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Pesiome Abstract

B crarbe 11pejicTaBieHbl Pe3yibraThl IKCIIEPH- The article presents the results of an experi-
MEHTAJIBHOTO HCCJIEA0BAHISI, TIPOBEIEHHOTO C mental study analyzing changes in emotional
1eJIbI0 AHAM3a U3MEHEHMsI HMOIMOHATILHOTO states during video gaming on a PC and
coctostHust B Tipotiecce Buzeourpsl Ha IIK u reading texts from paper, as well as during
YTEHUSI TEKCTOB ¢ OYyMasKHOTO HOCHTEJNsI, a transitions between these two activities. The
TAKKe [IPU CMEHE HTUX BUIOB JESATEJIbHOCTH. study involved 62 students (mean age: 18.3
B uccienoBanun npuHssin yuacrue 62 yeso- years, SD = 2.28; 82% female). Participants
BeKa, cpeanuii Bospact 18.3 roga (SD = 2.28, were divided into two groups: one group read
7K = 82%). B xo/e sKCcrepruMeHTa yYaCTHUKH texts first and then played a video game,
JIeJIIIACH HA J[BE TPYIIIBI, OJHA U3 KOTOPBIX while the other group played a video game

UccnemoBatue BRITOTHEHO MOCKOBCKIM rOCYIaPCTBEHHBIM TICUXOJIOTO-IIEIATOTTIECKUM YHUBED-
cuterom (OTBOY BO MIIIIIY) npu ¢dunancosoit nojpaepkke MHUHHCTEPCTBA MPOCBEIIEHUS
Poccwuiickoit Dexeparuu, rocymaperBentoe 3amanue or 9 despans 2024 r. Ne (073-00037-24-01
«UcenepoBanue KOTHUTUBHBIX U KOMMYHUKATHBHBIX [POIECCOB MOAPOCTKOB U IOHOLIEH [PH pelie-
HUM UTPOBBIX 1 YUeOHBIX 3aj1a4 B IIM(POBBIX CPEAx».

The reported study was conducted by Moscow State University of Psychology & Education as a
part of a task from the Ministry of Education of the Russian Federation, assignment number
073-00037-24-01, assignment date 9/2/2024. «The study of cognitive and communicative processes of
adolescents and young men in solving game and educational tasks in digital environments».
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CHayaJla yuTaja TEKCTbl, a 3aTeM Hrpaja B
BMJICOUTPY, & BTOpasl CHayajla urpaja B BU/EO-
UTPY, @ TOTOM YHUTaJIa TEKCThL. IMOIIMOHAIBLHOE
COCTOSIHIE YYACTHUKOB OIEHUBAJIOCH 5 Pa3 ¢
[TOMOIIBIO CAMOOTYETHOTO OIPOCHUKA — JIO
Hayvaja ucciaenoBanus, nocie kaxaoro 10-mu-
HYTHOTO 311130712 BU/ICOUTPBI 1 TIOCJIE KaXKI0TO
10-munyTHOTO nM304a YTeHus. PesyibraTb
JIEMOHCTPUPYIOT, YTO UHTEHCUBHOCTD HEraTHB-
HBIX M TIO3UTHUBHBIX 3MOLUN U TPEBOKHOCTH
BBIIIIE TIPU UTPE B BUJCOUTPY, a I YTCHUS
XapaKTepHO COCTOSHME CIOKoicTBud. UTenne
[IOCJIe BUIEOUTPBI CIIOCOOCTBYET CHUKEHUIO
MTO3UTUBHBIX 3MOIMI U MOBBIIIECHUIO CIIOKOM-
CTBUS, IIPU 3TOM YTEHUE HAYYHO-ITOIIYJISIPHBIX
TEKCTOB caMo 110 cebe He TIPUBOJIUT K 3HAYNMO-
My M3MEHEHHIO aMoIuil. UteHnue mepes BU€o-
UTPOU CIIOCOOCTBYET CHIKEHHIO UHTEHCUBHO-
CTH TTO3UTHBHBIX 9MOIMII B IIPOIECCE WIPBL
[Tepexo OT UTPBI K YTEHUIO XapaKTEPU3yeTcs
CHI)KEHHEM UHTEHCUBHOCTU OOJIBIIMHCTBA
SMOILMI U TOBbIIEHUEM crokoicTBus. [lpu
rnepexojie OT YTEHUS K WUIPe MHTEHCHBHOCTD
3MOIUI Bo3pacTaeT. IMOIMOHAIBHbBIE COCTOS-
HUS PE3KO MEHSIOTCA [IPU CMEHE aKTUBHOCTH €
WUTPBI HA YTEHUE U C YTCHUS Ha UTPY, HO Jajee
OCTAIOTCSI IOCTATOYHO CTAOMIBHBIMUE B TEUEHITE
kak MuHuUMYM 20 MunyT. MOXHO TIpeanoJo-
JKUTH, YTO OCHOBHBIM MCTOYHUKOM M3MEHEHUS
SMOIIMOHAJbHBIX COCTOSHUI SABJISETCS HE
WUTpOBas/4nUTATENbCKAS ACATEIbHOCTD caMa 110
cebe, a ee cMeHa. Pe3ysbraTbl 0OBSICHSIIOTCS €
[O3UIINU TOHUMAHUS IMOIIMIT KaK TOTOBHOCTH K
NEHCTBUIO, JIeJIACTCS BBIBOJL O TOM, 4TO KPaTKO-
BpPEMEHHAs BUJICOUTPA B IIEPEPbIBAX MEXK/LY aKa-
JEMHUYECKOI Harpyskoil MosKeT GbITh (HOpMOit
AMOIMOHAIBHOTO MEPEKIIOYCHIS U OT/bIXA.

Knroueswvie cnosa: BU/JIEOUTPDI, YT€HUE TEKCTOB,
9MOIMOHaJIbHOE COCTOAHUE, ITOSUTHUBHbBIE KN
HeraTuBHbIE 9MOI VU, CTYAECHTDbI.

IlleneneBa Enena AngpeeBHa — cTapuinii
Hay4HBI COTPYAHUK, JaOOPATOPHST HCCIEN0-
BaHMsI KOTHUTUBHBIX U KOMMYHUKATHBHBIX
IIPOIIECCOB TIOIPOCTKOB ¥ IOHOIIIE! TIPH pellie-
HUM UIPOBBIX M ydeOHBIX 3ajlau B IH(DPOBBIX
cpenax, GTBOY BO «MockoBckuii rocyaap-
CTBEHHBIII IICUXOJIOTO-TIEIATOTHYECKIH YHU-
Bepcuter> (OIBOY BO MITIITY), kamaumar
MICUXOJIOTHYECKUX HAYK.

first and then read texts. Participants' emo-
tional states were assessed using a self-
report questionnaire administered five
times: before the experiment, after each 10-
minute episode of video gaming, after each
10-minute episode of reading, and finally, at
the end of the experiment. The results
demonstrate that the intensity of negative
and positive emotions, as well as anxiety, is
higher during video gaming, while reading is
characterized by a state of calmness. The
findings further suggest that reading after
playing a video game reduces positive emo-
tions and increases calmness, whereas read-
ing popular texts on its own does not signif-
icantly alter emotional states. Reading before
playing a video game, however, decreases the
intensity of positive emotions experienced
during gameplay. Transitioning from gaming
to reading leads to a reduction in the intensi-
ty of most emotions and an increase in calm-
ness, while transitioning from reading to
gaming results in a significant rise in emo-
tional intensity. Emotional states change
considerably when switching from one activ-
ity to another (ie., from reading to gaming
and vice versa) but remain stable for at least
20 minutes during a single activity. It is sug-
gested that the changes in emotional states
are not driven by the specific activities them-
selves but rather by the act of switching
between activities. The results are interpret-
ed within the framework of understanding
emotions as a readiness to act. It is concluded
that a short video game during breaks
between academic work can serve as a form of
emotional switching and relaxation.

Keywords: video games, text reading, emo-
tional state, positive and negative emotions,
students.
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B nactosiee BpeMs BUIEOUTPHI SABJISIOTCS OJHUM U3 CaMBIX PaCIpPOCTPaHEH-
HBIX YBJICUEHHIT 1 CIIOCOOOB TIPOBEAEHUS J0CYTa CPE/I MOJIOEKH: TaK, 110 JAHHBIM
BIIMIOM 2022 1., 56% Mostoabix Jiozieii ot 18 1o 24 jieT yBIeKAIOTCs: BUACOUTPAMHU,
u3 Hux 20% UrpaoT exeTHEBHO. YBIeUeHe MOJIOBIX JITO/Iel BUEOUTPAMU TIOJTY -
yaeT pasBUTHE U B MPO(MECCHOHANBHON AesATeNbHOCTH — B cdepe paspaboTKu
BUleOUTP WM TpodeccronambHoM Kubepcropre. Kpome Toro, MOTUBUPYOIINI
KOMITOHEHT BUJIEOUTD BBI3bIBAET HAJEK/bI HA BOBMOMKHOCTb MX UCIIOJIb30BAHUSI B
mkoasHoM 00yuenun (Cole et al., 2024). BecnipereeHTHast TOMYASPHOCTD WHILY-
CTPUM BHICOUTP TPOOYKIAET MHTEPEC MUCCAE0BATENCH K U3YYEHUIO UX BO3/Eii-
CTBHUSI Ha SMOIMOHAIBHOE COCTOSIHME UTPOKOB. JlaHHBIN BOIPOC HCCIIENYeTCsT B
CBSI3U C BUIEOUTPOBOH 3aBUCUMOCTBIO U arpeccuBHBIM noBezienneM (Caner, Evgin,
2021), a TakKe ¢ BO3MOKHOCTBIO BUIEOUTP MEHSTh HACTPOEHUE, CIIOCOOCTBOBATD
npeojoennio crpecca u ogunouectsa (Pallavicini et al., 2022), yayuimars smoruo-
HasbHyI0 camoperyJsiuio (Villani et al., 2018).
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PesynbraTsl vccieioBaHuii OJATOCPOYHOTO BJIMSHUS BUIEOUTP HA 3MOIIMO-
HaJbHYIO c(hepy HEOMHO3HAUHBI. Tak, cucTeMaTUIecKuil anamns 24 mcciaeqoBaHmit
MOKa3aJ, YTO BHUIEOUTPHI, OCOOEHHO MHOTOIOJIb30BATENbCKIE OHJIAWH-UTPhI 1
UTPBI € IOTIOJHEHHON PEaIbHOCThIO, MOTYT CHUKATh CTPECC, TPEBOTY, IEIIPECCUIO U
OJIMHOYECTBO Y TIOJAPOCTKOB M MOJIOJIBIX B3POCJIBIX B YCJIOBUSIX BBIHYKIEHHOHN M30-
ggiuu u3z-3a naggaemun COVID-19, Ho mig auil, oTHOCAIMXCS K TPYyIIe PUCKA,
BU/ICONTPOBasi aKTHMBHOCTH MOKeT nMeTh mary6rbie mocaenctsus (Pallavicini et
al., 2022). B cucreMaTnueckoM aHajause, BbimogHeHHOM [l BuiiaHu ¢ coaBT.
(Villani et al., 2018) u TOCBSIIIIEHHOM BJIUSHUIO BUAECOUTP HA HMOIUOHAIHHYIO
PETYJIANNIO, HA OCHOBAHWUU PE3YJIBTATOB 23 NCCIEI0OBAHUI /IeJIaeTCs BBIBOJ] O TOM,
YTO PEryJIIpHOE ydacThe B KOMMEPUYECKUX BUJIEOUTPAX C YMEPEHHOU 4acTOTOi
maet GOJIbIE BO3MOYKHOCTEH ISt YAYUIIEHUST SMOIMOHATBLHON DPETYISIIH, YeM
OrpaHMYEeHHOE TI0 BPEMEHM ydYacThe B Pa3pabOTaHHBIX Ha 3aKa3 <«CepPhe3HbIX»
Buzieonrpax. ATot adeKT gocTrraercs 6arogapst YBJIeYeHUI0 UTPOBBIM MIPOIIEC-
COM ¥ MOJIYYEHHUIO YAOBOJBCTBUS OT BBIMBINIEHHBIX 00BEKTOB. Takike 00CykK-
JAI0TCST MEXaHU3MbI BJIUSIHUS BUACOUTP Ha TICUXOJOTMYECKOe OJIaromnorydre: aTo
BJIMSTHUE OIOCPEAYETCS] MUTPOBOU MOTHBAIUMEN, COJEP/KaHUEM BUIEOUTPHI U
BKJIIOYeHUEeM B Hee pusnyeckoil aktusHocT (Halbrook et al., 2019).

WccnenoBanust KpaTKOCPOUHOTO BJIUSTHUS BUZICOUTP Ha ahHeKTUBHOE COCTOSTHUE
UMEFOT JaBHIO nctopuio. Tak, emie B 1986 1. K. Augepcon u K. @opx mposesin axc-
HEPUMEHT, B KOTOPOM H3y4aJioCh BO3/IEHCTBUE BUIECOUTD, OTIUYAIONIUXCS YPOBHEM
arpeccuu, Ha AMOITMOHATBHOE COCTOSHIE UTPOKOB, OIEHIBAEMOE C TIOMOIIHIO KOHT-
POJILHOTO CITUCKA MPUJIAraTeIbHbIX. Y TPYIIIIbI, UTPABIIEH B BUIEOUTPHI, BBISIBUIOCH
HOBBIIIEHNE BPasKIeOGHOCTH 10 CPAaBHEHKIO ¢ KOHTPOJIBHOM IPYIIIOiL, He UTpaBIieil B
BUJICOMTPBI, TIPU ITOM BPaKIEOHOCTD Pasirdyajach HE3HAYUTENHHO Y UTPABIINX B
GoJiee arpecCUBHYIO MJIM MEHee arpecCUBHYIO BUZICOUTPY. B T 5ke BpeMsi y UrpaBIinx
B 60Jiee arpecCUBHYIO BUICOUTPY YPOBEHb TPEBOKHOCTH ObLI 3HAYNUTEILHO BBIIIE,
UyeM y UTpaBIuX B MeHee arpeccuBnyio urpy (Anderson, Ford, 1986).

[MosiBnene Bumeourp (B 0COGEHHOCTH € arPeCCUBHBIM COAEPKAHUEM 1 DJIEMEH-
TaMU HACHUJIMS) BBI3BAJIO €CTECTBEHHYIO 00€CIOKOEHHOCTh 00IecTBa. B cBsi3u ¢
ATUM HM3HAYAIbHO HMCCJEJ0BAHUS AMOIIME, BbI3BIBAEMBIX UTIPOH, XapakTepr3oBa-
JIICh CMEIleHUeM aKIleHTa B CTOPOHY HETaTHBHBIX MIPOSIBJIEHUI — THEBa, Bpak1e0-
HOCTH, cTpaxa, OeCIOKOICTBa, cTpecca, aenpeccuu. JInmb mosske ObLIO MOKa3aHo,
4TO WTPbI, MOMUMO BO30OYKICHUS W HETAaTUBHBIX SMOIMIH, BHI3BIBAIOT TaKKe W
nosioskutenbHbie epeskuBanust (Holm et al., 2021; Yeh, 2015). ITpu atoMm moJosxu-
TeJIbHbIE AMOIIMK COIPOBOK/IAIOT KaK HearpeCCUBHBIE, TAK U arpecCHBHbBIE UTPBI
(Bosche, 2010; Porter, Goolkasian, 2019), a Takske MOTYT BBI3bIBaThCSI KaK MO3M-
TUBHBIMH, TaK M IPEANOJOKUTETBHO HETaTUBHBIMU COOBITUSIMU B CaMOii Mrpe
(Ravaja et al., 2006).

bBospmmHCcTBO HMccaeoBaHuil AMOITMOHAIBHBIX TTOCJIECTBUN BUIEOUTP KOH-
HEeHTPUPYIOTCS MO0 Ha CpaBHEHUU PasHbIX TUIIOB MIP MKy co0oii, mubo Ha
cpaBHEeHUU 0cobeHHOCTel Urpokos 1 He-urpokos (Gaetan et al., 2016; Geslin et al.,
2011). B HEKOTOPBIX CTy4Yasix aKTUBHASI UTPA CPABHIBAETCS C TTACCUBHBIM HA0JIIO-
JIEHUEeM WJIU C OTCYTCTBUEM Kakoii-bo nearenbnoctu Boodire (Holm et al., 2021;
Totosy De Zepetnek et al., 2017). [lyist MHOrMX MCCIe[OBaHIIT XapaKTePHBI OIlEHKa
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TOJIBKO HECKOJIBKUX OIpPENECHHBIX 9MOIUN WU UCIOTH30BAHUE OJUHOUYHBIX
KA/ st OLEHKU BAJEHTHOCTH TIePEeKUBAHUIN, YPOBHS BO3OYKACHUS U T.J. ITO
MeIIaeT TOHMMAHUIO0 Pa3HO0OPasust IMOIIMOHATIBHBIX COCTOSTHUM, KOTOPBIE MOTYT
BO3HUKATh B ITPOTIECCE UTPHI.

B nmacrogmem uccseoBaH HAC WHTEPECOBAJ BOIIPOC O TOM, KaKoe Herocpe-
CTBEHHOE BJIMSIHUE HAa SMOITMOHAJIBHOE COCTOSIHUE OKAa3bIBA€T KOPOTKUIA 3IMN307L
BUIeOUTPbIL. IS 11eJIell Halllero uccaea0BaHis Mbl BBIOPAI UIPY HEHACHUJIbCTBEH-
HOTO XapakTepa ;kaHpa «IKNIH» («/leficTBues ), mokanp «Apkanas, TaKk Kak BJIM-
HI€ arpeCCUBHBIX UTP HAa Pa3Hble TICUXOJIOTUYECKUE XapaKTEePUCTUKU U3YUEHO YiKe
nocraTouno moJHo (Anderson, 2004). MbI TaksKe XOTEJIN OXBATUTH ITUPOKHUIT CITEKTP
AMOIIU, TIOTEHIIUATIBHO YyBCTBUTEIbHBIX K UTPOBOMY BO3/ICICTBUIO, JIJIsl Y€TO Pas-
pabotasn COOCTBEHHBINA OIPOCHUK, OTBEYAMOIIMI IeJIM HAIIero HCCAeI0BAHUS.
B kauecTBe ycI0BYsI /st CpaBHEHUsT HaMu Obljia BBIOpaHa HETPaJANIIOHHAS JIJIST TaH-
HOI 00J1aCTH aKTUBHOCTh — YTEHHME HAYYHO-TIOMY/ISIPHBIX TeKcTOB. C OHOM CTOPO-
HbBI, CPaBHEHNE UTPHI M YTEHUS He MPOBOJINIIOCH paHee W TI09TOMY MHTEPECHO C T€O-
peTtuydeckoit Touku 3peHusd. C Apyroii CTOPOHBI, COTIOCTaBJICHIE UTPBI 1 YTEHUS OTBE-
YaeT 3aIpocaM CO CTOPOHBI MMPAKTUKU. Tak, HaIrprMep, OT MOJTYIeHHbIX Pe3YIbTaTOB
MOTYT 3aBUCETH IIPHHUMAEMbI€e PEIIEHMsI O 3arpeTe MOOMIBHBIX YCTPOICTB B IITKOJIE
B TIEPEPBIBaX MEXKAY YPOKAMU WJIN COBETHI POAUTENSIM O TOM, KaK OTHOCUTHCI K
yBJIedeHH0 pebeHKa BujeonurpamMu. MoKeT Jin Urpa JecTabuIM3npoBaTh pebeHka
HACTOJIbKO, YTO OH OyJIeT He CIIocoOeH yeBauBaTh MHMOPMAIIUIO Ha YPOKe WJIH TTPU
BBITIOJTHEHNH JIOMAITHUX 3aannii? Hackoabko aTo BangHMe quuTeabHoe? Yo mpo-
HCXOIUT ¢ peOEHKOM, KOT/Ia OH TIOCJIe UTPhI BO3BPAIIAETCS K yU4eOHOM e TeIbHOCTI ?

YreHre Hay4HO-TIONMYISPHBIX TEKCTOB SIBJSIETCS JeSTeJIbHOCTHIO, OJU3KOM 110
CBOEMY COJIEP/KAHMIO0 K aKaJeMHUYECKO yueOHON IesITeIbHOCTH. DTO COIUATBHO
omobpsieMast IS YUaIuXcsi aKTHBHOCTD, SIBJISTIONIASICST albTePHATHBOI 1T POBOiT
akTUBHOCTU. Kak nmpaBuiio, BIUSHIE YTeHUs Ha chepy IMOIMI U3yJaeTcs C TOUKH
3peHNU BO3ACHCTBUS XyAOKECTBEHHBIX U COJEP/KATEIBHBIX XaPaKTEPUCTUK TEKC-
toB (Mar et al., 2011), HO B HallleM WCCIEIOBAHUN MBI CIIEIUAIBHO TOZ00paIK
TEKCTBbl HEHTPaJbHOro (C 9MOIMOHANBHOI TOUKM 3PEHUs) COJepsKaHUs, YTOOLI
Pe3yJIbTaThl OBbLIM PeJIeBaHTHBI yUeOHOM IesITeTbHOCTH.

B moctaBsieHbl caeayoniie 3agadn: 1) paspaboraTh OMPOCHUK, OIEHNBAIO-
U ITAPOKUI CIIEKTP HMOIMOHAIBHBIX COCTOSIHUIA, IKaIbl KOTOPOrO ObLIM ObI
YYBCTBUTEJbHBI K M3MEHEHWSIM COCTOSIHWS KaK TPHW UTPe, TaK W TIPU YTEHUH;
2) OIICHUTH BJIUSIHUE BUJICOUTP HA UBMEHEHUE HIMOIUOHATIBHOTO COCTOSTHUST UCIIBI-
TyeMBIX (TI0 CPaBHEHUIO C BAUSHUEM UTEHUS ); 3) OIEHUTH BIUSTHIE CMEHBI aKTHB-
HOCTU (TIEPEXO]] OT UTPhI K YTEHWIO U HA0OOPOT) Ha M3MeHEHKEe HMOIIMOHATBHOTO
COCTOSTHUSA UCTBITYEMBIX.

BKCHepI/IMeHTaJII)HbIe THITIOTE3bI

1. Buzeourpa Oy/ieT BbI3bIBaTh O0JIe€ MHTEHCUBHbBIE OMOIIMU, Y€M YTEHHE.

2. Ilepexon k urpe OyzeT BbI3BATh 9MOIMOHAIBHBIE COCTOSIHUS, CBA3aHHBIE C
BBICOKOI akTuBalyeil 1 BO30y:K/AeHneM Kak B IMO3UTUBHOMN, TaK ¥ B HEraTUBHOMN
MOJIAJIbHOCTH; YTeHUe OYAeT UMETh TIPOTUBOMOJIOKHBIA 9 (DEKT.
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3. DMomuu, yCHJIUBAIOIIMECS BO BpeMs Tlepexo/ia K Urpe/4TeHuio, OYayT mpo-
JI0JKATh HapacTaTh B IIPOIlECCE AESATENbHOCTH, U HA0OOPOT: OMOIUHU, WHTEHCHB-
HOCTH KOTOPBIX CHYZKAETCSI [IPU TIEPeXo/ie K Urpe/dTeHno, OyayT yObiBaTh.

4. Tlepexo OT OJHOTO BH/A JAESTEIHOCTH K JAPYTOMY OYAET COMPOBOKIAATHCS
BBIPAKEHHBIM U3MEeHEHNEM 9MOITMOHATHHOTO COCTOSTHUS.

MeTtoabI
Buibopra

B nccnenmoanum npunsiau ydactue 61 uesoBek (21 ctymeHT MockoBCKOro
rOCy/JIapCTBEHHOTO TICHXOJIOTO-TI€[ArOTHYeCKOro yHuBepcutera U 40 y4eHUKOB
10—11-x crenuaaIu3upoOBaHHBIX MPOMOUIBHBIX KIaccoB), 82% neByinek. Cpemanmnii
BO3pacT pecnonieHToB cocTaBui 18.3 roga (SD = 2.28). Bee ucmbityemble moanm-
chIBasIN 10OPOBOJIbHOE NH(MOPMUPOBAHHOE COTJIACHE HA YUACTHE B HKCIIEPUMEHTE.

Mamepuanot

B uccienoBanuu ucnosb3oBaiach Bupeonrpa «Fall guys» kampa «Iximmms»
(«/lefictBres), momkanp «Apkama». ITO OAWH M3 CAMBIX IOMYJSIPHBIX THUIIOB
BUIEOUTP, XapaKTePUIYIOMUIICA KOPOTKUM TI0 BPeMeHU, HO WHTEHCUBHBIM UTPO-
BbiM 1porieccoM (Rouse, 2005). CMbIcs UTPBI 3aKJII0YAETCS B TOM, YTO WUIPOK
«PYKOBOJIUT> OIPEETEHHBIM «I€pPOeM», IeJib KOTOPOro ao0ekarh 10 (huHUIIA,
MUHYSI IIyTh M3 Pa3JIMYHbIX IPENATCTBUN. EC/i UrpoK «BHIObIBAET> U3 UTPHI, TO OH
HAYMHAET BECh MyTh ¢ camoro Hadana. Cpenu 61 yuacTHuka muccienoBanus 59 we
ObLIN 3HAKOMBI paHee ¢ JaHHON UTPOM, TIPU 9TOM 76% y4aCTHUKOB COOOIIIIIN, YTO
PEryJIsIpPHO UTPAIOT B BUIEOUTPBHI, a 24% MPAKTUYECKU HE UTPAIOT B BUIEOUTPHI .

JLJist 9TeHMs NCIOJIb30BAIMCH TEKCThI HAYYHO-TIOIYJISIPHOTO JKaHpa u3 6ub/Imo-
Teku caiita elementy.ru, omy6GiankoBaHHbIe B KypHamax «Hayka u KU3Hb»,
«Xumust U KU3Hb>, «KBanTk», « Hayka us mepsoix pyks»”. TeKcTbI ObLIM BEIOPAHBI
C yY4eTOM BO3pacTa M WHTEPECOB MCIBITYEMBIX (CTapIIeKIACCHUKOB TTPOMUIHHBIX
KJIACCOB ITKOJIBI ¥ CTYJICHTOB MJA/IINX KYPCOB By3a) U TOCBAIIEHBI B OCHOBHOM
Hay4YHBIM 00bSICHEHUSIM OBITOBBIX siBJIeHUIT (Hanpumep: «[ToueMy KoMapbl KycaroT
He Bcexy, «[yaza — 3epkaso gy, «Kode samumniaer Mo3rs u ap.).

JIist OIIEHKW 3MOIMOHAJIBHOTO COCTOSIHUSI ObLT pa3paboTaH CrenuaabHbIi
OITPOCHUK, KOTOPBI BKJIOYAN B ce0s1 1epederb u3 26 aMOIMii U COCTOSTHUI (CM.
IMpunoxenue 1). Ilepedernb ObLT COCTaBIEH HA OCHOBE MOIEIN SMOIUHI, TIePEKI-
BaeMbIx BO Bpemst urpbl (TaBpumosa u ap., 2023). Mosmesnb, BKIoYaomas B cebst

' Bee ormcannbie Hiske ANOVA GBLIN H3HAYATBHO TPOBEICHDI ¢ BKIIOYEHIEM (DaKTOPa HIPOBOTO
OIIBITA B KAYECTBE MEKIPYIIIOBOI HE3aBUCUMON MIePEMEHHOIT, 07iHaKo HuU ero addeKkT cam 1o cebe, Hu
€ro B3aUMOJIEHCTBIE ¢ IPYTUMU [IePEMEHHBIMU He ObLIN 3HAYUMMbIMU. B ¢BsI3U ¢ 9T1M, B 11e1s1X GoJiee
KOMITAKTHOT'O TIPE/ICTABJIEHUST IAHHBIX, 9TOT (hakTOpP ObLI UCKIIOUYEH U3 (DUHATBHOTO aHAIN3A.

* Bubanoreka HAy4YHO-TIONYJISIPHBIX cTatell Ha <«Jsementax» (https://elementy.ru/nauchno-
populyarnaya_biblioteka).
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deThipe GakTopa (MO3UTHUBHBIE HMOIMU, HETATUBHBIE HMOIMH, BO3OYKIEHHE,
MHTEJIEKTYATbHbIe HMOINN), Obla paciripeHa M00aBIeHUEM ellle TPeX TPYIII
cocTosinuil (yTOMIIEHE, arpeccsi, TPEBOKHOCTD) € IeJIbI0 OXBATUTH HoJiee MINPOo-
KHUH CIIEKTP SMOIMOHATBHBIX TPOSIBICHUH, TIOTEHIINATHHO YYBCTBUTEIbHBIX K CME-
HaM BHUJIOB JIeATEJIBHOCTH. TakuM 06pa3oM, B OMPOCHUK BOIILIN CJIEAYIOINIIE CEMb
TPYIIIT OMOTIHIA’:

* MTO3UTHUBHBIE AMOINN (Becesbe, XOpoIiee HaCTPOEeHNe, PalocTh, CYACTHE );

* HeraTHBHbBIE 3MOIINN (HEZOBOJILCTBO, IPYCTh, II0/IaBJIEHHOCTb, OTOPUCHUE);

* TPEBOKHOCTH (ONaceHue, paccgabIeHHOCTh*, HEPBHOCTD, CIIOKOMCTBHIE™);

* Bo30Oy:k/eHue (a3apT, BOJIHEHNE, BO30YKIEHNUE);

* yromseHue (omuryieHre cebst OTAOXHYBIIMM*, 9HEPIMYHOCTD *, YCTAIOCTD);

* WHTEJIEKTyaTbHbIe AMOIINY (MTHTEPEC, YA0OBIETBOPEHNE, YBEPEHHOCTD, Y/INB-
JileHue, ckyka*);

* arpeccus (pasipakeHne, 3710CTh, HEMPHUA3HD).

BbIpaskeHHOCTH COCTOSIHVSI B HACTOSIIII MOMEHT OTIEHUBAJIACH T10 TSITHOAILITb-
HOII 1Kasie (OT «COBCEM HET» /10 «OYeHb CUJIBHOY ).

IIpoyedypa

IKCIEPUMEHT MPOBOANIICS B TpyIMax 1mo 6—10 yesoBek; MCoab30BaICS BHYT-
pucyObeKTHBIN ansaiiH. [IpuxoauBiime B 1abOPATOPUIO MCIIBITYEMbIE CITyYaiiHbIM
06pa3oM JieTJINCh Ha JiBe ToArpy bl [lepBast moArpyIina cHavaia urpaja, a 1mo-
TOM YHTaJIa, Bropasi rpyIiina — Ha0OOPOT.

[Tepen magasoM sKcrmepuMeHTa BCe UCIHBITYeMble 3AMTOJTHSIN OMPOCHUK 9MO-
IUOHAJIBHOTO COCTOSIHUSA. [[0TOM TI0JI0BUHA NCTIBITYEMBIX TIPUCTYTIAJIA K UTPE, IPY-
rasg mojoBruHa — K yTeHnio. Cryctsa 10 MUHYT y4aCTHUKY BHOBb 3aITOTHSIH OTIPOC-
HUK 3MOIIMOHAJIBHOTO COCTOSHWS, IOCJE 3TOTO IMPOJOJIKAIU JAeATEIbHOCTD
(urpy/urenne). Emnte yepe3 10 MUHYT OHU OIATH 3aTOJHSIN OMPOCHUK U MEPEXO-
IUIN K APYTOMY BUIY aKTUBHOCTH (OT UTPHI K YTEHWUIO U OT YTEHWS K UTPE).
[Tponenypa noBropsiiach. Takum 0Opa3oM, B TedyeHUWE IKCHEPUMEHTA KayK/IbIi
WCTBITYEeMBbINT 3aMMOJHAJ OMPOCHUK IMOIMOHATBHOTO COCTOSHUS TATHh Pas.
KaxapIii pa3 y4aCTHUKU JOJKHBI OBLIM OIEHUTh CBOE COCTOSTHUE B HACTOSIINI
MOMEHT BPEMEHU, He THITAsICh BCIIOMHUTD MPEIBITYIINE OTBETHI.

Pe3yabraTsl
IIxanvL smoyuoHAILHOZO COCMOSHUSL

Ha nepsom sTarie 6511 IPOBEAEH 9KCILIOPATOPHBIN (haKTOPHBIN aHAINS C I[EIbI0
MTOATBEPANUTH TIPEINoIaraeMyio ceMuMakTopHyIo CTPYKTYpyY. Pe3yabraTs! ananmsa
MPOIEMOHCTPUPOBAIN TIJIOXO WHTEPIPETUPYeMYI0 (haKTOPHYIO CTPYKTYPY, He
COOTBETCTBYIOILYIO HAIIEMY IPEIIOJOKEHUI0 O «TeMaTuIecKOM» 00benHEHNN
OMOITMOHAJIBLHBIX COCTOSHUN.

3
3HaKoM * IIOMEUYEHBI ITYHKTBI C O6paTHI)IM KJ/IIOYOM.
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B ¢Bsi3u ¢ 3TMM OBLIO MIPUHSTO PeElieHKe MTPOU3BECTH KAYECTBEHHYIO OIEHKY
JAMHAMUKHI KKI0H 9MOIMHU B JIBYX TPYTIIAX UCIBITYEMBIX C IIE€TBI0 0TOOPA IMOITHIA,
JIEMOHCTPUPYIONINX BBIPA)KEHHOE U CUCTEMAaTUYECKOe N3MEHEHNeE B IBYX IPyITax.
Busyanbublil ananns oTBETOB UCIIBITYEMBIX MTOKa3all, 4To 12 u3 26 nepeyncaennbIx
B OTIPOCHWKE dMOIMOHATHHBIX COCTOTHUI HE EMOHCTPUPYIOT CUCTEMAaTHYECKUX
M3MEHEHWI B 3aBUCUMOCTH OT TPYIIbI M BPEMEHW u3MepeHus. B aTy rpymimy
Borun: 1) mosHocThio Tpynma <«MuTesnexTyanpHbie aMOIMH» (CKYKa, yBepeH-
HOCTb, WHTepec, YAWBJEHUE, Y/IOBJIETBOPEHUE); 2) TMOJIHOCTHIO TpyIma
«Yromienne» (4yBCTBO OT/IbIXA, YCTATIOCTh, SHEPTUUHOCTD); 3) /IBa COCTOSHUS U3
rpymibsl «Heratuable amornus» (MOaBJIE€HHOCTD, TPYCTH); 4) /IBA COCTOSTHUS W3
rpynnbl «Ilo3uTuBHBIE aMonnKy (c4acThbe, Xopolee HacTpoeHue). Ocrapiuecs 14
AMOINN NMEJN SIPKO BBIPAKEHHYIO TMHAMHUKY W Ha OCHOBAHWH KCIIOPATOPHOTO
(dakroproro anammza' (cM. Tabuuiy 1) ObuM OOBEAMHEHBI B YETBIPE TPYIIIIBI:
1) MOBUTHUBHBIE HMOIINH C BRICOKOI aKTHBAIEN (a3apT, Becesbe, PalloCTh, BO30YK/1e-
HUe); 2) HeraTUBHbIE DMOIINH C BBICOKOH akTHBaInel (pasapaxkeHue, HeJIOBOJIbCTBO,

Tabauya 1
PesybraTsl 3KCIIOPaTopHOro (haKTOPHOTo aHAIU3a
HeraTtuBusrie Ilo3uruBHbIE CrioxoficTie TpeBoskHOCTS
SMOIMH IMOIHH

Paznpakenne 0.87 —0.03 0.01 0.22
HemoBoabcTBO 0.78 —0.10 —0.37 —0.04
3510CTh 0.86 —0.05 0.04 0.21
Oropuenue 0.84 —0.24 —0.22 0.06
Hernpusizub 0.65 —0.38 —0.33 0.14
Pacciiabiierue —0.20 —0.02 0.83 —0.26
CriokoiictBue —0.11 0.00 0.81 —0.34
HepsHocTb 0.31 0.00 -0.21 0.82
Bonnenne 0.12 0.28 —0.46 0.69
Omacenne 0.02 —0.34 —0.19 0.79
Azapr —0.25 0.82 —0.09 0.01
Becenbe —0.46 0.67 0.28 0.12
Panmoctp —0.37 0.68 0.32 —0.19
Bosbyxaenne 0.19 0.80 —-0.26 —-0.09

Ipumeuanue. B Tabiuiie npejacTaBieHbl Pe3yJIbTaThl HKCILIOPATOPHOTO (HaKTOPHOTO aHaIU3a
METOJIOM TJIABHBIX KOMIIOHEHT, ¢ BpaiienueM Varimax. YerbipexdakTopHoe pelierue oObsICHET B
ob6mieit cioxuoctu 77.1% mucnepenn; KMO = 0.77, Bartlett’s test p < 0.001.

4 o T
IKCIIOPaTOPHBIN (haKTOPHDII aHAMN3 GBI MTPOBEIEH [T KaXK/[0T0 U3 ISTH 3aMEPOB B OT/IEJIb-
HOCTWH ¥ TTOKAa3aJl CXO/IHbIE Pe3yJibTaThl. B Tabimiie 1 npe/cTaBieHbl pe3yIbTaThl aHaI13a Uil TIEPBOTo
3amMepa.
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3JI0CTh, OTOpPUYEHME, HENIPHUA3HD); 3) TPEBOKHOCTH (HEPBHOCTD, BOJHEHUE, Olace-
Hue); 4) crnokoiictBue (pacciabienne, CIOKOMCTBIE). Bamn mo Kaskmon mkase
BBIYHCJISJICS KK CPe/IHee MO0 BXO/AIINM B Hee IMOIMAM. [padukn anHaMuKm Kax-
A0I'0 U3 YeThbIPEX BbIAC/ICHHBIX (l)aKTOpOB B /IBYX I'pyIIiaX UCIIBITYEMbIX ITPUBE/ICHDI
B [Ipumoskenun 2.

Humencusnocmv amouutl npu uzpe u umenuu

Jl1s1 IPOBEPKU IEPBOM TMIIOTE3LI O 00JIC€ MHTEHCUBHBIX IMOLMAX BO BPEMS
UTPBI, 110 CPABHEHUIO C YTEHUEM, HCITOJIb3YsT t-kpurepuit CThioieHTa /IS 3aBUCH-
MBIX BBIOOPOK, Mbl CPaBHUJIM YCPEAHEHHbIE OIIEHKN SMOIMOHATBHOTO COCTOSIHVSI B
Ipoliecce UIPpbl U B Ipoliecce uTeHust. Pesysrarel nipeacrasienbl B Tabmie 2. ITo
KaK/[0M U3 1Kl ObLI OOHAPYIKEHbI 3HAYMMbIe Pa3JIMYKsl: HHTEHCUBHOCTD Iepe-
JKUBAEMbIX HETATUBHBIX U MO3UTUBHBIX IMOIIUI 1 TPEBOKHOCTHU BBIIIIE IIPU UTPOBOIA
AKTUBHOCTH, TIPK 9TOM COCTOSIHUE CIIOKOHCTBUS GoJiee XapaKTePHO ISl YTEHMUSI.

Tabauya 2
Pe3yubraThl 9KCIIIOPaTOPHOTO (haKTOPHOTO aHAIH3A
Yrenue Hrpa
ITepemennas t df P
M SD M SD
Herarusubie smonun 1.44 0.78 1.90 1.04 —-3.70 121 0.000
IosurusHbie amoruu | 2.04 0.71 3.05 1.18 —8.58 121 0.000
TpeBoskHOCTD 1.25 0.62 1.48 0.75 —2.54 121 0.012
CrokotiicTBue 3.59 0.97 2.85 1.00 5.87 121 0.000

Hsmenenue smoyuil npu nepexooe K uzpe u Kk 4meHuio

[anee, B COOTBETCTBUU CO BTOPOH 1 TPeThel IUIIOTe3aMu, MbI IIPOAHATIM3NPOBa-
JIH, KAKUM 06Pa30M M3MEHSIETCsI OMOIHOHATBHOE COCTOSTHHUE TIPH TIEPEXO/IE K COOT-
BETCTBYIOIEH aKTUBHOCTU (UIPe WM YTEHWIO) M B IPOIeCce 3TOH aKTUBHOCTH.
Boin mpoBenen nByxdaktopHbiil Aucnepcronnbiii aHanus3 (ANOVA) ¢ moBTOpHBI-
MU U3MepeHusAMu (MeXTpymoBoii (haktop — «I'pynmnas (cHavyana unranm / cHava-
JIa UTpaJi), BHYTPUCYOBEKTHBIN (hakTop — «3amep» ([0 Havaga [esTeqbHOCTH,
yepe3 10 MUHYT mocsie HavyasIa esTeabHOCTH, yepe3 20 MUHYT TIocjie Havasa jies-
TeJIBHOCTN)). 3aBUCUMON II€PEeMEHHON BBICTYIIA/a CPEIHS OlEHKA 9MOIMOHATb-
HOTO COCTOSIHUSI 110 COOTBETCTBYMoIIeMY (haktopy. /lMcrepcroHHbIi aHaInu3 ObLI
MPOBE/ICH OTAEIBHO JIJIsI PA3HBIX BUOB /IEATEIbHOCTH (UTPA M YTEHUE) U OT/ETHHO
IS KOKJIOW M3 BBIIEJIEHHBIX AMOITMOHAIBHBIX KA.

PesyasraTs! auciepcMoHHOTO aHAMA3a /g 1eITeIbHOCTH <UTPay TIPeCcTaBIe-
Hbl Ha pucytke 1 1 B tabsuie 3. /17151 TpOBEPKY TUTIOTE3bI 00 M3MEHEHUH IMOIHO-
HAJbHOTO COCTOSIHMS TIPW TIepexojie K UTPe aHAJIU3UPOBAINCDH PA3INYUS MEKIY
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Pucynox 1
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3amep

(Cpynna p = <.001, 3amep p = <.001, Mpynna:3amep p = .265)
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# Cravana urpanv
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(Fpynna p = .697, 3amep p = .017, Mpynna:3amep p = .331)

IIpumeuanue. «Ycoi» (error bars) na rpapuke — + SE. ITokazana 3Ha4MMOCTb pasinduii o hakTo-

py «3amep» ¢ morpaskoit bondepponm.

Tabnuya 3
Pesyabratet ANOVA 1151 UTPOBOii Z1€ITEIbHOCTH
Ilepemennas [ df [ F [ 1, [ p
Hezamuenwvie smovyuu
Ipymma 1,59 2.52 0.041 0.118
3amep 2,118 4.56 0.072 0.012
Ipymma X 3amep 2,118 0.18 0.003 0.832
Iosumuenvie amoyuu
Ipymma 1,59 16.30 0.217 <0.001
3amep 2,118 11.02 0.157 <0.001
Ipymma X 3amep 2,118 1.34 0.022 0.265
Tpesoscrnocmo
Ipymma 1,59 0.02 <0.001 0.902
3amep 2,118 1.43 0.024 0.244
Ipynna X 3amep 2,118 272 0.044 0.070
Cnoxoiicmeue
Ipymma 1,59 0.15 0.003 0.697
3amep 2,118 4.22 0.067 0.017
Ipynna X 3amep 2,118 1.12 0.019 0.331
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MepBbIM (/10 Hayajia UTPhl) U BTOPHIM (I10CJIE TTEPBOM UTPOBOM CECCUM ) 3aMEPaMHU.
PesyasraTs! HATMIAIHO 1EMOHCTPUPYIOT, UTO TIPU TIePexo/ie K BUAEOUTPE TIPOMCXO-
JIUT 3HAYNMOE TTOBBIIIIEHNEe HeTaTUBHBIX aMonnii (p = 0.034), TO3UTUBHBIX 9MOIIHI
(p < 0.001) u cumwkenne cnokoiicteust (p = 0.050). IIpu 2TOM UHTEHCUBHOCTH
[O3UTUBHBIX OMOIMI B I€JIOM CTaOUJIbHO HUKE B TPYIINE TeX, KTO YMTajl Mepej
urpoii (p < 0.001). ITo ocTasbHBIM AMOIUAM 3HAUUMBIX PA3TUINN MEKAY TPyIIa-
MU He HabJII0IaeTcs.

PesynsraThl AMCIIEPCUOHHOTO aHAIN3A JIJIS IETETbHOCTU «UTEeHUEey TPe/ICTaB-
JIEHbI Ha pUCyHKe 2 1 B Tabsuie 4. J[Jist IPOBEPKY TUIIOTE3bI 00 U3MEHEHUU 9MO-
IMOHATBHOTO COCTOSTHUS TIPH TIepexojie K YTEHUIO aHAJIN3WPOBAINCH PA3INdus
MEK/y TepBBIM (/10 Havasa YTeHus ) 1 BTOpbIM (11ociie 10 MUHYT UTeHUs ) 3aMepa-
M. Pe3ysibraTsl IEeMOHCTPUPYIOT, 4TO TIPU TIEPEXO/IE K UTEHIIO HabTI0IAI0TCS 3HAYN-
MoOe CHIKeHre HeraTuBHBIX aMoItuil (p = 0.001), mosutuBHbIx amoruii (p < 0.001) u
tpeBoxkaoctn (p < 0.001), a takxke mosbimenue crnokoiictBug (p < 0.001).
Passimuns Meky rpynmamy OblIM 3HAYUMbI B OTHONIEHWM TPEBOKHOCTH: ee
UHTEHCUBHOCTH CTAOMIBHO BbIlIEe y TeX, KTo cHadasa autali (p = 0.049). Cambim

Pucynox 2
JlunamMuka 5MoIMii B poliecce YTeHust

HeratusHbie amouun MosuTueHbIe aMouMn
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(Fpynna p = .049, 3amep p = <.001, Mpynna:3amep p = .605) (Tpynna p = .505, 3amep p = <.001, Mpynna:3amep p = .001)

IIpumeuanue. <Ycwi» (error bars) Ha rpacuke — = SE. TTokazaHa 3HAUUMOCTb pasinyuii 1o hakro-
py «3amep» ¢ norpaskoit bondeppoHu.
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Tabruya 4
Pesyabratet ANOVA 1151 UTPOBOii /1eIT€IbHOCTH
Iepemennas df [ F 1,2 P
Hezamusnwie smovyuu
Ipyrma 1,59 2.92 0.047 0.093
3amep 2,118 7.42 0.112 <0.001
Ipymma X 3amep 2,118 2.38 0.039 0.097
Tosumuenvie smovuu
Ipymma 1,59 10.18 0.147 0.002
3amep 2,118 30.81 0.343 <0.001
Ipymma X 3amep 2,118 15.53 0.208 <0.001
Tpesoscrnocmo
Ipymma 1,59 4.03 0.064 0.049
3amep 2,118 12.91 0.180 <0.001
Ipymma X 3amep 2,118 0.50 0.008 0.605
Cnoxoticmsue
Ipymma 1,59 0.45 0.008 0.505
3amep 2,118 10.11 0.146 <0.001
Ipynna X 3amep 2,118 7.01 0.106 0.001

UHTEPECHBIM DPE3YJIbTATOM SIBJISIETCS 3HAYMMOE B3auMoJieiicTBUEe (DaKTOPOB
«Ipymnmas» n «3amep» murs mosuTuBHBIX aMoItuii (p < 0.001) u criokoticTust (p = 0.002).
BaaumosieiictBrie akTOpOB TOBOPUT O TOM, YTO B I'PYTITIE UCIBITYEMBIX, KOTOPbIE
cHAYasa YNTAJIH, YTEHUE He BeJIeT K 3HAYNMOMY U3MEHEHHUIO TO3UTHBHBIX AMOIINT
U criokoiicTeuio. HanpoTtus, B rpyiiie Tex, KTO cHadaja Urpaji, nepexoj K YTeHUIo
CIIOCOOCTBYET YMEHDBIIEHUIO TTOJOKUTENBHBIX OMOIMNA W YBEJUYEHUIO CHOKO¥i-
CTBUSI.

Hsmenenue amoyuii 6 npouecce uepvl u umenust

st aHamM3a IMHAMUKA 3MOIIMOHAJIBHOTO COCTOSIHUS B IIPOIlecce UTPbI U uTe-
aust (tumore3a 3) ObLIM MPOAHATM3MPOBAHBI PA3IMUMsT MEXKIY BTOPBIM (TOCIE
10 MUHYT COOTBETCTBYIOIIEH €ATEIBHOCTH) U TPeThUM (110csie 20 MUHYT COOTBET-
CTBYIOIIEH MeATeNbHOCTH ) 3aMepaMu (M. PUCYHKU 1 1 2). 3HAYNMBIX Pa3Imunii
o6Hapy»KeHO He ObLIO HU VIS UTPBI, HU JIJIsT YTeHHs. ITO 03HAYAET, YTO, OHAKIDI
IPU/IS B OTIPeZIeJIeHHOE COCTOSTHIE (HayaB UTPY WJIM YTEHMWE ), YeJIOBEK COXPaHsIeT
3TO COCTOSTHUE CTAOWJIBHBIM, 110 KpailHell Mepe, Ha MPOTSKEHUN JIBYX CECCHil TI0
10 munyT.

Usmenenue SMOMZHZ npu cmene desimenvrocmu

[lns n3ydenns mM3MeHeHUs SMOIWN TP CMeHe JledTeJqbHOCTH (ThroTe3a 4)
Obla poBesieHa cepusi AByX(dakTopHbix ANOVA ¢ MOBTOPHBIMU M3MEPEHUSIMU.
MexrpynmoBsiM (aKTOPOM Takske dBisiach «Ipymnmas (Te, KTO cHayama ynTam,
MEPEXO/IUJIN OT UTEHUS K UTPE, a Te, KTO CHavaja Urpast, Mepexo/iujn OT UTPBI K UTe-
HUIO), @ BHYTPUCYOBEKTHBIM (hakTopoM — «3amep». [TocieaHuii nmel aBa ypoBHs,
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KOTOpPbIE COOTBETCTBOBAJIU TPETHEMY M YETBEPTOMY 3aMepaM 3MOIMOHAIBLHOTO
cocrosgund. TpeTuit 3amep — 3TO OKOHYAHWE TIEPBO IeATENBHOCTH (KOT/[A UCITBI-
TyeMBbIH YnTa/ Win urpas asa 6soka mo 10 MuHyT (T.€. B COBOKYIHOCTH 20 MUHYT).
YeTBepThIil 3aMep — 9TO 3aMep MOCJIE TIEPBOTO OJI0KA BTOPOIl AesiTeJIbHOCTH (T.€.
uepe3 10 MuHyT mocse ee Hadasia). TakuM 00pa3oM, ST 3aMePbl OTPAKAIOT IMO-
IMOHAJIBHOE COCTOSIHUE JIO U TI0CJIE CMEHbBI JIesITeJIbHOCTH. 3aBUCUMOI ITepeMeH-
HOM BBICTYTIAJIA CPEAHSAA OT[CHKA SMOIMOHAIBHOTO COCTOSTHUS TI0 COOTBETCTBYIO-
HIeN HIKaJje.

Ha pucynke 3 u B Tabutuiie 5 ipeicTaBJIeHbI PE3YJ/IBTaThI UCIIEPCUHOHHOTO aHAI3A
VIS Kask0i mikasibl. HanGosbinmii nHTepec mpecTaBisieT 3HaulMOe B3arMO/ICH-
ctBue hakTopoB «[pymnmnas u «3amepy, TOTYIeHHOE /7151 BeeX 1Kail. BaauMoneiictBue
(hakTOpOB TIOKA3BIBAECT, YTO OCHOBHBIM WMCTOYHUKOM HW3MEHEHUS SMOIMOHAILHBIX
COCTOSTHHI, 110 BCE BUIMIMOCTH, SIBJISIETCSI HE JIESITEIbHOCTD caMa TI0 cele, a ee CMeHa.

[Ipu mepexofie OT UTPHI K YTEHUIO 3HAYMMO CHIZKAETCST HHTEHCHBHOCTD OOJIb-
MIMHCTBA 3MOIMH (HETaTUBHBIE SMOIMH, MO3UTUBHBIE DMOIIUU, TPEBOKHOCTH),

Pucynox 3
H3meHeHne 9MOIMii IPH CMEHE 1eITeTbHOCTH
HeratusHble amounn Mo3nTuBHbIE 3MoLUKM

25 p=0076 p<0001

2.0

Mepexon

@ O uteHuts u urpe
4 O Urpbi K uTeHMIo

__p=0003

lpynna

@ O uteuts u urpe
4 O Urpbi K uTeHMIo

WHTeHcHBHOCTL aMoLuit
WHTeHcHBHOCTL aMoLuit

p=0003

15
[10 CMeHbi AesTenbHOCTM  Mocne CMeHb AeSTenbHOCT o cMenb Mocne cMeHs!

3amep 3amep

(Fpynna p = .067, 3amep p = 574, pynna:3amep p = <.001) (Fpynna p = .009, 3amep p = .065, pynna:3amep p = <.001)

TpeBOXHOCTHL CnokoiicTBHe

4.0 - 222001,

Tpynna

@ O uteuts u urpe
4 O Urpbi K uTeHMo

Tpynna

@ O uteuts u urpe
4 O Urpbi K uTeHMo

WHTeHcUBHOCTb aMoLMiA
WHTeHcUBHOCTb aMoLMiA

p=0007 25 p=0007

[0 cMeHbi AesiTenbHOCTM  Mocne cMeHb AeSTenbHOCTM Do cMeHb! Mocne cMeHs!

3amep 3amep

(Fpynna p = .098, 3amep p = .914, Mpynna:3amep p =.016) (Fpynna p = .142, 3amep p = .487, Mpynna:3amep p = <.001)

Ipumeuanue. «Ycor» na rpacduxe — + SE. [Tokazana 3HaunMOCTDb pas3inyduii o dpakropy «3amep»
JUTST KQXK/IOH U3 TPYIIL, a TaKyKe 3HAYMMOCTD pa3inyuil 1o dakropy «Ipynmas mis Kaxaoro samepa
(c nonpaskoit bondepponn).
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Tabnuya 5
Pesyabratet ANOVA 1151 UTPOBOii /1€ IT€IbHOCTH
Iepemennas df [ F 1,2 [ P
Hezamusnwie smovyuu
Ipymma 1,59 3.47 0.056 0.067
3amep 1,59 0.32 0.005 0.574
Ipynna X 3amep 1,59 12.08 0.170 <0.001
Tosumuenvie smovuu
Ipymma 1,59 7.36 0.111 0.009
3amep 1,59 3.55 0.057 0.065
Ipymma X 3amep 1,59 46.12 0.439 <0.001
Tpesoscrnocmo
Ipymma 1,59 2.82 0.046 0.098
3amep 1,59 0.01 <0.001 0914
I'pymmma X 3amep 1,59 6.13 0.094 0.016
Cnoxoticmsue
Ipymma 1,59 2.22 0.036 0.142
3amep 1,59 0.49 0.008 0.487
Ipynna X 3amep 1,59 26.17 0.307 <0.001

MOBBIIIAETCS CIOKONCTBYE, MIPHU MIEPEX0e OT YTEHUS K Urpe — HaoOOPOT, HHTEH-
CUBHOCTbH AMOIIMI BO3pacTaer.

Oo6cyskaenne

B pesysbrare ananmuza ObLIM MOATBEPKAEHBI BCE THUIOTE3BI, KPOME TPEThEN
TUTIOTE3hI O HAPaCTaHUU 9MOINH B TpoIlecce MeaTeTbHOCTH. BBIIo moKa3aHo, 9To
urpa cBsgsata ¢ 0OJIbIleil MHTEHCUBHOCTHIO KaK HEraTUBHBIX, TaK U TMO3UTUBHBIX
OMOIUH, a TaKKe ¢ O6JIbIINM HanpsiKkenreM. [Ipr 5TOM B IIPOILECCe UTPLL ¥ YTECHUS
HMOIMOHAIBHOE COCTOSIHUE He MEHSETCS: Mbl He OOHAPY KU PasIuduil MesKLy
JIBYMS 3aMepaM# B paMKaxX OJJHOM aKTUBHOCTHU. JTO O3HAUYAET, YTO, BOUIS B OIIpe-
JeJIeHHOe OMOITMOHATBHOE COCTOSTHYE, MPOBOIMPYEMOe TOW WJIW WHOW aKTUB-
HOCTBIO, YUACTHUKH CKJIOHHBI COXPAHSTH €ro, TI0 KpaifHell Mepe, Ha MPOTSKEHUN
20 munyT. Hanbosiee KapauHaJbHble U3MEHEHUS TIPOUCXOAST MPU TIEPexoje OT
OJIHOTO BHUJIA IEATEIBHOCTH K IPYTOMY, OCOOEHHO MTPH MEPEX0/Ie OT UTPBI K UTEHHIO.
B atom ciryuae 3HAYMMO CHUIKAETCSI MHTEHCUBHOCTD IMO3UTUBHBIX U HETATUBHBIX
OMOITN, TPEBOKHOCTH, BO3pacTaeT crokoiicTBue. Ilepexom oT uTreHmst Kk urpe
3HAYMMO 3aTPArMBaAET TOJBKO ITO3UTUBHBIE AMOINK (MX MHTEHCUBHOCTD BO3PacTa-
€T) U CITOKOCcTBHUE (KOTOPOE CHUZKAETCS ).

WurepecHslii pe3yabTaT TaKKe COCTOUT B TOM, UTO Te, KTO Tepejl UTPOI YuTal,
HCIIBITHIBAIOT MEHDIIE TTO3UTUBHBIX HMOIMI B IIPOIECCE UTPHI 110 CPABHEHUIO C
TeMHU, KTO TIPUCTYIIUJI K UTPe B Hadasle dKcIepuMeHTa. VIHTepIpeTnpoBaTh aTOT
pe3yJbTaT HYKHO C OCTOPOKHOCTBIO. MOKHO MPEAONIOKUTh KaK BIUSHUE IMO-
MOHATBHON TTPETHACTPOINKY, BEI3BAHHON UTEHUEM, TaK W MEHBITYIO 3aNHTEPECO-
BAHHOCTb UTPOIi [OCJIe YTeHUs Kak OoJiee MHTEUIEKTYalbHOIl AesreabHocTi. O6a
ATHX MPEATIOJNOKEHUST TPEOYIOT SKCIIEPUMEHTATbHOI TPOBEPKHU.
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Takske MHTEPECHO, YTO KaK IIPU TIEPEXOjie K UTPe, TaK U TIPU TIePexojie K YTEHUI0
He OOHAPYKUJIM JAWHAMUKY OIIPEeJeHHbIE THUIBI HMOIMOHAIBHBIX COCTOSTHUIL:
WHTEJJIEKTYaJbHbIe dMOIUK (MHTEPeC, y/AUBJIEHWE U T.JI.), YTOMJIEHUE, a TaKXKe
HeraTHBHBIEC W TTO3UTHBHbBIC HMOIMH, CBSI3aHHbIC ¢ HU3KUM BO30OyskaeHueM. [1pu
9TOM HMOIINH, N3MEHSIBINNECS B 3aBUCUMOCTHU OT 9KCIEPUMEHTAIBHBIX YCIOBUIH,
0ObEIMHIIINCH B TITKAJIBI HE B COOTBETCTBUHU C TIPEAIIOIaraeéMOil HaM1 CTPYKTYPOI.
MbI o6Hapy KUK YeThipe (hakTopa, KOTOPbIE YacTO PACCMATPUBAIOTCS KaK JBa
OUIIOJIIPHBIX: TO3UTUBHbIE AMOIMH — HETATUBHbIE SMOIUH U TPEBOKHOCTD — CIIO-
KoiicTBue. Hammm pesyasraThl TOBOPAT O TOM, UTO 1O KpailHell Mepe B KOHTEKCTE
HAIINX 9KCTIEPUMEHTATbHBIX YCIOBUH 3T COCTOTHUS CIE[yeT PACCMATPUBATh KaK
OT/IEJIbHBIE YHUTIOJISIPHBIE TITKAJTBI.

B mesnom, mosydeHHble pe3yJbraThl MOIYT ObITh CBSI3aHbI CO CHENU(MUKON
BBIOPAHHBIX TEKCTOB: BEPOSITHO, 3aXBATHIBAIOIINE XYI0KECTBEHHBIE TEKCTHI MOTJIN
Obl BBI3BATh OOJIeE MHTEHCHUBHBIE OMOIMU. Tak, 1Mo JaHHBIM MCCIEA0BaHUMN, Xy10-
JKECTBEHHBIE TEKCTHI B 3aBUCUMOCTH OT CBOETO COJIEPKAHUS MOTYT BBI3BIBATH KaK
SIPKO TIEpeKUBaeMble JIMYHbIE PEIIJINKATUBHBIE AMOIIMH, TAK U CBEXKUE MEPEKUBA-
HUS COYYBCTBUSA U UIEHTU(DUKAIINW, a 3aTIOMHUBIITHECS MOIIUU BBI3BIBAIOTCS
OTpbIBKaMM, HachilleHHbIMU onucanussmu (Mar et al., 2011). C ydyerom storo
daxra ang mesell mccienoBaHus OblIM MOA0OpaHbl HEHTpaJbHbIE HAyYHO-
HOIMYJISIPHbIE TEKCTDI, YTEHNE KOTOPBIX €/[Ba JIW BBI30BET TIyOOKHE JINYHBIE TIEpe-
JKUBAHMUsI, OTHAKO UMEHHO TEKCThI TAKOTO POJIa CXOAHBI ¢ Y4eOHBIMU TEKCTaMU.

PesyJibraThl HAILIETO MCCJIEIOBAHUS MOTYT O0BSICHATHCS B PYCJIe OHOTO U3 KOT-
HUTHUBUCTCKUX TIOJXO/IOB K MOHMMAHWIO HMOIIUIA, B KOTOPOM Kaxasi IepesKuBae-
Mas B HACTOSIINN MOMEHT dMOITMS PacCMaTPUBAETCd KaK TOTEHITMATbHAsd TOTOB-
Hoctb K geiictsuio (Frijda, Parrott, 2011; Oatley, Johnson-Laird, 2014). CorsracHo
TeopeTudeckuM Tpezcrasienusm H. Dpaiigot u Y. [lapporTa, B 0cHOBe aMoIinii
JiexkaT yHUBepcaibHble OMOJIOrMYecK 00YCIOBJIEHHBIE YCTAHOBKH — <IIPE/-9MO-
LUU», KOTOPbBIE IIPEJCTABISIOT OO0 OIpeaeaeHHbII HaO0p COCTOSHUI FOTOBHO-
CTHU K JIeHCTBUIO: HAI[PUMep, TPUSITHE/HETPUSATHE, BOBJI€UEHHOCTh/HE3aMHTEPECO-
BaHHOCTH, HalpPsiKeHHOCTh/3aTopmoskenHoctb u ap. (Frijda, Parrott, 2011).
JlatHbple COCTOSTHMSA He HAXOAATCA B OTHO3HAYHBIX OTHOIIEHUSX C AMOITUSIMU, HO
JIESKAT B OCHOBE HMOIMOHAIBHOTO MOOYKIEHUsT K IEMCTBUIO WM OTKa3a OT HETO,
SBJISIACH <SIAPOM» SMOITMOHATBLHON M MOTUBAIIMOHHON OCHOB fieiicTBu. [Ipu aToM
caM¥ JeHCTBUS, NN MOJIESIN PEarnpPOBAHMS, ABJISIOTCS MHOTOKOMIIOHEHTHBIMU 1
3aBUCSIT HE TOJIBKO OT «IIPE/I-IMOIIHIT», HO U OT MPEAIECTBYIONINX IMOIUI 1 COOT-
BETCTBUS COITUATBHBIM ITEHHOCTSIM.

B aToMm cmbicsie amoruu, mepekBaeMblie B MPOIECCE BUAEOUTP, CXOAHBI 110
CBOEIT TIPUPO/IE ¢ HMOIMSAMI, BO3HUKAOIIUMU B PeaibHbIX CUTYAIUSAX, TPEOYIOIINX
OBICTPBIX pelleHnii W JeldcTBUil. B oTiinume OT BHUIEOWTPbI, YTEHHE HAYIHO-
MIOTIYJIAPHBIX TEKCTOB HE TIPEAIOJaracT HeMEIJIEHHOW TOTOBHOCTU K JIEHCTBUIO.
Hamm pesyabraThl, corslacHO KOTOPBIM MHTEHCUBHOCTD HETATUBHBIX U TTO3UTHB-
HBIX 9MOIINI U TPEBOKHOCTHU BBIIIE TPU UTPOBON aKTUBHOCTH, & COCTOSTHUE CITOKOH -
CTBUSI — TIPU UYTEHUH, a TaKKe TO, YTO UMEHHO CMeHa MeITeJbHOCTU SBISIETCS
WUCTOYHUKOM MU3MEHEHUST IMOIIMOHATBHBIX COCTOSIHUI, COOTBETCTBYIOT KOHIIETIIIUN
MOHUMAHUS 9MOITUN KaK COCTOSTHUM, TIPEBAPSIIONINX TOTOBHOCTD K OIMPeleJICHHBIM
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NefcTBUSIM. B 9TOIl CBSI3M MOTyYeHHbBIE B UCCJEOBAHUY PE3YJIBTAThl, CBUIETEb-
CTBYIOINE O CHIUKEHUU NHTEHCUBHOCTHU KaK TTO3UTUBHBIX, TAK M HETATUBHBIX 9MO-
I ¥ BO3PACTAHUU CIIOKOWCTBYS TIPH TIEPEXO/IE OT BUIEOUTPHI K UTEHUIO, & TAKIKE
TO, UTO y TeX, KTO HAYMHAJ HEIOCPEJACTBEHHO C YTEHWS, OHO He TPUBOUIO K
3HAYNMOMY U3MEHEHUIO MO3UTUBHBIX OMOIUI U CIIOKOMCTBUIO, JOCTATOUHO MTOKA-
3aresibHbI. VIX MOKHO TPAKTOBATh TAKUM 00Pa30M, UTO sIPKKE IMOIIH, BbI3BAaHHbBIE
KPaTKOBPEMEHHOI UTPOH, OBICTPO yracaioT IPH Mepexojie K «aKaIeMUIecKo» aest-
TerbHOCTHU. [Ipy aTOM BHIE€OUTPA HETIOCPEICTBEHHO MTOCIE «aKaJeMUYECKOi» jies-
TEJIbHOCTU YBEJUYNBAET MO3UTUBHBIE SMOIIUU W CHUZKAET CIIOKOMCTBUE, TI0O9TOMY,
BEPOATHO, KPATKOBPEMEHHAS BUJICOUTPA B TIEPEPBIBAX MEXKIY aKa[eMUYeCKOi
HArpy3Koii 1 1MocJie Hee MOKET ObITh (hOPMOI HMOIIMOHATIBHOTO MEPEKTIOYEHUS U
oTabixa. IlepcrieKTUBHBIM HampaBJeHUEM MATbHEHIINX WMCCIEAOBAHUN MOKET
CTaTh CPaBHEHUE U3MEHEHUS AMOIIMOHATBHOTO COCTOSTHUS B ITPOIIECCE BUIECOUTP U
Hel(POBOH AKTUBHOCTU — HAIPUMED, TTOABIKHBIX WJTH HACTOJIBHBIX UTP.
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[Toxamyiicra, oreHuTe, HACKOJbBKO CUJIHHO B IAHHBII
CTBa, 110 HIKaje oT 1 — coBceM HeT 10 5 — OYeHb CUJIBHO

OnpocHHUK COCTOSTHUIA

Ipunoxcerue 1

MOMEHT BbI OIIYIIAa€TE 3TN YyB-

1 2 3 4 5
MHe Becesio
COBCEM HeET OYeHb CHJIbHO
1 2 3 4 5
A nenososien / 4 HemoBosibHA
COBCEM HeET OYeHb CHJIbHO
1 2 3 4 5
Mmue mHTEpecHO
COBCEM HET 0Y€eHb CHIILHO
A pasmpaken / 4 pazapakena ! 2 3 4 g
pasap pasap COBCEM HET 0YeHb CHJIbHO
1 2 3 4 5
4 ayBcTBYyI0 a3apT
COBCEM HET OY€eHb CHIIBHO
1 2 3 4 5
Mue rpycTHO
COBCEM HET OYeHb CHJIbHO
. 1 2 3 4 5
A ornoxuysmuit / { oTnoxHyBIIas
COBCEM HeET OYEHb CHJIBHO
1 2 3 4 5
A smoco
COBCEM HET 0Y€eHb CHIILHO
1 2 3 4 5
Y MeHst MHOTO 9Heprun
COBCEM HET 0YeHb CHIIbHO
1 2 3 4 5
A Bosyioch
COBCEM HET OYeHb CHJIbHO
1 2 3 4 )
S paccnabien / S paccaabiena
COBCEM HeET OYeHb CHJIBHO
1 2 3 4 5
A nonasnen / 4 nopasiena
COBCEM HeET OYeHb CHJIbHO
1 2 3 4 5
4 nepBHMUa0O
COBCEM HeET OYCHb CHJIBHO
1 2 3 4 5
A oropuen / 4 oropuena
COBCEM HET 0YeHb CHJIbHO
A ynosnerBopen / 4 ynoBieTBopeHa ! 2 3 4 0
Y P y p COBCEM HET 0YeHb CHJIbHO
1 2 3 4 5
4 ysepen / { yBepenna
ysepen /1 ysep COBCEM HET OYeHb CHJIBHO
. 1 2 3 4 )
MHe criokoiiHo
COBCEM HeET OYEHb CHJIbHO
1 2 3 4 5
A Bo36yskaen / S B3Oy kaeHa
COBCEM HeT OYeHb CHJIbHO
1 2 3 4 5
Mue HETIpUATHO
COBCEM HET 0YeHb CHIILHO
1 2 3 4 )
Sl 4yBCTBYIO yCTATOCTH
COBCEM HeET OYeHb CHJIbHO
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1 2 3 4 5
41 B xopomem HacTpoeHUN
COBCEM HET OueHb CUJIBHO
1 2 3 4 5
Mpue ckyuno
COBCEM HeET OYEHb CHJIBHO
1 2 3 4 5
M=ue pagocTHO
COBCEM HET OUYeHb CHJIBHO
1 2 3 4 5
A ynusnen / {1 ynusnena
A /A yn COBCEM HeT OuYeHb CHJIBHO
1 2 3 4 5
4 omacaioch
COBCEM HeET OYEHb CHJIbHO
1 2 3 4 5
A cuactius / A cyactamBa
COBCEM HeT OuYeHb CUJIBHO
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VIHTEHCUBHOCTbL 3MOLMIA

VIHTEHCUBHOCTb SMOLMIA

Ipunoxcenue 2

HI/IHaMl/lKa IMOIIMOHAJTbHbBIX COCTOSIHUI B ABYX Irpyniax UCIbITYyEMbIX

HeraTuBHble amouun

Ha MPOTAKEHUU IKCIIEPUMEHTA

pynna

- CHavana u1tanu
-~ CHayana urpanu

pynna

- CHavana uutanu
- CHavana urpanu

WHTEHCMBHOCTL aMoLMi

WIHTEHCMBHOCTbL aMoLMit

Mo3uTuBHLIE 3MOLUU

Ipynna

- CHavana yuranu
-+ CHayana urpanu

CnokoucTeue

Mpynna

- CHauyana yutanm
-~ Crayana urpanu




