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B nmaHHON cTaThe IpeACTaBIICHBI MaTEpHabl UCCIEIOBAHMS, LIEJIBI0 KOTOporo B
JAaHHOM CTaThE MPEACTABICHBI MAaTEPUAIbl UCCIEIOBAHMSI, LIEIbI0 KOTOPOIO SBISAETCS
BBISIBICHHE  B3aUMOCBSI3M  XapaKTEPUCTUK  BHJICOUIP W MHAWBUIYAIBHO-
NICUXOJIOTHYECKUX 0cOOeHHOCTeH cTyieHToB. B nccnenoBanum npunsiau yyactue 203
yenoBeka (87% neBymek; M=19,39 ner; SD=2,25) — yuyamuecss IepBbIX U BTOPBIX
KYPCOB MoOCKOBCKOTO roCyAapCTBEHHOTO [ICUXO0JIOTO-T1€JarOTUYECKOT O
yHHMBEpcUTETa. B KauecTBe METOJNOB MCCIEAOBAHMSA MCIIONB30BANIUCH: CIIEHUAIBHO
pa3paboTaHHbII ONPOCHUK, HATIPABJICHHBINA HA OLIEHKY BUIEOUTPOBBIX MTPEANOYTEHUIN
Y HCIBITBIBAEMBIX BO BPEMS UIPBI YMOLMM, U OIPOCHHUK CTPYKTYphI TEMIIEpaMEHTa
N.H. Tpodumonoit 1 B.M. PycanoBa. B pe3ynbrate ncciegoBaHus ONpeaeieHbI
HauOosee MOMYISIpHbIE JKaHPbl BUAECOUTP CPEAM CTYIEHTOB: Urpbl MHGOpPMALUU U
Urpsl AeiicTBus. HaumeHee NOmyssipHBIM )KaHPOM SIBISIFOTCS «TaMMKUILIEpBD». Takxke
B HCCIEAOBAHUM INPHUBOIATCA PE3YNbTAaThl, YKa3bIBAIOLIUE HAa OTCYTCTBUE CBS3U
MEXIY MPEANOYUTAEMBIM KAHPOM BUJCOUTP U YepTaMU TeMIIEpaMeHTa. BBIABICHBI
B3aUMOCBSI3M MEXJY HWIPOBBIMH MEXAaHMKAaMH M BPEMEHEM 3a WIPOM, a TaKxkKe
[IOKa3aTeJIIMU SMOLIMOHATIBHOTO COCTOSIHUS B IIPOLIECCE UTPHI.

Knrouesvie cnosa: BUACOUTPBI; KOMIIBIOTCPHBIC MIPhI; XKAHPBI BUACOUIDP; TEMIICPAMECHT,
a6CTpaKTHBII>'I MHTECJIJICKT. UHAUBUAYaJIbHO-TICUXOJIOTUYCCKUE 0COOEHHOCTH CTYACHTOB.
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This article presents a study that aims to identify the relationship between the
characteristics of video games and the individual psychological traits of students. The
study involved 203 people (87% women; M = 19.39 years; S.D. = 2.25), all of whom
were first and second year students of the Moscow State University of Psychology and
Education. The following research methods were used: a specially designed
questionnaire aimed at assessing video game preferences and emotions experienced in
the gaming process, J. Raven’s Advanced Progressive Matrices, the Structure of
Temperament Questionnaire by I.N. Trofimova and V.M. Rusalov. The study revealed
that the most popular video game genres among the students are the «information
games» and «action gamesy. “Time-killers” was the least popular genre. The study
also provides results indicating that there is no correlation between the preferred video
game genre and temperament traits. A link is suggested between game mechanics and
gaming time as well as indicators of emotional state in the gaming process.

Keywords: video games, computer games, video game genres, temperament, abstract
intelligence, individual psychological characteristics of students.
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Beenenune

B name Bpemst Mup BUICOUTP CTal HEOTHEMJIEMON YacThlO YXM3HM MHOTHUX MOJPOCTKOB U
IOHOIIIEH, OKa3bIBasi 3HAYUTEIILHOE BIUSHUE HA UX TICUXUKY U MOBeAeHUE. Pa3BuTHE TEXHONIOTUH U
JOCTYIIHOCTh Pa3HOOOpa3HBIX MIPOBBIX IJIATQPOPM MPUBEIH K Pa3sHOOOpa3uio KAHPOB H
XapaKTEPUCTHUK (ACIIEKTOB) BUJICOUTD, BBI3bIBASI BOIPOCHI O BIUSHUM 3TUX UTP HA UHAUBUAYAIBHO-
rcuxoJiorndeckue ocooennoctu urparomux. [lo nanaeiv BIITUOM 3a 2022 r. okoisio 23% poccusia
VBJICUCHBI BUICOUTPAMH, MPUIEM OCHOBHAS ayAUTOPHS UTPOKOB — mononexb [0]. Cpemu 18-24-
neTHUX A0 56% el yBleKaroTcs BUAeOUTrpamu, u3 Hux 20% urparoT exxeHeBHO. B cpaBHeHuUU ¢
Oornee crapmmmu Tpynmamu, Toibko 10% poccustH B Bo3pacte 60 JIeT W crapiie HrparT B
Bugeourpsl. OTMeuaeTcsi, 4To0 MHTEpec K 3Toi (opme pa3BieyeHHI TakkKe 3aBUCHUT OT IOJIa:
MYKUMHBI UTparoT B 2,6 pas3a vamie, yeM >xeHIIuHbl (34% npotusB 13%). O4eBUAHO, YTO MBI
HaONI0/laéM  BOCXOJSIIYI0 TEHIEHIMIO, M KOJIWYECTBO B3POCIBIX U J€TeH, YBIECYEHHBIX
BHJICOUTPAMH, TOJIHKO PACTET.

Psan uccnenoBareneil oTMeuyaeT, YTO paclpOCTPAHEHHOCTh BUJICOUTP OKa3bIBaeT 3HAYUTEIBHOE
BIUsIHUE Ha cormanu3anuto aereid u moapoctkoB [0; 0; 0]. B cBsizu ¢ 3TMM mepes MCUXOIoraMu
BO3HUKACT 3ajaya M3ydeHus >(PpQeKTa BIMSHUSA BUACOUTD HA ICUXUKY UIPOKOB. Tak, BHUMaHME
MHOTHX aBTOPOB OBIJIO HAINpPaBICHO Ha B3aUMOCBS3b MEXAY KOMIIBIOTEPHBIMH HIPaMH H
KOTHUTUBHOM cdepoii: B wucciaenoBanun [0] yCTaHOBJIEHO, 4YTO BHJCOUIPHI JKAHPA «IKIIH»
CIIOCOOCTBYIOT YBEJIMUYCHHUIO PECYpPCOB MaMSTH M BHUMaHUs y UTpoKkoB. Bonee mo3musist padota [0]
TOBOPUT 00 yNy4IlIEHUSX B 00JIACTH 3pUTENBHO-IIPOCTPAHCTBEHHOIO MbIIUIeHHUs. OTNHCaHbl TaKXe
CXEMBI HHTETPALMU BUACOUTP B 00pa30BaTEIHHBIN MPOIECC, B YACTHOCTH, COBMECTHO C JPYTUMHU
MyJIbTHMeIUHHBIME (popmaTtamu 00yuenus [0].

JIpyroii BOIpoc, KOTOPBI 4acTO 331a€TCs B CBSA3M C PACIPOCTPAHEHUEM BUIACOUTP — UX BIMSIHUE
Ha AMOLIMOHAJIbHYIO c(epy, B YACTHOCTH, BIMSIHUE UIpP, COAEPIKAIIUX KECTOKOCTh M HacHUJIUE, Ha
yposeHb arpeccuu [0]. HecMoTpst Ha gaHHBIE, KOTOPblE CBUIETEILCTBYIOT O KOPPEIALUAX MEXKIY
UTPOW B OIpeeNIeHHbIE BUJBI BHICOUTP W ypOBHeM arpeccuu y uenoBeka [0], ectp u apyrue
pe3yJIbTaThl, KacarOUIMECs] SMOLMOHAIBHOIO COCTOSHHMS HWIPOKOB — OTMEYAIOTCS IOBBIILIEHUE
JHTY3HWa3Ma U POJIh MIO3UTUBHON MOTHBAITUH H TICUXOJI0THYeckoro omarononyqus [12]. Kpome toro,
M3BECTHBI CIy4Yal MCIOJb30BaHUs BUACOUTP B KAUECTBE MHCTPYMEHTA YMOLIMOHAIBHON PETYIIALNAN
[0; 0], uTo TakXKe CBUAETEIBCTBYET O MOJIOKUTEIBHOM AMOIMOHAILHOM BIIMSHHUU OIMPEACICHHOTO
TUIIA BUACOUTP HA UTPOKA.

Taxke Ba)kHO OTMETHTh, YTO BEIYIIMMHU METOJIaMU B HCCIIEOBAHUSIX BIUSHUS BUJCOUTP Ha
MICUXMYECKOE COCTOSIHUE MOJIPOCTKOB W IOHOIEH OCTal0TCsS aHKETHUPOBAHHME W TMOCT-UHTEPBBIO.
OnHako ceifuac HaOMPaIOT MOMYIAPHOCTH UCCIEAOBAHMS C IPUMEHEHUEM MCUXO(PHU3HUOTOTHYECKIX
METOJIOB TUArHOCTUKH, B TOM YHCIIE C TIOMOIIBI0 MeTona okynorpaduu [0], KOTOpBIH MO3BOISET
Oosee TOYHO OLIEHUBATh CHUTYallUd COIMAIBHOIO B3aUMOJECHWCTBUS B Tpollecce HWIPhl U
WHUBUAYAJIbHbBIE CTUIIHN JI€ATEIHHOCTH B IPOIIECCE UTPHI.

IlonBoas mToru, Mbl MOXXEM OTMETUTh, YTO CPEIU HCCIENOBATENEH OTCYTCTBYET OJHO3HAYHOE
MHEHHE O XapaKTEPe BIMSHUS arpeCCUBHBIX BUIAECOUTP HA SMOLIMOHAIBHOE COCTOSIHUE UCTIBITYEMBbIX.
Taxkxe OOJBIIMHCTBO HCCIEAOBAaHUN pacCMaTpUBAIOT BHUJEOUTPHl B  COBOKYIHOCTH, HeE
midepeHIMpyss WX Ha OKaHpPhl, KOTOpPbIE MOTYT OKa3blBaTh pa3IU4YHOE BIMSIHUE Ha
IICUXOJIOTUYECKOE COCTOSIHUE UIPOKOB. B CBS3M € 3TUM Hallle MCCII€JOBaHNE KOHIIEHTPUPYETCs Ha
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HU3YUYCHUU HCCKOJIBKUX HMCCJIICAOBATCIILCKUX 3adaq:

1.
2.

BrrssBuTh AKTYaJIBHBIC IIPEANIOYTCHUA CTYJCHTOB B BBI60pe BUACOUTP PA3JIMYHBIX YKAaHPOB,

OLeHUTh XapaKTep B3aUMOCBSI3U MEXKIy Pa3IMYHBIMU XapaKTePUCTUKAMU BUICOUTD (>KAaHPOM
U KOHKPCTHBIMH HWIPOBBIMH  MEXaHMKaMH) W  HHIUBHIYaJbHO-IICHXOJIOTMYCCKIMHU
0COOEHHOCTSIMH CTY/JICHTOB.

JIn3aiiH 1 MeTOAbI MCCJIeI0BAHNSA

Buioopka. Bribopky cocraBuin 203 uenoBeka (87% neymek; M=19,39 ner; SD=2,25) —
y4aImmecs MepBhIX U BTOPBIX KypcoB MOCKOBCKOTO rOCY1apCTBEHHOTO IMICUX0JIOT0-TIEJar OTHYECKOTO
YHUBEPCUTETA IO CJICAYIOUIMM HAMpaBiICHUSM MOJITOTOBKU: TICUXOJOTHUS W MEeAarornyeckoe
obpasoBanue. CTyeHTHI y9acTBOBAJH B uccienoBanuu B 2023 roay B paMkax y4eOHOM MPAaKTHUKH.

B nccnenoBanuu UCIoib30BaluCh CJICAYIOIIHUC MEmOoOuUKU.

1.

Jliia onpeneneHus MOMYJSPHBIX BUICOUTP Mbl HCIONB30BAIN CIEIHUATIBHO pa3padOTaHHBIH
OTIPOCHUK, HAMPABICHHBIA Ha OIEHKY BUACOUTPOBBIX MPEANOYTCHUNH U HCIBITHIBAEMBIX BO
BpEMS UTPBI IMOIIHIA. B mpoliiecce 3amoiHeHUsT ONPOCHUKA PECITOHICHTHI JOJKHBI OBUTH JIaTh
OTBETHI Ha OJMHHA/ILIATH BOIIPOCOB, BKIIIOUas cienyromue: «rpaere a1 Bbl B BUJCOUTPHI?»
(ma/uer), «C Kakoro BO3pacTa Bbl Hayalld UIPaTh B BHACOUTPHI?» (IKayia oT 2 10 25 jer),
«CKONBbKO MPUOIU3UTETHHO BPEMEHU B JIEHb BBl IPOBOAUTE 3a BUAECOUTpaMU?» (IIKajda OT
«MenbIne 1 yaca» 1o «bomee 6 dyacoBy), «TpeOyrOTCs T BaM CEephE3HBIC BOJIEBHIE YCHIIUS,
9T00BI TIpepBaTh Urpy?» (7 Tpaganuii OT «HUKOTJa» A0 «IIOYTH BCeraay). Takke yuacTHUKOB
WCCJICIOBAHMS MPOCHITU ITEPEUYHCITUTh HANMEHOBAHHUS UTP, B KOTOPBIE OHU OOBIYHO UTPAIOT, U
yKa3aTh W3 MPEAJIOKEHHOTO CHHCKa CTEMeHb SMOIMOHAIBHOW pEakIud, KOTOPYIO OHH
HCIBITBIBAIOT BO BPEMS UTPHI.

Jlnist uccnenoBaHus CTPYKTYphI TeMIIepaMeHTa ucrnosib3oBancs onpocHuk M.H. Tpodumosoit
u B.M. Pycamnosa (2011 r.) [0; 0]. laHHbIi ONPOCHUK MPEACTABIAET COOOH CaMOOIICHOUHBIH
TECT, KOTOPbII n3Mepsier 12 XxapakTepUCTHUK MOBEIEHHs, KOTOpble Hanbosee OMOIOrHYecKU
00yCIIOBJIEHBI, CTA0OMJIbHBI B Pa3BUTUU YEJIOBEKA U OTHOCUTEJILHO HE3aBUCUMBI OT CUTYallUH.
Ilo pesynpTaTam 3allOJIHEHUS JJ@HHOTO OINPOCHHMKA aHAJINU3UPOBAINCH I10KA3aTely,
OTIpe/ICTISIONINE CIEAYIOIME YepThl: MOTOPHO-(GU3NYECKas BBIHOCIMBOCTb, MOTOPHO-
¢u3n4YecKuil TEMII, MOMCK OCTPBIX OILIYIIEHUH, BBIHOCIMBOCTh B OOIIEHUH (CIIOCOOHOCTH K
MPOJOJIKUTEILHOMY W/WIM MHTEHCHUBHOMY OOILEHHIO), TeMI OOLIeHHs (CKOPOCTh peud U
YTEHHs), OSMOaTusi (YyBCTBUTEIBHOCTh K YYBCTBAaM M MOTHBAllMM JPYTHX JIFOJEH),
IJIACTUYHOCTD (JIETKOCTh MEPEKIIIOUEHHS C OJJHOM JIeATEIHHOCTH Ha APYryI0 U alaliTUBHOCTh
K U3MEHEHMSM B MHCTPYKLUAX WM CUTYalUsX), CKIOHHOCTh K Pa3MbIIUIEHUIO, ONITHUMU3M,
UMITYJIbCUBHOCTh (MHMLIMALUS JEHCTBUI, HE MOJKPEIUIEHHAs MPeabIAyIIUMU IJIaHAaMH WIN
palMoHaNBHBIM PELICHHEM), TPEBOXKHOCTb. TeMIepaMeHT OLICHMBAJICS JAJs MCCIEeIOBaHUA
BKJIaJ]a CTAOMJIbHBIX UHIUBUAYAIbHBIX YEPT B UTPOBBIE MPENNOUYTEHUSI.

Memoost mamemamuueckou o06padomku. s MaTeMaTHYECKONM 0O0paOOTKM JaHHBIX
MCIONIb30BaNNCh KO3 duiment koppemsaiuu [lupcona, t-kputepuit CTbIOJEHTa A CPaBHEHHS
CpeIHUX TIOKa3aTeled MeXAy HE3aBUCUMBbIMU BBIOOpPKAMH, OJHO(PAKTOPHBIM AMCIIEPCHOHHBIN
aHaIM3 C TMOBTOPHBIMM M3MEHEHUSIMHM (HemapaMmeTpuyeckuil BapuanT — Ttect dpuamana), Tect
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Bunkokcona (¢ mompaBkoit boHdeppoHu Ha MHOXKECTBEHHBIC CpaBHEHHs). Bce moacueTsl u
CTaTHUCTUYECKUE MPOLEAYPHl BBIMNOJIHSIIMCH C HCIOJIB30BAHMEM IPOTrpaMMHOro obecredeHus R
Bepcust 4.3.0 (R Core Team 2020) (makets! lavaan, psych, rstatix, emmeans, afex).

barapest Mmeronuk ObUTa COOpaHa B ICHXOIUArHOCTUYECKYIO OHJIAHH-CUCTEMY C TIOMOIIBIO caiTa-
KOHCTPYKTOpa II0 CO3JaHHIO OIPOCOB M TeCTHUpoBaHMIO «psytoolkit.org» [16; 17]. 3amaua
PECTIOH/ICHTOB B HAIIeM HCCIICAOBAHUH 3aKIIOYaNach B 3alOJIHEHUM JAaHHOW OaTtapen MEeTOIHK.
PecrnioHieHTHI 3aM0THSITN JAaHHYIO OaTapero METOIMK OYHO B Ipymmax He 0ojee 10 4eloBek ¢ elb o
obecnieuenuss ux (Qmuueckoro komdopra. Takxke pecrmoHAEHTaM OBUIO  TPEIIOKECHO
CaMOCTOSITEJILHO PEIINUTh, XOTAT JIM OHU MPOXOAUTh TECTUPOBAHUE WM MPOUTH NMPAKTUKY UHBIM
obpazom. CpemHee BpeMst 3all0JIHEHUST METOJUK COCTABUIIO 32 MUHYTHI.

JlaHHas cTaThsl ABJSETCSA YAaCTbIO MACIITAaOHOTO MCCIIEAOBAaHUS B paMKax paboTbl MooaexXHOM
1a00paTOpUM MCCIIEOBAHNS KOTHUTUBHBIX M KOMMYHHMKATHBHBIX IIPOLECCOB y MOJPOCTKOB H
IOHOIIICH TIpU pelIeHHH UTPOBBIX M y4eOHBIX 3amad B muppoBeix cpenax MITIITY. B cratbe Mbl
KOHLEHTPUPYEMCSl HMCKJIIOYUTEIbHO Ha [AHHBIX, CBA3aHHBIX CO B3aMMOCBA3BI0 XapaKTEPUCTUK
BUJICOUTP U UHAUBUAYAIbHO-TICUXOJIOTHYECKUX OCOOEHHOCTEN CTYIEHTOB.

PesyabTarnl

Pe3ynpTaThl HcCCleAOBaHUS MPEACTABISAIOT JaHHblEe O: 1) HauOosee NOMYISAPHBIX >KaHpax
BUJICOUTP CpPEIU CTYACHTOB; 2) B3aUMOCBSI3U MEXIYy KaHpaMU BUACOUTP M HHIAUBUAYAJIbHO-
MICUXOJIOTMYECKIUMHU Pa3UUUsIMU CTYACHTOB; 3) B3aHMMOCBSI3M MEXAY HUTPOBBIMH MEXaHUKAMHU U
VHIMBHUIYaJIbHO-TICHUXOJIOTHYECKUMU Pa3INYUsIMU CTYICHTOB.

[lepBbIM HaAIIKMM MIArOM cTana 00paboTKa ONPOCHHUKA, HAIIPABIEHHOTO Ha OLIEHKY BUJICOUTPOBBIX
NPEANOYTEHUI U NCIBITBIBAEMBIX BO BpeMs UTPBI AMOIHi. B Tabnuie 1 npencTaBieHo MPOLEHTHOE
COOTHOILIEHUE UCIBITYEMBIX, KOTOPbIE UTPAOT U HE UTParOT B BuAeourpsl. [1o qaHHBIM onpocHUKa
67,5% pEeCOHEHTOB PETYJIIPHO UIPAIOT B BUJICOUTPBI.

Tabnuna 1
KoJnyecTBO HIpalOuIMX M He HTPAIOIINX B BUIEOUTPbI HCIIBITYEMBIX
PerynsipHo urparor B BUIEOUTPHI 67,5%
[TpakTHYecKn HE UTPAIOT B BUICOUTPHI 32,5%

B rtabnuue 2 mpencraBieHbl JaHHbIE, OTOOpakalollMe TO, CKOJbKO BPEMEHU PECHOHIEHTHI
IIPOBOJAT KaX/1bIi J€Hb 32 BUJCOUTPAMHU. TPETh PECIIOHIEHTOB OTMEYAIOT, YTO UTPAIOT B BUACOUTPHI
MeHbIIIe OAHOro 4aca. JlaHHBIA OTBET OBbLI caMbIM PACIPOCTPAHEHHBIM B Halel BbiOopke. Takke
CTOMT OTMETUTh, YTO OoJjee JBajJALATH IPOLEHTOB PECIOHIEHTOB OTMETHJIM, YTO WIPAIOT B
BUJICOUTPHI OJMH WJIM JIBa 4aca B JIeHb. TakuM oOpa3oM, Oouiblliasi 4yacTh BHIOOPKU MPOBOJUT 3a
BHUJICOUTPAMH JI0 IBYX YaCOB B JCHb.

Tabnura 2
JlaHHbBIE 0 BpeMeHHU, MPOBOIMMOM 32 BU€OMTPAMH B 1eHb
100
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BapuaHT oTBeTa IIpoueHT OTBETHBIINX

Memnsmre 1 yaca 42,34%
1 gac 21,17%

2 Jaca 19,71%

3 gyaca 11,68%

4 gaca 2,19%

5 yacoB 1,46%

6 4acoB 1,46%
Boabie 6 yacos 0,00%

B tabauue 3 npeacraBieHsl JaHHBIE O TOM, KaK 4aCTO PECIIOHACHTaM TPEOYIOTCS BOJIEBBIC YCHIIUS
i npekpaeHust urpel. Iloutn Tpets pecnonaenTos (32,85%) peaxo MCHBITHIBAIOT TPYIHOCTH C
npekpamenueM urpbl. OgHako 5,84% pecroHIEHTOB OTMETHJIM, YTO YacTO WMJIM IOYTH BCeraa
UCTIBITHIBAIOT TPYIHOCTH C MpEKpamieHueM Urpbl. Takum o0pa3om, MBI MOXKEM IPEIoaraTh, 4To
TONBKO 5,84% pecrnoHIeHTOB TaHHOW BHIOOPKM MOTYT HMETh CKIOHHOCTh K BO3HHKHOBEHUIO

BH,I[GOHFpOBOfI 3aBUCHUMOCTH.

Ta0muma 3

/laHHBIe 0 pacnpene/eHMN OTBETOB HCNBITYeMbIX HA BONIPOC 0 TOM, KaK 4acTO UM
TPeOYIOTCH CYIIEeCTBEHHbIE YCHIIUS, YTOOBI PEKPATHTHh HIPY

BapuaHnTt oTBeTa IIpoueHT OTBEeTHBIINX
Huxorna 19,71%
IToutu HUKOTHA 27,01%
Penko 32,85%
Bpewmst oT BpemeHn 14,60%
Yacto 4,38%
IToutu Bcerna 1,46%
0,00%

Bcerna

HanomuuMm, yTo Takke B Mpoliecce 3aroJHeHNs OIPOCHUKA MbI IIPOCHUIIU PECIIOH/IEHTOB Ha3BaTh
T€ BUJCOUTPHI, B KOTOpPhIE OHU OOBIYHO UrpatoT. Bcero pecroHneHThl Ha3Banu B cymme 589 urp,
BKJIIOYast UTPBI, KOTOPBIE Ha3bIBAIM HECKOJIBKO pa3. Hamu ObLIM BbIJIEIEHBI TPU CaMble OIS PHbIE
UTPBI cpein CTyaeHToB — «The simsy (38 ynomunanwmii), «Genshin impact» (26 ynomunaHuii) u
«Minecraft» (25 ynomunanwmii). B cBsi3u ¢ GONBIIMM KOJIUYECTBOM UTDP, HA3BAHHBIX PECTIOHICHTAMH,
BO3HUKAET HEOOXOJMMOCTh MX Kiaccuukauuu. i pa3zaeneHns Urp Ha >KaHpbl UCIOJIb30BajIach
coBpeMeHHas kinaccudukanus KupuzieeBa, B OCHOBE KOTOPOH JiexKaT AEHCTBHS, KOTOpHIE yallle
Bcero nenaer urpok B Bumeouwrpe [0]. B coorBerctBum ¢ kiaccuduxarmeidr ObUTH BBIACICHBI

CJIEIYIOILUE KAHPbL:
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1. Urpsl unpopmarmu (AelcTBUS, HauOOJEe YacTO BCTPEYAIOLIUECS B BUACOMIpPE — cOOp H
ob6paboTtka uHpopmarun) (185 ynomuHanui);

2. Urpwl peiictBus (neiicTBusi, HanOoJee YacTO BCTPEUAIOMIMECS B BUACOUTPE — JBHKCHHE U
MaHHIyIsnus ¢ o0bexTamn) (188 ynomunanuii),

3. Urpel koHTpons (neiicTBus, HauOojiee YacTO BCTpEyarOIIMECs B BUICOUIPE — TIe
3aJIelCTBOBaHbI Pa3IMYHbIE MBICIUTEIbHBIE JIEHCTBUS MIPOKOB, TaKHE KaK IUIAHUPOBAHMUE,
KOHTpOJIb, yripaBieHue) (96 ynomuHaHuii);

4. «Taiimkusiepb» (MOOWJIBHBIE UTPBI, B KOTOPbIX HEBO3MOXKHO BBIJEIUTh Haubojee 4acTo
BCTpEYaeMoOe JeHcTBUE, T.K. OHU 4Yalle BCEr0 OCHOBBIBAIOTCA TOJIbKO HAa OJHOM
noBTopsAoLeMcs AelcTBuU. Hanpumep, B TaHHYIO TPy OTHOCHUJIMCH UIPBI-KIMKEPHI, B
KOTOPLIX CAUHCTBECHHOC UTPOBOC IICIZCTBPIC — 9TO HAXXATHUEC HA OKPaH. OcHoBHas ICJIb 9THUX UI'P
— MPOBECTH cBOOOHOE BpeMs) (88 yrmomMuHaHuUi);

5. TpaauuuoHHBIE UrpPhI (IIAXMAThI, CYJOKY, HACTOJIBHBIC MIPHl — KOTOPBIC «IICPEBEICHBI» B
(bopMaT NMEKTPOHHBIX MPHUIIOKEHUIT) (32 YIOMUHAHMS).

JlJi Ka>KJ0ro UCHBITYEMOrO OBLIO MOACYUTAHO KOJIMYECTBO YIOMHMHAHUN UTP Pa3HBIX JKaHPOB.
OnHo(haKkTOpHBIA TUCHEPCUOHHBIA aHaIW3 C MOBTOPHBIMH H3MEpPEHUSAMH (HemapaMeTpUyecKuit
BapuaHT — TecT Opuamana) moKa3ajl 3HaYMMbIE Pa3THIUsI MEKITY KOJTMYECTBOM YIIOMHUHAHUHN Pa3HBIX
UTPOBBIX JKaHPOB (CM. pucyHOK). IlomapHble CpaBHEHHS TEeCTOM BuIKOKCOHA (C MOIMpPaBKOi
BoHndepponu Ha MHOXKECTBEHHBIE CPABHEHUST) BBISIBUIIN, UTO HAaMOOJIEE YacTO YIIOMHUHAEMBIE KaHPbI
— JTO Urphl JedcTBUA U urpbl uHbopManuu. Hambonee peako pEeCHOHAEHTHI YIIOMUHAIH
«TaMKuIuIepb». CiaeaoBaTesbHO, Yallle BCEro PEeCOHACHThI TPEANOYUTAIOT UTPATh B BUICOUTPHI,
TpeOylole HUCHOIb30BAaHUS KOTHUTHBHBIX  CHOCOOHOCTEH  (TakMX Kak  KOHIIEHTpalus,
pacmpesiefieHie BHUMaHUsA, CKOPOCTh PEAKIMU W TaK Jajee) IJis yIpaBjieHHs: 0ObeKTaMu /WU
o0paboTku uHpopMaruu. Takke CTOUT OTMETUTh, YTO HE OBUIO OOHAPYKEHO KOPPEISIIIHA MEXIY
OCOOEHHOCTSIMH TEMIIEpaMEHTa HMIPOKOB W UX TMPEANOYTCHUSIMH B WIPOBBIX IKaHpAX WIH
KOHKPETHBIX BUJCOUTPAX.
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Friedman test, )(_2(4) =114.09, p = <0.0001, n =160
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pwe: Wilcoxon test; p adjust Bonferroni

Puc. CpaBHUTENBHBIN aHAIN3 MONYISIPHOCTH BUAECOUTP pa3HbIX kaHpoB (Knaccudukanus
Kupusneena, 2021 r.)

BTOpI)IM HamuyM HmaroM cCrajl aHallu3 TEX 3MOHI/II\/JI, KOTOPBIC PECIIOHACHTBI HCIBLITBIBAIOT B
IMpoHEeCcCe UIpHIL. Crout OTMCTUTHb, 4YTO PECIOHACHTAM IMPCAIarajioCb BBI6paTI) SMOIIMHU U3
NPETI0KEHHOT0 CIIMCKa. JIaHHBIH CIMCOK BKITIOYA CIIETYIONINE YMOLIMH: PaloCTh, a3apT, BOJIIHEHHUE,
370CTh, CYACThe, YAWBIICHHE, WHTEPEC, pa3ipaKeHHe, CKyKa, YHOBIETBOpEHHE, omaceHue. J[is
00pabOTKH JaHHBIX O CTENEHH BBIPAKEHHOCTH KOHKPETHBIX OMOILMH, WCIBITBIBAEMbIX
HCOBITYEMBIMU B TPOIIECCE UTPhl B BUACOUTPHI, UCIHOIB30BAICS KOH(MOUPMATOPHBIA (aKTOPHBIH
ananus. [To pesynmpTaramMm (akTOpHOrO aHAIHM3a IMOIMU OOBEAMHSIOTCS B 4 TPYIIBI: MO3UTUBHBIC
sMonuu (pajocTh, CYACTHE), HETaTUBHBIC AMOLMWH (3JIOCTh, pa3Apa)KCHUE, OIAaCCHUE, CKyKa),
MHTEJUICKTYaJbHbIE AMOIMK (MHTEpec, YAMBICHUE, YIOBICTBOPEHHE) M BO30YXKICHHE (a3apr,
BOJTHEHHe). Moie T MPOIEMOHCTPHpPOBAla XOpoIllee COOTBETCTBHE AaHHEIM (¥2(35)=47,5, p=0,139,
CF1=0,957, RMSEA=0,043 (90% CI 0,00-0,077).

Crenyrommm HaIIMM IIIaroM CTaJI0 MPOBEICHHUE KOPPESAIMOHHOTO aHAM3a C eI OICHKH
B3aMMOCBS3EH MEXIy >KaHpaMW BHUICOUTP M WHIWBHAYAIBHO-TICHXOJIOTHYCCKUMH Pa3TUIUSIMU
PECIIOHAEHTOB, B TOM YHCIIE C OTAEIbHBIMU MMOKA3aTEISIMU UX UTPOBOM aKTUBHOCTHU, MOJTY4YE€HHBIMU
B X07I¢ 00pabOTKH ONIPOCHUKA BUICOUTPOBBIX MPEAMOYTCHUA U UCTTBITHIBAEMBIX B XOI€ UTPBI YMOIIHI
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(Hanpumep, MPOAOIKUTEIHHOCTh UTPhI, YACTOTA AKTUBU3AIIUU BOJIEBBIX YCHIIMN IS MPEKpaIleHUs
UTPHI U T.J.). BplIN nogy4yeHsl cieayomue pe3yabTaThl:

1. OrcyTcTBYIOT 3HAuuUMBIE KOPpPESILUMM MEXKIY 4YacTOTOM YINOMHHAHUS BHJICOUTPbI
OIPEJIEIICHHOT0 JKaHPa U YePTaMU TEMIIEPAMEHTA;

2. YacrtoTa ynoMuHaHUsI HTPbl HHOOPMAIH UMEET 3HAYMMYIO TI0JI0KHUTEIbHYIO B3aUMOCBSI3b C
UHTEIUIeKTyaabHbIMU dMorusamH (r=0,26 mpu p<0,001), mo3utuBHbIME SMoHsMu (r=0,21 mpu
p<0,01), Bpemenem 3a urpoii (r=0,20 mpu p<0,01), a TakKe ¢ YCHIUAMH 10 MPEKPALIICHHUIO
urpsl (r=0,18 mpu p<0,05);

3. Urpel KOHTpOJSI HMMEIOT 3HAYMMYI0 HETAaTUBHYIO B3aMMOCBSI3b C  HCIBITHIBACMBIM
B030YyKIeHHeM B rporiecce urpsl (r=-0,24 npu p<0,01).

Takum 00pa3oM, MBI MOXKEM CJIEJIaTh BBIBOI, YTO YaCTOTA MPEAMOYTESHUH jKaHPa BUICOUTD MTOYTH
HE CBs3aHA C WHIUBUIYaJTbHO-TICUXOJIOTHYCCKUMH Pa3IUYUSIMH, a ONPEACIICTCS WHBIMH
(dakTopamu, KOTOpbIe OYIyT pacCMOTPEHbI Jaiiee. Takke CTOUT OTMETUTh, YTO UTPbl HHPOPMAIIUU
MTOJIOKUTEITFHO CBSI3aHBI C AKTUBU3AIKUEH MO (MHTEIUICKTYAIBHBIX W TIO3UTHBHBIX) U TIPU 3TOM
OTPHIIATEIIEHO — C YCHWJIMSMH IO MPEKPAIICHUIO UTPBI, YTO B CBOK OYepEIb MOXKET MPUBOJIUTH K
VBEJIMUCHUIO BPEMCHHU, 3aTPayMBacMOro Ha WUIPy, W OBITh NPEAUKTOPOM BO3HUKHOBECHHS
BUJICOUTPOBOI 3aBUCUMOCTH. Mrpbl MHPOpPMAIIUKM — 3TO CIUHCTBEHHBIN JKaHpP, KOTOPBIH MOKa3all
HaJTMYUE TIOJIOKUTEIIBHON B3aUMOCBSI3H C YCUITHSIMU 110 TIPEKPANCHUIO UTPHI.

Omupasice Ha Kiaccuukaimioo, npeactasieHHyro B padore N. Yee [20], mbl pasmenunu
BUJICOUTPBl B COOTBETCTBUM C BeAyIIEH UIPOBOIl MexaHMKOM Buaeourpsl. MrpoBas MexaHuka —
Ha0Op MPaBUII U CIIOCOOOB B3aWMOJICHCTBHS UTPOKA C HTPOBBIM MHPOM, T.€. 3TO OCHOBHBIE HTPOBBIC
JEHCTBUsI, KOTOpBIE coBepiiaeT Urpok [15]. Takke CTOMT OTMETUTb, YTO B OJTHOI BUICOUTPE MOKET
MIPUCYTCTBOBATh MHOKECTBO WTPOBBIX MEXaHHK, IMO3TOMY B JJAHHOM CIIy4ae MBIl pacCMaTpHBAaeM
IJIaBHBIC UTPOBBIC MEXAHUKH (T€ IEWCTBHUS, K KOTOPBIM CBOJIUTCS BCs Mrpa). TakuM oOpa3oM, MbI
TIOJTY I HITH .

1. Achievement games, wiu «urpbl AOCTHXKCHHUI» (BHICOMIPBI, B KOTOPBIX IPEBATHPYET
KOMIIOHEHT «JI0CcTHXkeHue». Urpoky HeoOXOJMMO pa3BHBAaTh MEPCOHaXka, YJIydllaTb €ro
XapaKTePUCTHKH, COBEPIICHCTBOBATh CBOM HMIPOBOW PE3YNIbTaT, a TaKKE COPEBHOBATHCS C
APYruMH Urpokamu) (297 yrmoMUHaHHA);

2. Social games, uiam «comuanbHbie UrPbl» (BUICOUTPHI, B KOTOPBIX MPEBATUPYET KOMIIOHEHT
«obmectBo». Wrpoxky HeoOXOIMMO CTPOUTh OTHOIIEHUS M B3aUMOJEWCTBOBATH C
BHYTPUUTPOBBIMU MEPCOHAXAMH W/UIU APYTUMHU MTPOKAMHM, Yallle BCEro urpas ¢ HUMHU B
koMauze) (73 ynoMuHaHus );

3. Immersion games, wiM «Wrpbl MOTPYKEHHs» (BUIACOMIPHI, B KOTOPBHIX IMPEBATUPYET
KOMITIOHEHT ~«IOrpyKeHue». WMrpoky HeEo0XO0AUMO OTBITPBIBATh KaKyHO-THOO PO,
KaCTOMH3HPOBATh CBOETO IEPCOHAXKA, a TAKIKE 3aHUMATHCS UCCIIEIOBAHUEM BHYTPUUTPOBOTO
mupa) (219 ynomuHaHwuiA).

Taxxe Mbl pa3nenwyi Urpbl Ha JIBE€ TPYIIIBI: UIPbl arpeCCUBHONM HANpaBIECHHOCTU (UIPHI, B
KOTOpBIX NPUCYTCTBYIOT JEMCTBHMSI HAaCUIBCTBEHHOI'O XapakTepa) M WIPbl HEarpecCUBHOU
HaIpaBJIEHHOCTH (UTPbI, B KOTOPBIX OTCYTCTBYIOT JI€HCTBUS HACHJILCTBEHHOTO Xapakrepa). JlaHHoe
pasfesieHne WUrp MNpOBOAWIOCH C IIOMOIIbKO SKCIIEPTHOW OLIEHKH CHEHAINCTOB-TICUXO0JIOTOB,
paOotaromux B cepe UCCIENOBaHMS BUICOUTP U MX BIUAHUS Ha IICUXOJIOTMYECKHE
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XapaKTePUCTHKH. DKCIEePTaM-TICUXoJioraM OblI0 HEOOXOAMMO NPOAHATM3HPOBATH T'eUMILICH
BHUJICOUTD, HA3BAHHBIX PECIIOHACHTAMHU, U BBIJCINUTH T€ BHICOMIPBI, B I€HMIUIEE KOTOPBIX €CTb
NEHCTBUSL HACWJIBCTBEHHOI'O XapakTepa JH00H BbIpaXXEHHOCTU. B HcciaenoBaHuu NpUHUMAIU
y4acTHe TPH IKCIEePTa-IICUX0JIOTa, KOTOPbIE COBMECTHO 00CYKIalIN KaXKAYI0 UIPY AJIsl OTHECEHUS €€
K TOM uMiau uHOM rpymnme. Takum o0pazoMm, y Hac MOJYYMJIOCh, YTO U3 589 wWrp, Ha3BaHHBIX
pecrionaeHTamMu, 261 ObUIM arpecCMBHOM  HANpaBJIEHHOCTH, a 328 — HearpecCUBHOMU
HaIIpaBJICHHOCTH.

Jlanee ObUT MPOBEICH KOPPETSIUOHHBIN aHAIIN3 C LEJIbI0 OIIEHKU B3aUMOCBS3H MEXKIY JaHHBIMU
TpyOnbsl U WHAMBUAYAIbHO-TICUXOJIOTUYECKUMHU PA3IUYMUSIMU  PECIIOHICHTOB, B TOM YHUCIE
MOJTYYEHHBIMH C TIOMOIIBIO OMIPOCHUKA BUJCOUTPOBBIX MPEITOUYTCHUM U UCTIBITHIBAEMBIX B IPOIIECCE
WUTPBI DMOIUH.

[IpoBens koppensaunoHHbIN aHan3 1o [IMpcoHy, MBI OJyYNIIN CIEAYIOINE PE3YIIbTAThI:

1.  «Urpsl AOCTHXKEHHIT» UMEIOT 3HAYUMYIO TIPSIMYIO CBSI3b CO BPEMEHEM, IIPOBOTUMBIM
3a urpoit (r=0,28 mpu p<0,001);

2. Urpsl arpecCHBHOI HalIPaBIEHHOCTH UMEIOT 3HAYMMYIO IIPSMYIO CBSI3b CO BPEMEHEM,
npoBoauMbIM 32 urpoit (r=0,34 npu p<0,001), 1 CKIIOHHOCTBIO K Pa3MBIIUICHHIO (KaK YepTa
temnepamenta) (r=0,27 mpu p<0,01);

3. «Urpsl mOTpy)eHHs» UMEIOT 3HAUUMYIO TPSMYIO CBSI3b C TIO3UTUBHBIMU SMOLIUSMHU
(r=0,21 mpm p<0,01).

B cBs3M ¢ BbIIIeCKa3aHHBIM MBI MOKEM CJIENaTh BBIBOJ, YTO BBIOOP ’KaHPa BUJEOUTPHI TOYTH HE
CBSI3aH C MHUBUAYAJIbHO-TICUXOJOTHUYECKUMH Pa3InIMsIMU, OJHAKO HEKOTOPbIE UTPOBBIE MEXaHUKU
CTIOCOOCTBYIOT YBEIIMYCHUIO BPEMEHH, MPOBOJAWMOTO 32 BUICOUTPON («HTPBI AOCTIKEHHI» W
arpeccuBHasi HaIpaBJIEHHOCTh). Takke CTOMT OTMETHTb, YTO €JUHCTBEHHAs YepTa TeMIIepaMeHTa,
KOTOpast MPOJIEMOHCTPUPOBAJIA CBS3b C UTPOBBIMU MEXaHUKAMH, — 3TO CKJIOHHOCTH K Pa3MBIIILICHUIO.

Mpbl Takke ucnoib3oBadu -kputepuil CTbIOJIEHTa, KOTOPBIM IMOKa3al, 4TO CKIOHHOCTh K
Pa3MBIIIJICHUIO BBIIIE Y TEX, KTO UTPAET B TPl arPECCUBHON HAIPABICHHOCTH, YEM y T€X, KTO B HUX
He urpaet (1=-3,35 mpu p<0,001). [JaHHbIi pe3ynbTaT MOXKET OOBIACHATHCA TEM, YTO BHICOUTPHI
arpeccUBHOM HaNpPaBIEHHOCTU TPEOYIOT OT UIPOKA MPOAYMBIBAHUS TAKTUKH U CTPATETHH, a TaKXKe
OBICTPOH OpHEHTALlMU B CUTYallMM HEONPEAEICHHOCTHU. Takke OH IOKa3all, YTO MBICIUTENIbHAS
BBIHOCIIUBOCTH (t1=-2,96 mpu p<0,01) u smmatus (t=-2,68 mpu p<0,01) BeIIE y TEX, KTO UTPAET B
«UTPBI TIOTPYKEHUS», UEM Y T€X, KTO B HUX HE Urpaer. B cBOIO ouepenh 3TO MOXKET OOBSCHATHCS
TEM, 4TO B IMMErsion games urpokam HEOOXOJMMO aHAM3UPOBATH MHOTO WH(POPMAIMH, B TOM
qHCIIe KacaroUIecsi HCTOPUU CBOETO MEPCOHAXKA.

BriBoabI

HccnenoBanne OBLJIO TMOCBSIIEHO HW3YYEHHIO B3aUMOCBSI3M XapaKTEPUCTUK BUJICOUTP U
WH/IMBUYAIbHO-TICUXOJIOTUYECKUX Ppa3IMYMil CTy/AeHTOB. JlaHHBIE OIIEHMBAJIMCh Kak Ha oOIien
BBIOOpPKE, TaK U C pa3fesieHneM PECIIOHAEHTOB Ha IPYMIbl B 3aBUCUMOCTH OT BUJICOUTD, B KOTOPbIE
OHM TNPEANOYUTAIOT urpaTh. llomyueHHble HaMM pe3ynbTaThl MO3BOJIAIOT CHENAaTh CIEAYIOIINE
BBIBO/IBI.

Bo-niepBrix, Hauboee MOMyNISPHBIMH >KaHPAMU BHUJCOUTP CPEIH CTYACHTOB SIBISIIOTCS WIPHI
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nH(pOpMauK M Wrpbl JAeWcTBUA. J[aHHBIE KaHPBI BUACOUTP TPEOYIOT OT UTPOKOB OMEPATHBHOTO
MIPUHATHS PELICHUI, B TOM YHCII€ B CUTyallUsIX HEOINPEAECICHHOCTH, aKTUBU3ALMK KOTHUTHUBHBIX
(GYHKIUH U ONpeeNIeHHON CTETIeHH YMOIIMOHAILHOW MOTPYKEHHOCTH B Ipoliecc urpbl. Hanmenee
MONYJISIPHBIM KaHPOM SIBIISIFOTCS «TAMMKUJUIEPBI», T.€. BHUJICOUIPbl C HU3KOM KOTHUTHUBHOW M
SMOIMOHAIBHOW Harpy3koil. COOTBETCTBEHHO, MBI MOXEM CJelaThb BBIBOJ, YTO CTYACHTHI
MPENOYUTAIOT BUICOUTPBI, KOTOPBIE HE IPOCTO MO3BOJISIFOT MOTPATUTH CBOOOJHOE BPEMSI, a CTABST
Iepel WUIPOKOM KOTHUTHUBHO CJIOKHBIC 33Jlaud M  BBI3BIBAIOT 3MOIMOHAJIBHYIO PEAKIUIO
(MHTEIUIEKTYaNbHYIO WIH MO3UTHUBHYIO).

Bo-BTOpBIX, HaMM BBISBIIEHO OTCYTCTBHE B3aMMOCBSI3H MEXAY MPEINOYUTAEMBIM KAHPOM
BHUJICOUIPBl U YE€pTaMU TEMIIEPAMEHTA, T.€. NPEANOYTCHHUE KaHPa BUICOUIPBI ONPEIEIACTCS HE
WH/IMBUYyaJIbHO-TICUXOJIOTHYECKUMHU YepTaMH, a UHBIMU (akTopamu. OIHUM U3 TaKuX (akTOpOB
SIBJSIIOTCS UIPOBBIE MeXaHUKM. Hamu moka3aHo, 4TO CyHIECTBYIOT UIPOBBIE MEXaHUKH, KOTOPbBIE
CIOCOOCTBYIOT YBEJIMUYEHHUIO BPEMEHH, MPOBOAMMOrO 3a MIpod («UIpPbl JOCTHXKEHHUI» W UIPHI
arpecCUBHONM HAIPaBJIEHHOCTH), YTO B CBOIO OYEpeAb MOXKET ObITh MPEJUKTOPOM BHJICOUTPOBOM
3aBUCUMOCTH.

HanomHuM, 4TO «uIphl IOCTHIKEHUN» — 3TO HWIPbI, B KOTOPBIX HIPE00JIagaeT KOMIIOHEHT
«IOCTHKEHUEY, T.€. UTPOKY HEOOXOAUMO IMOCTOSTHHO Pa3BUBATHCS H/HIIM COPEBHOBATHCS C IPYTUMHU
UIpOKaMU. MBI MOXKEM NPEAIOI0KUTh, YTO UMEHHO BO3MOXHOCTh OTCJIEKHUBATH CBOE Pa3BUTHE B
Urpe B COBOKYINHOCTH C 53MOLMOHAJIBHBIM BO30YXIEHHEM B IPOILIECCE HUIPHl CIOCOOCTBYET
YBEIUYECHUIO BPEMEHHU, IIPOBOJAUMOTIO 32 BUACOUTPOU.

Takke eqUHCTBEHHBIN XKaHP BUIACOUTP, KOTOPBIN IMOKa3a]l HAIMYNE B3aUMOCBS3HU C YCHIIUAMH 110
MPEKPALLEHUIO UTPBI, — 3TO UTPbl HH(GOopManuu. OJTHAKO MPEXKIEBPEMEHHO JI€TIaTh BHIBOJI O TOM, UTO
JAHHBIA YKaHp BUAEOUTD SBISETCA HauboJiee CIOCOOCTBYIOIIMM BUACOMIPOBOM 3aBHCHMOCTH, T.K.
JTaHHBIA pE3yabTaT MOKET OBITh CBSI3aH C TIJIYOMHOW MOTPYKEHUS B BUACOUTPOBOM MHp U
HCIIBITBIBAEMBIMU B IIPOLIECCE UTPBI HHTEUIEKTYaIbHBIMU U ITO3UTUBHBIMU SMOLIUSAMU.

[TonydyeHHbIe pe3yabTaThl, pa3yMeeTcs, HOCAT NMPOMEKYTOUHBINH XapakTep. OgHaKo yxe cerdac
MO>KHO TOBOPUTH O TOM, YTO BIMSIHUE OKa3bIBAET HE CaM YKaHP BUICOUTPHI, & TE UTPOBBIE MEXAHUKH,
KOTOPBIC 3aJI0KCHBI B UIDPY. HNmenno HUI'POBBIC MCXAaHUKHW IIOKA3bIBAIOT HAJIWYHUEC CBA3HU C
WHIVBUAYAIBHO-TICUXOJIOTUYECKUMHU  PA3iIUYUAMHU  PECHOHIEHTOB U  ONPENENAIOT  BpeMs,
MIPOBOJIUMOE 33 UTPOM.

HanpaBnenuem panbHeMIIMX HMCCIEOBAaHUN MOXET CTaTh Oojee TIyOOKoe U3ydeHHe
BUJICOUTPOBBIX MEXaHUK. MyIJIbTH)KaHPOBOCTh COBPEMEHHBIX BUACOUTD OOECHEeuMBaAETCs 3a CYET
BKJIIOUEHHUSI B TeWMIUIE BUIEOUTPHI COBEPIIEHHO pPa3HOOOPa3HBIX BUACOUTPOBBIX MEXAHUK.
Beinenenne u n3ydeHue KOHKPETHBIX BUIACOUTPOBBIX MEXAHUK OTKPBIBAET IIUPOKUE BO3ZMOXKHOCTH
HE TOJBKO JJI DKCIIEPTHOM OLEHKH BHJICOMIP, HO TAKXKE M OLEHKM WX BIIMSHHUS HAa KOHKPETHBIE
IPYIIIBI UTPOKOB. Tak:ke HaM IPEACTABIIACTCS, YTO B JAJBHEUIIEM CTOUT CKOHLICHTPUPOBATHCS Ha
M3y4YEHUN KPAaTKOBPEMEHHOTI'O BIUSHUS BUJIEOUTPOBBIX MEXaHUK HA SMOLIMOHAIBHOE U KOTHUTUBHOE
COCTOSIHUE PECIIOHIEHTOB, YTO MIO3BOJIMUT IIOJIYYUTh JaHHBIEC, HAIIPUMED, O TOM, KAKHE BUJCOUTPOBBIC
MEXaHHMKH CIIOCOOCTBYIOT Mpolieccy 00yueHus, a Kakue, Ha000pOT, MEIIAIOT EMY.

Orpannqennﬂ HCCJICJ0BAHUA

CTOHT OTMETHUTH TAKKE U OIrpaHUYCHUA JaHHOI'O MCCICAOBAHUA, KOTOPBIC KAaCaOTCA CHCHI/I(l)I/IKI/I
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Hamiei BeIOOpkH. BwiOopka mcciemoBaHusi coctouT u3 cryaeHTtoB MITIITY mepBoro m BTOpOTro
Kypca, a 87% pecrnoHIEHTOB — JEBYIIKH. B CBSI3U C 3TUM JIOTUYHO MPEANOJIOKUTH, YTO MOXKET
CYIIECTBOBAaTh TeHAepHas crenuduka, KOTOpas BIUSET HA MPEANOYTCHUE BHUACOUTDP C
ONpEIEICHHBIMU XapaKTEPUCTUKaMU. Takyke Hellb3s HE OTMETUTh, YTO HECMOTpPsS Ha TO, YTO B
HCCJICIOBAHUU TPUHSJIM Y4YaCTHE CTYIAEHTHl MEPBOTO M BTOPOr0 Kypca, MOXKET CYLIECTBOBATH
cnenuduKa, CBA3aHHAs C WHAUBUAYAJIbHO-TICUXOJIOTUYECKUMHU Pa3IMYUsMU  PECHOHIEHTOB,
MOCTYMAIOIINX YYUTHCS Ha rcuxosiora. Takum oOpa3oM, Mbl CUMTaeM, YTO 3afadei Oymaymumx
UCCIIEIOBAaHUM JTOHKHA OBITh KOHKPETH3alus n3y4aeMbiX 3((EeKTOB B CBETE€ U3YyUEHHUsS T€HIEPHBIX
pasznuuuii U npodeccuoHaIbHO-00pa30BaTENbHbIX OCOOEHHOCTEN UIPOKOB BO B3aUMOCBSI3U C UX
VHJIMBU1YaJIbHO-TICUXOJIOTMYECKUMU Pa3IUUUsIMU U XapaKTePUCTUKAMU BUCOUTP.
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