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O0beKT HuccieaoBaHus — XapakTep.

IIpeamer wuccienoBaHus — 4epThl XapakTepa y JIMI IOHOLIECKOTO BO3pacTa,
MPEANOYNTAIOIINX Pa3HbIC KAHPbI KOMIIBIOTEPHBIX HUIP.

Heap wucciaenoBaHus — BBISIBUTh B3aUMOCBSI3b AKIICHTYHMPOBAHHBIX YEpT
XapakTepa U NpearoYuTaeMOoro JKaHpa KOMIIBIOTEPHBIX UTP.

OcHoBHBbIE pe3ynbTaThl. MccnegoBaHue ObUIO HAmpaBi€HO HA BBISBICHUE
pa3IM4Yvi M BBIPAKEHHOCTA TOW WJIM WHOW AKIEHTUPOBAHHOW YEPTHI JUYHOCTH Y
JIOJIEW B IOHOILIECKOM BO3pAacCTe, MPEANOYUTAEMBIX PA3HBIE KaHPbl KOMIIBIOTEPHBIX
urp. B Haiem nccnenoBaHuy Mbl CETAIN aKLEHT Ha KaHPbI, CBA3aHHBIE C dKECTOKUM
U JIPY>KETIOOHBIM OTHOILIEHWEM WIpoKa K BHyTpuUHTpoBoMmy Mmupy. I[lo mgaHHBIM
HCCIICIOBAHUS BBISICHWIOCH, YTO CPEIM MCHBITYEMBIX UTPAIOIIUX B “NIPYyKEITIOOHBIE”
UTpbI 00JIee BhIpaXKeHA aKLEHTyalusl TPEBOKHOCTb, KOTJ]a Y UCIBITYEMbIX UTPAIOLIUX
B ‘““KecTokue” Wrpbl Oojee  BBIpAKEHBI  akieHTyaluu  ad(PeKTUBHOCTS,
JEMOHCTPATUBHOCTh. JTO IMOMOTIJIO HAaM BBISICHUTH, YTO UCHBITYEMbBIE MIPAIOIINE B
“npyxentoOHbIe” KOMITBIOTEPHBIE HWIPHI, OOJBIIE MPEAPACIOIONKEHB K CHUIBHBIM
NEepPEeKUBAHUSM, U BBIOOpP TaKOIo aHpa MOXET ObITh CBSI3aH C OTBJIICUEHUEM OT
“TPEBOKHON PEATBHOCTH, KOT/IAa HUCIBITYEMbIE MPEIPACIIONOKECHHBIE K arpecCuy,
JKeJIaHWI0 OBITh B IIEHTPE BHUMaHHUS OOJbIIe TPEANOYUTAIOT BHIOUPATh
KOMITbIOTEPHBIE UTPBI, OTHOCSIIIUECS K “KECTOKMM~ KaHpaM B Hallleil BHIOOPKE.

Kimrouesnie cinosa: KOMITBIOTEPHBIEK UT'PhI, AKHHEHTYWUPOBAHHBIE
YEPTHI JINMYHOCTU, XKXAHPbBI KOMITIBKOTEPHbBIX UI'P.
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The object of research - character.

The subject of the study - the character traits of adolescents who prefer different
genres of computer games.

The purpose of the study - to reveal the relationship between accentuated
character traits and the preferred genre of computer games.



Main results. The study was aimed at identifying differences and severity of one
or another accentuated personality trait in people in adolescence who prefer different
genres of computer games. In our research, we focused on the genres associated with
the cruel and friendly attitude of the player towards the in-game world. According to
the study, it turned out that among the subjects playing "friendly" games, the
accentuation of anxiety is more pronounced, when the subjects playing "cruel" games
have more pronounced accentuations of affectivity, demonstrativeness. This helped us
find out that the subjects playing “friendly” computer games are more prone to strong
feelings, and the choice of such a genre may be associated with a distraction from the
“disturbing” reality, when subjects predisposed to aggression, the desire to be in the
center of attention, prefer to choose computer games belonging to the “violent” genres
in our sample.
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