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AkTyanbHoCTb. [lcuxonoruyeckine 0C06eHHOCTH refimepoB (MrpOKOB B KOMbIOTEPHbIE UTPbI) — TeMa UPE3BbIUaIiHO aKTyanbHas CerofHs, NOCKONbKY
PACNPOCTPAHEHHOCTb reiiMepcTBa OUeHb LUMPOKA 1 NPOAOXAET PACTH, 0XBATbIBAA BCE NOKONEHNA Niojeii.

Lenb wnccnefoBaHA: 0nucanue KapTuHbl MOTUBALUI NOBCEAHEBHOI XU3HU TeliMepoB ANd TOro, YTo0bl NOHATH, NOUeMY ORI NPEANOYUTAIOT 3Ty GOPMY NPOBEAEH
BOBOAHOTO BPEMEHY JpYriuM GopMan.

OnucaHue Xofa uccnefoBanns. B vcciefoBaHINM, NPOBEJEHHOM C NOMOLLbI0 OHNAH-0NPOCOB, NPUHANYN yuacTie 10916 PyCCKOrOBOPALLINX MYXUIH-UTPOKOB

u3 Poccum, Ykpaunbl, benopyccun u apyrux ctpat CHT. PaccmatpuBanich OCHOBHbIE SKCNMLIMTHbIE MOTUBDI OBCEAHEBHOI XWU3HIN UTPOKOB B OHNANH-UTPbI, CPe/
KOTOPbIX 06HAPYKeHbl Hanbonee BbpaeHHble: MOTUBbI NO3HAHUA U JOCTUXEHUS. METOAOM AUCKPUMUHAHTHOTO aHaNN3a BbIABNEHbI 1 ONUCAHbI TP TPYMITbl UTPOKOB:
C MOTUBALYMEN NO3HAHUA U JOCTIKEHNUA PALMOHANbHOTO THA, MOTUBALIEN MO3HAHNUA U JOCTUXEHIA IMOLNOHATIBHOTO THNA U MOTUBALIMEI! HEONPEAENIeHHOTO THMa.
MpoBe/ieHO CPaBHEHNe UrPaIOLLIAX U He UTPAIOLLMX MYKUUH NO CTENEHU BbIPAXEHHOCTI MOTUBOB B NOBCEAHEBHOI XU3HY. bonee BbICOKME CPe/HIe 3HAUEHIS N0 WKane
NaiikepTa OTMEYAIOTCA Y He UTPaioLLIMX MyXXUYMH B MOTUBAX, CBA3AHHBIX C OOLEHMEM 1 B3aUMOZEICTBIUEM C APYrUMM NioAbMI (KpuTepuii Yunkokcora, p<0,01),

Ul B MOTUBAX, HANPaBNEHHbIX Ha BOCNPUATUE KDACOTbI, MACLITAOHOCTH W TPaHAMO3HOCTI (KpuTepuit Yunkokcona, p<0,001). Y UrpoKoB Bbilue OLEHKIN CUTYaLu,
CBA3aHHbIX C MOHATHOCTbIO 33714, U 3HAUNMO MeHblLIe BbIDaXeH UHTEPEC K CUTYaLUAM, B KOTOPbIX OHI MOTYT BAWATb Ha YT0-TO (KpUTepUit Yunkokcona, p<0,01).
Pe3ynbrathl nccnegoBanua. (GopMUPOBaHa LWKaNa ANA OLEHKI MOTUBOB NOBCEAHEBHOI U3HM, NPOU3BE/EHA OLEHKA BbIPAXEHHOCTI IMNUPUUECKI BbIABNEHHbIX
MOTIBOB Y reiiMepoB Mo LKanam MHOXeCTBEHHOr0 BbIGOpa 1 3aTem no NAT6aNNbHoi Wwkane Jaiikepta. BnepBble BblaeneHbl 1 ONMCaHbI TP TPy bl UTPOKOB €
MOTUBALMEN PA3HOTO TUNA, NPOBE/EHO CPABHEHIE BbIPAXKEHHOCTY ITUX MOTUBOB Y MTPAIOLLIAX U HE UTPAIOLLIMX MYXUUH.

BbiBoAbl. [103HaBaTeNbHbIE MOTYBbI 1 MOTHBbI JOCTUMKEHUA Y UTPAIOLLIX U He UTPAIOLLMX MYXUNH OKa3aniCh BbIPAXEHHbIMI B PABHOIA CTENEHN BbICOKO, YTO MOXET
BbITb 06YCTIOBNEHO YHUBEPCANbHOCTBIO U 3HAUNMOCTbIO LIEHHOCTENH NO3HAHIS U JOCTUXKEHUS B COBPEMEHHOM 06LLECTBE. BO3MOXHO, KOMMbIOTEPHbIE UTpbl Hanbonee
NOAHO U3 BCEX AOCTYNHbIX UTPOKaM GOPM NPOBEAEHNA BPEMEHN YI0BNETBOPAKT X MOTPEOHOCTI B NO3HAHNY U JOCTIKeHIN. [lanbHeiiLias 3aaaua — NpoBepuTb 311
NPEANONOKEHIS C TOMOLLBIO JIpYrX METOAO0B (HANPUMEP, MYOUHHOTO UHTEPBbID).

KntoueBble crnoBa: reiimuHr, My)KllI/IHbI-FEVIMepr, MOTNBALNA, SKCMTNLUTHDBIE MOTUBbI.

Background. Psychological characteristics of gamers (video games players) is an extremely relevant field of research today, because prevalence of gaming is wide and
growing, covering all current generations (Avetisova, 2011; Bogacheva, Voiskunsky, 2014; Snodgrass et al., 2017).

Objective. The study reveals the explicit real-life motives in online gamers and the reasons why they choose certain leisure compared to other passtimes.

Design. The sample includes 10,916 Russian-speaking gamers from Russia, Ukraine, Belarus and other CIS countries. The main explicit motives in the real-life gamers are
considered: motives of cognition and motives of achievements. The discriminant analysis method identified and described three groups of players: with motives of cognition
and motives of achievements of a rational type, motives of cognition and motives of achievements of an indefinite type. A comparison was made between male gamers and
male non-gamers according to the degree of explicit motives. High mean on the Likert scale are observed in non-gamers within motives associated with communication
and interaction with other people (Wilcoxon test, p<0.01) and in motives aimed at perception of beauty, significance and grandeur (Wilcoxon test, p<0,001). The gamers
have a higher assessment of situations related to the clarity of the tasks, and perform significantly less interest in situations within which they can influence something
(Wilcoxon test, p<0.01).

Research Results. A scale for assessing real-life motives is designed to estimate the empirically identified motives in gamers on multiple choice scales and then on a
five-point Likert scale. There are three groups of gamers with different types of motivation have been identified and described, a comparison of the severity of these motives
in male gamers and male non-gamers has been made.

Conclusion. Cognitive motives and motives of achievement for male gamers and male non-gamers were expressed in equally high figures, which may be due to the
universality and significance of the values of knowledge and achievements in modern society. Perhaps computer games are the most available leisure to gamers that satisfy
their needs for cognition and achievement. A further task is set to test these assumptions using other methods (for example, in-depth interviews).

Keywords: gaming, male gamers, motivation, explicit motives.
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KoHle XX Beka [l MakkiesmaHp,

P. Kocruep, u [Ix. Baitn6eprep 060-

SHAUWIN BAKHOE DAMUUUE MEKAY
UMIVTMOWATHBIMKA 1 SKCIVIMIIUTHBIMH (I)Op-
MaMM MOTHBALIMH. I/IMHJII/IL[I/ITHbIC MOTHUBBI
OHHU CBA3BIBAJIA C MOCTOAHHBIMU TIPCATIOY-
TEHUAMHU WIM MOTPEOHOCTAMU (HATIPUMED,
NOTPEGHOCTBIO B JOCTIKEHUHU) I TONY-
YCHUA OIIPC/IC/ICHHBIX BUJIOB KCIACMOTO
(Hampumep, JAenaTh 4YTo-1u60 Jydme). Ta-
KM€ MOTHBBI MOTIYT BO3HMKATb ABTOMATH-
YECKU IIPU HAIMYMY CTUMYJIOB (HAIPHU-
MEp, CIOKHAA 33[a4d), XapAKTEPU3YIOT
OCYILIECTBIEHUE JIESATENBHOCTH O€3 CyImecT-
BCHHBIX OCO3HAHHBIX paSMbIHIJICHI/H;I (Ha-
IPUMED, NIOYEMY UMEHHO CTOJBKO YCUJIHI
YEJIOBEK BKJIA/JBIBACT B PEIICHUE KAKOM-H-
60 327a4¥, OH 3aTPYAHUTCA OOBACHUTD).
OHU TeHEPA30BAHbl U HE CBA3AHBI C Ka-
KOH-TO KOHKPETHOU C(pepoil peann3auuu
MOTHUBA. H?].HpOTI/IB7 SKCIIMIIUTHBIC MO-
THUBBI CBA3AHBI C LICHHOCTAMH W JKCTAHHMA-
MU, KOTOPBIE JIOAU MOIYT BEPOAIU30BATH
W TIPU3HATH TUIWUYHBIMU JIA UX IIOBCCI-
HEBHOM JIEATENIbHOCTH. DKCIVIUIIATHBIE MO-
THUBBI OTPAKAIOTCA B OCOSHAHHBIX BbI60p3X
U COOTBETCTBYIONMMX OLEHKAX 33124 U IO-
BejieHnA. OHY BBIPAKAIOTCS HAMOOJIEE SIBHO,
KOIJ/Ia JIOJIEN TIPOCAT YKA3aTh (HATIPUMED,
IyTEM COIMIACKS C MYHKTAMU ONPOCA), Ha-
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JUIs 0OO3HAYEHUS ITOTO TUMA MOTUBOB —
«CAMOATPUOYTUPOBAHHBIE  TIOTPEOGHOCTH>
(Kpyruios, 2007).

COLMOKY/IBTYPHBIA  TIOAXOA K MOTHBA-
1M, HAMEYEHHBIH JI. MaKK/emaHaom, o6b-
€IMHIT B C€6E MHOXKECTBO HCCTIE/IOBAHMUI,
PE3Y/IBTATEl KOTOPBIX TO3BOJIAIOT TPUITH
K BBIBOJY, YTO M3y4eHHE JIOOOTO MOTHBA
U CBA3AHHOT'O C HUM IOBCACHUA HEBO3MOXK-
HO 6€3 y4eTa COLMOKYIBTYPHOTO ACTIEKTA.
B Hacrosmee Bpems OOMBIIOE PACTIPOCTPA-
HEHUE B OOLIECTBE HOTy4WwIa TaKad (popMa
MPOBCACHNUA BPEMCHU KAK KOMITBIOTCPHBIC
UIPBL. SHAUUTEBHOE YUCTIO JIOAEH UIPAIOT
B WUIPbl HA PA3IMYHBIX YCTPOMCTBAX: Hd
CMapT(OHAX, UIPOBBIX KOHCOMAX, MEp-
COHAIbHBIX  KommbioTepax  (Przybylskil,
Weinstein, 2017). Mup KOMIIbIOTEPHBIX UIP
JIOCTUT' B HAIIK JIHWA GOJBIIOTO Pa3HOOOPa-
3ud (Granic, 2015). HUKTO HE CTaHET OTpHU-
1ATh, YTO TEAMMHI (YBJICYECHHUE KOMIIBIO-
TEPHBIMU WIPAMU)  ABIAETC  3AMETHBIM
COLIMOKY/IBTYPHBIM SIBJICHHAEM. JTO (POpMa
IPOBE/ICHUA  BPEMEHH, KOHKYPUPYIOMAA C
IPOCMOTPOM TENEBU30PA, TOXO/IAMU B KUHO,
JpyruMu (POpPMAMU PA3BIEYEHUs, OCOOEH-
HO cpem Monofiplx mozielt (Koponesa, 2011,
Evans, 2013). [Ipuyem, o1 HE TOIBKO UIpa-
I0T B UT'PBI CAMH, OHH TAKKE IIPOBOJSAT CYIIIE-
CTBEHHOE KOJIMYECTBO BPEMEHH, HAOMONAA,

SKCMANUMTHbBIE MOTMBbI OTPAXKAIOTCSA B OCO3HAHHBIX BbIOOPAX 1 COOTBETCTBYIOLLNX
olleHKax 3afay 1 nosefeHus. OHY BbipaXkatloTcA Hanbosee ABHO, Koraa NMioaei
NPOCAT yKa3aTb (Hanpumep, MyTem Cornacus C myHKTamu Ornpoca), HaCKoJbKO
UM VHTEPECHO/ANS HUX NMPeAnoYTUTENIbHO ObINO Obl 3aHUMATLCA OMNpeAeneHHbIM

B/OOM OeATENIbHOCTA

CKOJIBKO MM MHTEPECHO//JI1 HUX NPEATIOY-
TUTENLHO OBUIO OBl 3aHUMATLCS OINPE/iE-
JIEHHBIM BHJIOM JIEATENBHOCTU (HALIPUMED,
JIEATENLHOCTBIO, OPUEHTUPOBAHHOI HA JI0-
CTVDKECHUE, WIN OPUEHTUPOBAHHOI HA BOC-
IPUATUE IPEKPACHOIO, WIM Ha OOLIECHUE)
(McClelland et al, 1989). Eme ogun Tep-
MHH, KOTOPBIIl MaKKIe/IaH] UCTIOMb30BAN

KaK 3TO JICJAIOT Jpyrue. MHOrue cMoTpar
TPAHCIALAY KUOEPCIIOPTUBHBIX COPEBHOBA-
HUI, I7IE UTPAIOT KOMAH/IBI WM OIMHOYHBIE
«IPO(ECCHOHAIBHBIC> UIPOKU. Upe3Bbryaii-
HO IIONY/LIPHBIMU SBJIIOTCA BUICOPOJIUKY,
I/ JIOAU UIPAIOT U KOMMEHTUPYIOT IPO-
UCXOJiAIEE B IPAMOM 3upe (CTpUM) WK
BBIK/A/IbIBAIOT BU/IEO3ATIHCH OTPBIBKOB IIPO-

Hapexpa AnekcaHppoBHa MlBaHoBa —

CTapLIWi NpenoaaBaTtenb Kabeapbl 06LEN NCUXONOTN
dbakynbreta ncuxonorun CaHkT-lMNeTepbyprckoro
rOCY[apCTBEHHOTO YHUBEPCHTETA
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XOXK/IEHUA UTP C KOMMEHTAPUAMH, OTPAKA-
IOIMMY UX CYOBEKTMBHOE BOCIIPUATHE WI-
poBoro mporiecca (nercruiert). Takue Bujeo
C UHTEPECOM CMOTPAT MWUIAOHBI JIOZAEH
1o scemy mupy (Sjoblom, 2017). Hexoro-
pbl€ IICUXONOTH HAXOMAT 3TOT COLMOKY/Ib-
TYPHBIF (DEHOMEH TPEBOKHBIM U, YUNTHIBAS
OOJIBIION AIUKTUBHBIA IIOTCHLIUAT KOM-
TILIOTEPHBIX UIP, JJAKE OMACHBIM Ui HEKO-
topeix mofelt (King, 2014; 3umbaprio, 2017).
Jlpyrue MCCIeIoBaTeny, HAIPOTUB, OIMCHI-
BAIOT PA3HOOOPA3HBIE TIONIOKUTENBHBIE (-
(PEKThl KOMITBIOTEPHBIX WP, UX PA3BUBAIO-
1ee U colamsupyionee svsHue (Sublette
et al, 2012; Uttal et al, 2013; Prot et al., 2014;
Granic et al, 2015; Sevin et al, 2016). Tpe-
TbY MBITAIOTCHA YATH OT OZHO3HAYHOIO OT-
HOLIEHUA K UTPAM KAK K UEMY-TO LI0JIE3HOMY
i spegnoMy (Snodgrass, 2017; Connarosa,
Tecmasckas, 2017).

Mjes HAero 3MIKMPUYECKOTO UCCIEHO-
BAHMA BO3HUKIA B XOJIE M3Y4EHUs HPOOIIE-
MBI UTPOBOH MOTUBALIUH TENMEPOB — JIOJIEN,
YBJICKAIOMUXCA  KOMIIBIOTEPHBIMUA  UIPAMU
1 TIPOBOJAIIMX B UIPAX 3HAUMTENBHOE KO-
nuyectBo Bpemenn (MBaHosa u jp., 2010).
MHOXECTBO UCC/IEJOBAHUI MOTUBAIUN T'€H-
MUHIA B3POC/IbIX JIOAEH JAI0T OTBET HA BO-
IIPOC: YTO MHTEPECHO 3TUM JIOAM B UIPE,
I0YEMY OHH IPOBOIAT BPEM: CBOCH JKU3HU
HMEHHO 34 3TuUM 3amatueM? I[Ipu 31oMm OT-
BETBl HA 3TU BOIPOCHI MOMYYalOT OOBIYHO
C NOMOMIBI0 MHOIO(AKTOPHO! LIKAJIBL, CO-
CTOAMEN M3 pAia BONPOCOB THUMA <l
Yero Bbl UIPAETEe B UIpbl» Wy faxe Jlo-
yeMy Bbl urpaere B urpn?> (Hayney, 2011;
Dzemetrovitz, 2011; Yee, 2007, 2012). B pe-
3Y/IBTATE TIOIYYAETC MOTUBALIMOHHBIY I1PO-
(bwib reiiMepa, KOTOPBIA JEMOHCTPUPYET
(paKTOpBI €r0 UIPOBOI AEATENLHOCTU U I10-
KA3bIBACT, KAKUE 13 HUX Y HETO OOJIBIIE BbI-
paxensl. OIHU MCCIEIOBATENN  BBYIEIAIOT,
HAIIpUMEP, TaKUE (DAKTOPBL, KAK JCHCTBUE,
B3AUMO/CHCTBUE, MACTEPCTBO, JOCTIDKCHUE,
HOIPy:KEHUE U KpeatuBHOCTh (Yee, 2012),
ApYrH€ OHHUCHIBAIOT JCKAMM3M, COPEBHOBA-
HUE, OT/IBIX, passutue u 1. (Dzemetrovitz,
2011) wy BBI3OB, MOOOIBITCTBO, KOHTPOIb
u npusHanue (Hayney, 2011). Heobxoamumo
OTMETHTB, UTO BCE MOTyYECHHBIE (DAKTOPBI —
3TO KCIVIMIUTHBIC MOTUBBI TCHMUHIY, TI0-
JIY4CHHBIC C [OMOLLBIO OTBETOB HA IIPSMBIE
BOIIPOCHI O IPUYMHAX WK LEJAX TENMUHIA,

M ceneioBaTeny He ONMUCHIBAIA MOTHBBI,
ABIIKYILIYE UIPAIOIMMU JIOAbMU B IIOBCE/-
HEBHOH JKU3HH, OIPAHUYMBASACH UX HUIPO-
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BOH MOTUBAIIMEN, HE CTIPANUBAJIH, YTO EIIE
ABJIACTCA U1 HUX MHTEPECHBIM U K 4eMy
OHM CTpeMATCA. [103TOMY, LIEIbIO HALIEIO
UCCIEIOBAHUSA  ObUIO ONMUCAHUE KAPTUHBI
MOTHBALIMH B IIOBCEIHEBHOM JKU3HU TeiiMe-
OB, KOTOpasd, Ha HALI B3IV YIy4LIUT I10-
HUMAHHE TOTO, [IOYEMY I'eHMEPBI [IPEAIIO-
YUTAIOT UTPY APYTUM (hOPMaM MPOBEACHUSA
CBOOOZHOTO BPEMEHN.

NMpoBepeHune nccnegoBaHnA

Bbi6opka u npoueaypa

HccreioBaHue MPOXOAWIO Ha MPOTSDKE-
HUHU JIBYX JIET U OCYLIECTBIIOCh B HECKOJb-
KO 3TarnoB. O61mas BHIOOPKA MOTOTOBUTEb-
HBIX 3TATIOB U OCHOBHOTO 3TAIAd COCTOMT U3
HECKOJIbKUX ~ PEMPE3CHTATUBHBIX  BBIOOPOK,
B3ATBIX U3 OIHON U TOM 7K€ TEHEPAILHON CO-
BOKYITHOCTA MYKYUH-UTPOKOB B MACCOBBIC
OHJIAVH-UIPBl BOCHHO-UCTOPUYECKOH TeMd-
TUKU. PENpe3eHTATUBHOCTL BBIGOPOK OOYC-
JIOBJICHA TEM, YTO BCC OHU ABJLUIMCH BbI-
6OpKAMKM  CIIy9ANHBIX  AKTUBHBIX HUIPOKOB
(CIy4aitHOCTb COOMIOAANACh TIPH COCTABIIE-
HUY CIUCKOB /Y11 PACCBHUIKY [PUITIALICHIL),
OTBCYABIIUMHU OJHOKPATHO HA OIHU U TC JKC
OnpoceL. I1pu 3TOM, BBIABUIACH YCTONYMBAS
KAPTUHA PACTIPE/ICCHMS OAUIOB MO TKAIAM
MOTHBOB, 1IEHHOCTEHN, WUIPOBOI AKTHBHO-
CTH, 4 TAKKE JIEMOrpapUIeCKiM TOKa3aTe-
JIIM CPE/IM ONPOMIEHHBIX UTPOKOB OT CPE3d
K cpesy. [lonaganue B cpesbl OTBETOB OHUX
U TexX XK€ JOAEH ObUT MCKIIOYEHBI YCIO-
BUAMU PAaCChUIKA. B Ompocax npuHmMMa-
7 yuactie 10916 pycCKOroBOPSIIMX MyK-
YHH-UTPOKOB B BO3pacte oT 14 10 75 Jer.
WX cpesnmit Bo3pacT Komebancst ot 34 1o
38 J1eT Ha PA3HBIX ITANAX UCCIEA0BaHNA. OKO-
JIO TPCTU UCIBITYCMbIX MMCIOT BBICHICC WJIN
HEOKOHUECHHOE BBICIICE OOPA30BAHUE, 60-
JIEE TIOJIOBUHBI — JKEHATBL U OKOJO 40% 1me-
10T JieTett. I10 Ty 3aHATOCTH GOJBIIMHCTBO
pecrioaentoB (01 50 10 66%) — PAGOTHUKH
10 HA/My B I'OCYJAPCIBEHHBIX WIHM YACTHBIX
VIPEKICHUAX. Bee OHU AB/AIOTCA AKTHBHBI-
MU UT'POKAMH, YACTIAIOIIUMU KOMITbIOTCDHbBIM
UIPaM OT HECKOJTBKUX YACOB B HEAIEIIO JI0 He-
CKOJIBKUX YdCOB B JICHD. HpI/I 9TOM OHH UT'Pa-
10T HE B OJIHY, 4, KAK IPABLJIO, B HECKOJIBKO UTP
CXOJTHO! TEMATUKU U JKAHPA, 4 TAKKE B UTPBI
JIPYTHX TEMATUK U KaHPOB,

COOp [JaHHBIX NPOU3BOAWICA C MOMO-
MIBIO0 OHJIAMH-OIPOCOB, KOTOPBIE OBLIN T10-
J4EHBI UTPOKAMU T10 37EKTPOHHO 1OUTe
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Llenbto Halero nccnenoBaHna G0 OnmncaHne KapTUHbI MOTUBALIAN
B MOBCEAHEBHON »KN3HW reiMepoB, KOTOpas, Ha Hall B3rNAA YIyYLIUT NMOHMMaHNe
TOro, MoYyemy reimepbl MPeanoYuTaloT Urpy Apyrum Gopmam NpoBeaeHus

CBOOOHOrO BPEMEHM

WM TI0 CCBUIKE HEMOCPE/ICTBEHHO B UHTEP-
(erice OAHOM U3 KOMIIBIOTEPHBIX UI'P, B KO-
TOpblE OHU Urpatd. OHPOCH COAEPKATH
BOIIPOCHI, KACAIOMUECA OO0OICHHBIX KH3-
HEHHBIX CHTYaIlMi, KOTOPblE UM HHTEpEC-
HBI, YTO, 10 HAMEMY MHCHHUIO, OTPAKAIO UX
IKCITUITUTHYIO MOTUBAIIUIO.

Kpome TOro MCHBITyeMbIM ObUIM 32/13-
HBl BOIIPOCHI, KACAIOMHUECA CAMOOLEHKU
UX YCHCHIHOCTU B WUI'PE, UX I/II‘pOBOI;I MO-
TUBALIMY, UX MOBEJICHUA B UIPAX, TOTO, UTO
OHU CUMTAIOT BAKHBIM B Urpax. TaKe 3aj1a-
BAIUCh BOIIPOCH!  COLUANTLHO-IEMOrpadu-
YECKOI'0 Xapakrepa (B TOM 4YUC/IE, YTOOBI
06€CTIEUnTb OFHOPOAHOCTb BEIOOPOK).

B uccnefoBaHny NPUMEHSAINCh CIIEf-
IONIME CTATHCTUYECKUE METOJBL YaCTOT-
HbII aHamm3, Kpurepuil Kpackamwra-Yosm-
€4, Kputepuil MaHHa-YUTHY, Kpurepuit x*
[IUpcoHA, 3KCIUIOPATOPHBIY  (DAKTOPHBIN
AHAU3, KOPPENALMOHHBIN aHANU3, KIa-
CTEpHBII aHamu3. IIporpamMmsl A1t 06pa-
60TKH JaHHbIX: R V, SPSS 21.

STanbl uccnefoBaHnA

Ot1an 1. MnnoTHoe nccnegoBaHme
1N co3aHune WKasbl SKCMINLUNTHbIX
MOTUBOB nOBCGAHEBHOI?I KN3HN
MrpoKaM-yyaCcTHUKAM MIIOTHOTO MC-
CIEI0BAHMSA, KOTOPOE MPOXOIMIO JICTOM
2015 roga (300 4enoBEK, MY:KYUHDL, AKTUB-
HBbIE TEHMEPBI, UIPAONIIE B KOMIIBIOTED-
HBIE UTPBI OT HECKOJBKUX YACOB B HEJICIIO
10 HECKOJIBKHX YACOB B JIEHD, BO3PACT OT 20
710 65 J1eT), ObUT TPEIIOKEH OTKPBITHII BO-
IpOC: «B KAKKUX KUHEHHBIX CUTYAI[IAX BAM
Haubonee MHTEPECHO?. IlomydeHHble OT-
BETBI ObUIM OOPAOOTAHBI C MOMOIIBIO Me-
TOJIOB KOJIMYECTBEHHOI'O M KAYECTBEHHOTO
AHAMM32 (4ACTOTHBIHM AHATN3, KOHTCHT-aHa-
JIU3, KIACTEPHbI aHamu3). ITo pesynsraram
JTOTO AHAIN32 ObUT CPOPMUPOBAH CIHUCOK
u3 11 BUsI0B 0600MEHHBIX CUTYAIUI U BU-
JIOB JIEATENILHOCTH, KOTOPBIH B IATbHENIIEM
HPEIATAICA JPYTHUM PECIOHAICHTAM  YKE
B BUJIE 3AKPBITOTO BOmpoca: «Kakue mpu-
3HAKU CUTYAL[UM JIENAIOT €€ MHTEPECHOI
JUIs Bac? Beibepute, MOKAMYHACTA, 3 caMble
UHTEPECHBIE CUTYAUU U3 CIUCKD. Takke

IPEUIAraCS BapuaHT «[[pyroe» ¢ TEKCTo-
BBIM IIOJIEM, KY,IIQ PECIOHICHTBI MOTIJIA BITA-
CaTb HHTepCCHYIO JUIT HUX cmyaumo nwim
BUJ ACATCIBHOCTH, HE O6H21py>KCHHbIC nMu
B IPCVIOKCHHOM CITHCKE.

JanpHenmee — MCCIEI0BAHAE  KCIUIN-
IIUTHBIX MOTUBOB UIPOKOB IPOXOAMIO YiKE
C HCIOJB30BAHUEM TAKOTO 3aKPBITOIO BO-
npoca 13 11 MyHKTOB ¥ BKIOYANIO 3 3aMepa
C MHTEPBAIOM B HEAIEMIO CPEAH ayAUTOPUI
UTPOKOB B MACCOBYIO BOEHHO-HUCTOpUYE-
ckylo omnann-urpy World of Warships. Lle-
JIBIO 3TOTO 3Tana ObUIO MOMYYEHUE HCYep-
MBIBAIOMICTO CIMCKA, TICPCYHA MHTCPCCHBIX
Ul UTPOKOB KM3HEHHBIX CuTyauuil. Onpoc
PACCHUTICA TPWAIBL, KLKABIE PA3 Pa3HBIM
BBIOOPKAM UIPOKOB 13 OOIIEH GOMBIION BbI-
6OpKHU. 33/1a4K ITOTO ATAMNA: TOTOTHUTD 13-
HAYABHBIM CIIMCOK MHTEPECOB UTPOKOB
U, OLICHUB TOMOTEHHOCTb BBIOOPOK, 0O0CHO-
BATh BO3MOXHOCTDb BbIBCICHUS BBIBOJOB OT-
HOCHUTENIBHO BCEH COBOKYITHOCTH UTPOKOB.

HMHCTPYKIMA 3Bydata CIEAYIOMUM 06pa-
30M:

«B xu3Hu mMp1 MOMagACM B PA3HBIC CI/ITY-
AU, B OHUX HAM UHTEPECHO, B IPYIUX —
HE OYEHb.

Kaxue npusHaky CUTyalud JEIaiorT €€
UHTEPECHON 1 BaC?

Bribepure, OKAIYIUCT, 3 CaMble UHTE-
PECHBIE 171l BAC CUTYAIIUU U3 CIIACKA:

1. Korza s MOT'Y BIKATD HA IIPOUCXOZALIEE
2. Korja MHe Beceno, Korya s pa3Biekaioch
3. Korpa g y3Ha10 4T0-TO, OJIy4ato MHPOp-

MAaIio
. Korza 4 ydaycb yemy-To, yIy4maio HaBbIKA
. Korna cutyaius HeoObIYHAd, HECTaH-

JlapTHAs
. Koria mporcxofiuT 4To-T0 HEOKUIAHHOE
. Korza ectb B3auMOJENCTBHE C JIIOAbMU
. Korza s Bcrpevaro uro-10 HOBOE
. Korza ecrb Kako#-10 pesyibrar, JOCTH-

JKEHUA
10.Korpa  €cTb  BAPUATUBHOCTD, BO3MOXK-

HOCTb BBIOOPA
11.Korza ecTb BBI30B I MOMX CIIOCOOHO-
CTell, HEMPOCTAA Il MEHA 347144
JIpyroe (YKaxuTe, NOKAIyIuCTa) >,

B xojic TpEX OHOTUIHBIX UCCIEOBA-
HUH Ha PA3HBIX IPYNNAX OJAHON GOMBIION
Bpibopku urpokos (N1 = 3019 uesnosex,

[
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N2 = 2079 yenosek, N3 = 4044 yenopexa,
MYKYMHBL, T€HMEPHl, AKTUBHO UIPAIONIIE
B KOMIIBIOTEPHBIE UTPBl OT HECKOIbKHUX
YaCOB B HEJIEMIO 0 HECKOJBKUX YaCOB
B JIEHb), CIIUCOK JIOMOJHANCS CAMBIMU TI0-
NYJAAPHBIMU OTBETAMU M3 HOMA «[[pyroe».
B peaymbraTe 6bUT IPOBEAICH KIACTEPHBII
AHAJIU3 Y [IOJIy4EH UTOTOBBLI CIIUCOK U3 19
TYHKTOB.

TakuM 06pa30OM, IO UTOTAM JIBYXJIETHHIX
UCCIE0BAHNIT OblIA CO3/jaHA  aBTOPCKAA
IIKa/I4, KOTOPAs MOJIY4YrIa padbodee Ha3Ba-
HUE «DKCIUIUIUTHBIC MOTHBBI MOBCEIHEB-
HOW JKU3HI.

HIHCTPYKIMA 3ByYaIa CIEAYIONUM 06pa-
30M:

«HT0 U3 NEPEUUCICHHOTO HAMOO0EE MH-
TEPECHO /YIS BAC B 3Ku3HU? Bpioepure ot 1
10 3 BAPUAHTOB:

1. BnuAtb Ha CUTYaLMIO

2. PasBnexatbcs

3. Omymars MaclTabHOCTh ¥ I'PAHAUO3-
HOCTb Y€TO-T100

4. Y3HaBaTh 4TO-TO (NOJAY4ATh UH(POPMA-

L1I0)

Y4uThCS YeMy-TO (Y/Iy4IIaTh HABBIKK)

BerpeuaTs uTo-T0 HEOOBIYHOE

O6maTbes

M3B1ICKATH MOJIB3Y, BHITOAY

. VICTIBITBIBATH CUJTBHBIC AMOLIN

10.J11060BaTbCA YEM-TO KPACUBBIM

11.TTorpyxaThcst B 0CO6YIO aTMOChEPY

12.JlenaTb 4TO-TO COBMECTHO C JIPYTUMHU

JIOJIBMU
13.Bcrpeyars 4T0-TO HOBOE
14. CTanKuBaThCA € YEM-TO HEOKUJAHHBIM
15.T1ony4ars pesyabrat, JOCTHKCHUA
16.IMeTh BO3MOKHOCTh BHIGOPA
17.Korya ectb NOHATHAS 33/1a4a
18.Korya ecTb BbI30B, HETIPOCTAA 32/1244
19.Korza ectb JUHAMAYHOCTb?.

TToce cbopa 3HAYUTENTBHOTO KOMMYECT-
B4 JIAHHBIX OBUIO MPOAHAIU3UPOBAHO PAC-
PE/ICICHUE BBIOOPOB 1 ONPE/ICICHA IHA-
MUK PEHTUHTA TIPEICTABICHHBIX B OIPOCE
IKCIVIMIUTHBIX MOTHBOB (Ivanova et al,
20106).

O 0 o

O1an 2. OCHOBHOe nccnefoBaHne

1. U3MepeHne BBIPAKEHHOCTU 3KCILUIMLUT-
HBIX MOTUBOB C TIOMOIIBIO TIOMYYEHHOI
ITKAJIBI
B peruii pa3 Bonpoc Obu1 nepedopmy-
JIIPOBAH U 3BY4a CIEAYIOMUM O0OPA3OM:
«HaCKOMBKO TEPEYUCIEHHOE HMHTEPECHO
BAM B JKU3HU?>, TIOCKOMIBKY HOBBIF BAPUAHT
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HPEANONATraI He BBIOOP HECKOJBKUX OTBE-
TOB U3 OOILETO CIIUCK4, 4 OLCHKY KAKI0I0
13 19 IYHKTOB ONPOCHHUKA 10 TIATUOALTb-
HOM 1Kajie JIafikepTa (COBEPLIEHHO HEUH-
TEPECHO, HEUHTEPECHO, CPEAHE, UHTEPEC-
HO, OYEHb MHTEPECHO). BBezieHNE MKaIBI
JlaifikepTa BMECTO IIKAJBI MHOKECTBEH-
HOTO BBIOOPA M3HAYATIBHO OOBACHAIOCH
HAMEPEHUEM TPOBEPUTb PABOTOCTIOCOD-
HOCTD «CTApOi»> IIKA/IBI, OIPEAETUTD, Oy-
JyT JIA 3KCIUTUIIUTHBIE MOTUBBI UTPOKOB
PACTIPEAENATLCA O CTENEHU BBIPAKEHHO-
CTH TaK €, KaK PaCIpee/IUICh TIPH HC-
TOMb30BAHUK  IIKAJBl  MHOXECTBEHHOTO
BBIOOPA.

OnpocHuK €O mKanoit JIaiikepra ObLI
npeoxkeH HOBOU BbIOOpKe (N=1474)
U3 TOH K€ TEHEPAILHON COBOKYITHOCTH
AKTHBHBIX T€MMEPOB. DbUIM MOMyYEHBI
CPEIHUE OLEHKH, KBAPTWIN U CTaHJAPT-
HBIE OTKJIOHEHUA MO 19 mKamam onpoc-
HUKA. BpbOpKa 10 jieMorpauyeckum
IOKA34TE/AM ¥ UTPOBOY AKTUBHOCTH (4a-
CTOTE TIPOBE/IEHUS BPEMEHH B UTPAX) CO-
OTBETCTBYET BCEM Y4ACTBOBABIINM B IIpeE-
JBYIYIIHX 3AMEPAX.

2. Brizienienye rpyni UrpokoB Ha OCHOBA-
HUY BHIPLKEHHOCTU PA3HBIX SKCIUIAIIUT-
HBIX MOTHBOB
B JaHHOHM 4YacTH MCCNEOBAHUS METO-
JIOM IUCKPUMMHAHTHOTO QHA/IN32 BBI-
ABJSUINC TPYIIILI MTPOKOB C Pa3HOI
BBIDKEHHOCTBIO ~ MOTHMBOB, ~ KOTOPast
ONPEENANACh B IIPEABIAYIIAX YaCTAX UC-
CTIEIOBAHMS. AHATN3 JIAHHBIX ObLT IPOBE-
JIEH HA TOH K€ BHIOOPKE AKTHUBHBIX Teil-
MepoB  (N=1474), 10 KOTOPBIM ObUIN
THOJTy4EHBI OLIEHKH Ha OIPOCHHUK IO IIIKa-
1€ Jlukepra. Taxke aHATU3UPOBAIINCH OT-
BEThl HAa BOIPOCHI 00 UIPOBBIX MOTHBAX
U TIOBEJIEHNU B UTPAX, KOTOPBIE OBUIH 32-
JIAHBI PECTIOHICHTAM B 9TOH YaCTH UCCIIE-
JIOBAHMSL,

3. CpaBHEHHE UIPAIOMUX U HE UIPAIONIUX
MY)KUMH 10 CTENIEHN BBIPAKEHHOCTH TEX
WM UHBIX MOTHBOB IIOBCEJHEBHON JKU3HU
C /b0 CPABHEHNUA BRIPLKECHHOCTU IKC-

IUTULIUTHBIX MOTHBOB Y IeHIMEPOB U HE UTPa-

IOIIUX MYXUYUH OIIPOC CO MKAION «DKCIUIN-

IIUTHBIE MOTUBBI TOBCE/IHEBHOM KU3HM> OBUT

IPOBEAEH HA BBIOOpKE MyxunH (N=192),

HE UTPAIOIIUX B KOMIILIOTEPHBIE UIPBL.
PesynpraTel, TOMYYCHHBIC HA TOH BbI-

60pKe HE WIPAIOMUX MYKUMH, CPABHU-

BAIACb C BBIOOPKOH — MYKUMH-UI'POKOB

(N=308), conocTaBuMoil Mo pazMepy, co-

CTOABIIEN M3 CJTy4alHO BBIOPAHHBIX pPeE-
CHOH/IEHTOB U3 TIEPBUYHON BBIOOPKU T€ii-
MepoB (N=1474).

PesynbTaTthbl

1. OueHKa Bblpa)KeHHOCT!N
IKCMTULUNTHDBIX MOTUBOB
NOBCEHEBHOM XKN3HW Y relfimepos
(N=1474) B bopmarte wKanbl Jlankepra.

B Tabmuie 1 OpeCTaBNEHbl CPEIHUC
paHry, 4 TAKKE IPapUKU PACIPEACTICHUA
OLICHOK 110 WIKAJIAM. BUHO IIPaBOCTOPOH-
HeEe CMELICHUE OTBETOB Ha OIPOCHUK (OT-
PAKEHO HA TUCTOrpaMMax B Tabuue 1).
DTO 03HAYAET, YTO NIPAKTUYECKU BCE IEpe-
YUCJIEHHOE B 3TOM CIIACKE ABJIACTCA YIS UI-
POKOB CKOPEE MHTEPECHBIM, YEM HE MHTE-
pecHbiM. [Ipy 3TOM BUAHO, UTO HEKOTOPLIE
MOTHBBI BCE K€ IOTY4WIU OONEE BBICOKHE
OLICHKM. OTH DE3Y/BIAThl CONIACYIOTCH C
TEMH, YTO OBUIM MOJYYEHBI PAHEE 110 IIKA-
JI€ BBIOOPOB: HO3HABATEIBHBIE MOTUBLI (T10-
3HAaHUE, OOY4EHME), MOTUBBL JOCTUKCHUA
(mocCTIDKEHME, BOSMOKHOCTD BHIOOPA), MO-
THB BCTPEYM C HOBU3HO! U HEOOBIYHOCTBIO.

CaMbIMK  BBIDAKEHHBIMY  IKCIUIULIUTHBL-
MU MOTHUBAMHU UI'POKOB OKA3IUCh MOTUBBI
00y4eHUs (¢y4UTbCA YEMY-TO, YAYYLIATh Ha-
BBIKW») M NO3HAHUA («Y3HABATb YTO-TO, IIO-
Nydath UMHGOpMAIMIO»). Takum 06pazom,
ObUIO BBIENIEHO OOIIIEE /171l UTPOKOB B UIPHI
TAKOI'O THIIA — BBIPLKEHHAA CAMOATPUOYTU-
pyemas O3HABATEIbHAS MOTHBAA. TAK XKe
APKO Y HUX BBIPAKEH MOTUB JOCTIDKCHUA
(«T1Oy4uUTh PE3YNIBIaT, AOCTIKEeHUs) Hau-
MEHEE BBIPAKCHHBIMY MOTUBAMU OKA3A/IMCh
MOTHBBI OOIIECHUS U B3AUMOJIECHCTBIA C JIPY-
TUMH JIOJBMH, KOOMEPALMH  («OOMIATCS»
U «JEMaThb YTO-TO COBMECTHO C JAPYIHMU
JIOZIbMID).

B [IOIOIHUTENBHOM KPOCC-KYJIBTYPHOM
UCCIEAOBAHNY, T/I€ IPUHUMAIN YUACTUE HE
TOJIKO PYCCKOTOBOPALLME, HO TAKKE U aH-
IVIOTOBOPAIIME YYACTHUKY U3 CTPaH Cesep-
HOI AMepUKY 1 EBPOIIBL, OIIUCAHUE PE3YIIb-
TATOB KOTOPOI'O HE BOLUIA B HACTOAIIYIO
CTaTbIO, OOHAPYKIIOCH, YTO CYICCTBEHHAS
BBIPLKECHHOCTD  TIO3HABATEIbHBIX 3KCIUIM-
LIUTHBIX MOTUBOB OOBEUHACT UTPOKOB, He-
3dBUCUMO OT T€OTPAPUYECKON U KyIBTyp-
HOH IPUHAVIEKHOCTH, U ABJACTCA CKOpeEe
YHUBEPCAILHON IKCIUIALUTHON MOTHBALIU-
€11 MYKCKOU ayAUTOPUY MACCOBBIX OHJIAIH-
urp (Ivanova et al, 2016).
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2. BbigeneHne rpynn Urpokos

B 3aBUCMMOCTU OT Bblpa>KeHHOCTU TexX

WJIN NHbIX MOTUBOB.

ITo creneHu BBIPAKECHHOCTU TEX WU
UHBIX MOTUBOB U3 19 BBIIENEHHBIX HAMU
0600MEHHBIX MOTUBOB IIOBCEIHEBHON JKU3-
HU U 110 UX COYETAHUIO B MOTHBALIIOHHOM
npouie Mbl BBIABIIN TPU IPYHIIBI UIPO-
KOB (CM. T267L. 2, puc. 1):

1) Irpoxu ¢ MOTUBALIMEN [IO3HAHMA U OCTH-
JKEHUS PAlMOHAIBHOTO Trna (N=599) —
3TO UIPOKU C BBIPAKEHHBIMU MOTUBAMU
TNIO3HAHUS, OOYUEHHUA U JIOCTIDKEHUS, HO
IPU 3TOM HE HCIBITHIBAIONMME HOTPED-
HOCTb B NEPEKUBAHUN CIBHBIX SMOLMIL
OTH PECIOHACHTBL OTMEYAIOT KAK YPE3BbI-
YaffHO MHTEPECHBIC V11 CeOA CUTYALHU,
I7Ic OHU MOIYT Y3HATb YTO-TO HOBOE, Y€-
My-THO0 HAY4UTBCH, JAOCTHYb PE3YNILTa-
TOB, IIPU 3TOM OHH JIEMOHCTPUPYIOT 00-
JIC€ HUBKKE OLICHKH CUTYALUI, B KOTOPBIX
OHU MOIYT IEPEKUBATL IMOLMH, CTOJIK-
HYTbCA € YEM-TO HEOXKH/JAHHBIM.

2)Urpoku ¢ MOTUBALUEN HEONPEAEICHHO-

1o tuna (N=234) — 310 UrPOKU CO CHU-

JKEHHOI1 BLIPKEHHOCTBIO BCEX MOTUBOB,

OCOGEHHO MOTHBOB OOIIEHUS U B3AHMO-

JENCTBUA C JPYTUMU JIOAbMU (KOOIepa-

nun). Takue pecroHJEHTH JIEMOHCTPH-

pyior 6071ee HU3KME OLICHKH, YEM YJICHDI

JIBYX JIDYTUX IPYIIL, IO BCEH MIKAJIE MOTHU-

BOB II0BCEJHEBHON XXU3HU. M MEHEe 1H-

TEPECHBI CUTYALUH TIO3HAHUS, OOyUEHHSA

U JOCTIDKEHUSA, PABHO KAK U BCE OCTA/Ib-

HBIE CUTYALUu. [Ipy TOM, YTO 3THYECKAs

MOTUBAIUA (CTPEMJIEHUE OOMATHCA U

B3AUMOJCYCTBOBATD C JPYIUMU JIOJb-

MH) Y UTPOKOB BCEX TPEX I'PYII ABJACTCSA

BBIDAKCHHOM C1abee, 4eM JIPYTHe BUJIbI

MOTHUBAIIUY, Y UTPOKOB 3TOM TPYIIIILL ee-

HOCTb IOJyYMIACh OCOOEHHO HUBKOH.

3) IIPOKU C MOTUBALIMEN IIO3HAHUA U JOCTU-
JKEHUS AMOIUOHATBHOTO Tia (N=628) —
9TO UIPOKU C BBIPAKEHHBIMH MOTHBA-
MU MO3HAHUA, OOYYEHUS U JIOCTIDKEHHS,
HO TIPY 3TOM HIIYIIIE HOBU3HY, HEOOBIY-
HOCTb, JMHAMUYHOCTb, HEOOXOJUMBIM
KOMIIOHEHTOM MX MOTHMBAIUU SBJAETCS
CTPEMJICHUE KCIBITBIBATD CUJIBHBIE IMO-
UM, VIHTEpPHpETUpys 3T JAHHBIE, MBI
OIKCBIBAEM 3Ty TPYIIY KAK UIPOKOB, UL
KOTOPBIX HO3HAHHE HOBOTO JIOJKHO OBITh
APKUM Y BIEUAT/IAIOMMM, 4 IIONOKUTEb-
HBIC 3MOLIUH, KOTOPBIE AB/IAIOTCA HEOTD-
€MJIEMOIT YACTBIO HHTEPECA, JIOIKHBI OBITh
60716€ NHTEHCUBHBIMU.

[ [Tcuxomornsa BUPTYaAbHOI peaabHOCTH |

Tabn. 1. Bb\pa}KeHHOCTb MOTVBOB B HOBCEQHGBHOI;I MKU3HW'Y UTPOKOB MaCCOBOW MHOrOMOsb30BaTe b-

cKo oHnanH-nrpbl World of Warships (N=1474)

MoTuBbl M (urpokmu) SD hist
ObyueHne 42 0.87 - | |
[LocTtxeHne 42 0.89 =il
Mo3HaHue 42 0.88 e | |
Bo3moHOCTb BbibOpa 42 0.85 . | |
Morpy»keHune B ocobyto atmocdepy 40 1.04 R | l l
HoBusHa 40 0.89 . |
HeobbluHOCTb 40 0.95 T |
[uHammuHoCTb 39 0.90 ___ _milm
JcTeTnKa 39 0.99 ____minm
Bbi30B, NpeogoneHmne 38 093 s | [
MoHATHOCTD (3agaun) 38 092 ___ _mim
BnusaHve 338 093 ___ _milm
PasBneuenune 37 0.88 [ 1 ™
HeoxupaHHOCTb 37 1.01 =00n
CunbHble amoumn 36 1.01 _ _ m l l | |
OuwywieHne macwtabHoctv (Yero-n.) 36 1.06 =000
Koonepauus 36 1.01 . =lillm
Bbiroga 35 113 _==liB
O6ueHne 35 1.03 =010m
Table 1. Real life motives in the players of the online games World of Warships (N=1474)
Motives M (players) SD hist
Training 42 0.87 e | |
Achievement 4.2 0.89 =il
Cognition 42 0.88 - | |
Choice 42 085 - | |
Immersion with a special atmospere 40 1.04 R | l l
Novelty 40 0.89 . win
Perception of Something Unusual 40 0.95 . =i
Dynamics 39 0.90 ~ _mim
Esthetics 39 0.99 ____minm
Challenge 38 093 s | 1
Clear Goal 38 092 __ _mim
Impact 38 093 ___ _milm
Entertainment 37 0.88 ____ 1=
Unexpected Situations 3.7 1.01 . | [
Powerful emotions 36 1.01 __«=Alnm
Feeling of something big and important 36 1.06 = l l | |
Cooperation 36 1.01 . =lillm
Profit 35 1.13 e ||
Communication 35 1.03 __<10=

Kaxk BbIICHWIOCH B XOJI€ JIJIbHEMIIeE-
IO QHAIU34, UIPOKU B ITHUX IPYIIIAX 3HAYM-
MO Pa3NUYAOTC MO CYOBEKTUBHON OILEHKE
CBOCH YCIEMHOCTH B UIPE, 4 TAKKE 10 CTPa-
TETWAM UIPOBOTO TOBEICHUSA 1 UTPOBOK MO-
TUBALMY. JIaHHBIE 110 CYOBEKTUBHON OLIEH-
KE UI'POKAMHU CBOEH YCHEMHOCTH NOIyYCHbI
B PE3Y/BIATC AHAIN32 UTPOKAMU CBOCIO Me-
CTa B KOMAH/IHO! CTATUCTHKE 34 ONPEIENIEH-
HBII1 TIEPHOJ, BPEMEHN (32 TOCTIEAHUI MECALL
TIepe/] POBEJICHUEM UCCIEI0BaHNA). Hrpo-

KaM ObUT 33/1aH BOMPOC: «OlEHUTE MPUOIH-
3UTEIBHO, HA KAKOM MECTE B KOMAH/IE BB
Yame BCErO OKA3BIBAETECH MO UTOraM 60s
B KOMAHJHOM PEHTHUHIC». BapUaHTBl OTBE-
Ta — JIBCHAILATh MECT B KOMAHJIHOM pEii-
TUHTE, 13 KOTOPBIX MOXHO BBIOPATH TONBKO
OfIHO. DTO MECTO B PENUTMHIOBON TAOIMUIIE
— TOKA3aTe/b YCHENHOCTH UTPOKOB, OIpeE-
JIEJSIOMMICS [0 HECKOMBKUM TTAPAMETPaM.
Borpoc Kacancs HE KOHKPETHOIO MECTA
B PEHTHHIE [IOC/IE KOHKPETHOM UI'POBOI CeC-
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Tabn. 2. Pazgenenue Urpokos Ha rpynmbl MeTo-
OM [VICKDUMVIHAHTHOTO aHan1sa

Toynmbl [IMCKPUMMHAHTHAA GyHKLMA
1 2
1.N=599 -416 303
2.N=234 -3,009 -331
3.N=628 1518 -166

Table 2. Grouping players using discriminant

analysis
Groups Discriminant function
1 2
1.N=599 -416 ,303
2.N=234 -3,009 -331
3.N=628 1,518 - 166

(U, 4 UX YCPEAHEHHOIO IIPEACTABICHUA O
CBOCH yCIEMHOCTH. Jaiee UX OLEHKU CPaB-
HUBAIUCH C UX (baKTI/I‘{CCKI/IM CpeIHUM ME-
CIOM B KOMAHJHOM PEHATHUHIE, KOTOPBIA He-
KOTOpOE BpEMs IOCTYIIEH B 3AIUCAX JIOIOB
urpbl. TAKUM 0OpA30M, UMEACh BO3MOK-
HOCTb CPABHUBATb CYOBEKTHBHYIO U (DAKTU-
YECKYIO YCICIMHOCTh HCIBITYCMbIX B HIPE.
Tak ke B TPEX NOTyYEHHBIX IPYIIIAX CPABHU-
BAUINUCH pCSYIIbTaTbI OTBCTOB PECIIOH/ICHTOB
Ha BOIPOCHI «HTO Il BAC ABIAETCS HANO0EE
BLKHBIM B UIPax?», <410 BBl YACTO JE/IAETE
B UIPAX?.

DU BOIPOCHI OBUIHN 33/1aHBI C LENBIO PaC-
CMOTPCHUA HUI'POBBIX MOTHUBOB, HI'POBOTO
IIOBCICHU U UX CBA3U C MOTHUBAMMU ITOBCE/I-
HEBHOM U3HU. B pesy/nbrare y Urpokos C
Pa3HBIMU TUITAMH HOBCC,IIHCBHOI;I MOTHBA-
U1 BBIABWJINCH PA3HBIC OCOOEHHOCTH HUT-
POBOI MOTHBALIUK U UTPOBOIO TIOBEACHUA.

B rpymme 1 MoTUBAaUYA O3HAHUA U JIO-
CTIDKEHUA PALMOHATIBHOIO THUIA — HUIPO-
KU 4aIIie, YeM MPE/ICTABUTEIN JIBYX JIPYIUX
TPYIII, CYUTAIOT BAKHBIM B UIPE OCBOUTDH
TOHKOCTHU CTPE/BbOBL, HAYUUTBCSA TOUHO PaC-
CUMTBIBATD TTOMATAHNA, PASBUBATD UI'PDOBLIC
HABBIKM (HA YPOBHE TEHACHUUY, XU-KBA-
apar [Tupcona x=5,14, p=0,07).

B rpymme 2 MOTUBALMA HEOLPEAEIEHHO-
IO TUIA — UIPOKU JJEMOHCTPUPYIOT CAMYIO
HU3KYIO CAMOOLICHKY CBOEH YCIELIHOCTH
B UIPE U CAMYIO HM3KYIO OLEHKy CAMOH
WUIPBL, TIO CPABHCHUIO C MPCACTABUTCIIAMI
OCTAJIbHBIX FPYHH.

B rpymme 3 MOTUBALYA [O3HAHUA U JIO-
CTYDKCHUSA SMOLIMOHAJIBHOI'O THIIA — y ur-
POKOB BBIBIJIACH 3HAYUMO OOJIEE BBICO-
Kad CaMOOLICHKA CBOCH YCIEMHOCTH, YeM
B IPYTUX I'PYIIAX, IPUYEM, (PAKTUYECKY OHU
HE OTIMYAIOTCA 110 OOBEKTUBHBIM IOKA-

HanuoHaIbHBIN IICHXO0JIOTHYECKHI KypHAI Ne 4(32) 2018
National Psychological Journal 2018, 11(4)

http://npsyj.ru

10 ®yHKuua 2 / Function 2
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Puc. 1. TpM rpynrbl NTPOKOB MO TUMY MOTVBaLMK, MOTy4YeHHble MeTOAOM ANCKPUMWHAHTHOIO aHanM3a

(KaHOHVUeCKIMe ANCKPUMMHAHTHbIE QYHKLMM)

Fig. 1. Three groups of players based on motivation using discriminant analysis (canonical discriminant

functions)

3aTENAM YCHEMHOCTA B Urpe (Xu-KBagpar
[Mupcona x=15,2, p<0,001). Ot Urpoku
3HAYMMO Yalle CYMTAIOT BAKHBIM B UIpe
OBITb B IYIIE COOBITHUIA, TIOTY4aTh MAKCUMYM
anpenaiia (Xu-ksagpar [upcona x=64,
p=<0,01). OHM 3HAYMMO YA€ MPEACTABU-
TeNel OCTAMBbHBIX TPYHI OTMEYAIOT, YTO
B MTPE CTAPAIOTCA OBICTPEE PA3BUBATHCA 10
607ee BbICOKUX YpOBHEN (Xu-KBaapar Iup-
cona x=7,02, p<0,05), uumyT APyrux Urpo-
KOB, C KOTOPBIMH MOKHO MO3HAKOMUThCA
U UIPaTh BMECTE, BECTH KOMAHJHYIO UIDY,
BBIPA0ATBIBATL COBMECTHO OOMIYIO TAKTH-
Ky (Xu-kBazpar [Tupcona x=11,72, p<0,01).

3. CpaBHeHMe BbIGOPKM MY>KUNH-
MNIPOKOB C BbIGOPKOI HemrparwLmx
MY>YIH NO BbIPa>XeHHOCTN
IMnNMpuYyecKn BbiaesieHHbIX

19 moTunBOB.

B 5TOM CpaBHUTEIBPHOM aHATU3E Pac-
CMATPUBATIICh OTBETBI 1O ONMCAHHOM BBIIIE
IKA/IE «DKCIUIMIUTHBIE MOTHBBI TOBCE/HEB-
HOI JKU3HK> UIPAOMUX MyKunH (n=308,
BO3pAaCT OT 14 110 70, cpexnnit Bozpact 37,8)
U HEUT'PAIOIUX MyAK4KH (n=192, BO3pacT or
14 0 70, cpeaHumii BO3pact 354).

HrpoKn ¥ HEUTPAIONME MYKUIUHBL 10
BBIPAKEHHOCTH  3KCIUIMIIUTHBIX  MOTHBOB
OKA3A/IUCh CKOPEE CXOXKU, YEM Pa3/INYHbL.
CaMble BBICOKHE CPEHUE OB B 06EHX
TPYIIIAX OKA3AIUCDh Y TO3HABATEIBHBIX MO-
TUBOB U MOTUBOB JIOCTIKEHUA (<y3HABATb
YTO-TO», <YIUTBCA YEMY-TO», (TIOMYYATh Pe-
3Y/ILTAT, AOCTIKEHUS). [Ipy 9TOM 3HAYH-
MBIE Da3MUUMA MEXY TPYHIIAMH BCE KE
OBUTH BBIABJICHBL

Bonee BbICOKUE CpeAHME 3HAYCHUA I10
mKaze JIarkepra OTMEYAIOTCA Y HEUrpa-

IOMUX MYKYMH B MOTHBAX, CBA3AHHBIX
C OOIIEHYUEM U B3AUMOJEHCTBUEM C JIPYTH-
MU JHO/IbMU («OOMEHUE U KOOIEPAIHS»)
(xpurepuil Yunkokcona, p<0,01), a taxxe
B MOTHUBAX, HANPABICHHBIX HA BOCIIPUSA-
THUE KPACOTBI, MACIITAOHOCTU U TPAHIUO3-
HOCTHU Y€r0-M00 (KpUTEpUil YUIKOKCOHA,
p=0,001). ¥ UrpoKOB BbILIE CPEAHUE OLEH-
KU1 MOTHUBOB, KACAIOMUXCSl MHTEPECHBIX CH-
TyallWit ¥ CBA3AHHBIX C HOHATHOCTBIO 33/124,
TPU 3TOM Y HAX 3HAUUMO MEHBIIE BLIPAKEH
UHTEPEC K CUTYALHAM, B KOTOPBIX OHU MO-
T'YT BIMATD HA UTO-TO (KPUTEPUIT VIIIKOKCO-
Ha, p<0,01).

C MEHBIIMM YPOBHEM 3HAYMMOCTH, HO
BCE-TAKU PA3INYAIOTCA BHIOOPKU HIPOKOB
U HEUTPAIONMUX MO BBIPAKEHHOCTH HMHTE-
peca K CUTyarusaM, B KOTOPBIX €CTb HOBU3-
H4 U HEOXUJAHHOCTH (CM. Ta6M. 3). DTH
CUTyaluu 6o7iee TIPUBIEKATENBHBI 1T HE-
UTPAIOIINX, 4 § UIPAIONMUX, B COYETAHUN
C JKEJAHUEM VMMETb MOHATHYIO 32124y, 3a-
(PMKCHPOBAH 60JIEE HU3KUIT UHTEPEC K HO-
BU3HE U HEOKUJAHHOCTU (KpUTEPUIT YWII-
kokcoHa, p<0,05).

BbiBogbl

JaHHOE MCCEIOBAHUE HE KOHICHTPH-
pYyeTcs Ha MOTHMBALMM COOCTBEHHO TI€li-
MUHT4, 4 OTBEYAET HA BOIPOC O MOTUBAIUU
UTPOKOB B I1€710M. HO TIpH 9TOM NOApa3yMe-
BACTCA, YTO OOINAsS HAMPABIACHHOCTb BIIMSI-
€T Ha BBIOOP JIOO0I AKTUBHOCTH, B TOM YH-
CJI€ U UT'P, B KOTOPHIE MPENIOUUTACT UTPATH
YeJI0BEK, ¥ TO, UTO €My MHTEPECHO JIENATh
B JKM3HH, EMY OYIET HHTEPECHO PEATTU30BbI-
BATb U B UTPE.
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Mkl TOMYdIN TIEPEYEHb OOOOMEHHBIX
SKCIUIMLUTHBIX MOTHMBOB B IIOBCCAHEBHOH
KU3HU UIPOKOB, OTPAKAIONNX HX OOIIYIO
HAIIPABICHHOCTb. BbUIM  BBIABICHBI O0JIEE
IPEAIOYUTAEMBIC UTPOKAMU CUTYALIMU WK
BUJBI ICATEIBHOCTH, KOTOPBIC OHU CUUTAIOT
CAMBIMH MHTEPECHBIMU U1 Ce0sl. VIX MBI 1
paccMaTpUBAEM KAK JOMUHUPYIOLIUE MOTH-
BBI U1 JAHHOY BBIOOPKHU — 3TO T€ CUTYALUK
WU BAJBL ICATEIBHOCTH, KOTOPBIC YAILE BCe-
T'O BHIOUPANCH UTPOKAMH TI0 MIKAJIE MHOXKE-
CTBEHHOTO BHIOOPA, WX KOTOPBIE NOTY4HIN
Hanb071ee BBICOKYIO CPEHION0 OLIEHKY (CPEf-
HUY PaHr) 1o mxane Jlafkepra.

ITIKana JEMOHCTPUPYET YIOBICTBOPU-
TEJIbHYIO HALEKHOCTh U3MEPEHUA CTEICHU
BBIPLKECHHOCTU MOTUBOB. Kora ara mxana
IPEABABIIIACD APYIOH IPYIIIE PECIOH/CH-
TOB U3 TOH K€ IEHEPAIBHON COBOKYIIHOCTU
UI'POKOB B (POPMATE CO LIKATAMY MHOKECT-
BEHHOTO BBIOOPA, T€ K€ MOTHBBI, KOTOPBIE
IOJIYWIN CAMBIC BBICOKUE CPEIHUE OLICH-
KU 110 1iKaze JIarkepTa, sBIsuICh CaMbIMU
9aCTO BHIOMPAEMBIMU 1 B BAPUAHTE CO 1IIKA-
JIAMH BBIOODA.

Ml fie/1aeM BBIBOJ, YTO JOMUHUPYIOIIIE
MOTHBBl UIPOKOB OTPAKAIOT Ky/IBTYPHBIE
LICHHOCTU COBPEMCHHBIX dAKTMBHBIX MyX-
YUH TPYAOCIOCOOHOIO BO3PACT4, U B Lic-
JIOM YHUBEPCAJIbHBL U1 COBOKYIIHOCTU WUI-
POKOB B MACCOBbIC OHJIANH-UIPbI BOCHHOH
TEMATUKI.

Pe3ynsraTel CPaBHEHUA BBIPLKCHHOCTU
MOTHBOB y UI'PAIOMUX ¥ HEUTPAIOMIUX I10-
Ka3aIM OCOOGEHHOCTH OOIIEH HAIpaB/ieH-
HOCTU TEX U JPYIUX MYKYUH, CXOJHBIX 110
CBOMM COLUAIBHO-AEMOIPAPUUECKUM I1d-
pamerpa. Y NMOCIEAHNX 60JIee BBIPAKEHA
9TUYECKAS MOTUBAIUSA (BBIPAKAET NOTPEO-
HOCTb Y€JIOBEKA B JIOAAX M COLUMAIBHBIX
CBA3AX, HAIPAB/LAET dKTMBHOCTD HA UX II0-
UCKM), 4 TAKKE 3CTCTUYECKAL MOTUBALUA
(CTpouTCsa Ha OCHOBE B3aUMOJCHCTBUA THO-
CTMYECKUX M 3TUYECKUX MOTUBOB, IIPCA-
CTABJIET COOOM HAMOOJIEE CIOXKHBINA BHJ
BOCIIPUATUA KAK HACTLKICHUA 3CTETHYC-
CKUMM CBOMCTBAMHU OOBEKTUBHOM JICHCT-
BUTEIbHOCTH) (AHaHbEB, 2001). DU BUAbI
MOTHBALMY Y UI'PAIOMIMX MYKUMH XAPAKTE-
PUBYIOTCA MEHBLICH BHIPLKEHHOCTBIO. CHU-
JKCHHBIE TIOKA32TEMN MOTUBOB OOIEHUA U
B3AUMOZCIUCTBUSA C JIObMY MOIYT AB/IATHCS
(bakropaMy, OTYACTH OOYCIOBIUBAIOMIUMU
UHTEPEC ITUX JIOAEH K NPOBEACHUIO BPE-
MCHU B BUPTYAIbHBIX MUPAX C BUPTyalb-
HBIM OO1eHueM. CHIDKEHHAS ACTETUYCCKAS

[ [Tcuxomornsa BUPTYaAbHOI peaabHOCTH |

Tabn. 3. BbipaxkeHHOCTb SKCMANLMTHBIX MOTMBOB Y Urpatoliyx (N=308) v He nrpaiowwinx (N=192) My>xkumH

MoTusbl M (He urpokn) SD M (nrpoku) SD
Bnunaxune 4.0* 0.90 3.8% 1.00
Mo3HaHne 44 0.77 42 0.88
ObyueHne 42 0.78 42 0.88
HeobbluHOCTb 4.2*% 0.86 3.9% 0.99
HoBusHa 4.1% 0.75 3.9% 0.94
Koonepauus 3.7* 091 3.5% 1.02
Bbiroga 3.8% 1.00 3.5% 1.16
Bo3moHOCTb BbibOpa 4.2 0.73 4.2 0.87
CunbHble amoumn 38 1.04 3.6 0.97
Bbi3oB, npeogonexHne 39 0.85 3.8 091
[OnHamnyHoCTb 39 0.78 39 0.88
MoHATHOCTD (3agaun) 3.6 0.88 3.8 0.94
ScTeTnKa 4.2*% 0.83 3.8* 1.05
ObueHne 3.9* 0.89 3.5% 1.06
OuyLieHve MaclwTabHoOCTH Yero-1. 4.0* 1.01 3.5% 1.05
Morpy»keHune B ocobyto atmocdepy 37 1.14 39 1.04
LocTtmkeHne 43 0.82 42 0.87
Pa3sneyexune 3.7 0.87 3.7 0.90
HeoXngaHHOCTb 35 091 3.6 1.05
CpenHunin BO3pacT Nno Bbibopke 354 11.93 37.8 9.05

* 3HayuUMOCMU oNpedesIauUCh C NOMOUBIO Kpumepus YUIKOKCOHA ¢ Nonpaskoli Ha HenpepeleHOCMe.

Table 3. Explicit motives in male gamers (N=308), and male non-gamers (N=192)

Motives M (non players) SD M (players) SD
Training 4.0% 0.90 3.8* 1.00
Achievement 44 0.77 4.2 0.88
Cognition 42 0.78 42 0.88
Choice 4.2*% 0.86 3.9% 0.99
Immersion with a special atmospere 4.1* 0.75 3.9% 0.94
Novelty 3.7* 0.91 3.5% 1.02
Perception of Something Unusual 3.8% 1.00 3.5% 1.16
Dynamics 42 0.73 42 0.87
Esthetics 38 1.04 36 0.97
Challenge 39 0.85 38 091
Clear Goal 39 0.78 39 0.88
Impact 3.6% 0.88 3.8* 0.94
Entertainment 4.2% 0.83 3.8% 1.05
Unexpected Situations 3.9* 0.89 3.5% 1.06
Powerful emotions 4.0* 1.01 3.5% 1.05
Feeling of something big and important 37 1.14 39 1.04
Cooperation 43 0.82 4.2 0.87
Profit 37 0.87 37 0.90
Communication 35 091 36 1.05
Mean Age 354 11.93 37.8 9.05

*Significance was determined using the Wilcoxon test adjusted for continuity.

MOTHBAIMA TAKKE MOXET OOBICHATH TOT
(paxt, YTO UIPOKU MPEANOUUTAIOT POBEC-
TH BPEMS B UT'PE, A HE, HATIPUMEP, HA 1IPO-
IYJIKE B I'OPAX, JIECAX, 10 IOPOACKAM Map-
IPYTaM C IIPUMEYATEIbHON APXUTEKTYPOIL.
MeHbIasg CKIOHHOCTb JIODOBATBCA OKPY-
JKAIOMIEH IEUCTBUTENIBHOCTBIO TOXKE MOKET
YACTUYHO TIPEJONPEAENATD TIPEAIOYTEHNE

UI'POBOM JEATENbHOCTU KAK (POPMBI IIPOBE-
JIeHHs I0CyTa.

Ha 31oM (pOHE Y UIPOKOB fApUE BbIPA-
JKCHO JKEJIAHMCE PElIATh MOHATHBIC 3a/1d4i.
OTO MOKET PACCMATPUBATHCA KAK JKEIAHUE
TAPaHTUPOBAHHO PEMIUTD UX, TO €CTh OBITh
YCICIHBIMUA ¥ 9YBCTBOBATb KOHTPOJIDb HAJ
CUTYALVCH.
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TOT (DaKT, YTO HEUTPAIOMUM MYXYU-
HAM MHTEPECHEE CUTYALUM, CBI3AHHBIE C
OOIeHUEM U B3aUMOJICHCTBUEM C JIPYTH-
MU JIOJIbMH, MEPEKIMKACTC C JIAHHBIMU
U3 UHTEPBBIO C UTPOKAMH, KOTOPOE MPOBO-
JUTCS HAMU B HACTOsIEE BpeMs. Tam OHU
JIOBOJIHO YACTO OTMEYAIOT, UTO MPEANIOYH-
TAIOT UI'PATh B UI'PBI B OIMHOYHOM (POPMATE
1 PEJIKO TOBOPST O TOM, YTO UTPAIOT B UTPHI
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MH-TO OCOOCHHBIMU WICHAMHU COBPEMCH-
HOTO OOIIECTBA. VX YBIEUEHHOCTb UIPAMU
03HA4aeT CKOPEE TO, YTO OHU HAIUIH YOB-
JIETBOPEHUE CBOUM MOTPEOHOCTAM B HUIPE,
4eM TO, YTO MX NOTPEOHOCTU KAK-TO CY-
IECTBEHHO OTIMYAIOTCA OT MOTPEOHOCTEN
HEUrpalomux. Mamepas faxe Takylo (3KC-
IVIMLUTHYIO) MOTHUBALIMIO, Mbl MOXEM CO-
CTABUTb NPE/ICTABICHUE, KAKUE TIOTPEOHO-

|/|rpa+ou_w|e MY>KUMHbBI MO BblPaXeHHOCTU SKCTTNLNTHBIX MOTBOB I'IOBCG,E[HGBHOI;I
MKU3HU He ABNATCS KaKUMIW-TO OCOOEHHbBIMI YTIEHAMN COBPEMEHHOTIO O6LLL€CTBa.
Nx YBe4YeHHOCTb UTPaMM O3HaYaeT CKopee TO, YTO OHWM Halll yOOBIETBOPpEeHNe
CBOMM I'IOTp€6HOCTFIM B Urpe, 4em 1o, YTo X I'IOTpe6HOCTl/I Kak-TO CylecTBeHHO
OTNNYatoTCA OT I'IOTpe6HOCTeI7I Henrpatownx

paau obuieHust. JI060BaHNUE TPEKPACHBIM,
ONIYIIEHUE MACITAOHOCTH U TPAHAUO3-
HOCTH TPAKTYETCA HAMU KaK OOJEE BBICO-
Kas OTPEGHOCTh HEUI'PAIONUX MY)KUMH B
COMPUKOCHOBEHUU C PEATLHBIMH MUDPOM,
B KOTOPOM, JICHCTBUTEIBHO, MOKHO BCTpE-
TUTb TAKUE OOBEKTHL TO, UTO y UIPAIOIUX
MYKYMH 6OJIbIle BHIPAKEH MHTEPEC K MO-
HATHBIM 327149aM, U UM TIPH 3TOM MEHEe
UHTEPECHO BIMATH HA CUTYALHMIO, MHTEp-

CTH JIOAEN YAOBICTBOPAIOT COBPEMEHHBIE
UTPBI, OOBACHUTb NMPUYMHBI UX HOMY/AP-
HOCTH U IUPOKOTO PACTPOCTPAHEHHUA. MBI
BUJWM, YTO TIOABHIACH HOBAA PCATBHOCTD,
KOTOPAd JIAET JIO/IAM HOBBIE BO3ZMOKHOCTH.

HOIIY‘{CHHbIC JJAHHBIC OTHOCUTEJIBHO UI'-
POBOIT MOTUBALIUN U UTPOBOTO MOBE/ICHNUA
HAIAX PECHOH/ICHTOB TOKA3bIBAIOT TaK-
K€, YTO TIPU HATUYUHU OOIIETO BEKTOPA HA
JOCTIDKCHUE U IIO3HAHWE B HOBCC}IHCBHOI;I

/rpoBoit OMnbIT MOXeT 0becneunTs HeoOxoanmyto And GOPMUPOBAHMA
YCTOMYMBOW MOTMBALIMN [OCTUKEHNA UCTOPUIO YCreXa. Takom OmMblT MOXET
BblpaboTaTh y refimepa onpeaeneHHble YCTaHOBKM — OCO3HAHME TOro, YTO MOXKHO
1 HY>KHO MbITaTbCA AeNaTh YTO-TO HEOAHOKPATHO, YTO HACTOMUMBOCTL W KenaHue
[OBECTV A0 O KOHLa MOBMeYeT 3a COO0M NoNoXKuTeNbHbIE NOCNeACTBIA

IPETUPYETCA HAMU KaK HEXelaHue 6parth
Ha CeOA JIONONHUTEIBHBIY KOHTPOMb HAaj
JKU3HBIO U HECTH JI0OABOUHYIO OTBETCT-
BEHHOCTD, IOTOMY YTO, BO3MOXHO, €€ B UX
JKU3HA M TAK JIOCTATOYHO. DTO TAKKE IIe-
PEKINKAETCA C JAHHBIMM M3 HHTEPBLIO,
IJIe MHOTUE UTPOKU OOBACHAIOT CBOH YXO7
B UT'DBI JKETAHUEM «OTKIIOYUTBCA> OT PEATID-
HOCTH U OT/IOXHYTb OT HEE.

TI03HaBATEIbHBIE MOTUBBI 1 MOTUBBI JIO-
CTIDKCHUSA Y UIPAOMHUX M HEUTPAIONIX
MY/KUMH OKA3A/IUCh BBLIPAKEHHBIMU B PaB-
HOI CTEMIEHU BBICOKO, UTO MOKET OBITb OOYC-
JIOBJICHO YHUBEPCAILHOCTBIO U 3HAUUMO-
CTBIO LIEHHOCTEN MO3HAHUA U JOCTIKEHUA
B COBPEMEHHOM OOIIECTBE U, KAK CJIEICT-
BUE, ABJIATHCA CBOETO POJIA KYJIBTYPHO-OKH-
JA€MOY, HOPMATUBHO! HAIPABICHHOCTBIO
COBPEMEHHOTO MYKYUHBL.

TakuM 06pa3oM, MOXHO KOHCTATHPO-
BaTh, YTO WIPAIONMHIE MYKYMHBI 11O BBI-
DUKEHHOCTH  SKCIUIMIUTHBIX ~ MOTHBOB
TIOBCEHEBHON KU3HU HE ABIAIOTCA KAKU-

MOTHUBAIUN UMCIOTCA PA3HBIC TPYIIIbI UI-
POKOB, I KOTOPBIX, IOMUMO 3TUX OCHOB-
HbIX MOTUBOB, €CTb 1 Apyrue. OHU pasjies-
IOT UT'POKOB HA TPU MOTHUBAIIMOHHBIX THUIIA.
WUrposble MOTHBBI ¥ HI'POBOC IOBEACHUE
y TIPEACTABUTENEH STUX TUIIOB PA3INYAET-
CAL. O‘{CBI/I,[[HO, B OIHM U TC JKC UI'Pbl OHU
MOTYT UI'PATD /I YIOBICTBOPCHKS PA3HBIX
noTpe6HOCTEN. COLOCTABIAA JAHHBIE BBIPA-
JKEHHOCTHU TIOBCEHEBHOM KU3HEHHOH MO-
THUBALIMU U UTPOBOK MOTUBALIMU Y UTPOKOB,
MOXHO IPOBECTH AHAIM3 KA4ECTBA CAMOH
UT'PBI — HACKOJBKO UIPA YAIOBIETBOPAET HO-
TPEOHOCTU UTPAIONMIUX JIOACH, U KAKUMHU
CPEICTBAMU 3TO JJOCTUTAETCAL.

IToasozs WUTOL, MOXKHO IPEAOIOKUTD,
YTO OIBIT TEHMEPCTBA MOXKET PACCMATPU-
BATbCA KAK TTOJIOKUTEIbHBIN OIIBIT, U YTO
3TO 3aHATUE MOXKET HOCHTh KOMIIEHCATOP-
HBIIl XaPAKTEP — B UIPE MOIYT OBITH Y/IOB-
JIETBOPEHBI T€ NOTPEOHOCTH, KOTOPHIE I10
Pa3HBIM TIPUYHUHAM HC MOTIYT ObITH YIOB-
JIETBOPEHB! B PEIBHOCTU. B Urpe BO3MOX-

HBl Taku€ (POPMBI MOBEACHUA, KOTOPBIE
HEJOCTYIHBL YEJIOBEKY B PEAIBHON JKU3HU
WM KOTOPBIE OH HE PEMIAETCS BOILUIOTHTD.
IIpu 3TOM, VOBNETBOPEHUE MOTPEOHOCTEN
B JIOCTIDKECHUY U TIO3HAHUY B UTPE HE O3HA-
YaeT, UTO YENIOBEK HE OGY/IET CTAPATHCA V0B~
JIETBOPUTD 3TH NOTPEOHOCTH U B PEATLHOM
KU3HU. HanpoTuB, UIpOBOY OIBIT MOKET
obecreunTb HEOOXOAUMYIO I (POPMUPO-
BAHYA YCTONYUBOM MOTUBALIUHY JJOCTIDKCHUA
UCTOPUIO yerexa. TaKOH TOMOXKUTENBHBII
OIBIT MOKET BBIPAOOTATD Y TefiMepa Ompe-
JIEJIEHHBIE YCTAHOBKU — OCO3HAHHUE TOTO, YTO
MOKHO M HYKHO IBITATBCA JEMATh YTO-TO
HEOJHOKPATHO, YTO HACTOMUMUBOCTD U JKEJMa-
HUE JIOBECTH JIENO JI0 KOHIIA TIOBJIEYET 32 CO-
6011 MONOKUTEBHBIE TOCTEACTBUA U 1.1, Pe-
3YJIBTATBI JJAHHOTO UCCIIEAOBAHS TOKA3AH,
YTO TEMMEPBI HE OTIMYAIOTCH KAKUMU-TIN-
60 BBIPAKEHHBIMU CHENU(DUIECKUMU 3CKa-
MUCTKUMHU MOTUBAMU WM MOTUBAMU CTU-
My, Urpel IPUBIEKAIOT UX HE B CHITY
CHEIU(PUYHOCTH UX TIOBCE/IHEBHOM U3~
HEHHOM MOTHBALMK. Bezymye MOTUBBI Teil-
MEPOB COBIAJAIOT € KYILTYPHBIMU IIEHHO-
CTAMU COBPEMEHHOTO HMH(OPMAIIIOHHOTO
obuectsa. CKopee, B KOMIIBIOTEPHBIX UIPAX
OHM HAILH JY11 €0 JONOMHUTEIBHYIO (POp-
My PEATU3AIIUU CBOUX MOTUBOB.

DU BBIBOAB! OTKPBIBAIOT OOJIBIINE BO3-
MOKHOCTH JJI1 OOBEAUHEHUS HHTEPECOB
UIPOBOM MH/YCTPUM U CUCTEMBI 0OPA30Ba-
Hys. ECTM paccMOTPETh PE3YNIBTATBI MHO-
KECTBA  MICCNIEJIOBAHMIT MOTUBALIMM UIpa-
IOMKUX JIOAEH CTAHOBUTCS OYEBUIHO, UTO
B KOMIIBIOTEPHBIE UTPHI (B YACTHOCTU B MAC-
COBBIE OHJIAMH-UIPBI) OyIyT MPOAOIKATH
UT'PaTh, U B 3TY JEATETBHOCTb OY/IET BOBIE-
KaThCs BCE Oonblie oelt. UCXopd U3 3To-
IO, MOXHO pPa3pabaThbiBaTh KaueCTBEHHBIE
00yJaIOIINE U PA3BUBAIONIIE UTPHI U AEATH
UX TAKUMH, YTO UMEHHO B HUX JIOAU OYAyT
NPEANOYNTAT UrpaTh. OHU CMOIYT CTATh
JIOCTOMHOH  aJIBTEPHATUBON  UCKIIIOUUTENb-
HO KOMMEPYECKUM HpOeKTaM. O6ydeHue
CMOKET OTBEYATh 3aIPOCAM COBPEMEHHOTO
MH(POPMAIIMOHHOTO OOMIECTBA: JIETKUH [10-
CTYII K pecypcaM, ObICTPBL PE3yJIsIaT AcH-
CTBUH, OBICTPHIE OOMEH UH(pOPMAIIUEH CO
MHOXECTBOM JIoficH U T O6pa30BaHKE He-
M30CKHO TPUET K UJIEE HEOOXOAUMOCTH
reiMU(PUKALNY, KOTOPAS MOXET OKA3AThCA
YPE3BBIYANHO IIOJNE3HOH, IPUYEM, HE TOJIb-
KO C TOYKM 3peHus (POPMbI OpraHU3aun
U IOCTABKU 3HAHMH. BeJIMK NOTEHIMAN pas-
BUBAIONIMX BO3MOKHOCTEN CAMOW UIPOBOH
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