36ipHuk Haykosux npays. 2017 . Bun.VII

€: CTpax cMepTi (CBO€ET Ta CBOIX Pi1IHUX), CTPAX MOKapaHHA Ta (PI3UYHOTO YIIKOHKEHHS,
MIPOCTOPOBHI cTpax (BUCOTH, BOJIU, 3aMKHYTOT'O IIPOCTOPY).

[lomanpiii HaykoBi TOLIYKHM MOXYTh MOTTUOUTH pPe3ydbTaTH EMITIPUIHHUX
AOCTIDKEHb HUISIXOM BUKOPHCTAHHS [OJAaTKOBUX METOJUK, 30UIBIIEHHS KIJIBKOCTI
pecioHAeHTIB. TakoX AOpedHMM Oyae TOpIBHAHHA 3a TEHICPHOI0 O3HAKOI YH
CHIBCTaBJICHHS PIBHS CTPaxiB y JiTeHl 3 6JaronolyyHuX 4Yu HEOIaronoayqyHuX CiMe.
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VK 159.9
Maliuga A. V.
The use of computer (gaming) addiction for the cognitive development of students

Summary. The article is devoted to the theoretical analysis of the problem of
computer (gaming) addiction among students with the practical research. The main
causes of this problem, such as leisure time, relieving stress, etc., are defined. The
results of the formative experiment of using displacing methods of influence in order to
use computer addiction for the cognitive development of students are shown.

Keywords: addiction, computer addiction, game addiction, addict, student.

A. B. Majora. Bukopucranusi KoMII’IOTepHOI (irpoBoi) 3aJIe:KHOCTI /I
KOTHITHBHOI'0 PO3BUTKY CTY/ACHTIB

AHoTtanisi. CTaTTs NpUCBsYEHA TEOPETUYHOMY aHali3y NpoOiIeMHu KOMII FOTEPHOI
(IrpoBO1) 3aJIEKHOCTI cepell CTYACHTIB 3 Pe3yJbTaTOM MNPAKTUYHOTO JOCIHIKEHHS.
Bu3HaueHO OCHOBHI NPUYMHM BUHMKHEHHS JaHOI MpOOJIeMU: MPOBEACHHS BIJIBLHOTO
yacy, 3HATTS cTpecy Toio. [IpeacraBneHo pe3ynbratu GOpMyBaIbHOTO €KCIEPUMEHTY
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IIOJI0 BOPOBA/PKEHHSA 3aMIMIAIOYMX METOMIB BIUIMBY 3 METOK BHKOPUCTAHHS
3aJIe)KHOCTI /7151 KOTHITUBHOTO PO3BUTKY CTY/ICHTIB.

Kiro4oBi ciioBa: 3aJIeKHICTh, KOMIT IOTEpPHA 3aJIeKHICTh, ITPOMaHIs, aJHKT,
reiMepusM, CTYJIEHT.

A. B. Mamwra. Ucnouab3oBaHue KOMIBIOTEPHOH (MIPOBOM) 3aBMCHMOCTH
AJIH KOTHUTHBHOI'O pa3BUTHUA CTYJI€HTOB

AHHOTaIII/Iﬂ. Cratpsa IMOCBAIICHA TCOPCTHUYCCKOMY  aAHAINU3Y HpO6J’IeMBI
KOMITBIOTEpHOW  (MTPOBOM) 3aBUCHUMOCTH  CPEIM CTYIAEHTOB C  PE3YyJIbTaTOM
IMPAKTUICCKOIo HCCICOAOBAHUA. OHpGIICJIGHBI OCHOBHBIC IIPUYHWHBI BO3HHKHOBCHUA
I[&HHOﬁ HpO6JI€MI>I: IMPOBCACHUC CBO6OI[H01“O BpPpCMCHH, CHATHC CTpCCCa T.HO.
[IpencraBiensl  pe3ynbTaThl  (GOPMHUPYIOIIETO  JKCIEPUMEHTa IO  BHEAPECHUIO
3aMCIIaroIInx METOAO0B BOBI[GI\/iCTBI/IH C LCJIbKO HCIIOJIB30BaHUA 3aBUCHUMOCTHU IJIA
KOTHUTUBHOTO pa3sBUTHUA CTYACHTOB.

KaroueBble ciioBa: 3aBUCUMOCTb, KOMIIBIOTCpHAA 3aBUCHUMOCTb, HWI'POMAHMA,
aJIMKT, TEUMEPU3M, CTYJICHT.

Formulation of the problem. The problem of increasing amount of students
from the addictive (dependent) behavior, their immersion in aggressive computer games
Is now escalating and needs special attention teachers and academics.

Analysis of studies on the issue. Consequently, a lot of researchers, both
domestic  (S.H.Vershlovskkyy, = M.Yu.Hovoruhina, A.Zhychkina, T.Zelinska,
O.Z.Kudashkina, O.V.Petrunko, H.Starshenbaum, N.Tokareva, N.Makarenko etc.) and
foreign (J.Flanagan, P.Wallace etc.) dedicate their publications to that issue. According
to T.M.Zelinskaya addiction — «is a process of psychological regression, due to which a
person becomes a slave to someone or something. This is a destructive defect of human
adaptation to a world in which he lives» [4]. The authors, who deal with addictive
behavior (eg, from computer games) believe that addiction « is a form of a destructive
behavior, which is expressed in the desire to escape from reality by changing mental
state through the use of certain substances or permanently fixing the attention on a
specific subjects or types of activity, accompanied by the development of intensive
positive emotions» [2]. Jack Flanagan notes that "Game addiction is a modern
phenomenon, but it is very common, whose life consequences can be startling” [1 Jack
Flenahan notes that "Game addiction is a modern phenomenon, but very common,
whose life consequences can be startling” [1]. According to H.Starshenbaumom "A
dependent person perceives a computer game as a challenge to their abilities, it requires
high-level skills, a great mobilization, concentration and a quick response. Addicts have
a feeling of transition to another dimension, disturbed sense of time, reduced interest in
the surrounding reality. He skips regular meals, sleeps rarely, pays insufficient attention
to appearance and personal hygiene. His fingers always perform moves, as if working
on the keyboard. He has got headaches and back pain, dry eyes, changing nature of
dreams "[5; $.195-196]. This indicates that there are both physical and psychological
symptoms of addiction to a virtual reality of games.

Setting objectives. The urgency of this problem for future teachers of higher
education is obvious. We understand that the effectiveness of prevention in terms of
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"total computerization" is very low, because it is usually not systematic, not
comprehensive. Therefore, there is a need to use the dependence on computer games
and virtual reality in favour of students. We have come to this conclusion reading
A.Zhychkina’s thematic classification of social networking [op. 3]: network
entertainment (Youtube, BlogOnline etc.); Business network (Profeo, MoiKrug etc.);
network united around the house (/IaeBauk mononoi mambl, DrugMe etc.); Educational
sotsializuyuchy (Wikipedia.org, Most 6ubimoTeka, etc.).

The main material of the research. We conducted our own research, which
consisted of three stages. The study was conducted at the National University of Kryvyi
Rih during the spring-summer 2016. In the first stage we analyzed literature, formed the
sample, determined the gender aspect of computer addiction, and conducted a survey.
Sample - 70 people( 39 boys and 31 girl). The survey was conducted among students of
1-5 courses. The results of the survey showed that boys are more likely to have game
addiction than girls. This is connected not only with the fact that video games generally
designed for male audience, but also with the fact that girls have other interests. It is
more difficult for girls to immerse in virtual reality and completely escape from their
problems, than for boys.

OBoys
B|Girls

Average time of palying a computer game during a day

Fig.1. Time spent on the computer (gender aspect).

That is why we decided to identify different stages of addiction of students
according to Ivanov. With the help of survey we determined four stages of addiction of
our students: stage of light interest - 31 students; stage of interest -19 students; stage of
addiction - 12 students; stage of affection 8 students.

The high level of dependence on computer games among students cannot but
cause concern. According to our survey, some students spend approximately 60% of
free time playing computer. This is can be because young people often feel lonely and
using computer games they try to escape from reality.

We have identified the following reasons for playing computer games in the
student age:
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The reasons for playing computer games

M To have a good time
B Spend time
Escape from reality

M Relieve stress

M Fashion

Competitions

Fig.2. The reasons for playing computer games (n = 70).

Thus, we see that the main reason for playing computer games is that young men
want to escape from reality. Dissatisfaction with their own lives, attempts to reincarnate
in the successful character in the virtual reality makes it possible to improve mood,
affect self-esteem.

In the second stage of our research, we have formed an experimental group with 3
students (plan of experiment with a small n), who are affected computer games and
spend playing video games approximately a 6 hours each day. They were offered to try
to reduce the attraction for computer games as the only way of organization of free time.
The boys’ agreement and interest made it possible to introduce such methods of
influence:

1) The radical method (during a week) in which the contact with the computer is
completely banned. During this experiment, we observed a constant nervousness,
dissatisfaction of the young men. The boys felt a constant need to turn on the computer,
find a game on the tablet. We have concluded that radical correction method of game
addiction is not effective, because you cannot just abruptly interrupted addicts’ contact
with his toy. This could trigger so-called "breaking"” and nervousness.

2) The gradual method (during a week) in which the young men every day had to
play computer games for 10 - 15 minutes less than the previous day. For this method
was created a special diary that the boys had to fill systematically. Especially effective
was this method when we used it as some kind of competition between the young men.
This method is more effective, because a person gradually freed from his addiction,
getting used to the conditions.

3) The substitutional method in which you need to turn the young men’s attention
to something equally exciting, interesting and useful. In particular, to find a hobby etc.
The method is very effective because it diverts the attention of a person from the video
games to other things. In order to maximize the positive impact of computer games, we
offered boys to find new, interesting computer information to improve their English,
communicate through writing or via Skype with native speakers. Moreover, we gave
them the following tasks which could be done with the help of educational computer
network: write an essay on a given topic, perform literary translation of the text, write
an article etc.
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In the third stage of our research we re-interviewed the boys studied to determine
the dynamics of their relation to the time, which they spend on playing computer games.
It should be noted that the subjects decreased their desire for spending their free time
playing computer games (time spent on the game decreased from 5-6 hours to 1-1,5 ),
they formed a habit to use the computer for other purposes (search for additional
information for lessons, increasing the active vocabulary of foreign words, improving
the skills of foreign language communication in interactive mode). In addition, there
were improvements in English and increasing interest in the educational process.

The conclusions and recommendations for further research. This research
convinced us in the possibility of influence on the switching of students’ attention from
destructive forms of spending time to developmental. Were fixed to improve students’
knowledge and positive use of the computer and the Internet. Therefore, we plan to use
the substitutional methods of influence in our future professional activities.

References

1) Flanagan J. The psychology of game addiction [Enexrponnuii pecypc] / Jack
Flanagan — Pexxum goctymy no pecypcy: The psychology of game addiction.

2) Boiickynckuii A. E. 3aBucumocth oT MHTepHETa: akTyajabHas IpooOiema
[EnexTponnuii pecypc| / Anexcannp EBrenseBuy BolickyHckuil — Pexxum noctymy 1o
pecypcy: Www.psyfactor.org

3) Kuukuna A.ConuanbHO-IICUXOJIOTHUYECKUE acleKThl oOiieHuss B MHTepHeTe
/Anacracus XKXuukuna. — M.: Jlamko u Ko, 2004. — 117c.

4) 3emincbka T. M. AwmbGiBaneHTHICT, ocobOucrtocTi: Teopis, aiarHOocTHKA 1
MICUXOKOpeKIisi: HaBy. mociOH. / Tersna MukonaiBua 3eninceka. — Kui: Kapasena,
2010. — 256 c.

5) Crapmenbaym [I'.B. Apnukronorusa. Ilcuxonorus u  TcuUxoTepanus
3aBucumocteil / ['ennaguit BrnagumupoBuu Crapmenbaym. — M.: Koruto-lI{eHTp.
Cepust: Kmuandaeckas ncuxomorus. 2006. - 369 c.

YVJIK 159.9
Ceaenbka A. 1.

B3aemo3B’s130k CaMOOLIHKM Ta PiBHS CAMOTHOCTI B MiIVIITKOBOMY Billi

AHoTtanisi. B crarTi 371iiicHeHa cnpoba aHalizy OCOOJIMBOCTEH CaMOOIIIHKH Yy
MIUTIITKOBOMY BIIll Ta 11 B3a€EMO3B’SI3KYy 3 pIBHEM CaMOTHOCTI. AJIEKBaTHICTh
CaMOOIIHKH, K OJIHA 31 CKJIAJOBUX «SI-KOHUEMIII», € YMOBOIO, IKY MO>KHA PO3IJIAIaTH
K mpuyuHy a0o Hachmigok caMmoTHOcTi. [lokazaHo 3B'I30K MIK CaMOTHICTIO 1
CaMOOILIIHKOK y MIJIITKIB, KA MPOSBIAETHCA SIK Ha PIBHI CYO'€KTMBHOIO BIAYYTTS
CaMOTHOCTI, TaK 1 Ha pIBHI CIHUJIKYBaHHS 3 OTOYYIOUMMH 1 NPUUAHATTIM ce0e.
BcranoBneHno, mo MiANTKA 3 HU3BKOK CaMOOI[IHKOK) MarOTh BHUCOKHM PiBEHB
CaMOTHOCTI.

Kuro4uoBi cjioBa: camoolliHKa, 3aHWYKEHA CaMOOIIIHKA, CAMOTHICTh, Cy0’€KTUBHE
MOYYTTSI CAMOTHOCTI, MIJUTITKOBUH BIK, M1UTITKH.
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