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Comparison of indicators of the sense of presence and Internet addiction among
players in different genres of online games

Annomauusn: Vccieoosanue HanpasieHo HA CpAGHeHUe NOKas3amerell 4yecmed
npucymeusi u Mumeprnem—3a8ucumocmu y uepoxkos 6 pa3iuidHble HCAHPbl OHLAUH—USD.
Yyecmeo npucymeus A61emcst CAONCHbIM (PEeHOMEHOM, KOMOPbIl 603HUKAem Npu
83AUMOOUCMBUU NOIb308aAMENeU C MEXHOL0SUYECKU ONOCPEO0BAHHBIMU cpedamu. B
00wWem ude e20 MOIHCHO 0003HAUUMb KaK «Obimb mamy. Bulbopky ucciedosarnust
cocmasunu 37 uepoxos ¢ Dota 2 u 43 — ¢ Lineage 2. B kauecmee memooux
uccreodosanusi o6viiu ucnoavsosansl onpoctux I'TC-SOPI (J. Lessiter, J. Freeman, E.
Keogh, J.D. Davidoff), «lllxara Unmepnem—3asucumocmuy C. Yena. Ilo pezynomam
uccnedosanusi OvLU NOayUensvl credyruue oanuvle. Medcoy uepoxamu ¢ Dota 2 u
Lineage 2 cywecmsyiom paziuuusi no 6blPAdNCEHHOCMU NoKazamenel 4yecmed
npucymcemeus u Mumepnem — 3asucumocmu. Mepoku ¢ Lineage 2 obraoarom 6onee
soicoxumu oannamu no wkaram 1TC SOPl «npocmpancmeennoe npucymcmeuey,
«PeanuCmMu4HOCMb BUPMYAIbHOU CPeobl», «B0BIEHEHHOCIbY, A MAK}Ce N0 MAKUM
napamempam Humepnem — 3a8ucumMocmu, Kax KOMNYIbCUBHbIE CUMNIOMYL
CUMNIMOMbL TMONEPAHMHOCIU, NPOOAeMbl C YNPAGIeHUeM BpeMeHeM U KIoUegble
cumnmomwvl Unmepuem—3asucumocmu.

Knioueevie cnoea: unpopmayuonHno — KOMMYHUKAMUBHbIE MEXHOJ02Ul,
yyecmaeo npucymemeusi, Mumepnem—3sasucumocms, onnatn—uepel, Dota 2, Lineage 2.

Abstract: The study is aimed at comparing the indicators of the sense of
presence and Internet addiction among players in various genres of online games.
Sense of presence is a complex phenomenon that occurs when users interact with
technology—mediated environments. In general terms, it can be defined as “be
there”. The research sample consisted of 43 players in Dota 2 and 37 in Lineage 2.
The ITC — SOPI questionnaire (J. Lessiter, J. Freeman, E. Keogh, J.D. Davidoff),
“Internet Addiction Scale” by S. Chen. According to the results of the study, the
following data were obtained. There are differences between Dota 2 and Lineage 2
players in terms of the severity of indicators of a sense of presence and Internet
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addiction. Lineage 2 players have higher scores on the ITS SOPI scales "Sense of
Physical Space ", "Engagement ", "Ecological Validity ", as well as Internet
addictions such as compulsive symptoms, symptoms of tolerance, problems with time
management and key symptoms of Internet addictions.

Key words: information and communication technologies, sense of presence,
Internet addiction, online games, Dota 2, Lineage 2.

Beeoenue. AkTyanbHOCTh paccMaTpUBAEMOM B CTaThe MPOOJIEMbI 00YCIOBICHA
HEOOXOJAMMOCTBIO HM3YYEHUS pa3JIMYHBIX ACIEKTOB B3aWMOJCHCTBUS YEJIOBEKA C
WH)OPMAITMOHHO — KOMMYHHMKATUBHBIMU TexHOJOrusAMU. OmHuM u3 Haunboiee
pacupoCTpaHEHHBIX BHUJI0B MHGOPMAIIMOHHO — KOMMYHUKATUBHBIX TEXHOJIOTHMA
ABISIIOTCA ~ BUAeourpbl. Pa3Butne wux rpaduueckoil U comepKaTeNbHOM
COCTABJISIIOLIUX, JEJIAeT HUIPOBYIO JIEATEIBHOCTh BCE 0o0yiee NpPHUBJIEKATEIbHBIM
criocobom BpemsinpoBoxaeHus. Hampumep, eme B 2008 romy A0X0Ibl MIPOBOM
UHTYCTPUH TPEBBICHIN JOXObl My3bIKaJIbHOW ¥ KuHOMHAYCcTpuu [3]. Bonee Toro, B
CBSI3U C TEM, YTO B psAJie CTpaH KuOepcrnopT ObUI MPU3HAH O(UIIUATIEHON CIOPTUBHOM
JTUCIUIUIMHONM, TeMMHHI CTAaHOBHUTCS HE TPOCTO X000HM, a BBICOKOOIJIAYMBAEMOM
po(hecCHOHAIBHON e TENbHOCTBIO.

Pactymass aynutopusi WrpoKOB B KOMIBIOTEPHBIE UIphI, TpHUBEIa K
YBEJIMYEHUIO TICUXOJIOTUYECKUX HCCIEIOBAaHMM, HAMNpPABICHHBIX HAa HW3yYCHHE
pPa3IMYHBIX ACIEKTOB JEATEIbHOCTH YEJIOBEKAa, OMOCPEJOBAHHOW JaHHBIM BUIOM
MHPOPMAIITMOHHO — KOMMYHHUKATUBHBIX TEXHOJOTUM.  ['0OBOpsSs 00 OCHOBHBIX
HaIpaBJIEHUSAX UCCIEI0BAHUM, TO BUACOUTPHI TOCTATOUHO YACTO U3YYAIOTCS C TOUKH
3peHus 3P(HEKTOB, MOJOKUTENbHBIX WM OTPHULATENbHBIX, KOTOPbIE OHU CIOCOOBI
OKa3bIBATh HAa UTPOKOB.

OpHuM U3 oTpULATENbHBIX YP(EKTOB ABISETCA POPMUPOBAHUE 3aBUCUMOCTH
ot Buzaeourp. llepoe uccienoBanue, HarpaBiIeHHOE HAa U3yYEHHE JAHHOTO (haKkTopa,
obuT0 TIpoBeaeHo B 1987 roay M. Shotton, 1 ocHOBBIBAIOCH HA TaHHBIX CAMOOTYETA
pecrioreHToB [16]. C Toro BpeMeHH naHHas MpoOsieMHas 00J1acTh HAIMOJHHIIACH
OOJBIITMM KOJIMUYECTBOM AMITUPUYECKUX JIAHHBIX U TEOPETUUECKUX MOJICIICH.

3HAYUTEIBHBIN POCT MHTEpPECA K TEME 3aBUCUMOCTH OT KOMIBIOTEPHBIX WIP
Havajics B 2000 roay, uto nmo mueauto M.D. Griffith u np. cBsizaHo ¢ mosiBieHUEM U
pasButrieM oHiaiH-urp [8]. OHIaH-UIPHl OTIMYAIOTCS OT TPATUIIHOHHBIX
OJIMHOYHBIX HAJMYUEM B HHUX JPYrUX UIPOKOB, C KOTOPHIMHU MPOUCXOIUT
B3aUMO/ICHCTBHUE B ACTAIIM3UPOBAHHBIX M PA3BUBAIOIINUXCS OHJIAH — MUpPaX.

[IpuBIIEKAaTETBHOCTD OHJIAMH — WIP CBSI3aHA, BO — IEPBBIX, C UX COLIMAIBHOMN
COCTaBJIAIONIEH, BO — BTOPBIX, C TE€M, UYTO OHU CIOCOOHBI BBI3BATH SIPKUE
BIIEUATJIICHUS M SMOIMU Yy MIPOKOB, IMOTPYKaTh IOJb30BaTEICi B BUPTyaJbHbIC
MUpBL. J[pyrumMu cioBamu, BO BpeMsl OHJIAMH — UTPHI YEJIOBEK MOXKET OLIYIATh CBOE
¢usznueckoe M COIMAIbHOE TMPUCYTCTBUE B HWIPOBOM MpocTpaHcTBe.  JlaHHOE
IICUXUYECKOE COCTOSIHHE ONpPENEeNsATCS B HAYYHOM JIHUCKYpCce KaK 4YYyBCTBO
MIPUCYTCTBHSI.

UyBCTBO MPUCYTCTBUSI B OOJBIIMHCTBE CIIy4ae OMUCHIBAETCS KaK ONIYIEHUE
«Haxoxaenue tam» [9]. B.b. BenmnukoBckuii momdepkuBaeT, YyTO OOIIMM I BCEX
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OTIPEICTICHU TPUCYTCTBUS «SBIISIETCS TO, YTO UYEJOBEK, WCIBITHIBAIOIINI YYBCTBO
PUCYTCTBUS, MPETIOIAraeTCs MEePEKUBAIOIIUM BUPTYAIBHYIO CPEAY, TPOUCXOISIINE
C HUM TaM COOBITHS U CBO€ HAXOXKJICHHE B HEH KaK HEYTO pealbHOE, a HE CO3aHHOE
C MOMOIIIbIO BCIIOMOTaTEIbHBIX TEXHUUYECKUX cpeacTB» [1, c. 29]. Apyrumu cioBamu,
YyBCTBO IMPUCYTCTBUS — 3TO COCTOSHHE, TPU KOTOPOM CO3JAeTCsl BIICUATICHUS
(hU3UYECKOTO W/WIIM COLMAIBHOTO HAXOXJICHHUS B ONOCPEIOBAHHOM MHpPE, a TaKXkKe
BOCIIPUSTHE €r0 KaK peajabHOTO.

CymecTByeT NBe KaTeropuu (PakTopoB, KOTOPHIE CBA3aHBI C TEPEKUBAHUEM
YyBCTBA TMPHUCYTCTBHS IIOJNB30BATENel: (PaKTOpBl Cpeapl M XapaKTCPUCTUKH
nosib3oBareneii. K xapakrepuctukam cpenbl OTHOCATCS GOopMa U COJEPIKAHUE CPEIIbI
[15]. Copnepxanue cpeapl — 3TO OOBEKTHI W JICWCTBYIOIIWE  JIWIIA,
B3aMMO/ICUCTBYIOIIUE APYT C JIPYrOM B OMNpPEIEIEHHOM JIOTMKE, a TaKXe JaoIIue
peakIuio Ha JEHUCTBUS TMOJIb30BaTENsl, TEM CaMbIM MOATBEPXKAAsl €ro HaXOXKJICHUE B
cpene. dopma cpeapl — 3TO (PU3MUECKHE IapaMeTpbl TEXHOJIOTHH, HaIpuMep,
Ka4eCTBO BHJICO WJIM 3BYKa, CTEIIEHb MHTEPAKTUBHOCTH, YJIOOHOCTh MHTep(eiica,
BO3MOXKHOCTh M3MEHSTh OKPYIKAIOIIYI0 0OOCTAHOBKY U T.J., KOTOPbIC HAIIPaBJICHBI Ha
TO, 4YTOOBI cjaelaTh IpeObIBAHUE B ONOCPEIOBAHHOM Cpele MaKCHUMAaJIbHO
peaTMCTUYHBIM.

['OBOpS 0O TEXHOJIOTHYECKUX CpeiaX, B KOTOPHIX M3y4alOT YYBCTBO IMPUCYTBHS,
TO OOJBIITUHCTBO HCCIAEAOBAHUM IMPOBOJMUTCS C IOMOIIBIO Pa3IMYHBIX YCTPOMCTB,
CO3/IAI0NINX BUPTYAJIbHYIO PEaIbHOCTh (HampuUMep, OYKU BUPTYaJIbHONU PEaIbHOCTH)
WM Ha MaTepuaje HHU3KOMMMEPCHUBHBIX TEXHOJOTHH, HAMpUMEp, TaKUX Kak
teneBuaeHue. Ho crout orMeruth, 4To HaOmomaercs IAeUIIUT HCCIEAOBAaHUN
JyBCTBA TMPHUCYTBUS B TaKUX TOMYJISAPHBIX W  PACIpPOCTPAHCHHBIX BHIAX
WHOOPMAITMOHHO — KOMMYHHMKATHUBHBIX TEXHOJIOTHH, KaK COIMAIbHBIC CETH H
Bugeourpsl. Tak M. Milani u ap. ormedaer, 4To uccienoBaHUE YyBCTBA MPUCYTCTBHS
B BUJICOMTPAX SIBJISCTCS TOJBKO 3apOsKIAIOIICICS 001acThIo necinenoBanmii [11].

Takum 00pa3oM, MOXXHO CKaszaTh, YTO Ha JaHHBIK MOMEHT CYIIECTBYET
HEJIOCTATOK OSMIIUPUYECKUX HCCIICIOBAHUN YYyBCTBAa IPUCYTCTBUS HMIPOKOB B
BHJICOUTPHI (IIPEACTABICHHBIX Pa3IMUYHBIMU >KaHpPaMH, PEeKUMaMH, PEeaM3yeMbIMU
Ha pas3Helix IargopmMax u T.4.). [lo 2ToM mpuUyYMHE HAIIE >SMIUPUICCKOE
HCcCIIeIOBaHWE OBLIO HAMpaBJICHO, BO — IIEPBBIX, HAa M3y4YCHHE TOTO OyIeT Ju
OTJIMYATHCS YYBCTBO MPUCYTCTBUS Y UTPOKOB B PA3IMUHBIC KaHPBI OHJIAH — UTp. To
€CTh B JAHHOM CJlyda€ MbI HCCIIEIyeM BIIUSHHE XapaKTEPUCTUK Cpeabl Ha
WHTEHCHUBHOCTD MEPEKUBAHUS YyBCTBA MPHUCYTCTBHsI. BO — BTOPBIX, B CBSI3M C TEM,
YTO B HECKOJIBKUX HCCJICOBAHMSIX OBLIM TOJYYCHBI JAHHBIC O KOPPEISAIUU MEKITY
YyBCTBOM IPHUCYTCTBHS M WUTPOBOW 3aBucuMocThiO [13, 17], Hama pabota, B ToM
yycie, OyJIeT HamnpaBleHa Ha u3y4YeHue pa3nuuuid B ypoBHe WMuHTepHer -—
3aBUCUMOCTH Y UTPOKOB B pa3JINYHBIC )KaHPBI OHJIANH — UTP.

Takum 00pa3oM, MEIbI0 HAIIEr0 MCCIASAOBAHUS SBISICTCS CpaBHCHHUC
MoKa3arejied 4yBCTBAa NPHUCYTCTBUS W MHTEepHET — 3aBUCHMOCTH y HWIPOKOB B
Pa3JIMYHbBIC KaHPbI OHJIAMH — UTD.

Obvexm uccnedo8arus — UTPOKU B OHJIAMH — UTPHI.



IIpeomem uccnedosanus — mapaMeTpbl 4yBCTBa NpuUCyTCTBUS U MHTepHET —
3aBUCHUMOCTH y urpokoB B Dota 2 u Lineage 2.

OOpatumMcst K TOSICHEHUIO BbIOOpa MMEHHO JIaHHBIX OHJIaWH — urp. s storo
OTUILIEM HEKOTOPbIE 0COOEHHOCTH UTPOBBIX CPEJl, TOJIYUCHHbIE ITyTeM HAOIOICHUS.

Dota 2 siBasieTcst MHOTOIIOJIB30BaTEIbCKOM copeBHOBaTeNIbHOM urpoit (MOBA),
KOTOpasi COUYETAaeT B ce0e AIEMEHThl CTPATETUU U POJIEBOM MHOIOMOJIb30BATENHLCKON
urpel. Ilepeiinem k kparkomy omnucaHuio ee crenuduxku. OcCHOBHAs 1eJIb UTPhl —
YHUYTOXKEHUE KPETOCTH KOMaH/IbI CONEPHUKOB. CpakeHHs MPOUCXOAAT B KOMaH1ax
Mo 5 YeNOBeK, KK M3 KOTOPHIX UIPAET 3a BHIOPAHHOTO MEPCOHAXA, KOTOPOMY
OTBOJAMUTCSL ONpeJeiEHHas pojb/3anaya (MoAAepKKa WUTPOKOB; MPUHSATHE Ha ceOs
OCHOBHOI'O YpOHA; HAaHECEHHWE HaumOOJbLIEro ypoHa). Maruu mpoBOIATCA HA
KBaJPAaTHBIX AapeHaX, C TJABHBIMH KpPEMOCTAMH, HAXOIAIMIMMHUCS B JBYX
MPOTHUBOIIOJIOXKHBIX yriax. Wrpokw pacronararoTcsi Ha JUHHUSX CPaKEHHS, C
Pa3UYHBIMU YPOBHIMU CJIOXKHOCTH (LIEHTpaIbHAs, BEPXHSIS U HUXKHSAA).

[To pe3ynbTaT HAOMIOACHUS 32 UTPOKAMU BO BPEMSI UTPbI, MOKHO CKa3aTh, YTO
JUISL TOCTMDKEHHSI yCIiexa B JIAaHHOW UTpe HYKHO oO0JiafaTh apCceHajoM 3HaHUU O
XapaKTEPUCTUKAX TMEPCOHAKEU, MX CHIBbHBIX U CIA0BIX CTOPOHAX, 3HATh U YMETh
UCIIOJIb30BaTh apTedakThl, 00J1ajaTh Pa3BUTHIMH MOTOPHBIMU HaBBIKAMHU, YMEHHEM
paboTaTh B KOMaH e, a Tak)Ke 00J1aaTh TAKTUYECKUM MBIITUICHUEM.

Lineage 2 oOTHOCHTCS K MAacCCOBBIM MHOTOIOJIb30BATEIBCKUM POJIEBBIM
ownaiite—urpam (MMORG). B Hawanme wurpbl co3gaercs OIUH IEPCOHAXK; HUTPOK
BBIOMpAET €ro BHEIIHOCTh, IOJI, pacy, HA4adbHBIA apXeTHIN. 3aTeM IepCOHaX
MOTIAIa€T B OTKPBITBIA MHpP W HAYMHACT 3HAKOMHUTHCS C €T0 MCTOPHUEH, BBITOTHSS
pa3inyYHble KBECTHl W OOMIAasICh C JPYTUMH MEpPCOHaXaMu. MOXKHO CKa3aTh, YTO B
Lineage 2 cpaxeHue HE SIBJISCTCS SIWHCTBEHHOH NesATENbHOCTHIO. MTrpok Takke
MOJKET 3aHHMMAaThCsl TOPTOBJICH, MyTeIIeCTBOBATh, CO3aBaTh MPEIMETHI, OCBAUBAThH
pa3UYHbIC HABBIKK, BCTYIATh WU CO37aBaTh THIIbJIUU U T.1I.

OpHa W3 OCHOBHBIX OCOOCHHOCTEH NTaHHOW WIpHl MO cpaBHeHHMIO ¢ Dota 2,
COCTOUT B TOM, YTO UTPOK Pa3BHBAET OJHOTO MEPCOHAXKA, OTHITPHIBAET €0 POJIb HA
NPOTSDKEHUM BCEro UrpoBoro BpeMeHu. JlaHubiil dakt, BeposTHO, nenaer Linage 2
OoJee aiIMKTUBHOM WUTPOW. DTO CBS3aHO C TEM, YTO UTPOK MOXKET MPUHUMATH Ha
ceds poip TMepcoHaka M B3aMMOJICWCTBOBATH TIOCPEJCTBOM HEE C JIPYyTUMU
UTPOKAMH, 4TO MMPUBOIMT K OOJIbIIEMY y4acTHIO B OHJaiH—cpene [6, 10, 12].

Takum 00pa3oM, MbI BHJMM, UYTO Ha3BaHHBIC UTPHI 00JaAAIOT ONpeNeTEHHON
cnenu@UKor, KOTopas, BEPOATHO, MOXKET IOBIUATH Ha BBIPAKCHHOCTh UYYBCTBA
MIPUCYTCTBUS W VIHTEpHET—3aBUCUMOCTH Y UTPOKOB B OHJIAWH—UTPHI.

Takum oOpasoMm, eunomesa ucciedoseanusi — urpoku B Dota 2 u Lineage 2
OyayT OTIWYaThCSA 110 BBIPAKCHHOCTH TIOKa3aTeJei dYyBCTBA TMPUCYTCTBUS M
HNHTepHeT-3aBUCUMOCTH.

Memoouxu. JIns OTIEHKH BBIPAXKEHHOCTH YYBCTBA MPUCYTCTBUS HUCIIOIH30BAJICS
nepeBeneHHbI Ha pycckuii s3bik onpocHuk ITC-SOPI (J. Lessiter, J. Freeman, E.
Keogh, J.D. Davidoff) [9]. OnpocHuk cocTouT u3 44 yTBEPKACHHUMN, 3aTParuBarOIInX
pa3IUYHBIC ACTIEKThl YyBCTBA MPHUCYTCTBHS, CIPABEIIUBOCTh KOTOPHIX OIEHUBACTCS
no mAThOauibHONW mmKane. ONPOCHUK BKIIOYAET B Ce0s CIEAYIONINE IITKAJIbI:
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«IIpocTpancTBEHHOE MIPUCYTCTBHEY, «OMOUHOHANIbHAS BOBJICUEHHOCTbY,
«ECTECTBEHHOCTh BUPTY&JIBHOTO CLEHapus» U «BBIpaXKE€HHOCTh HETaTUBHBIX
addektoBy. NrpokoB mNpoCcWIM 3allOJHUTh JaHHYHO MeToAuKy mocie 30-45
MUHYTHOTO MpeObIBaHUSI B OHJIAWH—UTPE.

Hnst nuarHoctuku WMHTepHET—3aBUCUMOCTH ObUIa HCHOJB30BaHA METOJIMKA
C. Yena «lllkana MaTepreT—3aBucuMocT» [2]. TecT BKIrOYAET 5 OLIEHOYHBIX HIKA:
«IIkana KOMIYJIbCUBHBIX CHUMOTOMOBY», «lllkama cumMnToMoB oTMeHbI», «lllkana
ToJiepaHTHOCTHY, «llIkama BHYTPHUIMYIHOCTHBIX MPOOJeM U MPoOJIeM, CBI3aHHBIX CO
3nopoBbemy, «lllkana ymnpaBnenus BpemeHeM». CyMMa BCEeX KA SBISIETCS OOIIIM
Oaymom Hanmuus HTepHET—3aBUCUMOCTH.

Mpbl ucnonp3yeMm IIKaly u3MepeHus MHTepHeT — 3aBHCHMOCTH, TaK Kak Ha
JAHHBI MOMEHT HET HAJIC)KHOU PYCCKOA3BIYHOM METOJMKHU, HALICJICHHOM UMEHHO HA
M3YUYCHHE 3aBUCUMOCTHU OT OHJIalH—UTrp. HO Tak Kak 3T0 AeATeNbHOCTb, peaiu3yemast
B MlHTEepHETE, TO MPENCTABISAETCA BO3MOKHBIM HMCIOJIB30BAaTh TECT, HAIPABIICHHBIN
Ha n3MepeHne HTepHET—3aBUCUMOCTH.

Pecnonoenmamu nccnenopanus Beictynuin 80 denoBek, Bo3pactom ot 20 1o 30
JIET, UTPAIOIIME B OHJIAWH—UTPBI HE MEHEE 3 JIET, OT 3 YacOB B HEAENIO. PeCTIOHIEHTBI
JNEIWINCh HA JBE TPYIIbl B 3aBUCUMOCTH OT MPEANOYUTAEMOrO >KaHpa OHJIalH—
urpsl. Tak, 43 dyenoBek urpanu B Lineage 2, a octanbusic 37 — B Dota 2.

Pezynomamst uccneoosanusi MoaBEpPraluCh CTATHCTHUYECKOW KOMITBIOTEPHOMN
00paboTke ¢ moMoIIplo nporpaMMmuoro odecneuenus SPSS+PS mis Windows. [lnst
M3YUYCHHS Pa3IMuuMid MEXOy IOKa3aTeJisIMU YyBCTBA NPUCYTCTBUS U HHTepHET—
3aBUCHUMOCTH Yy UTPOKOB B Pa3HbIC >KaHPbl OHJIAWH—UTPHI ObLUT MPUMEHEH KPUTEPUU
ManHa—YuTHH.

Llonyuennvie pezyrbmamuol U UXx UHMEPNPEMAaAYUs.

Tabnuua 1 — CpaBHeHHE CpeTHErPYNIIOBBIX 3HAUCHUI

ITapamerp Hrpoku B | Urpoknu B | Kpurepnit Manna—YurHu
DOTA?2 Lineage 2
(N =43) (N=137)
Cpennuii panr U P
YYBCTBO NIPUCYTCTBUS
[IpocTpancTBeHHOE 29,27 64,54 1711,000 ,000
IPUCYTCTBUE
BoBieueHHOCTE 33,63 58,80 1493,500 ,000
PeanuctuuHOCTL 30,14 63,69 1668,000 ,000
BUPTYAJIBHOU CpEbI




[Tponomkenne Tabaumpl 1

ITapamerp Hrpoku B | Urpoku B | Kpurepuit Manna—YurHuu
DOTA?2 Lineage 2
(N=43) (N=37)
Cpennuii panr U P

MHTEPHET-3ABUCUMOCTb

KommnynbscuBHbIe 35,56 56,26 1397,000 ,000

CHUMIITOMBI

CHUMIOTOMBI 37,53 53,67 1298,500 ,003
TOJICPAHTHOCTHU

[Tpobnemsl ¢ 37,20 94,11 1315,000 ,002
yIpaBiIeHUEM
BpEMEHEM

KiroueBrie cumnromer | 37,40 53,84 1305,500 ,003
NHuTeprer—
3aBUCHUMOCTH

ITo pe3ynbTaTaM CTaTUCTHUUECKOTO aHajlu3a HAMU ObLIU MOJIyYEHBI 3HAUYUMBbIE
pazIMuusl MKy UCCIIETYEMbIMU TPYIIIIAMH PECIIOH/IEHTOB, KOTOPbIE TIPEACTaBICHbI
B Tabnure 1.

Wcxons W3 MpenCTaBICHHBIX JAaHHBIX, Mbl BHJIUM, 4TO UIpoku B Lineage 2
obnanaroT 0ojIee BHICOKUMHM MOKa3aTesIMU, BO — TepBbIX, 1o mmkanam | TC — SOPI,
TaKUM KaK «IPOCTPAHCTBEHHOE MPHUCYTCTBUEY, «BOBICUYEHHOCTHY, «PEATTUCTUUYHOCTh
BUPTyaJIbHOW Cpelbl», BO — BTOPBIX, MO TakuM mapamerpam MuTepuer —
3aBUCUMOCTH, KaK KOMITYyJIbCUBHBIE CHMIITOMBI, CHMIITOMBI TOJIPAHTHOCTH,
mpoOJeMbl C yNpaBlIeHWEM BpPEMEHEM U KIIOUeBble CUMNOTOMBI HMHTEepHET—
3aBUCHMOCTH.

DTO TOBOPUT O TOM, HTPOKH B Lineage 2 ¢ xapakTepu3yrTcs 00j1ee BHICOKUMU
MOKa3aTeSIMU  OLIYIIEHHUS] CBOEro (DPU3MYECKOTO HAXOXKIACHUS B BHUPTYyaJIbHOM
UIPOBOM MHpE, BOCIIPUHUMAIOT €ro Kak OoJsiee MpaBAoNoAO0OHBIN, a Takxke Oonee
3aMHTEPECOBAHBI, YBJICUCHBI, IOTPYKEHBI B UTPOBYIO JEATECIBHOCTD.

C Touku 3peHHs mapamerpoB MHTepHET — 3aBHUCMMOCTH UTpoku B Lineage 2
UCIIBITHIBAIOT 00Jie€ BBIPAKEHHOE U CJIOKHO KOHTPOJUPYEMOE KelaHWe 3alTh B
UTpy, IJIsS TIOJY4YEHHUS YJIOBJIETBOPEHHS OT HUIPOBOM CecCMU UM TpeOyeTcsi Bce
00JbIlIe BPEMEHH, YTO CONPOBOXKIAETCS MpoOJieMaMu C paclpeiesieHUeM CBOETO
BPEMEHU MEXKy OHJIANH — UTPOM U APYTUMH BUAAMH JESITEIbHOCTH.

Jlanee paccMOTpUM BO3MOXKHBIE OOBSICHEHHS TIOJYYCHHBIX Pa3TMUHMA,
OMHPAsCh HA XapPAKTEPUCTHKU UTPOBOM CPEIIBI.

Ilonoorcenusi kamepvt 60 6pemsa ucpvl. B uccnenyeMbIX OHJIAH—Urpax
OTJIMYAETCS TMOJIOKEHWEe KaMephl BO BpeMs urpel. B Dota 2 o630p mpoctpancTBa
HOCHUT BHUJl M30METPUUYECKON MPOEKIUH, T.€. Yrojl 0030pa KaMephbl CMEIIEH TaKuM
o0pa3oM, 4TOOBI CO3/1aBAJIOCH OIIYIIEHUE TPEXMEPHOCTU. VIrpOK CMOTPUT Ha apeHy
CpaXEHMsI CBepXy M COOKy, a He 4Yepe3 «rijiaza» INepcoHaxa. Takoil mnpuem
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HCIIOJIb3YETCSl B CTPATETMYECKUX Urpax, Ajs Oosee yaoOHOro u oOUIMpHOTO 0030pa
JeTajied OKPYKECHUS.

B Lineage 2 urpoBoii mporiecc MPOUCXOIUT OT TPEThEro Juia. BupTyanbHas
KaMmepa HalpaBjeHa OT UTPOBOTO IMEpCOoHaka U MpHUBsA3aHa K HEMY (MOXKET ObITh
npuOJIMKeHa/0TIaieHa, BpamaThes BOKpyr). B Lineage 2  wucmosb3yercs
MEepPCIeKTUBHAS TMPOEKIUsA, NPU KOTOpoi HamparieHue ("B3rmsia") kKaMmephbl Bcerjaa
COBINAJACT C MOJOXKUTEIbHBIM HaIMpaBJICHUEM LEHTPAJIbHOW OCH, acama Kamepa
pacnoJjio)keHa B Hayajge KoopAuHar. MOMXKHO  cKa3zaTrh, 4YTO  (PU3HYECKHE
XapaKTepUCTHKU HWIPOBOr0 TpocTpaHcTBa B Lineage 2 ©Oomee cmocoOcTByeT
MEePEKMBAHUIO YYBCTBA IPUCYTCTBHSL.

Pazeumue o0noco nepconadxca mna npomsdicenuu 6ceco 6pemMeHu Upbl.
OnyaliH—Urpsl UTPHI MPECTABISAIOT CO00W OE30MacHyI0 «JI1abopaTopuio», cpeay, B
KOTOPOM WIPOKM MOTYT SKCIIEPUMEHTUPOBATh C PA3JIMYHBIMU TUIIAMH IOBEICHHS,
YTO CIOCOOCTBYET PAa3BUTHIO UX camouJeHTU(uUKanuu. To ecTh, MOKHO CKa3aTh,
YTO  POJIEBBIE WIPHl  XApAKTEPU3YKOTCS TEM, YTO IOJb30BATEIb  MOXET
UACHTU(PULIUPOBATHCS CO CBOMM aBaTapOM/UTPOBBIM MEPCOHAXKEM. BblIu moyyeHsl
JaHHBIE COTJIACHO KOTOPBIM HJAEHTU(UKALNA C IMEPCOHAXKEM SIBISETCS CUIbHBIM
(bakTOpOM, OMPENENSIONIMM yIOBOIBCTBUE OT oHnaH-urp [7]. To ecTh, MOXHO
CKa3aTh, YTO YEJIOBEK, BO BPEMs UIPbI HCIBITHIBAET ONPEACIEHHBIE 3MOLUOHAIbHBIC
COCTOSIHHSI, CBSI3aHHBIE C IIPUBA3AHHOCTBIO K CBOEMY IIEPCOHAXY M YyBCTBOM
YAOBOJBCTBUS OT UTPBl. A COIIACHO PSIy MCCIEIO0BAHUMA, SMOIIMU UTPAIOT BAKHYIO
poib B hopMupoBaHUM YyBCTBA MPUCYTCTBUS [4,14].

B DOTA 2 repoii, KOTOPOTO BBIOMPAET UTPOK CIYKUT MHCTPYMEHTOM MJIs
JOCTHKEHHUS 1IeJIA MOOEAUTh, IOATOMY MaJOBEPOATHO, YTO T'epod MACHTU(DULUPYET
ce0s ¢ HUM, YTO 00OBSICHSAET 00Jiee HU3KUE MOKA3aTeIu YyBCTBA PUCYTCTBUS.

Hanuuuem npopabomannoco croocema u ucmopuu ueposoiu GCeleHHOl.
Lineage 2 npencraBiser coO0H MPAKTUYECKH YCTOSBIIMNCSA UTPOBOM MUP, B KOTOPOM
HE TMPOUCXOAUT (QyHIAMEHTaIbHBIX COOBITHIA W u3MeHeHuid. Urpa oOnagaer
HCTOPHUEU, KOTOPASI PACKPBIBAETCS 110 MEPE BBINIOJIHECHUS 3aJaHUM CIOKETHOW JIMHUH.

Dota 2 He umeer croxeTHol TuHUM. OCHOBHAs 11€Jb JAHHOW UTPBI — «UHUCTOE»
COPEBHOBAHME MEXJY UI'POKAMH. XOTS CTOMT OTMETUTh, YTO KaKIbIi IEPCOHAX B
urpe o0jagaeT CBOCH HMCTOpHMEH, HO IO3HAKOMHUTBCS C HEM MOJXKHO JIMIIh Ha
OCHOBAaHHMHM TEKCTOBOW HH(popManuu. Bo BpeMs cpaxeHuil maHHash UCTOpHUS HE
ABJISIETCS] 3HAUMMOM U HUKAaK HE OTPa)KeHa.

JlornyHO MPEANoN0XKUTh, YTO HAIMYUE CIOKETHOM JIMHUHU, TTO3BOJISIET ITy0xke
MOTPY3UTHCA B BUPTYAIbHBIA MHUpP, UYTO OBUIO SMIMUPUYECKH TOIATBEPKIEHO,
Hanpumep, B uccienoanuu M. Troxler u np. [18].

Bv16o0wr. Takum 00pa3oM, Mbl IOATBEPAWIM BBIABUHYTYIO TUNOTE3Yy. Mexay
urpokamu B Dota 2 wm Lineage 2 cymecTBYHOT pas3iuuus IO BBIPAKCHHOCTH
nokasaresieil uyBcTBa npucytcTBus u MHTepHeT — 3aBucuMoctu. Urpoku B Lineage 2
obnagaroT Oosiee BbicokuMHU Oayutamu 1o mmikanam |TC SOPI «mpoctpancTBeHHOE
IIPUCYTCTBUEY, «PEATUCTUYHOCTDh BUPTYAIIBHON CPENbI», «BOBJIECYEHHOCTHY», a TAKXKE
[0 TaKUM MapaMmeTpaMm MHTEepHET — 3aBUCUMOCTH, KaK KOMITYJIbCUBHBIE CUMIITOMBI,
CUMITOMBI TOJIEPAHTHOCTH, MPOOJEMBI C YNPaBICHHUEM BpPEMEHEM U KIIOYEBBIC
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cuMmntoMsl MHTepHeT—3aBucumoctu. [lo pesynbratam TEOpETHYECKOrO aHain3a
ObLIH IMPpEAJIOKEHBI BO3MOKHBIC 00BSICHEHUSA MMOJTYUYCHHBIX HOAHHBIX: IIOJIOKCHHC
TOYKHU 0630pa BO BPCMs HUI'PbI, HAJIMYIHUC CHOKCTA, 4 TAKIKC POJICBOC OTBLII'PLIBAHUC
IICPCOHAXa.

Takum oOpa3oM, HaMU OBLIM TOJYYEHBI JaHHBIE O KAHPOBOM crenupuKe
OHHaﬁH—HFp, KOTOpasd MOKCT OBITH CBfA3aHAa C HMHTEHCUBHOCTHIO MCPCIKNBAHUA
dyBCTBa IPUCYTCTBUA H BBIPAKCHHOCTBIO okazareJsei I/IHTepHeT — 3aBUCHUMOCTH.
I[aHHI)Ie PE3YJIbTATHI COITIACYIOTCA C MMCIOIMUMUCA SMIIMPHUYICCKHUM HUCCICAOBAHUAMUA
OTHOCHUTCJIbHO BJIMAHUSA PA3JIMYHBIX ACIICKTOB XapaKTCPUCTHK TEXHOJIOTUH Ha
YyBCTBO MPUCYTCTBUS [D], a TakKe OTHOCUTEIBHO KOPPESALHUA MEXIYy YyBCTBOM
MPUCYTBHS U UTPOBOM 3aBrcUMOCThIO [13,17].
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