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OO0LEeKT WuCCIeIOBAaHUA — IICUXOJIOTUUYECKHUE aCHEKTBl UCHOJIB30BaHUS
KOMITBIOTEPHBIX UTD.
IIpeamer wuccrienoBaHusi — CTPYKTypa B3aUMOCBSI3€d HAMOIMOHAIBLHOIO

MHTEJUIEKTA U YBJICYEHHOCTH KOMIIBIOTEPHBIMU UTPAMHU.
eab uccneqoBaHusl — BBIABUTHh CTPYKTYPY B3aUMOCBSI3€H SMOIMOHAIBHOTO
MHTEJUICKTA U YBJICYEHHOCTH KOMIIBIOTEPHBIMU UTPAMU Y TTOJPOCTKOB.

OcHoBHbIe pe3yiabTarbl. [lojlydeHHBIE B XOJ€ JAHHOIO HCCJIEIOBAaHUS
pe3yabTaThl MO3BOJISAIOT CIIEJIATh 3aKIIFOUEHUE O TOM, YTO MEXKY SMOIIMOHAIBHBIM
WHTEJJIEKTOM M CTENEHbIO YBJICYCHHOCTH KOMIIBIOTEPHBIMU WIPAMU CYILECTBYET
B3aUMOCBS3b TOJBKO JUISI IOJPOCTKOB MYXCKOro mojia. HamOosblinee 3HadeHUe
pu (GOpMHUPOBAHUH 3aBUCHMOCTH OT KOMIIBIOTEPHBIX MT'P OKA3bIBAIOT ITOJI HTPOKA

U TIPEANIOYTCHUE MHOTOIIOIB30BaTEILCKUX online-urp.

KawueBbie caoBa:KOMIIBIOTEPHASA UI'PA, 3ABUCHUMOCTD,
VBJIEUEHHOCTh KOMIIBIOTEPHBIMU UT'PAMM,OMOILIMOHAJIbHBIN
MHTEJIJIEKT.

The relationship of emotional intelligence and degree of involvement of
adolescents in computer games: resume / Nikita Ryzhkouski; Facultyof
Philosophy and Social Sciences, Department of Psychology; scientific adviser E.A.
Truhan.

Object of research: the psychological aspects of the use of computer
games.

Subject of research: the structure of the relationship of emotional
intelligence and passion for computer games.

Aim of research: to reveal the structure of the relationship of emotional
intelligence and passion for computer games among adolescents.

The results. The results received during the research let us to do a
conclusion that there is direct relationship between emotional intelligence and
degree of involvement in computer games for teenage boys. The sex and
preference of multiuser online-games is the reason of the greatest value of the
formation of addiction from computer games.

The highest value in the formation of dependence on computer games have a floor
player and prefer online-multiplayer games.
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COMPUTER GAMES, EMOTIONAL INTELLIGENCE.



