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AHHOTanMs

B ycnoBusix rudpoBu3alii JoCyra MacCOBbIe MHOTOITIO/Tb30BATE/ILCKUE PosieBble oHMaWH-Urpbl (MMORPG) cTaHOBSTCS
3HAaUMMBIM ~ COLIMA/IbHO-TICUXO/IOTUUeCKUM (peHOMeHOM, a TmpobseMa WrpoBOM 3aBHCHMOCTU TpuoOpeTaeT 0co0yro
aKTya/JbHOCTb. Llenb ncceoBaHNsl — BhIsSIBIE€HNE MCUXO0J0TYeCKUX NPeAUKTOPOB (POPMUPOBaHUS UTPOBOI 3aBUCHMOCTH OT
MMORPG y crynenToB IT-cieranbHoCTel. BeIOOPKY cocTaBuu 86 CTyZIeHTOB KOJIeKa, 00yUaroIuxcs 1o CrieliuaabHOCTH
«/HbopMalLIOHHBIe CHCTEMbl UM TIpOrpaMMHpOBaHHe», B Bo3pacTe 18-23 jeT, pasfeneHHbIX Ha /JBe TpPYIIIbI:
npeanounTaoimie MMORPG (n=42) u gapyrue >xkaHpbl urp (n=44). Vcronb3oBaHbl MeTOAMKA AMArHOCTUKU MOTHBALUA
urpokos MMORPG H. Mu (aganrauus H.B. Borauepoii, B.E. Enuuunaa) 1 onpocHUK «CTH/Ib CaMOPery/si{y MOBe/ieH s
B.U. MopocaHogo#i. [Ipumenens! U-kputepurit MaHHa—YuTHH 1 K03 GHLMEHT paHToBo# Koppessitiuy CriipMeHa.

Pe3ynbTaThl. YCTaHOB/EHB! CTAaTUCTUYECKU 3HAUKMMble pa3/Iuyvsl MeXXJy Ipynnamu 1o MoTuBauuu goctwkenus (U=580,
p<0,01), commanbHo¥ MmotuBauuu (U=456, p<0,01), moruBauumu mnorpyxkenusi (U=700, p<0,05) u oOimemy ypoBHIO
camoperymnsauuu (U=643, p<0,01). ¥ cryneHToB, npegnounTatoiiix MMORPG, Beillle colvanbHas MOTUBAL[USI U MOTHBALIUS
TIOTPY)KeHUsl, HO HIWKe caMopery/sinysi. KoppesnsiiMOHHBIM aHa/iu3 He BbIIBUA MPSIMBIX JIMHENMHBIX CBsi3ed Mexay
MOTHUBALMOHHBIMU U PeTY/ISTOPHBIMU I10Ka3aTe/IsIMU.

ITonyuyeHHble [JaHHBIE TIOATBEP)KAAIOT, UTO PUCK WrpoBod 3aBucuMoctd oT MMORPG cBs3aH C [OMUHUDPOBaHHEM
COL{a/TIbHO-MOTHMBALIOHHBIX YCTAHOBOK U Aeduitamu camopery/asitui. OTCyTCTBHMe TPSIMBIX KOPpeJSIMi yKasblBaeT Ha
OTIOCpe/JOBAaHHBIA XapakTep B/IMSHMS 3THX (DAaKTOPOB, UTO COIVIACyeTCsI C KOMIIEHCAaTOPHOM MOZEe/bI0 HCIO/Ib30BaHUS
VHTepHeTa.

3akmoueHrie. BhIssBlIeHHbIE TICHXOJIOTUUECKHe TIPeJUKTOPbl MOTYT C/IY)KUTh MUIIEHSIMH [/ TPOGWIaKTUKA WIPOBOU
3aBUCHMOCTH, OPUEHTHPOBAHHOM Ha pa3BUTHe CaMOPETYJISALMU U anbTepHAaTUBHBIX (JOPM COLIMa/TbHOM peann3aliii.

KimoueBble cj10Ba: UrpoBasi 3aBUCUMOCTh, TIoBeZleHUeckue afaukuuyd, MMORPG, MoTuBalust UrpoBoi JesiTeTbHOCTH,
caMoperyJsLys, ICUX0/I0THYeCKre MpeJUKTOPBIL.
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Abstract

In the context of the digitalisation of leisure, massively multiplayer online role-playing games (MMORPGs) are becoming
a significant socio-psychological phenomenon, and the issue of gaming addiction is taking on particular relevance. The aim of
the study is to identify the psychological predictors of the development of MMORPG gaming addiction among IT students.
The sample consisted of 86 college students aged 18-23 studying ‘Information Systems and Programming’, divided into two
groups: those preferring MMORPGs (n=42) and other game genres (n=44). The research used N. Yee’s diagnostic method for
assessing the motivation of MMORPG players (adapted by N.V. Bogacheva and V.E. Epishin) and V.I. Morosanova’s
‘Behavioural Self-Regulation Style’ questionnaire. The Mann—Whitney U-test and Spearman’s rank correlation coefficient
were applied.

Results. Statistically significant differences were found between the groups in terms of achievement motivation (U=580,
p<0.01), social motivation (U=456, p<0.01), immersion motivation (U=700, p<0.05) and the overall level of self-regulation
(U=643, p<0.01). Students who prefer MMORPGs have higher levels of social motivation and immersion motivation, but
lower levels of self-regulation. Correlation analysis did not identify any direct linear relationships between motivational and
regulatory indicators.
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The findings confirm that the risk of MMORPG gaming addiction is associated with a predominance of social-
motivational attitudes and deficits in self-regulation. The absence of direct correlations suggests that the influence of these
factors is indirect, which is consistent with the compensatory model of internet use.

Conclusion. The identified psychological predictors can serve as targets for the prevention of gaming addiction, focusing
on the development of self-regulation and alternative forms of social fulfilment.

Keywords: gaming addiction, behavioural addictions, MMORPGs, motivation for gaming, self-regulation, psychological
predictors.

BBeaenue

B ycioBusix LudpoBH3alMy W paclIMpeHHst BUPTYalbHbIX (DOPM COIMANbHON aKTUBHOCTH KOMITbIOTEDHBIE WIPbI
riepecTay OBITH UCK/IFOUMTENBHO (OPMOH ZocCyra W CTald 3HAUMMBIM COLMA/IBHO-TICHXO/IornueckuM ¢eHomeHoMm. Ocoboe
MECTO B CTPYKType L(POBBIX MMPAKTHK 3aHMUMAOT MacCOBbIe MHOTOIIO/Ib30BaTeNbCKHe posieBble oHmaiH-urpsl (MMORPG),
Tpe/ICTaB/IsItoIIe COO0M YCTOHUMBLIE BHPTYa/bHbIE MHUDBI C Pa3BUTOM CHCTEMOH COLMANbHBIX B3aUMOJEHCTBUM, POJIEBOH
WlIeHTH(UKALMA U COBMECTHOM JiesaTesbHOCTH [1]. PocT momysisipHOCTH JAHHOTO »KaHpa COMPOBOXK/[AeTCs YBeJTMUeHHeM YKCIa
JIUL, [JeMOHCTPHPYIOIMX IPU3HAKU Npo6seMHOM WrpoBOil BOB/IEUEHHOCTM U WIPOBOM 3aBUCHMOCTH, uTO 0Oyc/aBivBaeT
aKTya/IbHOCTb e€ TICHX0JI0TMUeCcKoro usyuenus [2].

B coBpeMeHHOM ICMXO/MIOTMM UrpoBas 3aBUCUMOCTb paccMaTpuBaeTcss Kak (opma TIOBefleHUeCKOW aZJuKIny,
XapaKTepU3YIOIasicsi yTpaToll KOHTPO/S HaJ, UTPOBOM [lesiTeNIbHOCTbIO, TPUOPUTETOM WIPhbl Hafl JPYyrMMH HHTepecaMH U
TIPOZIO/DKEHNEM WIphbl, HECMOTPs Ha HeraTuBHBIe nociecTBus [3], [4]. B MexxayHapozgHoi knaccudukauuu 6omesHeid 11-ro
nepecmotpa (MKB-11) urpoBoe pacCTpOMCTBO BK/IFOUEHO B pa3fie/l paCCTPOMCTB, CBS3aHHBIX C A JTUKTUBHBIM TIOBE/I€HHEM,
YTO MMOJUEPKUBAET KIIMHUYECKYI0 3HAUMMOCTh (heHOMeHa [5].

OcoOblii MHTEpeC B KOHTEKCTe WrpOBOM 3aBUCMMOCTH mpefcTaBisiioT MMORPG, TOCKO/IBKY [JaHHBIA JKaHD
XapakTepusyeTcs 00si3aTe/lbHbIM COLMa/IbHBIM B3aWMOZEeHCTBHEM, YCTOHUMBOCTBIO BUPTYaJbHOIO MHpPa U BO3MOKHOCTBIO
(hopMHUpOBaHUs [JOTOCPOYHON BUPTyanbHOM UIEHTUUHOCTH [6]. DTH 0CO6EHHOCTH CO3JAI0T YC/IOBHS, MIPH KOTOPBIX UTPOBast
cpefja MOXXeT TIpUoOpeTaTh KOMIIEHCAaTODHOE 3HaueHWe I10 OTHOLIEHHI0 K HEeYJOBJIETBOPEHHBIM ICHXO0IOrUYeCKUM
NMOTPeOHOCTAM JIMUHOCTH B peasibHOM »xu3Hu. CornacHo Teopuu camopeTepmuHaiuu P. Padiana u 3. [lecu, moBeseHue
yesioBeKa OTpeJessieTCsl CTPeMJIeHHeM K VIOBJIETBODEHHIO 0a30BbIX TCHXOJIOTMUYECKUX MOTpeOHOCTell B aBTOHOMUMY,
KOMITETeHTHOCTH M cBsisaHHOCTH [7]. Tlpy mx ¢pycTpauyu B peanbHOW >KW3HH BUPTya/lbHas Cpefjla MOXKeT CTaTb
anbTepPHAaTHBHBIM UCTOYHUKOM Y/[OBJIETBOPEHHS], UTO MOBbIILIAeT PUCK (JOPMHUPOBaHUS aiJMKTUBHOTO TI0BeeHus [8].

VccnenoBaHusi TIOKa3biBalOT, YTO KIIIOUEBBIMM (AaKTOpDaMM pPHCKAa WIDOBOM 3aBUCHMOCTH BBICTYNAIOT MOTHBALIMOHHBIE
YCTaHOBKM JIMUHOCTM (COLManbHas MOTHBALUsS, MOTHBALUsA [JOCTIDKEHHs, 3CKaly3M) U OCOOEHHOCTH CaMOpery/siLuu
noefenuss [9], [10]. deduuuTsl NPOU3BONBLHOM CcaMOpery/slyy, BK/IOYas HeJOCTaTOUHYH C(OpPMUPOBAHHOCTD
LjeJlerio/laraHusi, TJIaHWPOBaHUsI M KOHTPOJIsI, MOBBIIIAIOT YS3BUMOCTb JIMUHOCTU K aAJUKTHUBHBIM (opMaM roBefeHus [11].
Bmecte c TemM BOmpoC O TOM, KaK MMEHHO B3aUMOJENCTBYIOT MOTHBALMOHHbIE M pery/ysiTopHble ()aKTOpbl B YCJIOBHUSIX
crieru¢ryeckoit urpoeoii cpebl MMORPG, ocTaércsi HejoCTaTOYHO U3yueHHbIM. OCOOeHHO OCTPO CTOUT 3TOT BOIMPOC Y JIUL,
cdepa JesTeNLHOCTH KOTOPBIX JIEKUT B 00mactu IT-crieruanbHOCTel, B CBSI3M C BO3MOXKHO OOJbLIeH YSI3BUMOCTBIO K
¢hopmMrpoBaHUIO LU(PPOBO 3aBUCUMOCTH.

Llesib McceoBaHUs — BBISIB/IEHHE TICHXOIOTHUECKUX MPeUKTOPOB ()OPMHUPOBAHKSI UTPOBOM 3aBUCHMOCTH OT MaCCOBBIX
MHOT0II0/Ib30BaTe/bCKUX POJIEBBIX OH/IANH-UTP Y CTyZleHToB I T-crierinansHOCTeN.

MeTtoabl M IPUHLMIBI KCC/Ie0BaHUA

Omnupuyeckoe wuccienoBaHue rmpoBegeHo Ha 6Oaze T'BIIOY HCO «HoBocubMpCKuE KOIEK 37€KTPOHUKU U
BBIUMC/IUTE/TLHOM TEXHUKW». B MccienoBanuy npuHsiv yuactue 86 CTyZeHTOB O4uHOM (opmbl oOyuenus (50 roHouiei, 36
JeByiiek) B Bo3pacte oT 18 go 23 smer (M=21 roj), oOyuarouuxcsa Mo crenyanbHOCTH «VH(MOPMaIMOHHBIE CUCTEMBI U
MporpaMMUpoBaHue». Bribop faHHOM 6a3bl 00yC/IOB/IEH BBHICOKOUM LM(pPOBON TPAMOTHOCTHIO 1 BKIFOUEHHOCTHIO CTYAEHTOB B
WI'POBYIO [1eSITeTbHOCTb.

71 AarHOCTUKY UCIIOIb30BaHbl CJIe/lyHole MeTOAUKHU:

1. ABTOpCKas aHKeTa [JIs BbIIB/IEHUs1 UTPOBBIX NPeANouTeHNH (BKJIrOUasa BOMPOCH! O Mpe/iNovYMTaeMbIX KaHpax, 4yacToTe
UIPBl, YUaCTUH B UIPOBLIX COOOIIIECTBAX).

2. MeTozyKa AUarHOCTUKM MOTHBaLK urpokoB MMORPG H. Mu B pycckosissiuHoi aganranuu H.B. Borauepoii, B.E.
Ermmmynza [12]. Meropuka Mo3BoJsieT OLIEHUTh TPU OCHOBHBIX MOTHBAL[MOHHBIX KJjacTepa: MOTHBALMIO [OCTHKeHHsI
(BK/IIOUaeT MHTepeC K WIPOBOM MexaHWKe, CTpeMJieHHe K TIPOrpeccy, COpeBHOBATeJbHOCTb), COLMAIbHYI0 MOTHBALMIO
(ob1weHre, OTHOLIEHUS, KOMaHIHast paboTa) U MOTHBALMIO TIOTPY)KeHHs (MCCIe/[0BaHHe MUPA, ICKAITU3M, OTHIIPhIBAHHE POJIH,
KaCTOMM3aLys).

3. OnpocHuk «CTuib camoperymsauu rnoeefenvsi» (CCIT-98) B.M. MopocaHoBoi#i [13], Harpap/ieHHbIM Ha JUArHOCTUKY
o0lLllero  ypoBHS  CaMOpPery/sLMd U OT/Je/bHbIX  DeTyIATOPHBIX IIpoleccoB  (TIIaHWpOBaHMe, MOje/IMpOBaHMUe,
MpOrpaMMUpOBaHye, OLjeHKa Pe3y/IbTaToB, TMOKOCTh, CAMOCTOSTE/THHOCTD).

Ha ocHoBaHuM pe3y/bTaToB aBTOPCKOM aHKeThbI, HAlpaB/ieHHON Ha BbISBI€HHE WIPOBLIX IpeJIIOUTeHHi, UCIIbITyeMble
ObUTM pa3jesieHbl Ha JIBe TPYMIIbL: Tpymna 1 — CTyAeHThl, npeArounTaroiiye urpel )xaupa MMORPG (n=42); rpymma 2 —
CTYAEHTHI, TIPeJTIOUNTAOLIIYe UTPBI JPYTUX KaHPOB (n=44).

KputepueM BK/IHOUEHNs B UCC/Ie[J0OBaHUE SB/ISUIOCh Ha/lMUKMe Pery/sipHOro OMbITa UTPOBOM aKTUBHOCTH.

Craructuueckasi obpabotka. [Iisi cpaBHEHHWsI He3aBUCHUMBIX BBIOOPOK mpumeHsiics U-kpurtepuid MaHHa—YutHU. s
aHa/M3a B3aMMOCBSI3eld MeX/[y MOTMBAllMOHHBIMH W PETY/ISTOPHBIMH TOKAa3aTelssMH HCII0/b30BaH KOA(QQUIEeHT PaHrOBOM
koppessiuny CriupMmeHa. CTaTUCTUYECKU 3HAaUMMbIMU CYMTaAUCh pasanuus npu p<0,05.
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OcHoBHBIe pe3y/1bTarhl
CpaBHUTeNbHBIN aHa/lu3 MOTHBALIMK WIPOBOW [JlesiTe/IbHOCTH. Pe3ysbraTbl CpaBHUTE/ILHOTO aHaaM3a IIoKasaresiei
MOTHBALUUA MEXY TPYIIaMH MpeJCcTaB/ieHbl B Tabmre 1.

TEIG]'[I/II_IEI 1 - Paznuuus B MOTHUBaALIUA I/IFPOBOﬁ AedATe/IbHOCTU MeXXY BblJe/I€eHHBIMU I'DYIINIaMA

DOI: https://doi.org/10.60797/IRJ.2026.168.71.1

I'pynna MMORPG, I'pynna Apyrux YpoBeHb
[Tokasarenb . >KaHpoB, CpenHui UsmMmn
CpeznHuii paHr 3HAYUMOCTH P
paHr
n 42 44 - -

Morusarytt 52,4 35,1 580 <0,01
JIOCTIDKeHHS

Cowpartbiias 55,8 32,0 456 <0,01
MOTHBALs

Morusaryts 49,6 38,2 700 <0,05
TIOrpy>KeHust

YCTaHOB/IEHBI CTaTUCTHUECKH 3HAUMMBIE Pa3/IMyMs 10 BCeM TPEM IIKajaM MOTHBaLuY. Hanbosee BeIpaskeHHbIe Pa3iuuus
HaOJTI0/Ak0TCs 110 11Kase cormanbHoi MotuBaluu (U=456, p<0,01), uTo CBUETENLCTBYeT O 3HAUMTEILHO OOJiee BBICOKOM
3HAYMMOCTH COLIMANBHBIX acleKTOB WIPOBOH ZesiTebHOCTH (0OIIeHMe, KOOMepauusi, TPUHAJJIEXXHOCTh K TpYIIe) AJIs
CTyfeHToB, npefnounTatromiix MMORPG. MotuBanys JOCTKeHUs Takke Bbllle B rpynne MMORPG (U=580, p<0,01),
yKasblBasi Ha Ba)XKHOCTb BHYTPUMIDOBOrO IIporpecca M craryca. MoTHBaLusi TOTPY’KeHHs, BK/IOUAlOIasl 3CKalu3M U
UIeHTU(UKALWIO C TIEPCOHAXKEM, TaK)Ke 3HAUMMO Bbillle y mobuteneii MMORPG (U=700, p<0,05).

CpaBHUTe/IbHBIM aHaAW3 CaMOpery/sLuyd TMoBeJeHUs. Pe3ynbraTel CpaBHEHHSI OOLIero YpOBHS CaMOPETY/ISILIUU
TnipeJicTaB/ieHb! B Tabmie 2.

¥ crypenToB, npeanountatoniux MMORPG, ob6uuii ypoBeHb CaMOPETY/IALUA CTaTUCTUUECKU 3HauuMo Hike (U=643,
p<0,01), uTO CBHUAETE/NLCTBYET O TPYAHOCTSX MPOU3BOJIBHOTO KOHTPOJIS TIOBeZieH!s], TVIAHWPOBaHHUS U OTPaHNUeHs] UTPOBOU
aKTUBHOCTH.

Tabnuria 2 - Pa3nuuust B 0011[eM YPOBHE CaMOPETY/IALIMH MEXKAY TPyIIaMu

DOI: https://doi.org/10.60797/IRJ.2026.168.71.2

Tpynma MMORPG, | | PY1ma Apyrux Usmn VpoBeHb
ITokazarenb N >KaHpoB, CpenHui
CpepnHuii paHr 3HAYUMOCTH P
paHr
n 42 44 - -
O61uii ypoBeHb 36,7 50,9 643 <0,01
CaMOpeTYIISALN

[171s1 BbIsIB/IEHUs] B3aUMOCBSI3ell Me>K/ly MOTHBALlOHHBIMHM XapaKTepUCTHKAaMU U YPOBHEM CaMOPETY/ISILMK Obl NpoBeZiEH
KOPPeJISILIMOHHBIN aHa/Iu3 1o Bcel Bbibopke (N=86). Pe3y/nbTarkl npe/cTaB/ieHbl B Tabuiie 3.

Tabmuna 3 - KoaddunyeHTs! paHroBoi koppesisiti CriipMeHa MeX[y MOTHBallOHHBIMH MOKa3aTesiMi ¥ YPOBHEM
caMoperyJsLyu

DOI: https://doi.org/10.60797/IRJ.2026.168.71.3

OO01mmuii ypoBeHb CaMOPETY/ISILUN
ITokasarens
p P
CouumanbHasi MOTABALUS 0,22 >0,05
MortuBaius Norpy>keHust 0,29 >0,05
MortuBaiusi OCTKeHUS 0,18 >0,05

CTaTUCTUUeCKH 3HAYMMBIX JIMHEMHBIX CBs3ell MEXXy MOTHBALMOHHBIMH I10Ka3aTeassMHd W YPOBHEM CaMOPETY/SLUA He
obOHapy>XeH0. JTO yKa3blBaeT Ha TO, UTO MOTHUBALMOHHBbIE YCTAHOBKHA W CAMODETY/SALMS MOTYT BBICTYNAaTh OTHOCHTETBHO
He3aBHCHUMBIMU TIPEJUKTOPAMH, a MX BJIMSIHUE Ha PUCK (JOPMUPOBAHUS WTPOBOW 3aBUCHMOCTH HOCHUT OIOCPE/JOBAHHBINA HJIH
HeJIMHEeMHBIN XapakTep.
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O6cyxaenue

[TpoBenéHHOE HccIe0BaHUe MTOATBEPAW/IO TUIIOTe3y O TOM, UTO CTyAeHThl, npeanourraroue MMORPG, ominuatoTcst ot
JirobuTesel JPYrux UTPOBBIX JKaHPOB 00Jiee BHICOKOHW COL[MAIbHONM MOTHBALMEH, MOTHUBALIMEN OCTH)KEHUSI U TIOTPYXKeHUs, a
Takke Oosee HU3KUM YPOBHEM CaMOPEry/sLMH. ODTH DPe3y/lbTaThl COMIACYIOTCS C AaHHBIMM 3apyOeXXHBbIX WCC/eA0BaHUH,
YKa3bIBaIOIIMX Ha K/IOUEBYIO pOJIb COLMAIBbHBIX (DaKTOPOB M 3CKamu3Ma B (OPMUPOBAaHUH TMPOOIEMHON WIrpPOBOM
BoBJieuéHHOoCTH B MMORPG [14], [15].

Bbicokasi corpanbHas MotvBauusi y urpokoB MMORPG 00bsicHsieTCL caMO# TIpUpOJON 3THUX Wrp, TAe o0s3aTesbHOe
B3auUMOJieliCTBe C [JpYI'MMM WIpOKaMH, W/IeHCTBO B TW/bJUSIX U COBMECTHOE IIPOXOXK/eHHe KOHTEeHTa SIB/ISIOTCA
HEOThEM/IEMOW UacTbH0 WIPOBOTO Ipoliecca. [y JIMYHOCTH, WCIbIThIBalOIeN AedUIUT COLMaIbHOM BK/IIOUEHHOCTH B
peasibHOW JKM3HM, BUPTyajbHOE COOOIIECTBO MOXXET CTaTh 3HAUMMOM a/lbTePHATUBOM, VIOB/IETBOPSIOLEM MOTPEOHOCTh B
TIPUHAJIEXKHOCTH ¥ TIpU3HaHuH [6].

MorTHBaLys TIOTPY)KeHHs, BK/IIOUAKOLas 3CKaMU3M, 0COOEHHO Ba)KHA B KOHTEKCTE aJJUKTHBHOTO moBefeHus. COrmacHo
KOMITEHCAaTOPHOM MOJIe/Id  UCTOoJib30BaHusl uHTepHeta [l. Kapgedensr-Buntepa [16], nrogu oOpaijaroTcs K OHJIAiiH-
aKTUBHOCTSIM [JIs1 KOMIIEHCAl|Ud HeraTWBHBIX SMOLIMOHAJbHBIX COCTOSIHUM WM HeY[OBJIeTBODEHHBIX MNOTpeOHOCTel B
peasnbHOM KU3HU. [Ipy OMMHMPOBaHUM TaKOM MOTHMBAal|M{ Urpa HauWHaeT BBINOIHATL (DYHKL[UIO TICHXOJI0OTMYeCKOM 3alljuThl,
YTO MOBBIIIAeT PUCK 3aBUCUMOCTH.

OOHapy>xeHHbIN JehULUT camoperymsanuu y ytobuteneii MMORPG noateepxaet nonoxkeHus B.M. MopocaHOBoOM 0
TOM, YTO HW3KWI YPOBEHb IIPOM3BOJILHOTO KOHTPOJISI TIOBe/leHNsl SB/IseTCsl ()aKTOpOM YSI3BUMOCTH K aiJMKTUBHBIM (hopmam
noBezieHust [11]. B yc/I0BUSIX BHICOKOM MOTHUBALIMOHHOM MPUB/IEKATeILHOCTH UTPOBOM CPe/ibl Jivija o c/laboii caMoperysiyet
WCTIBITHIBAIOT TPYAHOCTHM B OTrPaHHMYEHWY BPEeMEHH WIpbl, TEepeK/IIoueHnd Ha [Jpyrve BUBI [eSTeJbHOCTU W OL|eHKe
HeraTUBHBIX ITOC/Ie/[CTBUH.

OTcyTCTBYe NPSIMBIX KOPPEJISILIMOHHBIX CBSI3el MeXKy MOTHUBALlMOHHBIMU U Pery/sTOPHBIMYU I0Ka3are/siIMU yKa3biBaeT Ha
C/I0)KHBI, MHOTOMepHBIM XapakTep B3aUMOZeNCTBUs 3TUX (pakTopoB. BeposTHo, puck (popMHUpoBaHUs UTPOBOI 3aBUCHMOCTU
oripeziesisieTCst He CTOJIBKO TMHeHHOW koMOMHaLell MOTHBAalMK U CaMOpPerY/ISL{|H, CKOJIBKO CIieLIu(pUUIeCKIM COUeTaHHeM ITHUX
XapaKTepUCTUK B KOHTEKCTe KOHKPeTHOW UrpoBoil cpensl. Harpumep, BbICOKasi collasbHasi MOTHBALIMSL MOXKeT TPUBOJUTE K
npo0/IeMHOY BOBJIEUEHHOCTH TOMBKO TPU HEJOCTAaTOYHOM CAMODETY/SLMH, TOTZA KaK IPU XOpOIleM CAaMOKOHTpOJIe OHa
peanu3yeTcs B aJJalITUBHBIX (hOPMax COLaIbHON aKTHUBHOCTH.

[MonyyeHHble pe3yJABTaTHl MMEIOT TIPAKTMYECKOe 3HaueHWe [Jisi pa3paboTKM MpOrpaMm  MpOQUIAKTHKH UTrPOBOM
3aBUCUMOCTH y cTyzneHTOB IT-crieryansHocTell. OHM YKa3blBalOT Ha HeOOXOJUMOCTH pa3BUTHSI HABBIKOB CaMOPETYISLUH
(uenenosiaranyisi, I/JIaHUPOBAHUS, KOHTPO/sS BPEMEHM); CO37laHMsl a/lbTepHaTHMBHBIX BO3MOKHOCTeH [Jil Y[O0B/I€TBOPEHHUs
COLMa/IbHBIX MOTpeOHOCTed U TMOTPeOHOCTH B JAOCTHKEHMH B peajbHOW JKM3HM (KPY)KKH, CEKL|MH, BOJIOHTEPCTBO);
TICUXO0JIOTYeCKOT'0 COTIPOBOX/IEHNS JIUL| C BLICOKMMU TOKa3aTessIMU 3CKalyCTCKONH MOTHUBAL|Y, HallpaB/IeHHOIO Ha pa3BUTHe
a/lafTUBHBIX KOIIUHT-CTpaTerui.

3ak/ioueHue

ITpoBenéHHOE SMITUPHYECKOe UCCIIeI0BAHKE TI03BOJTWIO BBISIBUTD TICUX0IOTHUECKHEe TIPeAUKTOPBI () OPMUPOBAHUS UTPOBOM
3aBUCUMOCTH OT MacCCOBBIX MHOTI'OMO/Ib30BaTe/bCKUX POJIeBbIX OH/IAWH-UTP Y CTyfeHToB I'T- crieluanbHOCTeH. YCTaHOBJ/EHO,
YTO:

1. Crygentsl, npegnounTatoiiiie MMORPG, xapakTepu3yloTcs 0ojiee BbICOKOM COIMA/IBbHON MOTHBAIMed, MOTHBaLUek
JOCTYDKEHUS] 1 MOTHBALIMEH TIOTPY>KeHHsI 110 CPaBHEHUIO C JIFOOUTE/ISIMU IPYTHUX UI'POBBIX KaHPOB.

2.Y AaHHOU rpyIIbI UCTIHITYEMbIX BbISBIEH O0s1ee HU3KUH 00OIIMH YPOBEHb CaMOPErY/ISILIY MTOBEJEHUs], UTO TIPOSIB/ISETCS
B TPYAHOCTSIX TIPOM3BOJILHOTO KOHTPOJISI UTPOBOM aKTHBHOCTH.

3. IlpsiMble yMHeNHBIE B3aWMOCBSI3HM MEXAY MOTHBALMOHHBIMA W Pery/IATOPHBIMH TIOKa3aTeIsiMA OTCYTCTBYIOT, UTO
CBUZIETETbCTBYET O CJIOXKHOM, OTIOCPE/JOBAHHOM XapaKTepe B/IUSHUS 3TUX (PaKTOPOB Ha PHUCK UTPOBOU 3aBUCHUMOCTH.

Takum ob6pa3oMm, puck (GopmHupoBaHusi UTPOBOI 3aBUcHMOCTH 0T MMORPG cTaTHCTHUeCKH CBfA3aH C JAOMHUHMPOBAHHEM
COLIMA/IbHO-MOTHBAIIMOHHBIX YCTAaHOBOK W Ae(QULIMTAMH CaMOPETY/IALWUN JIMUHOCTH. BBISBIEHHBIE MPEIUKTOPBI MOTYT
CIY)KUTb MHUILEHSAMH [JIs1 TICHXO0JIOTO-TIeJarorTi4eckoil Tpo(QUIakKTUKA, OPHUEeHTHPOBAaHHOW HAa pa3BUTHE PETy/ISTOPHBIX
HaBBIKOB M CO3/laHKe YCJIOBUM [/ YAOB/IETBOPeHHs] 0a30BBIX TMCHXOJOTMYECKUX MOTPeOHOCTel B peanbHON COLMAIbHOU

cpege.
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