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Abstract
The purpose of the article is to highlight the problem of establishing cause-
and- effect relationships in the psychology of computer games, as well as to
emphasize the "danger" of potential simplification of research results.
Research methods. Theoretical and methodological analysis of the problem.
The results. An overview of the ideas of the theoretical understanding of the

process of interaction between the human psyche and the gaming computer interface
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was made. Special attention is paid to anonymity, simplicity of gaming virtual

experience;

issues of identity, compensation and the process of creating images. Some
methodological problems of research in the psychology of computer games are clarified
using the example of virtual violence and gaming addiction. Namely: the difficulty of
establishing cause- and-effect relationships in studies of the impact of information
systems when using classical methodological models such as K. Anderson's "general
model of aggression", the lack of consideration of the context of an individual's life in
research. Methodological recommendations for conducting experimental and
correlational studies are described.

Conclusions. The article examines one of the forms of interaction between the
human psyche and the digital interface - a computer game, which by its very nature is
also a mediation tool. To some extent, the availability of satisfaction in digital games
has led to the widespread distribution of this form of leisure. In society and in the
scientific world, there are many prejudices about the influence of certain information
technologies on the psyche of people. The article demonstrates that the interpretations
of scientists that do not take into account certain features of the complex process of
interaction between the individual and the virtual world can lead to the consolidation
of harmful myths in society, which hinder the development of effective practical
recommendations for the process of helping with problems of addiction, depression,
violence, etc. It is shown that the most important factors in psychological research of
computer games are intrinsic motivational factors, the context of the subject's life,
which are often ignored in research due to the complexity of implementation.

Keywords: computer game, virtual violence, computer game addiction,
motivational and need sphere of personality, methodology, general model of

aggression.

AHoTAIA
MeTta cTaTTi — BHCBITIUTH NPOOJIEMY BCTAaHOBJICHHS NMPHUYMHHO-HACTIIKOBHX

3B’SI3KIB B TICHXOJIOT1i KOMIT'IOTEPHOI TpPU, a TaKOXK MIAKPECIUTH «HEOE3MEKY»
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MOTEHLIITHOTO CIPOIIEHHS] OTPUMAHUX PE3YJIbTaTIB JOCIIIKEHHS.

Metoam pocitikeHHs. TeopeTUKO-METOA0JOTTYHUI aHaITI3 TPOOJIEMH.
PesysabTatu. 3po0JeHO OrsAA ied TEOPETHYHOTO PO3YMIHHS TMPOIECY

B3a€MO/IIi JIIOJICHKOI NCUXIKM Ta IrpOBOr0 KOMII IOTEpHOro iHTepdeiicy. OcobnuBy
yBary npuauUIeHO aHOHIMHOCTI, MPOCTOTI ITPOBOTO BIPTYyalbHOTO JTOCBIAY; MUTAHHIM
IIGHTUYHOCTI, KOMIIEHCAalli Ta mpouecy CTBOpeHHs oOpa3ziB. IlposicHeHo pdesiki
METO/I0JIOT1YHI TPOOIEMH TOCTIIKEHb B MICUXOJIOT1] KOMIT IOTEPHUX 1rop Ha MPUKIIAIl
BIPTYaJIbHOTO HACWJUIS Ta irpoBOi 3al€XHOCTI. A came: CKJIaJHICTh BCTaHOBJICHHSI
OPUYMHHO- HACTIAKOBUX 3B’S3KIB y JIOCHIPKEHHAX BIUIMBY 1H(QOpPMALIAHUX CUCTEM
NpY BUKOPUCTAHHI KITACHYHUX METOJIOJIOTIYHUX MOJIETIeH TaKHX K «3arajbHa MOJIEIb
arpecii» K. Anzpepcona, BIICYTHICTb BpaxXyBaHHS KOHTEKCTY >KMTTS OCOOMCTOCTI B
nociipkeHHsX.  OmmMcaHO — METOIOJNOTIYHI  peKOMeHAamii 10  TPOBEICHHS
EKCIIEPUMEHTATBHHUX Ta KOPEISALIMHNAX TOCIIKCHb.

BucnoBku. B cTaTTi pO3risiHYTO OJHY 13 (OpPM I1HTEPAKTUBHOI B3a€EMO/IIi
JOJICHKOI TICUXIKM Ta HUPPOBOro iHTEpdeicy — KOMITI'IOTEpHY TPy, SKa 32 CBOEIO
OPUPOJIOI0 TaKOX € IHCTPYMEHTOM orocepenkyBaHHs. [leBHOO Miporo mpocToTa
OTpUMAaHHS 3aJ0BOJICHHS BiJ IIU(GPOBOI TP MpHUBENa A0 MIHUPOKOTO PO3MOBCIOIKEHHS
1i€i opMu MPOBEICHHS 03B, B CycniibcTBI Ta B HAYKOBOMY CBITI ICHye 6arato
yHepekKeHb 3 MPUBOJY BIUIMBY THX YM I1HIIMX 1HGOPMAIIMHUX TEXHOJIOTIH Ha
NCUXIKY JoJeld. Y CTaTTi MPOJAEMOHCTPOBAHO, IO 1HTEpHpeTalii BUCHUX, AKI HE
BPaxOBYIOTh TMEBHUX OCOOJIMBOCTEH CKJIAJIHOTO MPOIECY B3a€EMOIII OCOOMCTOCTI M
BIPTYyaJIbHOTO CBITY MOXYTh HMPHBOAUTH 10 3aKPIIUICHHS B CYCHIJIBCTBI IIKIIJIUBHX
Mi(iB, SKi 3aBakKarOTh BUPOOJCHHIO €(EKTUBHUX NPAKTUYHHX PEKOMEHIAIN 10
JI0TIOMO31 3 TIpo0JIeMaMu 3aJIeKHOCTI, JETPECUBHOCTI, HacwIIIs Tomro. [lokazano, 1o
HAWBKIMBIIIUMHU B TICUXOJOTIYHUX JOCTIHKCHHIX KOMIT IOTEPHOI I'PU € BHYTPIIIHBO
MOTHBAIlIHI (PaKTOPH, KOHTEKCT JKUTTS JOCIIKYBAHOTO, SKi YaCTO ITHOPYIOTHCSA B
JOCITIDKCHHSX Yepe3 CKIaHICTh peaizarii

KiawouoBi ciioBa: xomm’iorepHa Tpa, BIpTyalibHE HACHILIS, KOMIT IOTEpHA
irpoBa  QIIMKINISA, MOTHBAIIMHO-IOTpeOOBa cdepa OCOOMCTOCTI, METOJIONOTIS,

3arajibHa MoJIeJb arpecii.
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Beryn

3riIHO 3 OCTAHHIMU JaHMMHM, Y CBITI HAJIIUyeThCs MpuoOIn3HO 3,09 MinbsapiB
aKTUBHUX TpaBiiB y Bigeoirpu (Howarth, 2024). JIume 3a ciMm pokiB 14 1mudpa 3pocia
OutbII HIXK Ha 1 Mutbsipa (11e 301tbieHHs Ha 32%). Y Benukiit bputanii, Hanpukian,
58% nomynsuii e akTUBHI rpaBIl. 3a MporHo3amu, A0 2027 poky BiJICOTOK T'PaBLiB Yy
0aratbox KpaiHax CBITY AocarHe BiaMiTKu 60-70%.

KoMmnekcHi [OCHIIKEHHS BIAEOIrop y TIICHXOJIOTIUHIM Ta MCUXIaTpUYHIN
miteparypi 3’ saBunuca guuie micas 1980-x pokie. ToOto yepe3 10 pokiB miciis BUXOLY
nepmux kKoMmepuidHux irop. Ha moudatky 1980-x pokiB Pocc, ®aitHcToyH 1 JlaBin
(Ross, Finestone & Lavin, 1982) moBioMuiu mpo TpU BUMNAIAKUA «OAEPKUMOCTI
Kocmiunux 3arapOuukiB» (Space Invaders obsession), a Hinc (Nilles, 1982) onucas
Noi0He SBUIIE, ajle HAa3BaB HOT0 «KOMIT IOTEPHOIO KAaTaTOHI€0». J[)KOHC TOBOpPHUB
MOJIMBICTh BUKOPHUCTOBYBATH BIJICOITPU JJII MPOBEJCHHS TICUXOJIOTIYHUX TECTIB
(Jones, 1984). ¥V 1985 poui L. Teoxn (Sh. Turkle) onucana taki Hacmiaku rpu B
KOMIT FOTEpH1 IrpU: BUHUKHEHHS IrpOBOI 3aJIeKHOCTI; (GopMyBaHHS crenupiaHuX
XapaKTePUCTUK MUCICHHS; PO3BUTOK 30pOBO-MOTOpHOI KoopauHaiii (Turkle, 1985).
[lepmi  excriepuMeHTaNbHI  JOCTIIKEHHS TPOJEMOHCTPYBajdu BIUIMB 1rop Ha
npoctopoBi 3116H0cTi (Dorval & Pépin, 1986).

Ane 3a 40 pokiB JOCITIDKCHb KITFOYOBI MUTAHHS IICHXOJOTIl KOMIT FOTEPHUX
irop Bce Ie 3aJUIIAI0THCS AKTYyallbHUMHU Ta CKJIAJHUMH ISl €KCTIEPUMEHTaJIbHUX
nociipkeHb.  OJHIEI 3 MOXIMBUX TPUYMH CKIAQJHOCTI 1 SKOKOCH MIPOIO
HEBUUEPITHOTO TMOTEHIIIANY MOCTIIHKEHb JAaHOTO HAMPSIMKY € PI3HOMAHITTS KaHPIB 1
CTPYKTYpHa BapiaTUBHICTH ITUX IrOp: BOHU BIAPIZHAIOTHCS OCOOJIMBOCTSIMHU CIOXKETY,
JN3aifHOM ITPOBOTO MPOCTOPY, XapaKTEPOM IMOCTABICHUX TMEpe/ IPaBIeM 3aBIaHb Ta
JIOCTYyIHUX [iid. BapiaTuBHICTH TelMIier0 (KOMIIOHEHT TpH, SKHHM BIIMOBITAE 3a
B3aEMOJIII0 ITPOBOTO iHTEep(deicy 1 rpaBIsl) — BIACHE «CYTh TPU», 1 BapiaTHBHICTH
XYJIO’)KHIX KOMIIOHEHTIB TPH, HANPUKIAN, My3WKa, TpapidyHuil Tu3aifH, poOIsAThH
KOMIT'IOTEpHY TPy HaWCKIaAHIMMUM (3 HAWUOUIBIIO KITBKICTIO BHYTPINIHIX
KOMITOHEHTIB) BHUAOM iH(QOpPMAIIHHUX CHCTeM. Y OyAb-SIKOTO JOCIITHUKA MOXKE

BUHUKHYTH BITUYTTSA JESKOI CIAHTEIMYEHOCTI MPH AOCHIIKEHHI TeiMepiB, SKI
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rpaoTh y (aiituaru (anria. Fighting games — »aHp KOMII'IOTEPHHUX ITOp, B SAKOMY
BIpTyaJlbHI MEPCOHAXXI O’IOThCA HA €KpaHl; Ma€ JOCUTh CKJIaJHI MpaBWia TIpU
noOyoBaH1 HaBKoJIO 60-KapoBOro BiI0Opa)keHHs 1H(GOpPMALIil HA €KpaHi; € OJTHUM 13
HaWCKIQAHIIIMX JJI1 OCBOEHHS >KaHPIB) 1 BizyanbHOi HOBenu (anri. Visual novel —
KaHp KOMIT IOTEpHHUX 1rop, ¢opma 1upoBOi IHTEPAKTUBHOI (DAHTACTHKH, KA IO
CBOIM CyTl MOX€ HaraJaTH IHT€PaKTUBHY KHUTY; OCHOBHUN KOMIIOHEHT T'pu — I
ctoker). [li >kaHpuW 3a CBOEIO CTPYKTYpOI HACTUIBKM Pi3HI, IO MPOBEACHHS
TIMOTETUYHOTO JOCTi/PKEHHSI B HAIMPSIMKY TICHXOJIOTii KOMIT IOTEPHHUX Irop, sKe
BKJIFOYAE JIMIIIE OJIHY 13 KaTEropii rpabiiiB Oy/ie HEBAIITHUM 1 HEpeJieBaHTHUM. B Toii
caMuil 4ac, y UMX I'PaBIB € 1HIUBIyalbHI OCOOJUBOCTI, SIKI MOXYTb MPOSBUTH cebe
JIMIIE B paMKax B3a€MOJIii 3 KOHKPETHUM >KaHPOM, HAIIPHUKIIA]], arPECUBHICTH <«JIETKOY
JOCIIKYBATH Y TPABIIB, SIKI IPAIOTh y IIyTEpH Bif nepiioi ocodu (anri. First-person
shooter — >xaHp KOM IOTEpHUX IrOp, B LIEHTP1 SIKUX MEPECTPUIKH Ta iHII1 OOHOBI Aii 13
3aCTOCYBaHHSIM BOTHEMAaJIbHOI 30poi Big mepmioi ocoOu, /e TpaBelb INEepeKHBAE
IrpOBY CHUTYyaIlit0 O€3MOCepeTHbO OUYMMa TOJIOBHOTO Tepost). A SK 100 JOCITIIKEHHS
arpecUBHOCTI y JIOJICH, K1 TpaloTh B Irpu B xkaHpi MicToOyaiBHunTBa (anri. City
building — 1e >kaHp BiJIEOIrOP-CUMYJIATOPIB, V SKHX TPaBIll JIIOTh K T€HEPaJbHI
IUTAHYBaJbHUKN Ta KEPIBHUKH MiCTa 4YM MICTEYKa, JMBISYKACH HAa HBHOTO 3rOpU Ta
BIJIMOBITAJIBHI 32 MOro PpO3BUTOK 1 CTpareriio ympaBiaiHHA. ['paBii oOuparoTh
po3rantyBaHHs OyJiBelIb 1 OCOOJMBOCTI YIIPaBIiHHS MICTOM, Takl SK 3apIulaTH Ta
npioputeTH poOOTH, 1 MICTO PO3BUBAETHCS BiAMOBIAHO)? YacTo B TakuX irpax HaBiTh
HE Mae€ BHYTPIIIHHOTO IrPOBOTO BOpOTa, MPOTH SIKOTO MOXKEe OyTH HampapiieHa
«IOoCTiKyBaHa arpecis». TakuM YHHOM BH HIKOJIM HE Mo0ayuTe B HAYKOBO-
iH(hOopMaIliitHOMY MPOCTOP1 JOCTIIHKEHHSI arpeCUBHOCTI JITEH, SKI TPAIOTh B CEPIIO
irop Sims (rpa B >XaHpl CUMYIATOP JKUTTS, J€ TPaBli CIIIKYIOTh 3a MOTpedamu
BIPTYaJbHUX JIOCH Ta JOMOMAaraiTh iM 3aJ0BOJIBHATU MOTpedH), ane 0e3 mpoliem
3Hainere gociimxeHHs cepii irop Call of Duty (mytep Bin mepmioi ocobm), i Te, K
[l IrpY 3aHKYIOTH PIBEHb CHPUUHATTS 00Nl Ta HACWIUIA HAJ IHITUMH, POOISYH
moner Oibm xxopcrokumu. (Miedzobrodzka, Hooff, Konijn & Krabbendam, 2022).

MeTo10 CTaTTI € MMPOACHCHHA KIIOYOBHX IIMTAHb B pPaMKax TICUXOJIOTTYHUX
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JOCIIUKEHb KOMIT IOTEpHUX 1rop. B mepmry uyepry CKiIaaHICTh BCTaHOBJICHHS
MPUYUHHO-HACHIIIKOBUX 3B S3KIB Ta aMOIBAJICHTHUN MIJX1J 10 BUBYECHHS (PEHOMEHY.
Takox, MU XOTIIM O MIAKPECIUTH BIACYTHICTb KOHTEKCTYaJbHUX JIOCHIIKEHb Y
MICUXOJIOTIT BIPTYaJIbHOI PEAJIbHOCTI 3arajoM. 3poOUTH OIS 11 TEOPETUYHOTO
PO3YMIHHS TIpOLIECY B3a€MOJIi JIIOACHKOI TICUXIKM Ta IrpoBOro iHTepdeiicy.
3aBaaHHA JOCTIKEHH: 1) 3M1HCHUTH TEOPETUYHUM aHAlli3 JITEPATYPHUX JIKEpeN 3
npoOJeMHu MCUXOJOrii KOMIT IOTEPHUX 1rop. 2) MPEeACTaBUTH TEOPETUYHE OadeHHs
IpoLEeCcy B3a€EMOJIII JIIOJCHKOI MCUXIKKA Ta KOMIT IOTEPHOTO 1rpoBoro iHrepdeiicy. 3)
NPOSICHUTHU JI€K1 METOJI0JIOTTYHI MPOOJIEMH TOCTIIKEHb B TICUXOJIOT1T KOMIT FOTEPHUX
Irop Ha NPUKJIAJl BIPTyaJIbHOT'O HACHUJUIS 1 INPOBOT 3aJI€KHOCTI.
MeToau 10caiKeHHs

OCHOBHUMH METOJIaMH TEOPETUYHOTO aHamizy MNpoOJieMH JOCHIKEHb Y
NCUXOJOrli  KOMITIOTEpHMX Irop  CTald  aHami3, CHHTE3, Yy3arajlbHEHHS,
CUCTeMaTH3allisl pe3yJbTaTiB TEOPETUYHUX H EKCIEPUMEHTAIbHUX JOCIIKEHb Y

BITUM3HSHIN 1 3apyODKHIN HAyKOBIiH JIITEpaTypi.

Pe3yabTaTn Ta 1UCKYyCIi
CnouaTky MU XOTUTH O PO3IVISTHYTH JI€sIKI TIOIIUPEHi i/1el B HAyKOBOMY CBITi
moyo aaxoi nmpo6iemu. bararo mocmigaukie (Han, Lee, Na, Ahn, Chung, Daniels,
Haws & Renshaw, 2009; Islam, Biswas & Khanam, 2020; Lérida-Ayala, Aguilar-
Parra, Collado- Soler, Alférez-Pastor, Fernandez-Campoy & Luque-de la Rosa, 2023)
iIKPECIIOI0Th HEMOJKJIUBICTh PO3IJISAAY 3aXOIUICHHS KOMIT IOTEPHUMH ITpaMH  SIK
KOPHCHOTO Ta HEUIKiJJIMBOTO CTIOCO0Y OpraHizallii J0o3BULIS JUTHHHU. BipTyalbHICThH
«3HIMaey» 6arato 3a00poH, sIKi 0OMEXYIOTh JUTHHY B MOBCAKICHHOMY JKHTT1, CTBOPIOE
UTF03110 KOHTPOJII0, aHOHIMHOCTI, Bele y CBIT ¢aHnTasii, mMpii. BipTyansHi irposi
CUTYyaIlii MpOCTiIIl Hik
CKIIQHOCTI PETBbHOTO XHUTTS, TOMY TaKy pPeIyKOBaHy II0 OKPEMHX O3HAaK
pEaNbHICTh MOYKHA OI[IHUTH, SIK OUTBIII MPUBAOIIUBY.
B onHOMy 3 nmocHimKeHb CTBEPIKYEThCS, IO BUKOPUCTAHHS KOMIT IOTEpa Ta

[HTepHEeTY 3 CcamMOro paHHbBOrO BIKY CYTTEBO 3MIHIOE BCHO MEHTAJIBHO-TICUXIUYHY



TECHNOLOGIES OF INTELLECT DEVELOPMENT Vol. 8 No. 1(35) (2024) &% ; 7
ISSN 2223-0521 https://psytir.org.ua/ DOI: https://doi.org/10.81108/3.2024.8.1.6 N i' D)

CTPYKTYypy cyO’€kTa, NEpeopieHTOBYe 1i 3 TpPaAULIMHO-KUTTEBOrO JIOCBIAY Ha
MPUHIMIIOBO 1HIIWM, JajJeKuil Bil TOro, 3 SAKUM 1€l Cy0’€KT MaB CHOpaBy B
HalOMMKYOMY MHHYJOMY. AKTHMBHAa Ta TIOCTIMHA Yy4yacTh JIT€d Yy pOJIbOBUX
KOMIT IOTEpHUX irpax Bexae 10 aedopmarii 00pa3y 1 BUHUKHEHHIO JOJATKOBUX (opm
1AeHTU(IKALIl: POJILOBUM MEPCOHAX I'pu — L€ TOW o0pa3, KU MOXKe HaJgaBaTH
3BOPOTHHM BIUIMB Ha (OPMYBaHHA OCOOMCTOCTI MOro KOpUCTyBada Ta MHOTO
inentudikamito. (Bassiouni, Dina & Hackley, 2016)

BipryanbHa peasibHICTh Ja€ MOXJIMBICTH KOPHUCTYBayeBl CTBOPIOBATU Oe€3id
MacOK — MEePCOHAII30BAHUX MPOEKIIIH, sIKi, OyBIIN PI3HUMHU MPOSBAMHU OJIHIET U TIET K
0COOHMCTOCTI, CTalOTh MPOEKIISIMU i1 HECBITOMUX MOTATIB. BHACIIA0OK TpUBAJIOTrO yacy
nepe0yBaHHS 3a KOMIT IOTEPHOIO TPOI0 Ta MPUUHATTS PEaTbHOCTI TPU 32 «PeabHYy»
peanbHICTh y T'paBliB MoYMHAE (GOPMYBATUCS 1€ OJHA 1JICHTHUYHICTH, sIKa CIIOYATKY
Mae ¢GopMmy IHTpOeKTy. MOXKIMBO Tak BiIOyBaeThCs 4Yepe3 Te, IO BipTyajbHa
peanbHICTh KOMIT' FOTEPHOI TPU 3HOBY MOJENIOE CTajiio a3epkana 3a K. Jlakanom.
BipTyanbHi XapakTepUCTUKH KOMIT IOTEPHUX IMEPCOHAXKIB MOXKYTh CTaTH YaCTHHOIO
CaMOCBIZIOMOCTI TpaBli 3a JIOMOMOTIOI0 TMOAUTY 30BHIIIHBOTO Ta BHYTPINIHBOTO:
30BHIIIHE Sl — Ha quciei, a BHyTpimHe S — y cy0’ekta rpu. O0 ekt y Tpi — 11e 006pa3
peanpbHOTO 00’€KTa, SKHMH Cy0’€KT I1HTErpye y co0l 3a MeXaHI3MOM 1HTPOEKIIii,
Hajaroun oMy cratyc danramy (Peovié, 2014).

Kiacuunoro € TakoX 11es KOMIIGHcAIlli — CTBOPEHHS «BIPTyalabHOI
0COOHCTOCTI» € KOMIIGHCAIIEI OyIb-IKUX CKJIQJHOIIIB KOPUCTyBaua B pPealbHOMY
CBITi: KOMIT'FOT€pHA Tpa BUCTYIA€ 3aCOOOM IOJ0JIAHHS TIUOMHHUX KOHQJIKTIB, IO

nexartb y cdepi comanbaux BigHocuH. (Ballou, Deterding, lacovides & Helsby 2022).

Ile 6e3nocepeHBO 3B’s13aHO 3 KOMIT FOTEPHOIO BIpTyaIbHOIO peasibHICTIO. Tak,
camMe B JJaHOMY acCIeKTI MU TOBOPHMO MPO «3aHYPEHHS» Yy BIPTyaJIbHHH CBIT, TIPO
Horo iMmepcuBHY mnpupony. Hampukinazn, rparodd B KOMIT IOTEPHY TPy CBIIOMICTH
IHAMBIZA YaCTKOBO «BIAPUBAETHCS» BiA (I3MYHOI peaNbHOCTI Ta TMepedyBae y
BIpTyaJIbHIM peanbHOCTI. TakuM YWHOM, JIOAMHA OJHOYACHO TPUCYTHS Y JBOX
PEATBHOCTSIX.

Mu  ngoTpuMyeMocsi HACTYMHOTO  TEOPETUYHOro  OayeHHS  (peHomeHy
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KOMIT'FOTEpHOT Tpu: 111 (popMa HUPPOBIZOBAHOI AISIIBHOCTI € HIYMM 1HIIUM, SIK
OMOCEPEIKOBAaHNUM 32 JOIOMOTOI0 CHUMBOJBHO-3HAKOBOI CHCTEMH IPOILIECOM
3aJI0BOJIEHHSI 1IrpoBOi MoTpeOu. A0O, y BUNAAKY CHJIBHOI'O 3aMIIIEHHS IHIIUX BUIIB
TUSITBHOCTI IFPOBOIO — THCTPYMEHTOM OIOCEPEIKYBaHHS MPOLIECY PO3BUTKY IIHHICHO-
CMUCIOBOI chepr 0coOuCcTOCTI. TaKoXK y BUMAJKY I'pPU B OHJIAMH ITPU Ta BKIIOUEHOCTI
y BipTyasibH1 CHUIIBHOTH, KOMII'IOTEPHA Ipa MOXKE OMOCEPEAKYBaTH COLlalbHE IOJIE
ocobucTtocTi. Aje, Xo4a MporpaMHa apXiTeKTypa KOMII'IOTepHOI Tpu y dopmi
CUMBOJIbHO-3HAKOBO1 CUCTEMU € IIEHTPAJIbHOIO, BC1 IFPH ICHYIOTh SIK HaO1p HudpoBUX
oOpa3iB. A 3HAYUTh KOTHITUBHA CKJIaJI0Ba MOTpeOye 0COOIMBOI yBaru.

@paniy3pkuil ncuxoanamtuk 1 ¢imocod C. Tuccepon, skuil 3aiiMaeTbcs
JOCHIPKEHHSIMU BIUIMBY 1H()OpPMALIHHUX CHCTEM, B TOMY YHCII ¥ KOMII IOTEPHUX
irop, Ha TMCHUXIKY JiTed Ta NUITKIB, 3a3HayaB, MO0 00pa3 € BIATBOPEHHAM 1,
OJTHOYACHO, J3EPKAIOM CHPUHMATBHO-IyTTEBOI PEAIbHOCTI, TaK CaMo, SIK MUCEMHICTh
€ I3epKaJioM Ta BiATBOPEHHSIM MOBHU. BiJNOBIIHO BHHHMKAE PHU3UK, 0 MH MOXKEMO
NpUHATH 00pa3 00’ekTa 3a caM 00’€KT, KU BiH JIMIIE PENPE3CHTYE, B TOU yac, sK
o0pa3 € ysBHOI NPHUCYTHICTIO peyi 3a i1 BIACYTHOCTI B OO’ €KTHBHIM PeasbHOCTI.
3BefieHHs KiIbKOX OOpa3iB Ha OJHE IJIe TEPEBHUILYE 3MICT KOXKHOTO OKPEMOTO
o0paszy, a MOXJUBICTh 3’€qHaHHA OOpa3iB y IIOCh €IMHE TOB’s3aHE 3 IMCHXIYHOIO
TISJIBHICTIO KOXHOTO iHauBiAa. L1 MOXIMBICTH chnpuiiMaHHS oO0pa3iB 3arajiom
MIOPOJIKY€E BpKCHHS MIPUCYTHOCTI B ysiBHIHN aificHocTi (Tisseron, 1996).

Onnak o0pa3 € HE JUIIe BIATBOPEHHSAM OO0 €KTIB CHPHHUMAIbHO-YyTTEBOT
peanbHOCTI, 00pa3 cuMBOIIYHUEN. baunTy, 4yTH, Yinath 00’ €KTH, SKUX HE ICHYE, UTH

10

npocTopy 0e3 micis 1 6e3 yacy, B KOMIIaHii JIFOJIMHU, SIKO1 HE 1CHYE€, BCE IIE €
JI0Ka30M mepeOyBaHHS B IHIIN peagbHOCTI. SIKOIOCH MIpOIO 1€ 03HAYa€ OJHOYACHO
«OyTH 1 HE OyTH.
[Ipu cTtBOpeHHI 00pa3iB IHAWBI HaMara€ThCs HATATH CBOIM BpaKCHHSIM
CTPYKTYpy — oOpa3d € CHMBOJIYHOIO peaji3amiclo Ccy0’ €KTUBHOTO JOCBiIY
ocobuctocti. [Ipm mpboMy, KOHCTpyrOIOUM 00Opa3w Ta TMOKa3yr4H iX IHIIUM, MU

M1JICBIIOMO BIpHUMO, 110 1HIII OadaTh y HUX Te came. Hacnpapai ne He Ttak. Koxken
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0auuTh HE Te, 110 BiH X0Ye, a Te, 110 BIAMOBIAA€E HOT0 KUTTEBOMY JAOCBITY, CIIOTa/IaM,
BUXOBaHHIO 1 T. . OTxe, OJ1HI ¥ Ti caMi 00pa3d MOXYTh CIPAaBIATH 30BCIM pi3HE
Bpa)XEHHsI, 1, TAKUM YMHOM, CIIOHYKaTH /10 30BCIM p13HUX Aii. L{s jorika BaxxauBa 1i1s
PO3YMIHHS NICUXOJIOT1i KOMIT I0TepHOI rpu. PO3poOHKKH Bi€OIrop e JAI0AH 31 CBOIMU
1HMB1IyaJTbHUMH OCOOJIMBOCTSIMH, T4 CBOIM OadeHHSIM peaizallii moTped rpaBIys, Kl
1 CTBOPIOIOTH CUCTEMY Takux 00pa3ziB. AJie rpaBli CBOEID YEPTOK MOXKYTh 3HAXOIUTH
BJIACHY CHUCTEMYy 3aJ0BOJIEHHS BIJ TpHu, ska OyJe BIANOBILAATH iX JOCBIAY, Ta
O0COOJIMBOCTSIM TICUXIYHOI pealibHOCTi. B omHiii i Tiil ke rpi, sSKIo BoHa Hamae Taki
MOJKJIUBOCTI, € TPaBIli, SKI CKOHIIEHTPYIOThCS JIUIIEC Ha IMPOXO/KCHHI CIOXKETHOI
KaMI1aHii, ToOTO «0e3 IHIMX»; IpaBlli, Kl 3aliAyTh rpaTH KOOMEPATHBHO 3 JIPY3sIMU
13 peasbHOIO KUTTA 1 JIMILE TaK; TPaBIl, K1 3aiIyTh JIULIE AJI y4acTl y 3MarajJbHOMY
peXKHMI TpH, TOOTO «HNPOTH IHIMX» 1 JuIie Tak. TakkuM YHHOM, IS
EKCIIEPUMEHTATBHUX JIOCTI/DKEHDb Y TICHXOJIOTIT KOMIT IOTEPHUX ITOp BaKJIWBUM €
KOHTEKCT YKUTTS JOCIIIPKYBAaHOTO Ta MOT0 1HAUBITyaabHI 0cO0IMBOCTI. [ elimepu, mo-
nepiie, MeBHOK MIPO0 caMi BU3HAYAIOTh BIUTUB T'PH, SIKOMY OyIyTh MijJaBaTHCS, a
Mo-JIpyre, OTpUMaHI 3aKOHOMIPHOCTI JiJIi OJHUX BHJIB ITOp Ta TPaBIIB MOXYTh
BUSIBUTHCS] HE3aCTOCOBHUMHU /IO 1HIIUX.

[Tpu anamizi eMOipuaHUX POOIT TaKOXK HEOOX1THO BPaXOBYBATH U PO301’KHOCTI
y TEOPETUYHUX Ta METOJOJOTIYHUX TO3HUINAX caMUX ydeHUX. B ocHOBI Oararbox
JOCJII/DKCHh BIUIMBY HACHJILCTBA HAa arpecHUBHICTh TPABIIIB B KOMII'IOTEpHI irpu
JeXUTH 3amporioHoBaHa K. AHIepcoHOM 3arajibHa MOJIENb arpecii, mo 0a3yerbcs Ha
Teopii comiasibHOro HaBuyaHHS A. banmypu. Mopnens mepeadadvae, 10 arpecuBHA

[MOBEIHKA €

BMBUCHOIO Ta 3aCBOIOETHCS uepe3 croctepexkeHHs (Anderson & Bushman,
2002). [ami 1ocmiHuKY, 31  cBOro OOKy, TIPOMOHYIOTh  aJIbTEPHATHBHI
MPUHIIAIIA  TPOBEJICHHS JOCHIKCHb, HAINPUKIIAJ, TCUXOAHANTHYHHHN IMAXiT B
paMKax SIKOro KOMIT FOTEPHI IFPU BUCTYIAIOTh 00’ €KTOM 3aMillleHHs. ToMy arpecrBHa
€HEpris TPaBIliB, B IbOMY BHUIAJKY, 3HAXOJIUTH CBOIO PO3PSIKY B MPOIECI TPH, a HE
HakonuayeTbes (Santos & Carlos, 2012).

Jlessiki OOMEXKEHHSI HaKJIaJaloThbCid 1 3arajlbHUMU MPUHLIHUIAMU HAYKOBOTO
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Mi3HAHHS: TaK, MPOBEACHHS KOHTPOJBOBAHUX EKCIIEPHUMEHTAIBHHUX JOCHIKCHb Y
Ki0epICUXOoJorii yTpyAHEHO BEIMKOI0 KUIbKICTIO moOiuyHuX 3MiHHUX (Boot, Blakely
& Simons, 2011) HagIMIIKOBUN KOHTPOJIb AKUX TaK CaMO BEIE A0 3HIKECHHS
exosoriunoi BamigHocTi (Olson & Kutner, 2015).

Hacunns B KOMIT'IOTEpPHHX irpaXx Ta HOTo BIUIMB Ha arpecHBHY MOBEAIHKY
IpaBIiB, MOPsAA 13 MNpoOieMaMHu 3aJIeKHOCTI BiJI KOMIT IOTEPHUX IrOop BHUKJIMKAE
HaWOUTBITY KUIBKICTh TIUCKYCiH cepel NOCTiqHUKIB. B paMkax naHoi CTaTTi, MU XOTUIH
0 3yNMUHUTHUCS HA PO3TJISI IUX ABOX MPOOIIEM.

HaiiyacTiie 0o6roBoproBaHoI0 y CyCIUIbCTBI TPOOIEMOIO KOMIT IOTEPHUX ITOp €
3aJIEXKHICTh, SIKa TAKOK MAa€ Ha3BYy KOMIT IoTepHa irpoBa ajaukiis (Spekman, Konijn,
& Griftiths, 2013). ¥V uepBHi 2018 poky BcecBiTHs opraHizailisi OXOpOHH 3J0POB’s
BKJIIOUMJIA 3aJIEKHICTh BiJ KOMITIOTEpHUX 1rop g0 11-ro mepemniky Mi>KHApOAHOI
kiacudikaiii xBopoo, sskuii Ha0yB YMHHOCTI 1 ciuns 2022 poky.

Came onmaifH irpu, siki po3paxoBaHi Ha Oararo kopuctyBauiB (MMOG) i1
OIIHIOIOThCA TIcUXojioramMu, sk HauOuem aaukToreHdi (Collins Freeman &
Chamarro- Premuzic, 2012), y ToMy 4yucii — yepe3 iX MOTUBAIiHHY MPUBAOIUBICTH 1
3B’A30K 3 MEPEKUBAHHAM «HOTOKY». [IOHATTA «mOTIK» BBEAEHO B IcUXoiorio M.
YukceHTMIXall A NMO3HAYEHHS CTaHy, 110 BUHUKAE 32 ITOBHOI'O 3aHYPEHHS B SKYCh
nismeHICTE (Csikszentmihalyi, 2014). Kpurepii BUHUKHEHHS JTOCBily ITOTOKY BiJIOMI:
IIe BIJIMOBIIHICT, HABHUYOK BHUMOTaM 3aBJaHHs, HAasSBHICTb 3BOPOTHOTO 3B’S3KY,

BITUYTTS KOHTPOJTFO TOIIIO.

PizHoMaHITHICTH 1HIIUX (OPM MOTHBAIli TPH HE JO3BOJSIOTH CTBEP/KYBATH,
[0 OCHOBHUM YHHHUKOM BHHUKHEHHS 3aJIEKHOI TOBEIIHKM € TParHeHHs [0
eckarismy, Jerkoro ycmixy Tomo (Yee, 2007).

JisIpHICTS TPaBIiB B KOMIT IOTEpHI irpu mojiMoTuBOoBaHa (Dauriat, Zermatten,
Billieux, Thorens, Bondolfi & Zullino, 2011), a MoTuBailis OKpeMHX IIpPOBHX
CHUTBHOT MOKE BIAPIZHATUCS Bil «TUIOBOI» Jyutst Tiel um inmoi rpu (Reid, 2012).

3HauYHUN BHECOK Y PO3BUTOK CYYaCHHX YSBJIEHb NPO KOMIT IOTEpHY ITpOBY
3aJIeKHICTh POOIATH HEUPOPiI3I0NOTiUYHI Ta HEHUPONCHUXOJIOTIYHI  JTOCIHIIKEHHS.

Hanpuknan NOCHIDKEHH]I BaWHmTaiiHa MOIOKPECTIOETHCS 3B SI30K  BHCOKOIL
p > Y p
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MICUXIYHOT BUCHAXKIMBOCTI MIUTITKIB CXUJIBHUX JI0 IHTEPHET-3aJI€AKHOCTI 31 3JaTHICTIO
KOMIT'FOTEpPHUX IMOp TUMYacoBO MiJBHUINYBaTH BHUPOOJEHHS HelpomeaiaTopa
nodgamiHy SIK «IIOpPOYHE KOJIO», IO cOpuse (OPMYBAHHIO aJMKTUBHOI MOBEAIHKU
(Weinstein, Livny & Weizman, 2017).

JlocnipkeHHsT aKTUBHOCTI HEMPOHIB MO3KY 3a JOMOMOIO (YyHKLIOHATBHOI
MarHiTHO-pE30HAHCHOI  Tomorpadii Moka3ajaud CTPYKTYpHI 3MIHM B  30Hax,
BI/IMOBIIAJILHUX 3a BUPOOJIEHHS HelpomeaiaTopa aodamiHy, 1o Oepe ydactb y
nOpolect MAKPITUIGHHS Ta MPUHUHATTS PU3MKOBAHMX pPIIIEHb B aKTUBHHUX TreHMeEpiB,
aHAJIOTI4YHI TUM, 110 BUHUKAIOTh y MATOJIOTIYHMX a3zapTHUX rpaBuiB (Yuan, Qin &
Yu, 2016)

VY Toil camuii Wac, HEBipHO CTBEP/KYBAaTH, IO 3aXOIUICHHS KOMI IOTEPHUMHU
irpamu came co0OI0 HEOJMIHHO BEJI€ 0 PO3BUTKY 3aJeKHOCTi. Tak, JOCITIIKEHHS
BUSBWJIM HAsBHICTb Yy 3aJIEKHUX TeWMepiB OCOOMCTICHUX OCOOJMBOCTEH, 1110
BIAPI3HAIOTH iX SK BIJ BUIPOOYBAaHUX, IO HE TIparOTh, TaK 1 BiJ TPaBIiB Yy
KoMIT PoTepHi irpu 6e3 o3Hak amukimii (Collins Freeman & Chamarro-Premuzic,
2012).

Jlessiki  JOCHIDKEHHS TIOKa3ylTh HAsBHICTb BJIACHOI KOTHITUBHOI  Ta
ocoOucTicHOT crierudiku B aKTUBHUX TeMMeEPIB y IOPIBHSAHHI 3 «tomipHuMm» (Potard,
Henry, Boudoukha, Courtois & Laurent, 2020)

Bce 6inbIre BYCHUX OTOKYIOTHCS, 1110 Yac, MIPOBEACHUMN y Tpi caM cob0oto, He
MOKHa BBa)KaTW MokazHUKOM 3anexHocTi (Spekman, Konijn & Griffiths, 2013).

Bucoka

KOMOPO1AHICTh KOMIT IOTEPHOI IrpOBO1 3aJI)KHOCTI 3 1HIIMMHU BUJIAMH aJIAKITIH
CBITYHUTH TPO Te, IO MOYATKOBA MPUYMHA 3aJEKHOI MOBEIAIHKUA JCKHUTh Yy CaMiid
moauHl (Ticuximi Ta HeWpodi3ionorii), TOAl SIK MOMANBIINN PO3BUTOK 3aJEKHOCTI
MO>K€ TIOCHITIOBATUCS XaPAKTEPOM aTUKTUBHOI MOBEIHKH.

[Ilo cTocyeThCA BIPTyadbHOTO HACWIUIA, TO, HE3BaKAIOYM HA KUIBKICTh
MPOBEJICHUX JTOCTIKEHb 3 TEMU, JOCTIAHUKA HE MOXYTh MIATH KOHCEHCYCY IIOJ0
CIpaBXHIX HACHIAKIB Tpu y xopcToki Bifeoirpu (Quandt, Van Looy, Vogelgesang,

Elson, Ivory, Consalvo & Madyrd, 2015). barato BY€HHUX MPOJOBKYIOThH
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CTBEPKYBaTU IO JKOPCTOKI BIJE€OIrPU MIJBULIYIOTh pIBEHb arpecHUBHOCTI Yy
peaJbHOMY CBITI, TOAl SIK 1HIII BYE€HI BIAKUJAIOTh Takl 3asBH, MOCHUJIAIOYHUCH Ha
Meronoioriydi npobnemu (Sauer, Drummond & Nova, 2015) 1 ynepemxeHICTb
nyoumikanii (Segev, Rovner, Appel, Abrams, Rotem & Bloch, 2016).

3aranbHa Mojienb arpecii (3MA) — nomyssipHa cepe JOCTIAHUKIB MOJIEIb st
aHayi3y arpecCUBHOI MOBEAIHKM, B TOMY YHCII B IICUXOJIOTII BIpTyajabHOI peagbHOCTI.
3MA cknamaerbcs 3 JBOX OCHOBHUX CHCTEM: CHCTEMA PO3BUTKY OCOOUCTOCTI
(mucTaNibHI TPOLIECH) 1 CHUCTEMa COLIAJIbHOI B3aeMOJli (TMPOKCHMAJIbHI TMPOIECH).
[IpokcumanbHI TpoLECH MOSICHIOIOTh OKpeMi emi304u arpecii 3a JOIMOMOTOI TPhOX
ctaaiil: 1) oguHapHe (IHAMBIAYalbHE) CIPUNHATTS arpecUBHOI CUTYyallll BIUIMBAE Ha
BHYTPIIIHI CTaHU (Mi3HaHHA, apeKT 1 30yIKeHHsI), 2) Ki, CBOEIO YEProl0, BIUIMBAIOTh
Ha TIPOIIECH OIIHKA Ta MPUHHATTS PillleHb, 3) SIKi, CBOEID YEProl0, BIUIMBAIOTH Ha
pe3ysbTaTH arpecUBHOI Ta HEarpecUBHOI MOBeAiHKK. KoXkeH UK MPOKCUMAIbHUX
NPOIIECiB CTa€ KOTHITUBHUM CIIiJIOM JUISI HABYaHHS, SIKHH CTBOPIOE CTPYKTYPY 3HAHb
arpecuBHOi IMOBEAIHKHM Micis 0aratb0X MOBTOPEHb. JlMCTaibHI NMPOLECU AETAIbHO
OMHCYIOTh, SIK 010JIOTIYHI Ta CTIMKI €KOJIOTIYHI (PaKTOPH BIUIUBAIOTH HA OCOOHCTICTH
yepe3 3MIHM B CTPYKTypax 3HaHb (arpeCHUBHI NEPEKOHAHHS Ta CTABJICHHS, arpeCHUBHI
CXEMHU CIIPUMHATTA, CXEMHU arpeCUBHUX OYiKyBaHb, CLIEHapii arpeCUBHOI MOBEIIHKH,
JeceHcuOLm3aIisa arpecii) Ta CTpyKTypax MO3KYy. 3i CBOrOo OOKYy OCOOHCTICTH
UKJIIYHO BIUIMBa€E Ha ocoOucTi Ta cutyamiai ¢daktopu (Allen, Anderson &

Bushman, 2018). KoM’ toTepHi irpu B paMkax

JaHOI MOJEN PO3TJIIAIOTECS, TO-TIEpIIe, SK CEepPEelOBUINEC BUHUKHEHHS
OKPEMOT0 €mi30fy arpecii, KUl € MepIIol CTaII€I0 MPOKCHMAIBHUX MPOIIECIB; MO-
apyre, K (pakTop 30BHINIHBOTO CEPEAOBUINA, SKHHM BIUTMBA€ HA CTPYKTYPY 3HAHD
ocobuctocti (AmcranpHi Tpouecu). [laHa Momenab MIMPOKO BUKOPUCTOBYETHCS
JOCIITHUKAMH B TIPOIIECI aHAi3y BIUIMBY BiJIEOITOp 3 €IeMEHTaMH >KOPCTOKOCTI Ha
arpecuBHy noBeminky mroaei (Gentile, Lynch, Linder & Walsh, 2004; Greitemeyer,
2018; Teng, Nie, Guo, Zhang, Liu & Bushman, 2019; Velez, Greitemeyer, Whitaker,
Ewoldsen & Bushman, 2016; Markey & Markey 2010; Verheijen, Burk, Stoltz, Berg
& Cillessen, 2018; Montag, Weber, Trautner, Newport, Markett, Walter & Reuter,
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2012).

Pazom 3 Tm, 3MA Bce yacTilie NigAa€eTbCsl KPUTHLI TOCHITHUKIB. OCHOBHOIO
npo0JeMOI0 Ha3MBalOTh ITHOPYBAaHHSA PI3HUII BIUIMBY peaibHOI 1 BIPTYaJbHOI
KOPCTOKOCT1 HA OCOOUCTICTb.

B 3MA cyTT€BO HE pO3pI3HAIOTHCA HACUIBCTBO, SIKE BIIOYBa€ThCS B
peaJbHOMY CBITI (3KOPCTOKE IMOBOJKEHHS 3 JITbMH, CIOCTEPEKEHHSI JIOMAIIHbOTO
HAaCWJIbCTBA), 1 T€, IO BiAOYBa€ThCA y BHUraJaHuX CTPYKTypax ((piabMu-00HOBUKH,
mynbThuibM «Tom 1 [Ixeppi», mytepu BiA mepuioi ocodbu toimo). B maniit moaeni
arpecisi 3aBkau «moraHa». KpiM Toro, npuxuibHUKH 3MA CTBEpIKYIOTH, IO
HACJMIJIKU «00pa3HOro» HAaCUJIbCTBA BIUIMBAIOTh HA BCIX JIOJEH, a HE JIMIIE Ha THX,
XTO MAa€ amnpiopHy CHPUHHATIUBICTh. [IeBHOIO MipOI0 OCTaHHE CTBEPIKCHHS
TOBOPHUTH PO T€, 110 arpecisi € MPUUMHOIO OUIBINOI arpecii, He3aJ1eKHO BiJ MPUPOIU
«arpecii-nepmonpuynam». Takum gyuHOM, 3MA CTBEpIIKYE, IO BIUIUB OYIb-SKOTO
HACWJIbLCTBA, HAaBITh BUTAJAHOTO HACHWILCTBA, NPHU3BOJIUTH JO TMOSBU MIMPOKO
PO3MOBCIOJKEHUX Je3afanTuBHUX HachiakiB. Illo Ha nymky OaraThoX BYEHUX €
CEpHO3HUM CIIPOILECHHSM 1 B JESKUX BUIAJKAX MOPAIi3aTOPCTBOM CKIIAJTHOTO SIBUIIA
0e3 peneBaHTHOI emmipuyHoi 0a3u. (JetanpHime mpo KpuTuky 3MA IUBHTHCH
Ferguson, Copenhaver, & Markey, 2020).

Jlo TOoro >k MU BBakaeMo, IO JIOT1KAa 3aKiajJeHa y JJaHid Mojeni dYacTo
BUKOPHUCTOBYEThCS SK 0a3oBa Yy JOCIHIPKEHHSX IICHXOJIOTIi KOMIT FOTEPHUX 1rop
3arajoM, He3aJIe)KHO BiJl TEMATUKH (HanpsMKY). OIUHapHE COPUHHATTS BIpTyaIbHOI
cuTyarii B

NEBHOMY IIMKIi, $K BHXiJHA TOYKa Tpoluecy (OpMyBaHHS BHYTPIIIHIX
CTPYKTYp, 4acTo 3ycTpivaeTbes y aochipkeHnsx (Billieux, Linden, Achab, Khazaal,
Araskevopoulos & Zullino, 2013; Festl, Scharkow & Quandt, 2013; Jeong, & Kim.
(2011).

ToOto kputuka 3MA, Ha Hally TyMKY, € KPUTUKOIO HE JIUIIE JaHO1 MOJei, a
BCHOTO METOJIOJIOT1YHOTO MiAX0Y.

OkpiM CKa3aHOTO BUINE, MU XOTUTM O MIAKPECIUTH 1€ OJWH BaKJIUBHHA

HEJIOJIIK JJaHOT MOJENl B pO3YMIHHI MCUXOJIOrii KoMmm toTepHOi rpu. ['eiimepu cami
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o0upawTh irpu B siki BoHM OyayTh rpatu. Lle AUKTyeThCs BIACHE apXITEKTYpPOIO
KOMIT FOTEpHOro 3abe3nedyeHHs. BiAmoBinHO rpa, sika iM CIOAO0OA€ETHCS Ha MOMEHT
«HYJIBOBOTO 3aIyCKY», YK€ SKOIOCh MIPOI0 3’€IHaHA 13 MOTHUBALIIHO-NOTPEOOBOIO
cheporo rpasig. Ile o3Havae, M0 0COOUCTICTD, sika 00Upae mryTep (MmepecTpiiaka Bif
nepiioi ocoOu) 3 €JIEeMEHTaMHU BIPTyaJlbHOTO HACWIBCTBA, pealli3y€ SKYCh CBOIO
notpely. be3 emnipuyHUX MOCTIIKEHB, SIKI BPaXOBYIOTh 3arajlbHUN KOHTEKCT KUTTS
JOCIIKYBAHOTO Ta OCOOJIMBOCTI HOT0O IMCHXOJIOTIYHOIO OHTOTE€HE3Yy, CTBEPIKECHHS
npo Te, IO HACWUIL, y BHOpaHIi KOHKPETHOK OCOOMCTICTIO, KOHKPETHIN
KOMIT IOTE€pHIN Ipl MOXKeE MMiIBUILYBATH arpeCUBHICTh B PEAIbHOMY KUTTI, € Ha HalIy
OyMKy HekopekTHUM. B 3MA okpemuii emni3oa BipTyajbHOI arpecii, IpUpPiBHIOETHCS
JI0 OKPEMOTO BUMAJKY peajbHOl arpecii. Ajie, mo-mnepiie, BCl TpaBIli IEBHOK MipOIO
MOXYTh YCBITOMHUTH (DaKT irpoBOi cUTyallii (Te IO 1€ BUTajaKa), K MIHIMyM TOMY,
10 KOMIT'IOTepHA Tpadika Bce Imie aajieka Bia peanbHocTi. [lo 11 jorimi MoKHa
Oyno © TOBOPUTH MPO Te, IO JUTAYL ITPU Y

«pOo301MHUKIB» TPHUBOAATH JI0 IMIJBHUINECHHS arpecii, TOMy IO BOHU MICTSTh
€JIEMEHTH BIPTYaJIbHOTO HacuibCTBa. [lo-apyre, B MpakTHUHIM TICUXOJIOTIi TPUIHSITO,
110 arpeCUBHICTh MOYKE MAaTH HECB1JIOM1 IPUYHUHHM, THIITUMHU CIIOBAMH, IIPH BXOJI1 B TPy
3 eNeMEHTaMHU KOPCTOKOCTI, JIIOJJMHA BUKOPHUCTAE IO TPy SIK 00 €KT PO3PAIKH, IO
IPUHITUITY TICUXOJIOTIYHOI TEXHIKH POoOOTH 3 arpecie€ro, MpH sAKid KIEHT «BUKUIAE)»
HEraTUBHY €HEPril0 Ha OTOYYIOUHM 00’ €KT: 0’ 10UM MOAYIIKY, KAJABIIUCH IrpalIkaMH,
Yyl pBaBIIM JIMCT mamnepy. | He3Bakaloud Ha MPOCTOTY JaHoi 11ei, BOHa

ITHOPYETBCS

OUIBIIICTIO OCTIIHMUKIB JAHOTO HAmNpsIMKy, 00 3 ypaxyBaHHSM OCTaHHbBOI,
PiBEHb CKJIATHOCTI MPOBEICHHS EMITIPUIHUX JTOCTIPKEHb CUIILHO IT1IBUIIUTHCS.
Jlami Mu xoTiam O ommcaTd Jeski peKoMeHmallii opraHizalii JTOCIiKeHb, SKi
MOTJI O BpaxyBaTH METOOJIOT14HI HeomiKku 3MA.
B yMoBax ekcrepuMeHTy y49aCHHKH KOHTPOJIBHOI 1 €KCTIEPUMEHTAIbHOT TPYIIH
HE TMOBHUHHI Mi/I/1aBaTHCS BIUTMBY HEKOHTPOJIHOBAHUX 3MIHHUX, SIKI BKIIOYEHI B YMOBHU
camoi rpu. ToOTO BCi iHIII €IEMEHTH TEHMIUICIO 1 B IIIJIOMY KaHp irop, MOBUHHI OyTH

MaKCHUMAJIbHO CXOXXMMHU 32 BCiMa OCOOJIMBOCTSIMHU, OKPIM Ti€i, siKa JOCIIJIKYETHCS.
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Hanpuknaza, B JOCHIIKEHHI B SIKOMY HE3aJIEKHOIO 3MIHHOK BHUCTYIA€ CKJIAJHICTb
I'pHY, 1 SIKa 3a TIMOTE3010 € KaTajll3aTOPOM arpecHBHOI MOBEAIHKHM (3aJIe’KHA 3MIHHA),
BAYKJIMBO KOHTPOJIOBATH YMOBHU IrOp B 000X Ipynax TaKUM YHMHOM, 1100 BOHHU Oynu
MaKCHUMaJIbHO CXO0K1 3a BCIMa MapameTpaMH, OKpiM CKJIaJHOCTI rpu. Jluiie 115 jorika
noOyJ0BH AOCIHIKEHb JO3BOJIUTH 130JIIOBATH KOHTEHT 3 €JIE€MEHTaMU HACWUJUIS BIJ
IHIIMX BUMIAJAKOBUX YMOB. BiacHe uepe3 1ie AOCHIIKEHHS, B IKOMY, B KOHTPOJIbHIN
rpyni B3araji HE Ma€ KOMII'IOTEpHOI I'pU HACTUIbKM HeeekTuBHi. Tomy mio ue
3QJIMIIAE TIPOCTIP JJIS TOSIBU «HEBUIUMUX) JIJISl TOCTIHUKIB 3MIHHHX, SIKI HAMIPSIMY
BIUTMBAIOTH Ha pe3yabTaTH. OaKTHYHO, MOPIBHIOIOYH TP 3 €JIEMEHTaMU HACHUIUISA 10
«B3araji HI4Oro» — JyK€ CKJIaJHO KOHLENTyadi3yBaTH, L0 MOPIBHIOETHCS. Takum
YUHOM, SIKIIIO TOPIBHIOBATH ITPU 3 €JIEMEHTaMu Hacwiuisl 1 0e3 HUX, TO 4acTo 1HII
3MiHHI (T€MIl T'PH, CKIATHICTh TP, CIOKET, 3MaraJlbHuii KOMIIOHEHT TOIIO0) MOTaHO
koHTpotot0Thes (Adachi & Willoughby, 2011).

B JIOHTITIOMHUX KOPENAMIWHUX JOCHIKEHHSIX TOTPIOHO KOHTPOIIOBATH
TEOPETHUYHO BAXKJIMBI TPETI 3MIHHI: CIMEWHE OTOUCHHSI, ICTOPIIO MICUXIYHOTO 37]0POB’ s,
OTOYEHHSI POBECHHUKIB. PiBeHb HACWJUIS KOMII IOTEPHOI TpH, SIKa BUKOPUCTOBYETHCS
JUISE  TOCHIJPKEHHS, TOBMHEH OyTH BHU3HAYEHUM BUEHMMH a00 He3aleKHUMU
pEeUTHHrOBUMH pajaMu. bo B OLIBIIOCTI BHUMAAKIB IeW mapaMerp (QiKCYeTbCs
CaMOCITOCTEPESKEHHSAM 1 C€aMO3BITaMH JOCHIDKyBaHMX. MoTuBaIiiHO-11oTpeboBa

chepa ocoOHUCTOCTI TTOBUHHA

3aBXKIU BPaxOBYBAaTHCS BUCHUMH Npu (GOpPMYyBaHHI BUCHOBKIB JOCIIKCHHS,
SIK€ CTOCYETHCS ITPOOJIEeM KOMIT IOTEPHHUX 1T0p.

[ Xo4ya moKM 110 HE ICHY€ 3araJIbHOMPHUIHATOI METOIONOTi, IKa BpaxoByBaya 0
HECBIJIOM1 TPOIECH B JOCTIPKCHHSX, B 1JI€AIbHOMY BapiaHTi el (hakTop MOBHHEH
BpaxoByBatucs. bo 3aBxnu MOXyTh OyTH BapiaHTH, HANPUKIAJ, MPU SKUX AUTHHA
MMOYMHAE TPATH B BIJICOITPU HE ISl €CKAMi3My B IJIOMY, a JIJIsl BTE€Ul BiJ] B3a€MOIi 3i
CBOIMHU OaTbKaMHU.

BucHoBku
[aTepec BYEHMX 1O KOMIT' FOTEPHOI IrpOBOi MiSUTBHOCTI 3HAYHOKO MIpPOIO

BU3HAYAETHCA TPUITYIIECHHSIM, IO ITPOBUM JOCBIJ 3JaTHUI BIUIMBATH HA TMCHUXIKY
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3aXOIUIEHUX TIpaBUiB. Bimomo 0e31i4 Teopid, sIKI MOACHIOIOTh MEXaHI3MU TAaKOTO
BILJIUBY, IPOTE JAJIEKO HE 3aBXK]IM BOHU MOXKYTbh OyTH €MITIPUYHO MEPEBIPEHI.

[ HaBiTP y TOMY BHUMNAJAKY, SKIIO EKCIEPHMEHTalIbHAa MEPEeBipKa MOXKIIHUBA,
nepes JOCHIHUKaMH TTocTae mpobiieMa iHTepIpeTalli OoTpuMaHuX JaHUX, siKa, CBOEIO
Yeprorw, MOXJIMBA JIMIIE B paMKax IEBHOI TEOPETUYHOI METOJO0JIOTIi, a TaKOXK
BpasiuBa /10 YCTAaHOBOK 3 OOKy C€aMOro JOCHIJIHMKA, HAayKOBOI CIUIBHOTH a0o
comiymy 3aragoMm. CymnepedyHoCcTi Ta JUCKYyCli MpO TICUXOJIOTIYHI HACIHIJIKU
KOMII FOTEPHOI T'PH € SICKPaBUM TPUKIIATOM.

HacnpaBai Moxe BUABUTHCSA, [0 KOMIT'IOTEPHI Irpu cami €000 Majo
BIUTUBAIOTh Ha TIICUXIKy TpaBIliB, SIK MO3UTUBHO, TakK 1 HeratuBHO. AO0O, 1110
HMOBIpHillIe, 1€l BIUIUB HE € Oe3MmocepeIHIM, 1 BU3HAYAEThCA HE TIIBKUA M HE CTIIBKH
CaMOI0 TpOI0, CKUIBKM TICHUXOJIOTIYHUMH OCOOJIMBOCTSIMHU, MOTHBAIIHHOIO Ta
CMUCJIOBOIO C(PEpOI0 CaMUX TPaBIIiB, X MOBCIAKICHHUM OTOUYCHHSIM.

Y 1upoMy BuMaaKy c(POpMOBaHI B KOTHITUBHIM Ta HE00IXeBIOPUCTCHKIN
NICUXOJIOTIi KpUTepii Ta METOIU OCIHIJKEHb MOXYTh BUSBUTHUCA HEAOCTATHIMH IS
PO3KPUTTSI CYTHOCTI BIUIUBY KOMIT FOTEPHOI IrPOBOI MISUIBHOCTI HA TICUX1YHI TIPOLIECH

Ta 0COOMCTICTh reliMepiB.

Ha migcraBi mpoBeeHOTO aHaiildy AOCTIIKEHb Ta KPUTUYHUX POOIT, MOXKHA
3pOOUTH TaKi BUCHOBKHU:

BinpmricTe eKCrepuMeHTAIBHUX JOCIIDKeHb BIUIUBY KOMIT FOTEPHHUX Irop Ha
IICHXIKY TPAaBIliB HEJIOOIIHIOIOTh POJIb BHYTPINIHIX YAHHUKIB: MOTHBAIIiS JisSJILHOCTI,
3HAQYECHHS IrPOBOTO JOCBINY TIpaBlid, Ncuxodiziosoriydi ocobmuBocTti. Ponb 1ux
YUHHUKIB MAKPECIIoBajacs e y paHHIX poOoTax 3 IMCUXOJIOTii KOMIM IoTepH3aIlii,
MpoTe MpakTUYHA peamizaimis MOMIOHOTO MIAXOJy YCKIATHIOETHCS TPYIHOIIAMHU
JIarHOCTUKA MOTHBAIIl TPABIlIB, 1 HEIOCTATHBOIO PO3POOJICHICTIO TCHUXOJOTTUHHUX
MoOJIeNIel KOMIT IOTEPHUX Irop Pi3HUX XKAHPIB 1 THIIIB.

CyuacHi Helpodi31010TiUHI Ta HEHPOIICUXOJIOTIUHI TOCTIKEHHS T03BOJSIOThH
O1TBIIT TOYHO BU3HAYATH MPUUUHHO-HACIIKOBI 3B’ I3KH MK KOMIT FOTEPHOIO TPOIO Ta
MCUXIYHUMH  OCOOJIMBOCTSIMU  TE€WMeEpiB, OJHAK IHTEpHpeTaris pe3yJbTaTiB

TOCHIKEeHb, SK 1 paHile, 3HAYHO MIPOI BHU3HAYAETHCS METOJI0JIOTTYHUMHU
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YCTaHOBKaMHU Ta TEOPETUYHUMU MPUITYIICHHSIMHU aBTOPIB AOCTIIKeHb. Lle HeoOXi1HO
BpaxOBYBAaTH HE TUIbKM MiJ Yac MPOBEACHHS MOAAIBLINX AOCTIIKEHb, ale U IMpu

MonyJisipu3alii KI0eprcruxoJIOriYHUX 3HaHb y CYCIUIbCTBI.
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