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Annomayua. BcecTopoHHee BIMSHNAE KOMITBIOTEPHBIX UI'D HA KOTHUTUBHBIE CIOCOOHOCTH YeJIOBeKa U ero (u-
3MOJIOTUYECKHIE XapaKTEPUCTUKH He OAAAaETCs COMHEHUIO BCIICACTBHE LIMPOKOH M3yUEeHHOCTH Bompoca. B psane
pabot xak oreuectBeHHbIX (E. B. lananuna, K. H. Jlenynun, H. A. Cunantees, B. B. Epmonaesa), tak u 3apy-
o6exubix (M. OBanc, K. Hayrne, A. OBucno, A. Kaner, b. ApHouba) ucciiezjoBareneid oTMe4aeTcsl OTeHITUAI
MPUMEHEHUS UTP KaK CPECTBA CHATUS HANPSIKEHUS. B CBA3M C 9TUM B CTaThe BBIABUTACTCS TMIIOTE3a, COTTIACHO
KOTOPOW UTPOBOI1 ONBIT OKA3bIBAET PEIAKCALIMOHHOE BO3/ICHCTBHE HAa PELIUIIUEHTOB, KOTOPOE MOXKHO OTCIICANTD
Ha A3BIKOBOM YPOBHE, T. K. I3bIKOBOE CO3HAHHUE YeJIOBEKA 3aBUCUMO OT COLIMAIbHOr0 Bo3aeiicTus. Ilpeanosnara-
€MO€ BO3/1eHCTBHE KOMIIBIOTEPHBIX UT'P HA YEJIOBEYECKOE BOCIPHUATHE MOKET ObITh OOHAPYKEHO IPH U3y UCHUH
ACCOLMATHUBHBIX IOJIEH, OJy4aeMbIX B Ka4eCTBE peaKIUil Ha HEraTUBHBIEC CJIOBA-CTUMYJIbl. OTCIEUTh HAJHU-
4ye BO3JeHCTBHS BOSMOXKHO ITPH CPABHEHHUH MOy YEHHBIX IKCIIEPUMEHTAIbHBIM Yy TEM aCCOLIMAaTUBHBIX MOJIEH
C HEKOTOPOH YCPEeAHEHHON «HOPMOI», B KaUeCTBE KOTOPOU BhICTynaeT «CIaBsIHCKUN aCCOIIUATUBHBIN CIIOBAPh.
B xauecTBe OCHOBHOI'O METO/1a UCCIIEJOBAHMS BBICTYIIAE€T ACCOLMATUBHBIHN IKCIIEPUMEHT, ¢ TIOMOLIBIO KOTOPOTO
OBLIIM MOJIyYEeHBl PEAKIMU UCHBITYEMbIX Ha PsJl HETAaTUBHBIX KOHLENTOB — MJI0X0, CMepmb U 3710, BXOASIINX
B SA3BIKOBOE SIIPO HOCHUTEJIEH PYCCKOro s3bIKa. B xone mpoBeneHus sKCrepuMeHTa ObLIM COOpaHbl peakLuH
31 pecroHAeHTa, UT'PAIOILIET0 B KOMIIBIOTEPHBIE UTPhl. Pe3ynbTaThl 00pabOTKHU MOIYUYEHHBIX JaHHBIX HE IO-
3BOJIMJIM OZHO3HAYHO MOATBEPAUTH BHIABUHYTYIO HAMM B Hauyajie UCCICIOBaHUS NIPEABAPUTEIbHYIO THIIOTE3Y
0 peJlakcallMOHHOM BO3JIEHCTBUU UI'P HA YeJoBeKa. BocnpusaTie KOHIENITOB B CPaBHEHUH € IaHHBIMU accolua-
THUBHBIX clloBapeil nperepneno u3meHeHus. Cysuics 00bEM 0XBaTbIBAEMbIX TEMAaTHK, OTKYAa 3aUMCTBYIOTCS ac-
COLIMALIMHY, a TAK)KE BBIJCIISICTCS HOBEHIIas rpyIa peakuii, HalpsIMy10 BbI3BaHHAs BIMSHUEM HHTEPHET-TIPO-
CTpPaHCTBA U UI'POBOrO OINbITA Ha CO3HAHME yYesoBeka. Hamu OblIM OTMEUeHbI CKJIOHHOCTh PELUIIUEHTOB, YB-
JICKAIOLINXCS KOMIIBIOTEPHBIMHU UTPaMU, PallMOHAJIM3UPOBATh HEraTUB, BOCIIPUHUMATD €ro 0oJiee HeWTpaJIbHO.
Ilo pe3ynbpraraM aHajIM3a pe3yIbTaTOB KCIEPUMEHTA CTAJIO ACHO, YTO JIEKCHKA CETEBOI0 AMCKYpca IPOHUKAET
B A3BIKOBOE CO3HAHUE PECIIOHICHTOB, UI'PAIOILKX B KOMIILIOTEPHbBIE UTPBl U IPUUUCIAIOUINX ce0s K UTPOBOMY
COOOILECTBY, U OTPaKaeTCs Ha UX OOPa3HOM MBIILIJICHUH.

Knwuesnbie cnosa: acconmaTuBHbBIN OKCIICPUMEHT, KOMIIBIOTEPHBIC UTPbI, KOHIEIITHI, A3bIKOBAasl KapTHUHA MHUpa,
NICUXOJHMHTBUCTHKA, aCCOLITMAaTUBHOC I10JIC
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THE INFLUENCE OF GAMING EXPERIENCE ON THE PERCEPTION
OF NEGATIVE CONCEPTS (using the concepts of bad, death and evil as an example)

Stanislava V. Lartsinalg, Elena A. Yurina’

"Pushkin State Russian Language Institute, Moscow, Russia, stasya-200@]list.ru, 0009-0008-8347-9710
*Pushkin State Russian Language Institute, Moscow, Russia, yourina2007@yandex.ru, 0000-0002-1552-1488

Abstract. The comprehensive impact of computer games on human cognitive abilities and physiological character-
istics is beyond doubt due to the extensive study of the issue. In a number of works by both domestic (E. V. Gala-
nina, K. N. Dedulin, N. A. Silantyev, V. V. Ermolaeva) and foreign (E. Evans, K. Naugle, A. Ovispo, A. Kaleth,
B. Arnold) researchers, the potential of using games as a means of stress relief is noted. In this regard, the article
puts forward a hypothesis according to which the gaming experience has a relaxing effect on the recipients, which
can be traced at the linguistic level, since the linguistic consciousness of a person depends on social influence. The
supposed effect of computer games on human perception can be detected by studying associative fields obtained as
reactions to negative stimulus words. It is possible to track the presence of an impact by comparing the experimen-
tally obtained associative fields with some average “norm”, which is the “Slavic Associative Dictionary”. The main
research method is an associative experiment, which was used to obtain the reactions of the subjects to a number
of negative concepts — bad, death and evil, which are part of the linguistic core of native Russian speakers. During
the experiment, the reactions of 31 respondents playing computer games were collected. The results of processing
the obtained data did not allow us to unequivocally confirm the preliminary hypothesis put forward by us at the
beginning of the study about the relaxation effect of games on humans. The perception of concepts in comparison
with the data of associative dictionaries has undergone changes. The scope of the topics covered has narrowed, from
where associations are borrowed, and the newest group of reactions is highlighted, directly caused by the influence
of the Internet space and gaming experience on human consciousness. We have noted the tendency of recipients
who are fond of computer games to rationalize the negative, to perceive it more neutrally. Based on the analysis of
the results of the experiment, it became clear that the vocabulary of online discourse penetrates into the linguistic
consciousness of respondents who play computer games and consider themselves to be part of the gaming commu-
nity, and is reflected in their imaginative thinking.

Keywords: associative experiment, computer games, concepts, linguistic worldview, psycholinguistics, associative
field

For citation: Lartsina SV, Yurina EA. The influence of gaming experience on the perception of negative concepts
(using the concepts of bad, death and evil as an example). Bulletin of Chelyabinsk State University. 2024;(8(490):
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BBenenue

Paznoro poga urpsl OKa3pIBalOT 3HAYUTEIBHOE
BIIMSTHUE Ha YeJOBEYECKYIo KM3Hb. C HUMH Yelo-
BEK CTAJIKUBAETCS C IOHBIX JIET, KOTJIa UM OTBOJUTCS
POITH Pa3BHUBAIOIIETO CPEACTBA. 3aTEM K UX ITOMOIITH
MOCTOSTHHO MPHOErarT BO BpeMs y4eOHOT0 Mpoliec-
ca. B 3penom Bo3pacte KOMIIBIOTEPHBIE UTPBI — 3TO
OJIMH M3 HauOoJliee MOMyJIsAPHBIX, HO BMECTE C TeM
U CIIOPHBIX CIIOCOOOB BPEMSIIPEIIPOBOXKICHUS, YbH
MIPEUMYIIECTBA U HETOCTATKHU /10 CUX IOP OCTAKOTCS
MIPEAMETOM OXKUBJIEHHBIX TUCKYCCHI, KAK OTMEUAET
H. B. borauega [2]. O0Cy>IeHUST MHOTHIX COBPEMEH-
HBIX HCCIIEIOBATENCH, KAK OTE€YECTBEHHBIX, TAK U 3a-
PYOSKHBIX, TIOCBSIIICHBI TIOJIOKUTEITLHOMY BIHSTHUIO
KOMITBIOTEPHBIX UTP Ha 4esloBeKka. B dacTHOCTH,
Ha pa3BUTHEC HABBIKOB, CBSI3aHHBIX CO B3aWMOJCH-
CTBHEM C COIMYMOM [9], Ha KOTHUTHBHBIE CITOCO0-
HOCTH 4Y€JIOBEKA [5] U HA CKOPOCTh BOCHPHUSITUS UH-
¢dbopmanmu [13]. BMecte ¢ TeM, mpeanprHHUMAIOTCS
MIOTIBITKH C OTIOPOH Ha (PU3UOJIOTHUECKUE PEaKIuU

YeJI0BEYECKOr0 OpraHu3Ma MOIYYUTh KBaHTUTATHB-
HBIC JJAHHBIC, YTOOBI OMPEICTUTh, KAaKOE K€ B TOU-
HOCTH BO3/ICHCTBHE OKa3bIBAIOT UTPHI HA YEJIOBEKa,
Y KaKue UMEHHO BUJBI UTP [6]. AKTHBHO BEAYTCS
00CYXICHHS O MOJIOKUTEIBHOM HIIH OTPHIATENb-
HOM BJIMSTHUM KOMIIBIOTEPHBIX MTD Ha 00pa3oBa-
TesbHbIN npouecc [4]. K KOHCTpyKTUBHBIM HpeU-
MYIIECTBaM TaKOTO HOBIIECTBa OTHOCUTCA Ooiiee
3¢ (dexTHBHOE pa3BUTHE KOMMYHHUKAaTHBHBIX yMe-
HUH yyamuxcs [16].

Benyres, B TOM yncie, 1 AUCKYCCUU O TOM, MOTYT
JIY UTPBI OKA3bIBaTh TEPANIeBTHYECKOE BO3ICHCTBUE
Ha mronei. K mpumepy, B MoHOTrpaduu moj peaak-
uueii E. B. T'ananunoii [4] paccmarpuBaeTcs nojb3a
KOMITBIOTEPHBIX UT'P KaK KOPPEKTHPYIOIIETO Cpell-
CTBa NP MEHTAJIBHBIX PAacCTPOWCTBAX Ha MpHUMeE-
pe peO€Hka ¢ HapyIICHHBIMH KOMMYHHUKAaTHBHBIMU
HaBbIKaMH. [1o 3aMedannsiM y4EHBIX, UMEHHO UTPBI
MOCIOCOOCTBOBAIN «YJNYUILIEHHUIO €r0 CaMOOLCH-
KU ¥ DMOIMOHANIBHOHN camoperysiuun» [4, c. 86].
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JlelicTBUTEITHHO, KOMITBIOTEPHBIE UTPHI IIIHPOKO MTPH-
MEHSI0TCs B MeauiinHe. OHU MOMOTAI0T KaK KyITUPO-
BaTh OOJIb IPU HEKOTOPBIX COMATHYECKUX 3a0o0Jie-
BaHMX [14], Tak U 0J1aronpHUsITCTBYIOT H30ABICHHIO
ot penpeccun u C/IBI" (cunapoma nedurnra BHIMA-
HUSI ¥ TUTIEPAKTUBHOCTH).

Ha nanHbIlli MOMEHT 10 KOHLA HE HU3YYEHO,
KaK UMEHHO KOMIIBIOTEPHBIE UTPbI BO3JICHCTBYIOT
Ha HAIlle CO3HAaHHUE, €CIU BO3ICHCTBYIOT BOOOIIE,
U TEM CaMBbIM aKTYyaJbHOCTH HCCIICIOBAHUS 00Y-
CJIOBJICHA CTPEMJICHHEM BHECTH CBOM BKJIaJd B pa3-
pelieHue 3Toro Borpoca.

Jist Toro, 4ToOBI KCCIIEI0BATh ATOT BOIIPOC, HE00-
XOIIMMO OOpaTUTh BHUMAHHUE Ha OIBIT, HAKOTIJICHHBIT
MICUXOJIMHTBUCTUKOM 3a ronbl €€ CyIIeCTBOBAHUS
U, TIPeXJIe BCEro, Ha S3BIK U ero mpupomy. Cormac-
HO H. XoMmcKoMy, SI3bIK — 3TO CBOETO pojAa K04
K YeJIOBEUECKOMY Co3HaHMI0. OH aKIICHTUPOBAJ BHH-
MaHHME Ha TOM, UTO «HCCJIEJOBAHUE SI3bIKA BIIOJIHE
MOXET <...> MPEMIOKUTh BEChbMa ONaronpusTHYIO
MIEPCIICKTUBY TS U3y YCHUST YMCTBESHHBIX ITPOIIECCOB
yenoBekay [11, c. 115]. Bonee Toro, B nccieqoBaHusXx,
MTOCBSIIEHHBIX S3BIKOBOY KAPTUHE MUPA, TOTIEPKH-
BAETCS, UYTO «KAXKAbIM €CTECTBEHHBIH SI3bIK OTpaXKa-
€T OIpeAeIEHHBIN CIIOCO0 BOCTIPUSITHS U OpraHu3a-
uuu mupa» [1, c. 38-39], a H. B. Ypumuena ormeua-
J1a, 9YTO S3BIK — ITO «...JTUIIH TO, B €M U IIPU TIOMO-
IIIM Yero co3HaHue cyniecTBye™ [8, c. 109].

B cBsi3u ¢ ykazaHHBIMU HACSIMU HaM MPEACTAB-
JeTCs NEPCIEKTUBHBIM MPEAIPUHSTD MOMBITKY 3a-
(bUKCHPOBATH U3MEHEHUS, IPOUCXOIAININE B CO3HA-
HHUH YeJIOBEKa BCICACTBUC BO3IACHCTBUS KOMITBIO-
TEPHBIX UT'P Ha €ro SI3bIKOBOE co3HaHueE. J{ist aToro
HE00XOIUMO 00PATHTHCS K TICUXOJTUHTBUCTUICCKUM
METOoJIaM Hccae0BaHu L. BO3MOKHOCTE MPOCIEAUTH
BIIMSTHUC UTP Ha BOCHPHUATHE MUPA YEIOBEKOM 00-
YCJIOBJICHA COIIMAJIbHOW MPUPOJON SI3LIKOBOTO CO-
3HAHUS, a TAK)KE TEM, UTO €Tr0 CONEpIKaHNe U3MEH-
YUBO U MOXET «B 3aBUCHUMOCTH OT OOLIECTBEHHBIX
U ICTOPUIECKIX (PAKTOPOB UMETH PA3ITUIHOE COIEP-
KaTenpHoe BeipakeHue» [10, c. 5].

Heab cTaTby — BBIABUTH, KAKOE BO3JIEHCTBUE OKa-
3bIBAET UT'POBOM OIBIT HA BOCHPUSITUE HEIATUBHBIX
KoHIIeNTOB. KpoMe Toro, HaMu BRIABUHYTA Mpe-
BapuTeJIbHASI THIIOTE3a UCCJIETOBAHMS, COTIIACHO
KOTOpPOH HUI'POBOW OIBIT OKa3bIBAET peaKcallMOH-
HOC BO3JICHCTBHE HA PEIUITMEHTOB, KOTOPOE MOXK-
HO MPOCIENNUTDH Ha SI3bIKOBOM YPOBHE, OOPaTHUBIINCH
K aCCOIMATUBHOMY JKCIIEPUMEHTY. B Takom cirydae,
BO3/ICHCTBHUE JTOJKHO BBIPAKATHCS B KAUECTBCHHOM
M3MEHEHUH aCCOIMATUBHBIX TOJIEH, MOTydaeMBbIX
B KaUE€CTBE PEAKLUU HA CIOBA-CTUMYIbI. JljIst TOTO,
9TOOBI OMPEICIIUTh, UMEET JIM MECTO B TAHHOM CITy-

yae Kakoe-Tu0o BO3JEHCTBHE, MTOTyUeHHBIE IKCIIe-
PUMEHTAIBHBIM ITyTEM aCCOLMATUBHBIC MO OBLIN
COIIOCTABJICHBI C KHOPMOI», 3a(PUKCHUPOBAHHON B ac-
COLIMAaTUBHBIX CIIOBAPSX.

Marepuajbl 1 METObI HCCJIEIOBAHMS

B kauecTBEe OCHOBHOTO METOJla TEKYILEr0 UCCIe-
JIOBaHUSI BBICTYIA€T ACCOUMATHUBHBIN JIKCHepH-
MeHT. B xozie ero nmpoBeaeHHUss Mbl NIOJIYUYHUIIU ac-
COIIMATUBHOE MOJIE€, MO KOTOPBIM CIEJyeT MOHHU-
MaTh «(QyHKIIMOHAIBHYIO IICUXOIUHTBUCTUUCCKYIO
MOJIETh, (PUKCUPYIONIYIO CBSI3U CJIOB, BBISIBIICHHBIC
JKCIepUMEHTAIBHO» [3, ¢. 54]. UMmenHOo Onaromaps
ACCOITMATUBHOMY TIOJI0, (POPMUPYEMOMY TIPH MIPO-
BEJICHUH aCCOIMAaTUBHOTO SKCIIEPUMEHTA, BO3MOYKHO
OTCJIEIUTh aKTyaJbHOE COCTOSHUE CO3HAHUS FOBO-
PAIIEro HA MOMEHT KOMMYHHUKAIIHH.

Kpome toro, ucnosb3zoBajiuch 001eHayYHble Me-
TOABI aHaJIN3a, CHHTE3a, 00001IeHne. Takke B Xo/1e
HCCJICIOBAHNS MBI MPUOCTIIH K MOAEJHPOBAHUIO,
T. K. TIOJTyYEHHBIE aCCOIMATUBHBIE TIOJISI — 3TO, Mpe-
JKJIe BCEro, MOJICIT aCCOIMATUBHBIX IIOJIEH JIOJEH,
UTPAIOIIUX B KOMITBIOTEPHBIE UTPHIL.

Ju3aiin accouuaTMBHOIO IKCIIEPUMEHTA

IIpu mpoBegeHHM acCOIMATUBHOTO SKCIEPHU-
MeHTa Oblila mcmonb3oBaHa minatgopma «Google
Formsy». Beibop mMeHHO 3TOM nupoOBOH IjIaT-
(hopMBI 00YCIIOBIICH UHTYUTUBHOW HATJISITHOCTHIO
MOJIb30BaTENIbCKOT0 MHTep(eiica, Omarogaps Ko-
TOPOH BO3MOXKHO IPOBEJCHUE IKCIEPUMEHTa Cpe-
JIM TIAPOKOW ayJUTOPHUH, He 00Jaatoiei creru-
aJIbHOM TEXHHMUYECKOM IOATOTOBKOH. boiee Toro,
HHCTPYMEHTApUH IIIATGOPMBI 00JIaTaeT MHUPOKIM
(hyHKIIMOHATIOM U MTO3BOJISICT BU3YAJIU3UPOBATH 110~
JTyYeHHBIC TaHHbBIE TS UX JTaJIbHEHIIeH HHTepIIpe-
tauuu. [lonoOHBIM penMyecTBaM HAILIX ITPUMe-
HEHHE B TMEIarornieckoM HampaBieHun. HectaH-
JIapTHble crocoOwl 3anericTBoBaTh Google Forms
Ha 3aHATHX TI0 S3BIKY pa3padaThIBAIOT KaK OTEUC-
CTBEHHBIC [7], Tak W 3apyOexHbIe [15] memaroru-
HCCIIEIOBATENIH, TTIOBCEMECTHO MOMUEPKUBAIOIINE
BHYIIUTENBHBIN MOTEHITHANT TIaTGOPMBI Kak nud-
POBOTO MHCTPYMEHTA.

AcCCOIMAaTUBHBIN SKCIIEPUMEHT BKJIIOUAJl B ceOs
IBa 3Tamna. Ha mepBoM aTame uccieaoBaHus PECIIOH-
JeHTaM OBLIO TPEI0KEHO OTBETUTH HA TPH BOIIPO-
ca, B X0J/Ie KOTOPBIX MPOU3BOJIMIICS cOOp OMOCOITH-
aJBHBIX JaHHBIX (pHC. 1).

[anee ocymiecTBisICSA NEPEexXo K IPOMEKYTOU-
HOW CEeKIINH, coeprKaliel KpaTKoe OIHMCAaHNe dKC-
NEPUMEHTA, B YACTHOCTH, 3a/1a4, KOTOPBIEC MPEACTO-
SJI0 BBIIMOJHUTH yYaCTHHKaM. B mpoMexyTo4HON
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CEeKIIMU TaKXe ObLIN OMUCAHBI IPOYHE PEKOMEH/1a-
MM K €T0 IPOXOXKICHUIO (puc. 2).

B cTpykTYpy BTOPOro 3Tama BKJIKUYEHBI TPH CIIO-
Ba-CTHMYJa, KaXK/J0€ U3 KOTOPBIX MMOCIIEI0BATEb-
HO BBIBOJIMJIOCH Ha 3KPAHE [0 OHOMY IIPU HAXKATHH
Y4YaCTHUKOM JKCIIEPHMEHTa KHOMKHK «Next» (next).
Takum 00pa3oM, PECHOHICHTHI HE MOTJIM BUJIETh
CJIEAYIOIIIME CIOBA-CTUMYJIBI 3apaHee, YTO JTOJKHO
OBLJIO 00ECIeYUTh CIIOHTAHHOCTh OTBETOB U IOJTY-
YeHUE MepBor peaknuu (puc. 3).

J171s1 IPOBEPKU IUIIOTE3bI O PEIAKCAIIMOHHOM BO3-
JNCHCTBUU UT'P HA PEIUIIUCHTOB ObLIM OTOOPaHBI
TOJIBKO T€ KOHIIEIITHI, KOTOpPBIE COJepKaT rerdopa-
TUBHYIO KOHHOTAIMIO U IIPU 3TOM BXOJST B CIIMCOK

Baw eo3pacm”

() go 14 aem

O 1521
() 22-28
O 29-35
) 36-49

() 50-63

Pog geameasHocmu”

() WkoabHUK
) CmygeHm
() PaBomato (He yuyck)

() Pabomaio (u yuyce)

() BespabomHuil (He y4yco)

C kakol nepuoguuHocmeto Bel ugpaeme?’

() Kowgeld gevs

) Heckoabko pa3 8 Hegeaw

Heckoabko pas 8 gEe-MpuU HegeAu
() Heckoawoko pas e mecay,

— He UZpaQiko, HO QKMUBHO CASXKY 30 HOBOCMAMU U q}OHQmCKUM
™

—  cooBulecmeoMm

Next Clear form

Puc. 1. Ilepgwiti oman sxcnepumenma
Fig. 1. The first stage of the experiment

AccoyuamusHseil 3KChepuMeHm

Bawa 30gAYa - HONUCaOME NEPBYID PeaKUUKr HO CAOBO-CMUMYA. 2mo
MO¥em GbiMb CACBO, CAOBOCCYEMAHUE, CACBO C NPegACZoM U M. g.

PekomMeHgauuu:

= 3anucomb HeoBXO0gQUMO MOABKD NEPBOE CAOBO, KOMOPOe NPUgEm
Bam Ha ym.

» B cayuoe, ecau BOZHUKHYM BONPOCH U 2amMpygHEHUA -
cbpamumeck K opzaHUIamMopy 3KCNepUMEHMa

Back Mext Clear form

Puc. 2. Ilpomedicymounast cexyust ¢ NOSCHEHUMU
Fig. 2. The intermediate section with instructions

n3 50 mepBeIX CIIOB s/ipa SA3bIKOBOIO CO3HAHUS, CO-
rinacHo «CIaBsTHCKOMY aCCOIIMATHBHOMY CIIOBAPIO»!
(CAC) mon pen. H. B. YdbumieBoii. DTo mo3Boiu-
JIO OTPAaHUYUTH TEPEUeHb BBIHOCUMBIX B DKCIIE-
pUMEHT MOHATHH. TakuM 00pa3oM, UCIBITYEMBIM
OBLITO TIPE/IJIOKEHO 3aMHUCaTh CBOIO NIEPBYIO PEaKIINI0
Ha CIIeTyIOIINe CIIOBA: NJI0X0, cMepmb, 310. Kaxoe
W3 HUX BBIBOJMJIOCH HA DKPaH 110 0YepeNin, CMEHSICh
MOCJIE/I0BATENbHO MPHU HakaTuu «Nexty. 3anuchiBas
MEPBYIO PEAKIIMIO HA CIIOBO-CTUMYII, HCTIBITYEMbIH
HE 3HaJI, KaKue CJIoBa OyIyT BBICBEUMBATHCS Jajiee.
[MomoOHas mocuenoBaTeIFHOCTh OblIIa HEOOXOaMMAa
JUUISL TOT'0, YTOOBI HCKIIFOUUTh (DAKTOP B3aMMOBJIHSI-
HUSI BBIHECEHHBIX B 3KCIICPUMEHTAJIbHYIO YaCTh UC-
MBITAHUSI KOHIICTITOB.

[Nomy4eHHBIe B X0JIe HAILIIETO DKCIIEPUMEHTA PEaK-
IIUU OBLITN COMOCTABJICHBI C TEMH JJAHHBIMH, KOTOPbIE
npescTaBiieHbl B «CIIaBIHCKOM aCCOIIMATUBHOM CJIO-
Bapey. [Ipu 3ToM MaTepuabl OCIEAHEr0 BhICTYy A~
JIU B KAYE€CTBE YCPEIHEHHOW HOPMBI.

O0cyxaeHue pe3y1bTaToOB IKCIIEPHMEHTA
ACCOIMAaTUBHBIN 3KCIEPUMEHT OBLI MPOBEIEH
cpenu nonb3oBareneit MHTepHeTa u ctyaeHToB ['o-
CylapCTBEHHOT'0 HHCTUTYTA PYCCKOTO SI36IKa UMEHU
A. C. [lymkuHa, UTPaOIIMX B KOMIBIOTEPHYIO UTPY

' CraBsSHCK U acCONMATHBHBIN CIIOBAph: PyCCKUi, 6emo-
pycckuii, Oonrapckuii, ykpannckuii. Mocksa: MIJIV-Us3
PAH, 2004. C. 6-7.

CaoBo-cmumya N21
TIANOXO™

Your answer

Back Next Clear form

CaoBo-cmumya N22

"CMEPTB"”

Your answer

Back Next Clear form

CaoBo-cmumya N23

"3NO"

Back Mext Clear form

Puc. 3. Bmopoti u 3axarouarowuii 5man dKkcnepumenma
Fig. 3. The second one and the final stage
of the experiment
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Genshin Impact niin akTHBHO HHTEPECYIOINXCS HO-
BOCTSIMH MTPOBOro Mupa. Bcero B skcnepumeHTe
npuss yaactue 31 penunuent. OqHa aHkeTa ObLIa
MCKJIIOYEHA B CBSI3U C HAPYIICHUEM YCIIOBUH MPOBE-
JICHN S aCCOMATHBHOTO dKCTIeprMeHTa (Obl1a mpuBe-
JIeHa He TepBasi peakius Ha CIOBO-CTUMYJI, y4acT-
HUK OTBETHJ B 00pa3e BBIJYMaHHOTO IEPCOHAXKA).
Pacnipenenenune nomy4eHHBIX OHOCOIMATBHBIX JIaH-
HBIX MIPEACTABICHO HA WILTIOCTpAuH (puc. 4).

W3 monmy4eHHBIX Ha TEPBOM dTare dKCIepUMEH-
Ta JAHHBIX CIIEAYET, YTO OOJbIIAasi YaCcTh BBHIOOp-
KU TIpeJICTaBlieHa JIIOABMH B BO3pacTe OT 15 jer
10 21 roga (66,7 %). MeHBIIMHCTBO — PECIIOHACHTBI
B Bo3pacTte oT 22 jo 28 net (23,3 %) u munamme 14 et
(10 %). bonee yeM MONOBUHY PECIOHIACHTOB COCTa-
BmH HepaboTaromue cTyneHTH (53,3 %), a crmemy-
IOIIHE 110 MPOICHTHOMY COOTHOIICHHIO — TPYI0Y-
crpoenusie moau (16,7 %) u mxonsauKH (16,7 %).
HawumeHbIyro JOTI0 cpeiy peCcIioHIEHTOB COCTaBH-
JIU OTHOBPEMEHHO PabOTAIOIINE U YUaIIUeCs.

[onoBrHA HCIIBITYEMBIX UTpaeT exeaHeBHO. [1ou-
TH TPETh PECIIOHAEHTOB UTPAET XOTS Obl HECKOJb-
KO pa3 B Hemero (26,7 %). OcTaBIuecs: y4aCTHUKH
(B cymMme cocTaBuiu 6,6 %) 3ammycKaioT Urpy ¢ ropas-
JI0 MEHBIIEH MTePHOINYHOCTHI0 — BCETO HECKOJIBKO
pa3 B JIBe-TPU HeJlelIn WK B Mecsill. [IpiumedaTenbHo,
YTO K UTPOBOMY ITPOIIECCY €KEeTHEBHO BO3BpAIaeT-
sl JIOCTaTOYHO OOJIBIIOE KOJUYECTBO UCIIBITYEMBIX.
Ot10 00BAcHsAeTCs TeM, uTo Genshin Impact — urpa
XKaHpa «radya», KOTopas MOCTPOeHa Ha MOJy4YeHUH
MEPCOHAXKEH, JOCTYIHBIX TOJBKO B OIPaHUYEHHBIN

Baw BospacT

30 responses

® o 14 net
® 15-21
O 22-28
® 29-35
@ 36-49
® 50-63

rieproa BpeMeHu. [lns mpuoOpereHus HEOOXoau-
Ma UTpOBas BaJIOTa, KOTOPYIO MOKHO HOJIYUYUTHh
MIPU BHECCHUU JICHS)KHBIX CPENCTB, OO OecriiaT-
HO TPY BBITIOJTHCHUH BO30OHOBIISIEMBIX Pa3 B CYTKH
KBECTOB.

Crenyromias o yOIBAHHUIO KaTETOPHsI YYACTHUKOB
9KCIIEpUMEHTa cocTaBiseT 16,7 % u mpenacTaBieHa
JIOABMH, KOTOpBIE He UrparoT B Genshin Impact, HO
AKTHUBHO CIIEIIAT 32 HOBOCTSIMU UTPOBOT'O MUPA, & TaK-
K€ TIPUIHCIISIOT ce0sl K CO00IIecTBY (haHATOB UTPHI.

PesynpTaTsl accoMaTUBHOTO SKCIICPUMEHTA OBLITN
MIPENICTaBIICHEI TI0 00pa3Ily MOAEITH MOCTPOCHUS CII0-
BapHOM cTaTh B «CIIaBSHCKOM aCCOIIMATUBHOM CJIO-
Bapey.

MJIOXO: xopomo 12; myctoTta, ObIBaeT, Jaj-
HO, MaJIo, HaCWJINe, HeyAada, TI0X0, TPOpPBEMCH,
paboTa, cMaij ¢ TPYCTHBIM JIUIIOM, cTpecc, YxyH
1, 6ena, Tpex, 9To-TO CACNIAHO TLIOX0, He TTPOIIEN
9Taxk B 0e3IHe, HAJ0 CICNIaTh JIyYIlle / IOBBICUTh
pe3yJibTaT, MoJT4ar goma 1.

CMEPTDb: xoHer, ®u3Hb 2; BOCKpEILIEHHUE, BCE-
T'O JIUIIIb MUT, BBKUTH, TPYCTHO, KIIAAOHUIIIE, KOca,
MyCTOTa, MIEPEPOXKACHNUE, TIII0XO, TIOBBICUTH CUITY /
MOBTOPUTH TIONBITKY C HOBOW CTparerueid, na0bl
HE BCTPETUTH CMEPTH CHOBA, pecnaBH, Ckapamy1,
cTapyxa, Tpareius, yMepiu BCce MEPCOHAKH MPU
TIPOXOXKICHUH SKSHEICITBHOT0 O0Cca, ITUKJI, Yeperl,
rope, )KeCTh, KAPTUHKA CO CMEPTHIO B MaCKe OeJIoi,
MOTHJIA, ITYCTOIITh, TAPO, TETPaab, yTpara, s 1.

3J10: nob6pora 4; xxu3Hb, mioxo 2; bapbapa,
Bpar, JlucHeii, ecTh BO BCeX, UTPa, HE 0OBEKTUBHO,

Popa pestensHocTK

30 responses

@ WikonbHMK
@ Cryoent
@ Pa6ortato (He y4yck)
@ PatoTato (1 y4yyck)
@ Be3paboTHblil (He yuyck)

C kakou nepuofunyHocTbio Bbl urpaete?

i

30 responses

@ Kawablit oeHb
@ Heckonbko pas B Hegento

@ Heckonbko pas B ABe-Tpy Heagenu

@ Heckonbko pas B Mecsll

@ He vrpato, Ho aKTUBHO Cnexy 3a
HOBOGTAMM W haHATCKUM COOBLLECTBOM

Puc. 4. Ceooxa no coopannvim 6uoCoyuUaIbHbIM OAHHbIM
Fig. 4. Summary of the biosocial data collected
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HEO0OXOIMMOCTH, HYJIb, TOOSINUTH, peruoH Cyme-
PY, CMaiill co 371bIM JTUYHKOM, CYIIECTBYET, YOUTb,
Oe3mHa, OOT, AEMOHBI, T0OPO, ABSIBOI, €PECh, 3J10-
JIe, TICYCHBKH Ha dTOW CTOPOHE, YeJIOBEYECTBO 1.

[lomy4yenusie B X0/I€ SKCIICPUMEHTA PEAKIIUU OT-
YETIMBO paCIpeeNsI0TCs TI0 TPEM IpyInam, KOTo-
pBIC I yA0OCTBA OBLIH IPEICTABICHBI B BUJE TIPH-
BEICHHOMN HIDKE TaOmuIbl (Tad. 1).

B rpynmy «ctanmapTHBIC CIOBa» OBLIN BKIIIOUE-
HBI BCE MMOJIYUYCHHBIC PEaKIIUH, KOTOPhIe HAOIIOIa-
JIUCh KaK B HAIlIEM SKCIIEPUMEHTE, TaK U B «CllaBsiH-
CKOM aCCOITMAaTHBHOM clioBape». « HoBbIe peakiinm»
OTCYTCTBYIOT B IIOCIIEIHEM, OHU OBLIH 3a(pUKCHPO-
BaHBI TOJIEKO B paMKaX HACTOSIIIET0 dKCIICPHUMEHTA.
Hrposasi, KOMIBIOTEpHAs M CETEBasl JIEKCHKA — JTO
BCE HOBBIC ITOJIYUCHHBIC PEAKIINH, 3aIleYaTIeBIITNE
MepCOHaXel, UTPOBbIE MEXaHUKH, a TaKXKe MeMbl,
SIBIISTIOIITNECS] HOBIIECTBOM, XapaKTEPHBIM CETEBO-
MY M MHTEPHET-AUCKYPCY M aKTHBHO M3y4aeMOMY
B COBPEMEHHBIX HAy4HBIX Tpyaax [12].

B xome 00paboTKH pe3yabTaTOB SKCIICPUMEHTA
OBIJI0 0OHAPY’KEHO, YTO OTBETHI MHOTUX PELHITHCH-
TOB HE OTKJIOHSIOTCS OT CJIOBAPHON HOPMBI U BO MHO-
T'OM COBITQJIAFOT C TEMH, KOTOPbIE OBLIH 3a(UKCUPO-
Banbl coctaBuTenssMu CAC. Tem He MeHee, IMEIOTCS
Y OTJIMYHS, KOTOPBIE Mbl PACCMOTPUM TIOIpOOHEE.

1. Cpenu HOBBIX PEaKIIAN K CTUMYITY 110X0 OBLITH
BBISIBJICHBI JIOTIOJIHUTENBHBIE JIEKCEMBbI, 00beIMHEH-
HEBIC O0IUM 3HAYCHUEM TOTOBHOCTH MPUHSATHS CH-
Tyanuu (Ovieaem, 1a0HO) U PEIIUMOCTH K UCIIPaB-
JICHUIO BO3HUKIIEH MPOOIIEMBI (npopsémcs, Haoo

coenams ayquwie / nosvicums pesyarbmam). 11ogo0-
Hble peakunu HaOmogaoTes U B CAC (Hampumep,
nHuuezo!, nepesicugem). llpumedarensHo, uto B CAC
OTCYTCTBYET ITOJIyueHHAsi B HAIlleM SKCIICPUMEHTE
peaxius Ovigaem, HO €CTh He Dbleaem.

YeThIpe peakiuu ONMHCHIBAIOT SIBJICHHUSI, KOTOPBIE
MOTYT HCIIOJIb30BAaThCS ISl OICHKU HETaTHBHOTO
BO3JICHCTBUS Ha IICUXWYECKOE HIJIM COMATHYECKOE
3I0pPOBbE YETIOBEKA B MOBCEIHEBHOM KU3HH (Hacu-
Je, cmpecc, paboma, 4mo-mo coeiano nioxo). B
CAC npucyTcTBYeT peakuus pabomams, HO HE CY-
MIECTBUTEIBHOE paboma.

Peaknus moruam doma oTchinaeT Ha Ha3BaHUE
MY3BIKaJIbHOW TPYIITBI ¥ HE SBISETCS YeM-TO HEO-
kugaHHbM. HaumeHoBanus Mudoiornueckux cy-
IIECTB, a TAK)KE CYMIECTBYIONINX B ICHCTBUTEIIHHO-
CTH OOILECTBEHHBIX OPraHU3aluil U OTACITBHBIX JITH-
30710B MHOTOCEPUIHBIX TeJIe(hUIEMOB IIPECTaBIIC-
HBI, B TOM 4ucJe, U cpeau cioB-peakiuii B CAC.

2. CtuMyn cmepms BbI3BaJ HAMOOJbIIEE KOJIH-
YECTBO aCCOIUAINNA U3 HUTPOBOT0, KOMITBIOTEPHOTO
U CETEBOTO TUCKYpPCOB. [IpndnHOi TOMy MOXXET OBITH
MPUCYTCTBYIOIIAss BO MHOTUX WUTPaX, B TOM YHCIIE
u B Genshin Impact, Mmexanuka cMepTH MepcoHaka
C TIOCTIETY FOILITM €70 BOCKpEIIeHHeM. DTHM 00BsICHS-
€TCsl TOSIBJIICHHE CPE/I TIOJIyYEHHBIX PEaKlui yCcTo-
SIBIIIETOCS B CpEZIe TeHMEpOB aHTIIMIIN3MA — PecndeH
(oT aHTI. respawn — BockpenieHue). Takxe ObLIH
MIOTTyYEHBI ACCOLMAIINH, CBSI3aHHBIC C COBPEMEHHBI-
MU MYJIBTUMEIMHHBIME MPOAYKTaMH, B YAaCTHOCTH,
C aHMMe-CepHajiaMu (HaIIpuMep, mempadb «CMEPTI).

Tabnuya 1
Table 1

Pacnpeueneﬂne MOJTYyYE€HHBIX accouuanmii mo rpynmnam

CraHaapTHbIe CJI0Ba

HUrposas, koMnbTepHas,
ceTeBast JIEKCHKA

Hogble peakuunu

Xopoio, Heyaaya,

Ils1oxo
I10x0, Oena

CMaiin ¢ TPYCTHBIM JTALIOM, YWKYH JIH,
He TIpOoIeN 3Tax B Oe3THE

[Tycrora, mamo, Hacuiue, pabora,
cTpecc, rpex, MoJ4aT JoMa, Hajlo
cienaTh Jydile / TOBBICUTH pe-
3yJIBTAT, IPOPBEMCSI, ObIBACT, JIajl-
HO, YTO-TO C/IEJIaHO ILIOXO

Konen, xu3Hb, BOCKpe-
HIeHue, KJ1aa0uIie, Koca,
MycTOoTa, IJIOX0, CTa-
pyxa, Tpareaus, 4eper,
rope, MOTUJIa, yTpara, s

CMmepTth

[ToBBICHTB CHITY / TOBTOPUTB IOIBITKY
C HOBOH cTparerueii, 1adbl He BCTpe-
TUTh CMEPTh CHOBa, pecnaBH, Cka-
pamyli, yMepiu Bce TepCOHAXH MPH
MIPOXOXKACHUH eXKEeHeIelIbHOro Oocca,
KapTHHKa CO CMEPTHIO B Macke OeJoi,
TEeTpagb

Bcero numibs MUr, BBIKUATH, TPYCT-
HO, MEpepOoXKICHUE, IUKI, Iy-
CTOIIb, Tapo, HE OOBEKTUBHO,
KECTh

HoOpoTa, mioxo, Bpar,
CYyILECTBYET, YOUTH, OOT,
YeJI0BEYeCTBO, AbSIBOI

300

Bapbapa, [ucneii, urpa, pernon Cyme-
Py, CMaiiI CO 3JIBIM JIMYUKOM, O€3/1Ha,
3J10/1€H, IEYEHbKU Ha 3TON CTOPOHE

JKu3Hp, ecTh BO BceX, HEOOXOAM-
MOCTb, HYIlb, 3JI0/ICH, MOOEIUTB,
JIEMOHBI, €pPech
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KonuuectBo coBnagatomux ¢ CAC peakiuit
JUTSI KOHLIETITa cMepmb OOJbIIIE, YeM JIJIS JIByX OCTalIb-
HBIX CIIOB-CTUMYJIOB. [louTH Bce OHU HECYT HETaTHB-
HYI0 KOHHOTAIIMIO, 32 UCKIIOYEHUEM 8OCKDeUleHUs
1 oicu3nu. 3apUKCHPOBAHEBI COCTABIISIONINC YCTOSIB-
nrerocsi oopasa nepcoHUPHUIIPOBAHHON CMEPTH —
CTapyXH C KOCOH (peakiuu cmapyxa u Koca).

3. KoHIIeTIT 370 BBI3BAI CPEAH PEIIUITHEHTOB 00Th-
LI0€ KOJMYECTBO PEJIMTMO3HBIX accounanuid. Peak-
nus epecy B CAC ObuTa 3aUKCHpOBaHA IS CJIO-
Ba-CTUMYJIA 2080pumsb, HO HE JUIs 3710. Peakius de-
monbt B CAC mpUCYTCTBYET TOJILKO B €TUHCTBEH-
HOM 4HCJIe, B OKCIIEPUMEHTE ke Obliia 3a(huKCHUPO-
BaHa MHOKeCTBeHHas (popma. OcTaabHBIC PEAKIIHH,
CBSI3aHHBIC C PEITUTHO3HBIMH MOTHBAMHU, 002 U Obsi-
601 — Takke 0puTH 3adukcupoBansl B CAC. [Tomo6-
HOE SIBJICHUE OOBSICHAETCS TEM, YTO B UTPax 3ayac-
TYIO 33ICUCTBYIOTCSI 00pa3bl CBEPXbECTECTBEHHBIX
PENMTHO3HBIX CyIIecTB, B ToM 4uciie 1 B Genshin
Impact, B KOTOpyI0 HTpaiii y9aCTHUKH IKCIICPHMCH-
ta. Emé omua HoBas peaknust — novedums. B CAC
peakuus nobedums Takxke OblIa 3adUKCHpOBaHA,
HO IS CJIOBa-CTUMYJIa 00Opo. JIpyrue HOBBIE peak-
[[UU CBSI3aHBI C IPUHSITHEM 3J1a KaK €CTECTBEHHOIO
SIBJICHUS )KU3HU: eCib 60 6CeX, He0OX00UMOCHb.

CTOuT TakXe OTMETHUTh, UTO 00pa3 371a neperieTa-
€TCS y PECTIOH/ICHTOB C TIOITYJISIPHBIMU HHTEPHET-Me-
Mamu. Peakuus neuenvku Ha smoti cmopone — 3T0
MOMU(UIIPOBAHHBIA MEM «IIEPEXOAHN HAa CTOPOHY
3712, y HAC €CTh IEeYEHBKH!». ACCOIIMMPOBAHUE «3J1a»
C CEpAUTHIM SMO3H, & «IIJIOXOT0» — C TPYCTHBIM —
TOKE CJICIICTBHE BHEIPEHUS SJIEMEHTOB CETEBOTO JTUC-
Kypca B SI3bIKOBOE CO3HAHHE YETIOBEKA, TPOSBIISIONIC-
ecsl B BO3/ICHCTBUH Ha €r0 00pa3HOE MEIIIIJICHHE.

31ech TakKe BIICPBBIC BOZHUKACT PEAKIIUs 3/10-
Oetl, KoTopast orcyTcTByeT B CAC mitst cimoBa-cTh-
MyJia «3J10», HO ObljIa TIOJIyYeHa B XOJI€ DKCIIEPUMEH-
Ta. BO3HUKHOBEHNE TaKOW PEAKIINH MOXET OBIThH
00yCIIOBJIGHO TE€M, YTO B MPOOJIeMaTUKE MHOTHX
UTP JIGKUT TUXOTOMHS T00pa U 3714, BEIpaKCHHAS
KaK TPOTHBOCTOSTHUE MPOTaroHUcTa (reposi) U aH-
TaroHHUCTa (37I07es). 3acIyKUBAeT BHUMAHHUE TO,
qTo peaknus zr0deti B CAC Obl1a 3ahUKCHpOBaHa,
HO JUUISL CIIOB-CTUMYJIOB 8pde, HCAOHDIU, MYICYUHA
U HeHasuoemo.

YuacTHUKHU SKCIEPUMEHTA MPOSBUIU OoJiee CIo-
KOWHOE OTHOIICHHWE K HETAaTUBHBIM KOHIICTITAM.
CioBo-ctumyin nioxo B 12 ciaydasx u3 30 BbI3bIBa-
€T MMPOTUBOIIOJIOKHOE EMY XOpOouLo, a HOBBIM peak-
UM CBOMCTBEHHA KOTHUTHBHAS MEPEOleHKa KOH-
nenta nioxo. CMepTh BOCIIPUHUMAETCS HE TOIBKO
Kak HeM30C)KHBIN (DUHA )KU3HHU (KOHey, nycmoma,
ni0Xo0, mpazeous, 2pycmHo, Hcecmsp) ¢ COMyTCTBY-

IOIUMH PUTYaJIbHBIMU TOXOPOHHBIMU 00pa3amMu
(kraobuwe, mocuna). OHa CTAHOBUTCS HEOJHOPOI-
HOH, IpeAcTaéT B BUIE pa3HbIX 00pa3oB. Cuepmb —
3TO W rajlaJIbHbIe KapThl mMapo, ¥ TePOU N3BECTHBIX
B ONpPENENEHHBIX Kpyrax mpousBeneHui. Hampu-
Mep, PECIIOH/ICHTHI Ha3BaJI AHTATOHUCTA U3 aMepH-
KaHCKOW cepun GribMoB «Kpuk» B ué€pHOM riarie
u Oeoi Macke, a Tak)ke nepcoHaxkerd urpel Genshin
Impact. CMepTh BoCHpHHUMAaJach BBIOOPKOH pe-
CTIOH/ICHTOB CKOpee ITUKINYHO — B JIF000H UTpe OHa
COCYIIIECTBYET C BO3POXKICHHUEM, A CPEI HOBBIX pe-
aKIMil oTMeYaeTcs MOHNMaHHe CMEPTH HE TOJBKO
KaK MYYHTEIBHOTO ¥ TOPECTHOI'O COOBITHS, HO M KaK
OBICTPOTO MIHOBEHHS (8C€20 JiULib MU) UITH TIPETIST-
CTBHUsI, KOTOPOE MOXKHO OOOUTH (8b10/CUMDB).
Konment 3710 B 35IKOBOM CO3HAHWH PEIUITHEHTOB
C UTPOBBIM OIIBITOM ITOCTENIEHHO TePsieT OOIMIMPHOCTh
OXBaTBIBaeMBbIX chep Ku3HU. OHO CBOAUTCA K KOH-
KPETHBIM HAUMEHOBAHHU M (TIEPCOHAXH UTPbI, KOPIIO-
panuu, UrpoBble MEXaHUKHU, MEMBI), @ TAK)KE BOCIIPH-
HUMaeTCs Kak caMo co0oif pazymetoreecs. CormacHo
mauubiM CAC, 3710 111 peHUIIUeHTOB pa3HooOpas-
HO: OHO aCCOIIUHMPYETCA C JIF0OOBBIO, MECTBIO, KOBap-
CTBOM, JICHbraMH, BEYHOCTBIO, CTUXUCH OTHSI U T. JI.

BriBoabI

B xome wuccrmemoBanusi OBIIO OOHAPYIKEHO,
YTO UT'POBOM ONBIT JEHCTBUTEIHHO OKAa3bIBACT BO3-
HeﬁCTBHe Ha BOCHPUATHUEC HETATUBHBIX KOHIECIITOB,
a aHaJIM3 MOJYYEHHBIX IKCIIEPHUMEHTAIbHBIM METO-
JOM aCCOLMAaTUBHBIX MOJICH MO3BOJINII OIpeACIUTb
XapakTep 3TOr0 BO3ACHCTBUS.

HOJIy‘ICHHI:IC OKCIECPUMCEHTAJIbHO JaHHBIC HE MO~
3BOJIMJIM OJHO3HAYHO NOATBCPAUTH BbBIABUHYTYIO
B HadaJIC UCCIICAOBAHUA MPCABAPUTCIIbHYIO I'MIIO-
TE3y O pPeJIaKCAIlMOHHOM BO3JICHCTBUU UID HA YeJIO-
Beka. TeM He MCHEC, BOCIIPUATUC HECraTUBHBIX KOH-
LCITOB B CPABHCHUU C JaHHBIMU aCCOIMMATUBHBIX
cioBapel npereprienio uaMeHenus. Cys3uics 00bEM
OXBaTbIBACMbIX TEMATUK, OTKYAad 3aMMCTBYIOTCA acC-
COILIMAIINY, a TAK)Ke BBIJICIACTCS HOBEHIIas Tpyma
peakluil, HanpsIMyO BbI3BaHHAsI BIMSHUEM HHTEP-
HET-IIPOCTPAHCTBA M UTPOBOT'O OIBITA, B YACTHOCTH,
Ha CO3HAHME YEJIOBEKa.

Hamu ObUIH OTMEYEHBI CKIIOHHOCTH PECUUITNCHTOB
C UTPOBLIM ONBITOM pPallMOHAJIU3UPOBATH HEraTHUB,
BOCIIPUHUMATD €0 MEHEEC KATCrOPUYHO 1 Oosee Hell-
TpasibHO. [ToMrUMO 3TOTO, pe3yNnbTaThl ACCOI[UATUBHO-
T'O 3KCIICPUMCHTA ITO3BOJIMJIN BBIABUTH, YTO JICKCHUKA
CETEBOr0 JIMCKYpCa MPOHUKAET B S3bIKOBOE COHAHHE
PECIIOHACHTOB, UT'PAIOIINX B KOMIIBIOTECPHBIC UI'PbI
U NPUYHCISIONNX ce0s K UTPOBOMY COOOIIECTBY,
M OTPaKaeTcst Ha UX 00pa3HOM MBIIUICHHH.
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