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Pesiome

[IpencraBnenuslil TEKCT sABIsIETCST TPpooJKenneM cratbn «Bupryanbusie Mmupst MMORPG:
Yactp 1. Onpenenenue, onucanue, KaaccuGuKanmst» 1 paCKPbIBAET MCUXOJIOTHUECKHUE ACTIEKTDI
COIMAJIBHO aKTUBHOW (POPMBI IOMAIITHETO JIOCYTa B3POCJBIX U MOXKHJIBIX JIIO/IEil — aBaTap-oIo-
CPe/IoOBAHHOIT HEUTPOBOII COBMECTHOI /I€SITEILHOCTH B BUPTYAJIbHBIX MUPAX PA3BJIEKATEIBHOTO
HasHaueHUs1. PacCMOTPEHbI XapaKTepHble 0COOEHHOCTH aBaTap-0IIOCPENOBAHHbBIX JPYKECKUX U
POMaHTHYECKUX OTHOIIEHUI B BUPTYAJbHBIX MHUPAX, TIO3UTUBHBIE OTJIUYUS aBaTAP-ONOCPENO-
BaHHBIX JAPYKECKUX KOMIaHWii, a Takke cBoiictBernoe MMORPG (anen. massive multiplayer
online role-play games) cocrosiine rpymmooro moroka (group flow). Ipynmossie passiedenust B
MMORPG npescraBistior coboil BUPTyaabHbIE aHAJOTH HKCTPEMATLHOTO TYPU3Ma, TPeOyIoTie
KOODJMHUPOBAHHON JIeITETBHOCTH B COBMECTHOM ITPOTUBOCTOSIHUY OMACHOCTSIM, TIPOBOIUPYSI
posiBJieHNe TTyOMHHBIX HPABCTBEHHBIX KadecTB. llociesHee criocobCTBYeT POCTY HOBEPUS U
YKPETIeHUIO MEeKTUIHOCTHBIX cBsi3eil. /[ pyxkeckne kommanuu B MM ORPG sBrstioTest xoporreit
AJIBTEPHATUBON KOMITAHUSIM <JIUIIOM K JIMILY» OJarogapsi JIErKocTu c6opa, 4acTOMY BXOXKIEHHIO
B MHIMBU/YAJIbHOE U TPYIIIIOBOE COCTOSIHUE MOTOKA M HAJIMYIIO OOJIBIIIOTO aCCOPTUMEHTA IPYTI-
MOBBIX pa3BiIeueHnil. ABaTap-0moCpeIoBaHHAs eI TEIbHOCTD TIPOUCXOINT B YCIOBUX (husuyde-
ckoro komdopra, HU3KOH (U3NUECKON YyTOMIIAEMOCTH U aHOHIMMHOCTH, UTO JIeJIaeT ee Kpaiine
MPUBJIEKATETBHON JIJIST JIIO/IEN € OrpaHMYeHHBIMU BO3MOKHOCTSIMU 3710poBbst (OB3). /locyr B
Bupryanrbubix Mupax MM ORPG 3amertaet takyio acoruaabHyio GopMy TOMAITHETO [OCYTa, KaK
[IPOCMOTP TEJIEBU3UOHHBIX TIPOTPAMM U XY/IOKECTBEHHBIX (QHIBMOB, IeCEHCUOUIUZUPYET BO3-
JieficTBIE 11eJI0T0 Psijia hoOUIECKUX paspaskuTesiell (BbICOTbI, TEMHOTDI, OTHSI, BOJIBI, 3aMKHY THIX
MOMEIIEeHHIT, OTKPBITBIX TPOCTPAHCTB, PA3HOOOPA3HOIl JKUBHOCTH U T.IL.), obnazaer sadderrom
00e360JBaHIIsI, OCJIA0JSIET JEMPECCHIO, MOKET UCIOJb30BATHCS B KAYeCTBE MaJIMATHBHOTO
cpencrBa. [lokazana BO3MOKHOCTD 11€JI€HANTPABIEHHOTO TPUMEHEHHST TAKOTO JI0CYTa IS YIIyd-
IIEHVST KA9eCTBA )KU3HU COLUAIBHO YSI3BUMBIX TPYIIN HACEJEHUSI.

Kmouessle cioBa: Buptyanbabie Mupbl, MMORPG, nckyccTBennas peaTbHOCTb, BUPTyalbHast
PeasbHOCTb, aBaTapP-0MOCPEIOBAHHBIE B3AUMOIEHCTBHSI.
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CyObeKTHBHOE 0JIaronoIyyne

13 Beex GJrar HaM MUJIee BCETO TO, 4TO
MPUHSITO HAa3bIBATh CYACTHEM WJIH CyOb-
eKTUBHBIM OuaronosydneM. CyacTtbe
BOCIIPUHUMAETCs Kak HauboJiee Baxk-
HOE Ka4eCTBO JKU3HM, O0ojiee 3HAUNMOE,
YeM MaTepUaJbHBIN /OCTATOK, CEKCY-
aJbHAs Y/I0BJIETBOPEHHOCTD UK (pU3N-
YyecKoe 3710poBbe. Perraoree BausHmIE
Ha YPOBEHb CyOBEKTUBHOTO OGJIArOIo-
JIyYns OKa3bIBAET COCTOSTHUE COTHATH-
HBIX U MEKJIMYHOCTHBIX OTHOIIEHWH.
PomanTtuueckast i060Bb, CEKCyaTbHOE
MapTHEPCTBO, /PY’KeCcKass KOMITAHUS U
CEeMEUHBIN KPYT SBJSIOTCS TJIABHBIMU
UCTOYHUKAME PAJOCTU U MHCTPYMEH-
TaMU MOJJEePKAHUS TCUXUIECKOTO
3nopoBbs. Ilo muenmio Maiikma Ap-
raiijia, OJ{HOTO U3 HanboJiee U3BECTHBIX
CHEeNUANUCTOB  T0  TICUXOJIOTHH
CYACTDBS, <«He UCKAI0UeHO, Ymo OHU
(coyuanvruvie ommowenus. — C.b.) —
eOUHCMBEHHO  BANCHLLIL  UCTOUHUK
cuacmosi» (Apraiin, 2003).

SHAYNTETHHBIN POCT MaTePHATbHO-
ro 6marococrosinus skureseii CIITA B
TedeHue TMOCJEJHUX TSATUIECSITU JIET,
yBeJTMYEHNEe CPEIHEH MPOJOJIKUTETh-
HOCTU KU3HH, yJIydIlIeHNe IKOJOTHIe-
CKOI1 OOCTAaHOBKM M CHIJKEHUE Ipe-
CTYITHOCTH HE TTPUBEJU K TIOBBIIEHUIO
yposhsi cuactbsi (Easterbrook, 2003).
Poct marepuasbHOro OJIaromosrydust
MOCTUH/LYCTPUATBHOTO 00OIIECTBa CO-
TTPOBOXKAAJICA OHOBPEMEHHBIM TIajie-
HUEM YPOBHsI OJIATOIOJIYYHsT COIHAIb-
HOTO.

Herarusnbie 1ocsencTBust ypoaHu-
3allii U YPE3MEPHOT0 YBJIEYEHUS
myasTumennitasivu CMUW npuBesn
ocyabJIeHWI0  COIMaJbHbBIX CBsSI3€H,
COKPAIIEHUTIO BPEMEHH OOIIEHUsT MeXK-
Iy 4JeHaMU CEMBbH, JIPY3bsSIMU U cOCe-
namu (Putnam, 2000). PagukamnbhHo

BO3POCJIO KOJMYECTBO JIO/IEH, MOIBEP-
JKEHHBIX TaKUM TICHUXUYECKUM pac-
CTPOMCTBaM, KaK XPOHUYECKOE OJIMHO-
4eCTBO, JIETPECCHsT W COIMAIbHasT Tpe-
BoxxrocTh (Easterbrook, 2003).

Omuum u3 Hanbojiee 3HAYMMBIX
HEeraTUBHBIX MOCIEACTBHII MIMPOKOIO
pacpocTpaHeHust yBI€YeHHOCTH TeJre-
BU3MOHHBIMU TIepeadyaMy CTalo HC-
Ye3HOBEHHUE KYJIBTYPhI He(OPMaTbHBIX
BeJIMKOBO3pacTHbIX TycoBok (Olden-
burg, 1999). Ilociextue cobupaauch
Ha TEPPUTOPHUSIX JBOPOBBIX IIOMIA/IOK,
KHUKHBIX MarasmHoB, OUOJIUOTEK,
Kade, MMBHBIX U SIBJISLIACH, 10 MHEHUTO
Past OsbieHOypra, CBSIBYIOMIMMHU TOY-
KaM# MeCTeYKOBOTO connyma. VIMeHHo
31ech (hOPMHUPOBAJIOCH YYBCTBO TIPH-
HAJJIEKHOCTH K COOOIIECTBY JKHUTEelt
JIAHHOTO paiioHa. 37ech CO3/aBaJNCh
6JIArOTIPUSITHBIE YCJIOBUS TSI (OPMU-
pPOBaHMS U YKPEIUIEHHUS] COIUATbHBIX
CBsI3€i, Pa3BUTHUSI IPY/KECKUX OTHOIIIE-
HUIL. 3/1eCh MOKHO OBLIO PaccJabuThCst
U OTKJIIOYUTHCSI OT CEMENHBIX MJIN TTPO-
MU3BOJACTBEHHBIX MPOOJIEM, YyBCTBYS
IIpU 9TOM ce0sT Kak JIoMa.

[TpuBJIEKATETHHOCTD COIUATBHBIX
KOMIIBIOTEPHBIX CeTell BO MHOTOM
00ycyioB/IeHa UX CIOCOOHOCTBIO XOTSI
ObI OTYACTH BOCIIOJHHUTH 9Ty yTpary.
OnHako c¢ 6GoJblieil MOJHOTOW 3TH
(DYHKIIMU BBITTOJHSIOT BUPTYyasbHbIE
MHUPbBI KaK pPa3BJIeKaTeJbHOTrO, TaK W
obmero HasuaueHust (Steinkuehler,
Williams, 2006; Riva et al., 2012).

Boicokuii ypoBeHb CYyOBEKTUBHOTO
Gsraromnosyurst Tpedyer yaoBIeTBOPEH-
HOCTH aKTyaJbHbIX 6a30BBIX TOTPEOHO-
CTEH, PeryJsipHOTO OILYIEHUST PaJOCTH
1 yIOBOJBbCTBUSA. BaskHeimuMm daxTo-
POM JUJIST  JOCTUKEHUSI TaKOTO CO-
CTOSTHUS SIBJISICTCSI HAJTYIE CEMEHHOTO
Kpyra ¥ JIPY’KECKOH KOMIIAHUU
(Apraiin, 2003).
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Ei1ite HeCKOJIBKO JIeCSTUIIETHI HA3A/T
eIMHCTBEHHON (opMoil cHopa TaKkux
KOMITAHU JIJIsT COBMECTHOW ITpPe/IMeT-
HO-MaHUTTYJISITUBHON JI€ATETHHOCTH
SABJISIJINCH BCTPEYW JIUIOM K JIHILY
(face-to-face, F2F). Ho BO3MOKHOCTH
Jofeil coOMpaTbest JUIOM K JIUILY
3aBUCST OT UX MOOMJIbHOCTH 1 (husnye-
CKOIl yIaleHHOCTH OT MecTa cHopa.
Vxyaiienue cnocoOHOCTH K TMepe/By-
JKEHWTO B CUJIY BO3PAcTa, WHBATHMIHO-
CTH WJIM WHBIX IPUYHH JI€JIAeT BCTPEUn
GoJiee PEJKMMU ¥ MOKET MPUBECTH K
pacrajy KOMIaHUH.

[MosiBsenre MHOTOTIOJB30BATEb-
CKUX BUPTYAJbHBIX CPell U BUPTYaIb-
HBIX MUPOB OTKPBLIO MPUHIUITAAIBHO
HOBBIN C110CO0 CO3aHMsI, OPraHU3aTIH
U TIO/IZIEPIKKU CEMEWHBIX U IPYsKECKIX
kommanuii (Castronova, 2006; Schroe-
der, 2011). Ob6muienne u coB™mecTHas
JEeSITETHHOCTD B 3TUX KOMIIAHUSIX TIPO-
UCXOJIUT B PEsKUME «aBaTap K aBaTapy»
(avatar-to-avatar, A2A)".

BoamoskHocTr aBatap-orocpeioBaH-
HBIX KOMITAaHWIT MaKCUMAaJIbHO TIPUOJIN-
keubl K F2F-kommannsam kak B yactu
JOCTYITHBIX KAHATOB KOMMYHUKATIIH,
TaK W BUJIAX COBMECTHON JIeITETHHOCTH.
YsteHbl aBaTApP-OMOCPENTOBAHHON KOM-
MAaHUA OTYETJIMBO OIIYIIAI0T COBMECT-
HOE TeJIECHOE TIPUCYTCTBYE JIPYT ApyTra
Ha OJHOUW BUPTYaTbHOU TEPPUTOPUU.
A2A-xommanum cobMpaoTcs, Kak Tpa-
BUJIO, TIO3[THUM BEYEPOM B 4achl, 00bIY-
HO WCIOJb3yeMble Ui TPOCMOTPA
TesieBU3NOHHBIX Ttepenad (Tarng et al.,
2008). CoBMmecTHas medTeqbHOCTh B
BUPTYAJbHBIX CPellaX M MUPax JocTa-
TOYHO YaCTO BBI3BIBAET COCTOSHUE

notoka (Chang et al., 2011; Riva et al,,
2012) — UHTEHCUBHOTO NCTOYHUKA Pa-
nocTu U yaoBoJbCTBUS (YHUKCEHT-
muxaiin, 2011).

Jlpy*eckue KOMIIaHUH

YestoBEK — CYIIECTBO COIMATIBLHOE, U
GOJIBIITHCTBO €ro HA30BBIX MCUXOJIOTH-
4ecKuX MOTpeGHOCTEN TpebyeT HaImI st
cormyma. OO1meHne MeKIy YaeHaMu
COIIMyMa MOKeT TPOUCXOANTh Kak
HEIOCPEICTBEHHO JIMIIOM K JIMILY, TaK 1
yIaJeHHO, B TOM YHCJIe aBaTap-0rocpe-
JOBaHHBIM 00pa3oM. BaanmoseiicTaust
HOCPEACTBOM BHPTYaJIbHbBIX aBaTapoOB B
OTHOCHUTEJIbHO MEHbIIIEeN CTeNeHn OTIn-
YaAKOTCS OT B3aMMOJEICTBUI JIMIIOM K
JIVIILY, HESKEJTN OCTAJIbHBIE BUIBI CETEBBIX
ONOCPEIOBAaHHBIX  B3aMMOJICHCTBUIL.
ABarap-onocpeoBaHHOe 00IIeHUEe He
UCKJIIOYaeT HU TEKCTOBblE, HU ayauo-,
HY BUICOKAHAIBI OOIIEHUS, HO JOII0JI-
HSIET UX HeBepOalbHO KOMMYHUKAIIN-
eif, I3BIKOM TeJla aBaTapa, a TakKe BO3-
MOJKHOCTBIO COBMECTHOI IPeIMETHO-
MaHUITYJISTHBHON e TEJIbHOCTH.

Yyactue B JAPYKECKUX KOMITAHUSIX
cosjaer Kpaiine GJaronpusTHbIE YCJI0-
BUST LIS YIOBJIETBOPEHUS COIUATBHBIX
norpebHOCTEH, OOpeTeHUs] YyBCTBa
PajlocTH U YIOBOJILCTBUS, CMSITUCHUST
HEraTUBHOTO JEMCTBUS JUCTPECCOB,
OTKJIFOYEHHsI OT OBITOBBIX MPOOJEM 1
ceMelHbIX Heypsaaull. /Ipyskeckue KoM-
MaHUK OTJIMYAIOTCS UCKPEHHUMU, HMO-
[[MOHAJIBHO HACBIIEHHBIMU OTHOIIIE-
HUSAMHM M 3a4acTylo TIPUHOCAT JAaxe
GoJIbllIe PAJIOCTH, YeM HaXOXK/EHWe B
KPYTy CEMbH.

! ABaTap — AMCTAHIIMOHHO YIpPaBJsieMoe, KaKk MPaBIJIO, aHTPOIOMOP(MHOE NCKYCCTBEHHOE TeJo,

crocobHoe K IIpeAMETHO-MaHUITYJIATHBHbIM B3aMMOJICHCTBHUAM U IIpEeACTaBJIAOIIEE OllEpaTOpa B ya-

JIeHHOH (pusnyeckoil miin BUPTYaIbHOIL cpejie.
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[TosuTuBHBIE CUTHAJBI TIPU TPYIIIO-
BOM OOIIEHUN YCUJIUBAIOTCS, TOCKOJIb-
Ky KaK/bIii 4JieH JIpYy:KeCKOH KomIia-
HUW TTPUHUMAET CUTHAJIBI B CBOH a/ipec
Ccpasy OT HECKOJIbKMX OTIIpaBUTEEH
(Apraiin, 2003). Ipy3bst 6osiee cBOOO/I-
HbI B BepOAJIbHBIX TIO3UTUBHBIX MOCJIA-
HUSIX APYT ApyTy. OHM XBasisT, mogba-
PUBAIOT JPYr Apyra, 0OMEHUBAIOTCS
MmojlapKaMu, OKa3bIBAlOT MOMOIILb U
MO/IIEP/KKY B TPYAHON CUTYAITNN.

B uccienosanuy OpUTAHCKUX TICH-
XOJIOTOB MO CPAaBHUTEIHHOU OIleHKe
Pa3JIMUHBIX MCTOYHUKOB PAJOCTU U
VIIOBOJIBCTBUS B CPeJie CTYJIEHTOB Ha
[IEPBBIX MECTaX OKa3aJuch OOIEHUE C
npysbsiMmu — 36% U OILylleHue ycie-
xa — 16% (Scherer et al., 1986).
VinoBobcTBUS, 00yCIOBAEHHBIE (hu-
3UOJIOTUYECKUMU MPUYUHAMH, — OT
e/lbl, HATTUTKOB M CEKCA — COCTABJISIIOT
TOJIBKO 9%.

Ha pucynke 1 uzobpasken mpub/iu-
3UTENIBHON TpaduK 3aBUCUMOCTH 3MO-
IHOHATTBHOTO COCTOSTHUST JIUTI, HAXOJISI-
IIIUXCSI B OJINHOYECTBE, B KPYTY CEMbU U
B JpyKeckoil kommaunwu. Ipaduk
MmocTpoeH 1o AaHHbiM Puma Jlapcona
s Bo3pacTHbIX rpynmn 19-29, 30—41,
42-54, 55-69 u 70-85 mer (Larson,

1990; tut. mo: Apraiia, 2003). MoxHO
BUJIETH, YTO HAaUOOJIBbINAS TOTPEGHOCTD
B HAJIWYUU [JPYKECKOH KOMITaAHWH
XapakTepHa JUIsl JIolell B BO3pacTe OT
18 mo 29, a rakxke crapme 50 JerT.
C BO3pacToM  JIIOASIM ~ CTAaHOBUTCS
CJTOJKHEE 3aBOIUTD IPy3eil 1 cOOMPaTh-
cs B KoMmauuu. Takue ke TPYAHOCTH
ucmbIThIBAOT Jioan ¢ OB3.

ABatap-orocpeioBaHHble [pyIKe-
CKHe KOMITAaHUH B BUPTYaJbHBIX MUPaX
pasBJIeKaTeJbHOTO Ha3HAYEeHUS SIB-
JISTIOTCST 3aMEHOU OOBIYHBIM KOMIIa-
uusiM. Biraromapst aBatapaM morpyske-
HUE B BUPTYaJbHYIO CPeLy CO3/aeT
SIPKO BBIPa’KEHHOE YyBCTBO COBMECTHO-
'O IIPUCYTCTBUS Ha OJHON TEPPUTOPHH,
a olleHre MeXKLY JPY3bssMU OOBIYHO
[IPOUCXOJUT 4Yepe3 ToJOCOBOM yar.
BaskHENTITIM TOCTOMHCTBOM TAKHX KOM-
MAHUH SIBJISIETCST BO3MOYKHOCTH OBICTPO-
r0O U HeoOpeMEHHUTEIHHOTO cHopa.

Jluist BCTpEY B BUPTYaIbHOM MEPE He
TpebyeTcst TPaTUTh BPeMsl Ha IOUCK
MOMEIIEHNsI, TTPUBEJEHNE B IMOPSIIOK
BHEITHOCTH, Ha JIOPOTY K MecTy cbopa u
obpatHo. Kaxaplii yieH KOMIaHWK
omrytiaer cebst MAKCUMaJIbHO KOM(OPT-
HO, TOCKOJIbKY (DPU3UYECKI HAXOAUTCS Y
cebst joma. TeppuTOpUN BUPTYATbHBIX

Pucynox 1

3aBUCHMOCTD Cy6'bCKTI/IBHOI‘0 6JIaI‘0HOJIy‘{I/Iﬂ OT OKPYJ’K€HHs U BO3pacTa

B KOMNaHuw gpyaei
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MUPOB CO/IEPIKAT OTPOMHBIN ACCOPTHU-
MEHT Pa3HOOOPa3HBIX COBMECTHBIX
3aHATUN W pas3BiedeHuil. JTU pPas-
BJleUeHUsT He TPeOyroT (GU3NIecKoii
CHUJIBI U BBIHOCJHMBOCTHU, BCJIEICTBUE
yero poctynHbl s aui; ¢ OB3 u cra-
PHUKOB.

Buesanmble omacHble CUTyaluu
JAI0T BO3MOKHOCTH UJIEHAM TPYIIIIbI
HPOSIBJISITH  JIydlllie YeJIOBEeYeCKue
KadecTBa. IDTO YKpeIUsieT IpykOy,
[TOBBINIAET B3aUMHOE JIOBEPHE, JIeJIaeT
orHomeHus 6ojiee OGaU3KMMU. Bax-
HEWIUM JIOCTOUHCTBOM COBMECTHOI
KOOPJAMHUPOBAHHOW  JIEATETHHOCTU
NPY/KECKUX KOMITAHUN B BUPTYATbHBIX
MUpax SIBJISIETCSI JIEFKOCTb BXOJK/IECHUST
BCeil TPYNIbI B COCTOSTHWE MOTOKA.
Kpartkuit crimcok JOCTOMHCTB aBaTap-
OTIOCPEIOBAHHBIX KOMITAHUH BBITJISITUT
TaK: JezKocmo coopa; uacmoe 6x0xucoe-
Hue 6 cocmosnue Nomoxa; O0NbUOl
ACCOPMUMEHTN COBMECHBIX Pa3slede-
HULL; BO3MONCHOCTD NPOSIBIEHUSL IYUULUX
YCOBCUECKUX Kauecms; (Dusuueckuil
KOMDOPM U HUSKASL YMOMASLEMOCTD.

Takve KoOMIIaHUM, KaK MPABUJIO,
BKJIIOYAIOT JIFO/Iel 3HAKOMBIX 110 00bIY-
HOI >KU3HU: IpUsiTeiel, Apy3eil u poj-
crBeHHnKoB. B ompocax Mu (Yee,
2005b; Yee, 2006a) ot 70 xo 80% moJib-
soBareseil EverQuest coobuquin, 4to
BCTPEYAIOTCSI B BUPTYaJbHOM MUDE C
POJICTBEHHUKAMM, POMAHTUYECKUMU
apTHEPaMU M JIPY3bsIMU 110 OOBIYHOI
sxkuznu. Cpenu tex, KTo crapiie 35 Jier,
Takux MeHbie — 50% My>K4uH 1 37%
JKEeHIUH. B 2T0# Bo3pacTHON rpytIe ¢
YyjleHaMU CeMbU pasBiiekanuch 28%
MyskarH u 30% KEHIITIH, a ¢ POMAHTH-
YecKUM mapTHepoM — 17% My:KUUH U
50% sxentun (Yee, 2005b).

AHasornusble JaHHbIe, HO Oe3 geJie-
HUsI Ha BO3pACTHBbIE TPYIIIBI ObLIH
TOJIy4eHbl B OINPOCe MOJIb30BaTeJen

World of Warcraft, Bbimosnsenrom Vu ¢
kosteramu (Schiano et al., 2011).
Oxo10 50% myskunH u 60% KeHIIMH B
3TOM OIpOCE COOOIIMIN O TOM, YTO
npuobGpei, Mo KpaitHeil Mepe, OHOTO
Jpyra 1o OOBIYHOW JKU3HU, BCTPETHB-
TICH C HUM B 3TOM BUPTYaTbHOM MUPE.

B onpoce E. Koyn u M. I'puddurca
26% mousbzoBatesieit (23% MyKUuUH U
33% JKeHIH) COOOUIUIN O TOM, UYTO
Pa3BJIEKAIOTCS COBMECTHO C POJICTBEH-
HUKaAMU W JPY3bsIMHU 10 OOBIYHOI
xusnu. [Ipu aToM cpejiHee KOJUYECTBO
takux jpyseir cocraBuno 4.4 (Cole,
Griffiths, 2007). MoskHO mpeanoo-
JKUTD, U4TO Pasiuume ¢ JaHHpME Un
00yCJIOBJIEHO Pa3HOil (hOPMYIUPOBKOI
BOTIPOCOB.

Oxono 70% pecnionzientos Koyn u
Ipucdpcurca ormernnn, 4TO0 COBMECT-
weie pasBiedenns B MMORPG oxaza-
JIM TIOJIOKUTENbHOE BJIUSHUE HA WX
OTHOTIEHUST C JIPY3bsIMU POJICTBEHHU-
KaMH U TOJIbKO 2.5% OIEHUJIU 3TO
BJIMSTHUE KaK OTpUllaTesbHoe. Tpu yet-
BEPTU OMPOIIEHHBIX TPHOOpPETN B
MMORPG HoBbix apyseit. 3 Hux 37%
MYSKUUH 1 55 % JKEHIITITH BCTPEYATVCH C
OHJIAWH-/IPY3bSIMU JIUIIOM K JIUILY.

Ot 40 mo 46% peclOHIEHTOB B
onpocax Mu, Koyn u Tpuddurca cun-
TaloT ceTeBBIX Apy3eii B MMORPG
CPaBHUMBIMU WJTH JIAJKE JIYUTITUMU, €M
UX OOBIYHBIE, HECETEBbIC JPY3bsl.
Kaxaplii TpeTuii pecroHIeHT 006CyK-
Jajl C CETEeBLIMU MAPY3bSIMU TaKue
BOTIPOCHI, KOTOPbIe HE MOT JIOBEPUTH
CBOVIM HECETEBBIM JIPY3hSIM.

Jlpy:keckue OTHOIIEHUS] B BUPTY-
AMBLHBIX MUPAX OTJIUYAIOTCS JIOJITO-
cpouHocTbio. MccienoBanue mocies-
CTBUH  JIECSATUJETHETO  YBJIEYEHUS
MMORPG ¢ 1999 110 2009 1. toxasao,
YTO y MOJOBUHBI OMPOIIEHHBIX B BO3-
pacre ot 30 10 50 JIeT B TeYEHME 1ECATH
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JIET COXPAHSIINCH OTHOIIEHUST XOTSI Obl
¢ omuuM ceteBbIM npyroMm (Gotzen-
brucker, Kohl, 2009).

PomanTnueckue oTHONMIEHHUST

B monckax poMaHTHYeCKOW TTPUBH-
3aHHOCTU COBPEMEHHBIE JIIOJIN HE TOJTh-
KO BCTYHAIOT B CJy4ailHble CBS3H,
U3MEHSST CYNPyTraM, HO U CTAHOBSITCS
AKTUBHBIMU [TOJIb30BATEISIMU KOMITHIO-
TEPHBIX COIMATBHBIX CETEl, UIla MapT-
HEPOB /171 OTHOIIEHWH TI0 MepeTTCKe.
W3-3a menocTaTka nHbOpPMAIUU APYT O
napyre u Oecco3HaTeJNbHON Waeann3a-
MU JIMYHOCTHBIX KAauyecTB TapTHepa
OTHOIIEHUS TIO TePenucKe OYeHb
OBICTPO TEPEXOAST Ha YPOBEHb OJin3-
KUX W I0BepuTeabHbIX. OmHaKko Jexa-
M B OCHOBAaHWUM 3TUX OTHOIIEHU
B3aMMHBIN caMOOOMaH [eJIaeT CBSI3b
Kpaline HenoJsiroBeuHoit. Ilo wmepe
HakormjieHus: uHdopMaluu JIpyr o
IpyTe WITIO3UN PAcCenBAIOTCS M OTHO-
MIEHUS TIPEPBIBAIOTCS.

CoBepIileHHO WHOI XapakTep uMe-
10T POMaHTHYECKWE OTHOIIEHUS W TIPU-
BSI3AHHOCTU B BUPTYAJbHBIX MHUPAX.
Kak ormewaer Huk Mu, pomanTtirue-
CKMe U JIPY’KeCKUe OTHOIIEHWS B BUP-
TyaJIbHOM MUPE Pa3BUBAIOTCS B 0OpaT-
HOM TOPSIZIKE OTHOCUTEJIBHO TOTO, KaK
3TO TPOUCXOAUT B OOBIYHON IKU3HU.
Korza smou 061anTest JIUIoM K JIUILY,
OTHOIIIEHUS] HAUMHAIOTCS € CUMIATUI
WJIA CEeKCYaJIbHBIX BJI€UEHMIA, 06YCII0B-
JIEHHBIX BHEITHUMHU MTPU3HAKAMU MAPT-
Hepa, a y3HABaHWE €ro JUYHOCTHBIX
YepT M HPABCTBEHHBIX KAauyecTB IPO-
ucxoaut muoro nozxe (Yee, 2003b).

B BupryambHbix Mupax ¢usuie-
CKMiT OOJIMK M COIMAJBHBIA CTaTyC
naprHepa CKpbIThl. [Ipu atom Tunmy-
HBIIl XapaKTep IPYMIOBON e TeTbHO-
CTU COTIPOBOKIAETCST YACTBIMU HEOKH-

JMaHHbIMU cTpeccamu. [locientue mpo-
BOIMPYIOT YYaCTHUKOB TPYIIbI Ha
€CTeCTBEHHbBIE [IJI1 HUX CIIOHTAHHbIE
PeaKIuu B MPOIECCe COBMECTHOTO ITpe-
onmosienus omacnocteir. Ha atom domne
3aposKJeHue CUMIIATUN W BJICYECHUU
00yCIOBIUBAETCA — MCKIIOYUTENHHO
BHYTPEHHUMH KadyeCcTBaMU IapTHepa:
MaHepoi OOIIEeHUsI, BBIIEPKAHHOCTHIO,
TOTOBHOCTBIO OKa3aTh TOMOIIb U IO/
JIEPsKKY B TPYIHYIO MHHYTY, CHOCOO-
HOCTBIO K CAMOTIOKEPTBOBAHUIO 1 T.1I.
3aposKIatoIasicsl B3aMHasi CUMIIa-
TUST MOTHUBUPYET COBEpIIaTh TapHble
[IPEOOJIEHUST  TPYAHOTIPOXOAMMBIX
MapIIpyTOB, B KOTOPBIX OoJiee riryboKo
BBISBJISIOTCS HPaBCTBEHHbIE KadyecTBa
U TIPOUCXOJNUT TIPUTHPKA XapaKTEPOB.
Bort ox10 13 BhIcKa3bpIBaHWH ITOJIH30Ba-
teseil EverQuest, cobpannbix Hukom
Nu: <A cobuparocy evuiimu 3amyxc 3a
uenosexa, Komopozo ecmpemuia ¢ EQ...
Hecmompst na mo, umo s cmapuie ezo
(mne 41, emy 32), mor cuumaem, umo
naw 6pax 6yoem ycnewnvim... B EQ mol
onpederenno  Y3HAIU Uel08euecKue
Kauecmea Opyz Opyza 20pa3do ayuiue,
uem ysuaau ovl 8 pearvnotl yeusnu. Ipu
MOM YCNOBUL, KOHEUHO, YMO 6CMpemi-
JUCH Obl TUYOM K JUUY, NPONCUBAS. HA
paccmosnuu  0ecamu mvlcsu MUullb...
Odnakxo 6 smom ciyuae Hawu npeo-
ybexncdenus, ckopee 6cezo, 3acmMAasULU
ObL Hac e 06pamumy HUMAHUSL OpYe Ha
dpyea... Kozda mpu zoda nasad mol
HAaKoHey, 6CMpPemunucy JUUoM K Juuy,
Kaxicowlli nouyecmeosal, umo 3suaem
dpyeozo ecio acusnv> (Yee, 2003b).

B onpoce Koy u Tpuddurca (Cole,
Griffiths, 2007) mosoXuUTETHHBIN
OTBET Ha BOIIPOC O TOM, OBLIW JIK BbI
YBJIEYEHDI IPYTUM UTPOKOM, au 26%
MYKUMH U 43% >xenuuH. B monmoBune
CJIy4aeB YBJEYEHHOCTb Oblia B3anM-
woit (12/23% M/K), a B kaxmom
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MITOM — TIPOJIOJIKeHA (DUBMUECKUMU
orromenusmu (8/15% M /K). B ompo-
ce Vu B rpymme crapure 35 set o husu-
YeCKMX OTHOTIEHUSIX ¢ POMAaHTHYECKUM
MapTHEPOM, C KOTOPBIM TTO3HAKOMU-
JIICh B BUPTYAJIbHOM MHUPE, COOOIINITH
7% wmyxuun u 29% sxenmnun (Yee,
2006a). Tengepubie pasandus o0Ob-
SICHSTIOTCST CUJIBHBIM TIpeodIaianuem
MyskunH — ot 66 10 90%. B World of
Warcraft KoJmuecTBO MyKYMH BIBOE
MPEBBINTAET KOJUYECTBO KEHIIIMH
(Schiano et al., 2011).

Nnorma pomanTudeckue OTHOIIE-
HUS 3aKPEIISIOTCS BUPTYAJIbHBIMU
OpakamMu — HeOPMaJIbHBIMU JIOTOBO-
PEHHOCTSIMM O CHUHXPOHHBIX ITOCeIe-
HUSIX BUPTYQJIBHBIX MUPOB, MCIOJIb30-
BaHUU OTPE/IEJIEHHON Tapbl aBaTapoB
WJIA YaCTUIHOM 0600TIECTBIIEHUN BUP-
TyaJIbHOTO uMYyIecTBa. B poJieBbix
MEpax MOA0OHOTO Poja JJOrOBOPEHHO-
CTU HEPEIKO COTPOBOKAAIOTCS Opad-
Hoit mepemonuneii. B 2003 1. cpenn
noJsib3oBatesieil EverQuest ombiT BUp-
TyaJbHBIX OPAYHBIX OTHOIIECHWI NMEJTH
10% my:xuns 1 33% KEHIINH.

Hwuxe mpuBenmennl (hparMeHTHl W3
PACcCKa30B YYACTHUKOB BHPTYaJIbHBIX
6paunbix nepemonuii (Yee, 2003a).

Kenmuna 40 met: «A gviuLna samyoic
3a moezo Opyea ounaiin ¢ 1999, a no-
Hacmosiuemy mvt noxcenunuco 6 2001 e.
Ceadebuas uepemonus npouLia 6 cne-
UUATBHOU YACOBHE ¢ OONLUOU NOMNOUL.
Mbvi nonyuunu cneyuanvo 8vizpasupo-
ganmnvle u O1AZ0CL0BACHHbIE 0OPYUATD-
Hble KObYa, KOMopvle He MO2IU nome-
pamvcs npu zubeau nepconaycei... Bo
gpems c6a0bOblL 2UNLOUS NIOXUX NAPHE
MEHS NOXUMUILA, HO MOU B03H0ONCHHLIL
€ NOMOUBIO COOPAHHBIX YUK OMBICKATL U
8 KOHEeUHOM umoeze cnac meus... bvuio
ouensv eeceno, u s ecezda 6yoy Oopo-
HCUMD IMUM COOIMUEM .

Kennuna 59 ner: «Mwot noscenunu
HAWUX NepcoHaNceil nocje HeCKONbKUX
mecsayes uzpvl. Ha ceadvby Ovira npu-
nauena 6cs euavous... /s pasmewe-
Hus zocmeil 6bLIO BLIOPAHO KpACUBOE,
docmynioe u besonacnoe mecmo: bepe-
e08as UMUK 102y Oom nopma
Bamuep6nox. Mot nanucaiu Kisameot
sapanee, a nawu Opy3vs NOO20MOBUNLU
peuu... Ceadebnvie (pomozpaduu Ovliu
pasmewenvl Ha catme 2uibOUU eMecme ¢
(pomozpagpuamu Opyzux urbOUUCKUX
c6aded... IMo 00HO U3 CamMbLX THOOUMBLX
MOUX 80COMUHAHUU>.

IpynnoBoii noTok

[Tousitue noroka (flow), BBeneHHOE
B MICUXOJOTHYECKYIO HAYKY aMepUKaH-
CKuUM IicuxoyioroM Mmnxaiigs YukceHT-
MUXaiil, IIPeACTaBiIsgeT cOO0H MCUXU-
YecKoe COCTOSHUE, COTTPOBOKIATOIIEee-
csl JIYUIEBHBIM U TBOPYECKUM MO/b-
emoM (YUwmkcentmuxaiin, 2011) u
nMeHyeMoe B OBITOBOM SI3bIKE CJIOBAMMU
«BIIOXHOBEHUE» WM <Kypaxk». BXOxk-
JIeHne B COCTOSHHUE TOTOKa Tpebyer
[IOJTHOM BOBJIEYEHHOCTU B AKTUBHYIO
NeATebHOCTh, TPOSABJIASACH CYIIe-
CTBEHHBIM YJIydIlleHHEeM CIIOCOOHOCTE
1 HaBbIKOB. Haxozsicb B cocTosgHuMN
MMOTOKA, YEJIOBEK IPEOMOJIEBAET TaKHeE
[PEISTCTBYSL, KOTOPbIE paHee ObLI HE B
coctosTHUM TipeonosieTh. Oco3nanue
ATOTO M3MEHEHUS BBI3bIBAET YYBCTBO
PaZiocTu U YAOBOJBCTBUA. B pe3ymbra-
Te KOHeYHas 11eJIb AesITeJbHOCTH Hadl-
HaeT MPEeCTaBIIThCS MeHee 3HAUMMOT,
yeM caMma JesITeJbHOCTDb, CTaBIIas
WHTEHCUBHBIM MCTOYHUKOM IIOJIOKU-
TEJILHBIX MOI[UII.

Bxosnenue B MOTOK, Cpeau Ipoye-
ro, TpeGyeT 4eTKOr0 OCO3HAHUS JIOTUKH
MPOUCXOJIATIETO, TEKYIlel IeJu WU
HaJU4usl  OIEepPaTUBHOW  0OpaTHOI
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CBSI3U MEXK/ly JIefiCTBUEM ¥ pe3yJibTa-
ToM. [71aBHBIM ke yCJIOBHEM TOTOKA
ABJISIETCST COOJTIOIEHNE TOHKOTO OGasiaH-
ca MeXIy yPOBHEM KBaJIU(DUKAIUU U
CJIOKHOCTBIO pemnaeMbix 3ajgad. [lo-
TOKOBO€ COCTOSIHME HWMeeT pa3HbIi
YPOBEHDb BBIPAKEHHOCTH, W BBICOKAsI
BBIPAKEHHOCTh BCTPEYAETCS JIOCTATOU-
HO penko. VckioueHueMm SIBJISTIOTCS
mpodeccun, CBsI3aHHBIE C TBOPYECKOMN
U/Wi yOJNYIHON 1A TETbHOCTBIO.
[IputsaratesbHas COCOOGHOCTH BU-
JIEOUTP, TTOMUMO IIPOYETO, 00YCIIOBIIE-
Ha WX CIIOCOOHOCTBHIO BBI3BIBATH
cocrosgaue mortoka (Bam un ap., 2011;
Chang et al., 2011). IIporpammiubie
pasBJieKaTe/bHble U 00ydaroliue mpo-
MYKTBI, KaK TPABUJIO, TPEIyCMaTpU-
BalOT BO3MOXKHOCTb DYYHOW WMJIA aBTO-
MATUUYECKOH PperyJimpoBKH YPOBHS
croxHocTn 3ajanuil. [locaennee mos-
BOJISIET TIOJTh30BATEI0 HATH HEOOXO0-
JTUMBIH JITsT TTOTOKOBOTO COCTOSTHUS
GajaHC MeKIy CBOUM YyMEHUEM W
CJIOKHOCTBIO BBITTOJIHSIEMBIX 32/1a4.
Oco6oii  (hopmoii  TTOTOKOBOTO
COCTOSTHUS SIBJISIETCSI OJIHOBPEMEHHOE
BXOJK/IEHUE B TIOTOK CPa3dy IeJIoH rpyTI-
IIbl, KOTJAa €€ YJEeHbl 3aHUMaloTCS
COBMECTHO#M KOOPIMHUPOBAHHOW [iesi-
TeJbHOCTbIO. BriepBble cocTosiHUe
rpyIIoBoro moroka (group flow) 6u110
OIIMCAHO AMEPUKAHCKUM TICUXOJIOTOM
K. Coitepom (Sawyer, 2003). Co-
CTOSIHKE TPYIIIOBOTO MOTOKA CIOCO0-
CTBYeT IOCTUIKEHWIO HAWBBICIITNX

pEe3yJIbTATOB KOMAHIHOU JlesaTehbHO-
CTHU U Yallle BCErO BCTPEUAELTCS Y apTh-
CTOB, My3bIKAHTOB, CITODTCMEHOB, Teii-
MEPOB. YHUKATHHBIM Kau4eCTBOM TPYTI-
IIOBOTO TIOTOKA ABJISETCSA CIOCOOHOCTD
MOJTHATH TBOPYECKUH TTOTEHITUAT TPYTI-
II6I OOBIYHBIX TAJAHTIWBBIX JIOAEH 710
YPOBHH, OJM3KOrO0 K Te€HUANbHOCTH
(Sawyer, 2007). B mocnemnue TOmBI
IIPOBEJIEHO HECKOJIBKO 3MITMPUYECKUX
HCCIeIOBAaHUI, HapPaBJEHHBIX Ha
BbISIBJIEHWE U TIPOBEPKY YCJIOBUIA,
HEOOXOAUMBIX IS BO3HUKHOBCHUSA
rpynmnoBoro motoka (Gloor et al,
2013).

Bupryarpasie mupsr MMORPG
JTalOT OMBITHBIM TI0JIH30BATENSIM BO3-
MOKHOCTD PETYJISIPHOTO BXOXK/IEHUST B
MMOTOKOBOE COCTOSTHWE, a B KOMITAHUN
JIpy3eil OHO II03BOJISIET IOCTUTHYTH
MMUKOBBIX 3HAYEHUN MO3UTUBHBIX 9MO-
1IMii, HEPEIKO MOJHUMASICh 10 YPOBHSI
sKCcTasa’.

Cocrosinue TpyIIoOBOTO TOTOKA B
MMORPG gBagercsa takxe OIHUM U3
Hanbosiee a(hHEKTUBHBIX HHCTPYMEH-
TOB YKDEIJIEHUSI MEKJIMIHOCTHDIX
otHomenuit. CormacHo Coiiepy, mis
BXOJK/€HWSI B TPYIIOBON IOTOK
HeoOXOAUMO  BBIIIOJIHEHUE — Oojee
IITUPOKOTO CIIEKTPa YCJIOBUU, YeM JIJIsT
UHAMBUAYAJIbHOrO IO0TOKa. KBasu-
(ukaiust 4JEHOB TPYIIIbI JOJIKHA
COOTBETCTBOBATh YPOBHIO 3aa4 U ObITH
MMPUMEPHO OJAMHAKOBON. KaskapIii yien
IPYIIIIbI IOJIKEH XOPOIIIO MPEICTABJISITD

> lngs MMORPG xapakTepHO ITOTOKOBOE COCTOsTHIE Tosb3oBaresneil (BoiickyHckwit u ap., 2005;

Chang et al., 2011), a st APYKeCKNX KOMITAaHUH XapaKkTepHO GoJiee CBOOOHOE BIPAKEHUE TTOIEPIK-

K U 0100peHust neficTBHil ApyT Apyra. COBMECTHOE MepeXknBaHne MO3UTHBHOTO addexTa B mporecce

AKTHUBHOU IESTEJIbHOCTH YCUJIMBAETCA 3a CHET [OJy4YeHUST BCp6a]H>HbIX n HCBCI)68.]II)H])IX CUT'HaAJIOB

O/IO6peIII/IH, a TaK/Ke TMOJIydeHUsd CBOGBpeMeIIIIOfI TOAJIEPKKU B TAKEJIBIX CUTYalUsAX CO CTOPOHbBI

ocTabHbIX wieHOB TpyImbl (Apraiin, 2003). ABTOp HEOMHOKPATHO HAGIIOAAI TPYIIIIOBOE TOTOKOBOE

cocrosinue akctaTndeckoro yposusi B World of Warcraft.
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cebe TEKYIIYIO IleJib, KOTOPasi MOJKET
MEHSIThCS B MPOIecce AesTeTbHOCTH, U
OBITH MOJHOCTHIO CKOHIIEHTPUPOBAH-
HbIM Ha jiessTesibHocT. [lomrmo Bcero
[ePEUYNCIEHHOT0, YJIeHbl  IPYIIIIBI
TaK)Ke JIOJIKHBI UMETHh OIBIT 3HAKOM-
cTBa M OOIIEHUS; YMETh YyBCTBOBATDH
NIPYTUX U JOBEPSTH JAPYT JIPYTY; YMETh
[0/IXBAaThIBATh HA JIETy U PA3BUBATH
yCHelnrHble HAYMHAHUST TOBAPHIIEIL;
JepKaTh B y3jae COOCTBEHHOE Iro u
KOHTPOJIMPOBATH JAEUCTBUST CBOMX KOJI-
Jier 1o Tpyrne (Sawyer, 2012).

Komanzansie pa3BieueHuss B BUPTY-
ampublx Mupax MMORPG opranuso-
BaHbI TaK, UTO IO3BOJISIOT Y/IOBJIETBO-
pUTh BCe MepPEYMCIeHHbIE YCJIOBUSI.
Komangpl (opmupyoTcss U3 4JIeHOB
OJIHOTO coobIIecTBa (TUIIBbINH, KJIaHa).
[l BXOXKIEHWST B KOMaH/y yCTaHAaB-
JINBAETCSI MUHUMAJIbHBINH IOPOr 110
YPOBHIO aBaTapa, aMyHUIIUU U PEUTHH-
Iy nioJib3oBareJist. B cpaskeHusx MeskLy
UTPOKAMHU aBTOMATUYECKH BBHIOMPAIOT-
CsI PaBHbBIE 110 PEUTUHTY ITPOTUBHUKH, a
B PvE-pasBiedennsax wucCrnosab3yioT
aBTOMAaTUYECKKe OJOKMPOBKHU JOCTYIIA
IJIST HEJ0CTaTOYHO TOATOTOBJIEHHBIX
YJIeHOB KOMaH/bl. BbImosnenue oc-
TAJbHBIX YCJOBUI 00eCneqnBaeTcst
[Pe/IBAPUTEbHBIM  TPEHUPOBKAMH,
U3yYeHWEM TaKTUKU TPOXOXKICHUS U
HaJTMIueM JIHJepa, KOOPAMHUPYIOIIEro
TPYTIIOBYIO JIEATETbHOCTD.

OObr1iee cTpeMyieHHEe TPYIIIIBI K TTepe-
JKUBAHUIO TPYIIIIOBOTO TIOTOKA MOTUBU-
pYeT Kak/IOTO ee YJieHa K JOBEPUTEb-
HBIM OTHOIIEHUSIM U  YJY4YHIEHUIO
CBOWX COIMAJIbHBIX HABBIKOB: YMEHUIO
YYBCTBOBATD JIOKOTb JIPYT JIPYra, KOHT-
pOJIMPOBaThL ITO, BOBPEMS MPEJIO-
JKUTB TIOMOIIb U T.JI. B oTsinaue ot gpy-
I'MX BUJIOB JIeTeJbHOCTH, JIJIsI TPYIIIO-
BbIX passiedennii B MMORPG
XapaKTePHO COBMECTHOE TIPOTUBOCTOSI-

HUEe OIACHOCTSIM, TIe CIIOCOOHOCTD
MO/ICTABUTb TOBAPUIILY ILJIEY0 B TPY/I-
HYIO MUHYTY, B3Th Ha ce0s1 4acTh €ro
paboThl, BOBpEMsI MpeAyHpeauTh 00
ONACHOCTHU  SIBJISIETCSI  BasKHEUIIUM
YCJIOBUEM BXOKJEHUS B TPYNIOBOI
MOTOK.

[To namemy MHeHWMIO, UMEHHO BO3-
MOKHOCTDb TEPEKUBAHUSI TPYIIIOBOTO
TTOTOKA SBJISIETCS OXHUM W3 TJIABHBIX
($aKTOPOB aHOMAJIBHO BHICOKOU TIPUTSI-
raTeJbHOCTU BUPTYaJbHBIX MHPOB
MMORPG, a takke ImpoOYHOCTH BO3-
HUKIIUX B TaKUX TPYIIAX JAPYKECKUX
OTHOILIEHUIA.

CamoTrepanus u nmajadaTHBHAs
MOMOIIIb

AKTUBHAs [eATEIbHOCTD B BUPTY-
AJIBHBIX MUPaxX 0CJIabJIsSIeT AYIIEBHYTO 1
dbusnueckyio 60Jib, OKa3bIBAET MAJLTHA-
TUBHOE, 2 BO3MOKHO, U TepareBTuye-
CKOe BO3MENCTBHE Ha JETPeCCUBHDIE
paccrpoiictBa. EcTb cepbesHbie 0CHO-
BaHUS TIPEANoJarath HajJWdme Tepa-
TIEBTUYECKOTO BO3/IENICTBUE HA TaKWe
paccrpoiicta, Kak Gobdum U TejaeMa-
HA.

lenpeccus

Jenpeccust siBJsietcst HanboJiee pac-
MPOCTPAHEHHBIM TMCUXUYECKUM pac-
crpoiictBom. Ona Berpevaercst y 10%
JKUTEJIEN TJIaHEeThl M BXOJAUT B TPOUKY
HanboJIee YaCThIX TPUYMH WHBAJIAHO-
ctu  (World Health Organisation,
2002). [enpeccust CHUXKAET CIIOCOO-
HOCTh K BBITIOJTHEHUIO TMOBCETHEBHDBIX
00513aHHOCTEH, YMEHBIITAET yCTOWY-
BOCTb K CTPeccam, MPOBOIUPYET JIPY-
rie 3a0o0JieBaHUs W 3aTPYAHSIET UX
snevenue. Tsoxenbie hopMbl Jerpeccun
COTIPOBOJK/JAIOTCS  CYUTIUAATBHBIMU
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MBICJISIMU U JIOBOJIHO 4aCTO MTPUBOJIST
K Tparmueckomy wucxoxay. [locaeniee
00yCJIOBJIEHO HE CTOJIbKO CYHUIIMIAMHU,
CKOJIbKO ocJiabJieHreM WHCTHHKTA
CaMOCOXPaHEHHSI.

Jlas cTpajaiommux TUM HEAYTOM
O4YeHb Ba)KHA IMOIMOHAIbBHAS TIO]I-
JepsKKa ¥ BO3MOKHOCTH HAXO/UTHCS B
obmectBe OJM3KUX Joaeil. Bup-
TyaJIbHbIE MUPBI SIBJISTIOTCSI CPEICTBOM,
TTO3BOJISTIONITIM BCTPEYATHCS € IPYTUMHU
JIOABMU  He BBIXOAA W3  JOMa.
AHOHMMHOCTD aBaTAP-OMOCPETOBAHHO-
ro xapakrepa o0OmieHus u apyrue dax-
TOPBI MPUBOJAT K BBICOKOMY YPOBHIO
JTOBEPUST MEK/TY IPY3bSIMU B BUPTYaJTb-
uoix Mupax. Ot 30 go 40% pecnonjien-
TOB 00CY/KIQIOT C CETEBBIMU JPY3bSIMH
0 BUPTYaJTbHOMY MUPY TaKWe BOTPO-
Chl, KOTOPBIE HE TOTOBBI OOCYKIATH C
HeceteBbiMu npy3bsamu (Yee, 2006a;
Cole, Griffiths, 2007).

[Torpyskemnne B BUPTyalIbHble MUPHI,
MOJIHOCTBIO U3MEHSIsI OKPY’KAIOMIHit
COIUYM, OTKJIIOYAs TOJb30BATENS OT
pobJieM OOBIYHOI JKU3HU U OCTA0JISIS
JLYIIEBHYIO 60JIb, CTOCOOCTBYET CHUKE-
HUTO BBIPAKEHHOCTU EMPECCUBHBIX
cumntomoB (Ng, Wiemer-Hastings,
2005; Wood, 2008). CkpsiTas mempec-
CUs SABJsIETCS OAHOM u3 Hambosee
YACTBIX MPUYUH JIOKHOM AMATHOCTUKN
runoTeTuyeckoit  Gonesnu Internet
Gaming Disorder (matojormyeckas
3aBUCHMOCTD OT CETEBBIX UTP) ¥ TOJb-
soaresiei MMORPG (Wood, 2008).

Teremanus

HawuboJiee pacupocTpaHeHHbIM CIIO-
coboM ocIabIeHsT HeraTUBHbBIX CUMII-
TOMOB JIeIIPECCUBHOTO COCTOSIHUS, a
TaKKe OTKJIOYEHUS] OT JAPYTUX OBITO-
BBIX IIPOGJIEM SIBJISIETCS TIOTPYsKEHME B
MUP TeJeBU3NOHHBIX Tpe3. [Ipomoskn-

TEJbHOCTh BPEMEHU TEJIeBU3NOHHOTO
JIOCyTa TPEBBIIIAET BCe Pa3yMHBbIE Mpe-
JIeJIbl, BBI3BIBASA TCUXOJOTUYECKYIO
3aBUCUMOCTD TOTO JK€ THUIIA, YTO U CeTe-
Bele Urpsl (Sussman, Moran, 2013).
Cpennnii xurtenp CIIIA sarpaunBaer
Ha TesenpocMoTp u DVD  Gosee
37 yacoB B HeJeNIO, T.e. OHY TPETHIO
JacTh CBoell akTuBHOU >ku3Hu. llo-
CJIe[IHSIsI, TIOCJie BblYeTa BPEMEHU Ha
coH, cocTaBJysieTr Bcero 112 u/mHen.
BeIxoj Ha TEHCHTO YBEJNIUBAET BPEMST
npocMoTpa Tesenepenad u DVD no 49
4y/Hem, T.e. 10 44% aKTUBHOW KU3HU
(Americans using TV..., 2010). B Poc-
CUM CMOTPST TeJieniepeiadn Ha 8 u/Heq
Mmenbire, ueM B CIIIA (Ilomosa, 2011).
N xoTs1 KaKyto-TO 4acTh 9TOTO BpEMEHH
JIIO/IA TTApAJUIEThHO 3aHUMAIOTCS JIPY-
TUMU JleJIaMU, TPOJOJIKUTENBHOCTD
AKTUBHON KM3HU COKPANIAETCS CaMbIM
Cepbhe3HbIM 00Pa30M.

[Morpyskenue B Mup 3a 9KpaHOM
TeJIeBU30pa CHUMAeT Ha BpeMs Hera-
TUBHBIE ONIYIIEHWS, HO HE yCTPaHseT
NpUYWH, WX Bb3bIBaionmx. Yem Oosee
HecYacTeH YeJIOBEK, TeM OOJIbIlle Bpe-
MEHU OH TPATUT Ha IIPOCMOTP TeJI€BU-
sopa u DVD (Robinson, Martin,
2008). Yem 6oiblite BpeMEHH OTHUMAET
TEJIEBU30D, TEM MEHBINE €r0 OCTAETCS
Ha o0IeHne ¢ APY3bsIMU U He TIPOKH-
BAIOIUMH DSIJIOM POJICTBEHHUKAMU
(Robinson, 1990). TToceanuii moxasa-
tesb aaa skutesieir CIIIA cocrtasiaser
Bcero 5 u/Hen (American time use
survey summary, 2010), umes cuen-
CTBUEM POCT COITUATBHOTO W TICHXOJIO-
rudeckoro Hebsaromnosyuusi (Putnam,
2000; Easterbrook, 2003).

YcranoBieHo, 4TO pOCT BpeMeHU
TeJIeITPOCMOTPA YBEJIUUUBAET PUCK
MOJIyYEeHNS JIEMTPECCUBHOTO PACCTPON-
crBa (Lucas et al., 2011) u coxparaer
TTPOJIOJKUTETBHOCTD k3N (Muennig
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et al., 2013). Tem He MmeHee cpexHee
BpeMSsI IIPOCMOTPA TeJlerniepeiad u Xy10-
JKeCTBEHHBIX (DUIBMOB TPOAOJIKAET
pacTtu, yBeJquunBasch 3a roa Ha 1-2%.
Ckousb 160 3(hHEKTUBHOTO CPeiCTBa
MPOTUBOIEHCTBUS 3TOMY CEPHE3HOMY
COIMAJILHOMY HEJIYTY MOKA He Hal/IEHO.
[locyr B BUpPTyaJbHBIX MHUPaAX
9P PEKTUBHO BLITECHSET IMOTPEOHOCTD
B TeJierpesax, 1o KpaitHell mepe, /Jis
B3POCJIBIX TMosb30BaTeneil. Ompoc Mn
B 2005 T. TOKa3a7 aHOMAJTbHO HU3KOE
BpeMsI MPOCMOTpPA TEJEBU30pPA CPEN
aKTUBHBIX osb30BaTesielt MMORPG —
okoJio BocbMM 4acoB B Hezenio (Yee,
2005a). CoxpareHne BpeMeHHU TIPO-
cmotpa TV mpencrasisiercss ecre-
crBeHHbIM. OOIee BpeMst jocyra pabo-
TaloIKX Jiojieit orpanuueno. Cpenusist
MPOJIOJIKUTEIbHOCTD TIOTPYKEHUI B
BUPTYyaJbHbIe MUPBI COCTaBJSIET 22
u/uen (Yee, 2006a; Griffiths et al., 2003;
Schiano et al., 2011), u ocHosHOe
BpeMs MpUXoaAnTcd Ha epuon ¢ 18 mo
23 (Ng, u Wiemer-Hastings, 2005;
Tarng et al., 2008), coBmagarommii ¢
OCHOBHBIM TIEPHOJIOM TIPOCMOTPA TeJie-
Busopa (Ilomosa, 2011).
BecrnipenienenTaast mpuBJeKaTesb-
HOCTb TEJEBU3MOHHON WHAYCTPUU
00yCJI0B/IeHa BBICOKOM 3PEJUIIHOCTbIO,
OBICTPBIM TIOJTyYEHUEM YIOBOJBCTBUS
u Jerkoctbio goctyna (Robinson,
Martin, 2008). Ho Te ke kKauecTBa mpu-
CYIIU U PA3BJIEUYEHUSIM B BUPTYaJIbHbBIX
mupax MMORPG. Oun 3pesutias u
MIO3BOJISIIOT He MeHee OBICTPO OTKJIIO-
4aThCst OT TPOOIEeM 00BIYHON JKUBHU.
CpaBHMBas Upe3MepHbIe YBIEUYEHNS
TEJIEBU30POM U KOMITHIOTEPHBIMU UTPa-
mu, P. Kybeit 1 M. Yukcenrmuxaiin
Hanucaau ciaenyioiee: «OQuesuonvim
omauuuem (xomnvromepoix uzp — C.b.)
om menesudeHus ABNACMCs UHMEPAaK-
MUBHOCMb. Yposens CLONCHOCTU MHOZUX

KOMNBIOMEPHbIX U eudeouzp pacmem
6Mecme ¢ YBeaUdeHUeM B03MONCHOCMEl
uepoxa. Moo MHoz20 Mecsiyes Uckamo
O0pY2020 MEHHUCUCTIA UNU ULAXMATRUCTA
CONOCMABUMBIX ~ CROCOOHOCMET,  HO
3aNpoZPAMMUPOBAHHBLE UZPBL MOZYM
cpasy obecneuumv noumu uUdearbHozo
napmuepa no macmepcmey. Onu npeod-
JAzA0m NCUXUUECKOE YOOBOILCMBUE —
mo, umo ooun us nac (Quxcenmmuxaiiu)
nasean “‘nomoxom”» (Kubey, Csikszent-
mihalyi, 2002).

B oxnom m3 ompocoB Huka Nu
cpenn mosb3oBateneit MMORPG ectsb
cienyomuii Bonpoc: «Ide npousouno
naubonee padocmuoe u nauboiee 020p-
yumenvroe 0l 6ac coovimue 3a nocaeo-
nioro nedenro — ¢ MMORPG unu 06vru-
nom mupe?s> OKaszajroch, YTO MEPBBIN
BapuaHT oTBera BhIOpamm 27% u 33%
PEeCIIOHIEHTOB cooTBeTcTBeHHO (Yee,
2006b).

IJTO O3HaYaeT, B YaCTHOCTH, 4TO,
3amenuB 22 waca TV mocyra B Hememnio
(u3 37) akTUBHON eSTENHHOCTHIO B
Buptyambusix  Mupax MMOPRG,
MOJKHO TIOYTH HA TPETh YBEJHUYHUTH
KOJITUYECTBO PATOCTHBIX W OTOPYH-
TeJIbHBIX COOBITHH B cBOei sku3mu. T. e.
C/leIaTh CBOIO KM3Hb O0Jiee HACHIIIEH-
HOI.

Dobuueckue paccmpoiicmea

Dobueit HasbBaeTCA 6€CCO3HATED-
HBIII HEKOHTPOJIMPYEMbI CTpax mepej
olpefeIeHHbIMU BelllaMu, 00CTOSATE I b-
crBamMu wiun geiictBuamu. OpHa us
METOANK JiedeHust oOuil mpeamoiara-
eT IeEPUONIYECKIEe COIIPUKOCHOBEHHUS C
dbobudeckuM 0OBEKTOM €  IEJIBIO
JNEeMOHCTpAIUU €ro Oe3BPeJHOCTU U
BBIPAOOTKM MNPUBBIKAHUSA K HEMY.
YcTaHOBJIEHO, UTO ITOJTHOIIEHHOM 3aMe-
HOUW TPaJWIIMOHHBIM METOZaM BBI30OBa
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cTpaxa SIBJISIETCS BOCITPOU3BEIEHME
(bobudecknx 06HEKTOB B BUPTYATbHON
cpeze (Coté, Bouchard, 2008; Parsons,
Rizzo, 2008). Yem cuibHee BBIpA’KEH
a¢dderT HU3UIECKOTO MPUCYTCTBU,
TEM CUJIbHEE SMOIMOHAIbHAS PeaKInsT
Ha  BUPTYAJbHBI  pas/pakuTeb.
[ToaToMy B KJIMHUYECKUX YCIOBUSIX
HOrpy’KeHue B BUPTYATHHYIO CpeLy
ocylecTBiadi0oT ¢ nomoibio HDM —
CTEPEOCKOMUYECKOTO TOJIOBHOTO JHC-
wrest. Cepbe3Hoit pobIeMoil Tepari
dhobuil saBiageTcs HexelaHue 060JIb-
[IMHCTBA CTPAJAIONINX STUMHU Heyra-
ME 06paIaThest 3a MOMOIIBIO.

Bupryanprag cpena MMORPG
JIOCTATOYHO TOJHO UMUTHPYET 00bIU-
HYI0O TPUPOAHYIO, TEXHOTEHHYIO W
COTMANILHYTO CPEJLY, a BHAUUT, U Pasjipa-
Katorue GhakTopbl 910l cpebl. OueHb
YacTO TOJIH30BATESIM BUPTYAJIbHBIX
MUPOB TIPUXOAUTCS HAaXOIUThCS aBa-
Tap-0MOCPEOBAHHBIM 00pa3oM Ha
BBICOTE, B TOJIETE, B BOJIE, JIECY, aBTO-
TPAHCIOPTHOM CPENCTBE, 3aMKHYTOM
MOMeEIIeHnH, GOJIBINO TPYIITe JTIOIeH,
B TI€IIEPE, 10/1 00CTPEIOM U T.I. B mmpo-
1ecce OOEBBIX CPaKEHUIT TTOTb30BATE I
CTAJKUBAIOTCS € JIOJBMHU, MBIIIAMH,
nayKkaMu, CKOPNHOHAMH, IT4eaMHu,
OCaMHU, 3MesIMU, MOKPUI[AMH, CKeJeTa-
MH, Tpymamu u T.Ir. Heob6xoaumocTb
IPYNIOBOTO OOIIEHUs] B IIPOIECCE
COBMECTHOTO TIPEOOJIEHUST OMACHO-
cTeil BOCIIPOU3BOAUT CUTYAIMIO COIH-
aTbHBIX (POOHIL.

Ocobennocts BeTpeun ¢ (obdbuue-
CKUM O0OBEKTOM B BUPTYJIbHOU Cpefie
COCTOUT B BO3MOKHOCTHU PEryJIMPOBKH
4yBCTBUTEIbHOCTH TIOCPECTBOM U3Me-
HEHUsT KOHIIEHTpaIuy BHUMaHust. [ist
pagukanbHoro ociaabnenus ¢dobdbuye-
CKOM peakiuu A0CTaTOYHO OTBECTHU
B3IJIsI/I OT MOHUTOPA. Birarozapst atomy
KaueCTBY MOJIb30BATEIb BUPTYATbHOTO

MHpa CIOCOOEeH TPOMOJIKATH CBOIO
WHAWBUAYATBHYIO WJIH TPYITOBYIO
JIeSITENIbHOCTD ITPY COMPUKOCHOBEHUH €
o0bekToM (hobudeckoro crpaxa. Boi-
pabaTbIBaeMO€E CO BpeMeHeM TPUBBIKa-
HUE WMEET CJIEJICTBUEM JI€CEHCUOMIIN-
3aIMI0 — TIOBBINIEHUE TIOPOTA YYBCTBHU-
TEJLHOCTU K  PA3APAKUTENO U
CHU)KEHUE IMOIMOHAJIbHON PEeaKINH.

B suptyamsueix mupax MMORPG,
KaK TIPABUJIO, UCTIOJIB3YIOTCS JIETAIOIINE
TPAHCIIOPTHBIE CcpeficTBa. M3-32 aToro
MOJTb30BATENN 3HAYMTENBHYTO YaCTh Bpe-
MEHHU HAXOATCS Ha BHICOTE B COCTOSTHUMN
nosieta. Vexo/ist U3 JIMYHOTO OITbITa, MbI
BBIPAKAEM YBEPEHHOCTH B TOM, YTO
AMIIUPHUYECKAsT MPOBEPKA HA PaCIpoO-
CTpPaHEHHOCTDH (POOMIECKUX PACCTPOICTB
(ocoberHo akpo- 1 aspodobum) cpean
BetepaHoB MMORPG moxer mokasaTh
CYIIECTBEHHOE WX CHUKEHHE OTHOCH-
TEJILHO KOHTPOJIbHOU TPYTIITBL.

Obesborusanue supmyaivro
peanvHocmuio

Xpoundeckass 6OJb MPEACTABJISET
coboit oguH u3 HanboIee 4acTo BCTpe-
qaomuxcd Heayros. llorpyskenne B
BUPTYaJIbHYIO Cpefy siBisieTcst ahdek-
TUBHBIM CPEICTBOM OCJIabJieHus: 60Jiu,
KaKk OCTpPOM, TaK U XPOHUYECKOM.
[Ipupona aToro sBIEHNS TTOKA HE SICHA.
YeraHoBaeHO, 4TO 6O0JIeyTONSIONMI
a2 deKT 371ech BbIPAKEH 3HAYNUTEIHHO
cusibHee, YeM TIPU TPOCMOTPe (DUIb-
MOB, K TOMY K€ OH He ocJabeBaeT Co
BpemeneM (Xoddmarn, 2004). lannpriii
crocob mosryuns HasBanue «VR-06es-
6osmBanue». BaskHelmnMm ero kaue-
CTBOM  ABJISIETCI  CYMMHUpOBaHme
adexra ¢ BozmeiicTBrEM hapMaKoIo-
THYECKUX CPENCTB U TUITHO3A.

Cerogust VR-obesbomBanme Impu-
MEHSIOT B KIIMHUYECKUX YCIOBUSIX JIJIST
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00JIETYEHST COCTOSTHUSI TIallieHTOB
[IPU 0KOTaX U PAKOBBIX 3a00JIEBAHUSIX
(Li et al.,, 2011). Crenenn ob6e3601mBa-
HUS 3aBUCUT OT YypoBHA 3dderTa
(busmyeckoro MPUCYTCTBUSI B BUPTY-
anpHO# cpene. Iloaromy HamboJiee
CUJIbHBIN 00e36oauBaonmii s et
HOJTYYalOT ITPK HAOJIIOIEHUN BUPTYaJlb-
HOW Cpejibl OT TIEPBOTO JIUIA U UCIIOJIh-
30BaHUU CIHEUATBHBIX TOJOBHBIX JIUC-
miees (Hoffman et al., 2004).

Hanrnmuamusnas nomouLb

BupTryasnbHbie MUPBI MOTYT UCTIOJIb-
30BaThCsl B KAUECTBE MHCTPYMEHTA T1aJi-
JIUATUBHON TTOMOIIN /s 00JerdeHnst
CTpPaJlaHUil U YJIYdIlIeHUs KadecTBa
JKU3HU JIWI] TSOKEJIO U HEM3JIeYUMO
GOJIbHBIX, & TaK/Ke YJIEHOB UX CEMEN.
[TonrHOoe wuU3MeHeHUE OKPYKAIOMIETO
coryMma, 00yCJIOBJIEHHOE TJIYyOOKUM
MOrPY’KEHUEM B BUPTYAJbHBI MUp,
OTKJIIOYAeT dYeJoBeKa OT TpodeM
peasibHOI JKU3HM, 0CTadJIsIst Kak dMO-
[UOHAJIBHYIO, TaK U (PU3UYECKYIO OOJIb.
WNcnosnb3oBanre TOMOBHBIX UCIIEEB
MO3BOJISIET YCUIUTh 9TU 3GhdEKThI, a
aBaTap-oOMoCPEJIOBAHHBIN  XapaKkTep
B3aUMOJIENCTBUSI C POAHBIMU U OJIM3-
kumu Omarogaps a(pdexTy mnpucyT-
CTBUSI TO3BOJIIET OMIyIIaTh ceGs B
KPYTy ceMbHW U JApy3eil, pusnuecku
HAXO/ISICh OT HUX BJIAJIEKE.

B xauectBe wmiumocTpanud K 2TOU
TeMe MPUBOIUM BBICKA3bIBAHUE JIEBSIT-
HA/IATUJIETHEH JIEBYIIKM W3 KOJIJIEK-
i Huka Vu: <4 cmpadaio zenepanu-
3UPOBANHBIM MPEBOICHHIM PACCMPOU -
CMBOM, 00CeCCUBHO-KOMNYLbCUBHBIM
paccmpoticmeom (OKP) u denpeccueti.
Imo npurocum mMHe MHOZ0 HENPUSMHO-
cmetl 60nvwyio uacmv epemenu. Mue
NPUWIOCH nepelimu 6 Opyzyto wWKoy,
nomomy umo 6 cmapoi i He CMOozld

Cnpasumvcsi co ceoell mpesoeou. B xo-
nedice s 6vloepIcala MoAbKO 00UH
cemecmp, a yie 60 6MOPOM COPBALACD.
Mnozue ayoumopuu evizviéanu y mems
maxoii cmpax, umo moe OKP evixoduno
U3-n00 KOHMPOLsL;, MO MEULALO MHE
nocew,amy 3aHSAMUS U CHUSULO MOTIO
ycnesaemocmv no ecem npeomeman,
Kkpome cnopma. Mue npuuiiocw yiimu u3
Koanedca u eepuymocs domotl. Oonaxo
S MPOOOIACAIO UCHBIMBIBAMb MPEBOY U
noamomy nposocy secv denv doma. EQ
(supmyanvroii mup. — C.b.) nosgoisem
MHe Obimb emecme ¢ 100bMU, dajxce ecliu
Ha camom desie Hac Pasoensom MULIUO-
Hol  KUIOMempo8. Imo passeieuenue
makice CHUNCAEM MOl CMpecc U YMeHv-
waem mpegoAcHoOCm. ...B uzposom mupe
A uyecmeyio cebs, clLoeHo JoMd... 30ech s
yarce ne uszoii» (Yee, 2003b).

3akiouyenne

B mnoarBepkaenue Te3uca, UTO
[OTEHIIMAJl BUPTYAJIbHBIX MHUPOB Kak
Cpe/icTBa YJYUIICHUS COIMATBHOTO
6J1aroToNIyuns CPaBHUM C IOTEHIIHA-
JIOM aHTUOUOTHKOB B 4acTH OOPBOBI ¢
60JIE3HETBOPHBIMY OAKTEPUSME, MBI
MPUBEJH Pe3yJIbTaThl MHOTOYHCJICH-
HBIX TICUXOJIOTUYECKUX UCCJIEIOBAHMIL.
Bouio nokasaHo, 4To yke CyIIECTBYIO-
e BUPTYyaJbHbIE MUPBI TPYIIIBI
MMORPG: 1) npenocTaBisioT mupo-
KHe BO3MOKHOCTH aBaTap-oOrocpPeso-
BAHHOTO Y/IOBJETBOPEHUS BCETO CITEK-
Tpa ICHUXOJIOTUYECKUX MOTPeOHOCTEN;
2) gaBagiorcs s(DOEKTUBHBIM CPei-
CTBOM JUISI YKPEIJICHNSI MEKJINYHOCT-
HBIX OTHOIIEHUH, TTPHOOPETEHNUsT IPY-
3eil U POMAHTUYECKUX MapTHEPOB;
3) UMEeIOT TeNbIi P/l TPEUMYIIECTB
nepesi OOBIYHBIM MUPOM B KavyecTBe
Mecta cbopa IPYKeCKUX KOMIAHUIL;
4) yBeJIMYMBAIOT KOJUYECTBO Pa/lOCTU
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U y/IOBOJIbCTBUS 32 CUET HOJIEE YaCcTOTO
BXOJK/IEHUS B WHANBU/IYATbHOE U TPYTI-
MOBOE COCTOSIHWE TOTOKA; J) yJIyd-
MIal0T CONMUATbHBIE YCTOBUS SKU3HU
moneti ¢ OB3, ¢ cepbe3HbIMU HEIO-
CTATKAMU  BHEIIHOCTH, CTapUKOB,
(OU3NIECKN W COTMATBLHO M30IMPOBAH-
HBIX; 6) 00/IaIaI0T TepATIeBTUYECKUMM
CBOMCTBAMMU 110 OTHOLIEHUIO K hoduye-
CKMM paccTpoiicTBaM; 7) CIIOCOOHBI
BBITECHITH ¥ 3aMelaTh MTPOCMOTP
TEJIEBU3MOHHBIX Tepefad; 8) MOTYT
UCITOJTh30BATHCS KAaK MAJIMAaTHBHOE U
ob6esboBaroIee cpeacTso; 9) mo dak-
Ty HCHOJb30BAaHUS OOJBITHHCTBOM
MOJIb30BATENIEN He SIBISIOTCS HU JIET-
CKMMH, HU POJIEBBIMU, H UTPOBBIMHL.
Bce mpuBeneHHble TOKazaTenu
OTHOCSITCST K BUPTYaTbHBIM MUPaM, CO3-
JAHHBIM C [EJTHIO PA3BJIEUYEHUST MOAPO-
CTKOB U MOJIOJIBIX JTIOZIEH. DTO 1aeT HaM
YBEPEHHOCTh B TOM, YTO TOTEHI[HAJ
TaKUX MUPOB B 4acTH OOPbOBI C COLU-
aJTBHBIMK HEIYTaMU B3POCIBIX TATEKO

Jluteparypa

He packpbiT. IlpeBpamienue cyiie-
CTBYTONUX BUPTYaJbHBIX MAPOB B CIIe-
[UAJU3UPOBAHHOE COIMATbHO-TEPa-
IEBTUYECKOE CPEICTBO TPEOYET cephes-
HOI pabOThI IO YCUJIEHUTO TIO3UTUBHBIX
HOCJIEICTBHI aBaTap-0MoCPeI0BAHHOM
NEATEIbHOCTH U OCJabJeHuIo  ee
HeratuBHbIX cTOpoH. Cloa BXOIAT:

— I[eJICHATIPABJICHHOE TIPUMEHEHMEe
BUPTYaJIbHBIX MUPOB sl YJIy4HICHUS
CONMATIBHOTO  OJIATOTIONYYUsI, OCY-
IECTBJISIEMOE [0/l KOHTPOJIEM CIIeIUa-
JIICTOB — ICHUXOJIOTOB, COIMOJIOTOB,
IICUXOTEPATIEBTOB;

— pa3paboTKa METOJMK TAKOTO TIPHU-
MeHEHUsI JJIsI Pas3HbIX KaTeropuit
HYKIQIOIIXCS;

— ajlanranus CymnecTBYOIMX BUP-
TYaJIbHBIX MUPOB 1 BO3MOKHOCTET aBa-
Tap-0MOCPeIOBAHHON IeATeNbHOCTH
1o/t TpeGOBaHUST METOJINK;

— pa3paboTKa U BHEAPEHUE 3aKOHO-
JaTeJIbHbIX WM HOPMATHUBHBIX aKTOB,
PEryJIUPYIONIUX TAKOE IIPUMEHEHHE.,
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Abstract

The present text is the continuation of the article “Virtual Worlds of MMORPG: Part 1,
Definition, Description, Classification” and it discloses the psychological aspects of the socially
active form of adult and senior leisure — avatar-mediated non-game joint activity in virtual worlds,
meant for entertainment. Specific characteristics of avatar-mediated friendly and romantic rela-
tionships in virtual worlds, positive distinctions of avatar-mediated friendly companionships, as
well as common for MMORPG condition of group flow are analyzed. Group entertainment in
MMORPG is the virtual analogue of extreme tourism, which demands coordinated activity in the
joint danger resistance that provokes display of inner moral qualities. This, in turn, contributes to
growth of trust and strengthening of interpersonal relationships. Friendly companionships in
MMORPG are the good alternative of the “face to face” companionships thanks to easiness of gath-
ering, frequent entering into individual and group state of flow and large assortment of group enter-
tainment. Avatar-mediated activity takes place in conditions of physical comfort, low physical
fatigue and anonymity, which makes it greatly attractive for people with disabilities. Leisure in vir-
tual worlds MMORPG replaces such asocial form of hobbies as TV-programs and movies watch-
ing, desensitizates the impact of a wide variety of phobic stimuli (of height, darkness, fire, water,
closed premises, open spaces, various animals, etc.), has the effect of pain relief, diminishes depres-
sion, can be used as a palliative remedy. The possibility of a goal-oriented usage of this leisure for
the improvement of quality of living of socially vulnerable groups is indicated.

Keywords: virtual worlds, MMORPG, artificial reality, virtual reality, avatar-mediated
interaction.
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