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PE®EPAT

HunnomHas pabota: 51 crpanuna, 50 HCHONB30BAaHHBIX MCTOYHUKA, 2
IIPUIIOKEHMUS.

I[TCUXOJIOIT MYECKUE ®AKTOPLI IIOITYJIAPHOCTU COBPEMEHHDBIX
ANMOHCKUX BUAEOUI'P CPEIN ATIOHCKUX NEBVYIIEK

O0BeKT ucc/ieI0BaHNSA: ANOHCKUE BUJICOUTPHI U KaHPBI, MOMYJIIPHBIE CPEIH
ATIOHCKUX JIEBYILEK.

Ipeamer uccaea0BaHUA: UX MTONMYJISIPHOCTD CPEIU ATMOHCKUX JIEBYIIEK.

Lleab pabdoOTBbI: BBISICHUTH, IO KAKUM ICUXOJIOTUYECKUM MPUYMHAM STIOHKH
MOTYT NPEAIIOYUATATD ONPEACICHHBINA BUJT UTP.

Metoabl W MOAXOABI MCCJIACAOBAHMA: AHKETUPOBAHUE, OIMMCAHUE,
AHATUTUYECKUN U CPABHUTEIbHBIM METOBI.

Buneourpsl, kak u a1000i Ipyrod BHJI COBPEMEHHOI'O MCKYCCTBA, SIBISETCS
«3epKajiom» 001ecTBa, 01arofapsi KOTOPOMY MOYKHO O3HAKOMUTBCS C aKTYaJbHBIMU
MHTEpecaMH U MpobdieMaMu MOJIOAESKH. SIMOHCKas KylabTypa, UMes psii OTJIIMYUN OT
EBpPOIICHCKOM, PENPE3CHTUPYETCA B MCKOHHO SIOHCKUX JKaHpax, packKpbiBas
TpaJMLIMK U HbIHEIIHEE MUPOBOCIPUITHE MOJIOJABIX SIMOHLIEB. B nanHoi paboTe Mbl
IIPEANPUHSAIN IIONBITKY BBIACHUTBH, YTO IPUBJIIEKAET SANOHOK B UIPAX U YTO MOXKET
CIYKUTb MPUYMHOM HX MUHTErpalid B IIOBCEIHEBHYIO JKM3Hb JIEBYLIEK Ha
IICUXOJIOTUYECKOM YPOBHE.

B xonue 90-x mosiBiasieTcs KaHp UITP OTOMD, KOTOPBIE OPUEHTHUPYIOTCS Ha
KEHCKYI0 ayauTopuio. OTOM? SBISIIOTCS NPOTOTUIIOM COLMAIBHBIX WIP, YKaHP
KOTOPBIX Ha JaHHBIA MOMEHT OJMH M3 CaMbIX BOCTPEOOBAHHBIX CPEAU MOJIOJbIX
AeBylek. YacTUYHO MX PaclpOCTPAHEHHUIO IIOCIOCOOCTBOBAJIA KyJbTypa KOTSApY —
JEBYIIEK, Kak IIPaBUJIO, IIKOJIBHOIO BO3pAcTa, KOTOPBIE XapaKTEPU3YIOTCS
Ype3MEpPHbIM  HUCIIOJIb30BAHUEM  MOPTATUBHBIX  YCTPOMCTB Il OOULIEHUS.
CrapmeKiIacCHULbI CTAaHOBATCS HE TOJBKO OCHOBHOM, HO M PEJNEBAHTHOW T'PYNION
JUISI OTIPEICNIEHUS TOTO, YTO OYIET MOIMYJISIPHBIM.

[TomMmuMoO 3TOrO, psii MCUXOJOTMYECKUX OOOCHOBAaHUM, BKIIIOYAIOIIMX B ceOs
OOIIECTBEHHBIE CTEPEOTUIIBI, IICUXOJIOTMYECKUE MPOOJIEMbl U YyBCTBEHHBIN aCIEKT,
TaK)X€ WIPalOT pPOJIb B IIPUBJIEKATEIBHOCTU PEINPE3CHTUPYEMOTO KOHTEHTA JUIA
AMOHCKUX JIEBYLIEK.

Pe3ynbrarhl AMIIIOMHON pabOThl MOTYT OBITh HMCIOJIB30BaHbl B MPOLECCE
U3y4EeHUsT COBPEMEHHOM KyJbTYpbl SIIIOHMHM, a TaKXe MEHTAJUTETa HAaCEJICHUs
CTpaHBbL.



ABTOp MNOATBCPKAACT JOCTOBECPHOCTL MATCPHUATIOB U PE3YJIbLTATOB I[PIHJ'IOMHOﬁ
pa6OTBI, a TaKXKE€ CaMOCTOATCIBbHOCTS €€ BBIIIOJIHCHU .

POD®EPAT

Jpimnomuas npana: 51 craponka, 50 BbIKapbICTaHBIX KPBIHILBL, 2 1aJaTKY.

[ICIXAJIATTYHBIA ®AKTAPLEHI ITAITYJIAPHACLI CYHACHBIX
ATIOHCKIX BIIDATVJIBHSAY CSPOJI ATTOHCKIX A3 YYbIH

AO0'eKT nacjielaBaHHSA: SMOHCKIS BiJPAryJibHi 1 KaHPBI, MAMyJSPHbBIS CSAPOT
ATOHCKIX JI3STYYbIH.

IIpaamer gaciaenaBaHHs: 1X NanyJsIpHACIH CAPOJ SMOHCKIX J3sy4ar.

Mb3Ta npanbl: BICBETIINb, 1A AKIX MCIXANArYHbIX MPbIYbIHAX SMOHKI MOTYIlb
aj/laBallb MepaBary n3YHbI BiJ TYJIbHSY.

MeTtaapl i magbIXoabl JacjedaBaHHs: aHKCTaBaHHE, alliCaHHE, aHAIITBIYHBI 1
[apayHaJIbHbI META/IbI.

BigparynpHi, sk 1 Jr0OBI 1HIIBI BiJ] CydacHara MacTaiTBa, 3'sylseria
WIIOCTIPKaAM» TpaMajiCTBa, J3SKYHOYbl SIKOMY MOXXHa a3Haémillia 3 akTyaJbHbIMI
iHTapacami 1 mpadseMami MoJia3l. SMOHCKas KyJnbTypa, Maloubl HMI3par aApOo3HEHHSY
aj eypareickaid, pampa33eHTyela ¥ crupajBeyHa SMOHCKIX JKaHpaX, PacKpbIBAIOYbI
TpajabIlbIl 1 ANEpallHsie cBeTaycnpbIMaHHE MajaAblX SAMOHIAY. Y nai3eHail mpausl
MBI pacravaii cipoOy BBICBETIIILb, IITO MPBIIATBAE SMOHAK Y TYJIBHAX 1 IITO MOXA
CIYXBIlIb YbIHHIKAM 1X I1HTArpaubll y mnaycsa3zéHHae KbIUUE 3SYYbIH Ha
NCIXaJIariYHbIM Y3pPOYHI.

VYV xanubl 90-x 3'aynsena >kaHp TYJbHAY OTOMD, SIKisl apbIEHTYIOLLA Ha
XKAHOYYI0 ayJabITOpbl0. OTOM? 3'Ayisronia mnparaTbiliaM CalbIUIBHBIX TYJIBHAY,
XKaHp SAKIX Ha JaA3€Hbl MOMAHT ajJ3iH 3 caMbIX 3amarpabaBaHbIX CSIpPOA MajaablX
I3ay4blH. YacTKoBa 1X pacnaycCro/UKBAHHIO MACHphIsia KyJIbTypa KOTapy — I3syyar,
AK TpaBUIa, IIKOJbHAra y3pocTy, sKig XapakTapbi3ylolua Ipa3MepHbIM
BBIKAPBICTAHHEM MMAPTATBIYHBIX MpbUIaJ s 3HOCIH. CTapliakiacHIlbl CTaHOBSALILA
HE TOJIbKI aCHOYHAH, aje 1 pajieBaHTHAW rpynaid A BbI3HAUYHHS Taro, mrTo Oyn3e
HanyJIspPHbIM.

Akpams raTara, mmpar fncixajaridyHblx aOrpyHTaBaHHAY, SKis YKIIOYaroUb Y
csi0e TpamajcKis CTIPIATHINBI, MCIXaNaridyHplsl MpabiemMbl 1 MadyIIEBBl ACIEKT,
Takcama TyJISIolb POJI0 ¥ IpbIBaOHACLI PAMpPI3EHTyeMara KaHTIHTY JUIsl STIOHCKIX
I3sy4ar.



BbIHIKI JpIIIIOMHAN Tpalkl MOTYIb ObIlb CKapbICTAHbl MAJ4ac BBIBYUIHHSY
cydacHal KyJabTyphl AMoHil, a TaAKCaMa MEHTAIITATY HACEJIbHIIITBA KPalHBbI.

A¥Tap naupsipjikae gakjaaJgHacllb MaTIpbisiay 1 BbIHIKAY JbITUIOMHAN Mpalbl, a
TaKkcama CaMacCTOMHACLb 1€ BbIKAHAHHS.

ABSTRACT

Thesis: 51 pages, 50 used sources, 2 appendices.

PSYCHOLOGICAL FACTORS OF POPULARITY OF MODERN
JAPANESE VIDEO GAMES AMONG JAPANESE GIRLS

Object of the study: Japanese video games and genres popular with Japanese
girls.

Subject of the study: their popularity among Japanese girls.

Purpose of the work: to find out what psychological reasons Japanese girls
may prefer a certain type of games.

Research methods and approaches: questionnaire survey, description,
analytical and comparative methods.

Video games, like any other form of contemporary art, are a "mirror" of society,
thanks to which one can familiarize oneself with the current interests and problems of
young people. Japanese culture, having a number of differences from European
culture, is represented in native Japanese genres, revealing the traditions and current
worldview of young Japanese. In this paper, we made an attempt to find out what
attracts Japanese girls to games and what may be the reason for their integration into
the daily life of girls on a psychological level.

At the end of the 90s, the genre of otome games appeared, which are oriented
towards female audience. Otome is a prototype of social games, which genre is
currently one of the most popular among young girls. Part of the reason for their
spread is the culture of kogyaru - girls, usually of school age, who are characterized
by excessive use of handheld devices for communication. High school girls are
becoming not only the mainstream but also a relevant group for determining what
will be popular.

In addition, a number of psychological rationales including societal stereotypes,
psychological issues, and sensual aspect also play a role in the attractiveness of the
represented content for Japanese females.
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