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BBenenue

AKTYaJlbHOCTh HCCIIEJOBaHUSI OOYCJIOBJIIEHAa TE€M, YTO COBPEMEHHBIH MU
CTPEMHTEIIbHO MEHseTCs, OOIleHWe W B3aUMOJICUCTBHE IO B HEM OTYaCTH
nepemMeniaeTcs B udpoByo IOCKOCTH [35], Bce yale 01 B3auMOICHCTBYIOT IPYT C
JPYTrOM B UTPOBBIX KOMITBIOTEPHBIX MUpPaX. B KOMIBIOTEpHBIE UTPHI UTPAIOT JIFOJIA BCEX
BO3pAacTOB. B cTpaHax cO 3HAYUTENBHOW HMCTOPUEH Pa3BUTUA KOMIBIOTEPHBIX HIP
(manpumep, B Anonuun u CIIA) BBIpOCIIO YK€ HECKOJBKO MOKOJIEHUI UrpokoB [89]. Ho
U B cTpaHax c Oojee MOJIOABIMUA TPAAUIMSAMU redMUHTa, B TOM 4uciie B Poccun, yxe
CTaJIM B3POCJBIMU T€ MOAPOCTKH, KOTOPBIE ObUIN MEPBHIM ITOKOJIEHUEM, POCLINM B 3110XY
pacIpOCTpPaHEHUSI KOMIIBIOTEPHBIX UTP U SABJISIBIIMMCS UX aKTUBHBIMH MOJIb30BATEIISIMH,
a Takxke co3narensiMu. VccienoBaHue KOMIIBIOTEPHBIX UTP M UTPOKOB B MCHUXOJIOTHUU
Hayanoch B 80e rompl XX BeKa, aHAIN3 B3aWMOJCUCTBUS YEJIOBEKA C KOMIBIOTEPHOU
Urpoii Mo>xHO BcTpeTuTh B padoTax O. K. Tuxomupona, A. I'. lllmenea, Sh.Turkle [49,
51, 123]. B c¢Bsi3u C pOCTOM 4YHUCJIa UTPOKOB MO BCEMY MHUPY MHOSIBUIOCH MHOYKECTBO
UCCJIEI0BAHNM, OMUCHIBAIOIINX Pa3IUYHbIE aCHEKThl UTPOKOB: MOTHBAIMIO T'€MMUHTA,
O0COOCHHOCTH TIOBEJICHUS TeMMEPOB, MX ICUXoJoruueckue ocodennocrtu [1, 10, 11, 59,
73, 107], a Takke M TICUXOJIOTMUECKHE TMPOOJIEMbI, CBSI3aHHBIE C YPE3MEPHOUN
yBIieueHHOCTbI0 urpamu [113, 119, 133]. TlosiBuiace HOBasi 00JacTh MCUXOJOTUH —
KHOEPIICUXOJIOTHSA, — KOTOpas paccMaTpUBaeT Kpyr MpoOJjeM, CBSI3aHHBIX C
UCIIOJIb30BAaHUEM JIIOJIBMHU  PAa3JIUYHBIX JJIEKTPOHHBIX PECYpCOB, B TOM 4YHUCIE U
KoMmnbloTepHbIXx urp [15]. Korma wurpbl mojiydusii MaccoBO€ pPacHpOCTpaHEHUE,
MOSIBUJIACh OOJbINas CyOKylIbTypa — TelMephl, — YBICYCHHBIC HWTPOKH, KOTOPHIE
MPOBOJIAT 32 UTPOM OOJIBIIIOE KOJMYECTBO BpeMeHU. OHU 00bEIMHSIOTCS 110 MHTEpECaM
B 3aBUCHMOCTH OT UTP, B KOTOPHIE OHU UTPAIOT, U POPMUPYIOT pa3HOOOpa3HbIE UTPOBBIC
coobmiectBa. B nocnennee gecsaTuieTne CTaid Ype3BbIYANHO MOMYISPHBIMA MACCOBBIE
OHJIAMH-UTPBI, B KOTOPBHIX OJHOBPEMEHHO MOTYT MPUHUMATh Y4YaCTUE€ COTHH ThICSY

YEJIOBEK. Y 06IHCCTB3 BO3HUKACT BOIIPOC — IMOYCMY MHOI'MC B3pPOCJIBIC JIHOJIHU, B



YaCTHOCTH, B3pPOCIbIE MYXYHHBI MPOBOJAT TaK MHOIO BPEMEHU B OHJIAWH-UTpax?
[IpoBeneHNE BpEMEHM B Urpax TPAAULMOHHO PacCMaTpHUBAJIOCh B ICHXOJIOTHYECKOU
JUTEepaType Kak MpeuMyIlecTBeHHO naerckas ¢dopma aktuBHocTtu (UK. [Mmaxe, JI. C.
Breirorckuii, JI. b. DnNbKOHMH omucanyd W ONPEACIWIM 3HAYUTEIbHBIN pa3BUBAIOIIUN
MOTEHIIUAJ 1eTCKOM urpsl) [18, 45, 56]. B HacTOsAIMI MOMEHT ICUXOJIOTHS CTOJIKHYJIACh
c (heHOMEHOM YBJIEYCHHOCTH OOJBIIOTO YHCIA B3POCIBIX JIFOJICH KOMIBIOTEPHBIMHU
urpamMu, Ho YHKIUU 3TUX UTP JJIs1 B3pOCIbIX He u3ydeHsl. [1o maenuto @. 3umbapo,
OOBSICHEHHEM MacCCOBOW YBIICYCHHOCTH KOMIIBIOTEPHBIMH UTPAMU MOTYT CITY>KHTh BCE
YBEJIUYMBAIOIIMECS TpeOOBaHUS, TMPEABIBISIEMbIE COBPEMEHHBIM OOIIECTBOM K
MyxunHaMm. llepen JHMIIOM HOBBIX TPYAHOCTEW, MOBBIIAIONIMXCS TpeOOBaHUMN
COBPEMEHHOI0 MUpa MHOTHE M3 HUX MPEANOYMTAIOT, 1o caoBaMm Dununmna 3umoOapo,
«YKPBITBCSD» B MHUPE, TJI€ MOXHO OBICTPO M CPABHHUTENIBHO JIETKO IMOJYYUTH >KeJIaeMbIi
pe3yibTar 0e3 cTpaxa ObITh OTBEPTHYTHIM, M TJ€ MOXHO MOJYYUTh MOOIIPEHUE 3a
JTOCTIKEHUsI. TakuM yOeXHIIeM NIl MHOTMX MYKYMH OKa3bIBalOTCS KOMITbIOTEPHBIC
urpel [133]. MOXHO OTMETUTbH, YTO U IO OTHOIICHHWIO K >KEHIIMHAM COBPEMEHHOCTH
TaKKe TPEAbSIBISET MOBBLIIIEHHBIE TpeOOBaHUS, OCOOCHHO YYHUThIBas paBHbIC IpaBa
MY>KUMH Y KEHIIUH B psAZie 00IECTB, HO, MOCKOJIBKY JaHHas paboTa CKOHIICHTPUPOBaHA
Ha BBIOOpE UTP KaK MPOCTPAHCTBA JJISI JOCTHUKEHHUS yCIleXa UMEHHO MY>KYMHAMH, TO
paccyXAeHUs OTHOCUTEIIBHO YKEHIIUH 371eCh He mpeacTaBiieHbl. [lo3unms @. 3umbapio
(1 ee pa3mensOT MHOTHE TICUXOJIOTH) SBJSIETCS PAJAWKAIBHOM B OTHOIICHHH
KOMIBIOTEpHBIX UTp. OH paccMaTpuBaeT WX KaK yBJEUEHHE, BIIEKyIlee 3a COO0Ooi
OJIHO3HAYHO TaryOHbIe MOCHeACTBUsS Ui miojei. Ho, ¢ apyroil CTOPOHBI, SIBISETCS
U3BECTHBIM TOT (AKT, YTO TOJIOKHUTEIHHBIC AMOIMH, MEPEKUBACMbIE JIOAbBMHU, TECHO
CBSI3aHBl C WX CYOBEKTHMBHbIM Onaromnonyunem (wellbeing), mosTomy naxke eciu
MOJIOKUTENIbHBIE 3MOILIMOHAIBHBIE COCTOSIHUSI HE TEPEHOCSATCS HAMpSIMYyIO U3 UTPHI B
peabHOCTh, MOJIOKUTEIBHBIE SMOIUU, MOJydaeMble B TPOILIECCE UIPHI, BIUIIOT Ha
OOIIM SMOIMOHATIBHBIN (DOH YETIOBEKa, Ha €r0 CyObEKTHUBHOE OJIaromnoiaydue, MOXKHO

JIaXKe 3aKJII0UNTh, YTO OHM JICJIAIOT YEJIOBEKa 0oJiee cHacTIMBBIM [89].



[ToueMy 10711, @ B 4ACTHOCTU MY >KUMHBI, BEIHYKJICHBI HCKaTh YOSKHIIA B UTpax?
UTo OKa3pIBa€T HA HUX TAKOE JABJICHUE, YTO OHU BBIHYKJICHBI UCKATh IMEPEIBIIIKY B
BuptyasibHoM mupe? [lo muenuto ®. 3umObapao, 3/1ech MPOSIBISIETCS M HETAaTUBHOE
BIIMSTHUE CPEJICTB MacCOBOM MH(pOpMaIuu, U 6e3padoTHIIa, U CUTYAIUs SKOHOMUYECKOTO
KpU3KCa, ¥ MOBBIILICHHAS! OTBETCTBEHHOCTH 3a 0J1aronoayune 0JIU3KuX, U HEYBEPEHHOCTh
B 0€30MacHOCTH, a TaK)Ke€ HECIMOCOOHOCTh CHCTEMBI 00pa30BaHUsS pa3kedb WHTEPEC U
yBJIeub 3a COOOM Tak, KaK 3TO CIOCOOHA jenaTh UrpoBas MHAyCTpus. TeM He MeHee,
no00HOEe OOBSCHEHHWE TPUYUHBI TIOBBIIIEHHOTO WHTEpPECa B3POCIHBIX MYXKYUH K
KOMITBIOTEPHOU WIpe MPEACTABISICTCS HECKOJIbKO OMAHOOOKHMM. Y B3pPOCIOW WIPHI,
COrJIaCHO HCCJENOBAHMSM, TaKXe €CThb oOydwaromue W pa3BuBawomue (yHkuuu. B
MICUXOJIOTUYECKOU JIuTEpaType OMHUCaHbl  pa3HOOOpa3HbIC HCCIICIOBAHUSI,
MOKA3bIBAIOIINE TOJOKUTEIIPHOE BIUSHHE UTP Ha pa3iudHble Chepbl MCUXUUYSCKOM
*Ku3HU JuuHoctu [S1, 59, 67, 89, 107]. OnyOGnukoBaHbl MaHHBIE AMIMPUUECKUX
UCCJIEIOBAaHUM, TIPOBENCHHBIX ydeHbIMU OkcopACKOro  yHUBEpCUTETa  TOJ
pykoBoacTBOM J. [IpKUOBLTECKH, CBUIETENBCTBYIOIINE O TOM, UTO MOJIOKUTEIbHBIC HITH
oTputiatesibHbie 3Q(PEKTH OT UTP CBSA3AHBI C 00BEMOM BPEMEHH, MPOBOJUMOTO B HHUX.
Hampumep, 1€, KTO urpaa B KOMIBIOTEPHBIC HUIPBl HE Oojiee 1 dYaca B JICHB,
JIEMOHCTPUPOBAJIU JTYUIIE MOKA3aTeU MO YAOBICTBOPEHHOCTH KU3HBIO U COLIMATBHOM
ajanTaldd, 4eM Te, KTO BOBCE HE WTIpaj, WM T€, KTO TpaTU] Ha WUrphl OOJbIIee
KOJINYECTBO BpeMeHnH [114].

['elfiMepcTBO Kak sIBJICHUE MPOJOJKAET aKTUBHO Pa3BUBAThCA U BOBJIEKACT BCE
OoJbIIIee KOJIMYECTBO JIIOJIEH, M, HAKOHEI], KOMITbIOTEPHASI UTPa CTAHOBUTCSA OIHOU W3
CaMBbIX pacHpoOCTpaHEHHBIX (OPM MPOBEIAEHUS J0CYyra, OCOOCHHO CPEAH MOJIOJbIX
moaeu. I1ocToSIHHO pacTeT KOJIMYECTBO UIPOKOB II0 BCEMY MUPY, MUJUIMOHBI JIFOJACH
MIPOBOJISAT BPEMSI, UTPasi B MACCOBBIC OHJIAWH-UTPHI WJIM HAOII0/1ast, KaK UTPAIOT JPYTUe
[107]. I1o naHHBIM aHATUTUYECKOM KOMMIaHUM Newzoo, 0KoJIo 65% BCeX pOCCHUMCKHUX
WHTEPHET-TI0JIb30BaTeNeH XOTs Obl pa3 Wrpajii B KOMIBIOTEPHYIO HIPYy (3TO OKOJIO
72 muH dyenoBek). Co3MaroTes pa3IMdHbIe UTPOBBIC COOOINECTBA, MOSIBUJICS HOBBIN BH/I

CIIOPTUBHOM COPEBHOBATEIBHON JEeATEIBbHOCTH Ha 0a3e KOMIBIOTEPHBIX WIP —



kuOepcnopt, KoTopblii B 2016 roay Bomiena B peecTp OPUIMAIBbHBIX BUIOB CIIOPTa
Poccuitickonn @enepanuu. Bwmecre ¢ HUM TOABWINCh MWJUIMOHBI  3PUTENIEH,
HaAOJI0JAIONNX 32 COPEBHOBAaHUAMH KuOepcrnopTcMeHoB [118]. U yBieueHHbIe UTPOKH —
reiiMepsl — MPOBOJAT BCe 0OJIbIIIE BPEMEHHU B UTPAX, 3TO CTAHOBUTCS MPOOJIEMON I UX
okpyxenus. OCTpo BCTaeT BOMPOC 00 UTPOBOM 3aBUCHMOCTH, OTTACHOCTH YPE3MEPHOTO
yBIIEUEHUS UTrpaMu, 0coOeHHO 1iist aeteid [111]. B cBsizu ¢ 3TUM BOIPOC 0 MOTUBALIMH
reiiMuHIa CTaHOBUTCS BCe 00Jiee 3HAUMMbIM. OtBeneHue 3HAYUTEIBHOTO
KOJIMYECTBA BPEMEHU UIPOBOM JEATEIIBHOCTH XapaKTepU3yeT HalpaBIECHHOCTb
COBPEMEHHOI0 YEJIOBEKA, TOCKOJIbKY, cornacHo uiaee A. H. JIleonTbeBa 3a coqepxaHueM
JESITEIBbHOCTEN CIEAYET COOTHOIIEHHE MOTUBOB [37].

OcoO6eHHOCTH MOTUBAIIMOHHOW Cephbl UTPOKOB — ATO MOKA MaJIOUCCIIEI0BaHHAS
00JaCTh, B OCOOCHHOCTH B OTHOIIIEHWH HUTPOKOB, HAOPABIIMX B TOCIEIHUE TOIbI
3HAYUTENBHYIO MOMYJIIPHOCTh MAaCCOBBIX OHJIAWH-UIP. YacTh U3MEPEHUN 1O 3TOU TeMeE
NpOBEIEHa B paMKax KHOEPIICUXOJIOTMYECKUX  HCCIECOBAaHUNW U U3YUYCHUS
MOJIb30BATENbCKOTO OnbITa [ 15, 96]. IIpu aTOM, HECMOTpPS HA 3HAUYUTEIIBHOE KOJIUYECTBO
Pa3JIMYHBIX KJIacCU(UKAIMI UTPOBBIX MOTUBOB M MOTHBAIIMOHHBIX Mojenel [32, 73, 92,
131, 132], onuceiBarOmMX JeKIapUpPyEMble UTPOKAMH MPUYUHBI YBICYUEHHOCTH UTPAMHU,
JI0 CUX TIOp HUKTO U3 UCCIIeoBaTeNel He 3a]1aBall BOIIPOC, KAKUE MOTUBBI TOBCETHEBHOM
YKU3HU TIPUBOIST K TOMY, UTO JIFOJIA XOTSIT MPOBOJUTH CBOE BPEMS B UTPax, UTO B KU3HU
UTPOKOB MOXET SBJISATHCSA NPUYMHOM MHTEpEca K UIrpaM, 3HAYUTENIbHBIX BIIOYKECHUM
BPEMEHHU, JCHET U YCUJIMUA B BUPTyaJbHbIE JIOCTHXKEHHUSI, 32 CUET YEro KOMIIbIOTEepHAs
Urpa CTAaHOBUTCS TMpUBJIEKAaTEIbHEE pealbHOCTH. B TO ke Bpems reimuduxanus
HAYMHACT MPOHUKATh BO MHOTHE H3HAYAJIbHO BOBCE HE WIPOBBIE 00JIACTU KU3HU
yenoBeka. OCOOEHHO aKTyajieH 3TOT BOINPOC JJII MEIUIIMHBI U 00pa30BaHUsI: MOTYT JIU
UTPHI OBITH TIOJIC3HBIMH IS IieJiel oOpa3oBaHUs, 3ApaBOOXpaHEHUs, Jenas (HOpMbI
oOyueHus U (QopMbl KOHTPOJIS 32 CBOMM 3JIOPOBBEM 00Jiee MPUBICKATEIBHBIMU IS
moaeit [106].

O0bBeKT uccjie10BaHuA



My>K4WHBI, UTpAIOIUE B MAaCCOBbIE OHJIAWH-UTPBI; UX OOBEKTHUBHAS M CyOBEKTUBHAsS
YCIEIIHOCTb.

IIpeaMer ucciaenoBaHusA
MoOTHBBI NOBCEAHEBHOW )KU3HU U MOTHUBBI UTPOBOM JIESITEIBHOCTH MY>KUUH, UTPAFOIINX
B MACCOBBIE OHJIAWH-UTPBI.

eab ucciaenoBanus
BreisiBIEHME BEAYIIMX MOTHMBOB IIOBCEITHEBHOM UM UIPOBOM  JIESITEIBHOCTH B
MOTHBAIIMOHHO-CMBICIIOBOM c(epe MYKUYHH-UTPOKOB B MACCOBBIC OHJIAWH-WTPBHI U
OTIpeJIeICHHEe POJIM CYOBEKTHMBHOM YCHEIIHOCTH B YBJIEUEHHOCTH KOMIIBIOTEPHBIMU
Urpamu.
B paMkax nmocTtaBieHHOU 1eu ObLIU CHOPMYITUPOBAHBI CIEAYIOIINE 3aAaHU:

1) mpoaHanu3upoBaTh ONMHCAHHBIE B MCUXOJOTMYECKON JIUTEPATypE UCCICAOBAHUS,
MOCBSIIICHHBIE MOTHUBAIlMd WIPOKOB M BIMSHUIO KOMIBIOTEPHBIX WIP Ha
pasnuyHbie cepbl ICUXUUECKON JAeSTETLHOCTH YEI0OBEKa

2) BBISIBUTh BEAYIIHE MOTHUBBI TOBCEAHEBHOW JKU3HH Yy MYXYUH-T€IMEPOB,
UTPAIOIIUX B MACCOBBIC OHJIAWH-UTPBI

3) CpaBHUTh BBIPAKEHHOCTh IMOJYYEHHBIX B  PE3yJbTaT€ AMIUPHUUYECKOTO
UCCIIEIOBAaHUSI MOTHBOB TOBCEIHEBHOM JKM3HU Yy UTPAONIMX U HE UIPAIOIIUX
MYKIUH

4) onpenenuth cnenu@UKy OTHOIICHUS TEHMEPOB K CBOEH YBICUEHHOCTU UTPaMH,
CBSI3aHHOTO C OCOOCHHOCTSIMU WX WHAUBUIYATbHONW HCTOPUU U KU3HEHHOU
CUTyaluu

5) comocTaBuUTh SMIMUPHUYECKU BBIJIECICHHBIE B JIAHHOM MCCJIEAOBAaHUU MOTHBBI C

MOTHBaMH, OITMCAHHBIMU B CYIICCTBYIOINUX MOJCIIAX MOTHUBAIINH reiMMHTA.

TeopeTuko-MeTOA010rNYECKYI0 0a3y MCCIeJ0OBAHUSA COCTABHIIN:
1) TeopeTrdecKre MOJEIN MOTHUBAIIMOHHO-CMBICTIOBOM cdephl TUIHOCTH (JIeoHThEB A.
H., Uneun E. I1., JleontseB [I. A., bparyce b. C., Pyounmreitn C. JI., Xexxaysen X.,
MakKnennaung /1.);



2) COUMO-KYJNbTYPOJOTHUUECKUI U TCUXOJOTUYECKUM MOJXO0JIbI K TPAKTOBKE HUIPOBOM
JeATeIbHOCTH (XeW3nHra PI., [Tuaxe XK., Beirorckuii JI. C., Onpkonun /. Bb.);

3) reopus camonerepmunanuu Jlecu O. u Paitana P., koHuenius 6a30BbIX MOTpeOHOCTEN
B KOMIIETEHTHOCTM M aBTOHOMHOCTH (CaMOJE€TepMHUHALIUU), OOECIEeYMBAIOIINX
eCTeCTBEHHOE (PYHKIITMOHUPOBAHNE BHYTPEHHEH MOTHBAITUY YEIIOBEKA,

4) daxTopHas MOJIENb UTPpOBOil MoTHBamuH TeitMepon (H. Mn), BKIIoYaromias mepedeHsb
O0OOIIIEHHBIX MOTHBOB HWIPOBOM  KOMIIBIOTEPHOM  JESATENBHOCTH WIPOKOB B
KOMIIBIOTEPHBIC UTPBI PA3HBIX KAHPOB;

5) xoruuTHBHBIE Teopun KOHTpoJis (AsaxsepaoB B. M., Xononnas M. A., Wegner D. u
ap).

I'mmore3sl ucciie0BaHuA

1. Bemyuime MOTHBBI IOBCEAHEBHOM KU3HU Y MYKUHMH-UTPOKOB B KOMITBIOTEPHBIE UTPBI
(reliMepoOB) — MOTHBBI TIOCTHKEHUSI U KOHTPOJIS HaJl CUTyalue.

2. My>X4YMHBI-TEUMEpPBl  OTJIIMYAIOTCA OT HEUTPAIIUX MYKUYMH [0 CTEIEHH
BBIP2XEHHOCTU MOTHUBOB IIOBCEITHEBHOM JKU3HHU (JIOCTHXKEHUS, Pa3BICUEHUS U JIp.).

3. BeaymmMm THUIIOM MOTHUBAllUM Y MYKUMH-TEAMEPOB SBISETCA BHYTPEHHSS
MOTHBALIUSL.

4. B KOHTEKCTEe KOMIBIOTEPHOU UTPbl Y MYXYHH-T€MEPOB MOBBIIIAETCS CyObEKTHUBHAS
OIICHKA CBOEH yCIEIIHOCTH.

5. B xu3HM OOJBIIMHCTBA MYKUMH-TEMMEPOB BBISBISIOTCS CXOJHbIE OCOOCHHOCTH
VHIMBUIYyJIbHOW UCTOPUU B3aUMOJICUCTBUS C UTPAMHU.

6. In1 MyXYMH-TEMMEPOB XapaKTEpPHO IIOJOKUTEIBHOE OTHOIIEHHE K CBOEMY

YBJICUCHHUIO UT'PaAMMU.

MeTtoabl MccJjie0BaHUA
B wucciregoBaHMM HCHOJIB30BajJOCh COYETAHUE METOJOB KA4€CTBEHHOTO U
KOJIMYECTBEHHOTO aHaju3a JIaHHBIX AaHKET, Pe3yJbTaTOB OIMPOCOB M HMHTEPBBIO H
AJIEMEHTOB UTPOBOTO MOBEJICHUSI U3 3aIIUCEN (JIOTOB) UTPHI.

Ha Pa3HbIX 3TallaX UCCIICAOBAHU A OBLIN MCIIOJIB30BaHBI:
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- onpocHuk lllkana urposoit motuBanuu (GAMS),

- CcHenuaibHO pa3pabOTaHHBIM aBTOPCKUN OMPOCHUK [IJISi BBIABJICHHUS MOTHBOB

MOBCEIHEBHON KW3HM HWIPOKOB, KOTOPBIM MNPEABABISUICA PECHOHAECHTaM B (opme

OHJIAH-OIIPOCOB,

- aBTOPCKOE CTPYKTYPUPOBAHHOE MHTEPBBIO, HAIPABIEHHOE HAa BBISICHEHUE CAMOOLIEHKH

YPOBHS CYObEKTHUBHOT'O KOHTPOJIS B )KU3HU U B UTPAX, a TAKKE CAMOOIEHKU YCIEITHOCTH

B ’KU3HU U B Urpax. Kpome 31oro, B MHTEPBbIO BBIACHSUINCH OCOOCHHOCTH KU3HEHHOU

CUTYALIMM UTPOKOB M KX OTHOLIEHUE K CBOEMY YBJICUEHUIO UTPAMHU.

- aHAJIU3 JIOTOB UTPHI (3anuceit GakTUIECKUX AEHCTBUI UTPOKOB B UTPE)

- aBTOPCKHE LIKAJIbI 111 CAMOOLICHKH YCIEIIHOCTH B UTPE U B TOBCEAHEBHOMN KU3HU.
JUist  ctaTucTUdYecKoil 0O0pabOTKM pe3yJbTaTOB HCCIEAOBAHUS TMPUMEHSIINCH

METO/Ibl KOPPEISILIMOHHOTO0, KJIACTEPHOTO U OAHO()AKTOPHOIO IUCIIEPCUOHHOTO aHAIIN34;

IPOBOJMJICS KOHTEHT-aHAJIM3 OTBETOB WIPOKOB HAa OTKPBITHIE BOIPOCHI OMPOCOB U

BOIIPOCHI HHTEPBBIO.

AHaJIN3 JaHHBIX NPOBOJUIICA C UCMOb30BaHUEM nporpamm SPSS 21, R 3.4.3.

XapaxkrepucTuka BbIOOpKHU

B o6mieit ciiokHOCTH Ha BCeX dTanax B UCCIENOBAHUM MPUHAIU ydactue 97314
aKTUBHBIX UTPOKOB B MAaCCOBBIE OHJIAH-UTPHI.

B nepBoii yacTn uccjenoBaHus (MOTHUBBI MOBCEAHEBHOW KMU3HU UTPOKOB) HA
HO020MOBUMENbHOM 2mane BbIIEICHUST TEepeyHs] MOTHBOB IIOBCEJHEBHOW >KU3HU
npuHsin - ydactue 79164 wmyxumH-UTpokoB B Bo3pacte or 17 mo 70 ner.
[TonroToBUTENbHBIM 3Tam OCYLIECTBISJICS Ha MPOTSDKEHMHM 2 JeT Ha 0ase
MCCIIEI0BATENIbCKOTO OTAEeNa KPYIMHOW KOMITAHUHU-IIPOU3BOAUTENS Urp. Ha ocnosHom
omane (OLEHKA BBIPAKEHHOCTU SMIIMPUYECKU BBIJEICHHBIX MOTHUBOB M BBIJICJICHUE
TUMOB MOTHBaluu) — 1461 My>XUKMHA-UTPOK B MACCOBBIE OHJIAWH-UTPHI U B KayeCTBE
KOHTpOJbHOM rpynnbl — 200 HE WTparOmMX MYXYUH, HE OTJIMYAIOUIUXCSA MO CBOUM

COIMAJIBHO-IEMOTPAPUIECKUM XapaKTEPUCTUKAM OT TPYIIIBI TeHMEPOB.
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B u3MmepeHun creneHu BBIPAKEHHOCTH BHEIIHEH M BHYTPEHHEH MOTHUBALUU
reiMuHra npuHsum yyactue 11 579 myxunH-urpokos. B onpoce o riiaBHOM KU3HEHHOM
JOCTHKEHHUH NMPUHSIN yyactue 603 urpoka.

Bo BTOpoii wacTtum wucciaeaoBaHMsi (O COOTHOIICHUHM OOBEKTUBHOM W
CyOBEKTHBHOM yCIEIIHOCTH UTPOKOB B UTPE) NPUHSIHN yyacThe 4206 My»KUMH aKTUBHBIX
UTPOKOB B MaccoByro oujaiH-urpy World of Warships. [Ins Gonee rmy0Goxoro
UCCJIEJOBaHMsI MOTUBOB I€iIMUHIa OBLJIO MPOBEJEHO CTPYKTYPUPOBAHHOE UHTEPBBIO, B
KOTOPOM IPHUHSUIM YYaCTHE MYKUMHBI-reiiMepsl (6 14yenoBex).

[IpencraBuTenu Bcex OMUCAHHBIX BBIOOPOK (KpoMe BbIOOpKH, cocTosiBiei u3 200
HEUTPAIOIINX MY>KYHH) TPUHAJIEKAT K OJHOU F€HEPATIbHON COBOKYITHOCTH — B3POCIIbIE

MYJKYHMHBI, aAKTUBHBIC UTPOKHW B MaCCOBBIC OHHaﬁH-HFpBI.

OcHoBHbBIE IOJIOKC€HHUH, BBIHOCUMbIC HA 3aIIUTY

1. B MOTMBallMOHHO-CMBICTIOBOM C(hepe My KUMH, UTPAIOIIMX B MACCOBBIE OHJIAMH-
UTPBI, SMIIMPUYECKH BBIICISIIOTCA |9 OCHOBHBIX MOTHBOB IIOBCEHEBHOM >KH3HHU.
Haubonee BbIpaXCHHBIMU M3 HUX SBISIOTCA MOMUBbI NO3HAHUA, O0OyYeHus W
oocmupdicenusi. HanmeHee BbIpaKEHHBIMU SIBIISIIOTCS MOTHUBBI, CBSI3aHHBIE ¢ 0OWeHueM U

g3aumooeticmauem ¢ IpyruMu JIIOIbMHU.

2. CoOoTHOIIEHNE BBIPAXKEHHOCTH OCHOBHBIX MOTHBOB IO3BOJISIET BBIJICIUTH TPU
(dakTopa B CTPYKTYp€ MOTUBAIIMU [TOBCETHEBHOM KU3HU T€MMEPOB:

1) MmoTuBaIMs MOMCKA JMHAMUYHOCTHA U HOBU3HHBI,
2) MOTHBAIIUS TIO3HAHUS M JOCTHKEHHS,
3) MOTHUBaIMS F€JOHU3MA U TOUCKA CTUMYJIALINU.

MoTuBamuss MepBOro THIA BKIOYaeT B ceOs BBIPAKCHHBIE MOTHBBI TIOHMCKA
HOBU3HBI, HEOOBIYHOCTH, HEOKUIAHHOCTH U TUMHAMUYHOCTH. MOTHUBAIMs BTOPOTO THUIIA
BKJIFOYAeT B Ce€O0S BBIPAKEHHBIE MOTHBBI TO3HAHUS, OOYYEHHMs, JTOCTHKCHUS U
MoHMMaHusl. MoOTHUBAIUsI TPEThErO THUIMA BKIOYAET B €€0s BBIPAKCHHBIE MOTHUBBI

Ppa3BJIICUCHUS, CTUMYJISAIIMU U O6H.I€HI/15{.
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3. HUrpoku B MaccOBBIX OHJIAHH-UIpax JEMOHCTPUPYIOT MOBBILIEHHYIO
CYOBEKTUBHYIO OLICHKY CBOEH YCHEIIHOCTH, YTO HE BCETJa COOTBETCTBYIOT PEaJbHBbIM
(0OOBEKTHBHBIM) MMOKA3ATENSIM yCIEIMIHOCTU B Urpe. [loBbIieHre cyObeKTUBHOM OLIEHKU
YCHEIIHOCTH MEpPEeKUBAETCSI MIPOKaMHM KakK >KM3HEHHBIM YCIEX U CTaHOBUTCS

MOTHUBUPYIOIIMM (PAKTOPOM, CIOCOOCTBYIOIIMM UX BOBJIEUYEHHOCTH B UTPY.

Hayunasi HOBM3HA 3aK/II04aeTCs B TOM, YTO B HACTOALIEH paboTe, BO-MEPBHIX,
IIPEACTABICHBl  pE3yJbTaTbl  OPUIMHAIBHBIX  ABTOPCKUX  IICUXOJOTHYECKHX
UCCIIETOBAHMI, TO3BOJISIFOIINX OLEHUTH COJIEP>KaHNE MOTHBAIIMOHHO-CMBICIIOBOM Chepbl
UT'POKOB B MacCOBBIE€ OHJIAH-UTPBL. TaKoro poja UCClIeOBaHUs Ha CTOJIb MacIITAOHON
BBIOOpPKE T'eiiMEPOB, KOTOPBIE MPOBOAAT B UIPAX OT HECKOJIBKHUX YAacOB B HEACINIO 0
HECKOJIbKHMX YacoOB B JIEHb, 710 3TOro B Poccun He npoBoaminch. Bo-BTOPBIX, BbIIEIEHBI
Y ONMCaHbl MOTHBBI IIOBCEHEBHOW W WIPOBOM NEATEIIBHOCTU IeMMeEpoB. B-TpeThuX,
oOHapykeH ()eHOMEH aMOMBAJIEHTHOIO OTHOUIEHUS! HTPOKOB K MX YBJICUYEHUIO UTPAMH.
B-4yeTBepThIX, OCYLIECTBIEHO CpaBHEHHE OOBEKTUBHOM U CyOBEKTHBHOM OIICHKHU
YCHEIIHOCTHU WMIPOKOB B HUIPE HA OCHOBE YHHUKAJIbHBIX JaHHBIX 3amuced (JI0roB)
pe3yJbTaTOB MIPhI, MOJYYEHHBIX OJlarojapsi COTPYIAHHYECTBY C HCCIEIOBATEIbCKUM

OTACIIOM CTYIHUH-IIPOU3BOAUTCIIA UI'PD «Jlectay.

JIOCTOBEPHOCTh M HAJAEKHOCTb NMOJYYeHHBIX Pe3yJbTaToB Oblia obOecrieyeHa
METO/AMH KaueCTBEHHOM M KOJIMYECTBEHHOM 0OpaOOTKU TaHHBIX, COOTBETCTBYIOIIMMU
HedsiM M 3a7adyaM  HMCClefloBaHUs, OOBEMOM M PENpPEe3eHTaTUBHOCTHIO BBIOOPKH;
UCIIOJIb30BAHUEM METOJIOB, BBIOPAHHBIX B COOTBETCTBUM C II€JIbIO, MPEAMETOM U
TMIIOTE3aMU MCCIIEIOBAHNS; TPAMOTHBIM KOJIMYECTBEHHBIM U Ka4€CTBEHHBIM aHAJIU30M
AMIIMPUYECKUX JAHHBIX HA OCHOBE IPUMEHEHUSI COBPEMEHHBIX METOJIOB CTATUCTUYECKON
o0paboTtku. [IpoBepka cTaTUCTUUECKON 3HAYMMOCTH PE3yJIbTaTOB 00eCIeuynBaIach Npu
MIOMOIIH: KOPPEISIIMOHHOrO aHanu3a (kputepuu r-Ilupcona, r- Cnupmena), Kpurepus y,
2, xpurepueB Konmoroposa-CmupHoBa, ManHa- Y UTHH, Y UIKOKCOHA, IKCIIOPATOPHOTO
(bakTOpHOTO aHANIN3a, a TAKKE METO/IbI KJIACTEPHOT0, OAHO()AKTOPHOTO TUCIIEPCUOHHOTO

aHaJIn3a.
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AnpoGauusi pe3yabTaToB. Pe3ynbrarhl ucciaeaoBaHHs OOCYXKIAIUMCh Ha
POCCUHCKMX M  MEXAYHapoAHbIX KoH(pepeHIMsaX 1o ncuxonoruu: CenpMoi
MEXIyHapOaAHON KoH(pepeHIMM 1O KOrHUTHUBHOM Hayke (Cemnoropck 2016),
MEXIYHApOJAHON HAYYHO-TPAKTUUYECKON KOH(PepeHIInr MOIObIX YueHbIX «Ilcuxonorus
XXI Beka» (Cankt-IlerepOypr, 2016); MexnyHapoaHONH Hay4yHOW KOH(EpPEHIUU
«AnanbeBckre uteHuss - 2016: Ilcuxonormst - Buepa, ceroans, 3aBTpa» (CaHKT-
[TerepOypr, 2016) u «AHanbeBckue ureHus - 2018: Ilcuxomorus IMYHOCTH: TPATULIUU U
coBpeMeHHOCTE» (Cankt-IleTepOypr, 2018); BoceMoii MexayHapoaHONW KOH(PEPESHITUS

1o KOTHUTHUBHOMU Hayke (CBetioropck, 2018).

Conepxanue pabOThl OTPaXEHO B BOCBMU MYyOJMKAIMAX, B TOM YHUCIE B TpeX

CTaThAX B U3JAHUAX, peueH3upyembix BAK.

Teoperuueckasi 3HaUMMOCTD. [101pOOHBII aHANMKM3 psa COBPEMEHHBIX MOJIeIen
MOTHBAIIUU T€MMUHTa, a TaKXKe CO37aHue COOCTBEHHOW MOJENM TMO3BOJIMII 00OTaTUTh
TEOPUI0 MOTUBALMA HOBOW MOJIEJIBIO MOTHUBALIUH TEMMUHTA, IOTIOJHUTH CYIIECTBYIOLIME
TEOPETUUYECKHE MOJIETTH UTPOBOM MOTHBAIUHU, OOBICHSIONINE YBICUYEHHOCTh B3POCIBIX
O KOMITBIOTEPHBIMU UTpamMu. J[aHHBIE SMIIUPUYECKOTO UCCIEAOBAHUS MO3BOJIWIN
JIOIIOJIHATh PACIPOCTPAHEHHBIE B IICUXOJIOTMYECKOM JIUTEPATYpPE NPEACTABIEHUS O
MOTHBAaX YBJICYEHHOCTH KOMIBIOTEPHBIMH HWIPaMHU; YTOYHUTH POJb CYOBEKTUBHOMU
YCIIEIIHOCTA B YBIICUEHHOCTH WrPaMH; PACIIUPUTh 3HAHUS O TCUXOJIOTHYECKHUX
dakTopax, BIMSIONIMX HA OIICHKY CBOCH YJIOBIETBOPEHHOCTH KMU3HEHHOU cuTyarueil. B
paboTe TpoaHAIM3UPOBAHBI M CHUCTEMATU3UPOBAHBI PE3YyJIbTaThl COBPEMEHHBIX,
OIMyOJIMKOBAaHHBIX B TEUEHHUE IMOCIEAHUX 6-8 JeT SMIOUPUUECKUX HCCIEIOBaHUM,
MOCBSILLICHHBIX Pa3JIMYHBbIM ACIEKTAM BIIUSIHUSL KOMITBIOTEPHBIX UI'P HA KOTHUTHUBHYIO,
AMOIIMOHAJILHYI0 W MOTHBAllUOHHYIO C(Qephbl JUYHOCTH, TMOBEICHUE U OTHOIICHUS
JUYHOCTA C COIMAIBHBIM OKPYXKCHHMEM, pe3yJdbTaThl KOTOPHIX €IIe He OblUIn
OmyOJMKOBAaHbI Ha PYCCKOM SI3bIKE, YTO IMO3BOJIAET PACHIMPUTH 3HAHUS TICUXOJIOTOB O

BIIUSIHUU UTP Ha pa3IudHbIe CHEephl ICUXUIECKOMN )KU3HU B3POCIBIX U ICTEH.
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IIpakTnyeckass 3HAYMMOCTb. Pe3ynbTaThl MOTyT OBITh HCHOJIB30BaHbl KAaK B
pa3paboTke M au3aiiHE KOMIBIOTEPHBIX WIP, TaK U B pa3pabOTKe PEKOMEHJAlUil O
HOpMax MPOBEACHUS BpPEMEHM B Urpax [ IIOJIYYEHHS MaKCUMAaJbHOIO
HOJIOKUTENBHOTO 3(p(deKTa U MNpeaynpekAeHHs BO3HUKHOBEHMSI OTPHULATEIBHOTO
a¢dekra. PesynpraTsl pabOThl MOTYT IPUMEHSATHCS B cepax, B KOTOPBIX TeMMU UKL
o0ecrieurBaeT MOBBIIICHHE MPHUBICKATEIFHOCTA TPYAHBIX, HO HY)XHBIX IS YeJIOBEKa
JNEeUCTBUM (HampuMep, COOJIIOJIEHUE PEeXUMOB JUIMTEIBHOTO JieueHusl B Meaunune). Ha
OCHOBE JaHHBIX, TMOJIY4YEHHBIX B pabOTe, MOXHO TMOBBINIATH JOCTYHHOCTh U
IPUBJIEKATEILHOCTh 00pa30BaTENIbHBIX TEXHONIOIHH. Pe3ynpTaTsl, onrucaHHblie B padboTe,
y>Ke ObUIM UCTIOIBb30BaHbl B 00yueHnu ctyfeHToB Ha Jletneit lllkone MI'Y B 2018 roxy,
B HACTOSAIEE BpeMsl UCTOJIb3YIOTCS B Kypce it maructpanToB CIIOIY «Ilpuniumns u
METO/IbI PEUICHUS TPUKIAAHBIX IICUXOJOTHYECKUX 3a7ad» U YACTUYHO MCIIOJIb30BaHbI B

JIpYrux Kypcax, HanpuMmep, « OOIIencuxoJ0rn4ecKuid MpakTUKy M.
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I'naBa 1. MoTuBanusi UrpoOBOI AeITEJIbHOCTH M reiiMuHr. UcciienoBanus
KOMIIBIOTEPHBIX UT'P B 0TE€YECTBEHHOM U 3apYy0esKHOM IMCUXO0JIOTHHI

1.1 UcTopusi ucciie0BAHUA UTPbI B ICUXO0J0THH

dunocopckoe ¥ HAYYHOE H3YUEHHE HUIPHl JAl0 YEIOBEUYECTBY JIOCTATOYHO
pa3BUTHIE MpeacTaBiIeHus 0 henomene urpsol. [InaTon, Apucrotens, ['epakiauT u agpyrue
aHTU4HbIE (PUITOCO(]BI pacCMaTPUBAINA UTPY C MOJIUTUYECKON, KYJIbTYPOJIOTHUYECKOU U
COLIMAJIIBHOM TOYEK 3pEHMS M BBICOKO LEHWIM €€ BOCIHMTATEIBHOE, 3THUYECKOE U
ACTETHYECKOE  3HadyeHWe. Ilemaroru m  MbICIUTENN 31I0XHM Bo3poxaeHus  u
[IpocBemennst (M. Montens, . A. Komenckuid, J[x. Jlokk, XK.-XK. Pycco) packpbuiu
YHUBEPCAIbHBIM XapaKTep UIPbl, €€ MHOTOCTOPOHHEE BIIMSIHUE HA CTAaHOBJICHUE
JUYHOCTU 4esoBeka. Punocockue, KyIbTypOJIOrHYeCKUE U IEeIarornyeckue
KOHIIENIIIUU UTPbl, BO3HUKIIME B pa3Hble MEPUOABI PA3BUTUSA LIMBUJIU3AIUH,
CBUJACTEIBCTBYIOT O TOM, YTO OHA MOXET CIYXXHTb CBOEOOpPA3HbIM TBOPYECKUM
KOPPECTIOHJEHTOM B 00pa30BaTEIbHOM IPOIIECCE, MOILIHBIM KaHaJIOM MPHOOIICHUS K
MPaKTHYECKOMY OTIBITY, Tpyny, MBICTUTEIbHON JEATEIIbHOCTH,
3HaHusAM. Mrpa nmpeacTasiset co0oi yCIOBHYIO MOENb OKpYy»Karoriero mupa [40].
o muenmio . Xeii3unry, urpa — 370 «QyHKIUS, KOTOpask UCIIOJTHEHA CMbICIIay.
OH moauepKuBaeT TaKXKe, YTO BCSAKas Wrpa B MEPBYIO Oodepeab — 3TO CBOOOAHOE
JNEUCTBUE, KOTOPOE JIENIAETCS MPOCTO TAK, I yAOBOJBCTBUS, IPU 3TOM OHO MOXKET
IPOTEKATh C YPE3BBIUANHON CEPHbE3HOCTHIO, YIIOEHUEM, HA TPAHU CBSILLICHHOACHUCTBUS.
M. XeiisuHra omuchiBaeT M APYTrHe BaXKHbIC MPU3HAKH WIPhl — HE-OOBIICHHOCTS,
OTPAaHWYEHHE BO BPEMEHH U MECTE €€ IPOBEICHHS, €€ MOBTOPSIEMOCTh, a TaKXKE
YIOPSAIOYUBAIONTYI0 (YHKIIUIO WTPhl. BaXXHO OTMETHTH, YTO B3aMMOCBSI3b UTPHI H
KyJIbTYpbl HYXHO MCKaTh, 0 MHEHHIO M. Xeif3UHru, B HepBYI0 O4epelb B BBICIIUX
dbopmax coOlMaTbHONW WTPHI, TaM, TJI€ OHA MPOXOJUT B YMOPSIOYCHHBIX HCHCTBUSIX

Ipynnbl WIK COOOUIECTBA, WM JIBYX TPYII, MPOTHBOCTOSIIUX APYr Apyry. Mrpa B
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OJIMHOYKY IUIOZAOTBOPHA IS KyJIbTYpPHI JIMIIb B BECbMA OIPAaHUYEHHOM CTeeHU [54].

B coBpeMeHHON peanbHOCTH MPUMEPOM TaKOM WIPHI, IPUYEM BOBIJICKAIOIIEH B
ceOs1 OrpOMHOE YHCIO JIIOACH, SBIsETCS MaccoBass oOHIaH-urpa. Coctsa3aHus u
TYpPHUPBI, TOHKH, KOTOpBIE OBLIN NOMYJISIpHBL U B [[peBHEM Mupe, 1 B CpeHue Beka, B
HAIlY JHU YaCTUYHO MEPEMECTUIIMCH B BUPTYAJIBHOE MPOCTPAHCTBO.

Korma wuemoBek wrpaer B /00y wWrpy (HEBa)XXHO, TPAIUIIUOHHYIO WIIA
KOMIIBIOTEPHYI0), OH CTAJIKUBAETCS CO CAEAYIOIIMMU MOMEHTAMU:

1) on ocBaunBaeT nmpaBuia (B JIt000 UTpe eCTh MpaBuIIa, OHA 3amnperiaeT oJHU HOPMbI
NOBEJICHUS U pa3peuiaeT Jpyrue).

2) OH CTAJIKHMBAETCS C Pa3HOOOPA3UEM MPOSIBICHUH (MTPBI MOTYT OBITh CAMBIX PA3HbIX
(bopM U KaHPOB)

3) oH oKa3bIBacTCsI B KOH(JIMKTHBIX CUTyalusiX (B UIpe BCErja €CTh KOH(IIUKT,
UCKYCCTBEHHO CO3JaHHBIN NMPaBUIIAMHU UTPHI)

4) OH IBUXKETCS K LENU HE CaMblM KOPOTKMM U OYEBHUJHBIM IIyTEM, IIPH 3TOM €MY
OPUXOJIUTCS MOAYMaTh, Kak CAeNaTh 3TOT Hed((EKTUBHBIN MyTh 3PPEKTUBHEE
(motoMy 4YTO TpaBuia WUrpbl OOBIYHO MCKJIIOYAIOT BO3MOXHOCTH Cpasy
peann30BaTh CaMblil KOPOTKHUM U OYEBUIHBIN MTyTh K KOHEYHOM 1IN ).

Urpast B urpy no mpaBuiiaM, 4eJIOBEK TaKMM OOpa30oM MBITAETCS MPEOJ0JIEBaATh
MCKYCCTBEHHO CO3JaHHbIC MPENsTCTBUA [66].

HccnenoBaHus MU UIPbl 3aHUMAJIMCh MHOTHE BBIJAIOIIUECS MBICIUTEIN U MOYKHO
BBIJICNIUTD ILENbIA psif Incuxosiormdyeckux Teopuid urpel. Eme B XIX Beke Obuia
copmynupoBana Teopus u3osiTka cui I'. Criencepa. [lupokyro H3BECTHOCTh MOIYyYHIIA
teopust ynpaxHeHus K. I'pooca. OH BUIEN CYIIHOCTh UIPBI B TOM, YTO OHA SIBJISIETCS
MOJATOTOBKOM K JAaJIbHEHILIEH Cepbe3HON AEATENBHOCTU: «B UTPE PEOCHOK, YIPAXKHSICH,
COBEPIICHCTBYET CBOM CHOCOOHOCTH; Y B3pPOCIBIX K 3TOMY MPUCOEIUHSAETCS UIpa Kak
JOTIOJIHEHUE K KU3HEHHOM NEMCTBUTEIBHOCTH M KAaK OTAbIX. OCHOBHOE JTOCTOMHCTBO
ATON TEOPHH, KOTOPOE 3aBOEBAJIO €1 0COOYI0 MOMYJISPHOCTD, 3aKII0YAETCSI B TOM, UTO
OHA CBS3BIBAET UTPY C PA3BUTHEM U UILIET CMBICII €€ B TOM POJIM, KOTOPYIO OHA B Pa3BUTHH

BBITIOHSAET. OCHOBHBIM HEOOCTAaTKOM ATOU TCOPUHU ABJACTCA TO, YTO OHA YKAa3bIBACT
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Jub "cMBICT" UTPBI, @ HE €€ UCTOYHUK, HE BCKPHIBAET NPHUYHH, BBI3BIBAIOIINUX WUIPY,
MOTHUBOB, MoOyxaatonux urpate» [46]. CornacHo Teopun pexanurtyisinuu C. Xoiia,
UIpa Tak»Ke SBISAETCSA NPOAYKTOM 3BOITIOLUOHHOTO OMOJIOTMYECKOTO MPOLIECCa U CITYKUT
aJanTUBHOW 1€, OCialisisi NPUMHUTUBHBIE MHCTUHKTHL. B Teopuu MOTHUBalMOHHOM
Moaynsiuun urpsl (aBtopel . bepnun, M. Ommuc, K. Xart) urpa cBs3aHa c¢
UCCIICIOBAHUEM M TIOHUMAETCSl KaK CTUMYJISIIUSI MOMCKOBOTO TMOBEACHUS, TOJBKO B
OTJIMYME OT MCCIEIOBAHUS, UTPa MPOUCXOAUT B 3HAKOMBIX CUTYyalUsiX, e peOCHOK
NPUIYMBIBAE€T, YTO HOBOIO MOXHO cJelaTh C OKPYXKAIOUMMU OOBEKTaMHU.
[Icuxonunamuueckue Teopuu urpsl 3. Opeiia u 3. DpUKCOHA OOBICHSIOT POJIb UTPHI B
AMOIIMOHAJILHOM Pa3BUTUU JETEed TE€M, YTO B UIPE JETU MOTYT MPOUTPHIBATH CBOU
JKEJIaHUSI W TIEPEUTPhIBATh TPABMUPYIOIIUE COOBITHS CBOEH >KU3HU. KOrHUTHUBHO-
pa3BuBaromiue Tteopuu, Hampumep, Teopus K. Ilmaxe, omuChIBalOT WUIpy Kak
KOTHUTUBHBIN mpouecc [45], CcBOOOAHYIO aKTHMBHOCTb, KOTOpasi HalleJieHa Ha
KOTHUTHUBHOE pAa3BUTHUE, pEIICHHE MpoOJIeM U Pa3BUTHE TBOPUYECKOTO MHBIIIICHUS,
TBOPYECKUX CIOCOOHOCTEH, CIMOCOOHOCTEH K pEHICHHI0 MpoOJeM W K ajanTaluu.
CoumoxkynetypHble Teopur urpsl M. Mung m . beillTcoHa ONHMCBHIBAIOT WIPhI KaK
TPEHUPOBKY COIMAIBHBIX poJiel U oOydeHue oOieHnt0. MOXKHO caenaTh BBIBOM, YTO
MOHMMAHUE CYIIHOCTH U (PYHKIMH WrPhl CUIBHO H3MEHUJIOCH 3a MPOIIECAIINE ABa
CTOJIETHS, aKIIEHT ceiluac MepeMenaeTcsi C Urpbl Kak BEAYLIEro TUNA ASSITEIbHOCTH IS
JIeTe Ha UTPY KaK pacpOCTPAHEHHBIN THI JEATEILHOCTH, OPMY MPOBECHUS BPEMEHU
KakK JJIsl A€TEeH, TaK U JIJIs1 B3POCIIbIX.
HccnenoBanreM Urpbl B 0OTEUECTBEHHOM NIcuxosioruu 3anumadcs . b. DnbkoHuH.
Ero ocHoBHbIE paboThl OBUIM TMOCBAIIEHBI MPOOJIEMaM HUTPOBOM JEATEILHOCTH U €€
nepuoau3anu. OH BBIAETUI CTPYKTYPY HUTPOBOM NESITEIHHOCTH, B YHCIO OCHOBHBIX
AJIEMEHTOB KOTOPOH BXOMSAT: CIOKET (BO UTO UTPAIOT), COAEpKaHue (KaK UrparoT), poJib,
BOOOpakaemasi CUTyaIlus, MpaBuiia, UTPOBbIE IEUCTBUS/OTepaIlii, UTPOBBIC OTHOILICHHUS.
bonwmoe 3Hauenne nmena paspadborannas J[. b. DIbKOHWHBIM mepuoaM3aIs, B
KOTOPOM OH BBIJIETUI JBE CTOPOHBI B JEATEIIBHOCTH — T[I03HABATEIbHYI0 H

MOTHBAILMOHHYI0. DTH CTOPOHBI CYHIECTBYIOT B Ka)KIOM BEIyLIEH IEATEIBHOCTH, HO
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Pa3BHUBAIOTCSI HEPABHOMEPHO, YEPENysCh MO TEMIy pPa3BUTHS B KaXKJIOM BO3PacTHOM
nepuoze. M3yduenne Kputuueckux nepuojoB no3ponuwio /. b. DiabKkoHUHY BBIIEIUTH
CXOJHBIE TI0O CBOEMY 3HAYEHUIO M IPUYMHAM BO3HUKHOBEHUS Kpu3uchl 3 u 11-13 ner, B
TEYEHHE KOTOPBIX OTCTAIOIass MOTHUBALIMOHHAs CTOPOHA IMOJYYaeT JOMHUHUpYIOLIEe
3HayeHne. OH cuMTand 3TH Kpu3uChbl HambOojee ap(EeKTUBHHIMU U 3HAYUMBIMU B
MICUXUYECKOM pa3BUTHH [56].

B oredyecTBEHHON ICHUXOJOTUU CBOIO TEOPUIO UIphbl Takxke mnpennaramu . H.
V3unanze u JI. C. Beirorckuid. JI. C. BBITOTCKHMI cUUTaN ONPEAEIIAIONIMM B UTPE TO, YTO
peOEHOK B UTpe CO3/IaeT cebe MHUMYIO CUTYAIIMIO0 BMECTO PEAIbHOM U JICHCTBYET B HEM,
BBITIOJIHASI ONPEJIETIEHHYIO POJib (B COOTBETCTBUU C TEMHU NEPEHOCHBIMU 3HAUCHUSIMU,
KOTOPBIMU OH TIPH 3TOM HaJelseT OKpyxkaroumue mnpenmMersl). [lepexon nencTBust B
BOOOpPaKaEMyI0 CUTYaIUIO JACUCTBUTEIBHO XapaKTEPEeH JUIsl pa3BUTHS CHELUPUIECKIX
dopm urpsl [18]. /1. H. Y3Haa3e Buaen B urpe pe3yiabTaT TEHACHIUHU YKE CO3PEBILUX, HO
HE MOJYYUBIIMX €Ill€ IPUMEHEHUS B pealibHON ®U3HU QyHKUUH nerictBoBanus [50].

B 90-e roapr XX Beka CUX0JI0TH NPOJOJIKAIH MONBITKA ONPEAEIIUTh CIELUPUKY
UTPBI, B pe3yJIbTaTe Yero ObLIM 0000IIEHBI U BBIJEICHBI XapaKTEPUCTUKH, OTPAKAIOIINE
ee riaaBHbIe kKadyecTBa: 1) Oosiee BHYTpEHHE, YEM BHEIIHE MOTUBUPOBAaHHAsI aKTUBHOCTb,
2) mpeoOpa3yeT AEUCTBUTEIBHOCTh U B TO K€ BpEMs OTpaxaeT €€, 3) ympaBisieTcs
UTPOKOM, 4) TpeOyeT OOJbIIEro BHUMAaHUS K MPOLIECCY, YEM K Pe3ysbTaTy (MUrparouiuil
MOJIy4aeT yJOBOJIbCTBHE OT IpoIlecca, a He OT pe3yJibTara), 5) 6e3onacHa, 6) oTyacTu

HCTIpCACKazycma, ImpeaArnojiaract CioHTaHHOCTD, FI/I6KOCTB, «HE00s3aTCIbHOCTDY.

1.2 UccaenoBanus KOMIbIOTEPHBIX UTP U reliMHUHTA.

leiiMmuHr (aHrI. gaming) — MIMPOKOE MOHSTHE, KOTOPOE OIHUCHIBAET 3aHSTHE,

YBJICUCHUC UT'PaMU (aBapTHLIMI/I, KOMHBIOTGpHLIMI/I). Ho qame BCCTO B COBpeMeHHOﬁ
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JIUTCPpATypC TCPMHUHOM eetimune 0003HAYAIOT YBJIICHCHHUC HMCHHO KOMIIBIOTCPHBIMU

UrpaMH, a eetmepamy Ha3bIBAIOT aKTUBHBIX UTPOKOB B KOMITBIOTEPHBIE UTPHI [29].

1.2.1 UccienoBanusi KOMIbLIOTEPHBIX UTP B Poccuu

O. K. TuxoMupoB BMecTe cO CBOMMH yueHUKaMu B 80e rojpl XX BEKa MIUPOKO
IIPUMEHSUIM UTPOBBIE MOJENW ISl W3YYECHMS MBICIUTEIBHOM AesarenbHocTH [49]. B
KOJUIEKTUBHOM  MoHorpadguu  «llcuxomornueckue  HccinefoBaHUs  TBOPYECKOU
JESATETLHOCTI PAJl OMyOJIMKOBAaHHBIX Ii1aB — «BUbl U PyHKIIMU TUIIOTE3 B CTPYKTYpE
MBICIIUTENILHON  JI€ATENIbHOCTHY, «OMOLMOHAJIbHASI ~ aKTHUBalUUA B  CTPYKType
MBICIIUTENIbHON fedrenbHocTY, «K aHanmm3y mpoueccoB 1eneo0pa3oBaHUs») —
HaIlMCaHbl Ha OCHOBE aHaju3a IIaXMAaTHOM Wrpbl. BakHOe MECTO B HCCIIEJOBAHUSAX
mkousbl O. K. TuxoMupoBa 3aHsIM KOMIIBIOTEPHBIE MOJEIH HACTOJBHBIX UTP («Kajdaxy,
JOTO U MIAIIKK). J[1s1 U3yyeHus MCUXOJOTHYECKMX OCOOCHHOCTEH MOBEACHUA JIOACH B
nabupunte JI. H. babGanuneiM Obula cO31aHa OpHUTMHAJIbHAS KOMIBIOTEPHAS
JaOMpUHTHAS METOJIMKAa. JTO OBLIM HE B YHCTOM BHUJE MCCIICIOBAHUS KOMITBIOTEPHOU
UTPOBOM JI€ATEIbHOCTH, HO, CKOPEE, U3yUYE€HHUE UTPOBOM ACSTEIBHOCTH, ONIOCPETOBAHHOM
KoMIbtloTepoM. B Hamieil ctpane B 80e roasl mapamienbHO pPa3BUBAINUCH €IIE JIBa
HaIpaBJICHUS] HCCIIEOBATEIbCKON H MPUKIATHOM paboThl B 93TOM  oOnacTu:
uccnenoBanust A. I'. IlImeneBa (1991) m ero acnupaHTOB M KOJUIET, a TaKXKe
MeToauyeckass paboTa MO CO3JaHUI0 OOYy4yarolMX U pa3BUBAIOIIMX HIPOBBIX
KOMIBIOTEpHBIX Mporpamm st aomikojibHUKOB (FO. T'opun, C. HoBocenora). B
pabotax yuenukoB O. K. TuxomupoBa npejacTaBiieHa paboyasi kiaccuduKaius BUIOB
TBOPYECKOM JESATENIBHOCTH B XOJI€ UTPhl C KOMIBIOTEPOM JIMOO C JPYIMM YEJIOBEKOM
MOCPEJICTBOM KOMIBIOTEpa — OBLJIO MOKA3aHO BJIMSHUE WHCTPYKLUHUHU HA TMPOSIBICHUE

TBOPYECKUX OCOOEHHOCTEW UTPOBOM JeATeNbHOCTH. VcciaenoBaTenu JOCTUTAINA 3TOTO,
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3a/laBas COPEBHOBATCIIbHBIA WM MCCIENOBATEIBCKUN CTHJIb HWIPhl WU  PEKUM
«COpPEBHOBAHUS C caMuM co0o0i» [16].

HaGnronenus 3a cTaTUCTUKON TIOCEIIEHUS TTOPTAJIOB UTP, KOJIMYECTBOM yYCTAHOBOK
UTP Ha MEePCOHAIbHBIE KOMITBIOTEPHI, CTATUCTUKON TMOCEIICHUS OHJIANH-UTP, KOTOPHIC
BEIYTCAd HAa MOCTOSHHOW OCHOBE MTPOBBIMU KOMIIAHUSMH, MOKA3bIBAIOT COTHHU THICSY
3arpy30K, MUJUIMOHBI €XEJHEBHBIX mMocenieHuid. CorjlacHO JaHHBIM CTaTHCTHYECKOTO
areHTcTBa Statista, HECKOJIBKO COTEH THICSY YEJIOBEK MOTYT OJTHOBPEMEHHO HaXOAUThHCS
B BUPTYQJIbHOM IPOCTPAHCTBE HEKOTOPBIX HamOoJee MOMyJISPHBIX OHJaiH-urp [134].
Bce 3TO cBuAETENbCTBYET O TOM, YTO KOMIIBIOTEpHAs Mrpa Kak (opma MpoBeICHUS
CBOOOJIHOTO BPEMEHHM HAYMHAET MOCTENEHHO BBITECHATH JApyrue (opMbl MPOBEACHUS
nocyra. B urpbl urparoT Kak My>KYUHBI, TaK U dKEHIIUHBL. ECTh crieninanbHbie HHTEPHET-
pecypcehl, MyOJIUKYIONIME aKTyaJbHYI0 CTATUCTUKY IO YUCITY UTPOKOB B OHJIANH-UTpax.
Hamnpumep, arenrctBo Insight ONE omy0nnkoBano cTaTuCTUKY O COCTOSSHHUHM HTPOBOM
uHayctpuu B Poccun Ha 2014 roa. CtaTucTrika OCHOBaHA Ha JaHHBIX komnaHuid Mail.ru
Group, J’son & Partners, NewZoo, RBK Money, Jupiter Communications, MTC,
«EBpocetn» u npyrux. [Io ganusim cratuctuku 58% PoccusH urparot B urpsel; 68% us3
HUX — B3pocibie toau (crapiie 18 net); 45% Bcex urpokoB Poccuu — sKEHIITUHBI; TTOUTH
KKl BTOPOMl UTPOK UMeEET ceMblo; 77% BCEX MIPOKOB WUrparoT XOoTsA Obl 1 yac B
HEJIEJTI0; MY>KUYMHBI U )KCHIIIUHBI MPENOYUTAIOT UTPBI PA3HBIX KAHPOB: KEHITUHBI Yallle
UTPAOT B COLMAJTIBLHBIE UTPHI, 3 MYXYUHBI — B COPEBHOBATEJIbHbBIC, MPEANOJIAraolIne
3aBOEBaHMS, CTpPEIL0y W MoOeay HajJ MNPOTUBHMKAMHU. TeM He MeHee, MO JIaHHBIM
uccienoBanuii, npoBoguBmuxcs ¢ 2006 mo 2017 roa CTaTUCTUYECKUM areHTCTBOM

Statista B AMepuke, Cpeii UTPOKOB B KOMIIBIOTEPHBIE UTPBI OOJIbIIE AOJIST MY>KUHKH.

1.2.2 TunoJiorust KOMNbKTEPHBIX UTP

HecMoTtps Ha TO, 4TO KpUTEPUU NPUHAJIEKHOCTH UTPHI K TOMY WJIM UHOMY KaHPY

HC OIPCACIICHBI OAHO3HAYHO, IIPUHAJIC)KHOCTh UTPhI K OAHOMY H3 OCHOBHBLIX JKaHPOB
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MOYTHU BCETJa MOXHO OINpEAeNuTb. ECTh UTphbl, B KOTOPBIX MPUCYTCTBYIOT AJIEMEHTHI
Cpady HECKOJbKHMX J>kaHpoB. Ilepeuucnum HauOoyiee TOMyJSIpHBIE  SKAHPBI

KOMIIBIOTCPHBIX UI'D.

1. OkIIeH (action B MEPEBOJE C aHTJL. — «JICUCTBUEY) — JKaHP KOMITbIOTEPHBIX
UTP, B KOTOPBIX YCIEX UTPOKA B OOJBIION CTETICHH 3aBUCUT OT CKOPOCTH PEAKINHA U
CIIOCOOHOCTH OBICTPO NMPUHUMATH TAKTUYECKHE perieHus. [[eficTBHe B TakWx Hrpax
pa3BUBaETCsA OUYEHb JUHAMUYHO, TPEOYeT BHICOKOIM KOHIICHTPALIMA BHUMAHUSI U OBICTPOU
peaknuu Ha TPOUCXOMISIINE B Wrpe COOBITHS (MX €IIe MOXHO Ha3BaTh «HUTPHI Ha
JIOBKOCTBY).

Pa3zHoBUIHOCTBIO JkaHpa OKiieH sBiasercas 3D-mytep (aurn. 3D Shooter),
PYCCKOSI3bIUHBIE T€MMEPHI HA3BIBAIOT TAaKOW JKaHpP WIP «CTPEJsUIKa». B HUX WIpOK,
JENUCTBYS, KaK IPABWIIO, B OAMHOYKY, I0JDKEH YHUUYTOXKATh BPAroB MPHU MOMOIIH OPYKHS
OskHero 0osi (Kak MpaBUIIO, XOJIOAHOTO) M CTPEIKOBOTO OPYXKHUS JUISl JOCTHXKEHUS
onpenenéHHbIX 1eseid. OOBIYHO MOCIIe JOCTHXKEHUSI ATUX 3aJIaHHBIX UTPOM 11eJIel UTPOK
NEepeXoaUT Ha CIEAYIONUN ypoBeHb. Bparamu yacTo siBisitoTCs: OaHIUTHI, HAIIUCTHI U
JIPYTHE «IUIOXHE MapHW», a TaK)Ke WHOTUIAHETSHE, MYTAHThI M MOHCTPHI (Hampumep,
nonyJsipasie urpsl Doom, Half-life). Illyrepsr MoryT OBITH «OT TIEpBOTO JHUIA», TIIE
UTPOK HE BUIUT TMEPCOHa)ka CO CTOPOHBI, HAOMIOJACT 3a MPOUCXOISAIINM «TJa3aMu
nepcoHaka» W HaOrofaeMas WIPOKOM KapTHHA COBMAAAeT C TEM, UYTO «BHIIUT
nepconax (Hampumep, Call of Duty, CS: GO, Overwatch). B mryrepax «0oT TpeTbero Jmia
UTPOK BUJIUT TMEPCOHaXKAa CO CTOPOHBI ¢ (PUKCUPOBAHHON (OOBIYHO CO CHUHBI) WIH
MPOU3BOJILHON TOYKH 0030pa (Hampumep, The Last of Us, Uncharted 4). B HekoTopbIx
UTpax peaqu30BaHa BO3MOXKHOCTh TEPEKIIOYEHUs (MEpBOC/TPEThE JIMIIO U
(buKCUpOBaHHAS/TIPOU3BOJIbHAS KAaMEPA).

2. Crparerusi — >kaHp, B KOTOPOM 3ajJlOTOM JOCTIDKEHHUS YCIieXa SBISICTCS
TUTAHUPOBAHKE U CTPATETUUYECKOe MbINIeHHEe. ITpOoK yrpaBIisieT He OTHUM ITEPCOHAXKEM,
a IeJbIM TOoJpa3JeleHIueM, MPEANPUITHEM WA JaXe BCEJICHHOW (Hampumep, UTPhI

cepun Warcraft u Starcraft).
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[To cxeme UrpoBOroO Mpolecca CTpaTeruu JAeisATcs Ha: 1) cTpaTeruu B peaibHOM
BpPEMEHHU, 2) MOIIAroBbIe CTPATErHH, 3) KapTOUYHbIE CTPATETHH.

[To macmTaby UTPOBOTO TIpOIIECcCca CTPATErHH ACNATCS Ha: 1) BapreiMel, 2) rio0anbHbIC
CTpaTeruu, 3) CUMYJISATOPHI Oora.

Crparerun B peasibHOM BpemeHHU (Real-time strategy, RTS) npeamnosararotr
BBITNOJIHECHUE WIPOKAMH JICUCTBUM OJIHOBPEMEHHO. DBOJBIIMHCTBO «KJIACCUYECKUX)
CTpaTeTuii B pealbHOM BpPEMEHM  BKIIOYAEeT cOOp pPECypcoB, CTPOUTEIHCTBO U
yKperieHue 0asbl WM Jiareps, Co3JaHue Ha 3Toil 0aze OOeBbIX eAMHMII (HailM conjart,
CTPOUTEIBCTBO TEXHHUKH), OOBEIUHEHWE WX B TPYMMbl, ITYpM M YHHUUYTOXXCHHE
BpaXECKOM 0a3bl.

[TomaroBeie crpareruu (Turn-based strategy, TBS) npeamnoyiaraloT BbINOJHEHUE
UTPOKAMH JIEHCTBUM MO-OYEpeId, OHU MEHee JuHAMU4HbI, 4eM RTS, HO B moImaroBbix
CTpATETUSAX y UTPOKa OOJIBIIIC BpEMEHHU Ha Pa3MBIIIJICHUE, UTPA €T0 HE TOPOTIHUT, UTO JAET
BO3MOXHOCTH 00J1€e rITy00KOTO U OOCTOSTEIHHOTO INIAHUPOBAHUSI.

Kaprounble cTparerum — 9STO  KOMIBIOTEPHBIE BEPCHUU  HACTOJIbHBIX

KOJUICKOMOHHBIX KaPTOYHBIX UIP.

B Bapreiime (Wargame), B oTIInune OT IPYTUX BUOB CTPATET Ui, UTPOK HE TOJHKECH
CO3/IaBaTh apMHIO, €O 1Ie]b — MOOEUTh MPOTUBHUKA B OO0, HCIOJB3Ysl T€ BOCHHbIC
pecypchl, KOTOpbIE y HEro €CTh B pachnopsbkeHur B Haudanie O0os. Kak mpaBuiio, B

BapreﬁMax ACHACTCA aKIICHT Ha dYTCHTUYHOCTDb, PCATUCTUIHOCTb 1 HCTOPHUYIHOCTD.

['moGanpHbIE CTpaTeruu — CTPATETUH, B KOTOPBIX UTPOK YIIPABIISET FOCY1IapCTBOM.
B ero pykax He TOJIBKO BOMHA U 3KOHOMHMKA, HO U HAYYHBIH MPOTPECC, OCBOEHUE HOBBIX

3CMCJIb U JUITJIOMATHA.

Cumynstopbl 60ra — CTpaTeruu, B KOTOPBIX UTPOK YIPaBISE€T COBOKYIMHOCTHIO
UTPOBBIX OOBEKTOB W TEPCOHAXEH B POJU BBICIICH CYIIHOCTH, OOJagaroniei
CBEPXbECTECTBEHHBbIMU cUJaMH. Kak mpaBuiio, TaKue UTphbl MOAPA3YMEBAIOT HENMPSIMOM

KOHTPOJIb HAZl OTACJIbHBIMU UTPOBBIMU IICPCOHAKAMU — UMHU YIIPABJSICT KOMIIBIOTCP, a
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POJIb UTPOKa OIPCACIIACTCA «CBCPXBCCTCCTBCHHBIM» BMCIIATCIBCTBOM B HX JKHU3Hb,

NOoAACPKaHUEM OIITUMAJIBHOI'O COCTOAHUSA IMOJOIICYHOI'O UTPOKY COO6H1€CTB8..

3. [Ipuknrouenue  ( Adventure) —  Wrpa-oBECTBOBAaHUE, B  KOTOPOH

yIPaBIISIEMbI UTPOKOM T€pPO MPOABUTAETCS IO CIOKETY M B3aUMOJCHCTBYET C UTPOBBIM
MHPOM IOCPEICTBOM PEIICHHSI IOTUUECKHX 33]1a4, MPUMEHEHUS Pa3IUIHBIX MPEIMETOB,
OOIIeHUs ¢ IPYTUMH IepcoHakamu (Hampumep, Machinarium).

4. Poneswie urpnl (Role playing game, RPG) — KaHp KOMIIBIOTEPHBIX WIP,

OCHOBAaHHBIN Ha 3JIEMEHTaX MTPOBOTO TPOIECCa TPATUITMOHHBIX HACTOIBHBIX POJIEBBIX
urp (Hanpumep, Skyrim, Mass Effect, Fallout 3, The Witcher). PoneBrie urpsi o0nagaror

PSAIOM XapaKTEPHBIX NMPU3HAKOB:

- Yy TIJaBHOTO repos (repoeB) WU JPYrux NEpCOHaXed MPUCYTCTBYET HEKOTOPOE
KOJIMYECTBO MapaMeTpoB (YMEHUH, XapaKTEPUCTUK, HABBIKOB), KOTOPBIE OMPEIEISIOT UX
CUJLY U CHOCOOHOCTH U KOTOPBIE MOKHO COBEPIIEHCTBOBAThH

- TPUCYTCTBYET MNPOPaOOTaHHBIM M OOLIUPHBIA MHUp, CJIOXKHAs CHOKETHAs JIUHUS,
MHOYKECTBO Pa3HBIX MIEPCOHAXKEN CO CBOMMH LIEJISIMU U XapaKTepaMHu

- B Wrpe ecTh OOJIbIIOE KOJMYECTBO Pa3HBIX MPEAMETOB: SKHUIMPOBKH,

3enui, apTeaKToB U T. 1.

5. '0JI0BOJOMKHU, JJIOTUYECKUE, Ta3Jbl (aHIJI. Puzzle) wm mpounme — KaHp

KOMIBIOTEPHBIX WIP, LEJIbI0 KOTOPBIX SBJSETCS pEIIeHHE JOTHYEeCKUX 3ajad,
TpeOyIOImMUX OT WrpokKa 3ajaeiicTBoBaHus jJoruku (Hampumep, The Neverhood,
KJIACCUYECKUM MPOCTOM BapHaHT — TETPUC). | '0J0BOJOMKH, KaK MPaBUIIO, HE TPEOYIOT
peaxkuu OT UrpokKa (0IHaKO BO MHOTHX M3 HUX BEJETCS CUET BPEMEHHU, IOTPAYEHHOTO Ha
pelIeHue).

6. TDaJII/II_II/IOHHBIe W HACTOJBbHBIC HWI'PBI — KOMIILIOTCPHAs pcain3alusa HACTOJIbHBIX

urp (Hampumep, maxMarhl, MAMIKQ 4 T. 11.).

7. K&SV&HBHBIC WI'PBI — THUIT UT'P, KOTOPLIC OTIIMYAIOTCA IIPOCTBIMU IMpaBUJIaMHU U HEC

TpeOYIOT OT MOJB30BATENsl 3aTpaT BpPEeMEHU Ha OOydeHHE WM KaKMX-THOO OCOOBIX

HABBIKOB, XapaKTEPHU3YIOTCA SPKOW TPHUBIEKATEIILHOW Tpadukoii UM MUHUMYMOM
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TCKCTA, OTHOCHUTCIIbHO HCBCJIHUKH Pa3MCPOM U PACIIPOCTPAHAOTCA IIPCUMYIICCTBCHHO

ocpeCTBOM IU(PpoBoit TUCTpUOyIUH (6€3 MaTepHaTbHBIX HOCUTEIIEH).

Taxxe CymeCTBYCT ACJICHUC UI'P 110 KOJINYCCTBY UTPOKOB U CHOCO6V nux

B3aUMOJCHCTBUS:

- OJHOITI0JIb30BATCIbCKUEC UI'PbI

- MHOTI'OITOJIb30BATCIbCKUC UTPhI

MHOronoJib30BaTeIbCKUE UTPHI B MOCIEAHEE BPEMS BCE YAl MPEJICTABICHBI B
dbopmaTe MacCOBBIX OHJIAMH-UTP. ODTO BUJ UIpP, TIJ€ THICAYM JIOJIEH HUrparoT
OJIHOBpEMEHHO. TeXHWYeCKHe BO3MOKHOCTH DPa3pabOTYMKOB UTP ceilyac HACTOJIBKO
BEJIUKHU, YTO B UTPOBOM MPOCTPAHCTBE HEKOTOPHIX OCOOCHHO MOMYJISPHBIX OHJIANH-UTP

OJIHOBPEMEHHO HaXOJATCSI HECKOJBKO JecATKOB Thicsiy uenoBek (League of Legends,

World of Tanks u np.).

1.2.3 UccaenoBanusi KOMNLIOTEPHBIX UIP 32 Py0exoM

B coBpeMeHHBIX HCCIEOBAaHUSAX TeMMHHra 3a pyOeKOM aKIIEHT CMECTHJICA Ha
BBISIBJICHUE BJIMSHUS UT'P HA YEJIOBEKA. BOJBIIMHCTBO COBPEMEHHBIX MCUXOJIOTHYECKUX
VCCIICIOBAaHNM, IOCBSIICHHBIX KOMIIBIOTEPHBIM WIPaM M MX BIMSAHUIO Ha 4YEJIOBEKA,
MO>KHO OIIPEENIUTh B OJIHY U3 Tpex rpyni. [lepBas rpynna uccnenoBanuii okycupyercs
Ha U3YYEHUU JMYHOCTHBIX OCOOEHHOCTEM WIpOKOB M Ha OINUCAaHUM MOTHBALIUU
reiMuHra. Bropas rpynna uccienoBaHUM KOHUEHTPUPYET BHUMAHME HA HEraTUBHOM
BO3JICMCTBUM WUTIP: MX MOTEHIMAIBHOM BpENE, CBA3aHHOM C UIPOBOM 3aBUCHMOCTBIO,
IIPUCYTCTBUEM B MIPAX HACHIUA U T. A. TpeTbs rpynmna HMCCIEeNOBaHUN OIMCHIBACT
MOMEHTHI MOJIOKUTEIBLHOTO BIUSHUS KOMIBIOTEPHBIX UIp Ha YesoBeka. Ocsemas 06a

OTH AaCleKTa BIMSHUS WIp, Mbl QopMupyem OoJiee COAIaHCUPOBAHHBIM B3I Ha
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npo0iemy, oTpaxasi He TOJIbKO BO3MOKHBIC HETaTUBHBIEC MMOCIEACTBUS T€MHUHTA, HO U
€r0 BO3MOHBIE MIO3UTUBHBIC MOCIIEACTBUSI.

UccnenoBanus BIUSIHUS YBJICUEHHOCTH KOMIBIOTEPHBIMUA UTPAMH Ha UTPOKOB B
JaHHOM pabore OyAyT paccMOTpPeHbl B  UETHIPEX AacleKTax: KOTHUTHUBHOM,
MOTHBAIMOHHOM, SMOIIMOHAJILHOM U COLIMaTIbHOM. Bce mpuBeieHHbIE B 3TOM pasjelie
UCCJICIOBaHUs OOBEAUHSIOT pa3Hbie cPepbl MCUXOJOTUUECKON HAYKH — COIUATBHYIO
NICUXOJIOTUIO,  AHTPOMNOJIOTMYECKYIO0  TICUXOJIOTHIO,  TCHUXOJIOTHIO  Pa3BUTHS,

KUOEPIICUXOJIOTHIO U JIP.

1.2.3.1 KoMnboTepHblie HIPbl 1 KOTHUTUBHAA cdepa JUYHOCTH

Ectp pacmpocTpaneHHOE MHEHHE, YTO TEHMHHT — 3aHATHE WHTEIUICKTYaJbHO
TopMo3siiee U JeHuBoe. [1o pe3ynbraram 0THUX UCCIIEIOBAaHUM, IEHCTBUTEIHLHO, MOKHO
YBUETH, YTO JIFOJH MTPOBOISAT MHOTO BPEMEHHU 3a UTPAMH U HE 3aHUMAIOTCS TIPH 3TOM
y4e00ii, YTEeHUEeM, U3yUCHUEM OKPYKAIOIICH peaIbHOCTH.

Ectp apyrue uccnenoBaHus, Mo pe3yibTaTaM KOTOPBIX BHUIHO, YTO HEKOTOPHIC
UTPBI, BEPOATHO, CIIOCOOCTBYIOT Pa3BUTHIO KOTHUTHBHBIX HABBIKOB. OCOOEHHO SIBHO 3TO
JEMOHCTPUPYIOTCS B MHOTOUYMCIICHHBIX MCCJIEIOBAHUAX IIYTEPOB (TaK HA3bIBAIOT BU/
UTp B JKaHpPE IKIICH, KOTOPHIE CPEId PYCCKOS3BIYHBIX WUTPOKOB MOJYUUIIU Ha3BaAHUE
«CTpeNsANKu»). B 3THX Wrpax WrpoK HAXOIUTCS B TPEXMEPHOM TPOCTPAHCTBE, Kak
MpaBujIo, C OPYXKUEM, UMEET CBOOOIY TEpEABUKEHUS, BBITIOIHAECT OOEBbIC 3aJadyMl C
YCTPaHEHHEM BCEX IPOTHBHUKOB W TPEMATCTBUH. 3a4acTy0 3TO J>KCCTOKHE HWIPBI,
collep Kalue dSJIEMEHThl HACWIHs, HO TPU OTOM JIIOAW, KOTOpPhIE WIPAlOT B HUX,
MOKAa3bIBAIOT JIy4YIllee pACTpEICIICHHEe BHHMAaHUS, OOJIBIIYI0O CIOCOOHOCTh K
COCpEeIOTOUYCHHIO, 0OoJiee BBICOKHE IOKa3aTeId MPOCTPAHCTBEHHOTO MBIIUICHUS U
OOJBIITYI0 UyBCTBUTEIHLHOCTH K JCTAISIM MPU 00pabOTKe BU3YyaTbHOU HH(POPMAIIUU, YEM

TC, KTO HC UI'pall B 3TH UI'Pbl WK HUI'pal B HUX MCHBIICC KOJINMYCCTBO BPEMCHHU. 3)1605
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MOKET BO3HUKHYTh MPEANOJIOKEHUE, YTO JIIOJM C TAKUMHU MOKA3aTEJISIMU MBIILJICHUS U
BHUMaHUS TPEANOYUTAIOT M BBIOUPAIOT ISl ce0s TaKhe WUIPhl, COOTBETCTBEHHO 3/1€Ch
peyb UAET HE O BIUSHUU UTP Ha KOTHUTUBHBIE (YHKIIMH, a B MPEIMNOYTEHUU ITUX UTP
JIOJIBMU C OIpeJIeJICHHBIM YpOBHEM pa3BUTHS 3TuX (yHKiuid. Ho wuccnemnopatenu
CPaBHUBAIOT HE TOJBKO WIPAIOIIMX W HE UTPAOIIMX B TAKUE WUIPbI, HO U 3aMEPSIOT
YPOBEHB PA3BUTHS COOTBETCTBYIOIIMX KOTHUTUBHBIX (DYHKIIUN 10 U TTOCJIE UTPHI Y OJTHUX
U TeX JKe JIIoAeH.

Cormacao xonnenmuu JDkx. dueiBeia, METalmoO3HAaHHE — O3TO CIOCOOHOCTH
aHaJU3UPOBATh COOCTBEHHBIC MBICITUTEIbHBIE CTPATETHN — «PA3MBIIIUIATH O MBIIILJICHUI
— W YHOPaBISITh CBOEW IMO3HABATEJIBHOM NESATEIBHOCThIO. MeTano3HaHue —IOHATHE,
KOTOPOE YIIOTPEOJISIFOT, KOT[a TOBOPST O HEMPEPHIBHO O0yyJaronieMcs yesoBeke. I'oBops
O KPUTHYECKOM MBIIIJICHUH, O HaBBIKaX peIIeHUs MTpoOJjeM, O CO3JaHUU YEro-TO
MPUHIUNHAIHFHO HOBOTO WJIM 00 WHTEJJIEKTYaJlbHOM HACTOMYMBOCTH, MBI TOBOPUM O
METaro3HaBaTEeIbHBIX HaBbIKaX. JTO HAaBBIKU PeQICKCHM W camMoaHaju3a, KOTOpHIC
BCEr/la CYMTAIUCh MPEANOCHUIKON K KPUTUUECKOMY MBIIUICHUIO. JTO, KpOME MPOUEro,
BO3MOYKHOCTh CMOTPETh Ha €€0sl CO CTOPOHBI U OLIEHHBATh CBOE MecTO B mupe [82].
NMeHHO 3TOMY XOPOIIIME UTPHI yYaT UTPOKOB: MBICIUTh CUCTEMHO, HE3aBUCHUMO OT TOTO,
HACKOJIBKO CJI0’KHA WJIM ITPOCTA MpeajiaraemMas B JaHHbIM MOMEHT 3aJ1adya. JTO KacaeTcs
B PaBHOU CTETICHU U Pa3BUBAIOIIUX, U KOMMEpUYECKUX Urp. B 11000 urpe nepes urpokom
CTOMT 3aJadya YeMy-Tu00 HAYYHUTHCS, HCIOJB3YyS CIIOXKHBI KOMILIEKC MBICICH |
nerictBuil. Ha kaJplid 1Iar y4yacTHUKAa Urpa BBIJAET COOTBETCTBYIOIIYH) PEAKIHIO,
MIOATOMY HUT'POKY HY)KHO IOCTHYB BCIO CHCTEMY, UTOOBI MMPONTH A0 KOHIIA M BBIUTPATh.
«To, 9T0 nemaroT Urpbl HEBO3MOXKHO TOBTOPHTH B JIFOOOW APYroil cpene, — IMHIIET
ucciaenosarens urp . II. JDku. — D10 maer moasiM BO3MOXKHOCTb MOHSITH MUP
U3HYTPW.

D. Uttal u xomneru cuenanu 0030p HUCCIIEIOBaHUM, B KOTOPOM OTMEUYAIOT, YTO
YIYUYLIEHUSI HABBIKOB IMPOCTPAHCTBEHHOW OPHUEHTALMHU, KOTOPbIE JOCTUTAIOTCA MpHU
PETYISPHON WTPe B KOMMEPYECKHUE ITyTepPhl, CPABHUMBI C 3(H(HEKTOM OT IIKOJIBHBIX U

YHUBEPCUTETCKUX 3aHATUH (MPAKTUKYMOB U TPEHUHTOB), CTIELIMAJIbHO HAMPABJIEHHBIX Ha
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pa3BUTHE 3THUX K€ HABBIKOB. [[puueM B ciiyyae ¢ KOMITBIOTEPHBIMU UTPAaMU 3TH HaBBIKH
npuoOpeTaroTCs ObICTPEE, COXPAHSIIOTCS JJIUTEIHLHOE BPEMS U MIEPEHOCSTCS U3 UTPOBOTO
B JIPyTHe KOHTEKCTHI. DTH PE3yJbTaThl UMEIOT OOJIBIIIOE 3HAYCHUE JIsl TIPEToJaBaTeseit
U reiM-1n3aiiHepoB, padoTaloNMX Ha/l TeUMU(pUKALMEe Y4eOHBIX TPOTrpaMM, MOCKOJIBbKY
y&Ke JI0Ka3aHO, YTO HaBBIKU MPOCTPAHCTBEHHOW OPUEHTALUU — HAJACKHBIE MTPEIUKTOPHI
BBICOKHMX JIOCTUKEHUN B TEXHUYECKUX, MAaTEeMaTUYECKHUX, MHKEHEPHBIX HayKax [124].

N3mepenus MO3roBo akTUBHOCTH ¢ moMolnbo MPT mokazanu taxxke, 4ro 3TH
KOTHUTHUBHBIE TPEUMYIIECTBA  COMPOBOXKIAIOTCA  HM3MEPAEMBIMU  HM3MEHECHUSIMU
sbdexTuBHOCTH paboThl Mo3ra. Hampumep, mnpu pelieHHH CIOXKHBIX 3a7ad Ha
OOHapyXEHUE PETYJSIPHBIX CTPYKTYp y TeUMEpOB JOOHO-TEMEHHBIE O0JacTU KOPbI
TOJIOBHOTO MO3ra ObLJIM aKTUBUPOBAHBI MEHbIIIE, YeM y Heurparonux Jroaeil. [lokazano,
YTO UTPOKU B HIIYTEPHl HAMPABISAIOT CBO€ BHHMaHHUE Oojiee M30UpaTeNbHO W JIydllle
OT(UIBTPOBBIBAIOT UPPEIICBAHTHYIO MH(OpPMaIMIO. ABTOPHI UCCIEIOBAHUS TOJIararoT,
YTO B IPOLIECCE UTPBI B LIYTEPHI MPOUCXOAUT HE MPOCTO TPEHUPOBKA OMPENCICHHBIX
HaBBIKOB, @ TPEHUPOBKA B KOHTEKCTE BBICOKOW MOTHUBAllMM W 3SMOLMOHAJIBHOU
BOBJICUCHHOCTH, YTO BBI3BIBAET MOBBIIICHUE YP(HEKTUBHOCTH, PETUCTPUPYEMOE B paboTe
Mo3ra (0oOpa3yroTcsi HOBBIE CBSI3M, KOTOPBIE MO3BOJISIIOT BIOCIEACTBUU TEPEHOCHUTH
PUOOPETEHHBIC HABBIKKA B HEUTPOBOUM KOHTEKCT [61]. BaxkHO MOYEpKHYTh, UTO TaHHBIC
pe3yJbTaThl KacaloTCsl UMEHHO IIyTepOB, — UTP, TJE B TPEXMEPHOM MPOCTPAHCTBE,
HACBIIIIEHHOM 3pUTEIBHBIMUA CTUMYJIAMH, UTPOKH JTOJDKHBI OBICTPO MPUHUMATH PEIICHUS
B INIOCTOSIHHO U3MEHSIIOIIEMCSI KOHTEKCTE.

KpoMe mnpoCTpaHCTBEHHBIX HABBIKOB, KOMIIBIOTEPHBIE HWIPhl TAKXKE MOTYT
pa3BUBATh HABBIKM pelIeHUs JJorudeckux 3aaad. B 2013 roay B I'epMaHuu mpoBOAMINCH
HEUPOUMU/IKUHTOBBIE UCCIIEIOBaHUs, KOTOPhIE MOKa3aly YBEJIMUYCHHE 00beMa Ceporo
BEI[ECTBA B TEX 30HAX KOPBI TOJIOBHOTO MO3Ta, KOTOPBHIE OTBEUAIOT 32 aOCTpaKTHOE
MBIIIJICHUE, IPUHITHE PEUICHUN U pelleHre JIOTHYECKUX 3a/1ad. DTO yBeIUYeHUEe ObLIO
3apEeruCcTPUPOBAHO MOCIIE JIBYX MECSIIEB ONBITA UTPHI Y JIOJICH, 10 3TOTO HE UTPABIIIKX B

KOMITbIOTEpHBIE UTPHI [71].



28

BnusiHue KOMIBIOTEPHBIX UIP HA HMCIOJHUTEIbHBIE (DYHKIUU CTYAEHTOB OBLIO
IIOKa3aHO B JIpyroM HccienoBaHuu. CTyAeHTbI, akTUBHO UTPaBIIME B KOMIIbIOTEPHBIE
urpbl B TedyeHne 30 MUHYT, IOCJE 3TOTO JIyYIlle CIPABISIIUCH C JOTMYECKUMU 3a/ladaMu
U Obmn Oosnee >PQPEKTUBHBI B MNPUHATHM pemeHuil. HyxHO oTMeTuTh, UTO 3TH
MOKAa3aTelld 3aMePSIIUCh HEMOCPEACTBEHHO MOCIE CEAHCA UTPhI, U YCTOMYHBOCTH 3TOrO
s dexTa TOMOTHATENHLHO HE HcclieaoBanach [71].

Pemenue normyeckux 3agad 4yacTO 3aHMMAET LEHTPAJIbHOE MECTO B HUIPax,
0COOCHHO MHTEPECHBI UTPHI, T€ MPEICTABICHBI 33Ja4l C HECKOJIBKHUMH BO3MOXKHBIMU
cnocobamu pemeHus. Takue Wrpbl, paBHO Kak W Jpyrue oOydarollue pecypcesl,
pacnpocTpaHEeHHbIE B UHTEPHETE, CIOCOOCTBOBAIN (POPMUPOBAHUIO HOBOTO «LIU(PPOBOTO
NOKOJICHHS» JIeTed. OTH JEeTH U3y4aloT MHpP B OOJbIIEH CTENEeHUu MyTeM
HKCIIEPUMEHTUPOBAHNUSA BMECTO OOYYEHHs IO OJHO3HAYHON BHEIIHEW MHCTPYKLHU
(HanpuMep, YTEHHsI PABUII B YUEOHUKE).

IToapocTkH, KOTOpBIE YYacTBOBAJIM JIOHTUTIOJHOM HCCIEJOBaHUM, WIPAIN B
CTpaTErnyeCcKue poJIeBbIE UIPhI, U YeM OOJIbIIIE OHU UTPAJIH, TEM OOJIEe yCIIEIIHBIMUA OHU
ObUIM B PELIEHUHU JIOTUYECKHX 3a7a4 (2 HaBbIKM PEUICHHUS JIOTMYECKHUX 3a7ad, B CBOIO
ouepe.ib, ABISAIOTCS NPEIUKTOPaMU BBICOKOM yCIeBaeMOCTH). DTO MPOCIIEKUBAIOChH 110
UX TOBTOPHBIM CaMOOTYETaM, MOJYYEHHBIM 4epe3 roj MOocJe MEPBBIX CaMOOTYETOB.
Heobxoanmo, 0JJHaKO, OTMETUTh, YTO 3TOT 3(PPEKT, MOTYUEHHBIN MPU HUCCICIOBAHUU
CTpaTETUYECKUX UTP, HE ObUT OOHAPYKEH B OTHOIIEHUH TOHOK U (halTUHTOB [57].

B emie ogHOM mcclienOBaHUM NPUHSIA YYACTUE CTAPLICKIACCHUKHU U3 750 mIKom
CIIIA (oxomo 14 TeICSY WIKONHHUKOB), M OHO IIOKa3aj0, YTO HCIIOJIb30BaHUE
KOMIIBIOTEpA IIKOJIbHUKAMH B HEAKaJIEMUYECKUX LENAX (Ui pa3BiCUCHHUs), a TaKKe
UIpa B KOMITbIOTEPHBIE UTPHI 1-2 yaca B ACHb MOJOKUTEIBHO KOPPEIUPYIOT C OLIEHKaMU
JIeTeH 10 YTEHUIO U MaTeMaTHuke [68].

[IBenckue wucciaeqoBaTeid COTHM YacoB HAOMIOAAIM 3a OHJIAWH-UTPOKAMH U
C/IEJIaJiv BBIBOJ|, YTO YCIIEIIHbIE UTPOKM YMEIOT JIyYlll€ BBICTPAaWBaTh CTPATETHUIO, YEM
HEyCIeUIHbIe, OHU 0o0Jiee MOAKOBaHbl TEXHUYECKU M Y HUX Jy4llle TaltM-MEHEIKMEHT,

YEM y HEYCHEIIHBIX UTPOKOB [64].
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Uccnenoparenn n3 MHUYMIaHCKOTO YHHMBEPCUTETA BBISIBUWIN IOJOXKHUTEIbHYIO
CBSI3b MEX]y YBIIEYEHHOCTHIO KOMIIBIOTEPHBIMH HUIpaMU U OOIIEH KOMIBIOTEPHOM
IPaMOTHOCTBIO, MHTEPECOM K IIporpaMMupoBaHuio u nHpopmartuke. Ha Beibopke 60see
1000 cTyneHTOB aBTOPBI MOKa3aldv, YTO MHTEPEC K KOMIIBIOTEPHBIM WIpaM SIBJISIETCS
MPEAUKTOPOM YBEPEHHOCTH BO B3aUMOACHCTBUM C KOMIBIOTEPOM M IPOBOLIUPYET
pa3BUTHE MHTEpPECA K KOMIIbIOTEPHBIM Haykam [117].

Ompocel B (hopMe caMOOTUETOB JETed, a TaKkKe UX POJUTENeH U yduTeneu
MPOBOAWIKNCH B paMKaX KpOCC-KYJIbTYPHOTO MCCJIEA0BaHUsA, B KOTOPOM MOY4aCTBOBAJIO
OKOJIO 5 ThIcAY eBponelckux aered 6-11 ner u3z bonrapum, I'epmanuu, ['omnmanauu,
JlutBel, PymbiHnm m Typouu. HccnenoBarenu u3MeEpsIM YPOBEHb INCUXHUYECKOIO
3I0POBBSA JICTEH, aHATTM3UPOBAIM UX YCIIEBAEMOCTh, OLICHUBAIM CTEIEHb YBJICUCHHOCTH
urpamu. B pe3ynbrare 3TOro MacimtaOHOTO HMCCIENOBAaHUS BBISICHWIOCH, YTO JIETH,
aKTUBHO MTPAIOIINE B KOMIIBIOTEPHBIE UTPHI, MOKA3bIBAIOT 00JIe€ BHICOKHE PE3YJIbTAThI
M0 YTCHUIO U MaTEeMaTHKe, a TaKkKe, 10 HAOIIOACHUSAM POJIUTENCH U MEeIaroroB, pexe
HCIIBITBIBAIOT TPYAHOCTH B oOIeHMu co cBepcTHukamu [103]. B wuccrmemoBanuw,
MpeACTaBIeHHOM B KypHane «lIpuknagHasi KOTHUTHUBHAs TICHUXOJIOTHS» OIMHUCAHO
NOBBIIICHUE dYPEKTUBHOCTU OOYUYEHUSI BTOPOMY SI3BIKY C MOMOIIBIO KOMIBIOTEPHOMN
urpsl [98].

Bborauesoii H. u BoiickyHckuM A. ObLJIO TPOBEEHO UCCIEIOBAHUE KOTHUTUBHBIX
CTUJIEH B3pPOCIBIX TE€MMEPOB. Pe3ynpTarhl IMOKa3aau, YTO IO CPABHEHUIO C PEIKO
UTPAIOIIMMH WJIM COBCEM HE WIPAIOIIUMH JIFOAbMU, TeMEphI JIydllle CIPaBISIOTCS C
3aJIaHUSIMH, YTO TIO3BOJISIET MPEATNOJIOKUTh Y HUX 00Jiee BHICOKUN YPOBEHb Pa3BUTHS
MEXaHU3MOB HEMPOU3BOJIBHOTO MHTEIJIEKTYaJIbHOTO KOHTpOoJis [11].

Ho ecTb u uccnenoBanus, KOTOpbIC MOKA3bIBAIOT OTCYTCTBUE MEPEHOCA HABBIKOB
BO BHEUTPOBON KOHTEKCT M OTCYTCTBUE Pa3IMUMN B PA3BUTUU KOTHUTHUBHBIX (DYHKIIHIMA
MEXK/]Iy UTPAIOIIMMH U HE UTPAIOITUMU B KOMIIBIOTEPHBIE UTPHI. B 3THX HccienoBaHmsIx
OIICHUBAIOTCS KOHKPETHBIC KOTHUTHBHBIC (YHKIIMM, TaKMe KaKk OObEM BHUMAaHWSI,

TOYHOCTb PEIICHHUS, CKOPOCTh pelIeHus 3a1ay [88].
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B 2016 rogy nHTepHalMOHAIbHAS TPYyIIa YYEHBIX U3 YHUBEpPCUTETOB KaHajwl,
TaiiBans u TyHuca mokazana, 4YTO TPEANOYTCHHE OMNPEICICHHBIX >KaHPOB
KOMIBIOTEPHBIX HWIP TECHO CBSA3aHO CO CTHJIEM OOydeHus. ABTOPBI BBIACTHIN
CIICTYIOIINE CTHJIH 00yueHuUs: 1) paloOHaIbHBIA/MHTYUTUBHBIH, 2)
TI100aTbHBIN/TIOCIIEIOBATENbHBIH, 3) 00Opa3HbIl/BepOATIbHBIM, 4)
aKTUBHBIN/pedIEeKCUBHBII.

B cTaTbhe aBTOpBI IPUBOJIAT pe3yJIbTAaThl CBOMX UCCIIEIOBAHUIM, TJI€ IOKAa3aHa CBS3b
BbIOOpa UTP B JKaHpE T'OJIOBOJIOMKA C MOCIEAOBATEIbHBIM CTHJIEM YCBOCHUS 3HAHHI.
[Tpenmourenue Urp B jKaHpe CTpATeruu (OCOOEHHO CTpaTETHii-«CUMYJISITOPOB OOray),
HAa000pOT, CBOMCTBEHHO TEM, Y KOTO OOJIbIIE BBIPAXEH II00ANbHBIA CTHIIb YCBOCHUS
3HaHuit [101]. BeiOop urp B sxaHpe dKIIeH (action) MOJOKUTEIBHO CBSI3aH ¢ AKTUBHBIM
(a me pednexkcuBHbIM) cTWiIeM oOydyeHus. OOnamarenu HMHTYUTUBHOTO CTHIIS
MPEINOYUTAIOT CUMYJISITOPHL, & TE, KOMY CBOMCTBEHEH pallMOHATIBHBINA CTHIIb O0YUICHHUS,
JO0SAT Urpath B KazyaibHble UTPbl. C TOUKH 3pEHUSI MEPCIEKTUBBI MHANUBUIYAJIBHOTO
nojaxojga K OOYy4YeHHIO, 3TH pe3yJbTaThl 3aKIIOYalOT B ce0e 3HAYMTENbHBIN
oOpa3oBaTeNnbHBI TOTEHIMAN. Pacmonaras 3HaHUSMH OO0 WIPOBBIX MPEANOYTEHHSIX
pebeHKa, MOXKHO CHpPOTHO3UPOBATh, KaK HAWIYUYIIMM 00pa3oM NPEIbSBIATh €My
oOyuJarolue MaTepraibl — MOIIAr0BO WITH TT00aTbHON CXEMOM, MOHATHO U PAIMOHATIEHO
WM C BO3MOYKHOCTBIO IPUMEHHUTHh HHTYUTHBHBIC U HEJIOTUYHBIC JCHCTBHUS, HE TOPOITUTH
ero u JaTh BCe 00yMaTh UM, HA00OPOT, MOJCTETUBATh €TI0 AKTUBHOCTb.

OTmenpHOTO YMOMHHAHMS 3aCiy’)KMBaeT TeMa pa3BUTHSA KpPEaTUBHOCTH C
OMOIIbIO KOMITbIOTEPHBIX UTP. Urpa cama o cede — TBopUECKHil mporecc, I03TOMY OHa
3aJIefiCTBYeT TBOPYECKOE MBbIIUIEHUE. B UTpOBOM KOHTEKCTE JIIOAM MOTYT COBEpIIAThH
YHUKaJIbHbIE KOMOWHAIIMM JIEHCTBUH, pemaTh 3aJadyd YHUKaJIbHBIMH CIIOCOOaMH,
MPUMEHSITh HECTAHAPTHHIC PEIICHHUS.

Hanpumep, monoxutensHas CBS3b YBICUEHHOCTH KOMIBIOTEPHBIMHU HTpamMH C
MOKa3aTeJIIMH KPEaTUBHOCTH TOJIydeHa Ha BBIOOpKe okojo 500 mBeHAAATHIICTHUX
MIKOJIBHUKOB. [Ipu 3TOM HccnenoBaTen He BHISBIIIM CBSI3U MMOKA3aTENe KPEaTUBHOCTH

C HCIOJB30BaHUCM JOPYIUX COBPCMCHHBIX TEXHOJIOTUH — HHTCPHCTA, MOOMJIIBHBIX
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TenedoHOB U T. I. [99]. BaxkHO OTMETHTH, YTO B JJaHHOM HCCJIEJIOBAHUM HE BIOJHE
MOHSATHBIM OCTA€TCs, PAa3BUBAIOT JIM WUIPbl KPEATHUBHOCTh, WJIA KPEATUBHBIC IIFOJIU
NPEINOYUTAIOT UTPATh B KOMITBIOTEPHBIE UTPHI (MJIH 00a YTBEPKICHHS CIIPABEAJIUBHI).

JleT, wurpaBHIME TIPEXKAE B POJEBBIE KOMIIBIOTEPHBIE UIPbl U B HUIPBI
NPUKITIOYEHYECKOTO JKaHpa, Yalle MCIOJIb3YIOT BOOOpPaXKEHHE [UJIi TOr0, YTOOBI
MBICJIEHHO IEPEHECTUCh B CIOKET WIPBI U IPOAYMATh MOTHBALMIO IIEPCOHAXk A, HA
OCHOBAaHHWU YETO MOXXHO MPEAINOJIOKUTH, YTO POJIEBBIE W NPUKIIOYEHYECKHE HIPBI
CTUMYJIMPOBAIN y HHUX pa3BUTHE BOOOpakeHHs. B TeueHHe Tpex JeT HcciaenoBaTelnu
npemjiaraid  y4YeHUKaM HadallbHOM IIIKOJIBl  WIPHI-TOJIOBOJIOMKM M HaOJII01aIu
MOCTENIEHHOE BO3pacTaHue JIIOOONBITCTBA, YBICUEHHOCTH U TOJOKHUTEIBHBIX AIMOIIHA,
CBS3aHHBIX C IPUAYMbIBaHUEM pereHni [70].

B japyrom wuccnenoBaHMM IOKa3aH pPOCT BOBJIEUEHHOCTH B OOy4YeHHE W
3 PeKTUBHOCTH 00YUaIOIIUX TPOTPaMM C dJIEMEHTaMU reiMUGUKAIMN I CTYIEHTOB-
MeauKkoB [81].

B urpe ¢ otkpbIThIM MuUpoM Minecraft Urpok MokeT cBOOOJHO MEpEeMeIaThCs B
UTPOBOM IPOCTPAHCTBE M CO3/1aBaTh CTPOCHMS, OBITOBbIE OOBEKTHI, Pa3HBIX CYILECTB,
UCIIOJIb3YS Pa3IMYHble MHCTPYMEHTHI U MaTepHaybl U UX codyetanus. B Maitnkpadre
JOCTYIIHBI pa3Hble pPEKUMbI, HANpUMEp, TBOPYECKUU PEXKHM, B KOTOPOM MOKHO
OECKOHEYHO CO3/]aBaTh U CTPOUTH. B Urpe Takxke eCTh U peKUM BBIKUBAHUS, B KOTOPOM
MOKHO Cpa)xaTbCsl U COPEBHOBATbCS. DTa WIpPa, OCOOEHHO B TBOPUYECKOM PEKHUME,
HAallOMHHAET TPEXMEPHBIA BUPTYAIbHBIM KOHCTPYKTOP, KOTOPBIA OTJIMYAETCA OT
aHAJIOrOBOT'0 KOHCTPYKTOpPA TEM, YTO TaM JIOCTYIHBI HE TOJIBKO MEXaHUYECKUE IEUCTBHS,
KOTOPBIE MOXHO IPOWU3BOJMUTH C BEIIECTBAMHU W MNPEIMETaMH, HO TAKKE BO3MOXKHBI
COCJIMHEHUS Pa3HbIX OOBEKTOB WJIM BELIECTB M MOJYYEHUE W3 HUX MPUHIUIHUAIBHO
HOBBIX OOBEKTOB U BEHIECTB. TakuMm oOpa3oM, UTpa MPEJCTABISACT COOOM TaKOil MHUp-
1ab0paTopuIo c IPAKTUYECKU 0ECKOHEUYHBIMU BO3MO>KHOCTSIMU TUTSt
HKCIIEPUMEHTHPOBAHUS.

Wtak, Habop pa3sHOOOpa3HBIX HABBIKOB, KOTOPBIE PA3BUBAIOT KOMIIBIOTEPHBIE UTPHI

(mryTepbl («CTPENSIIKKW») — HaBBIKM MPOCTPAHCTBEHHOW OpPHEHTALIMM, CTPATEruu —
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HaBbIKM PELICHMs] JIOTUYECKUX W KPEaTHBHBIX 3a/ay), HWHOrJa I[OMOTaeT JIIOAAM
CHPABIIATHCS C IPOOJIEMaMU B PEaJIbHOM XKU3HHU, KOTOPBIE paHblle ObUIN HEPa3pELINMBbI.
HccnenoBanusi, MOKa3bIBAIOIINE HETaTUBHOE BIMSHUE KOMIBIOTEPHBIX WIP HA
KOTHUTUBHYIO C(epy uelOBeKa, OMMCHIBAIOT UTPOBYIO 3aBUCHUMOCThH KakK IJI00aIbHYIO
npobiieMy, 3a0ojieBaHUE, KOTOpPOE HMEET pPsA NPHU3HAKOB, CpPeld KOTOPBIX €CTh U
npo6sieMbl KOTHUTUBHOM peryisiiuu. UrpoBas MHTEPHET-3aBUCUMOCTH O(PHUIIHATBHO
IpU3HaHa MCUXUYECKUM PacCTPOMCTBOM M BXOAMT B KJIAcCU(PUKATOP MCUXUYECKUX
pacctpoiicte DSM-5.
[Ipu3HakaMu UrpOBOM UHTEPHET-3aBUCUMOCTH CUUTAIOTCS:
1. 03a004€HHOCTh UHTEPHET-UTPAMU
2. cOCTOsIHME, TIOX0XKee Ha AaOCTUHEHTHBIM CHUHAPOM, B CIy4yasx JIMILICHUS
BO3MOYKHOCTH UHTEPHET-T€IMUHT A
3. MOBBIIIEHUE TOJIEPAHTHOCTH (UEIOBEKY TpeOyeTcs Bce 00JIbIlle BPEMEHU Ha UT'PbI)
4. Oe3ycneuIHble MONBITKH KOHTPOJIS Ha/l IPOBOJAUMBIM B UTPax BPEMEHEM
5. CHM)KEHHME HHTEpeca K OCTaJlbHBbIM aKTUBHOCTSM M X000M (32 HCKIIOYEHHEM
WHTEPHET-IreMUHTa)
6. MPONOKEHHE MPOBEACHUS BPEMEHHU 33 UTPAMH, HECMOTPS HA 3HAHHE O CBOMX
MICUXOJIOTUYECKUX MpoOIemMax
7. oOMaH M0 OTHOIIECHMIO K IPY3bsM U POJICTBEHHUKAM OTHOCUTEIBHO TOT0, CKOJIBKO
BPEMEHU I'eiiMep MPOBOJUT 3a UTPAMU.
8. UCIOJb30BAaHWE WHTEPHET-TEMMHUHIAa Kak CpeACTBa sl OOpbObI C IUIOXUM
HaCTPOCHHUEM
9. HapylleHMs] COLMAIbHOW >KM3HHM, OTCYTCTBHE JIpy3ed, pabOThl, pa3pylleHue
Kapbephl UJIM IIPEKpallleHne 00pa30BaHUs U3-3a HHTEPHET-TreMUHTA.
03a004eHHOCTh UTPaMH, OJIEPKUMOCTh — 3TO MOCTOSHHBIE MBICIH 00 Urpax, O
CBOMX JCHCTBUAX B Urpax, a TaKKe UPPALMOHAIIbHbBIE YOSXKICHUS, KOTOPHIE CBSI3AHbI C
WJUTIO3UEN KOHTPOJIA B UTPax U ¢ WLIKO3UEN UX JIOJITOCPOYHON MOJIB3bI I UTpOKa. Bee
3TO, OECCHOpHO, SIBISETCS KOTHUTHUBHBIMU HApyHICHUSAMHM, BJICKYIIMMHU 3a COOOMH

HU3MCHCHHUC o6pa3a JKHN3HH YCIIOBCKA.
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Ectp psn uccnenoBaHuii, KOTOPHIE BBISIBISIIOT YOEKICHUS M YMO3aKIIOUECHHUS,
TUMIAYHBIE [JIS JIIOJICHM, CTpajarolIuX WrPOBOM 3aBUCHUMOCTBIO. OTO, HaIpHUMep,
yOeXIeHrEe 10 TTOBOAY IIEHHOCTH M OCS3a€MOCTH HArpaj, KOTOPhIE MTPOK IMOIyYaceT B
urpax. 2Ta LEHHOCTh B TJIa3aX WUIPOBOTO aJJMKTa BCerja mnpeyBeiaudeHa. Jlpyroe
yOEXIEHNE — 3TO MBICIICHHOE CIIUSTHUE UTPOKA C €r0 HTPOBBIM aBaTapOM, IIPEICTABIICHNE
ero OJM3KUM JApPYyTroM, POACTBEHHHUKOM, CIIYTHHKOM J>KW3HH. HaBsSI34uMBBIC MBICIH,
coliepkaie B ce0e IUIAHMPOBAaHUE WIPOBOM CTpAaTEruH, TakKe XapakTepHO s
UTPOKOB, CTPAAAIOIIUX UTPOBOM 3aBUCUMOCTHIO [ 102].

Cnenyer ymoMsiHyTb, 4YTO Hapsily C MHOTOYMCIECHHBIMH HCCIEIOBaHUSIMH,
MTOKA3bIBAIOIIIMIMHU HETaTHBHOE WJIM TMO3UTHBHOE BJIMSHUE WTP Ha KOTHUTUBHYIO Chepy
YEJIOBEKa, €CTh TAKXKE MCCIICIOBAHUS, HE BBIIBUBIINE HUKaKoro BiusHUA. K mpumepy,
uccienoBanus K. deprrocona u Kosuier, KOTOpbIE MOKa3aId B CBOUX HKCIIEPUMEHTAX, 4TO
OTHOCHUTEJIBHO TP, COACPKAIINX JIEMEHTHI HACHIIHS, OTCYTCTBYIOT KaK TO3UTHUBHBIMH,
TaK M HEraTUBHBIM, KaK KPaTKOCPOYHBIA, TaK M JOJATOCPOUYHBIN 3P EKTh OT HUX
ucnonb3oBanusi Kpome Toro, ¢ Touku 3peHus depriocoHa, kpaiiHe HeOOJbIIas 0
JeTell B YBIICUYCHUU BUIACOUTPAMHU JIEMOHCTPHUPYIOT JEHCTBUTEIHLHO aITUKTHUBHBIC
naTTepHsl (MccienoBarenu npuBoAsaT udpel B 3—5%, HO He Oonee 10% oT obOmux
BBIOOPOK, YTO TIOX0’KE HAa 3HAYEHUS JIJIS JIIOOBIX IPYTHUX TUTIOB aJINKINIK ). B pearbHOCTH
OOJIBIIMHCTBO JETEH WUrparoT B Mpejiesiax yCIOBHOM «HOpMBDY — 1-3 Haca B JIeHb, 4TO
CKopee cOMMKaeT yBICUCHHE BUACOUTPAMH C IPYTUMHU BUJAMHU pa3BlieueHUN B 0OIIeH

CTPYKTYp€ OCYTOBOU JIEATEIBHOCTH IIKOJIBHUKOB U B3pOCIBIX Jrozen [80].

1.2.3.2 KoMnboTEepHbIE UTPbl H MOTUBALMOHHASA cepa JIUYHOCTH

BoBnedeHHOCTh — HEOOXOAMMOE YCIIOBUE [UIsl YCIIEIIHOrOo OOydeHus, a reim-

I[HBaﬁHepBI, CO3JJar0Imurc KOMIIBIOTCPHBIC HUI'PbI, YMCKOT BOBJICKATb JIIOI[CIZ B
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BUPTYaJIbHBI MHp, PUCYs IPHUBJIEKATEIbHbIE LENH, TPAMOTHO 4epenys TpuyM(bl u
NIOPAYKEHUS.

B kauecTBe OCHOBHBIX NPUYUH, O KOTOPBIM B3pOCIbIE JIOAW WIPalOT B
KOMIIBIOTEPHBIE WIPBI, BBIICISIOT YJOBJIETBOPEHHUE TNOTPEOHOCTH B IOJyYEHUHU
uHGOpPMaIMU ¥ TPEHUPOBKE MBIIIJICHHS B MPOIIECCE PEIICHUS UTPOBBIX 3a/1a4, a TAK¥Ke
yIOBJIETBOPEHUE MOTPEOHOCTH B OOIIEHUU B XOJI€ UTPOBOIO IMpolecca. ITU MOTUBBI
OKa3bIBalOT CUJILHOE BIIMSHUE HA BBIOOP KOMIIBIOTEPHOM UTPHI ONPENEICHHOIO KaHpa
Y ONPEJEICHHON TEMAaTUKH B3POCIIBIMU JIFOAbMH [1].

["'oBOps O BIMSIHUU UTP HA MOTUBALMOHHYIO c(pepy UesoBeKa, B IEPBYIO OUEPElb
CTOUT OTMETUTh, YTO XOPOIIHE HIPhI YJIOBIETBOPSIOT MOTpeOHOCTH. IloCKOIBKY Yy
Pa3HBIX JIIOJIEH HA MEPBOM ILJIaHE OKa3bIBAKOTCS Pa3HbIEe NOTPEOHOCTH, JIFO]IU BIOUPAIOT
pa3HbIe UTPHI [0 KAHPY, CIOKETY, CTUIII0. DTO OOBSICHSIET TO MHOTOOOpa3ue KaHPOB U
TEMAaTHK UTP, KOTOPOE CENYAC €CTh B UTPOBOM MHYCTPUHU U MOJIb3YETCS MOMYJISIPHOCTHIO
cpeau UrpokoB. Wrpbl MOryT momoraTh WrparolleMy 4YeJIOBEKY BbIpabOTaTh CBOMU
COOCTBEHHBII MOTMBAllMOHHBINA CTWUJIb KAaK BHYTPU HUIPblI, TaK U BHE €€. A JECATKU
UCCJENOBAHUM B OOJACTH TMCHXOJOTHMM Pa3BUTHS M MEJArOrM4eCKOl IMCHUXOJIOTHH
MIOKAa3bIBAOT, YTO MOTUBALIMOHHBIE CTUJIM TECHO CBA3aHBI C YCIIEXaMU U TIOCTHXKEHUSMU.

B kadecTBe mnpHMepa pPacCMOTPUM pasziiMyue MEXAy ABYyMS KOHUEMLUUSIMU
WHTEJUIEKTa, MPEJIOKEHHBIMU  aMEPUKAHCKOW  HCCIEAOBATENbHUIIEH  JIETCKOro
meiienns K. Jlyak — koHmenimedt (UKCHPOBAHHOTO WHTEJUIEKTA W KOHIEMIUEH
BOo3pacraromero uHremwiekrta. C  TOYKM 3peHHsl KOHLENIUH (PUKCHPOBAHHOTO
UHTEIJICKTa, HMHTEJUIEKTa KaK HEW3MEHHOM MJaHHOCTH, Y KaXIOoro peOeHKa ecTb
BPOXKJCHHbIE, (UKCUPOBaHHbIE WHTEUIEKTyallbHble 4YepThl. Mcxons U3 Takoro
NOHUMAaHUs, JIeTed XBaJAT 3a TO, YTO OHU YMHBIE WM HMEIOT CIOCOOHOCTU K
MareMatuke. M 3TO MOXET HMEThb HETraTWBHBIE ITOCJIEICTBUS B JOJTOCPOYHOMN
nepcreKTruBe: peOCHOK MOHUMAET, TJe ero Npenesl, U YBEPEeH, YTO Ha OOoJbllee OH He
cnocobeH. Ecmu ke peOeHKa BOCIUTHIBAIOT, HCXOJS M3 HAEH BO3PACTAIOIIETO
MHTEIJICKTa, €r0 XBaJAT HE 3a JAaHHOCTh, & 3a YCHJIMS: HE «Thl TaKOM CIIOCOOHBIN, U

MOATOMY Thl MOJYYMJI TAaKOM XOPOIIMH pe3yjbTar», a «Thl XOPOIIO IOCTapajics, U
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NO3TOMY Tbl MOJYYWJI TaKOW XOpomMH pe3yapTaT». B 3TOM ciyyae y peOeHka
dopMmupyercsi «rubkoe co3HaHMe». Takoll MOTHMBAalMOHHBI CTHJIb CIIOCOOCTBYET
NPOSIBJICHUI0 HACTOMYMBOCTH B TPYAHBIX OOCTOSTENbCTBAaX. YeNOBEeK C Takou
MOTHMBALIMOHHOW YCTAHOBKOM HE OCTaBUT CIIOXKHYIO 33]1a4y U C 0O0JIbILICH BEPOSTHOCTBIO
no0beTcsl ycnexa B €€ PELIEHHWH, OH OTHOCUTCA K HEeyJadyaM CIOKOMHO, Y HEro He
BO3HHMKAET YyBCTBO O€3bICXOHOCTH, BEI3BAHHOE OCO3HAHUEM CBOUX MHTEILIEKTYaIbHBIX
orpaHuyeHuit [74].

[Toxxonsmiast TPEHUPOBOYHAS TUIOMIAAKA TSl YOPMHUPOBAHUS THOKOTO CO3HAHUS —
KOMIIBIOTEPHBIE UTPbI, B KOTOPBIX MPOrpecc OOBIUHO CBA3aH C BO3PACTAHUEM CII0KHOCTHU
WUIPOBBIX 3a1ad. 3a KaXIyK YCIEIIHO PEMIEHHYI0 3aJady WIPOKA SIBHO W
HE3aMEIJIMTEIbHO BO3HATPAXKIAIOTCS, OHU MPUBBIKAIOT K MOCTEIEHHOMY OOYYEHUIO U
BO3pacTAIOIIMUM JOCTHKEHUsIM. VccreqoBanns noKa3bIBaloT, YTO 3Ta OCOOEHHOCTh UTP
3HAYUTEIBHO MOBBIIIAET 3P PEKTUBHOCTH Mporiecca o0yuenus [112].

B xopomux urpax Heya4u UCIOJb3YHTCA KAK MOTUBUPYIOIIUNA HHCTPYMEHT, OHU
pa3BUBAIOT HACTOMYUBOCTH B IIPEOJOJIEHUM TPYAHOCTEW. B pesynbrare rpamoTHOE
Yepe0BaHUE YCIIEXOB U HEy/lay JIeJaeT YeJIoBeKa B LIEJIOM O0Jiee YCIEeIIHbIM B UIpe, a
Harpapl, OJIy4eHHbIE UM 3a YCUJIHS, CyOBEeKTUBHO OoJiee IIEHHBIMU /17151 Hero. Bonpeku
OKUJIaHUSIM, UTO B CIIy4Yae HEyAauu UTPOK OyAeT UCIBITBIBATh, PA30YapOBAHKE, THEB WU
IPYCTh, Y HErO BOZHUKAET NPUATHOE BO30YKJIEHHUE, UHTEPEC, KEITAHUE BEPHYTHCS U BCE-
TaKyl PELINTh TPYAHYHIO 3a1ady, W [0 OTHOLICHUIO K CBOEH LEIU WUIPOK «YHPSIMO
ontumuctrueH» [107]. YToObl yCTaHOBUTH NPUYMHHO-CIEICTBEHHBIE CBA3M MEXIY
HAaCTOMYMBOCTBIO B CUTYallMM HEYNAYU U CTEIEHBIO YBJIECUYEHHOCTH KOMIIBIOTEPHBIMU
urpamu, 0e3yciioBHO, HEOOXOUMO MPOBECTU JTOMOJHUTENbHBIE UccienoBanus. 1 3to
KQKETCSl MEPCIEKTUBHBIM B CBA3UM C TEM, YTO TaKasg HACTOMYMBOCTh — JIOKa3aHHBIN
IIPEAUKTOP aKaJIeMHYECKOM ycrneBaeMOCTH. M1 HeECMOTps Ha TO, YTO MIPHI CUMTAOTCA
JIETKOMBICIIEHHBIM M paccialisiomM CIocoO0OM BPEMSIIPENPOBOKIAEHUS, OHU MOTYT
dbopMHpOBaTH MOTHUBAIIMOHHBIA CTUJIb, XaPAKTEPUIYIOUIUNCS HACTOWYUBOCTHIO H

ONITUMHUCTUYHOCTBIO. OTOT MOTHBaHHOHHBIfI CTHJIb BIIOCICACTBHH MOXKCT OBITH
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MEPEHECEH U3 UTPOBOT0 KOHTEKCTa BO BHEUTPOBOM M MOCIYXUTh OJHUM U3 (haKTOPOB,
BIIMAIOIIMX HA MOBBIIIEHUE IIKOJIbHON yCIIEBAEMOCTH.

XKenanue npeononerb TPYAHOCTH B HWrpPe NPHUBOAAT K Pa3BUTUIO H
COBEPILIEHCTBOBAHMIO HABBIKOB. [10CKOIBKY Halle BCero Lebio UTPhI IBISIETCS odea,
TO JIFOJIA OTTAYMBAIOT U COBEPIICHCTBYIOT HABBIKH, PUBOISAIIUE K oOee. B kakoii-To
MOMEHT HaunOoyiee YBICYECHHbIE WIPOKH, BIOKMBIIME MHOTO CHUJ W BpPEMEHU B
TPEHUPOBKH, CTAHOBITCS MpodecCuOHATbHBIMU UrpokaMu. OHU XOpOILIO 3HAIOT BCE
TOHKOCTH WIPBI, KaXJ0€ UX JEHCTBHE B UIPE MMEET CMBICI U KAKIOE JBHKECHUE
OTTOYEHO J0 Menoyeil. M yKe He HHTEPECHO COPEBHOBATHCS HE TOJIBKO C HOBUYKAMH,
HO JJaX€ C ONBITHBIMU YJIEHAMHU UTPOBOT0 coo01ecTBa. OHY HAUMHAIOT UCKAaTh PaBHBIX
110 YPOBHIO UTPOKOB, BCTYIAIOT B MPOPECCUOHAIBHBIE COOOIIECTBA, NUHOTIA PUXOAT
B KHOEpCIopT.

Kubepcriopt  (KOMIOBIOTEPHBIM  CHOPT WJIM 3JIEKTPOHHBIM ~ CHOPT) —  BHUJ
COPEBHOBATEJIBHOM  JICATEIBHOCTH M CIEHHUAIIBHOM TNPAKTUKA IOATOTOBKM K
COPEBHOBAHMSIM Ha OCHOBE KOMITBIOTEPHBIX BUJECOUTD, T/I€ UTPaA IPENOCTABISIET CPEAY
B3aMMOJIEUCTBUS OOBEKTOB YIIPABIEHUS U 00ECIIEUNBAECT PABHBIE YCIOBUS COCTI3aHUN
YeJIOBEKa C YEJIOBEKOM WM KOMaHIbl C KOMAaHJIOH. OTO caMas CTPEMUTEIbHO
pa3BUBAIOIIAsACSI OTpacib COBPEMEHHOW HHAycTpuu crnopra. llo Bcemy wmupy
MPOBOJATCA KUOEPCIIOPTUBHBIE COPEBHOBAHUSA, B TOM YHUCJIE M MEXIyHApOIHBIE.
HaubGonee 3HauYMMBIM KHOEPCHOPTUBHBIM aHANOroM OIUMIUNACKUX UTP SIBISIICS
MexxayHapoanbii  TypHup World Cyber Games (WCG), koTopblii MNpOBOJWICS B
pasubix crpanax ¢ 2000 mo 2013 roa. B 2016 rogy B bpaswnuu Obuti mpoBeeHBI
nepBeie KuGepcnoptuBHbie Onumnuiickue wurpbsl, U Tenepb KubepcrnopTuBHbIC
OnuMnuiickue Urphl MIAHUPYIOT MPOBOJUTH KaXble YETHIPE rojla B CTpaHe, KOTopas
IpPUHUMAET cnopTuBHblE OimMIuiickue Urpsl. Jluaepamu mo pacnpoCTpaHEHHOCTH
kuOepcnopra siBysitoTess Kuraih m FOxnas Kopes, HO ¥ B JIpyrux cTpaHax OH TOXeE
CTAaHOBUTCS BCE MOMYJIIpHEe ¢ KK IbIM rogoM. B 2016 rogy kubepcnopT ObLT BKIIFOUEH
B peecTp odummanbHbIX BUAOB criopta Poccutickoit denepanun. KubepcnopTuBHbie

COOBITHS aKTHBHO TPAHCIUPYIOT IO CIIOPTHUBHBIM KaHallaM TCJIICBUJACHMA. I[CCHTKI/I 151
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COTHHM ThICSY JIIOJIEH MBITAIOTCS JOOUTHCA YCIEXOB B KUOEPCIIOPTE, MUJIITMOHBI JIIOIEH
HAOJIIOAAIOT 32 3TUMHU MOMBITKAMU: OHU CMOTPSAT BUJCOTPAHCISIIMU MaTUel, TYPHUPOB,
MOJIMMCHIBAIOTCS Ha KaHalbl BHUAE00JI0TepoB-0003peBaTenell KuOEpCIOpTUBHBIX
coOnrTHii [118].

C napyroil CTOpOHBI, HEKOTOpBIE JIOAM K KHOEPCHOPTY OTHOCATCS Kak K
HE3J0OPOBOMY  SIBJICHUIO, TPEBOXKHOM COLHUAIBHOM TeHACHUMU. [IpoTHBHUKHK
K1OepcropTa CYUTAIOT, YTO JIFO/IH, KOTOPBIE 3aHUMAIOTCS 3TUM, HE CTAHOBATCS CUIIbHEE,
3I0pOBEE, HE YIYUIIAIOT CBOIO (PU3MUECKYIO (POPMY, TPATAT BpEMs Ha «HECEPHE3HOE)
3aHatue. M ceromHsa 310 sBiIAETCA CEPbE3HOW MPOOIEMOM, HE TOJIBKO JUISI CaMHUX
KHOEpCOPTCMEHOB, HO U IS Bce oTpaciu criopta. Kubepcnopt, B CBOO ouepeb,
CO3Ja€T CIOKHOCTH ISl ONIPEAEIEHUS TaTOJIOTUYECKOW NTPOBOU 3aBUCMOCTH. COTHH H
TBICSYN JIIOJEd B COBPEMEHHOM MHPE CTPEMSTCS CHENAaTh CHOPTHUBHYIO Kapbepy B
o0nacTu KuOepcrnopra, OHU MPOSIBISAIOT HACTOMYMBOCTD, MPEANOYUTAIOT TPEHUPOBKU
JOOBIM IPYTUM 3aHSATHUSM, TPATAT HA UTPY, B KOTOPOU XOTAT NMPEYCIETh, TPAKTUIECKU
BCE CBOE BpeMsi. YUHUTBIBasi BCE 93TO, HBIHEIIHSS (DOPMYJIUPOBKA MpeiaraeMbIX
KPUTEPHUEB UTIPOBOM 3aBHUCUMOCTH, MOXO0XKE, HE OYEHb XOPOLIO MOAXOIUT Ul TOTO,
YTOOBI OTJIMYUTD MPOOJIEMHYIO UTPY OT COPEBHOBATEIHHON UTPHI.

Kakue motuBbl mpuBojsaT moae B kubepcnopt? [louemy yBieueHue urpamu
nepepacrtaer sl HUX B NMpodecCuoHaIbHOE COpEeBHOBaHUE? Y JIOJEH, CTPEMSIIUXCS
3aHMMaTh TEpBbIE MeCTa B JIIOOBIX COPEBHOBAHUSX, SPKO BBIPAKEHA Takas
MOTHBAlMOHHAs! AUCHO3UIMUS KaK «MOTHUBALIMS TOCTHKEHHS ycrexa» (MOTpeOHOCTh BO
BCEM OBITh MEPBHIM, HEYAOBIETBOPEHHOCTh MPOUTPHIIIIEM, TOTPEOHOCTh B MPU3HAHUU
JUYHBIX JOCTUKEHUM, CKIOHHOCTh K AKTUBHBIM JEHCTBUSM, HAIPABICHHBIM Ha
JOCTHXKEHHE LIETTH, CTPEMJICHUE K TTOJIOKEHUIO Jiniepa B coobuiecTse). B uccnenoBanuu
MOCKOBCKHX TICUXOJIOTOB OBLIO IMOKa3aHO, YTO y TE€HMEPOB MOTHBAIUS TOCTHKCHUS
uMeeT BbICOKME 3HaueHus [l]. CHayana WIrpokH C BBICOKOM MOTHBALMEN K yCHEXY
COBEPIIICHCTBYIOTCSI B UTPOBBIX HABBIKAX B KAKOW-TO UTPE U CTABAT ceOE 11eJIb MONacTh B
MPECTIKHOE COOOIIECTBO — TUIIBANIO, Ki1aH. [I0TOM BO3HUKAET JKeJaHuE CTaTh JYUITUM

B OTOM KJIaHE, @ IOTOM M B TOW UTPE B LIEJIOM, YTO U IPUBOAUT JIFOJEU HA TYpPHHUPHI.



38

Hctopuyeckn JIOAM BCErJa HWHTEPECOBAINCH TYPHHUPAMHM UM COPEBHOBAHUSIMU,
UCIIOJIB30BAIM UX KAaK BO3MOKHOCTB MOKa3aTh CBOIO (POPMY, CBOM HABBIKH, MPOSIBUTH
cBou TanaHThl. Onumnwuiickue wurpbl JlpeBHeil I['peunn mnpenctaBmsuiu  coOoi
TIOMYJISIPHBIA MECTHBIM PEJIMTUO3HBIM W CIOPTUBHBIM MPA3JHUK, NMPOBOAUBIIMICSA B
Onumnuu, coBpeMeHHble OJIMMITMICKUE UTPbl 00BEIUHSAIOT CHOPTCMEHOB BCEX CTPaH B
YECTHBIX M PAaBHOIIPABHBIX COPEBHOBaHUSAX CpEHEBEKOBBIE PBILAPCKUE TYPHUPHI
3apOJMIINCH KaK CIOCOO B MUPHOE BpeMsI HE YTPaTUTh HABBIKM BOCHHOTO MCKYCCTBA, a
TaK>Ke JIJIs1 TOro 4TOObI HanOoJIee OMBITHBIE YYACTHUKHM MOTJIH MOKa3aTh CBOIO 100JIECTh.
CocTsi3aHus M TYPHUPBI, KOTOPBIE BCET/1a UHTEPECOBAJIHM JIIO/ICH U ObLIN MOMYJISPHBI U B
HpeBnem mupe, uB Cpennue Beka, U B HoBoe BpeMs, B HAllM JHU YaCTUYHO
NEPEMECTIIIMNCh B BUPTYaJbHOE MPOCTPAHCTBO. B  BUPTyalbHOM NPOCTPaHCTBE
3HAYUTEJIBHO MEHBIIYIO POJIb UTparoT (pU3MuecKas cujia U JIOBKOCTb, OOJIBIIYIO POJIb
UTPAIOT TAKTUYECKNE HABBIKU U CITOCOOHOCTH MI'POKA.

B xubepcriopre Henp3sd HCHOIb30BaTh JroOble urpbl. Hanpumep, ans
COPEBHOBAHMI HE MOJXOJAT UTPhI, KOTOPBIE COAECPKAT B C€0E AIEMEHTHI CIIy4aillHOCTH,
KOTOpPbIE MOTYT BJMSTh HAa yCHEXH B Urpe OOJblle, YeM OMBIT U YMEHUS HUTPOKOB.
KubepcropTuBHBIMU JIUCHUIUIMHAMA MOXXHO CUMTaTh WIPhI, B KOTOPBIX yJadya M
Clly4ailHO€ CT€UYE€HHE OOCTOSITENIbCTB UIPAIOT HAMMEHBUIYIO POJb, @ ONBIT U YMEHHE
Urpath B Urpy — HauOosblIyo. B Takux xaHpax kak, Harpumep, MOBA (Multiplayer
Online Battle Arena) — MHOromosjb30BaTeNIbCKasi OHJIAMHOBas OoeBasi apeHa, Tie
KOMaH/Ibl UIPOKOB cpaxatorcs Apyr mnpotuB apyra, RTS (Real Time Strategy) —
CTpaTerus B peajJbHOM BPEMEHH, T /1€ UTPOKH OCYILIECTBIISIOT COOP pECYypCOB, TOCTPOUKY
0a3 u ynpaBlieHHE BOICKaMH, YCIIEXM HUIPOKOB PEIKO 3aBUCAT OT BE3CHUS WU
HeBe3eHUs. B OCHOBHOM Bce pemaroT TaKTHKA, HABBIKM, HEOOXOAMMBIEC IJisi JTAHHON
UTPbI, U HaBBIKK PabOTHI B KOMaHze (B Cilydyae eclii urpa KoMmaHmHas). Bemgymummun
MUPOBBIMH JUCLMIUIMHAMH B KMOEpCIOpTe Ha CeroAHsIHNN aeHb sBistorcs: DOTA 2,
Counter Strike: Global Offensive, League of Legends, Starcraft 2, World of Tanks, Halo,

Call of Duty u Hekotopbie npyrue urpbl. UMEHHO TIO 3TUM UTpaM B HACTOSIIEE BPEMs
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IPOBOJSTCS TYPHUPBI, U OHM IPHUBIIEKAIOT CaMO€ OOJIBIIOE KOJIMYECTBO HIPOKOB U
3pUTENEN TI0 BCEMY MHUPY.

Ecnu mocmoTpers Ha B3aMMOJEWCTBUE YEJIOBEKA C KOMIIBIOTEPHOM HUIPOW B
KOHTEKCTEe Teopuu camonerepMuHanuu (SDT), Mbl yBUAMM, UTO UIPbI YAOBIETBOPSIOT
0a30Bble MOTPEOHOCTH YEJIOBEYECKOM JMYHOCTU. BHYTpeHHsAs MoTHBamus —
noOy>KJIeHUE K UTPe, BBI3BAHHOE C HHTEPECOM WJIU yIOBOJIBCTBUEM OT Mpollecca, U OHA
HAXOJUTCS BHYTPU UTPOKA, U JCUCTBYET U3HYTPH, a HE SBJISIETCS HCTOYHUKOM JIaBJICHUS,
pPacnoJIOKEHHOM BO BHEIIHEM MHpE (B 3TOM CIlIy4ae peyb UAET O BHEIIHENH MOTHUBALIUN).
VIMEHHO NpH HaJIM4YUKY BHYTPEHHEH MOTHBALIMN YEJIOBEK MOIAAET B COCTOSHHE ITOTOKA,
OMMCAaHHOE OcCHoBareneM Teopun mnotoka M. UYwukcentmuxaiu. [loBenenue,
OOyCJIOBJICHHOE  BHYTPEHHEH MOTHBAlMEH, OCYIIECTBISIIOTCA 1O  NPUHUUITY
CaMOIIO/IKPEIJICHHS], 3TO IOBEIEHUE CaMo MO ceOe SABISETCS AJIs YelIOBeKa U CTUMYJIOM
W Harpajgod, TOrja Kak TMoOBeJeHUEe, OOYyCJIOBJICHHOE BHEIIHEH MOTHUBAIIUEH,
OCYIIECTBIISIETCS pajy KaKOro-1100 BHEITHETO MOAKPEINICHUS — IPU3HAHUSA, IEHEAKHOTO
BO3ZHAIPaXKJICHUA U T. II.

OpHa U3 HEeHTPaNbHBIX UIEH TEOPUU CaMOJAETEPMUHALIMMA — UAES O TPEX 0a30BbIX
NOTPEOHOCTSX, JIeXKAIMX B OCHOBE BHYTPEHHEH MOTHBAMM M 00€CIeYMBAIOLINX
MICUXOJIOTUYECKOE OJIaronojlyune JUYHOCTU: MOTPEOHOCTh B KOMHEMeHMHOCMU,
MOTPEOHOCTh B Aa8mMOHOMUY Y TIOTPEOHOCTD B C8A3aHHOCHU C IPYTUMU JTIFOJbMHU [72].

Kak »3Tu moTpeOHOCTM MOJIy4arOT BO3MOXKHOCTH  yJIOBJIETBOPSTHCS B
KOMITbIOTEpHOU urpe? B urpe mpoine ObITh KOMIETEHTHBIM, MOCKOJIbKY OTpPAaHHUYEHO
KOJIMYECTBO HABBIKOB, HEOOXOIMMBIX Ui OCBOEHHUS, W, KaK TMpaBUiIO, WUrpoBas
peallbHOCTh AaeT BO3MOXKHOCTh ITPOOOBATh CHOBA M CHOBA, YTO MPUBOAUT K YBEJIMUECHUIO
KOMIIETEHTHOCTH 0€3 nepekuBaHus (paTaqbHOCTH COBEPIIEHHBIX OMKHO0OK. UTrpy MOXKHO
BCEr/la HayaTh 3aHOBO, CTATUCTUKY OOHYJUThH M MBITAThCS PEUINTH 33Jady cHayana. B
UTPe MOXKHO OBITh CKOJIb YTOAHO aBTOHOMHBIM, JIaXK€ B MHOTOINOJIb30BATEIbCKON UIpe
UIPOK BCEr/a MOXET JACHCTBOBAaTh B OJMHOYKY M CaM, PyYKOBOJCTBYSChH TOJIBKO CBOEH
Bosieil. HakoHel, MHOrOIosib30BaTeNbCKass WIpa MPEANOJAracT BKIOYEHHOCTh J1aXe

CaMOoro 3as/1JIOr0 MHIWBUIYAJIMCTa B COBMECTHBIC JEUCTBUSI, YTO MPOJUKTOBAHO CAMOM
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opraHu3aluei UrpoBoro mpoiiecca. Jlaxke uenoBeK, KOTOpbId B pEaJbHOM >KU3HU
UCIIBITHIBAET TPYHOCTH C YCTAHOBJICHUEM KOHTAKTOB U C OCYIIECTBICHHEM COBMECTHOM
JEATEIbHOCTH, B BUPTYaJbHOM MHUpPE OKa3bIBACTCS aBTOMATUYECKH BIIMCAHHBIM B
KOMaHJly UTPOKOB C OOIIMMHU 3ajayamu, oOlel nenplo. B uccienoBanun MoTuBaIuu
UTPOKOB B KOHTEKCTE TCOPHH CaMOJETEPMHUHAIIMN TIOKA3aHO, YTO BHIOOP OHJIAMH-UTPHI
KaKk crmocoba TMpOBEACHUS BPEMEHH OOYCIOBJIEH MPEUMYIIECTBEHHO BHYTpPEHHEH
MOTHUBAIIMEH, PUYEM 3TO HE 3aBUCUT HU OT T10JIa ¥ BO3pACTa UTPOKA, HU OT KaHpa caMoi
urpel [28]. A 3TO 3HAYUWUT, YTO XOPOIIME OHJIAWH-WUTPHI YAOBIETBOPSIOT 0a30BbIE
NOTPEeOHOCTH JIt0JIeH, OMIMCaHHbIE B paMKaX TEOPUU CaMOJIETEPMUHAIUY.

Takum oOpa3oM, OABO/ISI UTOT PACCYKICHUSIM O BIUSHUM KOMIIBIOTEPHBIX UTP Ha
MOTHBAIIMOHHYIO Cc(pepy JTUYHOCTH, MOKHO OOBSICHUTH IIUPOKOE PACIPOCTpPAHEHUE U
OOJIBIIYIO TIOMYJISIPHOCTh UTP TE€M, UYTO OHHM YCHEIIHO YIOBJIETBOPSIOT MOTPEOHOCTU
JUYHOCTH, HE TOJBLKO CUTYaTUBHBIC, HO U YHUBEPCaJIbHbIE, 0a30BbIe MOTPEOHOCTH. SpKO
BBIPDOKEHHbIE TOTPEOHOCTH B TPU3HAHUM, JOCTWIKEHUU Ycrexa, IPEeBOCXOJICTBA,
BO3MOXKHOCTH  CTaTh JIy4YIlIMM, MOTYT TIOJYYUTh CBOE€ YJOBJIIETBOPEHUE B

KHOEpPCIOPTUBHOM JesTeIbHOCTH [29].

1.2.3.3 KomnboTepHbie UTpbl U IMOLMOHAJIbHASA cepa JUYHOCTH

Camas oOcyk1aeMasi B HAy4HOM COOOIIECTBE TeMa, CBsI3aHHAs! C BIMSIHUEM UTP Ha
HYMOIMOHANIbHYIO c(hepy HTPOKOB, — 3TO Te€Ma HACWJIMS B UTPAX M TCUXOJIOTHYECKUX
MOCJICJICTBUMA yBJICUCHHSI TAKUMHU MrpaMu. Eci Obl BIMSHUE 3TUX UTP OBLI HACTOJIBKO
BEIIMKO, KAk JTO WHOTJA TMPEJCTABISETCS HEKOTOPHIMH aBTOPaMH, IOCIECACTBUS
IIUPOKOTO PACIIPOCTPAHEHUSI dTUX UTP OBLIM OBl /IS YeoBedecTBa TutaueBHbIMU. Ho,
TEM HE MEHee, €CTh MCCIICIOBAHUS, KOTOPhIE TTOKA3bIBAIOT CBS3b MPOSBICHUHN JFOABMHU

arpcCCuu B peanLHoﬁ JKU3HU C YBJICHCHUCM HUI'PaMU C HACUJIMCM, 4 CCTh UCCIICAOBAHUA,
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KOTOpbIE HE MOKa3bIBAIOT TAKOW CBSI3W WM TOKA3bIBAIOT CJIabyl0 CBSI3b ATUX JIBYX
SIBJICHUM.

K. Aunepcon u komieru ucnoiibzoBanu [lkany Bpaxknedonoctu (SHS), cocTostiyro
13 35 BbICKAa3bIBAaHUM, OMTUCHIBAIOIIUX arPECCUBHbBIC U BPAXKICOHBIE UYBCTBA, U IOy YU
3HAQYMMBIE Pa3Inyuus MO TOH IIKaJle MEXKIY JI0JIbMHU, UTPABIIMMHU B UTPHI C HACUITUEM,
U TEM, KTO UTpall B UTPhl 0€3 HaCWIMS. DTU PEe3yJbTaThl BOCIPOU3BEACHBI U B PsAJC
JPYTUX SKCIEPUMEHTAIIbHBIX PadoT.

B naGopaTopHBIX HCCIEIOBAaHUSIX, YYACTHHKAMU KOTOPBIX MPEUMYIIECTBEHHO
OBLIIM CTYJICHTHI aMEPUKAHCKUX KOJUIEXKEH, OBLIIO BBIJICIICHO JABE TPYMIBI UCIIBITYEMbIX:
OJIHM WTpajyd B UTPhl C DJIEMEHTAMU HACWIMS, JPYTHE — B WUIPbI, HE COJEprKallue
AJIEMEHTOB Hacuius. [Ipu 3TOM y UCHBITYEMBIX PETUCTPUPOBATIUCH OMOMETPUYECKUE
nokazarenu (UYCC u KI'P), a Taxke OHM 3amlOJHSIM TOCIE WIPhl OMPOCHUK,
MpeHA3HAYCHHBIN JUIsl OIEHKU arpeCCUBHOCTH, arpeCCUBHBIX MBICIEH, TMOCJE Yero
pe3yabpTaThl ABYX TPYNN CPaBHUBAIMCH MEXKAY cOOOM. 3HaUMMbIe pa3iuyus He ObLIU
oOHapy>keHbI. B 1pyroM ucciaenoBaHuu pocT arpeCCUBHOCTH B MBICIISIX ObLT 0OHApYyKeH
y UTPOKOB TMOCJIE YYacCTUsI B UTPax C HACWJIMEM, HO TOJBKO Yy T€X UTPOKOB, KTO MMeEI
MPEAPACTIOIOKEHHOCTh K arPECCUBHBIM MBICIISIM U JIEUCTBUSM JI0 3TOTO.

CranaapTU30BaHHOTO MHCTPYMEHTAPUS JJIsl UBMEPEHUS BIIUSIHUS UTP C HACUITUEM
JI0 CUX TIOp HeT [75].

['oBOpst O BIMSIHUM WUTP HA SMOIMOHAIBHYIO Cepy, TaKkKE MOKHO YHOMSHYTh
KOHLETILIUIO UCNONb308AHUSL U VOOBIEemMBOPEeHUs, TEKAIIyl0 B O00JaCTH TCUXOJIOTUU
MacCOBBIX KOMMYHUKaIMi. OCHOBHOW BONPOC HAYYHBIX IOMCKOB B PYyCIE€ 3TOU
KOHILIEMIMU: KAaK W IOYEMY JIFOAM HCHOJB3YIOT Macc-Menna. MOXKHO cKazaTh, 4TO
KOHIICTIIIUS UCTIOIb30BaHUS U YIOBIETBOPEHUS (DOKYCHPYET CBOE BHUMAHUE Ha MOTHBAX
MOBEJICHUSI MeauanoTpeouTeneii W BbHIOOpa HMMHU  ONPEACICHHBIX Meaua IS
YIOBJIETBOPEHUSI CBOMX MOTpeOHOCTel. OMUH U3 OCHOBHBIX MOTHBOB HCIIOJb30BaHMS
MeJlia — MOBBIIIEHUE HACTPOCHHS U YJYUIIEHUE CBOETO SMOLMOHAIBHOTO COCTOSHUS,

MOCKOJIbKY UT'PbI — SPKUH UCTOYHUK MOJOKUTENbHBIX SMouuid [137].
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Psin uccrnenoBaHuii BBISSBUIIM TPUYUHHO-CIIEACTBEHHYIO CBSI3b MEXKIY UIPOH B
JO0MMBIE BUACOUTPHI U MOBBIIMICHUEM HACTPOCHHUS M YIYUIICHUEM SMOIMOHAIBHOTO
coctostHUs. bonee Toro, mpeanonaraercs, 4YTo caMble SIPKUE MOJOKUTEIbHBIE SMOIIUU
00s13aHbl CBOMM BO3HMKHOBEHHEM HUIPOBOMY KOHTEKCTy. Hampumep, Urpoku uacto
OTKCHIBAIOT CBOM 3MOIMOHAILHBIE COCTOSHUS B IMPOIIECCE UTPHI B JIIOOMMBIE UTPHI B
TEPMHHAX, COOTBETCTBYIOIIUX COCTOSHHUIO IIOTOKA, onmrcaHHOMYy M. UnkceHTMuxanm —
COCTOSIHHUIO, KOTOPOE€ XapaKTepusyercs IIIyOOKMM TMOTPYKEHHEM B JEATEIbHOCTD,
UHTEPECOM, BHYTPEHHEW MOTHBAIlME€H, UYYyBCTBOM TIOJHOTO KOHTPOJS  Haj
OPOUCXOASIIUM U SIPKUMHU TOJOXKUTEIBHBIMH SMOIUSAMH. OJTO COCTOSSHUE HMMEET
MHO>KECTBO TOJIOKUTENBHBIX J(PQPEKTOB, BKIOYAS MOBBIIICHUE YyCIIEBAEMOCTH,
MOBBIIIICHHE CAaMOOIICHKH, CHMKEHHE TPEBOKHOCTU. B CBsI3M € ITHM MOSIBUINCH
TUIIOTE3bI O BO3MOKHOM IOJIOKUTEIBHOM BIMSHUM IMOTOKA, BOSHUKAIOIIETO B UTPax, Ha
KU3Hb YeJIOBEKa BHE UTPHI, OJHAKO OHU TPeOyIOT mpoBepku. Bo BTOpOil TaBe KHUTH
«Buneourpsl u kpeaTuBHOCTH» Bowman u Ferguson npuBoasT ¢pakTel, JOKa3bIBaIOLINE,
YTO UTPHI BBI3BIBAIOT COCTOSIHUE TIOTOKA. DTO MPOUCXOIUT ITOTOMY, YTO Urpa Ipejiaraet
YeTKUE W TIOHSATHBIC IIeNIM, JOCTHKEHHE KOTOPBIX SIBISETCS [JIs WTPOKA BIIOJHE
BO3MOXXHBIM, KpOME TOrO, OHM JAlOT HEMEUIEHHYI0 OOpaTHYIO CBs3b, a Iojaya
BU3YaJIbHON M CIIyXOBOW MH(POPMAIIUN OpPraHU30BaHa TAKHUM 00pa30M, YTO UTPOK MOXKET
CKOHIICHTPUPOBAThCSA HA 3aJade M HE OTBJIEKaThCsA. JIIOAIM B COCTOSIHMM MOTOKa
CBOMCTBEHHA BBICOKAsl COCPEIOTOUEHHOCTb, MIOBBIIIEHHAs: 0OCO3HAHHOCTh, OTBJIIEYECHHUE OT
CBOETO SI W TOJHAS TMOTJIONMIEHHOCTh pelIeHHWeM 3anadyu. Takum o0pa3oM, HUrpoBas
CUTyalus — NOAXOAIAsl CUTyalMsl J1JIs IOTPYKEHUS B COCTOSIHUE MOTOKa. [70].

[TonoxxurenpHbIE SMOLUH, MEPEKUBAEMblE JIOAbMH, TECHO CBS3aHBI C UX
cyObekTUBHBIM Onarononyuriem (wellbeing), mostoMy naxke ecinu MONOKUTEIbHBIC
HYMOLIMOHAJIbHBIE COCTOSHUSI HE TEPEHOCITCS HANpsSIMYyI0 M3 WUIPbl B PEAbHOCTD,
MOJIOKUTENbHBIE JMOIMHU, TOJy4YaeMble B TMPOILECCE WIPHI, BIUSAIOT Ha OOIIHA
HYMOLIMOHAJIbHBIN (DOH YeloBeKa, Ha €ro CyObEeKTHUBHOE OJaromojyuyue, OHU JENaioT
yesioBeKa Oosee cyacTauBeiM. OcTaeTcs BONPOC, HACKOJIBKO BIIMSIOT Ha CyOBEKTUBHOE

OJlaronojyyue Wrpbl, TPEOYIOIIHME JIUTEIBHOTO Y4YacTHs, JOJTOH BOBJIEYEHHOCTH.
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Hampumep, B pa3HOOOpa3HBIX HCCIENOBAHUAX IOKA3aHO, YTO UIPHI-TOJIOBOJIOMKHU
3aIyCKalOT MOJOKUTEIbHbIE 3MOIMU. HO 3T Urpel paccuMTaHbl Ha KpPaTKOCPOUHOE
amu3oauYecKkoe ydactre. OTHOCHUTENBHO JJIMTEIBHBIX CIOKETHBIX UIP TaKUX
HMIIUPUYECKUX JaHHBIX MOKA HET. Takyke ecTh PUCK, YTO MOJIOKUTEIbHBIE CAMOOTYETHI
O XOpOoIlleM HACTPOSHWHW TMPU HMCIOJIB30BAHUHM KOMITBIOTEPHBIX WUTP — 3TO Pe3yjbTaT
COBIAJICHUS: y YeTIOBEKa OBLIIO XOPOIlIee HACTPOECHUE U OH TIOUTPAJT B UTPY, TIOTOM CBSI3al
TU JiBa COOBITUS KaK MPUYMHHO-CIEACTBEHHBIC. Takoe MOXET ObITh, U TMOITOMY
HE0OX0oMMMBI OoJiee TIATEbHBIC, HANPUMEDP, JIOHTUTIOMAHBIC HCCICIOBAHMS, aHAIIN3
JTHEBHUKOBBIX 3aITUCEN UTPOKOB, KOTOPBIM MO3BOJIUT MPOCIEAUTh YCTOMYMBYIO CBSI3b UTP
M XOpOILIEro HacTpoeHus. M eme OauH CyleCTBEHHBIM MOMEHT — 3TO Ba)XHOCTh
WCCJICIOBAHMSI TOH CTETICHH YBICYCHHOCTH KOMIIBIOTEPHBIMH WTPAMH, KOTOpas YxkKe
CTAaHOBUTCS HE aJIalITUBHOM, a, HA0OOPOT, J€3aJallTUBHON, KOTOpasi MPUBOJUT K TOMY,
YTO PaAJOCTh W CYACThE MOTYT MEPEKHUBATHCA TOJBKO B HWIPOBOM KOHTEKCTE, a
JIOJITOCPOYHOE BIUSHUE UTPHI HA PEANTbHYIO KU3Hb CKOPEE HEraTUBHO.

Urpsl  crmocoOCTBYIOT ~ BO3HMKHOBEHHIO KaK  MOJIOKHUTENBHBIX, TaK H
OTPHULIATENILHBIX AMOIUN (CTpaxa, THEBA, pa3lipa)keHus, rmevaiu). Y>ke camo mo cede
W3MEHEHHE IMOIMOHAIBLHOTO (hOHA MOXKET paccMaTpUBATHCA Kak d(M(PEKT OT UTphl, HO
ecThb eme psa Apyrux 3¢GdekToB. 3aech padOTAIOT Te XK€ MPHUHIUIBI, KOTOpPHIE
CIpaBeIJIUBBI  JJI1 OOBIYHBIX (HE KOMITBIOTEPHBIX) WIP: UIPOBOH KOHTEKCT
MPENIOCTABIISIET BO3MOXKHOCTh PEryJUpOBaTh, KAaHAJIU3UPOBATh CBOM OTPUIIATEIILHBIC
OMOIIMH, YTOOBI JOCTUTHYTH II€JICH, TOCTABJIICHHBIX B Wrpe. Takum oOpa3oM, Hrpas,
YEJIOBEK TPEHHUPYET HABBIKM DMOIIMOHAIBLHON PETyJISINK, BhIpaOaThiBasi aJanTHUBHbIC
CTpaTeTuu — MPUHATHE, TIEPEOLICHKY CUTYaIlNH, perieHue npoodsieMsl. [lockonbky B urpe
OTH aJalTHBHBIC CTPATETHU TIPUBOAAT K JOCTIDKCHHIO KOHEYHOW TIENHd, OHH
MOJIOKHUTEIBHO TTOJAKPETUIIOTCS B TIPOIIECCE UTPHI.

CrpaTerus mepeoreHKH CUTYyaIluH C LEJbI0 YBUIETh B HEH HOBBIE BO3MOKHOCTH
JUISl MHOTHX KOMITBIOTEPHBIX WTp SIBIISIETCS O4YeHb BakHOUW. Hampumep, momynspHas
TOJIOBOJIOMKA OT TepBoro aunia Portal 2, B KOTOpo# WUTpOKy MpeasiaraeTcsi MPOXOAHUTh

JaOMPUHTHI B BHJIE€ MOMEIIEHUH, UCIOJIb3Ysl NPH B3aUMOJEHCTBUU C OKpYKarolen



44

cpenoit 3HaHue PU3NYECKUX 3aKOHOB. Kak TOJIbKO UTPOK OCBAaMBAET OJIUH MYTh PEIICHUS
rOJIOBOJIOMKH, TPaBUJIa U3MEHSIOTCS KOPEHHBIM 00pa3oM, BbIpaOOTaHHBIE CTPAaTErUu
CTAaHOBATCSA HEIPGPEKTHBHBIMH. OITO BBI3BIBAET Yy WUIPOKOB pa3oyapoBaHMUE,
OECIOKOMCTBO, HO B TO € BpEMs BBIHYXJA€T MX IEPEOICHUBATH CBOU MPOIILIbIE
CTpaTeruy M TMEPEKIIIoYaThCsd Ha HOBBIE MpaBwia. [I0CTOSSHHOE M3MEHEHUE CUCTEMBbI
IPaBUJI MBI MOXXEM HaOJIOaTh U B CIOKETHO-pOsieBbIX urpax tuna World of Warcraft,
rJ7ie, MePeKIIIouasCh MEXIy Pa3IMYHbIMU MEPCOHAXKAMU, KAKbIM U3 KOTOPBIX 00J1aaeT
YHUKQJIBHBIMU TIPEUMYIIECTBAMH W HEIOCTaTKaMM, UTPOK OCBAMBACT Pa3HBIC CIIOCOOBI
HMOIIMOHAJILHOTO pearupoBanusi U (opmbl moBeaeHus [89].

Takum 00pa3om, Urpa AaeT pa3zHOOOPA3HBIN SMOIMOHAIBHBINA OMBIT U TOMOTAET
HaXOJWTh aJalITUBHBIE CIOCOOBI MPEOJIOJICHUSI TPeBOrd M (pycTpaluu. A MeHee
aJanTUBHBIE CTPATETUH, HAMPUMEpP, JJIUTEIbHBIC BSUIBIC pa3ayMbsi, WUIPOUA HE
MOJKPETUIIOTCS.

Spxuit npuMep SKCIIEPUMEHTAILHBIX UCCIIEIOBAHUHN BIUSIHUS KOMITBIOTEPHBIX UTP
Ha PETyJISIUI0 SMOIMOHAIBHOTO COCTOSIHUSI — OKCIIEPUMEHTBHI, IPOBEJICHHBIE B
Muunranckom yHuepcuteTe. C MOMOIIBIO Pa3HBIX 3aJIaHUM UCCIIEI0BATENIN TOTPYKaJIH
OJIHUX CTYJICHTOB B COCTOSIHUE CTpecca, a APYrMX — B COCTOSIHUE CKYKH. 3aTeM UM
npeajiarainach Urpa — JETHIM CUMYJIATOP C BO3MOKHOCTBIO BEIOOpA UTPOKOM CII0KHOCTH
3ama4y. C MOMOIIBIO TECTOB H3MEPSIICA YPOBEHb CTPECCA/CKYKH IO M TIOCIE HUIPBHI.
OOHapyXUJI0Ch, YTO CTYJEHTHI BEIOUpAIH It ce0sl 3a/1a4i YMEPEHHON CII0KHOCTHU (HO
HE CJIMIIKOM JIETKHE) WU CII0KHBIE U TAKUM 00pa30M peryJIMpoBaid CBOE HACTPOEHUE,
perras 5tu 3aAa4uu. [locie urpsl B 00eux rpymnmnax ypoBHU CKYKH U CTpecca OblUIN HUXKE,
yem 710 Hee. [IprueM y cKyudaBIIMX CTYJIEHTOB HACTPOCHUE CHUIIbHEE BCETO YIIyYINaaoCh
IIpU BBIOOPE W PEIIEHUU CJIOXKHBIX 3a/1ad, a Y CTYJICHTOB B COCTOSIHMM CTpecca — MpH
BBIOOpE W PEIICHUH 3aJ1a4y CPeIHeH cliokHOCTU [69]. DToMy 3(pdekTy ecTh 00bsICHEHUE
B M3BECTHBIX TEOPHSIX MOTHBAIIMH, TJC MOAUYCPKUBACTCS, YTO PEIICHHUE 3a]ad HU3KOMN
CJIO’)KHOCTHU HE JIa€T YEJIOBEKY peajJbHOI0 MepekuBaHus ycmexa [53].

Eme omHOW XOpomed WILIIOCTPAlUEN CBSI3M UTP C CaMOPETYJSLHUENR MOMKET

MNOCIIYKUTh  KOPPCAIMOHHOC  HMCCICI0BAHMC, IMPOBCACHHOC  HTAJIbAHCKHUMH U
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aBCTPUKUCKUMHU yueHbIMU. OHU OOHAPYKUIM TOJIOKUTENBHYIO CBSI3b MEK/Y YBICUEHUEM
UTPOM B CTpaTErMu U CaMOPETYJISILUEN UTPOKOB (HE3aBUCUMO OT UX I10JIa, BO3pacTa,
JUYHOCTHBIX OCOOCHHOCTEH, yIOBJICTBOPEHHOCTH >KM3HBIO U T. 1.). UeMm uyarie OHH
UTPAJIM B UTPBI 3TOTO XKaHPa, TEM BbIIIE ObLIM UX 0aJUIbl B OPOCHUKE CaMOPETYJIISLUH.
OTHOCHTEINIBHO UTP APYTHX KAHPOB UCCIIEA0BATENN HE MOTYUHIIU TOJO0KUTENBHOMN CBA3U
[86].

B uccnenoBanusx (paHIly3CcKUX yUeHBIX M3 yHHBEpcuTeToB Mapcens u Jlnona
aKTUBHbIE W HE aKTHBHBIE TeWMEphl CPaBHHBAIMCH MEXIy COOON MO pa3iIuYHBIM
IIOKAa3aTeJIsIM SYMOLIMOHAJIBHOCTH 1 HABBIKAM 3MOLIMOHAIBHOW PETyJISILIMY, U3MEPEHHBIM
C MOMOILBbIO0 ONPOCHUKOB. OHU MOKAa3aiM, YTO T€ UCIBITYEMbIE, KOTOPbIE UTPAJIH YaIlE,
Jy4ylle KOHTPOJIMPOBAIM CBOM SMOIMHU IPU TOM, YTO OHU HCHBITBIBAIM OoJiee
WHTEHCUBHBIE DMOLIMH, YEM HE PETYJIIpHO UrpaBmue [87].

Takum 00pa3oM, B pa3HbIX MCCIEIOBAaHUAX OOHAPYKEHbl SP(GEKThl Kak
MOJIOKUTENBHOIO, TaK M OTPHULATEIBHOTO BIUSHUS UIP HA SMOLMOHAIBHYIO chepy

JINYHOCTH.

1.2.3.4 KomnbroTepHblie Urpbl U COLUAJIBHOE NOBE/ICHHE

BonbIIMHCTBO TeiMepOB UTPAIOT B UTPHI C APY3bIMHU, TUOO KOONEPUPYSICh, INOO
KOHKYPHPYS I JOCTHKEHUS LEIEN, BOIPEKU CTEPEOTHILY, UYTO TUITUYHBIN FEUMEP — ATO
COLIMAJIBHO M30JIMPOBAHHBINA YENOBEK, MPOBOASAIINI OOJBIITYIO YACTh CBOETO BPEMEHU B
OJIMHOYECTBE, 32 KOMIIBIOTEPHBIM CTOJIOM MJIM HA IUBAHE C IJIAHIIETOM WJIH TEIe(POHOM.
B 2016 rogy B nmonyJsisipHeieil COBpeMEHHOM MHOTOIOJIb30BaTeNIbckoil urpe League of
Legends KoIu4ecTBO aKTUBHBIX 32 MECSII] UTPOKOB MpeBbICHIIO 100 MUIITMOHOB YETIOBEK.
OT0 03Hay4aeT, 4yTo 00JIee OJHOIO MPOLIEHTA HACEJIEHHUS 3€MHOIO IIapa UIParT B ITY

urpy. OrpomHeiiel nomyJsipHOCTBIO MOJBb3YIOTCA Opay3epHble COLIMAJIbHBIE UTPHI B
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COILICETSIX M Ha MOOWIBHBIX YCTpOMCTBax, Hampumep, cepust urp The Sims, Tak
Ha3bIBAEMBIE «CUMYJISITOPBI )KU3HW» B KOTOPBIX MOYKHO CO3/1aBaTh CEMbU, BOCIIUTHIBATh
JeTel, ycTpauBarhcsi Ha padory. Tam J0aM WUrparoT HE B OJIMHOYKY, & HAaXOMSTCS B
UTPOBBIX cooOIIecTBax. PemieHus, KOTOpble UTPOKH MPUHUMAIOT B ITUX HIPOBBIX
COO0IIIeCTBaX, OCHOBBIBAIOTCS HA UX MPEACTABICHUSIX O TOM, C KEM CTOUT UMEThH JEIIO0, a
C K€M JIy4lll€ HE CBA3BIBATHCS, KOMY MOHO JOBEPATH, & KOMY HEJIb351, KAK MOKHO CTaTh
auaepoM U 3PGEeKTUBHO YNpaBisATh rpynmnoid. Urpoku ObICTPO OCBaMBaIOT COLIMATIBHBIE
HaBBIKH, HEOOXoaumble s A()PEKTUBHOTO B3aUMOACHCTBUS C JIIOJABMH, Oyaydd
Ype3BbIYAiHO BOBJICYEHHBIMHU B WUIPOBOM KOHTEKCT. Koraa dioauM UIrparT B HIPHI,
CIICIIMAJIbHO HAIIPABJIEHHBIC HA TOOIIPEHUE KOOIIEPAIUHU, TOAAECPKKHA U B3aUMOIIOMOIIIH,
OHHM OCOOEHHO yCIEUIHO Pa3BUBAIOT BAXKHBIE COIIMAIbHBIC HABBIKY [77].

B 2014 wpnanackue uccilenoBaTeld W3y4yalud B3aUMOCBS3b UIP COLMAIBHON
HAMpPaBJICHHOCTH W MPOCOLMATBHOIO TMOBEICHUSA, a TAKXKE MPOCOLUUAIBHBIX KA4ECTB
muuHoctd. Ha Beibopke Oosee 500 upiiaHICKUX MIKOJbHUKOB OHH MOKA3aJId 3HAYUMYIO
IIOJIOKUTEIIBHYIO B3aMMOCBSI3b MEXKJYy pEryJsipHOW UIPOM B UIPHl COLHUAIBHOMU
HAMPaBJICHHOCTH W MOCHEAYIOIIUMHU OLIEHKAMH 3MIATHUM, MOMOTAIOIIETO MOBEICHUS,
TEHJICHIIMM K YCTAHOBJIICHUIO ASMOIMOHAIBHBIX, JPYKECKUX OTHOLIECHUW. DMIIATHs
U3MEpPSIach C TOMOIIBK) ONPOCHHMKA, MPOCOLMAIBHOE IOBEACHHUE — C IOMOLIBIO
DKCIIEPTHBIX  OLEHOK  yYMTENeWh,  JPYyKECKHe CBA3M — €  [OMOIIbBIO
camooT4eToB. OueBUIHON CI1a00CTHIO TAKUX KOPPEISIUOHHBIX UCCIICTIOBAHUN SIBIISIETCS
HEBO3MOXXHOCTh JIONOJIJIMHHO YCTAHABJIMBATh MPUYUHHO-CJICACTBEHHBIC CBSI3U MEXKIY
spiieHusIMU. Kak oTMe4aroT caMu aBTOPbI, MOXKET ObITh, IIKOJIbHUKH, H3HAYAIBHO OoJiee
ODMIIATUYHBIE W CKIOHHBIE K HOPMATUBHOMY, [OMOTAlOLIEMY, APYKECTBEHHOMY
MOBEJICHUIO BHIOMPAIOT UTPhI COLMAJIBHON HampaBieHHOCTU. Ha 3T0 aBTOpHI MIPUBOSAT
arpyMeHT, YTO JIFOJIU, OCOOCHHO JETH, BRIOMPAIOT UTPBI CKOPEE HE MO COJEPIKAHMIO, A TIO
TOMY, HACKOJIbKO XOpOIlla TeMIUIeHas COCTaBIIAOIIAsl, HACKOJIbKO KpacuBa rpaduka,
HACKOJIbKO ONTUMAJIBHO BBICTPOEHA YEPEIa YCIIEXOB U MOPAKEHUM, HACKOJIBKO 3Ta Urpa
ceiyac MmomyJisipHa Ha PhIHKE, U HEBAXKHO, )KECTOKAs 3TO WJIU MPOCOLMaIbHas Urpa. ITo

MOATBCPKAACTCA U TEM (baKTOM, 4TO CaMU HUPJIaHACKHUC HMIKOJIbHUKH, YHaCTBOBABIINC B
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MCCIIEOBAaHUH, UTPAJIM B PABHOM CTENEHU KaK B MPOCOIMAIBHBIE UTPHI, TAK U B UTPBHI,
cojeprKalre 3JI1eMeHThl Hacuius [94].

Takum 00pa3oM, BEIBOJ, KOTOPBIM Mbl HE MOKEM CJ/I€JIaTh U3 UCCIIEA0BAHUI TAKOTO
TUMA, — YTO MMEHHO COLMAJIbHO-OPUEHTUPOBAHHBIE WIPbl Pa3BUBAIOT SMIATHIO H
JIPYKETOHOCTh U MOPOXKIAIOT MpocouuaibHoe nmoBeaeHue. Ho U3 3THX JaHHBIX MBI
BUJIUM, YTO NPEANOYTEHUE TAKUX WUIP CPEAU MPOYMX UIP, CKOPEE BCETO, pacIIUpsET
JIMAIa30H COLMAIbHBIX YyBCTB M NATTEPHOB IMOBEICHUS, OJKPEIUISET TOMOTAIOIEe U
KOONIEPUPYIOLIEECs IOBEJEHUE, CIOCOOCTBYET MOAJECPKAHUIO SMOLUOHAIBHBIX,
JPY’KECTBEHHBIX OTHOIIICHUM.

[TapagokcanbHO TO, YTO MOSIBICHHUIO MPOCOLMAIBHOIO MOBEICHHS CTOCOOCTBYIOT
HE TOJIbKO SIBHO COLIMAJIbHO-OPUEHTUPOBAHHBIE UTPbI, HO TAK)KE UTPbI, KOTOPHIE MOTYT
IIOKAa3aTbCsl AHTHUCOLMAIBHBIMA II0 CBOEMY COJEp)KaHMIO. Hampumep, ecim Urpsl C
AJIIEeMEHTaMHU HACUJIUS MPENO0JIaraloT COBMECTHBIE ACHCTBUSL UTPOKOB, B3aUMOIIOMOIIIb,
TO UIPOKHU, UTPAIOIINE B TAKUE UTPbI, IEMOHCTPUPYIOT KaK B UTPE TaK U BHE ee OoJee
IPOCOLIMATILHOE TIOBEJICHUE, YEM T€, KTO UTPAEeT B UTPhI O€3 2JIEMEHTOB HACUJIUS, HO U
0e3 xoomnepauuu [80, 108]. A yBiedueHHe UrpaMH C JIEMEHTAMU HACWIMS B IpyIIax
CHIKAET BpaXk1eOHbIe YyYBCTBA Y UTPOKOB MO CPABHEHMIO C TEMU, KTO UTPAET B 3TU UTPHI
B OJMHOYKY. VccienoBanus MOKa3bIBaIOT, UTO Urpa C 3JIEMEHTAMU HACWIIUA, KOTOpas
OCYUIECTBJISIETCS B PEXKUME KOONIEPALIMH U B3aWMOITOMOILU, PUBOJIUT K MOCIEAYIOIEMY
IIPOCOLMATIBHOMY MOBEICHHIO B PEAJIBHOM KU3HU U UTPOKH BIIOCIEACTBUU MOTYT JIaXe
MIPEOJI0JIEBaTh TAKUE CHJIbHBIE COLMaNbHBbIE 3(PPeKThl Kak 3(h(PeKT dyxaka, MO3BOISSA
UI'POKaM KOOIIEPUPOBATHCS C TEMH, KTO HE SIBJIIETCS YIEHOM MX Tpynnsl [77].

Henasno OIyOJINKOBAHHBIE DKCIIEPUMEHTAJIbHBIE WCCJIEIOBAHHUS
CBUJIETEIBCTBYIOT O TOM, UTO JaXke camble kecTokue nomysipusie urpsl (GTA, Call Of
Duty) HE B COCTOSSHUM HETaTUBHO BJIMSTH HA MTOCIEAYIOLIEE IPOCOLUAIBHOE TOBEACHUE.
Pe3ynbTaThl 3TUX UCCIEI0BAHUM KACAIOTCSl HEMEIJIEHHOT 0, KpaTKOBpeMEHHOT0 3 dexTa
OT COBMECTHOU UTPBI, HO OHU YKa3bIBAIOT HA MOTCHIIUAJIBHBIN TONITOCPOUYHBINA AP HEKT OT
PETYJIIPHOTO MPOCOIMAIBLHOTO, ToMoratoiero nopeAaeHus B urpax [121]. CouuanbHas

BBITOJTHOCTh KOOTIEPATUBHOIO TeUMILIES B OTJIMYME OT KOHKYPHUPYIOLIETO JTOJKHA OBbITH
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U3y4YeHa JIOHTUTIOJHBIMU METOJaMH, YTOOBI CTaJO MOHSATHO, KaK MMEHHO MOXKHO
MIPUMEHSTh 3TU 3HAHUS.

CounasibHble HAaBBIKM TaKXE€ MPOSBISAIOTCA B pa3HbIX (PopMax TrpakIaHCKOU
aKTUBHOCTHU: CIIOCOOHOCTh OPraHU30BBIBATH TPYMIbI U BECTH €AMHOMBIIUICHHUKOB K
obmrum 1iensiM. Hammpumep, i1 urpoka MOTYT OBITh BaKHBI HE TOJIBKO JIMYHBIC TIEJTH €T0
MEepCOHaXa, HO M LEJMU IeJOM pachl KakMX-TO CYIIECTB, OOMTaTENell KaKOro-TO
BBIMBIIJIEHHOTO TOCYIapCTBA, KAKOW-TO TJIAHETHI, TAIAKTUKHU. Py uccienoBanuii ObLTN
COCPENOTOYEHBI HA CBSI3U MEXKIY IPaXXJaHCKOW aKTHUBHOCTBIO U urpamu. Hampumep, B
HEKOTOPBIX UIpax WIPOKH 3aHUMAIOTCA OJaroTBOPUTEIBHOCTBIO, BOJIOHTEPCKOU
JESITENbHOCTBIO, PU3BIBAIOT IPYTUX T'OJIOCOBATh U TAK JAJiee.

Kpome Toro, urpasi B OHJIallH-UTPHI C APY3bIMH, POJICTBEHHUKAMU U HE3HAKOMBIMU
JIIOJIbMU, UTPOKH MOTYT OOIATHCS, HEB3UPAsl HA OOJIBbIIIME PACCTOSHUS, KYJIbTYPHbIE U
COIIMATTLHO-D)KOHOMUYECKHUE PA3IUYUS U MPEOJI0JIeBas A3bIKOBbIE Oaphephl, TEM CaMbIM
oOoraiiasi CBOM COITMAIbHBIN OTIBIT.

B wuccrnenoBanny TaWCKUX CTYJCHTOB, HM3Yy4YaBIIMX AHIJIMHUCKUN SA3BIK, OBLIO
MOKa3aHo, YTO MOCIIe MPUMEHEHHUS B 00YUaIOIINX HETSAX MOMYJISIPHOIN CIOKETHO-POJICBOM
OHJIAWH-UTPHI (HEMHOTO M3MEHEHHOW B 00pa30BaTENbHBIX IENAX, C HHCTPYKIHSIMH,
HalIeJICHHBIMHM Ha B3aWMO/ICHCTBUE U OOIIEHNE) CTYJECHTHI CTaJTd MEHEE TPEBOKHBIMU U
0oJiee TOTOBBIMH K KOMMYHHUKALIMM Ha MHOCTPAHHOM si3bIke [116].

B uccnenoBanuu, nmposeneHHOM yueHbIMH 13 Okcdopa Ha BeIOOopke okosio 5000
YYaCTHUKOB, U3MEPSUICS Pl (PAKTOPOB: CTENEHb BOBJICUEHHOCTH B KOMITBIOTEPHBIC
WUTPBI, CTENEHb MPOCOLMATIBHOCTH TMOBEICHUS, YAOBJIETBOPEHHOCTb  KU3HBIO,
SKCTEepHANM3AlMA / WHTEpHAIM3AIUs TIpo0sieM, coluanbHas amanrtamnus. Pe3ynbrarhb
HCCIICIOBAHUS TIOKa3ajd, YTO IMOJOXKHUTEIbHBIM WU OTpULIATENIbHBIN A(PeKT oT
KOMIIBIOTEPHBIX WIP HANPSIMYK 3aBHUCUT OT CTENEHU BOBJICYEHHOCTH, KOTOpas
M3MEPSETCA BPEMEHEM, 3aTPAUYUBAEMbIM HA UTPbI. 1€ UCHBITYEMbIE, KOTOPBIE YACISIN
HEOOJIBIIION 00beM BpEeMEHHM Urpam, 70 | yaca B JI€Hb, JEMOHCTPUPOBAIH JIyUIITHE
MOKa3aTeld [0  YyJAOBJIETBOPEHHOCTH KU3HBIO, COLUMAIBHOW  ajanTaluu U

MMPpOCONHAJIBbHOCTH IMOBEACHU, YCEM TC, KTO BOBCC HC MI'PAJI MJIX TPATUJI HA UT'PbI Oomblee
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KOJIMYECTBO BpeMeHU. Te JeTH, KOTOpble UTpaiu JOCTaTOYHO 4acTo (1-3 yaca B /ieHb),
HE OTJIMYAJIUCH MO0 3TUM IOKA3aTeNIsiM OT COBCEM HE UTPAIOIIMX, a T€, KTO UTPaJl OYEHb
yacto (Oosee 3 YacoB B JI€Hb), MOKa3bIBAJIM 00Jee HU3KHE IOKA3aTelM, YeM BCE
OCTaJIbHbIE TPYMMbl. JTU JaHHBIE MPUBEIU HCCIENOBaTEIC K BHIBOAY, UTO JIETKas
CTETICHb YBJICUEHHOCTH KOMIIBIOTEPHBIMHU UTPAMU SIBJISICTCS HAWTYUIIEH IS TTOJTYICHHS
MICUXOJIOTUYECKNX BBITOJ, a IO MEpe YBEJIMYEHUS 3aTpaT BPEMEHH Ha UIPHI,
MOJIOKUTENIbHBIN d(PPEKT yTpaunuBaeTcs, a Jajiee MOosIBISETCS OTpullaTebHbIi [114].

UccnenoBanusiMu BIUSHUS UTP HA MPOCOIUATBLHOE MOBEACHUE 3aHUMATUCh TAKKe
aBcTpuiickue ydeHole B yHuBepcutere HWHHCOpyka. OnHM  mnpoBenu  JBa
OKCIIEPUMCHTAJIBHBIX ~ HCCIEOBaHUS, B  KOTOPBIX  HCIBITYyEMbIC WIpPad B
MPOCOLMAIbHBIC, HEUTPAJIbHBIE U KECTOKUE UTPbl. Pe3ynbTaThl MoKa3zaiud, 4TO MOCIe
UTPbl B TPOCOIMAIBHBIE WIPhl, B KOTOPBIX TpENINoOiaraeTca Koomepamus |
B3aMMOINOMOIIb, UCTIBITYEMbIE OIIEHUBAIU CaMHU ceOs MO CIEHHAIBHO MPEJIOKEHHON
METOJMKE Kak O0oyiee TyMaHHBIX, YEJIOBEYHBIX, YE€M OHHM OLECHUBAIU ceOd 10
ucciaegoBanus [90].

B Yuusepcutete ['enra B benbrun Obuio mpoBeAeHO KaYECTBEHHOE UCCIIEI0BAHME,
B KOTOPOM B pe3yJibTaTe KOHTEHT-aHAJIN3a UTPOBBIX (POPYMOB BBISICHUIIOCH, YTO UTPOKHU
4acTO MUIIYT Ha Popymax, KaKue MOJOKUTEINbHBIC AP (HEKTHI OKa3allu UTPHI HA UX JKU3Hb
u ux gudHocTh. Cpemum HTUX 3(P¢eKToB camMOpa3BUTHE, TOBBIIICHUE YPOBHS
oOpa3oBaHus, TpPUOOpPETEHHWE 3HAHWM, TIOBBIINICHHE YPOBHS  CyOBEKTHBHOTO
OJlaromnojyuvs, a TakKKe UUBWJIM30BAaHHOCTH — MpHOOILIEHHWE K CcOoO0OIIecTBaM, K
HCKYCCTBY, K UTPOBOM KyJIbTYype U T. O. [67].

W, HakoHel, OTMETUM CaMO€ MPOCTOE, OUEBUAHOE U JIEKaIllee Ha MOBEPXHOCTU
NPEUMYILECTBO OHJIAMH-UTP: TaM UTPOKU HAXOMASAT cede Nipy3el, Oosee NoAXOAAIIuX UM
M0 WHTEpecaM, IIEHHOCTHBIM YCTaHOBKAM, YPOBHIO WHTEJUICKTa, YeM MHOTHE JIIOJIH,
OKpY’Karolle UX B peayibHOM XU3HU. B urpe, B KOTOPYy10 UTpaeT HECKOJIBKO MUJJIMOHOB
YEJIOBEK, IIIAHC HAMTH MHOTO MHTEPECHBIX U MOAXOSIINX IPY3€il TOpa3o BhIIIE, YEM B

IIKOJBHOM Kiacce u3 25-30 yenoBek, U3 KOTOPhIX HU OJUMH MOYET HE MOJOWTH Ha POJIb
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npyra. I3BeCTHO MHOT'O CUTYyaIlMii 3HaKOMCTBA JIFOJIEH B UTpaxX M MOCIISAYIOIINHN Iepexo

HUX OPYIKCCKUX OTHOILICHUU B PCAJIbHYIO )KU3Hb.

1.2.3.5 TepaneBrudeckuii 1 00ydaroumuii 3¢ PeKT KOMNbIOTEPHLIX UTP.

Cepbe3Hble UTPHI

B coBpemeHHBIX MOyOnMKanMAX BCE Yalle YHNOMHHAOT O TredMuduKanuu
W3HAYaJIbHO BOBCE HE HWIPOBBIX 00JIACTel BO3NEUCTBUS Ha 4yenoBeka. OCOOEHHO
aKTyaJleH 3TOT BOIPOC Uil MEOUIMHBI U oOpasoBaHus. CyliecTByeT THI WIp, Tak
Ha3bIBaEMbIE Cepbe3HbIe UTPHI (Serious Games), KOTOpble UMEIOT CBOEH OCHOBHOM LENbIO
HE pa3BJCYCHUE, a PEIICHUE KaKUX-TO ApYyruX 3axad. Hanpumep, OBBICUTh MOTHUBALIMIO
NAIMEHTOB K 3a00T€ 0 CBOEM 3/I0POBBE U YCKOPUTH TEM CaMbIM IIPOLIECC BBI3JOPOBIICHUSI.
Tak, urpa Pemuccus (Re-mission), co3ianHasi crieliaibHO AJIs I€TeH, OOJbHBIX PAKOM,
MO3BOJIIET UTPOKaM YINPaBJIATh (PAaHTACTUYECKUM HAHO-POOOTOM, KOTOPBIN CTpEsieT B
pakoBble KJETKH, YyOWBaeT BHUPYChl M OakTepuu, BbI3bIBAIOIINE HWHOEKIUIO,
KOHTPOJMPYET MPU3HAKH TOWIHOTHI U T. M. Tak Urpa y4uT AETEH NpUIIEPKUBATHCS
u30paHHOTO Kypca JieueHus. MccnenoBanus eTeil, UrpaBIIuX B 3Ty UTPY, MOKA3aIu UX
OOJBIIYIO MOJKOBAHHOCTh B BOIPOCAX, CBSI3AHHBIX C JIEYEHUEM paka, 0ojiee CTporoe
COOJTIO/IEHNE TPOTOKOJIA JIeUeHHUs, 00Jiee BBICOKYI0 caMOd(h()EKTUBHOCTD, YeM Y JCTEH,
urpaBmux B Jpyrue urpel. Ceiuac 3Toil urpod mnomaws3yrorcs Oosnee 200 ThicsSu
MAalMEHTOB, M OHA MPU3HAHA YCIIEIHBIM METO0M, TOMOTAt0IUM JedeHuto [106].

HccnegoBanue pereHepanyy HEWPOHOB I0KA3aj0, YTO KOMIIBIOTEPHBIE WIPBI
MOTYT OBbITh A(PGEKTUBHBIM CPEICTBOM Ui peaOUSIUTAllMM TPU HEBPOJIOTUUYECKHUX
3a00seBaHUSAX (MHCYIBT, IEpeOpabHbIN mapanud u 1p.) [83, 84].

Taxxe B psae MCCICOOBAHUU JIOJIEM IOXKWIOTO BO3pacTa IOKa3aHO, YTO

KOMITbIOTEPHBIE UTPBI, 0OCOOEHHO aKTHBHBIE (TaK HA3bIBAEMBIE €XErgames), 3aMeJIIIOT
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HEraTHBHBIE MPOLIECCHI, CBSI3aHHBIE C BO3PACTOM: yracaHue KOTHUTHBHBIX (DYHKIUH,
npobsembl ¢ coruanuzaruend [65, 110]. B o030pHOI cTaThe aBTOPHI, KOTOpPBIC
npoaHanu3upoBaiu 6osaee 20 SMOUPUUECKUX HCCIEAOBAHUHN, N3yUaBIIUX BIUSHUE UTP
Ha peadWIMTalMI0 TAlMEHTOB C pPa3HOOOpa3HBIMU 3a00JICBAaHUSIMH, OIMUCHIBAIOT
MHOKECTBO MOJIOKUTETBHBIX ) dexToB [106].

He menbmum notenmmanom obnanaet uaes reimudukanuu oopazoBanus. Hu ais
KOIO0 HE CEKpeT, 4TO JETU Topasno OwicTpee W 3(h(PeKTHBHEE yCBAaMBAIOT 3HAHUS,
MOJly4YeHHbIE UMEHHO B UrpoBoil (hopme. Ho 31mecy axknoTak BOKpYTr redMuukanuu
obnactell 370pOBbsl U 00pa30BaHUS JIOJKEH 00s3aTENBHO COMPOBOXKAATHCA HAYUYHBIM
MOATBEPKICHUEM TEPANEBTUYECKON MM oOydaromend 3(p(HEKTUBHOCTH TOM WM UHOU
urpbl. JIOJKHBI MPOBOAMTBCS MCCIEIOBAHUSA, OKA3bIBAIOIINE, JEHCTBUTEIBHO JIU
UTPOBOM croco® Tepanuu Wi o0yudeHusi Oonee 3(h(eKTuBEeH, 4YeM TpPaJIUIUOHHBIC
cnocoOpl. C Apyroid CTOpPOHBI, TIOCKOJBKY Bpaud MW YYUTENs HE SBISIOTCS
npoecCHOHANIHBIMU TeM-TU3ailHepaMU, WTIphI, HalpaBiCHHbIE Ha OOyYeHHE U
VIYUYLIEHUE 3I0POBbS, 3a4acTyl) JIMIIEHbBI TOW CaMOM W3IOMUHKH, TBOPYECKOU
JUHAMUKHA, KOTOpas TaK TMPUTATUBACT B TMOMYJISPHBIX pa3BICKATEIbHBIX HWIrpax,
BBI3BIBAET COCTOSIHUE TIOTOKA U TITy00KOe norpyxeHue. CaMmbIM IPEKPaACHBIM BApUAHTOM
OyleT B3aMMOJICUCTBUE TIeWM-IU3alHEpOB M Bpadeil, W yduTeled mJid CO3AaHus
JNEUCTBUTEIBLHO YBJICKATEIBHBIX M 3aTSITHBAIONIMX CEPhE3HBIX WP, HMEIOIINX

OYEBUHYIO OTPOMHYIO OOILIIECTBEHHYO MOJIB3Y.

1.3 UccaeqoBanuss MOTMBOB UTPOBOM AeSITEJIbHOCTH

1.3.1 UcTopus uccjieq0BaHusi MOTUBALIMU B NICUXO0JIOTUH

[TonsiTe «MOTHMBaLMA» OBUIO TECHO CBA3AHHBIM C TMOHSATHEM «IIOTPEOHOCTH
BIUIOTh A0 Hayana XX Beka. [Ipu 3TOM TNOTPEOHOCTHBIE TEOPUM MOTHBAILUU

IIPOTUBOIIOCTABJIAIINCH 6I/IXGBI/IOPI/ICTCKI/IM B3l aM Ha MOTHUBALUIO, COI'TIACHO KOTOPBIM
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MTOBEJICHHE MTPOTEKAET IO CXEME «CTUMYJI — PEAKIUs», U 3/1€Ch HA IEPBBIN IJIaH BBIXOIAT
pa3ApaxKuTeNlb KaK NpPUYMHA AKTUBHOCTH opraHus3Mma. C pacrnpoCTpaHEHUEM YYEHHS
3urmynaa ®peliga o 6Gecco3HATEILHOM M BIICUCHHSX YEJIOBEKA PELIAIONIYIO POJib B
OpraHu3alliy MOBEJEHUSl CTaJl MPUIHUCHIBATH OECCO3HATEIBLHOMY SJPY MCUXUYECKOM
KU3HU, O0OpazyeMOMy MOIIHBIMU BJICYCHUSIMU, B OCHOBHOM CEKCYaJIbHBIMU U
arpeccuBHbIMU. [l031HEE MOSBWINCH OMOJIOrU3aTOPCKUE TEOPUN MOTHBAILIMM, KOTOPHIE
oOpalajuch K MOHSATHUIO «MOTHBAIUS» TOJBKO I OOBSACHEHUS] NMPUYMH aKTUBHOCTHU
opranu3Ma [44]. Bo Bropoii mnosoBuHe XX BEKa TMOSBUIUCH KOTHUTUBHBIC
MoTHUBalMOHHBIE KoHIenuu J[x. Porrepa, I'. Kemnu, X. Xekxay3ena, /[>k. ATKMHCOHA,
JUIE  KOTOPBIX XApPAKTEPHBIM SIBIACTCA IMPU3HAHUE BEAyLICH POJM CO3HAHUS B
JNIETCPMUHALIMM TIOBEICHUS 4YelioBeKa. KOTHUTHBHBIE TEOpUM MOTHBALlMM BBEIU B
HAy4HbIA OOMXO/]] TAKME HOBBIC TIOHSATHUS KaK COIUATIbHBIE MOTPEOHOCTH, KOTHUTUBHBIE
(baKkTOpbl, KOTHUTUBHBIA JUCCOHAHC, >KU3HEHHBIC II€JIM, IIEHHOCTHU, OPHUCHTAIUS Ha
ycnex, u30eranue HeyJauu, YpoBeHb NMPUTA3aHuil. BOo MHOTMX KOTHUTHUBHBIX TEOPHUSX
MOTHBALIMU NPUHATUE PELICHUS CTAHOBUTCS LIEHTPAJIBbHBIM ICUXUYECKUM IPOLIECCOM,
0OBACHSIONMMM TTOBeaAcHUE [53].

MoTtuBanus B padoTax ore4ecTBeHHbIX y4eHbIX. JI. C. Beirorckuii cunrani, 4yTo
npoOJjieMa COOTHOIICHMSI BJICUCHUM U HUHTEPECOB SIBJISICTCS KJIIOYOM K TMOHHUMAHHIO
MICUXUYECKOTO PA3BUTHS MOAPOCTKA, KOTOPOE OOYCIOBJICHO MPEXKIE BCErO IBOJIIOIUEH
WHTEPECOB U TOBEACHUS peOeHKa, U3MEHEHHUEM CTPYKTYPbl HAINPABJICHHOCTH €ro
noseaeHus. OH NOAYEPKUBAJI, UTO UHTEPECHI HE SIBJISIFOTCS HABBIKAMU, KaK IOJarajiv B
TO Bpemsi MHOrHe Ticuxosoru. JI. C. Beirorckuit yaensst 60Jbiiioe BHUMaHUE BOIIPOCY O
«00pbrOe MOTHBOBY. OH OBLT OJTHUM U3 MEPBBIX, KTO Pa3IeIuiI MOTUB U CTUMYJI, HaIluCcal
0 npowu3BoJibHOM MoTuBaumu [46]. B 40-¢ rogpt XX Beka MOTHUBAIMIO, C TO3UIUU
«TeopuHU ycTaHOBKMW», paccMmaTtpuBai [. H. Y3unanze [33]. O nonarai, 4To UCTOYHUKaAMU
aAKTUBHOCTH SIBJISIIOTCSI TOTPEOHOCTH, KOTOPhIE OH TOHUMAJI OYE€Hb IIUPOKO (KaK 4TO-TO,
YTO SIBJISIETCS] HY>KHBIM JIJIsl OpraHU3Ma, HO 4eM OH He obiagaeT). CormacHO MHEHUIO A.
H. JleonTheBa, uenoBeueckas JeATeIbHOCTh MOJUMOTUBUPOBAHA. DTO O3HAYAET, YTO B

OJIHOM MOTHBE OMNPEIMEUYUBAIOTCS, KaK MPaBUIIO, HECKOJBKO MOTPEOHOCTEN B pa3HOM
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cTeneHu. biaarogapst 5ToMy CMBICII MOTHBA SIBJIIETCS CIIOKHOCOCTABHBIM U 33/1a€TCS €T0
CBSI3SIMU C PAa3HBIMHU MOTPEOHOCTSIMU. MOTHUBBI BBIOJHSIOT (PYHKIIMIO MOOYKJIEHUS U
HaIpPaBIICHUS JEATEIBHOCTH, a TaKXKE CMBICI000pa30BaHUSl — MPUAAHUS JIMYHOCTHOTO
CMBIC]Ia CaMOM JeATeNbHOCTH U ee KommoHeHTam. A. H. JIeOHThEB OTOXAECCTBISET
HAIPaBJISIONLYI0 U CMBICIIOO0pasyromryto Gyukmmn [37].

B xoHTekcTe TeopuM caMOJIeTepPMHHALIUU BBIJCNIACTCS JIBa THIIA MOTHUBALUU —
BHYTpeHHssi M BHemiHss. [loBeneHue, oOyCIOBIEHHOE BHYTPEHHEW MOTHBAIIUEH,
OCYIIECTBISIOTCSA MO MPUHLHUITY CaMOMOIKPEIUICHUS, CaMO 3TO IMOBEACHUE SBISETCS
JUIs 4eJIOBEKa W CTUMYJOM W Harpajod, TOorja Kak IIOBEJEHUE, O00YCJIOBIEHHOE
BHEITHEW MOTHUBALIMEH, OCYIIECTBISIETCSA Pay KaKOTO-TMO0 BHEIIHETO MOAKPETUICHUS
— MPU3HAHUSA, JCHE)KHOTO BO3SHATPAKICHUS H T. T.

KoMneTeHTHOCTh M camoeTepMuHaIs (aBTOHOMHUSI) — 3TO TE€ MEPBOCTEIICHHBIE
MICUXOJIOTHYECKHE TTOTPEOHOCTH, KOTOPHIE JIE)KAT B OCHOBE BHYTPEHHE MOTHBHUPOBAHHOM
akTUBHOCTU. [loTpeOHOCTHP B KOMIETEHTHOCTH W CaMOJCTEpPMUHALIMUU (ABTOHOMHUM)
o0ecrieunBaeT  BO3MOXKHOCTh ~ TIOHATHOTO  OOBSICHEHMsI  IIUPOKOM  olrnactu
UCCIIEIOBATENLCKUX U UCTIOTHUTENLCKUX THUTIOB MOBEJCHUS U UIEH O TOM, YTO MHIUBUIBI
CTPEMSITCS K PA3BUTHUIO CBOMX MHTEPECOB U CIOCOOHOCTEH [72].

ViMeHHO 13 HayalbHOTO pa3NnYeHHs] MOTHUBA M HHTEPECa BBIPOCIIO OoJjiee mo3aHee
pazBenenne A. H. JIeOHTbEBBIM MOTHBOB-CTUMYJIOB, MOOYXAAIOUIMX IOJIMHHBINA
UHTEpEC, HO HE CBSA3aHHBIX C HUM, M CMBICIO00pa3yIOIIMX MOTHUBOB, UMEIOUIUX IJIs
CyObeKTa JMYHOCTHBI CMBICI W B CBOIO O4YEpEAb MPUIAIONIMNX CMBICT JIEHCTBUIO.
CrienanbHbIN aHAJIW3 MOTHUBAIIMOHHBIX (DYHKIIMI MPUBEN K BBIBOAY O HEPa3phIBHOCTU
MOOYIUTENBHOW M CMBICI000pa3yromie (GyHKIMI MOTHBAa M O TOM, YTO MOOYXICHHUE
obOecrieunBaeTCsl HCKIIOUUTENIHHO OJ1aro/iaps MEXaHU3My CMbICTI000pa3oBaHus [38].

[TpocnexuBaroTCs SIBHBIC TAPAILIEITN MEXKIY PA3IMUYCHUEM JIBYX KJIACCOB MOTHBOB
B TEOpPHM JEATEIPHOCTH WM B TEOpUU caMmoaeTepMuHanmu. Ho aBTOpsl Teopuu
CaMOJCTepMUHAIIMM  TOCTENIEHHO TNPUIUIM K  OCO3HAHMIO, UYTO  OMHapHOE
MPOTUBOIIOCTABIICHUE BHYTPEHHEH W BHEIIHEW MOTHUBAIIMM HECOCTOSTEIBHO, U

NpCAJIONKUIN MOACIIb MOTUBAIMOHHOTO KOHTHHYYMA, KOTOpasA OIMIHMCBIBACT PAa3JIMYHBLIC
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dbopMbl MOTHUBAIIMM OJHOTO U TOTO K€ TOBEACHHUS — OT BHYTPEHHEW MOTHBAIIUH,
OCHOBAHHOW Ha €CTECTBEHHOM HHTEpece, J0 BHEIIHEH MOTHBAIlMM, OCHOBAHHON Ha
OKHJIAHUU «KHYTa» WIH «IPSHUKA» U aMOTHBAIUU.

CoBpeMeHHoOe cocTOsIHHE NPodJeMbl. B Teopun edaTenbHOCTH, Kak U B TEOpUU
cCaMOJICTEpPMHUHALINY, PA3TUYAIOTCSI MOTUBBI ICSITEILHOCTH (ITOBEICHUS), €CTECTBEHHBIM
o0pa3oM CBSI3aHHBIE C TPUPOJON CaMOW BBITIOJHICMONW EATEILHOCTH, KOTJa caM
IpoliecC ATOM JIEATETLHOCTH BBI3BIBAET MHTEPEC M APYTHE MOJIOKHUTEIbHbIE SMOIUU
(cMBICIOOOpa3ylolke, WM BHYTPEHHUE, MOTHUBBI), W MOTHUBBI, MOOYXKAAIOLIKe
JESTEILHOCTD B CHITY UX TPUOOPETEHHBIX CBSI3EH C YEM-TO HEMOCPEACTBEHHO 3HAUUMbIM
115 cyObekTa (MOTUBBI-CTUMYJIBI, WJIM BHEIIHUE MOTUBBI). B Teopuu nesTenbHOCTH
pa3BUBAINChH MPEACTABICHUS O KadecTBEHHON auddepeHunanuu (GopM MOTHUBALUHU
JEATEIIBHOCTH B 3aBUCUMOCTU OT TOrO, B KaKOW MEpE 3Ta MOTHUBAIUSl COTJIACYETCS C
MTyOUHHBIMU MOTPEOHOCTSIMU U C JIMYHOCTHIO B IEJOM. MICTOKHM 3TOro paszinyuyeHUs
MO>HO OOHapykuTh B padotax K. JleBuna u B paborax A. H. JleontbeBa 1930-x rr. B
no3aHux unesx A. H. JleonteeBa 0 BUsiax U GyHKIMSAX MOTHBOB MPEACTABJICH MOTHBIN
BAPUAHT 3TOW KOoHUenuu [19].

B Teopum camojeTepMUHALIMM  BBOASTCA  MOHATUS  MHTEPHAIM3ALHU
MOTHBAIMOHHOW  pPEryJsiiud U  MOTHUBAIIMOHHOTO KOHTHHYyMa, B  KOTOPBIX
MPOCJICKUBACTCS ~ JUHAMHMKA  «BpalllMBaHUs  BHYTPh  MOTHBOB, HW3HAYaJIbHO
KOPEHSIINXCS BO BHENTHUX TPEOOBAHMSIX, MPPEIEBAHTHBIX MOTPEOHOCTSIM CYOBEKTa.
KitoueBbIM 371€Ch SIBISIETCS TMOHATHE JIMYHOCTHOTO CMBICTA, CBSI3BIBAIOIIECTO IIEJIH C
MOTHBaMHU U MOTHUBBI C TTIOTPEOHOCTAMHU 1 TUIYHOCTHBIMU IIEHHOCTAMH [33].

Takxe B COBpEMEHHOM MTCUXOJIOTUY OMUCAHBI PA3JIMYUS MKy UMIUTMIUTHBIMA U
AKCIUTMIIUTHBIMU MOTHBAaMHU U METOJIAMH MX UCCJICIOBAHUS. DKCIUTUIIMTHBIE MOTHUBBI 110
OCO3HAHHBI, KOTHUTHUBHO TPOpabOTaHbl, KYyJbTYpPHO OOYCJIOBJIICHBI U TOJAMAIOTCS

MPSIMOMY M3MEPEHUIO C MOMOILBIO METOAOB, UCIIONIB3YIOMMX camooTyeT [138].
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1.3.2 UHTepec KAk MOTHBALIMOHHOE 00pa30BaHUe M OCHOBA UTPOBOIl MOTHBAIIUU

B ncuxosnoruu BbLAENAIOTCS CHEAYIOUIME TUIBI MOTHBALMOHHBIX OOpa30BAHMIA:
MOTHUBAallMOHHBIE COCTOSIHHUSA (HampuMep, KOTHUTHBHBIA JIMCCOHAHC, COCTOSTHUE
COMHEHHS U T. J.), MOTUBALIMOHHBIE YCTAaHOBKU (HAMEpPEHUE, MeUTa), MOTHUBAIIMOHHBIE
JUCIIO3ULINH, BICYCHUS, )KEIIAHUS, XOTECHUSI, CKIIOHHOCTH, IPUBBIYKH, HHTEPECHI.

Korna, B cumy 00cTOSITENBCTB, 4TO-THO0 MPHOOPETAET 3HAYMMOCTD JIJISl UeJI0BEKa,
OHO MO>KET BBI3BaTh Y HEIO MHTEPEC — CHEUU(UIECKYIO HAIIPABIEHHOCTb JUYHOCTH Ha
3TOT OO0BEKT WM sABJIEHHE. VHTEepec B MCHUXOJIOIMYECKOM CMBICIE SIBISIETCS
cnenu(UUecKord HaNpaBIE€HHOCTBIO JIMYHOCTH, MOOYKIAeT K COOTBETCTBYIOLIEH
JEATEIbHOCTH — 3TO MOTUB, KOTOPBIN IEHCTBYET B CUILY CBOEH OCO3HAHHOW 3HAYUMOCTHU
Y SMOLMOHATBHOW PUBJIEKATEIbHOCTH. MHTEpECHl, OOBIUHO CBSI3aHHBIE MEX]Ty COOOM B
JUHAMHUYHBIE CHUCTEMBI, pa3IMyaloTCi MO TIyOMHE, Cpeld HUX BCEerja HMEIOTCS
OCHOBHBIE (00s1ee 001IHEe) U MPOU3BOIHBIC (00JIEe YaCTHBIE).

Oco3HaHHBII WHTEpEC MpEeACTaBIsIeT COOOM MOTHUB, HaAMEPEHHE, CO3HATEIBHO
IIOCTABJICHHYO L1€J1b. FIMEHHO TO3TOMY MHTEPEC MOMENIAETCS B CHMCOK MOTUBAaLlMOHHBIX
oOpa3oBaHMId HE TOJBKO IICUXOJIOTaMH, HO U QuiocodpamMu u couuosnoramu. B
IICUXOJIOTUH HWHTEPECHl OTOXKIAECTBISUINCH TO C YMCTBEHHOW aAKTHUBHOCTBIO U
paccMaTpuBaIMCh KaK YHMCTO MHTEIJICKTyallbHOE SIBJICHHE, TO MOMEIIAJIUCh B cdepy
AMOIIMOHAJIBHBIX MEPEKUBAHUN U ONPEACISIIUCh KaK PalOCTh OT MPOUCXOASIIEro 0e3
3aTpyJHEHUN (QYHKIMOHUPOBAHUSA HAIIUX CHUJI, TO CBS3BIBAIUCH C (PEHOMEHOM
yenoBeyecko Bosd. O. TopHmaWk oOTMedal, 4TO HMHTEPECY COIYTCTBYET UYYyBCTBO
NOJbEMA, YMCTBEHHOIO BO30YXKIEHUs, MpUTSHKEHUE K npeamery. B. Maxgayron
CUMTAJI, YTO B OCHOBE BCSKOIO MHTEpPECa JEXKHUT BPOXKIACHHOE WHCTUHKTUBHOE
CTpEMJICHUE.

JI. C. BbITOTCKHMI TOJA UWHTEPECAMU MOHUMAT LEJIOCTHbIE JUHAMHYECKHUE
TEHJEHUWH, KOTOPBIE ONPEAEIIAIOT CTPYKTYPY HAIPABIEHHOCTH peakuuid yemoBeka. OH

paccMaTpuBall UX KaK KU3HCHHBIC, OPraHUYCCKHUC IMPOUCCChl, KOPCHAIHUCCA FHY6OKO B
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OMOJOTUYECKOM OCHOBE JIMYHOCTH W Pa3BUBAIOIIMECS BMECTE CO BCEW JUYHOCTHIO.
NMeHHO u3-3a yOeXJIeHHsI O TECHOW CBS3M HMHTEPECOB C OMOJOTHYECKOHM OCHOBOM
muyHocTH JI. C. BBITOTCKHI cuMTa, 4TO MHTEPECHl HE MPUOOPETAIOTCS, a PA3BUBAIOTCS.
Kak u K. JIeBUH, OH OTHOCHJI HHTEPECHI K KBa3UIIOTPEOHOCTSIM, T. €. K OTPEOHOCTIM
HEHACTOSIIIMM, HO KOTOpbIe OOJafaloT Takoll ke MNOOyAMTENbHOM CHIION, Kak |
HACTOSIIHNE.

C. JI. PyOunmteitH orMeuas, YTo MHTEPEC OTPpakaeT MOTPEOHOCTh, HO HE CBOJIUTCS
K Hel. [TorpebHOCTh oTpakaeT He0OXOIUMOCTD, @ UHTEPEC BBIPAXKACT JIMYHYIO MPUSI3HD
K 00BeKTy nelicTBUTeNbHOCTH. HO mpu 3TOM OH MUIIET, YTO YIIIyOMBIIUIICS MHTEpEC
MOET CTaThb NOTPEOHOCTHIO B OCBOCHHUH KaKOM-TO JI€ATEIbHOCTH, 001acTh 3HaHus. C
TOKU 3peHusi PyOuHIITEHA MHTEpEC — 3TO N30MpaTeIbHOE, SMOLUOHAIBHO OKPAILIEHHOE
OTHOILIEHWE 4YeloBeKa K paerctBuTenbHocTH; A. I'. KoBaneB yrouHsier, 4To 3TO
HMOIIMOHAJILHOE U TTO3HABATEIbHOE OTHOIIEHUE MOXKET OBITh TOJBKO MOJIOKHUTEIbHBIM.
B nmo0oM BuJie HHTEPECOB €CTh MOTPEOHOCTh U TMOJOKUTEIBHOE MEPEKUBAHUE ITON
NOTPEOHOCTH, ATO BXOJUT MPAKTHUECKH BO BCE OMpPEICTIECHUsI HHTEpeca, KOTOphIE Jat0T
pasznnuHble aBTOphI. [Ipu 3TOM €CcTh y3K0€ M MIMPOKOE MOHUMAaHUE MHTEpPECA: B Y3KOM
CMBICIIE MHTEPEC CBS3bIBACTCA TOJBKO C MO3HABATEIBHOW MOTPEOHOCTHIO, U aBTOPHI,
NOHUMAIOLIME HWHTEpPEC TaKUM O0Opa3oM, TMPU3HAIOT B €ro CTPYKType TOJbKO
[M03HABATEIbHBIC MHTEPECHI, @ B IIUPOKOM CMBICJIE HHTEPECHI CBAZBIBAOTCA U C IPYTUMU
NOTPEeOHOCTSIMU, a HE TOJILKO C MO3HaBaTeIbHBIMKU. HO Mpu 3TOM MHTEpECH! CBSI3aHbI HE
CO BCEMHU MOTPEOHOCTSIMHU, & TOJBKO C MOJIOKUTEJIBHO MepekuBaeMbiMu [33].

Urak, mHTEpEC MOHMMAETCS HEKOTOPBIMHU IICHMXOJIOTaMHU KakK Pa3HOBUIHOCTH
MoTuBa. Onpenensiss UHTEpPEC KaKk aKTUBHOE, M30MpaTEeIbHOE OTHOUICHUE JIMYHOCTH K
ONpEJEICHHOMY OOBEKTY JIeWCTBUTEIBHOCTH KAaK K YEeMY-TO JJii HEE LIEHHOMY,
MPUBJIEKATEILHOMY, MBI OTHOCHMM €ro K MOTHBAIlMOHHBIM oOOpa3oBaHusiM. MHTepec
OTNpeJeNsieT HaNpaBICHHOCTh BHUMAaHUS U MbICIed HAa OOBEKT B CHUJIy OCO3HAHHOM
3HAYMMOCTH Y SMOITMOHAIBHON MPUBJIIEKATEIILHOCTH 00beKTa HHTEpeca. Uepes uarepec
MOTPEOHOCTH TPUOOPETAIOT CO3HATEIBHYI0, «CMBICIIOO0PA3YIOIIYI0) CHITY, B pE€3YyJIbTaTe

Yero MOTHBAIIMOHHBIN MPOIIeCC MPUHUMAET SICHYIO U OMPEACIICHHYIO HAIPaBICHHOCTD.
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Oco3HaHHBIN UHTEPEC BBICTYIIAET KAK MOTHB, HAMEPEHHUE, CO3HATENIBHO MOCTABJICHHAS
nens. Hanpumep, B npeactasinenuu b. Y. JlonoHoBa nHTEepec-CKIOHHOCTH (MTOHUMAEMbIi
KaK MOJIOKUTEILHOE OTHOUIEHHUE K OOBEKTY WM CUTYyalluu) JNEUCTBUTEIBHO SIBISICTCS
CJIOHBIM MICUXOJIOTHYECKUM 00pa30BaHUEM, HATIOMUHAIOIIUM IO CTPYKTYpPE MOTHUB UJTU
MOTHUBAIMOHHYI0 ycTaHOBKY [33]. Jlecu u Pailan yTBep:kAaroT, 4YTO MHTEPEC «UTPAET
BKHYIO HAIPABIISIONIYIO POJIb B IOBEICHHUH, 00YCIIOBICHHOM BHYTPEHHEH MOTHBAIINCH,
KOTJja aKTHBHOCTb YEJIOBEKA OMPEAEIAETCA TEM, UTO EMY UHTEPECHO» [72].

Takum 00pa3oM, MpoOaHATU3UPOBAB UMEIOIINECS MHEHHUS TICUXO0JIOTOB 1O MOBOIY
dbeHomMeHa mHTEpeca, Mbl 3aKJIIOYaeM, 4TO OTBET Ha Bompoc «UTo sABisieTcs mjisi Bac
HanOoJIe€ UHTEPECHBIM?)» MOXET MOMOYb BBISIBUTH OCO3HABAEMbBIE CMBICIIO00Pa3yIOIINE
MOTHBBI B CTPYKTYPE€ MOTHBALMU JUYHOCTH. OCHOBBIBAsICH HA 3TOM MOJIOKCHUHU, MBI
pELIWJIM TIOCTPOUTH CBOE HCCIIEIOBAHME MOTHMBOB IIOBCEJHEBHOM XU3HU WUIPOKOB B

KOMIIBIOTEPHBIE UTPHI.

1.3.3 YcnemHocTs 1 KOHTPOJIb B KOHTEKCTe MOTHUBALIUM

YcnemHoOCTh KAk  MOTHBALMOHHOe  00pa3oBaHWe. YCHENIHOCTh  —
MOJINCMBICIIOBOE TIOHSTHE, paccMaTpUBACTCS HaMH KaK OJHO W3 MOTHBAIMOHHBIX
o0pa3oBaHUN JIMYHOCTH, KOTOPOE€ B COBPEMEHHOM (UI0CO(CKO-TICUXOIOTHIECKOM
KOHTEKCTE IIOHUMAETCS Kak:

- (opMupyrOIIICE KAPTHHY MHUPa B CO3HAHUN JTUYHOCTH,

- OKa3bIBAIOIIEE BIUSHUE HA €€ CAMOCO3HAHKE, YPOBEHD MPUTSA3AHUMN, YCTAHOBKH

- TIPEAIoJIararmIIee 0CO3HAHHYI0 aKTUBHOCTh JUYHOCTH MPU BHIOOPE 1EIH U MPUHIATHA
BOJICBOTO PEIICHUS.

I'oBopss 00 ycHemHOCTM B KOHTEKCTE MOTHBAIlMHA, B TIEPBYIO OUYepEIb
MIPEICTABIISICTCS HEOOXOAMMBIM YIIOMSHYTH ITPO MOTHBAITUIO JOCTIKEHUS. MoTHBAITUs

JOCTHXKCHHA — OJHa M3 paBHOBHﬂHOCTCﬁ MOTHBallUM JOCATCIBHOCTH, CBA3aHHaAs1 C
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NOTPEOHOCTBIO YENOBEKa J00MBaThCs ycmnexa W u30eraTh Heynad. VMccimenoBaHus
KOTHUTUBHBIX JCTCPMHUHAHT IIOBEJICHUS AOCTHIKEHHUS yCIEXa HAYMHAIOTCS BBEICHUS
MIOHATHS «JIOKyca KOHTpoJsD»» k. Porrepom. b. Baitnep npeamnosoxumi, 4ro BaxXKHO HE
TOJIBKO TO, KaKO€ IOCJIEJICTBUE UMEET JIEHCTBUE UEIOBEKA, HO U TO, KaK OH OOBSCHSET
IPUYHUHBI 3TOTO MOCIEACTBUS. DTO COOOPAKEHHUE MOCITYKHIJIO HAyajioM I CO3JAaHUS
BCeX aTpuOyTUBHBIX M0ax0/0B. b. BaitHep mokasan, 4Tto TO, Kak 4ejIoBeK OyneT ceds
BECTH, 3aBUCUT OT TOrO, KAKOTO MCTOJIKOBAaHMUS NPEIBIAYLIErO ONIbITa OH
NPUACPKUBACTCA, KAKOW y HEro arpuOyTWBHBIA moaxoa. OH BBENI JIBa OCHOBHBIX
[1apaMeTpa, 110 KOTOPBIM JIFOAU ONPEIEISIOT IPUYMHBI TEX UIIM UHBIX YCIIEXOB U HEyJau
B CBOEH JIESITEIBHOCTH:

- BHEIIHSA WM BHYTPEHHSS IO OTHOUIEHUIO K YEJIIOBEKY NPUYMHA, TAK, HAIPUMEP
BIMSIHUE JIPYTMX — MPUYMHA BHELIHSS, a COOCTBEHHbBIE YCWJIHS WM CIHOCOOHOCTH
IIPUYMHA BHYTPEHHSS

- CTAOUJIBHOCTD UJIM HE CTAa0MIIBHOCTH IPUYUHBI, HAIIPUMEP PaKTOp YCHUIIUN WU yAauu —
BHE 3aBUCHUMOCTHM OT €ro JIOKaJIM3alMU SBJSIOTCS HECTaOWJIbHBIMU, a (HaKTop

CHOCOOHOCTEH U CII0KHOCTD 3aa4i CTaOMJILHBIMU.

Takum 0o0pazom, JtOAM MPEUMYIIECTBEHHO H30EraroT TOW NeATeNbHOCTH, T
MPUYUHBI HEYJa4 UMU MCTOJIKOBBIBAIOTCS KaK CTAOMJIbHBIE U BHYTPEHHUE, HAPUMED,

MPUYUHOM SIBJIIETCS HEIOCTATOK CIIOCOOHOCTEM.

M. Cenurman nonojuui uaeu b. BaiiHepa, v BBEJ MOHSATHUE MECCUMUCTUUECKOTO
U ONTUMHUCTUYECKOTO OOBSICHUTENBbHOTO CTWis. OH BBIACTWI TpPU MapaMmeTpa, Mo

KOTOPBIM JIFOAY UHTEPIPETUPYIOT UCXOJ TOW WIIM UHOW CUTYAlUHU:
- IOCTOSTHCTBO TOW WJIM MHOW MPUYHHBI (aHAOT cTabunbHOoCcTH Y b. Baiinepa)

- IIUPOTa IPUYUHBI, TO €CTh YHUBEPCATBHOCTh (IPUUYKMHA OTHOCUTCS KO BCEM O0BEKTaM

WJIU TOJIBKO K HEKOTOPBIM)

- IEpCOHANM3AIMS, TO €CTh JOKAIU3alMs IPUYMHBI BOBHE UJIM BHYTPU CyObEKTa
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HCXOI{H N3 TOI'o, KaK MMCHHO YCJIOBCK OIIPCACIIACT ITPUYIMHBI ITIOCTUTTIUX €T0 HCY a4 UJIN

JOCTUTHYTBIX YCIICXOB, MOKHO YBCPCHHO ITPOTHO3UPOBATH €TI0 ITOBCACHUC.

Cy0beKTHBHAS OLIEHKA YCIIENTHOCTH B KOHTEeKCTe MOTUBaIuu. [I[pobiemMaTuky
JTOCTHXKEHUSI B KOTHUTHUBHO-OMXEBHOPAJIBHOM KOHTEKCTE TAaK)KE OIKMCHIBAET TEOpHs
camoddexktuBHOCTH A. banmypbl. OH TNPEANONIOXKUI, YTO KIIOYEBHIM (HaKTOPOM
SBJIICTCSI HE TIPOCTO BEpa B JIOCTHIKEHUE YyCIeXa, WIM HaIekJa Ha yCHeX, WU
NPUBJIEKATEILHOCTh 1I€JIM, a BEpa B TO, YTO YEJOBEK CIOCOOEH OCYIIECTBUTh
NEeATEeIbHOCTh,  KOTOpas  MOXKET  TPUBECTH K  JKEJaeMOMY  Pe3yibTary.
Camo3(h(PeKTUBHOCTH HE CBOJUTCS K HABBIKAM HJIA CTIOCOOHOCTSIM YEJIOBEKA, a CBOUTCS
K TOMY, 9YTO OH O HUX JyMaeT, HACKOJbKO KOMITIETCHTHBIM ceOs OIIYIIAeT, B MPOIIECcCe
nesTenbHOCTH. A.  baHmypa momuepkuBaeT, dYTO caMO3(p(EKTUBHOCTh KacaeTcs
Oynyiero, a He MPOIIJIOT0, STO MPOTHO3 CHPABISAIOCH UK HET, caM03(d(HEKTUBHOCTh
MTOKA3bIBACT OIICHKY CBOEH KOMIIETCHTHOCTH, a HE SBIIACTCS JIMYHOCTHOM YEPTOU WM
nucniosuniend. Teopus camMod(PEKTUBHOCTA MPOTHOZUPYET, YTO JIIOAU OyayT
y4acTBOBAaTh B CUTYallUsIX, C KOTOPBIMH, KaK OHM CUHTAIOT, OHM MOTYT CIIPABUTHCS U
OynyT n30eratb CUTyaIuii, ¢ KOTOPBIMH OHU CIIPABUTHLCS HE MOTYT.

Boiiensior ypoBeHb, 000OIIEHHOCTh M CHIy caMOd((PEKTUBHOCTH. YPOBEHB
MOKAa3bIBACT, HACKOJIBKO TPYIHBIC 33/IaHUS B OHOU M TOM kK€ 00JIaCTH YEIOBEK IOJIaraer,
YTO MOKET peminTh. OO00IIEHHOCTh MOIpa3yMeBAET OOMIYI0 caM03(P(PEKTUBHOCTb, WU
rI100agpbHy0, Kacalollylocs Bepbl MHIWBHJA BOOOIIE B CBOM CIIOCOOHOCTH,
caMod()(PEKTUBHOCTh  KacCaloIIylOCs KaKOW-TO U3 o0jacTedl  AesTeIbHOCTH U
caM0d(PGEeKTUBHOCT, B KOHKPETHOM Jieieé B KOHKPETHBIX ycioBusx. Cuia
caM03(HEeKTUBHOCTH OTPAKAET CTENEHb YBEPEHHOCTH B TOM, YTO YEJIOBEK CIIPABHUTCSI C
3amaueii. UMeHHO OT critbl caM03(()EKTUBHOCTH 3aBUCHUT, CACTCS JIM OH TEPe JIUIIOM
TPYAHOCTEN WM TPOJOLKUT JericTBoBaTh. CornacHo koHuenuuu A. banmypsl, s
TICUXMYECKOTO 37I0POBBS U XOPOIIET0 CAMOYYBCTBHUS BaXKHBI HE CTOJIBKO OOBCKTHBHBIC
pe3ynbTaThl caMu MO ceOe, CKOJIbKO MX WHTEPHpEeTanus KOHKPETHBIM YEJIOBEKOM U

OXXKHUAaHus yCricxa, IoJIOKUTCIIbHBIX PC3YJIbTATOB COOCTBEHHBIX I[GﬁCTBHfI.
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B nocneanuie roapl MHOTHE OTE€UECTBEHHBIEC MCCIIEA0BATENN BCE YaIlle MPOSIBIISIOT
HHTEpeC K MpobiieMe aTpuOylnuu ycnexoB U Heyaau [21, 36]. M3ydanack camoolieHKa
aKaJIeMUYECKOM KOMIETEHTHOCTA MIIAJIIIUX IIKOJIBHUKOB CKBO3b MPU3MYy aTpuOyIUU
y4eOHbIX ycrnexoB U Heyaad [7]. OTMeuanach 3aBUCUMOCTh JTOCTHXKEHHUM B KaKOW-THO0
chepe NeATenTbHOCTH U WCIBITHIBAEMBIX TPU ATOM AMOIMH OT aTpPUOYIIMU YCIIEXOB H
Heynad [20]. Bricka3piBasachk uies 0 BO3SMOXXHOCTH U3MEHEHUS BU/IA U THIIA aTpUOYIIHH
MO/ BJIUSHUEM SMOIMOHANBHBIX COCTOSIHUM W TOJ] BO3JIEUCTBHEM YCTaHOBOK [41].
[TpoGnema CyOBEKTUBHOM OIICHKHM CBOEH YCIENIHOCTH MOAPOOHO paccMOTpeHa B
nicuxosioruu cnopta [17]. [IpuMeHUTENBHO K UMILTALIUTHBIM U 3KCITUIIUTHBIM MOTHUBAM,
CBSI3aHHBIM C TEMOM JIOCTUKEHUSI ycrexa, ObLIN MOKa3aHa MOJIOKUTEIbHASI KOPPEIISIIIUs
MEXJy UMIUTMIUTHBIM U JIEKJIApUPYEMbIM, MPUIKUCHIBAEMBIM Cce0€ CTPEMIJICHHUEM K
ycnexy [122].

Cy0beKTUBHBI KOHTPOJIb B KOHTEKCTe MOTHBANMU. UyBCTBO KOHTPOJIS.
[IpoGnemaTuka MpoU3BOJIHLHBIX MEXAHU3MOB BHUMAHHUSI U TIAMATH y TeMEPOB MOIBOIUT
K TE€ME€ KOTHUTHMBHOIO KOHTPOJSL M €ro CBS3U C KOMIIBIOTEpHBIMU urpamu. llox
KOTHUTUBHBIM KOHTPOJIEM TMOHUMAIOTCS (YHKIMU, OTBEUAIOIIME 3a YMpaBJICHUE
L[€JICHAINPABICHHBIM TOBEeACHUEM 4enoBeka. Cpeln HUX — MPOILECCHl MPOU3BOJIBHOM
WHULIMAIUMY, YIOPSI0YEHUs, KOOPAUHAIIUY U MOHUTOPUHIa KOTHUTHBHBIX MPOIECCOB
[12]. @yHKUIHUM KOHTPOJIA OTBEUYAIOT 3a MEPEKIIOYEHUE MEXKIY BUIAMH JESITEIbHOCTH,
MOJJIEPKAHUE TEKYIIEeH AEATEeIbHOCTH, MOJABJICHUE CTOPOHHUX HMIYJIbCcOB [126].
KOrHUTHUBHBIN KOHTPOJIb Y4YacCTBYET B OCYILECTBICHUU 000N AEATEILHOCTH W
omnpezaensieT ee ycnemHocts [10].

UYysctBo koHTposis (Sense of Agency) — mepexxuBaHue cels Kak CyObeKTa
MIPOU3BOJILHOTO JCHCTBUS, COBEPIIICHHOI'O HAMH, U Ye€pe3 ATO AEHCTBUE — KaK MIPUYUHBI
MPOUCXOJIAIINX B OKPYXaroIleM MUpe usMeHeHuil. Hapsiny ¢ HamepeHueM COBEpIIUTh
JIEUCTBUE «YYBCTBO KOHTPOJISD» COMPOBOKIAACT KAXKIABIA NMPOU3BOJILHBIN JBUTATEIIbHBIN
aKT, TO €CTh MPOTUBOIOCTABISIOMUNACS PEPICKTOPHBIM JIEUCTBUSIM W aBTOMATHU3MaM.
Bo3MOXHOCTH BBIOOpa JEHCTBHUS YCHIIMBACT «YyBCTBO KOHTPOJISH», BO3MOKHOCTH

BIIMSHUS APYTUX areHTOB — CHKaeT [104].
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IIpy »TOM wHMerOlIIMECsS Ha JAHHBIA MOMEHT MCCIEAOBaHUSA MPEANOIaratoT
JUTUTENIbHYI0 paboTy MO YOEXKIIEHUIO YeTIOBEKAa B TOM, YTO HE OH SBIJISIETCS CyOBEKTOM
MPOU3BOJAMMOTO WM JCHCTBUS WA, HAOOOPOT, OH SIBISETCS CYOBEKTOM JEHCTBHSI,
KOTOpoe coBepui Japyroi [128]. B ucciaeqoBaHusix 4yBCTBa KOHTPOJISI MHOTOKPATHO
MOKa3aHO, YTO YYBCTBO KOHTPOJSI HAJ PE3yJIbTATOM JEUCTBUS BO MHOT'OM 3aBUCUT OT
XapaKkTepUCTUK OOpaTHOM CBA3U. ODKCIEPUMEHT IOKa3bIBAET, Kak oOpaTHas CBS3b,
COMpsDKEHHAass ¢ 00JIbl0, BIMSIET HAa HMMIUIMIIMTHO U3MEPEHHOE YYBCTBO KOHTPOJIS:
BO3MOXKHOCTh KOHTPOJUPOBATh OOpPATHYIO CBS3b YCHJIMBAET YYBCTBO KOHTPOJIS,
0COOEHHO eclii 00paTHasi CBSI3b MIPUYUHSIET 0O0JIb.

Kak cootHOCcsTcs uyBcTBO KOHTposiss (SOA) H yCHEIIHOCTh, a TakKke
YIOBJIETBOPEHHOCTh CBOEH JI€ATEILHOCTHIO, MOKHO YBUJIETh HA TPUMEPE IKCIIEPUMEHTA
c BbIOOpOM KapT. B skcnepumeHTaibHOM HcciieqoBaHuu SOA TOJUTaHIICKUE YUYEHbIE
MOKa3ajau, 4YTO WILIIO3US KOHTPOJSL OMPEACISIETCS JIOKHBIM YOEKICHUEM JIIOJEH, 4TO
KaKue-TO UX JCHCTBUS MPUBOIAT K OMPEAEICHHBIM MOCIEICTBUAM (MILTIO3HUSI aBTOPCTBA
— CBsI3b UyBCTBAa KOHTpOJIA C arpulOymueit cede). UyBCTBO KOHTpOJISI ¢ BO3PACTOM HE
CBSI3aHO, a 3aBUCHUT OT KOHIPYPHTHOCTH OOpAaTHOW CBSI3M COBEPIICHHOMY JEHCTBHIO.
Wnnio3ust KOHTPOJIA HaAJ CIy4YalHBIMU COOBITUSMH HAa3bIBACTCS HCCIEIOBATEISIMU
«Maru4eckoe MulluieHue». Nito3ust CHUKaeTcs ¢ BO3pacToOM, B OCHOBHOM, Maru4eckoe
MBIIIIEHUE CBOMCTBEHHO ACTAM [125].

UyscTtBo KOHTpOJs (Sense of Agency) y nered pa3inyaeTcss B 3aBUCUMOCTH OT
CUTyalldd, TO €CTb HE€ SBJISIETCS CBOOOJHBIM OT KOHTEKCTa (PEHOMEHOM, a
paccMaTpUBaeTCd KaK BBICOKOYPOBHEBBIM MPOLIECC, CBSI3aHHBIA C KOHTEKCTOM.
B otedecTBeHHON TICMXOJOTUM OBLT OmNMUcaH ()EHOMEH CaMOKOHTPOJISl, KOTOPBIN
BBICTyNaeT Kak (YHKIMS KOMIIEHCAIIMM BEPOATHBIX OIIMOOK, HapylIeHUH B
JESATETLHOCTH M OCYIIECTBISCTCS MyTEM MPOBEPKH CyOBEKTOM CBOUX ACHCTBUHN, WX
JTyOJIMPOBAHUS, YCHICHHUS! 3HAUMMOCTH THOCTUUECKUX JABUKEHUM, YTIITyOJICHHON OIICHKH
OKHJIA€MOTO pe3yJIbTaTa M UCIIOIh30BaAHUS ITOU OIIEHKHU 10 MEXaHU3MY OOpPaTHOU CBS3H
TS KOPPEKLMH KOHKPETHBIX YIPABIAOLINX BO3/ICHMCTBUU.

[To muenuro I'. C. Hukudoposa, caMOKOHTPOJIb TIPEACTaBIsICT COOOM OJHO W3 3BEHBEB
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3aMKHYTOTO KOHTypa CaMOYMpaBJICHUS WM CaMOPETyJsiuu, (yHKIMOHAIbHBIM
Ha3HAYEHUEM KOTOPOTO SBIIAETCS YCTAHOBIICHHE CTENEHU PACCOTIIACOBAHMS MEXKIY
ATAJOHHBIM (WM 3aJlaHHBIM) W KOHTPOJMPYEMbIM 3HAYECHUEM TEX WJIM HHBIX
TEXHUYECKUX, MICUXOJIOTUYECKUX, (bU3HOTOTUYECKHUX apaMeTpoB.
Bce npucymme 4enoBeky NCUXUYECKUe SIBIICHUS MOABEPKEHBI BIUSIHUIO CAMOKOHTPOJIA
WM WCHOJIB3YIOTCS B 3TOM Ipouecce. B 1menom psae uccnenoBaHUM MOKAa3aHO, KaK
OCYUIIECTBJISICTCSl JaHHAass (PYHKIUS TpU BOCHPUATHU HHPopManuu, (HOpMHUPOBAHUU
MICUXWYECKUX O00pa3oB, pEIICHUH TMPOAYKTUBHBIX W HENPOAYKTHUBHBIX 3ajad,
OCYIIECTBJICHUH aHTUIIUIUPYIOMUX GYHKINNA, OpraHu3allii BHUMAHUA U T. 1. [42].

Hogeitmme nccnenoBanus CBs3U YPOBHSA CAMOKOHTPOJIA C UTPOBOM MOTUBALIMEN U
UTPOBOM 3aBUCUMOCTBIO MMOKA3aJIM, YTO CJIA00CTh CAMOKOHTPOJIS B COYETAHUU C BHEIIIHEH
MOTHUBAIIMEN Y UTPOKOB CIIOCOOCTBYIOT Pa3BUTHIO U 00JIe€ TSKEIOMY TEUECHUIO UTPOBOM
3aBucumoct [109].

HccnenoBanusi MEXaHU3MOB KOTHUTHBHOTO KOHTPOJISI MOKA3bIBAOT, YTO CEAHCHI
pPa3BUBAIOIINX KOMIIBIOTEPHBIX HWIP TOJIOKUTEIBHO BIMSIOT HAa MPOU3BOJIBHOE
TOPMOYXEHUE HEBEPHBIX PEAKLUUNA M CIOCOOCTBYIOT MHAYKTUBHOMY MbIIUIEHUIO [127].
Hpyrue uccienoBaHus MOKa3bIBalOT BEICOKYIO CIIOCOOHOCTH TeMMEPOB K 3P (HEKTHBHOMY
MOJIABJICHUIO UPPEJIEBAHTHBIX CTUMYJIOB B MPOLIECCE OCYIIECTBICHUS AEATEIILHOCTH, YTO
MO3BOJISIET BBIIBUHYThH MPEAMNOJIOKEHNUE O TOM, YTO TerMephl SOPEKTUBHO BHITIOIHSIOT
3aIaHUsl B TE€CTAX HA JUArHOCTUKY KOTHUTHUBHBIX CTHJIEH, MOCKOJIBKY TaKHe 3aJaHUs
YyBCTBUTEIBHBI K pAa00TE MEXaHU3MOB HEMIPOU3BOJILHOTO KOHTPOJIs1. Hanbosnee sipko 3To
NPOSIBJISIETCST  TIPU  PACCMOTPEHUU KOTHUTHUBHBIX  CTUJIEH  «I10JIE3aBUCUMOCTH /
MOJICHE3aBUCUMOCTDY W «THOKWM / PUTHIHBIA ITO3HABaTEIbHBIA KOHTpOab» [10].
N3BecTHO, YTO HMEHHO OTH CTWIM HaumOoJiee SBHO CBS3aHbl C MEXaHU3MaMU
HEMPOU3BOJIBHOTO TOPMOKEHHSI UPPEJICBAaHTHBIX JeUCTBUH [S35].

B ncuxosiorndeckon nuTeparype IMPOKO PACIHPOCTPAHEHO MNPEMIIOIOKEHUE O
BBICOKOM UMITYJIbCUBHOCTH T€iiMepOB (B HanboJiee 00IIIeM BHJIE MO UMITYJIbCUBHOCTHIO
MO/Ipa3yMeBaeTCsl MHANBUyalIbHAs CKJIOHHOCTh COBEPIIATh HEOOAYMAHHBIC MOCTYIIKH

o BIusiHUEM MoMmeHTa). Ho B mccienoBaHUsAX KOTHUTHUBHBIX CTUJICH TeiMepoB ObLI
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CACJIaH BBIBOJ, YTO BBICOKHC IIOKa3aTCJIn FGﬁMGpOB npun pPCIICHUN Sa,ZIaHI/Iﬁ Ha
KOTHUTHUBHBIC CTUJIN, IIPCAIIOJIOKUTCIBHO, YKA3bIBAIOT HA BBICOKMU YPOBCHb PAa3BUTHUA Y
HUX  HCIPOU3BOJBHBIX IIPOHCCCOB HMHTCIUICKTYAJBbHOTIO KOHTPOJIsI, TaKHUX KakK
CITOCOOHOCTh K TOPMOXCHHUIO HCPCICBAHTHBIX CXCM PCIICHUA HHTCIUICKTYAJIBHBIX

3aganuii [10].

CBsi3b KOHTPOJISI U YCHEUIHOCTH Yepe3 TeOpUuIo camoaeTepMuHanmnu. Teopus
D. Hlecu u P. Paifana crtpouach, 0e3ycioBHO, BOupass B ceOsi Oojiee paHHUE U
OJTHOCTOPOHHHE TEOpUHU JIOKyca KOHTPOJS, BBIyYEHHOW OECIOMOIIHOCTH W T. 1.
CamopnerepMmuHaIius (UM aBTOHOMHS) pacCMaTPUBACTCs KaK OIIYIICHUE U peallh3alius
CBOOOJBI BBIOOpa YEJIOBEKOM CIOco0a TIOBEIECHHUS U CYIIECTBOBAaHUS B MHUpE,
HE3aBUCUMO OT  BIHSIONIMX HA HETO CHJI  BHEIIHETO  OKPYXCHHS |
BHYTPWIMYHOCTHOCTHBIX (PakTopoB. bazoBbie MOTPEOHOCTH JIMUHOCTH — MOTPEOHOCTH B
caMoJIeTepMUHALMU (WJIM NOTPEOHOCTh B ABTOHOMHH, KOTOpask MPEJCTaBISET COOOM
CTpEMJICHUE YYBCTBOBAThH CEOsI MHUIIMATOPOM COOCTBEHHBIX JEHCTBUN, CAMOCTOATEIHHO
KOHTPOJIUPOBATh CBOE MOBEJEHUE) U MOTPEOHOCTh B KOMIIETEHTHOCTH (IIOJ KOTOPOMH
MO/Ipa3yMeBacTCs KeNaHue CyObeKTa JOCTHYb ONPEACIEHHBIX BHYTPECHHUX M BHEITHUX
pe3ynbTaToOB, CTpeMJieHWe OBbITh yCHemHbIM B 4éM-n00). O6e 3T moTrpedHOCTH
YpE3BBIYAHO BaXKHBI TSI BHYTPEHHEH MOTHBAIMH, 0€3 KaKIO0W W3 HUX HEBO3MOXKHO
JICICTBHE W3 BHYTPEHHEro HHTepeca. JlesTeNnbHOCTh JOMKHA YAOBIETBOPSATH OSTH
NOTPEOHOCTH, TOT/IA YEJIOBEK OyIET BBHIMOIHATH €€ TI0 BHYTPEHHUM MOOYKaeHusIM. s
3TOTO B JICATEIHLHOCTH YEIIOBEK JOJIKEH OJJHOBPEMEHHO OIIYNIAaTh KOHTPOJb HaJl CBOUM
MOBEJCHUEM U €ro pe3yjbTaTaMH W YYBCTBOBATh CBOIO 3(PGEKTHBHOCTh. ITO
MepEeKInKaeTcs ¢ 0ojiee paHHUMU M3BECTHBIMU B TICUXOJIOTMH MOJICTISIMA MOTHBAIIHH,
HampuMep, ¢ MEPBOCTENEHHBIMUA MOTPEOHOCTIMU, onucaHHbIMU J[. MakKnemmanmom:
MOTPEOHOCTHI0O BO BIACTH (ITO TMOXO0XE HA TOTPEOHOCTh B AaBTOHOMHOCTH) U
MOTPEOHOCTHIO B JOCTHIKEHUU (OYEBUIHA CBSI3b JOCTHKEHUUW C KOMIIETEHTHOCTBHIO)

[138].
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1.4 MoTuBanus reiMHUHIa

[TonbITKM WCcHenOBaTh MOTHBAIMIO TEWMHHIAa W, B YAaCTHOCTH, MOJIYyYHUTh
(dbakTOopHBIE MOJEIM MOTHBAIMM WIPOKOB MPEANPUHUMAINCH HEOAHOKPATHO
¥ TIOPOJMJIM MHOTO MOTHBAIIMOHHBIX MoJeJeil u kiaccudukamnuii reiimepoB. Spkum
npumepoM siisierca kinaccudukanus Puuapna baprtna. [Inonep MoTHBanMmoHHOTO
MOAX0Ja K KOMIIbIOTEpHbIM urpam P. baptim mpeamosaran, 4TO MOTHBBI JIMYHOCTH
NPOSIBISIIOTCSA B cTUje Urpbl. P. bapTia Belaenui yeTelpe THIA UTPOKOB MO BEAYyIIEH
MOTHUBAIIMU: KapbepuCThI (achievers), uccienoatenu (explorers), colaibHbIE UTPOKU
(socializers) u yowuiinps (killers). Kapsepuctsl ctpemsTcs 10CTHYL HAaUO0JIEe BHICOKUX
3HAYEHUN PA3JIUYHBIX UTPOBBIX CTATUCTUK, UCCIEAOBATEIN CTPEMSTCS MAaKCUMAaJIbHO
PacCKpbITh HAMOJHEHHE UTPOBOTO MUPA, COLUATIBHBIE UTPOKHU CTPEMSTCS OCYIIECTBISATh
MaKCHMYM B3aUMOJICUCTBUN C JPYTMMH UTPOKaMHU B MUPE WIPBI, @ YOUHIBI TPOCTO
TPETUPYIOT, pa3pyllaloT, yOUBAIOT BCEX OCTANBHBIX [62].

Ho »T10 cyry0o smnupuyeckass Mojelib, OCHOBaHHAas Ha HAOJNIOACHUAX, U
MONBITKA €€ TMPOBEPUTh ObUIM MPEANPUHSITH 3HAUYUTENIBHO TI03KE, KOrja Ha
GapTioBckuX Turmax amepukannem H. Mu 6bin co3man ompocHHK u3 40 BOIPOCOB,
NpOBEeNECHHbIH Ha Oonbiioid BbeIOOpke urpokoB B MMORPG  (maccoBbie
MHOTOITOJIb30BATEIHCKUE POJIEBBIC OHJIAWH-UTPHI).

Ecnu roBoputh 00 uccneoBaHUSAX B ICUXOJIOTHH, T. XalHU U KOJIJIETH MPOBEIH
CBOE HCCJICIOBAaHNE MOTHBAIIMU FeMUHTa Ha cTyaeHTax [92]. OCHOBHOM 1eIbI0 OBLIO
BBISIBUTH PA3IMYMS MEXKIY CTYJCHTAMH, MPEANOYUTAIOIIMMH OJHOIMOIb30BaTEIbCKUE
UTPBI U MAaCCOBBIE MHOTOIIOJIb30BATEIILCKUE UTPHI, & TAKKE BHISIBUTh OCHOBHBIE MOTHBBI
KOMITBFOTEPHOM WTPOBOM AEATEIBHOCTU. BO-NEPBBIX, PE3yjbTaThl IMOKA3aJiki, YTO
OOJBIIMHCTBO PECMIOHJACHTOB UTPAIOT B KOMIMBIOTEpHBIE UTPHI (79.8%). UTo BmosHE
OKHJIA€MO, MY KYMHbI TIOCBSIIIAIOT UTPaM ropas3ao 0OJIbIIE BPEMEHH, YEM JKEHILUHBI. Y
XallHU TOJIyYWJIOCh, YTO CaMOM BBIPAKEHHOW MOTHMBALMEd OHJIAWH-TEHMHHIA Yy

CTyJ1eHTOB siBisieTcs BbI3oB (Challenge), a HanMeHee oMy sipHOM SBIIAETCS MOTUBALUS
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npusHanus (Recognition) (Tabmuma 1).

Tabruya 1
MoTuBbI reiiMHHIa, OJYYeHHbIe B ucciaeqoBanum T. Xaiinu
MoTuBbl Paur Cpennee 3HauyeHue CT.0TKJI.
BrizoB (Challenge) 1 3,73 1,04
JIro6omerTcTBO (Curiosity) 2 3,33 1,07
®anTasus (Fantasy) 3 3,22 1,13
KonTposns (Control) 4 3,16 1,17
Koomneparus (Cooperation) 5 3,15 1,17
CopesnoBanue (Competition) 6 3,08 1,15
[Tpusznanue (Recognition) 7 2,77 1,20

T. XailHM BBIAEHSET B CTPYKType MOTHBALlMM HWIPOKOB JBAa YPOBHS —
WHJVBUAYAJIbHBIA U MEXKIUYHOCTHBIN, U, CYJS 10 PACIPEECICHUIO PAHTOB, Ha TIEPBBIX
MeCTaxX y UTPOKOB CTOAT MOTHBBI MHAMBUYATbLHOTO YPOBHSI (BBI3OB, JIOOOMBITCTBO,
daHTa3us1, KOHTPOJIb), @ HA TMOCIEIHUX — MEXIMYHOCTHOTO YPOBHS (KOomeparus,
COpPEBHOBAHME, IPU3HAHHKE).

Y rpynnsel uccneposaresie u3 bynanemra Bo rinaBe ¢ 3. JleMeTpoBuueM B
pe3ynbTaTe CO3MaHMs M BaluAU3alMd COOCTBEHHOW METOJIMKH MCCIIEIOBAHUS
MoTuBaruu onnaiH-reiiMuara (MOGQ - Motives for Online Gaming Questionnaire)
MOJIYYHUJICSA CBOU CIIUCOK MOTUBOB, HEKOTOPBIE U3 HUX MOXO0KH HA MOTUBBI, ONMCAHHBIC
XaiiH1, a HEKOTOPBIE MOTYUYUITUCH COBEPIIEHHO OTIMYHBIMU. C TOMOIIIBIO (PAaKTOPHOTO
aHamusa 3. JlemeTpoBuY mnoyyua 7 CIEAYIOIIMX IIKaJd MOTHMBAlMM TE€HMHHIA:
COIMaJIbHAsI, KOIMHT, COPEBHOBAHUE, HCKAMM3M, (aHTa3usi, OTABIX U pa3Butue [73].
Ecnu comocraBisiTh MOTHBBI, BblJeIeHHbIe 3. JlemeTpoBHYeM, C MOTHUBaMH,
noiaydyeHHbIMH T. XalHH, TO BHUAHO, YTO HEKOTOPBIE MOBTOPAIOTCA (HAIpuMep,
daHTa3us U COPEBHOBAHKE), HEKOTOPHIE MOX0XKHU (HApUMep, COIMaabHas MOTUBAITHS
y 3. JlemeTrpoBuya u koonepaiusa y T. XaliHu), a HEKOTOpPBIE COBCEM HE MOXO0XXH U HE

HMCHOT aHAJIOI'OB B APYI'OM CIIUCKC.
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Moaean moTuBanuu reimuura Huka Nu. [ITnpoko n3BeCTHAS HA CETOIHAIHUI
JIeHb 3a pyOexoM (pakTopHast MOJIEThb MOTHBAIIMU UTPOKOB CO3/IaHa UCCIIEOBATENIEM U3
CIIA Huxom Mu. OH 3ammMaeTcs npobneMoil HMIrpoBOil MOTHBALMM C HAdana
JBYXTBICSYHBIX TOJIOB, B TO Bpemsi oH paboTtas B CTIHGOPICKOM YHUBEPCUTETE U
HAKOMMJI OOJIBIIION OIBIT UCCIIEIOBAHMS ATON TeMbI U OoraTyro sMnupuky. Hauas cBou
UCCJIEIOBaHMSI UTPOKOB C ayIMTOPUU BCEMUPHO U3BECTHON U momyJsipHoi urpsl World
of Warcraft, lu co3nan cBOl Mojenh Ha JAHHBIX aBTOPCKOIO OMPOCHHMKA HIPOBOIL
MOTHBAILIMK, KOTOPBIA OH MPOBOJWJI C WIPOKaMU B 3Ty UIpy. Bmocieactsuu oOH
npeuiarajl 3anoJHATh CBOM ONMPOCHUK MOTHBAllMM UTPOKaM B JIPYTHE WUIPHI, a 3aTEM
CO3/laJl CBOM CalT, MOCBSIIECHHBIA OIMUCAHUI0O M OOCYXXJICHHIO €r0 MOTHUBAllMOHHOMU
MOJENH, TI€ TPEMIOKUI BCEM KETAIOIMUM UTPOKaM MPOXOJUTh OHJIANH-OIIPOC U Cpasy
NoJIy4aTh 0OpaTHYIO CBSI3b B BUJIE IECTU(PAKTOPHOTO MPOMUIIS MOTHBAIIUY JIJISI KXKIOTO
UIrpoKa ¢ onucanueM (paktopoB u cyOdakTopoB. CalT MOMyYUI U3BECTHOCTh U COTHU
TBICSY WUIPOKOB 3allOJHUJIM OHJIAWH-ONMPOCHUK M Y3HAJIUM CBOM MOTHBALIMOHHBIN
npodub, a VM mpoBeprI CBOIO MOJETh HA COTHAX ThICSY uenoBeK. CHavyama MOZEIb
OblIa Tpex(paKkTOPHOW, HO B HACTOSIIEE BpEMs OHA cTaja yXe MecTU(aKTOPHOM,
o0oraTuiiach M paclIipuwiach ¢ y4eTOM OCOOCHHOCTEW MOTHUBAIIMM WUTPOKOB B WUIPHI
pPa3HBIX HANpPaBJICHUW W KAHPOB, C PA3HBIM UIPOBBIM OMNBITOM M PA3HOW CTENEHBIO
YBJIEYEHHOCTH MTpaMH. B XoJe TpexyieTHero ucceoBanns Mu GbUT IpoBe/ieH OHIaifH-
ornpoc u cobpanbl oTBeTHl OT 30 000 WrpoKOB MHOTOMOJB30BATEIBCKUX POJIEBBIX
ownatH-urp  (MMORPG), 49toObl  wucciaegoBaTh  jAemMorpauyeckue  JaHHbIC
MOJIb30BaTENe, X MOTHUBALMIO U NoJydeHHbI onbliT. MMORPG He TOJIBKO HMEIOT
IIMPOKUIM BO3PACTHOM JMana3oH TIOJb30BATENe, HO M OTIMYAIOTCS OOJBIITUMU
BPEMEHHBIM HMHTEpBajJaMU TMOTPYXKEHUsI B MPOCTPAHCTBO UTphl (B cpeaHeM 22 yaca
UCIIOJIb30BaHUsI B Hemento). MccnenoBarenbckuit  (DaKTOPHBIM —aHAIW3  BBISIBUJ
nATU()AKTOPHY IO MO/JIEJIb MOTHBALIMU [10JIb30BATEJIEH: «Jloctrxkenue,
B3aMMOOTHOUIEHHUSI, IOTPYKEHUE, ICKANMM3M M MaHUMYJSIIUD), WUIKOCTPUPYIOLIUE
MHOTOTPAaHHYIO TIPUBJICKATEILHOCTh ATUX OHJIAWH-cpel. Vrpoku My>KCKOTO Toja ObLITH

3HAUUTEIBHO 0o0Jiee CKIOHHBI K TOMY, UYTOOBI ObITH OOYCIIOBJIEHHBIMHU (PaKTOpaMH



67

JOCTHXKEHUSI 1 MAHUITYJIMPOBAHUSA, B TO BpeMsl KaK KEHUIMHBI-UTPOKU ObutH Ooliee
CKJIOHHBI K BIMSHUIO (haKTOopa «B3aMMOOTHOIIEHUs». KpoMe Toro, JaHHbIe yKa3bIBAIOT
Ha TO, YTO IOJIb30BAaTEIN C(OPMUPOBATM 3HAUMMBIC OTHOILICHUS U XapaKTepHbIC
HOMOIIMOHAJIbHBIE TEPEKUBAHUS, a TAaKXKE peajbHble HAaBBIKM JUAEPCTBA B OTUX
BUpTyallbHBIX cpenax. MMORPG — 310 He mpocTo pa3BiiedyeHue i MOAPOCTKOB, a
[IEHHOE MECTO [Jisi TPOBEACHHUS HCCIEAOBaHMH U Iuiar@opma, T/A€ MUIJUTMOHBI
MOJI30BATENICH B3aMMOJICUCTBYIOT U COTPYAHUYAIOT C UCTOIb30BaHueM 3D-aBaTapoB B
peabHOM BPEMEHH Ha eenHeBHOH ocHoBe [131]. Huxk Mu  Taxke HpemoIoxKuIL,
YTO XapAKOpHbIE (3asjiible, KpaHE MHOIO WIpalollue — Ha CJIEHre CaMHX
reiiMepoB) UTPOKH — ITO B OCHOBHOM MOJIOJIbIE  JIFOAMU, KOTOphIE MOTYT CTpajaaTh
OT OMOIMOHATBHBIX MPOOJIEM WM WMETh HHU3KUA YPOBEHb CaMOOLIGHKH H
CaMOYBa)KCHHSI.

OnHAKO HCCIeOBaHUA VM TpoMOKamuch, M B HACTOAIIEE BPEMs €ro
MOTHUBAIMOHHASI MOJIENIb COACPKUT 6 (PAKTOPOB, KAXK/BIN U3 KOTOPHIX BKIIOYAET B CBOIO
ouepenp mo 2 cyodakropa. IllecTs pakTopoB, MIECTh OCHOBHBIX HMIPOBBIX MOTHBOB,
KOTOpBIE BXOJAT B MOTHBALMOHHYIO MoJenb Mu: neiicteue (Action), B3ammoneiicTBue
(Social), mactepctBo (Mastery), noctuxenue (Achievement), morpyxenue (Immersion)
u kpeatuBHOCTh (Creativity). Kaxnplii HUrpok, 3amojHSIOIIMNA OMNPOCHUK HUIPOBOM
motuBanu Huka Im, monyuaer B KadecTBe pe3ynbTaTa NPOQMIb CO CTENEHBIO
BBIPDOKEHHOCTH KaXXJIOTO0 M3 OTUX MIECTH (HAKTOPOB, a TaKXKe JAOMOJTHUTEIHHBIN
(BTOpUuHBIA) Npoduib, TAe B KaXIAOM M3 OTUX (DAKTOPOB BBIACISIETCS IO JBa
cyOdaxropa.

Tak, paxTop «aeicTBuEe» BKItOUaeT B ce0s cyodakTopsl «pazpyuienue» (Destruction) u
«Bo30yxaeHue» (Excitement); ¢akTop «B3auMOACHCTBUE» BKIIOYaeT B cels
cyodakTopsr «copeBHoBaHue» (Competition) u «oobeauaenne» (Community); daxrop
«MacTepcTBO» BKIOUaeT B cebst cyOdakTopbl «Bb3oB» (Challenge) m «crparerus»
(Strategy); daxTop «JIOCTHKEHHE» BKIIOUaeT B ce0s CyO(haKTOphl «3aBepIICHUEH
(Completion) u «cuna, Biacte» (Power); dakTop «morpyxeHue» BKIOYaET B ceOs

cyodaktopel «dantazus» (Fantasy) u «croxker» (Story); (pakTop «KpeaTUBHOCTBHY»



68

BKIIIO4aeT B ce0sa cyOdakTopsl «auzaiin» (Design) u «uccnenoanue» (Discovery). B

Ta6JII/III€ OTPaXXCHbI AKTHUBHOCTH, KOTOPLIC IIOAPa3syMCBAIOTCA II0OA KaXAbIM U3

cy6dakropos. PaccmoTpum moapobuee Mozens Mu [135]. O BbisiBHI 12 MepBHYHBIX

MOTHUBAIMOHHBIX (hakTOpOB (pUcyHOK 1, Tabnuia 2).

GAMER MOTIVATION MODEL

57

Action

“Boom!”

Mastery
“Let Me Think"

% 2

Social
“Let’s Play Together”

Achievement
“l Want More”

:@".‘&QUAN IC
N® FOUNDRY

Immersion
“Once Upon a Time"

Creativity

“What If?”

Destruction
Guns. Explosives.
Chaos. Mayhem.

Excitement
Fast-Paced. Action.
Surprises. Thrills.

Competition
Duels. Matches.
High on Ranking.

Community
Being on Team.
Chatting. Interacting.

Challenge
Practice. High
Difficulty. Challenges.

Strategy
Thinking Ahead.
Making Decisions.

Complete All Missions.

Completion
Get All Collectibles.

Power
Powerful Character.
Powerful Equipment.

Fantasy

Being someone else,
somewhere else.

Story

Flaborate plots.
Interesting characters.

Design

Expression.

Customization.

Discovery

Explore. Tinker.

Experiment.

Pucynok 1. ®akTopHas MosieJlb MOTHBAIMH HIPOKOB B KOMIbIOTepHbIe urpsl Huka Mmn.

Tabauya 2
®axTopHAs MoJeIb MOTHBALMH HIPOKOB B KOMIIbIoTepHBIe Hrpbl Huka Hu.
OO0 uuii JelicTBue ComnansHocTh | MacTepcTBo JocTu:kenue Ilorpy:kenne | KpeaTuBHO
daxTop (Action) (Social) (Mastery) (Achievement) | (Immersion) CTh
(Creativity)
IlepBuunbIit Paspymenne | CopeBHOBaHHe Boi3oB 3aBepieHue ®anTasus Juzaiin
¢axTop 1 (Destruction) | (Competition) (Challenge) (Completion) (Fantasy) (Design)
B3prIBEL, Hyanu, MaTuy, | TpeHupoBka, CobpaTtb Bce | [Ipe6riBanne B | CamoBBIpaxe
Xao0c, pasrpoM | TIOBBINICHHE TIOBBIIICHHE TIPEMETHI, HEOOBIYHOM, HHE,
HT. IL CBOETO PEHTHHTA. | YPOBHS 3aBepIINTH  BCE | HEpPEaTbHOM BO3MOXKHOCTh
CIIOXKHOCTH. MHCCHUH. MHupe. co3/1aBaTh
(mepconaxa
WJIH Cpeny).
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IIepBuuHbIi

¢axrop 2

Bo30y:xnenue
(Excitement)
BricTpoe
pasBHUTHE,

3h ekt

HEOXKHIaHHOC

TH, TpETIeT.

Coo0111ecTBO
(Community)
Hrpa B komanze,
oO1eHue,

B3aHMOJICHCTBHE.

Crparerus
(Strategy)
[Ipunsarue
pelieHui,
HEo0XO0IMIMOCTb

MBICJIUTh.

Cuaa, BJIACTH
(Power)

CuibHBIR
(mpokavyaHHbIH)
MEPCOHAX B

Tyuen

SKHUITUPOBKE.

Hcropus
(Story)
[IponymannsIit
CIOJKET,
UHTEPECHBIC

repoHu.

OTKpbITHA
(Discovery)
Hccnenoanu
e, kpadr,
SKCTIEpUMEHT

BI.

ILJISI IIOHUMAHUWA 1 BU3YaJIN3allUH TOI'O, KaK 3TH (l)aKTOpBI CBA3aHbBI APYT C APYTI'OM,

HCIIOJIB30BaJIaCh

HCpapXUYCCKass KJIIaCTCpU3alu:l,

JeHIpoTpamMma

(Pucynox 2)

rpaduyuecku MoKa3bIBaeT, Kak CBs3aHbl (PakTOpbl MOTUBAIMK B Mojenu Uu [135].

Pucynoxk 2.

Story

Destruction

Competitlon
Challenge
Strategy
Completion

Power

Dendrogram using Ward Linkage

Rescaled Distance Cluster Combineg

antasy

Design

Discovery

]

wcltement

Cormrmunity

]

L

Henaporpamma,

MNoKa3piBaOIasi HMEPAPXUUYECCKYI0 KJaCTEpU3saluio

(¢paxkTopoB MoTuBanuM reiiMunra (meroa Bapaa).

O0mme MoTHUBAaIIMOHHBIE (DAKTOPHI M BXOAAIIME B HUX CYyOPaKTOPbI

Hozpyscenue:

WIPOKH C BBICOKUMHU OIIEHKaMu TI0 (akTopy

«Ilorpyxenue»

NpeAnoOYrUTarOT UI'Pbl C UHTCPCCHBIM CIOJKETOM, OOJIBIINM KOJIUYECTBOM HAaCTPOCK U UX

BapuaHTOB. brarogapst 4eMy OHU MOTYT TTy0sKe MOTPYKaThCs B aTbTEPHATUBHBIN MU

urpsl. ['eliMepbl ¢ HU3KUMU olleHKaMu 1o «IlorpyxeHuto» 0oJiblle 3aMHTEPECOBAHbI B

MeXaHHKe TeMMINIEST U MEHBIIIE 3a00TITCS O ITOBECTBOBATEIBHBIX MOMCHTAaX, KOTOPEIC
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npeasarator urpsl. «llorpyxeHue» cocTOUT U3 2 OCHOBHBIX CyO(]aKTOpOB:
- hanma3zus: )KeaHue CTaTh KEM-TO JAPYTUM Te-TO eIle.

- ucmopusi: BaxXHOCTh TPOTyMaHHOM CIOKETHOM JTMHUU U UHTEPECHBIC MEPCOHAKU.

Teopuecmeo: WTrpOKM C  BBICOKMMH  OajjlaMd  «TBOPUECTBa»  MOCTOSIHHO
HKCIIEPUMEHTUPYIOT ¢ UTPOBBIMU MHUpPAaMU — 3aHUMAIOTCS pa3pabOTKON COOCTBEHHOTO
nu3aiiHa U HacTpoiikamu. [ eliMepsl C HU3KOM OLIEHKH «TBOPYECTBa» 00Jiee MPAKTUYHBI U
KOHCEPBATUBHBI, OHU TOTOBBI IPUHATH UTPOBOM MUP, KaK €CTh. «TBOPUYECTBO» COCTOUT
13 JIByX OCHOBHBIX CyO(aKTOpOB:

- Ou3atiH: UTPOKaM C BBICOKMMH OaJlJlaMU 10 3TOMY MYHKTY Ba)KHa IPHUBJIEKATEIbHOCTb
WCIIOJIHEHUSI U TTyOMHA PO yMaHHOCTH UTPOBOTO MHPA.

- OmKpbimue: XeJlaHue UCCIEN0BaTh, YIIyOIsAThCA U SKCIEPUMEHTHPOBATH C UTPOBBIM
MHUPOM.

/leiicmeue: Urpoku C BBICOKMMH Oamnamu 1o ¢akropy «JlelicTBUe» arpecCUBHBI U
JT00SAT y4acTBOBaTh B CXBaTKaxX M ObITh B OKPYKEHHHM APAMATHYECKUX BU3YaJbHBIX
3¢ ¢dekToB. UIrpoku ¢ HU3KUMH OLIEHKAMH 10 3TOMY ITyHKTY MPEINOYNTAIOT MEAJICHHBIN
TeMil. «JleificTBIE» COCTOUT U3 JIBYX OCHOBHBIX CyO(haKTOPOB:

- pazpyuienue: yaoBOJIBbCTBUE OT Xa0Ca, HCTIOJIB30BAHUSI OPYKHUS U B3PbIBUATHIX BEIIECTB.
- 8030yJicOenue: yIOBOJIBCTBUE OT WP, ACHCTBHE B KOTOPBIX pa3BUBAETCS OBICTPO,
WHTEHCUBHBIA COOBITUIA B €IMHHUIYY BPEMEHHM BBICOKas, YTO 00OECIEeUMBAET BHIOPOC
aJpeHaINHA.

Coyuanvnocms: TEMEpbl € BBICOKOM COLMAIBHOM OILIEHKOM  HACIaXIaroTCs
B3aUMOJIEUCTBUEM C IPYTMMH UTPOKAMH, YaCTO HE3aBUCHUMO OT TOTO, ABJISIFOTCS JIU 3TO
COTPYIHMYECTBOM WJIM KOHKypeHumen. ['eiiMepnl ¢ Hu3kumu Oaymuiamu «CorraibHOTO
acmeKTa» MPEeANOYUTAIOT OJUHOYHBIE WIPbI, A€ OHHU MOTYT OBITh HE3aBUCHUMBIMH.
«ColMalbHbIN aCIIEKT» COCTOUT U3 IBYX OCHOBHBIX CyO(aKTOpOB:

- copegHosaHue: TPOBEICHUE COPEBHOBAHUN C JPYTMMHM HMIpoKaMu (TIO€IWHKH WA
MaTun).

- @3aumooericmeue: OCYUIECTBICHUE B3aUMOJEHCTBUS U COTPYAHUYECTBA C APYTUMHU

UTPOKAMH.
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Macmepcmeo: Urpoku ¢ BBICOKMMH Oaiamu «MactepcTBay NPeAnOYUTAIOT CIOKHBIN
UTPOBOM OIIBIT CO CTpaTernuecKoi riryonHoi. Urpoku ¢ HU3kuM ypoBHeM «MactepcTBay
NPEINOYUTAIOT IPUHUMATh CIIOHTAaHHBIE PEIICHUS W UTPHI, IJI€ UX OMIMOKH He OyayT
KPUTHUYHBIMU. «MacTepcTBO» COCTOUT U3 ABYX OCHOBHBIX CyO()aKTOpOB:

- 6b1306: YIOBOJIbCTBUE OT IIPCOOJICHUS CIIOKHBIX 3a1a4.

- cmpame2us: YIOBOJIBCTBUE OT HUIP, KOTOpble TPeOYIOT TIIATEIbHOTO aHalu3a B
IIPUHATUY PEIICHUN U CTPATETHYECKOIO MBIIUICHHUS.

Jlocmujicenue: UrpokaM C BBICOKMMH OamiaMu «J{OCTHIKEHUS» BaXKHO yBEIMYUBATH
CBOIO CHJIy (CHIJIy CBOErO IEpPCOHa)a), MOIYYUTh PEIKHUE MPEAMETHl U MPEAMEThI AJIs
KOJUIEKIIMOHUPOBAHHUS, JAXE €CIIM 3TO O3HAYAET 3aTPAThl HEKOTOPOIO BPEMEHH U CHIL.
["eiimepbl ¢ HU3KUMH Oanamu «J{oCTHKEHUD» CIOKOMHO OTHOCATCA K BHYTPUUTPOBBIM
JOCTHKEHHUSIM M HE OYEHb OECHOKOATCS O CBOEM Iporpecce B urpe. «JloctuxeHue»
COCTOUT U3 JIByX OCHOBHBIX CyO(aKkTOpoB:

- 3a6epuieHue: IKEIAHWE 3aBEPLIMTh KAKIAYHD MHCCHIO, IIOJYYUTh  KaKJIbIi
KOJUIEKLIMOHHBIN IPEIMET U OOHAPYKUThH BCE CKPBITHIE IPEIMETHI.

- cuna, 61aCmb: )KEIAHUE CTAHOBUTHCSA CUIIBHEE M MOTYIECTBEHHEUW B CPEAE UTPOBOIO

MUpa.
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BeiBoabI o riaase 1

HCXOI[?I M3 aHaJIu3a JIMTCPATypbl IIO BOCIPHUATHIO W BJIWAHHIO Ha YCJIIOBCKA

KOMHBIOTCpHOI?I HUI'PBI 1 110 MOTHUBAIIUH FGﬁMHHFa, ObLIN CACJIaHbI CJICAYIOIINMC BBIBOLI.

1. B ncuxoyioruu MpoucXOJWSId U3MEHEHUSI OTHOILIECHUS K KOMIIBIOTEPHOW HUTpe
KaK KyJbTYpHOMY M IICUXOJorndyeckoMy (eHoMeHy. CHayana Wurpbl BbI3bIBAIU
JTF0OOIBITCTBO, KAK HOBOE SIBJICHHE, 0 CHX MOP HE U3YYEHHOE U HE OOBSICHEHHOE. 3aTeM
IICUXOJIOTH 3aMETHJIM CBOMCTBO KOMIIBIOTEPHBIX UIP BOBJIEKATh U 3aTATMBATH, BCE YaIE
MOXHO OBLJIO BCTPETUTh B IICUXOJIOTMUECKOW JIMTEpaType OMNHCAHUS IPU3HAKOB
3aBHCHUMOCTH M BBIBOJbI 00 OJHO3HAYHO HETAaTUBHOM BIIMSHUU KOMIBIOTEPHBIX WID.
Toraa ncuxoyioru cocpeoTOUUIIUCH Ha 0oJiee TOIPOOHOM MCCIEA0BAHNN BIUSHUS UTP
Ha YEJIOBEKA U C YJIMBJIEHUEM OOHAPYKUIIU, YTO, HECMOTPSI HA PUCYTCTBUE HETAaTUBHBIX
3(p(EKTOB, CBSI3aHHBIX C YPE3MEPHOM YBIEUEHHOCTHIO UIPaMH, OKa3bIBAETCS, €CTh
LEJbIA Psi/i MO3UTUBHBIX 3(P(PEKTOB, KOTOPHIE TaeT KOMIIbIOTEpHas urpa. M Ha JaHHBII
MOMEHT KakK B 3allaJHOM, TaK U B OTEUECTBEHHOW MCHXOJIOTUU YXe CHOPMUPOBAIIOCH
OTHOIIIEHUE K (DEHOMEHY KOMITBIOTEPHON UTPHI KaK K CIOXHOMW MOJTUMOTHBUPOBAHHON
JEeSATEIbHOCTH, KOTOpash MMEET Ba)KHbI€ JJII COBPEMEHHOrO uejoBeKa (PYHKIUU U
SBJIIETCS  aanTalMOHHOM peakuued o0miecTBa Ha CTPEMUTEIbHOE PpPa3BUTHE
MH()OPMAIIMOHHBIX TEXHOJOTHA M Ha MOBBICUBIIYIOCS CIOXHOCTbh CYIIECTBOBAHUS
YeJI0BEeKa B COBPEMEHHOM MHpe. B CHX010ruu 10CTaTOYHO XOPOIIO OMUCAHBI PYHKIIUU
U 3HAYCHUE WTPHI U JIeTeH, OOHAPYKEH MX BBICOKUN OOydYaroIMi W pa3BUBAIOITUI
noteruan (K. ITuaxe, JI. C. Boirorckuit, /1. b. D1bKOHUH), HO MEPEHOC ATOTO 3HAHUS
0 (pyHKUIMAX M 3HAUEHUU JETCKOW WUIPbl Ha KOMIIBIOTEPHBIE WUIPHI JJISI B3POCIBIX HE
OCYILIECTBIISUICS IICUXOJIOTaMHM, IIOCKOJIbKY JUIS B3POCHBIX, B OTJIMYKE OT JETEH, Urpa HE
JOJKHA SIBJISTHCA TeM (BEAyIIMM) THIIOM AESTEIbHOCTH, KOTOPBIM 3aHMMAET MHOTO

BPEMEHHU.

2. N3 COBpEMEHHBIX aHTJIOA3BIYHBIX ONWCAHUN MCCIEJOBAaHUN MOTHUBAIUU

reIMMHTa MOKHO cacjIaTb BbIBOO, YTO Ha6op MOTHBOB '€ IMHHI'a MOYKET OBITH OIIpCAcCIICH
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METOJIaMU AMIMPUYECKOro cOopa U (akTopuzaluu (KIacTepusaliu) MpeacTaBICHUMI
CaMHX UTPOKOB O TOM, JJIsl YETO OHU UTPAIOT B UTPhl. BBI30B, 1I000NBITCTBO, 3CKAITU3M —
BCE 3TO MOTUBBI UTPOBOM AESATENBHOCTH, HO 3TOT IEPEUYEHb UTPOBBIX MOTUBOB JIA€T OTBET
Ha BOIIPOC «3a4eM» JIFOJIU UIPAIOT, HO HE 1a€T OTBETa Ha BOIIPOC «IIOUYEMY» UM HYKHO
UIpaTh: HAIPUMED, IOYEMY JIFOJIA IPUXOIAT MIPOBOAUTH CBOE CBOOOAHOE BpEMS UMEHHO
TyJa, a He B KUHO? @. 3uMOapA0 OTMEYAET, YTO HA MPOTSHKEHUHU OOJIbIIEN YACTH UCTOPUN
y J1o/ieH eniBa Jin OblT 0COOBIM BBIOOpP B TOM, Kak MpoBeCTH BpeMsi. OHM MUCHOIb30BAIN
€ro, 4YToObl BBIKUTH, CIIEPBA MHIUBHUAYAJIbHO, 3aTEM KOJUIEKTUBHO [72]. B Hamm 1HU,
Ka3aJloch Obl, Mpo0sIeMa BbLKUBAHUS OTOIILIA HA BTOPOU IJIaH, U Y YEJIOBEKa MOSBUIICS
BbI00p. HIyCTpHs pa3BiieyeHN 1300peTaeT BCe HOBbIE (POPMBI MPOBEAECHUS 10CYTa, HO
KOMITBIOTEPHBIE UTPHl YBEPEHHO JEpXAaT MEPBbIE MECTa CPeIH CIIOCOOOB pa3BieUbCs U

3aHATb BPCMA Y COBPCMCHHBIX JIIOI[@ﬁ.

3. CornacHo TE€OpUM CAMOJETEPMHHALMUA M COJEpKaIIeics B HEMl KOHIENUUU
0a30BbIX TOTPEOHOCTEW JIMYHOCTU, MOXKHO 3aKJIOUUTh, YTO HUIPbl YAOBJICTBOPSIOT
0a30BbI€ MOTPEOHOCTH JMYHOCTH — IMOTPEOHOCTH B aBTOHOMHUU U TOTPEOHOCTH B
KOMITETEHTHOCTH. Takke Wrphl YIOBJIETBOPSIOT M TOTPEOHOCTh B CBSI3aHHOCTH C
JIPYTUMU JIIOABMHU, OCOOEHHO OUYE€BUIHO ATO PEANHU3yeTcs B popMaTe MacCOBBIX OHJIAMH-
UTp, MOIPa3yMEBAIOIIEM OJHOBPEMEHHYIO UTPY COTEH JIOJIEN Ha OJTHOM CEpPBEPE, UTPY
OTPSIAOM, KOMAaHJIOM, KJIaHOM HU T. M. Ilpu 3TOM COBpEMEHHBIE HCCICAOBAHUS
MOKAa3bIBAIOT, YTO HEOJATONPHUATHON CUTYyaIlueH, MPOBOIMPYIONIEH Pa3BUTHE UTPOBOM
3aBUCUMOCTH, SIBIIIETCA CHEnu(UUecKoe COouYeTaHWEe YJOBJIETBOpPEHHUsS O0a30BBIX
noTpeOHOCTEN B Urpax ¢ ppycrpanueil 3STux mnoTpeOdHOCTEN B peasibHOM ku3HU [58].

4. MblI IpeANOJIOAKUIIHI, UYTO MY>KUHHBI, YBIEKAIOIIAECS KOMIIbIOTEPHBIMU UTPAMH,
B )KU3HM JJOCTATOYHO CUJILHO OOpPEMEHEHBI OTBETCTBEHHOCTHIO, 00SI3aHHOCTSIMH, & TAKXKE
OXKMJIAHUSIMA U TIOBBIIICHHBIMU TpeOOBaHUSIMU. J[OCTUTHYTH ycmexa B KU3HM B
COBPEMEHHOM MUPE CTAHOBHUTCSI BCE CJIOKHEE, YCIIOBHUSI KECTKOM KOHKYpPEHIIMU Ha
pBIHKE TpyAa CO3[al0T B 3TOW c(epe BBICOKOE COLMAIbHOE HampsbkeHue. Bo3MoxHO,
KOMITBIOTEPHBIE UTPHI JAIOT MY>KUNHAM-UTPOKAM HEOOJIBIITYIO MEPEIBIIIKY U MOBBIIAIOT

CaMOOLICHKY YCHEHIHOCTHU: MPOUTPaThb B UIPE MEHEE APaMAaTHU4YHO, YEM IPOUTPaTh B
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KHU3HH. I/IFpI)I 0oJiee TOHATHBI U MMpCaACKa3yCMbI B LICJIOM U OAr0T OompIIee CY6'I)CKTI/IBHO€
OIyIicHuc CBOEH YCIICIMHOCTH W YYBCTBO KOHTPOJIA. KpOMG TOI'O, Y4YHUTHIBAA
HAITOJJHCHHOCTb COBPCMCHHBIX KOMIIBIOTCPHBIX UI'P CJIOKHBIM CIHOKCTHBIM COJICPKAHUCM
)41 p33H006pa3HI>IMI/I 3aJjadaMu paBHI/I‘{HOI\/’I CTCIICHU CJIO0KHOCTH, MBI ITPCAIIOJIOKHUIIN, YTO
HUI'PBI, BO3MOKHO, YIOBJICTBOPAKOT I1I03HABATCIILHLIC HOTpe6HOCTI/I HUI'POKOB. OTHn
MMPCAIOJIOKCHHA Mbl PCHINIIN ITPOBCPUTH SMIIMPHUYCCKH B HCCIICJOBAHUAX, OIIMCAHHBIX B

HacTosIIeH paboTe.
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I'maBa 2. Opranusamnus, npoueaypbl 1 MeTObI UCCJIeI0BAHNS

[enbto vccnenoBanus ObIIIO OTBETUTD HA CIIEAYIOIINE BOIPOCHI.

- I0YEMY UTPOKHU UTPAIOT B OHJIANH-UTPBI, KAKKUE MOTUBBI IPUBOAT UX B UTPY?

- Kakre MOTMBBI IOBCEAHEBHOM KU3HU IPUBOAAT MYXXYUH B UTPHI?

- YBEIUYMBAETCS JIM CYOBEKTUBHAS YCHEIIHOCTh B UTPAX U SBISETCS JIM CyObEKTUBHAS
YCHEIHOCTh B UIPE MOTUBOM aKTUBHOTO Y4acTHUs B UIPax U CHOCOOOM IOBBILIICHMS

00I11eTo OIIYIIEHHUS yCIexa.

2.1 Xapakrepucruka BbIOOPKHU MCCJIEAOBAHNUSA: COMATIBLHO-AeMOrpapudecKui
NOPTPET UTPOKOB B MACCOBbIE OHJIANH-UTPbI

Bri0opka. OMniupudeckre JaHHbIe B HACTOAIIEH paboTe cCOOpaHbl HA HECKOJIBKUX
peIpe3eHTaTUBHBIX BBIOOPKAX W3 TE€HEPATbHOM COBOKYIMHOCTH MYXKYUH-UTPOKOB B
MacCOBbI€ OHJIAWH-UTPbl. B 0011el CTI0KHOCTH BO BCEX 3Tanax UCCIEAOBAHUS MPUHSIN
yuactre 97314 urpokoB B MacCcoBbI€ OHJIAWH-UTPHI. JIOCTYN K UTpokaM ObLT peaan30BaH
Ha 0a3ze HMCCIeI0BaTEeNbCKOr0 OT/AENa KOMIaHUU-TIPOU3BOAUTENS BUACONPOAYKIMH U
KOMITLFOTEPHBIX UIp «JlecTax!

IIpouenypa. Bcem urpokam, KOTOpble MPUHSIIA YYaCTHE B UCCIIEIOBAHUM, KPOME
BOIIPOCOB NICUXOJOTUYECKOTO COJIepKaHus, Mpeyiaraiachk geMorpapuyeckas aHKeTa, B
KOTOPO¥ OBLIIN 337]aHbI CIIETYIOIINE BOPOCHI
1. Bospact, 2. Ilon, 3. Cemelinoe nonoxenue, 4. KonmudecTtBo nereit (eciu ecthb), 5.
O6pazoBanue, 6. Chepa nesrenbHoCcTH, 7. Bamu xo000u u yBieuenus, 8. Kak yacto Bbl
UrpaeTe B KOMIIBIOTEPHBIE UTPHI (3aKPBITHIN BOMPOC ¢ BapuaHTtamu oTBera)? 9. B kakue

UTPBI BBl UTpaeTe?

! Tpynmna uccnenoanuii o pykosoacteom A. Apremosa u C. Jlyouk u npu yuactuu B. BonoxoHckoro obecrieunna
BO3MO>KHOCTb PacchlIaTh OIPOCHI UTPOKAM 10 3JIEKTPOHHOH [TOYTE M HEMOCPEACTBEHHO B MHTEpdeEice UTphl, a TAaKXKe
TEXHUYECKHE BO3MO)KHOCTH TI0 BRITPy3Ke O0IBIINX 00BEMOB JaHHBIX, UX 00pabOTKE M aHAIN3Y.
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HOCKOJII)Ky OCJIBIO UCCIICIJOBAHUA OBLIO OOCHUTH MOTHBAIIUIO UTPOKOB B PA3HBIX
aCIICKTax, OHO OBILI0 3alyMaHO CJOXHBIM, BKIIOYAarOOIUM HCECKOJIbKO 3TalloB,
3aTparuBarOIuM KakK 061Hy1-0 MOTHUBAIIHUIO HOBCGI[HGBHOﬁ ZKN3HH, TaK U MOTHUBAIIUIO
HFpOBOﬁ JACATCIBbHOCTH. Huxe NpCACTAaBJIICHBI ABC YaCTH W MHOI'OYHCJIICHHBIC 3Tallbl

HCCICAOBAaHUA.

Yacrs 1. BoisiBiieHHe 0CO0€HHOCTEl MOTHBAIMU MYKYMH-UTPOKOB B MAaCCOBbIE
OHJIAMH-UTPBI

2.2 Onpe)leJIeHne BEAYINIUX MOTHBOB H TUIIAa MOTHBAallUMA B )KU3HU U B UTPE

HCHBIO 9TOI'0 JTalla HCCICOOBaHUA ObLI OTBET Ha BOIIPOC — AJIAA 4YCTO0 HMI'POKH

UTPAIOT B OHJIAWH-UTPBI, KAKME MOTUBBI IPUBOJAT UX B UTPY?

2.2.1 OnpeneneHue BHIPAKEHHOCTH BHYTPEHHEH U BHENIHEel MOTUBALIMH K UTPaM
¢ IOMOIIBIO ONPOCHUKA UTPOBOM MoTuBauun GAMS

I'mnore3a. BexymuyM TUIIOM MOTHMBALIMHM Y MY’KUYHMH-UIPOKOB B KOMIIBIOTEPHBIE
UTpbI (TeiMEpOB) SIBISIETCS BHYTPEHHSISI MOTUBALIUSL.

Ipouenypa. Jletom 2015 1. HamMu OBUIO TPOBEAEHO HCCIEAOBAHHE WUTPOBOU
MOTHBALlM WUTPOKOB B MacCOBBIE MHOI'OIIOJIb30BATEIBCKHE OHJIANH-UTPBI C IIOMOIIBIO
Hameit Mmogudukanuu mkaisl GAMS (Gaming Motivation Scale) B pamkax peryJisipHbIX
ONPOCOB AaKTUBHBIX HUI'POKOB MAaCIITa0HBIX MAacCOBBIX OHJaH-urp. COOp HaHHBIX
MPOU3BOAMIICS C MOMOIIbIO OHJIAWH-OIPOCA UTPOKOB, KOTOPBIA COAEpHkaad BOMPOCHI MO

MOTHBaIUU, IPCANIOYNTACMBIM UI'PaM, 4 TAKIKC BOIIPOCHI COI_II/IaJ'IBHO-JICMOFpﬂ(l)H‘I@CKOFO
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xapakrepa. OTnpaBka CChUIOK Ha OIMPOC MPOM3BOJIMIIACH MHAWBUIYAIBHO KaXIOMY
YYaCTHUKY I10 3JIEKTPOHHOM TOYTE.

Bri0opka. B onpoce nprHUMaM y4acTUE MY KYHHbBI-UTPOKH B MACCOBBIE OHJIAITH-
UTPbl BOEHHO-UCTOPUYECKON TEMAaTUKH B Bo3pacTe oT 17 no 60 jet, mpu 3TOM CpeIHUI
Bo3pacT uUrpokoB okono 30 ner. Ha Bompocbl OTBETHWIM B OOIIEH CII0XKHOCTH
11 579 urpokoB H3 pa3HbIX PernoHOB Mupa: 6320 pyCCKOA3BIYHBIX HUIPOKOB, 3362
urpoka u3 crpa EBpornsl (I'epmanus, Benmukoopuranus, Opanmus, Yexus u [lonbina) u
1897 urpokos u3 Cesepnoit AmMepuku (CHIA, Kanana).
Urpel, B KOTOpblE UTparOT HaIIM PECIOHIEHTHI, CO3/1al0T aTMoc(hepy HCTOPUUYECKUX
CpaKeHUH, KOT/1a UTPOK, YIPABJISIS KaKOW-IMOO BOCHHON TEXHUKOW (HAarpuMep, TaHKOM,
CaMoOJIETOM WJIM Kopaliem), BEJAET Ha Hel BUPTyalibHble OOM C JPYTMMHU HIPOKaMH,
TaK)Ke YIPaBJSIIOIIMMHA BOGHHOW TEXHUKOM, BBITIOJIHSET pa3Hble OOEBbIE 3a4a4u.

Onucanue meroguku. /J[ng wucciaenoBanus Obuia ucnodb3oBaHa [lkama
MoTuBanuu reiimunra (Gaming Motivation Scale (GAMS) onieHuBaromasi riryOMHHYIO
MOTHBAIIMIO TeiiMuHTa, BanuauupoBanHasi [ 105] na Beidopke 200 yenoBek. Mbl pemmiu
npoBecT ee Ha Oonbiueil BolOOpke.  Ilkama wmoTtuBauuu reiimuara (GAMS),
pa3zpaboTaHHas Ha 0a3e TEOpPHH CaMOJICTEPMHMHAIINH, MIPEACTABIAET COOON OINMPOCHUK,
COCTOSIIIMK n3 18 yTBEpKIEHUI. DTH YTBEPKIACHHUS SBIISIIOTCSI OTBETOM Ha BONpoc: « s
YEero Bbl UIPAETE€ B KOMIBIOTEPHbIE UTPbI?» PEeCHOHIEHTHI BBIPAaXKalOT CBOIO CTENEHBb
COTJIacHsl C A’TUMHU YTBEPXKACHUSMH MO Kaie Jlukepra. B opurmHaibHOM BapuaHTe
METOJMKHN HCTOJIb3yeTcs mikana Jlukepra ot 1 mo 7, B Hamed MoauduKauy MIKasbl
BONPOC ObLT cPOPMYITHMPOBAH HECKOIBKO YxkKe: «/lJis uero Bel UTpaeTe B OHJIAWH-UTPBI?Y,
u Obl1a mpuMeHeHa mkana Jlukepra ot 1 mo 5, rme 1 — He corjaceH, 2 — cKopee He
corjlaceH, 3 — HM TO, HU Jpyroe, 4 — ckopee corjiaceH, 5 — coryiaceH. OnpoCcHUK ObLT
pa3ociaH Ha JBYX SI3bIKaX — PYCCKOM W aHIIMMCKOM. Monudukaius mkanel Oblia
0OyCJIOBJIEHA T€M, YTO B HAllleM UCCJIE0BAaHUM MPUMEHSIACh HE TOJIBKO 3Ta, HO TAKXKe
¥ HECKOJIBKO JIPYTMX METOAMK, B KOTOPBIX HCIIOJIb30BalIach S-0ayuibHas 1mkana Jlukepra,
MO3TOMY JIJIsl YA0OCTBAa PECIOHIEHTOB ObLIO perieHo mpuBecTH mkamy GAMS k 5-

OaJITbHOM cucTeMe OTBETOB. BONpOChl METOMKY NEPEBOIUIIUCH HA PYCCKUI A3BIK, OBLITN
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c/ieJlaHbl HE3aBUCHUMBIA TpsIMON W oOpaTHBIM TepeBobl. ONMPOCHUK COAECPKHUT OIUH
oOuuit Bonpoc «/s1 yero Bbl UrpaeTe B OHJIAWH-UTPHI?» U MO TPU YTBEPKACHUS Ha
KOKIbId W3 IMIECTH THUIOB MOTHUBAIMUA: BHYTPEHHIOK MOTHBAIMIO, BHEIIHIOIO
perysiiiio, UACHTU(GUIMPOBAHHYIO  PEryJisllUI0, HWHTETPATUBHYIO  PETYJISIHUIO,
WHTPOCLIUPOBAHHYIO PETYJALMI0 M aMOTHUBALMIO. TEKCT ONPOCHHKA HAXOAMTCS B

[Tpunoxenuu (Ilpunoxenue 1, I1.2)

[Tocne ompexnenenust mpeoOafaONIEro TUIIA MOTHUBAIIMM OHJIAWH-TeHMUHTa —
BHYTPEHHEH MOTHBAIMKM — OBLIO MPUHATO PEIICHWE BBISICHUTH CTPYKTYPY HHTEPECOB

HI'POKOB, YTOOBI YIYUYIIUTb IIOHUMAaHHUC TOI'O, YTO HAIIOJIHACT BHYTPCHHIOIO MOTHUBAIIHIO.

2.2.2 BoisiBJIeHHE OCHOBHBIX MOTHMBOB UI'PbI U OTHOLIEHHS K CBOEMY YBJIEUEHUIO
HIPAMHU METOJ0M CTPYKTYPHPOBAHHOI0 HHTEPBbHIO

I'mnore3a 1. B u3HM OOJBUIMHCTBA MY>KUYHUH-TEMMEPOB BBISABISIOTCS CXOJHBIC
O0COOCHHOCTH UHIUBUYATIbHON UCTOPUM B3AUMOACHCTBUSI C UTPAMH.

I'mnore3a 2. /{1 My>KUUH-T€eMEPOB XapaKTEPHO MOJOKUTEILHOE OTHOLIEHUE K
CBOEMY YBJICUCHUIO UTPAMH.

Ipouenypa. C yyacTHHMKaMH MPOBOAWIOCH ABTOPCKOE CTPYKTYpPUPOBAHHOE
MHTEPBbIO, PECIIOHJAEHTAM 3aJlaBAINCh BOIPOCHI, CBS3AHHBIE C MX HTPOBBIM OMBITOM,
MPEANOUYTCHUEM KAaHPOB UTP, OCOOCHHOCTIMHU UX CAMOOLICHKH KOHTPOJISI M YCIICIIHOCTH
B JKM3HU U B UTPaAX, & TAKKE BOMPOCHI MPO UX OIEHKY CBOEH >KM3HEHHOUW CUTyalluu U
OTHOILICHHS K CBOEMY YBJICUEHHUIO UTpamMu. Bompockl, KOTOpbie ObLIN 3aJjaHbl UTPOKaM,
MOHO yBuAeTh B [Tpunoxenuu (Ilpunoxenne 1. I1.1).

Bri0opka. Myxxuunbl-reiimepsl (N=61), akTUBHO WUrparollilie B KOMIIBIOTEPHBIC
UTPBI OT HECKOJBKUX YaCOB B HEJIEIIIO 10 HECKOJBKUX YacoB B JIEHb, BO3pacT oT 22 110 47

JCT.
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2.2.3 BpisiBjIeHUE JOMUHUPYIOLIMX MOTHBOB MIOBCEAHEBHOM KU3HU Y HTPOKOB B
KOMIIBIOTEPHbIEC OHJIAHH-UTPbI METOA0M OHJIAHH-OIIPOCca

[lenpro 3TOrO 3TaNa UcciaeoBaHus ObLII OTBET HA BOIIPOC — YTO SBJISIETCS] BAXKHBIM
JUIsl UTPOKOB B TIOBCEAHEBHOM XKM3HHM? [l ompeneneHus HamOoJiee BBIPAKEHHBIX
MOTHBOB IOBCEIHEBHOM KM3HU B MOTHUBAIIMIOHHO-CMBICIIOBOH c(pepe My>KUNH-UTPOKOB B
KOMITbIOTEPHBIE UTPhI ObLT MPOU3BE/IEH MHOTOATAIIHBIN cOOp U aHATIU3 OTBETOB UTPOKOB
PO TO, YTO UM HAMOOJIee UHTEPECHO B JKU3HH.

I'mnore3a. Benymme MOTHBBI HOBCEIHEBHOM JKU3HU y MYKUHMH-UTPOKOB B
KOMITBIOTEPHBIC UTPHI (TEHMEPOB) — MOTUBBI JOCTHXKEHUSI U KOHTPOJIS HAJl CUTyallUuEH.

Ipouexypa. CO0p JaHHBIX TPOU3BOIUIICS C TOMOIILIO OHJIAMH-OMPOCOB UTPOKOB,
KOTOPBIE COJIEPKAIN BOIPOCHI ITPO CUTyallMH, KOTOPHIE UM UHTEPECHBI, YTO OHU CUYUTAIOT
BOKHBIM B UIpaX, a TaKke BOMPOCH COLMAIBHO-IEMOTpaUuecKkoro Xapakrepa.
BrIsiBIEHME OCHOBHBIX MOTUBOB OBCEAHEBHOW )KM3HHU UTPOKOB ITPOXOIUIIO B HECKOJIBKO
ATAIOB.

Bb10opka. [TockosibKy 3TO UCCaEI0BaAHUE TPOXOAWIIO HA POTSHKEHUU IBYX JIET U
B HECKOJIbKO JTamoB, TO BBIOOpPKAa JTOTO HCCIEIOBAHUS COCTOUT U3 HECKOJIBKUX
perpe3eHTaTUBHBIX BHIOOPOK, B3ATHIX M3 OJHOU W TOH K€ reHepaJbHONM COBOKYITHOCTHU
MY YUH-UTPOKOB B MAaCCOBBIE€ OHJIAWH-UTPbl BOCHHO-UCTOPUYECKON TEMATUKHU.

JTanbl UCCJIeI0BAHNUS

dran 1. IlmnorHoe wucciaegoBanme. CHadyasa NOPOBOAUIOCH MMHIOTHOE
uccinenoBanue. Wrpokam-yyacTHHUKaM mnuWiIoTHOTO wuccinenoBanus (300 uyenosek,
MYXYUHBI, aKTUBHBIC T€HMEpBI, UTPAIOIIME B KOMIIBIOTEPHBIE UTPHI OT HECKOJIBKUX
4acoB B HEJEJIO 10 HECKOJILKUX YacoB B JICHb, Bo3pacT oT 20 10 65 neT) ObLI NpejIoKeH
OTKPBITHIN BOMpPOC: «B KakWx »XWU3HEHHBIX CHUTyallUsIX BaM HauOoliee WHTEPECHO?».
[TonydeHHble OTBETHI OBLIM 00pabOTaHBI C MOMOIILIO METOJOB KOJMYECTBEHHOTO W
KaueCTBEHHOTO aHAJIN3a, HA OCHOBAHWH PE3YJIbTATOB 3TOTO aHaau3a ObLT ChOPMUPOBAH
cucok u3 11 0OOOIIEHHBIX CUTyallMid W JESITEbHOCTEH, KOTOPBIM B JalbHEHIIEM

npepiarajicsa ApyruM peCriOHACHTaM YK€ B BUAC 3aKPBITOI'0 BOIIPOCA «Kaxkwue IIPU3HAKH
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CUTyalluu JeJaloT €€ MHTepecHoW s Bac? Bribepure, mnoxamyiicta, 3 camble
UHTEPECHBIE CHUTyalluu M3 chucka». Taike npeiarancs BapuaHT «Jpyroe» c
TEKCTOBBIM TOJIEM, KyJa MOXHO OBLIO HAMHMCaTh CBOIO MHTEPECHYIO CHUTYAIHIO WIIH
NESITEIHOCTD.

Jdran 2. JlomoJiHeHWe ImepeYHsi MOTHBOB W 0000meHue. JlanpHeiiniee
UCCJIEIOBAHNE UHTEPECOB UTPOKOB YK€ C HUCIIOJIb30BAHUEM 3aKpHITOro Bompoca u3 11
IYHKTOB Ipoxoauio jetoM 2015 roxa u BkiIrovano 3 3amepa C HHTEPBAJIIOM B HEAEIIO
cpenu ayiutTopuu MaccoBoi oHtaiiH-urpel World of Warships. L{enbto aToro sramna 65110
HOJIyYUTh UCUEPIBIBAIOIINNA CIIUCOK, IEPEYEHb UHTEPECHBIX JJISI UTPOKOB >KM3HEHHBIX
cutyanuii. Onpoc paccbuialicss TPUAKAbl KKIbIM pa3 pa3HbIM BbIOOpPKAM UIPOKOB W3
oO1mieil O0JbIION BBIOOPKH, 3ajladya 3TOr0 dTana — JOMOJHUTh M3HAYAJIBHBIA CIUCOK
UHTEpECOB U O00OCHOBATh BO3MOXKHOCTb JIelaTh BBIBOJbl OTHOCHUTEIBHO BCEU
COBOKYIHOCTH UTPOKOB.

WHcTpyKuus 3Byvaiia cieayommuM 00pazom:
«B X13HM MBI TONIA/1a€M B pa3HbIe CUTYyallMU. B 0THUX HaM UHTEPECHO, B APYTHUX - HE
oueHb. Kakue npusHaky CUTyaluu JIeJ1at0T €€ HHTEPECHOU JIsl Bac?»
Bri6epuTe, noxkanyiicra, 3 camble MHTEPECHBIE JUIsl BAC CUTYAllUU U3 CITUCKA:
1. Korga s Mmory BIMSITh HA TPOUCXOSIIEE

Korma mHe Beceno, Korna s pa3BieKaroch

Korna s y3Hato 4To-10, nojy4aro HHGOpMaIIo

Koraa s yaych ueMy-To, yJydlllat0 HaBbIKH

Korz[a CUTyanu:Aa HGO6I)ILIHa$I, HCCTaHdapTHaA

2

3

4

5

6. Korga npoucxoauT 4To-T0 HEOKUAAHHOE

7. Korga ecTh B3aMMOJEHCTBHE C JTHOIbMU

8. Korna s BcTpedaro 4To-TO HOBOE

9. Korna ectb Kakoi-TO pe3yJIbTaT, JOCTUKEHUS

10. Korma ecth BapaTuBHOCTH, BO3MOXKHOCTh BBIOOpA

11. Korna ecth BbI30B JIJIsi MOMX CITIOCOOHOCTEM, HEMpOCTast i1 MEHS 3a/1aua
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Hpyroe (ykaxuTe, oKaIylhcTa)

B xoxe Tpex OIHOTHIHBIX MCCIIEOBAHUN Ha Pa3HBIX Ipynmnax u3 OOJBIION BBIOOPKU
urpokoB (N1 = 3019 genorek, N2 = 2079 uyenoBek, N3 = 4044 denmoBeka, My>KUUHBI,
reiiMepbl, aKTUBHO UTPAIOIINE B KOMIBIOTEPHBIE UTPHI OT HECKOJBKUX YaCOB B HEJEIIO
710 HECKOJIBKHMX YaCOB B JIEHb ), CIUCOK JIONOJIHSJICS CAMBIMH [TONYJIIPHBIMU OTBETAMH U3
nons «/lpyroe», u B pe3yapTaTe ObLI MPOBENEH (PUHANBHBIM (DAKTOPHBIN aHaIU3 U
IIOJIyY€H UTOTOBBIM CIIMCOK U3 19 IMyHKTOB.

Jran 3. M3mepeHne BBIPA)KEHHOCTH MOTHBOB € IOMOIIBIO IOJY4Y€HHOIO
onpocHuka. Takum 00pa3oM, B pe3yJbTaTe JIBYXJIETHUX HCCIEIOBAaHUN ObLIa CO31aH
aBTOPCKUI OMPOCHUK, KOTOPBIA MOIyuns pabodee HazBaHue «MOTUBBI MOBCEIHEBHOMN
KUZHI.

WNHcTpyKius 3Byvana cleayonmm o0pa3om:

«Yto u3 nepeurcieHHOro HauboJiee HTEPECHO IS Bac B ku3HU? Bribepute ot 1 g0 3
BapUAHTOBY.

1. Bnusts Ha cutyamuio

PaszBiekatbes

Ourymare MacluTabHOCTh U TPaHIMO3HOCTh YET0-JIN00

VY3HaBaTh 4TO-TO (IOJIy4aTh HHPOPMALIHIO)

Yuuthcs 4emy-To (yIydIiaTh HABBIKH)

BcerpeuaTs 4T0-TO HEOOBIYHOE

Oo61matecs

H3Bnekathb I10JIb3Y, BBII'OAY

o ® 2 ok WD

HcnpIThIBATH CUIBHBIC OMOIIMH

[E—
S

JIto60BaTHCS YEM-TO KPACHUBBIM

[a—
[E—

[Torpy>xatbcst B 0coOyto atmMochepy

[E—
N

I[eHaTB 9gTO-TO COBMCCTHO C IPYTHUMH JIFOAbMH

p—
(98}

Bcerpeuarts uto-TO HOBOE

[E—
e

CrankuBaThCs C YEM-TO HECOXKHNTaHHBIM
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15. Tlomyuath pe3yJbTar, JOCTUKEHUS
16. HMeTh BO3MOXKHOCTbH BBIOOpA

17. Koraa ecTh MOHITHAS 3aj1a4ua

18. Koraa ecTb BbI30B, HEMPOCTas 3a/1a4a

19. Korma ectb TMHAMHUYHOCTD

COop mJaHHBIX OCYHIECTBIISUICS C TIOMOIIBIO OHJIAMH-OMPOCOB, PA30CIIAHHBIX
HEMOCPEICTBEHHO uepe3 HHTep(denc Urpsl, B KOTOPYIO OHU UTPAIIH.

B onpocax nmpuHUMaliid yyacTue MY’KUMHBI B Bo3pacte oT 17 mo 75 mer, aHanus
neMorpauyecKux JaHHbBIX MOKa3all, YTO UX CPEJAHMI Bo3pacT Koisiebnercs oT 34 1o 38
JeT B pa3HbIX Cpe3ax, OKOJIO TPETH U3 HUX YKa3bIBA€T, YTO HMMEIOT BBICIIEE WIIU
HEOKOHUYEHHOE BbICIIee 00pa3zoBaHue, 0oJiee TOJOBUHBI KeHAThl U 0Koso 40% umeroT
nereid. [To Tumy 3aHATOCTH OOJABIIMHCTBO pecnoHAeHTOB (0T 50 10 66%) — pabOTHUKH
10 HAaliMy B FOCY/IAPCTBEHHBIX WJIM YACTHBIX YUPEKICHUAX.

Ha Bompochkl aHKeThl B T€UEHUE MOCIEAYIONIMX JABYX JIET OTBETHJIA B OOIICH
CHOXHOCTU 79164 pyCCKOS3BIYHBIX UTPOKA.

[Tocne cOopa 3HAYMTENIHLHOTO KOJWYECTBA JAHHBIX OBLUIO MPOAHATHU3UPOBAHO
pacnpeneneHue BbIOOPOB U OmpeJiesieHa TMHAMHUKA paclpeeleHus] Mpe/ICTaBICHHbBIX B
OMPOCHUKE MOTHBOB.

Jdran 4. N3mepeHue BBIPA)KEHHOCTH MOTHBOB € NOMOINBIO IOJY4Y€HHOI'O
onpocHuka «MoOTHBBI MOBCEIHEBHOM KU3HW» MO mKajge Jlukepra. B tperuit pa3
OMPOCHUK ObUT TepedOpMyTUPOBaH, U HHCTPYKIHUS 3ByYalla CIEAYIOIIMM 00pa3oMm:
«Hackonbko nepeyncieHHOe HHTEPECHO BaM B n3HU? OLeHnTe Kaxablid u3 19 myHKTOB
onmpocHuka 1o TnATuOampHOM mikane Jlukepra (CoBEpiIEeHHO HEWHTEPECHO,
Heuntepecno, Cpenne, MurtepecHo, Ouenb uHTEpECHO)». OMPOCHUK C TEKCTOM H
uHCTpyKuuen Haxoaures B [Ipunoxenun 1 I1. 3.1

Beenenue mkanbl Jlukepra BMECTO MIKAJIbI BHIOOPOB OOBSCHSIIOCH KEITAHHEM

MPOBEPUTH PAOOTOCTIOCOOHOCTh CTAPOM IIKAJBI, CPABHUTH, OYIyT I MOTUBHI UTPOKOB
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pacupenesaTbCss MO CTENEHW BBIPAKEHHOCTH TaK JK€, Kak paclpeieisuInch IpU
UCIIOJIb30BaHUU 1IKaJIbl MHOXKECTBEHHOT'O BBIOODA.

OnpocHuk co mkanod Jlukepra ObLI pa3ociaH HOBOM BBIOOPKE AKTHUBHBIX
reiimepoB (N=1461), ObuM MOTy4YeHbI CPETHUE OLIEHKU U CTaHIapPTHBIE OTKIOHEHUS 110
19 motuBam. Bribopka mo cBouM JemMorpaduueckuM MOKa3aTeslsiM M YacTOTE UIPHI

COOTBCTCTBOBAJIa BCCM NIPCAbIAYINHUM, YHaCTBOBABIIHNM B 3aMCpax.

2.2.4 Boigesaenne o0mux (paKTOpoOB B CTPYKTYpPe MOTHBAIIUM NOBCEIHEBHOM
’KN3HM UTPOKOB

B nanHOi wacTu ucclnenoBaHUS METOJOM (PAKTOPHOTO aHaldu3a BBISBISIUCH
oburue GaxTopsl B 19-11kanpHO#M CTPYKTYpE MOTHUBAIIMY Te€iiMEPOB. AHAIU3 TAHHBIX ObLI
MPOBEIEH Ha TOW >ke€ BBIOOpPKE aKTUBHBIX TeiiMepoB (N=1461), mo KOTOpbIM OBLIH

MOJIy4EeHbI OIIEHKH Ha OMPOCHUK M0 1iKaie Jlukepra.

2.2.5 CpaBHeHHe UTPAIOIIUX U HE HTPAKOIIMX MY’KYMH 110 CTENIEHH BHIPAKEHHOCTH
TeX UJIM HHbIX MOTHBOB

I'mnore3a. My X4nHBI-reIMEpBI OTJIMYAIOTCS OT HEUTPAIOIIMX MYKUYNH MEHBILIEH
BBIPQKEHHOCTHIO TAKUX MOTHMBOB IMOBCETHEBHOM KU3HU KaK OOLIEHUE U KOOTepallus.

Bri0opka n npouenypa. C 11e/1b0 CpaBHEHUS BBIPAXKEHHOCTH MOTUBOB I'€MIMEPOB
U HE UTPAIOIIUX MY>KUYMH OMPOCHUK ObUT MpoBeieH Ha BeIOOpke MyxuuH (N=200), He
UTPAIOIINX B KOMIIBIOTEPHBIE UTPBI, CPEIHUI BO3PACT YUYACTHUKOB 35,4 roa.
Pe3ynbTarhl, mogyyeHHbIE Ha 3TOM BHIOOPKE HE MTPAIONIMX MY>KUHH, CPABHUBAIUCH C

BBIOOPKON My>XUMH-UTPOKOB (N=1461), cpenHuii Bo3pact y4acTHUKOB 37,8 JeT.
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2.2.6 UccieqoBanue npeacTaBJIeHUN 0 CBOUX JOCTHKEHUSAX Y HTPOKOB B MAaCCOBbIE
OHJIAMH-UT'PBI

Jlna obGoraieHusl TOHUMaHUSI 0COOCHHOCTEH MOTHBAIMOHHO-CMBICIIOBOM Cepbl
UT'POKOB MBI MPOBENH JONOJHUTEIBHOE HEOOJBIIOE HCCIEAOBAHHME MPEACTABICHUIM
MIPEACTABUTENIEH HAIIEH MYKCKOW aKTUBHO UTPAIOLIEH ayJUTOPUHN O CBOUX HKU3HEHHBIX
JIOCTUKEHUSIX.

I'mnore3a. OCHOBHBIMM JKU3HEHHBIMH JOCTHUKEHUSMHU MY>KUUHBI-TEHMEPHI
CUMTAIOT YCIICIIHYIO PEAIN3ALMI0 OCHOBHBIX JKU3HEHHBIX CIIEHAPHUEB.

Ipoueaypa. DMnupudeckoe HcciaeqoBaHue mpoBoauiaock B mae 2017 roma B
paMKax W3y4Y€HUs ayAUTOPUM MACCOBBIX MHOIOMNOJIB30BATEIbCKUX OHJIAWH-UTP.
MetonoM uccrnenoBanus ObUT OHJAWH-ompoc. B paMkax uccienoBaHUs y4aCTHHKaM
3aaBascs BoOmpoc: «UTo Bbl CUMTAETE CBOMM CAMbIM TJIAaBHBIM JTOCTHUKEHUEM B JKU3HU
Ha JJAHHOM J3Tare?», TakKe UM 3aJ]aBalluCh BOIPOCHI JeMOrpaduyecKoro xapakrepa u
BOIIPOCHI 00 UX 00pa3e KU3HU.

BriObopka. B wuccnenoBanun npuHuManu ydacthe 603 uWrpoka B BOEHHO-
HMCTOPUYECKHE MACCOBBIE OHIIANH-UTPBI, MyKYUHBI, BO3pacT OT 17 10 66 net. Pe3ynpTarsl

HCCIICAOBAHUA aHAJTU3UPOBAIMCH 110 YCTBIPEM BO3PACTHBIM I'PYIIIIaAM:

17 - 23 rona (N=217), 24 - 35 et (N=195), 36 - 49 ner (N= 147), 50 - 66 net (N= 44).



&5

Yacrp 2. OueHka cy0beKTUBHON M 00bEKTHBHOM YCIIEIIHOCTH UTPOKOB B
’KM3HM U B UTPax

2.3 CpaBHeHNe CYObEKTHBHBIX OIIEHOK CBOEH YCIEIIHOCTH M OIEHOK 00beKTUBHOM
YCIEIIHOCTH, PErUCTPUPYEMbIX UT'POit

Llenpto 3TOro »Tama ucciaeAOBaHWS ObUT OTBET Ha BOIPOC — SBISAETCS JIH
CyOBEKTHBHAsl YCIIEIIHOCTh B WTIPE MOTHBOM IS AaKTHBHOTO YYacTHS B UTpPax M
CII0OCOOOM TIOBBITIICHUS OOIIEr0 YyBCTBA YCTCIITHOCTH.

I'mnore3a. B KOHTEKCTE KOMIIBIOTEPHOMN UTPHI Y MY>KUYMH-T€MMEPOB MOBHIIIACTCS
CyOBEKTHBHAS OIICHKA CBOEH YCIICIITHOCTH.

IIpouenypa. UccnegoBanue npoBOAWIOCH B OTHOIICHUH OJAHOW W3 WP TaKOIroO
JKaHpa — MaccoBoil BoeHHO-TakTHueckoil wurpel World of Warships. Hrpokam
HEIOCPEJICTBEHHO B HMHTep(deiice Wrpsl MPUXOIUIIO TMPHUTIIANICHWE IM0yYacTBOBATH B
orpoce mpo 3Ty urpy. Kpurepuem st pacchlIkd onpoca ObLT CTaX UTPoKa B UTPE HE
MeHee 4 MecsIIeB, TO €CTh ATO 03HAYAET, YTO B OMPOCE YIACTBOBAIM TOJIBKO OTBITHBIC U
MOCTOSIHHBIE WTPOKH. TOT, KTO coryamaics, HaXuMald KHOIKY «IPOWTH OMpOC» B
uHTepdeiice Urpbl, ¥ B OTIAEIBHOM OKHE OTKpBHIBAJach CEpHsl BOMPOCOB TIPO HUIPY.
Hampumep, urpokam Ob1 3amgaH Bompoc: «Hackoapbko BaM HpPaBUTCS HWrpa IIo
necaTuOaIbHOM 1iKanie, rae 1 — coBceM He HpaButTcs, 10 — odeHb HpaBUTCS». Takxke
UTPOKAM  3aJaBajics TJaBHBIH  BOMPOC JaHHOTO ucciemaoBaHms:  «OIleHUTe
pUOJM3UTEIIBEHO, Ha KAKOM MECTE B KOMaH/Ie BbI yalie Bcero oka3plBacTeCh 10 HTOTaM
004 (B cily4aitHBIX 00sIX) B MOCIEO0EBOM CTaTUCTUKEY. BapuaHThl 0TBETa — JBEHAIATh
MECT, U3 KOTOPBIX MOJKHO BBIOpaTh TOJIbKO onHO. [locimeboeBas CTaTUCTHKA — 3TO
TabnuIa ¢ pEeUTUHTOM YCIIEIITHOCTH UTPOKOB B OO0, OTPEIEIISIONIEHCS IO HECKOJIBKUM
MOKa3aTeNiIM — CKOJBKO YpOHA OH HaHEC KOpaljsM MPOTUBHHUKA, CKOJIBKO KOpadieit
YTOIIHJI, 3aIHIIAJI JIX CBOIO 0a3y | T. 1. KonudecTBO MECT B MOCAE00E€BOM CTATUCTUKE

0OyCJIOBJIEHO TE€M, YTO B 3TOM WUIPE CPakaloTCS KOMaH/bI JBEHAAIATh HA JBEHAAIATH
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urpokoB. CreoBaTellbHO, MO UTOTaM 0O0s UTPOK MOXKET OKa3aThCid Ha OJHOM W3
JIBEHA/AIATH MECT B 3aBHCHMOCTH OT TOTO, CKOJBKO YpPOHa NMPOTHBHUKY OH HaHEC B
CpPaBHEHWHU C OCTaJbHBIMH WICHAMH KOMAaHJbI, 3aXBaThIBAJl JTU OH 0a3bl, OKa3bIBaJ JIH
MOJITICPXKKY COIO3HUKAM, BBDKHII €ro Kopalipr B 0010 wiv morud u T. 1. Mms urpoka B
Ta0NHIe OKpAIIMBACTCSA JKENTHIM IBETOM, Ha Pucynke 3 wu3o0pakeHa Tabiuia
KOMaHJHOM TOCIIe00€BOM CTAaTHCTHKHU, TJ€ WIPOK 3aHSI TIEPBOE MECTO B CIIHCKE

KOMaH/bI I10 UTOTr'aM 0o0s.

Mosa xomaHpa
£ 15 [KIWI]Nikolae... sl di s o Vill ASASHIO

1098
1086
X158 997
£215 [GEQ] 910

872

Pucynok 3. Ta61una nocsie00eBoii CTATUCTUKH B BOeHHO-HcTOpuueckoii urpe World of Warships.

Ecnu urpok nposes, k npumepy, cTo 00€B, TO MOYKHO BBIYUCIIUTH IO JAaHHBIM U3
3amuceil JIOTOB WIPhl, HA KAaKOM MECT€ B CPEIHEM OH OKAa3bIBaCTCS B HUTOTOBOMU
cratucThke (3a 000l mepuoja). B HacrosiieM HCClIeIOBaHUM PacCMaTpPUBAIOCh
KOJIMYECTBO O0EB, KOTOPBIC UTPOKH MPOBEIH 32 TIOCIETHUIN MECSI] TIEpe]T TPOXOKICHUEM
OTIpOCa, ¥ OMPEACIIIIOCh, HA KAKOM MECTE B CPETHEM UTPOKH (aKTHUYCCKH HAXOIUITUCH
B WTOTOBOM CTaTUCTUKE mociie 00s (CpelHee CUYMUTAIOCh MO BCEW COBOKYITHOCTHU

IIPOBCACHHBIX YCJIOBCKOM 0oeB 3a HOCJ'IGI[HI/Iﬁ MCCHH). Ot JaHHBIC BIIOCJICACTBHUH
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COTOCTAaBIISIUCh C CYObEKTUBHBIMU OLIEHKAMU HIPOKOB CBOETO CpPEIHEro MecTa B
nocyie00eBOM CTATUCTHUKE.

Bei0opka. B 310i1 yacTu uccinenoBaHusl BIOOPKA TAKXKE COCTOsUIA M3 MYKUMH-
UTPOKOB,  BCE  OHHU  SABJSIOTCS  AKTUBHBIMA  WIPOKaMM B~ MAaccCOBbIE
MHOTOITOJIb30BAaTEIbCKAE OHJANH-UTPbl B JKaHPE TAaKTHUYECKUU OKIIEH BOEHHO-
UCTOPUYECKON TEMATHKH, 00Ilee KOJIWYECTBO NPOAHATM3HUPOBAHHBIX AHKET M 3aIlucen
J0r0oB UTphl: 4206, BO3pacT pecroHeHTOB OT 17 10 72 5eT, cpeTHU BO3pacT MO BEIOOPKE
38 uner. HrpoBas axkTHBHOCTH ONPEAENSAIACh BOIMPOCOM O KOJHMYECTBE YACOB,
IPOBEJCHHOM B Mrpax: OOJBIINHCTBO PECIIOHACHTOB OTBETUIIM, YTO MPOBOJAT B UIPax
OT HECKOJIbKMX YacOB B HENEINI0 O HECKOJIbKMX YacOB B JIEHb. TaKKe MpPOBEPSIUCH
OOBEKTHBHBIEC TOKA3ATEIN UX UTPOBOM aKTUBHOCTH, KOTOPBIE OBLIN TOCTYIHBI B 3aITUCAX
KOJIMYEeCTBa OOEB M APYTUX JAHHBIX, KOTOPbIE PETUCTpUpYIOTCS Urpoid. Cpenu urp, B
KOoTopble urpatoT pecnonaentsl, — War Thunder, Battlefield, World of Tanks, World of
Warships u npyrue.
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I'naBa 3. Pe3yabTaThbl 1 00CYyKIeHHE

3.1 CoumnanbHo-1eMorpagpuyecKuii NOPTpeT HTPOKOB B MaCCOBbIE OHJIAWH-
UIPbl, BOLIEIINX B BLIOOPKY HCCJIEA0BAHUSA

Bo3zpact u moJa. Wrpoku B MaccoBbIE OHJIAWH-UTPBl BOCHHO-UCTOPUUYECKOU
TEMATUKW, TAE€ WIPOK YOPAaBISIET BOCHHOM TEXHUKOM Ha TIONSAX CPAXKECHUM B
UCTOPUYECKOM KOHTEKCTE, — 3TO B OOJBIIMHCTBE CBOEM B3pOCible paboTaroLIue
MY KYUHBI, CPEHUN BO3PACT KOTOPBIX 35-37 setT. [1oJisl )KEHIIMH Cpeay NPEACTaBUTEIIEH
ayIUTOPUHU TaKUX UTP HE npeBbimaeT 2%. V3 ananmza JaHHBIX B 3TOU pabOTe KEHILUHBI
OB UCKJTIOYCHBI.

Cemeiinoe moJso:xkenue. [lo pesynbTaTam aHain3a BceX BbIOOPOK, MPUHSABIIMX
y4acTHE€ B ATOM CIIOKHOCOCTAaBHOM HccliieoBaHuu, 6oiee 50% UIpoKOB B BOEHHO-
HMCTOPUYECKHUE OHJIAWH-UTPBI )KEHATBI U OKOJI0 50% UMEIOT IeTEeN.

OopazoBanne. Okoiio 50% UrpokOB UMEIOT CpeAHEe crienranbHoe U 0KoJo 50%
BbICIIEE 00pa3OBaHME, OCTAJIbHBIC BUJIBI MPEACTABJICHBl HE3HAYUTEIIbHBIMU JIOJISIMHU
YYaCTHHUKOB.

Cdepa nesarebHOCTH. BOJBIIMHCTBO YYaCTHUKOB MCCIIEIOBAHUS OMPEACISIOT
cebs1 Kak paOOTHHKOB MO HaiimMy (CiIyKallMX B TOCYJApPCTBEHHBIX WJIM YaCTHBIX
VUPEKJICHUSIX), CaMO3aHATOCTh M MPEANPUHUMATEIBCTBO YKa3bIBAIOT Kak cdepy
nesiteIbHOCTH 0K0J10 20%, OCTambHbIE PECTIOHICHTHI MPEICTABIEHBI B HEOOIBIIIHNX JOJIAX
BOCHHBIMH, ICHCUOHEPAMH, CTYJIEHTaMH U IITKOJIbHUKAMU, BPEMEHHO HE Pa0OTaIOIUMHU
U HETPYJ0CTIOCOOHBIMU JTFOJIbMHU.

X000u u yBiaeuyeHus1. KoMbroTepHbIC UTPHI HA3BAIM CBOUM X000U OOJTBIITMHCTBO
PECIIOHIEHTOB.

Yacrora urpsl. boJbIIMHCTBO pECIOHICHTOB SIBJIAIOTCA aKTUBHBIMU UTPOKAMU:

ok0J10 50% W3 HUX UTPalOT B UTPHI IO HECKOJIBKO YacOB B JIeHb, 0K0J10 30% urpaer
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HECKOJIBKO 4acOB B HEZEI0. AKTUBHEE UTPAIOT 00JIEE MOJIObIE PECTIOHICHTHI U3
BBIOOPKH.

IIpennounraemspie Urppl. OOBIYHO 3TH AKTUBHBIE UTPOKH B MAacCCOBBIC OHJIANH-
UTPbl HE OTPAaHUYMBAIOTCSI OJJHOW UIPOil, a UIPAIOT MONEPEMEHHO WJIM HapajuieIbHO B
HECKOJIbKO OHJIAWHOBBIX MPOEKTOB WM COYETAIOT OHJIAWH-UIPbI ¢ UrpaMu oQiaiiH.
[Ipu 3TOM OHM UTPAIOT B UTPHI HE TOJBKO HAa CBOMX JIOMAalIHUX KOMIIBIOTEPAX, HO TAKKE
Ha KOHCOJISIX U Ha cBouX cMapTdoHax. Cpenu cambix nomyssipHbeix urp Ha PC, B koTopbie
urparoT 3t MykunHbl, — World of Tanks, Call of Duty, War Thunder, Battlefield, World
of Warships. Ha koncossix 6onbmnacTBo U3 HuX urpaet B World of Tanks u Battlefield
4, Grand Theft Auto V: Bce Urpsbl, MpUBEICHHBIE B 3TOM CIIHCKE, CBA3aHBI C BOOPY>KEHHOU
00pBHOOIA, OOJIBIIMHCTBO U3 HUX — C BOGHHBIMU JIEUCTBUSMH U C IPUMEHEHUEM BOEHHOM

TCXHUKMH.

Pe3syabrarsl Hacts 1. Oc00€HHOCTH MOTHBAIIMU MY KYNH-UTPOKOB B MACCOBbIE
OHJIAMH-UTPBI

3.2 Bez[yume MOTHUBbBI U THIIBI MOTUBAIIUA UT'POKOB B ’)KU3HHU U B UT'PE

3.2.1 Poib BHYyTpeHHel ¥ BHEIIHEH MOTHBAIIUNU K UTPaM, ONpe/ie/ieHHAs C
NMOMOIIbI0O ONIPOCHUKA UTPOBOiIi MoTUBanuu GAMS

I'mmore3a. Beaymuym TUIIOM MOTHUBALMM Y MY>XYUH-UTPOKOB B KOMITBIOTEPHBIE
UTPHI (TeiMEPOB) SIBJISIETCS] BHYTPEHHSISI MOTUBAITHSI.

Pe3yabTarbl. Mbl OOHApyX WU, YTO CaMble BBICOKHE OLIEHKA Y HaIIUX
PECIIOHJEHTOB MOJIYYUJIUCh O IIKAJI€ BHYTPEHHEW MOTUBAIMU (M 3TO HE 3aBUCUT OT
Bo3pacta). Ha BTOpoM MecTe — mmikana BHeEIIHEW peryssiuu. CaMble HU3KHE OIICHKU
MOJYYEHBI MO IIKAJI€ MHTPOCHMPOBAHHOW peryiaiuu. [lopsaok mikan, BBICTPOCHHBIX
B COOTBETCTBUU CO CPEIHUMH 3HAUCHUSIMH, JUTsl Halllel BBIOOPKU TOYHO TaKOMU Ke, KaK

B OPUTMHAJILHOM HccheoBanuu JladpeHnbe U Komier, MOCBAIIEHHOM pa3paboTKe
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Y BaIUMau3aluu npuMeHeHHol metoauku GAMS [105]. OTo o3Hayaer, 4TO OHJIAKH-
UTPBl — 3TO JCSATENbHOCTb, OCYIIECTBJIsIEMas B IEPBYIO OdYepeab M3 HHTEpeca, s
YIOBOJIbCTBUS.

beuto 06HaApYKEHO, YTO CTPYKTypa MOTHBAIIUM B TPEX PA3IUUYHBIX KYJIbTYpPHO-
reorpadYeCKUX TPYIIAaXx BHYTPU OOJBINOW BBIOOPKM HWIPOKOB B MAaCCOBBIC
MHOT'OTOJIb30BaTEIbCKUE OHJAWH-UTPhI CXOJIHA, PACTPE/ICICHUE BBICOKUX W HU3KUX
OIICHOK I10 IIKajlaM O4€Hb MoX0ke. CaMble BHICOKME OLIEHKH y PECIIOHICHTOB BO BCEX
peruoHax MoJy4IkCh MO MIKajde BHyTpEeHHEW MoTUBanuu (Tadiauna 3).

Tabauya 3

MoTuBanusi OHJalH-TeIMMHIAa Y HTPOKOB B MaCCOBbIe OHJIAHH-UTPbI 0 mKkajde GAMS (mo

TPEM peruoHam).

Pernonst
PycckosA3pIaHb EBponeinckuii Ceepoamepu
Tun motuBann
i (N=6320) (N=3362) KaHCKUH
(N=1897)
M sd M sd M sd
BryTpennss MmotuBanus 3,58 0,81 3,62 0,60 3,68 0,57
Buemrnsis (3kcTepHanbHas) per-s 2,76 1,02 3,17 0,88 3,25 0,89
I/IzLeHTI/I(bHquOBaHHaﬂ perymsanus 2,50 0,96 2,86 0,87 2,82 091
I/IHTerpaTI/IBHaﬂ (BCTpoeHHaﬂ) per-sa 2,31 1,06 2,82 0,86 2,74 0,87
NHTpoennpoBanHas perysinus 1,90 0,87 2,22 0,87 2,13 0,81
AmMoTuBanus 2,59 1,03 243 0,95 2,33 0,93
a KpoHbaxa a KpoHbaxa a KpoHbaxa
lxana Pycck. EBpor. Cesepoamep.
BnyTtpennss motuBanus 0,53 0,48 0,47
Buewnsis (3kcTepHanbHast) perysuus 0,64 0,56 0,56
WNnentudunmpoBanHas peryisnus 0,73 0,73 0,77
WuTerpatuBHas (BCTPOCHHAs) pEryIsAus 0,79 0,76 0,75
HNHTpoenupoBaHHas peryssnus 0,58 0,56 0,61
AMoTHuBaIus 0,8 0,83 0,84
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B nonydeHHbIX pe3ysibTaTax HaOMroAaeTcs sSBHOE MpeodiiajjaHue BHYTPEHHEH
MOTHUBAIIMU B OTHOIICHUU OHJIAMH-UTP (3TO KacaeTcs UTPOKOB M3 BCEX PETMOHOB). TeM
HE MEHEe, HEOOXOAMMO OTMETHUTh, YTO IIKala HMEET OrpaHUYEHHS, IPOBEPKY
BaJIUHOCTH OPUTHHAIIbHOM 1IKaiasl GAMS MbI ipoBouin Ha BeiOOpKe 1897 urpokos
Y PE3yJIbTaThl NPOBEPKU oTpaxkeHsbl B [Ipunoxenun 1 [lynkr 2.2.

Bo3pacTHabie pasauuus. AHAIU3UPOBAIUCH Pa3HbIE BO3PACTHBIE TIPYIIBI W3
HaIieil BRBIOOPKU — pa3uyuil 0 BO3PACTy BBISIBICHO HE OBLIO.

KyabtypHble pasinmumsa. B cuiny Oosbmioro pasmepa BBIOOPKM 3HAYUMO
pasnuyaroTcs MeXay co0OW BCe OLIEHKHM, KPOME OILICHOK IO IIKaje BHYTPEHHEH
MOTHBAallMi Yy €BPONEHIEB U PYCCKOSI3bIYHBIX MIPOKOB M OLEHOK IO IIIKaJe
UIACHTU(GULIMPOBAHHOW PETyJsIMUU Yy €BpOIeileB U amepukaHueB. OcTanbHbIe
paznuuust 3HaunMbl (p<0,01 nns OGosbmivHcTBa, p<0,05 A Bcex). 3HAYMMOCTD
pa3nuuui ornpeaensuiack ¢ nomoubo U-kputepus MaHnHa-YUTHH ¢ monpaBkon XoiaMa
Ha MHOKECTBEHHbIE CpaBHEHMs. Ho, HECMOTps Ha 3TO, HAM BCE XK€ MPEACTABISETCS
ropaszio 6ojiee CyIIECTBEHHBIM CXOJCTBO Tpoduiieln (1 mpeobiiajjaHue BHYTPEHHEU

MOTHBAIMHN) BO BCEX I'PYyIINax.

Oo6cyxaenue

DTa yacTh HCCleNOoBaHMs ObUla CKOHIIEHTPUPOBAaHA HA MOTHBALMU OHJIAMH-
reMHUHTa, HA TOM, C YE€M CBSA3aH MHTEPEC JIFOJEH K OHJIAH-UTPaM, B TEPMUHAX BHEITHEN
U BHyTpeHHe  MoTuBammu. Ilockoibky ObUIM  TOJMYyY€HBl  CTOJIb  CXOJIHBIE
MOTHBAalMOHHBIE MPO(UIN Pa3HbIX TPYNN JIOAEH, MNPEINOYUTAOMIMX WUIPbl OJHOTO
*KaHpa (BOEHHO-UCTOPUYECKHUI IKIIEH), Y HAC €CTh OCHOBaHUs mojarath, yTo lllkana
MOTHMBAllUM TeMMHHra BBISABISAET OOLIME 3aKOHOMEPHOCTHM MOTHBALIMM HUIPOKOB. A
MMEHHO — Npeo0iiaflaHue BHYTPEHHEH MOTUBALIMK MPU BHIOOPE OHJIAMH-UTP B KaYeCTBE
cnocoba mnpoBedeHuss BpemeHH. CpaBHUBasg pe3yJbTaTbl C OPUTHMHAIBHBIMU
pe3yabpTaTaMu, NOJyYeHHBIMUA aBTOpaMu-pazpadboTunkaMu mkaibl GAMS, Mbl BUIUM,
YTO MPOQUIN BHIOOPOK UTPOKOB CXOAHBI MO CTPYKTypE€ MOTHBALMU HE3aBUCHUMO OT

YKaHpa UTP U OT TeHJIEPHBIX 0COOCHHOCTEH BHIOOPKH (B HAIIIEM CITy4ae PECIOHICHTaMHU
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OBLIIM MIPAKTUYECKU OJJHU MYKUMHBI, a B UccienoBanuu Jladpenbe u xomner 6s110 43%
YKEHIIIUH).

YuutbiBass CXOACTBO mNpoduied MOTHBAlMM B  OTHOIIEHWU HIPOBOM
NESATEILHOCTH Y MPECTABUTENIEH pa3HbIX BO3PACTOB, MOJOB U HAIMOHATBHOCTEU, MBI
MOKEM 3aKJIOYUTh, UTO UTPbI, CKOPEE BCErO, YIOBIETBOPSIOT 0a30BbIE YEIIOBEUECKUE
notpedHocTH. HecMoTpst Ha TO, YTO KOHKPETHBIE LIEJTM U MOTUBBI MOTYT CYIIECTBEHHO
BapbUPOBAaTh B 3aBUCUMOCTH OT COJACPKAHUS UTPbl WM OT XapaKTEPUCTHK BHIOOPKH,
BBISICHEHHE TTyOMHHONW MOTHBAIIMHM T'€eMUHTA, IMEHHO MOTHMBALIMOHHOTO JIOKYyCa, a HEe
KOHKPETHBIX LI€JIC U MOTHBOB UIPbI, O3BOJISIET BBIJACIUTh YHUBEPCAIBbHBIE ACTIEKThI
UTPOBOM MOTHBAIIMU BHE 3aBUCUMOCTH OT COJIEP>KaHUS UTPBI U BHIOOPKH.

OTn  pe3ysbTarThl  WUIIOCTPUPYIOT  IIHPOKO  OOCYXXKJaeMyl B JIUTEpaType
YHUBEPCAIBHOCTH TEOPUH camoieTepMuHanuu [19].

Onucanue mKaJj

1. Buytpennsas wmotuBamusi (Intrinsic motivation) — oTpakaeT BHYTpPEHHEe
noOy>KJI€HUE WUIPaTh B KOMIBIOTEPHBIE UIPHI (MCCIENOBATEILCKUE MOTUBBI UIIU
Pa3BUTHE HABBIKOB U 00YUYEHHUE, TAKKE MOUCK OCTPHIX OLIYIIEHUHN U aipeHaINHA).

2. Buemmnsis (oxctepHanbHas) peryssmus (External regulation) — pa3HOBUIHOCTB
BEIIHEH MOTHBALIMHU, OTPAYXKAET BHEITHEE TOOYKICHHE K UTPOBOM KOMITBIOTEPHOM
NeATEIbHOCTH (HarpaJibl, MPU3bl, IPU3HAHUE).

3. UnentudunmpoBannas perymsauus (Identified regulation) — pasHoBUAHOCTH
BHEIIHEH MOTHBALMM, OTpakaeT NOOyXKJAEHHEe WrpaTb, OOYCIOBIEHHOE
OTHOILIEHUEM K UTpaM Kak K JIeATeIbHOCTH, UMEIOIIel 0co00e 3HaYeHHE, KaK-TO
COMNPSKEHHO! C JINYHBIMU LIEJISIMHU YEJIOBEKA.

4. WnterpaTuBHas (BCcTpoeHHas1)  peryisuus (Integrated  regulation) —
Pa3HOBUIHOCTH BHEIIHEH MOTHBAIIUU, KOTJIa UTPa — MIPOCTO YacTh 00pa3a KU3HH,
4acTh Npodeccuu WM Crocod JTOCTHXKEHUs Iiesel (Hampumep, 4eloBEeK XO4eT

CTaTh reM-IH3aliHEPOM).
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5. UntpoemupoBannas peryiasiuus (Introjected regulation) — pa3HOBHUAHOCTH
BHEITHEW MOTHBAIIMH, OTPAKAET BHEIIHEE MOOYKICHHUE K UTPE MO JaBJIICHUEM
BHYTPCHHHUX BUHBI UJIH TPEBOTH.

6. AmotuBanus  (Amotivation) — 3TO  OTCYTCTBHE  MOOYXIEHHUS K UIpE,

OCYHICCTBJICHUC HI‘pOBOﬁ ACATCIBbHOCTH 110 MHCPIHUH, HCIIOHATHO IJIA YCTO.

['maBHBIM BBIBOJIOM U3 3TOM 4acTu pabOThI CTAJIO TO, YTO UTPOKU UIPAIOT B UTPHI
HE MOJA BO37ciicTBHEM BHEMHHX (GakTopoB. OHU HE PYKOBOACTBYIOTCS KEJIaHUEM
IIOJIyYUTh IPU3bl B UI'PE WM NPU3HAHKUE CBOErO yclexa APYTMMH WIEHAaMU UTPOBOIO
COOOIIECTBA, HE MPUXOJAT UIPATh O] 1aBJICHUEM BUHBI U TPEBOTH, OHU HE HAJEIIAIOT
UTPy KAKUM-TO OCOOBIM 3HAUYEHHEM, a JIBH)KMMbI HACTOSIIIUM BHYTPEHHHM HHTEPECOM
[28].
Crnenyommm HCCIEN0BATENbCKUM IIaroM OBUIO PacCMOTPEHHE TOTO, KaKOBO K€
COZIEp’KaHHME 3TOr0 BHYTPEHHEIO0 HMHTEPECA, KAKUE WMEHHO MOTHBBI XapaKTEPHU3YIOT

MOTHUBAIIHOHHO-CMBICJIOBYIO C(bepy 9THUX MYJKYHH.

3.2.2 OcHOBHBbIC MOTHBBI UI'Pbl 1 0COOCHHOCTH OTHOLLICHUA FeMMepPOB K CBOEMY
YBJICYECHHUI0 UTPAMU

B pesynbraTax aHanu3a MHTEPBBIO paCCMATPUBAIUCH CIIECIYIOIINE ACTIEKTHI:

1. OcobeHHOCTH UHIUBUTYATbHOW UCTOPUH B3aUMOJICHCTBUS C UTPAMHU

2. MoTtuBanusa reiMuHra

3. OTHOILLIEHHE K UTPaM U K CBOEMY YBJICUCHHIO UTPaMU

I'unote3a 1. B ku3HuM OOJNBLIIMHCTBA MYKUYMH-T€HMEPOB BBISBISIOTCA CXOJHBIC
0COOEHHOCTH MHJIMBUIyaIbHOW UCTOPUM B3aUMOJEHCTBUS C UTPAMH.

I'mnore3a 2. J{111 My>KUHUH-TeIMEPOB XapaKTEPHO MOJIOKUTEITLHOE OTHOIIEHUE K CBOEMY

YBJICUCHUIO UT'PAMMU.
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NuauBuayajabHass MCTOPUA B3AUMOJACHCTBHUSA reiiMepoB ¢ UTPaMu

B xone aHanm3a MHTEPBBHIO BBIBUIIMCH CIICIYIOIINE XapaKTepHbIe s TeiMepoB
ACTIEKTHI MX WX UCTOPUHU B3aMMOJICHCTBYS C UTPAMU:

A. Jlosonvho pannee HAUAN0 USPOBOL KOMNLIOMEPHOU OessmelbHOCHU, TIOUYTH BCe
OHM Ha4yaJIMl UTPaTh B IKOJHHOM (TIPEUMYIIIECTBEHHO B MJIAJIIIIEM IITIKOJIFHOM) BO3pacTe,
a HEKOTOPBIC M B JOMIKOJILHOM JeTCTBE. OTHOCUTEIHLHO COBPEMEHHBIX NIETEH, KOTOPHIC
cefiuac HaXOAATCS B MIAJIIEM IIKOJIBHOM BO3pacTe, pe3yJbTaT HE KaXKeTcs
YAUBUTEIHHBIM, HO BA)KHO TIOHUMATh, TO HHTEPBBIO MPOBOAMIOCH C JIFOJBMH, KOTOPHIM
B cpeaHeM okojio 30 JeT, v, Korja OHM HaXOJWJIUCh B MJIQJIIIEM IIKOJIBHOM BO3pacTe,
pacmpoCcTpaHEHHOCTh KOMITBIOTEPOB B Poccun errie He Obla CTONb BEIHKA.

B. XapaxmepHnoe mauano yeneuenus ucpamu Oisl 2eliMepos8 — dMoO uspa Ha
npucmaske (Dendy, Sega), daie Bcero mpucTaBKy KyNHJIM UM HUX POJAMUTENH, HO B
HEKOTOPBIX CIy4asX OHH WTPald B MPHUCTABKY JOMa y Jpy3ed (KOTOPHIM MPHUCTABKY
KYIIAIIU POJUTEIN).

C. 3uauumsie 6auskue uepanu. B onvcaHuy UCTOPUH YBICUCHUS UTPAMU IIOYTH BO
BCEX CIIyYasX YIOMHHAETCS, YTO KTO-TO M3 POAUTEIICH MM 3HAYMMBIX ONM3KUX (IS,
Opart, Ipyr) urpaji caM, MoKa3bIBasi TEM CaMbIM MIPUMEP YBJICUEHHOCTH Urpou (Tabmuia

4).

Tabnuya 4
OO0mme NpU3HAKY MHAMBHUAYAJIbHON HCTOpUH B3auMojeiicTeus ¢ urpamm (N=61).
IIpusHaku cutyauuu Yacrora Yacrora B %
Pannee Hauano (IOMKOIBHBIN/MII.IIKOJILHBIA BO3pAcT) 56 92%
Hannune noma/y pOACTBEHHHMKOB NPUCTAaBKH WM 52 85%

HUI'POBOI'0 KOMIIBKOTEPA

3HaYMMBIH OJIM3KHIA (POJCTBEHHHUK, JAPYT) UIPall B UTPHI 57 93%

Taxke y4yaCTHUKM HCCIIEIOBAaHUS JaBajddl OIICHKY YOBJIETBOPEHHOCTH CBOEHU
JKU3HEHHOM cuTyanuedt nmo 10-6amibHoi mkane. Bonpoc 3Byyan cieayronmM o0pa3oMm:

«O11eHUTe, HA CKOJIbKO OQJIJIOB BAaCc yCTpawBaeT Ballla KM3HEHHas cuTyauus, no 10-
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OanbHOM 1IKane, rae 1 — coBceM He yctpauBaet, 10 — abcomoTHO yeTpauBaet». CpeaHsis
OIICHKA 110 BCEH BHIOOPKE YUYACTHUKOB HUccaeaoBanus — 7,17.

brita o0HapykeHa MOJ0KUTENbHAS CBSI3b YI0OBIETBOPEHHOCTH CBOCH )KM3HEHHOM
CUTyallMeld C CEMEHHBIM TOJIOKEHUEM: Y KEHATBIX YJIOBJIETBOPEHHOCTh >KU3HEHHOU
cuTyauuei Boie (kpurepuii Manna-Yurtau, U=48, p<0,05).

MoTuBanus reiMMHra
1. bputn TpoaHaIM3HPOBAHBI OTBETHI UTPOKOB Ha BOIpoC «UeM st Bac SIBIAIOTCA
UTPBI?»

A. «Coepemennasn gpopma npogedenus docyeay». OTBeT Ha Borpoc «Yem it Bac
SBJISIIOTCSL WTPBI?» 4Yallle BCEro 3ByYal TaK: «3TO OOBIYHBIA (opMaT MPOBEICHUS
BPEMEHH, HapsAy C KHHO W TpouyuMH Qopmamu TmpoBeaeHust nocyra». I[lpumep
TUMHUYHOTO BBICKA3bIBAHUS: « ITO Pa3BICYEHUE — KAK KHHO, HO TOJIBKO «KPYYE», IOTOMY
YTO CaM MOJXKEIlb MOYy4YacTBOBATh B CrOkeTe», «Mrpbl JIs1 MEHS — 3TO pa3BiIeUYEHUE U
BIICYATIICHUS], HO U MIOKUPATEIb BPEMEHNY.

B. «Heobwviunviti onvim, mnoewvie eneuamiaernusy. YacTbIM OTBETOM OBLIO
3aKJIOUEHHE, YTO WUIPhl — ATO «IAPYroi, MHTEPECHBIM MHUP», B KOTOPOM OHU MOTYT
MEepeKUBaTh HEOOBIYHBIM OMBIT, JIOCTUTATh HEBO3MOXHBIX pe3ysbTaTtoB. [Ipumep
TUMHUYHOTO BBICKA3bIBaHUS: «B KU3HU Thl HE MOXKEITh CAENAaTh TO, YTO JIeJIaelllb B UTpax
— pa30oMOUTh JPYryl CTpaHy, YNPaBIsATh APAKOHAMH, BOEBaTh, MOJYYUTH SIPKUE
BIICYATIICHHS], U3BECTHOCT...»

C. «Cnocob6 yiimu om peanvrocmuy. Takxe 4aCThIM MOTHBOM I'€iIMUHTa Ha3bIBAIIN
MOTHB 3CKaNu3Ma, YTBEPKJasi, YTO UTPHI JUIsl HUX — CIIOCOO OTBJICUbCS] OT PEAIbHOCTH,
OTKJIFOYUTHCS OT HACYIIHBIX MPOOJIEM, pa3rpy3uTh TOJOBY mociie padotel. [Ipumep
TUMUYHOTO BBICKa3bIBaHUsA: «Urpel — 3TO OTIBIX OT pabOThI, OT BCEro, MOMOTAET
«pasrpy3uTh TOJOBY», «JI7s1 MEHS UTPBI — CaMbIil JIETKUM CIOCO0 YHTH OT MPOOIIEMBI,
KOTOopasi OecCroKouT», «XOpOIIMK CIocod HEHATOJIr0 OTBJICYLCS BEUEPOM IIOCIE
TPYAHOTO JHS, IEPE3Arpy3UTHCS.

D. «Paszsumue, mpenuposeka». VIHOTJa WTPOKU YKa3bIBAIM TAKOW MOTHB, Kak

Pa3BUTHC MBINIJICHWA, TUIIMYHBIMU BBICKAa3bIBaHHUAMMU 3/1€Ch OBLIN: «I/Irpa 3aCTaBJIACT
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IMoAyMaTb», «I/Irpa CHOCO6CTByeT aKTUBHOU pa3pa60TKe TAKTHUKHU B HOBBIX CUTYAlUAX»

(Tabnuia 5).
Tabauya 5
CMBIC/I KOMIIBIOTEPHBIX UTP I HTPOKOB («UeM 15 Bac ABJIASIOTCS UTPBI?))
CMbICJI UTPBI VISl HTPOKOB Yacrora (N=61) | Yacrora B %
Heobviunvii onvim, Hogvle neyamienus 21 34%
Coepemennas popma nposedenus docyaa 34 55%
Cnocob yumu om peanbHOCmu, OMe1eubest 32 52%
Pazeumue, mpenuposka 9 14%

2. bpun mpoaHaIU3uPOBaHbl OTBETHI UTPOKOB Ha BONPoC « /1151 uero BbI urpaere?».

A. «llonyuenue smoyuu, oneimay. B 0TBETaxX Ha BONPOC, JIJIsl YETO OHHU UTPAIOT, Y
PECIIOHJICHTOB CaMbIMU YacCThIMU OBUIM YKa3aHUS Ha TO, YTO WUTPhl — OBICTPBIA U
HECJIOKHBIN CIOCO0 MOTYYUTh YMOIIMH, BIICYATIICHUS, OTIBIT.

B. «Omeneuenue om pearvnocmu» — BTOPOU MO 4ACTOTE THI OTBETOB — MOTHB
OTBJICYCHUSI OT PEAIBHOCTH (dCKAMu3M), YXOJ OT IOBCEIHEBHOIO HAMpsHKEHUS,
MOCTAHOBKA KU3HU HA May3y U OTIbIX OT XKU3HU B UTPE.

C. «llposeoenue epemenu» — TaKKe 4acCThI OTBET, 0003HAUYAIOIIUN B KaueCTBE

MOTHBA KEJIAHUE 3aTIOJTHUTh BpeMs YeM-HUOY/Ib HUHTEPECHBIM (Tabsuiia 6).

Tabnuya 6
MoTuBbI NPOBE/IeHUS BpeMeHU B HTPax.
Motus Yacrorta Yacrora B %
(N=61)

[Tosryuenue smMonui, oneiTa 36 59%
OTBreYeHNE OT PEATHLHOCTH (ICKAITH3M) 38 62%
ITpoBeneHne BpeMeHM (HANOJHEHHE BPEMEHHM HHTEPECHBIM 25 41%
CoJIep>KaHUEM )

Jpyrue MOTHBBI (COpEeBHOBaHHE, JOCTUKEHHUSI, OOILIEHHUE) 14 23%
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OTHolIeHNe UTPOKOB M UX OKPY:KEeHHS K CBOEMY YBJIEYEHHIO HTPAMH

bbbt poaHanu3upoBaHbl OTBETHI UTPOKOB Ha BOIPOCHl «Kak Bbl OTHOCUTECH K
CBOEMY YBIICUCHHUIO HUTpamu?», «V3MEHsUIOCh JM Balle OTHOIICHHWE K YBJICUCHUIO
urpamu?y, «Kak okpyskaronire Bac JitoJid OTHOCHJIMCH / OTHOCSITCS K BallleMy YBJICUEHHUIO
UrpamMu?».
BBIACHWIIOCH, YTO OTHOIIEHHE K CBOEMY VBJICUCHHIO HWIpaMH Yy OOJBIIMHCTBA
PECNOHICHTOB aMOUBAJICHTHOE, IPUYEM YaIlle OHO SIBJISIETCS CKOMIICHCUPOBAHHBIM (XH-
kBaapat [Tupcona, p<0,01).

A. Ambusanenmnocms B OTHOIIICHUH K CBOEMY YBJICUCHHMIO UTPAMH TIPU aHATIU3E
ObUTa pa3zjeneHa HaMH Ha MPOCTYyI0 aMOWMBaNCHTHOCTh («MHE HPaBUTCS, HO TPATHUTCSA
CJIMIIIKOM MHOTO BPEMEHW») M CKOMIICHCHPOBAHHYIO («paHBIIE 51 CTpagall OT ATOTO, a
TENeph OTHOIIYCh HEHUTPAJIbHO», «OTHOIICHHE HEUTpajabHOE, 51 Hallesl OallaHC MEXIy
UTPaMH U JKA3HBIO»). HacTO pecrmoHACHTH CO CKOMIICHCHPOBAHHBIM aMOWBAJICHTHBIM
OTHOIIEHUEM K CBOEMY VYBIEUYEHHIO 0003HAYald €ro Kak «HEHUTpaJbHOE» WIH
«HOpMasbHOE». VX omucanue u OOBsICHEHHE, TOYEMY OTHOIIEHHUE HEUTpaJIbHOE,
pacKphIBajJO0 UCTUHHOE TOJOXKEHHE BEIEH — OTHOIIEHHWE MOXKHO OIMCaTh, KaK paHee
ObIBIIIEE aMOMBAJICHTHBIM, KOH(MIUKTHBIM, HO TO OBUIO MPEOJOJCHO — PECIOHACHTHI
HAyYHWJIUCh JKUTh C 3THM U HE TepATh dPPEKTUBHOCTH B APYIHX JKU3HEHHBIX cepax,

Hamnu 0anadc (Tadbauma 7).

Tabnuya 7
OTHoOLIeHNe UTPOKOB K CBOEMY YBJI€YeHUI0 HTPaMH
Tun oTHOIIEHUSI Yacrora (N=61) Yacrora B %
AMOUBaneHTHOE 12 19%
AMOMBAJICHTHOE CKOMIIEHCUPOBAHHOE 33 54%
[TonoxxurenbHOE 12 19%
OtpunarenasHoe 4 6,5%

B. Omnowenue oxpyscarowux nwooeti (OIU3KOTO OKPYKEHHs]) TedMepoB K

YBJICUCHUIO UT'PpaMH 4aCTO OIIMCBIBACTCA KaK HEeOOHO3HAYHOE:
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— IOYTH Y BCEX PECIIOH/ICEHTOB HETaTUBHOE WJIM B MPOILIOM HETaTUBHOE CO CTOPOHBI
CTapUIEr0 MOKOJEHUS (Yalle BCEro 3TO POAUTEIN) WU APYTOro 3HAYUMOro OJIU3KOro —
HanpuMep, *KeHbl. [IpoBefeHne pecrnoHAeHTaMU OOJBIIOTO KOJUYECTBA BPEMEHH 3a
UT'paMU paclEHUBAETCS UMM KakK IyCTasi TpaTa BpEMEHHU.

— MOYTH Y BCEX PECHOHJEHTOB OTHOIIEHHE CO CTOPOHBI IPy3el MM 3HAKOMBIX JHOO
HEUTpaJIbHOE (€CIK OHM CAMH HE WIPAIOT), JUOO MOJOXKHUTENIbHOE (y TeX, KTO cam
UTpaeT).

Takum 00pa3oM, poauTeabCKue QUTYpPHI Y TeHMEpPOB HAaXOJATCS Yalle BCETO B
IPOTUBOCTOSIHUU 3TOMY YBJIEUEHHUIO U OCTaJIbHOMY OKDPYXKEHHIO I'€iiMEpOB, KOTOPOE
MOJIZICPKUBAET 3TO YBJICUCHUE.

Oo0cyxaenue

WUrpokn HaxoIATCs B CIOXHOW >KM3HEHHOM CHUTYallMM, «MEXAY JIBYX OTHEN»:
MHTEPEC HAIPABIIECT UX BHUMAHHUE K UTPaM, UM XOUETCS UTPaTh, UTPHI JAIOT UM HOBBII
BIICYATJICHUS! U TOJOXKHUTEJIbHBIE 3MOLMH, [MOMOTAlOT UM OTBJIEYbCS OT PEalbHOCTH,
KOTOpas [ojiyac Tskesia 1 oOpeMeHHuTeIbHa, yromiseT ux. [Ipu 3ToM oHu crankuBaroTcs
C IOHMMAaHHWEM, YTO MIPOBO/IS BpEMs 32 UTPaMHU, TIOTy4asi TaM BIICYATIICHUS, TOCTHKCHHSI,
UCHBITHIBAs] YyBCTBO YCIEIIHOCTH, OHU HE YCIEBAIOT PEAIM30BATHCS B PEAIbHOM KU3HU
U CTaHOBUTKCS TO-HACTOAIIEMY ycCHemHbIMA. KpoMe TOro, mouTH Bcerja B >KU3HU
UTPOKA MPHUCYTCTBYET JABJIEHHWE 3HAUYMMBIX OJM3KHUX, KOTOPBIX 3a4acTyI0 pa3apa’kaeT

9pC3MCPHad YBICUCHHOCTD UT'POKOB, KIIPOIMaJaHUC B KOMIIBIOTCPC)).

3.2.3 Beayuiue MOTUBbBI IOBCEHEBHOM KU3HU Y HTPOKOB B MaCCOBbIE OHJIAH-
ATPbI

I'mnore3a. Benymme MOTHBBI TOBCEIHEBHOW JKM3HM Y MYXKUMH-UTPOKOB B

KOMIIBIOTEPHBIC UTPHI (FEHMEPOB) — MOTUBBI JOCTHXKEHUSI U KOHTPOJISI HAJl CUTyalueH.
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Pe3yabTaTrhl onpocHuka «MOTHBBI NOBCEIHEBHOH KM3HM» Ha BBIOOpKE
reiimepoB (N=1461) B hopmare co mkasnoit JIukepra. (TekcT onmpocHUKA ¢ HHCTPYKIIUEH

MO>xHO HaiTu B [Ipunoxenun 1 IlyHkT 3.1).

B pesynbrarax ompocHHMKa BHMJIHO IPABOCTOPOHHEE CMEIEHHWE OTBETOB (Ha
rucrorpaMmax B Tabmuie §). DTO 03HA4aeT, YTO MPAKTUYECKH BCE CUTYAIMU B 3TOM
CTHCKE SBJISIOTCS JJI1 UTPOKOB CKOPEe MHTEPECHBIMH, YeM He HHTEepeCHBIMU. [Ipu aTOM
BUJTHO, YTO HEKOTOPBIE UHTEPECHBIE CUTYAIIMU TOJIyYHIIA O0Jiee BHICOKUE OLIEHKH, U 3TO
TE >K€ pe3yNbTaThl, YTO OBUIM TMOJyYEHBl paHee IO IIKajJe BHIOOPOB: Hamboiee
BBIP2XEHHBIMU MOTHUBAaMU SIBJISIIOTCS I03HABATEIbHBIE (Y3HABATh UTO-TO, YUUTHCS YEMY-
TO), @ TaKKe MOTHBBI JOCTHXCHHs (MOJy4aTh pe3ylbTaT/JOCTHKCHHUS, HWMETh
BO3MOXKHOCTH BbIOOpa). Taxke BHICOKHE OLIEHKH MOTYYHIA MOTHB BCTPEUN C HOBHU3HOM
¥ HEOOBIUHOCTBIO (BCTpEUYaTh YTO-TO HOBOE, BCTPEUATh UTO-TO HEOObIUHOE). B Tabmuie
8 peICTaBICHBI CPEHIE PAHTH.

Tabnuya 8
BoipakeHHOCTH MOTHBOB MOBCETHEBHOI KM3HU HA BHIOOPKE HTPOKOB MAaCCOBOM

MHOI0noJb30BaTe1bcKkoil onaiH-urpsl World of Warships (N=1461).

MoTuBbI Cpennee SD hist

1. O0yuenus 4,2 0,87 [ |
2. JlocTHKEHHS 4,2 0,89 —— =l
3.ITo3Hanus 4,2 0,88 — o
4.Bri6opa 4,2 0,85 —
5.IMorpyxeHus 4,0 1,04 a—
6. IToricka HOBH3HBI 4,0 0,89 ———
7. Ilorcka HEOOBIYHOCTH 4,0 0,95 —
8. [Toncka MTMHAMUYHOCTH 3,9 0,90 ——ul=
9.9creTnyeckue 3,9 0,99 ———nln
10. Ipeononenus 3,8 0,93 ———1i1=
11.ITonnmanus 3,8 0,92 ——ul=
12.Brnusnus 3,8 0,93 ——ul=
13.Pa3Bieuenus 3,7 0,88 1=
14.1Torcka HEOKUTAHHOTO 3,7 1,01 N A I




100

15.Ctumynaumu (CUIbHBIX SMOITUH) 3,6 1,01 _ l I B
16.0mryenus TpaHIu03HOCTH Y€T0-TH00 3,6 1,06 _ l I [ |
17.Kooneparuu 3,6 1,01 _ I l -
18.BuIrob! 3,5 1.13 l I ]
19.00meHus 3,5 1,03 g N

CaMbIM BBIPaKEHHBIM JEKJIApPUPYEMbIM MOTHBOM HWIPOKOB OKa3aJici MOTHUB
o0yueHus («Y4UTbCS UYeEMY-TO, YJIydlllaTh HABBIKK ), TAKKE BHICOKHUE OILEHKH IO IIKaJe
NOJIyYHJI MOTHB TMO3HAaHMS («y3HaBaTh YTO-TO, MOJy4YaTh HHPopmManuio»). Takum
o0pa3oM, BBIAENIEHO OOIIee A UIPOKOB B WIPbl TAaKOTO THUIA — BBIPAXKEHHAs
(mexmapupyemasi) TO3HaBaTelbHas MOTHBAUUs. TakkKe SPKO BBIPAXKEH MOTHUB
JNOCTUXKEHUST («IOJMYyYUTh pe3yJbTaT, JOCTWXeHHs») Haumenee BbIpa)keHHBIMU
MOTHBAMHM OKa3aJMCh MOTUBbI OOLICHUS U KOONepauu («0OIaThCs» U «JeNaTh YTO-TO
COBMECTHO C JPYTUMHU JIOABMU»), & TAK)KE MOIYUEHUS BBITOBI.

B [0MOMHUTENIEHOM HCCIIEIOBAHUM, OPTaHU30BAHHOM ISl CPAaBHEHUS MT'PAIOIIUX
MY>KUMH U )KEHIIUH, ObIM OOHAPY>KEHBI CXOJICTBA U PA3NHUUS MEXAY UTPOKaMU Pa3HBIX

noyoB. Pe3ynbpTatel 3THX KccnenoBanuil onucansl B [Ipunoxenun 1 11.3.4

Oo0cyxaenue

B pesynbpraTe aHanmuza BBHIOOPOB HIPOKaMU HamOOJiee HHTEPECHBIX ISl HHX
YKU3HEHHBIX CUTYallUi BBIJICJICHO HECKOJIBKO BEAYIIMX MOTUBOB IMOBCEAHEBHOU KU3HH.
Haunbomnee BhIpa)KEHHBIMU MOTUBAMU Yy MYXYUH-UTPOKOB OKA3JIUCh MMO3HABATEIIbHBIC
MOTHUBBI, MOTHUBBI OOY4YEHUS M JOCTIKCHUS. J[aHHBIE MOTHBBI SIBISIIOTCS BEIYIIMMHU
HE3aBUCUMO OT (popMara ONpocHUKA — B pabOTe MPUBEACHBI Pe3yJIbTaThl MPUMEHEHUS
onmpocHUKa B popMmare co mkanamu JInkepra, HO, KOTJa ITOT KE ONMPOCHUK MTPOBOIUAIICS
B hopMare co IMIKajJaMu MHOXXECTBEHHOTO BHIOOPA, T€ K€ MOTUBBI, KOTOPHIC TIOTYUUITU
caMble BBICOKHE OIICHKH T10 1iKase JIukepTa, IBISUIUCH CAMBIMHU YaCTO BEIOMPAEMBIMH 110
nIKajgaM BeIOOpa. MOTHB KOHTpOJISI (BIUSHUS) HE BOIIET B YHCIIO BEAYIIUX MOTHBOB

HOBCC)IHGBHOfI JKU3HHU, IIOOTOMY THIIOTE3a MMOATBECPANIIACHE YaCTHYHO.
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3.2.4 ®akTOopHI B CTPYKTYPEe MOTHBALMH NOBCEAHEBHOM »KM3HU UTPOKOB

ITo creneHr BBIPAKEHHOCTU TE€X WJIM MHBIX MOTHUBOB M3 19 BBIJICIECHHBIX HAMU
0000IIEHHBIX MOTHBOB IOBCEIHEBHOM XKU3HU U MO MX COYCTAHHIO B MOTHBAIIHOHHOM
npoduae B CTPYKTYpe MOTHBAIIMM UTPOKOB METOJOM TJIaBHBIX KOMIIOHEHT yAaloCh
BBIJIETUTH 3 dakTopa (Tabnuia 9):

1) ®akTop 1 - MOTHBALIMS TOUCKA TUHAMUYHOCTH U HOBU3HBI,
2) dakTop 2 - MOTUBAIIMS TTO3HAHUS U JOCTHXKCHUS,
3) ®akTop 3 - MOTUBALIMS T€I0HU3MA U MTOMCKA CTUMYJISIIUU.

MoTuBaliusi MepBOro THUMa BKJIOYAET B C€0sl BBIPAKCHHBIE MOTHBBI MOUCKA
HOBU3HBI, HEOOBIYHOCTH, HCOXMJIAHHOCTH HM JUHAMHUYHOCTH, CTpEMJICHHE K
MpeoIoJieHHI0. MoOTHUBaIMsl BTOPOTO THUIMA BKJIOYAEeT B ce€0s BBIPAXKCHHBIE MOTHUBBI
MO3HAHUS, 00yUCHUS, JOCTHKEHHUS, BIUSHUS U IIOHUMaHUs. MOTHBaLMsS TPETHETO THUIIA
BKJIIOYaeT B ce0s BBIpAKCHHBIC MOTHBBI PA3BIICUCHHS, CTUMYJISALHUH, OIIYIICHUS
MacIITa0HOCTU U TPAHIUO3HOCTH YETO-TM00, U3BJICUCHUS BBITOJIbI, & TAKXKE OOIICHUS U
Koomnepanuu. JleHaporpamma, TIOKa3bIBalOIIas HEPAPXUUECKYI0  KJIaCTepU3alIHI0
¢daktopoB, Haxoautcs B [Ipunoxenun 1 I1. 3.2.

[IIxanel OBLIM HA3BAaHBI B COOTBETCTBUHU C MOTUBAMH, KOTOPHIE B HUX BOIILIH.

IlIkana 1 (Paxkrop 1) o603HaUCHA KaK «/[MHAMUYHOCTD M HOBHU3HA, TOCKOIBKY
B HEE BOIIUIM MOTHBHI IIOMCKA HOBOT'O, HEOOBIYHOT'O, HEOKHUIAHHOTO M JUHAMUYHOCTH C
OonpIMMU (paKTOPHBIMU Harpy3kaMu. B ¢hakTop 1 BoIuiM MOTUBBI: IOTPYKEHUE, TTOUCK
HEOXUJAHHOCTH, HOBU3HBI, HEOOBIYHOCTH, TUHAMUYHOCTH, MPEOOJICHUE, ICTETUKA U
koorepanus. HaumensIme (hakTopHble HATPY3KH y BOMIEAIINX B ATY IIKaTy MOTHBOB
MPEOI0JICHHS, SCTETUKH U KOOTIEpaIIUH.

Ilkana 2 (®axkrop 2) Ha3BaHa «Ilo3HaHume W OOCTHMKEHHE», TOCKOJIBKY
OOJBITMHCTBO MOTHUBOB, BOIIEIINX B ATy MKy, OMUCHIBAIOT CTPEMJICHHE K O0yUCHHUIO,
JOCTIDKCHUIO M TOHWMaHui0. B ¢aktop 2 BOnUM MOTUBBI: OOyYeHHE, IMO3HAHUE,

JOCTHKCHUC, BIIMAHUC U BBI60p.
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Ilkana 3 (®akrop 3) nonayuwia Ha3BaHUE «['€IOHM3M U CTUMYJISILIUASY,
MOCKOJIbKY BOILIEIINE B HEE MOTHBBI OTPAXKAIOT CTPEMIIEHUE JINYHOCTH K Pa3BICUCHUSIM
U TOJY4YeHHIO SMolMid. B ¢akTop 3 BouLIM MOTHBBI: pa3BieueHHE, OOIICHUE, CUIIbHBIC
AMOILMHU, OUIYILIEHHE TPAHINO3HOCTH U MOJTYYEHUE BBITOJIBI.

B tabnuue 9 npencraBieHbl OTAEIbHBIE MOTUBBI, BOILIEIINE B KAKIYIO U3 IIKaJ,

¢ ¢akTopHBIMH Harpy3kamu ((hakTopHbie Harpy3ku Mmeree 0,4 B TaOmuIle HE YKa3aHbI).

Tabnuya 9
DaKkTOpPHI B CTPYKTYpe MOTHBALMH MOBCEIHEBHOM KU3HU IeiMepoB *
Daxkmop 1 «/Tunamuunocmo u nHosuszna) (% nucnepcuu 18,035)
ITouck HEOKUIAHHOTO 0,864
[Torpyxxenue 0,670
TTouck muHaMuyHOCTH 0,642
ITorick HOBU3HEI 0,593
ITouck HeOOBIYHOCTH 0,506
[Ipeononenue 0,491 0,404
OcTeTHKa 0,480
Koonepanus 0,439
@Daxkmop 2 «lloznanue u docmuscenuey (% nucunepcuu 17,066)
OOyueHnue 0,838
Ilo3nanue 0,806
Br16op 0,612
JlocTmkenne 0,604
Bausaue 0,434
ITonumanue
Daxkmop 3 «l'edonuzm u cmumynayusay (% nucnepcun 15,188)
Brirona 0,762
PasBneuenue 0,677
CHIIbHBIE MO 0,649
OO1enue 0,594
OmynieHye rpaiJin03HOCTH 0,495

* Metoz BblAEIECHUS (aKTOPOB: METO[ IJIAaBHBIX KOMIOHEHT. MeToJ| BpallleHHs: BapUMaKC C HOpMallu3aluei
Kaiizepa. a. Bpamenue conutocs 3a 7 urepanuil.

dakTopHas BaJIMIHOCTH BBIICICHHBIX IIIKAad MPOBEpsIach MPU MOMOIIU
koH(pupmaroproro ¢akropHoro anammza. C.R. MHoromepnoro skcmecca = 113,737
(6onee 5), TpeboOBaHNE MHOTOMEPHON HOPMAJIBHOCTH HE BBITIOJIHEHO, TIPUMEHEH METO/T
[TpubnusutenbHo cBOOOMHBIN OT pacmupenencHus (Asymptotically Distribution Free).
CpaBHuBanich ogHodakTopHas mojaenb (Xu-kBaapat = 1053,81, df=135) u 3-paktopHas

(«BoxkeHHas») Monenb (Xu-kBagapar = 1034,99, df=132). Paznocts Xu-kBampart 21,18
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st pazHoctu  df=3  cratuctuuecku noctoBepHa (p<0,001). CnemomarenvHo, 3-
dakTopHas MOJAENh 3HAYUTEIIHHO JIyYIlleé COOTBETCTBYET MCXOTHBIM JTaHHBIM, 4eM |-
dakrtopHas moaenb. Takum o00pazoMm, (akTOpHas BaJUAHOCTH MIKad 3-IIKAJIbHOM
METOJIUKH TTOITBEPIKICHA.

bruta ocymiecTBiena npoepka HajeKHOCTH Ikai o Anbda-Kponbaxy (Tabmuiia
10). Hlkanbl 1OCTAaTOYHO HAJEKHBI 110 BHYTPEHHEH COTJIACOBAHHOCTH BXOJSIINX B HUX

ITYHKTOB. I[anee IMKAJIBbHBIC 3HAYCHUA BBIYHUCIIAINCL KaK CYMMBI BXOIAIINX B HHUX

ITyHKTOB.
Tabnuya 10
HanexHocTh mIKaJ ONPOCHUKA «MOTHBBI MOBCETHEBHOM KU3HI
[xana 1 [Hxamna 2 [xana 3 O6mas
Anbpa N Anbda N Anbda N Anbda N
Kponbaxa | anemenToB KponOaxa | anmemenToB KponbOaxa | anemenToB KponOaxa | aeMeHTOB
0,838 8 0,783 5 0,730 5 0,899 18
HpuMeanuﬂ. mkama 1 — ((I[I/IHaMI/I‘{HOCTB ¥ HOBHU3HAa», IIKaJjia 2 — «ITo3Hanue u JOCTHXKCHHEC), IIIKaJIa 3 - «re[[OHI/BM U CTUMYJIALUD).

JlommycTUMOCTh 00BEIMHEHUS TPEX KA B OJIHY OOIIYIO IIKaTy CYMMUPOBAaHUEM

ObLJIa IPOBEPEHA C MTOMOIIBI0 Ko duiireHTa koppensuuu r CnupMeHa, 4ToObl TOKa3aTh

COTJIaCOBAaHHOCTH IIIKAJI OTIPOCHUKA ¢ 001IeH mikanoi (tabnwuma 11).

Tabnuya 11

Koppeasiuun mkaJua onpocHuka «MOTHBBI OBCETHEBHOM KU3HI

IIkama 1 | HlIkamna 2 | IlIkama 3| OO61as mkana

Koadd. |xana 1 |Koadd. kopp 1,000 ,593" ,5257 ,898"
Cnupme 3HauuM. (2-cTOpoH) . ,000 ,000 ,000
Ha N 1661 1661 1661 1661
Hikana 2 | Koadod. kopp ,5937 1,000 ,5367° ,804"

3naunM. (2-CTOpOH) ,000 . ,000 ,000

N 1661 1661 1661 1661

Ixama 3 |Koadd. xopp 5257 536" 1,000 762"

3HauuM. (2-CTOpOH) ,000 ,000 . ,000

N 1661 1661 1661 1661

O6mas  |Koadd. xopp ,8987°| 8047 762" 1,000

IKaiza 3HauuM. (2-cTOpoH) ,000 ,000 ,000 .

N 1661 1661 1661 1661

** Koppensiun 3Haunmbl Ha ypoBHe 0.01 (2-cTopoHH.).
mkana 1 — ((,HI/IHaMI/I‘IHOCTB 1 HOBHU3HAay, IIKalia 2 — «Ilo3nanue n JOCTHIKCHHC) , IIIKaJla 3- ((FCHOHI/BM U CTUMYJIALUS .
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Oo6cy:xxknenue

B paccmarpuBaemoil HaMH SMIOMPUYECKON MOJENM MOTHBaIMu reimuHra Huka
v MBI BH/1€)TH 6 OCHOBHBIX (DaKTOPOB MOTHBAIIMH TeiIMUHIa — JICHCTBHE, COIMATBHOCTD,
MAaCTEPCTBO, JOCTUKEHUE, TTOTPYKEHUE U KPEATUBHOCTh. B MOITyYEHHOW HAMU MOJEIU
MOTHBAIlMA  TOBCEIHEBHOW  JKM3HM MBI  TMONy4Ydiau  Tpu  (aktopa  —
HOBU3HA/IMHAMUYHOCTh, TIO3HAHUE/OCTIKEHUE W TEeIOHU3M/CTUMYIALIMS. MBI
MPEIIOaracM, 4YTO TOBCEIHEBHBIA WHTEPEC K JIMHAMHUYHOCTH W HOBHU3HE MOXKET
HaXOJUTh CBOE OTPAKCHUE B TAKUX UI'POBBIX MOTHBAX KaK JCHCTBUE U KPEATUBHOCTD,
CTpEMJICHME K TIO3HAHWIO, OOYUYEHHI0O U JIOCTHIXKEHHIO B TOBCEIHEBHOM JKHU3HU
TpaHC(POPMHUPOBATHCS B HUIPOBBIE MOTHUBBI MacTE€pPCTBA W JOCTHKEHHUSA, a OOIIUIA
JKU3HEHHBI MOTMB TI€IOHU3MA U CTUMYJBSIUAA HAXOJIWUTHh PEATU3ALMI0 B UIPE 4Yepe3

HUI'POBBIC MOTHBBI IIOTPYKCHUA 1 COONAJIBHOCTH.

3.2.5 CpaBHeHue BLIOOPKH MYKYHH-UTPOKOB C BLIOOPKOI He UTPAIOIIUX MYKYUH
10 CTeNEeHN BbIPAKEHHOCTH 19 3MNIMpPHYECKH BbI/ICICHHBIX MOTHBOB

B 3TOM CpaBHHUTEIBPHOM aHAIW3E€ PACCMaTPUBAIUCh OTBETHl HA ONPOCHUK
«MoOTHBBI IOBCEAHEBHON KU3HUY» Urparomux myx4uuH (N=1461, Bospact ot 17 go 70,
cpeanuit Bo3pact 37,8) u He urparomux myxant (N=200, Bo3pact ot 17 go 70, cpeauuit
BO3pacT 35.,4).

I'mnore3a. MyXuUuHBI-T€IMEPHI OTINYAOTCS OT HEUTPAIOLIMX MYKUMH MEHBIIEH
BBIP2XEHHOCTHIO TAKUX MOTHUBOB MIOBCETHEBHOM KM3HU KaK OOILIEHHE U KOOTIEPALIHSL.

PesyabTar. rpokn u He Wrparomue no BBIPAXKEHHOCTH MOTHUBOB OKa3aJIMCh
Oosnee cxoxu, yeM paszinyHbl. CaMble BBICOKHE CpelHUE Oayuibl MOMYYMIH B 00EuX
rpymnax no3HaBaTeIbHbIe MOTUBHI («IIO3HAHUSD), «OOYUEHHUS») U MOTUB «JIOCTHIKEHUS.

Ho paznuuus Mexay rpyrnaMu Bce ke ObUTH BbIsIBJIEHBI (Tabmuiel 12 u 13).



Tabnuya 12
CpaBHeHHe BbIpa:KkeHHOCTH MOTHBOB Yy urpamomux (N=1461) u ve urpaomux (N=200) myx4unH
He urpoku Urpoku OO6mme

Cpennee SD Cpennee SD Cpennee SD
Bnusane 3,99* ,902 3,79* ,933 3,82 931
Pa3zBneuenue 3,70 ,868 3,73 ,880 3,72 ,878
O1ynl. rpadJIM03HOCTH 3,93* 1,033 3,62%* 1,063 3,66 1,064
[To3nanne 4,36 ,764 4,24 ,883 4,26 ,870
OOyuenne 4,23 ,770 4,22 ,866 4,22 ,855
ITouck HeOOBIYHOCTH 4,15 ,861 3,99 ,951 4,01 ,942
O6menne 3,92% ,896 3,53* 1,030 3,58 1,023
Brirona 3,76%* ,995 3,52% 1,126 3,55 1,114
CusbHbBIE YMOIMH 3,76* 1,042 3,60* 1,000 3,62 1,006
OcTeTHKa 4,15% ,825 3,90%* ,982 3,93 ,967
Ilorpyxxenue 3,71* 1,150 3,96* 1,028 3,93 1,046
Koomneparus 3,73 912 3,57 1,007 3,59 ,997
Ilorick HOBU3HEI 4,10 ,750 4,00 ,881 4,01 ,867
JlocTxeHue 4,28 ,828 4,15 ,883 4,17 ,877
Bri6op 4,20 ,741 421 ,848 4,21 ,836
[Ipeononenue 3,93 ,868 3,81 ,927 3,82 921
[Tonnmanue 3,62* ,888 3,84* 914 3,81 913
ITonck HEOXUTAHHOTO 3,52 913 3,66 1,008 3,64 ,998
ITonck TMHAMUYHOCTHU 3,85 ,788 391 ,893 3,90 ,881
Age (average) 35.4 11.93 37.8 9.05 36.6 10.01

*

CpaBHeHHe BbIPa:KeHHOCTH MOTHBOB Yy urpawmmux (N=1461) u ne urparomux (N=200) my:kx4uH

105

no 19 moruBam OIIPOCHHUKA «MoTHBBI NOBCEAHEBHOM KU3HN»

OTMEYEHA 3HAYUMOCTbH Pa3IuiIui (KpuTepuil Y MIKOKCOHA U KpuTepuii MaHHa- YUTHH) ¢ ionpaBkoit bexaMuuu-
Xoxboepra, p<0,05

Tabnuya 13

Kpurepnit | Kpurepuit 3HAYHMOCTE.
ManHna- | YuJIKokcoHa V4 (2-cTopom)
Yutau U \\ p corr*®
Oy, 1204155 | 1188406,5 | -4,208 <0,001
TPaHIHO3HOCTH < 0,001
OOuieHue 114451 1182442 -5,2 < 0,001 < 0,001
Bnusnaue 126725 1194716 | -3,232 0,001 0,006333
DcreTnka 126742 1194733 -3,21 0,001 0,00475
ITonumanue 126721 146821 -3,234 0,001 0,0038
ITorpyxenue 128997,5 149097,5 -2,826 0,005 0,015833
Briroma 130099,5 1198090,5 | -2,611 0,009 0,024429
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Crumynsanust (CUIIbHBIE

sMowH) 131220 1199211 | -2,448 0,014 0.03325
Koonepanus 133072 1201063 | -2,153 0,031 0,065444
ITorck HEOOBIYHOCTH 133376 1201367 | -2,124 0,034 0,0646
ITouck HeOXXUOaHHOTO 133682 153782 | -2,046 0,041 0,070818
Joctuxenue 134084 1202075 | -2,035 0,042 0,0665
IIpeononenue 136040,5 1204031,5 | -1,674 0,094 0,137385
ITo3nanue 137467 1205458 | -1,479 0,139 0,188643
IMTouck nMHAMUYHOCTH 138290,5 158390,5 | -1,307 0,191 0,241933
ITonck HOBU3HBI 138629 1206620 | -1,263 0,207 0,245813
Br16op 140773,5 160873,5 | -0,907 0,364 0,406824
PazpncueHue 143205 163305 | -0,483 0,629 0,663944
OO0yueHue 144139,5 164239,5 | -0,335 0,737 0,737

* _ypOBeHb 3HAUUMOCTH ¢ TIonpaBKoil bemkamuan-Xox0epra Ha 19-kpaTHyI0 poBepKy 3HaYNMOCTH

Tax, Oosiee BbICOKHE CpeHHME 3HAYEHUS MO MiKaie JIukepra oTMedaroTcs y He
UTPAIOIIMX MYXYMH B MOTHBAX, CBSI3aHHBIX C OOHIEHWEM (KpUTEpUl YHUIIKOKCOHA,
p<0,01) a Takkxe B HamNpaBICHHOCTH HAa BOCHPUATHUE KPACOTHI, MACIITAOHOCTU U
rpaHano3HocTu (kputepuil YunkokcoHa, p<0,001). YV wurpokoB BbllIe, YeM y HE
UTPAIOIINX, OLCHKN CUTyallui, CBA3aHHBIX C MOHATHOCTBIO 337a4 U IIPU 3TOM 3HAYHNMO
MEHBIIIE BBIPAXKEH HMHTEPEC K CUTyalUsIM, B KOTOPBIX OHU MOTYT BIMATH (KpUTEpU
VYunkokcona, p<0,01).

Kpome cpaBHEeHMSI HEMOCPEACTBEHHO MO OTAEJIbHBIM MOTHBaM, OBLIO MPOBEACHO
CpPaBHEHHME TPYIIl UIPAOLNIMX W HE WIPAKOMIMX MYKYMH MO 3 IIKajaM OIPOCHHKA

(Tabnuna 14).
Tabnuya 14
CpaBHeHHe BbIPa:KeHHOCTH MOTHBOB Yy urpawmmux (N=1461) u ne urparomux (N=200) my:k4uH

1o 3 mkajgaM onpocHuka «MoOTHBBI MOBCEHEBHOI KU3HN» (KpuTepuili ManHa-YUTHH).

Bribopka N Mean Rank Sum of Ranks

Ikana 1 HE UTPOKH 200 858,38 171675,50
HUTPOKH 1461 827,25 1208615,50
Total 1661

IIkana 2 HE UTPOKH 200 866,82 173363,50
HUTPOKHU 1461 826,10 1206927,50
Total 1661

IIkana 3 HE UTPOKH 200 964,45 192890,00
WUTPOKH 1461 812,73 1187401,00
Total 1661
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OOmas mkana HE UTPOKH 200 904,04 180807,00
HUIPOKHU 1461 821,00 1199484,00
Total 1661

le{}bl@‘{d}iuﬂ. mkana 1 — (<Z[I/IHaMI/I‘{HOCTI> 1 HOBHU3HAa», IIKaJia 2 — «Ilo3Hanue u JOCTHKCHHEC), IIIKaJIa 3 - «['enonn3m u CTUMYJIALIAS .

OOmas

Illkana 1 Illkana 2 Illkana 3 IKaja
Kpurepuiit Manna- 140624,500| 138936,500| 119410,000| 131493,000
Yutau U
Kpurepuit 1208615,500 | 1206927,500 | 1187401,000 | 1199484,000
Yunkokcona W
Z -,863 -1,133 -4,223 -2,298
3HAYUMOCTb. (2- ,388 257 ,000 ,022
CTOPOHH)
a. 'pynnupyromas nepemenHas: Mrpoku

Paznuuus OpuIM MOJTy4eHbI 1O 3 TIKaje ONMPOCHUKA — «['€I0HU3M U CTUMYJISIIUS.
Cpenu UrpokoB OKa3ajoCh OOJIbIIE MY>KUMH, KpailHE HU3KO OIEHUBAIOIIUX MOTHUBBI,
BXOJISIIIKE B 3Ty LIKATy, @ CPEAN HE UTPOKOB OOJIbIIE MY>YHH, BHICOKO OIICHUBAIOIINX
9TU MOTUBHI (PUCYHOK 5). bonee nmoapoobusie cratuctuku B [Ipunoxenun 1 1111. 4.1 — 4.3.

ITockonbky pazmuuusi mo Illkane 3 cTaTUCTUYECKHM AOCTOBEPHBI, JOMYCTUMO

HHTCPIIPCTUPOBATDL PA3JIUYHA 110 BXOIAIMINMM B 3TY KAy MOTHBAM.
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Pucynoxk 5. Pazinuus no 3 mkaJjie onpocHuKa «MOTHBBI IOBCEIHEBHOM 'KU3HU» Y HTPAIOLIHUX

(N=1461) u He urparwoummux (N=200) myK4uH.
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Kak wu mpeamosaranocs B TUIOTE3€, [JIs HE HIPAOIMIMX MYXKYUH OKa3aJloCh
3HAYMMO BakHEe OOIIEHHE C APYruMU JroJbMH (Kputepuil Ywuikokcona, p<0,01).
OTHOCUTENBHO MOTHBA KOOTIEPAIIMH, KOTOPBII BOIIEI B APYTYIO IIKAy, TAKUX Pa3IMUnM
HaiiieHo He 0bU10. C MEHBIINM YPOBHEM 3HAUUMOCTH, HO TAK)K€ Pa3InYaroTCsl BBIOOPKU
N0 BBIPA)KEHHOCTH MOTHUBOB IIOJIYYEHHS! BBITOJIBI W CHIIBHBIX AMOLMHI (KpUTEpHid
Yunkokcona, p<0,05). Paznuuus cpeiHHX MO KaXJAOMy IIYHKTY OIPOCHHMKA MOKHO
yBuzetsh B [Ipunoxenun 1 I1. 3.3.

Oo6cyxaenue

Pe3ynbrarhl cpaBHEHHS BBIPAXKEHHOCTH MOTHUBOB MOKAa3aJld OCOOEHHOCTH O0IIEH
HaIPaBJIECHHOCTH UTPAIOIIUX U HE UTPAIOIIMX MY YHH, CXOJAHBIX IO CBOMM COLIMAJIBHO-
nemorpaduueckuMm napamerpam [32]. YV nocineaHuX BbIsiBIEHA 0oJiee BbIPa)KEHHAs
amuyeckas MOTUBalMs (KoTopas, coriiacHo b. I'. AHaHbeBy, BbIpaxaeT MOTPEOHOCTH
4eJIOBeKa B JIIOJAX U COLMAIBHBIX CBS35X, HANPABISCT aKTUBHOCTh HAa IOUMCKH U
YCTAaHOBJICHHE COLMANbHBIX CBS3€H), a TaKXKe acmemuueckas MOTUBALUs (KOTopas
CTPOMTCS Ha OCHOBE B3aWMOJECHCTBUA THOCTHYECKMX W OTUYECKUX MOTHBOB H
npejacTaBisier coboil HauOosiee CIIOKHBIA BUJA BOCHPUATHS KaK HaclaXIeHUs
ACTETUYECKUMU CBOMCTBAMU OOBEKTUBHOM JEUCTBUTEIBLHOCTH)[6]. OTH  BUIBI
MOTHBALMM Yy WIPAIOIIMX MYXYMH XApaKTEPHU3YIOTCS MEHbBIIEH BBIPAKEHHOCTHIO M
UMEHHO CHIKEHHBIE [T0KA3aTeI MOTUBOB OOIIIEHUS U B3aUMOJICHCTBUS C JTFOABMHU MOTYT
ABJIATHCS (PAKTOpaMH, MPEAONPEACNIAIONIMMI UHTEPEC 3THUX JIIOJEH K IMPOBEACHUIO
BPEMEHH B BUPTYaJIbHBIX MUpPAx C BUPTYaJbHbIM OOLIEHHMEM. PaBHO Kak M CHUKEHHAs
ACTETUYECKass MOTHUBALMS TaKKe€ MOXKET OOBSACHATh TOT (aKT, UYTO HIPOKH
MPEANOYUTAIOT IPOBECTH BPEMS B UTPE, a HE HA IIPOTYJIKE M0 Oepery o3epa UiM B ropax.
MeHbI11ass CKJIOHHOCTh JIHOOOBAThCSI OKPYXKAIOUIeH JeHCTBUTEIbHOCTBIO TAKKE MOXKET
MPENOIPENEIIATh BHIOOP UTPOBOM ESITEIILHOCTH.

B crynuu, 3anumaromeics pa3pabOTKOM TP, Mbl OCYHIECTBIISUTM BMECTE C
UCCIIEIOBATENIbCKUM ~ OTJIEJIOM MAacIITa0HOE MHOTO3TallHOE HW3Y4YeHHE HUIPOBOMU

MOTHBAIlMU UT'POKOB, 3agaBasd UM BOIIPOC: YTO B OHHaﬁH-HFan Ka)KeTcsl BaM HauOoJiee
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BaXHBIM? OTBETHhI M3HAYAJIBHO COOUPATIUCh B OTKPBITOM (popme, Ha BOMPOC OTBETHIIH
HECKOJIPKO TBHICSY MTPOKOB, BIOCJICACTBHUU W3 HUX OBLI COCTaBJIEH CIIMCOK HambOoJiee
YaCThIX OTBETOB, M CaMbIM YacTBIM OTBETOM OBLI: «BO3MOXXHOCTH paccilaOWThCS U
OTJIOXHYThY.

DTO MOKa3aa0Ch HAM 033/1a4YUBAIOIIUM PE3YJIbTATOM, TOPOKIAIOIIUM CIIETYFOIIHNE
BOIIPOCHKI: OT YETO TAK YCTAJIU UTPOKH, YTO BAKHEHIIINM B UTPE KAXKETCSI UM BO3MOKHOCTD
OTAOXHYTh?

Ha stoMm ¢ore y UTPOKOB sipue BRIPAKEHO JKEJIaHNUE PeIIaTh MOHATHBIE 3a1a9H, YTO
MBI TpPaKTyeM KaK J>KEJIaHHE TapaHTHUPOBAHHO PEIIUTh MX M OBITh YCICIIHBIMU H
YyBCTBOBaTh KOHTPOJb Haja cutyarued. [lo3HaBaTenbHble MOTHUBBI W MOTHUBBI
JIOCTUKEHUSI Y UTPAIOIINX U HE UTPAIOIINX MYXYUH OKA3IUCh BBIPA)KEHHBIMU B PABHOM
CTEIIEHH BBICOKO, YTO MOJXKET OBITh TPAKTOBAHO KaK YHHBEPCAIBHOCThH IIEHHOCTEH
MO3HAHUS U JOCTHKEHUS B COBPEMEHHOM OOIIECTBE, B YACTHOCTH, CPEJIU MY>KCKOM €ro

qacCTH.

3.2.6 IlpeacraBieHusi 0 CBOMX JOCTUKEHHUAX Y MTPOKOB B MaCCOBbIE OHJIAUH-UTPbI

YacTtele OTBETH y MpEJCTaBUTENEH BCEX BO3PACTOB — CO3JaHHUE U MOAJEpKaHUE
ceoeir cembu (12% oOT Bcex OTBETOB), poxkiaeHue W Bocnutanue gere (10%),
oOpazoBanue (7%), xoportas pabora, moctpoeHue kapbepbl (8%). Cpeau KU3HEHHBIX
JOCTMKEHUI TOYTH HE YTMOMHUHAIOTCS JOCTH)KCHHUS, CBA3AHHBIE C KOMITBIOTEPHBIMH
urpamu (MeHee 1% OT Bcex OTBETOB).

Bo3pacTHble 0CO0EHHOCTH MNPEACTABJIEHHMH O CBOMX JIOCTHKEHHSIX.
O0bo3HaueHNe cCaMbIX 3HAYMMBIX JOCTH)KEHUN CBOAUTCS K CIIEIYIOIIMM OCHOBHBIM TEMaM
(N=603):

l. B rpymne ot 17 go 23 gjer (N=217): OKOHuYaHHE YYEOHBIX
3aBEICHUI/TIOCTYIJZIEHUE B y4deOHbIE 3aBelieHUs; yuyeba M y4yeOHbIe TOCTHXKEHHS,

OCBOCHHME 4YEero-mmbo (HayduJics CTpeNsTh, PUCOBaTh, WUIPaTh Ha MY3BIKAIBHBIX
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UHCTpYMEHTaXx). JIoBOIbHO OO0JbINast A0JsT OTBETOB, XapaKTepHas JJisi 3TOr0 BO3pacTa, -
HE 3Hal0, 3aTPYAHSIIOCH OTBETUTH Ha 3TOT Borpoc (10% pecrnoHAeHTOB 3TOT0 Bo3pacTa
OTBETHJIM TaK).

2. B rpymiie ot 24 10 35 net (N=195): co3nanue coOCTBEHHOM CeMbH; XOpOIIast
paboTa, MOCTPOEHUE Kaphephl; TO, UYTO 3apaboTajd YTO-TO CaM WJIH MOpUOOpen
COOCTBEHHOCTD; POXKICHUE JETEH.

3. B rpymme ot 36 g0 50 ner (N=147): qnmurenpHOEe BpeMsi CYIIECTBYIOIIAS
CEMbs, JICTH; YaCThIii OTBET — CTaXX pPabOThl B KaKOW-TMOO cdepe WiIm KOMIIAHWUU B
TEUYEHUE JIOJITUX JIET WJIK OOJIBIION CTaX CIIyKObl B apMuu. CBOUM JOCTHKEHUEM UTPOKHU
3peIoro BO3pacTa CUUTAIOT MOCTOSIHCTBO B MOICP>KAHUM JIMUHBIX (CEMEMHBIX) CBSI3EH U
MOCTOSTHCTBO, CTAOMJILHOE MOJIOKEHNE B TEYEHUE MHOTHMX JIET B KaphepHOU 00JacTH; B
OTBETaxX BCTPEUYAETCS] TEMA MPOJIOJKUTEIBHOCTH KU3HU U BBIKUBAHUS: «TOCTUKEHUE —
YTO S IOKUJI IO CBOMX JIET, YTO sI 10 CUX TIOp YKUB» U T. 1.

4. B rpymme oT 50 no 66 ner (N=44): yacTo yNOMHHAIOTCS CEMbS U JIETH,
MOSIBIIIETCSl KATEropusl «BHYKH», a TAaKKE «IEHCHUS»; B 3TOM BO3PACTHON KaTEropuu
TaKKe MPUCYTCTBYET TeMa MPOJAOIKUTEIbHOCTHU JKU3HU U BBIKUBAHUS: «JTOKHIT 10 CBOUX
JIET», «JI0 CUX MOpP KUB» U T. 1.

Habop oTBeTOB Ha 3TOT BOIMPOC B IIEJIOM €IUHOOOpPA3E€H W Pa3pbiB MO 4YaCTOTE
MEXIYy OTBETOM «ceMbs» (12%) u npyrumMu oTBETaMu TOCTATOYHO BENHMK. Takke 4yacTo
B oTBeTax purypupyrot aetu (10%), KoTopbie SBISIIOTCS 3HAYUMBIM JOCTH)KCHUEM CaMH
1o cede, GaKTOM CBOETO IMOSBJICHUS HA CBET.

Te pecrioHAEHTHI, KOTOPHIE PACKPBUIH TO, IOYEMY CEMbS SIBIIIETCS JOCTHKEHUEM,
YKa3bIBAIOT KaK CBOE JOCTHKEHUE nododepicanue 01azonoayyus CBOei CeMbH.

Oo0cyxaenue

UccnenoBanue ObIJI0O OpraHU30BaHO ISl 00JIee YeTKOTO TTIOHUMAHUS COICPKAHUS
MOTHBAIMOHHO-CMBICJIOBOM Chepbl My KUYMH-UTPOKOB KaK HEOOJBIIIOE JOTOJIHUTEIHHOE
uccienoBanne. llempto wucciaenoBaHuss ObUIO  BBISICHUTH, KaKUe JIOCTHKCHUS
MPEACTABUTENIM PAa3HBIX IMOKOJEHHM MYXYUH-UTPOKOB CUHMTAIOT CBOMMH CaMbIMU

I'IaBHBIMHW AOOCTHMOKCHUSAMHW B JKHU3HHM Ha JaHHOM DJTall€. bbuin  BbIABICHBI Kak
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YHUBEpPCAIbHBIC JIJIT BCEX BO3PACTOB, TaK M CHENU(PUIHBIE OCOOCHHOCTH 0003HAYCHUS
UTPOKAaMU B MACCOBBIE OHJIAMH-UTPHI CBOMX TJIABHBIX )KU3HEHHBIX JTOCTIKCHUH.
HaubGonee pacipocTpaHeHHBIE OTBETHI y MPECTABUTEIIEH BCEX BO3PACTOB — CO3JaHUE U
MoJ/Iep>)KaHNe CBOCH CeMbHU, POXKIEHUE W BOCIIUTAHHE JIETeH, oOpa3oBaHUE, XOpoIlas
pabora, mocTtpoeHue Kaphepbl. JlocTKeHHWs B 00JaCTH KOMITBIOTEPHBIX HTP
YIIOMUHAIOTCS PEIKO.

Takum 00pa3om, 3ajaBaeMblii UTPOKaM BOIMPOC MPO HX TJIABHBIC >KU3HCHHBIC
JOCTUKEHUS JUIsl HUX OKa3ajcsi BOMPOCOM MPO YCHENIHOE BBINOIHEHUE KU3HEHHBIX
CLEHApUEB. JTO XOPOIIO BUAHO MPH aHAIM3€ OTBETOB HA BOIPOC O JIOCTHKEHHSIX B
Pa3HBIX BO3PACTHBIX TPyMIaX, B KAXKI0W U3 KOTOPHIX MBI MOKEM YBUACThH BEIYIIHEC IS
ATOTO BO3pacTa >KU3HEHHBIC CIEHAPUU, TO €CTh HEKUM NPUHATHIA B OOIIECTBE
YKU3HEHHBIN IJIaH, KaK/BIM 3Talm KOTOPOTO HEOOXOAMMO BBINOJHUTH B OMPEICICHHOM
Bo3pacTte. M ycrnemHoe BBINOJIHEHHWE 3TUX CIICHAPUEB PACIICHUBACTCS JIOJBMH Kak
JUYHOE NocTuKeHne. CXOIHbIEC UCCIIEIOBAHMUS, IPOBEICHHBIE HAMU C MPEICTABUTEISIMU
pa3HbIX KyJbTyp (aMepUKaHIIAMU M €BpoOIedllaMu), TOKa3ajdd HE CYIIECTBEHHO
pa3IMyYaroIINecs pe3yJIbTaThl Y POCCUMCKUX U aMEPUKAHCKUX U €BPOMEUCKUX MYKUMH-
urpokoB [31]. JIpyrue wuccienoBaHus JKU3HEHHBIX CIIEHAPUEB B IICUXOJIOTHU
MOKA3bIBAIOT BBICOKYIO CTEMNEHb OJIM30CTM HOPMATHUBHBIX CIIEHAPUEB BO MHOTHX

KYJIbTypaX, YTO OTPAXKAET YHUBEPCAJbHBIC ACMEKTHI YEIOBEYECKOTO CYIIECTBOBAHUS

[23].

OO0HapyxkeHHe YCTONYMBOCTH BbIOOPpAa MOTHBOB Ha Pa3HbIX BBIOOPKAX ¢
NMOMOIIbI0 KOTOPTHBIX CPe30B (110 MIKAJIe MHOKECTBEHHOI0 BLIOOPA).

JIOTIOMTHUTENBHO OBLIM MPOAHAIM3UPOBAHBI OTBETHl HA OMPOCHUK «MOTHBBI
MOBCEIHEBHON JKU3HW» IO KOTOPTHBIM Cpe3aM ayJIUTOPUU MHOTOIMOJb30BATEIBLCKOM
onnaiiH-urpel World of Warships, nenaBmmmMcs pa3 B JABE Heleld B TEUYCHHE roja C
HOs10pst 2017 roma mo mapt 2018 roma. Iy 3TUX 3aMepOB HCIIOIB30BAJICS BapHUaHT

OMPOCHUKA CO IIKaJaMu MHO>KECTBEHHOTO BbIOOpa. Ha pucynke 6 npeacrasieH rpadux
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00BEIMHEHHBIX JTAHHBIX O PE3yJbTaTaM HECKOJbKUX KOTOPTHBIX CPE30B ayAUTOPUU
MaccoBoil onnaiH-urpel World of Warships, npoBoauBmmxcs pa3 B JBe HEIEIH B

TedeHue noiyroaa ¢ Hosiopst 2017 mo mapt 2018.

Yro n3 nepevTHcJAeHHOr o HanOO/Iee HHTepeCHO BaM B JKH3HH?

O0yuerHe
Jloctixenue
IToznanne
Bribop
Bmsane
ITorpy:xenue
PazpneucHmne
O61ieHne
ITonck HOBH3HEI
Briroga
ITonarHocTe
Koonepamus
DcTeTHKa

30,70%
30,60%
25,00%
20,86%
15,40%
14,50%
13,50%
13,00%
12,70%
12,30%
12,00%
11,00%
10,70%

IIpeogoneune 8,80%
['panno3HOCTE Yero-u. 8,00%
CruMynanus 8,00%
Jlnnamu4HOCTH 6,00%
ITonck HeoOBIIHOCTH 6,00%
IIonck HeOXHAAHHOTO 4,00%

Pl/lcyHOK 6. Oﬁ'bel]l/ll-leHHI)Ie OTBE€TbI Ha OIPOCHHUK «MoTHBBI TOBCEIHEBHOI KHU3HH» 110

HECKOJILKHM KOTOPTHBIM Cpe3aM ayAUTOPHH MacCcOBOM OHIaHH-Urpnl (N=9251).

Pe3ynpTaThl OTBETOB Ha OMPOCHUK MO IIKajJaM MHOXXECTBEHHOTO BBIOOpa
OTOOpaXEHbl B TPOIEHTAaX BBIOPABIIUX TOT WM WHOM MOTHUB. 3/1€Ch MPUBOISATCS
pe3yabpTaThl MMEHHO MO IIKajde BBIOOPOB, TaK KaK PETyJSPHO M MAacCOBO HUIPOKHU
OIpalIMBaAJINCh UMEHHO B TakoM (opmate mikaibl. KomudecTBo nroaei B KaxkI0M cpese
BappupoBasio oT 400 mo 1500 uyenoBek. Bcero Obuto cmenmano 8 cpesoB. bbuio
00HApYKEHO, YTO «PEUTHHI» MOTHUBOB BHYTPHU OOJIBIION BRIOOPKU UTPOKOB B MACCOBBIE
MHOI'OIOJIB30BATEIbCKUE  OHJIAWH-UIPBl  YPE3BBIYAMHO  YCTOMYMB,  KAapTHHA
MPEANOYTEHUI OJJHUX MOTUBOB JPYTUM OJIMHAKOBA OT 3aMepa K 3aMepy HECMOTPS Ha TO,
YTO OMNpPAIIMBAIUCH PAa3HbIE JIFOAU U3 OJHOU U TOM ke OOJIBIION COBOKYITHOCTH UTPOKOB.

Oo6cy:xxnenue
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YuuthiBass TOT (axkT, YTO HCCIAEAOBAIMCH HE WIPOBbIE MOTHUBBI, a ObLia

UCIIOJIb30BaHa 0oJiee MIMPOKas MOCTaHOBKAa BOIPOCA, MbI MOJYYMIIM MEPEYEHb OOIIMX
CMBICIIO00Pa3YIOMUX MOTHBOB, OTPAXKAIOIINX HAMPABICHHOCTh UTPOKOB B KW3HU. brin
BBISIBJICHBI 00Jiee MPEeANOYUTaeMble UTPOKAMU CUTYAllUU WA JIEATeIbHOCTH, KOTOphIE
OHM BBIOpaJIM KaK CaMble€ MHTEPECHBIE, MBI PACCMAaTPUBAEM HUX KaK JOMHUHHUPYIOILIUE
MOTHBBI JIJIs1 JAHHOU BHIOOPKH.
Benymmmu MoTuBamMu it JaHHOW BBIOOPKH MTPOKOB Mbl HA3bIBAEM T€ CUTYAIIMH WUIU
JeATETLHOCTH, KOTOPBIC YaIlle BCET0 BEIOUPATNCH UTPOKAMH 10 ITKaJIe MHOYKECTBEHHOTO
BBIOOpA MJIM KOTOPBIC MOMYUYUITH HanboJiee BHICOKYIO CPEIHIOI0 OLICHKY (CpeIHU paHT)
no mwkane Jlukepra.

JlaHHOE HcclieIOBaHNE HE KOHIICHTPUPYETCS] HA MOTUBAI[MU COOCTBEHHO OHJIAlH-

reiMUHra, a OTBEYaeT Ha BOMNPOC O MOTHUBAIMM HMIPOKOB B IIEJIOM, HO IPU 3TOM
MOApa3yMEBAETCsl, YTO O0II[asi HAPaBJICHHOCTh BIUAET HAa BIOOP 11000 aKTUBHOCTH, B
TOM YHCJIE U UTP, B KOTOPBIE MPEANOYUTAET UTPATh YeOBEK. U TO, UTO eMy HHTEPECHO
JenaTh B )KU3HU, eMy Oy/IeT UHTEPECHO PeaTn30BbIBATh U B UTPE.
B OCHOBHOM € MBI JieJlaéM BBIBOJ, YTO JOMHHHUPYIOIIUE MOTHUBBI UTPOKOB OTpa)KaeT
COBPEMEHHBIE KYJIbTYPHBIE ILEHHOCTH COBPEMEHHBIX MY>XUYHH AaKTUBHOTO 3pPEJIOro
BO3pacTa, B I1€JIOM YHUBEPCAJIbHA JJIs1 COBOKYITHOCTH UTPOKOB B MaCCOBBIE OHJIAHH-UTPBI
BOCHHOM T€MAaTHKH.

[Tony4deHHbI 110 KOTOPTHBIM Cpe3aM pe3yJibTaT MOKa3bIBAET HAM, YTO CTPYKTypa
MHTEPECOB COBPEMEHHBIX MY>KUMH, HAXOJSIINXCS B aKTUBHOM JIESITEJILHOM BO3pacTe, B
L[EJIOM YCTOWYMBA U OT 3aMepa K 3aMepPy XapaKTepU3yeTCsl MOXO0KUM paclpeieieHueM
OIICHOK M0 IIKajdaM BbIOOpa B pPa3HbIX BHIOOPKAX M3 TEHEPATbHON COBOKYITHOCTH
UTPOKOB, YTO TOBOPUT HaM O TOM, YTO Y BCEX MPEJICTaBUTEIEH COBOKYITHOCTH KapTHHA
UHTEPECOB CXOAHAsI.

To, 4TO HE UTpaOIINM MY>KUYHHAM HHTEPECHEE CUTYallUU, CBSI3aHHbBIE C OOIIICHUEM
U B3aUMOJICUCTBUEM C JIPYTHUMU JIIOJbMH, MEPEKIUKACTCA C JAHHBIM M3 UHTEPBBIO C
UTPOKaMHU, TJ€ OHU JIOBOJBHO YacTO TOBOPST, YTO MPEANOYUTAIOT UTPATh B UIPHI B

OJIMHOYHOM (opMare W PEeAKO TOBOPSAT O TOM, YTO UTPAIOT B UIPHI pajaud OOILIECHHS.
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JIroboBaHME KpacUBbIM, OLIYIIEHUE MACIITAOHOCTH U TPAHAMO3HOCTH TPAKTYETCSI HAMU
Kak 0ojiee BBICOKYIO MOTPEOHOCTh MYXKUMH HE-UTPOKOB B CONPUKOCHOBEHUM C
peanpHBIMA MHUPOM, B KOTOPOM, JACHCTBHUTEIBHO, MOKHO BCTPETUTH YPE3BBIYANHO
KpacuBble, MaclITa0HblE U TIPAHAUO3HBbIE OOBEKTH. TO, UTO Yy HWIpaOUX MYXYHUH
OOJIbIIE BBIPAXXEH MHTEPEC K MOHATHBIM 33Ja4aM M MM MIPU 3TOM MEHEE MHTEPECHO
BIUSATh HA CHUTYalMIO, MHTEPIPETUPYETCS HaMU KaK HEXellaHhe Oparh Ha ceds
JOTIOJIHUTENBHBIA KOHTPOJIb HAJl )KU3HBIO U HECTU JOMNOJHUTEIBHYK OTBETCTBEHHOCTD,
IIOTOMY YTO, BIIOJIHE BO3MO>KHO, €€ ¥ TaK JOCTATOYHO. U 3TO nepeximkaercs ¢ JaHHbBIMU
U3 MHTEPBBIO, I/I€ MHOTME HIPOKH OOBSICHSIIOT CBOM yXOJA B UIPHl KEJIaHUEM
OTKJIIOUYNTHCS OT PEAIbHOCTH U OTHOXHYTH OT HEe.

B KkoHTekcTe MacCOBBIX OHJIANH-UTP BO3HUKAET BOIPOC: ABISETCS JU (opmar
MacCOBBIX OHJIAH-UTP HEMPEMEHHO CBA3aHHBIM € OOIIeHHueM Jitojei? B HabmoaeHusax
32 UTPOM reiMepoB U UTPOBOI Ta0OPaTOPUH U B OeceiaXx ¢ HUMU YacTO MPOCIEKUBATIACh
TEHACHLINS MUHUMH3AUU OOLIEHUS C IPYTMMH yYacTHUKaMu urp. Urpoku oObsICHIIOT
3TO T€M, UTO Y HUX NPeo0aatoT MHbIE MOTHUBBI JUIs IPUXOJa B UTPY, a OOILLIEHUE — 3TO
JOTIOJIHUTENNbHAS BO3MOYKHOCTh, KOTOPYIO MOXHO PETYyJMpPOBaTb II0 CBOEMY

YCMOTPEHHUIO, HAIPUMEP, UTPaTh B OIMHOYKY B TPEHHUPOBOUYHBIX KOMHATaX ¢ 0OTaMH.

Pesyabrarbl Yactp 2. CyObeKTHBHAS M 00beKTHBHAS YCIEIIHOCTHh HTPOKOB
B ’KM3HH M B UTPax

3.3 CpaBHeHHE CYOBEKTHUBHBIX OLICHOK CBOEH YCIEIIHOCTH M OLIEHOK 00beKTUBHOM
YCHEIHOCTH, PETUCTPUPYEMbIX UTPOii

B aT10if yacTu ucciie10BaHus TPOBEPSIIUCH THIIOTE3B O COOTHOIIICHHUH
CYOBEKTHBHBIX U OOBEKTHBHBIX OIICHOK CBOCH YCITCIITHOCTH B MTPE.

I'mmoTe3a 1. Irpoku CKIIOHHBI 3aBBIIIATH CBOIO YCIIENTHOCTh B UTPE, MBICICHHO
CTaBHTh ceOs Ha 00JIee BBICOKOE MECTO B KOMAaH/IE 110 UTOraM 00sl (B CpEeTHEM), UeM OHHU

3aHUMAIOT B JAEUCTBUTENBHOCTU. JJI1 OIIEHKU Pa3HULIbI paclpeAesieHnil CyObeKTUBHON
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OIIEHKH CBOEH YCHENTHOCTH U OOBbEKTUBHOM OLICHKH YCIICIIHOCTH MCIOJIb30BAJICS TECT
Kommoroposa-Cmupaosa: D = 0.512 p <0,001.

Kak M0xHO BUAETh Ha PUCYHKE 7, TUK PACXOXKICHHS JOCTUTACTCS HA 3 MeCTe —
ATO 3HAYMT, YTO OOJIBIITMHCTBO U3 IMEPEOIICHUBAIOIINX CEOs1 CTaBUT ce0s Ha TPEThE MECTO,
npu 3ToM (aKTHUECKH OHHM HAXOJSATCS B CPEAHEM Ha 4 MecTe W HIDKE. BoIbIMHCTBO

OTBETHBILIUX CYOBEKTUBHO OTpeaessieT ceds Ha MecTa ¢ 3 1o 6.

. OOBEKTUBHOE MECTO B KOMAHIHOM

CTaTUCTHUKC
900
. CY6’LGKTI/IBHOC MECTO B KOMaHJIHOM
CTaTUCTHUKE
60
30

Pucynok 7. Pacnpenesnenne cy0beKTUBHBIX M 00bEKTHBHBIX OLIEHOK CPeJHEro MecTa HTPOKOB B

=]

=

KoOMaH/jie B nocjaedoeBoii cratuctuke (N=4206).

Ha Pucynke 8 MOXXHO yBHAETH pa3HHUIy MEXKAY CYOBEKTHBHOW M OOBEKTHBHOU
OLICHKOW MECTa PECTIOH/IEHTa B KOMaH/I€ B 110C/Ie00€BOM cTaTucTuKe. M3 TaHHBIX BUIHO,
YTO OOJIBIIMHCTBO PECTIOH/ICHTOB CKJIIOHHBI CTaBUTH €051 CyObEKTUBHO MPUMEPHO Ha 1-
2 MecTa BbIIIE, YEM €CTh Ha caMOM Jieje (110 JaHHBIM JIOTOB UTPhI): pPa3HULA CO 3HAKOM
MUHYC Ha [IKajie abclucc 03HaYaeT MOCTAHOBKY ce0s1 Ha MECTO BbIIIIE, YeM (PaKTUIECKOE
cpennee mecto. ToyHO oOlLlEHMBIIME ce0si HAa AuarpamMme O00O3HA4YeHbl IMYHKTHUPHOMN
nuHuen. CpeaHee pacxoxaeHue OObEKTUBHOTO M CyOBEKTHBHOTO MECTa IO BBIOOpKE

cocrasjser 1,7.
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Pucynok 8. PazHuna mexny cy0beKTMBHON OLIEHKOI CBOero MecTa B KOMAaH/Ae U peajibHOMH

oueHko# (13 3anucei Jgoros urpni) (N=4206).

I'mnore3a 2. OO0beKTUBHAS YCIIEITHOCTD ((haKTHUECKOE CPEeTHEE MECTO B KOMAH/IE
0 UTOram 00s 3a MeCSI]) OTPUIIATEILHO CBA3aHa C Pa3MEpPOM OIIMOKH OTHOCHUTEIIHLHO
CBOET0 CPEJIHEr0 MecTa B KOMaHJE, TO €CTh T€, KTO HW)XXE B PEHUTHUHIEe OOBEKTUBHOMN
CTaTUCTUKHU, OOJbIIE OMINOAI0TCS OTHOCUTEIBLHO CBOETO CpeIHEro Mecta (ko3ppuunent
[Tupcona r=-0.47, p <0,001) (tabmuua 15).

Tabnuya 15

Koppeasinnonnsle cBA3H Mexk1y BO3pacTOM, CyObeKTHUBHOM 1 00beKTUBHOI OLIeHKOM
YCHEIIHOCTH UIPOKa B Urpe U oneHkoil urpnl (N=4206).

IHapamerp Bospact | CyOnekT. mecto B | OOBekT. MecTo | OLieHKa UTphI
KOMaH/1e B KOMaHJIe

Bospact

CyOBekT. MecTo B 0.185%*

KOMAaHJIe p<0.001

OOBeKT. MecTo B 0.183* 0.362*

KOMaHJie p<0.001 p<0.001

OrneHka urpsl 0.034 0.022 0.088*
p>0.05 p>0.05 p<0.001

OwHGKa B CAMOOLIEHKE 0.024 0.647* -0.476%* -0.051*
p>0.05 p<0.001 p <0.001 p <0.01

*0TMeueHa 3HaYMMOCTh pasiuumii (ko3dd. IMupcona) ¢ monpaskoii bemkamunn-Xox6epra Ha 1eCATHKPATHYIO NPOBEPKY

3HAYUMOCTH.
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I'mnore3a 3. rpokaM ¢ 00IbIIION OIIMOKOM B OIEHKE CBOCH YCIICIIHOCTH OOJIbIIIe
HPABUTCS UI'Pa, B KOTOPYIO OHU UIPAIOT, YEM MIPOKAM C AEKBATHOW OLIECHKOW CBOEHU
YCHENIHOCTU. DTa TUIO0Te3a He MOATBEPANIACh, Y UTPOKOB HE Oblila 0OHApY>KEHA CBA3b
BEJIMUMHBI OIIUOKU B OLIEHKE CBOEW YCHEIIHOCTH M OIICHKH Urpbl. bosee moapoOHbIe
CTATUCTUKHU KO BTOPOM YaCTH UCCIEAOBAHUS MOKHO yBUIeTh B [Ipunoxkenun 2 I1.1.

Oo6cyxaenue

['eifiMepbl UIIYT B WUrpe YCHEMIHOCTH, MPUYEM HE3aBUCUMO OT (PaKTUUECKOTO
MOJIOKEHUS JIeJl, OHU CKJIOHHBI XOTs Obl HE3HAYMTENIbHO, HO 3aBBIIIATh CBOM YCIIEXHU.
CMmelieHre OUEHOK Ha 1-2 MO3MIMHM MO CPaBHEHHUIO C OOBEKTUBHBIMH OLIEHKaAMHU
XapaKTEPHO JJIs1 OOJIBIIMHCTBA UTPOKOB. /151, TeX, KTO 3aHMMAaeT HU3KHE MeCTa B O0IIEM
pelTHHre, CBOWCTBEHHO Oo0Jiee CYyIECTBEHHO 3aBbllIaTh CBOM OIEHKHU. [lepeonenka
CBOEH YCIIEIIHOCTH B UIPAX — ATO VISl HAC €UIE OJUH MOKA3aTeNlb TOTO, YTO Y MYKUMH-
UTPOKOB €CTh MOTPEOHOCTH MCIBITHIBATH YYBCTBO YCIEIIHOCTH KakK B JKU3HH, TaK U B
urpe. Y Tex, KTo B UTPe UMEET HU3KUE MOKa3aTeNn yCIEeIHOCTH, OOHapyKUBaeTcs Ooee
3HAYUTENBHOE 3aBBIIICHUE CBOEN YCIIEITHOCTH, YEM Y CPEIHE YCIIEIIHBIX UTPOKOB.

B 10OnoOJHUTENPHOM HCCIENOBAHUU-CPABHEHUN MYXYUH U KEHILIUH-UTPOKOB, MBI
OOHapY’KUJTU, YTO >KEHIIMHBI CKIOHHBI 00Jiee aIeKBaTHO OL[EHUBATh CBOIO YCIIEUIHOCTD

B urpe. CTaTUCTUKH K ITOMY HCCIEeN0BaHUI0 HaxoaaTces B [Ipunoxenun 2 11.2.

3.4 CpaBHeHHMe NOJIy4€eHHBIX B pa00Te pe3yabTaTOB ¢ MO/IeJIbI) HTPOBOIl
motuBanuu H. Hn

OpnHol K3 3a/1a4 UCCIE0BaHMs ObIJIO CPABHEHNE TEOPETHUECKON MOEIN UTPOBBIX
motuBoB H. M1 M mosydeHHBIX HaAMHU 3MIIMPUYECKHUX JAHHBIX 00 UTPOBOW U OOIIEH

MOTHBaIMU MY>XYHH, BOBJICYHCHHLIX B MdCCOBLIC OHHaﬁH-HFpBI.
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B monemn H. Mu BhIieneHo mecTs 0600IEHHBIX MOTHBOB TeiiMHHTA: JeiCTBHE,
COLIMAJIBHOCTh, MacTepCTBO, JOCTUKEHUE, MOTPYKEHUE U KpeaTuBHOCTh. OOpaliaer Ha
ceOs1 BHUMaHHUE, YTO Psij MOJYYEHHBIX HAMH SMIIMPUYECKA MOTHBOB, BBIPAXKEHHBIX Y
HaIIUX PECIOHICHTOB, COBIAAIOT C TPEMS U3 IIECTH OCHOBHBIX 000OIIEHHBIX MOTUBOB
urpoBoi mestenmsHocTH H. MM — MacTepcTBOM, JOCTHXEHHEM M IIOTpYXKeHHeM: 1)
JeKJIaprupyeMble HAITUMU PECIIOHIEHTaMU 0000IIIEHHbIE MOTHUBBI TOBCETHEBHOMN KU3HU
— MO3HaHUE U 00y4YEHHUE — MOKA3bIBAIOT CXOJCTBO C UTPOBBIM MOTHBOM «MAacCTEPCTBOY,
BeIieeHHBIM H. Mu, 2) MOTHMB TOBCEHEBHOW >KHM3HH «IIOJIyYUTh PE3YJIbTAT,
JOCTUKEHHE», & TAKXKE IOBBIIICHUE WUIPOKaMU CBOEH CyOBEKTHBHOM YCHEIIHOCTU B
Urpax, oOHapy’>K€HHbIE HAMU SMIIUPUYECKU, HAXOJAT OTPAKEHHE B UTPOBOM MOTHBE
«mocTmkenuey, ommcano H. Mum, 3) MOTHBEI, KOTOpBIE TaKXe JOCTATOYHO SPKO
BBIPAQXXEHBI Y PECIIOHJIECHTOB B HAlIEM HCCIEAO0BAHUM, — «BCTPEYaTh 4YTO-TO HOBOE,
HEOOBIYHOE» M «IOTpYXaThCsi B 0COOYI0 armocepy» — COBMANAIOT C MOTHUBOM
refiMIHTa «II0TPyKEHHIeY, ONMCaHHBIM B Moaemn H. Hu.

[Ipu 3TOM y HalKMX PECTIIOHAECHTOB OOHapy X eHa HU3Kasl BBIPAXKEHHOCTh MOTUBOB,
CBSA3aHHBIX C OOUIEHWEM M B3aMMOJECHCTBUEM C JIPYTUMHU JIFOJIBMH — 3TH MOTHUBBI
COBIIAJIAIOT C MOTHBOM «COLMATBHOCTBY B Mozieny H. Vin. ConpanbHble MOTHBBI Y HAIIIHX
PECIIOHIEHTOB BBIPAKEHBI HE3HAUNTEIIBHO 110 CPABHEHUIO C NTO3HABATEIBHBIMH, HO, TEM
HE MEHEE, OHM BCE K€ MPHUCYTCTBYIOT B KAPTHUHE MOTUBALIMU IMOBCEIHEBHOM JKU3HU
MYXYMH-TEMMEPOB, YYaCTBOBABIINUX B HAILIEM UCCIIEIOBaHUU.

O606menusIi MotHB H. Mn, KOTOpBII OH Ha3bIBACT «IEHCTBHEY», Y MyXKUMH-
reiiMepoB B Halleil BBIOOpPKE HMEET CPEAHIOI0 BBIPAKEHHOCTb. A CTpEMIJIGHHE K
CaMOBBIPAXEHUIO, BO3MOXXHOCTH TBOPUTb M CO34aBaTb, JKCIEPUMEHTHPOBATH C
O0OBEKTaMH OKPYKEHHUS HE HAlUIM CBOETO OTPAKEHHS B KAPTUHE MOTHBALIMM HAIUX
pecrnoHAeHTOB. MOXXHO 3aKIII0OYUTh, UTO BBIOOP UIP, B KOTOPHIE OHU UTPAIOT (2 UIMEHHO
BOCHHO-UCTOPUYECKUX MACCOBBIX OHJIAWH-UTD, I/I€ MMPOUCXOIAT BOCHHbBIE CPAXKEHUS 11O
MOTHMBAM H3BECTHBIX B HCTOPHUM YEJIOBEYECTBA CPAXEHUHW C HCIIOJIb30BaHUEM
pPEATMCTHYHON BOEHHOW TEXHUKH), OOYCIOBJIEH TEM, YTO B ATUX UTPax KpPEaTUBHBIN

KOMIIOHEHT HE MpeacTaBiieH. Urpoku, MMEIME B CBOEH MOTHUBALMOHHO-CMBICIIOBOU
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CTPYKTYpE BBIPaKEHHbIC MOTHBBI CAMOBBIPAXKEHHSI M CO3MJIaHUS, HE BBIOMPAIOT TaKkHe
UT'PBI, @ BEIOUPAIOT ApYyTUE, MPEAOCTABISIIONINE OO0JIbIIE BO3MOXKHOCTEHN /JIs1 TBOPUYECTBA
B IIPOCTPAHCTBE UIPBHI.

Kpome TOro, B MOTHMBAaMOHHOH c(epe WIpPOKOB, y4aCTBOBABIIUX B JIaHHOM
VICCITEIOBAHHH, NMPUCYTCTBYIOT MOTHBBI, KOTOpBIE He TpejcTaBieHs! B Mogenn H. Wn
(HampuMep, MOTHBBI KOHTPOJSI — «UMETh BO3MOXHOCTb BBIOOpa», «BIUSATH HA
CUTYalLMIO»). DTU OCOOCHHOCTH OTPa)KarOT XapaKTEPHBbI MOTHBALIMOHHBIA NPOQUIIb
OMKCAaHHOW B HACTOAIIEH paboTe COBOKYMHOCTH HTPOKOB B MAacCCOBBIC OHJIAWH-UTPHI
BOCHHO-UCTOPUUYECKONM TEMAaTUKH U OOYCIOBIMBAIOT BHIOOP MMHU UTP UMEHHO TAaKOTO
dKaHpa W C TakUM COJEpXKaHUEM, T[[€ B NPOCTPAHCTBE WIPbl MPEIOCTABISETCS
BO3MOXKHOCTh y3HaTh YTO-TMOO0 M 4YEeMy-TMOO HAy4dUTbCA, JOCTUTHYTH YCIIEXa,
KOHTPOJIUPOBATh MPOILIECCH, HO HE IMPEANoJaraercsi OCOOCHHONW BOBJIEUEHHOCTHU B
OOLIEHNE U B3aMMOJICUCTBHE U HE MPEAOCTABIACTCS BO3MOXKHOCTH (DaHTAa3UPOBATH U

PaCKpPLBIBATh TBOp‘-IGCKI/Iﬁ IIOTCHOMAJI.

BeiBoabI 1o riiase 3

B xome ananm3a  pe3yJabTAaTOB  JIMIHMPUYECKHX  HMCCIACA0OBAHUM

NMOATBEPAWIHNCH CJIEAYIOIIMEe THI0TE3bI:

1) 0 BBIpaXXEHHOCTU CpPEIM OCHOBHBIX MOTHUBOB IMOBCEAHEBHOW KU3HU Yy MY>KUHH-
reMMEpPOB MOTHBA JOCTHKECHUS

2) 0 TOM, UTO MY>KUYHHBI-T€HMEPBI OTJIMYAIOTCS OT HE UTPAIOITUX MY KYHH 10 CTCTICHU
BBIPDOKCHHOCTH KOHKPETHBIX MOTHBOB: y HE WIPAIONUX MYKYUH OOJBIIe
BBIPAKEHA ATUYECKASI U ICTETHYECKAsT MOTUBALIMSL.

3) 0 TOM, YTO BEAYUIUM THUIIOM MOTHBALUM y MY>XYUH-UTPOKOB B KOMITbIOTEPHBIC

Urpbl (reiiMepoB) SIBJIAETCS BHYTPEHHSISI MOTUBALIUS.
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O THOBBIIIEHUH CYOBEKTUBHOM OIIEHKH YCIEIIHOCTH B UIPE: UTPOKH B CPEIHEM
CKJIOHHBI 3aBBIILIATh CBOU JOCTHKEHUS B UTpe (B CIyyae, KOTa OHU HE MOTYT 3TO
IIPOBEPHUTBH)

O CXOJHBIX NIEMEHTAX MHIWBHUIYAJIbHOW HCTOPUM B3aUMOJEUCTBUS C UIPAMH U
JKA3HEHHON CUTYAallMM WIPOKOB: B JKM3HEHHOW CUTyallUHd MYKUYHH-TEUMEPOB B
OOJBIIMHCTBE CIIy4aeB MPUCYTCTBYET CONPOTUBIECHUE CTAPLIETO MOKOJEHUS WM
Jpyroi 3Ha4yMMoOW (PUTypel B OKpPY)KEHHUHU TeilMepa, UYTO MOPOKAAET KOH(MIUKT

BHYTpeHHCfI MOTHBAIIUU K UTPaM C BHCHIHHUM OABJICHUCM IIPOTHUB UTP.

He 0111 MOATBEPKIACHBI CJICAYIOIIINE T'MIOTE3bI:
O IIOJIOKHUTCJIBHOM OTHOIICHHUH FeﬁMepOB K CBOCMY YBJIICUCHHIO MHI'PpaMMU:

BBISIBJICHO aMOMBAJICHTHOE OTHOIIICHHE FGﬁMGpOB K CBOCMY YBJICHCHHIO UT'PAMMH.
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OO01ue BLIBOABI

1. Ha ocHOBaHMM NpOaHAIM3UPOBAHHOTO B JIMCCEPTALMOHHOM HCCIIECIOBAaHUU
OOJIBILIOTO KOpIyca MCUXOJOTUYECKUX HAy4YHBIX TEKCTOB, OTpa)KalolluxX HauOoJsiee
3HAQYMMBbIC TEHJCHIIMM B OCMBICJICHUM PO W (PYHKIUA KOMIIBIOTEPHOM WIPBHI,
0000IIIeHbI pe3yJbTaThl MCCIECIOBAHWNA MOTHUBAIIUA WTPOKOB B KOMITBIOTEPHBIC HUTPHI.
OOHapyXeHO, 9YTO MOTHUBBI UTPOBOH JEATEITHHOCTH MOTYT OBITh BBIICIICHBI IMITUPHICCKH
C TIOMOIIIBIO OITPOCOB UTPOKOB M Mpolieayp GaKTOPHOTO M KJIACTEPHOTO aHaJIM3a.

2. B nacrosimeit paboTe SMIUPUYECKH TOKA3aHO, YTO OCHOBHBIMU MOTHBAMHU
MTOBCEIHEBHON >KMU3HH COBPEMEHHBIX AKTUBHBIX MYKYHH-TeMEepOB, B OOJIBIITHHCTBE
CBOEM HMEIOIIUX pabOTy, CEMbIO, 00Opa3oBaHUE, SIBISIOTCS MOTHBBI OOCMUIICEHUS W
nosnauus. Jjisi OONBIIMHCTBA UTPOKOB 3TU MOTHUBBI SIBIISIIOTCA BEAYIIMMH, & MOTUBBI
OOIIIEHHS ¥ B3aUMOJICHCTBHS C APYTUMU JIFOJIbMU — HAUMEHEE BBIPAKCHHBIMH.

3. VYV He urparomuyx MY>XUYMH [0 CPaBHEHHUIO C UTPAIONIMMHU BbISIBJIEHA OoJiee
BBIpaKEHHAs ATHUYECKas MOTUBaIus (KoTopas, corjacHo b. I'. AHaHbeBY, BbIpa)kaeT
MOTPEOHOCTh YEJOBEKAa B JIIOASX W COLMAIBHBIX CBA3SX), a TaKKe JACTEeTHYeCKas
MOTHUBaIMs (KOTOpasi CTPOUTCS Ha OCHOBE B3aMMOJICUCTBUSI THOCTUYECKUX M ITUYECKUX
MOTHBOB H IIPEJICTABIIICT CO00# HanboJIee CI0KHBIM BU BOCIPHUATHS KaK HACIIaKISHUS
ACTETUYCCKUMHU CBOMCTBAMHM OOBEKTUBHOM JICMCTBUTEILHOCTH) [6].

4. Ilo creneHn BBIPAXKEHHOCTH TEX WJIA UHBIX MOTUBOB U3 19 BBIAEICHHBIX HAMHU
0000IIIEHHBIX MOTHBOB MOBCCAHEBHOM JKM3HU M 0 UX COYCTAHUIO B MOTHBAIIMOHHOM
npodunae B CTPYKTYpe MOTHUBAIIMM UTPOKOB METOJIOM TJIaBHBIX KOMIIOHEHT YAaJlOCh
BBIJICUTh 3 (hakTOpa: MOTHUBAIMS IOMCKA JUHAMHUYHOCTH W HOBU3HBI, MOTHBAITUS
MO3HAHUS U JOCTUKEHUS, MOTUBAIUS I€JOHU3MA U TIOUCKA CTUMYJISLINH.

5. OOHapy>KeHO, YTO BEIYIIUM TUIIOM HUTPOBOM MOTHUBAIIMU TeUMEpPOB SIBJIACTCS
BHYTPEHHSISI MOTUBALIHSL.

6. BbIsIBIEHO, YTO B MPOCTPAHCTBE KOMITBIOTEPHOW HUIPHl Y MY>KUYHH-UTPOKOB

MOBBILIAETCS CYyOBEKTHBHAS OIICHKA CBOEH YCHEIIHOCTH U CYOBEKTHUBHBIH YPOBEHb
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KOHTpOJIsI. OTHU CYOBEKTHUBHBIE OIEHKM HE BCErjla COOTBETCTBYIOT pPEaJIbHbIM
(0OBEKTUBHBIM) TTOKA3ATEIISAM YCIEITHOCTH, & OBIBAIOT 3aBBIIICHBI CAMUM UTPOKOM. Tem
HE MEHee, CyObEKTUBHOE MOBBIIICHUE YCIEITHOCTH MEPEKUBACTCS UMU KaK peasIbHBIM
’KU3HEHHBIN yCIeX U CTAHOBUTCS (haKTOPOM, BOBJICKAIOIIUM UX B UTPY.

7. B XKuU3HM MY>XUMH-UTPOKOB B KOMIIBIOTEPHBIC HWIPhI BBISIBICHBI CXOJIHBIC
AJIEMEHTHl UHIUBUYAIbHOW UCTOPUU B3aUMOJICUCTBUS C UTPAMU: JUIsl HUX XapaKTEPHO
paHHee HayaJlo, HAIMYKE B JIETCTBE TEXHUYECKUX BO3MOXKHOCTEH I UTPhI (IPUCTABKA,
KOMITBIOTED), IPUMEP 3HAUYMMOTO OJM3Koro (Apyra, oTia, Opara). B >ku3Hu reiiMmepon
4acTO MPUCYTCTBYIOT 3HAYUMbIE (PUTYPBHI C HETATUBHBIM OTHOIICHHEM K TEMMUHTY.

8. Cpenu AeKIapupyeMbIX UTPOKaMU MOTHBOB IPOBEJCHUS BPEMEHU B HUIpax
OCHOBHBIMHU OKa3aJIMChb MOTHUBBI MOJIYYEHHUs] IMOIMN W BIEYATICHUMN, OTBICUYEHUS OT
peanbHOCTH  (dCKAamM3M) W  HAINOJHEHUS CBOOOJHOTO BpPEMEHU HWHTEPECHBIM
COJIEp >KaHUEM.

9. ObnapyxeH (eHoMeH aMOUBAJICHTHOTO OTHOIIECHHUS TEMMEPOB K CBOEMY
yBIIeueHNI0 urpamMu. OHU HaxOHSTCS B CIIOKHOM CUTyallud — C OJHOW CTOPOHBI, UM
WHTEPECHA WrpoBas JACSATEIbHOCTb, OHHM IOJYYarOT BIICUATICHUS W PEATU3YIOT
MOTPEOHOCTH B JIOCTUKEHUSX, HO, C JIPYrOM CTOPOHBI, OHU OCO3HAIOT, YTO TPATHUTCS
BpEMs U CHJIbl, a B PEAJIbHOM >KU3HU JNOCTHXKEHUN He mpubasisercs. Kpome Toro,
HETaTUBHOE OTHOIIEHHWE 3HAYMMBIX OJIM3KUX YBEIMYMBAECT aMOMBAJICHTHOCTH
OTHOILICHHS K CBOEMY YBJICUEHHIO KOMIIBIOTEPHBIMU UTPAMH.

10. Cnenano crneayoliee 3akalOUYCHHE: B HEOONBIIMX O0beMax yyacTHE B
MaCCOBBIX OHJIAMH-UTpaxX JAeT MOJOXKUTETbHbIE 3(PeKThl (yaydllieHne HACTPOCHUS,
MOBBIIIEHUE YIOBJIETBOPEHHOCTHU KU3HbIO, YPOBHSI KOHTPOJIA HaJ SMOLUSIMU, PA3BUTHE
MO3HABATEJIbHBIX HABBIKOB), a B OOJBIIMX O0OBEMax yBJICUCHUE HIPAMH MOXKET
MPUBOJUTHh K CIUIIKOM CHJIBHOMY TOTPYKCHHIO B yIIepO peasbHOW JKU3HU. DTOT
pe3yabpTaT MEpPEeKIUKAeTCsl C  pe3yibTaTaMu  CTPYKTYPUPOBAHHOTO  UHTEPBBIO,
MPOBEJECHHOIO B paMKax JIaHHOTO HCCIIEIOBAHMS, B KOTOPOM UTPOKH, OMHUCHIBAsI CBOE
aMOMBaJICHTHOE OTHOIIICHHE K CBOEMY YBIICUCHUIO UTPAMU, CBS3BIBAJIH €T0 C COYCTAaHUEM

HHTCPCCAa U OIYIICHUS ITOTCPHU BPCMCHHU.
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3akJIloueHue

B nHacrosmeit paboTe ObLIM MOTyYeHbI OTBETHI Ha JBA OCHOBHBIX BOIPOCA:

1) Kakre MOTUBBI TOBCETHEBHOM KU3HU SBIIIOTCS HAN00JIee BEIPAKCHHBIMU Y MY KUHH-
UTPOKOB B MAaCCOBBIC OHJIAWH-UTPHI, YTO HAIMPABJISAET MX aKTUBHOCTH, @ KAKHE MOTHUBBI
SIBJITFOTCSI MEHEE BBIPA)KCHHBIMU ?

2) Kakyto (pyHKITHIO BBITTOJHSIOT OHJIAHH-UTPBI, KAKUE MTOTPEOHOCTH B3POCION MY CKOM
ayJTUTOPUH OHU YJOBIETBOPSAIOT, M UTO 3TO O3HAYAET JIJIsl 0OIIEeCTBa B IIEIOM?

B pesynbrare IMTETRHOTO MHOTOATAITHOTO Kauye€CTBEHHO-KOJIMYECTBEHHOTO
UCCJICIOBAHMUSI MOTHBAllUM UTPOKOB YJIAaJOCh BBIJCIHUTH Psiji KIIOUEBBIX MOTHBOB,
XapaKTEPHU3YIONTUX MOTHUBAIIMOHHYIO Chepy MYKYHH, UTPAIOIINX B MacCCOBBIC OHJIAMH-
UTPbl BOCHHO-UCTOPUYECKON TeMaTUKU. B kauecTBe BeIyMX MOTUBOB ObLIIN BBIJICICHBI
M03HABATEILHBIE MOTHBBI 1 MOTHBBI TOCTI)KeHUS. HanmeHee BhIpa)KeHHBIMH MOTHBAMHU
SIBJITFOTCSI MOTHBBI OOIICHHS W B3aUMOJICHCTBHS C IPYTUMU JItOIbMH. Pacripenenenue
OIICHOK TIO0 ITKaJlaM METOJIMKH BBISIBIIEHUSI MOTUBOB UTPOKOB YCTOWYHUBO I10 pe3yjIbTaTaM
KOTOPTHBIX CpPE30B: Yy pa3HBIX Tpynn W3 OOmeld COBOKYITHOCTH HIPOKOB
BOCITPOU3BOJUTCS TOPAJIOK TPEANOUYTEHU MOTHBOB IO IIIKaj€ MHOMXKECTBEHHOTO
BbIOOpA (BBIOpaTh OT 1 10 3 13 19 MOTHBOB), YTO MO3BOJISIET C/IEIATh BHIBOJIBI O BHICOKOM
OJTHOPOJTHOCTH 3THX BBIOOPOK M PETPE3CHTATUBHOCTH WX OTHOCHUTEIHHO TCHEPATLHOU
COBOKYMTHOCTU UT'POKOB.

bpI10 moka3zaHO AMIUPHYECKH, YTO WTPHI JAIOT WUTPOKAM IOBBIMICHUE YyBCTBA
YCHENIHOCTA W  TOBBIIIIEHWE YyBCTBa KOHTpoJisi. [loaTBepkiaeHUEM  3TOTO
MIPEATNOJIOKEHUS SBISIOTCS PE3YIbTAThl UCCICIOBAHUS BEAYIIUX MOTHBOB UTPOKOB (B
JaCTHOCTH, MOTHBA JIOCTH)KCHHS), a TAKXKE PE3yJIbTaThl CPABHCHHS UX C HE-MTPOKAMHU
(HampuMep, UTpOKaM BakHEEe, YeM HEe WUTpoKaMm, 4ToObl OblUIa MOHATHAsS 3amgada). U3
CpaBHEHUS CYOBEKTUBHOU U OOBEKTUBHOMN YCIIEIITHOCTH BHJIHO, YTO UTPOKH UCTIOJIB3YIOT
BUPTYaJIbHOE TPOCTPAHCTBO WIPBI JJIsS TIOBBIIICHUS CYOBEKTUBHON OIIEHKH CBOCH

ycnemHoctd. OcHOBHAs paboTa co3HaHus, Mo MHeHHIO B. M. AnnaxBsepioBa, COCTOUT B
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yCTpaHEHUH pOoTUBOpeunii [4]. 3aech Mbl BUIUM IIPUMEP TAKOU pabOThI — CIIIaKUBAHUE
KOTHUTHUBHOT'O JUCCOHAHCA OT COOCTBEHHBIX HEY/]au B UTPE 3aBBILIEHUEM CBOETO YCIIeXa,
MIOCTAaHOBKON ce0s Ha Oojiee BBICOKOE MECTO, YeM TO, Ha KOTOpPOM (DaKTHUECKU
HaxoauTcsa urpok. Ho 17151 yero Hy»keH Takoil «camoooman»? M3 OCHOBHBIX MOJI0XKEHUIM
TEOPHUH CaMOJIETEPMUHALINY CIIEAYET, YTO NOTPEOHOCTh B KOMIIETEHTHOCTH, YCIEITHOCTH
ABJIAETCS BaXKHEHIIel 0a30BOi MOTPEOHOCTHIO JMYHOCTH. VI MOYKHO 3aMETHUTh, YTO
IIPOCTPAHCTBO HWIPHl  IIO3BOJISIET IIEPEKUBATH  YCIECIIHOCTb, HWHOTJA YEJOBEK,
JCHCTBUTENBFHO, YCHEIIHO peIIaeT HWIrPOBBIE 3aJadd, a HWHOTAa MOTPEOHOCTH B
YCHEIHOCTH NMPUYYJIMBO pean3yeTcsi JOCTpauBaHUEM CBOETO yCIemHoro oopasa. Ho
ATO HE MO3BOJISIET CAEIATh BBIBOJ, YTO B UTPE BO3MOKHO MTOBBICUTH YCIIEIIHOCTH TOJIBKO
WUTI030pHO. B KOMIIBIOTEPHBIX UIPax CYLIECTBYET MHOIO CIOCOOOB MPEIOCTABICHUS
UT'POKY OOpaTHOM CBsI3U, IOATOMY OH HE OyAeT npeObIBaTh B MOCTOSTHHOW 3iiopun oT
CBOMX BOOOpaXaeMbIX yCIIEX0B. B HEKOTOPBIX UTpax MpoOIECC CIEHUATBHO OPTaHU30BaH
TakKUM 00pa3oM, 4TO B UTPOBOM JIEATEIBHOCTU UTPOKa COATTAHCUPOBAHHO UEPENYIOTCS
NOPAKEHUS U Pa304apOBaHUs C yCIEXAMU U HarpaJaMH.

Takum o0pa3zom, ¢ NOMOIIBIO PAa3HBIX METOJOB HaM YJajoCh IOKa3aTh, YTO
KOMIBIOTEPHBIE ~ WUIPBl  CIIOCOOCTBYIOT  MOBBIIIEHUIO CYOBEKTHMBHOIO  YpPOBHS
ycnemHoctd. Cpei MOTHUBOB MOBCEAHEBHOM KU3HHM UTPAIOIIMX MYKUYUH OoJiee, yeM y
HE WIPAIONIMX MYXYHH, BBIPa)KEH MOTUB Y4YacTHSl B CUTyalUsX, IJI€ €CTh NMOHSTHas
3aJa4a, 4TO TaKXe CBHUJETEIbCTBYET O MOTPEOHOCTH B KOHTPOJIE HAJ MPOUCXOISALIIM.
Bo3MO0kHO, ¢ 3TUM CBsI3aHa IICUXOJIOTMYECKAS] MPUBIIEKATEIBHOCTh WP JJIS JIFOACH.
Urpasi, OHU yIOBIETBOPSAIOT MOTPEOHOCTH B KOMIIETEHTHOCTH (II€PEKUBAIOT
YCHEIIHOCTh), B @aBTOHOMHOCTH (4yBCTBYIOT KOHTPOJIb U CAMOCTOSITEILHOCTD), @ TAaK¥Ke
B CBs3aHHOCTH. HecMOTpst Ha TO, 4TO 3Ta MOTPEOHOCTh KAXKETCS MEHEE BBIPAXKEHHOU y
UTPAOIIMX MYXYHMH, YEM y HE WIPAIOIIMX, HO, TEM HE MEHEE, TAKME MOTHBBI TOXKE
BBIICJISIFOTCSI B AMITMPUYECKH BbIICJIEHHBIX HAMUA MOTUBAX MOBCEHEBHOM KU3HU.

Ecnu onHo#M u3 BaxHBIX (PyHKUUN UTPHI ABISETCS 0OecleueHHe UTPOKY YyBCTBA
YCHEMIHOCTH, TO BOSHUKAET 3aKOHOMEPHBII BOIIPOC: HE BPEIHO JIM 3TO I Urpokos? He

YﬁHYT JIU OHHU COBCEM B ITOT HJ'IJ'IIOSOpHBIﬁ MHpP, T'IC Y HUX BCC IOJIY4YaCTCA WU, 110
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KpaiiHel mepe, KaxeTcs, uTo nosydaetcsi? He 3a0pocsT nu OHM CBOM Jiena, Kapbephl,
CEMbH, 3TOT 3bIOKUI U MOJHBIN HEMPEICKa3yeEMOCTH pPEeaIbHbI MUP, B KOTOPOM OT HUX
TpeOYIOT YCIENTHOCTH, HO TIPH ATOM €€ TaK TPYIHO MOJIYYUTh, T/I€ YSIIOBEK BBIHYKICH U
XOYEeT KOHTPOJIMPOBATH CUTYAIINIO, & HEOKUJAHHBIE KaTaKIN3Mbl, KPU3UCHI, OOJIE3HU U
MpOYNe CTPECCOTreHHbIE (haKTOPhI BHIOMBAIOT MOYBY W3-TIOJ HOT M HE TO3BOJISIOT €€
KOHTPOJIMPOBATh?

B kxadecTBe pelieHus 3Toi poOIeMbl, BHITYKIO OTPAKEHHON B MOCIEAHEN KHUTE
®. 3umbap0 «Myx)4rHa B OTPBIBE», MBI BUANM Pa3pad0TKy HOPM BPEMEHH ITPOBEICHHUS
B Wrpax, 0OpU KOTOPOM BO3MOXKEH MOJIOKUTEIbHBIA  (TOAAEPKUBAIOIINM,
TeparneBTuYeckuil) 3 PeKT 0T HAXOKICHUs B BUPTYyaIbHOM UTPOBOM KOHTEKCTe. Hapsmy
C mpoOIeMaMHu U CI0XKHOCTSIMHU, KOTOPBIEC MIPUHOCSAT B HAIIly KU3Hb UTPbI, OHU IPUHOCSAT
YIYUYLIECHUS] U TIOMOTAl0T B Pa3BUTUN UHTEJUIEKTYaJbHBIX U SMOLMOHAIbHBIX HABBIKOB.
B xadecTBe npruMepa MOKHO IPUBECTU UCCIIEAOBAHNS, TTOKA3BIBAIOIINE YIIYUIICHUS Psia
KOTHUTHUBHBIX HABBIKOB IOCJI€ AKTUBHOTO YYaCTHSI B KOMIIBIOTEPHBIX UTPOBBIX CECCUAX
(Hanmpumep, yIy4YIlIEHHE T[IOKa3aTelel BHUMAHUA B TPYyNIE HE-TeMMEpoB Mocie
CIIEHUAJIBHO OPTaHU30BAaHHBIX CEAHCOB UIPHI XKaHpa «IKIIeH» B TeueHne 10 nuen no 1
yacy B eHb [61]. Kpome ynydilieHHsi KOTHUTUBHBIX HABBIKOB, UT'PhI AT NEPEABIILIKY U
CHUMAIOT HAaMpsDKEHUE, YIy4dllaloT HACTPOEHUE U TIO3BOJIIOT Pa3BUBATh HAaBBIKU
OMOLMOHAJIBHON PETYJIALMH.

B Hacrosmeir pabore moka3aHO MOBBIIIICHWE CAMOOIICHKH CBOSH YCHEITHOCTH B
npocTpaHcTBe UTpbl. CyObEKTUBHOE YyBCTBO YCHEITHOCTH BeAET K TpaHchopmanmu -
obpa3a, pocty yBepeHHOCTH B ceOe [52, 91]. B uccnenoBanmsx A. I'. I[lImeneBa mokasano,
UCXO/IS U3 Pe3yabTaToOB (PaKTOPHOTO M KJIACTEPHOTO aHAIN3a KOHCTPYKTOB M DJIEMEHTOB
perepTyapHbIX PpEIIeTOK, YTO CTPYKTypa CaMOCO3HAHUS WIPOKOB U HEUTPOKOB
pasiinyaercs: y MEepBBIX B IIEJIOM CaMOOIIEHKA Bhilie, yeM y BTOphIX [51]. CornacHo
KoHIIenuu camodphekTuBHOCTH A. baHyphl, 1Sl ICUXUYECKOTO 3JI0POBbSI U XOPOIIETro
CaMOYYBCTBHS BaXKHBI HE CTOJIBKO OOBEKTUBHBIC PE3YIIHTATHI CAMHU T10 Ce0€, CKOJIBKO UX
WHTEpIIPETAlNs] KOHKPETHBIM YEJIIOBEKOM U OXHUJAHUSA YCIEXa, IMOJ0KUTEIbHBIX

pe3yJIbTaTOB COOCTBEHHBIX JIeUCTBUM [21].
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Ecnu mocMoTpeTs Ha npobiieMy mupe, To, Kak OTMEYAI0T POCCUNUCKHE TICUXOJIOTH
A. T. AcmonoB u I'. A. AcmonoB, B XXI B. «/uTepHer crtan miargopmon s
BOCCTAaHOBJIEHUS CTAOMIIBHOCTH UAEHTHYHOCTI» [9, 136]. I koMIbIOTEpHBIE UTPBI — 3TO
JIMIIb YaCTHBIN ClIyyall MHTEpHET-aKTUBHOCTH B HalM HU. b. I'. AHaHbeB oTmMedal, 4yTo
JUYHOCTh — 3TO «HE TOJBKO MPOAYKT UCTOPUHU, HO M YYACTHUK €€ JIBHXKCHHSI, OOBEKT U
CyOBEKT COBPEMEHHOCTU. bBBITh MOXeT, Haubojee 4YyBCTBUTEIBHBIM WHIUKATOP
COI[MATIBHBIX CBSI3€M JIMYHOCTM — €€ CBA3b C COBPEMEHHOCTBIO, C TJIABHBIMU
COLIMAJIBHBIMU JBMKEHUSIMU CBOEro BpeMmeHu" [6]. Hampumep, sMnupuyeckue 1aHHbIE
IIOKa3bIBAKOT, 4YTO HJEHTUYHOCTh TE€MMEpPOB IIOJOKUTEIBHO CBs3aHA C YYBCTBOM
COOCTBEHHOI'0 JOCTOMHCTBA M COLMAIBHOM KOMIIETEHTHOCTBIO, @ OTPHIATEIbHO — C
onuHouecTBoM [ 100]. [ToaTomMy BUIUTCSI OECCMBICIIEHHBIM OOBSIBIISATH 3Ty COBPEMEHHYIO
TEHJCHIIMIO OJHO3HAYHO BPEIHOM M HamNpaBisATh CUIbI oOliecTBa Ha OOpbOy C HEl.
[TockonbKy HCCEeIOBaHMS MOKAa3bIBAIOT, YTO MpoOiiema oOLIecTBa HE B UIPax Kak
TAaKOBbIX, @ B UPE3MEPHOCTU YBIICUEHMs] UTPAMH, TO pa3pabOTKa HOPM BPEMEHH IS
pa3HbIX Urp Morja Obl CTaThb XOPOLIMM IMOJCIOPHEM Ui IEAAaroroB, POAUTENEH H,
HaIpUMeED, NMCUXOTEPANIEBTOB, 3aHUMAIOLIUXCS MPOOJIEMaMH UTPOBOM 3aBUCUMOCTH.

W3mepsiss UTPOBYIO MOTHUBALIMIO, MBI MOKEM TaKUM 00pa3oM MPOBOJIUTH AHAIHU3
KauecTBa CaMOM WIPHl. 3Has, KakKoOBa CTENEHb BBIPA)KEHHOCTH BHYTPEHHEW WU
BHEILIHEW MOTHUBAIMH JIIOJEH, BBIOMPAIOLIUX Ty WIH UHYIO UTPY, Mbl MOKEM CYJIUTh O
TOM, HACKOJBKO 3Ta WUIpa YIOBJIETBOpSET Oa30Bble MOTPEOHOCTH JIOACH B
ABTOHOMHOCTH, KOMIIETEHTHOCTH M CBSI3aHHOCTH [28].

Kpome mpouero, 3To OTKpbIBaeT OOJbIINE BO3MOXKHOCTU Uil OObEIUHEHUS
MHTEPECOB UIPOBOM MHIYCTPUU M CHUCTeMbl oOpa3zoBaHus. Mcxons u3 pe3yibTaToB
MCCJIEIOBAHNSI MOTUBALIMM UTPOKOB, OYEBUIHO, YTO B MACCOBbIE OHJIAWH-UTPHI OYyIyT
POAOJDKATh UTPaATh, U B 3TO OyAET BOBJIEKAThHCS Bce Oosbie oaen. Mcxoas u3 atoro
MOHUMAaHUs, MOKHO pa3pabaTheiBaTh 00yYarouIMe U pa3BUBAIOIIUE UTPHI TAKUMHU, YTO
UMEHHO B HUX OYyJlyT MPEANOYUTATh UTPATh.

CoBpeMeHHOEe OOIIECTBO CTOUT MEPET BOIIPOCOM: UTPHI TTOJIC3HBI WU BPEIHBI?
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[IpoaHanu3npoBaB COBPEMEHHBIE HUCCIIEIOBAHUS O BIUSHUHU KOMIIBIOTEPHBIX WIP, MBI
MIPULUIA K BBIBOJY, UTO UTPhI KAK COBPEMEHHAS PEAJIbHOCTD IMOYTH KAXKIOT0 YEJIOBEKa —
3TO TriI00ajJbHOE SIBJIEHWE, MMEIOIIEE HE OJHO3HAYHO HEraTUBHOE WM OJIHO3HAYHO
MO3UTUBHOE BIUSHUE HA MICUXUKY YEJIOBEKA, HO MPEACTABISIONICE CIOKHBIN KOMIUIEKC
s dexToB. beccMBICIEHHO TOBOPUTH TOJIBKO 00 OJTHOW CTOPOHE MPOOJIEMBI U MBITATHCS
UTHOPUPOBATH APYTYIO.

OnuckiBasi MONOKUTENbHBIE A(PPEKTHI KOMIBIOTEPHBIX HWIP, Mbl HE JOJHKHBI
3a0bIBaTh M OO0 KX HEraTUBHOM TMOTEHIMane. ECTh MHOXECTBO HCCIEIOBAaHUM,
MOCBSIIIEHHBIX IPOOJIEMaM UTPOBOM 3aBUCUMOCTH MJIM TaK Ha3bIBAEMOTO «ITPOOJIEMHOTO
reiiMudray. Hampumep, wuccienoBaHus, BBISBISIONIME TOBBIINICHUE arpeCcCUBHOCTH,
pa3BUTHE WUIPOBOM 3aBUCUMOCTH M JCHPECCUBHBIC COCTOSHUS, PAa3BUBAIOIIMECS Kak
CJIEJICTBHE 3JIOYNOTpeOsieHns KoMIbloTepHbiMU urpamu [78]. Ho eme Oomnee
COBpPEMEHHbBIC Pa0OThl TOKA3BIBAIOT, UYTO PE3YyJbTAaThl TAKUX HCCIECIOBAHUI MOTYT
OKa3aTbCAd HEOJHO3HAYHBIMU, KaK MUHHMYM — CHJIBHO IMPEYyBEJIMYCHHBIMHU. ['pyrimna
aMEpUKAHCKUX Y4YeHbIX M3 yHHBepcutTera Konopamo u HayuHoro neHtpa B Cuatrie
CleNlali UCCJEIOBAHUE B paMKaX KOTHHUTHUBHO-AaHTPOMOJOTHYECKOrO0 TMOAX0Aa |
OImyOJIMKOBaIM pe3yibTaThl B xKypHane Computers in Human Behavior B 2017 romy.
BakHbIM BBIBOJIOM, CJIEJIAHHBIM B UX CTaThe, OBLIO TO, YTO MPEACTaBIECHUsSI 00 UTPOBOM
3aBUCHUMOCTH KaK O pacCTpOMCTBE MAOJKHBI OBITh MEPECMOTPEHBI B CBSI3U CO
CJICTyIOLTUMHU OTKPBITUSIMUA aBTOPOB: TIIyOOKasi MOTPYKEHHOCTh, CUIIbHAS YBICUEHHOCTh
UrpaMud HUMEET PsJl MO3UTUBHBIX U HEraTUBHBIX A(DPEKTOB, KOTOphIC AAIOT OOILIUN
1EJI0CTHBIN 3D (PEKT OT KOMITBIOTEPHBIX UTP, IO IPUPOJIE CBOSH HU TIIOXOM, HA XOPOIIIHA,
HO COJIEp a1l KOMITOHEHTHI U TUI0X0T0, ¥ Xxopotero. Y paccMmorpenue «mpo0iaeMHOoro
reiiMUHTa» WM UTPOBOM 3aBUCUMOCTH KaK HETaTUBHOTO SIBJICHUS UMEET CMBICI TOJIBKO
TeX CIy4asiX, €CJIM 9TO BIHUSHUE HE COATAaHCHUPOBAHO, & UMEET CYIIECTBEHHBIN MEPEKOC B
CTOpOHY HeraTuBHBIX 3(G(EKTOB. DTO B KOPHE MEHSET MpEACTaBlieHHEe 00 HUTPOBOM
3aBUCUMOCTH W TIOJIBEPracT COMHEHHUIO T€ HHCTPYMEHTHI, KOTOPHIMU OOBIYHO TaKas
3aBUCUMOCTh AuarHoctupyercs. [loTomy 4To HanuuWe TEX WM WHBIX HETaTHBHBIX

3 PeKkTOB MOXKET OBbITh YPABHOBEIIEHO WJM TMEPEBEIICHO IMO3UTUBHBIMH, HO STOTO
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OamaHca METOJMKHM JMAarHOCTUKM 3aBUCHUMOCTM HE U3MepstoT. butbh TpeBory B
OTHOILIEHUH [ICUXUYECKOT0 3/10pOBbs UEJIOBEKA aBTOPHI IPEIararoT JUIIb B TOM CIIydae,
KOI'/Ia CUJIbHASI YBJIIEUEHHOCTh UTPAMH COYETAETCS C CYyLIECTBEHHBIM IIEPEKOCOM B MOJIb3Y
HEraTUBHbIX A(Q(EKTOB MO CPaBHEHHIO C [O3UTUBHBIMHU. ABTOpPHl Ha3bIBaIOT
NPEMIOKEHHBIN TOIXO0/T «KYJIbTYPHBIM KOHCEHCYCOM» JJI ICUXUATPUUECKON MPAKTUKU
u3Mepennii u guarHoctuku [119]. Eme Oonee HOBBIE wnccimenoBaHus (HakTopos,
CHOCOOCTBYIOUIMX PAa3BUTHIO W YCWJICHHIO HUIPOBOM 3aBUCUMOCTH, IOKa3alld, 4YTO
Ba)KHYIO POJIb B €€ BOSHUKHOBEHUH U JUHAMUKE UTPAET YPOBEHb CAMOKOHTPOJISI HTPOKOB
U TUI MOTHMBAIlMM TE€WMHUHIa: HE caMHu IO cebe WUrpbl, a caaboCTb CaMOKOHTPOJS B
COUETAaHMU C BHENIHEH MOTHBAlMENd y HIPOKOB CHOCOOCTBYIOT Pa3BUTHIO U Ooiee
TSKEIIOMY TEYEHUIO UTPOBOM 3aBucUMOcTH [109].

be3yciioBHO, He cieayeT 3akpbplBaTh IJla3a Ha BO3MOJKHBIE HEraTHBHBIC
MOCJIEJICTBUS YPE3MEPHOM YBIEUEHHOCTH UTPAMU, HO JJIs ICUXOJIOTMH 3TO HE O3HAYAET,
YTO HYKHO OIPEIEIUTHCSA U BBIHECTH BEPAUKT — BPEIHBI UTPBI WIIH TIOJIE3HBI — U PEIINTB,
Ha Kakoil CTOPOHE HaXOIUTBhCs MCCienoBaTeN0. HarmpoTus, NOHMMaHUE CIOXKHOCTH U
MHOTOTPAHHOCTH BIIMSIHUSI KOMIBIOTEPHON WUIPhl Ha 4YEJIOBEKA, OCO3HAHWE HAIUYMS
MIOJIOXKUTENBHBIX U OTPULATENBHBIX ACIIEKTOB ATOrO BIIMSIHUS W MOHUMAHHWE YCIIOBHU,
IIPU KOTOPBIX OHO MOKET MPEBPALIATHCS U3 MOJIOKUTEIBHOTO B OTPULATENBHOE, MOKET
00ecreyuTh MEPCIEKTUBHOE HAMpPABICHUE HCCIEA0BATENIbCKOW pabOThl, MPU3BAHHON
OLICHUTH B KAYECTBEHHBIX SMIIMPUYECKHUX UCCIEAOBAHUAX COOTHOIIEHHE BPEAA U MOJIB3BI
OT KOMIIBIOTEPHBIX UIP, a TAKKE HANTH CIIOCOOBI CHU)KEHUSI HETaTUBHBIX U MOBBIILICHUS
MO3UTUBHBIX TMOCJEACTBUI yBIeUEHUS] KOMIbIOTepHbIMU urpamu [113]. Heobxoaumbl
JUIUTEIbHBIE, TOHTUTIOHbBIE UCCIIETOBAHMS 3TUX MOCIEACTBHUM AJIs TOTO, 4TOOBI AeNaTh
KaKue-TO OOOCHOBAHHBIE BBIBOJBI HE TOJBKO O KpPaTKOCPOYHOM 3(ddexre, HO U O
JOJITOCPOYHOM BIMSIHUU UTP. 1 TOTO, 4TOOBI HCCieT0BaHUS BIMSHUS UTP HA YeJIOBEeKa
JlaBalii HauOoJiee TOYHbBIC, TMOJIHBIE PE3yJbTAaThl, OHU JOJHKHBI OCYUIECTBISATHCS HE
TOJIbKO CHJIaMU OOIIEW NCHUXOJIOTMH WJIM BO3PACTHOM ICHUXOJIOTHH, WM MCUXHUATPUH,
NOTOMY 4YTO Ka)KJasl U3 JMCUUILUIMH JEJIaeT CBOM AKLIEHTHI B AU3aliHE WUCCIEAOBAHMS U

UCIIOJB3YEeT  CBOK  METOAOJOTHIO.  Takue  MCCIIeNOBaHUS  JOJKHBI  OBITh
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MEXTUCIUIUTMHAPHBIMY, KOMIUIEKCHBIMH, B paMKax HOBBIX OTpaciedl MCUXOJIOTUU —
Harnpumep, KUOEPICUXOJIOTHH — C MPUBJICYCHUEM DPAa3HBIX MOJIXOIO0B U METOAOB Kak
BHYTpPH IICUXOJIOTHYECKOM HAYKH, TaKk U BHE ee [15].

JlanpHeliee pa3BUTHE UTPOBOW HHIYCTPUU HEN30€KHO, OOIIECTBO MOXKET 3aHSAThH
KOHCTPYKTUBHYIO TO3MIIMIO — HE KIACTh CUJIBI Ha OOpHOYy C HMIpOBOM HHIyCTpHUEN,
IBITAsACh KOHKYPUPOBAThH C HEM C MOMOIIBIO0 HE UTPOBBIX (OpM OOYUYEHHS U JICUCHUs, a
B34Th Ha BOOPYXEHHE MPUEMBI U CIIOCOOBI, KOTOPHIMU OHA IMOJIOKUTEIHFHO BIUSET Ha
UTPOKOB, JTA€T UM YYBCTBO PaJOCTH, KOHTPOJS M YCHEIIHOCTH, U HCIOJB30BaTh ITH

Pa3BUTHIC TCXHOJIOTHMH B COOUAJIbPHO 3HAYUMBIX HCIIAX.
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IMpunoxenne 1

IIynkr 1. Bonnpockl, KOTOpbIE ObLIM 32JaHBI HTPOKAM B PAMKax
CTPYKTYPHPOBAHHOI0 HHTEPBbIO, N=61)

OO0umii 6,10k
Bamie cemeliHOE MTOJ0KEHHUE, BO3PACT.
Brl cunaete cebs reiimepom?
Kak gacTo BBl UTpaeTe B KOMIIBIOTEPHBIE UTPHI?
Kak 1aBHO BbI UTpaeTe B KOMII. UTPbI?
Kaxk BbI Hauanmu urpats? Ha uem?
Korna Bel BiepBbie yBiekinch cuibHO? Kakas 3To ObU1a UTpa ¥ CKOJIBKO BaM ObLIO JIET?
Bam Ommke Qopmar «MynbTHILUIEEPY» (MHOTOIOJB30BATENBCKAE HUIPHl C APYTUMHU
JTIOABMH) UIH «CUHTID (OIMHOYHBIE UTPHI)?
X0Tenoch 1M BaM KOrJa-ndo cTaTh MpoPecCHOHANIbHBIM KHOEpCIIOPTCMEHOM?
Ha ckonbko OannmoB Bac ycTpauBaeT Bamia skuzHeHHas cutyanusa? (Ilo 10-6anbHoi
mkaie, rae 1 - coBceM He ycrpanBaeT, 10 - aOCOIIOTHO YCTpanuBaeT)
Baiie camoe 00b1110€ JOCTUKEHUE B )KU3HU HA JAHHOM JTare?

Baok «ZKanpb»
Kaxoii xaHp KOMIIBIOTEPHBIX UTP BaM OJvKe?
Ecnu BeIOMpaTh, KakoW M3 JIByX >KaHPOB BaM Oirke — crparerus uiau 3kumeH? C yem
CBSI3aHO IMEHHO TaKO€ IIPEANIOYTEHUE?
Kaxkue camble HHTEpECHBIE UTPBI BbI MOKETE BCIOMHUTB B CBOEH KU3HU (BO3MOXKHO, YXKE
HE urpaere, HO MHOTO JIeT Urpaiu)?
Uto BaM B HMX HPABWJIOCH?
B kakyro urpy Bbl urpaere cenyac?
Uto BaM B HeWl HpaBUTCA?

Baok «OTHOIEHHE K HTPaM U K CBOEMY YBJICYEHHMIO HTPAMM

Yro nns Bac urpel? g yero Bel urpaere?
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OnummuTe Bamie OTHOIICHUE K BallICMy YBJICHCHHUIO KOMIIBIOTCPHBIMH I/IFpaMI/I‘? (ECJII/I

OTHOCHUTCA OTPULATCIBbHO, ITOJIOKHUTCIIBHO UJIN aMOMBAaJICHTHO — C YEM 3TO CBS3aHO?
Kaxk Bamm 3HAKOMBIC, NPY3bs W/ MIn POACTBCHHHUKHN OTHOCATCA K BAICMY YBJICUCHUIO

urpamu? C 4em 3T0 CBsI3aHO?)

baok «KoHTpoab»

Hackonpko Ba)xHO Ui Bac BCE KOHTPOIMpoBaTh B ku3HU? (IloHMMaTh, 4TO BBI
BJIUSIETE HA MPOIIECCHl U COOBITHS, YTO BCE 3aBUCHUT OT BAC U OT BalllUX JACUCTBUI? —
noctaBbTe 0TMETKY Ha 100% mikane, rae 0% — coBceM He BaxkHO, 100% — oueHb
BaXXHO).

Hackonpko IEWCTBUTENBHO MOJY4YaeTcs BCE KOHTPOJMPOBATH B JKU3HU?  (BBI
KOHTPOJIMPYETE MPOIIECChl, CAMHU pEIlIaeTe, YTO U KaK BbI JICJIa€Te, BCE 3aBUCUT OT
Bammx gerictBuit — noctaBbTe 0TMeTKy Ha 100 GamnpHOM mikane, rae 0% — coBcem
He nonyuaercs, 100% — nmosryyaeTcst Ha CTO MPOIEHTOB).

Hackonbko BaKHO Il Bac Bc€ KOHTpoiupoBaTh B urpax? (Ilonmmarb, 4To BBI
KOHTPOJIUPYETE MPOLIECCHI, YTO BBl BIUSETE HA MPOIECCHl U COOBITUSI, YTO BBl CAMHU
pelIaeTe, 4To U KakK BBl JIENAETe, YTO MHOTOE B UTPE 3aBUCUT OT BAILIUX JACUCTBUN?
(mocraBbTe oTMEeTKY Ha 100% mikane, rae 0% — coBcem HeBakHo, 100% — odeHb
BA)XHO).

Hackonbko IEeWCTBUTENBHO MOJMYYaeTCsl BCE KOHTPOJIMPOBATHh B Urpax? Hackomabko
Bbl KOHTPOJIMPYETE MPOLECCHI, CAMU PEUIAETE, YTO U KaK BbI JI€JIA€Te, HACKOJIBKO B
UTPE BCE 3aBUCUT OT BaIlIUX JEUCTBUIA? (MocTaBbTe OTMETKY Ha 100 6aribHOM 1IKae,
rae 0% — coBcem He nonyuaercst 100% — nmoiyyaercst Ha CTO MPOLEHTOB).

Baok «YcnemHocTs»

Hackonbpko juisi Bac BaHO, UTOOBI TO, YTO BBl JENaeTe B KU3HHU, IMOJIy4aloCh
MaKCHUMAJIbHO XOpoIo, noctaBbTe oTMeTKy Ha 100% mkane, rne 0% — coBceM
HeBaxHO, 100% — oueHb Ba)KHO.

Hackonbko B JKM3HM, [E€UCTBUTENBHO, IMOJy4daeTcsl JAeiaTh BCE MAaKCUMalbHO
xopo1uio, nocraBpbTe 0oTMETKY Ha 100% mkane, rae 0% — coBceM He moyy4aercs,

100% — momy4aercst MAaKCUMaIbHO XOPOLLIO.
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= HackolbKko JJI1 Bac BaXXHO, 4YTOOBI BCE, YTO BBl JejaeTe B HIpax, XOPOIIO
MOJTy4ajoch, ObITh ycIemHbIM, Tae 0% — coBceM HeBaxkHO, 100% — oueHb BaXKHO.
Hackomnbko, AeMCTBUTENBHO, TTOTyYaeTCs B UTpax ObITh ycremHbpM? B nporneHTax, riue

0 — coBcem He mony4daetcs, 100 — mojryyaeTcst Ha CTO MPOLIEHTOB.

Hynkr 2. 1 MoauduuupoBanublii onpocHuk GAMS —
IKAJIa UTPOBO MOTHBAIMU
«/171s1 uero BeI UTpaeTe B OHJIAUH-UTPHI?»
1. Buympenuss momueayusi:
* [ToromMy 4TO B HUX XOUYETCS UTPATh.
* UTOOBI MOTYYUTH yIOBOJIBCTBUE OT UCIIOJIB30BAHUS HOBBIX BO3MOKHOCTEN UTPHI.
* Panu yyBCTBa yCHEMIHOCTH, KOTOPOE SI UCIBITHIBAIO, KOTa UT'PALo.
2. Buewmnss pecynsayus:
* UtoObl mpuoOpecTd MOIIHBIE M YHUKAIbHBIC MPEAMETHI, BUPTYaJbHbIC JICHBIH,
WICCJIEIOBATH €IIIE HE UCCIIEI0BAHHBIE JIEMEHTHI UTPHI.
* [ToromMy 4TO OBITH XOPOLIUM UTPOKOM — MPECTUIKHO.
* UToOBI MOTyuyaTh HArpajbl, MPU3bI, OMBIT.
3. Uoenmugpuyuposannas pecynayus.
* [ToromMy 4TO 3TO XOpOLIMI CIOCOO pa3BUThH B ce0€ BaKHBIE KAYECTBA.
* [ToToMy uTO 3TO XOpoIIUii cCIOcO0 Pa3BUTh MBILUICHUE U HABBIKU OOIIECHUS.
* [ToromMy 4TO OHJIANH-UTPBI MHOTO 3HAYAT /ISl MEHS JIMYHO.
4. Unmecpamuenas (6cmpoennas) pecynsiyus:
* [ToroMy 4TO OHJIAH-UTPBI — 3TO YACTH MEHSI.
* [ToTroMy 4TO 3TO YacTh MOEH KU3HU.
* [ToTroMy 4TO OHU SIBJIIFOTCS JJI1 MEHS LIEHHOCTBIO.
5. Uumpoeyuposannas pecynsiyus:
* [ToTOMy 4TO 51 YyBCTBYIO HEOOXOIUMOCTD PETYJISIPHO UTPATh.
* [Toromy 4TO MHE HEOOXOUMO UTPaTh, YTOOBI HOPMAJILHO CeOsI UyBCTBOBATD.

* [IoTOMy 4TO 51 paccTpauBarOCh, ECJIM HE UTPaLo.
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6. Amomusayus:
» Jla y>ke U He 3Hat0, MHOTI'/1a 51 3aJ1at0 ce0e BOIPOC: HYHO JIM MHE 3TO?
* Panpmie ObUIM sCHBIE TPHYMHBI, a cefiyac s CHOpaliMBald ceds: CTOUT JU
MPO0JKATh?

* YecrtHO TOBOp, A HC 3HAIO, Y MCHS TAKOC OIIYIICHHUC, YTO A IIPOCTO TCPAIO BPCMA.

Iynkr 2.2 IIpoBepka BanuaHocTu MeToguku GAMS
HA AaMEPHUKAHCKOH BHIOOpPKe

B opurunanshoit cratbe (Lafrenicre, Verner-Filion & Vallerand, 2012) aBtopsl
CaMOCTOATENBLHO C(POPMYIUPOBANIM MyHKTHI IKAJbI, OTPa)Karollue, 0 UX MHEHUI0, 6
paHee BBIIEICHHBIX TEOPETHUYECKH THUIIOB MOTHMBALMM HUIPoKoB. IIpenBapurenbHOE
MCCIIEIOBAaHUE BAIMIHOCTH METOJMKHU ObLJIO MPOBEICHO Ha BhIOOpPKE B 276 Urpokos. B
LEesIX aHaliu3a OHW ObUIM pa3/iesieHbl Ha JIBE paBHbIE Ipynmbl Mo 138 y4acTHHKOB.
Crnenyet 0OpaTuTh BHUMaHHUE Ha TO, YTO BIOOPKH TAaKUX Pa3MEPOB SIBHO HEJOCTATOUHBI
JUIsL TIPOBEPKH MoJeneil ¢ TakuMm kojmdyecTBoM mnapameTrpoB (df=120). C yuérom
CKPOMHOTO (AJi1 TakoW 3aJayu) pa3Mepa BbIOOPKH, TMOJIY4YEHHbIE aBTOpaMHU
koo dunmentsr S-B x> =219, RMSEA=.07 aB110TCS BECbMa COMHHUTELHBIMH.

Mps1 pemiviid IpoBEpUTh BaTUAHOCTh MeToauku GAMS Ha BbIOOpKE OO0JBILETO
pasmepa. [Ins sroro Obumm BbiOpanbl 2211 pecnonmentoB u3 CeBepHOW AMepuUKHU
(MOCKOJIBKY B JPYTUX PErroHax OOJBIIMHCTBO YYAaCTHUKOB HE SIBISUIUCh HOCHUTEISIMH
aHrauiickoro s3pika). M3 uynMcna OTBEeTMBIIMX ObUIM  yAaJ€Hbl YYaCTHUKH, HE
3aMOJHUBIIME METOJIMKY [0 KOHIA, a TAaKKE BOCIOJIb30BABIIMECS TOJIbKO | mmm 2
3HaUYCHUAMM Ha IKanax (Hanpumep, nocrapusine «Cornacen» n «He cornacen» Bcem
yTBepxkaeHusM). [locne Takoil ouncTkH ocTanoch 1897 MOTHOCTHIO 3alOJIHEHHBIX U
MPUTOAHBIX K aHAJIU3Y OTBETOB.

[ectudakropuas monaens (6 HaTeHTHBIX (HAKTOPOB, KAXKIBIM M3 KOTOPBIX
onpenensieT 3 MyHKTa COOTBETCTBYIOLIEH IIKAJIbI) MPOBEPSIACH C MOMOIIBIO TEX XK€

KpUTEpPUEB KOH(PUPMATOPHOrO (PAKTOPHOTO aHaIU3a, KOTOpblE MNPUMEHSUIUCH B



147

OpUTHHAIBHOU CTaThe, — pOOACTHBIX OlLEHOK c morpaBkoi Caroppa-bentnepa. s
aHanM3a ucnolib3oBaiics naket lavaan 0.5-20.

Pe3ynbTaThl HE BIOJIHE NOATBEPKIAIOT CTPYKTYPHYIO BAJIMIHOCTh METOJUKH: S-B
> =1174, df=120, RMSEA=.07, CFI=0.89. Ilpu 5TOoM Take BBIZAETCS OIIMOKA
«MaTpulla KOBAapUAIMK JIATEHTHBIX TMEPEMEHHBIX HE SBJISIETCS IOJIOKUTEIBHO
onpenenéHaon». [IpuymHa MOSBIICHUS TaKOW OIMMOKM, HA HAIl B3TJSLA, BHIHA TIO
Tabnmune 2 w3 opuruHajdbHOM cTaThu. B Helh Mexnay HMHTerpupoBaHHOM U
WNnentudunupoBanHoil perymsiueir Habmomaercs koppemsius 0.83. Ha nam B3z,
Takasi BBICOKAs KOPPEJSIUS MEXKIY Pa3HbIMU IIKAJIAMH OINPOCHUKA HE TIO3BOJISET
CUMTATh IOATBEPKAEHHON KOHCTPYKTHYIO BadUIHOCTh MeToauku GAMS. Anamms
KOppEJsui Mexy MyHKTaMu 3Tux mkai (MuaterpupoanHoit u UneHtudguuyupoBaHHON
perymsiliid) B HaIlMX JAHHBIX TOKAa3bIBa€T, UYTO BCE KOA(PPUIIMEHTH HAXOIATCS B
nuanasone 0.4-0.6, 4To He MO3BOJSET BBACIUTH B 3TOM Ha0Ope ABE OTAEIbHBIE APYT OT
Jpyra mKaJbl.

Takoke ObLITM BRIYUCIICHBI CTaHIapTU3UPOBaHHbIE KO3 duiineHTsl o Kponbaxa:

Haszpanue o
Kponbaxa
ql | BHyTpeHHssl MOTUBALIMS 0.41
q2 | HTerpupoBaHHas peryJisiius 0.67
q3 | UnentudunmpoBanHas perymsius 0.75
g4 | UaTpoenupoBaHHasl peryJisiius 0.71
g5 | BHemHss peryasaums 0.70
q6 | AMoTtuBanus 0.83

Utoro, n3 Habopa mikaia METOIUKH HOpMaibHO padotaroT MHTpoeunpoBaHHas
perynsiuus, BHemnsas perynsuusa u AMotuBauus. Takke, BO3MOXKHO, paboTocrocoOHa
mkana Unentudunuposannoit perysmuu. OaHako, oHa ciauBaercs ¢ UHTerpupoBaHHON
peryJisiuuei.

OOmmii BBIBOJ, KOTOPBHIA MOXHO CHENaTh: HEOOXOIWM aHalu3 NPUYWH
HepaznmuuuMmoctu MnentuduiupoBanHo u MHTErpupoBaHHOM PpETyNAINHA, a TaKKe

nepepaboTKa BOIPOCOB IIKaJbl BHyTpeHHEH MOTHUBAIUH.
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Iynkr 3.1. UcciienoBane MOTUBOB MOBCEIHEBHOM KU3HU UTPOKOB.

HUncmpykyus «HackolIbKO MEPEYUCICHHOE WHTEPECHO BaM B KU3HU?». OueHute

KaXAbIH U3 19 MyHKTOB OMpOCHUKA MO msTOamibHoM mikaie Jlukepra (CoBepiieHHO

HeuHTepecHo, HeunrepecHo, Cpenune, atepecno, O4eHb HHTEPECHO).

Ilynkmui onpocruka

WX AN R WD =

p—
N = o

13.
14.
15.
16.
17.
18.
19.

Bnusts Ha cutyanuio

PaszBnekatbcs

Omrymate MacITabHOCTh U TPAHAMO3HOCTH YEro-1100
Y3HaBath 4TO-TO (MOIY4YaTh HHPOPMAIIHIO)
Yuuthcs yemy-To (yIy4llaTh HABBIKH)
BcerpeuaTs 4T0-TO HEOOBIYHOE

Ob6marbcs

W3Brekathb 1oJib3y, BBITOLY

HcnpIThIBaTh CUIIBHBIE SMOLIUU

JIro60BaThCS YEM-TO KPACHUBBIM

[Torpy»xartbcst B 0ocoOyto atmMochepy

Jlenath 4TO0-TO COBMECTHO C APYTHUMHU JIFOABMU
Bcerpeuats 4T0-TO HOBOE

CrankuBaThCsl C YEM-TO HEOKUIAHHBIM
[Tonmy4darts pe3ynbTaT, JOCTHKEHUS

NmeTh BO3MOXKHOCTH BBIOOpA

Korpa ecte nonarHas 3amayda

Koraa ectb BbI30B, HETIpOCTas 3aa4a

Korpaa ectb ITMHaMHUYHOCTh

Hynkr 3.2 CTaTUCTHKH K TPeX(PaAKTOPHOU MOAEJIM MOTUBALMYU MOBCEAHCBHOM

“KH3HH Ha ocHOBe 19 mkaJua OIIPOCHHKA «MoTHBBI IOBCEAHEBHOM KU3HU».

OO0bsicHeHHAsl COBOKYITHas AU CNIePCHs
KoMmoneHt Potarusi cyMMBI KBaIpaTOB Harpy30K
Bcero % mucriepcuu | CymmapHbIH %
1 5,510 18,035 18,035
2 5,213 17,066 35,101
3 4,640 15,188 50,289
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HNepapxuueckas kiaacrepuzanus GakTopoB MOTHBALUM NMOBCEIHEBHOM KU3HU UTPOKOB (METO
Bapna).
Couueu.\euue Knacrepa nepewKkaniposaHHbIX pacclomim“i

5 10 15 20 25
1 | | 1 1

MosHaHue

ObyyeHue

0
Mownck HeobbIUHOCTH I

[MoncK HOBU3HDI
[DocTukeHune |
Bbibop —

Bbizos

NMoHumaHwme
ObueHue
Koonepauus ;
Mounck HeoXMaaHHOTo
ANHaMUYHOCTb 4‘

Ctumynaumsa |

JcTeTnKa —

MorpyxeHue

BavsaHune |

MpaHAMO3HOCTb Yero-n. —

Bbiroaa

PasBneueHue

Hynxkr 3.3 CpaBHeHHe BLIOOPKH MYKYHUH-UTPOKOB
¢ KOHTPOJIbHOH BbIOOPKOM KEHIIMH-UTPOKOB.
JlononHUTENbHOE UCCIIEOBAHHUE 10 BEAYLUIMM MOTHBaM. UTOOBI MOHSTb, SBISIOTCS
JM KaKHe-TO U3 MPEACTABICHHBIX B ONPOCHUKE MOTHUBOB PA3JIMYHO BBIPA)KEHHBIMHU B
CTPYKTYpPE MOTHBALMM MY’KYMH M >KCHILIMH, Mbl IPOBEJIM CPaBHEHUE OTBETOB Ha
ONMpOCHUK «MOTHUBBI MOBCETHEBHON JKU3HU» JABYX BBIOOPOK UTPOKOB-MYx 4uH (N=620)
U UrpoKOB-KeHIIUH (N=326) 13 pa3HbIX CTpaH MUpa. ITO CPAaBHEHHE MIPOBOJIUIOCH Ha
pe3ylibTaTax OMPOCHHUKA, KOTOPBIA MPEIBABISIICA UCIIBITYEMBIM Takke B (popme mIkas

MHO»KECTBEHHOTO BbIOOpa (MOXKHO ObUIO BbHIOpaTh 1-3 w3 19). Bompockl Obun

NEepPEBEICHbl HA AHIJIMMCKUN SI3bIK, OCHOBHBIE €BPOINEHCKHE S3bIKM (HEMELKHUU,
bpaHIy3CKHif, UCIAHCKWN, YENICKUW, MOJIbCKUA) W a3WaTCKUE SI3BIKH (STOHCKUNA H

KUTackuit). UHTEpHAIIMOHAIEHOCTh JAHHOUW BEIOOPOK OOBACHSIETCS TEM, TO HANTH TaKoe
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KOJIMYECTBO KEHILUMH TOJBKO CPEIU PYCCKOA3BIYHOW BBIOOPKM WIPOKOB HE
IIPEICTABIIOCH BO3MOXKHBIM.

Paznmuuus onpenensuiich no kputeputo Xu-kBajapat [lupcona. beuio oOHapyxkeHo,
YTO MY>KUMHBI 3HAUMMO Yallle BBIOMPAIOT MO3HABATENIbHbIE UHTEPECHI (Y3HABATh YTO-TO
U YUYUTBCA UYEMY-TO), a >KEHIIMHBI-UTPOKH JCTeTHYeCKue (JIH000BaThbCI YEM-TO
KpacuBbIM). B oCTaIbHBIX MIKaJIaX OMPOCHUKA 3HAYUMBIX Pa3IU4Hi MEXKIY MY XKUYMHAMU

H ) KCHIINMHAMH HC O6H3.pY)KeHO.

PacnpenesieHne 0TBEeTOB HHTEPECHBIX CUTYalMii B BBIOOPKAaX MY:KYUH-UTPOKOB (N=620) n

sKeHIMH-UTPoKkoB (N=326) no mkaje MHOKeCTBEHHOI0 BbIOOpa.

MOTHUBEI Kennuael MyKuuHbI Xn-
N=326 N=620 p KBaJipaT

Bnusuus 11,66% 15,65% 0,116 2,46
Paspieuenus 30,37% 35,48% 0,131 2,27
OuryiieHus rpaHAMO3HOCTH
4yero-amoo 7,36% 10,48% 0,148 2,09
Ilo3nanus 22,09% 30,00% 0,012* 6,35
OO0yueHnus 28.53% 35,00% 0,051 3,77
IToucka HEOOBLIYHOCTH 9,82% 8,06% 0,430 0,62
OOmieHust 15,64% 12,42% 0,201 1,63
Briroasr 8,90% 11,13% 0,337 0,91
Ctumynsuuu (CHUIIbHBIX
SIMOITU) 9,51% 6,94% 0,202 1,62
ODcTeTHYEeCKUe 15,95% 9,03% 0,002%* 9,44
[Torpyxenus 14,42% 21,77% 0,008* 6,97
Koonepanuu 15,03% 12,74% 0,379 0,77
TToncka HOBHU3HEI 11,96% 10,00% 0,413 0,66
Joctrmxenus 16,56% 14,03% 0,345 0,88
Bri6opa 14,11% 12,90% 0,675 0,17
[Ipeononenus 11,04% 10,32% 0,817 0,05
ITonumanus 5,83% 5,97% 1 4,15
IToncka HeOKHIAHHOTO 2,45% 5,97% 0,024 5,07
IToncka TUHAMUYHOCTH 9,51% 8,71% 0,772 0,08

To, 4TO My YMHBI OTIIMYAKOTCA OT KEHUIMH 0 BBIPAKEHHOCTHU MO3HABATEIIBHBIX
U OCTETUYECKUX MOTHBOB, COBIAJIACT C MPEACTABICHUSIMHU O OOJBIIICH PAIMOHATIEHOCTH
MYXYUH U OOJIbIIIEH AMOIIMOHATILHOCTH XKeHIITMH. Ho B 11€J10M KapTHHA OLIEHOK CKOpee

CxXoaHasd, 4€M pasjindHas, 4TO MOXKET OBITh OOBSICHECHO ABYMs IIPpUYUHAMHU — TEM, YTO
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KEHIIMHBI-UTPOKA U MYXYHMHBI-UTPOKH MOXO0KU MEXIy coOO0H 3a cyeT TOro, YTo OHU
urpokn. He wuckiatoyaeTcss BO3MOXKHOCTB TOIO, YTO Takas KApTHHA BBIPAKEHHOCTH
MOTHBOB B II€JIOM CBOMCTBEHHA MPECTABUTENIIM COBPEMEHHOTO O0IIIECTBA HE3AaBUCHUMO
OT TOJla M CTENEHW YBJICYEHHOCTH HWIPaMH, HO JTO NPEANOJIOKEHUE TpedyeT
JOTIOJIHUTENBHOU POBEPKHU.

HyxHO OTMETHTB, YTO JaHHAas 4YacThb HUCCIEAOBAHUs, KaCaroUascs IMOJIOBBIX
pa3nuuuii, UMEeT OrpaHWYEeHHE: BBIOOPKM HMHTEPHAIMOHAJIbHBIE M BOIPOCHl OBLIU
IIEpEBEICHBI HA THOCTPAHHBIE SI3bIKM, YTO MOIJIO BHECTH UCKAKEHUS B UX CMBICIL. Ho Tem
HE MEHEE, YUMTHIBAs,, YTO MHOCTPAHHBIN S3BIK IIEPEBOJA HE OIUH, & HECKOJIBKO, 3TO

MOTIJIO, B CBOIO O4€pe/lb, CHU3UTH d(PHEKT BO3ZMOKHBIX OIIUOOK MEPEeBOIA.

yukr 4.1 OnucarejibHble CTATUCTHUKH IS IIKAJ ONPOCHUKA «MOTHBBI

MOBCEIHEBHO KU3HI» NPU CPABHEHUH UTPAOIIMX M He UTPAIOIIUX MYKYHH.

Tpynusi st | s2 | s3 sS

Mean 31,1350 21,0600, 15,3150 67,5100
N 200 200 200 200
Std. Deviation 4,29289| 2,50956| 2,52739 7,72907
Kurtosis 1,741 1,415 ,027 1,330
Skewness -,896 -,803 -,335 -,740
Median 31,0000 21,0000 15,0000 68,0000
Mean 30,7878 | 20,6160 14,3997 65,8036
N 1461 1461 1461 1461
Std. Deviation 5,33637| 3,27732| 2,90542 10,02963
Kurtosis 1,360 3,001 ,649 2,216
Skewness -, 729 -1,331 =511 -,903
Median 31,0000| 21,0000 15,0000 67,0000
Mean 30,8296 20,6695 14,5099 66,0090
N 1661 1661 1661 1661
Std. Deviation 5,22187| 3,19728| 2,87732 9,79510
Kurtosis 1,446 3,092 ,642 2,298
Skewness -, 751 -1,326 -,512 -,919
Median 31,0000| 21,0000 15,0000 67,0000
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IIynkr 4.2 CpaBHeHHe MIPOKOB M He HIPAKIIMX MYXKYMH MO0 3 IIKaJIaM

OIMPOCHHUKA «MoOTHBBI HOBCCI[HCBHOﬁ KMU3HM.

CpaBaenue no mkanaM (kputepuii U-MaHHa-YUTHH)

Ranks

Hrpoku N Mean Rank | Sum of Ranks
S1 HE UTPOKH 200 858,38 171675,50

UTPOKHU 1461 827,25 1208615,50

Total 1661
S2 HE UTPOKH 200 866,82 173363,50

UTPOKHU 1461 826,10 1206927,50

Total 1661
S3 HE UTPOKH 200 964,45 192890,00

UTPOKHU 1461 812,73 1187401,00

Total 1661
SS HE UTPOKH 200 904,04 180807,00

UTPOKHU 1461 821,00 1199484,00

Total 1661

Test Statistics?
S1 S2 S3 SS

Mann-Whitney U 140624,500 138936,500 119410,000 131493,000
Wilcoxon W 1208615,500 1206927,500 1187401,000 1199484,000
Z -,863 -1,133 -4,223 -2,298
Asymp. Sig. (2- ,388 ,257 ,000 ,022

tailed)
a. Grouping Variable: Urpoku

Pacnpenesienne onieHOK MOTHBOB 110 TpeThell HIKaJe ONPOCHUKA MOTHBBI MOBCETHEBHOM "KU3HHU
HA BbIOOPKE M3 ayAUTOPHH MACCOBOM MHOI0I0/1b30BaTE/IbCKOM OHJIaHH-UTPbl World of Warships

(N=1461) u ne urparomux my:k4uH (N=200).
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He WrpoKKn WIpOKH

Pacnpe)le.ﬂenne OI€HOK MOTHBOB II0 oﬁmeifl IIKaJie OIMpoCHUKa MoTuBbI NOBCEAHEBHOM KU3HH

Ha BbIOOpKe urparmux(N=1461) u He urparomux myx4ut (N=200).

1594

80,00

0,00

g 1462E _
16561 657 _—
o 128 05
40,00 6181 491 73€94
11992508 23
D
1 091861 % 797
2000 #1213
478 1022
HE UFPOKK W OKK
Hynkr 4.3 CpeaHue 3HAYEHHS 110 KAXKAOMY IIYHKTY ONIPOCHUKA «MOTHUBBI
HOBceHHeBHOﬁ AKUZHN» AJIA HE nrpammnx ) | nrpammnx My)K‘II/IH
HE UT'POKHU UTPOKH Total
Std. Mea Std. Std.
N | Mean | Deviation N n | Deviation N Mean | Deviation
Biusiaue 200| 3,99 ,902| 14611 3,79 9331 1661 3,82 ,931
Pa3Biieuenue 200| 3,70 ,868| 14611 3,73 ,880| 1661 3,72 ,878
Ourywr. rpanauo3doctu | 200 3,93 1,033 | 1461 3,62 1,063 | 1661 3,66 1,064
ITo3nanue 200 4,36 764 14611 4,24 ,883| 1661 4,26 ,870
OOyuenue 200 4,23 770 14611 4,22 ,866| 1661 4,22 ,855
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ITouck HEOOLIYHOCTH 200 4,15 ,861 | 1461\ 3,99 951 1661 4,01 ,942
Obuenne 200 3,92 ,896| 1461 | 3,53 1,030| 1661 3,58 1,023
Brirona 200 3,76 995 1461 | 3,52 1,126 1661 3,55 1,114
CHJIbHBIE DMOIUHA 200 3,76 1,042 1461| 3,60 1,000 1661 3,62 1,006
OcTeTnka 200| 4,15 ,8251 1461 3,90 9821 1661 3,93 ,967
[orpyxenue 200 3,71 1,150 1461 3,96 1,028 | 1661 3,93 1,046
Koomneparust 200| 3,73 9121 1461 3,57 1,007 | 1661 3,59 ,997
ITorick HOBU3HEI 200 4,10 ,750( 1461\ 4,00 ,881| 1661 4,01 ,867
HocTtuxenue 200 4,28 ,828 | 1461 4,15 ,883| 1661 4,17 877
Bri6op 200 4,20 ,741 1461 4,21 ,848| 1661 4,21 ,836
Ipeononenue 200| 3,93 ,868 | 1461 | 3,81 9271 1661 3,82 921
IMonumanune 200 3,62 ,888 | 1461 | 3,84 914 1661 3,81 913
IMowuck Heoxxuaannoro | 200| 3,52 913 1461 | 3,66 1,008 | 1661 3,64 ,998
IMowuck nunamuunoctn | 200 | 3,85 ,788 1 1461 | 3,91 ,8931 1661 3,90 ,881

Cratucruka Manna-Yutuu u Yuiakokcona Wilcoxon rank sum test with continuity

correction (two - sided)

Test Statistics®
Mann-Whitney Asymp. Sig.
U Wilcoxon W Z (2-tailed)
Biusiaue 126725,000| 1194716,000 -3,232 ,001
PaszBnedenne 143205,000 163305,000 -,483 ,629
Ouryi. rpaHAMO3HOCTH 120415,500| 1188406,500 -4,208 ,000
[To3Hanwme 137467,000| 1205458,000 -1,479 ,139
OOyuenue 144139,500 164239,500 -,335 , 737
ITouck HEOOBIYHOCTH 133376,000| 1201367,000 -2,124 ,034
OO6mieHne 114451,000| 1182442,000 -5,200 ,000
Brirona 130099,500| 1198090,500 -2,611 ,009
CuibHBIE DMOIIUU 131220,000| 1199211,000 -2,448 ,014
JcTeTnka 126742,000| 1194733,000 -3,210 ,001
[Torpyxenue 128997,500 149097,500 -2,826 ,005
Kooneparms 133072,000| 1201063,000 -2,153 ,031
[TorcK HOBU3HBI 138629,000| 1206620,000 -1,263 ,207
Joctmwxkenne 134084,000| 1202075,000 -2,035 ,042
Br16op 140773,500 160873,500 -,907 ,364
[Ipeononenue 136040,500| 1204031,500 -1,674 ,094
IMonumanue 126721,000 146821,000 -3,234 ,001
[Torck HEOXXKMTAHHOTO 133682,000 153782,000 -2,046 ,041
Ilouck guHAMUYHOCTH 138290,500 158390,500 -1,307 ,191

a. Grouping Variable: Urpoku




155

Ipuiaoxenue 2

Iyukr 1. OnucareabHbIe CTATUCTHKHA K UCCJIEIOBAHNIO CYObEKTUBHON U
00beKTHBHOI ycneltHOCTH UTPpokoB B urpe World of Warships.

variable n mean sd p0 p25 median p75 pl100 hist

postbattle 4248 495 198 1.0 3.00 5.00 6.00 12 ol —
age 4248 3720 9.54 14.0 31.00 37.00 43.00 69 _JHll. —
avg place 4248 6.64 172 1.0 5.55 6.56  7.67 12 e —
overall 4248 822 161 1.0 7.00 8.00 10.00 10

self worth 4248 -1.69 2.10 -9.6 -292  -1.77 -0.50 8 __m

Koppeasinnu K uccie10BaHNI0 CyObeKTHBHOM M 00bEKTHBHOM YCICIIHOCTH HTPOKOB B UI'Pe

World of Warships.
variable age postbattle avg place overall
age
postbattle 0.185
avg place 0.183 0.362
overall 0.034 0.022 0.088
self worth 0.024 0.647 -0.476 -0.051
Pearson’s product-moment correlation Two-sided
var_1 var_2 r Statistic p.value df conflow conf.high

age postbattle 0.18 12.24 <0.001 4246 0.155 0.213
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var_1 var_2 r Statistic p.value df conflow conf.high
age avg place 0.18 12.13  <0.001 4246 0.154 0.212
age overall  0.034 221 0.027 4246 0.004 0.064
age self worth 0.024 1.59  0.111 4246 -0.006 0.054

postba avg place 0.36 25.32 <0.001 4246 0.336 0.388
ttle

postba overall 0.022 1.47  0.143 4246 -0.008 0.053
ttle

postba self worth 0.65 55.30 <0.001 4246 0.629 0.664
ttle

avg p overall  0.088 5.75 <0.001 4246 0.058 0.118
lace

avg p self worth  -0.48 -35.29 <0.001 4246 -0.499 -0.453
lace

overal self worth -0.051 -3.30  <0.001 4246 -0.081 -0.021

Pacnpenenenue postbattle — cyObekTHBHAS OIIEHKA CBOETO CPEIHEr0 MECTa B KOMaH/IE
u avg_place — 00BEKTHBHOE CpeTHEE MECTO B KOMAH/IE 10 3alUCAM JTAHHBIX UTPBHI.
[Tepemennas avg_place Oblia OKpyTJieHa J0 1EIbIX.

Kpurepnit Konmoroposa-CmupHoBa.

statistic  p.value method alternative

0.512 <0.001 Two-sample Kolmogorov- two-sided
Smirnov test

BeiBOABI:

e IPEMEHHbIE CTATUCTUYECKH 3HAYMMO KOPPEIUPYIOT (CM. TaOJIUIly KOPPEISIHii).



e PaCIpCACIICHUA HepeMeHHBIﬁ CTAaTUCTUYCCKU 3HAYUMO PA3JINIAIOTCA (CM. Ta6n1/1uy CTaTUCTHUKHN

Konmoropoga).
e  HCHBITYEeMbIE B OOJIBIICH CTENICHU CKJIOHHBI ITEPEOIICHUBATH ce0s1 (CM. THCTOTPaMMBI U
Ta0IMILy OMUCATENbHBIX CTATUCTHUK).
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Mesxkrpynnossie pasanuus no self_worth_ - rpynnsl onenuBaromux cedst a1eKBaTHO,
NepeoleHUBAIIUX M HeJ00LIeHMBAIIIMX CBOK YCIEIIHOCTh B HUIpe.

variable

age

avg place

overall

postbattle

self wor
th

self worth_grp

AnekBaTHas
OlLIEHKAa

Henoomnenka

[Tepeonenka

AnexBaTHas
OLIEHKA

Henoomnenka

[Tepeonenka

AnexBaTHas
OLlIEHKa

Henoonenka

Ilepeonenka

AnexBaTHas
OLIEHKA

Henoormenka

Ilepeouenka

AnexBaTHas
OILIEHKA

n mean sd

3106

116

1026

3106

116

1026

3106

116

1026

3106

116

1026

3106

37.24 9.40

37.26 9.72

37.11 9.93

6.25 145

5.16 2.04

7.99 1.68

8.19 1.54

8.01 2.10

8.34 1.73

5.20 1.83

9.17 2.17

3.72 1.35

-1.06 1.31

p0 p25 median

14.00 31.00

15.00 31.00

14.00 30.00

1.00 5.33

1.00 3.80

4.06 6.80

1.00 7.00

1.00 7.00

1.00 7.25

1.00 4.00

4.00 8.00

1.00 3.00

-3.00 -2.08

37.00

37.00

37.00

6.25

5.71

8.00

8.00

8.00

9.00

5.00

10.00

4.00

-1.29

p75

43.00

43.00

43.00

7.19

6.74

9.00

9.00

10.00

10.00

6.00

11.00

5.00

-0.26

p100 hist

68.00

—ul. —

68.00 pullm —

69.00 . _

12.00

——ulll.

8.83 il

12.00

10.00

10.00

10.00

12.00

—l.

—l——

1200 el B

8.00 Nim. —

297 —
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variable self worth_grp n mean sd p0 p25 median p75 pl100 hist

Henoouenka 116 4.01 1.07 3.00 3.15 376 4.63 8.00 g

ITepeonenka 1026 -4.27 1.19 -9.60 -494  -393 -334 -3.00 _

-l
Kpurepuit Kpackena — Yomuca. [lepemennsie: self worth grp x overall.
statistic p-value parameter method
17.4 <0.001 2 Kruskal-Wallis rank sum test

ATIOCTEPHOPHOE MONMAPHOE CPABHEHHE ¢ IOMONILIO KPUTEPHs Y HIKOKCOHA C MONMPABKOI YPOBHSI
CTATHCTHYECKOH 3HAYMMOCTH X0JIMa.

groupl group?2 p.value
Henoonenka AJleKBaTHas OLICHKA 0.80
[Tepeonienka AnexkBaTHas OllEHKA <0.001
ITepeonenka Henoonenka 0.55

ITynkr 2. UcciienoBanue 00beKTUBHOM M CY0ObEKTHBHOM ycneIIHOCTH. MYy:KYHHBI
U KeHIIMHBI.
Jlanee u3 3TOM OOJIBIION BRIOOPKU HAMU OBLIIN BBIICTICHBI JIBE TPYIIIBI HTPOKOB Pa3HOTO
noJia:

1. 180 >KEeHIMH-UTPOKOB,

2. 180 My»X4HMH-UTPOKOB.
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Jlig 3TUX BYX TpYII UTPOKOB TaKkKe OblIa MpOaHAIM3UpOBaHa OOIIasl OLEHKA WUIPBI,
KOTOPYIO OHU JIaBaJld B 3TOM Xke onpoce. rpy onu oneHuBanu o 10-0amipHoi mikae,
rae 1 —urpa coBceM He HpaBuTcA, 10 — urpa oueHb HpaBuTcs. Takke ObLIa pacCMOTpEHa
UX CAMOOIIEHKAa CBOEM YCIIEHIIHOCTH (Ha KaKO€ MECTO OHHU CTaBAT ce0s B CPEAHEM) U UX
dakTHyecKas yCIenIHOCTh (CpeHEe MECTO B MOCIE00E€BOM CTATUCTUKE 32 MECHLT).

B pesynbrate 00HapYKUIOCH, UTO OLIEHKA UTPBI Y MY>KUMH U JKCHILUH HE Pa3InyaeTcs,
HO WIPOKHM 3HAUYUMO DPA3JIUYAIOTCS MO YPOBHIO UIPhl (IO (PAKTUUECKOW YCHEIIHOCTH
MY>KYMHBI Jy4lle XKeHIIHH). Cpeln My»X4YHH TakXe 3Ha4UMO OOJIbIIIE TE€X, KTO CKIIOHEH
CHJIbHEE 3aBBIILIATh CBOE CpPEAHEE MOCIeO0EBOE MECTO B KOMAaHJIE, a >KEHUIUHBI JAIOT
0oJiee aJIeKBaTHBIE OLIEHKU CBOEH ycremHOCTH. IHBIMU CJ10BaMH, TEM, KTO 3aBBIILIAET

18064 0.059 Wilcoxon rank sum test with continuity correction two.sided

self_worth

HeHoHHA MysmcroR
gender

CBOM YCIIEXU B UTpe, OHa yanie HpaBuTcs Ha 10 Oanios.
XKenmunsl O6onee ageKBaTHO OLEHHMBAIOT CBOIO UIPY HA YPOBHE TEHICHIMHU (KpUTEpUit

VYUIKOKCOHA Ha TPaHUIIE CTaTUCTUYECKON 3HaUMMOoCTH — p=0,059).
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Introduction

The importance of the study is due to the fact that the modern world is rapidly
changing, communication and interaction of people in it are partly moving to the digital
format [35], more and more people interact with each other in the virtual gaming worlds.
Video games are played by people of all ages. In the countries with a significant history
of the development of video games (for example, in Japan and the USA), several
generations of gamers have already grown [89]. But even in the countries with more
recent gaming traditions, including Russia, those teenagers who were the first generation
to grow up in the era of video games and who were their active users and creators, have
already grown up. The study of video games and gamers in psychology began in the 80s
of the XX century, the analysis of human interaction with a video game can be found in
the works by O. K. Tikhomirov, A. G. Shmelev, Sh.Turkle [49, 51, 123]. Together with
the growing number of gamers around the world, a lot of studies describing various
aspects of gamers have appeared. These are gaming motivation, behavior of gamers, their
psychological characteristics [1, 10, 11, 59, 73, 107], as well as psychological problems
associated with extreme passion for games [113, 119, 133]. A new sub-field of
psychology — cyberpsychology — has appeared. It examines the range of problems
associated with the use by people of various electronic resources, including video games
[15]. When the games became widespread, a large gaming subculture appeared.

‘Gamers’ are enthusiastic players who spend a lot of time playing games. They are
united by the interests depending on the games they play and form a diverse gaming
communities. In the last decade, massive online games have become extremely popular,
and hundreds and thousands of people can simultaneously participate in them. The
question has arisen in the society — why do so many adults, in particular, adult men, spend
so much time in online games? Spending time in games has traditionally been considered
in psychological literature as a predominantly child's form of activity (J. Piaget, L. S.

Vygotsky, D. B. Elkonin described and identified the significant developing potential of
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child's games) [18, 45, 56]. Today, psychology is faced with the phenomenon of passion
for video games in a large number of adults with video games, but the functions of these
games for adults have not been studied. According to P. Zimbardo, an explanation of this
mass passion for video games can be the ever-increasing demands on men from the
today’s society. Faced with the new difficulties, the increasing demands of the modern
world, many of them prefer, according to P. Zimbardo, to “hide” in a world where you
can quickly and relatively easily get the desired result without fear of rejection, and where
you can get encouragement for achievements. Video games have become such kind of a
refuge for many men [133]. One may note that in relation to women society also makes
higher demands, especially given the equal rights of men and women in a number of
societies. But, since this work focuses on the choice of games as a space for men to
achieve success, then discussions about women will not be presented here. P. Zimbardo's
position (and it is shared by many psychologists) is radical. He regards video games as a
hobby, entailing unambiguously detrimental consequences for people. But, on the other
hand, it is a known fact that positive emotions experienced by people are closely related
to their subjective wellbeing, therefore, even if positive emotional states are not directly
transferred from the game to reality, the positive emotions received during the game affect
the general emotional state of a person, as well as their subjective well-being, and one
can even conclude that they make people happier [89].

Why are people, and, in particular, men, forced to seek refuge in the games? What
puts such pressure on them that they are forced to seek a respite in the virtual world?
According to P. Zimbardo, it’s the negative influence of the media, unemployment, the
economic crisis, the increased responsibility for the well-being of the loved ones and
insecurity, as well as the inability of the education system to spark interest and entice the
way the gaming industry can do it. Nevertheless, such an explanation of the reason for
the increased interest of the adult men in video games seems somewhat one-sided.
According to the studies, an adult game also has educational and developmental
functions. The psychological literature describes a variety of studies showing the positive

impact of games on various domains of human mental life [51, 59, 67, 89, 107]. The
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results of the empirical studies conducted by the Oxford University colleagues headed by
A. Przybylski show that the positive or negative effects of the games are related to the
amount of time spent on them. For example, those who played video games no more than
1 hour a day showed better life satisfaction and social adaptation than those who did not
play at all, or those who spent more time on games [114].

Gaming is actively developing and involving more and more people, and, finally,
video game is becoming one of the most common forms of leisure activities, especially
among young people. The number of gamers around the world is constantly growing,
millions of people spend time playing massive online games or watching others play
[107]. According to Newzoo, about 65% of all Russian Internet users have played a video
game at least once (it is about 72 million people). Various gaming communities are being
created, a new type of competitive sports activity based on video games has appeared —
e-sports, which entered the register of official sports of the Russian Federation in 2016.
Together with e-sports millions of spectators watching the competitions of e-sportsmen
have appeared [118]. And enthusiastic players — the gamers — spend more and more time
in games, and sometimes this becomes a problem for those close to them. There is an
acute question of gambling addiction, the danger of extreme passion for games, especially
in children [111]. In this regard, the issue of gaming motivation is becoming increasingly
important. Dedicating significant amount of time to game activity characterizes the
motivation of people today, because, according to the idea of A. N. Leontyev, the content
of activities is followed by the ratio of motives [37].

Motivation of the gamers is still a little explored area in Russia, especially in
relation to massive online games that have gained significant popularity in the recent
years. Some research on this topic were made within the cyber-psychological studies and
user experience studies [15, 96]. Despite the significant number of classifications of the
game motives and motivational models [32, 73, 92, 131, 132] that describe the reasons
for players to be addicted to games declared by players, so far none of the researchers
have asked what motives of everyday life make people spend their time in games? What

can be a reason for interest in games, for significant investments of time, money and effort
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in the virtual achievements, due to which a video game becomes more attractive than the
reality. Meanwhile gamification begins to penetrate into many initially non-gaming areas
of human life. This question is especially relevant for medicine and education: can games
be useful for education or healthcare, thus making educational process and health
monitoring more attractive to people [106].

Object of the study
Men playing massive online games; their objective and real success in the games.

Subject of the study
The motives of everyday life and the gaming motives of men playing massive online
games.

The aim of the study

To reveal the leading motives of everyday and gaming activities of male players in
massive online games and to determine the role of subjective successfulness in their
passion for video games.

The following tasks were formulated:
1) to analyze the psychological studies on the motivation of players and on the impact of
video games on various domains of human mental life
2) to reveal the leading motives of everyday life among male gamers playing massive
online games in an empirical study
3) to compare scale values of the motives of everyday life obtained as a result of an
empirical study in playing and non-playing men
4) to determine the attitude of gamers to their passion for games, associated with the
characteristics of their individual history and their life situation
5) to compare the empirically revealed motives in this study with the motives described
in the existing models of gaming motivation.

The theoretical and methodological base of the study:
1) theoretical models of motivation (Leontyev A. N., Ilyin E. P., Leontyev D. A., Bratus
B. S., Rubinstein S. L., Heckhausen H., McClelland D.);
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2) socio-cultural and psychological approaches to the interpretation of gaming activities

(Huizinga J., Piaget J., Vygotsky L. S., Elkonin D. B.);

3) Self-Determination Theory by Deci E. and Ryan R., the concept of basic needs for

competence and autonomy (self-determination), ensuring the natural functioning of a

person’s internal motivation;

4) the factor model of Gaming Motivation (N. Yee), including a list of generalized

motives for playing video games of different genres;

5) cognitive control theories (Allakhverdov V. M., Kholodnaya M. A., Wegner D. et al.).
Research hypotheses

1. The leading motives of everyday life in male gamers are the motives for achievement

and control.

2. Male gamers differ from non-playing men in their scale values of the motives of

everyday life (achievement, entertainment, etc.).

3. The leading motivation for male gamers is intrinsic motivation.

4. In the context of video games, male gamers tend to increase their subjective assessment

of their own success.

5. Most male gamers have similar characteristics of their individual story of gaming.

6. Male gamers are characterized by a positive attitude towards their passion for games.
Research methods

The study used a combination of methods of qualitative and quantitative analysis for the

questionnaires data, surveys results, in-game behavior logs and interviews.

The following methods were used at the different stages of the study:

- the GAMS questionnaire (Gaming Motivation Scale)

- the specially designed questionnaire aimed to identify the motives of the players’

everyday lives, which was delivered to respondents via online surveys,

- the structured interview aimed at measuring the self-assessed level of control in life and

in the games, as well as self-assessed success in life and in the games. In addition, the

interview revealed the details of the players' life situation and their attitude to their passion

for games.
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- the analysis of game logs (records of actual actions of the players in the game)
- the specially designed scales for self-assessment of success in the game and for self-
assessment of the need for control in the game and in the everyday life.

For statistical analysis of the research results the methods of correlation analysis,
cluster analysis, and ANOVA were used. Also, the content analysis of players' answers
to open-ended survey questions and interview questions was conducted. Data analysis
was performed using SPSS 21, R 3.4.3.

The sample
In total, 97,314 active players of the massive online games participated at all stages in the
study.

In Part 1 (motives of everyday life of the players), at the preparatory stage of
identifying a list of motives of everyday life of the players, 79,164 players took part. The
preparatory phase took 2 years and was performed at the Research department of a game
development studio.

At the main stage (assessing the extent of empirically found motives and
identifying the types of motivation), there were 1,461 male players playing massive
online games and, as a control group, 200 non-playing men who did not differ in socio-
demographic characteristics from the group of gamers.

11 579 players took part in measuring the extent of external and internal motivation for
gaming. The survey on the main achievement in life was filled in by 603 players.

In Part 2 (the ratio between real and subjective success of players in the game),
4206 active players in the massive online game World of Warships took part. For a deeper
research of the gaming motives, we conducted a structured interview in which 61 male
gamers were involved.

Representatives of all the described samples (except for the sample consisting of 200 non-
playing men) belong to one general population — adult men, active players in massive
online games.

Basic statements to be defended
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1. In the motivational domain of men playing massive online games, 19 basic motives of
everyday life are empirically found. The most pronounced there are the motives of
cognition (knowledge), learning and achievement. The least pronounced are the motives
associated with communication and cooperation with other people.

2. The proportion of the motives of everyday life allows to distinguish three factors (three
motivation types) in the structure of motivation for everyday life of gamers:

1) the motivation of the search for dynamism and novelty,

2) the motivation of cognition and achievement,

3) the motivation of hedonism and the search for stimulation.

The motivation of the first type includes expressed motives for the search for novelty,
unusualness, surprise and dynamism. Motivation of the second type includes expressed
motives of cognition, learning, achievement and understanding. Motivation of the third
type includes pronounced motives of entertainment, stimulation and communication.

3. The players in massive online games show the increased subjective assessment of their
own successfulness, which does not always correspond to the real (objective) indicators
of success in the game. Increasing the subjective assessment of their own success is
experienced by the players as a success in life and becomes a motivating factor
contributing to their involvement in the game.

The scientific novelty is due to the fact that, firstly, this thesis presents the results
of the original psychological research, which make it possible to evaluate the motivational
domain of the players in massive online games. Such studies on a large-scale sample of
gamers who spend in games from several hours a week to several hours a day have not
been performed in Russia before. Secondly, the motives of everyday and gaming
activities of the gamers are highlighted and described in this work. Thirdly, the
phenomenon of compensated ambivalent attitude of the players to their passion for games
was discovered. Fourthly, the objective and subjective assessment of the players’
successfulness in the game are compared on the basis of the unique data from the game
logs obtained through cooperation with the Research department of the game-

development company Lesta studio.
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The reliability of the obtained results was tested by methods of qualitative and
quantitative data analysis, consistent with the aims and objectives of the study, as well as
by the size and representativity of the sample; using methods selected in accordance with
the aim, subject and hypotheses of the study; the proper quantitative and qualitative
analysis of the empirical data based on the use of state of the art methods of statistics. The
statistical significance of the results was verified using: correlation analysis (r-Pearson,
r-Spearman criteria), ¥2 criterion, Kolmogorov-Smirnov, Mann-Whitney, Wilcoxon
criteria, exploratory factor analysis as a procedure revealing generalized motives in the
structure player motivation, as well as methods of cluster, factor analyses and ANOVA.

Scientific community’s evaluation of the results. The results of the study were
discussed at Russian and international conferences on psychology: the Seventh
International Conference on Cognitive Science (Svetlogorsk, 2016), the International
scientific-practical conference of young scientists “Psychology of the 21st Century” (St.
Petersburg, 2016); International Ananyev Scientific Conference — 2016: “Psychology —
yesterday, today, tomorrow” (St. Petersburg, 2016) and Ananyev Scientific Conference
— 2018: “Psychology of personality: traditions and modernity” (St. Petersburg, 2018);
The Eighth International Conference on Cognitive Science (Svetlogorsk, 2018).

The content of the work is presented in eight publications, including three articles in
publications reviewed by the Higher Attestation Committee.

Theoretical significance. A detailed analysis of the state of the art models of
gaming motivation enriched the theory of motivation with the concepts of the principal
motives which can explain the passion for games in adults. The empirical research data
enriched the scientific representations about gaming motivation; they also clarified the
role of sema-evaluated success in the passion for games; these data also expanded the
knowledge about psychological factors that influence the assessment of one's satisfaction
with a life situation. The thesis analyzes and systematizes the results of the modern
empirical studies published over the last 6—8 years and devoted to various aspects of the
impact of video games on cognitive, emotional, and motivational domains of personality,

as well as on the social behavior and social relationships of a person with a social
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environment. These results have not yet been published in the Russian language, so this
work allows to expand the psychological knowledge about the impact of the games on
various domains of the mental life of adults and children. In addition, the empirical study
results of the thesis were compared with the Nick Yee's most popular and detailed gaming
motivation model [132, 135].

Practical significance. The results can be used both during the design and
programming development of video games, as well as for the preparation of the
recommendations on gaming time restrictions to obtain the maximum positive effect and
prevent the occurrence of a negative effect. The results of the study can be applied in the
areas where gamification provides an increase in the attractiveness of difficult, but
necessary actions (for example, compliance with long-term treatment regimen in
medicine). Based on the data obtained in the work, it is possible to increase the availability
and attractiveness of educational technologies. The results described in the work were
already used during teaching at the Summer School of Moscow State University in 2018,
they are currently used in the course for master students of the St. Petersburg State
University "Principles and Methods for Solving Applied Psychological Problems" and

also used in other courses, for example, "General Psychological Practice".
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Chapter 1. Motivation for playing real-life games and video games. Studies on
video games in Russian psychology and worldwide

1.1 The history of the game studies in psychology

Philosophical and scientific study of the game gave mankind a fairly developed
understanding of the phenomenon of the game. Plato, Aristotle, Heraclitus and other
ancient philosophers considered the game from a political, cultural and social point of
view and highly appreciated its educational, ethical and aesthetic significance. Teachers
and thinkers of the Renaissance and Enlightenment (M. Montaigne, J. A. Comenius, J.
Locke, J.-J. Rousseau) revealed the universal nature of the game, its multilateral impact
on the formation of a person’s personality. The philosophical, cultural and pedagogical
concepts of the game that arose at different periods of the development of civilization
indicate that it can serve as a kind of creative correspondent in the educational process, a
powerful channel for familiarizing oneself with practical experience, work, thought,
knowledge. The game is a conditional model of the world [40].

According to J. Huizinga, a game is “a function that is full of meaning”. He also
emphasizes that any game in the first place is a free action, which 1s done just like that,
for pleasure, while it can proceed with extreme seriousness, rapture, on the verge of sacred
action. Huizinga also describes other important features of the game - non-routine, time
and place restrictions, its repeatability, as well as the ordering function of the game. It is
important to note that the relationship between the game and culture should be sought,
according to J. Huizinga, primarily in the higher forms of social game, where it takes
place in the ordered actions of a group or community, or two groups opposing each other.
The game alone is fruitful for culture only to a very limited extent [54].

In modern reality, an example of such a game involving a huge number of people

1s a massive online game. Competitions and tournaments, races that were popular both in
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the Ancient World and in the Middle Ages, today have partially moved to the virtual
space.

When a person plays any game (whether traditional or virtual), he is faced with the
following points:

1) he masters the rules (in any game there are rules, it prohibits some forms of behavior
and allows others).

2) he is faced with a variety of manifestations (games can be of various forms and genres)
3) he finds himself in conflict situations (there is always a conflict in the game artificially
created by the rules of the game)

4) he does not move towards the goal in the shortest and most obvious way, while he has
to think about how to make this ineffective path more effective (because the rules of the
game usually exclude the possibility of immediately realizing the shortest and most
obvious path to the final goal).

By playing the game by the rules, a person thus tries to overcome artificially created
obstacles [66].

Many prominent thinkers have been researching the game, and a number of
psychological theories of the game can be distinguished. As far back as the 19th century,
Spencer's theory of excess power was formulated. The Pre-exercise Theory by C. Groos
gained wide popularity. G. Groos saw the essence of the game in that it is a preparation
for further serious activity: in the game, the child, exercising, improves his abilities; in
adults, the game joins in as a complement to life reality and as a rest. The main advantage
of this theory, which has gained special popularity for it, is that it connects the game with
development and looks for its meaning in the role that it plays in development. The main
drawback of this theory is that it only indicates the “meaning” of the game, and not its
source, does not reveal the reasons that cause the game, the motives that prompt it to play
[46]. According to Hall's theory of recapitulation, the game is also a product of an
evolutionary biological process and serves an adaptive purpose, weakening primitive
instincts. In the theory of motivational modulation of the game (authors D. Berlyne, M.

Ellis, K. Hutt), the game is connected with research and is understood as stimulation of
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search behavior, only in contrast to research, the game takes place in familiar situations
where the child thinks up what can be done with surrounding objects. The psychodynamic
theories of the game by S. Freud and E. Erikson explain the role of the game in the
emotional development of children by the fact that in the game children can lose their
desires and replay the traumatic events of their life. Cognitive-developing theories, for
example, the theory developed by J. Piaget, describe the game as a cognitive process [45],
free activity that is aimed at cognitive development, problem solving and the development
of creative thinking, creativity, ability to solve problems and adapt. Sociocultural game
theories of M. Mead and G. Bateson describe games as coaching social roles and
communicating. We can conclude that the understanding of the essence and functions of
the game has changed significantly over the past two centuries, the emphasis is now
shifting from the game as the leading type of activity for children to the game as a
common type of activity, a form of spending time for both children and adults.

The study of the game in Russian psychology was done by D. B. Elkonin. His main
works were devoted to the problems of gaming activity and its periodization. He singled
out the structure of game activity, the main elements of which include: plot (what they
play), content (how they play), role, imaginary situation, rules, game actions and
operations, game relations.

Of great importance was the periodization developed by D. B. Elkonin, in which he
distinguished two aspects in activity - cognitive and motivational. These sides exist in
each leading activity, but develop unevenly, alternating in the pace of development in
each age period. The study of critical periods allowed D. B. Elkonin to identify crises of
3 and 11-13 years, similar in their significance and causes, during which the lagging
motivational side gains dominant importance. He considered these crises to be the most
affective and significant in mental development [56].

In Russian psychology, D. N. Uznadze and L. S. Vygotsky also proposed their game
theories. Vygotsky considered determining in the game that the child in the game creates
an imaginary situation for himself instead of the real one and acts in it, performing a

certain role (in accordance with the figurative meanings with which he gives the
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surrounding objects). The transition of action into an imaginary situation is truly
characteristic of the development of specific forms of play [18]. D. N. Uznadze saw in
the game the result of the tendency of the functions of action that have already matured
but not yet been applied in real life [50].

In the 90s of the XX century, psychologists continued attempts to determine the
specifics of the game, as a result of which the characteristics reflecting its main qualities
were generalized and highlighted: 1) more internally than externally motivated activity,
2) transforms reality and at the same time reflects it, 3) is controlled by the player, 4)
requires more attention to the process than to the result (the player receives pleasure from
the process, not the result), 5) is safe, 6) is partly unpredictable, suggests spontaneity,
flexibility, and “optionality”.

1.2 The research on video games and gaming

‘Gaming’ is a term that describes occupation, passion for games (gambling, video
games, etc.). But most often in modern literature, the term gaming denotes a passion for

video games, and ‘gamers’ are active video games players [29].

1.2.1 The research on video games in Russia

O. K. Tikhomirov and his students in the 80s of the twentieth century, widely used
game models to study mental activity [49]. The collective monograph “Psychological
studies of creative activity” contains a number of published chapters “Types and functions
of hypotheses in the structure of mental activity”, “Emotional activation in the structure

of mental activity”, “On the analysis of targeting processes” written based on the analysis
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of a chess game. An important place in the studies of the school of O. K. Tikhomirov was
taken by computer models of board games ("kalah", lotto and checkers). To study the
psychological characteristics of human behavior in the maze, L. N. Babanin created an
original computer labyrinth test. It was not a pure study of computer gaming activity, but
rather a study of computer mediated gaming activity. In our country in the 80s, two more
directions of research and applied work in this area developed simultaneously: research
by A. G. Shmelev (1991) and his graduate students and colleagues, as well as
methodological work on the creation of educational and developing game computer
programs for preschoolers (Y. Gorvits, S. Novoselova). In the works of O. K.
Tikhomirov’s students, a working classification of the types of creative activity during
the game with a computer or with another person through a computer is presented — the
influence of the instruction on the manifestation of the creative features of game activity
was shown. Researchers have achieved this by setting a competitive or research style of
play or a “competition with themselves” mode [16].

Tracking of the statistics on visits to game portals, the number of installations of
games on personal computers, and statistics on visits to online games conducted by
gaming companies on an ongoing basis show hundreds of thousands of downloads and
millions of daily visits. Thousands of people can find themselves in the virtual space of
the most popular online games at the same time, according to the statistics of Statista
agency [134]. All this indicates that a video game as a form of spending free time is
gradually beginning to supplant other forms of leisure activities. Both men and women
play games. There are special online resources that publish up-to-date statistics on the
number of players in online games. For example, Insight ONE agency published statistics
on the state of the gaming industry in Russia for 2014. The statistics are based on data
from Mail.ru Group, J’son & Partners, NewZoo, RBK Money, Jupiter Communications,
MTS, Euroset and others. According to statistics, 58% of Russians play games; 68% of
them are adults (over 18 years old); 45% of all Russian players are women; almost every
second player has a family; 77% of all players play at least 1 hour per week; men and

women prefer games of different genres: women play social games more often, and men
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prefer competitive games, involving conquest, shooting and defeating opponents.
However, according to studies conducted from 2006 to 2017 by Statista in America, the

percentage of men among video game players is higher.

1.2.2 The typology of video games

Despite the fact that the criteria for a game to belong to a particular genre are not
uniquely defined, a game's membership in one of the main genres can almost always be
determined. There are games in which there are elements of several genres at once. We
list the most popular genres of video games.

1. Action is a genre of video games in which the success of a player to a large
extent depends on the speed of reaction and the ability to quickly make tactical decisions.
The action in such games is developing very dynamically, it requires a high concentration
of attention and a quick reaction to events occurring in the game (they can also be called
“skill games™).

A variation of the action genre is a 3D Shooter. Here the player, acting, as a rule,
alone, must destroy enemies with melee weapons (usually cold weapons) and small arms
to achieve certain goals. Usually, after reaching these goals set by the game, the player
moves to the next level. Enemies are often: bandits, Nazis and other "bad guys", as well
as aliens, mutants and monsters (for example, the popular games Doom, Half-life).
Shooters can be “first-person”, where the player does not see the character from the side,
watches what is happening “the character’s eyes” and the picture observed by the player
coincides with what the character “sees” (for example, Call of Duty, CS: GO, Overwatch)
. In third-person shooter games, the player sees the character from the side from a fixed
(usually from the back) or an arbitrary point of view (for example, The Last of Us,
Uncharted 4). Some games have the ability to switch (first / third person and fixed /

arbitrary camera).



178

2. Strategy is a genre in which planning and strategic thinking are the key to
success. The player controls not just one character, but a whole unit, enterprise, or even
the universe (for example, games in the Warcraft and Starcraft series).

According to the gameplay scheme, strategies are divided into: 1) real-time strategies, 2)
turn-based strategies, 3) card strategies.

According to the scale of the gameplay, strategies are divided into 1) wargames, 2) global
strategies, 3) god simulators.

Real-time strategy (RTS) involves players performing actions simultaneously.
Most of the “classic” real-time strategies include collecting resources, building and
strengthening a base or camp, creating military units on this base (hiring soldiers, building
equipment), uniting them into groups, storming and destroying an enemy base.

Turn-based strategy (TBS) involves players performing actions in turn, they are
less dynamic than RTS, but in turn-based strategies the player has more time to think, the
game does not rush him, which makes it possible to have deeper and more detailed
planning.

Card strategies are computer versions of board collectible card games.

In Wargame, unlike other types of strategies, the player should not create an army,
his goal is to defeat the enemy in battle, using the military resources that he has at his
disposal at the beginning of the battle. As a rule, wargames emphasize authenticity,
realism and historicity.

Global strategies — strategies in which the player controls the state. In his hands is
not only war and the economy, but also scientific progress, the development of new lands
and diplomacy.

God simulators are strategies in which the player controls the totality of game
objects and characters in the role of a higher entity with supernatural powers. As a rule,
such games imply indirect control over individual game characters — they are controlled
by a computer, and the player’s role is determined by “supernatural” interference in their

lives, maintaining the optimal state of the ward for the community player.
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3. Adventure is a storytelling game in which a player-driven hero advances the
plot and interacts with the game world by solving logical problems, applying various
objects, and communicating with other characters (for example, Machinarium).

4. Role playing game (RPG) — a genre of video games based on elements of the

gameplay of traditional board role-playing games (for example, Skyrim, Mass Effect,
Fallout 3, The Witcher). Role-playing games have a number of characteristic features:

- the main character (s) and other characters have a certain number of parameters (skills,
characteristics, skills) that determine their strength and abilities, and which can be
improved

- there is a well-developed and vast world, a complex storyline, many different characters
with their goals and characters

- the game has a large number of different items: equipment, potions, artifacts, etc.

5. Puzzles, logic, puzzles and others — a genre of video games whose purpose is to

solve logical problems that require the player to use logic (for example, The Neverhood,
the classic simple version is Tetris). Puzzles, as a rule, do not require a reaction from the
player (however, many of them keep track of the time spent on solving).

6. Traditional and board games — computer implementation of board games (for

example, chess, checkers, etc.).

7. Casual games — a type of games that differ in simple rules and do not require

the user to spend time on training or any special skills, are characterized by bright
attractive graphics and a minimum of text, are relatively small in size and distributed
mainly through digital distribution.

There is also a division of games according to the number of players and how they
interact:
- single player games
- multiplayer games

Multiplayer games in recent years are increasingly represented in the format of
massive online games. This is a kind of game where thousands of people play

simultaneously. The technical capabilities of game developers are now so great that
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several tens of thousands of people (League of Legends, World of Tanks, etc.) are

simultaneously in the game space of some especially popular online games.

1.2.3 The research on video games worldwide

In modern studies of gaming abroad, the emphasis has shifted to identifying the
impact of games on humans. Most modern psychological research on video games and
their impact on humans can be defined in one of three groups. The first group of studies
focuses on the study of personal characteristics of players and on the description of
gaming motivation. The second group of studies focuses on the negative impact of games:
their potential harm associated with gambling addiction, the presence of violence in
games, etc. The third group of studies describes the positive effects of video games on
humans. Lighting both of these aspects of the influence of games, we form a more
balanced view of the problem, reflecting not only the possible negative consequences of
gaming, but also its possible positive consequences.

The influence of enthusiasm for video games on players in this paper will be
considered in four aspects: cognitive, motivational, emotional and social. All the studies
presented in this section unite different areas of psychological science - social
psychology, anthropological psychology, developmental psychology, cyberpsychology,

etc.

1.2.3.1 Video games and the cognitive domain
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There is a widespread belief that gaming is an inhibitory and lazy activity.

According to the results of some studies, one can really see that people spend a lot of time
playing games and do not study, read, or explore the surrounding reality.
There are other studies that show that some games contribute to the development of
cognitive skills. This influence is especially clearly demonstrated in numerous studies of
shooters (this is the name of the type of games in the genre of action). In these games, the
player is in three-dimensional space, usually with weapons, has freedom of movement,
performs combat missions with the removal of all opponents and obstacles. Often these
are brutal games containing elements of violence, but the people who play them show a
better distribution of attention, greater ability to concentrate, higher spatial thinking and
greater sensitivity to detail when processing visual information than those who did not
play playing these games or playing them less time. This may lead to the assumption that
people with such indicators of thinking and attention prefer and choose such games for
themselves, respectively, this is not about the effect of games on cognitive functions, but
rather the preference of these games by people with a certain level of development of
these functions. But researchers compare not only playing and not playing such games,
but also measure the level of development of the corresponding cognitive functions before
and after the game in the same people.

According to the concept of J. Flavell, metacognition is the ability to analyze one’s
own mental strategies — “think about your own thinking” — and manage one’s cognitive
activity. Metacognition is a concept that is used when talking about a continuously
learning person. Speaking about critical thinking, about problem solving skills, about
creating something fundamentally new, or about intellectual perseverance, we are talking
about metacognitive skills. These are reflection and introspection skills, which have
always been considered a prerequisite for critical thinking. This, among other things, the
opportunity to look at yourself from the outside and evaluate your place in the world [82].
That's what good games teach players: think in a systematic way, regardless of how
complex or simple the current task is. This applies equally to developing and commercial

games. In any game, the player is faced with the task of learning something using a
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complex set of thoughts and actions. The game gives a corresponding reaction for each
step of the participant, so the player needs to comprehend the whole system in order to
get to the end and win. What makes games impossible to repeat in any other medium,
writes game researcher J. P. Gee, it gives people the opportunity to understand the world
from the inside.

D. Uttal and colleagues reviewed the studies, in which they noted that the
improvements in spatial orientation skills achieved by playing commercial shooters on a
regular basis are comparable to the effects of school and university activities (workshops
and trainings) that specifically focus on developing these same skills. Moreover, in the
case of video games, these skills are acquired faster, persist for a long time and transferred
from the game to other contexts. These results are of great importance for teachers and
game designers working on the gamification of educational programs, since it has already
been proved that spatial orientation skills are reliable predictors of high achievements in
technical, mathematical, and engineering sciences [124].

Measurements of brain activity using FMRI have also shown that these cognitive
benefits are accompanied by measurable changes in brain performance. For example,
when solving complex problems of detecting regular structures in gamers, the
frontoparietal regions of the cerebral cortex were activated less than in non-playing
people. It is shown that players in shooters direct their attention more selectively and
better filter out irrelevant information. The authors of the study believe that in the process
of playing shooters, not only training of certain skills takes place, but training in the
context of high motivation and emotional involvement, which causes an increase in the
efficiency recorded in the brain (new connections are formed that subsequently transfer
acquired skills into a non-gaming context [61].

It is important to emphasize that these results relate specifically to shooters — games where
in a three-dimensional space saturated with visual stimuli, players must quickly make
decisions in an ever-changing context.

In addition to spatial skills, video games can also develop logical problem-solving

skills. In 2013, neuroimaging studies were conducted in Germany, which showed an
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increase in the volume of gray matter in those areas of the cerebral cortex that are
responsible for abstract thinking, decision making and solving logical problems. This
increase was recorded after two months of game experience in people who had not
previously played video games [71].

The effect of video games on student executive functions was shown in another
study. Students who actively played video games for 30 minutes, then did better with
logical tasks and were more effective in making decisions. It should be noted that these
indicators were measured immediately after the game session, and the stability of this
effect has not been additionally investigated [71].

Solving logical problems often occupies a central place in games, games where
several possible solutions are presented are especially interesting. Such games, as well as
other educational resources distributed on the Internet, contributed to the formation of a
new "digital generation" of children. These children explore the world to a greater extent
by experimenting instead of learning from unambiguous external instructions (for
example, reading the rules in a textbook).

Teenagers who participated in longitudinal research played strategic role-playing
games, and the more they played, the more successful they were in solving logical
problems (and the skills of solving logical problems, in turn, are predictors of high
academic performance). This was traced by their repeated self-reports received a year
after the first self-reports. It should be noted, however, that this effect obtained in the
study of strategic games was not found in relation to races and fighting games [57].

Another study involved high school students from 750 US schools (about 14,000
students), and it showed that schoolchildren using a computer for non-academic purposes
(for fun), as well as playing video games 1-2 hours a day, are positively correlated with
estimates children in reading and mathematics [68].

Swedish researchers watched online players for hundreds of hours and concluded
that successful players are better at building strategies than unsuccessful ones, they are

more technical savvy and have better time management than unsuccessful players [64].
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Researchers from the University of Michigan have found a positive relationship
between a passion for video games and general computer literacy, an interest in
programming and computer science. In a sample of more than 1000 students, the authors
showed that interest in video games is a predictor of confidence in interacting with
computers and provokes the development of interest in computer sciences [117].

Surveys in the form of self-reports of children, as well as their parents and teachers,
were carried out as part of a cross-cultural study in which about 5 thousand European
children from 6-11 years old from Bulgaria, Germany, Holland, Lithuania, Romania and
Turkey participated. Researchers measured the level of mental health of children,
analyzed their performance, assessed the degree of enthusiasm for games. As a result of
this large-scale study, it turned out that children who actively play video games show
better results in reading and mathematics, as well as according to the observations of
parents and teachers, are less likely to have difficulty communicating with their peers
[103]. A study presented in the journal Applied Cognitive Psychology described
increasing the efficiency of teaching a second language using a video game [98].

Bogacheva N. and Voiskunsky A. conducted a study of the cognitive styles of adult
gamers. The results showed that, compared to people who rarely play or do not play at
all, gamers are better at doing tasks, which suggests that they have a higher level of
development of involuntary intellectual control mechanisms [11].

But there are studies that show a lack of transfer of skills in an off-game context
and a lack of differences in the development of cognitive functions between those who
play and those who do not play video games. In these studies, specific cognitive functions
are evaluated, such as the amount of attention, the accuracy of the solution, the speed of
solving problems [88].

In 2016, an international group of scientists from universities in Canada, Taiwan
and Tunisia showed that the preference for certain genres of video games is closely related
to the learning style. The authors identified the following learning styles: 1) rational /

intuitive, 2) global / sequential, 3) figurative / verbal, 4) active / reflective.
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In the paper, the authors show the results of their research, which shows the
connection between the choice of games in the puzzle genre and the consistent style of
mastering knowledge. The preference for games in the genre of strategy (especially
strategies that are “God simulators™), on the contrary, is characteristic of those who have
a more pronounced global style of mastering knowledge [101]. The choice of games in
the genre of action (action) is positively associated with an active (rather than reflective)
learning style. Owners of an intuitive style prefer simulators, and those who are
characterized by a rational learning style love to play casual games. From the point of
view of the prospects of an individual approach to learning, these results comprise a
significant educational potential. Having knowledge of the child’s game preferences, you
can predict how to best present learning materials to him - step by step or in a global way,
understandably and rationally, or with the ability to apply intuitive and illogical actions,
not rush him and let him think things over or, conversely, encourage his activity.

Another important topic is the development of creativity with the help of video
games. The game itself is a creative process, so it involves creative thinking. In a game
context, people can perform unique combinations of actions, solve problems in unique
ways, and apply non-standard solutions.

For example, a positive relationship between the enthusiasm for video games and
creativity indicators was obtained in a sample of about 500 twelve-year-olds. At the same
time, the researchers did not reveal a connection between indicators of creativity using
other modern technologies - the Internet, mobile phones, etc. [99]. It is important to note
that in this study, it remains unclear whether the games develop creativity or whether
creative people prefer to play video games (or both statements are true).

Children who previously played role-playing video games and adventure games
are more likely to use imagination in order to mentally transfer to the plot of the game
and think out the character’s motivation, on the basis of which it can be assumed that
role-playing and adventure games stimulated their development of imagination. Over the

course of three years, Ott and Pozzi offered puzzle games to elementary school students
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and observed a gradual increase in curiosity, dedication, and positive emotions associated
with making decisions [70].

Another study showed an increase in the involvement in training and the
effectiveness of training programs with elements of gamification for medical students
[81].

In the Minecraft open-world game, the player can move freely in the playing space
and create buildings, household objects, different creatures using various tools and
materials and their combinations. Various modes are available in Minecraft, for example,
a creative mode in which you can endlessly create and build. The game also has a survival
mode in which you can fight and compete. This game, especially in the creative mode,
resembles a three-dimensional virtual constructor, which differs from the analog
constructor in that not only mechanical actions that can be performed with substances and
objects are available there, but it is also possible to connect different objects or substances
and obtain fundamentally new ones from them objects and substances. Thus, the game is
such a laboratory world with almost endless possibilities for experimentation.

So, a set of diverse skills that video games develop (shooters — spatial orientation
skills, strategies — logical and creative task solving skills) sometimes helps people cope
with problems in real life that were previously unsolvable.

Studies showing the negative impact of video games on the cognitive sphere of a
person describe gambling addiction as a global problem, a disease that has a number of
symptoms, among which there are problems of cognitive regulation. Gaming Internet
addiction is officially recognized as a mental disorder and is included in the DSM-5
Classifier of Mental Disorders.

Signs of online gaming disorder are:

1. preoccupation with online games

2. a condition similar to withdrawal syndrome in cases of deprivation of the possibility of
online gaming

3. increasing tolerance (a person needs more and more time for games)

4. unsuccessful attempts to control the time spent in games
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5. decrease in interest in other activities and hobbies (with the exception of online gaming)
6. continued spending time at games, despite knowledge of their psychological problems
7. cheating in relation to friends and relatives about how much time a gamer spends on
games.

8. the use of online gaming as a means to combat bad mood

9. disturbances in social life, lack of friends, work, career destruction or termination of
education due to online gaming.

Preoccupation with games, obsession is constant thoughts about games, about our
actions in games, as well as irrational beliefs that are associated with the illusion of
control in games and with the illusion of their long-term benefits for the player. All this,
undoubtedly, is cognitive impairment, entailing a change in a person’s lifestyle.

There are a number of studies that reveal beliefs and inferences typical of people
with gambling addiction. This, for example, is a conviction about the value and tangibility
of the rewards that a player receives in games. This value in the eyes of the game addict
1s always exaggerated. Another belief is the mental fusion of the player with his game
avatar, introducing him to a close friend, relative, life partner. Obsessive thoughts, which
include planning a game strategy, are also characteristic of players suffering from game
addiction [102].

It should be noted that along with numerous studies showing the negative or
positive impact of games on the cognitive sphere of a person, there are also studies that
did not reveal any influence. For example, the research of K. Ferguson and colleagues,
who showed in their experiments that there are no positive or negative effects on games
containing elements of violence, both short-term and long-term effects of their use. In
addition, from the point of view of Ferguson, an extremely small proportion of children
in the fascination with video games show truly addictive patterns (researchers cite figures
in 3-5%, but not more than 10% of the total samples, which is similar to the values for
any other types of addictions). In reality, most children play within the conditional “norm”

— 1-3 hours a day, which rather brings together the interest in video games with other
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forms of entertainment in the general structure of leisure activities of schoolchildren and

adults [80].

1.2.3.2 Video games and motivation

Engagement is a prerequisite for successful training, and game designers who
create video games can engage people in the virtual world by drawing attractive goals,
competently alternating triumphs and defeats.

The main reasons why adults play video games are the satisfaction of the need for
information and the training of thinking in the process of solving game problems, as well
as the satisfaction of the need for communication during the game process. These motives
have a strong influence on the choice of a video game of a certain genre and certain topics
by adults [1].

Speaking about the influence of games on the motivational domain of a person, it
1s first of all worth noting that good games satisfy needs. Since different people have
different needs in the foreground, people choose different games by genre, plot, style.
This explains the variety of genres and themes of games that is now in the gaming industry
and is popular among players. Games can help the gamer develop his own motivational
style, both within the game and outside it. And dozens of studies in the field of
developmental psychology and educational psychology show that motivational styles are
closely connected with successes and achievements.

As an example, consider the difference between the two concepts of intelligence
proposed by the American researcher of children's thinking, C. Dweck, the concept of
fixed mindset and the concept of growth mindset. From the point of view of the concept
of fixed mindset, intelligence as an unchanging given, every child has innate, fixed
intellectual traits. Based on this understanding, children are praised for being smart or

with math skills. And this can have negative consequences in the long run: the child
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understands where its limit is, and is confident that he is not capable of more. If a child is
brought up on the basis of the idea of growth mindset, he is not praised for the given, but
for his efforts: not “you are so smart, and therefore you got such a good result,” but “you
tried hard, and therefore you got such a good result” . In this case, a growth mindset is
formed in the child. This motivational style contributes to perseverance in difficult
circumstances. A person with such a motivational attitude will not leave the difficult task
and more likely to succeed in solving it, he takes failures calmly, he does not have a
feeling of hopelessness caused by the awareness of his intellectual limitations [74].

A suitable training ground for the formation of growth mindset is video games in
which progress is usually associated with an increase in the complexity of game tasks.
For each successfully solved task, the players are clearly and immediately rewarded, they
get used to gradual training and increasing achievements. Studies show that this feature
of games significantly increases the efficiency of the learning process [112].

In good games, failures are used as a motivating tool; they develop perseverance
in overcoming difficulties. As a result, a competent alternation of successes and failures
makes a person as a whole more successful in the game, and the rewards received by him
for his efforts are subjectively more valuable to him. Contrary to expectations that in case
of failure the player will experience disappointment, anger or sadness, he will have a
pleasant excitement, interest, desire to return and still solve a difficult task, and the player
1s “stubbornly optimistic” with respect to his goal [107]. To establish a causal relationship
between perseverance in a situation of failure and the degree of enthusiasm for video
games, of course, it is necessary to conduct additional research. And this seems promising
due to the fact that such perseverance is a proven predictor of academic performance. And
despite the fact that games are considered a frivolous and relaxing way to spend time,
they can form a motivational style characterized by perseverance and optimism. This
motivational style can subsequently be transferred from the game context to the off-game
and serve as one of the factors affecting the increase in school performance.

The desire to overcome difficulties in the game leads to the development and

improvement of skills. Since the goal of the game is often victory, people hone and
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improve the skills that lead to victory. At some point, the most enthusiastic players who
have put a lot of effort and time into training become professional players. They are well
aware of all the subtleties of the game, each of their actions in the game makes sense and
every movement is honed to the smallest detail. They are no longer interested in
competing not only with beginners, but even with experienced members of the gaming
community. They begin to look for equal players, enter professional communities, and
sometimes come into e-sports.

eSports (computer sports or electronic sports) is a type of competitive activity and
special practice of preparing for competitions based on computer video games, where the
game provides an environment for the interaction of control objects and provides equal
conditions for the competition between a person and a person or a team with a team. This
1s the fastest growing industry in the modern sports industry. Cybersports competitions
are held around the world, including international ones. The most significant eSports
counterpart to the Olympic Games was the World Cyber Games (WCGQG) international
tournament, which was held in different countries from 2000 to 2013. The first eSports
Olympic Games were held in Brazil in 2016, and now they plan to hold the eSports
Olympic Games every four years in the country that hosts the Olympic Games. The
leaders in the prevalence of e-sports are China and South Korea, but in other countries it
is also becoming more popular every year. In 2016, e-sports was included in the register
of official sports of the Russian Federation. Esports events are actively broadcast on
sports television channels. Tens and hundreds of thousands of people are trying to succeed
in e-sports, millions of people are watching these attempts: they watch video broadcasts
of matches, tournaments, subscribe to the channels of video bloggers observing eSports
events [118].

On the other hand, some people regard eSports as an unhealthy phenomenon, an
alarming social trend. Opponents of eSports believe that people who do this do not
become stronger, healthier, do not improve their physical shape, spend time on a
“frivolous” lesson. And today this is a serious problem, not only for e-sportsmen

themselves, but for the entire sports industry. eSports, in turn, creates difficulties for



191

determining pathological gambling addiction. Hundreds and thousands of people in the
modern world strive to make a sports career in the field of e-sports, they persevere, prefer
training to any other occupation, spend almost all of their time on the game in which they
want to succeed. Given all this, the current wording of the proposed criteria for gambling
addiction does not seem to be very well suited to distinguish a problem game from a
competitive game.

What motives lead people to eSports? Why does the passion for games grow for
them into a professional competition? People aspiring to take first places in any
competition have a pronounced motivational disposition such as “motivation to achieve
success” (the need to be the first, dissatisfaction with loss, the need to recognize personal
achievements, the tendency to take action aimed at achieving the goal, the desire to
leadership position in the community). In a study by Moscow psychologists, it was shown
that for gamers, achievement motivation is high [1]. First, players with a high motivation
for success improve their game skills in a game and set themselves the goal of getting
into a prestigious community - a guild, a clan. Then there is a desire to become the best
in this clan, and then in this game as a whole, which leads people to tournaments.
Historically, people have always been interested in tournaments and competitions, used
them as an opportunity to show their form, their skills, and show their talents. The
Olympic Games of Ancient Greece were a popular local religious and sports festival held
in Olympia, the modern Olympic Games unite athletes of all countries in fair and
equitable competitions Medieval knightly tournaments were born as a way in peacetime
not to lose the skills of military art, as well as in order to experienced participants could
show their valor. Competitions and tournaments, which have always been of interest to
people and have been popular in the Ancient World, and in the Middle Ages, and in the
New Age, today have partially moved to the virtual space. In virtual space, physical
strength and dexterity play a much smaller role, and tactical skills and abilities of the
player play a greater role.

You cannot use any games in eSports. For example, games that contain elements

of randomness that can affect the success of the game more than the experience and skills
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of the players are not suitable. eSports disciplines can be considered games in which luck
and coincidence play the least role, while experience and the ability to play the game play
the greatest role. In such genres as, for example, MOBA (Multiplayer Online Battle
Arena) is a battle arena where teams of players fight against each other, RTS (Real Time
Strategy) is a real-time strategy where players collect resources, build bases and manage
troops, the success of the players rarely depend on luck or unluck. Basically, everything
is decided by the tactics, skills necessary for this game, and teamwork skills (if the game
is a team game). The leading world disciplines in e-sports today are: DOTA 2, Counter
Strike: Global Offensive, League of Legends, Starcraft 2, World of Tanks, Halo, Call of
Duty and some other games. It is on these games that tournaments are currently being
held, and they attract the largest number of players and spectators around the world.

If we look at the interaction of a person with a video game in the context of the
Self-determination theory (SDT), we will see that games satisfy the basic needs of a
human person. Intrinsic motivation is an impulse to the game, caused with interest or
pleasure from the process, and it is inside the player, and acts from the inside, and is not
a source of pressure located in the outside world (in this case we are talking about external
motivation). It is in the presence of intrinsic motivation that a person falls into a state of
flow described by the founder of Flow theory M. Csikszentmihalyi. Behavior due to
internal motivation is carried out on the principle of self-reinforcement, this behavior in
itself is both an incentive and a reward for a person, while behavior due to external
motivation is carried out for the sake of any external reinforcement — recognition,
monetary reward, etc.

One of the central ideas of the theory of self-determination is the idea of three basic
needs that underlie internal motivation and ensure the psychological well-being of a
person: the need for competence, the need for autonomy, and the need for relatedness
with other people [72].

How do these needs get an opportunity to be satisfied in a video game? It is easier
to be competent in the game, since the number of skills necessary for mastering is limited,

and, as a rule, game reality makes it possible to try again and again, which leads to an
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increase in competence without experiencing the fatality of mistakes made. You can
always start the game anew, reset the statistics and try to solve the problem first. In the
game you can be arbitrarily autonomous, even in a multiplayer game the player can
always act alone and by himself, guided only by his will. Finally, a multiplayer game
involves the inclusion of even the most avid individualist in joint actions, which is
dictated by the organization of the gameplay. Even a person who in real life has difficulty
establishing contacts and carrying out joint activities in the virtual world is automatically
included in the team of players with common tasks, a common goal. In a study of player
motivation in the context of the Self-determination theory, it was shown that the choice
of an online game as a way of spending time is mainly determined by internal motivation,
and this does not depend on the gender and age of the player, nor on the genre of the game
itself [28]. And this means that good online games satisfy the basic needs of people,
described in the framework of the theory. Thus, summing up the arguments about the
impact of video games on the motivational sphere of the personality, one can explain the
widespread and great popularity of games by the fact that they successfully satisfy the
needs of the individual, not only situational, but also universal, basic needs. Vividly
expressed needs for recognition, achievement of success, excellence, the ability to

become the best, can get their satisfaction in e-sports [29].

1.2.3.3 Video games and the emotional domain

The most discussed topic in the scientific community related to the influence of
games on the players ’emotional domain is the topic of violence in games and the
psychological consequences of passion for such games. If the influence of these games
was as great as some authors sometimes think, the consequences of the wide distribution
of these games would be dire for humanity. But, nevertheless, there are studies that show

the connection of people's manifestations of aggression in real life with a passion for
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games with violence, and there are studies that do not show such a connection or show a
weak connection between these two phenomena.

C. Anderson and colleagues used the Hostility Scale (SHS), consisting of 35
statements describing aggressive and hostile feelings, and received significant differences
on this scale between people who played games with violence and those who played
games without violence. These results are reproduced in several other experimental
works.

In laboratory studies, the participants of which were mainly American college
students, two groups of subjects were identified: some played games with elements of
violence, others — games that did not contain elements of violence. In this case, the
subjects recorded biometric indicators (heart rate and RAG), and they also filled out after
the game a questionnaire designed to assess aggressiveness, aggressive thoughts, after
which the results of the two groups were compared among themselves. No significant
differences were found. In another study, an increase in aggressiveness in thoughts was
found in players after participating in violent games, but only in players who had a
predisposition to aggressive thoughts and actions before.

There are still no standardized tools for measuring the impact of violent games [75].
Speaking about the influence of games on the emotional sphere, we can also mention the
Uses and gratifications theory, which lies in the field of psychology of mass
communications. The main question of scientific research in line with this theory: how
and why people use the media. We can say that the Uses and gratifications theory focuses
on the motives of the behavior of media consumers and their choice of certain media to
satisfy their needs. One of the main motives for using media is to increase mood and
improve your emotional state, since games are a bright source of positive emotions [137].

A number of studies have identified a causal relationship between playing your
favorite video games and raising your mood and improving your emotional state.
Moreover, it is assumed that the most vivid positive emotions are due to the game context.
For example, players often describe their emotional states in the process of playing their

favorite games in terms that correspond to the state of the flow described by M.
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Csikszentmihalyi — a state that is characterized by a deep immersion in activity, interest,
internal motivation, a sense of complete control over what is happening and bright
positive emotions. This condition has many positive effects, including increased
academic performance, increased self-esteem, and decreased anxiety. In this regard,
hypotheses appeared about the possible positive effect of the flow that occurs in games
on a person’s life outside the game, but they require verification. In the second chapter of
Video Games and Creativity, Bowman and Ferguson cite facts that prove that games
cause a state of flow. This is because the game offers clear and understandable goals, the
achievement of which is quite possible for the player, in addition, they provide immediate
feedback, and the presentation of visual and auditory information is organized in such a
way that the player can concentrate on the task and not be distracted. People in a state of
flow are characterized by high concentration, increased awareness, distraction from their
self and complete absorption in solving a problem. Thus, a game situation is a suitable
situation for immersion in a stream state. [70].

Positive emotions experienced by people are closely related to their subjective
wellbeing, therefore, even if positive emotional states are not directly transferred from
the game to reality, positive emotions received during the game affect the general
emotional background of a person, his subjective well-being, they make a person happier.
The question remains, how much do games that require long-term participation and long-
term involvement affect the subjective well-being. For example, a variety of studies have
shown that puzzle games trigger positive emotions. But these games are designed for
short-term episodic participation. Relatively long story games, there is no such empirical
data yet. There is also a risk that positive self-reports about a good mood when using
video games are the result of a coincidence: a person had a good mood and played a game,
then linked these two events as cause and effect. This can be, and therefore, more
thorough, for example, longitudinal studies, analysis of players' diary entries, which will
make it possible to trace the stable connection of games and good mood, are necessary.
And another significant point is the importance of researching the degree of enthusiasm

for video games, which is already becoming not adaptive, but, on the contrary,
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maladaptive, which leads to the fact that joy and happiness can only be experienced in a
game context, and the long-term impact of the game on real life rather negatively.

Games contribute to the emergence of both positive and negative emotions (fear,
anger, irritation, sadness). Already in itself, a change in the emotional background can be
considered as an effect of the game, but there are a number of other effects. The same
principles that apply to ordinary (non-computer) games work here: the game context
provides the ability to regulate, channel your negative emotions in order to achieve the
goals set in the game. Thus, when playing, a person trains the skills of emotional
regulation, developing adaptive strategies — accepting, re-evaluating a situation, solving
a problem. Since in the game these adaptive strategies lead to the achievement of the
ultimate goal, they are positively reinforced during the game.

The strategy of re-evaluating the situation in order to see new opportunities for
many video games in it is very important. For example, the popular first-person puzzle
Portal 2, in which the player is invited to go through mazes in the form of rooms, using
knowledge of physical laws when interacting with the environment. As soon as the player
masters one way of solving the puzzle, the rules change radically, the strategies developed
become ineffective. This causes players frustration, anxiety, but at the same time forces
them to reevaluate their past strategies and switch to new rules. We can observe a constant
change in the system of rules in story-based role-playing games such as World of
Warcraft, where, switching between different characters, each of which has unique
advantages and disadvantages, the player masters different ways of emotional response
and behaviors [89].

Thus, the game provides a diverse emotional experience and helps to find adaptive
ways to overcome anxiety and frustration. And less adaptive strategies, for example,
lengthy inert thoughts, are not supported by the game.

A striking example of experimental studies of the impact of video games on the
regulation of emotional state are experiments conducted at the University of Michigan.
Using different tasks, the researchers plunged some students into a state of stress, and

others into a state of boredom. Then they were offered a game - a flight simulator with
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the ability for the player to choose the complexity of the tasks. The tests measured the
level of stress / boredom before and after the game. It turned out that students chose for
themselves tasks of moderate complexity (but not too easy) or difficult, and thus regulated
their mood, solving these problems. After playing in both groups, levels of boredom and
stress were lower than before. Moreover, the mood of bored students improved most when
choosing and solving complex problems, and students in a state of stress — when choosing
and solving problems of medium difficulty [69]. There is an explanation for this effect in
the well-known theories of motivation, where it is emphasized that solving problems of
low complexity does not give a person a real experience of success [53].

Another good illustration of the relationship of games with self-regulation can
serve as a correlation study conducted by Italian and Austrian scientists. They found a
positive relationship between the enthusiasm for the game in strategy and the players'
self-regulation (regardless of their gender, age, personality traits, life satisfaction, etc.).
The more often they played games of this genre, the higher were their points in the self-
regulation questionnaire. Regarding the games of other genres, the researchers did not
receive a positive connection [86].

In the studies of French scientists from the universities of Marseille and Lyon,
active and inactive gamers were compared among themselves according to various
indicators of emotionality and emotional regulation skills, measured using questionnaires.
They showed that those subjects who played more often controlled their emotions better,
despite the fact that they experienced more intense emotions than those who did not play
regularly [87].

Thus, in different studies, the effects of both positive and negative effects of games

on the emotional sphere of a person have been found.

1.2.3.4 Video games and social behavior
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Most gamers play games with friends, either by cooperating or competing to
achieve goals, contrary to the stereotype that a typical gamer is a socially isolated person
who spends most of his time alone, at a computer table or on the couch with a tablet or
phone. In 2016, in the most popular modern multiplayer game League of Legends, the
number of active players per month exceeded 100 million people. This means that more
than one percent of the world's population plays this game. Browser social games on
social networks and on mobile devices are very popular, for example, the Sims series of
games, the so-called "life simulators" in which you can create families, raise children, get
a job. There, people do not play alone, but are in gaming communities. The decisions that
players make in these gaming communities are based on their ideas about who it is worth
dealing with, and who is better not to mess with, who can be trusted and who cannot, how
to become a leader and effectively manage a group. Players quickly master the social
skills necessary for effective interaction with people, being extremely involved in the
game context. When people play games specifically designed to promote cooperation,
support, and mutual assistance, they are especially successful in developing important
social skills [77].

In 2014, Irish researchers studied the relationship between socially oriented games
and prosocial behavior, as well as prosocial personality traits. In a sample of more than
500 Irish schoolchildren, they showed a significant positive relationship between a
regular game of socially oriented games and subsequent assessments of empathy, aiding
behavior, and a tendency to establish emotional, friendly relations. Empathy was
measured using a questionnaire, prosocial behavior - with the help of expert assessments
of teachers, friendships — with the help of self-reports. The obvious weakness of such
correlation studies is the inability to establish for certain cause-effect relationships
between phenomena. As the authors themselves note, perhaps schoolchildren who are
initially more empathetic and inclined towards normative, helping, friendly behavior
chose socially oriented games. To this, the authors cite the argument that people,
especially children, choose games rather than by content, but by how good the gameplay

component is, how beautiful the graphics are, how optimally the succession and defeat
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are built, how this game is popular on the market now, and it doesn’t matter , cruel or
prosocial game. This is confirmed by the fact that Irish schoolchildren participating in the
study themselves played equally both pro-social games and games containing elements
of violence [94].

Thus, the conclusion that we cannot draw from studies of this type is that it is socially
oriented games that develop empathy and friendliness and generate prosocial behavior.
But from these data, we see that the preference for such games among other games, most
likely, expands the range of social feelings and behavior patterns, reinforces helping and
cooperating behavior, and helps maintain emotional, friendly relations.

It is paradoxical that the emergence of prosocial behavior is facilitated not only by
clearly socially oriented games, but also by games that may seem antisocial in content.
For example, if games with elements of violence presuppose joint actions of players,
mutual assistance, then players playing such games exhibit more prosocial behavior both
inside and outside the game than those who play games without elements of violence, but
also without cooperation [ 80, 108]. A passion for games with elements of violence in
groups reduces hostile feelings among players compared to those who play these games
alone. Studies show that a game with elements of violence, which is carried out in the
mode of cooperation and mutual assistance, leads to subsequent prosocial behavior in real
life and players can even overcome such strong social effects as the alien effect, allowing
players to cooperate with those who are not members of their groups [77].

Recently published experimental studies indicate that even the most brutal popular
games (GTA, Call of Duty) are not able to adversely affect subsequent prosocial behavior.
The results of these studies relate to the immediate, short-term effect of playing together,
but they indicate a potential long-term effect of regular prosocial, helping behavior in
games [ 121]. The social benefits of cooperative gameplay, unlike competing ones, should
be studied using longitudinal methods to make it clear how this knowledge can be applied.

Social skills also manifest themselves in various forms of civic engagement: the
ability to organize groups and lead like-minded people towards common goals. For

example, for a player, not only his character’s personal goals may be important, but also
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the goals of a whole race of some creatures, inhabitants of some fictional state, some
planet, galaxy. A number of studies have focused on the relationship between civic
engagement and games. For example, in some games, players engage in charity work,
volunteer work, encourage others to vote, and so on.

In addition, playing online games with friends, relatives and strangers, players can
communicate, regardless of long distances, cultural and socio-economic differences and
overcoming language barriers, thereby enriching their social experience.

In a study of Thai students who learned English, it was shown that after using the
popular story-based online role-playing game (slightly modified for educational purposes,
with instructions aimed at interaction and communication), students became less anxious
and more ready to communicate in a foreign language [116].

A study conducted by scientists from Oxford on a sample of about 5,000
participants measured a number of factors: the degree of involvement in video games, the
degree of prosociality of behavior, life satisfaction, externalization / internalization of
problems, and social adaptation. The results of the study showed that the positive or
negative effect of video games directly depends on the degree of involvement, which is
measured by the time spent on the game. Those subjects who devoted a small amount of
time to games, up to 1 hour per day, showed better indicators of life satisfaction, social
adaptation and prosocial behavior than those who did not play at all or spent more time
on games. Those children who played often enough (1-3 hours a day) did not differ from
those who did not play at all, and those who played very often (more than 3 hours a day)
showed lower rates than all other groups. These data led researchers to conclude that a
slight degree of enthusiasm for video games is best for psychological benefits, and as the
time spent on games increases, the positive effect is lost, and then the negative appears
[114].

Austrian scientists at the University of Innsbruck also studied the effects of games
on prosocial behavior. They conducted two experimental studies in which subjects played
prosocial, neutral, and violent games. The results showed that after playing prosocial

games in which cooperation and mutual assistance are supposed, the subjects evaluated
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themselves according to a specially proposed technique as more humane and human than
they evaluated themselves before the study [90].

A qualitative study was conducted at the University of Ghent in Belgium, in which,
as a result of a content analysis of gaming forums, it turned out that players often write
on forums what positive effects the games had on their lives and their identities. Among
these effects are self-development, an increase in the level of education, the acquisition
of knowledge, an increase in the level of subjective well-being, as well as civilization —
familiarization with communities, art, game culture, etc. [67].

And, finally, we note the simplest, most obvious and lying on the surface advantage
of online games: there, players find friends who are more suitable for them in their
interests, value settings, level of intelligence than many people surrounding them in real
life. In the game, which is played by several million people, the chance to find many
interesting and suitable friends is much higher than in a school class of 25-30 people, of
which none can be a friend. There are many situations where people meet in games and

the subsequent transition of their friendships into real life.

1.2.3.5 Therapeutic and educational effect of video games. Serious games

In modern publications, it is increasingly mentioned that gamification of initially
non-gaming areas of impact on humans. This issue is especially relevant for medicine and
education. There is a type of games, the so-called serious games (Serious Games), which
have as their main goal not entertainment, but the solution of some other tasks. For
example, to increase the motivation of patients to take care of their health and thereby
speed up the healing process. So, the game Re-mission, created specifically for children
with cancer, allows players to control a fantastic nano-robot that shoots cancer cells, kills
viruses and bacteria that cause infection, controls signs of nausea, etc. So, the game

teaches children to adhere to the chosen course of treatment. Studies of children playing
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this game showed their great knowledge of issues related to cancer treatment, stricter
adherence to the treatment protocol, and higher self-efficacy than children playing other
games. Now this game is used by more than 200 thousand patients, and it is recognized
as a successful method that helps treatment [106].

A study of neuronal regeneration has shown that video games can be an effective
means for rehabilitation in neurological diseases (stroke, cerebral palsy, etc.) [83, 84].

Also, a number of studies of elderly people have shown that video games,
especially active ones (the so-called exergames), slow down the negative processes
associated with age: the extinction of cognitive functions, problems with socialization
[65, 110]. In a review article, authors who have analyzed more than 20 empirical studies
examining the effects of games on the rehabilitation of patients with a variety of diseases
describe many positive effects [106].

No less potential is the idea of gamification of education. It's no secret that children
learn knowledge acquired in a playful way much faster and more efficiently. But here the
excitement around the gamification of the areas of health and education must necessarily
be accompanied by scientific confirmation of the therapeutic or educational effectiveness
of a game. Studies should be conducted showing whether the game therapy or learning
method is actually more effective than traditional methods. On the other hand, since
doctors and teachers are not professional game designers, games aimed at training and
improving health are often devoid of the very zest, creative dynamics, which are so
attractive in popular entertainment games, cause a state of flow and deep immersion. The
most wonderful option would be the interaction of game designers and doctors, and
teachers to create truly exciting and addictive serious games that have obvious huge

public benefit.

1.3. The research on gaming motivation

1.3.1 History of the motivation studies in psychology
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The concept of "motivation" was closely related to the concept of "need" until the
beginning of the twentieth century. At the same time, the needful theories of motivation
were opposed to behaviorist views on motivation, according to which behavior proceeds
according to the “stimulus — reaction” scheme, and here the stimulus comes to the fore as
the cause of the activity of the organism. With the spread of Sigmund Freud’s ideas on
the unconscious and human drives, a decisive role in the organization of behavior began
to be attributed to the unconscious core of mental life, formed by powerful drives, mostly
sexual and aggressive. Later biological theories of motivation appeared, which addressed
the concept of “motivation” only to explain the reasons for the activity of organism [44].

In the second half of the 20th century, the cognitive motivational concepts of J.
Rotter, G. Kelly, H. Heckhausen, J. Atkinson appeared, for which recognition of the
leading role of consciousness in determining human behavior is characteristic. Cognitive
theories of motivation have introduced into scientific use such new concepts as social
needs, cognitive factors, cognitive dissonance, life goals, values, focus on success,
avoiding failure, level of claims. In many cognitive theories of motivation, decision
making becomes the central mental process that explains behavior [53].

Motivation in the works of Russian scientists. L. S. Vygotsky believed that the
problem of the correlation of interests and interests is the key to understanding the mental
development of a teenager, which is due primarily to the evolution of the interests and
behavior of the child, and the change in the structure of the direction of his behavior. He
emphasized that interests are not skills, as many psychologists thought at that time. L. S.
Vygotsky paid great attention to the question of “the struggle of motives”. He was one of
the first to share motive and stimulus, and wrote about voluntary motivation [46]. In the
40s of the XX century, motivation, from the position of the "theory of installation", was
considered by D. N. Uznadze [33]. He believed that the sources of activity are needs,
which he understood very broadly (as something that is necessary for the body, but which

it does not possess).
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According to A. N. Leontyev, human activity is polymotivated. This means that in
one motive, as a rule, several needs are objectified to varying degrees. Thanks to this, the
meaning of the motive is complex and is set by its connections with different needs.
Motives perform the function of motivation and direction of activity, as well as the
formation of meaning — giving the personal meaning of the activity itself and its
components. A. N. Leontyev identifies the guiding and semantic functions [37].

According to the Self-Determination theory, two types of motivation are
distinguished — internal and external. Behavior due to internal motivation is carried out
on the principle of self-reinforcement, this behavior itself is both an incentive and a
reward for a person, while behavior due to external motivation is carried out for the sake
of any external reinforcement — recognition, monetary reward, etc.

Competence and self-determination (autonomy) are those primary psychological
needs that underlie internally motivated activity. The need for competence and self-
determination (autonomy) provides the possibility of an understandable explanation of a
wide area of research and performing types of behavior and the idea that individuals seek
to develop their interests and abilities [72].

It was from the initial distinction between motive and interest that the later
cultivation by A. N. Leontyev of motive stimuli that stimulate genuine interest, but are
not related to it, and sense-forming motifs, which have a personal meaning for the subject
and, in turn, give meaning to the action, arose. A special analysis of motivational
functions led to the conclusion that the motive and sense-forming functions of the motive
are inextricably and that the motivation is provided solely due to the mechanism of
meaning formation [38].

There are clear parallels between the distinction between the two classes of motives
in the Activity theory and in the Self-determination theory. But the authors of the Self-
determination theory gradually came to the realization that the binary opposition of
internal and external motivation is untenable, and proposed a model of motivational

continuum, which describes various forms of motivation for the same behavior — from
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internal motivation based on natural interest to external motivation based on anticipation
of a “carrot” or “stick” and to amotivation.

The current state of the problem. In the Activity theory, as well as in the Self-
Determination theory, the motives of activity (behavior) are distinguished, which are
naturally associated with the nature of the activity itself, when the process of this activity
itself causes interest and other positive emotions (meaning-forming, or internal, motives),
and motives that encourage activity due to their acquired relations with something directly
significant for the subject (motives, incentives, or external motives).

In the Activity theory, ideas about the qualitative differentiation of forms of
motivation for activity developed, depending on the extent to which this motivation is
consistent with basic needs and with the personality as a whole. The sources of this
distinction can be found in the works of K. Lewin and in the works of A. N. Leontyev of
the 1930s. In the late ideas of A. N. Leontyev about the types and functions of motives, a
complete version of this concept is presented [19]. In the Self-Determination theory, the
concepts of internalization of motivational regulation and the motivational continuum are
introduced, in which the dynamics of “rotation” inside motives, initially rooted in external
requirements, irrelevant to the needs of the subject, is traced. The key here is the concept
of personal meaning, connecting goals with motives and motives with needs and personal
values [33]. Also, in psychology today, the differences between implicit and explicit
motives and methods of their research are described. Explicit motives are consciously,
cognitively designed, culturally conditioned, and directly measurable using the methods

of self-reporting [138].

1.3.2 Interest as a motivational phenomenon and as a basis of game motivation

In psychology, the following types of motivational formations are distinguished:

motivational states (for example, cognitive dissonance, a state of doubt, etc.),
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motivational attitudes (intention, dream), motivational dispositions, drives, desires,
desires, inclinations, habits, interests.

When, by virtue of circumstances, something acquires significance for a person, it
can cause him interest — a specific orientation of the person to this object or phenomenon.
Interest in the psychological sense is a specific orientation of the personality, encourages
appropriate activities - this is a motive that acts by virtue of its conscious significance and
emotional attractiveness. The interests usually related to each other in dynamic systems
vary in depth, among them there are always basic (more general) and derivatives (more
private).

Conscious interest is a motive, intention, consciously set goal. That is why interest
is placed on the list of motivational education not only by psychologists, but also by
philosophers and sociologists. In psychology, interests were identified either with mental
activity and considered as a purely intellectual phenomenon, then placed in the sphere of
emotional experiences and defined as the joy of what is happening without the difficulty
of the functioning of our forces, then associated with the phenomenon of human will. E.
Thorndike noted that interest is accompanied by a feeling of uplift, mental arousal, and
attraction to the subject. W. McDougall believed that at the heart of all interest lies an
innate instinctive desire.

L. S. Vygotsky, by interests, understood integral dynamic trends that determine the
structure of the direction of human reactions. He considered them as vital, organic
processes, rooted deeply in the biological basis of personality and developing together
with the whole personality. It is precisely because of the belief that the interests are
closely connected with the biological basis of personality L. S. Vygotsky believed that
interests are not acquired, but developed. Like K. Levin, he attributed interests to quasi-
needs, that is, to unreal needs, but which have the same incentive power as real ones.

S. L. Rubinstein noted that interest reflects need, but does not come down to it.
Need reflects necessity, while interest expresses personal affection for the object of

reality. But at the same time, he writes that a deepened interest may become a need for
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the development of some activity, a field of knowledge. From the currents of Rubinstein's
view, interest is a selective, emotionally colored attitude of a person to reality.

A. G. Kovalev clarifies that this emotional and cognitive attitude can only be
positive. In any kind of interests there is a need and a positive experience of this need,
this is included in almost all definitions of interest that various authors give. At the same
time, there is a narrow and broad understanding of interest: in the narrow sense, interest
is associated only with cognitive need, and authors who understand interest in this way
recognize only cognitive interests in its structure, and in a broad sense, interests are
associated with other needs, rather than only with cognitive. But at the same time,
interests are not associated with all needs, but only with positively experienced ones [33].

So, interest is understood by some psychologists as a kind of motive. Defining
interest as an active, selective attitude of a personality to a certain object of reality as to
something valuable and attractive to it, we attribute it to motivational formations. Interest
determines the focus of attention and thoughts on the object due to the realized
significance and emotional attractiveness of the object of interest. Through interest, needs
acquire a conscious, “meaning-forming” force, as a result of which the motivational
process takes a clear and definite direction. Conscious interest acts as a motive, intention,
consciously set goal. For example, in B. 1. Dodonov’s view, interest-inclination
(understood as a positive attitude to an object or a situation) is indeed a complex
psychological formation resembling in structure a motive or motivational attitude [33].
Desi and Ryan argue that interest “plays an important guiding role in behavior driven by
intrinsic motivation when a person’s activity is determined by what interests him” [72].

Thus, having analyzed the available opinions of psychologists about the
phenomenon of interest, we conclude that the answer to the question “What is the most
interesting for you?” can help identify conscious meaning-forming motives in the
structure of personality motivation. Based on this position, we decided to build our

research on the motives of the daily life of video game players.
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1.3.3 Successfulness and control in the context of motivation

Successfulness as a motivational phenomenon. Successfulness is a polysemantic
concept, we consider it as one of the motivational formations, which in the modern
philosophical and psychological context is understood as:

- forming a picture of the world in the consciousness of the individual,

- influencing the self-awareness, level of claims, attitudes

- assuming a conscious activity of the personality when choosing a goal and making a
strong-willed decision.

Speaking of successfulness in the context of motivation, first of all, it seems
necessary to mention the achievement motivation. Motivation for achievement is one of
the varieties of motivation for activity associated with a person’s need to succeed and
avoid failure. Studies of the cognitive determinants of success achievement behavior
begin with the introduction of the concept of a “locus of control” by J. Rotter. B. Weiner
suggested that it is important not only what effect the human action has, but also how he
explains the causes of this effect. This consideration served as the beginning for the
creation of all attributive approaches. Weiner showed that how a person will behave
depends on what interpretation of previous experience he adheres to, what is his
attributive approach. He introduced two main parameters by which people determine the
causes of certain successes and failures in their activities:

- an external or internal reason in relation to a person, for example, the influence of others
1s an external cause, and own efforts or abilities have an internal cause

- stability or not stability of the cause, for example, the factor of effort or luck - regardless
of its location, they are unstable, and the ability factor and the complexity of the task are
stable.

Thus, people mainly avoid those activities where the reasons for failure are

interpreted as stable and internal, for example, the reason is a lack of ability.
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M. Seligman supplemented the ideas of B. Weiner, and introduced the concept of a
pessimistic and optimistic explanatory style. He identified three parameters by which
people interpret the outcome of a given situation:

- the constancy of one reason or another (an analogue of stability for B. Weiner)

- the breadth of reason, that is, universality (the reason applies to all objects or only to
some)

- personalization, that is, localization of the cause outside or inside the subject.

Based on how a person determines the causes of his failures or successes, one can
confidently predict his behavior.

Subjective assessment of one’s own success in the context of motivation. The
problems of achievement in a cognitive-behavioral context are also described by A.
Bandura’s theory of self-efficacy. He suggested that the key factor is not just a belief in
success, or hope for success, or an attractive goal, but the belief that a person is able to
carry out activities that can lead to the desired result. Self-efficacy does not boil down to
a person’s skills or abilities, but boils down to what he thinks about them, how competent
he feels, in the process of activity. A. Bandura emphasizes that self-efficacy refers to the
future, not the past, whether it is a forecast I can do or not, self-efficacy shows an
assessment of my competence, and is not a personality trait or disposition. Self-efficacy
theory predicts that people will engage in situations that they believe they can handle and
will avoid situations that they cannot handle.

Allocate the level, generalization and power of self-efficacy. The level shows how
difficult tasks in the same area a person believes that he can solve. Generalization implies
general self-efficacy, or global, concerning the individual’s faith in his abilities in general,
self-efficacy relating to one of the areas of activity and self-efficacy in a particular case
in specific conditions. The power of self-efficacy reflects the degree of confidence that a
person will cope with the task. It depends on the power of self-efficacy whether he will
surrender in the face of difficulties or continue to act. According to the concept of

Bandura, for mental health and well-being, it is not so much the objective results that are
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important in themselves, but their interpretation by a specific person and the expectation
of success, the positive results of their own actions.

In recent years, many domestic researchers are increasingly showing interest in the
attribution of success and failure [21, 36]. We studied the self-esteem of the academic
competence of younger students through the prism of attribution of educational successes
and failures [7]. The dependence of achievements in any field of activity and the emotions
experienced at the same time on the attribution of successes and failures was noted [20].
An idea was expressed about the possibility of changing the type and type of attribution
under the influence of emotional states and under the influence of attitudes [41]. The
problem of subjective assessment of their success is considered in detail in the psychology
of sports [17]. In relation to implicit and explicit motives related to the topic of success,
a positive correlation was shown between the implicit and declared, ascribed to oneself
striving for success [122].

Subjective control in the context of motivation. Sense of Agency. The issue of
arbitrary mechanisms of attention and memory among gamers brings to the topic of
cognitive control and its connection with video games. Cognitive control refers to the
functions that are responsible for managing targeted human behavior. Among them are
the processes of voluntary initiation, streamlining, coordination and monitoring of
cognitive processes [12]. The control functions are responsible for switching between
activities, maintaining current activities, and suppressing external impulses [126].
Cognitive control is involved in the implementation of any activity and determines its
success [10].

The sense of control (Sense of Agency, SOA) — the experience of oneself as the
subject of an arbitrary action performed by us, and through this action — as the causes of
changes in the world around us. Along with the intention to perform an action, a SOA 1is
accompanied by every arbitrary motor act, that is, opposed to reflex actions and
automatisms. The choice of action enhances the SOA, the possibility of the influence of

other agents reduces [104].
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At the same time, the studies available at the moment suggest a long work to
convince a person that he is not the subject of the action performed by him or, conversely,
he is the subject of the action that another performed [128].

Studies of a SOA have repeatedly shown that a sense of control over the outcome

of an action is largely dependent on feedback characteristics. The experiment shows how
feedback coupled with pain affects an implicitly measured sense of control: being able to
control feedback enhances a sense of control, especially if feedback causes pain.
The correlation between a SOA and success, as well as satisfaction with one’s activity,
can be seen in the experiment with the choice of cards. In an experimental study of SOA,
Dutch scientists showed that the illusion of control is determined by people's false beliefs
that some of their actions lead to certain consequences (the illusion of authorship is the
connection of a sense of control with attribution to oneself). The SOA is not connected
with age but depends on the congruence of feedback to the perfect action. The illusion of
control over random events is called by researchers “magic thinking”. The illusion
decreases with age, mainly magical thinking is characteristic of children [125].

The SOA in children varies depending on the situation, that is, it is not a context-
free phenomenon. Sense of Agency is seen as a high-level process related to context.

In Russian psychology, the phenomenon of self-control has been described, which
acts as a function of compensating for probable errors, disturbances in activity and is
carried out by checking the subject for his actions, duplicating them, enhancing the
significance of Gnostic movements, in-depth assessing the expected result and using this
assessment by the feedback mechanism to correct specific control actions.

According to G. S. Nikiforov, self-control is one of the links of the closed loop of
self-government or self-regulation, the functional purpose of which is to establish the
degree of mismatch between the reference (or given) and the controlled value of certain
technical, psychological, physiological parameters.

All mental phenomena inherent in man are subject to the influence of self-control
or are used in this process. In a whole series of studies, it is shown how this function is

implemented in the perception of information, the formation of mental images, the
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solution of productive and unproductive tasks, the implementation of anticipatory
functions, the organization of attention, etc. [42].

Recent studies of the relationship between the level of self-control with game
motivation and game addiction have shown that the weakness of self-control in
combination with external motivation among players contributes to the development and
more severe course of game addiction [109].

Studies of the mechanisms of cognitive control show that sessions of developing
video games positively affect the arbitrary inhibition of incorrect reactions and contribute
to inductive thinking [127]. Other studies show the high ability of gamers to effectively
suppress irrelevant stimuli in the process of doing activities, which suggests that gamers
effectively perform tasks in tests for the diagnosis of cognitive styles, since such tasks are
sensitive to the work of involuntary control mechanisms. This is most pronounced when
considering the cognitive styles of "field dependence / field independence" and "flexible
/ rigid cognitive control" [10]. It is known that it is these styles that are most clearly
associated with the mechanisms of involuntary inhibition of irrelevant actions [55].

In psychological literature, the assumption of high impulsivity of gamers is
widespread (in the most general form, impulsivity is an individual inclination to commit
rash acts under the influence of the moment). But in the studies of gamers' cognitive
styles, it was concluded that the high performance of gamers when solving tasks for
cognitive styles presumably indicates a high level of development of involuntary
processes of intellectual control, such as the ability to inhibit irrelevant schemes for
solving intellectual tasks [10].

The relationship of control and successfulness through the Self-Determination
theory. The theory of Deci and Ryan was built, of course, incorporating earlier and one-
sided theories of the locus of control, learned helplessness, etc. Self-determination (or
autonomy) is considered as a feeling and realization of a person’s freedom of choice of a
way of behavior and existence in the world, regardless of which him forces of the external
environment and intrapersonal factors. The basic needs of an individual are the need for

self-determination (or the need for autonomy, which is the desire to feel the initiator of
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one’s own actions, to independently control one’s own behavior) and the need for
competence (which means the desire of the subject to achieve certain internal and external
results, the desire to be successful in whatever). Both of these needs are extremely
important for internal motivation; without each of them, action out of internal interest 1s
impossible. Activity must satisfy these needs, then a person will fulfill it according to
internal motives. For this, in an activity, a person must simultaneously feel control over
his behavior and his results and feel his effectiveness. This echoes the earlier known
models of psychology in psychology, for example, with the primary needs described by
D. McClelland: the need for power (this is similar to the need for autonomy) and the need

for achievement (the connection of achievements with competence is obvious) [138].

1.3.4 Gaming motivation

Attempts to investigate the motivation of gaming and, in particular, to obtain factor
models of motivation for players have been made repeatedly and have generated many
motivational models and classifications of gamers. A striking example is the classification
of Richard Bartle. R. Bartle, a pioneer of the motivational approach to video games,
suggested that personality motifs manifest themselves in a game style. R. Bartle identified
four types of players by leading motivation: careerists (achievers), researchers
(explorers), social players (socializers) and killers (killers). Careerists strive to achieve
the highest values of various game statistics, researchers seek to maximize the content of
the game world, social players strive to maximize interactions with other players in the
game world, and killers simply frighten, destroy, kill everyone else [62].

But this is a purely empirical model based on observations, and attempts to verify
it were made much later, when N. Yee created a questionnaire of 40 questions on Bartle
types, conducted on a large sample of players in MMORPG (massively multiplayer online

role-playing games).
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If we talk about research in psychology, T. Hainey and colleagues conducted their
research on the motivation of gaming on students [92]. The main goal was to identify
differences between students who prefer single-player games and massively multiplayer
games, as well as to identify the main motives for computer gaming. Firstly, the results
showed that the majority of respondents play video games (79.8%). As expected, men
devote much more time to games than women. Hainey turned out that the most
pronounced motivation for online gaming among students is Challenge, and the least

popular is the Recognition motivation (Table 1).

Table 1
Gaming Motives from T. Hainey's Study

Gaming Motives Rank Average SD
Challenge 1 3.73 1.04
Curiosity 2 3.33 1.07
Fantasy 3 3.22 1.13
Control 4 3.16 1.17
Cooperation 5 3.15 1.17
Competition 6 3.08 1.15
Recognition 7 2,77 1,20

Hainey identifies two levels in the structure of players' motivation — individual and
interpersonal, and judging by the distribution of ranks, the players in the first place are
the motives of the individual level (challenge, curiosity, fantasy, control), and the last -
the interpersonal level (cooperation, competition, confession).

A group of researchers from Budapest, headed by Z. Demetrovics, as a result of
creating and validating their own methodology for researching online gaming motivation
(MOGQ — Motives for Online Gaming Questionnaire) got their list of motives, some of
which are similar to the motives described by Hainey, and some turned out completely
excellent. Using factor analysis, Z. Demetrovics received the following 7 scales of

gaming motivation: social, coping, competition, escapism, fantasy, recreation and
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development [73]. If we compare the motives highlighted by Demetrovics with the
motives obtained by Hainey, then it can be seen that some are repeated (for example,
fantasy and competition), some are similar (for example, social motivation for
Demetrovics and cooperation for Hainey), and some are completely different and have
no analogues in another list.

Nick Yee's gaming motivation model. The factor model of gaming motivation
widely known today was created by US researcher Nick Yee. He has been dealing with
the problem of game motivation since the beginning of the 2000s, while he worked at
Stanford University and has gained extensive experience in researching this topic and rich
empiricism. Starting his research of players with the audience of the world-famous and
popular game World of Warcraft, Yee created his model on the data of the author's game
motivation questionnaire, which he conducted with the players in this game.
Subsequently, he proposed filling out his questionnaire of motivation to players in other
games, and then created his own website dedicated to the description and discussion of
his motivational model, where he invited all interested players to take an online survey
and immediately receive feedback in the form of a six-factor motivation profile for each
player with a description factors and subfactors. The site gained fame and hundreds of
thousands of players completed an online questionnaire and found out their motivational
profile, and Yee tested his model on hundreds of thousands of people. At first, the model
was three-factor, but now it has already become six-factor, enriched and expanded taking
into account the peculiarities of motivation of players in games of different directions and
genres, with different gaming experience and varying degrees of enthusiasm for games.
During Yee’s three-year study, an online survey was conducted and responses from
30,000 multiplayer online role-playing games (MMORPG) players were collected to
examine user demographics, motivation, and experience. MMORPG not only have a wide
age range of users, but also have large time intervals for immersion in the game space (an
average of 22 hours of use per week). Research factor analysis has revealed a five-factor
model of user motivation: “Achievement, relationships, immersion, escapism and

manipulation”, illustrating the multifaceted appeal of these online environments. Male
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players were significantly more likely to be determined by factors of achievement and
manipulation, while female players were more likely to be influenced by the
“relationship” factor. In addition, the data indicates that users have formed meaningful
relationships and characteristic emotional experiences, as well as real leadership skills in
these virtual environments. MMORPG is not just an entertainment for teenagers, but a
valuable place to conduct research and a platform where millions of users interact and
collaborate using real-time 3D avatars on a daily basis [131]. Nick Yee also suggested
that hardcore (avid, very much playing - on the slang of the gamers themselves) players
are mostly young people who may suffer from emotional problems or have a low level of
self-esteem and self-respect.

However, Yee's research continued, and currently his motivational model contains
6 factors, each of which includes in turn 2 sub-factors. Six factors, six main game motifs
that are included in Yee's motivational model: action, interaction (Social), skill (Mastery),
achievement (Achievement), immersion (Immersion) and creativity (Creativity). Each
player filling out the Nick Yee game motivation questionnaire receives as a result a profile
with the severity of each of these six factors, as well as an additional (secondary) profile,
where two sub-factors are distinguished in each of these factors.

So, the factor “Action” includes the subfactors Destruction and Excitement; the
“Social” factor includes the sub-factors Competition and Community; the “Mastery”
factor includes the sub-factors Challenge and Strategy; the “Achievement” factor includes
the subfactors Completion and Power; the “Immersion” factor includes the sub-factors
Fantasy and Story; the factor of “Creativity” includes the sub-factors Design and
Discovery. The table on Figure 1 shows the activities that are implied by each of the sub-
factors. Consider Yee's model in more detail. He identified 12 primary motivational

factors (Figure 1, Table 2).
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Figure 1. Factor model of motivation of players in video games by Nick Yee.

Table 2
Factor model of motivation of players in video games by Nick Yee.
Factor Action Social Mastery Achievement | Immersion Creativity
Subfactor 1 Destruction Competition Challenge Completion Fantasy Design
Explosions, chaos, Duels, matches, Training, Collect all items, Stay in an Expression,

rout etc. raising one’s increasing the complete all unusual, unreal opportunity to create a
rating. level. missions. world. character/environment.
Subfactor 2 | Excitement Community Strategy Power Story Discovery
Rapid development, Team play, Decision Strong (pumped) Thoughtful plot, | Research, craft,
the effect of surprise, communication, making, the character in the interesting experiments.
thrills. interaction. need to think. best outfit. characters.

To understand and visualize how these factors are related to each other, hierarchical

clustering was used, the dendrogram (Figure 2) graphically shows how motivation factors

are related in the N.Yee’s model [135].
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Figure 2. Dendrogram showing a hierarchical clustering of gaming motivation factors (Ward’s method).
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General motivational factors and sub-factors.

Immersion: players with high scores for the Immersion factor prefer games with
an interesting plot, a large number of settings and their options. Thanks to which they can
plunge deeper into the alternative world of the game. Gamers with low scores for
"Immersion" are more interested in gameplay mechanics and less concerned with the
narrative moments that games offer. "Immersion" consists of 2 main sub-factors:

- Fantasy: the desire to become someone else somewhere else.
- Story: The importance of a thoughtful storyline and interesting characters.

Creativity: players with high scores of “Creativity” are constantly experimenting
with the game worlds - they are developing their own design and settings. Gamers with a
low rating of “creativity” are more practical and conservative, they are ready to accept
the game world as it is. “Creativity” consists of two main sub-factors:

- Design: for players with high scores on this point, the attractiveness of execution and
the depth of thought of the game world are important.
- Discovery: the desire to explore, go deeper and experiment with the game world.

Action: players with high scores on the “Action” factor are a bit aggressive and
like to participate in fights and be surrounded by dramatic visual effects. Players with low
ratings on this item prefer a slow pace. "Action" consists of two main sub-factors:

- Destruction: the pleasure of chaos, the use of weapons and explosives.
- Excitement: the pleasure of games in which the action develops rapidly, intense events
per unit time is high, which provides an adrenaline rush.

Sociality: gamers with a high social rating enjoy interacting with other players,
often regardless of whether it is collaboration or competition. Gamers with low
“Sociality” prefer single player games where they can be independent. The “Sociality”
consists of two main sub-factors:

- Competition: holding competitions with other players (duels or matches).
- Community: the implementation of interaction and cooperation with other players.

Mastery: Players with high Mastery scores prefer a sophisticated gaming

experience with strategic depth. Players with a low level of “Mastery” prefer to make
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spontaneous decisions and games where their mistakes will not be critical. "Mastery"
consists of two main sub-factors:

- Challenge: the pleasure of overcoming complex challenges.

- Strategy: the pleasure of games that require careful analysis in decision making and
strategic thinking.

Achievement: for players with high “Achievement” scores, it is important to
increase their strength (the strength of their character), get rare items and collectibles,
even if it means spending some time and effort. Gamers with low Achievements score
calmly about in-game achievements and are not very worried about their progress in the
game. “Achievement” consists of two main sub-factors:

- Completion: the desire to complete each mission, get every collectible item and discover
all hidden objects.

- Power: the desire to become stronger and more powerful in the environment of the game
world.

Conclusions for Chapter 1

Based on the analysis of the literature on the perception and impact on humans of
a video game and on the motivation for gaming, the following conclusions were made.

1. In psychology, there have been changes in the attitude towards a video game as
a cultural and psychological phenomenon. At first, the games aroused curiosity, as a new
phenomenon, still not studied and not explained. Then, psychologists noticed the property
of video games to engage and drag out, more and more often one could find in the
psychological literature descriptions of signs of dependence and conclusions about the
unambiguously negative effect of video games. Then, psychologists focused on a more
detailed study of the influence of games on humans and were surprised to find that,
despite the presence of negative effects associated with excessive enthusiasm for games,

it turns out that there are a number of positive effects that a video game gives. And at the



220

moment, both American, European and Russian psychology has already formed an
attitude towards the phenomenon of a video game as a complex polymotivated activity,
which has important functions for a modern person and is an adaptive reaction of society
to the rapid development of information technology and the increased complexity of
human existence in modern world. In psychology, the functions and significance of the
game for children are described quite well, their high educational and developmental
potential (J. Piaget, L. Vygotsky, D. Elkonin) is discovered, but the transfer of this
knowledge about the functions and significance of children's games to video games for
adults was not carried out by psychologists, since for adults, unlike children, the game
should not be the (leading) type of activity that takes a lot of time.

2. From modern English-language descriptions of research on gaming motivation,
we can conclude that the set of gaming motives can be determined by empirical collection
and factorization (clustering) of the players themselves about what they are playing games
for. Challenge, curiosity, escapism are all the motives of the game activity, but this list of
game motives gives an answer to the question “why” people play, but does not answer
the question “why” they need to play: for example, why people come to spend their free
time there, not in the movies? P. Zimbardo notes that for most of history people have
hardly had a special choice in how to spend time. They used it to survive, first
individually, then collectively [72]. Today, it would seem that the problem of survival
has faded into the background, and a person has a choice. The entertainment industry is
inventing ever new forms of leisure activities, but video games confidently hold first place
among ways to have fun and take time with modern people.

3. According to the Self-Determination Theory and the concept of the basic needs
of the individual contained in it, we can conclude that games satisfy the basic needs of
the individual — the need for autonomy and the need for competence. Games also satisfy
the need for connectedness with other people, it is especially obvious that this is realized
in the format of mass online games, which implies the simultaneous game of hundreds of
people on one server, the game by a detachment, team, clan, etc. Moreover, modern

research shows that it is unfavorable a situation provoking the development of gaming
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addiction is a specific combination of satisfying basic needs in games with frustration of
these needs in real life [58].

4. We suggested that men who are fond of video games in life are quite heavily
burdened with responsibility, responsibilities, as well as expectations and increased
requirements. It is becoming increasingly difficult to achieve success in life in the modern
world, the conditions of fierce competition in the labor market create high social tension
in this area. Perhaps video games give male players a little respite and increase their self-
esteem of success. Losing the game is less dramatic than losing in life. Games are more
understandable and predictable in general and give a greater subjective feeling of their
success and a sense of control. In addition, given the fullness of modern video games with
complex plot content and a variety of tasks of varying degrees of complexity, we
suggested that the games may satisfy the cognitive needs of the players. We decided to

verify these assumptions empirically in the studies described in this thesis.
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Chapter 2. Organization, procedures and research methods

Since the aim of the study was to evaluate the motivation of players in different
aspects, it was conceived as complex, including several stages, affecting both the general
motivation of everyday life and the motivation of game activity. Below are all aspects

and stages of the study.

2.1 Characteristics of the sample: socio-demographic portrait of the players in
massive online games

Sample. The empirical data in this work is collected on several representative
samples from the general population of male players in mass online games. A total of
97,308 massive online game players participated in all stages of the study. Access to the
players was implemented on the basis of the research department of the video games
production studio Lesta.

Procedure. All players who participated in the study, except for questions of a
psychological content, were offered a demographic questionnaire in which the following
questions were asked
1. Age, 2. Sex, 3. Marital status, 4. Number of children (if any), 5. Education, 6. Field of
activity, 7. Hobbies and interests, 8. How often do you play video games (close-ended

question with answer options)? 9. What games do you play?
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Part 1. Motivation of male players in massive online games

2.2 Revealing the leading motives in life and in the game

2.2.1 Determining the role of internal and external motivation for games using the

game motivation questionnaire GAMS

The goal of this study was to answer the main question — why do players play online
games, what motives bring them into the game?

Hypothesis. The leading type of motivation for male video gamers is the intrinsic
motivation.

Sample. The survey involved male players in mass online military-historical games

between the ages of 17 and 60, with an average age of about 30 years. A total of 11,579
players from different regions of the world answered the questions: 6,320 Russian-
speaking players, 3,362 players from Europe (Germany, Great Britain, France, Czech
Republic and Poland) and 1,897 players from North America (USA, Canada).
The games our respondents play create an atmosphere of historical battles, when a player,
controlling any military equipment (for example, a tank, plane or ship), conducts virtual
battles on it with other players who also control military equipment, performs various
combat tasks .

Procedure. In the summer of 2015, we conducted a study of the game motivation
of players in massively multiplayer online games using our modification of the GAMS
(Gaming Motivation Scale) scale as part of regular surveys of active players of large-
scale mass online games. Data collection was carried out using an online survey of
players, which contained questions on motivation, preferred games, as well as questions
of a socio-demographic nature. Sending links to the survey was carried out individually

for each participant by e-mail.
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Description of the procedure. For research, we used the Gaming Motivation Scale
(GAMS), which evaluates the deep motivation of gaming, validated [105] on a sample of
200 people. We decided to conduct it on a larger sample. The gaming motivation scale
(GAMS), developed on the basis of the theory of self-determination, represents It’s a
questionnaire consisting of 18 statements. These statements are the answer to the
question: “Why are you playing video games?” Respondents express their degree of
agreement with these statements on the Likert scale. and the Likert scale is used from 1
to 7, in our modification of the scale the question was formulated somewhat narrower:
“Why do you play online games?” and the Likert scale was used from 1 to 5, where 1 —
disagree, 2 — rather disgree, 3 — neither agree nor disagree, 4 — rather agree, 5 — agree.
The questionnaire was sent in two languages — Russian and English. The modification of
the scale was due to the fact that in our study not only this, but also several other methods
in which the 5-point Likert scale was used, therefore, for the convenience of respondents
it was decided to give GAMS scale to a 5-point response system. Methodological
questions were translated into Russian; independent direct and reverse translations were
made. The questionnaire contains one general question, “Why are you playing online
games?” and three statements for each of the six types of motivation: intrinsic motivation,
extrinsic regulation, identified regulation, integrative regulation, introjected regulation
and motivation. The text of the questionnaire is in the Appendix (Appendix 1, P. 2)

After determining the prevailing type of motivation for online gaming — the
intrinsic motivation — it was decided to find out the structure of interests of players in

order to improve understanding of what fills intrinsic motivation.
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2.2.2 Revealing the leading gaming motives and defining gamers’ attitude to their

passion for games by the method of structured interview

Hypothesis 1. In the life of most male gamers, similar characteristics of an
individual story of gaming are revealed.

Hypothesis 2. Male gamers are characterized by a positive attitude towards their
passion for games.

Sample. Male gamers (N = 61), actively playing video games from several hours
a week to several hours a day, age from 22 to 47 years.

Procedure. The authors conducted a structured interview with the participants,
respondents were asked questions related to their gaming experience, preference for game
genres, the features of their self-esteem of control and success in life and in games, as
well as questions about their assessment of their life situation and attitude to their passion
for games. The questions that were asked to the players can be seen in the Appendix

(Appendix 1. P. 1)

2.2.3 Revealing the leading motives of everyday life among players in online games

using the online player survey

To determine the most pronounced motives of everyday life in the motivational-
semantic sphere of male players in video games, a multi-stage collection and analysis of
the players' answers about what they are most interested in life was carried out.

Hypothesis. The leading motives of everyday life for male players in video games

(gamers) are the motives for achieving and controlling the situation.
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Sample. Since this study took place over two years and in several stages, the
sample of this study consists of several representative samples taken from the same
general population of male players in mass online military-historical games.

Procedure. Data collection was carried out using online surveys of players that
contained questions about situations that they were interested in, what they considered
important in games, and also issues of a socio-demographic nature. Identification of the
main motives of the daily life of players took place in several stages.

Research stages

Stage 1. Pilot study. First, a pilot study was conducted. The participants in the pilot
study (300 people, men, active gamers playing video games from a few hours a week to
several hours a day, age from 20 to 65 years old) were asked an open question: “What
life situations are you most interested in?”. The answers were processed using the
methods of quantitative and qualitative analysis, based on the results of this analysis, a
list of 11 generalized situations and activities was formed, which was further offered to
other respondents as a closed question “What characteristics of the situation make it
interesting to you? Please select the 3 most interesting situations from the list”. Also
offered was the “Other” option with a text box where you could write your interesting
situation or activity.

Stage 2. Addition to the list of motives and generalization. A further study of the
interests of the players, already using a closed-ended question of 11 points, took place in
the summer of 2015 and included 3 measurements with an interval of a week among the
audience of the massive online game World of Warships. The purpose of this stage was
to get an exhaustive list, a list of life situations interesting for players. The survey was
sent three times each time to different samples of players from the general large sample,
the task of this stage is to supplement the initial list of interests and justify the ability to
draw conclusions about the entire population of players.

The instruction was as follows: “In life, we find ourselves in different situations.
In some we are interested, in others — not very. What characteristics of a situation make

it interesting to you?”
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Please select the 3 most interesting situations for you from the list:
1. When I can influence what is happening

. When I have fun, when I get entertained

. When I find out something, when I get new information

. When I learn something, when I improve my skills.

. When the situation is unusual, non-standard

. When something unexpected happens

. When there is interaction with people

. When I meet something new

O© 0 3 O »n B~ W DN

. When there is any result, achievements

10. When there 1s variation, choice

11. When there is a challenge for my abilities, a difficult task for me
Other (please specify)

In the course of three studies of the same type in different groups from a large
sample of players (N1 = 3,019 people, N2 = 2,079 people, N3 = 4,044 people, men,
gamers who actively play video games from several hours a week to several hours a day),
list supplemented by the most popular answers from the “Other” field, and as a result, a
final factor analysis was carried out and a final list of 19 items was obtained.

Stage 3. Measurement of the scales value of the motives using the obtained
questionnaire. Thus, as a result of two years of research, the author’s questionnaire was
created, which received the working title “Motives of Everyday Life”.

The instruction was as follows:

“Which of the following is most interesting to you in life? Choose from 1 to 3 options.”
1. Influence the situation

2. Have fun

3. Feel the magnitude and grandeur of something

4. Learn something (receive information)

5. Learn something (improve skills)
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6. Meet something unusual

7. Communicate

8. Get benefit, profit

9. Feel strong emotions

10. Admire something beautiful

11. Immerse in a special atmosphere
12. Doing something with other people
13. Meet something new

14. Face with something unexpected
15. Get results, achievements

16. Have a choice

17. When there is a clear task

18. When there is a challenge, a challenge
19. When there is dynamism

Data collection was carried out using online surveys sent directly via the interface

of the game they played.
Men aged 17 to 75 years participated in the polls, analysis of demographic data showed
that their average age varies from 34 to 38 years in different sections, about a third of
them indicate that they have higher or incomplete higher education, more than half are
married and about 40% have children. By type of employment, the majority of
respondents (from 50 to 66%) are employees in public or private institutions.

A total of 79,164 Russian-speaking players answered the questionnaire over the
next two years. After collecting a significant amount of data, the distribution of the
elections was analyzed and the dynamics of the distribution of the motives presented in
the questionnaire was determined.

Stage 4. Measurement of the motives scale values using the questionnaire "Motives
of everyday life" on the Likert scale. The third time the questionnaire was reformulated,

and the instruction read as follows: “How much of the above is interesting to you in life?
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Rate each of the 19 points of the questionnaire on a five-point Likert scale (Absolutely
uninteresting, Uninteresting, Average, Interesting, Very interesting). ” The questionnaire
with the text and instructions is in Appendix 1 P. 3.1.

Taking the Likert scale instead of the election scale was explained by the desire to
test the performance of the old scale, to compare whether the players' motives will be
distributed according to the severity level as they were distributed using the multiple
choice scale.

A questionnaire with a Likert scale was sent to a new sample of active gamers (N
= 1,461), average ratings and standard deviations were obtained for 19 motives. The
sample, in terms of its demographic indicators and the frequency of the game,

corresponded to all previous ones that participated in the measurements.

2.2.4 Revealing the general factors in the gamers’ motivation of everyday life

In this part of the study, the factor analysis revealed the factors in the 19-scale
structure of gamers' motivation. Data analysis was carried out on the same sample of
active gamers (N = 1461), according to which the estimates for the questionnaire on the

Likert scale were obtained.
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2.2.5 Comparison of playing and non-playing men by the scale values of the

motives

Sample and procedure. In order to compare the scale values of the motives of
gamers and non-playing men, the questionnaire was conducted on a sample of men (N =
200) who do not play video games. The average age of the participants was 35.4 years.
The results obtained in this sample of non-playing men were compared with a sample of
male players (N = 1461). The average age of the participants was 37.8 years.

Hypothesis. Male gamers differ from non-playing men in less pronounced motives

of everyday life such as communication and cooperation.

2.2.6 Research on the impressions of their achievements in online video games

players

To enrich the understanding of the characteristics of the motivational-semantic
sphere of the players, we conducted an additional small study of the representations of
our male active playing audience about their life achievements.

Hypothesis. The main life achievements of male gamers consider the successful
implementation of the life scenarios.

Sample. The study involved 603 players in military-historical mass online games,
men, ages 17 to 66 years. The results of the study were analyzed in four age groups:

17 - 23 years (N = 217), 24 - 35 years (N = 195), 36 - 49 years (N = 147), 50 - 66 years
(N =44).
Procedure. An empirical study was conducted in May 2017 as part of a study of

the audience of massively multiplayer online games. The research method was an online
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survey. As part of the study, participants were asked the question: “What do you consider
to be your most important achievement in life at this stage?”, They were also asked

demographic questions and questions about their lifestyle.

Part 2. Subjective and real (objective) success of players in life and in games

2.3 Comparison of self-assessed success and real success recorded in the game logs

Hypothesis. In the context of a video game, male gamers increase their subjective
assessment of their own success.

Sample. In this part of the study, the sample also consisted of male players, all of
them are active players in massively multiplayer online games in the genre of tactical
action of military-historical subjects, the total number of questionnaires analyzed: 4206,
the age of respondents from 17 to 72 years, the average age for the sample is 38 years old.
Gaming activity was determined by the question of the number of hours spent in games:
the majority of respondents said that they spend in games from several hours a week to
several hours a day. We also checked the objective indicators of their game activity,
which were available in the records of the number of fights and other data that are
recorded by the game. Among the games respondents play are War Thunder, Battlefield,
World of Tanks, World of Warships, and others.

Procedure. The study was conducted in relation to one of the games of this genre
- the massive military tactical game World of Warships. Players directly in the game
interface received an invitation to participate in a survey about this game. The criterion
for sending out the survey was the experience of a player in the game for at least 4 months,
that 1s, this means that only experienced and regular players participated in the survey.
The one who agreed, clicked the "take a poll" button in the game interface, and in a

separate window a series of questions about the game opened. For example, the players
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were asked the question: "How much do you like the game on a ten-point scale, where 1
- I don’t like it at all, 10 - I really like it." The players were also asked the main question
of this study: “Estimate approximately where in the team you most often find yourself
after the battle (in random battles) in post-battle statistics.” The answer is twelve places,
from which you can choose only one. After-battle statistics is a table with a player’s
success rating in battle, determined by several indicators - how much damage he did to
enemy ships, how many ships he drowned, whether he defended his base, etc. The number
of places in the after-battle statistics is due to the fact that they fight in this game teams
twelve to twelve players (the table of post-combat statistics is shown in Figure 3).
Consequently, according to the results of the battle, the player may be in one of twelve
places, depending on how much damage the enemy has inflicted in comparison with the
rest of the team, whether he captured bases, supported the allies, his ship survived the
battle or died, etc. e. The player’s name in the table is colored yellow, Figure 3 shows the
table of the team after-battle statistics, where the player took first place in the team list

according to the results of the battle.

Mos xomanpa . ]
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Figure 3. Table of post-battle statistics in the military-historical game World of Warships.
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If a player spent, for example, a hundred fights, then it can be calculated from the
data from the logs of the game, where on average he finds himself in the final statistics
(for any period). This study examined the number of fights that players played in the last
month before completing the survey, and determined where on average the players
actually were in the final statistics after the battle (the average was considered for the
entire totality of battles conducted by a person over the past month). These data were
subsequently compared with subjective assessments of players in their average place in

post-battle statistics.
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Chapter 3. Results and discussion

3.1 Socio-demographic portrait of players in massive online games

Age and gender. Players in massive online historical-military games where the
player controls military equipment on the battlefields in a historical context are mostly
working adult men, whose average age is 35-37 years. The proportion of women among
representatives of the audience of such games does not exceed 2%.

Family status. According to the results of the analysis of all the samples that took
part in this complex research, more than 50% of the players in military-historical online
games are married and about 50% have children.

Education. About 50% of the players have specialized secondary and about 50%
higher education, the remaining types are represented by insignificant shares of
participants.

Field of activity. Most of the participants in the study define themselves as
employees (employees in state or private institutions), self-employment and
entrepreneurship indicate about 20% as the field of activity, the remaining respondents
are represented in small shares by the military, pensioners, students and schoolchildren
who are temporarily unemployed and disabled.

Hobbies and interests. Video games called the majority of respondents their
hobby.

Gaming activity. Most of the respondents are active players: about 50% of them
play games for several hours a day, about 30% play several hours a week. More active
are younger respondents from the sample.

Preferred games. Typically, these active players in massive online games are not
limited to one game but play alternately or in parallel in several online projects or combine

online games with offline games. At the same time, they play games not only on their



235

home computers, but also on consoles and on their smartphones. Among the most popular
PC games these men play are World of Tanks, Call of Duty, War Thunder, Battlefield,
World of Warships. On consoles, most of them play in World of Tanks and Battlefield 4,
Grand Theft Auto V: all the games on this list are associated with armed struggle, most

of them with military operations and the use of military equipment.

The results Part 1. Motivation of male players in massive online games

3.2 The leading motives of players in life and in the games

3.2.1 The role of internal and external motivation for games

Hypothesis. The leading type of motivation for male video gamers is the intrinsic
motivation.

Results. We found that the highest ratings from our respondents were obtained on
the scale of internal motivation (and this does not depend on age). In second place is the
scale of external regulation. The lowest scores were obtained on the scale of introjected
regulation. The order of the scales arranged in accordance with the average values for our
sample is exactly the same as in the original study by Lafrenier and colleagues on the
development and validation of the applied GAMS method [105]. This means that online
games are activities that are carried out primarily out of interest, for pleasure.

It was found that the structure of motivation in three different cultural and
geographical groups within a large sample of players in massively multiplayer online

games is similar, the distribution of high and low ratings on the scales is very similar. The
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highest ratings from respondents in all regions were obtained on the scale of intrinsic
motivation (Table 3).
Table 3
Motivation for online gaming among players in massive online games on the GAMS

scale (three regions).

Regions
Motivation type
RUN =6,320 EUN = 3,362 NAN =
1,897
M sd M sd M sd
1. Intrinsic motivation 3.58 0.81 3.62 0.60 3.68 0.5
2. External regulation 2.76 1.02 3.17 0.88 3.25 0.8
3. Identified regulation 2.50 0.96 2.86 0.87 2.82 0.9
4. Integrated regulation 2.31 1.06 2.82 0.86 2.74 0.8
5. Introjected regulation 1.90 0.87 2.22 0.87 2.13 0.8
6. Amotivation 2.59 1.03 2.43 0.95 2.33 0.9
. _ o Cronbach o Cronbach o Cronbach
Motivation type RU EU NA
Intrinsic motivation 0.53 0.48 0.47
External regulation 0.64 0.56 0.56
Identified regulation 0.73 0.73 0.77
Integrated regulation 0.79 0.76 0.75
Introjected regulation 0.58 0.56 0.61
Amotivation 0.8 0.83 0.84

The results show a clear predominance of intrinsic motivation regarding online
games (this applies to players from all regions). Nevertheless, it should be noted that the
scale has limitations, we checked the validity of the original GAMS scale on a sample
of 1897 players and the results of the verification are reflected in Appendix 1, P. 2.2.

Age differences. We analyzed different age groups from our sample - no

differences in age were revealed.
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Cultural differences. Due to the large sample size, all scores significantly differ
among themselves, except for scores on the scale of internal motivation among
Europeans and Russian-speaking players and scores on the scale of identified regulation
among Europeans and Americans. The remaining differences are significant (p <0.01
for most, p <0.05 for all). The significance of the differences was determined using the
Mann-Whitney U test with Holm's correction for multiple comparisons. But, despite
this, the similarity of profiles (and the predominance of internal motivation) in all groups
seems to us to be much more significant.

Discussion

This part of the study focused on the motivation for online gaming, on what
people’s interest in online games is related to, in terms of external and internal
motivation. Since such similar motivational profiles of different groups of people who
prefer games of the same genre (military-historical action) were obtained, we have
reason to believe that the Gaming Motivation Scale reveals the general patterns of player
motivation. Namely, the prevalence of intrinsic motivation when choosing online games
as a way of spending time. Comparing the results with the original results obtained by
the developers of the GAMS scale, we see that the profiles of player samples are similar
in structure of motivation regardless of the genre of games and gender characteristics of
the sample (in our case, the respondents were almost only men, and in the study
Lafrenier and colleagues had 43% of women).

Given the similarity of motivation profiles regarding gaming activities among
representatives of different ages, genders, and nationalities, we can conclude that games
most likely satisfy basic human needs. Despite the fact that specific goals and motives
can vary significantly depending on the content of the game or on the characteristics of
the sample, finding out the deep motivation of gaming, namely the motivational locus,
and not specific goals and motives of the game, allows us to identify universal aspects
of game motivation, regardless of the content of the game and sampling.

These results illustrate the universality of the Self-Determination theory widely

discussed in the literature [19].
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Scales Description

1. Intrinsic motivation — reflects the internal urge to play video games (research
motives or development of skills and training, as well as the search for thrills and
adrenaline).

2. External regulation — a kind of external motivation, reflects the external
motivation for gaming computer activities (awards, prizes, recognition).

3. Identified regulation — a form of external motivation, reflects the urge to play,
due to the attitude to games as an activity that has special significance, somehow
connected with a person’s personal goals.

4. Integrated regulation — a kind of external motivation, when the game is just
part of a lifestyle, part of a profession or a way to achieve goals (for example, a person
wants to become a game designer).

5. Introjected regulation — a type of external motivation that reflects an external
urge to play under pressure from internal guilt or anxiety.

6. Amotivation — this is the lack of motivation for the game, the implementation
of the game activity by inertia, it is not clear why.

The main conclusion from this part of the work was that players do not play games
under the influence of external factors. They are not guided by the desire to receive
prizes in the game or recognition of their success by other members of the gaming
community, do not come to play under pressure of guilt and anxiety, they do not give
the game any special meaning, but are driven by real internal interest [28].

The next research step was to consider what is the content of this internal interest,

which particular motives characterize the motivational-semantic sphere of these men.

3.2.2 The leading gaming motives and gamers’ attitude to their passion for

games

The following aspects were considered in the analysis of the interview:

1. Features of the individual history and life situation of gamers
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2. Motivation for gaming

3. Attitude to games and to his passion for games

Hypothesis 1. In the life of most male gamers, similar characteristics of an
individual story of gaming are revealed.

Hypothesis 2. Male gamers are characterized by a positive attitude towards their
passion for games.

The individual story of gaming

In the course of the analysis of the interview, the following aspects of gamers’
individual story of gaming were revealed:

A. A rather early start of video gaming, almost all of them began to play at school
(mainly in primary school) age, and some in preschool childhood. Regarding modern
children who are now in primary school age, the result does not seem surprising, but it
1s important to understand that the interview was conducted with people who are about
30 years old on average, and when they were in primary school age, the prevalence of
computers in Russia is not yet was so great.

B. A characteristic beginning of the hobby for games for gamers is the game on
the console (Dendy, Sega), most often their parents bought the console, but in some
cases they played the console at home with friends (the parents bought the console).

C. Significant relatives played. In the description of the history of hobbies for
games, in almost all cases it is mentioned that one of the parents or significant relatives
(uncle, brother, friend) played by himself, thereby showing an example of passion for

the game (Table 4).

Table 4
General characteristics of the individual story of gaming (N = 61).
Characteristics of the life situation Frequency Frequency %
Early start (Preschool / Primary school age) 56 92%
The presence of a console / game computer at parents’ 52 85%

home / at relatives’ homes

Significant close (relative, friend) played games 57 93%
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The study participants also assessed satisfaction with their life situation on a 10-
point scale. The question was as follows: "Estimate how many points your life situation
suits you, on a 10-point scale, where 1 — does not suit you at all, 10 — absolutely suits
you." The average score for the entire sample of study participants is 7.17.

A positive relationship was found between satisfaction with one’s life situation
and marital status: married people had a higher satisfaction with their life situation
(Mann-Whitney test, U = 48, p<0.05).

Gaming motivation

1. The answers of the players to the question “What are games for you?” Were
analyzed

A. "Unusual experience, new impressions”" A frequent response was the
conclusion that games are a “different, interesting world” in which they can experience
unusual experiences and achieve impossible results. An example of a typical statement:
“In life, you cannot do what you do in games — bombing another country, control
dragons, fight, gain vivid impressions, fame ...”

B. "The modern form of leisure"” The answer to the question "What are games for
you?" most often it was: “this is the usual format for spending time, along with movies
and other forms of leisure activities.” An example of a typical statement: “This
entertainment is like a movie, but only “cooler” because you can participate in the plot
yourself”, “Games for me are entertainment and impressions, but also a time eater”.

C. " A way to escape from reality” The motive of escapism was also called a
frequent gaming motive, arguing that games for them are a way to distract from reality,
disconnect from pressing problems, and relieve one’s head after work. An example of a
typical saying: “Games are a rest from work, everything helps to* unload the head ”,*
For me, games are the easiest way to get away from a problem that bothers ”,* A good

way to get distracted in the evening after a hard day, to reboot ™.
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D. " Evolution, training” Sometimes players indicated such a motive as the

development of thinking, typical statements here were: “The game makes you think,”

“The game contributes to the active development of tactics in new situations” (Table 5).

Table 5
The meaning of video games for players ('"What are games for you?") (N = 61)
The meaning of video games Frequency Frequency %
Unusual experience, new impressions 21 34%
Modern leisure activity 34 55%
A way to escape from reality 32 52%
Evolution, training 9 14%

2. The answers to the question “What are you playing for?”” were analyzed.

A. "Getting emotions, experience" In answering the question of why they play,

the most frequent respondents indicated that games are a quick and uncomplicated way

to get emotions, impressions, experience.

B. “Distraction from reality” The second most frequent type of answer is a

motive for distracting from reality (escapism), avoiding everyday stress, pausing life and

rest from life in the game.

C. “Spending time” is also a frequent answer, indicating as a motive the desire to

fill the time with something interesting (Table 6).

Motives for spending time in games (N = 61).

Table 6

Motive Frequency Frequency %
Getting emotions, experience 36 59%
Distraction from reality (escapism) 38 62%
Spending time (filling time with interesting content) 25 41%
Other motives (competition, achievements, 14 23%
communication)

The attitude of players and their environment to their passion for games
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The players' answers to the questions “How do you feel about your hobby for
games?”, “Has your attitude to hobby for games changed?”, “How did people around you
relate to your hobby for games?” Were analyzed.

It turned out that the majority of respondents had an ambivalent attitude to their hobby
for games, and more often it was compensated (Pearson's chi-square, p <0.01).

A. The ambivalence in attitude to our passion for games in the analysis was divided
by us into simple ambivalence (“I like it, but it takes too much time’’) and compensated
ambivalence (“I used to suffer from it, but now I am neutral”, “the attitude is neutral, I
found a balance between games and life 7). Often, respondents with a compensated
ambivalent attitude to their hobby described it as “neutral” or “normal”. Their description
and explanation of why the attitude is neutral revealed the true state of things - the attitude
can be described as previously ambivalent, conflicting, but this was overcome -
respondents learned to live with it and not lose effectiveness in other areas of life, found

a balance (Table 7) .

Table 7
The attitude of players to their passion for games (N = 61).
Attitude type Frequency Frequency %
Ambivalent 36 59%
Ambivalent Compensated 38 62%
Positive 25 41%
Negative 14 23%

B. The attitude of the people around (the close circle) of gamers to the passion for
games is often described as ambiguous:
- for almost all respondents, negative or in the past negative from the older generation
(most often these are parents) or another significant loved one — for example, his wife.

Respondents spending a lot of time playing games is seen by them as a waste of time.
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- almost all respondents have a neutral attitude from friends or acquaintances (if they
themselves do not play) or positive (from those who play it themselves).
Thus, the parental figures of gamers are most often in opposition to this hobby and the
rest of the gamers environment that supports this hobby.

Discussion

Gamers are in a difficult life situation, “between two fires”: interest directs their
attention to games, they want to play, games give them new impressions and positive
emotions, help them escape from reality, which is sometimes difficult and burdensome,
it bores them. At the same time, they are faced with the understanding that spending time
at the games, receiving impressions, achievements, experiencing a sense of success, they
do not have time to realize themselves in real life and become truly successful. In addition,
almost always in the life of a player there is pressure of significant relatives, who are

often annoyed by the excessive enthusiasm of the players, “disappearance in the game".

3.2.3 The leading motives of everyday life in massive online games players

Hypothesis. The leading motives of everyday life for male players in video games
(gamers) are the motives for achieving and controlling the situation.

The results of the questionnaire “Motives of everyday life” on a sample of
gamers (N=1461) in a format with a Likert scale. (The questionnaire with instructions can
be found in Appendix 1, P. 3.1).

The results of the questionnaire show a right-handed bias of the answers (on the
histograms in Table 8). This means that almost all situations in this list are more
interesting for players than not interesting. At the same time, it is clear that some
interesting situations received higher marks, and these are the same results that were
obtained earlier on the election scale: the most pronounced motives are cognitive (learn

something, learn something), as well as achievement motives (receive result /
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achievements, to have a choice). Also, motives for meeting with novelty and unusualness
(to meet something new, to meet something unusual) received high marks. Table 8

presents the average ranks, a large table with medians and percentiles is in Appendix 1.

Table 8

The scale values of the everyday life motives on a sample of players of the massively

multiplayer online game World of Warships (N = 1474).

Motives Mean Sd hist

1. Learning 4,2 0,87 — | |
2. Achievements 42 0,89 ——all
3. Knowledge 4,2 0,88 —— =il
4. Choice 4,2 0,85 —
5. Immersion 4,0 1,04 —
6. Search for novelty 4,0 0,89 —
7. Search for unusual 4,0 0,95 —— |
8. Search for dynamism 3,9 0,90 ——nul=
9. Aesthetic 3,9 0,99 ——-—nln
10. Challenge 3.8 0,93 ——il=
11. Clarity 3.8 0,92 ——nul=
12. Influence 3,8 0,93 ——ul=
13. Entertainment 3,7 0,88 1=
14. Search for the unexpected 3,7 1,01 N I
15. Stimulation 3,6 1,01 ey N
16. Feelings of grandeur 3,6 1,06 i
17. Cooperation 3,6 1,01 __J_I_-
18. Benefits 3,5 1.13 i
19. Communication 3,5 1,03 __J_I_.

The most pronounced declared motive of the players was the motive of learning

("learn something, improve skills"), and the motive for cognition ("get know something,
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get information") also received high marks on the scale. Thus, the common thing for
players in games of this type is highlighted - expressed (declared) cognitive motivation.
The motive of achievement (“get the result, achievements™) is also clearly expressed. The
motives of communication and cooperation (“‘communicate” and “do something together
with other people”) turned out to be the least expressed motives.

In an additional study organized to compare male and female players, similarities
were also found between players of different sexes. The results of these additional studies

are in Appendix 1 P.3.4

Discussion

As a result of the analysis of the choices by the players of the most interesting life
situations for them, several leading motives of everyday life were identified. The most
pronounced motives in male players were cognitive motives, motives for learning and
achievement. These motives are leading regardless of the format of the questionnaire ——
the results of applying the questionnaire in a format with Likert scales are given in the
work, but when the same questionnaire was conducted earlier in a format with multiple
choice scales, the same motives that received the highest average ratings on the Likert

scale , were the most frequently selected option with scales of choice.

3.2.4 Three factors in the gamers’ motivation of everyday life

According to the scale values of certain motives from the 19 generalized motives
of everyday life that we identified and by their combination in the motivational profile,
we revealed three general motivational factors (Table 9, Figure 4):

1) Factor 1 - the motivation of the search for dynamism and novelty,
2) Factor 2 - the motivation of cognition and achievement,

3) Factor 3 - the motivation of hedonism and the search for stimulation.
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Motivation of the first type includes expressed motives for the search for novelty,
unusualness, surprise and dynamism, the desire to overcome. Motivation of the second
type includes the expressed motives of cognition, training, achievement, influence and
understanding. The motivation of the third type includes expressed motives of
entertainment, stimulation, a sense of scale and grandeur of something, profit, as well as
communication and cooperation. A dendrogram showing hierarchical clustering of

factors is shown in Figure 5.

The scales were named according to the motives that entered them.

Scale 1 (Factor 1) is designated as “Dynamism and Novelty”, since it included
motives for finding a new, unusual, unexpected and dynamic with large factor loads.
Factor 1 included motives: immersion, a search for surprise, novelty, unusualness,
dynamism, overcoming, aesthetics and cooperation. The smallest factor loadings of
motives of overcoming, aesthetics and cooperation included in this scale.

Scale 2 (Factor 2) is called “Cognition and Achievement”, since most of the
motives included in this scale describe the desire for learning, achievement and
understanding. Factor 2 included motives: learning, cognition, achievement, influence,
and choice.

Scale 3 (Factor 3) is called “Hedonism and Stimulation”, since the motives
included in it reflect the individual’s desire for entertainment and emotion. Factor 3 (the
motivation for hedonism and the search for stimulation) includes sub-factors such as
entertainment, communication, strong emotions, a sense of grandeur, and profit.

Table 9 presents the individual motives that are included in each of the scales, with

factor loads (the factor loads below 0,4 were excluded).

Table 9

Factors in the structure of gamers’ motivation of everyday life

Scale 1 (Factor 1) “Dynamism and Novelty” (% disp 18,035)

Search for the unexpected 0,864
Immersion 0,670
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Search for dynamism 0,642
Search for novelty 0,593
Search for unusual 0,506
Challenge 0,491 0,404
Aesthetic 0,480
Cooperation 0,439
Scale 2 (Factor 2) “Cognition and Achievement” (% disp 17,066)

Learning 0,838
Knowledge 0,806
Choice 0,612
Achievements 0,604
Influence 0,434
Clarity
Scale 3 (Factor 3) “Hedonism and Stimulation” (% disp 15,188)

Benefits 0,762

Entertainment 0,677

Stimulation 0,649

Communication 0,594

Feelings of grandeur 0,495
* Factor extraction method: principal component analysis. Rotation method: varimax with Kaiser normalization.
a. The rotation converged in 7 iterations.

The factor validity of the selected scales was verified using confirmatory factor
analysis. The one-factor model (Chi-square = 1053.81, df = 135) and the 3-factor
(“nested”) model (Chi-square = 1034.99, df = 132) were compared. The Chi-square
difference of 21.18 for the difference df = 3 is statistically significant (p <0.001).
Therefore, the 3-factor model is much better consistent with the source data than the 1-
factor model. Thus, the factor validity of the scales of the 3-scale technique is confirmed.

The reliability of the Alfa-Kronbach scales was checked (Table 10). Scales are quite

reliable in terms of the internal consistency of their items.

Table 10
Reliability of scales of the questionnaire “Motives of everyday life”
S1 S2 S3 SS
o
o o o
Cronbach N Cronbach N Cronbach N Cronbach N
0,838 8 0,783 5 0,730 5 0,899 18

* Scale 1 - “Dynamism and novelty”; Scale 2 - “Cognition and achievement”; Scale 3 — “Hedonism and Stimulation”.
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The admissibility of combining three scales into one general scale by summing was
checked using the Spearman correlation coefficient r to show the consistency of the
questionnaire scales with a general scale (Table 11). More detailed statistics are in

Appendix 1, P. 5.

Table 11
Correlation of scales of the “Motives of Everyday Life” questionnaire.
S'1 S2 S3 SS
Spearman's S1 |Correlation 1,000 ,593™| 5257 ,808"
rho Sig. (2-tailed) . ,000 ,000 ,000
N 1661 1661 1661 1661
S2 |Correlation ,593" 1,000/ ,536" ,804™
Sig. (2-tailed) ,000 . ,000 ,000
N 1661 1661 1661 1661
S3 |Correlation 5257 536" 1,000 762"
Sig. (2-tailed) ,000 ,000 . ,000
N 1661 1661 1661 1661
SS | Correlation ,898"| 804" | 762" 1,000
Sig. (2-tailed) ,000 ,000 ,000 .
N 1661 1661 1661 1661

**_ Correlation is significant at the 0.01 level (2-tailed).
Scale 1 - “Dynamism and novelty”; Scale 2 - “Cognition and achievement”; Scale 3 — “Hedonism and Stimulation”.

Discussion

In the empirical model of Nick Yee's gaming motivation we are considering, we
saw 6 main factors of gaming motivation - action, sociality, skill, achievement,
immersion, and creativity. In our model of motivation for everyday life, we got three
factors - novelty / dynamism, cognition / achievement and hedonism / stimulation. We
assume that everyday interest in dynamism and novelty can be reflected in such game
motives as action and creativity, the desire for knowledge, training and achievement
in everyday life to transform into game motives of mastery and achievement, and the
general life motive of hedonism and stimulation to find implementation in the game

through game motives of immersion and sociality.
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3.2.5 Comparison of playing and non-playing men by the scale values of the

motives of everyday life

This comparative analysis examined the responses to the Motives of Everyday
Life questionnaire for playing men (N = 1461, age 17 to 70, average age 37.8) and
non-playing men (N = 200, age 17 to 70, average age 35 ,4).

Hypothesis. Male gamers differ from non-playing men in less pronounced motives
of everyday life such as communication and cooperation.

Results. Players and non-players according to the scales value of motives were
more similar than different. In both groups, the highest average scores were cognitive
motives ("knowledge", "learning") and the motive of "achievement". But differences

between the groups were nevertheless revealed (Tables 12 and 13).

Table 12
Comparison of the scale values of the motives of everyday life in men playing (N = 1461) and

not playing (N =200) video games.

Non-players Players Total
Mean SD Mean SD Mean SD
Influence 3.99% 902 3.79% 933 3.82 931
Entertainment 3.70 .868 3.73 .880 3.72 878
Feelings of grandeur 3.93* 1.033 3.62% 1.063 3.66 1.064
Knowledge 4.36 764 4.24 .883 4.26 .870
Learning 4.23 770 4.22 .866 4.22 .855
Search for unusual 4.15 .861 3.99 951 4.01 942
Communication 3.92% .896 3.53% 1.030 3.58 1.023
Benefits 3.76* 995 3.52% 1.126 3.55 1.114
Stimulation 3.76%* 1.042 3.60%* 1.000 3.62 1.006
Aesthetics 4.15% .825 3.90* 982 3.93 967
Immersion 3.71% 1.150 3.96* 1.028 3.93 1.046
Cooperation 3.73 912 3.57 1.007 3.59 997
Search for novelty 4.10 750 4.00 .881 4.01 .867
Achievements 4.28 .828 4.15 .883 4.17 877
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Choice 4.20 741 4.21 .848 4.21 .836
Challenge 3.93 .868 3.81 927 3.82 921
Clarity 3.62%* .888 3.84%* 914 3.81 913
Search for the unexpected 3.52 913 3.66 1.008 3.64 998
Search for dynamism 3.85 788 3.91 .893 3.90 .881
Age (average) 35.4 11.93 37.8 9.05 36.6 10.01

* the significance of differences is noted (Wilcoxon test and Mann-Whitney test, adjusted for the
multiplicity of the Bejamini-Hochberg test, p<0.05)
Table 13

Comparison of the scales value of the motives in playing (N = 1461) and non-playing (N = 200)

men
%?Eiy Wilcoxon 7 zglsgn(lg_
U W tailed) *
p corr
Feelings of grandeur 120415.5 | 1188406.5 | -4.208 < 0,001 < 0,001
Communication 114451 1182442 -5.2 < 0,001 <0,001
Influence 126725 1194716 | -3.232 0.001 | 0.006333
Aesthetics 126742 1194733 | -3.21 0.001 0.00475
Clarity 126721 146821 | -3.234 0.001 0.0038
Immersion 128997.5 | 149097.5 | -2.826 0.005| 0.015833
Benefits 130099.5 | 1198090.5 | -2.611 0.009 | 0.024429
Stimulation 131220 1199211 | -2.448 0.014 0.03325
Cooperation 133072 1201063 | -2.153 0.031 | 0.065444
Search for unusual 133376 1201367 | -2.124 0.034 0.0646
Search for the unexpected 133682 153782 | -2.046 0.041 0.070818
Achievements 134084 1202075 | -2.035 0.042 0.0665
Challenge 136040.5 | 1204031.5 | -1.674 0.094 | 0.137385
Knowledge 137467 1205458 | -1.479 0.139 | 0.188643
Search for dynamism 138290.5 | 158390.5 | -1.307 0.191 0.241933
Search for novelty 138629 1206620 | -1.263 0.207 | 0.245813
Choice 140773.5 | 160873.5 | -0.907 0.364 | 0.406824
Entertainment 143205 163305 | -0.483 0.629 | 0.663944
Learning 144139.5 | 164239.5 | -0.335 0.737 0.737

* the corrected significance of differences adjusted for the 19-time correction of the Bejamini-
Hochberg test, p<0.05)

Higher average values on the Likert scale are observed in non-playing men in
motives related to communication (Wilcoxon test, p<0.01), aesthetical motives and

feelings of grandeur (Wilcoxon test, p<0.001). For players we see higher scales value



251

for a clarity motive that means a desire to have an understandable task (Wilcoxon's
test, p<0.05). Players have higher assessments of situations related to
understandability of tasks than non-players, while significantly less interest to the

situations in which they can influence (Wilcoxon test, p<0.01).

In addition to comparing directly for each motive, a comparison of playing and

non-playing men was made on 3 scales of the questionnaire (Table 14).
Table 14
Comparison of the motives in men playing (N = 1461) and non-playing (N = 200)

according to 3 scales of the questionnaire “Motives of everyday life”

Sample N Mean Rank Sum of Ranks

S1 Non-players 200 858,38 171675,50
Players 1461 827,25 1208615,50
Total 1661

S2 Non-players 200 866,82 173363,50
Players 1461 826,10 1206927,50
Total 1661

S3 Non-players 200 964,45 192890,00
Players 1461 812,73 1187401,00
Total 1661

SS Non-players 200 904,04 180807,00
Players 1461 821,00 1199484,00
Total 1661

Scale 1 - “Dynamism and novelty”; Scale 2 - “Cognition and achievement”; Scale 3 — “Hedonism and Stimulation”.

S1 S2 S3 SS
Mann-Whitney U 140624,500| 138936,500| 119410,000| 131493,000
Wilcoxon W 1208615,500| 1206927,500 | 1187401,000 | 1199484,000
Z -,863 -1,133 -4,223 -2,298
Asymp. Sig. (2- ,388 ,257 ,000 ,022
tailed)
a. Grouping Variable: Players

Differences were obtained on the 3rd scale of the questionnaire — “Hedonism and

stimulation”. Among the players there are more men who rate the motives included in
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this scale extremely low, and among non-players there are more men who highly value
these motives (Figure 5). More detailed statistics can be found in Appendix 1,
paragraphs 4.1 - 4.3.

Since the differences on Scale 3 are statistically significant, it is permissible to
interpret the differences on the motives included in this scale.

As expected in our hypothesis, for non-playing men, communication with other
people turned out to be significantly more important (Wilcoxon's test, p<0.01).
Regarding the motive of cooperation, which entered a different scale, no such
differences were found. With a lower level of significance, but also the samples differ
in the severity of motives for gaining benefits and strong emotions (Wilcoxon test,
p=<0.05). Differences in average for each item in the questionnaire can be seen in

Appendix 1, P. 3.3.
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Figure 5. Differences on the 3rd scale of the questionnaire “Motives of everyday life” in

men playing (N = 1461) and not playing (N = 200).

Discussion
The results of comparing the scale values of motives showed peculiarities in the
general motivation of men playing and not playing, similar in their socio-demographic

parameters [32]. More pronounced ethical motivation (which, according to B. G.
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Ananyev, expresses a person’s need for social connections, directs activity the search
and establishment of social ties) was revealed in non-playing men, as well as aesthetic
motivation (which is based on the interaction of gnostic and ethical motives and
represents the most complex form of perception as getting pleasure from the aesthetic
properties of the reality) [6].

These types of motivation in gamers are less pronounced, and it is precisely reduced
indicators of motives for communication and interaction with people that can be
factors that determine the interest of these people in spending time in virtual worlds
with virtual communication. As well as a reduced aesthetic motivation, the fact that
players prefer to spend time in the game rather than on a walk along the lake or in the
mountains can also explain. A lesser tendency to admire the surrounding reality can
also determine the choice of game activity.

In the game development studio, we carried out a large-scale multi-stage study of
the game motivation of the players together with the research department, asking them
the question: what do you think is most important in online games? The answers were
initially collected in an open form, several thousand players answered the question,
subsequently a list of the most frequent answers was compiled from them, and the
most frequent answer was: “the opportunity to relax and rest”.

This seemed to us a puzzling result, raising the following questions: why are the
players so tired that the most important thing in the game seems to them to relax?

Thus, the players have a more pronounced desire to solve understandable
problems (‘“clarity” motive), which we interpret as a desire to solve them with
guarantee and be successful and feel control over the situation.

The cognition and achievement motives of playing and non-playing men were
equally highly expressed, which can be interpreted as the universality of the values of

cognition and achievement in modern society, in particular among its male part.
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3.2.6 The impression of their life achievements in online video games players

Representatives of all ages have frequent answers — creating and maintaining their
families (12% of all answers), giving birth and raising children (10%), education (7%),
good work, building a career (8%). Among achievements in life, achievements related
to video games are hardly mentioned (less than 1% of all answers).

Age differences in the ideas about one’s life achievements

The designation of the most significant achievements is reduced to the following
main topics (N=603):

1. in a group of 17 to 23 years (N=217): graduation / admission to educational
institutions; study and educational achievements, mastering something (learned to
shoot, draw, play musical instruments). A rather large proportion of the answers
characteristic of this age is I don’t know, I find it difficult to answer this question (10%
of respondents of this age answered this way).

2. in a group from 24 to 35 years (N=195): creating your own family; good job,
building a career; that he earned something or acquired property; birth of children.

3. in the group from 36 to 50 years (N=147): a long time existing family, children; the
frequent answer is work experience in a particular field or company for many years or
long service experience in the army. Players of mature age consider their achievement
to be constancy in maintaining personal (family) ties and constancy, a stable position
for many years in the career field; in the answers there is the theme of life expectancy
and survival: “achievement — that I have lived to my age, that I am still alive”, etc.

4. in the group from 50 to 66 years (N=44): family and children are often mentioned,
the category of “grandchildren” appears, as well as “pension”; in this age category,

29 ¢¢

there is also the theme of life expectancy and survival: “lived to his age,” “still alive,”
etc.
The set of answers to this question is generally uniform and the gap in frequency

between the answer “family” (12%) and other answers is quite large. Also often in the
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responses appear children (10%), which are a significant achievement in themselves,
the fact of their birth.
Those respondents who disclosed why the family is an achievement indicate

maintaining the well-being of their family as their own achievement.

Discussion

The study was organized to better understand the content of the motivational-

semantic sphere of male players as a small additional study. The purpose of the study
was to find out what achievements representatives of different generations of male
players consider their most important achievements in life at this stage. Both universal
for all ages and specific features of the designation by players of mass online games
of their main achievements in life were revealed.
The most common answers for representatives of all ages are the creation and
maintenance of their families, the birth and upbringing of children, education, good
work, and career building. Achievements in the field of video games are rarely
mentioned.

Thus, the question asked of the players about their main achievements in life
turned out to be a question for them about the successful implementation of life
scenarios. This is clearly seen when analyzing the answers to the question of
achievements in different age groups, in each of which we can see life scenarios
leading for this age, that is, a life plan adopted in society, each stage of which must be
completed at a certain age. And the successful implementation of these scenarios is
regarded by people as a personal achievement. Similar studies conducted by us with
representatives of different cultures (Americans and Europeans) showed not
significantly different results for Russian and American and European male players
[31]. Other studies of life scenarios in psychology show a high degree of closeness of
normative scenarios in many cultures, which reflects the universal aspects of human

existence [23].
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Confirmation of the stability of motives’ scale values in different samples by
means of cohort slices conducted for six months (using multiple choice scale).
Additionally, the responses to the Motives of everyday life questionnaire were
analyzed on cohort sections of the audience of the multiplayer online game World of
Warships, which was done once every two weeks during half a year. This research
was based on the variant of the questionnaire with the multiple choice scales.
Figure 6 shows a graph of the combined data from the results of several cohort
sections of the audience of the massive online game World of Warships, held every

two weeks during the six months from November 2017 to March 2018.

Which of the following is most interesting to you in life?

Learning
Achievements
Knowledge

Choice

Influence

Immersion
Entertainment
Communication
Search for novelty
Benefits

Clarity

Cooperation
Aesthetic

Challenge

Feelings of grandeur
Stimulation

Search for dynamism
Search for dynamism

30,70%
30,60%

Figure 6. Combined responses to the questionnaire “Motives of everyday life” for several

cohort sections of the mass online game audience (N = 9,251).

The responses to the questionnaire on multiple choice scales are displayed as a
percentage of those who choose one or another motive. Here the results are presented
precisely on the election scale, since players were regularly and massively questioned

in this format of the scale. The number of people in each section ranged from 400 to
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1,500 people. A total of 8 slices were made. It was found that the “rating” of motives
within a large sample of players in massively multiplayer online games is extremely
stable, the picture of the preferences of some motives to others is the same from
measurement to measurement, despite the fact that different people from the same
large population of players were interviewed.

Discussion

Considering the fact that it was not game motives that were studied, but a broader
formulation of the question was used, we got a list of general meaning-forming
motives that reflect the players' orientation in life. More preferable situations or
activities were identified by the players that they selected as the most interesting, we
consider them as the dominant motives for this sample.

The leading motives for this sample of players we call those situations or activities

that are most often selected by the players on the multiple-choice scale or who received
the highest average rating (average rank) on the Likert scale.
This study does not focus on the motivation of online gaming itself, but answers the
question of the motivation of players in general, but it is understood that the general
direction affects the choice of any activity, including games that people prefer to play.
And what he is interested in doing in life, it will be interesting for him to realize in the
game.

Basically, we conclude that the dominant motives of the players reflect the
modern cultural values of modern men of active mature age, as a whole, is universal
for the totality of players in mass online military-related games.

The result obtained by cohort slices shows us that the structure of interests of
modern men who are in active working age is generally stable and from measurement
to measurement is characterized by a similar distribution of ratings on the selection
scales in different samples from the total population of players, which tells us that all
members of the population have a similar picture of interests.

The fact that non-playing men are more interested in situations related to

communication and interaction with other people echoes the data from interviews with
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players, where they quite often say that they prefer to play games in a single format
and rarely say that they play games for the sake of communication. Admiring the
beautiful, the feeling of scale and grandeur is interpreted by us as the higher need of
non-player men in contact with the real world, in which, indeed, you can meet
extremely beautiful, large-scale and grandiose objects. The fact that playing men have
more expressed interest in understandable tasks and are less interested in influencing
the situation is interpreted by us as reluctance to take on additional control over life
and bear additional responsibility, because, quite possibly, it is enough. And this
echoes the data from the interview, where many players explain their departure to the
game as a desire to disconnect from reality and take a break from it.

Regarding massive online games, the question arises, how does the low interest
in communication situations correlate with the choice of this massive online format:
is this format necessarily related with the communication of people? In the
observations of the game of players in the UX laboratory and in conversations with
them, the tendency to minimize communication with other participants in game events
was often observed. Players explain this by the fact that they most often have different
motives for joining the game, and communication is an additional opportunity that can
be adjusted at your discretion. The player can choose a format and modes in massive
online games where he will not have to communicate with other participants, and

where there will not even be other participants (training rooms, modes with Al, etc.)

The results Part 2. Subjective and real (objective) success of players
3.3 The comparison of subjective assessments of players’ own success and

estimates of the real success recorded in the game

In this part of the study, hypotheses about the ratio of subjective and objective

assessments of one's success in the game were tested.
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Hypothesis 1. Players tend to overestimate their success in the game, mentally
put themselves in a higher place in the team based on the results of the battle (on
average) than they actually take. To assess the difference in the distributions of the
subjective assessment of their success and the objective assessment of success from
the game logs, the Kolmogorov-Smirnov test was used: D =0.512 p <0.001.

On Figure 7 we can see that the peak of divergence is achieved is situated in 3rd
place — this means that most of those who overestimate themselves put themselves in
third place, while in fact they are on average in 4th place and lower. Most respondents

subjectively identify themselves in places 3 through 6.
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Figure 7. Distribution of subjective and real estimates of the average place of players in a
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team in post-battle statistics (N=4206).

On Figure 8 we can see the difference between the subjective and objective
assessment of the respondent's place in the team in post-battle statistics. It can be seen
from the data that most respondents tend to put themselves subjectively about 1-2
places higher than they actually are (according to the game logs): the difference with
a minus sign on the abscissa scale means putting yourself in a place higher than the

actual average place. Those who accurately evaluate themselves in the diagram are
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indicated by a dashed line. The average discrepancy between the objective and

subjective places in the sample is 1.7.

400

200

____________’:_,.l.-.:':'L___________

Figure 8. The difference between the subjective assessment of their place in the team and the

real assessment (from the logs of the game) (N=42006).

Hypothesis 2. Real success (the actual average place in the team according to the
results of the battle for the month) is negatively related to the size of the error relative
to their average place in the team, that is, those who are lower in the ranking of
objective statistics are more mistaken about their average place (Pearson coefficient r

=.0.47, p <0.001) (Table 15).
Table 15
Correlation between age, subjective and objective assessment of a player’s success in a game,

and game evaluation.

Subjective place | Real place in Game
Feature Age
in the team the team evaluation

Age

Subjective place in the 0.185*

ceam p<0.001
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Real place in the team p(l(l)?(fo*l p0<?)602; 1
Game evaluation 0o noz2 01
p>0.05 p>0.05 p<0.01
0.024 0.647* -0.476* -0.051*
Bias in self-esteem p>0.05 p<0.001 p <0.001 p <0.001

* the significance of the differences is noted (Pearson coeff. adjusted by Bejamini-Hochberg for a

ten-fold check of significance).

Hypothesis 3. Players with a big bias in evaluating their success like the game
they play more than players with an adequate assessment of their success.

This hypothesis was not confirmed, the players were not found to have a
correlation between the magnitude of the error in evaluating their success and
evaluating the game.

Discussion

Gamers are looking for success in the game, and regardless of the actual state of
affairs, they are inclined, at least insignificantly, to overestimate their successes. A
bias in grades of 1-2 positions compared to objective grades is typical for most players.
For those who occupy low places in the overall rating, it is more characteristic to
overestimate their grades.

Reassessing our success in games is another indicator for us that male players have
a need to experience a sense of success both in life and in the game. Those who have
low success rates in the game show a more significant overestimation of their success
than moderately successful players.

In an additional study comparing male and female players, we found that women
tend to more adequately evaluate their success in the game. The statistics for this study

are in Appendix 2 P.2.
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3.4 Comparison of the study results with the N. Yee’s game motivation model

One of the objectives of the study was to compare the model of Yee's game
motives and the empirical data we obtained about the game and general motivation of
men involved in mass online games.

In the Yee model, six generalized motives for gaming are identified: Action,
Sociality, Mastery, Achievement, Immersion, and Creativity. It is noteworthy that a
number of empirically obtained motives expressed by our respondents coincide with
three of the six main generalized motives of Yee's playing activity — mastery,
achievement and immersion: 1) the generalized motives of everyday life declared by
our respondents — cognition and learning — show similarity with the game motive
“Mastery”, identified by Yee, 2) the motive of everyday life “achievement”, as well
as the players increasing their subjective success in games, which we found
empirically, they are reflected in the game motive “Achievement”, described by Yee;
3) the motives that are also quite pronounced among the respondents in our study —
“Surch for the unusual” and “Immersion” — coincide with the motive gaming
"Immersion" described in the Yee’s model.

At the same time, our respondents found a low scale values of the motives
associated with communication and interaction with other people — these motives
coincide with the “Sociality” motive in the Yee’s model. The social motives of our
respondents are slightly expressed in comparison with cognitive ones, but,
nevertheless, they are still present in the motivation picture of the everyday life of
male gamers who participated in our study. The generalized motive of Yee, which he
calls "Action", among male gamers in our sample has a medium severity (stimulation
and search for dynamism motives in our model). And the desire for self-expression,
the ability to create, experiment with objects of the environment did not find their
reflection in the motivation picture of our respondents. We can conclude that the

choice of the games they play (namely, the military-historical mass online games
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where military battles take place based on the battles known in the history of mankind
using realistic military equipment) is due to the fact that the creative component in
these games is not submitted. Players who have in their motivational-semantic domain
motives for self-expression and creation do not choose such games but choose others
that provide more opportunities for creativity in the space of the game.

In addition, in the motivational domain of the players who participated in this
study, there are motives that are not represented in the Y ee model (for example, control
motives — “Choice”, “Influence™). These features reflect the characteristic
motivational profile of the set of players in mass online military-historical games
described in this paper and determine their choice of games of this particular genre
and with such content, where in the game space it is possible to learn something and
learn something, to achieve success, to control processes, but it is not supposed to be
particularly involved in communication and interaction, and there is no opportunity to

fantasize and reveal creative potential.

Conclusions for Chapter 3

During the analysis of the results of empirical studies, the following hypotheses
were confirmed:
1) the hypothesis about the presence of the achievement motive among the leading
motives of everyday life in male gamers
2) the hypothesis that the male gamers differ from non-playing men in terms of the
scale values of specific motives: in non-playing men, ethical and aesthetic motivation
1s more pronounced
3) the hypothesis that the leading type of motivation for male players in video games

(gamers) is the intrinsic motivation.
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4) the hypothesis about the increase in self-evaluated values of success in the game:
players on average tend to overestimate their achievements in the game (when they
cannot verify this)

5) the hypothesis about the similar elements of the individual history and life situation
of the gamers: in male gamers’ life story, there is the resistance from an older
generation family member or other significant person in the gamer’s environment,
which causes a conflict of intrinsic motivation for games with external pressure against

games.

The following hypotheses were not confirmed:
6) the hypothesis about the positive attitude of gamers to their hobby for games: an

ambivalent attitude of gamers to their hobby for games is revealed.
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Main findings

1. Based on a large number of psychological scientific texts analyzed, which
reflect the most significant trends in understanding the role and functions of a video
game, the results of studies on the motivation of players in computer games presented
in modern psychological literature, both domestic and foreign (not translated into
Russian), are summarized . It was found that the motives of gaming activities can be
revealed empirically using player polls and factor and cluster analysis procedures.

2. In this thesis, it 1s empirically shown that the main motives of the everyday life
of today’s active male gamers, are the motives for achievement and cognition. For
most players, these motives are leading, and the motives for communication and
cooperation with other people are the least pronounced.

3. In non-playing men, in comparison with playing men, more pronounced ethical
motivation was revealed (which, according to B. G. Ananyev, expresses a person’s
need for social connections), as well as aesthetic motivation (which is based on the
interaction of gnostic and ethical motives and represents the most complex type of
perception as enjoying the aesthetic characteristics of the objective reality) [6].

4. According to the scales value of the empirically revealed motives of everyday
life that we identified and by their combination in the motivational profile, we revealed
three general motivational factors: 1) search for dynamism and novelty, 2) search for
knowledge and achievement, 3) hedonism and the search for stimulation.

5. It has been found that the leading type of gamers’ motivation is intrinsic
motivation.

6. It was revealed that in a video game, male players increase the subjective
assessment of their successfulness and the subjective sense of control (agency). These
subjective assessments do not always correspond to real (objective) indicators of

success but are overestimated by the players. Nevertheless, the subjective increase in
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successfulness 1s experienced by them as real-life success and becomes a motivating
factor that involves them to play games.

7. The male video games players have similar elements of the individual stories
of gaming: they are the early start, technical capabilities for a game (console, personal
computer) in their early years, and the behavioral pattern of a significant close (friend,
father, brother) used as an example. Gamers often have “the significant others” with a
negative attitude to gaming.

8. Among the declared gamers’ motives to spend time in games, the main ones
were motives for obtaining emotions and impressions, distracting from reality
(escapism) and filling free time with interesting content.

9. The phenomenon of compensated ambivalent attitude of the gamers to their
passion for games was discovered. They are in a difficult situation — on the one hand,
they are interested in playing activities, they get impressions and fulfill the needs for
achievements, but, on the other hand, they realize that time and effort are wasted, and
in real life, achievements are not raising. In addition, the negative attitude of the
significant others increases the ambivalence of the attitude to his passion for video
games.

10. The following conclusion was made: in a small scale, participation in massive
online games gives positive effects (improving mood, increasing life satisfaction,
increasing the level of control over emotions, developing of cognitive skills). In a large
scale, passion for games can lead to the extreme immersion in the virtual reality at the
expense of real life. This result echoes the results of a structured interview conducted
as part of this study, in which the gamers, describing their ambivalent attitude to their
passion for games, associated it with a combination of interest and a sense of wasting

time.
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Conclusions

In this research thesis, we answered two main questions:

1) What motives of everyday life are most pronounced among male players in
massive online games and direct their activity, and which motives are less
pronounced?

2) What is the function of online games, what needs of an adult male audience do
they satisfy, and what does this mean for society as a whole?

As a result of a long multi-stage qualitative and quantitative study of the gamers'
motivation, it was possible to identify a number of key motives that characterize the
motivational sphere of men playing massive online military-historical games. Motives
for cognition and achievement were highlighted as the main ones. The least
pronounced ones are the motives of communication and cooperation with other
people. The distribution of ratings according to the scales of the methodology for
identifying players' motives is stable according to the results of cohort slices: for
different groups of the total population of players, the order of motive preferences on
the multiple choice scale is reproduced (choose from 1 to 3 out of 19 motives), which
allows us to draw conclusions about the high uniformity of these samples and their
representativeness relative to the general population of players.

It has been shown empirically that the games give players an increased sense of
success and an increased sense of control (sense of agency).The results of a study of
the leading motives of players (in particular, the motive for achievement) can serve as
an argument for this idea. As well as the results of comparing them with non-players
(for example, it is more important for players than non-players for an understandable
task) are also confirm it. A comparison of subjective and objective success shows that
players use the virtual space of the game to increase the subjective assessment of their
success. The main work of consciousness, according to V. M. Allakhverdov, consists

in eliminating the contradictions [4]. Here we see an example of such a work —
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smoothing out cognitive dissonance from one’s own failures in a game by
overestimating one’s success, placing oneself in a higher place than the player actually
located on. But why is such "self-deception" necessary? The main provision of the
Self-Determination theory is that the need for competence, success is the most
important basic need of the individual. And one can see that the game allows people
to experience success. Sometimes a person, indeed, successfully solves game
problems, and sometimes the need for success is fantastically realized by building his
successful image. But this does not allow us to conclude that in the game it is possible
to increase success only illusory. In video games, there are many ways to provide the
player with feedback, so he will not be in constant euphoria from his imaginary
successes. In some games, the process is specially organized in such a way that defeat
and frustration with success and awards are balanced in the player’s game activity.

Thus, using various methods, we were able to show that video games contribute
to increasing the subjective level of success. Among the motives of everyday life of
playing men more than non-playing men, a motive is expressed for participation in
situations where there is a clear task, which also indicates the need for control over
what is happening. Perhaps this is due to the psychological attractiveness of the games
for people. By playing, they satisfy the need for competence (experiencing success),
autonomy (they feel control and independence), as well as connectedness. Despite the
fact that this need seems less pronounced in playing men than in non-playing men,
nevertheless, such motives also stand out in the empirically revealed motives of
everyday life.

If one of the important functions of the game is to provide the player with a sense
of success, a logical question arises: is this harmful to the players? Won't they go away
completely into this illusory world, where they succeed or at least seem to succeed?
Whether they will abandon their affairs, careers, families, this unsteady and
unpredictable real world in which they are required to succeed, but at the same time it

1s so difficult to get where a person is forced and wants to control the situation, and
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unexpected cataclysms, crises, illnesses and other stressful factors knock out the soil
from under the legs and do not allow it to control?

As a solution to this problem, which was convexly reflected in the last book by F.
Zimbardo, “Man, interrupted”, we see the development of standards for playing time
in which a positive (supportive, therapeutic) effect from being in a virtual gaming
context is possible. Along with the problems and difficulties that games bring to our
lives, they bring improvements and help in the development of intellectual and
emotional skills. As an example, studies showing improvements in a number of
cognitive skills after active participation in video gaming sessions (for example,
improving attention indicators in a group of non-gamers after specially organized
sessions of the action genre game for 10 days, 1 hour per day [61]. In addition to
improving cognitive skills, games give a break and relieve stress, improve mood and
allow you to develop emotional regulation skills.

This thesis shows an increase in the self-assessment of one's success in the game
reality. A subjective feeling of success leads to the transformation of the self-image,
the growth of self-confidence [52, 91]. In the studies of A. G. Shmelev, it is shown,
based on the results of factor and cluster analysis of constructs and elements of
repertoire lattices, that the structure of self-consciousness of players and non-players
i1s different: the former generally have higher self-esteem than the latter [51].
According to A. Bandura’s self-efficacy concept, mental health and well-being are
important not so much as objective results in themselves, but as their interpretation by
a specific person and expectations of success, positive results of their own actions [21].

If we look at the problem more broadly, then, as Russian psychologists A. G.
Asmolov and G. A. Asmolov claimed, in the XXI century the Internet has become a
platform for restoring identity stability [9, 136]. And video games are just a special
case of online activity these days. B. G. Ananyev noted that personality is not only a
product of history, but also a participant in its movement, an object and subject of
modernity. Perhaps the most sensitive indicator of a person’s social connections is his

connection with contemporary reality, with the main social movements of his time [6].
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For example, empirical results show that gamers’ identity is positively associated with
self-esteem and social competence, and negatively with loneliness [ 100]. Therefore, it
seems pointless to declare this modern trend uniquely harmful and direct the forces of
society to fight it. Since studies show that the problem of society is not games as such,
and in the excessive enthusiasm for games, the development of time standards for
different games could be a good help for teachers, parents and, for example,
psychotherapists involved in the problems of gaming addiction.

By measuring game motivation, we can thus analyze the quality of the game itself.
Knowing the proportion of the internal or external motivation of people choosing a
game, we can judge how this game meets the basic needs of people in autonomy,
competence and relatedness [28].

Among other things, this opens up great opportunities for combining the interests
of the gaming industry and the education system. Based on the results of the study of
players’ motivation, it is obvious that mass online games will continue to play, and
more and more people will be involved in it. Based on this understanding, it is possible
to develop educational and developmental games in such a way that they would prefer
to play in them.

Today society faces the question: are video games useful or harmful? After
analyzing the studies on the impact of video games, we made the conclusion that video
games as a phenomenon for almost every person is a global phenomenon that has not
a clearly negative or uniquely positive effect on the human mental life, but it presents
a complex set of effects. It makes no sense to talk only about one side of the problem
and try to ignore the other.

Describing the positive effects of video games, we should not forget about their
negative ones. There are many studies on the problems of gaming addiction or the so-
called "problem gaming". For example, studies that reveal increased aggressiveness,
the development of gambling addiction and depressive states that develop as a result
of abuse of video games [78]. But even more studies show that such results may be at

least highly exaggerated. A group of American scientists from the University of
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Colorado and the Seattle Science Center performed a cognitive-anthropological study
and published the results in Computers in Human Behavior in 2017. An important
conclusion they made that the idea of gaming addiction as a disorder should be
reconsidered in connection with the following discoveries of the authors: deep
immersion, an extreme passion for games has a number of positive and negative
effects that give an overall holistic effect from video games, by its nature, neither bad
nor good, but containing components of both bad and good. And the consideration of
“problem gaming” or gaming addiction as a negative phenomenon makes sense only
if this influence is not balanced but has a significant bias towards negative effects.
This fundamentally changes the idea of gambling addiction and casts doubt on the
tools with which such an addiction is usually diagnosed. Because the presence of
certain negative effects can be balanced or outweighed by positive ones, but this
balance is not measured by diagnostic methods of dependence. To sound the alarm
about human mental health, the authors propose only if a strong passion for games is
combined with a significant bias in favor of negative effects compared to positive
ones. The authors call the proposed approach “cultural consensus” for the psychiatric
practice of measurement and diagnosis [119]. Even newer studies of factors
contributing to the development and strengthening of gaming addiction have shown
that the level of player’s self-control and the type of gaming motivation play an
important role in its occurrence and dynamics: not the games themselves, but the
weakness of self-control combined with external motivation for the players contribute
to the development and the more severe course of gaming addiction [109].

Of course, one should not turn a blind eye to the possible negative consequences
of excessive passion for games, but for psychology this does not mean that you need
to decide and make a verdict — games are harmful or useful — and decide which side
the researcher should take. On the contrary, an understanding of the complexity and
versatility of the impact of a video game on a person, an awareness of the positive and
negative aspects of this influence, and an understanding of the conditions under which

it can turn from positive to negative, can provide a promising area of research aimed
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at assessing the relationship between harm and harm in qualitative empirical studies.
the benefits of video games, as well as find ways to reduce the negative and increase
the positive effects of passion for video games [113]. Long, longitudinal studies of
these consequences are necessary in order to draw any reasonable conclusions not only
about the short-term effect, but also about the long-term impact of games. In order for
studies of the impact of games on humans to produce the most accurate, complete
results, they must be carried out not only by the forces of general psychology or
developmental psychology or psychiatry, because each of the disciplines emphasizes
research design and uses its own methodology. Such studies should be
interdisciplinary, comprehensive, within the framework of new branches of
psychology — for example, cyberpsychology — involving various approaches and
methods both within psychological science and outside it [15].

Further development of the gaming industry is inevitable, society can take a
constructive position — not to put forces in the fight against the gaming industry, trying
to compete with it using non-gaming forms of training and treatment, but to adopt the
techniques and ways in which it positively affects players, gives them a sense of joy,
control and success, and use these advanced technologies for socially significant

purposes.
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APPENDIX 1

P 1. Questions that were asked to the players as part of a structured interview,
N=61)
Common block
Your marital status, age.
Do you consider yourself a gamer?
How often do you play video games?
How long have you been playing comp. games?
How did you start playing? On what?
When did you first get carried away? What was this game and how old were you?
Are you closer to the multiplayer format (multiplayer games with other people) or the
single (single player)?
Have you ever wanted to become a professional cybersportsman?
How many points are you satisfied with your life situation? (On a 10-point scale, where
1 - absolutely not satisfied, 10 - absolutely satisfied)
What is your greatest achievement in life at this stage?
Block "Genres"
Which genre of video games is closer to you?
If you choose which of the two genres is closer to you - strategy or action? What exactly
1s this preference connected with?
What are the most interesting games you can remember in your life (maybe you’re no
longer playing, but have played for many years)?
What did you like about them?
What game are you playing now?
What do you like about her?
Block "Attitude to games and to your passion for games"

What are the games for you? What are you playing for?
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Describe your attitude to your passion for video games? (If it is negative, positive or
ambivalent - what is the reason?

How do your acquaintances, friends and / or relatives feel about your passion for games?
What is the reason for this?)

Block "Control"

1 How important is it for you to control everything in life? (To understand that you
influence processes and events, that everything depends on you and on your actions? -
put a mark on the 100% scale, where 0% is not important at all, 100% is very important).
1 How much does it really turn out to control everything in life? (you control the
processes, you decide what and how you do, it all depends on your actions - put a mark
on the 100 point scale, where 0% does not work out at all, 100% is obtained one hundred
percent).

1 How important is it for you to control everything in games? (To understand that you
control processes, that you influence processes and events, that you decide what and how
you do, that much in the game depends on your actions? (Put a mark on a 100% scale,
where 0% is completely unimportant , 100% 1s very important).

1 How much does it really get to control everything in games? How much you control
the processes, you decide what and how you do, how much in the game it all depends on
your actions? (put a mark on a 100 point scale, where 0% - it doesn’t work at all 100% -
it turns out one hundred percent).

Block Success

1 How important is it for you to do what you do in life as well as possible, put a mark on
the 100% scale, where 0% is completely unimportant, 100% is very important.

[ To what extent in life it really turns out to do everything as well as possible, put a mark
on the 100% scale, where 0% does not work at all, 100% - it turns out as good as possible.
1 How important is it for you that everything you do in games works well, be successful,
where 0% is completely unimportant, 100% is very important.

How much does it really turn out to be successful in games? In percent, where 0 - does

not work at all, 100 - it turns out one hundred percent.
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P. 2.1 Modified GAMS Questionnaire - Gaming Motivation Scale
“Why are you playing online games?”
1. Intrinsic motivation:
* Because you want to play them.
* To enjoy using the new features of the game.
* For the sense of success that I experience when I play.
2. External regulation:
* To acquire powerful and unique items, virtual money, explore the elements of the game
that have not yet been explored.
* Because being a good player is prestigious.
* To receive awards, prizes, experience.
3. Identified Regulation:
* Because it is a good way to develop important qualities in yourself.
* Because it is a good way to develop thinking and communication skills.
* Because online games mean a lot to me personally.
4. Integrative (built-in) regulation:
* Because online games are part of me.
* Because it is part of my life.
* Because they are a value to me.
5. Introjected regulation:
* Because I feel the need to play regularly.
» Because I need to play in order to feel normal.
* Because I'm upset if [ don't play.
6. Motivation:
* Yes, [ don’t know, sometimes I ask myself the question: do I need it?
* There were clear reasons before, but now I ask myself: is it worth continuing?
* Honestly, I do not know; I feel like I'm just wasting time.

P. 2.2 Validation of the GAMS Methodology in the American sample
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In the original article (Lafrenieére, Verner-Filion & Vallerand, 2012), the authors
independently formulated points on the scale, reflecting, in their opinion, 6 previously
identified theoretically types of player motivation. A preliminary study of the validity of
the technique was conducted on a sample of 276 players. For analysis purposes, they were
divided into two equal groups of 138 participants. It should be noted that samples of such
sizes are clearly insufficient to test models with so many parameters (df = 120). Given
the modest (for such a problem) sample size, the S-B coefficients 2 = 219 and RMSEA
= .07 obtained by the authors are highly doubtful.

We decided to check the validity of the GAMS technique on a larger sample. To do
this, 2211 respondents from North America were selected (since in other regions, most of
the participants were not native English speakers). Participants who did not complete the
methodology to the end, and who used only 1 or 2 values on the scales (for example, put
“Agree” and “Disagree” to all statements) were removed from the number of respondents.
After this purification, 1897 answers were left completely filled and suitable for analysis.
The six-factor model (6 latent factors, each of which determines 3 points of the
corresponding scale) was checked using the same criteria of confirmatory factor analysis
that were used in the original article - robust estimates with Satorre-Bentler correction.
For analysis, we used the lavaan 0.5-20 package.

The results do not fully confirm the structural validity of the method: S-B y2 = 1174,
df = 120, RMSEA = .07, CFI = 0.89. At the same time, an error is produced "the
covariance matrix of latent variables is not positive definite." The reason for the
appearance of such an error, in our opinion, is visible in Table 2 from the original article.
In it, between the Integrated and Identified regulation, a correlation of 0.83 is observed.
In our opinion, such a high correlation between different scales of the questionnaire does
not allow us to consider the design validity of the GAMS method as confirmed. An
analysis of the correlations between the points of these scales (Integrated and Identified
Regulation) in our data shows that all the coefficients are in the range 0.4-0.6, which does
not allow us to distinguish two separate scales from this set.

The standardized Cronbach coefficients o were also calculated:
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Cronbach's a

ql Intrinsic motivation 0.41

q2 Integrated Regulation 0.67

q3 identified regulation 0.75

q4 Introjected regulation 0.71

q5 External regulation 0.70

q6 Motivation 0.83

In total, from a set of scales of the technique, Introjected regulation, External regulation
and Motivation work fine. The Identified Regulation scale may also be operational.
However, it merges with Integrated Regulation.

The general conclusion that can be drawn is that an analysis of the reasons for the
indistinguishability of the Identified and Integrated Regulation is necessary, as well as

the processing of questions on the scale of Internal Motivation.

P. 3. 1 The study of the motives of everyday life of players.
The instruction "How much of the above is interesting to you in life?" Rate each of the
19 points of the questionnaire on a five-point Likert scale (Absolutely uninteresting,
Uninteresting, Average, Interesting, Very interesting).
Questionnaire Items
. Influence the situation
. Have fun
. Feel the grandeur of something
. Learn something new (get information)
. Learn to do something (improve skills)
. Meet something unusual
. Communicate

. Get benefit, profit

O© 0 I3 O »n A~ W N =

. Experience strong emotions

10. Admire something beautiful
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. Immerse yourself in a special atmosphere
12.
13.
14.
15.
16.
17.
18.
19.

Do things with other people.
Face something new

Face something unexpected
Get results, achievements
Have a choice

Have a clear task

Have a challenge

Experience dynamism

P. 3.2 Hierarchical clustering of factors motivating the daily lives of players

(Ward's method).
Overlapping cluster of relocated distances
0 ? 1]0 1]5 2]0 2]5
Knowledge J
Learning

Search for unusual

Search for novelty

Achievements

Challenge

Clarity

Communication

Cooperation

Search for the unexpected

Search for dynamism

Stimulation

Aesthetic

Immersion

Influence

Feelings of grandeur

Benefits

Entertainment
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Explained cumulative variance

Component Squared Load Rotation Component
Total variance % Total%
1 5.510 18.035 18.035
2 5.213 17.066 35.101
3 4,640 15,188 50,289

P. 3.3 Comparison of the sample of male players
with a control sample of female players.

Additional research on leading motives. To understand whether any of the motives
presented in the questionnaire are differently expressed in the structure of motivation of
men and women, we compared the responses to the questionnaire “Motives of players”
of two samples of male players (N = 620) and female players (N = 326 ) from around the
world. This comparison was carried out on the results of a questionnaire, which was also
presented to the subjects in the form of multiple choice scales (1-3 of 19 could be chosen).
Questions were translated into English, the main European languages (German, French,
Spanish, Czech, Polish) and Asian languages (Japanese and Chinese). The
internationality of this sample is explained by the fact that it was not possible to find such
a number of women only among the Russian-speaking sample of players.

The differences were determined by the Chi-square Pearson criterion. It was found that
men significantly more often choose cognitive interests (to learn something and learn
something), and women players are aesthetic (to admire something beautiful). In the
remaining scales of the questionnaire, no significant differences were found between men

and women.

Distribution of answers of interesting situations in the samples of male players (N = 620) and

female players (N = 326) on a multiple choice scale.

Motives ‘ Women ‘ Men ‘ p ‘ Chi- ‘
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Influence 11.66% 15.65% 0.116 2.46
Entertainment 30.37% 35.48% 0.131 2.27
Feeling of grandeur 7.36% 10.48% 0.148 2.09
Knowledge 22.09% 30.00% 0.012* 6.35
Learning 28.53% 35.00% 0.051 3.77
Search for the unusual 9.82%, 8.06% 0.430 0.62
Communication 15.64% 12.42% 0.201 1.63
Benefits 8.90% 11.13% 0.337 0.91
Stimulation 9.51% 6.94% 0.202 1.62
Aestetics 15.95% 9.03% 0.002* 9.44
Immersion 14.42% 21.77% 0.008* 6.97
Cooperation 15.03% 12.74% 0.379 0.77
Search for novelty 11.96% 10.00% 0.413 0.66
Achievement 16.56% 14.03% 0.345 0.88
Choice 14.11% 12.90% 0.675 0.17
Challenge 11.04% 10.32% 0.817 0.05
Clarity 5.83% 5.97% 1 4.15
Search for the unexpected 2.45% 5.97% 0.024 5.07
Search for the dynamism 9.51% 8.71% 0.772 0.08

The fact that men differ from women in the scales value of cognitive and aesthetic
motives coincides with the traditional ideas of greater rationality of men and greater
emotionality of women. But in general, the assessment picture is rather similar than
different, which can be explained by two reasons — the fact that female players and male
players are similar due to the fact that they are players. It is possible that such a picture
of the severity of motives is generally characteristic of representatives of modern society,
regardless of gender and degree of enthusiasm for games, but this assumption requires
additional verification.

It should be noted that this part of the study on gender differences has a limitation:
international samples and questions were translated into foreign languages, which could
introduce distortions into their meaning. But nevertheless, given that the foreign language
of the translation is not one, but several, this could, in turn, reduce the effect of possible

translation errors.
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P. 4. Descriptive statistics for the Part 1. Comparison of players and non-playing

men by a questionnaire of motives of everyday life.

Distribution of motive ratings on the Likert scale with medians and quartiles in a sample from the

audience of the massively multiplayer online game World of Warships (N = 1461).

Groups S1 S2 S3 SS

Mean 31,1350 21,0600 15,3150 67,5100
IN 200 200 200 200
Std. Deviation 4,29289| 2,50956| 2,52739 7,72907
Kurtosis 1,741 1,415 ,027 1,330
Skewness -,896 -,803 -,335 -, 740
Median 31,0000 21,0000 15,0000 68,0000
Mean 30,7878 | 20,6160 14,3997 65,8036
IN 1461 1461 1461 1461
Std. Deviation 5,33637| 3,27732| 2,90542 10,02963
Kurtosis 1,360 3,001 ,649 2,216
Skewness -, 729 -1,331 =511 -,903
Median 31,0000 21,0000 15,0000 67,0000
Mean 30,8296 20,6695 14,5099 66,0090
IN 1661 1661 1661 1661
Std. Deviation 5,22187| 3,19728| 2,87732 9,79510
Kurtosis 1,446 3,092 ,642 2,298
Skewness -, 751 -1,326 -,512 -,919
Median 31,0000 21,0000 15,0000 67,0000

P. 4.2. Comparison of players and non-playing men according to 3 scales of the
questionnaire “Motives of everyday life”.

Scale Comparison (U-Mann-Whitney Test)

Sample N Mean Rank Sum of Ranks

S1 Non-players 200 858,38 171675,50
Players 1461 827,25 1208615,50
Total 1661

S2 Non-players 200 866,82 173363,50
Players 1461 826,10 1206927,50
Total 1661

S3 Non-players 200 964,45 192890,00
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Players 1461 812,73 1187401,00
Total 1661
SS Non-players 200 904,04 180807,00
Players 1461 821,00 1199484,00
Total 1661
Test Statistics®
S1 S2 S3 SS

Mann-Whitney U 140624,500| 138936,500| 119410,000| 131493,000
Wilcoxon W 1208615,500| 1206927,500| 1187401,000 | 1199484,000
4 -,863 -1,133 -4,223 -2,298
Asymp. Sig. (2- ,388 ,257 ,000 ,022
tailed)
a. Grouping Variable: players

Distribution of motive ratings on the third scale of the questionnaire. Motives of everyday life in

a sample of the audience of the massively multiplayer online game World of Warships (N = 1461)

20,00 —_—

and non-playing men (N = 200).
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for non-playing and playing men

Non-players Players Total

Mean SD Mean SD Mean SD
Influence 3.99%* .902 3.79* .933 3.82 931
Entertainment 3.70 .868 3.73 .880 3.72 .878
Feelings of grandeur 3.93* 1.033 3.62% 1.063 3.66 1.064
Knowledge 4.36 764 4.24 .883 4.26 .870
Learning 4.23 770 4.22 .866 4.22 .855
Search for unusual 4.15 .861 3.99 951 4.01 .942
Communication 3.92% .896 3.53% 1.030 3.58 1.023
Benefits 3.76* .995 3.52% 1.126 3.55 1.114
Stimulation 3.76%* 1.042 3.60%* 1.000 3.62 1.006
Aesthetics 4.15% .825 3.90%* 982 3.93 967
Immersion 3.71% 1.150 3.96%* 1.028 3.93 1.046
Cooperation 3.73 912 3.57 1.007 3.59 997
Search for novelty 4.10 750 4.00 .881 4.01 .867
Achievements 4.28 .828 4.15 .883 4.17 877
Choice 4.20 741 4.21 .848 4.21 .836
Challenge 3.93 .868 3.81 927 3.82 921
Clarity 3.62%* .888 3.84%* 914 3.81 913
Search for the unexpected 3.52 913 3.66 1.008 3.64 .998
Search for dynamism 3.85 788 3.91 .893 3.90 .881
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354 | 1193 | 378 | 905 | 366 | 1001 |

LAge (average)

Comparison of the scales value of the motives in playing (N = 1461) and non-playing (N = 200)

men (Wilcoxon and Mann-Whitney criteria adjusted for the multiplicity of the Bejamini-

Hochberg test).
Mann- | Wilcoxon Z Asymp. | p corr
Feelings of grandeur 120415.5 | 1188406.5 | -4.208 0 0
Communication 114451 1182442 -5.2 0 0
Influence 126725 1194716 | -3.232 0.001 | 0.006333
Aesthetics 126742 1194733 | -3.21 0.001 0.00475
Clarity 126721 146821 | -3.234 0.001 0.0038
Immersion 128997.5 | 149097.5 | -2.826 0.005| 0.015833
Benefits 130099.5 | 1198090.5 | -2.611 0.009 | 0.024429
Stimulation 131220 1199211 | -2.448 0.014 0.03325
Cooperation 133072 1201063 | -2.153 0.031 0.065444
Search for unusual 133376 1201367 | -2.124 0.034 0.0646
Search for the unexpected 133682 153782 | -2.046 0.041 | 0.070818
Achievements 134084 1202075 | -2.035 0.042 0.0665
Challenge 136040.5 | 1204031.5 | -1.674 0.094 | 0.137385
Knowledge 137467 1205458 | -1.479 0.139 | 0.188643
Search for dynamism 138290.5 | 158390.5 | -1.307 0.191 0.241933
Search for novelty 138629 1206620 | -1.263 0.207 | 0.245813
Choice 140773.5 | 160873.5 | -0.907 0.364 | 0.406824
Entertainment 143205 163305 | -0.483 0.629 | 0.663944
Learning 144139.5 | 164239.5 | -0.335 0.737 0.737
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Appendix 2

P.1 Descriptive statistics for the study of the subjective and objective success of

players in the game World of Warships.

Means and medians for the players’ characteristics in the game World of Warships.

variable n|l mean| sd| p0| p25| median| p75| p100 | hist

postbattle | 4248| 4.95/1.98| 1.0/ 3.00 5.00| 6.00| 12|_ M _

age 42481 37.20| 9.54| 14.0| 31.00| 37.00| 43.00] 69| . _

avg place | 4248| 6.64| 1.72| 1.0 5.55 6.56| 7.67 12| ol —

overall 4248 8.22|1.61| 1.0f 7.00 8.00] 10.00 10| _____ - |

self worth| 4248 | -1.69|2.10| -9.6| -2.92 -1.77| -0.50 8| ——ullW  —

Correlations to the study of the subjective and objective success of players in the game World of

Warships.
variable age postbattle avg place overall
age
postbattle 0.185
avg place 0.183 0.362
overall 0.034 0.022 0.088
self worth 0.024 0.647 -0.476 -0.051
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Pearson’s product-moment correlation Two-sided

p.valu conf.hig

var_1 var_2 r Statistic e df |conf.low h
age| postbattle| 0.18 12.24| <0.001| 4246 0.155 0.213
age| avg place 0.18 12.13| <0.001| 4246 0.154 0.212
age overall| 0.034 221 0.027| 4246 0.004 0.064
age| self worth| 0.024 1.59| 0.111] 4246| -0.006 0.054
postbattle | avg place 0.36 25.32] <0.001| 4246 0.336 0.388
postbattle overall| 0.022 1.47| 0.143] 4246| -0.008 0.053
postbattle | self worth 0.65 55.30| <0.001| 4246 0.629 0.664
avg place overall| 0.088 5.75| <0.001| 4246 0.058 0.118
avg place| self worth| -0.48| -35.29|<0.001| 4246| -0.499| -0.453
overall | self worth| -0.051 -3.30| <0.001| 4246| -0.081| -0.021

Postbattle distribution is a subjective assessment of one’s average place in a team and
avg place is an objective average place in a team according to game data records. The

variable avg_place has been rounded to the nearest integer.

Kolmogorov-Smirnov criterion.

statistic| p.value method alternative

0.512 <0.001 | Two-sample Kolmogorov-Smirnov test two-sided

Conclusions:
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» variables are statistically significantly correlated (see correlation table).

« distributions of variables are statistically significantly different (see the Kolmogorov
statistics table).

* subjects are more likely to overestimate themselves (see histograms and a table of

descriptive statistics).

Intergroup differences in self_worth_ are groups that evaluate themselves adequately,

overestimate and underestimate their success in the game.

self_wort medi
variable h_grp n| mean sd pO0 p25 an p75| p100 | hist

adequate 3106 37.24| 9.40| 14.00| 31.00| 37.00| 43.00| 68.00 | _.Hllm. —

underesti 116 | 37.26| 9.72| 15.00| 31.00| 37.00| 43.00| 68.00 | pomllm —
age mate

overestim | 1026 37.11| 9.93| 14.00| 30.00| 37.00| 43.00| 69.00 | _JM. _
ate

adequate | 3106| 6.25| 1.45| 1.00| 533| 625 7.19| 12.00| __ . _

underesti 116 5.16| 2.04| 1.00| 3.80| 5.71 6.74 8.83 | il
avg place |mate

overestim 1026 799 1.68 4.06 6.80| 8.00 9.00| 12.00| __ e
ate

adequate 3106 8.19| 1.54 1.00 7.00( 8.00 9.00| 10.00| ____ __ =1

underesti 116 8.01| 2.10 1.00| 7.00| 8.00| 10.00| 10.00| ____ =l
overall mate

overestim | 1026 8.34| 1.73 1.00 7.25| 9.00( 10.00| 10.00| _____ =l

ate

adequate | 3106| 5.20| 1.83| 1.00| 4.00| 5.00| 6.00| 12.00| _lme —

postbattle

underesti 116 9.17| 2.17 4.00 8.00| 10.00| 11.00| 12.00| mull Bl
mate
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self wort medi
variable h_grp n| mean sd p0 p25 an p75| p100 | hist
overestim | 1026| 3.72| 1.35| 1.00| 3.00| 4.00| 5.00f 8.00| __NEm. —
ate
adequate 3106| -1.06| 1.31| -3.00| -2.08| -1.29| -0.26| 2.97 | HilSma—
underesti 116 4.01| 1.07| 3.00| 3.15| 3.76| 4.63 8.00 | Bpue —
self worth | mate
overestim | 1026| -4.27| 1.19| -9.60| -4.94| -393| -334| -3.00(____ i
ate

Kruskel-Wallis criterion. Variables: self worth grp X overall.

statistic p.value parameter method

174 <0.001 2 Kruskal-Wallis rank sum test

A posteriori pairwise comparison using the Wilcoxon test with a correction of the level of
statistical significance of the Holm.

groupl group?2 p.value

underestimate adequate 0.80
overestimate adequate <0.001
overestimate underestimate 0.55

P.2 A study of real and subjective success. Men and women.
Further, from this large sample, we identified two groups of players of different sexes:

1.180 female players



302

2.180 male players.

For these two groups of players, the overall assessment of the game, which they gave in
the same survey, was also analyzed. They rated the game on a 10-point scale, where 1 - |
do not like the game at all, 10 - I really like the game. They also examined their self-
esteem of their success (what place they put themselves on average) and their actual
success (average place in the post-battle statistics for the month).

As a result, it was found that the assessment of the game between men and women does
not differ, but the players significantly differ in the level of the game (in actual success
men are better than women). Among men, there are also significantly more people who
are more inclined to overestimate their average post-combat place in the team, and women
give more adequate assessments of their success. In other words, those who overestimate

their successes in the game often like it by 10 points.

18064 0.059 Wilcoxon rank sum test with continuity correction two.sided

self_worth

gender

Women more adequately evaluate their game at the trend level (Wilcoxon's criterion at

the border of statistical significance - p = 0.059).



