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AHHOTaLMA. AKmyanbHOCMb UCCAed08aHUA ONPEefensieT He0bX0ANMOCTb U3YUeHUs MOTUBALIMOHHBIX MEXaHU3MOB CHUDKEHNS BHYTPEHHETO
HanpsXeHWs 1 CTaHOBAEHNS MAEHTUYHOCTI refiMepoB B YCI0BUAX MAaCCOBbIX MHOTOMO/b30BaTebCKUX PoeBbIX OHAaH-urp (MMOPNT). Yess.
WN3y4uTb PONb UIPOBOII MOTUBALWM B NPOLLECCAX BUPTYANbHOM WAEHTUYHOCTI W XKWU3HECTORKOCTV MONOABIX reliMepoB. [unome3sa: Urposas
MOTIMBALS CONPSKEHA CO CHUKEHUEM BHYTPEHHEro HanpsKeHUs U NPoLeccamit CTaHOBEHNS BUPTYabHOIi MAEHTUYHOCTA B BUPTYaNbHOM
XU3HEHHOM NpoCTpaHcTBe reiiMepo. YyacmAuku: N =120 B Bo3pacte ot 18 40 25 et (n,, =72; n, = 48; M =20,4; SD = 2,5), npoxvBatouiyx
B LieHTpanbHoOM perunoHe Poccuiickoit depepauum. Memoods: (uHcmpyMeHmbi): NS OLeHKM UTPOBOA MOTMBALIM NPUMEHEH OMPOCHUK MOTK-
BaL{V Mrpbl B MaCcCOBble MHOTOMONb30BaTeNbCKME poneBble oHnaiH-urpsl (MMOPIT) (N. Yee B agantawuu H. B. borauesoit, B. E. EnuwunHa,
A. B. MUnbSHCKOR); ANS1 OLLEHKM XM3HECTOIKOCTM NCMOAb30BaHA KpaTkas Bepcus Tecta xusHectoinkoctu (C. Magu B agantaumu E. H. Ocuna,
E. . Paccka3oBoii); Anst OLEHKN CTaTyCOB BMPTyanbHOI MAEGHTUYHOCTM MCMONb30BaHa MeToguka «Cratyc BU» (M. B. KnemenTbesa); ans
OLIeHKI UrpoBOI yMenocTu ncnonb3oBaHa «Game Experience Questionnaire» («AHKeTa UrpoBoOro onbiTa»), «OLieHka UrpoBoii yMenocTu»
(W. A. IJsselsteijn, Y. A. W. de Kort, K. Poels B agantan M. B. KnemenTbeBoii, M. B. Kypry3oBa). Pe3ysismamei: BbISBAEHbI 3HAUMMble pa3nnyus
B BbIPAXEHHOCTI NOKa3aTeNs «KU3HECTOKOCTU» reiiMepoB: boee BbICOKME 3HAYeHNs 3adpuKcpoBaHbl B Urpe. 06HapyXeHbl 3HaUUMble CBS-
31 MeXAy Noka3aTensiMu UrpoBbIX MOTMBOB, XKU3HECTOIKOCTI, UTPOBOI YMENOCTM 1 BUPTYanbHON MAEGHTUUHOCT: AEMOHCTPUPYS 6e36apbep-
HYI0 peanu3aLyio UrpoBoi MOTMBALIN 1 COBEPLUEHCTBO MUIPOBOIi YMENOCTH, reliMepbl MCMLITLIBAKT BHYTPEHHEe HanpskeHue, 6ecnomoLy-
HOCTb B PeaIbHOI XU3HW 1 CTPEMSATCA YiATH OT AeiCTBUTENBHOCTY, YOPMUPYIOT BUPTYasbHYH MAEGHTUUHOCTb, OCHOBAHHYIO Ha 06pa3ax UrpoBbIX
aBatapoB. OCHOBHbIe 86/800bI: B OHNAIH-UTPe MONOZbIe reiimepbl CNocobHbI 6onee IGHEKTMBHO CNPABASTLCA C BHYTPEHHUM HanpshkeHneMm
M0 CPaBHEHMIO C peanbHoi CPeaoii, NoAAePXKMBaTL MAEGHTUYHOCTD, YCMELHO Peanit30BbIBaThb UTPOBbIE MOTUBbI. IpaKMUYecKas 3Ha4UMoCms.
MaTepuanbl CCNe0BaHNA MOTYT UCMOMb30BATLCA B pa3paboTke NPOrpamMm Mo YKpenaeHnto Xn3HeCTONKOCTU 1 Pa3BUTUIO MAEHTUYHOCTA MO-
NOABIX refiMepos.
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KI3HECTOIAKOCTb, BUPTYaNbHas NAEHTUYHOCTD

I/IHq)opmau,m 0 BKNaje KaXXioro aBsropa. M. B. KnemeHTbeBa — MeT04010r1s MCCIEJ0BAHUSA, KOHLENLMA 1 [J,I/I3aI7IH nccnefoBaHnaA, aHanus
n Oﬁcy)KAEHVIe NONYUYEHHBIX AAHHbIX, HAMUCaHWE TEKCTA; M. A Fepacmmosa - C60p n 06p360TKa MaTtepuana UcciefoBaHna, aHaans nonyvyeH-
HbIX AdHHbIX MEPBOro NCCNEL0BAHNA, HaNCaHWE TEKCTA; M. B. Kypry303 - C60p n 06pa60TKa MaTepuana nccneAoBaHnsA, aHaan3 NoNyYEHHbIX
[dHHbIX BTOPOro UCcnefoBaHNna, HanncaHne TeKCTa.

[ns ymtnpoBanus: Knemenmsesa M. B., lepacumosa [1. A., Kypay3068 M. B. MoTMBaLMOHHbIE KOPPENSTbI XM3HECTONKOCTM M BUPTYanbHON
MAEHTUYHOCTI Monobix reiimepoB // U3Bectus CapatoBckoro yHuBepcuteta. Hoas cepus. Cepus: Akmeonorus obpasoBanus. Mcuxonorns
passuTna. 2024.T. 13, Bbin. 3 (51). C. 251-263. https://doi.org/10.18500/2304-9790-2024-13-3-251-263, EDN: PVCBM]

Cratbsl onybnmKoBaHa Ha ycnosusx nuueHsum Creative Commons Attribution 4.0 International (CC-BY 4.0)
Article

Motivation correlates with hardiness and virtual identity of young gamers

M. V. Klementyeva'™, P. A. Gerasimova2, M. V. Kurguzov'

'Financial University under the Government of the Russian Federation, 49/2 Leningradsky Ave., Moscow 125167, Russia
ZAerospace Lyceum of Khimki, 18 Kurkinskoe highway, Moscow region, Khimki 141407, Russia

© KnemeHTbeBa M. B., l[epacumosa I1. A., Kyprysos M. B., 2024



@ N /138. Capart. yH-Ta. Hos. cep. Cep.: Akmeosiorvisi obpasosarms. lcvixonorvia passutus, 2024. T. 13, seir. 3 (51)

Marina V. Klementyeva, marinaklementyva@yandex.ru, https://orcid.org/0000-0002-8712-9282
Polina A. Gerasimova, gerasimovapolly@gmail.com, https://orcid.org/0009-0005-6963-8541
Mikhail V. Kurguzov, gnmikh@mail.ru, https://orcid.org/0009-0006-8807-3256

Abstract. The research is relevant due to the necessity to explore how gaming motivational mechanisms reduce internal tension and
shape gamers' identity in massively multiplayer online role-playing games (MMORPG). The aim of the research is to investigate the role
of gaming motivation shaping virtual identity and hardiness of young gamers. Hypothesis: gaming motivation correlates with reduced
internal tension and influences the formation of gamers' virtual identity in cyber space. Participants: N =120 aged 18-25 years (n ,,,=72;
N female = 48; M =20.4; SD = 2.5) living in the central region of the Russian Federation. Methods (tools): The Gaming Motivation Scale (Nick
Yee adapted by N. V. Bogacheva, V. E. Epishina, A. V. Milyanskaya) was used to assess game motivation for playing massively multiplayer
online role-playing games (MMORPG); an abridged version of the Hardiness Test (S. Maddi adapted by E. N. Osin, E. I. Rasskazova) was used
to assess resilience; the Virtual Identity Status Inventory (VISI) (M. V. Klementyeva) was used to assess the status of virtual identities; the
Game Experience Questionnaire (W. A. ljsselsteijn, Y. A. W. de Kort, and K. Poels adapted by M. V. Klementyeva, M. V. Kurguzov) was used
to assess players’ competence. Results: the research demonstrated significant differences in the manifestation of gamers’ “hardines”: higher
values were recorded during gameplay. We found strong links between gaming motives, hardines, gaming skills and virtual identity. Despite
their seamless gaming motivation and perfect gaming competence, gamers experience internal tension, helplessness in real life and strive
to escape reality while forming a virtual identity based on the images of their gaming avatars. Main conclusions: in an online game, young
gamers are able to cope more effectively with internal stress, compared with the real environment; they are able to maintain identity, and
successfully implement gaming motives. Practical application: the research results can be used to develop techniques aimed at strengthening
hardines and supporting identity formation in young gamers.

Keywords: game motivation, online game, youth, barrier-realizability, cyber space, hardines, virtual identity
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BeepieHne

[MonynsipHOCTb U pacmipocTpaHeHue OH/alH-
WUTD B TMOCTIMAaH/AeMUNHbBIN Mepuo/, SKCIIOHeHI[U-
aJbHO yBennuuBaeTcs. B Mupe, nmo ganHbeim [1],
B 2023 r. HacuuThIBanoCh 3,4 MuUIIUap/a relime-
POB, M3 HUX MOJIOZIble TFOU B Bo3pacTe oT 18 1o
35 yiet coctaBuu 36%. ITo orjenkam [2], Ha 2022 T.
60% (88 muH) xxuTesneti Poccuu 3 uaca exkefHEBHO
UT'Daji B OHJIAaWH-UTPBI, IPHUeM, 110 MaTepuaaam
[3], Hanbosiee aKTUBHBLIMU TeliMepaM¥ CTau MO-
JioJible TFoAu 1o 25 yiet, cocTasJissi 28% ot o0111ero
Yyl1CJia UTPOKOB.

OTKpBbIBasi BOSMOXXHOCTH TPOXKUTH ajibTep-
HaTUBHYI )XU3Hb B CUMY/JHMPOBAHHOW WU BbI-
MBIIIJIEHHOW peasibHOCTH, OH/IAWH-UTPbI (DOPMU-
PYIOT 8UpmMyd/abHOe HCU3HEHHOe NPOCMpaHCmMeo
COBPEMEHHBIX JIIO/IeH — «JAUHAMHUUYECKOe T0JIex»
(repmuH K. JleBuHa), 06pa3oBaHHOE eIUHCTBOM U
CUCTeMHBIM B3aUMO/IeHiCTBHEeM TUYHOCTH U BUPTY-
aJIbHOM Cpefibl B ICUXO0/I0TMUECKOW CUTYaluH, 10
MHenuto M. B. KnemeHTbepoii [4]. BupTyanbHoe
JKM3HEHHOEe TIPOCTPaHCTBO UTPbI MOAUYUHSETCS
TICUXOJIOTMYeCKHUM 3aKOHaM U OTIMYaeTcs [JUHa-
MUUYHOCTBIO U MPUCTPACTHBIM OTHOLLIEHHEeM BOBJIe-
YEeHHOW JTMUHOCTU U MOXKET OBbITh MOHSITO B PycCJie
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TICUXOJIOTUUECKOW OHTOJIOTUM >KHU3HEHHOTO TPOo-
crpanctBa (K. Lewin [5], C. K. HapToBa-bouasep
[6], H. P. Canuxoga [7]), rae nudpoBbie TeXHOJIO-
ruu 00ecreyrnBalOT MIHOBEHHOE YI0B/IeTBOPEHUE
MOTHBOB reMiMepoB, PacCIIUPSIOT BO3MOXHOCTH
Mepe>XUTh HOBbIW 3aXBaThIBAIOL[AM OIBIT, TIOBbI-
IIAI0T JJOCTYITHOCTD COLTUATBHO-TICUX0IOTHUeCKHUX
pecypCoB ¥ pUCKU IICUXUUECKOTO0 pa3BuTHs. HoBbie
YCJIOBHSI PA3BUTHSI IMUHOCTH B UTPOBOM ITPOCTPaH-
CTBe CTaBsT BbI30B Mepe]; COBpeMeHHBIMU MCUX0-
JIOTUUECKUMU UCCJIeZIOBAHUSMU B UaCTH U3YUEHUS
IUHAMUUYECKUX aCleKTOB UTPOBBIX MOTHBOB — UX
TpaHCchOPMaIUHY U Pery/sSIIMHU TICUX0COITHATLHOTO
pa3BUTHUS TeMepOB.

Craso oueBU/IHO, UTO PYHKIMU OHJIAUH-UTD
He MOTYT OBITh CBeJIeHbI JIUIIb K Pa3B/IeUeHHIO,
MTOCKOJIBKY aCCOIL[MMPOBAHBI C MpPOLleCCaMU TICH-
xocouuansHoro ( H. 1. AreeB c coaBTOpamu
[8], N. Y. Wang, C. Cheng [9]), KOTHUTUBHOTO
(B. d. Banasnsujukosa, M. B. Metkuna [10],
H. M. JlaniteBa [11]), TMYHOCTHOTO pa3BUTHS B
mosiofioctu (M. B. KnemenTbeBa [12], S. Raiziene c
coaBTopamu [13], I. Granic c coaBTopamu [14]). Og-
HaKO MHOTOUMCJIeHHBIe SMITUPHUUYeCKUe UCCel0Ba-
HUS IEMOHCTPUPYIOT TPOTUBOPEUHBhBIE JJAHHBIE O
BJIMSIHUW OHJIAUH-UTD Ha JIMUHOCTHOE Pa3BUTHE

HayyHbivi oTaen
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Y TICMXOcoL[aabHoe Oyaromnonyuue reliMepos. B
HEKOTOPBIX UCC/IeJOBAaHUSX MPO/IEMOHCTPUPOBAH
TI0JIO’KUTE/IbHBIN MTOTeHI[a TeIMUHTa: TIOBLIIIIe-
Hue camoperynsiuuu (D. Ewoldsen ¢ coaBTopamu
[15]), camokoHTpOAs (B. . BAnAnbIMKOBOH,
M. B. MetkuHa [10], G. Reid [16]) u xu3HecToOu-
koctu (M. Lepcha, A. Parveen [17], J. G. Tichon,
T. Mavin [18]), pa3BuTre KOTHUTHUBHBIX CIIOCO0-
Hocrteli (H. M. JlanTteBa [11]), a Tak)e CHUXKe-
HUe TPeBOXXKHOCTH, [IeMPeCCUBHOCTU U UyBCTBA
oauHouectBa (F. Pallavicini c coaBTtopamu [19]),
KOTJ]a BDEMEHHBIN yX0/ B OHJIAaH-UTPY [TOMOTaeT
reiiMmepam CIIpaBUTHCS C TPYJHBIMU KU3HEHHBIMU
CUTYyaI[USIMH, COBJIa/IaTh CO CTPECCOM, HaTIPsKeH-
HOCTBIO U arPeCcCUBHOCTHIO. B Ipyrux 0630pHBIX
WCCJIeIOBAaHUSX, HATIPOTUB, OTMeUeHbI HeTaTUBHBIE
3bdeKTh OHMAaWH-UTD: YSI3BUMOCThH reliMepoB K
urposoit 3aBucumoctu (N. Y. Wang, C. Cheng [9],
D. L. King c coaBTopamu [20]), pucky pa3Butus
eTIPeCCUBHBIX PAaCCTPONCTB U Ze3ajalTalun
(D. L. King c coaBtopamu [20]) ycuneHuro
counodobuu U uAeHTUDUKAIIUU C aBATapOM
(S. R. Sioni c coaBTopamu [21]) MOBBIIIIEHHUIO BHY-
TPUJIMUHOCTHOW KOH(PIUKTHOCTA U (HOpPMHUPOBa-
HUI0 HeraTuBHOU ueHTHUHOCTH (J1. C. 'uHKuMHa,
B. E. Bacunenko [22], R. Green c coaBTOpamu
[23]), a Tak>Ke BO3HUKHOBEHHIO TICUXOCOI[AAJIbHBIX,
MICUXOCOMaTUUECKUX, ICUXUATPUUECKUX, MeU-
uHckux rmpobsiem (F. Melodia c coaTopamu [24]).

O[iHa 13 TUIIOTe3 O BJIUSHUU U2POBOU MOMUBd-
Yuu Ha JINUHOCTHOE pa3BUTHe U TICUX0I0TUUecKoe
GJiarorosiyurie reiMepoB, BBIIBUHYTast B paboTax
Z. Demetrovics ¢ coaBropam# [25] u N. Yee [26]
MoJIyunsia UIMPOKOe TIPU3HAHKWe B COBPeMeHHOU
nicuxonoruu (H. B. Borauera c coaBTopamu [27],
B. N. Kim, H. S. Kang [28], F. Sibilla c coaBTopamu
[29]), 0ObsICHSIsI TO3UTHUBHbBIE U HEraTHBHBIE 3¢ dek-
ThI OH/TaWH-UTP. Tak, GakThI aJAUKTUBHOTO TIOBE-
JleHUs1, COTIPSIKeHHOT'0 C UTPOBOW 3aBUCUMOCTHIO,
«DosTblIIe CBSI3aHbI C MOTUBAL[UEN JOCTHXKEHUS, UeM
C TIOTPY>KeHWeM MJIU COLMaJibHOW MOTUBalUel,
HO camMasi CUJibHasl CBsi3b 0OHapy>keHa C MOTHBa-
uel sckamusmar, 1o 3ameuanuto N. Y. Wang,
C. Cheng [9]. MoTtuBaLus 3cKkanu3mMa, CBsg3aHHas
C HaMepeHHbIM 6erCTBOM B BUPTYa/IbHbIN UTPOBOM
MWD OT peasibHOH XW3HU, Haubosiee aKTyaabHa
17151 3aBUCUMBIX T'eiiMepOoB C HU3KOW CaMOOLIeHKOMH,
BbIpakKeHHOU uJeHTU(UKaL1ell c UrpOBbLIM aBaTa-
poMm (R. Green c coaBTopamu [23], T. Lemenager c
coaBTopamu [30]), upeaMepHbIM OTUYyXJEHUEeM U
9K3UCTeHIMa/lbHbIM BaKyyMoM (Z. Demetrovics c
coaBTopamu [25], H. Zhao c coaBTopamu [31]), Bo-
BJIEUEHHOCTBHIO B BHUPTYyanbHYyI0 cpeay (X. Wang

lcnxonorns coumanbHOro pa3BuTus

c coaBTOpamH [32]), HeBpoTH3aIei U UHTPOBEPCH-
eli (M. Larrieu c coaBTopamu [33]). Unaue rosops,
UTPOBasi MOTUBALUS CJIYKUAT MeJHaTOPOM, OTIOC-
peyIOUIUM BIUSTHAE YCTOUUNBBIX UHIUBUAYAJTb-
HO-TICUXOJIOTUUeCKUX CBONCTB TUYHOCTH, a TAKKe
psifia CUTYal[MOHHBIX XapaKTEePUCTUK (HamlpuMep,
WUIDOBOe BPeMsi, aHOHUMHOCTh, KaK IO0Ka3aHo B
pabote G. J. Hyun c coaBTopamu [34]) urpsl Ha
aJlariTUBHOE WJIM [le3a/lalITUBHOe UCII0Ib30BaHKe
OHJIAWH-UTD B MosiofocTu. IIIupokuii mquama3oH
3¢h(}eKTOB CBSI3U MeXAY UTPDOBOM MOTHUBALIMEN U
TOKa3aTeJissMU TUYHOCTHOTO Pa3BUTHS reliMepoB
SIBJISIETCSI OJJHUM M3 OCHOBAHUH pa3HbIX B3IJISIZIOB
Ha npo6yieMy reiiMUHTa U ero moC/e/ICTBUM B CO-
BpEMeHHOU TMICUXOJIOT M.

Takum 06pa3oM, XOTs B TICUXOJIOT VU BBISIBJIE-
HO, YTO MOTHBAL[MsI UTPOBOTO OHJIANH-TIOBeJeHHs
CBsi3aHa ¢ 6ercTBOM OT JIeiCTBUTEILHOCTH JJIS CO-
BJIa/IJaHUSI CO CTPECCOM U TPYAHBIMU CUTYaLUsSMHU,
HO MaJlo M3BeCTHO 00 acCOLMMPOBAaHHBIX C 3TUM
sIBJIeHMeM MOTHBAI[MOHHBIX MeXaHU3MaX CHIDKe-
HUSI BHYTPEHHEro HalpsDKeHUs W CTAaHOBJIEHUS
WJEHTUYHOCTU B BUPTYaJbHOM >KM3HEHHOM TIPO-
CTPAHCTBE MOJIOABIX TeMePOB.

Cka3aHHOe orpeiesiuio obwyio yeab NBYX
SMIIUPUUECKHUX UCCTAeAOBAHUN — U3YUUTH POJIhb
WIrpOBOM MOTHBALIMU B Tpoljeccax BUPTyaJbHOU
UIeHTUYHOCTU U >KHU3HECTOUKOCTHU TelMepoB.
ITpednonoscumenbHO UTPOBast MOTUBALIUSI COTIPSI-
JKeHa CO CHU)KeHUeM BHYTPeHHero HaTpsiKeHUs U
MpOLjeCCaMU CTaHOBJIEHUsI BUPTYa/IbHOU HeHTH Y-
HOCTH B BUPTYaIbHOM >KM3HEHHOM TTPOCTPAHCTBe
reliMepoB.

Marepuanbi nepBoro nccneoBaHus

Ileab mepBoro ucciefoBaHUsl — U3yUyeHHe
B3aUMOCBS3HM «0apbepHOCTH-Peasn3yeMoCTH»
MOTHMBOB UI'pPbl B MHOI'OI0/Ib30BaTe/JbCKUE OH-
JIaUH-UTPBI C MOKa3aTe/NsiMU )KU3HECTOUKOCTH Y
reiiMepoB.

TI'unomesa nepgoeo ncciefoBaHus — «6apbep-
HOCTb-peanu3yeMoCTb» MOTHUBOB UIPbl B MHOTO-
T0/1b30BaTe/IbCKHe OHJIalH-UTPbl — B3aUMOCBsi3aHa
C TI0Ka3aTe/IMM )KM3HeCTOMKOCTH Y reliMepoB.

YuacmHuku uccaedosaHus. 60 pecnoH-
[IeHTOB B Bo3pacTe oT 18 mo 25 seT (nMy)K = 40;
N, = 20), IpOXMBaIOLKX B LIEHTPANTbHOM Peru-
oHe Pocculickoii ®esiepaliuy, C ONBITOM UIDbI B
MHOT0M0/1b30BaTe/IbCKUe OHIaiH-UTPbI OT 3 JIeT J10
10 neT; cpepnuii Bo3pact = 20,4 (SD = 2,5). [Ipyrue
coLaabHO-eMorpaduuecke U 5KOHOMUUeCKUe
XapaKTepUCTUKU He YUHUThIBaJ/IU.
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Memooduku. 1. AjanTtaiiusi pyCCKOsSI3bIUHOU
BepCUU ONIPOCHUKA MOTUBAIUU UTPBI B MACCOBBIE
MHOTOTI0/Th30BaTe/IbCKHe POJieBbie OHIalH-UTPBI
(MMOPIIT') Huka Mu (H. B. Borauesa, B. E. Enu-
muH, A. B. MunbsHckas [27]), icnosib30BaHHas B
Haueid Mogudukau. ABTopcKas MmoguduKkaLys
BBITIOJTHEHA METOJ0M MHOTOMEDHOTO IKaJIhpo-
BaHUs («CEMAaHTUUYECKOTO IIKaJUPOBAHUS»), MO
A. T. UlmeneBy [35] pgns aHanu3a nokasaresnst
«bapbepHOCTU-peanu3yeMoCTH» MOTUBOB UTPbI
U TIpeJicTaB/isieT 060U PeKOHCTPYKITHIO CYyOBeK-
TUBHOTO «IICHUXOCEMaHTUUYECKOT0» COZepKaHUs
MOTHUBALIMOHHOM cdeprl yepe3 paHXKHUPOBaHUE
M0 CTeMeHU «Ba)KHO» U «JOCTHUXKUMO» Ka’XKJ0ro
13 10 OCHOBHBIX UTPOBBIX MOTHBOB, COTJIAaCHO
knaccubukaiuu N. Yee [26]: «ITo cTosnbijam pac-
M0J/IaTar0TCss 00BEKTHI LIKATUPOBAHUS, TI0 CTPO-
KaM — IIKaJbl, B ssyeiikax — 6assibl, C TTIOMOIIBIO
KOTOPBIX PECIOH/IEHT OLIeHWBAeT OOBEKTHI M0
mKanam» [35, c. 248]. llIkanbl crpynnupoBaHbl B
3 o01ux akTOpa: MOTUB JOCTUKeHUS (TIPOTpecc,
MexaHHKa, COpeBHOBaHMe), MOTPy>KeHue (KacTo-
MM3a1ysl, OThITPbIBaHUE POJIel, 3CKaTnu3M, uccie-
IOBaHWe) U COIMabHast MOTUBALUs (KOMaHIHAs
pabora, obiieHue, oTHoueHUs). CTUMYIbHBIN
MaTepuaJs mpejcTaBjieH Ha puc. 1. Moguduuu-
pPOBaHHBIE MKaJIbl OTBEYAIOT ICUXOMETPUUECKUM
TpeOOBaHUIM COTJIACOBAHHOCTHU-HA/[€)KHOCTH
(a-Kpoubaxa > 0.80) u CTpyKTypHOUH BaTUAHOCTH
(ouieHKa npou3sBeieHa C UCMOb30BaHHUEM KOHUP-
MaTOpHOro (akTopHOro aHaiusa: x2/df = 1,97,
RMSEA = 0,056; CFI = 0,80; n = 60).

KonuuecTBeHHBIN MOCUET TOKa3aTess
«bapbepHOCTHU-PEANTU3YEMOCTH» OCYILIECTBJIEH
Ha OCHOBaHUHM COOTHECEHUS OLIeHOK TI0 IlIKajiam
«Ba)XHO» U « JOCTHXXHUMO» ITyTeM I10TIapHOr'o CpaB-
HEeHWsi, COTJIaCHO MpoLie/lypam, pa3paboTaHHbIM U
anpobupoBanubiM H. P. CanuxoBoii [7].

2. KpaTkas Bepcusi TeCTa KU3HECTOUKOCTH
C. Mapgaum, BeinonHenHas E. H. Ocunbim, E. U. Pac-
cka3oBou [36], mpeacTaBisieT coboit 24 yTBepxk-
neHus, obpa3yromux o0IyI0 MKany «KU3He-
CTOUKOCTH» U TPHU CyOIlKa/bl: «BOBJIEYEHHOCHY,
«KOHTPOJIb» U «IIPUHATHE PUCKa». B HacTosiem
HCCeJOBaHUM TECT UCIOJb30BaH B ABYX Ba-
puaHTax: 1) B opuruHajJbHOW KpaTHOU Bepcuu
E. H. OcuHa, E. U. Paccka3oBoii [36], unTepmpe-
TUPyeMOH flajiee KaK «KH3HECTOMKOCTb B peaslb-
HOCTU», 2) B BepPCUU C U3MEeHEeHHOU HaMU UHCTPYK-
LMel, UHTepIpeTUPyeMoH /jajiee Kak «KHU3HeCTOM-
KOCTb B urpe»: «OueHHTe, TOXKaAyHCTa, KaXKIoe
Y3 yTBep)K/IeH!M, HACKOJIbKO OHO COOTBETCTBYET
Bariemy oTHoIIeHUIO K cebe B OHsIaliH-UTpe». Ta-
KM 00pa3oM, yyaCTHUKAM HCCJIe/IoBaHus ObIIo
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Npe//I0KeHO OLeHUTh CTelleHb CBOEro Corjiacus
o 5-6a//IbHOM IIKasle Ha KaXkzJoe u3 24 yTBepx-
JIeHUU TeCcTa )KU3HeCTOUKOCTH B IBYX CUTYyaLUSIX
(«B urpe», «B peaabHOCTU»). TecT Cc U3MeHeHHOU
WHCTPYKLHMeNd OTBeuaeT MCUXOMETPUUECKUM
TpeOOBaHUSIM COT/IACOBAHHOCTU-HAZEKHOCTHU
(ax-Kponbaxa = 0,90) ¥ CTpyKTypHOM BaTUJHOCTH
(o11eHKa Mpou3BeZieHa C UCTI0Ib30BaHHeM KOHpUP-
MaTOPHOTO (akTopHOTO aHanu3sa: x2/df = 1,56;
RMSEA = 0,06; CFI = 0,89; n = 60).

Memoobi ananuza daHHbIX. B makeTe cTaTu-
ctuueckux nporpamm SPSS v.21. ucnons3oBaH
CpPaBHUTE/IbHBIN aHAMU3 [/ CBSI3HBIX BbIOOPOK
(t-xpuTtepuit CTbIOJleHTa), KOPpPeasUMOHHBIN
a"anu3 (r-xkputepuii [TupcoHa), AUCTIePCUOHHBIN
aHanu3 (ANOVA). PacrnipegeneHue siB/sieTCs
HOPMaJ/JIbHBIM (CTaTUCTHUKA OZHOBBIOOPOUHOTO
kputepusa KonmoropoBa — CMuUpHOBa 3HauMMa
nipu p > 0.05).

Pe3yanaTb| nepsoro ucciefoBaHus n UX 05CY)KAEHI/IE

AHanu3 mkaa UrPOBOM MOTHBALIMU IO WH-
IekcaM OapbepHOCTH-peann3yeMocTH (Tab. 1) me-
MOHCTpPUPYeT Haruure 6e30apbepHol peann3aiuu
(mpsiMoi1 KoppensiLiUM MoKa3aTesell BaXKHOCTH U
JIOCTYTHOCTH) KaK BHYTPeHHeW MOTHUBAIUU [0-
cTokeHUs (00mmMi hakTop, Mporpecc, MexaHWKa)
U morpy>xeHus (00muil dakTop, KaCTOMHU3ALIUS,
Wcc/iejoBaHue), Tak U BHEIIHel M0 OTHOIIEeHUIO
K OH/IAMH-UTpe ColjiabHONW MoTHBaLUu (0OIIUi
(hakTop, KOMaHgHas paboTa) — 3TU MOTUBBI Ba>KHbI
I7s1 reliMepoB B TIPOCTPAHCTBE MHOTOTO/Ib30Ba-
TeJIbCKOW OHJIaWH-UTPBI U peanr3yembl. OTMeTHUM,
YTO peaanu3yeMOoCTb MOTUBALIUHU JOCTHUXKEHUS, T10-
I'PY’KeHUs U COLIMaTbHasi MOTUBALIWS JOCTUTAIOTCS
3a cyet O0Jsiee BbICOKOM [JOCTHKUMOCTH MOTHBOB,
3HAuMMO TIpeBLIIIAIOIIel YPOBeHb UX BaXKHOCTH.

CpaBHUTeNbHBIN aHaIW3 IIKal >KU3HEeCTOM-
KOCTH B CHUTYAlLUsSIX «HUIPBI» U «PeajibHOCTU»
(Tabs1. 2) TO3BO/ISIET OTMETUTHL CXOJCTBO BOBJIE-
YeHHOCTHU U KOHTPOJIsI, HO O0Jiee BHICOKUU ypo-
BEeHb MPUHSTHS PUCKA «B UTPE» M0 CPAaBHEHUIO C
TIPUHSATHEM PUCKA B PeaJibHOCTHU U 00IIel )KUu3He-
CTOWKOCTH «B UTPe» 110 CPAaBHEHUIO C )KU3HECTOU-
KOCTBIO B peanbHOCTH. KpoMe Toro, BUiNM B3a-
MMOCBS$I3b MH/IeKCa 6apbepHOCTH-peann3yeMoCTH
WTPOBBIX MOTHBOB CO IITKaJIaMU JKU3HECTOUKOCTU
(MpUHSATHEM PUCKA U 0OIIUM [OKa3aTeIeM )KU3He-
CTOMKOCTH), CBUIETEBCTBYS O POJIM MPOLIECCOB
Oe30apbepHOU peann3ariii UTPOBOM MOTHBALIMH B
CHW)KEHUHU CITIOCOOHOCTH U CTPEMJIEHUH reliMepoB
TpeojojieBaTh TPYJHOCTH, OTBeUYaTh Ha BbI3OBHI B
peaibHOM 1eHCTBUTENbHOCTH.
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MucTpyknusa: OTMeTbTe, HACKOJIBKO Kak/j0e yTBepK/jeHue CBOMCTBeHHO BaM, Korja urpaeTte, 1o ByM ILKajaam
«BAKHO» M «IOCTHXKUMO». OlLileHWBasi Ba)KHOCTh, BbibepuTe nudpy ot 0 f0 5, KOTOpasi Hauboee COOTBETCTBYET
Baremy MHeHU0, e 0 — abCOMIOTHO He BaXKHO, a 5 — oueHb Ba)kHO. OLleHUBast JOCTUKUMOCTD, CJIe[yeT BbIOpaTh

udpy ot 0 10 5, rie 0 — aBCOMIOTHO He ZOCTHIKHUMO, a 5 — MAaKCHMaJIbHO JOCTHKUMO.

1. TIporpecc: JOCTH>KEHHE UTPOBBIX Liesield, ObICTPOro pa3BUTHSI IEPCOHAaXKa, HAKOIIeHHs PeCyPCoB

Baxxno 0 1 2 3 4 5
JocTuxumo 0 1 2 3 4 5
2. MexaHuKa: cTpeMJleHHe K TOHUMaHHUI0 MaTeMaTUUeCKHUX OCHOB UTPbI /I/Is1 Ty Ulllero pa3BUTHS MTepCoHaXKa
BasxHo 0 1 2 3 4 5
Hoctrxumo 0 1 2 3 4 5
3. CopeBHOBaHUe: YA0BONIbLCTBHE OT COCTSI3aHUS C APYTUMHU UTPOKAMU

BasxkHo 0 1 2 3 4 5
Hoctwxumo 0 1 2 3 4 5
4. O0wenue: urpa pajiy obIeHus C JpyTUMH UTPOKaMU

BaskHo 0 1 2 3 4 5
Hoctwxumo 0 1 2 3 4 5
5. OTHOIIeHUS: yCTaHOBJIEHNe 3HaUMMbIX MeXX/TMUHOCTHBIX OTHOLLIEHUH C IPYTUMU UTPOKaMU

BasxkHo 0 1 2 3 4 5
Hoctuxumo 0 1 2 3 4 5
6. KomaHziHast paboTa: urpa paZii COBMECTHOH JlesiTe/IbHOCTH, Ko/y1aboparjuu ¢ ApyTrMMH UTPOKaMH

BasxHo 0 1 2 3 4

JocTrmXnmo 0 1 2 3 4

7. ViccnesioBaHye: N3ydeHHsl UTPOBOTO MUPA, MMOUCK PeJIKUX UTPOBBIX 30H, 3a/JaHUH, Tpe/iIMeTOB

BasxHo 0 1 2 3 4 5
Hoctrwxumo 0 1 2 3 4 5
8. OTBITpBIBaHUE POJIU: TTOTPY’KeHHe U MPo/lyMbIBaHNe UCTOPUH NTepCOHaka UTPOKa U UTPOBOr0 MMpa

BasxHo 0 1 2 3 4 5
Hoctrwxumo 0 1 2 3 4 5

9. KaCTOMI/BaL[I/IHZ HWHTepeC K MOAI/ICI)I/IK&L[I/II/I BHELIHero B1/ia UrpoBOr'o repcoHaka, Co3ziaHue i Hero YHUKaJbHOIrO CTUJIA

Baxxno 0 1 2 3 4 5
JocTuxumo 0 1 2 3 4 5
10. Dckanu3M: OTBJIeYeHHe B UTPe OT NMpo0JieM U CTpecca B peasbHON JKU3HU

Baxxno 0 1 2 3 4 5
HocTtuxumo 0 1 2 3 4 5

Puc. 1. OnpocHUK [Jist OLeHKH «bapbepHOCTU-PeasTn3yeMoCTH» UTPOBON MOTUBALIUN
Fig. 1. A questionnaire to assess the “barrier-realizability” of game motivation
lcnxonorus counanabHOro pa3BuTus 255
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Tabauya 1/ Table 1

CpepHue apudMeTHYeCKHe 3HAUEHH S, TOKA3aTe/IM KOPPe/Is{MU H CPAaBHUTE/ILHOI0 aHA/IM3a
urpoBbix MoTHBOB (N = 60)
Arithmetic averages, indicators of correlation and comparative analysis of game motives (N = 60)

M (o)
ITokasarenu r-KpuTepui t-KpUTepuil
«JOCTHXMMO» «BaXKHO»
Hoctmkenue (061uii hakrop) 9.0 (3.6) 7.7 (3.7) 0.71%* —3.65%*
ITporpecc 3.2(1.6) 3.2(1.5) 0.51%** 0.40
MexaHuKa 3.51.4) 3.1(1.5) 0.46%* -1.85
CopeBHOBaHUe 2.3(2) 2.1 (1.0 0.01 -0.44
IMorpy»xenue (0bmmuii paxTop) 12.3(5.1) 10.0 (5.1) 0.66%* —4.54%%
KacTomuszanus 3.5(1.4) 3.5(.7) 0.63** -0.36
NccnepoBanue 3.2 (1.5) 3.0 (1.5) 0.47%* -0.91
OTbITpEIBaHUE POJTH 2.6 (0.5) 1.0 (0.6) 0.20 —6.43%*
Ockanusm 2.8(1.8) 2.2(1.7) 0.29 -2.13*
CoruanbHast MoTHBaLMs (001ui hakTop) 9.8 (3.6) 8.7 (4.1) 0.72%* —2.73**
ObuieHne 3.3(1.6) 1.6 (0.8) 0.10 —6.15%*
OTHoLIeHus 2.7 (1.7) 3.0(1.7) 0.24 1.19
KomaHngHast pabora 3.7 (1.4) 3.4 (1.6) 0.71%* -1.67
ITpumeuanue / Note. * p < 0,05; ** p <0,01.
Tabauya 2 / Table 2

CpejHue apudMeTHUYeCKHe 3HAYEHH 1, I0KA3aTe/ M KOPPeIsMi U CPAaBHUTE/ILHOI0 aHA/IN3a
mKas xxu3Hecroikoctu (N = 60)
Arithmetic averages, indicators of correlation and comparative analysis of hardines scales (N = 60)

M (0) Koppensauus (r) c uHgeKcoM
Toka3arenu r-Kkputepuit | t-kputepuit bapeepHOCTH-peanu3yeMocTn
«peasTbHOCTb» «urpa» «peasibHOCTb» «urpa»
BoBieueHHOCTH 21.3(7.8) 22.3(6.2) 0.58** 1.15 -0.18 -0.09
TpuHsATHe puUcKa 11.5 (5.4) 13.8 (4.1) 0.63%* 4.05%* -0.25*% -0.19
KonTtposb 16.8 (6.5) 18.3 (5.9) 0.71%* 2.62% -0.23 -0.20
JKn3HecTolKOCTB 49.6 (17.8) 54.4 (14.1) 0.60%** 2.64%* -0.25*% -0.18

ITpumeuanue / Note. * p < 0,05; ** p < 0,01.

Hucnepcronnbiii ananu3 (ANOVA), rae Bpems
OHJIAaWH-UTPBI CTAJI0 HE3aBUCHMMO TIepeMeHHOM, a
IITKAJIbI )KU3HECTOUKOCTH («B UTPE» U «B JKU3HH»)
Y UTPOBOW MOTHBAIMU BBICTYIIUIN 3aBUCHMBIMU
repeMeHHbIMU, BbISIBUJI 3HAUMMYI0 3aBUCHUMOCTD
IJIS CTIeIVIOLTUX TTOKAa3aTe el «IPUHSITHEe PUCKa»
(«B UTpe» U «B KU3HU» KaK BbI30B /IJisI CBOUX BO3-
MoxkHocTeil): F > 5,8 npu p = 0,01; «nporpecc B
urpe» (MOTUBALIMS JOCTUXKEHUsI UTPOBBIX LieJiei):
F>4.9 mpup = 0,03.

O6cy>x/1ast pe3y/bTaThl MEPBOT0 UCC/Ie/I0Ba-
HUSI, MOXKEM OTMETUTh BBICOKHI ypoBeHb Oe30a-
PbEPHOI peasn3yeMOCTH WTPOBOM MOTHUBALIUM, a
TaK>Ke TTOBBILIEHHOE CTpeMJIeHHe K PUCKY TeliMe-
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POB B COYeTaHUHU C TOBTOPSIIOLMMUCS [TONBbITKaMHU
COBJIa[IATh C HATIPSKEHHEM B MHOT OTIOTb30BaTe Tb-
CKOU OHsIalH-urpe. be3bapbepHOCTh peasnn3aruu
WTPOBLIX MOTUBOB 00yCJ/IOB/IeHA, HAa HAIl B3TJIS,
WX U36bIMOUHOU HACHIWAsIeMOCMbIO, UTO, BEPOSIT-
HO, CO3/IaeT yCJIOBHSI JIJisI CHSTHUSI HaTIPSKEHUs B
BUPTYyaJbHOM NPOCTPAHCTBE, CTUMYIUPYET Teii-
MepOB K TIOMCKY HOBOT'O UTPOBOTO OIBITA, PUCKO-
BaHHOTO, HECTaOM/ILHOTO ¥ HAaCHIIIIEHHOTO HOBBIMHU
BITeYAT/IeHUSIMHU, 00pa3aMu, CMbIC/IaMu. [IuTe -
HOCTb OHJIAWH-UT' Db, 10-BUUMOMY, IIOJJKPeIyiseT
CTpeMJieHre K TIONCKY PUCKOBAaHHOT O OTTBITa B UTPE,
yCUIUBaeT BHY TPEHHIOI UI'POBYI0 MOTUBALIUIO 3@
CYeT MMOTyUeHUsI UTPOBLIX HarpaJ U CTUMYJISIIIN

HayyHbivi oTaen
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OTIbITA [TOT Py KeHUsI B BUPTYaIbHOe IPOCTPAHCTBO,
noziiep)krBasi 6ercTBO OT JeHCTBUTETBHOCTH B
OHJIaliH-CpeZy NpH HEBO3MOXXHOCTHU [JOCTUUb JKe-
JIaeMOT'0 COCTOSIHUS B PeabHOCTH.

[MonyyeHHble faHHbIe TPOJBUTAIOT HAC B I10-
HUMaHUU TICUXOJIOTHYeCKNX ocobeHHOCTEN pas-
BUTUS TMYHOCTH, B TIEPBYI0 OUepe/ib ee MOTHUBALIUU
U )KU3HEeCTOWKOCTU B OHJIaiH-CpeJie, HO TaKiKe
CTaBsT BOMPOC 0 MeZiuaTopax TMYHOCTHOT'O pa3Bu-
THSI B «BUPTYa/JIbHOM >KM3HEHHOM ITPOCTPAHCTBE».
YT0o0BI MPOSICHUTE 3TOT BOIPOC, OBIJIO TIPOBEIEHO
BTOpOe UCC/ieZloBaHMe.

Matepuanbl BTOpOro uccnefoBaHus

IJeab BTOpOro ucc/e0BaHUS — U3y4yeHUe
B3aMMOCBsI3eM MOKa3aTejel UTPOBOr0 OHJIaWH-
roBeJleHUs: (UrpoBasi yMes0CTh U MOTUBaLIUs) U
cTaryca BUPTyaJibHOU UZIEHTUYHOCTU Y TeliMepoB
C Pa3HbIM UT'POBBIM OTBITOM.

I'unome3a BTOpOro uccief0BaHUs — IpeAIo-
JIO)KeHUWe O TOM, YTO B3aWMOCBSI3b MOTHBALUOH-
HO-TTOTPeOHOCTHOM U OTepaljOHHO-TeXHUUeCKOH
CTOPOH UTPOBOTO OHJIAH-TIOBe/IeHUs 00yCIOBIeHA
CTaTyCOM BUPTYaJbHOW U/IeHTUYHOCTH.

YuacmHuku uccnedoeaHus. 60 pecroH-
IeHTOB B Bo3pacTe oT 18 go 25 net (nMy)K = 32;
N, = 28), NIpOXXMBAIOIUX B LEHTPaIbHOM peru-
oHe Poccuiickoit ®esiepaliuy, ¢ OMbITOM UIDPHI B
MHOT0M0J/Ib30BaTe/IbCK1e OHJIaliH-UT Pl OT 3 JIET /10
5 net; cpeguuii Bo3pact = 19,6 (SD = 1,4). [Ipyrue
couManbHO-IeMorpadguueckie ¥ SKOHOMHUUeCKHe
XapaKTepUCTUKU He YUHUThIBa/IU.

Memooduku. 1. MeTofiuKa OlLIeHKU CTaTy-
COB BUPTYa/ibHOW UJeHTUUHOCTHU (cTaTyc BIN)
M. B. KnemeHTheBo# [12], KoTOpasi BK/IIOUAET /iBe
LIKaJbl («IIOMCKAa BUPTYabHON HUIEHTUUHOCTU»

U «IIPUHSTUS BUPTYaabHON HIEHTUYHOCTU»), CO-
OTHOIIIEHWEe KOTOPBIX 00pa3yeT UeThIpe CTaTyca
BUPTYaJbHON UAEHTUYHOCTHU: JOCTUTHYTOM, Ipe/i-
peleHHOM, Jruddy3HOM 1 MopaTopuUsl.

2. AjjanTanusi pyccKOsI3bIYHOM BepcHu OIpocC-
HUKa MOTHBALIU UTPHI B MACCOBBIE MHOTOTIOJTB30Ba-
TeNbCKUe posieBble oHMalH-urpel (MMOPIITY) Huka
Wu (H. B. boraueBa, B. E. Enumun, A. B. Musib-
siHCKast [27], KoTopas Britouaet 10 cy6imikar, cooT-
BeTCTBYHOLIMX 10 UTPOBBIM MOTHBaM, CTPYIITUPO-
BAHHBIX B 3 001TUX (PaKTOpa: MOTUB AOCTHKEHUS
(cybuikanbl — mporpecc, MexaHuKa, COpeBHOBA-
HUe), TorpyykeHue (cyOriKaabl — KacTOMHU3aLNs,
OTBHITPBIBaHUE poJiel, 3CKaIu3M, UCC/e/J0BaHe)
U col[hajibHasi MOTUBAIus (KOMaHAHas pabora,
o011jeH1e, OTHOLIEHHS).

3. Metoguka W. A. IJsselsteijn, Y. A. W. de Kort,
K. Poels «Game Experience Questionnaire» [37] B
HallleM TepeBo/ie ¥ ICUXOMEeTPUYeCKOH ajar Tarii.
OpurrHa bHBIN CTUMY/IBHBIN MaTepual repeBeieH
B COOTBETCTBUU C MEXXYHAPOJAHBIMU TpebOBaHU -
MU 1 a/IalITHPOBAH POCCUHCKON BEIOOPKe B KpAaTKOU
Bepcun — «OLleHKa UT'POBOM YMeJIOCTH», KOTOpast
TIpe/iCTaBIsieT COOO0M IITKasTy, COCTOSIIIYO U3 7 TTyH-
KTOB (puc. 2). icnosib3oBaHa 11Kasa tumna Jlatikep-
Ta, B KOTOPO# (PUKCHpOBasiaCh CTeNeHb COracusl.
OrjeHKa CTUMYJ/IbHOrO MaTepHuana «O1jeHKa Urpo-
BOM yMeJIOCTH» TIPOXO/Ia METO/IOM KCITePTHBIX
OLIeHOK (2 TCHuX0Jiora) U MeToZoM (POKyC-TpYTIIIbI
(7 cTymeHTOB B Bo3pacTe oT 18 s10 22 sieT) 1o 6uHap-
HoU cucteme (ga-Het). OlieHKa COI/IaCOBAHHOCTHU
Pe3yJIbTaToB C UCITO/Ib30BaHUEM KO3 dHI[HeHTa CO-
rnacus Kanmsl (K, > 0,96) okasasa J0CTaTOUYHY0
Mepy COTJIaCOBaHHOCTH OLjeHOK. [1Ikasa oTBedaeT
TICUXOMETPUUECKUM TpeOOBaHUSM COTIaCOBaH-
HoCTH-HafiexxHOCTH (a-Kponbaxa = 0.70) u CTpyK-
TYpPHOU BaJUAHOCTH (TT0Ka3aTenb 00bsICHEHHOU

HNucTpykuus: [pesiaraemMble HUXKe YTBEPXK/JeHHUsS KacalOTCs TOTO, Kak Bbl OTHOCUTECH K cebe, Korjja UrpaeTe B
oHslaliH-Urphl. OLleHUTe, TIoXKanyicTa, HaCKOIbKO KaXK/0e U3 HUX MOoAX0AUT Bam:

YTBepxaeHust

Hukorna Penko Wnorpa Yacro Bcerpa

51 mpuKJapIBal0 MHOTO yCHJIMH B Urpe

$1 06BIYHO OOMBaIOCH yCIIexa B Urpe

KOF,Z[&I A Uurparo, y MeHd 00OBIUHO Xopolee HaCTpoeHHe

Bo Bpemsi Urpsl 51 3a0biBar0 00 OKPY’KAIOIIMX MEHS Belax

B urpe 51 00bIYHO TPe0/|0/IeBat0 Cepbe3Hble UCITBITAHUS

Urpas, s omgymato cebst Ha MeCTe CBOEro epCcoHaa

1 cunTato cebsi yMesnbIM UTPOKOM

Puc. 2. OIpOCHUK UTPOBOM YMeIOCTH
Fig. 2. The questionnaire of players’ competence

lcnxonorus counanabHOro pa3BuTus
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IUCTIepCUM 71t 0JHOTO (haKTOopa coctaBui 65%;
rnokasaTenu (akKTOPHOM Harpys3Ku KakZoro u3
7 nyHKTOB coctaBuiu oT 0,40 go 0.74; n = 60).

Memoobl. B makeTe CTaTUCTUUECKUX TIPO-
rpamm SPSS v.21. ucrnonb30BaH KOppeJIsiLiMOHHbIN
a"anus (r-kputepuii [lupcoHa), cpaBHUTEbHBIN
ananu3 (H-kpureputi Kpackena — Yonnuca) u juc-
nepcuoHHbIM aHanu3 (MANOVA). PacnipesienieHue
SIBJISIeTCS HOPMaJIbHBIM (CTaTUCTUKA OJHOBBI-
6opouHoro Kputepus Koamoroposa — CMupHOBa
3HauuMa npu p > 0.05).

Pe3ynbTaTbl BTOPOro UCCNEAOBAHMS U UX 06CYXKAEHNE

KoppensiLluoHHbIN aHanu3 NpoAeMOHCTpPU-
pOBaJj Hajuuue TIPSIMOMNOPLMOHATbHON JTHUHEeN-
HOI B3aMMOCBSI3U MeXX/Jy IoKasaTejeM UIpo-
BOW yMe/OCTU M UTPOBOM MOTHUBaLMed, Kak
BHyYTpeHHell — fgocTvkeHue (061uit dakTop;
nporpecc) u norpyskenue (obmuii dakrop; uc-
c/lefloBaHUe; OThIFPbIBAHME POJIU; 3CKaNu3M), TaK
Y BHELIHero MOTHBA yCTAaHOBJIEHUSl OTHOLIEHUU
(tabu. 3).

Tabauya 3/ Table 3

Koppensinuu urpoBoii yMe/I0CTH C MTPOBBIMU MOTHBAaMHM M IIKa/IaMU BUPTyaabHOU ugeHTHYHOCTH (N = 60)
Correlations of players’ competence, game motives and scales of virtual identity (N = 60)

BupTyasnbHasi UAEHTUYHOCTh
[ToxasaTtenu Wrposasi ymenoctb
[IpuHsaTue TTouck
Hoctmwkenue (061uii hakTop) 0.40%* -0.02 0.14
ITporpecc 0.37%%* 0.02 0.25
MexaHMKa 0.25 0.01 0.05
CopeBHOBaHUe —-0.03 -0.24 -0.17
IMorpysxenue (obmuii paxTop) 0.40** 0.29* 0.35*
Kactomu3zanus 0.11 0.32%* 0.06
WccnenoBanue 0.31* 0.10 0.20
OTbIrpeIBaHue POIU 0.34%* 0.19 0.38**
JcKanusm 0.28* —-0.03 0.45%*
CouumasnbHast MoTHBaLus (001IHii pakTop) 0.16 0.05 0.06
Ob1ienue 0.07 0.14 0.17
OTHoLeHus 0.35** 0.06 0.11
Koman/Hast paborta -0.01 -0.14 -0.15

[Tpumeuanue / Note. * p < 0,05; ** p < 0,01.

JIuHeliHbIe KOPpeJIsiLiiK UTPOBOM MOTUBAI[UU
(morpy>keHue U KacTOMM3al[Msi) CO IIKaI0W Mpu-
HSTHS BUPTYaJbHON HW@HTUYHOCTU OTpa’kaioT,
MO-BUJMMOMY, TIPOLIECCHI OTOXK/ECTBJEHUS Teil-
MepOB C UTPOBBIMU [TIePCOHAKaMHU, HaJl KOTOPbIMU
OHM paboTalT B OHIAWH-UTPe — GOPMHUPOBaHUE
Lesell M LeHHOCTeH BUPTyaJbHOro obpasa Kak
nuuHbiX. [TokasaTenbHOM NpejCcTaB/seTCs KOppe-
JISA1MsT MOTUBOB 3CKamy3Ma, OThITPbIBAHUS POJIU
Y TIOTPY>KeHHsI B OHJAWH-TIPOCTPAHCTBO UTPHI C
TPOL[eCCOM MOMCKa BUPTyalbHON UIeHTUUHOCTH.
I'ny6okast TMYHOCTHAS BOBJIEUEHHOCTH B UTPOBOM
TMPOL{eCC C O/[HOBPEMEHHBIM 0ercTBOM OT peasb-
HOCTH, BepOSITHO, MOTHBUPYET reiiMepoB K IOUCKY
CBOEro MecTa, )KM3HEHHBIX Ljejiel U TNpe/Ha3Ha-
yeHUs B BUPTYyaJIbHOU cpefe.

Y4YacTHUKH UCCIefOBaHUS OBIIA PAaHXKUPO-
BaHbI Ha T'PYMIbI B COOTBETCTBUU CO CTaTyCOM
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BUPTYya/lbHOU UJEHTUUHOCTU: AOCTUTHYTOU
(37%), npegpertuenHol (44%), nuddysnoii (17%).
CraTyc mopaTtopus He Obl1 3aduKcUpoBaH. B
Tabs1. 4 IpeiCcTaB/IeHBI TOTHKO IITKAJIBI, UMEIOII[He
3HauMMBbIe MToKa3aTesu.

OuddepeHpoBaHHbI aHAMU3 KOPpesLui
(cMm. Tabs. 4) IeMOHCTPUPYET HaTUUHe TUHEHHON
CBSI3U MEXK/y UTDOBOU YMEIOCThI0 U MOTUBAIMeH,
00yCJI0B/IEHHOM CTaTyCOM BUPTYaIbHON UJEHTHY-
HOCTU — HaJInuue TIPSIMO CBsI3W UTPOBOU yMeo-
CTU C BHYTPEHHell MOTUBAaLUell JOCTUXEHUS U
BHeIIIHel coljhajbHOM MOTHUBalUel, xapakTepHa
[IJ1s TIpeipelieHHON BUPTyabHOU UAEHTUYHOCTH,
OTpakarollel MPUHSITHE UIeHTUYHOCTH Oe3 rnouc-
Ka a/JbTepHaTUB («HaBs3aHHasi UJJEHTUYHOCTDY).
Ons auddy3HOM BUPTYyanbHONH UAEHTUUHOCTHU
XapaKTepHOU siBJisieTCsi 0OpaTHast CBs3b UTPOBOU
YMeJO0CTU C BHYTPEeHHell UTPOBOM MOTHBaLUel

HayyHbivi oTaen
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Tabauya 4/ Table 4

CpaBHHTE/JIBHBIH AaHA/IN3 HTPOBBIX MOTHBOB U MX KOPPeJIAIHI C HTPOBOH YMeJ/I0CTBIO
B rpynmnax, paHXKMpPOBaHHBIX 10 CTaTyCy BUPTyaabHOU uaeaTuuHocTH (N = 60)
Comparative analysis of gaming motives and their correlations with players’ competence
in groups ranked by virtual identity status (N = 60)

Koppesnsuys urpoBoi ymenoctH () B 3aBUCUMOCTH
TMokasaTenu OT CTaTyca BUPTYaTbHON UIEHTHUHOCTH P-ypoBeHb
H-xputepus
[IpeapeluenHas HocturnyTras OubdysHas
Hoctwkenue (00uuii hakTop) 0.57%%* 0.20 -0.21 0.79
[Iporpecc 0.50%** 0.17 0.10 0.14
CopeBHOBaHUe 0.38* -0.03 —0.74%* 0.37
Kactomu3zauus 0.07 -0.07 0.59* 0.14
WccnepoBanue 0.13 0.38* -0.14 0.77
OTbIrpbIBaHKE POU 0.38* 0.16 0.59%* 0.03
JcKanusm —-0.05 0.23 0.35 0.02
CouuanbHas MoTUBaLus (001uii paxkTop) 0.33* 0.03 -0.38 0.84
[Ipumeuanue / Note. * p < 0,05; ** p < 0,01.
norpy)keHusi (KacToMu3sallMsl U OThbITpbIBaHWe  BbiBogbl

poJieii) 1 u3beraHue COpeBHOBATEIBHOCTH.

OcKanu3M U OThITPbIBaHUE POJIM HauboJsee
BbID@)KEHBI B IPYIIe YUaCTHUKOB, [EMOHCTPUPY-
OIUX JOCTUTHYTY10 BUPTYalIbHYIO UEHTUYHOCTh
(cM. Tabn. 4), UTO KOCBEHHO MOXXeT CBU/ETe/lb-
CTBOBATh O I/1yOOKOM TOTPYKEHUU B OHJIaH-UT DY
C OJHOBPEMEHHBIM OTBJIeUeHUEM OT peasbHbIX
JKU3HEHHBIX CUTyal[ul KakK Crocob CTaHOBJ/IEHUS
BUPTYyabHON U€HTUUHOCTHU.

[Mocnenyrwoumyii AUCTIEPCUOHHBIN aHaIuU3
(MANOVA), re urpoBoit onbIT U CTaTyC BUPTY-
abHOU UIEHTUYHOCTH BBICTYITU/IN He3aBUCUMbBIMU
repeMeHHbIMY, a [LIKa/bl UTPOBOM YMEIOCTH U MO-
THBALMU BBICTYTIU/IN 3aBUCHMBIMH IIepeMeHHBIMH,
BbISIBUJI 3HAUMMOE BIMSIHUE JIULIb HA MOMUBAYUIO
docmudcerusi: F = 5.30 mpu p = 0,01 (urpoBoii
onbIT); F = 3.08 npu p = 0,03 (urpoBoil oneIT 1
CTaTyC BUPTYya/JbHOU UZ€HTUYHOCTH).

Ob6cy>xasi pe3y/nbTaThl BTOPOTO UCC/Iefl0Ba-
HUs1, MO’KEM OTMeTUTD CBSI3HOCTh UT'POBOU yMeso-
CTU ¥ MOTUBAL|MU TeliMepoB, KOTOpast yCU/INBAeTCst
C yBeJIMUeHHeM UT'POBOTO OMBITA U AOCTHKEHHUEM
BUPTYyanbHON MJeHTUUYHOCTU. [Iporeccel noucka
U TIPUHSITUSL BUPTYa/bHOW U/IEHTUUHOCTHU Tei-
MEepOB COTPSKEeHb! C MOBbIIIEHHOW BHYTpeHHeN
MOTHUBUPOBAHHOCTBIO OHIAWH-UTPBI — YXOAST OT
eliCTBUTENIbHOCTH, TeliMepbl OTOX/eCTBJISIIOT
cebsi C UTPOBBIM MEPCOHAXEM, ero pa3BUTHEM B
KOTHUTUBHBIX, SMOLIMOHA/bHbBIX U [I0BeJeHUeCKUX
acreKTax, I0-BUIUMOMY, 3aMewjds eUpmyanbHbIM
asamapom c8or AUYHOCMb.

lcnxonorusa coumanbHOro pa3BuTus

PaccmarpuBast MaTepuasibl IIepBOro U BTOPOTO
UCcie/0oBaHUM, OTMeTUM 3HAUUTeAbHBIN 3¢ dexT
OT BBICOKOU BK/TFOUEHHOCTH COBPEMEHHBIX MOJIO-
JbIX JI0Jlell B MHOTOIOJ/Ib30BaTe/IbCKHe OHJIalH-
UTDbI HA UX JINYHOCTHOE pa3BUTHe — CTAHOBJIEHHE
UJIeHTUYHOCTH, Pa3BUTHE MOTHBALIMOHHOM Cepsbl,
obpeTeHHe )XKM3HECTOWKOCTU. B BUpTya/nibHOM
JKW3HEHHOM TPOCTPAHCTBe TelMephbl CIIOCOOHBI
6osiee 3(hPeKTUBHO CMPABJATLCS C BHYTPEHHUM
Harps>KeHUeM, 110 CPaBHEHUIO C peasibHOM cpefioi,
O/ Iep>KUBATh UAEHTUUHOCTD, YCIIeIITHO Peain30-
BBIBaTh BHYTPeHHMe (T10/TyUeHHe UTPOBBIX Harpas
U TIOTPY’KeHUsI B BUPTYyalIbHOe MPOCTPAHCTBO) U
BHelHUe (00IjeHue ¢ UTPOKaMH) UTPOBBIE MOTH-
Bbl. ECTh OCHOBaHMSI T0/IaraTh, YTO BHYTpPEHHUE
UT'POBbIE MOTHUBHI SIBJISIOTCS TIO3UTUBHBIM BEKTO-
pPOM B BHPTYaJbHOM JXH3HEHHOM TIPOCTPAHCTBE
reliMepos.

Ipakmuueckas 3HayumMocmb: MaTepHabl UC-
CJle/IoBaHUs TIPO/IBUTAIOT B TOHMMaHWM MOTHBaL[U-
OHHBIX MeXaHU3MOB CTAHOBJIEHUS UIEHTUUHOCTHU
Y COBJIa/laHUsl C BHYTPEHHUM HampsKeHHEM B
OHJIAWiH-WUTPEe, MOTYT BJIOXHOBUTb Ha pa3paboTKy
HOBBIX METO/IOB M IICUXOJIOTUUeCKIX MHTePBeHL[UI
10 YKpeIIeHUI0 KU3HeCTOUKOCTUA W Pa3BUTHIO
WJeHTUUHOCTH MOJIO/[bIX TeiMepOB.

OepaHuyeHust UCCIeJOBaHUsI CBSI3aHBI C BbI-
OOpKO, TOCKOIBKY B UCCJ/IeZJ0BAaHUM TIPUHUMAIH
yyacTue MOJIOAble B3pocible oT 18 go 25 ner,
MpOKMBalOIlMe B LleHTpaJbHOM pervoHe Poccuu
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(npeumyujecTBeHHO B MockBe). [anbHeiliue
WCC/leJOBaHUsl MOTYT pacCliMpUTh AMana3oH Kak
BO3paCTHBIX TPYMI, TaK U COLMATbHBIX XapaKTe-
PUCTHK YUaCTHUKOB.
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