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AHHOTAUMSA

B AQHHOM CTATbe PACCMOTPEHbBI BO3MOXHOCTU KOHCTPYKTUBHOTO MCMOAb3OBAHMS
KOMMbIOTEPHOM UTPbI-CUMYAITOPA «The Sims 3», 0COBEHHOCTBIO KOTOPOW SBASETCS
NPEAOCTABAIEMAS UIPOKY CBOBOAQ M BAPUABEABHOCTb BEIBOPA UIPOBLIX CTPATEMMM,
4TO OTMEYEHO BO BBeAeHUU. HOBM3HO MCCAEAOBOHMS 3AKAIOHAETCS B TOM, YTO BMEPBbIE
B PYCCKOA3bIMHOM HAYYHOM CETMEHTE OOOBLLLEHbI M CUCTEMATUIMPOBAHBI UMEIOLLLMECS
MCCAEAOBAHMS, KOCAIOLLIMECS NMCUXOAOTUYECKMX OCOBEHHOCTEM UIMPOBOTO MPOLECCA.
B TeopeTMieckoM 060CHOBAHUM YKA3AHO, YTO UIPOBAS CUCTEMA PA3BUTUS HOBBLIKOB,
B TOM YUCAE XUTEUCKMX M MPOADECCUOHAABHbBIX, MOXET BbICTYNATh METOAMYECKMM
MATEPUAAOM 30 CYET KOHKPETUUMPOBAHHOCTU U HArASAHOCTM MPOLECCa OBy4YeHMs.
BesonacHas 1 BapmnabeAbHAs BUPTYAAbBHAS CPEAQ MOXET CNOCOBCTBOBATHL PA3BMTUIO
COLLMAABHBIX HOBBIKOB M CHIDKEHUIO DMOLIMOHAABHOM 3HAYMMOCTM KAKMUX-ANMBO Aen-
CTBWM, KOTOPAS CTAHOBUTCH MPUYUHOM BO3HMKHOBEHMSA HAMPSXKEHHOCTM, HANPUAMEP,
NyOAMYHBIX BbICTYMAEHMN. Mrpa MPUMEHSETCS B KOYECTBE AOMOAHEHMS K MPOLLeCCy
OCBOEHMS MHOCTPAHHBIX A3bIKOB. «The Sims 3» MPEAOCTABASET BO3MOXHOCTb MOAEAMPO-
BATb CUTYQALLMM U3 XXM3HM UIPOKA, €ro NMPOLLIAOTO 1 XXeAQeMOoro ByayLLiero, 6e3onacHo
BbIMELLLATb HETATMBHbIE SMOLUMK, 4TO BKYNE C AETAAMIMPOOBAHHBIM KOHTDOAEM MFpOBOlZ
CpPEAbl, CNOCOBHBIM CHU3UTb TPEBOXHOCTb, BbICTYNAET FOAKTOPOM IMOLMOHAABHOTO
COMOPETYAMPOBAHUI U MOXET MMETb MCUXOTEPANEBTUYECKMM DA eKT. Urpa Takxke
BbICTYNAET CNOCOBOM 3CKAMU3MA. BUPTYAABHAS PEAABHOCTb UIPbl MO3BOASET AHOAM-
3MPOBATb UMPOBBLIE CTPATETNMK B 3ABUCUMOCTU OT NMCUXOAOTMHECKMX, TEHAEPHBIX M BO3-
PACTHbIX OCOBEHHOCTEN UIPOKOB, PAKTOPA OFPAHMYEHHOCTU M HEOTPAHUYEHHOCTH
BPEMEHM XM3HU, CHMKEHHOTO COLLUAABHOTO M MOPOABHOTO KOHTPOAS, YTO OTKPbIBAET
BO3MOXXHOCTM MPOBEAEHUS SMMUPUYECKUX UCCAEAOBAHMM. B OBCYyXAEHUU pe3yAbTa-
TOB OKTYQAM3MPOBAHbBI MCCAEAOBAHMSA, MCMOAb3ytoLLME «The Sims 3» AAf HOBAIOAEHUS
30 MPOSBAEHUEM MCUXOAOTMYECKMX YEPT B UIPOBOM MPOLLECCE U MOAEAUPOBAHMS
CUTYQUMM HO €r0 OCHOBE. 3AKAIOMEHUE OTCHIACET K LLIMPOKUM BO3MOXKHOCTIM MpU-
MEHEHNI AGHHOM UIPbI AAS MCUXOAOTMHECKOTO AHAAM3A.
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Abstract

This article examines possibilities of psychological using of computer simulation game
«The Sims 3. In Infroduction it is noted that the game provides freedom and variability
of player's game strategies choice. The novelty of the research lies in summarizing of
existing researches and systematizing psychological aspects of the game process
in Russian. In Theoretical justification the author indicates that the game's system of
skill development, including everyday life skills and professional skills, may provide a
methodological material for understanding mechanisms of studying. A safe and variable
virtual environment may help one to develop social skills and reduce emotional tension
of certain actions, for example, public speaking. «The Sims 3» may also help to learn
foreign languages. The game provides an opportunity to simulate situations from a
player's life, to recreate past and modulate future. It also may help to safety get rid of
negative emotions. The possibility to control everything in the game may help one to
cope with anxiety. It may be useful for emotional self-regulation. In addition, playing
computer game is a way of escapism. Virtual reality of the game allows to analyze
game strategies based on psychological features, factor of limited and unlimited time
of life, and factor of reduced social and moral control. The Discussion of the results
is based on researches that observe manifestation of psychological traits and model
different situations in «The Sims 3» game. The Conclusion refers to wide possibilities of
empirical researches with the help of «The Sims 3».
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BBeaenue

ITpeobpasosanue 40CyTOBOII AeATEABHOCTH ¥ BO3pacTaHue ITPOoIjeHTa BUPTyaAbHOI
CpeABl B Heil OTChLAaeT K HeOOXOAMMOCTY M3ydeHMsl KOHCTPYKTUBHOTO MCIIOAb30BAHIL
komnbioTepHbIX urp (lapmios, Makaposa, 2012). VIHTepecHEI 4451 IICUX0A0TUYECKOTO
U TIe4aroTM4ecKoTo aHaAM3a UTPEI-CUMyAATOpHL. «The Sims 3» —urpa-cumyaarop
XKM3HY, BeITymieHHas B 2009 rogy kommnanueit «Electronic Arts», otangaercs Ba-
Pp1abeabHOCTBHIO HAaCTpanBaeMbIX XapaKTepUCTHUK (I1041a, BO3pacTa, BHEIIIHero B1Aa
IIepCOHa’Ka, eT0 XapaKTepa), cB000A011 BEIOOpa CTpaTernii 1 0COOEHHOCTENl UTPOBOIL
Cpe4pl, M BO3MOXHOCTAMU camonpesenTanuu (baesa, 2014). B oranune ot urp,
T/Ae pasBUTIE MAET IO 3aJaHHOMY CIIEHapUIO, OTKPBITOE IIPOCTpaHCTBO Urpsl «The
Sims 3» M03B0AsIET UTPOKY CAMOCTOSITeABHO BHIOMPATh JKI3HEHHOE PasBUTHE IIep-
coHaxka. To ecTs, B UTrpe HeT 4eTKOI Leau, U BI)I60p ACVICTBUII OCTAETCs 32 UTPOKOM
(Pycakosa, ITpeobpaskenckas, 2010). B urposom nporjecce MOIyT OTpaskKaThCsl OIIBIT
U XapaKTepUCTUKI AMIHOCTY, OCOOEHHOCTH IIPOIIAOTO U HACTOSIIIETO, IIpeAcTaBae-
Hus o Oyaymmiem (Tsikalas, 2022).

Hrposoii mponecc B «The Sims 3» oaHOBpeMeHHO BKAIOYaeT B ce0sI TIATH Oa30BBIX
UTPOBBIX MOTUBALIMI — UTPHI KakK 1) pa3paeueHus, 2) BO3MOXKHOCTD OCYIIeCTBAATD
KOHTPOAb, 3) BO3MOKHOCTb pa3pabaTbIBaTh BEIMBIIILAEHHbIE CIOKETHI, 4) IPMHUMATh
BBI3OBHI I BBITIOAHSTH 3a4aHNsI, a TakXe 5) obecreunBaTh COIMaabHOE B3aMO-
Aevictue Mexay urpokamu (Milne, 2012; Tsikalas, 2022). IlInpokunit auamna3oH
IIpUMeHEeHNs OTKphIBaeT BO3MOKHOCTHU 4451 pACCMOTPEHMSI UTPHI KaK YHUKAAbHOM
BUPTYyaABHON CpeAbl, KOTOpas MOXeT OBITh MCII0Ab30BaHa A4S DMIIMPUIECKIX
rcnxoaormyeckux uccaegosannit (Visser, 2021; Stansbury, 2017; Bockpecenckas,
2017; Maasisuna, 2014).

Ieani0 TeopeTuyeckoro o63opa ABAsAeTCA 0000IIeHNe UMEIOIIMXCS HayJHbBIX
TPY40B 445 GOPMMPOBAHI DMIMPITIECKUX TUITOTe3 JaAbHEIIIero uccAeA0BaHus.
3agagaMim JaHHOI pabOTHI BEICTYIIAIOT pacCMOTPeHNe MMeIOIIMXCs OTeueCTBeHHBIX
1 3apyOe>KHBIX AaHHBIX O ITpuMeHeHny «The Sims 3» B rymaHuTapHsIx cdpepax, aHaan3
IIpOBeAE€HHBIX MCCAe]0BaHmil 1 pOPMIpOBaHME CICTeMaTHIecK pa3pabOTaHHEBIX
MTOA0YKEHNI! O BO3MOKHOCTSIX IIPUMeHeHNs AaHHOI UTPHI-CUMYAATOPA B IICHXOAO-
TIYEeCKOI1 I [1earOTMIecKOll ITpaKTHKe.
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Takum 06pa30M, 00vexmom AaHHOI'O 1CCA€AOBaHM JIBASIETCSI CaMa UTPa, a npea—
Memom —Te ee CBOVICTBA U OCO6€HHOCTI/I, KOTOpbI€ MOTYT OBITh Ba>KHBI AAL TICUXO0A0-
TMYeCKOIo aHaAu3a.

TeopeTtnyeckoe 060CHOBaHIE

AVCcKypc KOMITBIOTePHO UTPHI, KaK OTMeYa0Ch paHHee, IBAAETCS BapyaOeAbHbIM,
04HAaKO, MOKHO BbIAeAUTh HECKOABKO acIleKTOB, KOTOpBIe TaK 1AM MHayue 3aTparuba-
IOTCSI B UTPOBOM ITpoliecce U MOTYT ObITh IIOA€3HBI A5 U3YJeHNs IICUX0A0TMIeCKIX
ocobeHHOCTelT UTPOKOB. K 4aHHBIM acIieKTaM OTHOCATCS: 1) crcTeMa HaBBIKOB U 00-
y4yeHus; 2) MOAeAMpOBaHe TUIIOB COIIMAAbHOIO B3aUMOARIICTBIS 1 COOCTBEHHOI
>KM3HY; 3) caMorIpe3eHTanus u pedpaexcus, 4) SMOIMIOHaABHOE PeryAupoBaHIe.
Taxoke paccMOTpeHBI BO3MOXKHOCTY ITpMMeHeHNsI UTPHI B 601ee y3Kux cepax.

Cucmema naevikos u o0y4uenus

«The Sims 3» gaeT BO3MOXXHOCTb YBUAETH ITyTh OCBOEHII U1 Pa3BUTIS HABBIKOB
IIODTAITHO, U OTCHLAAET K IIPAKTUIECKIM CIIOCODaM eTo OCBOEHIL — YTeHNe CIIeN-
aAM3MpOBaHHON AUTepaTypHl, OCeIeHe KypCoB, TPeHIPOBKa Ha ITPaKTUKe, TO eCTh,
UTpa AaeT IIOHMMaHIe TOTo, KaK HeOOXOAVIMO YYUTBCS — TIIATeABHO U C BpeMeHHBIMU
3arparamu. K ToMy >Ke, Il1Kasa, TO eCTb CTeIleHb OCBOEHHOCTH, HaBBIKa, 3aII0AHIIO-
IITasACs TI0 Mepe eTo pa3BUTIA, TIOKa3hIBaeT IIPOTPecc ero N3yJeHNs — U HarAsAHOCTh
IIporpecca MOKeT OBITh IJeHHOI A5 TIOHMMaHMs MeXaHU3Ma OOyJIeHys.

MexaHnsm Urpsl mpearoJaraeT A0CTaTOYHO OBICTpOe Pa3BUTHE HABLIKOB, yMe-
HUI 1 TpaHcOpMannii MepcoHaka; PaKTUIeCKl, UTPOBas HedeAsl 9KBMBaAeHTHA
HeCKOABKIM MecsIiaM B pealbHOCTH. B TakoM caydyae UTPOK BUAMT OBICTPHII ITPO-
rpecc B OCBOEHIN KaKOTo-A10o0 AeAa, YTo I0AorpeBaeT MHTepec IPOA0AXKaTh B HeM
COBEpPIIIEHCTBOBATHCS; B peaAbHOI SKIM3HN HEBUAVMOCTD IIPOTPecca, IIOCKOABKY OH
PacTsAHYT BO BpeMeHN, MOXeT CITOCOOCTBOBATh IMPOKPaCTUHAIINYU ¥ OTCYTCTBIIO
MOTHBAIUY ITPOAOAXKATh Kakoe-Aubo geao. To ects, «The Sims 3» 601ee HaraseH,
u abcTparnpoBaHne OT BOBAEYEHHOCTH B PeaabHYIO JKM3HDb U B3I A4 Ha cebsl, KaK
Ha TIepcOHa’ka, II03BOAseT YBIAETh, YTO Ha CAMOM Jee B XOA€e KU3HY ITPOMCXOAUT
ITOCTOsIHHOE pa3sutue. JaHHbIN PaKkT MOXKET IIOMOYb CITPABUTLCS C TPOKpacTUHa-
1ueit Anb0 SMOIMOHAABHBIM BBITOpaHIEM.

CyuMy s MOXKET BBICTYIaTh KOHKPETU3MPOBAHHOM Cpejoii OCBOEHIIS KIUTeli-
CKMX UCTVH, 9TO MOKeT OBITh IT0Ae3HO AAS Pa3BUTIA AeTell IMKOABHOTO I IIOAPOCT-
KOBOTO BO3pacTa —TO eCTh, K IIpMMepy, B UTpe caMoe IlepBoe IIPUIOTOBAeHHOe 611040
CTOPUT M3-3a HU3KOTO HaBbIKa Ky AMHAPMM, Y HATAIAHOCTb IIOTOBOPKU «II€PBBII OAMH
KOMOM» TTO3HAeTCs B peaAbHOCTI UTPHL.

B 11e210M, ITOHMMaHIe MeXaHM3MOB I CITOCOOOB 0OYJeHIIsT MOYKET OBITH TT0Ae3HBIM
AJsL Pa3BUTHS AeTell IIKOABHOTO 1 IT0APOCTKOBOTO BO3pacTa.

INorpebHOCTN IIpeacTaBAeHBI B UTPe IO IpaBiAaM Ipamuas Macaoy, To ecTs 6e3
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YAOBAETBOPEeHMsI Ba’KHBIX Oa30BBIX ITOTpeOHOCTel! (T0104a, 004pOCTI) HEAOCTYIIHBI
AEVICTBI, CBSI3aHHBIE C BRICIIVIMM IIOTPeOHOCTAMM — TOA0AHBIM IIepCOHaKaM HeJo-
CTYIIHBI A€VICTBUS, CBSI3aHHbIE C caMOaKTyaau3anueil. Harasanas gemoHcrpanms
Ba>KHOCTM KaKA0i1 TOTPeOHOCTH, yMeHUs pa3AndaTh HOTPeOHOCTH 1 COCTOSHUS
(HamIpyMep, T0104, U CKYKY), HeBO3MOKHOCTH HaCBITUTh IIOTPeOHOCTDL HaBcerAa (Ha-
IIpuMep, OTOCIIAThCS 32 BHIXOAHbIE Ha BCIO CA€AYIOLIYIO HeAeAl0) MOTYT BBICTyIIaTh
MeTOANYeCKUM MaTepuaaoM obydenns (Stark, 2017).

Urpoi-cumyasTopsl, B ToM dncae 1 The Sims, MOTyT OBITb 10A€3HBI AA5 M3yIeHN
MHOCTPaHHBIX SI3bIKOB BBIAY CBOEVI MyABTUIIAQHOBOCTI U HAaTASAHOCTY, OOABIIOTO
KOAM4YecTBa HalIMeHOBaH!I1 OBITOBEIX ¥ OOMXOAHBIX TIpeAMeTOB 1 sABAeHyit. Haavane
COIMaAbHBIX POAeit, ClleHapueB B3aMOAeNiCTBI s, 0DpaTHOI CBsA3M 0OecreuynBaioT
COLIMOKYABTYPHBIN KOHTEKCT AA5 U3ydeHNs s3bIKa ¥ CIIOCOOCTBYIOT Pa3BUTUIO
MEeXKyAbTypHOI KomMyHuKanuu (Bockpecenckas, 2019). Mrpa paccmaTpusaeT e
acIIeKTHI XXM3HM, 9TO GPOpMIUpPYeT OOraTyIo A€KCUKY, B TOM UNCA€e ¥ PasTOBOPHYIO
(MaasiBuHa, 2014).

Uzpa xax modearvb munos coynuarviozo 63aumodeiicmeus

BupTyaabHas peaAbHOCTD UTPBI TI03BOASET abCTParnpoBaThCs OT MMEIOIIVIXCS B CO-
LyMe NPaBuA ¥ HOPM, I, B 11eA0M, BUPTyaAbHas cpeja C IO3UIINI KOTHUTUBHOI IICH-
X0A0TUMN paCCManI/IBaeTC}I Kak CpeACTBO OGOFaH_IEHI/I}I JKMBHEHHOTO OIIbITa (KOpHI/IAOBa,
2022). BosMO>KHO Tak>Ke IICHXOTepalleBTIYecKoe UCII0Ab30BaHle UTPOBOI Cpeabl A5
OCBOEHIISI TeX CTOPOH SKU3HeAesATeAbHOCTI, KOTOPBIe AUCKOM(OPTHO 1ccAeA0BaTh
B PeaabHOCTH, K TOMY JKe, UITPOBOI IIPOLIECC KaK MEXAHM3M KOHCTPYMPOBAHIS U IIPO-
I/II‘pI:IBaHI/IiI OHpeAeAeHHLIX CI/ITyaLH/HZ CHOCO6€H IIOBAVISITH Ha YeA0BeKa. TaK, HpI/I
60s13HY ITyDAMYHBIX BHICTYIIA€HNIT MOXKHO ITOCTEIIEHHO IIPUCTYIIATh K HUM B UTpe-
CI/IMy/l}ITOpe, CHI>KATh X BMOI_H/IOHaAI)HyIO 3HAYMMOCTDb U HaHp}I)KeHHOCTI), qTO
I10A€3HO 0CO6€HHO AAsL paSBI/ITI/I}I ANMYHOCTU CTyAeHTOB-I'yMaHI/ITapI/IEB, AAST KOTOpI;IX
yOAMYHOE BBICTYILAEHNE ABASETCs IPOdeccroHaAbHBIM HaBBIKOM.

Bosmoxnocmu modeaupoeanust acnexmoe co0cmeeHHom XusHu

Urpa nossoaser MogeAnpoBaTh CUTYallUM, SBASIONIMECS UCTOUHUKAMU BHY-
TPEHHIX KOH(PAUKTOB, IIepeUrPhIBATh UX, MICKAaTh PeIleHNs, YTo OyeT OTpaXkaThCs
Ha CTpaTeTuy pa3BUTIS CIOKeTa, a TAK>Ke BeIpaOaThIBaTh HaBBIKM, HaIIpUMep, IIyH-
KTyaabHOCTH M TTogAep>kanus unctotsl (Tsikalas, 2017). IlcuxoTtepamnestiaeckoe
UCII0Ab30BaHMe 00yCAOBAEHO TeM, UYTO UTPOKM IepepabaThIBalOT U IPOKUBAIOT
JacTh CBOETO IIPOIIAOTO OIIBITa, IIepeHOCs B UTPY YacTh cBoel AnmaHocTy (Stark,
2017). Vrpas1, yeaoBek He TOABKO oAydaeT yaosoascTBue (baesa, 2014), koTopoe
ycuauBaeTcs oT uAeHtudukanuu ¢ nepconaxkamu (Stark, 2017), Ho 1 BBICTyTIaeT
cosjareleM B YHUKAaAbHOM XyJ0>KeCTBeHHO-9CTeTIYeckoM KOHTuHyyMe (beasesa,
2020), BKAIO9aIOIIeM MHOTOODpa3ue KyAbTYPHBIX KOAOB I ITO3BOASAIOIIEM UTPOKY
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CaMOMY CTaHOBUTLCSI HAPPaTOPOM, TO eCTh pacCcKa3uMKOM, COOCTBEHHOM UCTOPU,
1 TBOpUecKasl cBo00Aa MO3B0AsIeT CO3AaBaTh HOBbIe OOBEKTH KyAbTypHI (beasesa,
2020). Vrpa AaeT BO3ZMOXKHOCTD ITPOSIBASATH KPeaTHBHOCTH B TeX cepax, KOTOpbIe
B «peaAbHO» JKM3HM HeJOCTYIIHBI 4eA0BeKy. BrioAHe BO3MOXKHO 1CII0Ab30BaHue
WUTPHI KaK MCTOYHMKA TBOPYECKUX AN U O3apEeHMIA.

Camonpesenmayus u pedaexcus c60eii AUHHOCIU 6 Uzpe

Mo:KxHO cKa3aTh, UTO B YCAOBUAX UTPHI BeJeTcsl IlapaaleabHas, BUpTyaAbHas
>Ku3Hb (AutsuHLes, 2020), HaOAOAeHNe 3a KOTOPOI MOKET BBICTYIIaTh BASKHBIM Ma-
TepuaioM AAs pedpAeKCHI M aHaAM3a COOCTBEHHBIX UTPOBHIX cTpaTernit (Hosukosa,
2018). Bo3aM0:KHO 1CII0Ab30BaHMe UTPHI KaK MOAYAALINN peaabHOCTY 1 HaDAI0AeHLS
3a IIposIBAeHIeM oIpeea8HHBIX 4epT (Stansbury, 2017; Stark, 2017; Visser et al.,
2020), 60aee TOro, BO3MOKEH aHaA13 COOCTBEHHBIX OTHOIIEHNI K SKUAVIITHBIM T1eH-
HOCTSIM, OTHOIIeHNI K coceasM (Autsununes, 2020); Beas Urpy Kak BUPTyaAbHYIO
Iapaaleab peaabHOI XU3HM, YeA0BeK MOXKeT IIPOaHaAM3MpOBaTh COOCTBEHHBIE
SKeAaHNS U CTPeMAEHIA.

DurocoPpus spemen

®rraocods UTpEI BKAIOYAET ITOHATIE BpeMeH! KaK Har0o.ee BayKHOTO pecypca,
CIT0COGHOTO KOHBEPTUPOBATHCS B OITHIT, OTHOIIEHNS, HaBBIKM, KaphepHEIit pocT (Stark,
2017) C rakoit IO3NI NN MHTEPECHO CpaBHEHNE UTPOBBIX CTpaTeI‘I/Iﬁ[ B 3aBUICUMOCTI
oT paKTOpa OIpaHMYEHHOCTH Y HEOTPaHIMYEHHOCTY KU3HM IIepCOHaKa, OT BpeMeH!
ITPOAOAKUTEABHOCTH €TO0 JKI3HI (BaprabeAbHO HaCTpauBaeMOol OT KOPOTKOI 40 OYeHb
AauHHOI1). BoaMoxHO coniocraaeHue BrIOOPa 1ieAel, OTHOIIEeHNI, II0BCe AHeBHbIX
AeVICTBUII, Ha COOTBETCTBYIE MOPaAbHBIM, IIPaBOBBIM I STMYECKMM HOPMaM, COOT-
HOMIEHNST MEXAY ,ZI,eI7[CTBI/I}IMI/I IIepCcoHa’ka " DK3MCTEHIIMaAbHbIMU HOTpe6HOCT}IMI/I
UTPOKa B 3aBMCUMOCTH OT 0eCcKOHEeYHO IIpeA0CTaBA€HHOIO BpEMEHI U1 €TO HeXBATKIL.

Konmpoav

B pykax urpoka cocpegoroueHa HeorpaHIdeHHas! BAaCTh M BeCh KOHTPOAD 32 MUPOM
1 «4eA0BeK Yepe3 CBOero IepcoHaka CTaHOBUTCA 00AajaTeleM MHOIUIX BO3MOYKHOCTe
(orpaHMYEeHHBIX AMIITH paMKaMM CaMOl UTPHI), KOTOPbIe AAIOT OITyIlleHue CBOOOADI
OT BpeMeHI, IIPOCTPAHCTBa, YCAOBUII peaabHOTO OBITILI» (Baesa, 2014, c. 3-4). danHas
0coOeHHOCTD UTPOBOI CpeAbl CO CHYDKEHHBIM YPOBHEM COITMAaABHOTO 1 MOPaAbHOTO
KOHTPOAI, a TaK>Ke CO CHMKeHHOI CUCTeMOII CaHKIIMIT 3a KaKoe-A100 IoBeeHue,
II03BOAsET UCCAeAOBATD Te BAEYEHI U AICTBMA UTPOKA, KOTOPHIe IT0AaBASIOTCS
B 00B14eHHOI xu3Hu (Stark, 2017). K Tomy ke, BO3MOXXHOCTh KOHTPOAMPOBaTh
UTPOBYIO CpeAy MOKET OBITh TepareBTIYeCcKOl BO BpeMsI HellpeACKa3yeMBIX ITe-
puoaos xusHu (Stansbury, 2017). Takke BO3MOXKHOCTDb BAMATH U 4€TaAM3UPOBaTh
BCe acITeKTHI UTPHI (a C HaAWdIyeM CITeI[uaAbHBIX UTPOBLIX MOAM(DUKAIIIT UTPOKY
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MOABAACTHHI Aa>Ke Oa30Bble MeXaHIKI UTPOBOTO IIpoliecca) MO3B0AseT BepHyTh cede
TOT KOHTPOAb, KOTOPOTO HET B peaabHol Xu3Hu (Iversen, 2014).

IMOUUOHAALHAS CAMOPETYAAUUSL

VIrpa Mo>keT OBITh TI0A€3HOI 451 OCO3HAHMSI 1 BRIMeIIleH s COOCTBEHHOTO THeBa
0e3 HaHeceHNs BpeJa APYTUM AI0AAM 1 okpyxeHMIO (Iversen, 2014), Hapumep,
Jyepes MpUYNHEHNe CTpajaHNil BUPTyaAbHBIM IepcoHaXkaM. K ToMy ke BBICOKUII
YpOBeHb JeTaau3aliuy, IpejocTaBAsdeMBblil B BUPTYaAbHOI cpee (B IlAaHe BBIOOpa
BHEIITHOCTY, O0YCTPOIICTBA A0Ma) MOKET B OTAEABHBIX CAydasIX [IOMOYb YCIIOKOUTHCS
u cH13NUTH HecrrokoricTso u HanpsKeHne (Kerr, Neale, Cobb, 2002). BosmosxHOCTB
9KCIIePUMEHTUPOBaHNs, HapYIIIeHNs [IpaBiA U AOTM MOXKeT BO3BIMeTb IICHX0Tepa-
neBTIYecKuX dPQexT.

Vrpa Taxcke BHICTYTIaeT B HEKOTOPHIX CAy4Jasx pOpMOII 9CKaIM3Ma, BHIITOAHIS CO-
OTBETCTBEHHBIe KOMIIEHCAaTOPHYIO, aalTaIlMIOHHYIO, TPOTECTHYIO, peAaKCallMIOHHYIO
JyHKIIMY, 1T03BOASIONTNE cOeKaTh OT HeIIpUeMAeMOJ], BLI3bIBAIOIIIEN TPEBOTY pealb-
HOCTH. AHaAW3 CUTyaInif, B KOTOPHIX UTPOK IpuberaeT K TaKOTO Poja DCKaIu3My,
MOKeT OBITh BasKHBIM AOIIOAHEHIeM K IICUXOTepanesTiyeckoii pabore (beaos, 2017).

Paccripoc kameHTa 0 TaKTHKe UTPOBOJL CTpaTernn B OTAEABHBIX CAyJasX MOXKeT
MIO3BOAUTD YCTAHOBUTD PAIIIOPT C TepaIleBTOM, HaIIpuMep, P PaccIpoce reiiMepos
1AV TIAI[IeHTOB, KOTOPHIM T:>KeA0 KOHKPETHO TOBOPUTH O CBOMX ITepeKUBaHNAX,
HO npolle abcTparnposaThcs 40 YpoBH:A repcoHaxa (Iversen, 2014). A urposoe
Co0D1I1eCcTBO TakKe BLICTyIIaeT HepOpMaAbHBIM KPYTOM OOIIeHNsI, KOTOPBII BasKeH
AASL Pa3BUTHS U TOAAEPKKI AVIHOCTIA

OO6cyxaeHne pe3yabTaToOB

ABTOpHI HayYHBIX MyOAMKAINIA, B KOTOPBIX C TOUKH 3PeHMs TICHX0A0TUYeCcKOro
aHaAM3a pacCMOTpeH UTPOBOIi rTportecc Urpsl «The Sims 3», obparmaroTcs K T0400HBIM
acIieKTaM M3yJeHIs HaBbIKOB I COLIMAAbHOTO MOAeANpoBaHms. Tak, pecrioHAeHTHI
OTMeYaan, 4TO C IIOMOIIBIO UTPBI OHN «ydaTCsl TOMY, YTO U KaK AOAKHBI AeAaTh»,
0COOEHHO KOTJa 4e10 KacaeTcs «OBITOBBIX HaBBIKOB», «yOOPKM M IyHKTyaAbHO-
cru» (Tsikalas, 2022). BHe auckypca AaHHOI UTPEI pa3dpabaThIBA€TCS BO3MOXKHOCTD
OCBOEHIST HaBBIKOB C ITOMOIIIBIO UTP-CUMYASATOPOB; OTMEUEHO, YTO pecrioHAeHTaM
«OB110 OBI ITpOITIe OCBaMBaTh IPO(PeCcCHOHAABHYIO AeATeAbHOCTE, eCA OBl ObIAM pas-
paborans urpsr o nx npodeccrm» (Kosaosckast, Madpaxosa, 2022, c. 4). C Touxn
3peHus KyAbTypHO-McTopudeckoro noaxoaa (Kopumaosa, 2022), urpa, orsevas mo-
TpeOHOCTAM Pa3BUTI ITKOABHUKOB IT0APOCTKOBOTO BO3pAcTa, O3B0AsET pacKphIBaTh
BeAYIIMIT TUIT AeATeABHOCTH (HarpuMep, yaebHO-TIpodeccioHaAbHYIO) M BEICTYIIATh
B pOAU MOAYAATOPa, TI03BOAIOIIETrO MOAPOCTKY BHIITOAHATH HEOOXOAUMEBIE A€JICTBIIA —
3HaKOMUTLCS C MUPOM Ipodeccuii, 1oAydaTh OIIBIT OOy4eHMs B YHUBEPCUTeTe U Ap.
B 1ieaom urpa crioco6ctByeT popMmpoBaHMIo (pOpMaAbHO-10TMIECKOTO MHTeAAeKTa
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gepe3 rocrpoenne runotes (Kopumaosa, 2022), 4To 1oATBep>KAaeT HALIly MBICAb O BO3-
MO>KHOJ IT0Ab3€ UTPBL A4S Pa3BUTHS IIIKOABHUKOB. /I3ydeHne aHIAMIICKOTO SI3bIKa
C IIOMOLIBIO KOMIIBIOTEPHBIX UI'P, IOMUMO YKa3aHHBIX MccaeaoBaHuil (Bockpecenckast,
2019; MaasasuHa, 2014), AeliCTBUTeABHO aKTyaAbHO, OCOOEHHO A5 A€KCUIeCKMX Ha-
BbIKOB (I1Imeaés, 2019).

Harrra MbIcaB 0 TOM, 9TO BO3MOYKHO MOJeANPOBaHYe COITMAaABHBIX CUTYaIIMIA C IO~
MOIIIBIO BUPTYaAbHOI peaabHOCTH, 6AM3Ka K BRIBOAAM, ITOAYIEHHBIM B MICCAeA0BaHNI
Kerr et al (2002), rae ykasbiBaaach 6e30macHOCTb 1 Bapr1abeAbHOCTb BUPTYaAbHOI
cpeAbl. /luIeHHas CTPeCCOBBIX PaKTOPOB PeaAbHOI SKI3HI, UTPOBasl Cpeja MOXKeT
OBITH 1T01€3Ha, HaIIpyMep, AAsI OCBOEHIS COIVaAbHBIX HaBBIKOB AI0ABMU C CUHAPO-
MoM Acrieprepa (Kerr et al., 2002). Mayuaaoch MogeAupoBaHye COOCTBEHHOTO OITBITa,
HaIlpMMep, «IIOIBITKY CO34aTh albTepHaTUBHOE IIPOLIA0e» AN «IIPOCMOTPETH,
KaK OTpa>kaloTCsI COOBITIA IPOIILA0TO Ha HEIHeMIHe Ku3Hm» (Stark, 2017, c. 64-65).

B nccaegoBanmm Visser, B. et al. (2020) aHaAM3MpyIOTCA UTPOBbIE CTpaTETIN AI0AET],
MMeIOLIUX CKAOHHOCTB K A’KMBOCTH, aTPeCCUBHOCTU U MaHUITy AATUBHOCT. OHM BBI-
IIOAHAAY MeHBIIIe APY>KeAI0OHBIX COIMaAbHBIX B3aIMOAEVICTBII B ITpOIiecce UIpHI,
JeM He CKJOHHBIE K JaHHBIM KadecTBaM ucieityemsre (Visser et al, 2020). Anaans
UTPHI y AI0A€¥ ¢ BRICOKUMU U HU3KUMU I10Ka3aTeAsMu HeliporuaMa (Stansbury,
2017) yka3aa Ha CKAOHHOCTD JICITBITYEMBIX C BBICOKMM ypOBHEM 4Yallle IT00y>K4aTb
CBOETO ITepcoHa’ka IPyOUTh APYTUM IIepcoHaXkaM, IPOTyAnuBaTh padoOTy U He I1Aa-
TUTB IO CYeTaM, 4YeM BTO COBEpINaAM VICIBITyeMbIe C HU3KUM ypoBHeM. OTMeueHb!
TeHAepHBIe pa3ANdILsl CTpaTeT il UTPHI — TaK, MY>KUMHBI Jallie BOCIIPUHIMAAN ee KaK
pasBAedeHIe V1 BO3MOKHOCTD Oe3HaKa3aHHBIX AeSHI, a YXEeHII[HEI 00AbIIIe BpeMeH!
IIpOBOAMAN, 3aDOTACH O J0Me U ToAoredHsIX (Stark, 2017). JaHHEIe IT0A0KeHMS MTOA-
TBeP>KAAIOT HaAu4dlie BO3MOXKHOCTeN, ITpeJ0CTaBAseMblil UTPOil 4451 HaDAIO AeHNS
3a IpOsIBAEHNEM OIIpeseAeHHBIX JepT.

OrMeuasach TakKe BO3MOKHOCTh M3YUeHMsI AeIICTBUIL UTPOKA B 3aBUCUMOCTIU
ot ¢aKTOpa BpeMeH!, HallpuMep, IIpY OTCYTCTBUYU CTapeHMsI UTPaeMOTo IIepCOHaXKa
1 CTapeHMM BCeX OCTaAbHBIX IIepCOHaKell B TOPOAe, TO eCTh IIpU CUTyauun (pakTu-
geckoro Oeccmeprus (Tsikalas, 2022).

3akaiodenne

Taxum 06pas3oM, yHuKaAbHasA BUPTyaAbHas UTPOBas Cpeja KOMIIBIOTEPHOI UTPLI
«The Sims 3» B 4aHHEIT MOMEHT BBICTYTIa€T He TOABKO aKTyaAbHBIM CPeACTBOM W3-
Y4eHVs ITPOSIBAEHIS IICUXOAOTMYECKMX 3aKOHOMEPHOCTeN, HO 1 MHTEPeCHOM IICHXO-
AOTUYECKOI CPeAoil, B KOTOPOI MOAeAMPOBAHNE I MICCAeA0BaHMe UTPOBBIX CTPATEeInii
B 3aBVMCYIMOCTH OT BapraOeAbHBIX paKTOPOB — KaK BHYTpeHHNX (TeHaepa, Bo3pacTa,
IICHXOAOTMYECKMX OCODEHHOCTe1), TaK 1 BHEIIHMX (Oe3011acHOCTY BUPTYaAbHON CpeAbl,
OTpaHIIeHHOCTY BpeMeHH, CHUXKEeHHOTO COIIMAAbHOTO KOHTPOAS ¥ Ap.) MOXKeT OBITh
LIGHHBIM PeCypcoM AAs IICUXOAOTMYIeCKOTro aHaAm3a. PaccMoTpeHne Bblge A@HHBIX
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B AQHHOII TEOpeTI/I‘{ECKOﬁ[ pa60Te ACIIEeKTOB IT03BOAsIeT HepeﬁTM K DMIINPUIECKOMY
nccae40BaHINIO BAVISIHUSI ITPOBOTO ITpoLiecca Ha IICMXO0AO0IM4YeCcKle KayecTsa 1 I10-
Ka3aTeAun BHyTpeHHeIZ TICXOAOTMYECKOI XXU3HN Yea0BeKa.

AsTOp 3asBAsIeT 00 OTCYTCTBUM KOH(PAMKTa MHTEPECOB.
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