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THUIIOJIOTUYECKHU IIOIXO0/ K JINYHOCTH T'EMMEPA
B 3APYBEJKHBIX UCCJETOBAHUAX

AHHOTALUMSA. B craTbe IpeACTaBJIEH aHAJIUTHYECKUH 0030p 3apyOe’KHBIX KCCJIEOBAHUI
TUMIOJIOrUU refimepa. Paccmorpenbl 9 Tumosoruii, paspabOoTaHHBIE CO3LATEIAMHU WP
(P. Baptn), cnenmanucramu mo pabore ¢ mHpopmanuoHHbIMu cucremamu (J. Hamari,
L. Nacke), ananurukamu gagsbix (A. Drachen, H. ¥u), mpakTukamu B o61acTu refiMudu-
karuu (A. MapueBckn), ncuxosioramu (S. Tisseron, L.S. Whang, F.-C. Tseng). IloguepkayT
SMIIMPUYECKUIT XapaKTep psfa TUIOJOTUil, KaK 3ampoca MHAYCTPUN Urp. Bece Tumomorun
UMEIOT O0IIeé OCHOBAHWS, CBSI3aHHBIE C MOTHBAIIMOHHBIM IIpO(dIIeM JUYHOCTUA reiiMepa,
ero IOTPeOHOCTSAMU U UTPOBBIM ITOBeeHEeM. Pa3mnumns BKJIIOYAIOT XapaKTep CBSA3U C UT'POM
(oTcyTCTBHE CBS3U, BO3MOXKHOCTBIO/CIOMKHOCTBIO IPUMEHEHUA AJId APYTUX WD), HATAUUS
IMATHOCTUYECKOr0 MHCTPYMEHTAPUS U ero IMOTeHIInaj]a B M3yYeHW! JUYHOCTH TeiiMepa,
BO3MOKHOCTSIMU KCITOJIb30BAHUSA B IICUXOJOTUYECKUX MPAKTHUKAX U redMuPUKAIIMOHHBIX
mpoekTax. IlpencraBieH KpaTKUH aHAIW3 PSAga TUIIOJOTHH W COesiaH aKIeHT Ha THUIIOJIO-
rusax H. Yu, S. Tisserona, L. Nacke, A. Mapuescku. IToguepKHyTa BasKHOCTD afalTallAn
ompocHuka S. Tisserona u D. Khayat (QTIJV) mnsa peanusarum moTeHIHAIa BUIEOUTD B
HCCJIEIOBATEIbCKUX U IPAKTUUYECKUX MPOEKTaX, CBA3AHHBIX C IICUXOJIOTHeH refiMepa.
KINMKOYEBBIE CINOBA. ITudpoBas cpena, BUAEOUTPHI, TeiiMep, TUIOJOTUYECKUI MOAXO/T,
IICUXOTHUII, TeiMupUKaImsa, ICUX0ANarHoCTuKa refimepa.

WHO®OPMALUA O CTATBE. Jara mocrymiaenusa 24 wmiona 2024 r.; mara OPpUHATUSA K
meuatu 26 aBrycra 2024 r.; gara omjaiiu-pasmerrenus 31 asrycra 2024 r.
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A TYPOLOGICAL APPROACH TO THE GAMER'S PERSONALITY
IN FOREIGN STUDIES

ABSTRACT. The article presents an analytical review of foreign studies of gamer's
typology. 9 typologies developed by game creators (R. Bartle), specialists in working
with information systems (J. Hamari, L. Nacke), data analysts (A. Drachen, N. Yee),
practitioners in the field of gamification (A. Marczewski), psychologists (S. Tisseron,
L.S. Whang, F.-C. Tseng). The empirical nature of a number of typologies as a request
of the gaming industry is emphasized. All typologies have common grounds related
to the motivational profile of a gamer's personality and his needs. The differences in-
clude the nature of the connection with the game (lack of connection, the possibility/
complexity of application for other games), the availability of diagnostic tools and its
potential in studying the personality of a gamer, the possibilities of use in psycholog-
ical practices and gamification projects. A brief analysis of a number of typologies is
presented and emphasis is placed on the typologies of N. Yee, S. Tisserona, L. Nacke,
A. Marczewski. The importance of adapting the questionnaire by S. Tisserona and
D. Khayat (QTIJV) to realize the potential of a video game in research and practical
projects related to gamer psychology is emphasized.
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Beenenue

B xaure «Vrpoapom: 4To HY;KHO 3HATh O BUAEOUTPAX U UTPOBOM KyJabType» (2021),
BeIYIIUHA POCCUUCKUI IIpeICTaBUTE b HanpaBiaeHus game studies, ¢pusocod A. Bery-
IIUHCKUH oTMeuaeT: «VIrpaemM MbI WM HET, CETONHS MbI BCEe JKUBEM B MUPE, YACTHIO
KOTOPOTO ABJAIOTCA Buaeourpsl» (2021) [1, c. 5]. B nudporoii nuBuInsanuyu KOMIIbIO-
TepHbI€ UTPHI PACTIPOCTPAHEHHBIH BUA JOCYTOBOM MesaTeIbHOCTH. KoJInmuecTBO TeiiMepoB
HOCTOSAHHO pacTteT, u ecau B 2008 r. HacuuThIBAJIOCh 0K0JO 1,1 MJIpPA UTIPOKOB, TO Ha
2023 r. ux oxkoio 1,8 mupxa.t.

ITcux00THI0O KOMIIBIOTEPHBIX UTP OTHOCAT K OJHOMY M3 HaIpaBJIeHUII KUOepIICH-
xojorum (mcuxosoruu uHTepHera) (A.E. Boiickyuckuii, E.II. Beaunckas, H.B. Bora-
ueBa, 10.M. Kysuenosa, B.A. Ilnemaxos, I'.YV. Coagarosa, Ik, Cynep, O. de Gortari,
L.K. Kaye, J. McCain, G.Youngu ap.). Cuenupuxa popMuUpoBaHUA TPOOGJIEMATHKHU B
9TOI 00JIaCTH OIIpPe esaeTcs COBPEeMeHHOI MudpoBOi ITUBUIN3AINel, B KOTOPOI pas-
Hble c(epbl KU3HEAesITeJIbHOCTH 3aXBadueHbl (KOJOHUBUPOBAHBI) BUPTYAJbHBIMUA TeX-
HOJIOTUAMU, MIPEIOCTABIAIONIMMUA BBICOKUH YpOBeHb KoMGOpTa «yMHBIN moM» (Kak
MeTadopbl ITUMPPOBOI cpedbl OOMTAHUA UEJIOBEKa) U (POPMUPYIONIMEe HOBBIE MOAEU
moBeleHusa U MU(PPOBbIE UAEHTUYHOCTHU.

WuTepHeT yiKe CTaj IIPeIMeTOM aHaJN3a B KOHIEIIIUAX ITOBCEJHEBHOCTH, MCCJIEeI0BA-
HUSA IICUXOJIOTMUECKUX OCOOEHHOCTell TpaHc(opMaIuy MOBCEeIHEBHOM KU3HU COBPEMEHHO-
T0 YeJI0BeKa, U CaMOro YeJIOBeKa, B IM(MPOBOIl cpefie yiKe He «dK30THUYecKas mpobJieMaTu-
Ka», a OHO U3 HAIpaBJIEHU!, HAPALY C APYTUMU TPAAUIIMOHHBIMU B micuxojoruu [2].

IIpo6GiemMaTKa «KOMIILIOTEPHBIE UTIPBI — UeJOBEK», BKJIOUEHA BO MHOTHE TEeMbI
KHOEpICUXOJIOTUN: OT METOMOJOTUYECKUX ITOAXO0I0B, KHOepPCOInaanu3anuu, NCI0Ib30-
BaHUS UTP B PasHBIX cepax, M0 UBYUYEHUs JUYHOCTHOTO MPoQuid reiimepa, UrPOBBIX
moTpeGHOCTeH, BAUSHNE UTP HA ICUXUKY U JUYHOCTh UT'POKA, U 0COOEHHOCTH UTPOBOTO
TMOBeJIeHNA B 3aBUCUMOCTH OT JUUYHOCTU reifiMepa

0630p ucciegoBaHuit

CoBpeMeHHBIE KOMIBIOTEPHBIE UIPHI — OTO dTAl WHTEHCUBHOTO PA3BUTUA WH-
opmMauOHHBIX ayAMOBU3yadbHBIX TexHoJormit XXI Beka: OT IPUMHUTUBHBLIX apKaf
0 IIOJIHOIIEHHBIX BHPTyaJbHBIX MupoB tuma Total War: Rome II, The Sims 4 nan
Witcher 3: The Wild Hunt

IIpucranbHOEe BHUMaHWE K WUIPOKY CBA3aHA C OCOOEHHOCTAMHU TeJOHUCTUUECKOTO
mpoduia refimepa (Urpa Kak pasBiiedeHUE, YAOBOJLCTBHE), KAaK IICUXOJOTUYECKOTO
(aMOIIMOHATBLHOTO) (PAKTOPA PA3BUTUA WHIYCTPUU UTP.

B coBpeMeHHOI uCTOPUM KPYIHOMACIITAOHBIE IICUXOJOTUYECKUE WCCIEJOBAHUA
TefiMepPOB CBA3aHBI C IPOOIeMaMy HETATUBHOTO BIUAHUA UT'D, OCOOEHHO Ha IIOJPOCTKOB.
«/rpoBas MHBEKIUA» BKJOUEHA CETOAHS B IIPOOJIEMBI aAJUKTOJOTUN, B CUMIITOMATH-
Ky, uTo 1 3aBucuMocTu oT ITAB. J[uckyccuu mo 3TOMY BOIIPOCY Bce 0ojiee CKJIOHSIIOT-
cA K HEeOOXOAMMOCTH OIIpeNeIeHUA HMapuTeTa MEXKY «BPEJHO-IOJIEe3HO» U BBIAEJIEHU
CcyMMBI (DaKTOPOB, C KOTOPBIMU CBA3AHBI «BPEIHOCTb» M «II0JE3HOCTh» KOMITBIOTEPHBIX
urp (H.B. Kouetos, S. Mohammad, R.A. Jan, S.L. Alsaedi u ap.) [3; 4].

Ciegyer mpu 5TOM IOAYEPKHYTH, JUYHOCTDb I'eifiMepa, B OTINYUE OT TPAJUIILOHHOTO
TNOHUMAaHUA «YeJIOBEKA-UT'PAIOIIEro» W ero UIPOBOM KYJIBTYPHI B PeaJbHOU [ENCTBU-

! Number of PC gaming users worldwide from 2008 to 2024. URL: https://www.statista.com/
statistics/420621/number-of-pc-gamers/.
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TeJbHOCTHU, IPUOOPETAET CeTOJHS APYroe 3HaAUeHNe B CUJIy MAcCOBOTO XapaKkTepa 9TOTO
SABJIEHUA B KYyJIbType ITu(GPOBOIL.

Teiimep cTaHOBUTBHCA BCe 00Jiee BaXXKHBIM 3BEHOM B HHIYCTPUU HUTP, UTO MHUIU-
UpyeT HCCJAeNOBAHUS IICUXOJOIMU CaMUX WUTIDP, CO3JaHUe reidiMausaiiHepCKuX, JKaH-
POBBIX, IMcuxojoruueckux kKiaaccupuxamnuii (H.B. Borauea, A.E. Boiickyuckuii,
MN.M. Keunreimosa, C.B. Tumodees, V. Stoffovo, C.L. Raventys, S. Belli , L. Ferro,
S. Walz, S. Greuter u ap.) [56—-10].

3aKOHOMEPHBIM CJIeICTBHEM BHUMAHUS K JUYHOCTH TreiiMepa, KaK IICUXOJOTUYe-
CKOMY (pbeHOMEeHY, CTaJl TUIIOJOTUUYECKUI TTOAX0, MTO3BOJIAIONINI BKIIOUYUTH B CUCTEMY
B3aMMOCBSIBEHN 1 «B3amMOO0A3aHHOCTE» TeifiMepa U UTpy (B MHOT000pasuu ee BO3MOK-
HOCTell IJisi moTpebHocTell refimepa).

TumosiornyecKuii MeTOJ OTHOCUTCA K Hambojee YHUBEPCAJIbHOI IpoIleaype yIIops-
IOUYMBAHUA, BBIABJIEHUS CXOACTBA U Pas3IUUNN M3yUaeMbIX 00bEKTOB, MOUCKA HANEMK-
HBIX CIIOCO00B uX uaeHTuuKanuu. [louarue «Tumoobpasyoiinii Ipu3HaKk» (cBoiicTsa,
TMoKas3aTe I, COCTABJAIOINNE BHYTPEHHIOI CTPYKTYPY THIIA KaK MOIEJNHN) BKJIOUEHO
KaK Ba)KHBIN IMapaMeTp MCCJIeN0BaTeJIbCKOI CTpaTeruu.

IIpoGiemMa cos3maHWsl TUIIOJOTHMM WUI'POKA HE aKTyaJUM3WPOBAHA B OTEYECTBEHHBIX
uccaenoBaHUAX. McIoab30BaHMe THUIIOJOTUUYECKOTO IIOAXO0Ja B 3apy0e:KHBIX HCCJIEIO0-
BaHUAX OBLJIO CTUMYJIMPOBAHO MpE’KAe BCero reiiMamsailimepaMu W CIEIUAJUCTAMHU B
chepe reiimuduranuu (cm. S. Sezgin [11], J. Hamari, J. Tuunanen [12]). Heo6xomgumo
YUUTHIBATH 00Jiee 3HAUNTEIbHBIN «CTayK» UTPOBOM MHAYCTPUU U COOTBETCTBEHHO game
studies 3a py6Ge:xom, UTO ompemesisieT OOJBINON 00beM IMUTUPOBAHUA 3apyOEeKHBIX aB-
TOPOB II0 MIMPOKOMY CHEKTPY IpobJsieM KMOepICUXOJOTHUMN.

B 0630p MbI BRJAnuuan 9 tunosoruii. OHU MMeEIOT O0II[ie OCHOBAHUSA, OIpPeesisd-
eMble, IperkJe BCero, MOTUBAIIMOHHBIM IpodujieM HrpoKa. PasinuaioTcs TUIIOJIOTUU
M0 XapaKTepy CBA3U C UT'POH (BO3MOYKHOCTHIO/CI0KHOCTHIO IPUMEHEHUs IJId APYTUX
WUTp), HAJIWYUS JOUATHOCTUYECKOTO WHCTPYMEHTapusA, IOTEeHI[MAaJla WCIOJb30BaHUS
B IUArHOCTHKe JHWYHOCTH TreiliMepa W TeMMUMUKAIIMOHHBIX IIpoeKTaxX (MeHeIKMEHT,
3IpaBoOXpaHeHne, o0pa3oBaHue, IICUXOJOTUUYECKAd MPaKTUKa U Ip).

B crarhe mpexacTaBieHa obImas WHGOPMAIIMIO O THUIIOJOTUAX, co3maHHbIXx P. Bapr-
gom (1996)); L.S. Whang u G.Chang (2004); A. Drachen (2006); J. Hamari u
V. Lehdonvirta (2010). IToguepkHeM, UTO aBTOPLI Uallle SABJIAIOTCA IIpodeccruoHaIaMu
B cepe aHATUTUKY JAHHBIX WM UTPOBOM aHAJIUTUKU.

BoJiee ogpoOGHO MBI OCTAHOBUINCH HA 4-x Tumosoruax: H. Mu, (2006), L. Nacke —
«IITecturpanuuk smonuii» (BrainHex) (2011); S. Tisseron (2013); A. MapueBcKu —
«T'ekcaga» (Hexad gaming typology) (2015). Bei6op 5TUX TUIIOJIOTHH ompeeeH 00JIb-
IIT0M AMIUPUUECKOH 0a30ii, HATUUYMEM TUATHOCTUYECKUX METOINK, M BO3MOMKHOCTSIMU
MIPUMEHEeHUs B IICUXOJIOIMYEeCKUX IPAKTHUKAX.

IlepBas Tumosioruu JuuHOCTH uUrpokKa (1996) ceaszana ¢ umenem P. Baptaa, co-
3raTessd MHOTOMOJIb3oBaTeabcKoil urpst MUD (1978) — Multi-user dungeon (MHuo-
romoJib30BaTeJIbCKOE IMOA3eMeJibe). B OTIMUYNMM OT MHOrOYMCJIEHHBIX THUIIOB JIMYHO-
CTH, B OCHOBAaHUU OOJBIIMHCTBA KOTOPBIX, JIEKAT PasJudyHble Teopuu, P. Bapta
BBIJIEJINJI TICUXOTHUIILI HAa OCHOBAHUU AJUTENbLHOTO HabOJIOJeHuA 3a urpokamu. Mrpa
(KkaK mpocTpaHCTBO «SI-BO3MOYKHOE») ABIAJNACH MAaPKEPOM IICHUXOJOTUUYECKOTO TUIIA
reiimepa.

Tumosiorua mMesa SMIUPUYECKUH XapaKTep OommpaJsach Ha Pe3yJabTaThbl AJIUTEJb-
HBIX aucKkyccuii Me:xkay 30 ONBITHBIMU UTPOKAMM, KOTOPBLIE BBICTYHAJIHN SKCIEPTAMMU.
Tumnosorus crpousach Ha OCHOBAHUU 4 IMOTPeOHOCTeil, KOTOPhIe YAOBJIETBOPSAET UTPO-
BOI IIpoIiecc: IoJiyueHre Harpa bl (HaKOIUTEIN WU KapbepPUCThI); U3yUYeHNe UTPOBOTO
Mupa (1cciieoBaTen); coIuaabHOe B3auMoelicTBre (COIUANBINMUKN NI KOMMYHUKA-
TOPBI); IPEBOCXOACTBO HAJA APYTUMU uUrpoKamu (Kuiaepsr) [13].
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B oTeuecTBeHHBIX MyOJUKAIIUAX dTa KOHIIENIUS IIOJydYuIa aKTUBHOE O0OCy:KIe-
HUe W HCIIOJb30BaHWe B cpele reimMausaiinepos?. Tumosoruss paccMOTpeHa B KHUIE
I0-Kaii Yoy «leiimuduiiupyii 9To: Kak CTHMYJIMPOBATh KJINEHTOB K IIOKYIIKE, a CO-
TPYIHUKOB — K paboTe» B KOHTEKCTe ero KoHIenuu okramausa (2022) [14].

Trunoaorus A. Drachen u ap., ocHOBaHa Ha OlleHKe ITOBeIeHUYeCKUX AelicTBUil (a(h-
(heKTUBHOCTh TPOXOKAEHUS UTPHI, ee MaKCHUMaJbHasd CKOPOCTh, MUHUMYM CMepTeil,
CKOPOCTh PeIlleHusi I'0JIOBOJIOMOK, I'0esib OT PYK BparoB) B KOHKpeTHOI urpe Tomb
Raider: Underworld (Pacxururenbpuuiia I'poouuir: Ilogsemuniii Mmup. Boigenensl ue-
THIPE THUIIA: BETEpPaHbI, pelraTenn, HarnuducTsl U panHepsl) [15]. Tumosmoruio MOKHO
WCIOJIb30BATh TOJBKO MJISI 9TOM WUTPHI, HO OHA HIPUMEP HCIIOJb30BAHUA UI'POBBIX IAH-
HBIX O JeficTBUAX (IOBeIeHNN) UrPOKA B MOHUMAHUU ero JUUYHOCTHU U JJIA APYTUX UTD.

J. Hamari. u V. Lehdonvirta. npeajo:Xuimn IByXMeEpHYIO CEerMEHTAIINI0, CBA3aH-
HYI0 C AUB3AafHOM UTPHI. TUMOJOTMUECKUMU ITapaMeTpaMU OIIpelesieHbI IIPeIaHHOCTD
Urpe U CTpeMJeHUe K IMporpeccuu (IOCTUKEHUAM) — BePTUKAJIbHAS 0Chb; TOPU30HTAIb-
HBIIT KOMIIOHEHT BKJIIOUAET Pa3JIMUYHbIe KJIACChl aBaTapoB (BOWH, BOJIIEOHNK, Ky3HEI[ 1
ap.) [16]. B urpax c¢ mporpeccueii MapKepaMu JUYHOCTHU TreiiMepa SABJIAIOTCA AeNCTBUS
WIPOKA U MPEANOYNTAEMAS POJIb. OTH KOMIIOHEHTHI YKA3hIBAIOT HA BO3MOYKHOCTD IICH-
XOJIOTUUECKOI TpaHchopManuy IIOBeJeHus UTPOKa U ero obpasa (aBarapa).

B uccnegopanuu F-C.Tseng cermeHTamus Jo0uTeseil oHJaliH urp 6asmpoBajiach
Ha OBYX MOTHBAIIMOHHBLIX (PaKTOpax — IOTPEOHOCTH B MCCIENOBAHUU U B JOMUHU-
posauuu. Ha ocuoBe gaxroproro amanmsa F-C.Tseng BbIfeansJ Ha TPU TPYHObI UTPO-
KOB: arpPeCCUBHBIX, COIMANbHBIX 1 HeaKTUBHEBIX [17]. [loHuMaHune, KaKyio MOTPeOHOCTD
YIOBJIETBOPSAET UT'PA, MOKET IIPUMEHATHCA Ipu paboTe ¢ ee pycTpamuei.

L.S. Whang u G. Chang BeIfeJIMIN THUOBI COIMAJLHOIO B3aMMOIEHCTBUA UTI'POKOB
B MMO. OHu pasgenuiu UTPOKOB HA TPU TUIA: OPUEHTUPOBAHHBIX HA OAUHOYECTBO
(urpa Kak IpOCTPAHCTBO JIMUHOI CBOOOBI), COOOIIECTBO (IIEHHOCTH COIIMAJIBLHOTO MUPA
UTP) U «UTPOKOB BHE PeaJbHOTO Mupa» (Urpa KaK Apyras Bepcus KU3HU). ABTOPHI
OPUXOAUT K BBIBOAY, UTO MUDP OHJAWH-UTD HE MMeeT a0COJIOTHOU XapaKTepPUCTUKU,
obpas KuM3HU UTPOKa, a He caMa WUIPa, SABJAETCA KJIOUEeBBIM (haKTOPOM IOBEIEHUS
WTPOKOB U WX YYBCTBA ofmHOUYecTBa mau obirHocTu [18]. B ompemesnenHom mepe, sTa
TUIOJIOTUS PeIllaeT 3aJauy OIpeneseHns B3AUMHOIO BIUSHUSA UTIPHl M UT'DOKA HA IIPO-
THO3 IIOBeIeHUsA JUYHOCTU B PeaJbHOM MUpeE.

H. Vlu mpoBeJ cepuIo MCCIeJOBAHU C IeIbI0 CO3AHMA SMIMPUIECKOH MOJEIN THIIO-
Jornu urpoka 8 MMOPIIT' (MaccoBble MHOI'OIOJIB30BATEILCKIE POJIEBLIE OHJIAMH-UTPHI)®
[19, 20]. Odnxsa c6opa maHHBIX KCHOJb30BaNUCh ncuxorunsl P. Baptiaa. B utore cepwmii
axTopHOTO aHamM3a OBLIN BBIAEJEHBI TP MOTHBAIIUU: TOCTUKEHUS, COIMAIbHbBIE (haK-
Topel U morpy:keHue [19]. BaxkHO oTMeTUTBH, UTO (haKTOpP MOTPY)KEHWE B UTPOBON MUP
BBICTYIIAJI BeAyIlleil MOTHUBAIIMEH IJid AaKTUBHOM UTPbBI, UTO OTJUYAET TY TUIOJOTHUIO OT
IPYTUX W YCUJIUBAET €€ ICUXOJOTUUECKYIO COCTABJSIONIYIO, B TOM YHCJE B KOHTEKCTE
MCCJIeJOBAHUI «COCTOSTHMUS MOTOKa» (Muxait HnkceHTMUXaii) B UTPOBOM IIpoIlecce.

B 2006 r. H. u paspa6oran onpocaur morusanuu urpsl 8 MMOPIIT, kKoTopsril mmo-
3BOJIAET OIEHUTDH CTEIIeHb BBIPAKEHHOCTH BBIZIEJIEHHBIX UM (haKTOpoB. ONPOCHUK agamTu-
poBan H.B. Borauesoii u ap. B 2021 r. ABTOpPHI CTAaThU O afJalTaAIllMA CUUTAIOT, MOIENb
urposoit moruBanuu H. Mu Gosee rubkoit, uem Tumosoruio P. Bapria, Tak Kax oHa IIo-
3BOJISIET COCTABJATHh MHAMBUAYAJIbHBIE MOTHUBAIMOHHBIE TTpoduan reiimepos [21].

B KouTekcTe mpobJieM «BHUIEOUTpPa-TeiiMep-IIPaKTUKO-OPUEeHTUPOBAHHASA IICUX0JIO-
Tusi» OCOOBIN MHTEpeC IpeACTaBJIsAET cerMeHTanus reiimepos S. Tisseron.

? Ilcuxorunel Bapria wu 6GamancupoBka aymutopum. URL: https://habr.com/ru/companies/vk/
articles/263839.

3 Facets: 5 Motivation Factors for Why People Play MMORPG's. URL: http://www.nickyee.com/
facets/home.html.
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Serge Tisseron! — QpaHIly3CKU# ICUXOAHAIUTUK U IICUXUATP, JOKTOP huaocodhuu
B oOsacTu mcuxoJjoruu, mpodeccop Ilapu:kckoro yHuBepcurera Henu J[uapo, uiaeH
IeHTPAa MCUX0aHAJTUTUUECKUX UCCIeIOBAHUN, MEAUIINHBI U 00IecTBa npu IlapuiKcKoM
yuuBepcuretre (CRPMS).

B ocHOBe ero THIIOJOTMUYECKOr0 MOAXOJa ABEe MOIEeJU B3aUMOAENCTBUS B BUIEOU-
rpax — CeHCOMOTOpHAasa W HappaTuBHadA (omucaubl B pame pabor S. Tisseron, B Tom
yucye B coaBropere ¢ D. Khayat [22].

1. CeHcoMOTOpHBIE B3aMMOJENCTBUSA XapaKTEPU3YIOTCA CTPEeMJIeHUEM K OCTPHIM
OIYIIeHNAM, MePBUYHOCTHIO SMOITMOHAJbHBLIX IepPeKUBAaHUI, Ba’KHOCTHIO BIleUaTJe-
HUU OT UTPOBOTO IIPOIECCA, CTEPEOTUIHOCTHIO ABUTATENLHBIX PEaKIMM U UX CKOPO-
CThI0O. B TakoM «CTHUMYJ-peakKTUBHOM» B3aWMOJENCTBUE IIOBECTBOBATEJbHBIA CIOMKET
OTCYTCTBYET WJIU SBJISETCSI BTOPUUHBIM.

2. B mHappaTuBHOM (5MOIIMOHAJIBbHO-IIOBECTBOBATEIHHOM) B3aWMOJENCTBUU IIOUCK
BIIEUATJIEHUII OT MIPOBOTO IIpOllecca He TaK BaskeH, a CKOPOCTh PeaKIuu He 00s3a-
TeJbHA: UTPOK pedeKCUPyeT, Mperxkae ueM AelicTBOBATh. llepekmBaeMble SMOIUU U
MOTHBBI CJIOMKHBI, BKJIIOUAIOT UACHTU(PUKAIINIO U comepeskuBanme [Tam sxe]. CorysacHo
S. Tisseron, BUeOUTpPHI, BKIIOYAIOIINE SMOIINOHAIHLHO-TIOBECTBOBATEILHOE B3aUMO/IeTi-
cTBUE, 00JIee TIOSUTUBHBI AJIA JUUYHOCTH UTrpoka [22; 23].

BaxHO TOAUEPKHYTh, CEHCOMOTOPHBIE B3aNMOIEHCTBUS CTAHOBATCS MCKJIIOUNTEh-
HBIMHU B UTPaX, CIOCOOCTBYIOIIUX PA3BUTHUIO MATOJOTUUYECKUX U3MEHEHUMN. ITO CBA3AHO
C «OJWHOYHBIM» XapaKTepOM HUIPHI, JOMUHUPOBAHUEM CTUMYJI-PEAKTUBHBIX dMOIIMO-
HAJBHBIX U IIOBEJIEHUYECKUX Mojeseil, M30bITOUHBIM XapaKTepOM UTPOBOM aKTHUBHOCTH,
U B I€JIOM, aAAUKTUBHON UTPOBOI BUPTYaJbHOI opumeHTamuei [24].

Taxske M3 McCCIeSOBAaHWII aBTOPA MOMKHO MHPEAIIOJNOMKUTb, YTO B3aWMOAEHCTBUS
C UTPOBOY CpeJoil CBSABAHO C BO3PACTHBIMU KpuamcaMu. IIpm cCIIOKHOCTAX Kpuauca
€CTh PUCK HCIIOJb30BAaHUA KOMIbIOTEpA W BULEOUTPHI, KAK «IPUBUJIETHPOBAHHOTO
mapTHepa AJA B3aUMOJeUCcTBUSA» . TaKue OTHOIIIEHWA aBTOP CPABHUBAET C B3aUMOeli-
cTBUEeM peb0eHKa CO «3HAUMMBIM B3POCJILIM» B II€PBBIE MECAIbl KU3HU, HAa3bIBad 9TO
«nudpoBoil nuanxoii» [Tam xke]. HeraTuBHbIe mocjenCcTBUA 9TON «Iu(GpPOBON AUAIBI»,
B 3HAUUTEJBbHOU Mepe OIpPeAesdioT ITOJIOC MCCAeNOBAHUNM BIAUSHUA KOMIIBIOTEPHBIX
UTp Ha PasBUTHE JUYHOCTHU, IICUXOJOTUYECKUX (M KJIMHUUYECKUX) ITOCJIEeJCTBUI ee
«nUPPOBU3AITUL» .

ABTOp ToOAUEepPKMBAET BO3MOYKHOCTH IIOCTPOEHUS HAPPATUBHON HAEHTHUUYHOCTH B
urpoBoM mpoiiecce. [lcuxorepaneBTUYeCKaA COCTABJIAIOINIAA dTOTO IIPOIlECcca BKJIIOUAET
MOOIIpeHre pedIeKCUBHON MO3UI[MK CTAThL 3PUTENSAMU CBOUX COOCTBEHHBIX AeMCTBUIL
B UTpe, KaK CIIoco0e IMO3HAaKOMUTHLCA M3BHE CO 3PUTEIbCKOII YCTaHOBKOM, «B Hamexnie,
YTO 3TO NPUOJUBUT €T0 K MOMEHTY, KOT/Jla OH COTJIACUTCS CTATh 3PUTEJIEeM TPaBMUPYIO-
X BHYTPEHHUX PEIpPe3eHTallil, KOTOPhIE O CUX IIOP OCTABAJNCH BHE €r0 COBHAHUA »
[Tam xe]. BaskHO MOAUYEPKHYTH, BKJIIOUEHNE UTPOKA B IIO3UIIUIO «3PUTEJIA TPABMUPY-
IOITEeTO COOBITUS» TPeAIoaraeT, UYTO TepaleBT XOPOIIo 3HAKOM C BUAEOUTPAMU, UTOOLI
COTIPOBOJKAATh UTPOKA HA MYTU KOHCTPYUPOBAHUSA CMBICJIA BHYTPU UTPHI, IPEXKIe UYeM
IPUCTYHATh K BOIIPOCY O CMBICJIaX BHE UTDHI.

B metaamanmuTudeckoMm uccaemoBanuu L. Kolek u np, aBTOpHI TIOKa3ain, YTO Happa-
TUBHBIE BUAEOUTPHI CIIOCOOHBI BIUATL Ha ped)IeKCUBHOE OTHOIIEHNE UTPOKOB K HUIPO-
BBIM TeMaM U (DOPMUPOBATH IIPEJCTaBIeHe UTPOKa 00 OKPYyIKaloIeil peaabHOCTH [25].

A. Oswald, C. Prorock, S.M. Murphy paccMoTpesi TUNI B3aUMOAENCTBUSI C TOUKU
3peHUus KJIMHUYECKOUN MCUXOJOTruMu. Bumeourpa mpeAcTaBieHa Kak AWHaAMUYHAS (GOp-
Ma MHTEePAaKTHUBHOCTEH, XapaKTep KOTOPBIX OIpeessieT HCIIOJb30BaHUE BUAEOUTD U
KOJIMYECTBO 3aTPAuMBaeMOT'0 BPEMEHHM C YUYETOM KaK OIAaCHOCTU, TaK U TOJIE3HOCTH

4 «Serge Tisseron». URL: https://sergetisseron.com.
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BUAEOUTP. ABTOpPaMU BBIABJIEHO, UTO BUAEOUTPA IIO3BOJISET IIPEON0JIeBAaTh CTPece, pe-
TyJINPOBATH dMOIUHU (CTPaX, TPEBOTY) U MIPUMEPATH Ha cedA PoJb B3pocabix [26].

BaxxHO, UTO BUAEOUTPHI IIPEICTABIAIOT ITPOCTPAHCTBO, B KOTOPOM UTPOKH MOTYT
«9KCIEePUMEHTHUPOBATh» C PA3JUUHBIMHU BHUAAMU WHTEPAKIINI, BRIOMPATHL MEXKAY pas-
JUYHBIMU ()OPMaMU BO3MOIKHOTO B3aMMOJENCTBUA U, TAKUM 00pPasoM, JeKOHCTPYUPO-
BaTh HAPPATUB UTPHI U KU3HEHHBIX CUTYaI[UM.

S. Tisseron u D. Khayat paspatoranu onpocHUK, N3MEePAIOIINIA BHIPAKEeHHOCTE CeH-
COMOTOPHBIX U SMOIIMOHAJbHO-HAPPATUBHBLIX BaauMogeictTBuii [22]. Ha mamr Baruaan,
aanTanus OMPOCHUKA IPEACTABIAETCA BaKHBIM AJIA PACIINPEHUA AUATHOCTUKU JIUY-
HOCTY UTPOKa. B ITKaJy CEHCOMOTOPHOTO B3aMMOIEMCTBUA BKJIOUEHbBI: CUJIbHAA IPU-
BABAHHOCTh K KOMIIBIOTEPY; IIOMCK BMOIHMII; «Iepe:KuBaHue a()(PeKTUBHON HACTPOII-
KW»; UAeaausanus UTPOBOTO IIpollecca. JMOIMOHAJIbLHO-HAPPATHUBHEIE IIKAJIbI TECTa
BKJIIOUAIOT: IIOWCK YOOBOJBCTBUA (BO3MOMKHO CaMOpeaim3aliid); CUMBOJIUYECKOE WC-
[M0JIb30BaHUE UTPhI; CAMOUAEHTU(DUKAIIUA C UTPOBBIM aBaTAPOM

L.E. Nacke u ap. paspaborana Tumojorndeckas mogeab BrainHex («ItecTurpaHHuK
aMoIUii»). BhizeseHo ceMb apXeTUNOB, OMMCAHHBIX B COOTBETCTBUU ¢ Momeabio MBTI
(YPOBHU PaMOHAJIBHOCTY /UPPALMOHAIBHOCTH; JIOTUKY/3TUKN; CEHCOPUKY /UHTYUIIUN;
aKcTpaBepcuu/unHTpoBepcun): Mckarenu (Seeker), Bopisl 3a BeiRHBanme (Survivor),
Copsurogossl (Daredevil, PykoBogutens (Mastermind), 3aBoeBarenn (Conqueror), Co-
muanbiuky (Socializer), Hocturaropsr (Achiever) [27].

Tumnosorus He IpUBA3aHA KOHKPETHOII UT'Pe, UMeeT NUATHOCTUUECKU MHCTPYMEH-
Tapuil IJisd OIEeHKW AOMUHAHTHOTO M BTOPUUYHOIO apPXEeTUIOB WMHAWBUAA II0 MOMAEJU
«IIIECTUTPAHHUK 9MOIUIT», padpaboTanublii u anpobupoBanubiii M. Busch u ap. [28].

Ha ocmose BrainHex mpoBefeH psjn sMINPUUECKUX IHCCIETOBAHUNA B3aMMOCBSI3U
JMYHOCTHBIX UEePT C apxeTuramMu UrpokoB. Hampumep, B mcciaemopanuu R. Mailok u
COABT.BBISBJIEHO, UTO MaJbUUKU U AeBOUKU (8—10 jeT) uaire BpIOMpAIM UTPHI, OPUEH-
TUPOBAHHBIE HA apXUTUNBI JlocTuTraTop (B UTpax, B KOTOPHIX IMOJb30BATEIN CTPEMATCS
HabpaTh KaK MOKHO 60JibIlie 04KOB), CopBUTOJI0BA (B UTPaxX, KOTOPHIE SABJIAIOTCA OUEHbD
cao:xkuaBIMU) [29]. B menom, tunonorua BrainHex mpencrasiseTr yao6HY0 MOAENb CO3-
ITaHUA TeNMU(PUKAIIMOHHBIX ITPOEKTOB B Pa3HBIX cdepax.

Aprop tunosorunm «I'excama» (Hexad gaming typology) Aunmsxeir MapueBcKu —
paspaboTYMK W 9KCIEePT B o0JacTu reiMuduKaiuy, B YACTHOCTH MeXaHUK reiMudu-
karnuu. B 2015 r. on onyoaukoBaa kHuUTYy «Even Ninja Monkeys Like to Play» (Haxxe
00e3bAHKU-HUHAB3A JIO0AT UrpaTh), B KOTOPOI IPEIJIOKUJI MOJAENb TUIIOB UT'POKOB,
OCHOBaHHYIO HA BHYTPeHHeN MoTuBaluu. THUIIOJOTUS OCHOBAH HA ABYX IICHXOJIOTHYE-
CKUX KOHIIENIUAX — wHepapxXxuu morpedHocTeii Maciaoy, Teopuu camMoIeTepMUHAIIUU
(OaBapx JI. Ilecu, Puuapmg M. Paitan). Ilo moMuHUpPYyIOieii MOTUBAIIUU BBIAEJIEHBI
OCHOBHBIE IIIECTh TUIIOB UT'POKOB: «CBOOOMHBIN AyxXoMm»; «Urpok»; «CoiuanusaTop»;
«[docrurarenb»; «ByHTaph»; «Pumantpon» [30].

G.F. Tondello u gp. paspaboTanm OMPOCHUK MJA OIEHKM THUIIOB II0Jb30BaTesei
Hexad [31; 32]. Tumosorusa A. MapueBCKM MOJYyUYNJIA SMINPUUIECKOE OOOCHOBAHME [JIs
MIePCOHATUBUPOAHHOTO UT'POBOr0 AM3aiiHA U B O0BACHEHUU IMPEAIOUYTEeHUS JJIEMEHTOB
reiimupukranuu B pabore S. Hallifax [33].

BriBoasl
B coBpemenHOM Iu(GPOBOM IIPOCTPAHCTBE MHAYCTPUU UTD, MCCJETOBaAHIE Terimepa
BKJIIOUEHO B OOIIYIO0 CHCTeMY MapPKETHUHTOBBLIX IIPOEKTOB. AKTHBU3aIUsa B IOCJETHUE
30 jer m3yueHHS JUYHOCTU TeiiMepa, ero ImoTpebHOCTel, IICUXOJOTUYECKOTO U JIMU-
HOCTHOTO IPO(MUJISA B 3BHAUUTEJHHON Mepe CTUMYJIUPOBAHO 3aJjauyaMu OU3Heca - IIPOIBU-
JKEeHUS UTPOBBIX TEXHOJIOTUII B HEUTPOBBLIE CeTMEHTHI (reMUPUKAIMOHHBIN TU3aiiH)
TIICUXOJIOTUY YIpPaBJIeHUs, 00pa3oBaHUA, IICUXOJOTUU U AP.
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Tor (akT, YTO IIepBas TUIIOJOTHUS reifiMepa cos3maHa pasdpaboTunkom urpsl P. Baprt-
JIOM, OIPeJeInja ee dIMINPUUECKUN XapaKTep, COOTHECEHHOCTh IICUXOTHUIIA TeiiMepa C
JKaHPOM WIPHI, UTPOBOI cTuMmyJsAnueii. Tunosorud reiimepa, Kak IICUXOJIOTMUYECKA
MOJeb, MOKET OBITH MCIIOJb30BAaHA B CJIENYIONNX I[EJIAX:

— KaK AMarHOCTUYECKUHN MHCTPYMEHT IICUXOJIOTMYECKOr0 U3yUeHns JUUHOCTH refiMmepa
B KOHTEKCTE IITUPOKOTO CIEeKTpa MPo0JeM ITO3UTUBHOTO U HeTaTUBHOTO BINSHUSA BUIEOUTD;

— KaK AMAarHOCTHUUYECKUH STall IPOIlecca ICUXOJIOTUUYECKON MHOMOIIU JIMUHOCTH C
HUCTIOJIb30BAHUEM UTPOBBIX TEXHOJIOTHUI;

— B yrayb6JieHUU Tpollecca UTPOBOI IICUXOTEepalni U UTPOBOTO KOHCYJIbTUPOBAHUSI.
TunonsoruuecKkuii moaxoa K KJANEHTY II03BOJIIET YTOUHUTHL BOSMOXKHOCTY UTPOBOH Tepa-
MUY, BBIAEJUTH BeAYIIYIO HOTPEOHOCTh, MOTUBAIIMOHHBIN IPOMUIE reiiMepa, YBUAETD B
UTPe MTPOEKITNI0 TIICUXOJOTUYECKOH TPO00JIeMbI;

— B WCIIOJIb30BAHUU TUIIOJOTUH (HampuMmep, «['ekcama) B refiMmudmranmm pasamd-
HBIX cep (HampuMep, aKTUBUBAIIY UTPOBOTO KOHTEHTAa B 00pa3oBaTeJIbHBIX MIPOEKTaX
HOJITOTOBKY IICUXOJIOTOB).

Crenyer TOAUEPKHYTh BO3MOYKHOCTH BUIEOUTPHI KaK IIPOCTPAHCTBA «9KCIIEPUMEH-
TUPOBAHUA» C PABJIMUHLIMU BUJAMU WHTEPAKIINI, KaK crtocoba 9KCTepHAIU3aIuN IPO-
6JieMBbl U TEeKOHCTPYKImu HappaTtua (M. Yaur).
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