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Analysis of Changes in the Volitional Sphere and Professional
Motivation of Users of Computer Games and Internet Resources

Peslome

KomnbloTepHas 3aBUCUMOCTb ABNSAETCS NPOBIEMO COBPEMEHHOM XIM3HW, €e CYATAIOT BbI3OBOM
obwectBy. OfHUMM 13 NOCNIEACTBUI TAKOTO BUAA 3aBUCMMOCTU ABMAIOTCA: CHUPKEHVE CAMOKOHTPONSA
Haf BbINOJIHAEMbIMY AeACTBUAMU, HAPYLIEHUA B NOTPEOHOCTHO-MOTHBALMOHHON cdepe MMUYHOCTY.

B cTaTbe npepfcTaBneHo nccnefoBaHve, npoBeaeHHoe cpean 170 cTyaeHToB: My»KumH — 115 (68%),
MeHLWMH — 55 (32%), 06yuatoLmxca B OAHOM U3 TEXHUYECKUX YHMBepCUTeTOB I. MuHcka. Onpoc npo-
BOAWUNCA METOAOM CMIOWHOro aHkeTnpoBaHua. CpefgHui Bo3pact — 19 net. O6cnenoBaHune npo-
BOAMIIOCh C MCMONb30BaHUEM Tpex TecToB: «Cnocob AMAarHoCTUKM NPeapacrnoNioKeHHOCTU K pas-
BUTMIO KOMMNbIOTEPHOW 3aBUCMMOCTM 1 ee NOCNeACTBUI Ha 300poBbey; «Cuna Bonuy; onpegeneHme
npodeccroHanbHon motueaummn B.M. AHgpeeBa. [Ina o6paboTKM AaHHbIX NMPUMEHSNNCD MeToabl
MaTeMaTUYyeCkom CTaTUCTUKN.

YcTaHOBMIEHO, UTO NPU GOPMUPOBAHMN KOMMBIOTEPHOW 3aBUCMMOCTM MPOUCXOAUT CHUXKEHWUE Mo-
kasatena cunbl Bonu: Rs Cnupmena = -0,33 (p=0,05). OnpefeneHa B3anMOCBA3b MeXAY CHUXEHVEM
nokasaTtens couunanbHO 3HaUMMOCTV Tpyaa U cTaguein GopMMPOBaHNA KOMMbIOTEPHOW 3aBUCUMO-
ctn: Rs CnmpmeHa = -0,23 (p=0,05).

KomnbloTepHasi 3aBUCUMOCTb MPUBOAUT K CHUXKEHWIO MOKa3aTesieil NpodpeccMoHanbHoW MOTUBA-
U111 CUNbl BONM MOJNb30BATENEN, YTO BAUAET HA NOTPEOHOCTM B cCamopeanu3alumn B peasibHOM
mMupe.

KnioueBble cioBa: KOMMbIOTEPbI, 3aBUCMMOCTb (MCUXONOTMA), MOTUBALWA, CNa BONW, CTYAEHTbI.

Abstract

Computer addiction is a problem of contemporary life; it is considered a challenge to society. The
consequences of this type of addiction are the decrease of self-control over the performed actions
and disorders in the need-motivational sphere of the individual.

The article presents the study conducted among 170 students: 116 (68%) males and 55 (32%) females
studying at one of the technical universities in the city of Minsk. The survey was conducted with the
help of continuous questionnaire method. The average age of respondents was 19 years. The survey
was carried out using three tests: “Method for diagnosing a predisposition to the development
of computer addiction and its consequences for health”; Willpower Test; the test for determining
professional motivation. Mathematical statistics methods were used to process the data.

«lcnxmnatpma, ncuxotepanna n KNMHUYecKan ncuxonoruar, 2021, tom 12, N2 3 415



AHann3 USMeHeHU B BONeBOW chepe 1 NpodpeccroHanbHON MoTBaunm
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It was found that during the formation of computer addiction, there was the decrease of the
willpower indicator: Spearman’s Rs=-0.33 (p=0.05). The relationship between the decrease of the
indicator of the social significance of labour and the level of computer dependence was determined:
Spearman’s Rs=-0.23 (p=0.05).

It was concluded that computer addiction leads to the decrease of the indicators of professional
motivation and willpower of users, which affects the need for self-implementation in the real world.
Keywords: computers, addiction (psychology), motivation, willpower, students.
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B BBEJEHUE

Mo gaHHbIM HaunoHanbHOro cratncTnyeckoro Komuteta benapycn Ha
2019r., B cetn VIHTepHeT uncno aboHeHToB fgocturno 139 Ha 100 yenoBek Ha-
ceneHus. MNo pesynbtatam onpoca nHTepHeT-noptana TUT.by, B 2014 1. gona
noceweHunn cetn MiHTepHet nuuamm B Bo3pacte 15—18 net coctaBuna 38%
ot obuiero umncna. LLinpokoe ncnonb3oBaHne KOMMbIOTEPHBIX UFPOBbIX MPO-
rpamMmm N MHTEPHET-PECYPCOB C LieNiblo pasBieyeHmns obycnoBieHo Ux Ao-
CTYMHOCTbIO, CNOCOBHOCTHIO YAOBNETBOPUTL LUMPOKMIA KPYr NoTpebHoCTeNn
yenoseka. DopmMrpoBaHME KOMMbIOTEPHOW 3aBUCMMOCTN paccMaTpmBaeTcA
yUYeHbIM/ KaK coumanbHo-ncnxonornyeckmnin deHomeH [7, 8]. YctaHoBREHDI
TPU OCHOBHbIX KpUTepUA ANA QUArHOCTUKU: YBENIMYeHME MPOAOSIKUTENb-
HOCTW NpebblBaHUA B BUPTYasbHOM NPOCTPAHCTBE, YTO COOTBETCTBYET TO-
nepaHTHOCTY; AMCPOPUA N CHUXKEHHOE HACTPOeHWe Npu npekpalleHun
Nonb30BaHMA KOMIMbIOTEPOM KaK NposABAeHne cMHgpoma abcTrHeHUuw; co-
umnanbHasa aucoyHkuma 4, 9].

M3yueHre N3MEeHEHMIN B CTPYKTYpEe MOTUBALMM U BO3MOXKHOCTUN Y[0B-
NEeTBOPEHMS NIMYHOCTHBIX NOTPebHOCTeN y nonb3oBaTeniell NO3BONT Bbi-
ABUTb MEXaHW3Mbl, BAMAOLWME Ha BoneBytlo cdepy npu dopmupoBaHun
KOMMbIOTEPHOWN 3aBUCMMOCTU. I3BECTHO, UTO cucTema NoTpebHOCTeN OKa-
3blBaeT BAMAHME Ha GOPMMPOBAHME MOTUBALMM 1 HanpaBrieHre geaTesnb-
HocTW yenoseka [10, 11]. MNpegnpnHATOEe nccnefoBaHMe HanpaBneHO Ha
BbIfIBNEHNE MEXaHN3MOB M3MEHEeHWs CTPYKTypbl MOTpeGHOCTEN Y nny C
npu3Hakamy GOPMUPOBAHUS KOMIMbIOTEPHON 3aBMCMMOCTU. PeTpocnekTnB-
HbI1 aHanm3 nyb6nukauun B 6asax gaHHbix (PUHL, PubMed) yctaHoBun He-
[LOCTaTOUHYIO M3YyYeHHOCTb BANAHNA KOMMbIOTEPHOW NIPOBOW 3aBUCMMOCTM
Ha BonieByto chepy 1 MOTMBALMIO MOSb30BaTeNei.

B LIEJZIb NCCNEQOBAHUA

M3yumnTb BIMAHME KOMMNbIOTEPHO 3aBUCMMOCTU Ha MPOdECCOHaNbHYI0
MOTUBaLMIO 1 BONEBYIO chepy nosnb3oBaTenen.

B 3A0AYN NCCNTEQOBAHNA

1. M3yunTb pacnpocTpaHeHHOCTb KOMMbIOTEPHOI 3aBUCMMOCTU CPEAMN MO-
NofeXmM Mo BO3PACTHbIM rPynmnam, reHAepPHOMY MPU3HAKY U YCIIOBUAM
NpoXMBaHUA.

2. WccnepgoBaTb AnHaMUKY GOPMMPOBaAHMA 3aBUCMMOCTM OT KOMIbloTep-
HbIX UFP U MHTEPHET-PECYPCOB C LENbl0 Pa3BieyeHus Nno CTeneHn yB-
NIEYEHHOCTH.
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3. WccnepoBaTb BANAHMA 3aBUCUMOCTY OT KOMIMbIOTEPHBIX UMP U NHTEp-
HeT-pecypcoB Ha NoKasaTenb CWbl BOMW.

4. V3yunTb M3MeHeHUA CTPYKTYpbl NPodeCccMoHanbHOM MOTUBaLUM MOMb-
30Batenen npv GopMUPOBAHNYM 3aBUCMMOCTU OT KOMIMbIOTEPHBIX UTP 1
WHTEPHET-pecypCoB.

O6BbEeKT NCCIeaOBaHUA — CTYAEHTI, 0byyalolmecs B yHUBEPCUTETE.
MpeameT MccnefoBaHNA — BAUAHME KOMMbIOTEPHOIN 3aBMCMMOCTM Ha
BOJEBYIO 1 NMOTPEOHOCTHO-MOTMBALMOHHYI0 chepy nonb3osaTtenein.

B MATEPWAJIbI N METObI

B nccnepgoBaHuu npuHanm yyactue 170 cTygeHToB, MyKUnH — 115 (68%),
MeHWWH — 55 (32%). CpegHuin Bo3pacT — 19 net. Onpoc npoBoAnNCA MeTo-
[IOM CNJIOLWHOrO aHKETUPOBAHUA. Y BCEX PECNOHAEHTOB NonyyeHo nHbop-
MUPOBaHHOE cornacue.

Mcnonb3oBanca aHKeTHO-ONPOCHbIA MmeTofd. Of4HOBPEMEHHO CTYAEHTbI
onpaluMBanunCh No YeTbipem ONPOCHNKaM. [1na nsyyeHums xapakrepa nosb-
30BaHMA KOMMNbIOTEPHBIMU pecypcamu C Liefibio pa3BiieyeHna Ncrnonb3oBa-
Ha moandurKauma onpocHMKa, codgaHHoro K.H. MessaHoi, K.M. KopeHes-
ckmm, KA. AwmnHbIM, «CNOco6 CKPUHMHIOBOW AMAFHOCTUKN KOMMNbIOTEPHOMN
3aBUCMOCTU U ee BNNAHME Ha 300poBbe» [4]. YKasaHHbIN cnocob 3anaTeH-
ToBaH LleHTpom HaumoHanbHoWM cobcTBeHHOCTU Pecny6nuku Benapyco,
nateHT N 22752 BbigaH 5 gekabpa 2014 r. B aHKeTy BK/OUYeHbl BOMPOCHI
06 yTpaTe KOHTPONsA BPEMEHU, COUManbHOW ANCPYHKLUM, NPUOPUTETHBIX
NHTepecax B KOMMbIOTEPHOM UIPOBOM Mupe v Aap. [Ina onpegeneHna Ha-
pyLweHunin B BoneBol chepe ncnonb3oBaH Tect «Cuna Bonn» H.H. O6o3oBa
[5]. 3yueHwne cTpyKTypbl NpodeccroHanbHoM MOTUBaLMK NPOBOAUNOCH MO
TecTy B.A. AHppeeBa [6].

CTaTUCTUYECKNA aHanmn3 MOMyYeHHbIX AaHHbIX OCYLEeCTBIEH C MOMO-
Wbtlo KpuUTEPUA paHroBon koppenaumm CnvpmeHa. Pa3nnuma cumtanmcb
CTaTUCTMYECKN 3Haunmbimy npy p<0,05. [laHHble, NonyyYeHHble B XOAe Ha-
cToAlero nccnefoBaHusa, obpabaTbiBannCb CTaHAAPTHbLIM NPUNOXKEHEM
Microsoft Office Excel 2010 n nakeTom Statistica 10.0.

B PE3YJIbTATbI 1 OBCYXXAEHNE

AHanu3 nosyyeHHbIX AAHHbIX: OCHOBHas 4YacTb OOCNEAOBaHHbIX —
139 yenosek (81,6%), nnua monoxxe 20 neT, NPoXKMBatoT B ceMbe 80 uenoBek
(47,7%). PacnpeneneHune pecrnoHAEHTOB Mo cTagmam obyyeHns, BO3pacTy u
YCJI0BUAM NPOXMBaHNA NpefcTaBneHo Ha puc. 1.

lpynna pecnoHAeHTOB C NPM3HaKaMy 3aBUCMMOCTI OT KOMMbIOTEPHbIX
Urp U UHTEPHET-pecypcoB cocTaBuna 50 yenosek (29,4%), rpynna pucka
no $GopMUPOBaHNIO KOMMbIOTEPHOW 3aBUcMMoCcT — 85 (50%), rpynna 6e3
npu3HaKkoB 3aBucnMmocTn — 35 (20,6%). YctaHoBREHO, UTo 13 50 yenoBek C
KOMMbIOTEPHOI 3aBUCMMOCTbIO 24 MPOXKUBAIOT B CEMbE, UTO YKa3blBaeT Ha
ofobpuTeNlbHOE OTHOLIEHWE CEMENHOrO OKPYXEHUA K MCMOSb30BaHWUI0
KOMMbIOTEPHbBIX NP 1 MHTEPHET-pecypcoB [9].

MpoBefeH aHanu3 pacnpefeneHnsa PecrnoHAeHTOB No CTaauAM Pa3Bu-
TUA 3aBUCMMOCTM MO FreHAepPHOMY Npr3HaKy (puc. 2).

Pe3ynbTaTbl CBUAETENBCTBYIOT, YTO CPefy JINL, XEHCKOro MoJa YpoBeHb
KOMMbIOTEPHOI 3aBUCMMOCTH Bbllle, YeM CPean NULL MyXXCKoro nona. B 1o
e Bpems B rpynne 6e3 npr3HakoB KOMMbIOTEPHOW 3aBUCMMOCTY JONA UL
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Bospacr/
Age

23-26(2,2%)
21-22 (5,0%)

Ycnosusa npoxusanua /
Accommodations

B cbemHon kapTupe / B cembe /
rental housing (20,9%) in family (47,7%)

18 (48,5%)
20 (11,1%)
B obwexutin /
0
19 (33,2%) dorm (31,4%)
Crapus oby4enns / Course ®akynbret /
of study Faculty
Maructpatypa /
magistracy (3,4%) QUTY /FITG (24,4%) KT/ FCP (64%)
30/ IEF (11,6%)
3 kype/ 2-11 kypc /

third course (32,6%)

second course (64%)

Puc. 1. PacnpefeneHune pecoHAEHTOB N0 BO3PacTy, YCIOBMAM NPOXKUBaHUA U 06yyeHns

Fig. 1. Distribution of respondents by age, living conditions and education

MyxunHbi / MeHwuHbl /
Men Women
Jnuya 6e3 npr3HakoB Mpynna nny Nua 6e3 nprsHakos lpynna y
3aBmcumocTy / € KOMMbIOTEPHOIA 3aBnUCUMoCT / C KOMMbIOTEPHO
thg persons 33BICUMOCTDIO / th_e persons 3aBUCMMOCTbIO /
W|th<?ut the group of W|th9ut the group‘of
I;e;lv?;]s people with :Izwseo/s;gns people with
/6% computer b computer

addiction (36,2%)

lpynna pucka /
risk group (42,2%)

addiction (42,8%)

lpynna pucka /
risk group (32,2%)

Puc. 2. PacnpepieneHue pecnoHAEHTOB B COOTBETCTBUM CO CTaguei pa3BUTMA 3aBUCUMOCTH OT
KOMMbIOTEPHBIX UTP U UHTEPHET-PeCcypPCcoB NO reHAEPHOMY NPU3HaKY

Fig. 2. Distribution of respondents in accordance with the stage of development of addiction to computer games and Internet resources by

gender
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»KEHCKOTO Mosa Tak»Ke HECKObKO BblLLe. BO3MOXHOWM NpUYMHON ABNAIOTCA
NcUXoPr3NONOrnYeckne OTNYMA N HU3KaA TONEPaHTHOCTb, YTO CMOCOb6-
CTBYET GOPMUPOBAHNIO KOMMbIOTEPHON 3aBMCUMOCTU [12].

PacnpocTpaHeHHOCTb MPU3HAKOB 3aBUCMMOCTY CPeAV PECNIOHAEHTOB B
Tpex rpynnax rno cTaguam pa3BuUTusA NpeacTaBeHa B Tabnuue.

Pacnpeneneuwe 4acToTbl BOSHNKHOBEHMA NPU3HaKOB KOMI'IbIOTepHOI‘I'I 3aBMCMMOCTN NO YPOBHIO
BOBJ1I€YEHHOCTUN CTYAEHTOB B NOJ/ib30OBaHNE€ KOMMNbIOTEPHbIMU UFTPaMn N UHTepPHeT-pecypcamun

Mpu3Hakn GpopMnpoBaHUA KOMMbIO-
TepHOIA 3aBNCMMOCTH

lpynna nuy c Komnbio-
TepPHOI 3aBNCUMOCTbIO

Jlnuya 6e3 npusHakoB

fPynna pucka | o encumoctn

KonunuecTtso pecnoHaeHToB 50 (29,4%) 85 (50%) 35 (20,6%)

Mcnonb3yioT uetbipe v Gonee Tuna

63,4%
VNHTEPHET-PECYpCoB

61,2% 25,7%

Bpems, npoBoavmMoe B BUPTya/ilbHOM
npocTpaHcTBe, — 40 1 6onee Yacos B
Hepeno

YyBCTBO pasfpaxeHus, KOraa oKpy»Ka-
IoLLVie MHTEPECYIOTCA, YeM PeCMOHAEHT
3aHMMAaeTCA 32 KOMMbITEPOM

MonHoe BoBneyeHve B npouecc nc-
NONb30BaHUA KOMIMbIOTEPHbIX UTP N
NHTEPHET-PECYPCOB, KOrAa HAYTO He
MOXET OTBNEYb N HUKTO HE MOXeET
3anpeTnuTb

HeBO3MOXXHOCTb BbIVTW 13 Urpbl 6e3
NOCTOPOHHEN NOMOLLK

42,5% 17,6% 5,7%

80% 63,5% 40%

60% 41,2% 22,8%

28% 8,2% 22,5%

CH/PKeHHOe HaCcTpOeHWe, oLLyLlieHne
TOCKM, MYCTOTbI, Pa3Apax1TenbHOCTb,
€C/IN HeT BO3MOXHOCTM BEPHYTbCA K

KOMMbIOTEPHOW Urpe

OKpy»KaloLume roBOPAT, UTO PECMOH-
[EHT MHOTO BPEMEH NPOBOANT 3a
KOMIMbIOTEPOM

MpepanouteHue npebbiBaHUsA B CETM

W 32 UrPoii O6LEHNIO B peaNbHOM
Mupe

72% 30,6% 1,8%

78% 62,4% 17,1%

94% 54,1% 34,3%

Distribution of the frequency of occurrence of the signs of computer addiction by the level of student involvement in the use of computer
games and Internet resources

Signs of the formation of computer addiction

The group of people with
computer addiction

Risk group

The persons without signs
of addiction

Number of respondents

50 (29,4%)

85 (50%)

35(20,6%)

Number of respondents that use four or more types of Internet
resources

63,4%

61,2%

25,7%

Time spent in virtual space, 40 or more hours per week

42,5%

17,6%

57%

Feeling annoyed when others are interested in what the
respondent is doing at the computer

80%

63,5%

40%

Full involvement in the process of using computer games and
Internet resources, when nothing can distract, and no one can
prohibit

60%

41,2%

22,8%

Inability to exit the game without outside help

28%

8,2%

22,5%

Decreased mood, feeling of longing, emptiness, irritability, if
there is no way to return to a computer game

72%

30,6%

1,8%

Other people say that you spend a lot of time at the computer

78%

62,4%

17.1%

Preference for being online or gambling over communication
in the real world

94%

54,1%

34,3%

«lcnxmnatpma, ncuxotepanna n KNMHUYecKan ncuxonoruar, 2021, tom 12, N2 3

419



AHann3 USMeHeHU B BONeBOW chepe 1 NpodpeccroHanbHON MoTBaunm
nosib3oBaTenen KOMMbIOTEPHbIX UTP Y MHTEPHET-PeCypCcoB

420

YcTaHOBIEHO, UTO B rpynmne NuL, CTPaaloWmxX KOMMbIOTEPHONW 3aBUCH-
MOCTblO, HabnogaeTca HanboNbllas YacToTa PacnpPOCTPaHEHHOCTH Npu-
3HAKOB YTpaTbl KOHTPONA HaZ AeNCTBUAMU: HEBO3MOXHOCTb BbIATU U3 UFPbl
6e3 NOCTOPOHHEN NMOMOLLY; BbICOKasi TONIEPAaHTHOCTb — NpebbiBaHKe B BUP-
TyasibHOM npocTpaHcTBe 40 1 6onee yacoB B Heaento. Y nuu 3Tol rpynmbl
0o6HapyeHbl MPU3HAKK coLManbHOW ANCPYHKLNN: pa3fpaKMTeNbHOCTb 1
YYBCTBO FHEBa M3-3a TOTO, UTO OKpY»KaloLime NHTePeCyoTCA, YeM PeCnoH-
JEHT 3aHVMMaeTCs 32 KOMMbIOTEPOM; MpeAarnoyTeHre npebbiBaHWA B CeTU
NpsAMOMY OOLLEHNIO; Xanobbl OKPY>KalOLWKX HA ero AnutenbHoe npebbiBa-
Hue B BUPTyanbHOM Mupe. [onyyeHHble JaHHble CBMAETENbCTBYIOT O BO3-
pacTaHUy 3HAaYMMOCTU HAaxXOXAeHWA B BUPTyabHOM NPOCTPAHCTBE, B CU-
cTeMe KOMMYHMKaLMI MONTOAEXN U, KaK CliefiCTBIE, CHUMXEHWMW MOHNMaHUA
BaXXHOCTU XMBOTO MEXJINYHOCTHOrO 06LeHunA. 3To cnocobcTByeT n3meHe-
HUAM B 3MOLMOHaNbHOW cdhepe n yTpaTe MOTMBaLMWN. HemaTepranbHOCTb
BMPTYaNbHOrO NPOCTPAHCTBA NPMBOAUT K POCTY UyBCTBa HEYOBNETBOPEH-
HOCTU, CHUXKEHWIO BHYTPEHHEN aKTUBHOCTM 1 MoTuBaumm [13].

YctaHoBfeHa obpaTtHaa KoppenAauus Mexpy Kputepruem KoMrbloTep-
HOW 3aBUCUMOCTY 1 NoKa3aTenem cunbl Bonu (Rs=-0,33 npu p<0,01), uto Xa-
pakTepHO Ana Bcex $popm 3aBucMmoro nosefeHmsa. O6HapyxeHa obpaTHas
B3aMMOCBA3b MeXAY CTaAnel KOMNbIOTEPHON 3aBUCKMOCTU U NMOKa3saTenem
npodeccroHaNnbHON MOTUBaLUK: MOTUBbLI COLMANbHOM 3HAYMMOCTU Tpyaa
(Rs=-0,23 npu p<0,05). CHUKeHMe cusbl BONU 1 NPodeccnoHanbHon MoTuh-
BaLMM y nonb3oBaTenei CBUAETeNbCTBYET O MPeobpasoBaHUAX B CTPYKTYpe
npoLeccoB NMNYHOCTY NpU GOPMUPOBAHMN KOMMbIOTEPHOI 3aBUCMMOCTY,
YTO BELET K U3MEHEHNAM B HanpaB/ieHUN AeATeNIbHOCTH.

Mcxopa M3 nonyyeHHbIX pes3ynbTaToB WMCCNefoBaHMA, B KayecTBe npe-
BEHTVBHbIX Mep NPOQUNaKTUK/ BOSHUKHOBEHWA HapyLIEHWI B SMOLMOHasb-
HO-BOJIEBOW Ccdepe 1 MOTVBaLMM NOSb30BaTeNeN NpeanaralTcs clegyiolme
Mepbl NPOPUNAKTUKN: CHUMKEHMNE NPOAOIKUTENIbHOCTU CeaHCOB NpebbiBaHUA
B BMPTYasibHOM NPOCTPAHCTBE, YMEHbLUEHNE KONMYeCTBa TUMOB UCNOMb3ye-
MbIX MIHTEPHET-PECYPCOB, YepefoBaHNe Pa3NYHbIX BUAOB AeATeNIbHOCTY.

DopmrpoBaHre 3aBUCMMON GOPMbI MOBEAEHWA NPUBOANT K ocnabre-
HUIO BOJIEBbIX YCTAHOBOK, UTO BAUSIET Ha CMOCOOGHOCTb CaMOCTOSTENbHO
NPVHUMATb PELIEHUSA U MPUBOAMT K yTpaTe KOHTPONA Haj AeNCTBUAMU.

MockonbKy BONA ABNAETCA Ba)KHEMLIMM CBOWCTBOM JINYHOCTW, TO
n3yyeHvie BANAHWA KOMMbIOTEPHBIX UIP Y UHTEPHET-PeCypCcoB Ha nposse-
HWe ee cunbl y Nonb3oBaTesieli No3BoNWT pa3paboTaTb 3$pPeKTUBHbIE CMOCO-
6bl NPOGUNAKTUKIN 1 MEPBUYHON KOPPEKLUN.

DyYHKLVMOHMPOBaHUE B YCNIOBUAX NPebbiBaHVA B BUPTYarIbHOM NPOCTPaH-
CTBE KaK Crnocob y[oBNeTBOPEHMs NMOTPEOHOCTM B pa3BieYeHMsaX 1 CaMOBbI-
pa)eHuA NPUBOAUT K UCMOSIb30BaHUIO MHTEPHET-PECYPCOB KaK Npeanoyntae-
MOrO BufAa AeATeNbHOCTY, UTO BeAeT K POPMMPOBAHIMIO 3aMKHYTOrO Kpyra.

MocToAHHBIN NoncK cnocoboB yfoBNeTBOPEHUA NOTpebHOCTEN N GYHK-
LIMOHVPOBaHMWA MoJNib30BaTeNel B yCNOBUAX NpebblBaHMA B BUPTYarbHOM
NPOCTPaHCTBE NOAAEPKNBAET UX CTUMYJS1, UTO MPUBOAUT K GOPMUPOBAHMIO
3aMKHyTOro Kpyra. CtpemreHve yaoBneTBopuTb NOTPEOHOCTY B BUPTYarb-
HOM MPOCTPAHCTBE 3aHMMaeT AOMUHMPYIOLLEe MOMOXEHME U MPUHMMAET
yepTbl, CXOXKMEe C GU3NONOrMYeCcKOn AOMUHAHTON. BbigBMHYTasA runotesa
TpebyeT NoapoBHOro MeXANCUUMIMHAPHOIO M3yYeHUa C NpuBnedYeHrem
CneuvanucToB B 0611aCTU NCUXONOTUK, MCUXUATPUY, GU3NONOTUN.
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OpurvHanbHble nccneaosaHua. Hayuwble ny6nukauun [l

B 3AK/THOYEHNE

YcTaHoBNeH $aKT pacnpoCcTpaHeHVs KOMMbIOTEPHOW 3aBUCMMOCTU Cpeamn
CTYAEHTOB TEXHUYECKOro yHBepcuteTa benapycu Ha yposHe 29,4%. Onpepe-
NeHbl OCHOBHbIE NapaMeTPbl (TONEPAHTHOCTb, abCTUHEHLMA, coLpanbHas anc-
byHKUWA) GOpMMPOBaHUA KOMBIOTEPHOI 3aBUCKMOCTI. YCTaHOBNeHa obpat-
HaA B3aMMOCBA3b MeXy YPOBHEM NoKasaTtesia CUibl BOMU 1 3aBUCMMOCTbIO OT
KOMMNbIOTEPHbIX UrP U NHTepHeT-pecypcoB (Rs=-0,33 npu p<0,01).

MokasaHo cHuXeHne npodeccroHanbHON MoTMBaLMKn npu Gopmupo-
BaHWUM KoMMbtoTepHo 3aBucumoctn (Rs=-0,23 npu p<0,05) BCneacTeue
YAOBNETBOPEHVA NoNb3oBaTeNAMM NoTpebHOCTN B camopeanv3aumm n ca-
MOBbIPa)KeHN B BUPTYasIbHOM MUpE.

UcTouHuK prHaHCcMpoBaHUA

B paboty BKlOUYEHbl pe3ynbTaThl, MOMyYEHHbIE MPY BbIMONHEHUN UC-
CnefjoBaHUii, MPOBOAMMBIX B pamKax foroBopa ¢ MuHuctepctBom obpa-
30BaHuA Pecny6nuku Benapycb (goroBop N2 15-3088 ot 16 mapTa 2015 r.).
Ha 6a3e kadpenpbl UMud BIYUP r. MuHck. Tema HUP: «Pa3paboTtka HayuHo-
MeTOANYECKOro 06ecrneyeHns cMcTemMbl MEPOMNPUATUIA MO MOBbLILIEHNIO VH-
dopmaLmoHHo 6e3onacHoCcTN obyyatoLMXCsA NpU BO3AeNCTBUM GaKTopoB

aFDECCVIBHOVI meaunacpenbi».

KoHnuKT nHTepecoB. ABTOp 3asB/AeT 06 OTCYTCTBUM KOHGINKTA UH-

Tepecos.
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