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MeXIMYHOCTHOE B3aMMOJEUCTBHE KUTAUCKUX CTYAEHTOB C Pa3IMYHBIM
YPOBHEM BOBJICYEHHOCTH B BHJECOUIPHl C HACWIBCTBEHHBIM COJECPKAHUEM:
aHHOTaIUsl K Marucrtepckoil nuccepraumu / FOutun It ; BI'Y, dakynsrer
¢unocopun U coUMANBHBIX HayK, Kadeapa CONUAIbHOM M OpraHu3allOHHON
ncuxosioruu ; Hayd. pyk. A. C. Conoayxo.

CTpyKkTypa 1 00b€M MarucTepcKoil padoThl — MarucTepCKas AUCcCcepTalus
COCTOMT M3 BBeJIEHHUs, OOIIell XapaKTepUCTUKH padOThl, 2 TJIaB, 3aKIIOUYCHHUS,
CIIMCKA MCMOJIb30BAHHBIX HCTOYHUKOB.

Marwucrepckas nuccepranus Bkitodaet 78 ¢., 24 puc., 7 Ta0i., 52 HCTOYHHKA,
4 NpUOKEHUIA.

Kmouesble ciaoBa:  MEXJIMYHOCTHOE  B3AMMOJIEMCTBUE,
BUAEOUI'PbI C HACUJIbCTBEHHBIM COAEPXAHUMEM, IICUXNYECKOE
3AOPOBBE, CTYAEHTDBI, O1TOXA UHTEPHETA, HACUJIME, AT'PECCHA,
MEXJIMYHOCTHBIE OTHOILEHNA, COLIMAJIbHAA CPEJA,
KOMIIBIOTEPHBIE UI'PHI.

Texkcr pedepara

Obvexkm uccned0oganus — MEXKINIYHOCTHOE B3aUMOJICHCTBUE KUTANWCKUX
CTYJICHTOB.

Ilpeomem uccrnedoganuss — MEXIUYHOCTHOE B3aUMOJIECUCTBUE KHUTaWCKUX
CTYIEHTOB C pa3JIM4YHbIM yPOBHEM  BOBJICYEHHOCTH B  BHUICOUIPHI C
HACUJIbCTBEHHBIM COJIEPKAHUEM.

Llenv uccneoosanus — OXapaKTEpU30BATh IMCHUXOJOTHYECKHE OCOOCHHOCTH
MEKJIMYHOCTHOTO B3aUMOJEHCTBHS KUTAUCKUX CTYJEHTOB C PA3JIMYHOU CTEIIEHBIO
BOBJICYEHHOCTH B BUJIEOUTPHI C HACWIIBCTBEHHBIM COJAEP/KAHUEM.

Memoowt uccneoosanus — 1. «Video Game Questionaire», mkana Oblia
aganTupoBaHa u3 omnpocHuka «MrpoBoil ombeIT», wHcnojib3oBaHHOro K. A.
AnnepconoM u K. E. lumnom B 2000 roxy, B KOTOPOM HCHBITYEMBIX MPOCHIH
NEPEYNCIUTh TPU UIPHI, B KOTOPbIE OHU UTPAIOT Yalle BCETO, U MO KaXI0H Urpe
OLICHUTh YPOBEHb HACHJIHSI U dKECTOKOCTH B UT'PE, a TAKIKE OLIEHUTH BPEMS U YACTOTY
UIPBI 33 MOCJIEIHIOK HEENI0, a YaCTOTa, YMHOXXEHHAs Ha MPOAOLKUTEIBHOCTh
OJIHOM MIPBbI, UCIOJb30BAJIACH B KAYECTBE KPHUTEPHUS YPOBHS MIPOBOro ombiTa. B
KaueCcTBE KpHUTEpUs YPOBHS HUIPOBOrO ONbITA HCIOJIb30BANACH YaCTOTA,
YMHOKEHHAsi Ha BpEMs, MPOBEACHHOE 3a HMIPOM B TEUEHHWE OJHOM ceccuu, H
paHXUpOBaHHASI B MOpsAKE YObIBaHMs Ans AuQEepeHIrnanuu ypoBHS UTPOBOTO
ombITa UCTBITYeMbIX. OMPOCHUK OLIEHUBAJICS MO S5—OaUIbHOW IKayie, a Oaiibl
pPaCcCUUTHIBAIMCH ITyTeM J00aBICHUA K OaTy HACHIIUS, yMHOXKEHHS €ro Ha 4acToTy,
a 3aTeM ycpeaHeHus OauioB IO TpeM WrpaM Jjis TOJyYeHUs OICHKHU
NOJIBEP’KEHHOCTH UCIIBITYEMOT'O BUJIEOUTPAM C HACUIIHEM.



2. «<AHKeTa 0 BJIMSIHUM OHJIAHMH-UIP C HACWJINEM HA MEeXJINYHOCTHOE
B3aUMoO/IeiicTBHE CTYIeHTOBY, Ob11 co3nan JI. Boii B 2014 roxy, Opta pazpaborana
aHKeTa JJIsl UCCIIEAOBAHUS TEKYIIEeW CUTYalud MEXIMYHOCTHOTO B3aUMOIEHCTBUS
CTYJIEHTOB, a Takke CGHOPMHUPOBAH METOA MHIAYKIMH M KilacCU(PHUKAIH, C
UCITOJIb30BAHUEM KAYECTBEHHOI'O AaHAJIM3a, CPABHUTEJIBHOIO HCCIEAOBAHMUS U
JPYrUX METOAOB, a TakkKe OTYeT 00 HCCIeIOBaHUU TEKYIIEH CUTyalluu
MEXJIMYHOCTHOT'O B3aUMOJEHCTBUS CTYIE€HTOB U BIUSHUS OHJIAWH-UTP C HACHIIUEM.

Ilonyuennvie pesyromamol 4 ux Ho6usHa — 1. MEXINYHOCTHOE
B3aUMOJICUCTBHE:  CYIIECTBYE€T  B3aUMOCBA3b  MEXKAY  MEXKIMYHOCTHBIM
B3aUMOJICUCTBHS U BOBJICYEHUEM B BUJIEOUTPbI C HACHJIBCTBEHHBIM COJIEPKAHUEM Y
KUTAMCKUX CTYJIEHTOB. 2. ['€eHlepHble pas3inuuus: CYIIECTBYIOT 3HAYUTEIIbHbBIE
paznuuus MEeXJy MYKUMHAMU W OJKCHIIMHAMHU, KOTOpPhIE YYacTBYIOT B
HACUJIbCTBEHHBIX Urpax. MyX4YUHBI, BOBJICYEHHBIE B KOMIIBIOTEPHBIE UIPHI C
HACHJIbCTBEHHBIM COJIEP)KaHUEM B OOJIbIIIEH CTEIEHN IEMOHCTPUPYIOT TPYAHOCTH B
KOHCTPYKTUBHOM MEXJIMYHOCTHOM B3aWMOJEHCTBUU, HEXKEIIN CTYACHTBI )KEHCKOTO
nosa. 3. BupryanbHoe MEXIMYHOCTHOE B3aMMOJIEHCTBHE: CTYIEHTHI BOBJIEKAKOTCS
B BUPTYAJIbHOE MEXIMYHOCTHOE B3aHMMOJICHCTBUE YEPE3 UIPbl C HACUIBbCTBEHHBIM
conepkanueM. IIpu 3TOM CTyAEHTBI, KOTOpbIE OBUIM B CEMbSIX €IUHCTBEHHBIMU
JETHbMH B OOJIbILIEH CTETICHH BOBJICYEHBI B KOMITBIOTEPHBIEC UTPhl HACUIILCTBEHHOTO
COJIepKaHus, UeM CTYACHTHI, UMEIoLIe OpaTheB miu cectep. 4. He ObL10 BBISIBIEHO
CYILECTBEHHBIX reorpapuueckux pa3nnuuil Mexxay oOyuatomumucs B Kurtae nim 3a
pyOEXOM M UX BOBJIEYEHHOCTHIO B HACHJILCTBEHHBIE UTPBI. DTO TOBOPUT O TOM, YTO
B3aMMOCBSA3b MEXIYy OCOOCHHOCTSAMH MEXJIMYHOCTHOTO B3aUMOACHUCTBUA U
BOBJICYEHHOCTBbIO B KOMIIBIOTEPHBIE WUIPbl C HACHJIBCTBEHHBIM COJIEPKAHUEM HE
SBJSIETCSl peakIuell Ha oOy4YeHHe B MHOW KyJIbTYypHOU cpene. Hayunas noeusna
uccne0o8anusi 3aKIOYaeTCs B BBIABICHHHM B3aUMOCBS3€M MEXKIy KauyeCTBOM
MEXJIMYHOCTHOTO  B3aUMOJEWCTBHUS  KUTAWCKUX  CTYJEHTOB M  YpPOBHEM
BOBJICYEHHOCTH B KOMIIBIOTEPHBIE UTPhl HACWJIBCTBEHHOI'O conepxkanus. [Ipu atom
CTYJEHTBl MYKCKOIO TOJIa JAEMOHCTPUPYIOT OOJIBIINI YPOBEHb BBIPAKEHHOCTU
TPYAHOCTEN B MEKINYHOCTHOM B3aUMOJEHCTBUH.

Locmogeprnocmeb mamepuanog u pe3yibmamos MacucmepcKou ouccepmayuu
— TI'mmote3a uccienoBaHusl MOATBEPAMIIACH: CYIIECTBYET B3aUMOCBS3b MEXIY
MEXJIMYHOCTHBIM B3aUMOJICUCTBHEM KHUTAaWCKUX CTYJEHTOB M BHJEOUIPAMU C
HAaCWJIbCTBEHHBIM COJIepKaHueM. JlomoaHuTenbHAs TUIIOTE3a MOATBEPANUIIACK!
CYIIECTBYIOT MOJIOBBIE PAa3IUyUsl MEXIYy MYXYMHAMU, BOBJICUCHHBIMU B UTPHI C
HAaCUJIMEM, WU JKEHIIMHAMH, BOBJEYEHHBIMU B UIrphl ¢ HacuiueMm. CTyAeHTbI
BOBJIEKAIOTCS B BUPTYAJBHOE MEKJIMYHOCTHOE B3aUMOJCHCTBUE YEPE3 HUIPHI C
HacuiveM. OpHako — reorpaMUecKHX — pa3iMuuid  MEXAy — CTyICHTaMH,
oOydaromumucss B Kurtae, KOTOpble BOBJIEKAIOTCS B UIPhl C HACWIHMEM, U



CTyJIeHTamMH, He oOyuaromumucsi B Kutae, KOTOpble BOBIEKAIOTCS B HUIPHI C
HACUJINEM, HE CYILECTBYET.

Obnacmeb  803MOJCHO20 NPAKMUYECKO20 NPUMEHEeHUsi ~ — COCTOUT B
BO3MOXKHOCTM  HMCIIOJIb30BaHUsl  IOJYYEHHBIX  PE3yJbTATOB  IICUXOJIOTaMHM-
KOHCYJIbTAaHTaAMH M KypaTopaMH B paboTe ¢ KUTAlICKUMU CTyJI€HTaMH, UMEIOIIUMU
TPYAHOCTH B MEXJIMYHOCTHOM B3aMMOJEUCTBHM, a TAKKE IPHU ICUXOJIOTHYECKOM
COTPOBOXKACHUM  KHUTAWCKUX  CTYIEHTOB, OOydalomuxcsi B  3apyOeKHBIX
YHUBEPCUTETAX, UMEIOIINUX TPYIHOCTH C COUMAIBHON aanTanuen.

Annotation

Interpersonal interaction of Chinese students with different levels of involvement in
video games with violent content: abstract for master's thesis / Yuiting Pei ; BSU,
Faculty of Philosophy and Social Sciences, Department of Social and Organisational
Psychology ; supervisor. A. S. Solodukho.

Structure and scope of the master's thesis - the master's thesis consists of an
introduction, general characterisation of the work, 2 chapters, conclusion, list of used
sources.

Master's thesis includes 78 p., 24 figures, 7 tables, 52 sources, 4 appendices.

Key words: INTEGRITY INTERACTION, VIDEO-GAMES WITH VIOLENT
CONTENT, PSYCHIC HEALTH, STUDENTS, INTERNET AGE, VIOLENCE,
AGGRESSION, INTEGRITY RELATIONS, SOCIAL ENVIRONMENT,
COMPUTER GAMES.

Abstract text

The object of the study is interpersonal interaction of Chinese students.

Subject of the study - interpersonal interaction of Chinese students with different
levels of involvement in video games with violent content.

The aim of the study is to characterise the psychological features of interpersonal
interaction of Chinese students with different levels of involvement in video games
with violent content.

Research Methods - 1. ‘Video Game Questionaire’, the scale was adapted from the
Video Game Experience Questionnaire used by K. A. Anderson and K. E. Dill in
2000, in which subjects were asked to list the three games they play most often and
for each game to rate the level of violence and cruelty in the game, as well as to rate
the time and frequency of play in the last week, and frequency multiplied by the
duration of one game was used as a measure of level of gaming experience.
Frequency multiplied by the time spent playing per session and ranked in descending
order to differentiate the subjects' level of gaming experience was used as a criterion
for the level of gaming experience. The questionnaire was scored on a 5-point scale,
and scores were calculated by adding violence to the score, multiplying it by



frequency, and then averaging the scores across the three games to obtain an estimate
of the subject's exposure to violent video games.

2. ‘Questionnaire on the influence of online violent games on students'
interpersonal interaction’, was created by L. Wei in 2014, a questionnaire was
designed to investigate the current situation of students' interpersonal interaction,
and an induction and classification method was formed, using qualitative analysis,
comparative study and other methods, and a research report on the current situation
of students' interpersonal interaction and the influence of online violent games.

Results obtained and their novelty - 1. Interpersonal interaction: there is a
relationship between interpersonal interaction and involvement in video games with
violent content in Chinese students. 2. Gender differences: there are significant
differences between males and females who are involved in violent games. Males
involved in computer games with violent content are more likely to show difficulties
in constructive interpersonal interaction than female students. 3. Virtual
interpersonal interaction: students are involved in virtual interpersonal interaction
through games with violent content. At the same time, students who were the only
children in their families are more involved in violent computer games than students
with siblings. 4. No significant geographical differences were found between
learners in China or abroad and their involvement in violent games. This suggests
that the relationship between interpersonal interaction -characteristics and
involvement in violent computer games is not a response to learning in a different
cultural environment. The scientific novelty of the study lies in the identification of
relationships between the quality of interpersonal interaction of Chinese students
and the level of involvement in violent computer games. At the same time, male
students show a higher level of expression of difficulties in interpersonal interaction.

Reliability of Materials and Results of Master's Thesis - The hypothesis of the
study was confirmed: there is a relationship between Chinese students' interpersonal
interaction and video games with violent content. An additional hypothesis was
confirmed: there are sex differences between males involved in violent games and
females involved in violent games. Students engage in virtual interpersonal
interaction through violent games. However, there are no geographical differences
between Chinese students who engage in violent games and non-Chinese students
who engage in violent games.

The area of possible practical application - consists in the possibility of using
the obtained results by counselling psychologists and supervisors in work with
Chinese students who have difficulties in interpersonal interaction, as well as in
psychological support of Chinese students studying in foreign universities who have
difficulties with social adaptation.
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