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PE®EPAT
Muxkynbckuii Buktop CepreeBuu

«HAUBHAYATBHO-TICUX0JIOTHYECKHE XaPAKTEPHUCTUKH, ICHHOCTHbIE
opueHTAIMU 1 00pa3 S y reiiMmepoB»

Junnomuas padota: 80 c., 56 ucTtouHuKa, 7 NpUIl.

KmoueBnle caoBa: T['EMMEP, AJUJIUKTHMBHOE ITOBEJIEHUE,
JINYHOCTB, MOTHUB, MOTUBAIIMOHHAA CO®EPA, XAPAKTEP,
BUPTYAJILHBINA MUP, PEAJILHBLIN MUP.

Hear wuccienoBaHusi: U3yYCHUE  MHAWMBUYATBHO-TICUXOJIOTHYECKHUX
XapaKTEePUCTHK, IIEHHOCTHBIX OpUEHTAIMK U 00pa3a S y reiimepos.

I'mnmore3a: rumnore3a MpoOBOJMMOTO HAMHM HCCIIEIOBAHUS 3aKIIOYAETCA B
HAJIMYUU Yy TelMepoB OOJbIIEH CKIOHHOCTH K JEMPECCMH M 3aKPBITOCTH OT
OOIIIECTBA, YEM Y TOJIPOCTKOB ATOM K€ BO3PACTHOM IPYIIIBI HE UTPAIOIICH B UTPHI,
a Takxe OOJbIIe CcaMOyBEpEeHHOCTH B ce0€ U TOBBIIMIEHHOTO YPOBHS
CaMOIIPUHSATHS, YEM Y HE T€MEPOB 3TOM K€ BO3PACTHOU IPYTIIHI.

O0beKT nccjieI0OBaHusA: TeMEDBI.

Ipeamer UCCIIeIOBAHUA: WHIMBUAYaJIbHO-TICUXOJIOTUYECKUE
XapaKTepUCTUKU TeMMEPOB B 3aBUCUMOCTH OT, LIEHHOCTHBIX OPUEHTAILNI 1 00pa3a
S y relimepos.

IpakTnyeckasi 3HAYUMOCTH 3AKJIKOYAETCS, BO-TIEPBHIX, B PaCUIUPEHUU
TEOPETUKO-TIPAKTUYECKON 0a3bl B M3ydeHUU (DEHOMEHA KOMITBIOTEPHOUN aiIUKIIUU
W €€ BIUSHHE Ha JIMYHOCTh YEJIOBEKA, BO-BTOPHIX, B JIOKA3aTEJIbCTBE WIIU
OTPOBEPXKCHHUE HAJIMYUS y TEMMEPOB HAIMUUS IIEHHOCTHBIX OPUEHTAIMM U 00pa3a
A, uTo u y nmozeit 6€3 KOMIBIOTEPHOHN aIJIUKITUH.

ABTOp paboOTHl TMOATBEPKIAET, YTO MPHUBEJACHHBIM B paboTe Marepual
MPaBUILHO U OOBEKTUBHO OTPAXKAET COCTOSHHME MCCIEAYyeMOro IMpoIlecca, a BCe
3aMMCTBOBAHHbBIE U3 JIMTEPATYPHBIX H JPYTUX HCTOYHUKOB TEOPETHUUECKUE,
METOJOJIOTUYECKHE U METOAUYECKHUE TOJIOKEHUSI U KOHUETIIMU COMPOBOKIAIOTCS
CCBUIKaMH Ha MX aBTOPOB.



PO®EPATHI
Mikynbcki Biktap Cspreesiu

«IHABIBiTYyaJIbHA-TICIXAJATIYHBIA XapPAKTAPBICTHIKI, KAIITOYHACHbBIS
apbleHTaubli i BoOpa3 S ¥ reiimepay»

Jeimmomnast ipama: 80 c., 56 KpBIHIIEI, 7 TIPBIM.

KmouaBbisi  ciaossl. T'EMMEPBI, AJIJIIKTIYHAE TTIABOJI3IHBI,
ACOBA, MATBIBAM, MATHIBAIIBIMHAS C®EPHL, XAPAKTAP,
BIPTY AJIbHABI MIP, POAJIBHBI MIP.

Mbdra  paciepaBaHHsl:  BBIByYUSHHE  1HJBIBIAyaslbHA-TICIXalariqHbIX
XapaKTapbICTHIK, KAIITOYHACHBIX apbICHTAIlbIN 1 BOOpa3a S ¥ refimepay.

limoT33a: rinotd3a mpaBoA3illla HaMl Jaciie/laBaHHs 3akioyaenia Y
HasgyHacIi Yy reiimepay Oojblaii CXUIbHACII Ja J3MOP3Cil 1 3aKphITaclp aj
rpaMajicTBa, YbIM y MajaJieTKay raTail ska ¥3pocTaBail TpyIbl HE TyJsie ¥ TyJbHI, a
Takcama Oojblmaii camayrmdyHeHHacHi Y cabe 1 TajBbIlIaHara Y3poyHIO
CaMOIIPUHSATHS, YbIM y HE T€MMeEpPay IITau Ka y3p0oCcTaBau rpyIsbl.

AO'eKT nacjielaBaHHs: TeiIMEpHI.

IIpaamer paciegaBaHHs: 1HJBIBIyaJbHA-TICIXAJATr14yHbI XapaKTAPbICTHIK]
refiMepay y 3ajeKHaclll aJi KallTOYHACHBIX apbleHTallbIl 1 1aay S ¥ relimepay.

IlpakThlyHasi 3HAYHACHDL 3aK/JI0YaenNa, Na-lepiiae, y MNallbIp3HHI
TIapITHIKA-TIPAKThIYHAN 0a3bl ¥ BEIBYYSHHI (PEHOMEHY KaMITyTapHail afbIKIbll 1 si€
VIIely Ha aco0y uajiaBeka, Ma-JIpyroe, y J1oKaszbl ado aOBsipKdHHE HasyHACIl ¥
reiimepay KalmTOYHAaCHBIX apbleHTalblii 1 BoOpaza S, mTo 1 ¥ mroazeil 6e3
KaMITyTapHal ajbIKIIbII.

A¥yTap mpaubl NauBspAXKae, IITO TMPBIBEI3EHb Y Mpambl MaTIPbILI
nmpaBilbHA 1 a0'eKThIYHA aIIOCTPOYBae CTaH JocleaHara mparpcy, a yce
3arma3bpluaHblsl 3 JITAPATYPHBIX 1 IHIIBIX KPBIHII TIAPITHIYHBISA, METAAaNariyHbIs 1
METaJBIUHBIS TAaJaXdHHI 1 KaHIPMIBI CYMpaBaKalollla crhachblkami Ha 1X

ayrapay.



ANNOTATION
Mikulski Viktor Sergeevich

«Individual psychological characteristics, values and self-image to
gamers)

Degreepaper: 80 p., 56 sources, 7 app.

Key words: GAMERS, ADDICTIVE BEHAVIOR, PERSONALITY,
MOTIVATION, MOTIVATIONAL SPHERE, THE CHARACTER, THE
VIRTUAL WORLD, THE REAL WORLD.

Purpose of research: to study individual psychological characteristics,
values and self-image in the gamers.

Hypothesis: the hypothesis we carried out the study is available to gamers a
greater propensity to depression and secrecy from the public than in the teens of
the same age group do not play games, as well as greater self-confidence in
themselves and increase the level of self-acceptance than non-gamers in the same
age group.

Object of research: the gamers.

Subject of research: individual psychological characteristics, depending on
gamers, values and self-image in the gamers.

The practical significance is, firstly, to expand theoretical and practical
framework for the study of the phenomenon of computer addiction and its impact
on the identity of the person, and secondly, to prove or disprove the presence of
gamers presence of value orientation and self-image that people without computer
addiction.

The author of affirms that resulted in the material correctly and objectively
reflects the state of the test process, and all borrowed from the literature of the
sources and other theoretical, methodological and methodical positions and
concepts are accompanied by references to their authors.



