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AHOTATIISA

JleonoBuu M.I". Oco0auBOCTI BUOOPY KOMIT FOTEPHUX 1TOP JOPOCIUMH.

VY kBanmiikamiitHiit po60Ti BUBYAIOTHCS OCOOIMBOCTI BIUTMBY I1/ICB1IOMHUX CTPaxiB
Ha BHUOIp KOMIT'IOTEPHOI I'pHU Cepel TPyHu TOPOCIHUX JIOACH, SKi 3 TOK YW 1HIIOO
JaCTOTO0 y BUIBHUN Yac I'ParoTh Y BiJICOITPH.

[IpoBeneno anamiz 69 miTepaTypHHX KEpeNl 3 JOCTIKYBaHOI MpoOjeMu 1
3p00JICH1 BiIMOBIAHI BUCHOBKH.

B poGoTi npencraBieHi pe3yIbTaTd BUBYCHHS BIOI00AHB TPABIIIB MO0 JKAHPIB
1rop, piBHS iXHBOI CUTYaTHUBHOI Ta OCOOMCTICHOI TPUBOYKHOCTI, CTYIIEHIO KOMIT I0T€PHOI
aJITUKITII.

ATtecrarriiina poboTa CKIaJa€eThCs 31 BCTYMY, IBOX PO3/ILI1B, BUCHOBKIB, 10JJaTKIB
Ta CIMHUCKY BUKOPUCTAHUX JIXKEpEIL. 3araibHuil 00car poOOTH ckiiagae 52 CTOPIHKY, 3 IKUX
44 cTOpPIHKU OCHOBHOTO TEKCTY; MICTUTH 6 TaOmuIh, 4 pucyHka ta 1 gogatok. Crucok
BUKOPUCTAHUX JIKEPEN MICTUTh 69 HailMEeHyBaHb.

KirouoBi cnoBa: kiOeprpabili, KOMIT IOTEpHA 3aJI€KHICTh, 1HTEPHET 3aJI€KHICTD,

KOMIT FOTEpHI ITPH, MICUXIKA.



SUMMARY

Leonovych M. G. Features of the choice of computer games by adults.

The qualification work examines the features of the influence of subconscious fears
on the choice of computer games among a group of adults who play video games with
more or less free time.

The analysis of 69 literature sources on the researched problem is carried out and
the corresponding conclusions are made.

The paper presents the results of studying the preferences of players about the
genres of games, the level of their situational and personal anxiety, the degree of computer
addiction.

Certification work consists of an introduction, two sections, conclusions,
appendices and a list of sources used. The total volume of the work is 52 pages, of which
44 pages of the main text; contains 6 tables, 4 figures and 1 appendix. The list of used
sources contains 69 names.

Keywords: cyber players, computer addiction, internet addiction, computer games,

psyche.



3MICT

10717 1 (1 2
|3 O 7/ 1 Ommuodka! 3aknaaka He onpegeieHa.
| o@ 7 1 17 U Ommoka! 3akiagka He onpeeseHa.

KOMIT'FOTEPHA TPA TA MOTUBALIIMHI BITOJIOFAHH S KIBEPTPABIIIB
Omuodka! 3akiagka He onpeeseHa.
1.1  Ocob6muBocTi 0cOOUCTOCTI KIOEPCIOPTCMEHIB B YKpaiHi Ta y CBITi......... Omuodxa!

3akiajaKa He onpeeseHa.

1.2 Knacudikariisi KOMII' IOTEPHUX ITOP 32 KAHPAMH ............... Omuodka! 3akaagka He
onpeeseHa.
1.3 Knacudixkarisi cTpaxiB, IPUINHH iX BUHUKHEHHS .............. Ommoka! 3akiagka He
onpeseseHa.

1.4 BmuiuB KOMI'IOTEPY Ha JIIOACHKY MCUXIKY Ta NMepeyMOBH (POpMyBaHHS

KOMIT FOTEPHOT 3ATIEHKHOCT L. .vveevreesnreeenrenennneennnens OmmoOka! 3akiagka He onpeneseHa.
BUCHOBKH 10 PO3IITY 1 .oovvviiiiiiiviiie e Ommuodka! 3akaaaka He onpeaeieHa.
POS3IIJI 2 .. Ommuodka! 3akaaaka He onpeaeeHa.

EMITIPUYHE JOCJHKEHHS BIUIMBY TPUBOXHOCTI HA PO3BUTOK
KOMITIOTEPHOT AJIVKIIIT TA BUBOPY KOMITIOTEPHUX ITOP

JOPOCIIUMMN........c.vviiiiiiiiiie e Omuodka! 3akiaaka He onpegeieHa.
2.1 MeTtoion0ri4yHe OOIPYHTYBAHHS JOCIIIAKEHHS «..vvevvveeereees Ommoka! 3akiagka He
onpejaeseHa.

2.2. Metonuune 3a0e3neUeHHs JOCTIDKEHHS ...... Ommuodka! 3akiaaka He onpeaeseHa.
2.3 Opraizartist JOCTIIHKCHHS .vveevvreeeirreesiireeennens Omuodka! 3akaaaka He onpeaeeHa.
2.4. Pe3ynbTaT HOCTIIKEHHS KOMIT IOTEPHUX BIO00aHb rpaBiiB Omuodka! 3akaaaka
He omnpeesieHa.

BHCHOBOK JTO POBIIITY 2..uvveeiiieiiriesieeenieeesieee s Omuodka! 3akaaaka He onpeaeeHa.
BUCHOBK ... Omuodka! 3akaaaka He onpegeeHa.
CITMCOK BUKOPUCTAHUX /I’KEPEJI........... Omuodka! 3akaaaka He onpeaeeHa.



