIIPOC BO3I€EH -
CTBUSI BUJCOUTP HA MPOTEKaHUE SMOLIMOHATBHBIX TTPOLIEC-
COB, KOTOPBIE SIBJISTIOTCSI OJHUM M3 BaXKHEWIINX WHAMKA-
TOPOB MCUXOJOTMYECKOro Oarononayuus [3] u BIUSIOT He

TOJIBKO Ha TEKYIIIee COCTOSTHUE ¥ CAMOUYYBCTBIE MHINBUIA
[28], HO TaksKe Ha KA4eCTBO COLIMAIBHBIX B3aMOICICTBII
1 YCIIENTHOCTD B MMPO(peCCUOHAIBHOM JeITeTbHOCTH [45].

Onenka 3(dexra BUICOUTP B OTHOIICHUU 3MOIIMO-
HAJIBHOTO COCTOSIHMSI WTPOKOB BBI3BIBACT OXMBJICHHBIC
IUCKYCCUM CPEeIM YYCHBIX. 3a HECKOJIbKO IeCSITUICTUI
HAKOMIMJIOCh MHOXKECTBO 3MITMPUUCCKMX WCCIICIOBAHUIA,
OITHAKO B WX pe3yJbTaTax HaOII0OmaeTCsT HEMAJIO TIPOTUBO-
peunii — BIMSTHUE YIaeTcs BBISIBUTD HE BO BCEX CITydasx, 1
3a9aCTYIO0 OHO OKa3bIBaCTCSI IIPOTUBOIIONOXHEIM [2]. OmHa
13 TIPUYUH — pa3sHooOpa3HbIe (haKTOPBI, KOTOPBIE OITOC-
peoyIOT BO3IEHCTBUE BHUICOUTP HA SMOIMOHAILHYIO
chepy. IToaToMy Impn HAayIHOM aHaJINW3e JTAaHHOU ITpooIIe-
MaTHUKI OCOOCHHO BOCTPCOOBAHHBIM SIBJISICTCS MHOTOA-
CTIEKTHBIN MOIXO, IIPH KOTOPOM 3(h(EKTHI BUIEOTeHMITH-
ra paccMaTpHMBaIOTCS C YUCTOM MOITOJTHUTEIBHBIX IIepe-
MEHHBIX. TakKoil momxon OBLI peaJnm30BaH B HACTOSIIEM
0030pe, €ro 1eab — aHAJIM3 COBPEMEHHBIX SMIUPUIECKUX
1 METaaHAJIUTUYCCKUX PaboT, IMOCBSIIEHHBIX IIpoOIeMe
BIMSTHUS BUACOUTP Pa3IMIHBIX KaHPOB HAa SMOIMOHAIb-
HOE COCTOSTHHME UTPOKOB. MBI IoylaraeM, 9To JaHHas pado-
Ta UMeEeT BaXKHOE 3HAUCHUE TSI YCTPAHCHMST MMEIOIITXCS
IIPOTUBOPEYHNIA B TaHHOI 001aCTH NCCIICIOBAHUIA 1 TIO3BO-
JINT HAMETUTD JATbHEHUIITNE TTePCIICKTUBEI.

Knaccudgukanus suneourp

PaccmarpuBast Bompoc 0O BIMSTHUM BUICOUTDP Ha pas-
JIMYHBIC TICUXUIECKIE TIPOIIECCHI, BAXKHO YIUTHIBATH MHO-
I'Me UX OCOOCHHOCTH, KOTOPBHIC ITOTCHIIMAIHLHO MOTYT
IOB/IMSITh HA WTPOKa — JUIMTEIIBHOCTh WUTPHI, COOepIKa-
TeJIbHOE HAIIOJHEHUE M CTPYKTYpa, CIIOCO0 ITOTadn UTPO-
BOI MH(OPMAIINN, HABBIKK W YMEHUS, KOTOPEIC TPEOYIOT-
¢ I YCIIEIIHOIO peIIeHWsT WIPOBBIX 3amad.
MHoroo06pasre UTPOBOrO KOHTEHTA BHI3BIBAIO HEOOXOIM -
MOCTh Kiaccupukanmuu Bugeourp. Mx KimaccuuumpyoT
10 Pa3TMIHBIM OCHOBaHUSIM, HAIIPUMeED, TI0 PEKIMY UTPHI
1 KOJIMYICCTBY UTPOKOB MX PA3AC/ISIIOT Ha MHOTOTIONIH30Ba-
TEJIbCKME OHJIAH- M OMHOTIOJIB30BaTeIbCcKUe OopdraitH-
WTPBI, TAKXKE CYIISCTBYIOT KIacCU(PUKAIIUNA BUICOUTP IO
KOTHUTHUBHBIM pecypcaM, KOTOpBIC TpeOYIOTCS OT MTpoKa
IIJIST YCIIEIITHOTO pellleHUs UTPOBHIX 3amad [2]. HambGoiee
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pacrpocTpaHEHHOU B HACTOSIIIIEE BPEeMSI SIBJIIETCS KaHPO-
Bast KJlaccuUKalKs, OHa TOJIb3YeTCs MOITYJISIPHOCTHIO He
TOJIBKO CPEIY UTPOKOB U pa3pabOTUYMKOB, HO TAKXKE CPENN
WCCIIeIOBaTEeH.

CyIIecTBYIOT pa3MYHbie BapUaHTHI KaHPOBBIX KJlac-
cuduKalnii, HEKOTOPbIE M3 HUX HACUYUTHIBAIOT HECKOJIBKO
JIeCSITKOB KaHpoB [2]. PaccMOoTpuM OIMH U3 pacrpocTpa-
HEHHBIX BapuaHTOB Kiaccudwukanuu. B urpax xaHpa
«DKI1IH» (0T aHTI. «Action» — AefCcTBUE) OT UTPOKA TPeOy-
€TCSl aKTUBHO TPEOIOJIeBaTh PA3IMYHBIC TPETSTCTBUS U
cpaxatrbcsl ¢ TpoTuBHMKaMu. [lomBuaamMu 3TOro kaHpa
SIBJISIIOTCST «IyTepbl» (OT aHMI. to shoot — CTpessiTh) U
«aittuHrI» (0T aHT. to fight — cpaxkatncst). Irpsl skaHpa
«Cumyngrop» (0T aHria. «Simulation») npencTaBiasSiOT
CcOo00Ii UMUTAIIUIO peaIbHOM YeJI0BeUeCKOM JesITeTbHOCTH,
HanpuMep yrnpaniieHue aBToMoouieM. KaHp «CrpaTterusi»
(ot aHr. «Strategy») nipeniaraeT UTPOKY pa3IMyHbIe 3a/1a-
YU T10 YIIPaBJICHUIO PecypcaMM, YCTIEX BBITIOJTHEHUST KOTO-
pbIX 3aBUCUT OT BBIODAHHOW CTpaTeTMM U TaKTUKU.
B xanpe «PoneBast urpa» («Role-playing Game») Urpok
OepeT Ha ce0s poJTh TOTO UM MHOTO TIepCOHaXa C HEKOTO-
pPBIM HAOOPOM XapaKTepUCTUK M Pa3BUBAET MX B TIpoliecce
urpsl. UrpoBble iepcoHaxku urp xaHpa «[IpukioueHue»
(ot aHr1. «Adventure») IBUXKYTCS K Pa3IUYHBIM LIEJISIM, HO
WX TTyTh MEPUOANYECKH TIPEeTPaKIaioT pa3IMuHbIE MPETTSIT-
CTBUsI, KOTOPBIE UTPOKY HEOOXOAMMO TIPEO0JIETh (HATIPH-
Mep IPY TTIOMOIIIN HAXOXICHUSI OTIPeIeIECHHOTO TIpeIMeTa,
MyTeM TIPaBUJILHOTO BEJACHUSI AUAIOra U IPYTUMU CITOCO-
6amu). B xxanpe «['onoBosioMka» (0T aHr1. «Puzzle») urpo-
Ky TIpeljiaraloTcsl JOTUYeCKHUe 3alavyu, MOCTPOEHHbIE Ha
obueMm Habope mpaBui [4]. ITo pe3yabraram HeIaBHEIO
uccienoBanuss «Newzoo», B KOTOPOM IPOU3BOIMINCH
CpaBHEHMS PacXOOB MMOJIb30BaTeIeil Ha MOKYIIKY pa3jiny-
HBIX XaHPOB BUACOUTP, OBIIO TTOKA3aHO, UTO CaMbIM
TOIYJIIPHBIM KaHPOM Ha TIEPCOHAJIBHBIX KOMIThbIOTEpax
seisttorest «IllyTep», Ha WTpPOBBIX TIPUCTaBKAX — JKaHP
«[IpuximovyeHne», a Ha MOOMJIBHBIX YCTPOMCTBAX — KaHP
«PoneBast urpa» [335].

JIOCTOMHCTBaMU XaHPOBOM KJIacCU(UKAIIUU SIBIISIETCS
TOT (hakT, YTO OHA JOCTATOYHO aNalTUBHA W JOTYyCKaeT
CMEIIEHNEe yXe CYIIECTBYIOIIMX XaHPOB MEXIY COO0OIA,
BBIZIEJIEHNE HOBBIX KaHPOB WJIM pa3lesieHUe CYIIeCTBYIO-
myX Ha moaBuabl. Ee mpuMeHeHWe B TCUXOJOTMYECKUX
WCCJIEIOBAHUSIX BITOJTHE OIMPABIaHO, MOCKOJIbKY pasind-
HbIEe XaHPbl UTP Pa3IWYaAIOTCsS 10 BIWSHUIO Ha MHOTHE
TcuxoyiorhuecKue rmapameTpsl [39], a mojab3oBaTenu ¢ pas-
JIMYHBIMU TICUXOJIOTMYECKUMM XapaKTepUCTUKAMU TIpeT-
MOYUTAIOT pa3IUYHbIE KaHPbI BUAEOUTD [2].

HccnenoBanus BIUSHUSA BUICOUTD
HA SGMOILIMOHAJIbHOE COCTOSAHUE

MHorouucieHHble UCCIeNOBaHUS TMOKA3bIBAIOT, YTO
peryyisipHasi Urpa B KOMIIbIOTEPHbBIE UTPbl MOXET BbI3BaTh
HE TOJIbKO CUIOMUHYTHbIE SMOILIMUA U MEHSTh COCTOSIHUE
HeIMmocpencTBeHHO oce urpsl [40], HO TakKKe MOXET Ipu-
BECTU K JOJITOCPOYHBIM WM3MEHEHUSM SMOLIMOHAJIBHOTO

dona [13], TuuHOCTHBIX YepT [33] U Jaxe UHTErpaTbHBIX
TICUXOJIOTUIECKUX XapaKTePUCTUK, TAKUX, HATIPUMED, KaK
MCUXO0JIOTUYECKOE 3M0pOBbe W Onaromosnyuue [25]. s
Havajia pacCCMOTPUM BJIMSIHUE BUACOUTP HA SMOIIMOHAb-
HOE COCTOSTHME HETTOCPEJCTBEHHO BO BPEMsI U TIOCJIE UTPHI.

Binsinne BUAEOUTP HA SMOIMU U HACTPOEHUE

Iloaoxcumeavnvie 3moyuu. YuutbiBas TOT (HaKT, UTO
WUTPbl U3HAYATBHO pacCMaTPUBAIUCH KaK pa3BleuyeHUE, UX
HauboJiee OYEBUIHBIM U TOKA3aHHBIM 3G (HEKTOM SIBISET-
¢ ynmoBojbcTBUe [39]. CyluecTBYIOT pa3Hble MHEHUS
OTHOCUTEJIbHO MIPUYUH €ro MOSIBICHUS, HEKOTOPbIE aBTO-
pBI MOJIaraloT, YTO OHO BO3HUKAET Ojarofapsl yCUJICHUIO
YyBCTBAa KOMIIETEHTHOCTM M aBTOHoMuu [12], a Takxke
CyOBEKTUBHOTO OLIYIIEHUS COOCTBEHHON CWJIBI B Clydyae
Urp ¢ HacuiveM [46]. PacnipocTpaHeHbl HCCIEIOBAHUS O
(dakTopax, BAUSIOMINX HA BOSHUKHOBEHUE YAOBOJBCTBUS
[26], omHUM U3 TaKuX (HAKTOPOB SIBJISIIOTCS JIMYHOCTHBIE
0COOEHHOCTU UTPOKa, a Takxke Tum urpsl. [lokazaHo, 4yTo
MHOTOITOJIb30BaTEIbCKUE COPEBHOBATEIbHBIE UTPHI BBI3bI-
BalOT OOJiblIE YAOBOJBCTBUS, YEM MHOTOIOJIb30BATE/b-
CKWUeE UTPBHI, TAe TpeOyeTcss Koomepaus ¢ IpyruMU UTpoKa-
MM, ¥ OJHOIIOIb30BaTebckue [16]. Ele oqHUM 00BEKTOM
uccienoBaHuii 3HeKToOB KOMMIBIOTEPHBIX UTP SIBISIETCS
HactpoeHue [30]. [TokazaHo, YTO UTrpa B MPOCThIE BUAEOU-
IPBI-TOJIOBOJIOMKM C MUHUMAJIUCTUYHBIMU WHTepdeiica-
mu («Bejewled II») MoXeT ylydliMTh HACTPOEHUE UTPO-
KOB, O YEM CBUIETEIbCTBOBAIO YMEHBIIEHUE BbIPAXKEH-
HOCTH JIEBBIX JIOOHBIX alb(a-BOJH Ha 2J1eKTpPO3HLE(haIO-
rpamme [40]. OgHako 3Tu 3 hEKTh 3aBUCAT OT JIUTEb-
HOCTU M 4YacTOThl Urpbl. HeKoTopbie aBTOPHI OTMEYaloT,
YTO Yy MOJIb30BATEEN C UTPOBOM 3aBUCUMOCTBIO B LIEJIOM
HabmonaeTcs 6osee HeraTUBHOE HACTPOEHUE MO CpaBHE-
HUIO C UTPOKAMU, HE UMEIOIUMU 3aBUCUMOCTH [20].

CBOICTBO BUIEOUTP BBI3BIBATH MOJIOKUTEIbHBIE 9MO-
LIMM aKTUBHO MCIIOJb3YeTCS MPU CO3JAHUU OOYYarolnx
WUTP Y KOTHUTUBHBIX TpeHUHTOB [5]. [TokazaHo, yTo obyya-
OIIIME UTPBI BBI3BIBAIOT OOJIBIIE MOJOXUTEIbHBIX MO
U YIOBJIETBOPEHHOCTU, YEM TPAAULIMOHHBIE METOMBI 00Y-
yeHus [47], a reiiMmubuInpOBaHHbBIE 3aJaHUSI B KOTHUTUB-
HBIX TPEHUHTaX BOCIIPUHUMAIOTCS KaK 0oJiee yBieKaTeb-
uele (g = 0,72, 95% CI = [0,26; 1,19], p = 0,002), uem
0o0bIuHbBIE [43].

Ompuuyameavhvie d3moyuu. 3anadd BO MHOTHUX HTpax
MPEeroJaraloT COPeBHOBAHUE WM TMPOTUBOCTOSTHUE C
KOMITBIOTEPOM WJIM IPYTMM WUIPOKOM, a UTPOBOM CIOXKET
3a4acTylO BKJIIOYaeT B cebsi Hacuue. JJoCTylmHOCTh TaKUX
UTP HE MOXET HE BbI3bIBATh OMACEHUI, OCOOEHHO B OTHO-
IIEHUU TMOAPACTAIONIErO MOKOJIEHUS, TT03TOMY BOMPOC O
TOM, BBI3BIBAIOT JIM BUJCOUTPHI arpeCCUBHOE MOBEACHUE,
CTajl OYEHb AKTyaJIbHBIM.

IIpoGaema arpeccMBHOIrO IOBEIEHUSI BBIXOAUT 3a
paMKM HACTOSIILEN CTaTbu, MO3TOMY B HalleM 0030pe MbI
OCBETHUM OJIMH U3 [NTABHBIX SMOLIMOHAJIbHBIX MPEIUKTOPOB
arpecCUBHBIX AeicTBUM — THeB. CyllleCTByeT Hemaso
SMITUPUYECKUX JAOKA3ATEIbCTB TOTO, YTO KOMITBIOTEPHBIE
UTPBI, B CIOXKETEe KOTOPBIX MPUCYTCTBYET HACWINE, BbI3bI-
BaloT amouuio THeBa [34]. YacTo 0OBEKTOM BHUMAaHUS
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HccleoBaTeseil CTAHOBATCS UHAUBUYabHbIE pa3Indusl,
BJIMSIIONIME HAa €r0 BbIPAXEHHOCTh, HAIPUMEpP YPOBEHb
9MIIaTUM, SMOIIMOHAJbHBI WHTEJUIEKT, CKJIOHHOCTh K
THEBY KaK JIMYHOCTHAasl yepra U Apyrue. MHTepecHbIMU
SIBJISIIOTCSL  PE3YJbTaThl, KacarollUecs MOJIOBbIX pPa3/iu-
YU — CYIIECTBYIOT pPabOThI, B KOTOPBIX TOJIbKO KEHIIIUHbI
JEMOHCTPUPOBAJIU MOBBILIEHNE YPOBHS THEBA IMOCJIE BUIE-
ourpsl ¢ HacuaueM [34]. Boripoc o TOM, YTO UMEHHO SIBJISI-
€TCs MPUYMHON TMOSBIEHUSI BPaXIeOHOCTU MOCJIE WIPHI,
MoKa SIBJsIeTCS TUCKYCCUOHHBIM. HampuMep, HEKOTOpbie
aBTOPBI MOJIAraloT, YTO dMOLUU, COMYTCTBYIOLIME arpec-
CUM, BOBHUKAIOT HE B CBSI3U C (PAaKTOM HAJIMYMSI HACUJIUS B
CIOXXETE UTPhI, a B CBSI3M C 3alayeii KOHKYpUPOBAaTh C Ipy-
TUMM WUTPOKAMU, a TakKXe OHU 3aBUCIT OT pe3yJbTaTa
WUTPbl — TMPOUTPABIINE UMEIOT 00Jiee BBICOKUI YPOBEHb
arpeccuBHoro addexra [14].

DMOLMOHATBHOE BOBJIEYEHUE B CIOXKET U COMEpEeXnBa-
HUE TIEpCOHAXXaM MOXKET TaKXKe BBI3bIBaTh PSIl APYTUX
HEeraTUBHBIX 3MOLIMIA, BKJIIOYas pa3oyapoBaHUE, CTpax,
TpeBOry, Mevajib W Jaxe 4yBCTBO BUHBI [27]. 3ayactyio
WUTPOKU HE OTVINYAIOT peaibHbIe YIPO3bl OT BUPTYAIbHBIX 1
WUCIIBITHIBAIOT CTPaX, a 3acCTaBjisisi CBOUX MEpPCOHaXew
coBeplllaTh B UTPE amMopajibHble NEUCTBUS (HAIpUMeEp
yOUIICTBO), UTPOKM MCITHITHIBAIOT YYBCTBO BUHBI W CThHIIA
[11]. HeobxoauMo OTMETUTb, YTO CWJIa UCHBITHIBAEMBIX
9MOLUN yBEJIUUUBAETCS C YBETUUEHUEM OIILYIIEHUS «TTPU-
CYTCTBUSI» BHYTPM BHUPTYaJbHOTO WIPOBOrO MUpA.
bnarogapst MHOrOYMCIEHHBIM MHHOBALUSIM B cepe KOM-
MbIOTEPHOU TEXHUKH, MMPOrpaMMUPOBAHMSI U aHUMAIUU
KOMIIBIOTEPHBIE WMIPBI C KaXIbIM TOAOM OOpETaloT BCe
OoJiee peaTuCTUYHOE Tpadrueckoe U 3ByKoBoe odopmJie-
Hue. [TokazaHO, YTO UTPHI C BBICOKOI CTEMEHbIO peau-
CTUYHOCTU I'paUKU, OCOOEHHO peajn3yeMble B CUCTEME
BUPTYQJIbHOIW PEabHOCTH, YBEJIUYMBAIOT MUHTEHCUBHOCTh
MepexXxruBaeMbIX dMoLuii [27].

Cmpecc. Tlpy n3ydeHUM BIMSIHUSI KOMITBIOTEPHBIX WUTD
Ha yPOBEHb CTPecca pe3ybTaThl SMIUPUIECKUX PAOOT OKa-
3bIBAIOTCS IOCTATOYHO MPOTHUBOPEUYUBHI, 3DGhEKT cylie-
CTBEHHO 3aBUCUT OT XKaHpa UTPhI U APYTUX (PaKTOPOB.

IMTokazaHo, 4TO WTIpHI XaHpa «DKIIH» Yallle BCETro
MOBBIIIAJIM YPOBEHb BO3OYXIEHUSI U cTpecca. B pabore
AM. Tloprep u II. I'yikacuaH cpaBHMBAJIOCH BIUSIHUE
BUJICOUTP PA3HBIX XXaHPOB Ha YPOBEHb CTpecca IOHOLIEH 1
B3pocCIbIX OT 18 mo 38 et ¢ ucnosib30BaHUEM MCUXOPuU3u-
OJIOTUYECKUX METOMIOB OLIEHKM MoKa3areseil paboThl cep-
JIEYHO-COCYAUCTON cUCTeMBbI. bblIO MoKa3aHO, UTO UTIpa
xxaHnpa «®DaittuHr» («Mortal-Combat») BbI3bIBana 0ojee
CUJIbHOE BO30YXJIeHUE U CTpecc, yeM urpa «TeTpuc», HO
MPUHOCWJIA UTPOKaM OOJIbllIe MOJIOXUTEIbHBIX dMOLUMN
[39]. BDTH pe3yabTaThl HALLLIK OObSICHEHWE B METaaHATUTU -
yecKoll paboTe, B KOTOPOUl paccMaTpuBajCs BOIPOC,
MOXHO JIA CYUTAThb BUACOUTPHI UCTOYHUKOM CTpecca.
ABTOpBI MPUIILIU K BBIBOLY O TOM, YTO OHU TOBBIIIAIOT
CUMITaTUYECKYIO aKTUBHOCTb U YACTOTY CEPACYHBIX COKPa-
IIEHUI, a TaKKe CHUXKAIOT MapacUMITaTUYECKYI0 aKTUB-
HocTb. OnHAKO (PU3MOTOTUYECKUU OTBET OTJIMUYAJICI OT
CTaHIAPTHBIX TUIIOB CTpecca (HalpuMep cTpecca Mpu
MyOJTMYHBIX BBICTYIUIEHMSIX), ITOCKOJIBKY HE TIOBBIIIAJICS

ypOBeHb KOpTU3oJja. [103ToMy aBTOpBI TIPUIIUIA K BHIBOLY,
YTO BUJCOUTPHI BBI3BIBAIOT COCTOSIHUE OoJiee OaM3KOoe K
MOJIOXKUTEIBLHOMY 3YCTpECCy, UYeM K AucTpeccy [42].

HexoTtopble aBTOpHI paccMaTpuUBaIOT BUACOUTPHI Kak
CpeNCTBO pacciabieHuss 1 BOCCTAHOBJIEHUSI OT CTPECCO-
BbIX (paKTOpPOB TOBCenHEeBHON u3HU. Hampumep, urpa
«Lego: Marvel Super Heroes» cMeliaHHOTO >XaHpa «DKIIH-
[MpukmoyeHne» CHMXKala CTpecc, MpUYeM 3TO He 3aBHCe-
JIO OT TOTO, KaKasi BEpCHsI UTPhI MCITOTb30Balach — KOOIIe-
paTUBHAs WM COpeBHOBarebHasA. B 1emom, addexTun-
HOCTb B CHIKEHWU cTpecca Oblja MpOJAeMOHCTPHUpOBaHA
IUIST  Ka3yaJbHBIX BUIEOUTP, HEKOTOPBIX WIp XaHpa
«OKi1H», «[IpuKIt0YeHNsI» U UTP C ITOMOJHEHHOU peasb-
HocTblo [37].

[Tpu 5TOM BUIEOUTPHI UMEIOT MATyOHBIE MTOCTIESACTBUS
JUTST JTIO/IEiA, CKIIOHHBIX K MTPOBBIM 3aBUCUMOCTSIM. B MeTa-
aHaymze @. [MammaBmumuu, A. Ileme u @. MaHTOBaHM
aHaAJIM3UPOBAIUCL 22 uCcAeaoBaHUs, OoJbllIasi 4acTb
KOTOPBIX TIPOBOIMJIACH HA HAYaJIBHBIX CTAIUSIX MaHAeMUU
COVID-19. Iloka3aHo, 4TO yBeJIMYEeHNE BpeMEHU, 3aTpa-
YMBAaeMOTO Ha WCIIOJIb30BAaHWE MHOTOIOIB30BATEIbCKUX
OHJIATH-UTP BO BpeMsl KapaHTHHA, UMeJIO KPaTKOBPEMEH-
HBII paccaadsomuii 3@dexT, Ho MPUBOAWIO K JO0JTO-
CPOYHOMY YCUJIEHUIO CTpecca, TPEBOXHOCTH M CHMIITO-
MOB JIETTPECCUU. DTU pe3yJIbTaThl OTHOCSTCS K reiiMepaM 1
JIAIIAM ¢ U30eTalonuM CTUJIEM COBJIANaHUs, IS KOTOPBIX
urpa SIBJISIETCS CITIOCOOOM YHTH OT HETNPUSITHBIX 00CTOSI-
TEJBCTB U MPOOJIeM, He pernast ux. Y MOJPOCTKOB U FOHO-
e, He BXONSIIMX B TPYIIY PUCKA, UTPHl YMEHbIIATU
cTpecc, TpeBOry U aenpeccuio [38].

Cospemennbie meHOeHUUU 6 UCCACO0BAHUN IMOUUOHAND-
Ho2o cocmosinus uepoxa. OMHUM U3 COBPEMEHHBIX HaIpaB-
JIECHUI B paccMaTpuBaeMoOl HaMU 00JIaCTH MCCIIEIOBAHUI
SIBJISIETCST MIEHTU(UKALIMST SMOIIMOHAIBHOTO COCTOSTHUSI
WUTpOKa T10 BBIPAXKEHUIO JIMIIA C TIOMOIIBI0 BeO-KamMepbl
[41]. JaHHbI moaxo/1 MoKa3aa MHOroo0elalolue pe3yib-
TaThl B 9KCTIEPUMEHTE C Pa3IMUHBIMU KaHPAMU BUICOUTD
(aiiTuHTHM, TOHKU U Jlorudyeckue urpbl) [32]. OH MoXeT
OBITH IIEHEH HE TOJIBKO JUISI POIUTENEH, OECITOKOSIIITUXCS O
TOM, KaK OTpeje/ieHHbIe BUICOUTPHI BIMUSIOT HAa COCTOSI-
HUE JIeTeil, HO TakXKe JJIsl UcclieloBaTesieil U Bpadeu, y
KOTOPBIX TTOSIBJISIETCS] BO3MOXHOCTD OTCJIEIUTH COCTOSTHUE
WUTPAIOIIEro, KOTAa OH HAXOAUTCS IoMa.

PacniozHaBaHue aMO1IMif UTPOKA BO BPEMST UTPHI TAKKE
MO3BOJISIET pa3paboTyrMkaM co3aaBaTh addEKTUBHYIO
ajanTaluio UIPOBOro Au3aiiHa aJisl OOJibleil BOBJIEUEH-
HOCTM W TJIyOMHBI TIOTPYXEHUWsI B WMIPOBOM IIpoliecc.
HcnbIThiBaeMble UTPOKOM 3MOIIMY BBICTYIIAIOT B ATl THB-
HOW UTPOBOIi cpene (haKTOPOM, OT KOTOPOTO 3aBUCSIT MHO-
rve mapaMeTpbl — UTPOBast Cpefia U MIPOUCXOISIINe B HEl
COOBITHS, TIOSIBJIEHUE HOBBIX 3a/a4 U YPOBEHb WX CJIOX-
HOCTH, a B HEKOTOPBIX cydasix pe3ynbrat. Hampumep, B
urpe «OctpoB ApaeHTali», cpena KOTOpoil mpeacTapsiia
co00li TUKYIO TIPUPOMIY, B 3aBUCHMOCTH OT COCTOSTHMS
WUTpOKa MEHSIETCS TIOTola — €CJIM WTPOK MCIBITHIBAeT
rneyajib, TO HeOO TeMHeeT, obOpa3yeTcsl TyCTOW TyMaH,
HauYMHAETCsI JJOX]Ib, a €CTM UTPOK MCITBITBIBAET COCTOSTHUE
CYacThsl, TO HEOO CTAHOBUTCS SICHBIM U TTOSIBJISIETCS] COJTH-
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e. Takxke 3amaHMsT 3TOM UTPbl TPEOYIOT OT UIpoKa Ipo-
SIBJISITH JIMOO TIOJIOXUTEJIbHbIE, JMOO OTpULIATEIbHbIE
a((EeKTUBHbBIE COCTOSIHUSI B 3aBUCUMOCTU OT 3adayu,
HarpuMep, B OAHOM M3 3aIaHUI UTPOK AOJIKEH MPOSIBISTh
9MOLIMU, COOTBETCTBYIOIIME TTPEAbSIBIEHHOMY TeKCTY [23].

Bausnue Bumeourp Ha NCUX0JI0rMYECKOe 310POBbE

U Os1aromosryune

MaccoBoe pacrpocTpaHeHUe BUAEOUTP TIPUBETIO K
TOMY, UTO WCCJIEIOBATEN CTAJIM MHTEPECOBATHCS UX BIIWSI-
HUEM Ha IJI00aJIbHbIE TCUXOJIOTMYECKUe XapaKTepUCTUKU
HaceJIeHUsI, TaKue KaK TICUXOJIOTUYECKOoe 3I0pOBbe M OJia-
rornojiydue. I1CMXOJIOTMYECKMM 3I0POBbEM HAa3bIBAIOT
CBOICTBO Pa3BUTON JIMYHOCTU, KOTOPOE OOECIeurnBacT
aJIeKBaTHBIN COLMAJbHBIM HOpMaM OOIIlecTBa XapakTep
PETYJISIIIMY TIOBEICHUSI, OTHOIICHWH, NesITeJIbHOCTH, Tiepe-
xuBaHuil [3]. OnHUM U3 MoKa3zaTesell MCUXOJIOTMYECKOro
3MI0POBBST  SIBJISIETCST  TICMXOJIOTMYECKOE OJarornoiydue,
BKJTIOUAlolee B ceOsl psifi, KOMIIOHEHTOB: 9MOIIMOHATbHBIN
(ipostBIIsIETCSl B CYOBEKTHBHOM OIIYIIIEHUM YIOBJIETBOPEH-
HOCTU COOOI M COOCTBEHHOI >XM3HbIO, YYBCTBE CUACTHS),
COIMAJIbHBIN (TTposIBIIsieTCsI B 3((EeKTUBHOM COILMATbHOM
(byHKIIMOHUPOBAaHWUM, CITOCOOHOCTU BBICTpAaMBaTh JOBEPU-
TeJIbHBIE B3aMMOOTHOIIEHUS C OKPYXKAIOIIMMU) U CMBICIIO-
BOI (TTPOSIBIISIETCS B CTPEMJIEHUU K IOCTHKEHUIO COOCTBEH-
HBIX IIeJIeil, a TAKXKe B IMIYHOCTHOM POCTE U CAMOPA3BUTHN)
[7]. B Hactosimiem 0630pe Mbl cHOKYCHUpYyeMCs TJIaBHBIM
00pa3oM Ha SMOIIMOHAIIBHOM acTeKTe 3TUX TTOHSITHUIA.

Borpoc 0 BIMSIHMY KOMITBIOTEPHBIX UTP Ha TICUXOJIO-
TMYeCcKOe 3M0POBbe U OJIArOIOIyure BCE €Ile He MOTyIrT
OTHO3HAYHOTro oTBeTa [22]. B HEKOTOPBIX SMIUPUYECKUX
paborax OBUIO BBISIBJIEHO, YTO BUIEOUTPHI OKAa3bIBAIOT
MOJIOKUTENbHBIE 3(P(HEKTh B OTHOIIEHUU TCUXUIECKOTO
3I0pOBbs U Oaromnonyuusi. EBponeiickoe nccienoBaHue ¢
yuactreM 3195 ucnbiTyeMbIxX Bo3pacta 6—11 Jjiet, mokasa-
JIO0, YTO YacTOe MCITOJIb30BaHUE BUIEOUTP (0oJiee 5 yacoB B
HEeJIeJI0) MPUBOIWIIO K YIYYIIEHUIO HEKOTOPBIX TTOKa3aTe-
JIel TICUXUYECKOTO 3[I0POBbSl — YMEHbIIIAIOCh YMCIIO MBIC-
Jieil 0 CMepPTH M YUCJIO TIPU3HAKOB WHTEPHAIU3YIOIINX
pPaccTpoiCTB, K KOTOPBIM OTHOCST IIEJIBI CTEKTP IpO-
0JleM — JIeTIPeCcCHio, TPEBOTY, COIMATbHYIO M3OJISIIIAI0 1
coMatuyeckue pacctporictBa [28]. MexaHU3MBbI, 32 CUYET
KOTOPBIX 3TO MPOMCXOINT, €llle He MPOSICHEHBI, BOZMOX-
HO, 3TO MPOUCXOIHUT T10 TIPUINHE CHUXKEHUS pyMUHAIINH,
OITHOTO M3 OCHOBHBIX CHMIITOMOB JIierpeccuu. I pynmoit
HeMmelKMUX uccienonaresein B 2018 r. ObU10 MOKa3aHO, YTO
OCJIe BUIEOUTPHI, TPeOyIoleil KOHIIEHTpallui BHUMAaHMS
U ObIcTphIX peakuuii («Boson X»), yMeHbIIanach CKJIOH-
HOCTb HUCTIBITYEMBIX TTIOBTOPSITH OIHU U T€ XK€ HeTaTUBHbBIC
MBICJIM, He Beaylllde K peleHuto npobjembl [19].
Jx. Xaszen ¢ KojuleraMy YKa3blBalOT Ha HAJIMYUE TTOOXU-
TEJTLHOTO BIMSTHUS BUICOUTP HA TMICUXOJIOTUYECKOE OJ1aro-
MOJIy4Ke, U3MEPEHHOE 110 ONMPOCHUKAM — Y 88,4% ucmbi-
TyeMBIX WX WCCIIEOBaHUs HAOMIONANINCh YIydIIeHUs] B
aMOLMOHANIbHOU cdepe. ZKaHpbl, KOTopble OKa3bIBalu
HauOOJIBIINIA TOMOXUTENbHBIA 3P dekt — «Ponesas
urpa», «My3bIKaabHast Urpa» 1 «Xoppop Ha BEDKUBAHUE»
(ot aHra. «Survival Horror») [25].

OIHaKO CTOWT C OCTOPOXXHOCTHIO OTHOCHUTBHCSI K OITHO-
3HAYHBIM BBIBOJAM, TI0 BCEW BUIMMOCTU, OOHApY>XeHHBIE
TIOJIOKUTENbHBIE 3((MEKTHI OTHOCSTCS TOJBKO K CIydasM
YMEpPEHHOTO BuIeoTeiiMuHTa. Pe3ynbraThl MeTaaHanaM3a
E.JIx. OcTuHe/IM ¢ COaBTOpaMM JAEMOHCTPUPYIOT, UTO
JIIOIA C BBIPAXKEHHOW MIPOBOM 3aBUCHUMOCTBIO YACTO CTaJl-
KUBAIOTCS C ITTPECCUBHBIMU CUMITTOMAaMHU BO BpeMsT 00JIe3-
HM JIaXke TIPU OTCYTCTBUU YCTAHOBJIEHHON COITYTCTBYIOIIIE
natoioruu. OOIIast YacToTa COMYTCTBYIOIIEH AETIPECCUn Y
WCIIBITYeMBIX C 3aBUCHMMOCThIO cocTaBisuia 0,32 (95%
Cl=10,21;0,43],Q=9,42,df =2, p <0,001) [13].

HMHTepecHbIM COBpEeMEHHBIM HaIlpaBICHUEM SIBJISIETCS
pa3paboTKa KOMITbIOTEPHBIX UTP, HATIPABJIIEHHBIX Ha Tepa-
MU0 pa3iuYyHbIX TMCUXUUYECKUX paccTpoicTB [44].
IIpumepom saBasgercss KkasyaidbHas wurpa «Horizon:
Resilience», pazpaboTaHHas UCTAHCKUMU UCCIEA0BATES -
MU JUISI TEPATTUU JeTTPecCui. DTO rpagoCTPOUTETbHASI UTpa
Ha cMapT@oHe, B KOTOPOIl UTPOK YIPABIISIET CPEIHEBEKO-
BBIM TOPOJIOM, €T0 3ajada — CJeJaTh TOpoj MPOlBeTalo-
M. [lcuxonormyeckasi COCTaBIIsIIONIAs UTPHI OCHOBaHA
Ha KOTHUTUBHO-TIOBEIEHYECKOI Tepanu, OHa HaIlpaBJie-
Ha Ha OpMUpOBaHKE Y UTPOKA MOTUBAIINU K TIEpEMEHAM,
KOTHUTUBHOM THMOKOCTHU, TOBEIEHYECKOW aKTUBAIMUA M
JIPYTHUX CBOMCTB, HEOOXOMMMBIX JJIsI BEIXO/IA U3 ICTIPECCUM.
[MpenBapuTebHOE TECTUPOBAHWE WTPHI A0 TIOJIOXKU-
TeJdbHBbIE pe3ynbTathl [9]. Jdpyrum 3aboneBaHveM, BbIpa-
>KEHHOCTb KOTOPOTO KOPPEKTUPYIOT MPU TTOMOIIN BUIEO-
Urp, aBjsieTcd aytusM [ 15; 24]. B obyuaromieit urpe «Zirkus
Empathico 2.0» HaGmtoganoch yjaydllleHUE CIOCOOHOCTHU
pacrio3HaBaTh CBOM M UyXXW€ 3MOIUM, YIPABISITH UMU, a
TakXXe YMEeHbIIEHWEe TIPOTHO3UPYEMOTO CTpaxa B OYIyIITNX
COLMAaIbHBIX CUTYyalusx. Ha mepBom artarie B UTpe 1eMOH-
CTPUPYIOTCS BUIEOPOTUKYU C SMOLIMOHAIBHBIMUA COOBITHSI-
MU, TTOCJIe KOTOPHIX IeTell MPOCSAT Ha3BaTh CBOM COOCTBEH-
Hble AMOIIMM U yKa3aTb WX MHTEHCUBHOCTh. Ha BTOpOM
aTare JAeTsSM IPeIbsIBISIOTCS BUIEO, Ha KOTOPBIX 00yUeH-
HbIE apTUCTBI IEMOHCTPUPYIOT OTpeie/ieHHbIe MO, U
pebeHKy HeoOXOAMMO TpaBUJIbHO Ha3BaTh MOKA3aHHYIO
sMoimio. Ha TperbeM aTare et mpocMaTpuBaloOT pac-
MPOCTPaHEHHbIE SMOIIMOHAIbHBIE CIOXEThI U3 TTOBCETHEB-
HOW XWU3HU, YTOOBI HAYYNUTHCS TOHUMATh 3MOLIMU TTEPCO-
Hakell 1 BHIOMpATh afieKBaTHYIO peakiuio. Ha mocnentem,
YETBEPTOM, I3Tare JeTU COPEBHYIOTCS B IPaBWJIBHOCTH
OTBETOB C IpyruMu urpokamu [24]. Meraananus 17 uccie-
noBaHuii JIxk. TaHT ¢ coaBTOpamMu MokKasail, YTO UCTOIb30-
BaHUeE MOJA0OHBIX METOIMK B 1I€JIOM TTPUBEJIO K HEOOJIBIIIO-
My, HO 3HAUMMOMY YJIyYIIEHUIO COIMATbHO-3MOIIMOHAb-
HbIX HaBBIKOB Y yinil ¢ ayrusmoM (Hedges g = 0,31, 95%
C1=10,03; 0,59], Q = 25,72, df = 10, p < 0,01) [10].

Biusinne BUAEOUTP HA SMOIMOHAJIBHYIO PETyJISIUI0

OMOUVOHAIBHYIO DPETYJSIIUI0 OMPENEISIIOT KaK «...
KOMIUIEKC OCO3HaBaeMbIX M HEOCO3HABAaE€MbIX IMCUXUYE-
CKHMX TPOLIECCOB, KOTOPBIE YCWIMBAIOT, OCIAOJSIIOT MO0
YIEPXKUBAIOT HAa OJHOM YPOBHE KAauyeCTBO U MHTEHCUB-
HOCTh SMOLMOHAIbHBIX PEAKIMNA U SMOIMOHATBHBIX
cocTosiHMit yenoBeka» [6, C. 1]. K crmocob6aM sMolMoHa b-
HOM peryisiliui MOXKHO OTHECTU MEePEOLIeHKY 3HAYUMOCTU
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CUTyalluM, W3MEHEeHWEe O3MOLMOHAJIbHON peakuuu (c
TOMOIIIBIO CO3HATEJNbHOTO pacciabiieHus Teja, MpueMa
TperapaToB U JIp.), CO3HATEIbHOE pacIpeneieHne BHUMa-
HUSI Ha OMpeAeSIEHHBIX acrekKTaX CUTyalluu TaKuM obpa-
30M, YTOOBI M30eXaTh WIM JOCTUYL HYXHBIX IMOIUN, 1
JpyTrre crmocoosl [6].

TTonpocTKOBBII BO3pACT SIBJSIETCS BAXKHEUITUM TIEpHO-
JIOM JIJTSI Pa3BUTHSI SMOILIMOHAIBHOM PETYJISIIK, U UMEHHO
B 9TOT Mepuoj HaOJIOIaeTCs CWJIbHAs BOBJICUEHHOCTH B
BUIIEOUTPOBYIO IESITETLHOCTD, TTI03TOMY OOJIBIIIOE KOJTNYe-
CTBO MCCJIeIOBATENIei 3a1aBAJINCh BOIIPOCOM O TOM, KaKoe
BJIMSIHME OHA OKa3biBaeT Ha (OPMUPOBAHUE CIIOCOOHOCTU
YIIPaBISATh SMOIMSAMU B 3TOM Bo3pacte. Ha rpyrmirie yua-
LIUXCsT ¢ 5-ro mo 12-ii Kiacc YucIeHHOCThIO 663 YyenoBeka
OBLJIO TIOKa3aHO, YTO 3aBMCUMOCTb OT IM(MPOBBIX WTP
SIBJISIETCSl (PAKTOPOM, CHIZKAIOIIMM HABBIKM CaMOPETYJIsi-
11U (B TOM YMCJIE SMOLIMOHANIBHOI), a HU3Kasl caMOpery-
JIAITUST, B CBOIO OY€pelb, YBETMIMBAET BEPOSITHOCTh OTKa3a
oT yueOnl [31]. Tem He MeHee, clelMalbHO CO3JIAHHbBIE
oOyyaroliue Wrpbl, CrocoOcTBywIe (HOPMUPOBAHUIO
HaBBIKOB PETYJISIIIUU IMOLIMI, TEMOHCTPUPYIOT TIOJIOXKM-
TteabHble 3ddexTl [8; 18; 29]. IlpumepoMm sBaSIOTCS
«CEephe3HbIe» UTPHI C HCIOJIb30BAaHMEM OMOJIOTMYECKOI
00paTHO¥ CBSI3M, KOTOPAst TTO3BOJISIET TTIOBBICUTH OCBEIOM-
JIECHHOCTb YeJIOBEKa O TOHKUX M3MEHEHUSIX CBOUX TeJie-
CHBIX peakIiii 1 SMOIIMOHAJILHOTO COCTOSTHUSI, Oytarofnapst
yeMy TOSIBJISIETCS] BO3MOXHOCTD YJIYYIIUTh HABBIKUA PETY-
JIAIIMYA 9MOIMI M B KOHEUHOM WTOTe M3MEHUTDH TIOBEJIE-
Hue. B MogoOHbBIX UTpax UTPOBasi MeXaHWKa allalTUPYeTCsT
TaKUM 00pa3oM, UTOOBI 1IeJeBOe MOBEACHUE UM PeaKivs
(HarpuMep COCTOSTHME CITOKOWCTBUSI) BO3HArpaXkIaiuCh.
ITpumepom sBisietcs urpa «Hibachi Hero», onrcanHas B
padotre C. BuntHep ¢ Kojieramu. OCHOBHas 3a1a4a 3TOi
WUTPBl — pe3aTh Majgaroniye MpoaykThl. [1py MoBbIIIEHUN
YaCTOTHI CEPIAEYHBIX COKpAIICHWI UTrpoKa (M3MepsieMoid
JaTYUKOM, TIPUKPEIIEHHBIM K OpacyieTy) Ha 3KpaHe IMOsIB-
JITeTCs IbIM, KOTOPBIN 3aCJIOHSIET 9KpaH, U NaJdbHeHIast
Wrpa CTAHOBUTCS HEBO3MOXHa. JIpIM umcye3aer, Koraa
WTPOK BO3BpAIlAeTCsl B CTOKOWHOE COCTOSTHUE JTMOO caMo-
CTOSITEJIbHO, JIUOO TIPU TTOMOIIY MPEIIOKEHHBIX TTPUIIO-
JKEHMEM METOJIOB JIbIXaTeIbHOM penakcaiuu [18].

B meTtaanammsze @. [MautaBUunHU ¢ COAaBTOPAMU OITH-
CaHbI pe3yJIbTaThl paboT, MMOKa3bIBAIOIIINE, YTO KaK CTIEI-
aJTbHO CO3JIaHHBIE OOYYaloIllMe WTPhI, TAK U HEKOTOPbIE
TUIIBI KOMMEPUYECKUX UTp (HANpuUMep WIPhI YXacoB B
COYETAaHUU C METOAaMU OUOJOTUYECKO OOpPATHOM CBS3M)
MOTYT CIIOCOOCTBOBAaTh (hDOPMUPOBAHUIO YCTOMIMBOCTU K
pa3IMIHBIM cTpeccopaM. BbuT BBISIBJIEH 3HAYMMBIN pa3Mep
apdekta (d Cohen = 0,201—3,01) Bugeourp pasanyHbIX
JKaHPOB Ha Pa3BUTHE HABBIKOB PETYJISIIUA SMOIMOHAIb-
HOTO cocTostHUs [36].

O0cyxKaeHne pe3yabTaToOB
O030p COBpPEMEHHbBIX HUCCEeIOBAaHUM BAUSHUS BUIEO-

WUTP pa3BiieKaTeJIbHBIX XKaHPOB Ha 9MOIIMOHATILHOE COCTO-
STHME UTPOKA TTOKa3bIBacT, YTO MX 3(P(HEKTH MHOr0o0o0pas-

Hbl. C OTHOI CTOPOHBI, BBISIBJIEHBI MTOTEHIMAbHbBIE Mpe-
UMYIIECTBA U TepParneBTUYECKHUE BO3MOXKHOCTUA KOMIIbIO-
TEPHBIX UTP — OHU MOTYT MPUHECTU YAOBOJIbCTBUE, TTOBBI-
CUTb HACTPOEHUE U YBEPEHHOCTh B cebe, YMEHbIIUTH
BBIPAKEHHOCTbh CTpecca W JEMPECCUBHBIX CUMIITOMOB, a
TakKe pPa3BUThb HABBIKM SMOILIMOHATBHON PETYJISILIUU.
C npyroii CTOpOHbI, BOBJICUEHHOCTh B CIOXKET UTPhI MOXET
SIBJIATHCS UICTOYHUKOM BO3HUKHOBEHMUSI HE TOJIBKO MO3U-
TUBHBIX, HO U HETAaTUBHBIX MOLMI, a KOHKYPEHLUS C
JIPYTUMU WUTPOKAMU MOXKET MPUBOAUTH K MOBBIIIEHUIO
BpaxaeoHocTu. [Ipu aHamu3e auTepatypbl ObLUIO IMpoje-
MOHCTPUPOBAHO, YTO YIIOMSIHYTbIE BbIllIe 3 (MEKThI 3aBU-
cIT OT MHorux ¢dakrtopoB. HekoTopble U3 HUX KacaloTcs
0COOEHHOCTE caMoii UTPbl U UTPOBOTO Tpolecca (KaHp
WUTPBI, JVIMTEJIIBHOCTh U YaCTOTa UTPOBBIX CECCHUIA); Ipyrue
(akTOopbl KacaloTcs XapaKTepUCTUK WMIPOKa, HAMpPUMEDP
ero JIMYHOCTHBIX YepPT, OCOOEHHOCTEl ero ceMmMeiHol U
COLIMAJIHOW CpPeNbl, a TaKXe HalW4yus y HEro UrpoBOM
3aBUCUMOCTHU. BBISIBIIEHO, UYTO B HEKOTOPBIX CIyYasix Mpo-
TUBOPEUUBBIE PE3YJIBTATHI SMIIUPUUYECKUX PAOOT OOBSICHSI-
J0TCS Pa3IUYUSIMU B 3TUX JOTIOJTHUTEbHBIX EPEMEHHBIX.
Hanpumep, pasHble XXaHPbI UTP MOTYT OKa3bIBaTh MPOTU-
BOIOJIOXKHOE BJIUSIHUE HA YPOBEHb CTpecca, a HAJIUYUE Y
PECTNOHICHTOB UIPOBOI 3aBUCHMOCTU MOXET W3MEHUTH
MOJIOXUTENbHBIA 2P (MEKT BUACOUTP MO OTHOUIEHUIO K
HACTPOEHUIO HA OTPULIATEIbHBINA.

OTaeJbHOTO BHUMAaHUSI 3aCiIy>KMBAlOT oOydamolue u
TeparneBTUYECKUE UTPhI, LIEHHOCTh KOTOPBIX 3aKJII0YAETCS
B TOM, UYTO OHU MPEJIaraloT JOCTYIHbIE /11 OOJIbIIMHCTBA
JIIONIEe coCcOoObI YITyYIIEHUSI SMOLIMOHAIBHOTO COCTOSIHUS
U Tepanuy CUMIITOMOB MCUXUYECKUX paccTporicTB. Hamu
ObUIM PAacCMOTPEHbI METaaHATUTUYECKUE PAOOThI, KOTO-
pble TIOATBEPIWIN TOJOXUTEIbHBIN 3(PdeKT momoOHbIX
BUJICOUTDP B OTHOILIEHUU Pa3BUTHUSI HABBIKOB SMOLIMOHAJb-
HOW caMOpEeryasiuu, Tepanuu ayThu3Ma W AEeNpPEecCUu.
OpHako Hallle TEOpEeTUYECKOEe MCClIeOBaHMEe IOKa3alo,
YTO KOJMYECTBO MeTaaHAJIUTUYECKUX PabOT, MOCBSIIEH-
HBIX 2¢@deKTaM BUIACOUTP Pa3BJIEKATEIbHBIX XAHPOB B
OTHOIIEHUU SMOILIMOHAIBHON cephl B 1IEJIOM CYIIIECTBEH-
HO MEHbIIe, YeM padoT, MOCBAIICHHBIX UX 3dDdeKkTamMm B
OTHOILIEHUU KOTHUTUBHOU cdepsl [S5]. BTo 3arpymaHsieT
(GOpMYIUPOBKY MTOCTOBEPHBIX YETKMX BBIBOJOB OTHOCH-
TEJIbHO HAJIMYMS U BETUYUHBI 3 HEKTOB.

3akio4yeHue

[MpoBeneHHBIT HAMU TEOPETUYECKUN aHAIU3 IpoJIe-
MOHCTPUPOBAJI, YTO BO3IEWCTBME BUICOUTP HA SMOIIMO-
HaJIbHOE COCTOSTHUE UTPOKOB HEOTHO3HAYHO U 3aBUCHUT OT
MHOTUX (haKTOPOB, UTO TOATBEPXKIAET HEOOXOIUMOCTh
JaTbHENIIIEr0 KOMIUIEKCHOTO M3YYeHUsT JaHHOU mpobJie-
Mbl. Hacrosiiast pabota rnosposisier chopMyIupoBaTh BO3-
MOXHBIE TIEPCIIEKTUBBI IJII OYIyIIMX WCCIIeTOBaHUIA.
[Touck ogHO3HAUYHOTrO OTBETa Ha BOIPOC O TMOJb3e WIU
Bpe/ie KOMITbIOTEPHBIX UTP YK€ He TIPEICTABISIETCSI MHOTO-
ob6emaromrM. bojiee mepcrneKTUBeH MOUCK YCIOBUIA, MPU
KOTOPBIX OY/IeT JOCTUTAThCS HYKHBIN 2(PEKT, HAIPUMep
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MOMCK U OOOCHOBaHWE OINTUMAIbHOU JJIWUTEBHOCTM M Mep, Kak XaHp Urpbl. O630p COBPEMEHHBIX UCCIeI0BAHMIA
YacTOThl UTPOBBIX CECCUIi, KOTOpbIe OyayT Oe30macHbl U  TOKAa3bIBAET, UTO B HACTOSIIEE BpEMSI B HaAyKe pa3padaThl-
MOJIE3HBbI JJISI AMOLMOHAIbHOM cdepbl Urpoka. JIpyruM  BarOTCS U TPUMEHSIIOTCSI HOBbIE METOIbl PEerucTpanuu
BaXKHbIM 111arOM B JaHHOI 00J1aCTU MOTYT CTaTh M€TaaHa-  3MOILIMA U COBPEMEHHbIE UTPOBbIE TEXHOJIOTUU. DTO CBU-
JIMTUYeCcKue paboThl, BBISIBIsSIOLIME pa3dMep 3(h(GEKTOB ¢ IEeTeJbCTBYET O TOM, YTO JaHHasl 00JacTb MCCIeI0BaHMIA
YYETOM JOIOJHUTENbHBIX TMEpPEeMEHHBbIX, TaKMX, Halpu-  pa3BUBAETCS U B HEll MPEICTOUT €llle MHOTO OTKPBITUIA.
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Hugpopmauus 06 aemopax

Haodexcoa Muxaiinoena Jlanmesa, KaHIUAAT TICUXOJIOTUUECKUX HAYK, HAYYHBIN COTPYIHUK JTa00OPaTOPUN MCUXOJOTUM U
rnicuxodu3nosoruu TBopuectsa, MHctutyt ncuxonornu Poccuiickoit akanemuu Hayk (PI'BYH WMITPAH); nayunbiit
COTPYIHUK J1ab0paTOPUU UCCIET0BAHUS KOTHUTUBHBIX 1 KOMMYHUKATUBHBIX MTPOLIECCOB Y MOAPOCTKOB U IOHOIIEN MPU
pEelIeHUN UTPOBBIX U YUEOHBIX 3a1a4 B HUGMPOBbIX cpenax, MOCKOBCKUI rocyaapCTBEHHBIN MCUXO0J0TrO-TIeAaroruyecKui
yaupepcureT (DI'BOY BO MITIITY), r. Mocksa, Poccuiickas @enepanust, ORCID: https://orcid.org/0000-0003-0976-
6582, e-mail: n.m.lapteva@mail.ru
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