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BCTYII

AKTYyaJbHICTh. IrpoBa MISUIBHICT € TPAAUIIIHHOW 00JIaCTIO JTOCTIIKEHHS B
GaraThox HayKax. Tak, Bizomi koHrenmii kynsryposoris M. Xeisinru i P. Kaitya,
ncuxotepaneBra E. bepna, maremaruuna teopis irop JIx. ¢on HeiimaHa.
Knacuuni nociimkenns autsadoi rpu nposeneHi B ncuxodorii (JI. C. Burorcekuid,
XK. ITiaxe, 1. b. Eapkonin, A. B. 3amopoxens, M. 1. Jlicina Ta in). Bee Oibii
MOMITHUMH CTalOTh JOCII/DKCHHS TPU B YMOBaX 3aCTOCYBaHHS 1H(pOpMaIliiHUX
texHoJorii (IT), To6To koMIT'IoTepiB 1 [HTEpHETY.

TpaauiiiiHo, BiIeoirpy Hajie)Kajau 40JIOBIYOMY JIOMEHY. MOXKJIUBICTh T'paTH,
B3a€EMOMISATH 1 KOHKYpPYBaTH 3 IHIIMMU TPAaBISIMH € TOJOBHOIO BH3HAYHOIO
naM'aTKOIO JJiIsi BCIX TeWMepiB, aje € MOAIOHOCTI Ta BIAMIHHOCTI B THIax
B3a€EMOJIIN y YOJIOBIKA 1 JKIHKM: HANpHUKIAJ, B ITPOBUX IepeBarax Ta IrpoBHX
MOJIEJISIX YOJIOBIKIB 1 KIHOK, y POJISIX TPaBIiB Ta TPUBAJIOCTI I'PH Ta iH.

AKTyaJIbHICTh POOOTH TOJSATAE y TiM, IO TEHACPHUN acCHeKT IOCIIIKEH
HEJI0CTATHbHO, JaH1 CYNEpPEeWInBl Ta PO3PI3HEHI, ITPHU MOCTIHHO OHOBIIIOIOTHCS, IO
noTpedye i OHOBJICHHSI TOCHIIPKEHb 10 TeMI.

Meta pocaigxennsi. TeopeTUYHO JOCTIIUTH TEHACPHI Ta 1HAMBITyalIbHO-
MICUXOJIOT1YH1 OCOOJIMBOCTI OHJIAHH TPaBIIiB.

3aBIaHHA T0CTiIKEHHS.

1. TlpoBecTH Ol OCHOBHUX TEOPETUUYHHUX MiIXO/IB B paMKax IMCUXOJOT14HOI

HAyKH JI0 BUBYCHHS OCOOJIMBOCTEH OHJIAIH rpaBIliB.

2. BusiBuTH 3araibHi 1 1HAUBIIYaIbHO-TICUXOJIOTIYHI XapaKTepPUCTUKU OHJIAH

TPaBIIiB.

3. IIpoananizyBaTu 0COOIMBOCTI T€HIEPHOTO aCMEeKTy OHJIAlH TPaBIIiB.
006’exTOM JaHOTO JOCJIIIPKEHHS! BUCTYIIA€ OCOOMCTICTD JIFOIMHHU.

IlpeaMeTroM faHOTO JOCHIKEHHS € TEHACPHI Ta I1HIWUBIAyaJIbHO-

MICUXOJIOT1YH1 OCOOJIMBOCTI OHJIAMHOBOT IrPOBOI JISIIBHOCTI.



MeToau T0CTiTKeHHA
B po0oTi BUKOPHCTOBYETHCS CHCTEMa METOIB Ta MPOIEAYP Il OTPUMAHHS

JIaHUX, 1110 BKJIFOYAE:

TEOPETUYHUN OTJISIA JITepaTypu 3 00paHOi MPOOIEeMaTUKH;
- TICHUXOJIOTO-A1arHOCTUYHE JOCHIHPKEHHS 3 BUKOPUCTaHHSM KOHKPETHHX

METOJTUK:.

VY nocnikeHH1 BUKOPUCTaH1 METOUKH:

1. «OcobucTicHi hakTOpH NPUAHATTS piteHby (JIOP-25);
2. «TecT-onuTyBaJIbHUK Cy0'€KTHUBHOI JIOKaJI3a1lii KOHTPOJIIOY;
3. Meronuka «KopoTkuit BapianT CHHCKy OCOOHCTICHUX YIOA00aHBY» A.

EnBapnca (Kopotkuii BapianT onutyBainbHuka ExqBapsca).

- METOJY MaTeMaTU4YHOI CTATUCTHUKHU:

byB BuKopucTaHuN HemapameTpuuecKuid Kkputepii ManHa-YiTHl 118
aHaJ1i3y ABOX 1 OUIbIIe BUOIPOK.

O6poOka maHuX 3IMCHIOBANACS 3a JIONMOMOTOK KOMIT IOTEPHUX Mporpam
Microsoft Excel Ta IBM SPSS Statistics.

Emmipuyne gocnipkeHHsT TPOBOIUIIOCS B MEpexi [HTepHET 3a 10moMororo
Google Forms.

Eranu pocaimkenns. Opranizaiiis JOCTIDKEHHS CKJIagaiach 3 3 eTamiB:
METO0J0TTYHOI0, TICUXOA1arHOCTUYHOTO, aHAJIITHYHOTO.

ba3a pociaixxeHHns:

3 66 oci0, sKi B3sUIM y4acTh B TeCTyBaHH1 OyJM BiaiOpaHi 37 0ci0 40JI0B1UO1
ctati Ta 12 oci0 kiHOYO1 CTaTli 3 YMOBHOI 3aJIeKHICTIO BiJ IHTepHeTy (BiKOBUM
posnoaia — Bia 15 go 30 pokis).

IpakTuuHa 3HaunMicTh. OjepkaHi B AUIUIOMHIA POOOTI JaHHI MOXKHO
BUKOPUCTOBYBAaTH B pOOOTI MPAKTUYHUX TMCUXOJIOTIB MiJ] 4Yac KOHCYJIbTYBaHHS Ta
MIPOBEICHHS TICUXOKOPEKIIIHOI poOOTH.

Crtpykrypa podoru. Hama gurnomHa po0oTa CKIIaJaeThCcs 31 BCTyIy, 2
PO3IiTiB, BUCHOBKIB Ta CIHCKY BHUKOPUCTAHUX jpkepen (62). 3aranbHuii oOcsr

pobotu — 47 CTOPIHOK. Pob6ota MICTHTB 9 TaOJIUIIb.
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BUCHOBKU

1. Bupimyroun mnepume 3aBAaHHS JOCTIIKEHHS, MU PO3IVIAHYJIH
TEOpPeTHYHI MIAXO0AH [0 AOCHIIKEHHS IHIMBIAYaJbHO-NICUXOJOTIYHUX Ta
reHJePHUX XapaKTePUCTUK OHJIAMH rpaBIiB.

AHaNi3yl0ul TEOPETUYHHUI Martepian Mo 3asBieHiNd MpoOiieMaTHIl, MOXHa
BUJIUVIUTU HACTYIIHI OCHOBHI MOMEHTH, IO TIJATBEP/KYIOTh aKTYyaJIbHICTh
MOJAJIBIIIOT0 EMITIPUYHOTO JOCITIIKCHHS:

[lo mepme — ue posnoBctomkeHHs [T y Hamomy XuTTi, MaOyTh Ha
CHOT'OJIHIIIHIN JIeHb CKJIAJIHO, HABITh YSABUTH CBOE KHUTTSA 0€3 BCECBITHBOI MEpEexKi
(InerepHeHTYy).

[To apyre — 11e WBUAKO 3apOOUBIIHI MOMYJISIPHICTH Ta HE3a0APOM CTAIOUHIA
OniMITINCBKOI0 AUCHUILIIHOK KIOEpCIIOPT, Majo IOCHIIKYBaHUU Ta BIAKPUTUN
IUI HAYYHOI IIPAKTUKU.

Ilo Tpere — me, OGe3nocepeqHbO, JIAKYHH B JIOCHIDKEHHSX TE€HICPHUX
0COOJIMBOCTEN Yy JJaH1i MpOoOIeMaTHIIL.

2. Bupiumryoun apyre 3aBIaHHs T0CHiIKeHHSI MU BUSIBIJIU 3araJibHi
Ta IHAUBIAYAJbHO-TIICUXOJIOTIYHI XaPAKTEePUCTUKH OHJIAH rPaBLiB.

byno BcTaHOBIIEHO, 110!

B xomi mochimkenns mkana CaMOMi3HAHHS HE MPOSBWIACA SK 3HAUYIIA.
MoOXIMBO, TYT CHOCTEPIraeTbCs PO3ODLKHICTH MDK  CaMOITI3HAHHSM  SIK
MICUXOJIOTIYHUM KOHCTPYKTOM 1 MOOYTOBUM a00 MPUKIATHUM HOTr0 pO3yMIiHHSM,
MOB'A3aHUM HIBUIIE 3 CAMOOLIHKOI B IrpoBux curyauisx. [lapamerp Ilouyrrsa
MIPOBUHHU TaKO>K BUSBHUBCS HE3HAUMM JUIsl TeHIMEPIB, 10 MOXKE OYTH MOSCHEHO:

1) po3yMiHHSIM TOTO, 110 Tpa — I1€ HE PEeaNbHICTh, TAK IO

2) HaBITh Yy pa3l BUCOKOArpPECHBHUX KOMI'IOTEPHUX 1rop reiimep Bijgaae cooi
3BIT y TOMY, IO CYTIEPHUK — HE OB HIXK BIpTyalIbHUH, 1 HAPEIITI,

3) sAKwmo iHmMI reiiMep 1 Biguye oOpasy, TO 3yCTpid 3 HUM Yy peallbHOMY
KUTTI HABPAJ 4K BIAOYIEThCS — CIpPalbOBYE €(EeKT aHOHIMHOCTI, KM HEP1IKO

B1/I3HAYa€ThCS (haxiBISIMHU.
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KpiMm Toro, nns reiiMepiB He BHSBWINCA 3HAUYIIMMU TakKi IIKald, SK
AptoHomisi, Camomni3zHaHHs, Bimguyrts npoBuHHM, ArpecuBHICTh. (OcTaHHE
0COOJIMBO CYTT€BO: HA 3HAYMMOCTI LILOTO TapamMerpa JJjisi Y4aCHHUKIB ITPOBOIO
MPOIIECY HAIMOJSATAIOTh 0araTo HECHEIaNiCTIB 1 YacTKOBO (paxiBIlIB, TaK IO
NUTAHHS TIPO HIOMTO MIABUINEHY AarpeCMBHOCTh TE€UMEpPIB € MPUHIMUIIOBO
BaxxmmBUM. Cylepeuku, MpaBlaa, BEAYTbCA CTOCOBHO [0 OLIbII MOJOJIOTO
MOKOJIIHHS TeiMepiB; 010 TOPOCIIUX, K BXXE 3a3HAYANIOCs, eMIIPUYHI JIaHl JyKe
0OMEIKEHI.

Takox reiimepu TeMOHCTPYIOTh OJHOYACHO BEJIMKY PaIliOHATBHICTD 1 OLTBIIT
BHUCOKY TOTOBHICTh JI0 PH3UKY IMOPIBHSHO 3 HErelMepamu, IO, MOKJIHMBO,
BiJI0Opa)kae aBaHTIOPHICTH CIOKETIB KOMITFOTEPHUX 1rOp, JUISl JOCSTHEHHS YCIIXY
B SIKMX HOTPIOHO PU3MKYBATH, MPOTE MOEAHYBATH 1€ 3 paliOHAIBHUMHU (hopMaMu
noBeiHKU. [Ipu 11boMy refiMepu OUTBHIIOK MIPOKO CXHJIBHI JI0 3KCTEPHAIBLHOIO
KOHTPOJIIO, HDK /0 IHTEPHAIbHOIO, IO MOXHA IMOSCHUTH YITKOI 3aJaHHOCTBIO
CIOKETHHUX JIHIN, B SIKMX 3a3JaJieri/ib JlaHa 1 B MEBHIA Mipi (iKCOBaHA CTYIiHb
MpaBWIBHOCTI ik reiimepiB. I[lopsg 3 BUSBIECHOI Y TeiiMEpiB BHCOKOIO
MOTHBAIII€I0 TOCSTHEHHS 3HAMILIOB MPOSB 1 IHIINM eQeKT: AJi1 YaCTMHU reiiMepiB
yCIiX y Tpi HE € MPIOpUTETOM, MabyTh, y TAKUX BUMAJAKaX MPOIEC TPH BUKOHYE
pekpearntiiny gyskiio. [luM MOXHA TIOSICHUTH BIJACYTHICTH y TeldMepiB
CXHJIBHOCTI JI0 TIOPSIZIKY.

3. Bupimywoun Tpere 3aBJaHHS, MU NMPOAHAJI3yBaJIM 0COOJMBOCTI
TreHePHOT0 ACTEKTY OHJIAWH rpaBUiB.

byno BusiBneHo:

o 3a mkanoro MoTuBalist TOCITHEHHS MOMIYEHI 3HaUyIlll BIAMIHHOCTI MIX
yosoBikamu (7.647) 1 xxinkamu (8.242), npu npoMy reiiMepu >KiHO4O01 CTaTl MalOTh
O1IBIII BUCOKY MOTHBAIlIIO JIOCATHEHHS, HIK 4YOJOBIKU. JlaHui dakT Moxe OyTu
NOB'I3aHUN 3 OUIBII BHCOKUM Oa)KaHHSM JOCATTH 3HAYUMOTO pPE3yJIbTaTy,
HAIIUICHICTIO Ha JIOCATHEHHS y TPaBIIiB-KIHOK, HEOOX1THICTIO JOBECTH YOJIOBIKaM
CBOIO CIIPOMOKHICTh. 3a MmKajoro CaMOMi3HAaHHS TaKOXX BHUSBIICHI 3HAYYII

BIIMIHHOCTI MK 4YojoBikamu (8.902) 1 xinkamu (7.855), omHak Ha BiAMIHY BiJl
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MOTHBAIII] JOCATHEHHS TPAaBII-YOJIOBIKA BiJ3HAUMIM OLIBII BHCOKHH pIBEHb
CaMOITI3HAHHSI, HIXK KIHKA. MOXJIUBO, 1€l (akT MOB'sI3aHUi 3 TUM, 110 TeiMepu
Y0JIOBIYOi CTaTl BOJIIFOTH OUIBIIOK Mipoto Ipatu B irpu tumy PIII, skum BracTusi
€JIEMEHTH CaMOTIi3HaHHS. BUSABICHO BIIMIHHOCTI MDK TpymamMH 3a IIKaJIOIO
ArpecuBHICTh: 40JIOBIKU (6.359) MarTh OUIbII BHUCOKMH TOKa3HUK 3a JIaHOIO
mKanoro, HiK kiHKU (5.500), mo Moxke OyTH TOB'S3aHO 3 THM, IO YOJIOBIKU
O1IBIIIO0 MIPOIO BOJIIIOTH ITPH 3 arPECUBHUM KOHTEKCTOM, HIXK KIHKH.

Takox, 3a aHami3oM METOAMKOU <« TecT-onmuTyBadbHUK CYO'€KTHBHOI
JoKaJTi3alii KOHTPOJIO» BHUJIHO, L0 JJIA YOJOBIUOI BHOIPKM CEpenHIN CyMapHHii
Oan 3a mkanor Jlokyc-kouTpono ckiaB 14.076 (cranmapthe BigxuieHHsS 4.251),
JUTSL TOCHIKyBaHOi Hamu BHOIpkH kiHOK — 13.919 (crampmapTtHe BigXWUIIEHHS
4.384).

I3 11bOr0 MOYKHA YKJIACTH, II0 YOJIOBIKU JEIIO OLIBIION MIPOIO, HIXK KIHKH,
CXWJIBbHI JI0 3KCTEPHAILHOMY KOHTPOJ0. MOXJIMBO, II€ TOB'SA3aHO 3 THM, IO
ITPOBUI KOHTEKCT Mepeadadae >KOPCTKO MPOMHUCAHUA alrOpuTM TPH, 3 YacoM
YITKO NPONUCAHUMU MPABUIBHUMU 1 HENPaBUIBHUMHU BaplaHTaMU BHUPIIIEHHS
irpoBUx 3aBAaHb. [Ipu BUAMMINA PiI3HOMAHITHOCTI CHOCOOIB IrPOBOi TMOBEMIHKU
YUCJIO «CTYIEHIB CBOOOJW» JUIsl TE€HMEpIB ICTOTHO MOCTYMAEThCS BaplaTUBHOCTI
MOBEAIHKU B peasibHOMY KUTTI. [lofi0He 3BYyKeHHsI BapiaTUBHOCTI MOBEIIHKH Ja€
J0JJaTKOBI IIIaHCH Ha YCHIX €KCTepHAJIaM.

[ToganpiuM  HAPSIMKOM  JTOCHI/KEHHS TICUXOJIOTIYHUX  OCOOJIMBOCTEMN
JOpOCIMX  TelMepiB B KOHTEKCTI  HANpsSMKy  BHBYEHHS  JiSTILHOCTI,
onocepeakoBanoi IT, Moxe cTaTu riaumboka po3poOKa JaHOI TEMAaTUKH B paMKax
EMIIIPUYHUX 3HaHb, JOIUIbHE TPOBEICHHS HOBOTO IHMKIY JOCTIIKEHb, IO

JI03BOJISIIOTH PO3IIMPHUTH 1 J€TaNI3yBaTH BUCHOBKH.
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