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AnHomayus

Bgeoenue. lludpoBble 3aBUCUMOCTY — OT BUAEOUTP, cMapT(OHA U COLMAABHBIX CETel — MOAYIUAU
3HAYUTEABHOE PACIIPOCTPAHEHME CPEAV CTYAEHTOB U CO3AAI0T MPOOAEMBI C 0O0y4YeHMEM, YTO BbI3bIBAET
00OCHOBAHHYIO TPEBOTY POAUTEAEN 1 EAATOTOB. L[eAb cTaTby — HaXOXXAEHVe AMYHOCTHBIX KOPPEASITOB
11 POBBIX 3aBUCUMOCTEN PYCCKOA3BIYHBIX CTYAEHTOB. 3aAU¥l CTaTby — BBIABAEHVE BO3BMOXKHBIX B3aMOCBS3€ll
MEXXAY 3aBUCUMOCTBIO OT BUAEOUTD, 3aBUCUMOCTBIO OT CMapT(OHA, 3aBMCUMOCTBIO OT COLIMAABHBIX CETEl,
arpecCUBHOCTBIO, TPEBOIOM, AelIpeccuel], MPOKPaCTUHALYIEl, IPOAOAXKUTEABHOCTBIO €XKeAHEBHOI UIPEI,
npobAeMamMu CO CHOM.

Mamepuarve u memoobi. OCHOBOI MCCAEAOBAHUS TIOCAY>KMAM PE3YABTATBI OHAQMH-TECTUPOBAHUS
846 ctypeHTOB. Vicoab3oBaHbl: opoCHUK ATTA 3aBMCHMOCTY OT BUAEOUTP, KOPOTKas BepCysI ONTPOCHMKA
3aBUCUMOCTH OT cMapTdoHa (aBTop B. IT. lllelHOB), OIPOCHUK 3aBUCUMOCTH OT COLIMAABHBIX CeTeil (aBTOPBI
B. IT. lennos, A. C. AeBULbIH), KOPOTKAsI BEPCUsI OIPOCHUKA IpokpacTuHauuu (aBropst B. IT. IlleitHos,
A. C. Aeuijpin), llIkaaa arpeccuBHOCTY 13 OIpocHUKa «CaMOOLIeHKa IICUXUYECKMX COCTOSHUI» . Aii3eHKa,
pycckosisbiyHasi Bepeusi [0cmuTaAbHOM LIKAABL TpeBorHu U Aenipeccun (apantanys M. A. Mopo3oBoit 1 Ap.).
Pesyrvmampt uccre0oBanus. VIcCAepAOBaHEM YCTAaHOBAEHO, YTO Y CTYAEHTOB 3aBUCUMOCTHM OT BUAEOUTP,
cMapTdOHA U COLMAABHBIX CETel TOAOXKUTEABHO CBSI3aHBI MEXKAY COOOJ U IOAOXKUTEABHO B3aVIMOCBSI3aHbI
C TaKMMM IPOOAEMHBIMY CBOJICTBAMY AMYHOCTH, KaK arpeCCUBHOCTD, TPEBOT'A, AETIPECCs], TPOKPACTUHALVIS,
a TAKKe C IIPOOAEMaMU CO CHOM U ITPOAOAKUTEAPHOCTBIO €KEAHEBHBIX BUAEOUTP. [T0Ka3aHOo, 4TO 3aBUCUMOCTD
IOHOIIIEe)I OT BUAEOUTD IPEeBbIIIaeT aHAAOIMYHYIO 3aBUCUMOCTDb A€BYIIEK, & 3aBUCUMOCTHU AeBYLIEK
OT COLIMAABHBIX CETEN M OT CMapTPOHA IPEBOCXOASAT COOTBETCTBYIOLIME 3aBUCUMOCTY I0HOIIE. Y AeBYIIEK
0O0ABILIe, YeM y IOHOLIEN, BBIPasKEHBI TPEBOXKHOCTD 1 IIPOKpACTMHALMS. PaBHBIM 00pa3oM IOHOLIN U AEBYLIKY
CTPAAAIOT OT AeNPeCcCU 1 IPoOAEM CO CHOM. BbIsIBA€HHbIE B HACTOSLIEM MICCAEAOBAHUY PE3YABTATDI UMEIOT
oIpeaeAeHHOe TeopeTnyeckoe 3HaueHne. OHM, B YaCTHOCTH, TIOKA3bIBAIOT, YTO 3aBYICYMOCTD OT BUAEOUTP,
3aBMCKMOCTD OT CMapT(hOHA 1 3aBUCHMOCTD OT COLIIAABHBIX CETeN 00PA3YIOT TPUEANHbIN KOHLIEMNT (CoCTosee
13 TPEX DAEMEHTOB €AMHCTBO), KOTOPBII MOXKHO OIPEAEAUTb KaK «IIpoOAeMHBIT KOMIAEKC 111 POBBIX
3aBMCHUMOCTEN», BKAIOYAIOINI B Ce0s 3aBUCMMOCTb OT CMapT(dOHa, 3aBIUCKMOCTb OT COLaAbHbIX CETEN
Y 3aBUCUMOCTb OT BUAEOUIDP C VX MOAOKUTEABHBIMY CBSI3SIMU MEXAY COOOI U MOAOKUTEABHBIMY
B3aMMOCBSI3SIMM C TPOOAEMHBIMM CBOVICTBAMM AMMHOCTY — arpeCCUBHOCTDIO, TPEBOXKHOCTDIO, ATIPECCHEN,
IPOKpacTMHALVEeN, a TAaKXKe C IPOOAeMaMM CO CHOM U IPOAOAXKUTEABHOCTBIO €XKEAHEBHBIX BUAEOUTP.
3akawyenue. B IpakTUYeCKOM ITAQHE ITIOAYYEHHBIE PE3YABTATHI MOTYT OBITh MCIIOAB30BAHbI B pabore
I10 TIPEAOTBPALeHNI0 (POPMUPOBAHYS Y CTYAEHTOB LipPOBBIX 3aBUCHMOCTEIL

Karwuesnpte cr0Ba: 3aBUCMOCTD OT BUAEOUTD, 3aBUCMOCTD OT CMaqu)OHa, 3aBUCUMOCTD OT COUMMAaABHBIX

ceTelt, arpeccyisi, TPEBOKHOCTD, AeMPeCcysl, IPOKPACTUHALIMS, TPOAOAXKUTEABHOCTD e)KeAHEBHBIX BUACOUTD,
HMpOOAEMBI CO CHOM, CTYAEHTBI
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Abstract

Introduction. The proliferation of digital addictions — particularly to video games, smartphones, and social
networks — among students has raised significant concerns among educators and parents due to their
detrimental impact on learning outcomes. This study examines the relationships between these digital
dependencies and psychological factors (aggression, anxiety, depression, procrastination) as well as behavioral
indicators (gaming duration, sleep disturbances) in Russian-speaking students.

Materials and Methods. The study is based on the results of online testing of 846 students. The following
were used: the APA questionnaire on video game addiction, a short version of the questionnaire on smartphone
addiction (author V. P. Sheynov), a questionnaire on social network addiction (authors V. P. Sheynov,
A. S. Devitsyn), a short version of the procrastination questionnaire (authors V. P. Sheynov, A. S. Devitsyn),
the Aggression Scale from the questionnaire "Self-Assessment of Mental States" by G. Eysenck, the Russian-
language version of the Hospital Anxiety and Depression Scale (adapted by M. A. Morozova et al.).
Results. Significant positive correlations emerged among video game, smartphone, and social media addictions.
All three showed positive associations with aggression, anxiety, depression, procrastination, sleep disturbances,
and gaming duration. Males reported higher video game addiction, while females showed greater social
media/smartphone addiction, anxiety, and procrastination. Both genders exhibited similar depression and
sleep issues. These findings support the conceptualization of a unified Problematic Digital Dependency
Complex comprising interrelated video game, smartphone, and social media addictions. This complex
demonstrates consistent positive interrelationships among its components and maintains significant positive
associations with problematic psychological characteristics including aggression, anxiety, depression,
procrastination, as well as behavioral indicators such as extended gaming sessions and sleep disturbances.
Conclusion. The results underscore the need for targeted prevention programs addressing the psychological
and behavioral correlates of digital overuse in educational settings.

Keywords: video game addiction, smartphone addiction, social media addiction, aggression, anxiety,

depression, procrastination, gaming duration, sleep disturbances, schoolchildren

BBepenue

LIndpoBble 3aBUCKMOCTY — OT BUAEOUTP, CMAPT-
¢$bOHa U COLMAaABHBIX CeTell — IMOAYYMAM 3HAUU-
TeAbHOE PaCIPOCTPAHEHNE B COBPEMEHHO JKU3HU.
AaHHOe 00CTOATEABCTBO BBI3bIBAET 0OOCHOBAHHYIO
TPeBOTY POAUTEAEN U N1EAATOr0B, TTIOCKOABKY IO-
AOOHBIE 3aBUCUMOCTU HAHOCSIT BPEA 3A0POBbIO
1 yyeOe CTYAEHTOB. B yacTHOCTH, OTBAEKAIOT OT 3a-
HSITUI U COKPALAIOT BpeMsI CHa.

OLeHKU pacnpocmpaHeHHOCMU UUPPOBLLX
3asucumocmell B MUpe TaKoBbl: 26,99 % — aas 3a-
BUCUMOCTU OT cMapTdoHa, 17,42% — AAsl 3aBU-
CUIMOCTU OT COLIMaAbHBIX ceTeil, 14,22 % — AAs
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MHTEpPHeT-3aBUCUMOCTU U 6,04 % — AASL UTPOBOIL
3aBUCUMMOCTH. boAee BbICOKas pacIIpOCTPaHEHHOCTh
11bpPOBOIT 3aBUCMMOCTY OOHApy’KeHa B CTpaHax
C HU3KMM U HM)KE CPEAHEro YPOBHEM AOXOAA.
My>KunHbBI UMEIOT 60Aee BBICOKMIT PUCK UTPOBO
Y MHTepHeT-3aBrucuMocTy. OOHapy)KeHa TeHAEHLIS
K pocTy LudpoBOIT 3aBUCUMOCTY 32 IIOCAEAHVE
ABa A€CATUAETVS, KOTOpasl 3HAUUTEeAbHO YCKOPU-
Aace Bo Bpems nmaHpemunt COVID-19 (Meng et al.
2022).

V3y4yeHne pacpoCTpaHEHHOCTY YBA€UEHHBIX
reiiMepoB, TPOOAEMHBIX IelIMepOB U 3aBUCHMBIX
reliMepoB I0Ka3aAo0, uTo 4,5 % 13 HUX COOTBET-
CTBOBAAM KPUTEPUSAM BBICOKON YBA€YEHHOCTU
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urpoit, 5,3 % okasaAuCh IPOOAEMHBIMMU TeiIMEPaMI,
a 1,2% AOCTUTAM IOPOTOBOTO 3HAYEHUSA UTPOBOM
3aBUCUMOCTU. MOAOAOIT BO3PACT, MHOTOYaCOBOE
obuieHune B VHTepHeTe/COLMAABHBIX CETSIX, OAU-
HOYECTBO OBIAM CBSI3aHbI KaK C BOBA€YEHHBIMM, TaK
" C MPOOAEMHBIMU U 3aBUCUMBIMU TeiiMepaMu.
Pe3yAbTaTbI 5TOr0 MCCAEAOBAHMS IIOKA3bIBAIOT, YTO
KaK BBICOKOBOBAEYEHHbIE UTPOKU, TaK U IIPOOAEM-
Hble UTPOKU U 3aBUCUMBbIE UTPOKU UCIIBITHIBAIOT
OAMHOYECTBO U IICUXOAOTMYECKUIL CTPeCC B OOAD-
1Iejl CTeleHU, YeM OCTaAbHbIE YYaCTHUKU MCCAE-
AoBanus (André et al. 2020).

Apyroe nccaepoBaHue mokasaao, uro 21 % cry-
AEHTOB KOAA€AJKel UTPAI0T B BUAeoUrphl, 44 % B oc-
HOBHOM CMOTPAT KOPOTKNeE BUA€O, a 35 % 3aHUMa-
I0T BpeMsI ApYTMMU AelicTBUsiMU B VIHTepHeTe (Xia
et al. 2023).

ITo Mepe yBeAMYeHMsI BpeMeHM, IIPOBEAEHHOTO
3a BUAEOUTPAMU U POCMOTPOM KOPOTKUX BUAEO,
TpeBOTa U AENpPeCcCusi CTAaHOBUAMCH CuAbHee (Xia
et al. 2023).

BbIsIBA€HBI B3aMIMOCBSI3M OAMHOYECTBA, pusn-
YEeCKO aepeccuu U mpeBoNHOCHU C 3aBUCUMOCTDIO
ot Bupeourp. [Ipu saTom nepBbie ABa pakTopa
OKa3aAlCh ee MPEeAUKTOPAMU, & TPEBOXKHOCTb —
nocaeacTBueM Bupeourp (Krossbakken et al. 2018).

VImeeT MecCTO npsiMasi B3BaUMOCBSI3b MEXAY 3a-
BUCUMOCTbBIO OT BUAEOUTP U arpeCcCUBHOCTHIO
(Bayanfar et al. 2022). YcTaHOBA€HO, UTO reyiMepl,
MIPOBOASIIIME EXKEAHEBHO DOAE€E CEMU YaCOB 32 BU-
AEOUTPaMU, IPOSIBASIIOT 3HAUUTEABHYIO d2peccuro
(Hammad, Al-Shahrani 2024).

IToAoKUTeAbHAsT 3HAUMMAas CBSI3b MEXAY 3d-
BUCUMOCMBIO O BUOEOUSP U A2PECCUBHBIM NOBe-
OeHueM BbISIBAEHA PSIAOM uccAepoBareaent (Akbas,
Isleyen 2024; Caner, Evgin 2021; Yifei, Motevalli
2023). Apyrumu MCCAEAOBATEASIMU YCTAHOBAEHBL:
1) 3HaUMMBbIE TOAOXKUTEABHBIE KOPPEASILIIM MEXAY
UTPOBOIT 3aBUCUMOCTbIO U arpeccueit (r = 0,777,
p <0,001) (Pan et al. 2024), 2) 60aee BbICOKUE TTO-
Ka3aTeAl arpecCMBHOCTU B IPYIIIAX C BBICOKUM
PUCKOM 3aBUCUMOCTY OT BUAEOUTP, YEM B APYTUX
rpynmnax (Kyung et al. 2021); 3) xputnueckoe BAMS-
HIe Ha arpeccuro KOMOPOMAHOCTU 3aBUCUMOCTHU
ot Bupeourp (Zhang et al. 2022); 4) B3aumocBsi3aH-
HOCTb arpeCCUBHOTO MTOBEAEHMSI, C OAHOV CTOPOHBI,
U He3aluieHHoCcT oT Manunyasiguit (IlleitHos,
AeBuirpia 2022) u BUKTUMU3aum xepts (Sheinov
2018), c ApPYroi CTOPOHBL

Tpoxkpacmunayus SBASIETCS CEPbE3HON TIPOO-
AEMOVT AASI CTYAEHTOB, Y BUAEOUTPBI CBSI3aHbI C HEll.
[TpU4YMHO 5TOTO SIBASIETCS CIIOCOOHOCTD BUAEOUTD
IIpeAAaraTb MTHOBEHHOE YAOBAETBOPEHIE )KEAQHNS
MPUATHO MPOBECTU BPeMsI, OTBAEKAsl TEM CaMbIM
OT BBIITIOAHEHUS OoAee moaesHbIX 3apau (Pfuhl,
Nordby 2018).

Icuxoroeus yeroseka B 06paszosanuu, 2025, m. 7, Ne 2

YCcTaHOBAEHO, UYTO aKaAeMUYECKasi MPOKPaACTU-
HallMs B 3HAUMTEABHOI Mepe BAUSIET Ha UTPOBYIO
3aBUCMMOCTbD (Saputra et al. 2023). BoisiBAeHa 1o-
AOXKUTEABHAs CBSI3b MEXAY IMPOKpAaCTHMHALIMEN
" BpeMeHeM, TpoBeAeHHbIM 3a Bupeourpamu (Nord-
by et al. 2019).

BBUAY 3TMX M MHOTMX APYI'MIX @HAAOTMYHBIX
($haKTOB HEOAATONIPUSTHBIX MPOSIBAEHUN 3aBUCHU-
MOCTY OT BUAEOUTP, B MeXAYHaAPOAHYIO KAACCH-
¢bukauuo 60Ae3Hel BKAIOUEHO UHIMEPHEM-U2POBOe
paccmpoticmso (Internet gaming disorder — IGD)
KaK «IICUXUYECKOe PACCTPOIICTBO, MIPUBOASIIIIEE
K ANMHOCTHBIM 1 COLIMAaABHBIM HapylieHusiM» (Zhu
et al. 2023, 754). HepaBHO mpOBeAEHHbIE MEXAY-
HapOAHBIE ICCAEAOBAHMS IIOKA3aAH, YTO YPOBEHD
pacnipoctpaHeHHocTy IGD B Mupe 6An30K K 2%
(Hofstedt et al. 2023).

B psipe ccaepoBaHUI OOHapy)KeHa MOAOXKMU-
TeAbHas CBsA3b MeXAY 1GD u 3asucumocmoio om co-
yuarvubix cemeii (Krishnan, Chew 2024). 3aBucsiue
OT COLIMAABHBIX CETel MOAb30BATEAU MTPOBOASIT
60ABliIe BpeMeHU 32 UT'POIL, YTO MMEET HETTOCPEA-
CTBEHHYIO CBSI3b C 3aBUCUMOCTBIO OT BUAEOUTP
(Li et al. 2020). TTokazaHo, 4TO UTPOBast 3aBUCUMOCTb
TECHO CBSI3aHa C BpeMeHeM, NPOoBeOeHHbIM 3d U2pOli,
U 3aBUCUMOCTBIO OT couumaAabHbix cereir (Li et al.
2021).

YCTaHOBAEHO TaKXXe, YTO 3ABUCUMOCHIDb
om cMapmgoHa MeeT TIPSIMOoe BAVSIHYE Ha pac-
CTPOWCTBO, CBsI3aHHOE C uHTepHeT-urpamiu (Yilmaz
etal. 2023), MOCKOABKY IIOCA€AHVE TECHO CBSI3aHBbI
(p <0,001) ¢ 3aBucumMocTbi0 OT cMapTdoHa (Zhang
et al. 2024).

B xopae aHaauTnueckoro o63opa 13 ammnupuye-
CKUX ICCA€AOBaHUI OOHAPY)KEHBI TTOAOKUTEAbBHBIE
B3aMMOCBSI3M MEXAY UHTEPHET-UTPOBBIM pac-
CTPOVICTBOM U 3ABUCUMOCHIAMU O CMAPMPOHA
u om coyuarvhbix cemeti (Casale et al. 2021).

Pe3yAbTaThbl ICCAEAOBAHUI CBUAETEABCTBYIOT
0 TOM, 4YTO cTelneHb TspkecTu IGD cBs3aHa ¢ yxya-
weHneM kaxecmsa cHa (Wong et al. 2020). Bpisis-
A€HBI OTIOCPEAOBAHHbIE CBSI3U MEXAY BpEMEHeEM,
MPOBEAEHHBIM 3a UTPOIA, U TOKA3ATEASIMU TICUXO-
AOTMYECKOro AucTpecca u 6ecconHutpsl (Lin et al.
2023). K npumepy, cpeAr KUTAICKUX CTYAEHTOB
YHUBEPCUTETA PaCpPOCTPAaHEHHOCTb HaPYIIEHUs
cHa coctaBaser 14 % (Li et al. 2023).

OO6Hapy’KeHbI IOAOKUTEAbHbIE KOPPEASILIUU
MEXAY 3ABUCUMOCIIBIO OW1 CMAPMPOHOB U azpec-
cueti (Deng et al. 2024; Kim et al. 2015). 3aBucumocts
oT cMapTdoHa onocpepoBaHa arpeccueir u IGD
(Yilmaz et al. 2023).

Cy1iecTByeT AMHeHasl yMepeHHast TIOAOKUTEAD-
Hasl CBSI3b MEXAY 3aBUCHMOCTDBIO OT COUUAADHDLX
cemeti v mokasareaeM aepeccuu (Gler et al. 2022).
Pe3yAbTaThl BBISIBUAM 3HAUVMbIE TIOAOXKUTEABHBIE
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CBSI3U MEXXAY 3aBUCUMOCTbIO OT COLIMAABHBIX CETEN,
aernpeccueit (r = 0,25, p < 0,01) marpeccuei (r = 0,26,
p < 0,001) (Shahid et al. 2024). 3aBucumocTb
OT COLIMAABHBIX CETe TPEACKA3bIBAET IICUXNIECKOE
HeOAaromoayuue yepes arpeccuio (Rustamov et al.
2023).

My>K4MHBI IPOBOASIT OOABILIIE BpEMEHU 32 BU-
aeourpamu (Boz, Ding 2023; Wartberg et al. 2020).
OG6Hapy’KeHO, 4TO My>K4MHBI B TecTax Ha IGD Ha-
OMpaIOT 3HAYUTEABHO OOABIIIE GAAAOB, YEM >KEH-
wuHbl (Zhu et al. 2023). Takke aHaAus 6oaee
20 nccaepOBaHUI, IPOBEAEHHBIX IPEMMYILECTBEH-
Ho B EBporie, mokasaa, 4To OOABLIMHCTBO MCCAE-
AOBaTeAeil BhISIBUAU OOA€e BBICOKME TIOKA3aTEAU
IGD y myxxuuH (Gonzalez-Bueso et al. 2018).

HauaAo e>xxeHeAeAbHON UTPBI AO MATUAETHETO
BO3pacTa CBS3aHO CO 3HAYUTEABHO OOA€e€e BBICOKMM
PUCKOM NPOOAEMHOI UTPBI, YeM HAYAAO €KeHe-
AeABbHOI Urpbl mmocAe pAecsituaetHero (Nakayama
et al. 2020).

AwmepuxkaHnckas [ Tcuxmatpuueckast Accoumanys
(ATTA) paspaboTasa AeBSITb KpUTEPUEB AAS AMa-
THOCTUKM PaCCTPOICTBA 3aBUCUMOCTY OT BUAEOULP,
Ha OCHOBE KOTOPBIX CO3AaH COOTBETCTBYIOLINI
onpocuuk AITA (Higuchi et al. 2021).

OrevyeCcTBEHHBIMU aBTOpaMU pa3paboTaH psA
OPUTMHAABHBIX OIMPOCHUKOB AASI AMarHOCTU-
KM 3aBUCUMOCTU OT KOMHUbIOWMEPHDLLX UTP: TECT-
OIIPOCHMK CTETIEH) YBA€YEHHOCTY MAAAILVIX ITOA-
POCTKOB KoMITbloTepHbIMY Urpamu (Ipuimxa 2014),
M3MepeHVie KOMIIbIOTEPHOII UTPOBOJI 3aBUCUMOCTH
(Buposa 2016), AMAarHOCTUKU TeIM-aAAUKLNU
(KouetkoB 2016), TeCT-OMPOCHUK AASL YCTAHOBAE-
HUS 3aBUCMMOCTY OT KOMIIbIOTEPHBIX Urp u VH-
tepHeta (KpacHoBa u Ap. 2008), ONPOCHUK AAS
OLIEHKM CTETleH) YBA€YEHHOCTU POAEBBIMU KOM-
NbIOTEPHBIMU UTPAMU Y MOAPOCTKOB 13—-15 aer
(BeaoBoa, KoroTnaoBa 2011), ompOCHUK AAS CTY-
A€eHTOB «VIrpoBasi KOMIIbIOTEPHAS 3aBUCHMOCTb»
(Aysbko 2016).

OAHaKO OHM He IIO3BOASIIOT CPaBHMBATb MOAY-
yaeMble B ICCAEAOBAHMSIX PE3YABTATBI C TEMU, YTO
0OHapy)XeHbI 3apyOe>KHBIMU MICCAEAOBATEASIMY TTO
sudeouzpam. [ToaToMy B AQHHON paboTe UCIIOAD-
30BaH onpocHUK AITA, apanTHpOBaHHBIN HAMU
K PYCCKOSI3BIYHOMY COLIUYMY.

[IpuBeAeHHbBIE BbIllle PE3YABTATHI IIOAYYEHBI
3apyOe>KHBIMI ICCAEAOBATEASIMU. BBUAY UX BaXK-
HOCTM BO3HMKAE€T BOIPOC, MMEIOT AU MECTO aHa-
AOTVYHBIE CBSI3U B PYCCKOSI3BIYHOM CoLyMe?

B cBs13u ¢ BbIlIECKa3aHHBIM, #eAb CTAaTb/l — Ha-
XOXXA€HME AMYHOCTHBIX KOPPEASITOB LippOBbIX
3aBUCYMOCTEN PYCCKOSI3bIYHBIX CTYAEHTOB.

3aAauy CTaTbU: BBISIBAE€HVE BO3MO)KHBIX B3al-
MOCBSI3€il MEXAY 3aBUICUMOCTbIO OT BUAEOUTP,
3aBUCUMMOCTBIO OT CMapT(dOHA, 3aBUCMMOCTBIO
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OT COLIMAAbHbIX CeTell, arPeCCUBHOCTbIO, TPEBOT O],
Aerpeccuel], IpOKpacTUHALMEeN, IIPOAOAXKUTEAD-
HOCTBIO €XKEAHEBHOII UTPBL, IPOOAEMaMM CO CHOM.

MarepuaAbl U METOABI UCCAEAOBAHUS

Coop pAanHbIX. OCHOBOIT AQHHOTO 3MIIMpUYe-
CKOI'0 ICCAEAOBAHMUSI IIOCAY>KMAU PE3YAbBTATHI
OHAQVH-TeCcTUpoBaHus 846 cTyaeHTOB 18—-21 aer
(cpeanuit Bospact M = 19,2 roaa, SD = 0,97), B Tom
yncae 470 (55%) aesymek (M = 19,3, SD = 0,95)
u 376 onouren (M = 19,1 ropa, SD = 1,0).

MeToAMKa ICCAepAOBaHUA. B 1iccaepoBaHuM
MICTIOAB30BaHbI: AAANITMPOBAHHBIN ONIPOCHUK ATTA
3asucumocmu om Komnvromepubix uep (Higuchi
et al. 2021), KopoTKasi BepCusi ONPOCHUKA 3ABUCU-
mocmu om cmapmgpora (Ileitnos 2021), KopoTkast
Bepcus onpocHuka npoxkpacmurayuu (1lleviHos,
AeBuiipin 2024), ONIPOCHUK 3ABUCUMOCIIU O CO-
yuarvHbix cemeti (1LlertHos, AeBuibid 2021), [ka-
AQ agpeccuBHocmuy 13 onpocHuka «CaMoolleHKa
MICUXUIECKUX cOCTOsTHUI» [. Atizenka (Paitropoa-
ckuit 2001, 141-145) , PYCCKOSI3bIYHAA BepCusd
TocmuTaabHOI LIKAABI ipeBoeu U denpeccuu (Mo-
posoBa u Ap. 2023).

PecrionpeHTaM OBIAM 3aAQHBI AOTIOAHUTEABHbIE
BOIIPOCHL: 1) CKOABKO 4ac0oB emedHeBHO npoBooumne
3a Budeouzpamu? 2) eCTb AUy BaC npoOAeMbL CO CHOM?

CraTuCcTU4YeCKNil aHAAU3 TIPOBOAUACS TIPO-
rpamMmamu 13 naxkera SPSS-22, mpuHAT ypoBeHb
cTaTUucTUdeckoy aHauumoctu p = 0,05.

Pe3yAbTaThl 1 MX 00Cy)KAEHUE

1. I[Iposepka onpocHUKa 3aBUCUMOCIIY
om Buoeouzp 0AA PyCCKOA3bIHHBLY
UKOADHUKOB

O0HOpoOHOCHDb OTIPOCHUKA 3aBUCUMOCTY OT BU-
aeourp (AITA) okasasach npuemaemoir: « Kpon-
6axa paBHa 0,785.

AUCKPUMUHAMUBHOCHDb BCEX ITYHKTOB OIIPOC-
Huka AITA okasaaacb BbICOKON: KOPPEASLIMY ITyH-
KTOB OIIPOCHMKA C ero pesyabratoMm > 0,570
(p < 0,001) mmo Tlupcony u = 0,465 (p < 0,001)
o Kenpaaay.

ITpoBepka HaodexHocmu onpocHuka ATTA npo-
BEA€HA T10 ero: 1) BHYTpeHHel COrAaCOBaHHOCTY
(0OAHOPOAHOCTH), 2) AMCKPUMUHATUBHOCTH U 3) TIO-
BTOPHOMY TeCTHpOBaHuio (peTecTom). OAHOPOA-
HOCTb orpocHuKa AITA KoAn4eCTBEHHO OL|eHVBa-
etcsi Koapduumentom Aabdpa Kponbaxa, paBHbiM
0,785, TO eCTb IIpeBbILIAET pEKOMEHAYeMbIe (BceMu
MOCOOUSIMU) 3HAYEHUSI €r0 IMOKa3aTeAsl, He MEHb-
mrero, yem 0,7. AMCKpMMMHAaTUBHOCTDb ITYHKTOB
OIIPOCHMKA (KaK CAEAYET 13 IIPEABIAYIIIETO) TAKOKE
BecbMa BBICOKASL.
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Pemecmosas HadewHocmp onpocHuka ATTA
IpOBEpeHa MOBTOPHBIM TECTUPOBAHNUEM C UHTEP-
BaAOM B OAVMH MeCsILL. B peTecTe MpuHsiAY yyacTue
97 pecrioHAeHTOB. KoppeasiLjust MeXAY IepBbIM
1 BTOpbIM TecToM paBHa 0,710 (p < 0,001). DTor
PE3YABTaT CBUAETEABCTBYET O XOPOILE PETECTO-
BOJ HapeXHOCTU onpocHMKa ATTA, MOCKOABKY
TI0Ka3aTeAb, 60Ab1NI1 0,7 CAY)KUT CBUAETEABCTBOM
HAAEKHOCTH [0 AAHHOMY KPUTEPHUIO.

2. BoiaBaeHue B3aumocss3ell 3a8UcUMocmu
om Budeou2p ¢ AUMHOCHHbIMUY
cBOUCMBAMUY CIYOEHINOB

ITpoBepxka no kpurepuio Koamoroposa — Cmup-
HOBA [T0OKa3aAQd, YTO YaCTh BBIOOPOK M3y4aeMbIX
IepeMeHHBIX OTBe4YaeT HOPMAaAbHOMY pacIipeAe-
AEHMIO, ApYTasi — He COOTBeTCTBYeT eMy. Hopmaab-
HO pacIipeAeAeHHbIMY 0Ka3aAMCh OTBEThI CTYAEHTOB
Ha BOIPOCHI ONMPOCHUKOB 3aBUCUMOCTHU OT COLIU-
AABHBIX CETEN, 3aBUCUMOCTH OT cMapTdona, [llka-
ABI aTPeCCUBHOCTMU U TpoKpacTuHauuu. Pacipeae-
A€HUsI, OTAUYAIOLIMEeCs] OT HOPMAAbHOI'O, UMEIOT
MECTO AASI OTBETOB Ha ONPOCHUKM 3aBUCUMOCTH
OT BUAEOUTP, TPEBOXXHOCTH, AETIPECCUM, TIPOAOA-
>KUTEABHOCTU €KEAHEBHOTO MCIOAb30BaHUS BU-
AEOUTDP U TPOOAEM CO CHOM.

ITosTOMY BO3MO>KHBIE€ B3aIMOCBSI3U MEXKAY
IlepeMEeHHBIMU BBISIBASIEM ITOCPEACTBOM Iapame-
Tpuueckoi koppeasiuuu [ lupcona u HemapameTpu-
yeckol Koppeasauun KeHpaaaa; mocAepAHASA BbI-
OpaHa, IOCKOABKY OOHApPY>KMBAET KaK AVHEVHBbIE,
TaK I HEAMHEeVHbIe B3aIMOCBSI3I.

B3anmMocBs31 3aBUCUMOCTU OT cMapTdoHa
U 3aBUCUMOCTU OT COLIMAABHBIX CETEIT C AUYHOCT-
HBIMI CBOMICTBAMM aKTMBHO M3YYaAMCh B PYCCKO-
si3piyHOM coumyMe (Illeitnos 2021; IlleitHoB,
AeBuiipiH 2021), MOAy4YeHbI COOTBETCTBYIOLIME
pe3yAbTaThl IO TeMe cTaTby. [loaTOMy nepBoHa-
YaABHO COCPEAOTOYVMCS Ha M3YUYEHUU UCCAE-
AOBaTEABCKOTO BOIIPOCA B YaCTU 3aBUCUMOCTU
OT BUAEOUTP.

VckoMble B3aMOCBSI3Y 3aBUCUMOCTY OT BUAEO-
UTP C AMMHOCTHBIMU CBOVICTBAMMU IOKA3aHbI B HU-
JKECAEAYIOLINX TaOAMLIAX.

Tabauna 1 mokasbiBaeT, YTO 3aBUCUMOCTbD
OT BUAEOUTP CTYAEHTOB ITOAO>KUTEABHO KOPPEAH-
pyer no Ilupcony u no Kenpaaay co Bcemu pac-
CMaTPUBAEMbIMU HAMI CBOICTBAMMU U OTPULIATEAD-
HO — C YKEHCKMM MTOAOM.

ITU pe3yAbTaTbl COOTBETCTBYIOT paHee IIOAY-
YEeHHBIM 3apyOE>KHBIM pe3yAbTaTaM: IIOAOXKUTEAD-
HBIM B3aMMOCBSI35IM 3aBUCUMOCTU OT BUAEOUTP
C 3asucumocmbio om couuarbubix cemeti (Krishnan
2024; Li et al. 2020; 2021), 3asucumocmbio om
cmapmepona (Yilmaz et al. 2023; Zhang et al. 2024),
aepeccueii (Akbas, Isleyen 2024; Caner, Evgin 2021;
Kyung et al. 2021; Pan et al. 2024; Yifei, Motevalli
2023; Zhang et al. 2022), denpeccueii (Xia et al.
2023), mpesoeoii (Xia et al. 2023), npokpacmura-
yueu (Nordby et al. 2019; Pfuhl, Nordby 2018;
Saputra et al. 2023), npodormumervHocmbio exe-
OHesHo20 yyacmus B uepax (Nordby et al. 2019; Li
et al. 2020; 2021), npobremamu co cHom (Lin et al.
2023; Wong et al. 2020).

TabA. 1. Koppeastunn r [Tupcona u 1 KeHpaAAa 3aBUCUMOCTHU OT BUAEOUTD
C AMMHOCTHBIMMU CBOMCTBaMu cTyaeHTOB (N = 846)

LETIOGE Ioa 3CC 3C | Arpeccus | TpeBora (EHEES: || penen | (e Ipo6Aembr
i cust CTUHAUS | TEABHOCTH
r -0,223" | 0,388 | 0,241™ 0,187 0,274 0,328 0,175~ 0,489 0,253™
P 0,000 0,000 0,000 0,000 0,000 0,000 0,000 0,000 0,000
T -0,220" | 0,232 | 0,190™ 0,127~ 0,204 0,252" 0,149” 0,467 0,191"
P 0,000 0,000 0,000 0,002 0,000 0,000 0,000 0,000 0,000

Tpumeuanue:” p < 0,05, p <0,01; 3C — 3aBucumoctpb ot cmaptdona, 3CC — 3aBUCUMOCTD OT COLIMAABHBIX CETEIL.

Table 1. Pearson’s r and Kendall’s T correlations between video game addiction
and students' personality traits (N = 846)

5 . Gaming .
Correlation | Gender | SMA SA Aggres | Anxiety | Depres Procrast duration Sleep dist
r -0.223" | 0.388" | 0.241" 0.187" 0.274" 0.328" 0.175" 0.489~ 0.253"
P 0.000 | 0.000 | 0.000 0.000 0.000 0.000 0.000 0.000 0.000
T -0.220" | 0.232" | 0.190” 0.127" 0.204” 0.252" 0.149” 0.467" 0.191"
P 0.000 0.000 0.000 0.002 0.000 0.000 0.000 0.000 0.000
Note:" p <0.05,” p <0.01; SA — smartphone addiction, SMA — social media addiction.
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OrTpuijaTeAbHast CBsI3b 3aBUCUMOCTHU OT BUAEO-
WP C )KEHCKVM IIOAOM COOTBETCTBYET paHee MOAY-
4YeHHBIM 3apy0OexHbIM pe3dyabrataM (Boz, Ding
2023; Gonzélez-Bueso et al. 2018; Wartberg et al.
2020; Zhu et al. 2023).

BBUAY BO3MO>KHBIX Pa3AMYMI BO B3aUMOCBSI35IX
3aBUCUMOCTH OT BUAEOUTP B 3aBUCUMOCTH OT IT0A8,

PaccCMOTPUM COOTBETCTBYIOIIVE KOPPEASLIMM 110 OT-
AEABHOCTHU AAS IOHOILIEV U AeBYIIEK.

TabAuLpl 2 1 3 CBUAETEABCTBYIOT O TOM, YTO
3aBMCUMOCTb OT BUACOUTP CTYAEHTOB MY’KCKOTO
U >KEHCKOTO TTOAA ITOAOXKUTEABHO B3aIMOCBsI3aHa
CO BCeMU pacCMaTpyBaeMbIMU HAMU AMYHOCTHBDI-
MM CBOMICTBaMU, & pa3ANUMS IPOSABASIIOTCSI TOABKO

TabA. 2. Koppeastunn r [Tupcona u 1 KeHpaAAa 3aBUCUMOCTH OT BUACOUTP C AUMHOCTHBIMU
CBOJICTBAMU CTYAEHTOB My>cKoro moaa (N = 376)

Koppeasiyuu | 3CC 3C | Arpeccus | Tpesora | Aenpeccus Cr_:ﬁ :::3;;1 r:g:::g:;t' ITpo6aembr
r 0,528" | 0,419” 0,249" 0,295" 0,313" 0,248" 0,352" 0,275"
) 0,000 0,000 0,000 0,000 0,000 0,000 0,001 0,007
T 0,380" | 0,353™ 0,168 0,222™ 0,268 0,196™ 0,332™ 0,188
) 0,000 0,000 0,000 0,000 0,000 0,000 0,000 0,016

Ipumeunanue:” p <0,05,” p <0,01; 3C — 3aBucumoctsb oT cMapThoHa, 3CC — 3aBUCUMOCTD OT COLIMAABHBIX CETEIL.

Table 2. Pearson’s r and Kendall’s T correlations between video game addiction
and personality traits in male students (N = 376)

q c Gaming q
Correlation | SMA SA Aggres Anxiety Depres Procrast duration Sleep dist
r 0.528 | 0.419" | 0.249" 0.295” 0.313” 0.248" 0.352" 0.275"
p 0.000 0.000 0.000 0.000 0.000 0.000 0.001 0.007
T 0.380" | 0.353" 0.168" 0.222" 0.268™ 0.196” 0.332” 0.188"
P 0.000 0.000 0.000 0.000 0.000 0.000 0.000 0.016
Note:” p <0.05,” p <0.01; SA — smartphone addiction, SMA — social media addiction.
TabA. 3. Koppeastumn r [Mupcona u 1 KeHpaAAQ 3aBUCUMOCTY OT BUAEOUTD
C AMMHOCTHBIMMU CBOJCTBaMu CTyAeHTOK (N = 470)
IIpokpa- IIpoposxu-
Koppeassuymu | 3CC 3C Arpeccusi | TpeBora | Aenpeccus ST TeABHOCTD IIpo6Aembr
r 0,354" | 0,161" 0,181 0,338" 0,359” 0,161" 0,554" 0,254
P 0,000 0,000 0,000 0,000 0,000 0,001 0,000 0,000
T 0,215" | 0,172" 0,123 0,272" 0,249 0,152" 0,497 0,211”
P 0,000 0,000 0,002 0,000 0,001 0,002 0,000 0,000

Tpumenanue:” p < 0,05, p <0,01; 3C — saBucumocts ot cMaprdhona, 3CC — 3aBUCUMOCTD OT COLIMAABHBIX CETEN.

Table 3. Pearson’s r and Kendall’s T correlations between video game addiction
and personality traits in female students (N = 470)

Correlation | SMA SA Aggres Anxiety Depres Procrast g;l;ltiigi Sleep dist
r 0.354" | 0.161" 0.181° 0.338" 0.359" 0.161" 0.554" 0.254"
p 0.000 0.000 0.000 0.000 0.000 0.001 0.000 0.000
T 0.215" | 0.172" 0.123° 0.272" 0.249" 0.152" 0.497" 0.211"
p 0.000 0.000 0.002 0.000 0.001 0.002 0.000 0.000

Note:” p <0.05,” p <0.01; SA — smartphone addiction, SMA — social media addiction.
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B CUA€ CBSI3€ell: y CTYAEHTOK OHa BBIIIE ITO TPEeBOXK-
HOCTU U MPOAOAKUTEABHOCTU €KEAHEBHOTO VC-
MMOAB30BAHMSI UTP, IO BCEM OCTaAbHBIM OHa boAee
BBIPa)KEHA Y CTYAEHTOB MY)KCKOTO ITOAQ (BKAIOYAS
AETIPeCcCHIo, IOCKOABKY OHA MIMEET PacIipeAeAeHIE,
OTAMYAIOIIIeeCs] OT HOPMAAbHOTO, I AOAKHA Olle-
HUBATHC Koppeasitueir Kenpaaaa).

3. CmeneHv BbipayeHHOCMU Y CHYO0eHm0B
npo6AeMHBLX AUHHOCHIHBIX CBOUCINB

AAsL onpepeAeHNsT BBIPDaKEHHOCTY M3y4aeMbIX
HaMU IIPOOAEMHBIX CBOJICTB CTYAE€HTOB B TaOAMLIE
4 TIpeACTaBUM MX CpeAHMe 3HAUYeHMsI y IOHOIIEeN
VI AEBYIIIEK 32 BpeMsi 00yueHNsT; IPUBEAEM II0Ka3a-
TEAb p 3HAUMMOCTHU pa3Aanuuil. [Ipy aToM BbIpeAUM
HOAY>KVPHBIM IIPUGPTOM CTATUCTUYECKY 3HAUMIMBbIE

CAy4au MpeBbIIIEHNS TT0Ka3aTeAell AUMHOCTHBIX
CBOJICTB Y OAHOTO T10AQ HaA APYTUM (Ta0A. 4).

Tabauua 4 MOKa3bIBAET, YTO B CTYAEHUYECKOM
BO3pacTe y IOHOLIEN CTAaTUCTUYECKU 3HAYMMO
0OABIIIE, YeM Y AEBYILEK, BHIPAXKEHBI 3aBUCUMOCTD
OT BUAEOUTDP U (CMABHO B3aMMOCBSI3aHHAsI C Hell)
IIPOAOAKUTEABHOCTD €KEAHEBHOI UTPHI.

Y AeBYIlIeK B CTYA€HYECKOM BO3pacTe CTaTu-
CTUYECKM 3HAUMMO OOABILIE, YeM Y IOHOLIe, BbI-
Pa’KeHbI 3aBUCMMOCTH OT COLICETeN 11 OT cMapTdho-
Ha, TPEBOKHOCTD U MPOKPACTUHALIMSL.

B Ooabiien cTerneHn BbIpakeHa Y A€BYIIEK
U arpeccusi, XOTs PA3AUYMSA CTaTUCTUYECKU He-
3HAYMMBI.

PaBHBIM 00Pa30M IOHOIIY 1 AEBYILIKY CTPAARIOT
OT Aerpeccui U poOAEM CO CHOM.

Taba. 4. CpaBHeHMe CPEAHVX 3HAUEHMIT AMMHOCTHBIX CBOJICTB I0HOILIEN 1 AeByiiek (N = 846)

Koppeasinus IToa N ;ll;zf}[l]:; p
Myxckon 376 2,12
3aBUCHUMOCTD OT BUAEOUTD 0,000
JKenckuin 470 1,26
Myxckon 376 33,38
3aBUCUMOCTD OT COLICETEN 0,000
JKenckuin 470 37,21
Myxckon 376 16,99
3aBUCUMOCTD OT cMapThoHa 0,000
JKenckun 470 20,63
Mysxckon 116 9,17
ArpeccuBHOCTD 0,303
JKenckuin 199 9,63
Myxckon 376 6,80
TpeBo>XHOCTD 0,000
JKenckuin 470 7,93
Myxckon 376 6,98
Aerpeccus 0,777
JKenckuin 470 6,90
Mysxckon 376 22,63
ITpokpacTrHauus 0,006
JKenckun 470 24,03
MaaAbuuKu 376 2,37
ITpOAOAKUTEABHOCTD €XXEAHEBHON UTPbI 0,000
AeBOuKu 470 1,65
Mysxckon 376 1,56
ITpobAembl cO CHOM 0,665
JKenckuin 470 1,58

Table 4. Comparative analysis of mean personality trait scores between male and female students (N = 846)

Correlation Gender N Mean score P

male 376 2.12

Video game addiction 0.000
female 470 1.26
male 376 33.38

Social media addiction 0.000
female 470 37.21
male 376 16.99

Smartphone addiction 0.000
female 470 20.63

Icuxoroeus yeroseka B 06paszosanuu, 2025, m. 7, Ne 2
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Table 4. Completion

Correlation Gender N Mean score p

male 116 9.17

Aggression 0.303
female 199 9.63
male 376 6.80

Anxiety 0.000
female 470 7.93
male 376 6.98

Depression 0.777
female 470 6.90
male 376 22.63

Procrastination 0.006
female 470 24.03
male 376 2.37

Gaming duration 0.000
female 470 1.65
male 376 1.56

Sleep disturbances 0.665
female 470 1.58

4. AuuHOCmHbLE KOPPEATMbL UUPPOBDIX
3asucumocmeri crmy0eHmos

TabAnLa 5 MOKa3bIBAET, YTO BCE U3yYaeMble
HaMI U TIPEACTABAEHHbIE B TabAMI[aX 2—4 AMMHOCT-
Hble CBOJICTBA CTYAEHTOB ITOAOXXUTEABHO CBSI3aHbI
KaK C 3aBUCUMOCTBIO OT BUAEOUTP, TaK U C 3aBU-
CUMOCTSIMU OT COLIMAAbHBIX CeTell U OT cMapTdho-
Ha U TIOAOXXUTEABHO BCE CBSI3aHBI MEXKAY COOOIL.
[TpuyeM 3TO MMeeT MeCTO U AASI 0011IeiT BHIOOPKU
CTYAEHTOB, U AASI €€ MY>KCKOI U >K€HCKOI TIOA-
BBIOOPOK. AASI KPATKOCTU MTPUBEAEM TOABKO Ta0-
AUILY COOTBETCTBYIOIMX KOPPEASILIUI AAST 0011Iei
BBIOOPKM CTYAEHTOB (TabA. 5). ITockoabKy pac-
NpeAEAeHNEe YaCTU BbIOOPOK OTAMYHO OT HOPMaAb-

HOTO, TO B TabAML{e TPUBOAUM Koppeasitiuu T Ken-
Aaaaa. CoorBeTcTByOLIMe Koppeasiyuu [Tupcona
IIOKa3bIBAIOT CYLECTBEHHO OOA€ee BBICOKME 3Ha-
YeHUsI.

Takum 06pa3oM, 3aBUCUMOCTb OT BUAEOUTD,
3aBMCUMOCTD OT CMapT(HOHA U 3aBUCUMOCTD OT CO-
LIMAABHBIX ceTeil 00pasyioT (CocTosiiee U3 Tpex
SAEMEHTOB EAMHCTBO) TPUEAMHBIT KOHLENT (KOH-
CTPYKT), KOTOPbII MO>KHO OTIPEAEAUTD, KaK «/I[po6-
AeMHDILL KOMNAEKC YUPPOBLLX 3ABUCUMOCIHIEL»,
BKAIOYAIOLINIL B ce0s1 3aBUCMMOCTD OT CMapTdoHa,
3aBUCUMOCTD OT COLMAAbHBIX CETEll U 3aBUCUMOCTb
OT BUAEOUTDP C UX MOAOXKUTEABHBIMU CBSI3SIMU
MEKAY 00011 U TOAOXKUTEABHBIMYU B3aIMOCBSI351-
MM C TAKUMU NPOOAEMHbIMY CBOVICTBAMY AUMHOCTH,

Taba. 5. Koppeasiunnu 1 Kenpaaaa undpoBbIX 3aBUCUMOCTEN MEXAY C000i1
UL C AMMHOCTHBIMU CBOVICTBaMU CTYAeHTOB (N = 846)

Koppeasnus 3B 3CC 3C Arpec Tpes Aenp | Ilpoxp | Ilpop | Ilpo6a
3aBUCMMOCTD OT BUACO- | 1900 | (232" | 0,190 | 0,127° | 0,204 | 0,252" | 0,149" | 0489 | 0,191
urp (3BN)
3aBUCMMOCTD OT COLUCE- | o35 | 1000 | 0437 | 0,222° | 0,249" | 0,206" | 0,159" | 0,151" | 0,190
ten (3CC)
3aBUCUMOCTD OT CMAPT- | g 190* | 0437 | 1,000 | 0,177° | 0326" | 0253" | 0,292° | 0,077 | 0,208
¢dona (3C)

Arpeccust 0,127° | 0,222° | 0,177 | 1,000 | 0,220 | 0,095 | 0,124 | 0,024 | 0,102°
Tpepora 0,204" | 0,249" | 0,326 | 0,220" | 1,000 | 0,403" | 0,258 | 0,120" | 0,213"
Aenpeccust 0,252° | 0,206" | 0,253 | 0,095 | 0,403 | 1,000 | 0,171 | 0,245 | 0,217"
TpoKpacTUHALS 0,149" | 0,159" | 0,292" | 0,124" | 0,258 | 0,171" | 1,000 | 0,089 | 0,182"
E&)‘l‘;""”‘““"bﬂomb 0,489 | 0,151" | 0,077 | 0,024° | 0,120" | 0,245" | 0,089" 1 0,146"
Tpo6AaeMsl co CHOM 0,191° | 0,190 | 0,208 | 0,102° | 0,213" | 0,217° | 0,182" | 0,146 | 1,000

Ipumeuanue:” p < 0,05, p <0,01.
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Table 5. Kendall’s T correlations among digital dependencies and personality traits in students (N = 846)

Correlation VGA SMA SA Aggres | Anxiety | Depres | Procrast cﬁﬁ?&i S(l;::tp
;/C"lfifé’tigoan“z‘\’m_; A) 1.000 | 0232 | 0.190° | 0.127° | 0204 | 0.252° | 0.149" | 0489" | 0.191"
gggiiil‘g‘rf‘(iﬁw A) 0.232° | 1.000 | 0437° | 0222° | 0.249" | 0206" | 0.159 | 0.151° | 0.190"
gﬁﬁfg‘r‘l’&e A) 0.190° | 0.437° | 1.000 | 0.177° | 0.326" | 0.253" | 0292 | 0.077° | 0.208"
Aggression 0.127° | 0222 | 0177 | 1.000 | 0220 | 0.095 | 0.124° | 0.024 | 0.102
Anxiety 0.204° | 0249 | 0326° | 0220° | 1.000 | 0403" | 0258 | 0.120° | 0.213"
Depression 0.252° | 0206 | 0253 | 0.095 | 0.403" | 1.000 | 0.171° | 0245 | 0.217"
Procrastination 0.149° | 0.159° | 0.292° | 0.124° | 0258 | 0.171° | 1.000 | 0.089° | 0.182"
Gaming duration 0.489° | 0.151° | 0.077° | 0024 | 0.120 | 0245 | 0.089" 1 0.146"
Sleep disturbances | 0.191° | 0.190° | 0.208" | 0.102° | 0213° | 0217° | 0.182" | 0.146" | 1.000

Note:" p <0.05,” p <0.01.

KaK arpeCcCUBHOCTb, TPEBOTI'a, ACTIPeCCHs], TPOKPa-
CTUHALMS, @ TAKXe C IPOAOAKUTEABHOCTBIO eXKe-
AHEBHOI1 UT'PbI ¥ TPO6AEMAMM CO CHOM.

5. BruAnue Bo3pacma Ha npoasieHUs
npo6AeMHBLX CBOTLCINB AUYHOCTIY
cmy0eHmos

BAusHue Bo3pacTa Ha [UppoBble 3aBUCUMOCTH
OTPAKEHO B HIDKECACAYIOLIMX PUCYHKAX.

PucyHoK 1 moKaspIBaeT, YTO 3aBUCUMOCTbD IOHO-
1Iel1 OT BUACOUTP TIOCTOSIHHO NpeBbIIIaeT aHAAO-
TMYHYIO 3aBMCUMOCTb AE€BYILIEK U OT IIEPBOIO K YeT-
BEPTOMY KypCY YBEAUUYMBAETCs, B TO BPeMs KaK
y AeBylleK B LieaoM cHipkaercs. ITocaepHee Ha-

3.0
25
2.0
1.5
1.0
0.5
0.0

1.8
1.6

19 get

18 et

=={=FOHOIIH

XOAUT IIOATBEP>KAEHME B TOM, YTO COOTBETCTBYIO-
mas koppeasius KeHpaaAa 3aBUCUMOCTY OT BO3-
pacray roHoei T = 0,100, p < 0,001, a y AeBymiex
t=-0,131, p < 0,001.

3 pucyHKa 2 cAepyeT, YTO 3aBUCUMOCTDb A€BY-
IIeK OT COLMAABHBIX CETell MIPEBOCXOAUT aHAAO-
IMYHYIO 3aBMCMMOCTD IOHOILIEN, HO K TOCAEAHEMY
KYPCY HECKOABKO CHMPKAETCS], 2 Y IOHOILIeN IT0OApac-
Taer.

PyicyHOK 3 IOKa3bIBaeT, 4YTO 3aBUCUMOCTb Ae-
BYLIEK OT CMapT¢dOHA MOCTOSIHHO IpPEBBIIIAET
AQHAAOTMYHYIO 3aBMICYMOCTD IOHOIIIEN U OT IIepBO-
ro K YeTBEPTOMY KYPCY YMEHbIIAeTCsl, B TO BpeMs
KaK y IOHOIIIel] 3Ta 3aBYCYUMOCTD ITOBBIIIAETCS.

2.8

2.4
1.3
0.8
20 met 21 ron
JICBYIIIKH

Puc. 1. BAnssHMe Bo3pacTa Ha 3aBYICMOCTDb OT BUAEGOUTP
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Fig. 1. The Effect of Age on Video Game Addiction
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Fig. 3. The Impact of Age on Smartphone Addiction
BbIBOAbI IaeTcs, B TO BpEMA KaK 'y IOHOIIIEN 9Ta 3aBUCUMOCTbD

ITpoBeAeHHBIM MCCAEAOBAHMEM YCTAHOBAEHO,
YTO Y PYCCKOSI3BIYHBIX CTYAEHTOB 3aBUCHMMOCTb
OT BUAEOUTP, 3aBUCMMOCTb OT cMapTQoHa U 3a-
BUCUMOCTDb OT COLIMAABHBIX CeTell TOAOKUTEABHO
B3aMMOCBSI3aHbI U IOAOXXUTEAbHO CBSI3aHBI C Ta-
KMMU MPOOAEMHBIMU CBOICTBAMY AMYHOCTHU, KaK
arpecCUBHOCTD, TPEBOTA, AENPeCcCcysi, IPOKpPaCTU-
HaLMs, a TAaKKe C IpobAeMaMy CO CHOM U MPO-
AOAXKUTEABHOCTDBIO €XXKEAHEBHBIX BUAECOUTP.

B Bo3pacte 18—21 AeT 3aBUCUMOCTD IOHOMIEN
OT BMAEOUTP ITOCTOSTHHO ITPEBbIIIAET AaHAAOTMYHYIO
3aBUCHMOCTD AEBYIIEK 1 OT IIePBOTr0 K Y4eTBEPTOMY
KYPCY YBEAUUMBAETCS, B TO BpeMs KaK y AeBYILIEK
B LIEAOM CHMDKAeTCs.

3aBMUCHMOCTD AEBYIIEK OT COLIMAABHBIX CeTell
MPEeBOCXOAUT aHAAOTMUHYIO 3aBYICYMOCTD IOHOLIEV,
HO K IIOCA@AHEMY KyPCy HeCKOABKO CHIDKAeTCs,
a y IOHOILIEN YBEeANYMBAETCH.

3aBUCHUMOCTD AeBYILIEK OT cMapTpoHa IMOCTO-
SAHHO IIPEBbINIAE€T aHAAOTMYHYIO 3aBUCMOCTD
IOHOIIEI U OT IEPBOIO K YeTBEPTOMY KYPCY YMEHb-

Icuxoroeus yeroseka B 06paszosanuu, 2025, m. 7, Ne 2

MOBBIIIAETCA.

Y AeBylIeK OOABIIIE, YeM y IOHOLIE, BhIPa’KEHbBI
TPEBOKHOCTb U IMpPOKpacTuHauus. PaBHbIM 00-
Pa30M IOHOLIN U AEBYIIKU CTPAAAIOT OT AeTIPeCCUU
Y IPOOAEM CO CHOM.

BbisiBA€HHBIE B HACTOSLEM MCCACAOBAaHUU
Pe3yAbTaThl MMEIOT ONIPEACACHHOE TeOPeTUIeCcKoe
3HayeHMue. OHH, B YaCTHOCTHU, IIOKA3bIBAIOT,
YTO 3aBUCHMOCTD OT BUMAEOUTIP, 3aBUCUMOCTD
oT cMapTdoOHa U 3aBUCMMOCTb OT COLIMAABHBIX
ceTeil 00pa3ylOT TPUEANHBIN KOHILIENT, KOTO-
PBIiT MOKHO OIIPEAEAUTH KaK «[Ipob6reMHbLl
KOMNAEKC UUPPOBbIX 3ABUCUMOCHIEL», BKAIO-
YalolLuil B cebs 3aBUCUMOCTb OT CMapTQoHa,
3aBMCUMOCTDb OT COLMAAbHBIX CeTell U 3aBUCHU-
MOCTb OT BUAEOUTP C MX MOAOXUTEAbHBIMU
CBSI3SIMU MEXAY CO0O0I1 11 TOAOKUTEABHBIMY B3aU-
MOCBSI35IMU C TAKMMY IIPOOAEMHBIMY CBOVICTBAMU
AVYHOCTH, KaK aTpeCCUBHOCTb, TPEBOTa, Aelpec-
cusl, IPOKPACTMHALIMS, & TAKXKe C IpobaeMamMu
CO CHOM U MPOAOAKUTEABHOCTBIO €KEeAHEBHBIX
BUAEOUID.
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B mpaxTuyeckoM raaHe OAy4YeHHbIE Pe3YAbTa-
TBI MOT'YT OBITB ICIIOAB30BaHbI B pabOTe 110 MPEAOT-
BpalleHnIo GOpMUPOBaHKS Y CTYAEHTOB 11 POBBIX
3aBUCHMOCTEIL. DTY Pe3YABTAThI I0KA3bIBAIOT, YTO
A106as 13 copmupoBaBinXCcs [UPPOBBIX 3aBU-
CUIMOCTEJI TICUXOAOTMYECKM CBSI3aHA C APYTUMU
ABYMS 3aBUCUMOCTSIMU U IOTOMY MO>XET AOTIOA-
HATbCs aTUMU. COoOO1IeHe CTYAEHTaM pPe3yAbTa-
TOB AQHHOTO ICCAEAOBAHMS MOXKET CIIOCOOCTBOBATD
yOeAUTEABHOCTHM 3TOrO BOCIIUTATEABHOTO BO3AEI-
CTBUSL.

ITepcriexTMBBI AQAbBHEMIIMX MCCAEAOBAHUN
aBTOPBI BUASIT B U3YYE€HUN NPOOIEMHO20 KOMNAEK-
ca yuppoBbLX 3aBUCUMOCHIEL C LIEABI0 OOHapY>Ke-
HUs HOBBIX OOIIMX CBOJICTB Y 3aBUCUMOCTEI], CO-
CTaBASIIOILIVIX AQHHBIV KOHLIEIT, ¥ paCIpPOCTPaHEeHNs
COOTBETCTBYIOLINX PE3YABTaTOB Ha APyrue BO3-
pacTHbIe IPYIIIBL.
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