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AxTyanpHOCTB. B HacTosee BpeMst MH(POPMAL[MOHHBIE TEXHOTOTMY MH-
TEHCUBHO pa3BuUBaloTCs. CTaHOBATCS aKTyaIbHBIMI IIPOO/IEMbI, CBSI3AHHBIE C UX
BO3/IEJICTBIEM Ha IICUXIYECKOe pa3BuTHe YenoBeka. OfIH 113 4aCTHBIX BOIIPOCOB,
VHTePeCYIOIVX UCCIIefoBaTeNell — 3TO B3aMMOCBA3b YBIEYCHHOCTY BUICOM-
rpamu u arpeccun. TakxKe MCCIE[OBATEIsIMU OTMEYAETCS IPOTUBOPEYNBOCTD
HOJTy4aeMbIX Pe3y/IbTaTOB U HeOOXOMMMOCTD 6ojiee IITybOKOTO pacCMOTpEHMA
pO6IeMBL.

ITenb. Onpenenenne ocobeHHOCTEN pa3paboTKM MpobIeMbl B3aMMOCBSI3U
YB/IEUeHHOCTY BUICOUIPAMI M aTPeCCUBHBIX TEHICHINIT B TEMATUIECKUX Ha-
[IPaB/IeHNSIX, KOTOPBIE OHA 3aTParnBaer.

Metopp1. OTOT 0630p IIOCTPOEH Ha MaTepuae CTaTell, UHAEKCUPYEMBIX B
Scopus. Co0p 1 aHa/IN3 FAHHBIX IPOBOANIICS C UCIIO/Ib30BAHNEM NHCTPYMEHTOB
onnain-mardopm Scopus u SciVal.

Pesynbrarsl. [TpencraBieHa 061as xapaKTepICTHKA CTaTell, COOTBETCTBY-
IOLVIX TeMe CBSI3M yB/I€YEHHOCTY BUJEOUTPAMIL U arpecCUil. BblIn BbIsB/IEHBI
CIefyole TeMaTdecKe HalpaB/ieHys, Hauboee OAPOOGHO pacKpbIBaoIe
ee: “Media Violence; Video Games; Aggression” («Meguanacunue; Bugeonrpsy;
Arpeccus»), “Internet Use; Addiction; Gaming” («Vcnonb3osanne VHTepHeTa;
3aBucumMocTs; Vrposoit»), “Online Games; Avatar; Gaming” («OHIaiiH-UTpsL;
Aatap; Vrposoit»), “Cyberbullying; Crime Victims; Participant Roles” («Ku6ep-
6ymnunr; XKeptol npectymnenuit; Ponu ygactHukoB»), “Portrayal; Stereotypy;
Media Representations” («IToprpetupoBanue; Crepeorunnocts; [IpencrasieH-
HOCTb B Mefiua»). IIpefcraBieH mofgpoOHbI aHaMN3 CTaTell, OTPAKAIOLIUX pac-
CMATpUBAaeMyI0 TeMY B PaMKaX STHX HaIlPaB/IEHUIL.

Boisogpl. VccnenoBaTenaMu o6CyXaloTcsa BOIPOCH 6oree Iy6oKoit
IpopabOTKM CBsI3Y YBIEUEHHOCTY BUAEOUTPAMIY I aTPECCUM, B YACTHOCTH, BbI-
60pa 1 KOHTPOJIS IIepeMEHHBIX; TAK)Ke VMV IPOBOAMTCS KPUTHYECKIIT aHATIN3
CYILIECTBYIOLIVX KOHLIEIIINI arpeccy IIPUMEHNTENIbHO K PacCMaTPUBaEMOlt TeMe
¥l BO3MO>KHOCTY MX VICIIO/Ib30BaHMsA. B paMKax TeMbl 0TMeYaeTcst, YTO IMITUPH-
JecKye JaHHbIe, Kacaollyecs] aCIIeKTOB MCIIOIb30BaHMs BUEOUTP, COOMparoTcs,
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KaK IIPaBIJIO, HA OCHOBE CAMOOTYETOB PECIIOH/IEHTOB; X TOBEIEHNE U e Te/b-
HOCTb MCCIIeRYIOTCA peako. IIpocMaTpyuBaloTCs TEHACHLVMN, KacaIOLecs U3-
YU€HVsI aTPECCUM B PeasIbHOI M BUPTYA/IbHOI cpefie (B 4aCTHOCTH, Oy/UIMHTA 1
KubepOy/UIMHra), PACOBBIX 1 F€H/IEPHBIX CTEPEOTHUIIOB, aTPECCUBHBIX TEHIEHIVIT
Ha (OHE MTPOBOTO PaCCTPOICTBA.

Kntouesvie cnosa: Byifeonrpsl, arpeccusi, UTPOBoe paccTpOICTBO, Kubep-
Oy/IIVHT, OY/UINHT.
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TEHAEHIMN 3apyOeXXHBIX uccaefoBanmii // BecTHuk MOCKOBCKOTO YHM-
Bepcurerta. Cepus 14. Ilcuxomorns. 2022. Ne 3. C. 169-199. doi: 10.11621/
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VIDEO GAMES AND AGGRESSION:
THE MAJOR TRENDS IN FOREIGN STUDIES

Ekaterina S. Ponomareva
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esp_st@mail.ru, https://orcid.org/0000-0002-1899-9807

Background. Information technologies are developing intensively now.
Problems related to their impact on human mental development are becoming
relevant. The researchers are interested in one of the particular issues that is the
interrelation between video games and aggression. Additionally, the researchers
admit the inconsistency of the obtained results and the need for more compre-
hensive consideration of the problem.

Objective. To determine the specificities of the problem elaboration related
to the interrelation between interest in video games and aggressive tendencies in
the context of the topics it is reflected in.

Methods. This review is based on the material of the articles indexed in
Scopus. Data were collected and analyzed using the data analysis tools from online
platforms Scopus and SciVal.

Results. A general characterization of the articles, that are consistent with the
link between interest in video games and aggression, is presented. The following
topics were identified as those that represent this link in the most detail: “Media
Violence; Video Games; Aggression”, «Internet Use; Addiction; Gaming”, “Online
Games; Avatar; Gaming’, “Cyberbullying; Crime Victims; Participant Roles”, “Por-
trayal; Stereotypy; Media Representations”. A detailed analysis of the articles, that
reflect the considered issue in the context of these topics, is presented.
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Conclusion. The researchers discuss the issues of more detailed elaboration
of the interrelation between interest in video games and aggression. In particular
they pay attention to the variables choice and control. Additionally, they conducta
critical analysis of existing concepts of aggression relatively to the considered issue
and the possibility of using them. It is mentioned that the empirical data concern-
ing aspects of video game use are generally collected on the basis of respondents’
self-reports; their behavior and activities are rarely examined. Trends concerning
the study of aggression in real and virtual environments (in particular, bullying and
cyberbullying), racial and gender stereotypes, and aggressive tendencies related
to gaming disorder are revealed.

Keywords: video games, aggression, gaming disorder, cyberbullying, bullying.

For citation: Ponomareva, E.S. (2022). Video Games and Aggression: The
Major Trends in Foreign Studies. Vestnik Moskovskogo Universiteta. Seriya
14. Psikhologiya (Moscow University Psychology Bulletin), 3, 169-199. doi:
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BBenenue

MHorue acneKTbl )KM3HENEeATE/IbHOCTY COBPEMEHHOTO 4eloBeKa
OIOCpeNiOBaHbI MH(OPMAIVIOHHBIMY TEXHOTIOTMAMM. B CBA3M € 9TVMM BHU-
MaHIe JICCIefloBaTerell IpyB/IeKaeT IIpo6IeMa COOTHOIIEHN S PeaTbHOTO
Y BUPTYa/IbHOTO IPOCTPAHCTB, a TAK)Ke 0COOEHHOCTell Tpe0bpa3oBaHMA
HOBEIeHNA U JIeATEIbHOCTY ITPY [IEPeXOfie B BUPTYa/IbHOE IPOCTPAHCTBO.

OpHUM M3 C/IefCTBUI pa3BUTHUA MHPOPMAIMOHHBIX TeXHOIOTUI
ABJIAETCA VHTEHCUBHOE pacllMpeHnue MHAycTpun Bupeourp. B 2020 r.
nHcturyroM HUY BIIS «Ilentp pa3Butusa» ObII O1Iy0/IMKOBaH TOZOBOII
0030p, B KOTOPOM OTMeYaeTcsl yBenndeHye pplHKa B epyof ¢ 2014 r. mo
2019 . B mupe (Ha 11%) u B Poccun (Ha 14% B nmepuox 2018-2019 rr.).
Jono/MHNTEeNbHO pacCMATPUBAIOTCS IONIBITKY IPUHATUS Mep Ipef-
YIpeXAeHsI HeTaTVBHOTO BIVAHNS KOHTEHTHBIX PYCKOB, ICTOYHMKAMMU
KOTOPBIX MOTYT OKa3aTbCA BUICOUTPEL. B YacTHOCTH, YKa3aHHbBIE PUCKA
CBASBIBAIOT C YCUJIEHMEM aIrPECCUBHBIX TEHEHIMIA (Cempix, 2020). dTOT
BOIIPOC TaK)Ke IIPMBJ/IeKaeT BHUMaHMeE UCCIeN0BaTeNeN.

B pamkax 0630pa 1CIIOIb3yeTcs ONpefieieH e BIeOUTPbI, KOTOpOe
6p110 pepnoxxeno H. Dcnosuto: “A videogame is a game which we play
thanks to an audiovisual apparatus and which can be based on a story”
(uepa, B paMKax KOTOPOII OCYILECTBIIACTCS UPOBAS AKMUBHOCHb, OTIOCPe-
JIOBaHHAs Ay0UO0BU3YANbHOL annapamypoti i KOTopast MOXKeT 6a3upoBaTh-
cs1 Ha ucmopuu) (Esposito, 2005). Ba>XHBIM MOMEHTOM OTHOCUTENIBHO UZPbi
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(game) AB/Ig€TCA AKIIEHTVPOBaHVe BHYMaHe HAa UTPOBOM IIPOCTPAHCTBE
u npaBwiax. Takum o6pasom, Bugeonrpa OymeT paccMaTpUBaTbCA Kak
BUPTYa/IbHOE IIPOCTPAHCTBO, C KOTOPBIM B3aIMOJEIICTBYET IT0Ib30BaTeNb
Y B KOTOPOM OH B3aMIMOZIEVICTBYET C APYTMMM UTPOKAMI, €C/IV TaKasi BO3-
MO>XHOCTbD IIPeAyCMOTpEHa.

B 6ase HayuHoro nuruposanus Scopus 1o 3anpocy “SUBJAREA
(psyc) AND TITLE-ABS-KEY (video AND game*) AND TITLE-ABS-
KEY (aggression)”! («[IpexmerHas 06macTb (IICMXOIOTNMS) U KITIOYEBbIE
cnoBa (arpeccusi)») oOHapyxeHo 433 nmy6Onukauum. [JuHaMuka ux pac-
npefeneHus 1o rogam (puc. 1) MoxeT OBITh OXapaKTepu3oBaHa Kak
MOJIOKUTENbHAS: POCT MICCIIEOBATENIbCKOTO MHTEpeca K OTPa>KeHHON B
3ampoce TeMe «Bugeourpsl u arpeccusi» B mpegMeTHoI obmactu «IIcuxo-
norusi» Habmopgaetcs ¢ 2001 r. OTMeTnM, YTO EPUOABI POCTa KOTIMIECTBA
HNyO/MMKanuil YepefyoTcs ¢ nepuogamu cHmkenns. Haunnas ¢ 2019 1.
YMCTIO MYOMMKALNIT YBETMIMBACTCA.

JlanpHeimmit aHa/IN3 pe3yIbTaTOB MOMCKA Ha OHJIANH-IIIaTdOp-
Me SciVal mokasas, 4T0 GONIBIINMHCTBO BbINENAEMBIX CUCTEMOI TEM, I10
KOTOPBIM pacIipefensoTcs Nyonukanum B mepuog ¢ 2016 r., uMeroT fo-
CTaTOYHO BBICOKME 3HAYEHN I I10 ITOKA3ATEe/I0 «IIePLIeHTI/Ib IPOMIHEHT-
HocTy» (“Prominence Percentile”), KOTOpbIiT yKa3biBaeT Ha AMHAMUKY
U TIONY/LIPHOCTD TeMbI MJIM TeMaTU4ecKoro Kiactepa, — 6onee 70. Ito
O3HayYaeT, YTO YPOBEHb MHTEpeca K TeMe JOCTaTOYHO BenmK. [TokasaTenn
PaccCUNTHIBAETCSA HAa OCHOBE KOJIMYECTBA IPOCMOTPOB Iy O/IMKALINIA, KO-
JMYecTBa UUTUPOBAHMIT 1 peiiTuHra >xypHanos CiteScore (oTHOmeHNe
KO/IMYeCTBA LUTHPOBAHMII K YUCITY CTaTell, OIyO/IMKOBAaHHBIX U3JIaTeNIeM).
B wacTHOCTH, crefyeT oTMeTuTh TeMy “Media Violence; Video Games;
Aggression” («Menuanacunue; Bupmeourpsr; Arpeccus», nepLeHTUIb
npomuHenTHocTy (Prominence Percentile) =95,557) k KOTOpOIl OTHO-
cutcs Hanbobliee yncro mybnukanuii (111 u3 177). 3o cyiiecTBeHHO
IIPEeBBILIAET KOIMYECTBO paboT MO KaXK/[0V M3 OCTA/IbHBIX TEMATNYECKUX
nop6opok. B yactHocTy, BTopas tema “Internet Use; Addiction; Gaming”
(«Vcnonb3oBanne VIHTepHeTa; 3aBUCMMOCTD; VIrpoBOI1») 110 KOMYECTBY
VIMITIOPTYPOBAHHBIX TYO/IMKAIIVIT, COREPXKUT 15 IO3UINIA, TIO/TyYeHHBIX B
pesybTaTe IpOBeeHNA ITONCKa B Scopus.

1 PacumgpoBka KofoB HOelt, 0 KOTOPBIM poBoamics mouck: “SUBJAREA” —
npepmetHast o6mactp; “TITLE-ABS-KEY” — Ha3BaHue, KpaTKOe ONMCAHNE, KTIOUYeBbIe
croBa. [laziee B TeKCTe IpeACTaB/IeHbI TaKIe >Ke KOAbI ITOJIel! IOVCKa.
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Puc. 1. PactipeneneHne my6amkanmii 1o rogaM B 6ase HayYHOTO LIUTUPOBAHNUS
Scopus 1o Teme «Bupeourpst u arpeccua»
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Fig. 1. Distribution of publications by year in the citation database Scopus on the issue
“Video games and aggression”

Ha mepBbslit B3I147, pacCMOTpEHHbIE TEHAEHIUM COITIACYIOTCA €
HaO/MIoieHNAMM MCCIefjoBaTesNell OTHOCUTEIbHO NIPOTUBOPEUYNBOCTH
TAHHBIX, MOTy4aeMBbIX B XOZe M3yYeHM s B3aMMOCBA3Y yBI€YEHHOCTH
BUJIEOUTPAMU 1 arpeccuu. B monckax peeHus aToi mpobmeMsl ucce-
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JoBaTe/AMM ObpalaeTcss BHMMAaHNe Ha TO, YTO YKa3aHHas B3ayIMOCBSA3b
HpefcTaB/seTCs 60JIee CII0XKHOIL Y OTIOCPeyeTCs 60/IbIIM KONNIeCTBOM
(akTOpPOB KaK ICUXOJIOTMYECKNX, TaK U COLMATBHBIX, YTO HEOOXOAMMO
y4uuThIBaTh py aHanuse Temel (Bushman, 2021; borauesa, 2019; Oncos,
Katnep, 2015). CoOTBETCTBEHHO, IPEACTABIIAETCS BaXKHBIM OLEHUTD
TeHJEHIIVM, KacaIOIIecs: pa3paboTKM 9TOr0 BOIIPOCA B UCC/IEOBAHNIX.

ITenp cTaTby COCTOUT B OMpefe/ieHn 0COOeHHOCTeN paspaboTKu
Ipo6/IeMbl B3a¥IMOCBS3) YBI€UEHHOCTY BUJEOUIPAMU U arpecCUBHBIX
TeHJEeHLIUI B TeMAaTUYeCKUX HallpaB/IeHUAX, KOTOPble OHa 3aTparuBaer.

B vacTHOCTH, ITpeqmonaraeTcsi 0OpaTUTh BHMMaHMe Ha TO, KaKue
CBSI3aHHBIE C IPO0IEMOIl BOIIPOCHI MOTYT M3Y4YaTbCs B COBPEMEHHBIX
UCCIeOBAHMAX.

MeToabl

9TOT 0630p MOCTPOEH HA MaTepyaje CTaTeil, MHAEKCUPYIOIXCA B
Scopus. C60p 1 aHa/IN3 JAaHHBIX IPOBOAVIICA C MICIIO/Ib30BAHVEM aHAJIN-
TUYECKVX pecypcoB OHIaiH-1aTdopm Scopus u SciVal.

SciVal — 3T0 OHMaH-MHCTPYMEHT, O3BOJIAIOINIT aHAU3UPOBATh
OoblIIVe MAaCCUBBI JAHHBIX O MyOIMKALVAX, KOTOPble MH/IEKCUPYIOTCA
B 6a3e HaAyYHOTo IMTHpOBaHMA Scopus. locTyn obecrieunBaeTcs K JaH-
HBIM O IyO/IMKaLMAX VCCIIefoBaTesNel, mpeacTasnaoimux 6omree 20000
opraHusauuii u3 231 crpassl HaunHasA ¢ 1996 1. bonbuoe konudyecTBo
VICTIIOZIb3YEeMBIX CUCTEMOJN METPUK I03BOJIAET IONYYUTh CBOLKY IIO MC-
C/Ie{OBaTENbCKOM aKTUBHOCTY IIMPOKOTO IIEpEeYHsA OPTraHU3aLnii B pas-
JINYHBIX MCCIEOBATEIbCKUX 00/1aCTAX; HOCMOTPETb JUHAMUKY CBOEI
OpraHM3aluy B paMKax paspabOTKV VICCIIEOBATENbCKUX CTPATeTuil U
CIIPOTHO3MPOBATh BO3MOXXHOCTH COTPYSHNYECTBA C IPYTMMM OpTaHM3a-
LVSIMY; OLIeHUTh aKTYa/IbHOCTD 0671aCTell CCIeIOBaHMIil B 00IIeM II/TaHe,
a TaK>Ke OTPaHMYMBAsACDH NEATEIbHOCTbI0 KOHKPETHBIX MCC/IEOBATEENt;
IIpOaHaNM3MPOBATh TEHAEHIMI HAIIPaBJIEHUI UCCIENOBAHNIT B PaMKaxX
Ollpefie/IieMbIX IpeMeTHBIX 00/1acTell, TeM Vi TeMaTU4IeCKIX KITaCTePOB.

Ha puc. 2 nokasas anroputm c6opa faHHbBIX, pe3y/IbTaT aHaIM3a
KOTOPBIX IIPEJCTAB/IeH B CTaThe.

O6c¢cy>x/ieHne pe3yIbTaTOB

Hannvie 6a3vt HayuHo20 yumupoeanus Scopus

B mepByIo odepenp crefyeT NpMBECTU XapaKTePUCTUKY MOOOPKM
Iy O/IMKaIVii, TIOTyYeHHOI B pe3y/bTaTe MIPOBEleHNs IoMCcKa. PaboTh
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Peanu3arus pacmmpeHHOro moucka B Scopus 1o 3ampocy: «SUBJAREA (psyc) AND TITLE-
ABS-KEY (video AND game*) AND TITLE-ABS-KEY (aggression)» (433 myOmukarm).

v

OrnpaBka pesyiabrara moumcka B SciVal B kauectBe mnoxOopku. BeiOpanssiil mepuon

orpanndenns: ¢ 2016 r. mo Hactosee Bpems (177 myOaukarmii).

!

Otbop u mociexyroiee paccMoTpeHne TeM SciVal, B KOTOpbIC BOILIM IIyONMKALMH W3

chopmMupoBaHHOI NoAOOpKH (00LIee koaun4ecTBo — 40).

e OrpanudeHne nepedHs TeM 110 3Ha4EeHHIO apaMeTpa «IepPLEeHTIIb IPOMUHEHTHOCTID

(«Prominence Percentile») 6omee 70 (36 Tem).

e  OurpTpanys myOIMKanmii B KaXxJI0i TeMe Mo mpeaMeTHoi oonactn «Ilcuxomorus».

v

Iouck TeMm, B KOTOPBIX TEMAaTHIECKOE HAMPABICHHE TOWCKA NMPEICTABICHO 2-Ms u Ooiee

1'[y6.]'[I/IKaI_II/Ii[MI/I. B gucno 3Tux TeM BXOIAT cienyroumue 5:

Tema IosicHeHus TeM Ha Homep Iepuextuns Obwiee KOIHIeCTBO
PYCCKOM SI3BIKC TIPOMHHCHTHOCTH nyﬁnmcaum‘/l B
npeaMeTHO# o6macTu
«IIcuxomorus»
Media Violence; Video | Menuanacumue; T.4183 95,557 415
Games; Aggression Buneonrpsr; Arpeccust
Internet Use; HUcnone3oBanne T.542 99,888 2329
Addiction; Gaming Hntepnera;
3aBucumoctb; Urposoii
Online Games; Avatar; | OnnaiiH-urpsr; ABarap; T.14342 | 94,804 210
Gaming Hrposoii
Cyberbullying; Crime | KubepOymmunr; Xeprser | T.36 99,793 3266
Victims; Participant npecTyieHuit; Poru
Roles Y4ACTHUKOB
Portrayal; Stercotypy; Toprperuposanuc; T.26003 | 77,191 32
Media Representations | CrepeoTumus;
IIpencTaBneHHOCTE B
Meaua

Puc. 2. Oransl mpomecca c6opa faHHbIX, PACCMATPUBAEMbIX B CTaThe
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Implementation of an advanced Scopus search for «SSUBJAREA (psyc) AND TITLE-ABS-
KEY (video AND game*) AND TITLE-ABS-KEY (aggression)» (433 publications).

v

Sending the search result to SciVal as a publication set. Selected restriction period: 2016 to

present (177 publications).

!

Selection and subsequent consideration of SciVal topics, which include publications from the

generated publication set (total number — 40).
o Limiting the list of topics by the parameter «Prominence Percentile» value greater than
70 (36 topics).

o Filtering of publications in each topic by subject area «Psychology».

v

Search for the topics which represent the subject area of the search by 2 or more publications.

These topics include the following 5:

Topic Topic Prominence | Total number of
Number | Percentile publications in the subject
arca «Psychology»

Media Violence; Video Games; Aggression T.4183 95,557 415
Internet Use; Addiction; Gaming T.542 99,888 2329
Online Games; Avatar; Gaming T.14342 | 94,804 210
Cyberbullying; Crime Victims; Participant Roles T.36 99,793 3266
Portrayal; Stereotypy; Media Representations T.26003 | 77,191 32

Fig. 2. Stages of the data collection process

B IIpefMeTHOI 06macTu «IIcuxonorns», MOCBsIeHHbIE TEMATUYECKOMY
HaIlpaB/IeHMIO ITOVICKA « BIeourpel 1 arpeccusi», HAUMHAIOT HOSAB/IATHCA
¢ 1986 1. Hesagmonro o sToro, B 1972 1., H. Bynrnenn ocHOBBIBaeT crienu-
AJIMBVPYIOIIYIOCA Ha Pa3paboTKe U MPOABIDKEHNN BUAECOUTP KOMIIAaHUIO
“Atari”. 9T0 cOOBITVIE IPMHUMAETCS 32 TOUKY OTCYETa, C KOTOPOIl Hauu-
HaeTCA COOTBETCTBYIOIIAA MHIYCTPUS (BepTymMHCKI/H?I, 2018; bengesa,
2021). Panee 6p110 oTMedeHO, uTo ¢ 2001 I. MccenoBaTenn HauMHAIOT
HPOSIB/IATD OOJIBLINIL MHTEPEC K paccMaTpyBaeMoit TeMe. MO)XHO IpefIio-
JIOXKWTB, 4TO 9TO CTAJIO C/IEACTBMEM TePAKTa, IPON3OLIEAIIEro B CTapIeit
mkose «Komymb6aita» (CIIIA) B 1999 1., HO B aKTya/IbHBIX Ha TOT MOMEHT
IyO/MMKaIAx 0603HaueHHbIE COOBITIA ITOYTH He YIIOMMHANCD. [Tpy aToM
ClIefiyeT OTMETUTb, YTO paclpefenenne padbot mo sanpocam ‘columbine
AND SUBJAREA (psyc)” («xomymbaria u mpegMeTHast 06/1actp (Icuxo-
norus)») u “TITLE-ABS-KEY (school AND shoot*) AND SUBJAREA
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(psyc)” («kmroueBble coBa (CTpenbba B IIKOJIE) U NpeaMeTHasA 00/1acTb
(mcuxomnorus)») (puc. 3) UMeeT aHAJIOTMYHYIO IMHAMYKY II0 CPaBHEHMIO C
pacIpezenieHMeM ITyO/IVKALVIL IT0 PacCMaTpPUBaeMoli B paMKaxX CTaTby TeMe.
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Fig. 3. Distribution of publications on thematic areas “Columbine” and “School shoot-
ing” at the subject area “Psychology”

Haub6onpuiee gyncmo pabor (233 n3 433 — 58,1%) npuHaIeKNUT
aBropaM u3 CIIIA, 4TO 3HaUMTENBHO IPEBBINIAET IOKa3aTenb lepManun
(44 n3 433 — 10,2%), 3aHNMAIOLIEl CTIEYIONUIYIO MO3NIINIO B PEHTHHTE.
AHanormyHbIM o6pasoM 1ATh yHuBepcuteros CIIA Bxopar B TOI-10
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OpraHmsaruit, Harbosee aKTMBHO pa3pabaThIBAIOLINX PACCMATPUBAEMYIO
npo6remy. JInanpyrolye HO3MIMY 3aHUMAIOT: YHUBEPCUTET MITaTa AjfoBa
(Iowa State University) (42 13 433 — 9,7%) n yHuBepcuret mrara Oraito
(The Ohio State University) (31 n3 433 — 7,2%). B tabsn. 1 npencrasnen

Ta6numna 1

Tom-10 yHUBEPCUTETOB, MMANPYIOLINX [0 YUCITY MTYOIMKALINIL ITO TeMe
«Bupmeonrpsl 1 arpeccusa»

Haspanue opranmsanum Crpana qMC}:I(c)) I;Zﬁgﬁ?;uMﬁ
Yuusepcuret mraTa AjioBa CIIA 42
Ynusepcurer mrara Oraiio CHIA 31
AmMcTeppaMckuit CBOOOIHBII YHUBEPCUTET Hupepnanpbt 23
CTeTCOHCKUIT YHUBEPCUTET CIIA 23
ucbpyxkcknmit yHuBepcuteT Menn Jleo- ABcTpusa 20
nonbia u OpaHna
MuunrancKuii yHMBEpCUTET CIIA 17
Muccypuiickuil yHUBEpCUTET CIIIA 12
Yuusepcuretr HorTiarem TpeHT Benukobpuranus 11
I0ro-3anagHblil yHUBepCUTET Knrait 11
Yuusepcnret bpoka Kanaza 9

Table 1

Top 10 universities leading in the number of publications on the thematic area
“Video games and aggression”

Institution name Country Number orfe;();llll;lsitcations on

Iowa State University United States 42
The Ohio State University United States 31
Vrije Universiteit Amsterdam Netherlands 23
Stetson University United States 23
Universitit Innsbruck Austria 20
University of Michigan, Ann Arbor | United States 17
University of Missouri United States 12
Nottingham Trent University United Kingdom 11
Southwest University China 11
Brock University Canada 9

178



ITornomapesa E.C..
Bupeonrpst 1 arpeccys: OCHOBHbIE TEHAEHINY 3aPYOeXKHBIX UCCIE[OBAHMI
BectHuk Mockosckoro yHuBepcureta. Cepus 14. Ilcuxonorns. 2022. Ne 3

CIIVICOK OpPTaHM3ALMNIA, YMCII0 MYOIMKALMI KOTOPBIX IO TEMAaTHYeCKOMY
HaIlpaBJIEHMIO TTOMCKa «Bueonrpsl u arpeccus» npesbimaet 10.

B Tabsn. 2 mpepcraBIeH CIMCOK aBTOPOB, MIMEIOINX Hanuboee BbI-
COKMe ITOKA3aTeNN 10 KOMYECTBY CTaTell B PaMKaxX MPOBENEHHOIO I10-
MCKOBOro 3ampoca. YeTBepo 13 HUX IpencTap/sioT opranusanuy CIIA.

Tabmuua 2

Ton-5 aBTOPOB, MUAMPYIOIVX 110 YUCITY Ty OMMKALWIA IO TeMaTNYECKOMY
HaIpaB/lIeHuIo «BIUIeourpbl 1 arpeccus»

ABTOp HasBanne opranusanyum Crpana Eﬁ;{nﬁong;?;[:;
@epriocon K.JIx. CTeTCOHCKUI YHUBEPCUTET CIIA 37
bymman B.JIx. Ynusepcurer mrara Oraiio CIIA 34
Anpepcon K.A. YHuBepcureT mTaTta AjioBa CIIA 26
Ipeitremeitep T. VIHCOPYKCKMIT yHUBEPCUTET ABcTpus 24

ynmenn J/leononpzia n Ppanna
Ixentune [I.A. YHuBepcureT mraTa AjloBa CIHIA 15
Table 2

Top 5 authors leading in the number of publications on the thematic area “Video
games and aggression”

Author Institution name Country Number of publications on
request
Ferguson C.J. Stetson University United States 37
Bushman B.J. The Ohio State United States 34
University
Anderson C.A. | Towa State University | United States 26
Greitemeyer T. | Universitdt Innsbruck Austria 24
Gentile D.A. Iowa State University | United States 15

I[anee OTMETHUM, YTO MCCAENOBATE/NN 3aHVMAIOT pa3/IMMIHbI€ ITO3M~-
LN 110 ITOBOY COOTHOIIEHVA YBIEIEHHOCTN BUACOUTPAMU 1 arpeCCUN.
B yactHOCTH, aBTOPbI aKIIEHTVPYIOT BHUMaHNE Ha BUAECOUTPaX, CBA3aH-
HbIX C HACUJIIEM. KII)K q)epI‘IOCOH MIPpUAEP>KUBAETCA IIO3NLINN, B COOTBET-
CTBUM C KOTOpOI7I OTCYTCTBYET CBA3b MEXAY BBaI/IMOI[eﬁCTBI/IeM I10/1b30-
BaTenA C HACM/IbCTBEHHDBIM KOHTEHTOM B BUTIEOUTPAX U €TI0 arpe€CCUBHBIM
IIOBE€OECHVIEM B peaHbHOI‘/‘I cpene. 910 IIOATBEPKIAAETCA pe3yabTaTaMN
aHa/IN3a SMIINPUNIECKNX NAaHHBIX B paMKaX IIPOBENEHHBIX M MCCIIENOBA-
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HUIL. ABTOp yKa3bIBaeT Ha C/1a0YI0 I0Ka3aTe/IbHOCTD IIO/IOXKEHUI Teopun
«O6uias mopenp arpeccun» (“General Aggression Model” — GAM), co-
IJIACHO KOTOPOIJ1 TI0/Ib30BaTe/N MOTYT yCBaMBaTh MOJEIN arpeCcCHBHOTO
HOBeJIeHMsI U IePEeHOCUTDb X B peanbHyI0 Xu3Hb (Drummond et al,,
2021; Ferguson et al., 2021). bormee 060cHOBaHHOI B paMKax pelleHNs
nocraseHHoro Bonpoca K.J[>x. epriocon cunraeT GppycTpanyioHHyI0
TEOPUIO aTrpeccul, B COOTBETCTBIY C KOTOPOJI K YBEIMYEHIIO arpeccun y
THI0JIb30BaTeIell IPUBOAUT HepeXXBaHye GPyCcTpaLuy B BULEOUTPE, a He
ee copepxxanue Hacymus (Ferguson et al., 2021).

[IpoTusomnonoxuyw nosuuuio 3anumanT K.A. AHIepcoH un
B.[x. Bymman. B cBoux paboTax OHV NMIIYT O BAMSHUU BOCHPUATHS
KOHTEeHTa HaCI/INA B BUJICONTPaX Ha YBemdeHye arpeccuin. TeopeTnaeckn
OHI TOXKe OTIIMPAIOTCS Ha KoHIenuio «O611ast Mozens arpeccumn» (GAM).
Otmetum, uto b.JIx. bymman paccMaTpyuBam 0COO€HHOCTY BOCIPUATAA
HepCOHaXKa BUJIEOUTPBI 11 €TO PO B Hell B CBA3M C €I0 PACOBBIMU U TeH-
mepHbIMM npusHakamu (Burnay, Kepes, Bushman, 2022; Hawkins et al.,
2021). B yacTHOCTH, OH M3y4Yasl BOIPOC BOCIPUATIA KOHTEHTA C CeKCyasIb-
HOJI 0O'beKTUBaIVell )KeHIIVH B Bufeonrpax (Burnay, Kepes, Bushman,
2022). B nononuenne K.A. AHzepcoH paccMaTpyBasl HeraTMBHOE BIVsHIE
YKeCTOKOTO Me[IJMaKOHTEHTa B 1[e/IOM Ha BEPOATHOCTb BO3HMKHOBEHNSA
arpeccusHoro nosefienns (Groves, Prot, Anderson, 2020). AHanorn4ytbie
Hay4HbIe MIHTePeChl HAXOJAT OTpakeHMe B cTaTbaAx [I.A. [>xentue (Prot,
Gentile et al., 2014), YacTb KOTOPBIX ObITa ONy6/IMKOBaHA B COABTOPCTBE
cK.A. Angiepcon u B.JIx. bymman.

T. IpeiiteMeriep B OOblIell CTEIIEHN MOAJEP>KUBACT TOYKY 3PEHMUS
K.A. Anpiepcon u b.J[x. byiimaH, HO B CBOMX MICCTIEIOBAHUAX OH CUTbHee
aKI[eHTUpPYyeT BHUMaHMe Ha aHa/lu3e NPeAIounTaeMbIX BUEOUTP, POIn
IOIb30BaTeNA B HUX VM MHAVBUAYA/TbHO-IICUXOTIOTMYECKNX CBOJICTB,
UMEIINX OTHOLIEeHMe K arpeccuBHOCTH U ee nposiBiaeHusaM (Delhove,
Greitemeyer, 2020; Greitemeyer, 2020).

O6wuit MomeHT, paspensemslit K.Jx. @epriocon, K.A. Anpepcon n
B.JI. ByiimaH, cocTouT B He0OOXOAMMOCTY pa3pelleHyst METOTOIOTNYeCKIIX,
a TaKXKe TeOPeTNIECKNX NPOO/IeM, WITIOCTPYPYEMBIX IIPOTHBOPEYNBBIMU
aMmypudeckumu gaHHbiMu (Bushman, Anderson, 2021; Ferguson, 2020).

Hannvie onnaiin-nnamgopmot SciVal

[lna panpHeriero aHanmsa O6bUIM 0TOOpaHbI CPOPMUPOBAHHbIE B
SciVal TemBl, 10 KOTOPBIM pacIipefe/VIICh ITyOIUKALY 13 CO3aHHO
nof6opKu. DTU TeMbl 0TOOpa>keHbl Ha puc. 2. [IepBbIM ycoBMeM UX
BK/IIOUEHNS B TI€PeYeHb JIA a/IbHeNIIero o0CyXaeHns OblIa puHaji-
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JIEKHOCTD K TpefiMeTHON o6mactu «Ilcuxonorns». Bropeim — Hanmanme
B HUX JIBYX 1 60JIee CTaTell, OTPAXKAIOUINX M3yUIeHe CBSI3U arpeccui u
yBIE4Y€HHOCTI BUJJ€OUTPaMIU. B 1e/sx peanmsanuy BTOPOTO YCIOBUS
ny6nukanyy 6su1M OTGUIBTPOBAHBI 10 HAMMYMIO B X aHHOTALVSX U
Ha3BaHMAX HeM3MeHsIeMbIX YacTell C/IoB “aggression” (arpeccus) u “game”
(urpa), a 3aTeM IpOaHAIM3MPOBAHBI CTAThY, OTPaXKaole Hanbomee
COBpeMeHHble TeHAeHIUN pa3paboTku mpobnemsl. IIpegnonaramrocs
OOHAPY>KUTb MyOIMKALMY, HOTEHIMATbHO COOTBETCTBYIOLE TeMaTH-
4eCKOMY HaIllpaBjIeHMIO CTaThM, 110 KaKON-/MO0 MpuYiHe He HajileHHbIe
[PV IPOBEJIeHNY CTApTOBOTO ITOKCKA B SCOpUS.

1. “Media Violence; Video Games; Aggression” («Meduanacunue;
Buodeouzpui; Aepeccus»). Iepuenmunv npomunenmuocmu (Prominence
Percentile) = 95,557

OTa TeMa BKIOYaeT 415 myOnmMKanuii, BXOAALIMX B IPEIMETHYIO
o6mactp «IIcuxomorus». Cpeay Hanbomee YacTo BCTPEYAIOIVIXCS CJIOB B
nop00pKe BBIIEIAIOTCA Clefytommue mATh: “Video Games” (Bumeonrpsr),
“Effect” (adpdexr), “Aggression” (arpeccus), “Game” (urpa), “Adolescent”
(moppoctok). Ha puc. 4 oTo6paskeHa BU3yaM3aIist UCIIONb3YeMBbIX B HUX
K/TIOYEBBIX C/IOB I10 YaCTOTe BCTPEYaeMOCT OTHOCUTeNbHO “Video Games”
(BMEOUTPBI), MICIIO/IB3YEMOTO B HaOO/IbIlIeM KOMMYEeCTBe ITyOIMKALIVIIL.

ABTOpBI, CTaTb!l KOTOPBIX COOTBETCTBOBA/IN STOJ TeMe, IIOMIMO JIC-
C/IelOBaHMIT B3aMIMOCBA3M VICIIO/Ib30BAHNUA BULEOUTP ¥ CKIOHHOCTH K
arpeccuBHOMY IIOBEIEHUIO, YAIE/IAIY BHUMAHNE ellje PAAY COOTHOCHMBIX C
Hejl mapaMeTpoB. Bueonrpsl, paccMaTpuBaeMble B CTATbAX, COTEPIKaI KOH-
TEHT HaCW/IVsI, 3HAYMMOCTb KOTOPOTO B YKa3aHHOI CBA3Y TAK)Ke M3y4anach.

HOHPOCTKOBOE noBefeHne

Lindposble TexHonorum Agartap Moworatoujee nosepenve

pebenokCTPenbba Hacumne 9dekT meava
WHTepaKTMBHasA KOMMbloTepHan rpaduka  Mrpatolni Jupuka

EY J WccnepoBatie nosefeHns
MorpyeHvie DHEKT Copesrosarensbiii|/] rpa Onnaiitenrps
BenninHa sdppekTa Mepaunanacunve  opyxwe

r e CC VI ﬂ MpocoumnanbHOe NOBEAEHNE HacunbcTseHHbIii KoHTEHT

MHes Wrpa (urposas aKTMBHOCTD) IOABEPXEHHOCTb Hacunuio
ArpeCCI/IBHOCTb A0OBOSIbCTBUE

Moapoctok IMmnaTtua MU vﬂecechﬁMnmsaumﬂ (ncuxonorus)
7] FPOKUMpecryniocrs Urpoeoit Smouun
OrHecTpenbHoe opyxue My3bika I/I ne O I/I r bl
BupTyanbHas peanbHoCTb

MeTa-anann3 VIrpoBowi mpouiecc Mopanbhan otctparerHoct
KpuTnueckoe MbilwneHne orimnuma [JEeTCKoe nosefeHue JIOHrMTIoOAHbIN
JInyHocTb Bospgeiictene KnHomnszobpaxeHue

AA A PeneBaHTHOCTb K/l0Y€BOTO ClOBa

Puc. 4. IlepeBop KIII0YEBBIX C/IOB B 00/1aKax II0 TeMAaTHYeCKOMY HampasieHuio “Media
Violence; Video Games; Aggression” («Meznnanacunne; Bugeonrpsr; Arpeccusi»)
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Fig. 4. Keywords in the topic “Media Violence; Video Games; Aggression”

P. Kepcren u T. [peittemeitep paccMaTpuBay 0COO€HHOCTHU BOCIIPHSI-
TV IBMEHEHMIT COOCTBEHHOTO COCTOSTHISA ITOCTIe CeaHca BUieonrpsl. OHM
IPEAIONOXKIIN, YTO B pAAfie MICCTIEIOBAHMIL,  TAK)Ke, II0 MHEHMIO UTPOKOB,
y/IydllIeHye HaCTPOeHM B IIPOLieCCe MCIIO/Ib30BaHMS BUIEOUTP C KOHTEH-
TOM HaCM/INA OLIMOOYHO MHTEPIIPETUPYeTCs Kak 9 deKT KaTapcuca, Ayl
KOTOPOTO XapaKTEePHO CHIDKEHME arpeCcCUBHBIX TEH/ICHII ITy TeM BBICBO-
O0XX/IeHN s COOTBETCTBYIOLVX aMoLuit. ITo pe3ynipraTam AByX IpOBefieH-
HBIX aHA/IOTMYHBIX VICCIIEOBAHMIL, MI3MEHEeHN A HAaCTPOEHNA MO>KHO ObIIO
MHTEPIIPETHPOBATD KaK C/IEICTBIUE YOEXK/IEHHOCTH B 3¢ deKTe KaTapcuca.
ABTOpBI OTMEYAIOT, YTO CTENIEHb BBIPAKEHHOCTH arpeCCUBHBIX SMOLIVIA
OKa3aslachb CBSI3aHa He C Ha/lM4yeM KOHTEHTa )KeCTOKOCT B BUIEOUTPAX
(P. Kepcrenn T. IpeiiTemeriep momyunnm IpOTUBOPEUNBbIE Pe3y/IbTAThI),
a C Ha/IM4MeM B HUX BBIP@KEHHOTO COPEBHOBATE/IbHOTO 97IeMEHTa Y CYO'b-
eKTUBHO IleHHOCTH nobenbl. CpefHNIT BO3pAcT BCeX YIACTHUKOB (J10
0T60pa KOPPEKTHBIX JAHHBIX /IS Ja/IbHEIIIIero aHammsa) 1-ro ucciegosa-
HusA cocTaBui 23,6 et (SD =4,4). [Ing 2-ro uccienoBalua aHaIOTMYHbI
nokasarenb coctaBus 23 ropia (SD=6,01) (Kersten, Greitemeyer, 2022).

I pyroi mapaMeTp — leryMaHMU3aLUMsA — PaCCMAaTPUBAETCA B CTaTbe
Y. 131 1 coaBTopoB. Ha 0cCHOBaHMM IONYy4YEHHBIX PE3y/IbTaTOB, OHU YT-
BepXK/]aI0T, YTO CBA3b 3aMHTE€PECOBAHHOCTH YKeCTOKMUMIY BUOUTPaMU U
arpeccUBHOCTBIO ONIOCPeNyeTcA leTyMaHu3anuelt pyrux mopeit. Paxrop
IeryMaHM3auuu cebs He AB/AeTCA 3HaYMMbIM. JononuutenbHo Y. L3saH
OTMeYaeT, YTO ¥3y4aeMas IM TeHJEeHIMA MOXKeT OBITb pacCIpOCTpaHeHa
KaK Ha KPaTKOCPOYHbIe, TaK M Ha JONTOCPOYHbIe 3P PEeKThl BUEONUTP,
cofiep>KaIyx Hacunme. B nccnefoBaHny IpMHMMANK yIacTye INIA IO -
pocTKoBoro Bo3pacra (Jiang et al., 2022).
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I BappusrroH u K.J[x. @epriocoH paccMarpyBai CKIIOHHOCTb IIPOSIB-
JIATD arPeCCHIO 10 OTHOLIEHNIO K TAPTHEPAM I10 BUICOUTPE U e 3aBIICUMOCTb
OT TaKuX (PaKTOPOB, KaK Ha/II4yie KOHTEHTa HACU/INA B BUIEOUTPE, YPOBEHb
CTpecca, KOMITETEHTHOCTB [IO/Ib30BATeIsI B COBEPIIEHNI UTPOBBIX AEVICTBUIL.
ITo pesynbraTaM sKCIIEPUMEHTA/IBHOTO UCCIEOBAHYIS, B KOTOPOM IIPUHN-
MaJIil YYacTye PeCIoHAeHTbI OT 18 10 50 j1eT, BBIACHUIOCH, YTO YKa3aHHbIe
(axTopsl He AB/IAI0TCA 3HaYMMbIMY (Barrington, Ferguson, 2022).

OTHOCUTETIBHO pacCMaTpyBaEMOI TeMbI CIeAyeT IOAYePKHY Th, 4TO
POJIb HATM4MsI )KECTOKOTO KOHTEHTA BUEOUTP B BOSHMKHOBEHWH U YCH-
JICHUY arpeCcCUBHBIX TEHJEHINII II0/Ty4aeT IPOTUBOPEYNBbIE OLIEHKY B
MICCTIEIOBAaHMAX. DTO TAKXKe OTPaXKaeTcA B KOMMEHTAPUAX O CIOXKHOCTH
npuMeHeHus1 KoHuenuuu «O61uas Mogens arpeccun» (GAM) B aToMm
KOHTEKCTe, 4YTO paHee 0TMeYaIoCh B HACTOSILEI CTaTbhe.

2. “Internet Use; Addiction; Gaming” («Vcnonv3osanue nmepremas
3asucumocmu; Veposoti»). Ilepuenmunv npomunenmuocmu (Prominence
Percentile) = 99,888

K sToi1 Teme oTHOCUTCA 2329 ny6}11/[1<au1/n7[ U3 TIpeMEeTHON 00/macTu
«IIcuxonorus». B nATepKy Hanboee 4acTo UCIONb3yeMBbIX B HUX KITI0Ue-
BBIX c710B BXOfAT: “Internet Addiction” (JInTepHeT-3aBucuMocTs), “Ado-
lescent” (moppoctok), “Internet” (MuTepHer), “Scale” (mkana), “Addiction”
(3aBucumocts). Ha puc. 5, oto6paskeHO pacrpefenieHue KJII04eBbIX CIOB
II0 YaCTOTe BCTPeYaeMOCTI OTHOCKUTeIbHO “Internet Addiction”.

/icTeme uenoseka ¢

M Uce
3aBUCUMOCTb OT COLIMATbHBIX MeAUa SaNesouTpons Mcrions3osaie corogoro Tenegona
VIMnynbCTBNOCTS foppocTrosoe nosenee

MaTonoreckoe MPUCTPACTUE K a3apTHBIM UTpaM oy oo e VMY
Coyuanshan nopaepxka Urpa OIMHOUECTBO Tpepora MNoBepeHuecKan 3aBUCUMOCTb
CTyneHTbl yHuBepcuTeTa Bocnpuatne ceba
Bugeourpbl Tlenpeccs 3aBUCUMOCTD  Vicnonb3osakme meaua
Monens weauawmt genesy  SABYICUMOE NOBEfIGHNE
Wikana OHMAMH  CrypenTsl konnemxa Cma pT¢0H SbdexT Mepuaum

TIMUHOCTHbIe YepTbi
Wrpomanna TOAPOCTOK  cyyppom ynywentio seirops!

3aBUCUMOCTb OT MOGUIbHOTO TeNEMOHA Vireprer Mpuessantocts
Banuamsauua MobunbHblin TenedoH

NHTepHET-3aBNCMMOCTb

Meuxomerpueckoe caoiictso |icnonb3osaHme VHTepHeta IrpoBoi  CoumanbHble cetn
KOBW,

0-19 JINuHOCTL  CaifT coymanbHolt cetu  Perynauus amouwii
NoHruTiopHble nccnepoBaHna — CuctemaTueckmii 063op
CYHAPOM ledUVTa BHUMAHWA U TUMEPaKTUBHOCTY

AA A PeneBaHTHOCTb KNOYEBOro ClOBa
Puc. 5. IlepeBoy; K/II0Y€EBBIX C/IOB B 06/TaKax 110 TeMaTN4eCKOMy Hanpasjenno “Internet
Use; Addiction; Gaming” («VcmonpsoBaHue VHTepHeTa; 3aBUCUMOCTD; VIrpoBoii»)!

! Ha puc. 5 ynomuHaeTcs conyanbHast cetb Facebook, oduunansHo sanpereHHast

Ha Tepputopun Poccun ¢ 21 mapra 2022 roga.
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Fig. 5. Keywords in the topic “Internet Use; Addiction; Gaming”!

CraTby B paMKax 9TOJ TeMbl IOCBALIEHBI MICCTIEIOBAHUAM UTPOBOTO
paccTpoiicTBa, KOTOPOE HeflaBHO ObIJIO BHECEHO B IlepeYeHb AMarHOCTH-
4ecKMx pybopuk « MexxyHaponHoi Knaccugukanuy 6onesHert. 11-it mepe-
cMoTp» («MeXIyHapOofiHasA CTaTUCTIYecKas Knaccupukays 60e3Heit u
npobrieM, CBsI3aHHBIX €O 310poBbeM» — MKB-11, kox kmaccudukaropa:
6C51), a TakXKe ero pa3nMIHbIM acriekTaMm. CrregyeT 00paTUTh BHUMAHIE,
YTO arpecCUBHBIE TEH/ICHIINY 3[]eCh PaCCMATPUBAIOTCA KaK CIefICTBYE ITa-
TOJIOTMYECKOI YB/IEYeHHOCTY BUJIEOUTPAMU U KaK KOMIIOHEHT, CBSI3aHHBII
¢ Heil. Heo6X0oaMO OTMETUTD, YTO UTPOBOE PACCTPOIICTBO XapaKTepu-
3yeTcs pAOM IIapaMeTPOB: HapyLIEHMeM CIIOCOOHOCTY KOHTPO/IMPOBATh
y4acTyie B BUFEOUTPAX, €0 IPUOPUTET HaJ APyruMu chepamMim >KU3HM,
COXpaHeHNe U yCIWIeHNe 3TUX ABYX TeH/EHINIT Ha (JOHe HeraTMBHBIX I10-
CTIefICTBMIA ITATONIOIMYEeCKOl yBIedeHHOCTY Bupieonrpamu (MKB-11,2021).

B aroii cesasu C. Kasase c coaBTopaMy aHaIM3UPYIOT HUSKYIO Tejle-
CHYIO OCO3HaHHOCTD (HM3KOe BHYMaHMe K CCHCOPHBIM CUTHAJIaM TeJIa) 1
TEIeCHYI0 AMCCOLMANVIO (9MOLIMOHA/IbHAS CBSI3b CO CBOVMM TEIOM) KaK
IpeKTOPBI UTPOBOTO pacCTpolicTBa. Arpeccuio (OAVH U3 CMIITOMOB
UTPOBOTO PACCTPONICTBA) OHYM PACCMATPUBAIOT KaK JOMIOTHUTENIBHYIO ITe-
peMeHHYI0. B rcceoBaHuy IpUHMMAIY y4acTe PeCIIOH/IeHTHI OT 18 1o
68 ntet (cpepHMIt MOKa3aTenb Bo3dpacta — 29,63). ABTOpBI TakXKe oOpaira-
I0T BHYIMaHe Ha 0OHapY>KeHHBII B X0Jie VICC/Ie0BaHUA 3P PeKT B3auMO-
IeVICTBYIA TeJIeCHOM ANCCOLanuy 1 (PU3NYEeCKOIl arpeccit B OTHOLIEHNN
HpefcKasaHus UTpoBoro paccrpoiictsa. C. Kasane unrepnperupyer aTo
KaK CK/IOHHOCTD ITpu6eraTh K HeaJal TBHbIM MOJIe/ISIM MCIIOIb30BaHMA
BUfleourp (IYpe3MepHas yBIEYEHHOCTD) B IIe/IAX PETYIMpPOBAHNA BHY-
TpeHHero HeraTuBHoro ombita (Casale, Musico, Schimmenti, 2021). Crout

! There is a mention of the social network Facebook on the fig. 5. Facebook is officially
banned in the Russian Federation since 21 March 2022.
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yKa3aTb Ha TO, YTO TaKasi MHTEPIIPETALVISI COITIACYETCS C TOYKON 3PEHIS
P. Kepcren u T. Ipeiitemeiiep, oTMeUarolMX CKIOHHOCTD I10/Ib30BaTeell
OLIMOOYHO CBA3BIBATH yIy4llleH) e HaCTPOEHM ITOC/Ie CeaHCa BU/IEOUTP
CO CHIDKeHMeM arpeccBHBIX TeHpeHIni (Kersten, Greitemeyer, 2022).

Wccnepoanne X.I. YoH NOCBAIIEHO M3Y4YE€HNIO BJIVAHNA HETATUBHBIX
nepeXXuBaHmit (TPeBOXXHOCTD, OAMHOYECTBO, AKaJeMIUYECKIIT CTPeCC) Ha
yCUIeHMe CKIOHHOCTH K TTaTOJIOTMYeCKOI YBIeUeHHOCTI BUIEOUTPaMu
U POJTU IOTIOJTHUTETbHBIX TIEPEMEHHBIX (arpeccuy U CAMOKOHTPOJIS) KaK
MEeIMATOPOB 9TOTO Ipoliecca. B HeM y4acTBOBamu peCcroHEHTH B BO3-
pacte ot 10 o 17 yeT. BbUIO YCTaHOB/IEHO, YTO CAMOKOHTPOJIb OIIOCpe-
IyeT BIVISTHIE aKaJleMIYeCKOT0 CTpecca Ha IOBBIIIeH)e TaTOJIOTMYeCKOi
YBIEYEeHHOCTY BU/ICOUTPAMU IIPY Ha/IMYMU COOTBETCTBYIOIIETO PUCKA,
a arpeccysi — BIMSAHME IePeXUBaHNA OINHOYECTBA TPV OTCYTCTBUM CO-
OTBeTCTBYIOLIEro pucka (Jeon et al., 2022).

B.-K. Tan n JI.-M. Ysnb paccmarpuBanyu (HaKTOpel, BIMAIOIINE HA
[POsIB/IEHNE aTPECCUBHOTO IOBEEHNs 0 OTHOLIEHNIO K apTHEpaM
10 BUJIEOUTPE BO BPEMS UTPOBOII ceccui. B mccemoBanmm mpuHuMam
ydacTue JMIja Pa3HbIX BO3PACTOB. BOMBIIMHCTBO peCOH/IEHTOB IIOIa-
JlaJIo B BO3pacTHbIe Ayanasonbl 21-25 net (55,2%) u go 21 ropa (37,6%).
OcranpHble y9acTHMKM OblIu cTapire 25 net. [Ipeamnonaranocs, 4To B
KayeCTBe YKa3aHHBIX (aKTOPOB OYAyT BBICTYIIATh MOTVBbI YB/I€YEHHOCTH
BUJIEOUTPOI], yCUIVBAIOLYe arpeCCUBHbIe TEHAEHIINMN, Y COLIMATbHbIE
MOTMBBI, OCTTA0/IAIOLINe arpecCUBHbIEe TeHAeHIMN. TakxKe U3ydancs Bo-
IIPOC BO3PACTAHN CKJIOHHOCTY MCIIO/Ib30BATh TEXHIUKY HEMTPaIN3aliniy,
HalpaB/IeHHbIe Ha CHIDKEHME YyBCTBA BUHBI IIYTEM Pal{MOHATN3ALUN
CBOVIX HEITMYHBIX A€ICTBUIA. [JOTIO/THUTENBHO aBTOPBI YIOMSIHY/IU CBSI3b
paccMaTpMBaeMOro MMM B paMKaX MCCAENOBAHMUS KaHPaA BUTLEOUTD
(“MOBA” — ab6pesuarypa ot Multiplayer Online Battle Arena, 6yx-
BaJIbHO «MHOTOIIO/Ib30BATEIbCKasI OH/IANIHOBas 60eBasi apeHa», KoTopas
coueTaeT 97IeMEeHTbI MHOTOII0/Ib30BaTe/IbCKIX POJIEBBIX UTP U CTPATEI NIl
B peaJIbHOM BpeMeHM) € afVIKTVBHBIMM IIPOSIBJIEHNAMY U IPYTVIMU He-
raTuBHbIMU ntocnenctBuamu (Tan, 2022).

3. “Online Games; Avatar; Gaming” («Ounatin-uepoi; Aeéamap; Vepo-
801i»). Ilepyuenmunv npomunenmuocmu (Prominence Percentile) = 94,804

Tema Bxmrowaer 210 craTeit mpegMeTHOI obnactu «Ilcuxomorus».
Hamnb6omnee 4acTo B HUX MCIOIB3YIOTCS CIeAyOlINe KI04eBble CI0-
Ba: “Game” (urpa), “Players” (urpokn), “Video Games” (Bugeourpsi),
“Gaming” (urposoit), “Online” (onmaitn). Puc. 6 mokaspiBaeT 4acToTy
BCTPEYaeMOCTH K/TIOUEBbIX C/IOB OTHOCUTE/IBHO Hanbo/Iee 4acTo UCIIO/b-
3yemoro — “Game” (urpa).
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Fig. 6. Keywords in the topic “Online Games; Avatar; Gaming”

PaccmarpuBaemble B paMKax TeMbI ITy O/IMKaLy OCBSAIIEHBI YICCTIe-
TOBAaHMAM arpeccuy B MHTEPHET-Cpefie, B YaCTHOCTY, B OHJIAJiH-UTpaXx.
ABTOpBI CcTaTell 0OpallaloT BHIMaHIe Ha MIOIOBYIO ¥ TEH/ICPHYIO IpU-
HaJJIKHOCTD IT0/Ib30BaTeslell KaK Ha IIOBOJ, COBEPILIEHM arpeCCUBHBIX

TeVICTBUI O OTHOILIEHIIO K HIIM.

Vccnenosanms E.-H. Co u B.J. Tan HanpaB/ieHbI Ha TIOUCK TIPEIUKTO-
POB yKa3aHHBIX arpecCUBHBIX TeHAeHIMiL. B ctatbe E.-H. Co 1 coaBTOpOB
B 9TOM IUIaHe PacCMATPUBAINCD YOEXK/eHN, OTHOCAIINECS K AMCKPU-
MMHAIMM 110 TIPU3HAKY I0/1a (MACKY/IMHHBIE HOPMBI, BPOXXIeOHOCTD K
JIMIIaM )KEHCKOT0 IT071a), PaKTOPBI, CBA3aHHbBIE C BUICOUT PO (BOCIIPMATIIE
OHJIAJH-UTPBI KaK CBOEJ TEPPUTOPUI, IIPOTPECC B UTPE, COPEBHOBATENb-
HOCTb), U CpefioBble (paKTOPBI (M3[1eBaTeIbCTBA CO CTOPOHBI CBEPCTHUKOB;
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BpeMs, IPOBOMMOE B UTpe). B 4ucio [OCTOBEPHBIX MIPEAUKTOPOB He
BOLIJIO BpeMs, IPOBOANMOE B UITPe, ¥ COPEBHOBATENIbHOCTD. B KOHTEKCTe
VICCTIE{OBaHsI aBTOPBI M3ydaj IPOsIBTIEHNE arpecCit B OHJIAH-UTPax
MY>KYMHAMM 110 OTHOILIEHWIO K XKeHIVTHaM. Bo3pacT pecrioH/ieHTOB Ha-
XOomuics B ipefenax ot 14 o 64 net (Seo, Oh, Kil, 2021). Bropoe uccre-
JloBaHMe, onncanHoe B cTatbe B.J1. Tan 1 komier, 6bU10 HaMpaB/IeHO Ha
U3y4eHue IIPOsB/ICHNE arPeCCUBHbIX TEH/ICHIINII ITOIb30BATe/AMM 000X
110710B B hopMe 0CKOpOIeHNIt CeKCyanbHOro Xapakrepa. B Hem npuHuma-
IV yY9acTye peCIIOHeHThI OT 14 10 39 /1eT. ABTOpBI BBIABUIN CIEAYIOLe
IpeMKTOPBI: BpaKHAeOHBIN CEKCU3M; IeHTUPUKALINIO ce0s1 KaK UTPOKa;
OPMEHTAIMIO Ha COLMa/IbHOE JOMIHMPOBAHME;  TAKOKe 2 13 KOMIIOHEHTOB
TEMHOJI TPYaJibl: MAaKVAaBEe/UIM3M U IICUXOMATHIO. SHAUMMBIMU He SABJLIUCH
cefyolIye IPefUKTOPhl: HapUMUCCu3M (KOMIIOHEHT TeMHO TPUabl);
BpeMs1, IPOBOAVIMOE B BUJICOUTPE; IO (HECMOTPSA Ha TO, YTO UTPOKY >KeH-
CKOTO 1071 peXke Ipuberanmu K 0CKOpOIeHNAM CeKCyaTbHOTO XapaKkTepa,
4yeM UTpoku My»xckoro mnona) (Tang, Reer, Quandt, 2020).

Wccneposanme [Ix. BypHait n Ko/ier umeeT JPyryx HaIlpaB/IeH-
HOCTb. OHM IPEAIIONOXWIN, YTO BOCIIPUHMMAEMBIil CeKCYaln3pOBaH-
HBIJI KOHTEHT B BUJ,COUTPAX B CTOPOHY YCUJIEHM BIIVIsI€T HAa CKIOHHOCTD
MY)KUVH BBICKa3bIBaTh B VIHTepHeTe XKEHIMHAM OCKOpPOIEHNS CeKCY-
aJIbHOTO XapakTepa. Jsyd4aemas TeHJeHIUA TaKxKe ObIa BbIABIEHA Y
PECIIOH/IEHTOB YKEHCKOTo Moja. Bo3pacT Bcex pecIOHAEHTOB COCTaBUIT
18-37 net. ABTOpPbI MOZYEPKHY/IN, YTO CEKCYanM3MPOBAHHBI KOHTEHT
B BUJICOUTPAX — 3TO 3HAYMMBIl CUTYAIVIOHHBIN (PAaKTOp IMpPOSABICHNA
arpeccuBHOCTU B VIHTepHeTe. Ilo/yueHHbIe Pe3y/IbTAThI COINIACYIOTCS
C TEOPeTUYeCKOIl MOJIE/IbI0, CO3[JAHHOI aBTOPaMy Ha OCHOBE VIHTET ALV
«O61ueit mopernu arpeccum» (GAM) 1 «J]ByXKOMIIOHEHTHOI MOJIe/N CeK-
cyanbHoit arpeccun» (“Confluence Model of Sexual Aggression”) (Burnay,
Bushman, Largi, 2019).

4. “Cyberbullying; Crime Victims; Participant Roles” («Kubep6ynnume;
JKepmevt npecmynnenuii; Ponu yuacmnuxos»). [lepyeHmuns npomMuHeHm-
Hocmu (Prominence Percentile) = 99,793

PaccmarpuBaemMas tema cofepXut 3275 my6amkanuii, KOTopble
BXOJIAT B IIpeiMeTHYI0 o6macth «IIcuxonorns». K matu Hanbornee gacto
UCIIO/Ib3YeMbIM K/II04eBBIM coBaM oTHocaTcs: “Workplace Bullying”
(6ynuHr Ha pabodem Mecte), “Adolescent” (moppocTok), “Crime Victims”
(xeptBBI IpecTytutennit), “Schools” (mkonbr) u “Students” (cTymeHTSI).
Ha puc. 7 oro6paskeHa BU3yann3anys 4aCTOT BCTPEYaeMOCTY KITF0UeBbIX
cnoB orHocutenbHO “Workplace Bullying” (6ymmnar Ha pabouem mecTe).
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Fig. 7. Keywords in the topic “Online Games; Avatar; Gaming”

Bb110 06HApY)XEHO HECKOJIbKO HAIPAaBIEHHOCTEN MCCIeTOBaHNIL.
B nepBy1o o4epenp cefyeT OTMETUTD, YTO B PAMKax 9TOJ TeMbI paccMa-
TpUBAeTCA [Ba SABJIEHN: OY/UIMHT 1 KbepOy/UHL. Bropoit MOMeHT Ka-
CaeTCs M3y4YeHMsI arPeCCUBHBIX IPOSIBIIEHNI ¥ ACIIEKTOB VICIIO/Ib30BAHMS
BUJICOUTP KaK 3HAYMMBIX [TapaMEeTPOB I BOB/ICYEHHOCT!U B CUTYALINIO

Oy/imHra i knbepOy/UIMHTa B KauecTBe arpeccopa.

B nccnepoBanun C.-B. Yxy nogpo6HO paccMaTpyBaach CBA3b arpec-
CIYI B OHJIAJIH-BUI€OUTPAX VM CKTOHHOCTY K COBEPIIEHNIO KNOepOy/IMHTa.
AKIIeHTMPOBA/IOCh BHUMAaHNeE Ha JIBYX IIepeMEHHBIX: arpecCUBHOCT
(MofepaTop) ¥ HOpPMAaTUBHBIX YOXXIeHNAX 00 arpeccun (Megmarop). beuto
BBISIB/ICHO, YTO BOCIIPHATHE arPECCHBHOTO IOBEIEeHN KaK HOPMaTVBHOTO
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HeVICTBUTEIBHO SIB/IAETCS 3HAUMMON B KaueCTBe IIPOMEXXYTOUHOI IlepeMeH-
HOJI B CTPYKTYpe MCC/IefyeMoli cBA3M. TakoKe ObII0 0OHAPY>KeHO BIUAHME
BBIPaKEHHOCTH arPeCCUBHOCTY Ha XapaKTep CBA3M arpeccuy B OHJIANH-
UTpax U CKIOHHOCTM K KubepOy/imHry. Bo3pacT peclioH/IeHTOB, Ipu-
HABILNX yYacTye B UCCIIEOBaHUM, cocTaBwi 12-15 et (Zhu et al., 2020).

Y. ToH c coaBTOpaMn B CBOE€I CTaTbe NPUBOZAAT ONNCAHME [IBYX
UCCTIeJOBAHNIL, B KOTOPBIX PacCMaTpUBaNOCh BAMSHIUE YBIeY€HHOCTI
>KeCTOKMMM BUJIEOUTPaMM Ha CKIOHHOCTD K BOB/IE4€HHOCTH B CUTYAI[VIO
OymHra n KnbepOy/IMHIa B pO/IN arpeccopa COOTBETCTBEHHO. B 1-M
NIpVHMMANY y4acTue PeCIIOHAEHThI 12-19 11eT, BO 2-M — peCIIOHEHThI
16-28 neT. B xauecTBe JONIOTHUTE/IbHBIX IEPeMEHHBIX aBTOPHI BBITEINTIN
4epTy XapaKTepa arpecCMBHOCTD Kak (paKTOp pMCKa M MOPa/IbHYIO UJIeH-
TUYHOCTD KaK (PaKTOp, CHIDKAIOLINII M3yyaeMoe BausAHue. PasHble 1o
BO3PACTy BBIOOPKY PECIIOH/IEHTOB B MICC/IEOBAHNAX aBTOPBI OO BACHSIOT
TeM, YTO B IOPOCTKOBBIX IPYIIIaX TPAAULIMOHHBIN OyIIMHT CUIbHEe
pacmpocTpaHeH, 4eM B 6ortee crapmux (Teng, 2020).

JIOTIOTHUTENIBbHO C/IefyeT OTMETUTb, YTO aBTOPBI IPeCTaBIeHHBIX
BBIIIIE VICC/IEOBAHMII TTO TeMe TeOPEeTUIECK) OCHOBBIBAIVICH Ha KOHIIEII-
v «O61as Mopens arpeccyum» (GAM) M ykasaiy Ha TO, 4TO OJTyYeHHbIe
VMU 3MIMPUYECKIe laHHbIe IOATBEP)K/JAIOT €€ IIOOXKEHNA.

Wccneposanue C. barec umeeT coBceM APYIyI0 HallpaB/IeHHOCTb.
B meMm mccnegoBanuch pecypcel poneBbix Bugeourp (PIII/RPG — ot
aHr1. Role-Playing Game) B kauecTBe OCHOBHOIO 97IeMEHTa IIPOTPaMM
npodUIaKTUKY Oy/UIMHra. YYacTHUKOB Habupanmu cpeay oOydaromyx-
s MEeCThIX KIaCCOB HMIKO/MT. ABTOPBI OOBACHWUIN CBOII BBIOOP TeM, YTO
B 9TOT HepUOf 4allle BOZHMKAIOT CUTyauuy Oy/IMHra. PecioHeHThI
ObUIY CTy4altHBIM 00pa3oM IOJle/IeHbl Ha IPYIIIIBL: 9KCIIePUMEHTAIbHYIO
(cpemHmMit BO3pacT pecioHeHTOB — 11,57 /1eT) ¥ KOHTPO/IbHYIO (CpemHMIt
BO3pacT pecroHeHTOB — 11,41 yet). B akcnepuMeHTanbHON TpyIIe
IPOBOANIACH IPOrpaMMa, BKIII0YAIOIIas pO/IeBYI0 UTPY B PaMKax 3a-
paHee COCTaB/ICHHBIX CI0)KETOB, WITIOCTPUPYIOLIVX CUTYaLy Oy/INHTa
U €TO pa3/MYHble aCIeKThI, TaKMe KaK ICHUXONIOrndecKas 1 gpusmdeckas
arpeccus, a Takxxe KubepOymmmHr. [Tocte kaXjoro ceaHca poyeBoit Urpel
BHYTPY TPYIIIBI IPOBOAMIIOCH 0OCY>KIeHIe SMOLVIOHA/IBHOTO COCTOSHNUA
YYaCTHUKOB. PeclIOHIeHTHI 13 KOHTPOJIBbHOM TPYIIIIBI, B COOTBETCTBUM C
UCCTIeN0BATENbCKON MIPOTPaMMOli, CMOTPE/IN BUJIE0 JOKYMEHTAIbHOTO
XapakTepa, WITIOCTPUPYOIUe CUTYAlM OY/UIMHTA C pasBepHYThIMU
KOMMEHTapUAMM BOB/IEYeHHBIX B HUX JIOfieil (>KepTB 11 arpeccopoB), II0-
crte gero o6cyxaam peHomeH 6ymara. ITo pesynbraTaM ncCeOBaHNsA
B 9KCIIEPMMEHTA/IbHOI TpyIiiie ObIIO BBIABIEHO 3HAYMMOE ITOBbIILIEHIE
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YPOBHS SMIIaTUM, a TAK>Ke 3HAYMMOe CHIVDKEeHUe OY/UIMHTA M arpecCyB-
Horo nosefeHns. CrrefyeT OTMETUTD, YTO B CAMOM MCC/IeJOBAHUN He
VICTIONIb30B/IVICh BUAECOUTPBI, HO aBTOPHI YKa3bIBA/IN Ha Na/IbHENIIYIO
BO3MO>KHOCTbD M3y4eHNA IPOPIIAKTNIECKOTO IIOTEHIINAIIA OfHOIIO/Ib30-
BaTe/IbCKIX U MHOTOIIO/Ib30BaTeIbCKIX posieBbIX Bupeourp (PIII/RPG)
(Bages, Hoareau, Guerrien, 2021).

JlonoNMHNTETPHO HEOOXOAMO OOPAaTUTh BHUMAaHUE Ha PasInyus
HIOBeJIeHVS B peajIbHOI cpefie 1 B VIHTepHeTe, 00yC/IOB/IEHHbIE PALOM
¢dakropos, omucanubix . Cynep u Bnocnenctsun A.E. BoitckyHckum
(Suler, 2004; Bovickynckmit, 2017). Taxoxe k. Cynep ykasbiBaeT Ha Xapak-
TEPHBIII [I/1s1 OH/IAlH-NIOBeleHN A 9(pPeKT pacTOpMakKMBaHIS, IIPEAIOCHII-
KaMU /151 KOTOPOTO SIBJISIIOTCS OMMCaHHBIe UM MexaHu3Mbl (Suler, 2004).
CoorsetctBenHO, C.-B. Wxy n Y. Tan ykasbiBaloT Ha HEBO3MOXKHOCTD
M3ydeHMs Oy/UIMHra 1 KnubepOy/UIMHTa KaK OfHOTO 1 TOTO e (heHOMeHa
(Teng, 2020; Zhu et al., 2020). 310 B L1e7IOM aKTYa/IbHO /I MCCIEOBAHNII
arpeccuy B OHJIAMH-CPefie U B pealbHOM IPOCTPAHCTBE.

5. “Portrayal; Stereotypy; Media Representations” («Ilopmpemupo-
sanue; Cmepeomunnocmo; IIpedcmasnenHocmy 6 meoua»). IlepreHTnnn
npoMuHeHTHOCTH (Prominence Percentile)=77,191)

9Ta TeMa BKIII0YAeT 32 MCCIeNOBAHNSA, OTHOCAIIMXCS TaKoKe K Ipef-
MeTHoI1 obmactu «IIcuxonorusa». Hanbonee yacto B HUX BCTpedaroTCs
CTIefyIoIIyIe IIATD K/TI0YEBBIX CTIOB: “Stereotypy” (CTepeOTI/IHHOCTb) “Media”
(CMM), “Black Person” (uepHoKoxmit dyenoBek), “Continental Population
Groups” (koHTMHeHTa/IbHbIe Ipymibl Hacenenns) n “Ethnic Groups” (at-
HU4yeckye rpymimbl). Ha puc. 8 BusyaapbHO 0TOOpaXKeHO pacIipefieieHne
K/II0YEBBIX CJIOB 110 YaCTOTE BCTPEYAEMOCTY OTHOCUTENIBHO “Stereotypy’.

eorpawuecxaa V3MeHuMBOCTL

vewpmononons: APPOAMEPUKAHLID

Amepuka Awej wkamm a3UaTCKOro MPONCKOXAEHNS p Bbl

et JlaATAHG ameﬁMKaHuu

eerme noTpeGuTenei Knaccugmayun  Mcuxonoraseckwii

weern Y PHOKOXKMI ‘-IeJ'IOBeKBaneHTHOCTbﬂwwm»Mneo"m
) TeneB%eHMe ~~~~~~~~~~ - PacoBbIl
e CMAL2z ITHMYeCKme FPynnbl

MenbuHcrea

PacoBaa ngeHTYHOCTblNSPTPETMPOBaHMe
MHenve CTe ePEOTUNMHOCTb 3mnatus
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AA A PenesantHocTb Kntiouesoro cnosa

Puc. 8. IlepeBof K/IIOUEBBIX C/IOB B 00/1aKaX II0 TeMATNYeCKOMY HAIIPaB/IeHIIO
“Portrayal; Stereotypy; Media Representations” («IlopTpeTnpoBatue;
CrepeotunHocts; [IpeacTaBeHHOCTb B Mefiua»)
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Fig. 8. Keywords in the topic “Portrayal; Stereotypy; Media Representations”

B pamKax TeMbl MICCTIEYIOTCA OCOO@HHOCTI BOCIPUATHA TIPECTa-
BUTeEJIEN PAa3INYHBIX Pac, 00yCIIOB/IEHHbIE BIUAHIEM COOTBETCTBYIOIIIX
crepeotunos. [I.M. Mapku paccMarpuBaeT 9Ty Hpo61eMy B KOHTEKCTe
COOBITHII, CBA3aHHBIX CO CTPeNb60IL B mKote. OH, yKa3bIBaeT Ha TO, 4TO
B Pas/INYHbIX ICTOYHMKAX, B TOM YMCJIe B ICC/IEOBATEIbCKUX CTAThAX, CO
CTpenbOOIt B IIKOJIE YaCTO aCCOLMIPYETCs HeTaTUBHOE BIIVSTHME BUJIEO-
UTP, €C/IM Halla/ieHue ObIIO COBEPIIEHO YeJI0BEKOM eBPOIIEOMIHO PaChl.
B oTHOIIEHNN IpeficTaBUTeNell PACOBbIX MEHDBIIMHCTB TeHJEHLIN CTPO-
UTb ITOA00HbBIE ACCOLMALIN BUANUTCA O07Iee HU3KOIL. ITO MPeAIIoNoXeH e
6BUIO0 MIOATBEP>KJIEHO pe3ynbTaTaMI IByX McclefoBanuii. Pesymbprarsl 1-To
MOKa3an, YTO PECIIOHEHTHI (CpefHMit Bo3pacT — 19,56 jet, MeguaHa
BO3PACTHBIX ITOKasaresneil — 19) mocie o3HaKoM/IeHUA ¢ PUKTUBHOI
HOBOCTHOIJI 3aMeTKOJI O COBEpPIIEHHOM aKTe CTPe/IbObI B IIKOJIE Yallle OT-
MedJay HeraTUBHOeE BIIVsIHIE BUJCOUTP, eC/TU HallaJaBLINil ObIT OebIM,
a He YepHOKOXXMM. Bo 2-M McceoBaHuM 1o pesynbTaTaM aHa/lInu3a pe-
aJIbHBIX HOBOCTHBIX COOOIIIeHNI OblTa 3aMedeHa Ta ke TeHgeHIus. [1pu-
YIHOI [ 9TOTO, 10 MHEHMIO aBTOPA, ABJIAETCA Ha/IM4Me CTePEOTUITHOM
acconuanuy MeXXy IpUHaJIeKHOCTbIO K paCOBbIM MEHDBIIMHCTBAM U
CKJIOHHOCTDIO COBEPIIATh HACU/IbCTBEHHBIE IpecTyIIeHnsa. CTOUT OTMe-
TUTb, YTO OHA, B CBOIO OYEPE/b, MOXKET BHOCUTD MICKa)KEHMA B CBEJIeHN ,
npepocrasiAeMmble CMV 1 gpyriMu nHGOPMaIMOHHBIMA ICTOYHMKAMMU
(Markey et al., 2020).

ViccnenoBanne 3. il ObIIO HOCBSAIIEHO M3YYEHUIO 0COOEHHOCTEI
UeHTUPUKALVIN IIO/Ib30BATe/A C aBaTAPOM BO BpeMsI CeaHCa BU/COUTPBIL.
ITpenmonaranocs, 4To NoBeeHNe II0/Ib30BaTe/LA BO BpeMs UIPhl 32 aBaTap
OT/IMYAIOLIENiCs PAChl CUIbHEee MI3MEHMUTCS, YeM BO BpeMs UTPbl 3a aBaTap
CoBIafiatollell packl. B nccnefosanuy NpMHUMAIY y4acTye IperMyle-
CTBEHHO 0eJIble peCIIOH/IeHThL. Bo3pacT y4acTHMKOB HaXOM/ICS B iMala-
30He OT 18 10 25 n1eT. OHYU UTpaIU B CUMY/IATOP OOKCEPCKUX MOEANHKOB,
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VICTIOTIb3Ys1 OLVH 13 IBYX BAPMAHTOB aBaTapa: 6eI0ro MIN YepPHOKOXKEro
nepcoHaxeit. Takie >ke BapMaHThI BOIUIOI[EHNS ObIIN Y BUPTYaTbHOTO
COTlepHMKa. DTO MO3BOIMIO CKOMOMHIMPOBATD YeThIpe UTPOBbIE CUTYa-
LM U Pa3fe/INTh PeCHOHJEHTOB Ha YeThIpe TPYIIIbl COOTBETCTBEHHO.
Pesy/nbraThl MccIeoBaHys IOKAa3aIM, YTO Ha B3aMMOCBSI3b MY Pacoit
aBaTapa U [OBefieHIeM B IPe OKa3bIBaeT YMepeHHOe BIIMsHIE BXOXK]Ie-
HJIe B POJIb [IEPCOHAXKA I, COOTBETCTBEHHO, ICVICTBIA OT €ro uia. B rom
qUCTIe Y PeCIIOHEHTOB, UCIIBITBIBABLINX OO/BIIYI0 CKTOHHOCTD BXOAUTD
B pOJ/Ib aBaTapa, MOBefleHNe B UIPe M3MEHIOCh CiIbHee (CTAHOBUIOCH
6ortee arpeccHBHBIM). SHAYVMMBbIX PA3/INYNMIL [I0 CTEIIEHI MCIIO/Ib30BAHNS
CTepeOTHUIIOB OTHOCKUTEIBHO PAc aBaTapOB B IPYIIIAX UCIIBITYEeMBIX BbI-
SIBJIEHO He ObI/I0, HO Ha0/TI0OfaIoCh BIMsIHIE B3aMOJIeliCTBIs paKTOpOB
pacel aBaTapa 11 MICIIO/Ib30BaHSI CTEPEOTHUIIOB Ha KOTHUTUBHYIO 1 apdek-
TVBHYIO COCTaB/IAAOLIVe arpeccuit. Taxoke ObIIv BBISIBIIEHBI O0TIee CHIbHBIE
arpeccuBHbIe TEHAEHLVM TIPY YCTIOBUY COBIIAJIeHsI pac PeCIIOH/EHTa U
ero aBarapa, 4eM IIpy YCIIOBUM X HeCOBIazieHus1. JlOMOTHNTEIbHO aBTO-
PBI IIPEAIIONIOXKIIIN, YTO Ha Pe3y/IbTaThl MICC/IE[OBAHMS MOI/IA TTOB/IMATD
aKTya/ju3aLys CTEPeOTUIIOB 0 OOKCepax Py BOCIPUATHUN IIePCOHAXKEN
BUeourpsl. Tak)ke HEOOXOAVIMO OTMETHUTD, YTO B PAMKaX MCCIEOBAHNS
9. DI IPOBOANM/ICS AaHA/IN3 TOBEAE€HNs PECIIOHIEHTOB B CUTyaLlUy BUie-
OUTPBI, YTO PeanusyeTcs B UCCIefoBaHmsX penko (Ash, 2016).

BriBoabl

ITo pesynbraTaM 0630pa, CETAHHOTO B paMKaX CTaTby, MOXKHO BBI-
HeNUTD CIefyIOlIie TPYIIIBl TeH/ICHIUI, B COOTBETCTBUY C KOTOPBIMU
HPOBOJATCS UCCIIEOBAHIS 10 TeMe «Bueonrpsl 1 arpeccusi»:

Memooonozuueckue 80npocui

ViccnenoBarensiMy OTMe4aeTCsl HeOOXOAMMOCTD Hosiee yrmy6/IeHHOTO
PacCMOTpeHMA CBA3Y YBJIEYCHHOCTI BUJIEOUIPAMU 1 arpeccuell, BbLAB-
JIeHNA U 3y4eHuA GaKTOPOB, OLOCPEAYIOLIVX 3TY CBA3b, U Ja/IbHEIIIIeN
paspaboTKy MOAXOROB K IOHMMaHuIo arpeccyu. OTMeYaloTCs BOIIPOCHI
BBIOOpA ¥ KOHTPOJIA IIEPEMEHHBIX, @ TAKXXe HeJOCTATOYHOCTb METO/IOB
c60pa TaHHbIX, IPEAIIOIaralolINX CAMOOTYET PECIIOH/IEHTOB.

Teopemuueckue 60npocul

VccnenoBaTensaMy OTMEYAIOTCA HEJOCTATOYHbIE OObACHUTEIbHbIE
BO3MOXXHOCTH KoHIenuy «O6mas mozens arpeccun» (GAM), 4To 0OT-
paXkaeTcs HaM4MeM pe3y/IbTaTOB MCCIeOBAaHNIT KaK MOATBEPKAAIOLIIX
ee, TaK 11 OIIPOBepraouyx. B TOM 4mciie pasyHble aBTOPbI ITPeJIaraioT
a/IbTepHATUBHbIE MOJe/ (HarIpuMep, ppyCTpalIOHHAs TeOPUsI arPecCun,
paccmarpusaemas K.Jx. @epriocon), a takxe obbennnenne «O6meit
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Mopenu arpeccun» (GAM) ¢ apyruMu KoHLenysamy (Hanpumep, «O61as
Mozensb arpeccun» (GAM) u «[IByXKOMIIOHEHTHast MOJie/Ib CeKCyaTbHOI
arpeccun» B uccnefgosanuu k. Bypnait).

Memoodvt coopa 0anHbLx 0 8udeoupax

BpI10 3aMedeHo, 4TO B OOJIbIIIelT YacTy MCCIeOBaHNil TaHHbIe 00
0COOEHHOCTSX VCIIONb30BAHUSA BUJEOUTP COOMPAINCh Ha OCHOBE Ca-
MOOTYETOB PECHOHEHTOB. TakKe, eC/IM MPeAIIoNarajoch BKIOYeHNe
B UCC/IEOBAaHME OJHOTO MU HECKOMbKUX CEAaHCOB BUIEOUTPBI, TO OHU
paccMaTpuBanuch B 00IeM IIaHe KaK Ie/IOCTHBIe (PaKTOPBI — 0COOeH-
HOCTY TTOBEIeHNA U AeATe/TbHOCTY PECTIOHIEHTOB B KOHTEKCTE BUJCOUTP
He yunTbiBamuch. ClegyeT OTMETUTD MccIefoBanye J. O, B KOTOPOM
IIPOBOJVJICA aHA/IU3 JIEVICTBUI PECIIOHCHTOB, COBEPIIEHHBIX B UTPOBOM
IPOCTPAHCTBE.

OcHosHole meHOeHy U UCCTIe008aAHULL

BornbIoe BHUMaHe YAeIAETCS U3y IeHNIO aTPeCCHUM B BUPTYaIbHOM
¥ peasibHOM IIPOCTPAHCTBAX, B TOM 4MC/Ie B CUTYalMAX OY/UIMHIA 1 KU~
6ep6ymnuara. Vccnenoparenamy 0603Ha4aI0TCA BO3MOXHOCTI M3y YEHA
BUJICOUTP KaK OTEHI[MA/IbHBIX MHCTPYMEHTOB TPOGIIAKTAKY OY/IIMHTA.
PaccmaTpuBaeTca cBA3b YB/IEYEHHOCTY BUICOUTPAMI U aTPeCcCi B KOH-
TEKCTe PACOBBIX /1 F€H/ICPHBIX CTEPEOTHIIOB. VIcCIenyoTcs arpeccuBHbIE
TeHeHIVM Ha $oHe urposoro paccrpoiicta (kog mo MKB-11: 6C51),
U3y4aroTcA GaKTOPBI T/IECHO JYICCOLMALINY 1 TeIeCHOI OCO3HAHHOCTH
B 9TOM KOHTeKcTe. [IpoBOAMTCS aHa/IN3 HapaMeTPOB JeTyMaHU3aLUN I
BocpuHuMaeMoro a¢ddekra karapcuca (BBICBOOOXKIEHNS aTrPECCUBHBIX
9MOLMIT B IPOLiecce CeaHca BUEOUTPhI) B paMKaX MPOOIeMbl YB/IeYeH-
HOCTY BUJICOUTPAaMU ¥ IPOSIBIEHNsI arPeCCUBHBIX TeHAeHIMIT. Taxoke
CTIeflyeT OTMETUTb, YTO MUCCIIEOBATeNMN B CBOUX paboTax 1o 6onblieit
YJaCcTy pacCMaTPUBAIOT LIMPOKNUIT BO3PACTHON AMAIIa30H /LI, UTPAIOIIIX
B BUJICOUTPBI, OFHAKO €C/IY OHY KOHI[EHTPUPYIOTCA Ha MEHbBIINX, Oosee
KOHKPETHBIX BO3PAaCTHBIX MHTEPBa/IaX, TO BHIMaHMe Yallje Bcero obpa-
IJAaeTCs Ha IOJ{POCTKOB Y MOJIOZIBIX B3POC/IBIX.

B 3ak/mo4yeHme XOTe0Ch ObI OTMETUTD CTIEAYIOL Ve IIePCIIEKTUBEL, Ha
KOTOPBIX IIPEIIONIaraeTCs 3a0CTPUTh BHIMaHME B XOfje IVITAHUPOBAHNUA U
IIPOBeJieHNs HaTbHENIINX MCCTeOBaHMIL.

Bo-nepBbIx, Ha ypOBHE METOHOIOTH HEOOXOIMO IIPOBOANT AaTb-
HeJIyo paboTy 10 COOTHECEHNI0 OCHOBHBIX (heHOMEHOB (arpeccms-
HOCTH, arpecCcuyl OHJIAH 1 OQJIaiiH U T.1I.), @ TAK)XKe [0 COCTBIKOBKE pas3-
JINYHBIX TOJXO/IOB U1 KOHI[ETIIVII, VIX OIMCHIBAOIIVIX.

Bo-BTOPpBIX, C/IeflyeT yKa3aThb Ha TO, 4TO pabOTBI, B KOTOPBIX IIOfIBEP-
TalOTCA aHA/IM3Y KOHKPETHbIE aKThI ITIOBEJIEHNS Y KOMIIOHEHTBI IesITe/Ib-

193



Ponomareva, E.S.
Video Games and Aggression: The Major Trends in Foreign Studies
Moscow University Psychology Bulletin. 2022. No. 3

HOCTH, OCYIIleCTB/IAeMble B BUFLEOUTPAX B CBA3M C TAKMMY XapaKTepUCTH-
KaMM KaK arpeccus ¥ arpecCUBHOCTD, IIPOBOAATCA NOCTAaTOYHO PENKO.
CoOOTBeTCTBEHHO, IOBEIEHUYECKNII aHa/lIN3, Ha Halll B3IJIAN, ABIAETCA
MEPCIIEKTUBHBIM.

B-TpeTbux, NepCcneKTUBHBIM ABIAETCA ICUXOAMATHOCTUIECKUI],
PasBUBAKOIINIL ¥ ICUXOKOPPEKLMOHHBIN ITOT€HIMA BULEOUTP, YTO,
6€e3yCII0BHO, JOIDKHO MOAKPEIUIATHCA COOTBETCTBYIOIMMI IICUXOIOTH-
YECKMMU UCCIIEfOBAaHUAMMU.
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