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AHHOTaAUA

Ha mpotsokenun nocneaaux 30 jer mpobiema CBS3M arpecCHBHBIX KOMITBIOTEPHBIX C
peaJbHBIM HAaCWIIMEM, a TaKkXkKe MpodiieMa KOMIBIOTEPHOH UTrPOBOIT 3aBUCHMOCTH OCTAlOTCS
OJTHIUMH M3 CaMBIX JIMCKYCCHOHHBIX JUIsl KHOEPIICUXOJIOrHH Buaeourp. B nocnennee Bpems
Bce OOJIbIlIE JIAHHBIX CBHUJETENBCTBYIOT O IEJIECOOOPa3HOCTH PACCMOTPEHMS STHX JBYX
npobieM B OoJiee IIMPOKOM KOHTEKCTE MOTHBALMOHHBIX W JIMYHOCTHBIX OCOOEHHOCTEH
UTPOKOB, a TaK)XKe — C y4ETOM JKaHPOBBIX OCOOEHHOCTEH BHIeourp. HekoTopblie acieKTsl,
OJIHAKO, OCTAIOTCS MpakTHYecKu 0e3 BHUMaHUs ucciegosareneil. Ha ocHoBaHuM aHanm3sa
JUTEPATyphl MOKA3aJI0Ch HMHTEPECHBIM H3YUHTh CBSA3b MEXKAY KOMIBIOTEPHOH HTPOBOH
3aBUCHMOCTBIO M arpecCHBHBIMH BHACOWUTPAMH depe3 KOHCTPYKT JIETUTHMH3HPOBAHHON
arpeccuu, OTPAXAIOMIMK YCTaHOBKM O COIMAIBHON NPHEMJIEMOCTH HACHIMSA B Pa3HbIX
cdepax KU3HU. BBUIM BBIIBHHYTHI THUIOTE3BI O CBS3M JIETUTUMHU3UPOBAHHON arpeccuu C
KOMITBIOTEPHOW HMIPOBOM 3aBHCHMOCTBIO, a TAK)K€ MPEANIOYTEHHEM KOMITBIOTEPHBIX HID
KaHpa «IIyTep» (arpecCHBHBIE KOMITBIOTEPHBIE UTPhI, IMUTHPYIOIINE MEPECTPENKY ).
Bri6opky uccienoBanus cocTaBuin 950 KOMIBIOTEPHBIX UTPOKOB B Bo3pacTe 16-55 mer
(M = 20,65; SD =4,67, Me = 19), 858 myX4uH U 92 KCHIIUHBI, C Pa3HBIM YPOBHEM
UTPOBOM aKTUBHOCTH U >KaHPOBBIMH IpeanoureHusmMu. Cpeau HuX 328 mpenmnounTtanu
UTPBI-«IIyTEpb», 222 — poneBble koMmmbioTepHble Urpbl (PIIT) u 400 — Bugeourpst
Jpyrux xaHpoB. Hapsity ¢ aHkeToii, conepixaiieil couno-nemorpaduieckue BOIpOCH U
BOIIPOCHl O BHJIEOUIPOBBIX MPEINOUYTCHHUSIX, PECIOHIEHTHl 3alOJIHAIM OIPOCHUK
JlerntummsupoBanHoil arpeccun (JIA-44) C. H. EnuxomonoBa n H. I1. LluOynbeckoro, a
TaKke aBTOPCKHI OMpocHUK 3aBucuMocTH oT Bumeourp VGAS (Video Game Addiction
Scale). KoppemsiunoHHBIN aHaIU3 TOKA3al 3HAYUMYIO MOJIOKHUTEIBHYIO CBS3b BCEX LIKAI
ompocauka JIA-44 ¢ moKa3aTemsIMU BHIECOUTPOBOH 3aBUCHUMOCTH. OmHO(PAKTOPHBIN
JVCIICPCUOHHBIA aHanu3 (TecT Y3ia4a) YCTaHOBHJ, YTO WIPOKH B BUACOWIPHI >KaHpa
«IIyTep» UMEIOT 3HaYMMO 00Jiee BBICOKHE ITOKa3aTeJn JISTUTUMH3AIMY arpecchu B chepax
nugHoro onsitTa, CMU u cnopra. B To ke Bpems, oka3aTenau JeTUTUMHU3ALUU arpecCUy B
L[EJIOM Y BHACOUTPOKOB B JAaHHOM HCCIEJOBAHMM MOJXXHO OIIGHHTh Kak HH3KHE, 3a
HCKITIOYCHHUEM IIKAaJIbl IETUTUMHU3ALUN arpecCUy B IUYHOM onblTe. [locienHee KOCBEHHO
MOKeT moarBepxkaath O0uyo Mozaens arpeccuu (GAM) — monyssipHyio 3apyOexHy0
MOJIeNIb, OOBSCHSIOUIYIO BIMSHHE MEIUHHOrO Hacwiaus (B T.4. B BHJICOUIpax) Ha
(OpMHPOBAaHUS arpecCHUBHBIX IOBEICHUYECCKHX CLEHAPHEB, OJHAKO HCCIECIOBaHHE HE
MO3BOJSIET  yTBEPXKIAaTb O BBICOKOW arpecCHBHOCTH  KOMIIBIOTEPHBIX  HIPOKOB,
0€30THOCUTEIHHO UX UI'POBBIX MPEAIIOYTECHHUH.
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1. Beenenue

Buneourpsl ¢ HCIONIB30BaHMEM KOMIIBIOTEpA, CMAapT(OHOB WM CIEIHATN3UPOBAHHBIX
UTPOBBIX YCTPOMCTB SIBISIOTCS OJHMM M3 TPAJUIHMOHHBIX OOBEKTOB KHOEPIICHXOJIOIMYECKOTO
uccienoBanus. KommuecTBO BHICOUTPOKOB (Takke HA3bIBAEMBIX «redMepaMu») B MHpE
npubamxkaercsa k 3 muwumapaam [1], B Poccun k HuM npunaiexut nopsaka 23% HaceneHus, a
cpeny MOJIOIEXH MPOIICHT aKTHBHBIX UTPOKOB TpeBrimaeT 50% [2]. HecMoTps Ha pasHOOOpasue
TEM COBPEMEHHBIX HCCIEIOBAHUN BHUJICOUTDP, HANOOIbIICE BHUMAHUE KaK CIEIMAINCTOB, TaK U
MIAPOKOH  OOLIECTBEHHOCTH  TPAAWIHOHHO IPHUBICKAIOT IOTECHIMANbHBIC HETaTUBHBIC
MOCJIC/ICTBHS YBJICUEHHUSI KOMITBIOTEPHBIMH HUIPaMH, a MMEHHO — KOMIIBIOTEpHAs HUIpoBas
3aBHCHMOCTb, BJIMSIHHE BUACOUTPOBOTO HACHIIMS HA MPOSBIAEMYIO B PEAILHOCTH arpeccuio [3],
(opMHpOBaHHE y WIPOKOB HETaTHBHBIX YCTAHOBOK II0 OTHOIICHHWIO K PEIHUIHMH, OTHOLICHHSM
MEXAy II0JIaMHM, STHUYECKHMM MEHBIIMHCTBAM B pe3yJbTaTe HUX MCKOKEHHOW WIPOBOM
penpesentaiun [4]. HecmoTps Ha JecsaTtuneTuss HCCIENOBAaHUI, B Hayke IO-TIPEXKHEMY
OTCYTCTBYIOT €/IMHble 00OCHOBAHHBIE ¥ SMIIMPUYECKH NOAKPEIIEHHBIE TO3ULIUH 10 KaXIOMy U3
3THX BOIIPOCOB, B CBSI3H C UM JAUCKYCCHUU TO U AEJ0 BCIBIXUBAIOT C HOBOM CHUJION.

Tak, ocTaércst B ICHCTBUU PE30ITIOIUS AMEPHUKAHCKOM MICUX0JIOTHYecKoi accoruanuu (APA)
B OTHOIICHUH BHUJCOUTP C arpecCHBHBIM COJCP)KAaHMEM, YTBEP)KIAOIIas, YTO BUIAEOUTPOBOE
HAaCWJINE CIIOCOOHO YCHIIMBaTh arpecCHBHOE ITOBEACHHE, arpeCCHBHBIC SMOLMH M KOTHUIWH, a
TaKKe CHMXATh IPOCOLMANBHOE IIOBEJICHHUE, OMIATHIO W MOPAIBHYIO BOBIEYEHHOCTH [5].
Jlexxamas B ocHOBe pesonrornu O6mas monens arpeccun (General Aggression Model, GAM)
K. Arnepcona u b. Byrmmana ocHOBBIBaeTCsl Ha TEOPUH HaydeHHS yepes HaOmoaeHne A. banmypsr
u Teoputo ckpurtoB P. XprocmanHa. GAM mo-mpeskHeMy ocTaérest 60ee MHUPOKO U3BECTHOU O
CPaBHEHHUIO C aJIbTEPHATHBHON Mo/ienblo Kartanu3aTopa (Catalyst Model) K. ®epriocona (ogHoro
U3 aKTUBHBIX KpPUTHKOB pe3omonun APA), paccmaTpuBaromiedl B KadecTBE IPEIUKTOPOB
arpecCHBHOIO TIOBEJICHUSI TCHETHYECKHE M CeMEiHble (AaKTOpbl M OTBOJSLICH MEIUHHOMY
HACWJIMIO POJIb BHELIHEr0 00pasiia, He BIMSIOIIEr0 Ha BEPOSITHOCTh COBEPLICHUS PEaIbHOrO aKTa
arpeccuu [6]. B mocnenHue roapl yCUICHUE apryMEHTAIlMU 00CHX CTOPOH JOCTHUIaeTCs 3a CYET
peanmzanuu  Oomee TPYyNOEMKHX HCCIEJOBAaTEIbCKUX CXEM, TaKMX Kak JIOHTHUTIOJHbIC
uccnemoBanui [7, 8], Meta-anamussl [9, 10], a Takke BKIIOYCHUS B IUCKYCCHIO aBTOPOB U3 CTPAH
Asum, TAE COCpenoTOYCHA 3HAUNTEIbHAS 9acTh aKTUBHBIX TeiimepoB [11, 12]. Ilpu sTom, omHako,
COXPAaHSIOTCSA TakHue (QyHIaMEHTAIbHBIC NMPOOJIEMBI, KaK OTCYTCTBUE HAIEKHBIX, JOCTOBEPHBIX U
STHYHBIX CIIOCOOOB M3MEPEHHS arpPECCHBHOTO ITOBEICHUS B TAOOPATOPHBIX YCIOBHAX [6], TPYAHOCTH
OIICHKH JTOJTOCPOYHBIX ITOCICICTBUI BHICONTPOBOI NesTenbHOCTH [ 13], BiusHIE pa3aidHbIX GopM
NPEB3ATOCTH B OTHOLICHUHM myOunukaiuii (publication bias), HarpuMep, He)KeJIaHHE aBTOPOB MM
u3aaTeneii myOnuKOBaTh PabOTHI C HYJICBBIMHA KJIM HE COOTBETCTBYIOIIMMH HX YOSKICHHUSIM
pe3ynbratamu (TIPH 3TOM KPUTHKE MOJABEPraroTcsi 00 CTOpoHbl nuckyccun) [14, 15]. Komuyectso,
KaueCTBO U TUIIbI pabOT, ONPOBEPTalOIMX CBS3b arPECCUBHBIX UT'P U Hacuu (Hanp., [7, 9, 13]), unu
noaTBepkaaonmx e¢ Haimume (Hamp., [8, 10]), comocTtaBUMBI, YTO OTYACTH MPEISITCTBYET
MPOJBIKEHUIO TUCKyccuU. DOpMUpPOBaHIE €NMHOM TOYKH 3pEHUS YCIOKHSCT MOsIBICHHE PadoT,
JIEMOHCTPHPYIOIINX 3aBUCUMOCTh BBIBOIOB HCCIIECJOBAHMS OT METOZOB aHAIM3a JaHHBIX. Tak, B
pabore 2021 rosa aBTOPHI HCIIOJIB30BAIN /IBA Pa3HbIX METOJa aHAINM3a OAHUX M TEX XK€ JaHHBIX U
MOKa3aJId, 4YTO C WX IOMOILIbI0O MOXKHO TIIOJYYHTh IIPOTHBOIIOJIOXKEHHbIE BBIBOJBI. Mozenb
perpeccuy ¢ TUHAMHYECKUMH (pUKCHpOBaHHBEIMU 3ddekTamMn nmokasana yCTOHUYMBOE CHI)KEHHE
BepOATbHON M (PM3MUYECKOH arpeccuy y UTPOKOB C OOJIBIINM CTa)KEM KOMITbIOTEPHOM MBI, B TO
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BpeMsl Kak MOJEJNb PpErpeccMd C OJHOBPEMEHHBIMH (HMKCHPOBaHHBIMH  3ddekramu
CBUJIETENILCTBOBAJIA O POCTE 3TUX MOKa3artenel arpeccu [12].

B cBs131 5THM Bee Ooree akTyalIbHBIM HPEICTABISIETCS HEpeHOC (POKyca BHUMAHUS C ITOTIBITOK
NOpSIMOTO M3MEPEHHsI arpecCUBHOIO IIOBEJICHHS W arpeCCUBHOCTH KaK JMYHOCTHOM 4epThI
reiMepoB Ha CMEXHBIE XapaKTePHCTHUKH, YTO MOXKET IOCIOCOOCTBOBATH YTOYHEHHIO YXKE
YCTAQHOBJICHHBIX CBsI3¢il M TIOMCKY aJbTEePHATUBHBIX HHTEPIpETAIlMii, CIOCOOHBIX CHSAThH
HMEIOIIHeCs] MPOTUBOpeUus. Tak, MPeACTaBIAI0T HHTEpeC PaboThI, yBSI3BIBAIONINE Pa3INIHbIC
aCIeKThl arpecCMBHOTO IOBEJCHUS C MOTHBALMOHHBIMUA OCOOCHHOCTSIMH KOMIIBIOTEPHBIX
UTPOKOB, B YaCTHOCTH — COPEBHOBATEIbHOI MoTHBanuei [11] u moTuBamumeit noctmxenns [16].
Bouee BoIpakeHHBIE arpecCUBHbIE TEHICHIINH TAaKXKe 00HAPYKHUBAIOTCA Y JIFOEH C BEIPa)KEHHBIMHU
«TEMHBIMHU 4YepTaMu» JMYHOCTH [17], Hanbosee U3y4eHHBIMH CpPEell KOTOPBIX SIBISIOTCS YEPTHI
«Temuoii Tpuans»: Hapuuccu3M (4pe3MEpHOE OLIyIIeHHE COOCTBEHHOHW 3HAYMMOCTH),
MaKHaBeJUIN3M (OTHOIIEHHE K JIIOASIM KaK K CpEJCTBY, CKJIOHHOCTh K MaHHITYJIMPOBAHHIO
JpYTMMH) M TCHUXomaTHs (HECocoOHOCTh SMIATHYHO, C TEIJIOTOM OTHOCHTCS K UY>KHM
npobinemaM u mepexuBaHusiM). UepTsl «Temuoi Tpmaapl» TakKe BBICTYNAIOT 3HAYUMBIM
HPEANKTOPOM A[UIMKIMA B LIEJIOM M KOMIIBIOTEPHON MIPOBOW 3aBUCHMOCTH B yacTHOCTH [18].
IMocmenHsist TakXke WHOTZA pPacCMaTPUBAETCA B KAadeCTBE CAMOCTOSTENBHOTO MPEANKTOPA
arpecCHBHOIO MOBEAEHUS reiimepos [19].

Kak u B ciydae ¢ arpecCHBHBIMH KOMITBIOTEPHBIMU UT'PAMH, CTaTyC KOMIBIOTEPHON UTPOBOI
3aBUCHMOCTH B IICUXOJOTUHN M MEAUIMHE HeoqHO3HaueH. C OJJHOH CTOPOHBI, 3HAYUMOCTH — 3TO
npoOJieMbl HEOJHOKPAaTHO MNOAYEPKUBAliach aBTOPUTETHBIMM Y4€HbIMH. C Ipyroi, BriepBble
odunmanbHOE MpHU3HAHKE 3aBUCHMOCTB OT BHAEOMTp Ipuobpesna jaumb B 2013 roxy ¢ BEIXOA0M
ISTOrO0  M3/aHus JMarHOCTHYECKOrO M CTaTHCTHYECKOTO PYKOBOJCTBA MO IICUXUYECKHM
pacctpoiictBam (DSM-5), BKiIIOYaIOMM 3aBUCUMOCTh OT OHJIAWH MI'P B KayeCTBE «COCTOSIHUS,
HYXKJaIolecs B JAajbHEHIIEM HCCIEIOBAHUM», YTO HWHHUIMHUPOBANIO HAYYHYIO JIUCKYCCHIO C
yuactueM JecatkoB y4€HbIXx [20]. HoBblii BUTOK 0OCYXICHHIl TOPOIMIO BKIIIOYEHHE
naroyiorudeckoro refimunara (Gaming Disorder) B oguHHAIIATHIN TIepecMOTp Mex IyHapoaHO#M
KiIaccupukanuu OoJje3Hed W mpoOieM, CBSI3aHHBIX CO 3M0POBbeM BcemupHO# opraHm3amun
3npasooxpanenus (MKB-11), opummansao BerynuBmmid B ety 1 stHBaps 2022 roxa [21]. Tlpu
39TOM MHOTHE aBTOPHI MPOJOJDKAIOT CTABUTH IO COMHEHHE HEOOXOANMOCTH BBIIACICHUS
KOMITBIOTEPHOH HTPOBOH 3aBUCHMOCTH KaK CaMOCTOSITEIIBHOTO UArHO3a, B TOM YHCIE OIacasch
MaTONOTH3AIMK U CTUTMATU3AINH reiiMepoB [22].

Cpenu JApyrux MeETO/OJIOTMYECKUX MpOOJIEeM HCCIIeOBaHUS KOMIIBIOTEPHOW WIPOBOM
3aBHCHMOCTH BBIJIEIISIIOT OTCYTCTBHE OOLICHIPUHSTHIX METOAUK M KPUTEPUEB OLIEHKH, PA3IHYMs
CHUMIITOMOB paccrpoiicTBa, BeigeimsieMbix B MKB-11, DSM-5 u apyrux uccienoBaTeiIbCKuX
MoJiessix [23], HEOJHO3HAYHOCTh JTAHHBIX O PACIPOCTPAHEHUH UTPOBOro paccrpoiicta (ot 0,7%
mo 27,5% wurpokoB) [24], KOMOpPOWIHOCTh BHICOMUTPOBOH 3aBHCHMOCTH C JCIPECCHEH,
TPEBOXKHOCTBIO, OPYTHMHU IIOBEJCHYCCKUMH W XUMHYECKUMH 3aBHCHMOCTSIMH, OOCECCHBHO-
KOMITYJIbCUBHBIM M JIPYTUMHU paccTpoiicTBamu. [lociienHee He TONBKO aKTyalH3upyeT MpooiIeMy
MOCTaHOBKU IH((epeHInaNbHOro AarHosa, HO M CTaBUT BONPOC O NPUYMHHO-CIICACTBEHHBIX
CBSI35IX MEXKIY 3aBHCHMOCTBIO OT BHICOMTP M IICMXOJOTMYeCKHUM HeOsaromomydnem [25]. B
KayecTBe (PaKTOPOB pHUCKA BO3HWKHOBEHHS KOMIIBIOTEPHOH HWIPOBOH 3aBHCHMOCTH TaKXke
Ha3bIBACTCSl IIMPOYANINMHA JAnamna3oH XapaKTEepUCTHK IICHXOJOTHYECKOTro, COLHMAJIBHOTO,
JeMorpaMueckoro ¥ MEAMIMHCKOrO Xapakrepa. OmHM Jydlle H3y4eHbl M (UIYypUPYIOT B
6OJBIIIOM YHCIIE MCCIIEOBAaHUM: MOTHBAIMA 3CKanu3Ma (KeJlaHHe «yO0exaTh» B BUPTYaJIbHBIN
MHp OT mpoOiem B peaibHOCTH) [26], HU3Kas camMooueHKa [27], CHUKEHHBIH COLMANIBHBIN U
OMOLMOHAIBHBIN HHTEIIEKT [26, 28], umMnynbcuBHOCTh [28, 29]. [pyrue, HanpuMep, AUCHYHKIMS
POAMTENBCKOI CEMBbH U IIEPESIKHUTBHIA B JETCTBE KUOEPOYIUIMHT, TOJIBKO HAYMHAIOT MPUBJICKATDH
BuuMmanue wuccienoparesnicii [30] OraenbHble MyONMKAIMK  IIHPOKO OOCYXIAIOT PHCK
KOMITBIOTEPHOW HI'POBOM 3aBUCHMOCTH B CBS3M C OIPEICICHHBIMH JKaHpaMH WIP M HX
cogepkanneM [31]. B wactHocTH, HambOosee aqIUKTOT€HHBIMU XXAHPAaMH HEPEAKO Ha3bIBAIOT
ponesbie urppt (PIII' ¥ ©MX MHOrONONB30BATENBCKHI OHJIalH-Bapuanr — MMOPIID),
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MpPENoNaraole Morpy>KeHHe UTpoKa B BUPTYAIbHBIH MHp C OTBITPHIBAHHEM POJIM CBOETO
nepcoHaxa [32], a TaKkKe WIPBI-CTPEISUIKN» («IIyTephD»), NPHUBIEKATEILHOCTh KOTOPHIX
CBA3BIBAIOT C BBICOKOW MOTUBAI[IOHHOM BOBJIEUEHHOCTBIO U MHOTIONOJIb30BATENBCKHM
COpEBHOBATENbHBIM XapaktepoM urpsr [31, 32].

Takxum 06pa3oM, COBpEMEHHOE COCTOSTHHE NCCIICAOBAHIN arpeCCHU ¥ KOMITBIOTEPHON UTPOBOIL
3aBHCHMOCTH y TeHMEpOB XapakTepu3yeTcs OONbIINM 00BEMOM HAKOIUICHHBIX SMIUPUYECKHAX
JTAaHHBIX 110 KaXKA0H U3 TEM B COUYETAHWHU C OTPAaHMYCHHBIM KOJMYECTBOM pabOT, HANPaBJICHHBIX
Ha U3Y4EHHUE CBSI3EH MEXy 3aBUCUMOCTBIO OT BUICOUTP U arpecCueii, a TAKKe CMEKHBIX SIBJICHUM.
W3yyeHue nocineiHMX, OAHAKO, MOTLYT IIO3BOJMUTH CHATH HUMEIOIIMECS IPOTUBOPEUMs WU
NPEeIOKUTh aJbTepPHATUBHBIE WMHTEpIpeTannd. B pamkax paHHOW paGOTBl MBI PELIMIN
NoApoOHee N3Y4YUTh OAWH M3 TAKMX ACIEKTOB, CBS3AHHBIM C SBJIEHHEM JIETUTHUMH3HPOBAHHON
arpeccun [33].

2. UccaenoBanue CBSI3M JIETHTUMHU3HPOBAHHOI arpeccuy ¢ KOMNbIOTEPHOMI
HI'POBOI 3aBUCHMOCTBIO M NIPEINOYUTAEMbIMHU )KAHPAMM BUACOUTP

2.1. TlocTaHOBKA MP06JIeMbI SMITUPHYECKOT0 HCCTET0BAHUS

Bo BBeieHNM MBI pacCMOTPETHN aKTyallbHBIE TIPOOJIEMBI HCCIIE0BAHUS CBSI3H KOMIIBIOTEPHBIX TP,
COIlepXKAIlUX HACWIHME, C arpecCUBHBIM IMOBEJICHHEM, a TaKKe KOMIIBIOTEpHOM HIpoBOit
3aBUCHMOCTHIO. [IpH 9TOM, OIHaKO, B OTEUECTBEHHOI M 3apyOeKHOW JMTEepaType MpakTHYecKu Oe3
BHIMAaHUsI OCTaéTCs aCHEeKT YCTAaHOBOK B OTHOIIEHUU arpeccuu U e€ nomyctuMocTu. [Ipeactasnenue
0 JISTUTUMHM3UPOBAHHOM HACWIMM WIpaeT 3HAYMMYIO PoJib B Teopuu ckpuntoB P. XbrocMaHHa,
BBICTYTAIOLIEH B KauecTBE OJNHOM u3 mpeanocbkuiok GAM, nexaiieil B OCHOBE 3HAUUTENIBHO YUCIIA
HCCIIC/IOBAaHUIN arpecCUBHBIX KOMITBIOTEpHBIX urp [6, 8, 34]. Ilox NeruTUMHBIM HACHIMEM U
JIETHTUMHOM arpeccueil moapazyMeBatoTcs (POPMBI TOBEICHUS, SBILIOIINECS arpeCCUBHBIMH IO CBOEH
CyTH, HE TOJNBKO HE OCYXJaeMble B OOIIECTBE, HO M PACCMATPHBAEMblE MM KaK COLHAIBHO
JKeTlaTebHBIe, TOOIIpPsAeMbIe WA JOMYCTUMBIC I JocTkeHus meneit [33, 35]. ArpeccuBHBIE
BUJICOUTPHI, 0 MHEHHIO MHOTHX aBTOPOB, TAKXKE SIBIIOTCS COLMAIBHO-IOMYCTUMBIM CIIOCOOOM
peanu3aliy arpecCUBHBIX TeHIeHIWH [36], T.e. cnemmpuueckoir (GOopMON JErHTHMH3UPOBAHHOTO
Hacwst. IIpu 5TOM, OfHAKO, OTCYTCTBYET €OWHOE INPENCTaBICHHUE O TOM, KaK MOJOOHBIE (HOPMEI
peanu3aluy arpecCUBHBIX TEHJCHIMI CKa3bIBAIOTCSI HA BEPOSTHOCTU COBEPLICHHS COLMAIBHO
OIaCHBIX arpecCHBHBIX JeicTBUi B OyaymieM. OfHM aBTOPBI HNPHACPKUBAIOTCS TOYKH 3PEHUS O
«cOpoce arpeccun» uepe3 BUIICOUTPBI, YTO PUBOJUT K BPDEMEHHOMY CHH)KEHHIO YPOBHSI arPECCHBHBIX
teraenimil [12, 36]. Jlpyrue yka3piBarOT Ha OOpATHYIO TCHJCHIMIO M PHUCKOBAaHHOCTH «cOpoca
arpeccui» B TOYKH 3peHHs naibHeiero noeencuust [6, 8, 12]. Padorst C. H. Enmkonomnosa,
MOCBAMEHHBIE JISTHTHMHU3NPOBAHHOM arpecChy TAKKE YKa3bIBAIOT Ha CBA3b BOCHIPHSATHUS arPECCHU Kak
JIOIYCTUMOW C POCTOM IEBHAHTHOM, T.€. HEIOITyCTHMOH, HEOHoOpseMOoil arpeccuu M Hacwiis. B
YAaCTHOCTH, TIOKA3aTelIN JIETUTUMHOM arpecCHy OKa3aluCh 3HAYNMO IIOJOKHMTEIBHO CBS3aHBI C
arpeccHe Kak JMYHOCTHOI YepTOH, a TakKe NCTOpHEH COBEPILCHHS HACHIIbCTBEHHBIX IIPECTYIUICHHUI
[33], yTo mepeKnrKaeTcs ¢ AUCKYCCHEN BOKPYT arpeCCUBHBIX BUIECOUTP.

B cBs3u ¢ 3THM, Hac 3aMHTEpECOBaTa BO3MOXKHOCTH NPOBEPKH CIEIYIOMINX SMITMPUIECKUX
THIIOTE3, OCHOBAHHBIX Ha aHAJIM3€ HAyYHOH JIUTEpaTyphl:

— yBJIGUEHHbIE WIPOKM B BHJCOUIPbl  XapakTepU3YIOTCsl 0Ooliee BBICOKHM YpPOBHEM
JIETUTUMH3AIMH arpecCcry, B YaCTHOCTH — B chepe BOCIUTAHHMs, IMYHOTO omnbita 1 CMU;

— yBIICUEHHBIC UTPOKH B BHJCOUTPHI, IPEANOUYHUTAIOIINE arpeCCUBHBIE KOMITBIOTEPHBIE UIPHI (B
YaCTHOCTH, JKaHpa «IIyTep») XapakTepu3yroTcs Oojiee BBICOKUMM  IIOKa3aTeNIIMHU
JIETUTUMHU3AIUH arPECCUHU TI0 CPAaBHEHHUIO C UTPOKAMH, IPEATIOUNTAIOIIUMHE JPYyTHE KaHPHI,

— BBIP@XEHHOCTh CHMIITOMOB KOMIBIOTEPHOH MI'POBOM 3aBUCHMOCTH ITOJIOKHUTEIHHO CBS3aHa C
JIETUTUMU3UPOBAHHOMN arpeccueit u npennoureHueM urp sxxanpos PIIT u «irytepy.



HudopmannonHoe 0011ecTBO: 00pa3oBaHue, HayKa, KyJIbTypa U TEXHOJIOTHH Oy ayiiero. Beimyck 7. 2024 235

2.2. MeToaANKH HCCIeT0BAHUS

HccnenoBanne NpoBOAWIOCH OHJAWH ¢ HMcroib3oBaHueM cepBuca Google Forms, mepen
3allOJIHEHWEM  aHKeThl  PECIOHAEHTaM  TNpelnocTaBisuiack  (opma  JOOPOBOJIBHOTO
MHPOPMHUPOBAHHOTO COTJIACHSA Ha YYacTHe B HCCICIOBAHMM U 00pabOTKy MdaHHBIX B
00e3IMYeHHOM BHJIE, COOTBETCTBYIONIAS MPUHITUIIAM XeJIbCHHCKOH Jlekmapannn.

B nccrenoBaHNM UCTIONB30BAINCH CIIETYIOIINE METOTUKH.

(1) Amxera mmst cOopa commo-nemMorpaduuecKux JaHHBIX, a TaKke 0COOEHHOCTEW UTPOBOTO
MOBEJICHNUS; B YAaCTHOCTH, PECIIOHACHTHI B CBOOOMHON (hopMe yKaspIBamM MpeAIoYnTacMble
UTPOBEIE XKAHPHI, a TAKKe KOJNIECTBO YaCOB, €KEHEICTHHOTO MPOBUANMBIX B BHICOUTPAX.

(2) Omnpocuuk JIA—44 (Onpocuuk Jlerntumusuposantnoii arpeccun) C. H. Enukononosa u
H.II. LuGynbckoro, cocrosimuidi U3 44 yTBEp)KIAGHUH O JOMYCTHMOCTH TE€X WIM WHBIX (Gopm
arpeccuy W HacWjIMs B OOIIEeCTBe, OLEHUBAEMBIX 110 miKajie oT 1 g0 7, rue 1 — «abconmoTHO He
coryaceH», 7 — «abcoioTHO coriacen». ONpOCHUK M3MepseT 6 IokaszaTeliel: WHTerpajbHbINA
MOKa3aTesb JIETUTUMU3UPOBAHHON arpeccHi, OTPAKAIOIIUI CTeNeHb OTHOLIECHUS PECIIOHICHTa K
pa3nuuHbIM (POPMAM arpecCHBHOTO TMOBEACHUS KaK MPUEMIIEMBIM M ONPABIAHHBIM M 5 IIKa
JIETUTUMU3AIMN arpeccud B pasHbIX cdepax xu3HH. A mMeHHO: (1) B nuuHOM ormbiTe; (2) B
nosmtrHaeckoi cdepe; (3) B criopre; (4) B8 CMU; (5) B chepe Bocriuranus [33].

(3) ABTOpCKHMiII ONPOCHUK BHUACOUTPOBOW 3aBUCUMOCTH VGAS, B OOHOBJIEHHOW BEpCHH,
cocrosmied w3 24 yTBepXKIeHHH 00 OCOOEHHOCTSX BHIICOWTPOBOTO ONBITA M MOBEACHHS,
OLIEHMBAEMBIX 110 5-TH OaibHOM miKaie, rae 1 — «CoBceM He ITOX0Ke Ha MeH», 5 — «OdeHs Ha
MeHs oxoxe». [Ilcuxomerprnueckue XxapakTepUCTUKH JJaHHON BEPCUH ONPOCHUKA OLIEHUBAIHMCH
Ha BbIOOpKe B 1468 yenoBek, npu 3ToM 3HaueHust Anbda Kponbaxa st Bcell IKaIbl COCTaBHIO
o = 0,886, 4TO COOTBETCTBYET XOpOLIEMYy IOKa3aTeqo HaAE&KHOCTH. DakTOpHBIM aHaNM3
MO3BOJISIET BBLACIUTH 7 CyOIIKad, M3MEpSIONIMX pas3iM4yHble TIPOSBIEHHS W CHUMIITOMBI
BUJCOUTPOBOM 3aBUCUMOCTH (IPOOJEMBI C KOHTPOJEM HIPOBOTO BPEMEHH; MOTHBALMOHHBIN
NPUOPUTET WIP; KOHQIUKTHI ¢ ONM3KUMM M3-3a Urp M T.J.), OJHAKO JAHHOE HCCIIeI0OBaHHE
3aJeHCTBYET TOJBKO MHTETPAIBHBII MTOKa3aTelb KaK OOIIYI0 CTENIEHb BBIPaKEHHOCTH CHMIITOMOB
BUJICOUTPOBOH 3aBHCHUMOCTH. Ha mpenpimymux srtamax pa3paOOTKH M BTUAW3ALUH OMPOCHUKA
VGAS [37] B paMKaxX OLCHKH €ro KOHCTPYKTHOH BaJHJHOCTH HCCIICIOBAINCh KOPPEISIIINU
OTIPOCHHUKA U ero mkai ¢ orpocHUKoM SLC-90-R (Cumnromatrdeckuii onpocuuk JI. Jleporatica B
amarrrarn H. B. TapabpuHoit), mxanoit MaTepHeT 3aBucuMoct YeH B agantanuu B. JI. Mansirnaa
u K. A. ®exnucosa u omnpocHukoM «TemHas JlroxuHay (KpaTkuii ompocHHUK uepT TemHoIt
Tpuage!r B agantanuu T. B. Kopuunosoit, C. A. Kopuunosa, M. A. UymakoBoii). 3HaunMbIe
CBSI3U MEXJIy UrpoBoi 3aBHcUMOCTU IO VGAS, KITIOYEBBIMH CHUMIITOMAaMH ICUXOJIOTHMYECKOro
HeOaromnony4us, MmKaiamMu HTepHET-3aBUCUMOCTH, a TaKXKe IIKajamMM MakuaBeiu3Ma u
Ilcuxonmatuu ompocHuka «TEéMHas MIOKMHA» YKa3blBalOT HAa CXOJCTBO H3MepsieMblx VGAS
MoKasaresel ¢ mokasaTreIsIMU UIPOBOM 3aBUCHUMOCTH, MOJIYYEHHBIMU JPYTUMH aBTOpaMu (Hamp.,
[18]), a TakKe COOTBETCTBYIOT TEOPETHUECKHIM MPECTABICHHUAM O XapaKTepe JaHHOTO COCTOSHUS
W €r0 COYCTAaHWU C APYTMMH NCHXOIATOJIOTHYECKMMHU cuMnrToMamH. [lonpoOHas myOnukanus ¢
NoApPOOHBIM onucanueM onpocHuka VGAS, ero NcMXoMeTpH4ecKHuX XapaKTEpUCTHUK M OLCHOK
HaJEKHOCTH M BAJIMIHOCTH CyOIIKall Ha JAHHBIH MOMEHT TOTOBHUTCS K Iy OJIMKALIIH.

Jns cratucTHdeckoil 00paOOTKM IAaHHBIX HCCIECIOBAHMS HCIIOJIB30BATIOCH CIEyIOIee
nporpammHoe obecrieuerne: MS Excel; IBM SPSS Statistics ver. 23; jamovi 2.3.21.

2.3. Boi0opka uccjie1oBaHus

Bceero 6110 momydeno 953 orBera, 3 M3 KOTOPBIX OBUTM MCKIIIOUEHBI KaK HEJIOCTOBEPHBIC
(mepeanmcTuuHbIe JeMOTpadUUEcKHe IaHHBIC; OTCYTCTBHE BapHaTUBHOCTH B OTBETaX Ha
METOJIMKH, HallpuMep, BCe OTBETHl HA Bce Bompockl — 5 wim 1). Takum oOpasom, mTorosas
BbIOOpKa cocTtaBmia 950 uenoBek B Bo3pacte 16-55 ner (M = 20,65; SD = 4,67; Me = 19), cpenn
HUX 858 My>XUMH U 92 >KEHIIMHBI, BCE — UTPOKU B KOMIbIOTEPHBIE UIPbI, C PA3HBIM YPOBHEM
UTPOBOM aKTUBHOCTU M MPEANOYMTACMBIMU MI'DOBBIMHU JKaHpaMu. B CBsI3U ¢ NOCTaBJIEHHBIMU
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3a/1a4aMU UCCIIE/I0BAHMsI, HA OCHOBAaHUH >KaHPOBBIX IIPEIIOYTEHHI PECIIOHAECHTOB ObUTH BBIACIICHEI
TPH TPYIIIBI CPABHEHHUSI: UTPOKH, NPENOYUTAIOLINE UIPBI XKaHpa «cTpessiikay (Shooter, «iyTepy),
N = 328; PIII" (role-play game, posesas urpa), N = 222; ocrasumecs (N = 400) Ha3BasIi B Ka4EeCTBE
MPEIIOYUTACMBIX IPYTHE KaHPbl BUJICOUTD (CTpAaTeriu, TOHKH, U JP.).

CraTucTuKa 1o pa3HbIM CTPaHaM MMOKAa3bIBAET Pa3JIMUHYIO IPEJICTABICHHOCTD KEHIIUH CPEan
KOMIIBIOTEPHBIX HTPOKOB, KOTOpas IS OOJBINMHCTBA 3amafHBIX CTpaH crpeMutcs k 50/50,
OJTHaKO, COTJIacHO cBeXuM aaHHbiM, BIIUOM, B Poccun My>KYMHBI UTPAIOT B BHICOUTPHI B 2,6
pasa garnie sxeHnuH (34% u 13% omnpornieHHo# ayuTOpuu cooTBEeTCTBEHHO) [2]. MccnenoBanue
Quantic Foundry 2017 roma mokasbIBaeT, 4TO CpeId UTPOKOB B pasnuunbie Buabl PIIT mporeHT
JKEHCKOU ayanTopuu Bapbupyet oT 20% («akmH»-PIII) 1o 36% (MMO PIII" B xaHpe «BbICOKOE
(haHTE3M»), Cpenu MrPOKOB B «uryTepb» - 4%-7% [38]. B Hamiem HCCeIOBAHUU KEHIMHBI
cocraBwid 7,6% (N = 25) urpokoB B «uryteps», 14,8% (n = 33) urpoxos B PIII" u 8,2% (n = 33)
UTPOKOB, IMPEANOYUTAIONINX JIPyrUe >KaHpbl. TakuMm o0pa3oM, cocTaB BBIOOPKM IO TIOJIy HE
YpaBHEH, OJTHAKO OJIN30K K PENPE3CHTaTUBHOMY I UCCIIEyeMOi IPYIIIIbI.

OrmeHka ypOBHSI DPEryNSIpHOM HrpoBOl aKTHMBHOCTH B paMKax MaHHOTO WCCIECAOBAHUS
OCYIIECTBIISIIACH O MMAPAMETPY «KOIMIECTBO YaCOB B HEZEIIO, YACTISIEMBIX UTPE B BUACOUTPHI HA
MOCTOSITHHOW OCHOBE». BBUIM BBIIENEHBI TpH TPYHIBI PECHOHAEHTOB: mrpa Menee 10 wacos B
nenemo (N = 91); or 10 xo 40 yacos B Hegemo (N = 231) u Gonee 40 yacos B Hexemo (N = 628).
ITpu 3TOM, OAHAKO, BCE PECHOHIACHTHI, NPUHSABIINE y4acTHE B HCCIECJOBAaHHWH, HE3aBUCHMO OT
YPOBHSI EKCHEAETbHOW WIPOBONH AaKTHBHOCTH, SBIIIOTCA PETYISAPHBIMH  II0JIB30BATEISIMU
BUJICOUTD, T.€. reiMepamu.

2.4. Pe3ynbTaThl U 00Cy:KIeHHE

JInst olleHKM B3aMMOCBSI3€H MOKa3aTesiel JEruTUMU3UPOBAHHON arpecCuu U BBIPAKEHHOCTH
3aBHCHMOCTH OT BHICOWUTP OBUT MPUMEHEH KOPPENSIHOHHBIN aHamm3 [lupcona. OOmmii Gamr
BUACOUTPOBOH 3aBricuMocTH 1o mKkaine VGAS mpoaeMOHCTpHPOBA 3HAYUMEIE TIOI0KHUTEIIEHBIC
CBSI3M CO BCEMU LIKanaMu onpocHuka JIA-44: p= 0,256 nyis uarerpanbHoro nokaszarens; p = 0,181
JJIA IIKaJIbl JICTUTUMU3AlUU arpe€CCruu B JIMYHOM OIIBITE; P = 0,176 JJIA JIETUTUMU3alU arpeCCumn
B nosiuTH4Yeckoi cdepe; p = 0,262 mug jerutumuzanuu arpeccuu B cropte; p = 0,212 nns
nerutuMusaiuu arpeccun B CMU; p = 0,227 nist ACTUTUMU3AIUE arPECCUU B chepe BOCIIUTAHUSL.
Jist Bcex npuBenEHHBIX Kod(duireHToB ypoBeHb 3HaunmMocTy p <0,001. [Ipu aTOM BCe mikais
OINPOCHUKA JIETUTUMH3ALNKM arpecCcHy TaK)KE 3HAUYMMO IIOJIOKHUTEIIBHO KOPPEIUPYIOT MEXIY
C00O}i, YTO COrnacyeTcsi C IaHHBIMH, IPEICTaBICHHBIMHU aBTOpaMu onpocuuka [33]. IlonydenmHsie
KOPPEJSIIMOHHBIE CBSI3M HaxoasTcsa B nuanaszoHe ot 0,176 no 0,262, yto siBisieTcss AOCTATOYHOM
cimaboii creneHpio cBsi3u. OAHAKO aHAJIOTHYHEIE ciaOble BeTMIHHBI 3()(HEeKTOB XapaKTepHBI LIS
MHOTHUX (ecnu He OOJIBPIINHCTBA) UCCIIECI0BAaHNI arpeCCHBHOCTH UTPOKOB B KOMIIBIOTEPHBIE HTIPBI
(uro akTHBHO OOCyXmaercsi y4éHbMH, Hamp. [9, 15]), Tak kak arpeccHBHOE TOBEICHHE H
arpecCHBHOCTh TIPENCTABIIIOT COOOH CIOXHBIE, OOYCIOBICHHBIE MHOXXECTBOM (DaKTOPOB
SIBJICHUSA.

Hackonpko HaM H3BECTHO, paHee HCCIEIOBAHMN JISTUTUMHU3AIMHM arpeccud B KOHTEKCTE
KOMIIBIOTEPHOH HIpOBOMl U MHTEpHET-3aBUCUMOCTH HE IIPOBOAUIIOCH, OJHAKO CYLIECTBYET
JIOCTATOYHOE YHCJIO HCCIEIOBaHMHM, BKJIIOUas CBEXHMH MeTaaHanu3 [19], mokaspIBarommx
MOJIO)KUTEJIBHYI0 CBSI3b  MEXKIY KOMIIBIOTEPHOM HIPOBOM 3aBUCUMOCTBIO U  arpeccuei,
M3MEpSEMOU ONPOCHBIMHU MeTo/IaMu (HarboJiee pacpoCTpaHEHHOM IMIKAJION AJIst TOTO SIBISETCS
OmnpocHuk ypoBHs arpeccuBHocTH bacca-Ileppu, BPAQ). HekoTopsie aBTOpBI paccMaTpHBarOT
arpecCUBHbBIC TCHACHLIMHM Kak (akrop pHCKa BO3HUKHOBEHMS KOMIIBIOTEPHOH HIPOBOH
3aBucumocTH [39]. IlpeamonaraeMblii MEXaHM3M MOXET 3aKJIIOYAThCS B HETAaTUBHOM OIIBITE
COLIMAIIBHBIX OTHOIICHHUH Y JIFOJIEH ¢ OoJiee BBIPAXCHHBIMH arpeCCHBHBIMH TEHACHIMAMH, U3-3a
4Yero OHM OoJiee CKIOHHBI 00pamaThcs K KOMITBIOTEPHBIM HI'paM KaK K CPEACTBY HPEOAOJICHUS
onuHoYecTBa. B pabore, mocBsménHon «Temuoi Tpumame» mumaHOCTHRIX 4epT, M. I'puddurc
OTMEYAET, YTO COIMAJIbHBIC CETH U BHICOUTPHI IPEAOCTABIAIOT OE30MaCHYI0 BO3MOXHOCTD JIS
YAOBJIETBOPCHUA aHTUCOIIUATIBHBIX TeHI[eHHHfI " ITO3BOJIAKOT I/136€FaTI: HCTaTHUBHBIX HOCJ'ICI[CTBI/Iﬁ
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3a MOPOSBICHUs] TpyOOCTH, >XKecTOKOCTH wuid obmana [18]. IlpuMeuartenpHO TaKkKe, YTO
MCCIIE/IOBAHMS arpPECCHN Y KOMIIBIOTEPHBIX HTPOKOB, HE CBS3aHHBIE C BUJICOMTPOBOM 3aBUCHMOCTBIO,
JIEMOHCTPUPYIOT TOpa3/l0 MEHee YCTOWYMBBIE pe3yJbTaThl (HAlp., B HCCICIOBAaHUM O.
[Mmmoembekoro [40], Takke wucnoib3oBaBmiero BPAQ s omeHKH YpOBHS JIMYHOCTHOM
arpecCHBHOCTH Yy TOAPOCTKOB, HE BBISBICHO CBA3EH MEXIy HIPOBBIM IIOBEJCHHEM, B T.U.
MIPEINIOYTEHUEM UTP C arpeCCUBHBIM COJICPKAaHUEM, U arpecCcreil KaK JIMYHOCTHOM uepToii). Takum
00pa3zoM, CBA3b BUJICOMTPOBOI 3aBHCHMOCTH C arpeCCHBHBIM IIOBEJCHHEM B MEHBINIEH CTETCHH
BBI3BIBAET AWCKYCCHH CPEIH YUEHBIX, HEXKEIH CBA3b arpecCHH C BHACOWTPOBOW aKTHBHOCTBIO, H
CYUTAETCA OTHOCUTEIBHO YCTAHOBIEHHON. B 0/THO# M3 IPOIIIBIX paboT MBI yXKe paccMaTpHUBAIIN 3Ty
CBsI3b B KOHTEKCTE JINYHOCTHOW MMITYJILCUBHOCTH [41], KaKk OIHOTO M3 BO3MOXKHBIX IPEANKTOPOB
BHUJICOMT'POBOM 3aBHCHUMOCTH M BEPOSTHOTO WHJIMKATOpa OCOOCHHOCTEH HEHpOOHOJIOrHYecKoi
PEryJISILNY, XapaKTePHBIX IJIs 3aBUCHMBIX KOMIBIOTEPHBIX UIPOKOB [8, 28]. JlaHHOE nccnenoBanne
obpamiaercsi K Oonee palOHAIBHOMY AaCIeKTy arpeCCUBHOCTH: JISTUTUMU3UPOBAHHAs arpeccust
(Taroke TEMOHCTPUPYIOIIAsh 3HAUYMMBIE OJOKHUTENIbHBIE CBA3U C JINYHOCTHOM arpecCMBHOCTHIO, B
gactHocTH, m3MepenHoit BPAQ [33]) oTpakaer mpeacTaBieHHS YEIOBEKa O MOMYCTHUMOCTH FUTH
COIMAITBHON KETaTEIbHOCTH TEX WM WHBIX ()OPM arpeccuyl ¥ HaCWIWSL, U HOCUT B 3HAUUTEIILHON
CTETIeHU COIMALHO-TIPHOOPETEHHBIN XapakTep [35].

[lanee, 11 OLICHKN CBSA3M MPEANOYNTAEMBIX UTPOBBIX )KAHPOB C JISTUTUMH3ALMEH arpeccuul u
BBIPAKEHHOCTBIO CHMIITOMOB BHICOMTPOBOM 3aBHCUMOCTH OBII IPOBEAEH HEMapaMeTPUIECKUH
0THO(AKTOPHBIN JIUCTIEPCUOHHBIA aHamu3 Yamda. s onpocHuka JIA-44 3HaUMMBIE pa3IAdus
ObUIM MOIYYEHBI MO TPEM IIKandaM: JErHTUMU3ALUs arpeccud B auuHOM ombite (p = 0,013);
nerutuMu3anus arpeccur B criopre (p <0,001); nerurnmmzanus arpeccun 8 CMU (p = 0,002).
ConepxaTenbHO, 3T MKaubl onpocHuka JIA-44 oTpaaloT ClEAyIOIUe YCTaHOBKH:
JIETUTUMH3ALMS arPECCHH B JIMYHOM OIIBITE OIMCBHIBAET MOJ0XKUTEIBHOE OTHOIICHHE K PEICHHIO
KOH()IMKTOB C IIOMOIIbIO (PU3NUECKOr0 HACHJIMS, ONOOPHUTEIbHOE OTHOIIEHHE M HHTEpec K
OPYKHIO; JISTHTHMHU3ALMSl arpecCcHy B CIIOPTE CBs3aHa C NPEANOYTEHHEM 0oJiee KECTOKUX U
KPOBaBBIX CHOPTHBHBIX 3pENUII, Hampumep, omoOpeHneM cobadpmx 00eB M 0oJee JKECTOKUX
MpaBHJI COPEBHOBAHMH; lernTuMu3anus arpeccun B CMU oTpakaeT mpeArnoyYTeHne KECTOKUX U
HATypaMCTUYHBIX Menua, OyAb TO IEMOHCTpAIMs HACWINSA B XyHOXKCCTBEHHBIX (DMIBbMax WIIH
HOBOCTHBIX CBOJAKax. JIJIs BceX Tpex IIKaj HaumOoJbInue Oayuibl ObUTH HaOpaHBI PeCHIOHACHTAMHU
W3 TPYIIbI, HPEINOYNTAIONEH KOMIBIOTEPHBIE WIPHI JKaHpa «IIyTEp», CPEOHHE 3HAUCHUS U
CTaH/IapTHBIC OTKJIOHEHUsI NPUBEJICHBI B Ta0JIHUIIE.

AmnoctepuopHsbiil Tect ['eiimca-Xayaia MoKa3bIBaeT, UTO BO BCEX TPEX CIIydasX 3HAYUMBIC
pa3umsl OTIAMYAIOT UIMEHHO MIPOKOB, MIPEANOYUTAIOIIUX IIyTEPhl OT ABYX APYTHX MOJBHIOOPOK
(YpOBHU 3HAUUMOCTH BO Bcex ciyuasx p <0,05). 3naunmble pazmunuus Mexay urpokamu B PIIT
TEMH, KTO MPEATIOYUTAET UTPbI IPYTUX )KAaHPOB HE BBISBJIEHBI. [Ipy 3TOM HEOOXOMMO OTMETHTD,
9TO aBTOpaMu omnpocHuka JIA-44 He HMPUBOAMTCS CTATUCTHKA O TOM, KaKHMe IOKa3aTelu Mo
[IKaJaM CTOWUT cuuTarh BBICOKMMH [33]. OTHOCHTENBHO CpEeAHHX O0aloB, KOTOPHIE MOKHO
HaOpaTh MO KaXIOW M3 IIKa], BHIOOpKA HCCIEJOBAaHMS IEMOHCTPUPYET JOCTATOYHO HHU3KHE
MOKa3aTeN! JETUTUMHU3NPOBAHHOH arpeccuy B 1eJI0M (MEHee OJJHOTO ITPOIIEHTa BEIOOPKH Habpann
Gosiee TMOJIOBHMHBI JIONMYCTHUMBIX OamioB), ogHako 72% BBIOOPKM WIpoKOB HaOpamu Ooiee
TIOJIOBMHBI BO3MOXKHBIX 0aJUIOB IO MIKaJe JETUTUMU3AIMS arPECCHH B JIMYHOM OIIBITE, U 54% —
Goutee OJIOBUHBI OAJUIOB 110 HIKaje JeruTuMu3anus arpeccun 8 CMU. B nienom stu pe3ynbTaTs
MOXHO IPOMHTEPIPETHPOBATH CIEAYIOIMM 00pa3oM: JISTHTHMHU3ALUS arpeccuy B LIEJIOM HE
BBIPAXKECHA y WTPOKOB B BHJCOHUIPHI, OJHAKO B OTHCNBHBIX cepax yCTAaHOBKM Ha OIpaBAaHHE
HACWJIUS TIPEJICTABJICHBI, IPU 3TOM OHHU JEMOHCTPUPYIOT OIPEICICHHYIO XXaHPOBYIO CIIELU(HKY.
Tak, 6onee 70% BBIOOPKM BHJICOMTPOKOB CUHTAIOT OIPABJAHHBIM (H3MYECKOE HACWIIUE MO
OTHOIICHHIO K OOUIYHKY B PEAJIbHO )KU3HH U IPUICPKUBAIOTCS MO3UIHH «OKO 33 OKO», IPU 3TOM
HanOoJiee BBICOKME ITOKa3aTeNH OJOOPEHHS NAaHHBIX YCTAaHOBOK XapaKTepHBI Al UIPOKOB B
BUJICOUTPBI JKaHPa «UIyTEP», YTO MOXKET ObITh CBSI3aHO C 0OJiee arpecCUBHBIM XapaKTEpOM
MOJOOHBIX WIP, HO TaKXKe M C MHTEPECOM K OTHECTPEIbHOMY OPYKHIO, BXOASAIIEM B IIKAJy
JIETUTUMH3AIMN aTrPECCUH B IMYHOM onibiTe JIA-44, 1 ABISFOIMCS aTpHOYTOM UIP-«CTPEIISIIOK».
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JlocTaTouHO BBICOKHME MOKa3zaTelaH JerutuMmusanuu arpeccun B CMU Tarke coderarorcst c
COJICP)KATENbHON CTOPOHOW «IYTEpOB» - 3a4acTyl0 TaKWe WIPbl BKIIOYAIOT PEATUCTHYHOE
N300paKEHNE HACWINS, YTO COIJIacyercss ¢ coJepkKaHHeM O5Toi mKaibl. UTo KacaTenbHO
JICTUTUMU3AIHU arpe€CCUM B CIIOPTE, 0oJ1e€ BLICOKHE OAIUTBI HUI'POKOB B «IIYTEPHD) 11O 3TOH IKaJIe,
BEPOATHO TaAKXKE OTpaXarOT HHTEPEC K XaApPaKTCPUCTHUKAM HOaHHOI'O0 MIpOBOTO KOHTCHTA
(rpadmyeckoe n300pakeHNE HACWIIHSI), a TAK)KE COPEBHOBATEILHOMY XapaKTepy MOAOOHBIX UTP.
«LHyTCpBI» ABJIAIOTCA OAHMM M3 KaHPOB, HIMPOKO IPCACTABICHHBIX B COPEBHOBATCIHBHOM
rediMuHre (KuOepcropTe), 9TO MOXKET CBHICTEIHCTBOBATH 00 MX OOJBIIEM CXOJCTBE CO
CIIOPTUBHBIMH COPEBHOBAHUAMMU.

Ta6auma. OmucatenbHBIC CTATHCTUKY IO MIKajaM onpocHuka JIA-44
B 3aBHCHMOCTH OT IPEANIOYUTAEMOT0 UTPOBOTO JKaHpa

7KaHpoBble npeanoYTeHns
[heanet JIA-44 POT (n=222) | iyrepw (n=328) | Jipyroe (n = 400)
(1) JIerurumusamust arpeccuu M = 36,2 M = 38,2 M = 36,4
B JIUYHOM OIIBITE® SD =10,13 SD = 8,96 SD =9,69
(2) Jlerurumusanust arpeccuu M =377 M =379 M =37,2
B TIOJIUTHYECKOI chepe SD =11,28 SD=11,1 SD =10,01
(3) Jlerurumusanust arpeccuu M=125 M=143 M =13,2
B criopre* SD =4,43 SD =4,43 SD =458
(4) JTerurumusanus arpeccuu M =35 M=371 M = 35,6
B CMU* SD = 8,31 sb=7,1 SD =8,08
(5) JIerutumusanus arpeccuu M =16,1 M =158 M =159
B cdepe BOCIIUTAHUS SD =6,12 SD =5,96 SD =5,77
WHTerpanpHbIi MoKa3aTenb M = 69,8 M=722 M =70,3
JIETUTHUMU3HUPOBAHHOM arpeccuu SD = 16,13 SD =15,11 SD = 15,25

ITpumeyanue: * — pa3nuyust 3HAYUMBbI COITIACHO KPUTEPHIO Yauua

Juis oOrmmiero rmokasaTelsl IIKajbl KOMITBIOTEpHOH urpoBoii 3aBucMMocTH VGAS 3HaumMEbIe
PazIHIns MEXy HTPOKAMH, IIPEAIOYUTAIONMMI Pa3IHIHbIC )KaHPBI BUICOUTD, HE BBISIBICHBI, XOTS
OTMEYACTCsl TCHACHLUS K TOBBIIICHHUIO TTOKA3aTeNIe Y UIPOKOB B KOMIIBIOTEPHBIE MIPHI XKaHpa
«arytep» (p = 0,063; cpeqanit 6amn M = 60,17 mpotu M = 58,21 y urpokos PIII" u M = 58,23 misa
JPYTHX aHPOB). 3HAUUMBIE PA3INYHs TAKKE MOJIYHIEHBI AT YETBIPEX N3 CEMU CyOIIKall OIIPOCHHUKA
VGAS, 1o TpeM U3 HUX MOBHIIICHHE 0aJUTOB OTMEYAETCS ¥ TPYIIITHI HTPOKOB B «IIyTepbl». [laHHBIE
(baKTOpbl OTpaXar0oT Pa3JIMYHBIC ACIICKTbl MOTHUBALIMOHHO U 3MOL[HOHaJ'IbHOﬁ BOBJICYCHHOCTH B
KOMITBIOTEPHYIO UTPY, YTO COTTIACYETCS C TAHHBIMH O OOJIBIIIE MOTUBAIIMOHHON PUBJICKATEIIEHOCTH
UIP-«CTPEJUIOK» M POJM  XapakTepHOrO Ui HHUX COPEBHOBATENILHOTO KOMIIOHEHTa B
(hopMHPOBAHMU KOMITLIOTEPHOI UrpoBOi 3aBucHMOCTH [11], 0fHAKO 3TH HJaHHBIC HYXIAIOTCS B
JTJIBHEHMIIIEM OCMBICJICHUU.

WUrpokn c pa3HbIM YpOBHEM BHACOMIPOBONW AKTHUBHOCTH (IIPOBOIAIIME 32 WIPOH pasHOE
KOJIMYECTBO YacoB B HEZIENIO) B JAHHOM HMCCIICIOBAHNH HE PA3JINYaIIICh N0 YPOBHIO BHIPAKEHHOCTH
y HHX TIOKa3aTeledl JICTUTUMU3UPOBAHHON arpeccuy, OIHAKO pa3IMYaIUCh 110 YPOBHIO
BBIPOKCHHOCTH TIOKa3aTelieil BUICOMTPOBON 3aBUCHMOCTH 1o ompocHHKy VGAS — 0Oomee
AKTHUBHbIE UTPOKU JIEMOHCTPHUpPOBaNU Oosiee BhIpaXKEHHBIE NPHU3HAKK 3aBucuMocTd (P < 0,01 ms
0JHO(AKTOPHOTO IHCIIEPCHOHHOTO aHalW3a Y3Ji4a M BCEX IOMAPHBIX CPAaBHEHHH C IIOMOIIBIO
arioctepuopHoro Tecta I'eiimca-Xayanna).

3. BoiBOABI U OTpaHUYEHUS

I'mnoTesbl WccnenoBaHus MOATBEPIMINCE YacTHYHO. [loydeHHbIe JaHHbIE HE ITO3BOJISIOT
OJTHO3HAYHO OLICHUTH YPOBEHb JICTUTUMH3ALNH arpeCCUH Y UTPOKOB B BUICOUTPHI KAK BHICOKHH.
Hanporus, mo OonbmmHCTBY miKan onpocHuka JIA-44 y4acTHUKHM HCCIEIOBAHMS ITOJIYYHIIH
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0aJuTbl HU)KE CpPEJHHUX 3HAYCHMH, 32 MCKIIIOYEHHEM IIKaJIbl JISTHTUMH3ALUS arpecCUy B JIMYHOM
omnbite. OHAKO UMEHHO 3Ta IIKaja B HAaHOOJbIIEH CTENEHN OTpakaeT 0a30BbIE YCTAHOBKH IO
OTHOIIECHHIO K ONACHBIM CUTYyallMsIM, BOSHUKAIONINM B PEUILHON JKH3HM, YTO HEPEKIHKAETCs C
Npe/ICTaBICHUSIMA CTOPOHHUKOB GAM 0 (yHKIIMOHHPOBAHUHM arpecCHUBHBIX IOBEICHYECKUX
ckpunToB [8]. B dacTHOCTH, aBTOpPHI MOJETM YKa3bIBAIOT, 4YTO AarpecCHBHBIC BUICOUTPHI
(hopMHpYIOT Yy HUTPOKOB HOpMAaTHBHBIE yOekaeHHs 00 arpeccuu W (DaHTa3Md O TOM, YTOOBI
MPOSIBIATEH (PU3NIECKOE HACHIINE B IMYHBIX OTHOIICHUX [8]. DT0, 01HAKO, HE TIO3BOJISIET CYAUTh
0 peaNbHOM IIOBEIEHHHM KOMITBIOTEPHBIX HIPOKOB, KaKk O Ooyiee WM MEHEe arpecCHBHOM II0
CpPaBHEHMIO C IPYTrUMH JoapbMH. ABTOp ompocHuka JIA-44 C. H. EHuKoIONIOB OTMEUaeT, 4To
HanOonee TPEBOXKHBIMH C TOYKHM 3PEHHS COBEPIICHHS PEaJbHBIX HACHILCTBEHHBIX JECHCTBHS
SIBJISIFOTCSI BBICOKHE OaJITBI 110 IIKAJIaM JISTUTUMHU3AIMU HACWIIUS B IMYHOM ONBITE, BOCITUTAHUH (Y
MyxkuuH), CMM (y oKeHImIMH) ¥ cCHOpTe, a TaKKe HHTErpajbHblil IOKa3aTesb
JETUTUMHU3NpOBaHHbIN arpeccun [33]. M3 aTux nokasaTesnell 3HaYEHUs BBILIE CPEIHETO OBLIH
MPOJIEMOHCTPUPOBAHBI reiiMepaMy TOJIBKO IO HIKajaM JIMuyHoro onbita 1 CMU, a nHTerpasbHbIid
MOKa3aTeldb JETMTUMU3AINNA arpecCHd B BBIOOPKE MOYKHO OIEHUTh Kak HHM3KHWH. [Ipu sTom
3HA4YMMO 00Jiee BBICOKHE OalIbI IO MIKATaM JISTHTUMH3ALNH arpecchy B TMIHOM onbite, CMU n
cropre HaOpald WIPOKH B «IIyTEePBD», YTO COTJIACYeTCs C Hameil BTOPOH THIOTE30H u
MPE/ICTABICHUEM O «IIyTepax» Kak 0 HauOoJee arpeCCHBHOM KaHpPE BUACOUTDP. BrIpakeHHOCTh
KOMITBIOTEPHOH HUTPOBOH 3aBUCHMOCTH 3HAYHMO TTOJIOKHUTENFHO KOPPENUPYET CO BCEMH IIKaIaMU
JETUTUMHU3NPOBAHHON arpeccuu, OJHAKO, JaHHBIE O CBA3HM JKAHPOBBIX MPEINMOYTCHHH C
3aBUCUMOCTBIO CMEIIaHHbIE. TakuM 00pa3oM, TPEThs TUIOTE3a MOTBEPKIACTC YACTUUHO.

Hecmotpst Ha TO, uTO B paboTe OBbUTH HOyUeHBI 3HAYUMBIE PE3yJIbTaThl, HEOOXOANMO OTMETHTH U
psia orpanuyeHuil. Bo-miepBbIx, onpocHuK Buaeourpoit 3aBucuMoctd VGAS Ha laHHBIH MOMEHT He
TMOJIHOCTHIO BAJIMAM3MPOBAH, B YaCTHOCTH, HE IPOBEJICHA OLEHKA HOPMATHBHBIX 3HAUYCHWH Ha
KJIMHUYECKON BBIOOPKE, YTO OyJeT cieliaHo B OyaymieM. B CBf3u ¢ 3TUM HEBO3MOXKHO OIICHHTH
MPOLIEHT 3aBUCUMBIX DECIOHIECHTOB B BBIOOpPKE TeiiMepoB. Bo-BTOpBIX, HECMOTpsS Ha HHTEpec,
KOTOPBI  TpencTaBisieT CcoOOH  KOHCTPYKT —JISTUTUMU3HPOBAHHON — arpeccy, KOJHMYIECTBO
SMITMPUYECKUX UCCIIENOBAHMUI 110 JTAHHOHM TeMe, B YaCTHOCTH, C MUCIIONB30BaHUEM OmpocHuKa JIA-44
C. H. EnnxomorioBa n H. I1. [luOyreckoro BechbMa OTpaHWYEHO, YTO 3aTPYAHSET COIIOCTABICHUE
TOTyYEeHHBIX PE3YJIbTATOB C JaHHBIMHU JpYyrux padot. B-Tperpux, HecMOTps Ha OONBHION 00BeM
coOpaHHOW BBIOOPKH, B HEH Mall0 PECTIOHICHTOB JKEHCKOTO II0JId, YTO YACTHYHO OOBSCHSICTCS
JemMorpaduuecKiMy XapaKTepUCTHKAMU HCCIIEYeMOM TPYIIIbl, HO B TO € BpeMs He IO3BOJISIET
YACIUTh BHUMAHHEC TCHACPHBIM aCICKTaM JICT HTHMH3HpOBaHHOI>i arpeccum u BH,HCOMIpOBOﬂ
3aBHCHMOCTH. B-4eTBEepTBIX, JKaHPOBBIE KIACCH(HKAIMK KOMIBIOTEPHBIX HWIP OrPaHHYCHHO
NPpUMCHUMBI  JJI1  HYXKI TICUXOJIOTMYCCKUX HCCJ’IeL[OBaHHfI, TaK KaK OHM HE YYWUTBIBAIOT
WHMBHIYaJILHOTO PA3HOOOPa3usi UTPOBOM MOTHBALIMK reiMEpOB, CBOC0Opa3e MHOIHX IOITYJISIPHBIX
BUJICOUTP, OOBEIUHSIOIINX XapaKTEPUCTUKH HECKOJIBKUX JKaHPOB Cpasy, CHELU(HKY pealbHbIX
WTPOBBIX MPEANIOYTEHNH, I/I€ KIFOYEBBIM aCHEKTOM MOJKET BCTYNaTh HE TOJIBKO UTPOBOM JKaHp, HO U
PEXUM MTPBI, CETTHHT, CEOXKET MJIM XapaKTEePHCTUKHY INIABHOTO I'eposi KOMITBIOTEpHON nrpsl. Hakorerr,
KaK ¥ MHOTHE JIpyTHe padoThI, MOCBAMIEHHBIE IPOOJIEME arpeCCHBHBIX KOMITBIOTEPHBIX UI'P M UX CBS3H
C TEMHM WM WHBIMH TIPOSIBIICHUSMH arpecCHH B IIOBEICHHH, MBICISX M yCTaHOBKaX TIeHMEpOB,
BeNMYMHA 3(Q(EKTOB, MONYUECHHBIX B JJAHHOM HCCIEIOBaHUM, SIBISIETCS JIOBOJIBHO CJIa0OM, YTO
00ycaBIMBaeTCsl Kak MHOTOOOpa3HEM IpOSIBICHUH arpecchy, TaK W OTPaHMYCHUSMHU TIPUMEHEHUS
TMICUXO/IMar HOCTHYECKOTO MHCTPYMEHTapusi B (opMe ONPOCHUKOB, a TAKXKE CIOKHOCTbIO y4€Ta B
(hopMaTe MacCOBOTO OHNAMH-ONPOCa HEKOTOPHIX AaCMEKTOB WIPOBOM JESATENBHOCTH (HampHMep,
HUI'POBOI'0 KOHTCKCTA NI MOTI/IBaHI/II/I).

ABTOpBl Onaronmapat BBIMYCKHHIy CE4eHOBCKOIO yHHBepcuTeTa MenakoBckyto JlnaHy
JIMHUTpUEBHY 32 HEOLEHUMYIO TIOMOILb B COOpE JaHHBIX JJIsl JAHHOTO UCCIICIOBAHMS.
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Legitimized Aggression in Relation to Video Game Addiction
and Genre Preferences of Active Video Game Players

N. V. Bogacheva, V. E. Epishin

I.M. Sechenov First Moscow State Medical University (Sechenov University)

The relationship between violent video games and real-life aggression, as well as video game
addiction, have been among the most controversial issues in modern video game research in
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cyberpsychology over the past 30 years. Recently, more and more evidence suggest that these
topics should be considered in the broader context of video game player’'s motivation and
personality. Genre characteristics of video games should also be taken into consideration. Some
aspects, however, remain practically unseen by researchers. Based on the analysis of the literature,
it seemed relevant to explore the relationship between video game addiction and aggressive video
games through the construct of legitimized aggression. The latter reflects attitudes about the social
acceptability of violence in various spheres of life. Hypotheses were put forward about the
connection between legitimized aggression and video game addiction, as well as the preference for
video games of the “shooter” genre.

The study sample consisted of 950 video game players aged 16-55 (M = 20.65; SD = 4.67; Me = 19),
858 men and 92 women, with different levels of gaming activity and genre preferences. Among
them, 328 preferred shooters, 222 - role-playing video games (RPGs), and 400 - video games of
other genres (strategy games, racing, etc.). Along with a survey containing socio-demographic
questions and questions about video game preferences, respondents completed the Legitimized
Aggression Questionnaire (LA-44) by S.N. Enikolopov and N.P. Tsebulsky, as well as our new
video game addiction questionnaire VGAS (Video Game Addiction Scale). Correlation analysis
(Pearson's p) showed significant positive relationships of all LA-44 scales with video game
addiction. A one-way analysis of variance (Welch's test) found that shooter video game players
had significantly higher levels of legitimization of aggression in the areas of personal experience,
media, and sports. At the same time, indicators of the legitimization of aggression among video
game players in this study was found to be generally low, with the exception of the legitimization
of aggression in personal experience sub-scale. The latter can indirectly confirm the General
Aggression Model (GAM), a popular western model that explains the influence of media violence
(including that in video games) on the formation of aggressive behavioral scripts, however, the
study does not allow us to state that video game players are aggressive, regardless of their gaming
preferences.

Keywords: gamers, video game players, video games, gaming disorder, video game addiction,
aggression, trait aggression, legitimized aggression, video game genres, cyberpsychology
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