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BBICOKOTO YPOBHSI CBUJETEIBCTBYET O HAJIMYMU CTYACHTOB, KOTOPBIE OTIMYAIOTCS
HECIIOCOOHOCTBIO K MPHUHATHIO UYXKOM TOUKU 3pPEHHS, OTCYTCTBHEM UYTKOCTH K
AMOLUSM JAPYTHUX JIIOACH.

B skcniepuMenTanbHOM rpymnme npeodi1anaeT CpeJHui ypOBEHb TOLEHTPU3MA.
OT0 ABISIETCS MPU3HAKOM C(HOPMHUPOBAHHOTO KOMIIOHEHTAa JMYHOCTHOM 3pEIOCTH.
[lomamass B CHUTyallMI0 PENPOAYKTUBHOIO HE3JOPOBbS, CTYACHTbl HAYWHAIOT
Pa3MBIIUISATH O COOCTBEHHOMU KU3HU, TEM CaMbIM PUOOPETATh IMYHOCTHYIO 3PEIO0CTb.
Cpennuil ypoBeHb 3TOLIEHTPU3MA SBIISIETCA HAauOOJee aJalTUBHBIM U XapaKTepU3yeT
OO0JIBIIIYIO YaCcTh SKCIIEPUMEHTAILHOM TPYIIBI CTYIEHTOB KakK JIOZACH, CIIOCOOHBIX K
0amaHCy MeXIy 4y KUMH MOTPEOHOCTAMU U COOCTBEHHBIMHU.

BriBoabI

B pe3synpraTe NpPOBENEHHOIO TEOPETHKO-METOJOJOTMYECKOTO  aHalIu3a
npobsiemMa pernpoayKTUBHBIX YCTAHOBOK Y CTYJICHTOB aKTyajbHa.

YPOBEHB 3rolEHTpU3MA BIMSET HAa COCTOSHUE PENPOAYKTHUBHOTO 30POBBS.
[Ipu HapylIeHnN PenpoayKTUBHOTO 3/10pOBbs UMEET MECTO 00JIee BHICOKUN YPOBEHb
JMYHOCTHOM 3pENIOCTH, 10 CPABHEHUIO CO 3OPOBBEM, UTO CBSI3aHO C OOBEKTHUBHBIM
B3IJISIIOM Ha CJIOKMBIIYIOCS CUTYallMIO, JIOTHYECKOW 0OpaOOTKM MOIy4YeHHOU
nH(}OpMAIUU 1 B3BEIICHHBIM PEIICHUSIM IIPU CTOJIKHOBEHUH C CUTYyaIUEei HapyIIeHUS
PENpPOIYKTUBHOIO 3/10pOBbs. B cHTyauun penpoayKTHUBHOTO 3J0POBbS OTMEYAETCS
TEHJEHIUs OpaTh OTBETCTBEHHOCTh 3a CBOIO JKM3Hb Yy 3JI0POBBIX CTYAEHTOB IIO
CPaBHEHUIO CO CTYJIEHTaMHU, UMEIOIIMMH HapyIIEHHs B PENIPOTYKTUBHOM cepe.

Cnucok aureparypsl:

1. KoBanmbuyk O. B. PenpoaykTuBHBIE YCTAaHOBKHM MOJOJOM (CTYAEHYECKONN)
cembu / O.B. KoBanmbuyk, H.B. Jlazypenko // Nomothetika: ®unocodus. Connonorus.
[TpaBo. — 2018. — T.43. — Ne 2. — C. 192-205.

2. HazapoBa U. b. PenponykTuBHBIE yCTAaHOBKU CTYJCHUECKOW MOJIOJCHKHU:
IICHHOCTHBIN acrekT (0030p smmupuyeckux uccienosanuii) / 1N.b. Hazaposa, M.II.
3encuckas // Becrnuk Poccuiickoro yHmBepcuTeTa Apy:KObI HapomoB. Cepus:
Cornmonorusi. — 2017. — Ne 4. — C. 824-827.

3. HazapoBa U. b. bpak, cembsi, oOydeHHe: yCTAaHOBKM W TPEICTABIICHUS
cryaenroB / W.b. Hazaposa, M.II. 3enenckas // Conpoaornueckue NcCiie0BaHus. —
2019. — Ne 7. — C. 78-89.

4. TTonkoB B. M. Ilcuxonorudyeckue NpeaAUKTOPbI pENPOAYKTUBHBIX YCTAHOBOK
y cTyjaeHToB MemuiuHckoro By3a / B. M. IlonkoB // CaparoBckuii Hay4HO-
MeauiuHCKui xxypHan. — 2017, — T.13. — C. 449-451.

5. PocroBckas T. K. Bpauno-cemelinbie OTHOIIIEHHSI COBPEMEHHOW MOJIOIEKH /
T. K. PoctoBckas, 5. B. Illumanosckast // Nomothetika: ®unocodus. Cormosnorusi.
[TpaBo. — 2017. — Ne 3(252). — C. 10-14.

VJIK 159.9:616.

CemenkoBa E.B. OasmBanr O.10.

571



VI Mesicoynapoonas (76 Beepoccutickas) HayuHO-npakmuieckas KOH@epeHyus.
«AxmyanvHbie 60NPOCHL COBPEMEHHOU MEOUYUHCKOU HAYKU U 30PAB0OXPAHEHUS)

OCOBEHHOCTH MOTHUBAIITMOHHO — MTOTPEFHOCTHOM C®EPHI
JIOJEN C KOMIIBIOTEPHO - UTPOBOM 3ABUCUMOCTbIO
Kadenpa kiuHnueckor NCUXOIOTUU U TIEAarOrMKU
YpanbCkuil TOCyJapCTBEHHBIA MEJUIIUHCKUN YHUBEPCUTET
ExatepunOypr, Poccutickas ®eneparus

Semenkova E.V. Olshvang O.Yu.
FEATURES OF THE MOTIVATION AND NEEDS IN PEOPLE WITH
COMPUTER GAME ADDICTION
Department of Clinical Psychology and Pedagogy
Ural State Medical University
Yekaterinburg, Russian Federation

E-mail: Izverner@gmail.com

AnHoramusi. B cratee paccmarpuBaercs mpobiieMa  (pOpMHUPOBAHUS
KOMHL}OTepHO-I/II‘pOBOﬁ 3dBUCHUMOCTH Y IIOAPACTAIOIICIO ITOKOJICHHA. BI:II[CJICHI)I
XApPaKTCPHBIC IIPU3HAKHK 3aBHCHMbLIX OT KOMIIBIOTCPHBIX HID, 0COOCHHOCTH HX
MOTHBaLMOHHO-TIOTPEOHOCTHOH cephl. [Ipoananu3upoBanbl 3Tanbl (HOPMUPOBAHUS
I/IFPOBOI>'I 3aBUCUMOCTH. OTMEUYEHBI TaK)KE MOJIOKUTEIbHEIE CBOMCTBA KOMIIBIOTCPHBIX
Hrp.

Annotation. The article deals with the problem of the formation of computer
game addiction in adolescents. The typical features of addicted people and the
peculiarities of their motivation and needs are highlighted. The stages of the formation
of game addiction are considered. The positive properties of computer games are also
noted.

KaroueBble cJIoBa: AIOUKIINH, KOMIIBIOTCpHAA 3aBUCUMOCTD, HI'PBI,
ITOJIPOCTKOBBIN BO3PACT.

Key words: addictions, computer addiction, games, adolescence.

Introduction

The study of the problem of computer game addiction of people in Russia is of
great importance. Recently, computer games and inept use of social networks have a
negative impact on the development of the personality of any person. A massive
amount of information (important or unimportant), the spread of computer games and
social networks has a great impact on the upbringing and development of modern
people, zombifying children who stop thinking creatively and think according to a
template [2].

Now in our society, the computer and the Internet play a huge role and are part
of life in various activities such as study, work, communication and entertainment. The
Internet space is becoming an integral factor in the formation of the personality of a
modern teenager. Since then, when everyone got access to a computer and the Internet,
the consequences of the influence on children and adolescents of the Internet have
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become a topical issue for reasoning about the safety of the younger generation. In the
age of global computerization, the task has arisen to teach the modern adolescent about
the safety of the Internet and the culture of communication with modern technical
means [5].

Currently, the number of adolescents who understand computers and are able to
use various software, as well as to play computer games, is increasing every time.
Despite the positive aspects of computerization, it is necessary to note the negative
consequences of this process, which affect the social and psychological health of
adolescents. Computer addiction becomes a negative factor in this phenomenon.
Experts classify this bad habit as a kind of emotional "addiction™ caused by technical
means [1].

The aim of the research —is to review modern articles about the characteristics
of the motivation and needs in people with computer game addiction.

Materials and methods research

The key research method is the analysis of scientific literature used in the review.

The problem of computer addiction was studied by such scientists as K. Young,
I. Goldberg, D. Greenfield, D. Hoffman, T. Novak, A. E. Zhichkina, V. A. Loskutova,
O. N. Arestova, Yu. D Babaeva, A. E. Voiskunsky, D. Grossman, M. S. Ivanov, M.
Lord, K. Roe, S. A. Shapkin, etc.

Addictive behavior is a form of deviant behavior, with the presence of a desire
to escape from reality by artificially changing one's mental state, carried out through
the abuse of various substances (smoking, alcohol, drugs) or by constantly fixing
attention on certain activities aimed at developing and maintaining intense emotions

[1].

The question of computer game addiction in Russia is at the state level. In July
2018, the World Health Organization (WHO) officially added video game addiction to
the list of diseases and disorders. Video game addiction was included in the eleventh
edition of the International Classification of Diseases (ICD-11) [4].

Very often in the media one can hear information about offenses committed by
people who are addicted to computer games, about diseases and problems associated
with this type of addiction. This problem has appeared relatively recently and therefore
its study is still ongoing, but at the moment it is possible to identify some reasons for
the emergence and development of computer game addiction and to form a certain idea
of its consequences [10].

In the psychoanalytic approach, there is a hypothesis that the reason for the
formation of a tendency to addictive behavior may be the child's break with a
significant object experienced at an early age, which was accompanied by intolerable
feelings of fear, guilt and envy. The individual cannot go through these experiences,
which causes a tendency to look for a way to induce in himself a feeling of connection
with the object, even if it is illusory and destructive. Thanks to this, a living emotional
contact with the object is internally experienced, and illusory feelings of omnipotence
and invulnerability, lost at the time of injury, also arise. A negative consequence of this
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behavior is the absence of real emotional contact with people in the real life of the
dependent person, which harms the harmonious development of the personality [9].

Among all types of addictive behavior, interest in computer games presents a
particular danger here, since it allows to experience simulated situations of
communication, joint activity, movement towards common goals in forms that
accurately recreate reality. Thus, the need for contact can be felt as satisfied, which is
not true. In addition, it should be borne in mind that the anonymity of the virtual
environment allows players to create a kind of "false identity" for themselves,
therefore, it is impossible to consider contact between characters as full-fledged even
In team network games [9].

The ability to change one's socio-psychological characteristics while staying in
the game space is another important motivator pushing many players towards the
screen. L.N. Yurieva and T. Yu.Balbot note that the virtual environment becomes
attractive for many who seek to escape from reality due to a number of characteristics
that cannot be found in life: the ability to embody their fantasies about themselves
without restrictions and the need for hard work, the ability to spy on other people’s
actions and experiences, as well as present their own, and in a controlled and safe form

[9].

In this case, the consequences can be both negative and positive for the psyche
of gamers. Among the negative ones, one can name the development of a certain
immorality, an increase in tolerance for lies and antisocial behavior, as well as an
increase in aggressiveness noted by many authors, reaching the level of "disposition to
kill" among gamers in childhood and adulthood. Some researchers attribute the
possibility of a person to study his identity to the positive aspects of mastering the
virtual environment, due to which the gamer becomes aware of his true needs and even
personal growth [9].

A positive influence can also be attributed to the fact that a person briefly goes
into the "virtual™ world to relax, relieve stress, release tension. In pathological cases, a
person displaces the pyramid of needs into the "virtual” world — that is, he leaves the
game for a while in order to satisfy physiological needs, and everything else is realized
in the "virtual” world. Of course, this entails a number of serious problems in the
development of the personality, in the formation of self-awareness and self-esteem, as
well as in the higher spheres of the personality structure [8].

The main risk group for Internet addiction, according to researchers, is
represented by young people. This opinion also coincides with the well-known
literature data that adolescence and young adults are the most sensitive age periods for
the emergence of addictions [3].

In particular, young people can lose their "ego", due to little life experience and
little protection from the incoming surplus of new information, including computer
games. Computer game addiction can quickly lead to personality degradation, loss of
social communication skills. The young person becomes not adapted to social life and
effective functioning in society. All thoughts and desires of the dependent individual
come only to how to satisfy their main need — immersion in the game process. These

574



VI Mesicoynapoonas (76 Beepoccutickas) HayuHO-npakmuieckas KOH@epeHyus.
«AxmyanvHbie 60NPOCHL COBPEMEHHOU MEOUYUHCKOU HAYKU U 30PAB0OXPAHEHUS)

facts indicate the need for a thorough study of the psychology of computer addiction
among young people, the peculiarities of its manifestation, factors of occurrence and
dynamics of development [7].

The use of the Internet leads to the "autization™ of the individual, and even to the
formation of addiction. Those inclined to Internet activity have communication
problems, low self-esteem, fear of failure, problems in the motivational and value-
semantic spheres [6].

Many adolescents who are addicted to computer games are those who do not
adapt well to life in society, they have problems in school, parent-child relationships
and communication with peers. Based on the fact that the game world takes on a major
role in their lives, they become irritated when they are not able to enter the game.

If we talk about normal people who enjoy computer games a little, that is, about
the normal satisfaction of the cognitive need, the need for a game, which everyone has
since childhood. Only those who are unable to function in society, individuals who
inadequately assess themselves, try to escape reality, accepting someone else's role.
Since high anxiety is a criterion for maladjustment, it can be assumed that dependent
adolescents are initially anxious, that is, they have this psychological feature before the
beginning of the formation of addiction to them [7].

If a teenager spends a lot of time in the virtual world, then over time he needs to
increase the dose, that is, the time spent at the computer. From the point of view of
everyday psychology, this problem is a serious illness that takes place in several stages.
The first stage is curiosity, the second stage is involvement, and the third stage appears
to be absolute addiction. With complete addiction, gamers experience a constant need
for the game, but, at the same time, cannot completely satisfy it [11].

Psychological characteristics of Internet addicts are as follows: high personal
anxiety, a tendency to depression, high indicators of aggressiveness, low indicators of
willpower, motivation to avoid failures, increased excitability, reduced ability to
organize, emotional instability, greater shyness in behavior and interpersonal contacts,
severity of accentuations, decreased social and emotional intelligence, hostility, low
self-control, tendency to compete, dominant and aggressive style of interpersonal
relationships, consumptive motivational structure, with predominant motives of
comfort and maintenance of life, the presence of infantile traits in the hierarchy of
psychological defenses, a tendency to psycho-emotional rigidity, a decrease in
indicators of general and non-verbal intellectual development, a low feeling of
“fullness of life” and dissatisfaction with it, lack of planning, high family value. The
structure of identity of Internet addicted users is characterized by the desire to get rid
of the "oppression™ of the surrounding social environment and the need for emotional
support [6].

American psychologist M. Griffiths identifies four stages in the formation of
psychological addiction to computer games:

1. Stage of easy infatuation. Children, adolescents and even adults, having
played a high-quality computer game, where graphics, sound and imitation of life are
so real, become even more interested in it. Many people try to realize their certain
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idealized dreams in computer games. A person, without realizing himself, feels the
need for a role. He begins to get pleasure, which is accompanied by positive feelings.
Human nature, as we all know, tries to reproduce those moments that give pleasure. As
a result, a person begins to purposefully play computer games.

2. Stage of enthusiasm. The essence of this stage is that during the transition to
this stage, new needs appear in the hierarchy — only computer games. The structural
components of needs depend on the subjective and psychological characteristics of the
individual. In a word, the personality at this stage is determined by the motivations and
needs to escape from reality. At the stage of enthusiasm, the player experiences
withdrawal symptoms, emotional distress, infirmity and nervousness.

3. Stage of addiction. At this stage, a person is completely addicted to computer
games. At this stage, the player cannot satisfy his needs, even if he has the ability to
satisfy them. There are fundamental modifications in the value-semantic self-
assessment and self-awareness of the player's personality. Computer addiction can be
social and individual. A player in a socialized form of addiction is in contact with
society, i.e. these are the players who play together using a computer network. Their
motivation to play games contains a competitive basis. In a socialized form, the players
do not maladjust, and their social environment does not allow to completely escape to
the virtual world.

4. Stage of attachment. At this stage, a decline in activity occurs. A person can
simultaneously be away from the computer and be dependent on the computer. This
stage seems to be the longest. A person can get stuck on the attachment stage in
adulthood. There is a short-term increase in computer game addiction, if a new game
appears, but after the game is over the strength of addiction returns again [11].

The main measures to prevent the development of computer game addiction in
young people are identified: informing about the need for self-limitation and control of
a gaming session; developing skills in planning your free time, filling it with other
types of leisure; offering an alternative pastime, argumentation in favor of other types
of leisure activities; carrying out preventive measures among young people in
educational institutions, the Internet, the media [7].

Conclusion

Thus, the problem of computer game addiction is relevant in our time. Coming
to computer games, modern adolescents want to solve a number of psychological
problems:

- Overcoming stress from unsatisfied environmental influences;

- Escapism, that is, escape from reality due to the traumatic experience of loss of
contact with a significant object formed in childhood, which makes any “live” contact
in the present painful for a dependent person;

- Compensation for the impossibility of realizing in reality one’s ideal ideas
about the world and oneself with the help of virtual space.

Running away from the problems of the real world into the virtual one, a person
tries to detach himself from the world by immersing himself in the gameplay or social
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networks. And children and adolescents are the first to fall under this influence, who
easily get to other people's influence and have not fully formed as individuals.

It should also be noted that a professional analysis of the deep needs that underlie
the appeal of adults and children to gaming activities can become a significant factor
for the correction of computer game addiction.

We believe that at the level of playing games in order to relieve stress, rest from
work, computer games cannot harm a healthy person. If through play a person learns
new things, broadens his horizons, develops creative abilities, this is good.

The main thing is to fix in time the moment when interest begins to develop into
dependence and to take action.
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AHHoOTauuMs. B crarbe paccMOTpPEHBl acCHeKThl CTPECCOYCTOMYMBOCTH Y
mKoIbHUKOB (9-11 kimaccoB) u cryaeHToB (3 Kypca) B mporiecce o0ydeHus. Y 4eOHbIi
mpoiiecc, Kak B IIKoje, Tak U B BY3e mins oOydaronuxcst sBJISETCS CTPECCOBOM
cutyauued. CTpecc SBIAETCS NPUUYMHOM BCAKOTO JECTPYKTUBHOTO COCTOSTHUSA
JUYHOCTH TIKOJIbHUKA M CTYACHTa, MO3TOMY HEOOXOIMMO H3y4aThb OCOOEHHOCTH U
CTCIICHb BBIPAKCHHOCTH CTPECCOBLIX pCaKLII/Iﬁ B JaHHBIX TIpyIlmnax ¢ MOeJblO
CBOCBPCMCHHOI'O OKa3aHHA UM IICUXOJIOTHYECKON IIOMOIIINA.

Annotation. The article examines the aspects of stress resistance in
schoolchildren (grades 9-11) and students (3 courses) in the learning process. The
educational process, both at school and at the university, is a stressful situation for
students. Stress is the cause of any destructive state of the personality of a schoolchild
and a student, therefore, it is necessary to study the characteristics and severity of stress
reactions in these groups in order to provide them with psychological assistance in a
timely manner.

KiarueBble cjioBa: CTpecc, CTPECCOYCTOMYMBOCTD, LIKOJIBHUKH, CTYACHTHI,
ajarnTarys.

Key words: stress, stress tolerance, schoolchildren, students, adaptation.
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