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IPYIIIbI KOHIENTYaIbHbIX MeTadop: ONMCHIBAIOLINE CUTYALIUIO UIPhI ¥ €€ Y4aCTHUKOB
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Abstract. The article presents an analysis of conceptual metaphors of addiction to
computer games, which are found in three self-help books written in English. The au-
thors give a brief description of gaming addiction, which is of particular interest for
psychologists, psychotherapists, users and creators of computer games. Conceptual
metaphor has been used as a practical means of clinical psychology and psychothera-
peutic practice by representatives of various schools of psychology. Books that belong
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to the self-help genre are often recommended as one of the means of rehabilitation
for gaming addicts. They make heavy use of conceptual metaphor as a device for
describing computer gaming addiction and ways of dealing with it. The three books
chosen as sources for our analysis were written before the official diagnosis of com-
puter gaming addiction was introduced. However, the symptoms and methods for
help correspond to modern diagnostic criteria. The three books that were analyzed
were written in the period from 2009 to 2012. Their authors tell about their personal
experience of overcoming gaming addiction, and they use a comparatively similar
quantity of metaphorically used words. Two groups of conceptual metaphors have
been found. The first group includes metaphors for describing computer games, their
parts and related phenomena. The second group includes metaphors for describing
gaming addiction and the healing process. The following conceptual metaphors, com-
mon for all three books, describe the computer game: A GAME IS A PLACE, A
GAME IS AN AGENT, A GAME IS A DRUG, A GAME IS AN AGENT OF PHYS-
ICAL ACTION. The most frequent metaphor among those which describe addiction
is ADDICTION IS A JOURNEY. Together, these two groups of conceptual meta-
phors provide the reader with a varied description of the phenomenon of computer
games and show how a player interacts with the gaming world. This description has
practical implication for therapy both for the addict and his family and friends. Con-
ceptual metaphors dominate the texts and create a complete model of a computer
game both in the text and, presumably, in the reader’s cognition. Another conceptual
metaphor which turned out to be very common is BRAIN OR MIND IS AN AGENT.
The analysis, performed in the CMT framework, also helped to discover some clearly
culture-specific metaphors, among which are A GAME IS A DRUG, BRAIN OR
MIND IS AN AGENT, ADDICTION IS OVEREATING, A GAME IS SORCERY,
ADDICTION IS A STORM, A GAME IS THEATER, A GAME IS A SKINNER
BOX and THE BRAIN IS A MECHANISM.
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[Ncnxudaeckre n Gpu3ndecKkne 3aBUCUMOCTH SIBITIOTCSI OAHOH M3 aKTyallbHBIX
mpo0IeM COBpeMEHHOM IICUXUATpHU U Ticuxonorun. Hapsiny ¢ Hanbomnee u3Bect-
HBIMU M UCCIIEJOBAHHBIMU 3aBUCHMOCTSIMH — aJIKOTOJIFHOM, HAPKOTHUYECKOI — B
HACTOSIIMI MOMEHT 00CY>KHAIOTCS ¥ aHATM3UPYIOTCS TAKHE OTHOCHTENIBHO HO-
BEIe BUJIBI, KaK 3aBHCUMOCTD OT €Ibl, HHTEPHETA, CEKCyaIbHBIC 3aBUCHMOCTH H
UTPOBas 3aBHCUMOCTH. B TO BpeMs Kak MOCIEIHSIA HOJITOC BPeMs OTpaHNIHBa-
JIaCh JyJJOMaHuel (OECKOHTPOIBHBIM YBIICUYCHHEM a3apTHBIMH UTPaMH ), CTPEMH-
TEJNBHBIA POCT MHIYCTPUH Pa3BlICUeHAUN B 00IaCTH KOMITBIOTEPHBIX HTP H COBEP-
IICHCTBOBAHNE UTPOBBIX TEXHOJIIOTHIA U MEXaHUK MPUBEN K TOMY, 9T0 ¢ 1999 1.
(mostBenne urpel Everquest) yqacTHiinch CBHIETEIBCTBA TOTO, YTO UTPOBAs 3a-
BACUMOCTb HapyIIaeT W Oake pa3pylIaeT >Ku3HH urpaponmx. C pacrBeToMm
MMORPG (Massive Multiplayer Online Role-playing Game) npoGiema ycyry-
Oniack, 9YTO BBI3BAJIO MOSIBJICHUE KHUT, KOTOPHIC ONMMCHIBAIOT (PEHOMEH 3aBHCH-
MOCTH OT KOMIIBIOTEPHBIX UTP U IPEIIaraoT COBETHI M IIOMOIIB TEM, KTO XOUET
n30aBUTKCS OT HEe.
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HecmoTps Ha TO uTO MpobiIeMa UTPOBOH 3aBUCHMOCTH Hadaia 00CyKIaThCs
erie B KoHIe mponuioro Beka [ 1], Tomsko B mae 2019 r. Bcemuphnas opraan3arus
3IpaBOOXpaHCHUs J100aBUIa UTPoOBoe paccTpoiicTBo (gaming disorder, GD) B
OJIMHHANATYIO Bepchio MexyHapoqHoH kiaccudukamun oone3neid (MKb-11,
ICD-11). Takoe perieHue BbI3BAIO OOJIBIIHE CIIOPHI CPEH Bpadeid, mpodeccro-
HAJIOB B 00JIACTH TICHXOJIOTHH, HTPOKOB ¥ MIPEICTaBUTENEH HTPOBOI HHIYCTPHU.
Tem He MeHee MHCTPYMEHTHI ISl TUATHOCTHKH UTPOBOW 3aBUCHMOCTH HayajH
MOSIBIISITECS 32JI0JITO JI0 €€ MPH3HAHUS aBTOPUTETHBIMHU aCCOIHALMAMHA (CM. UX
0030p B [2]). B 2014 r. B FOxHo#t Kopee urposoe pacctpoiicTo (internet gaming
disorder, IGD) GbI710 Ha3BaHO YIPO30H HOMEP OJIUH LTSI 3M0POBbsI HAITMH U OBLITH
BBEJICHBI 3aKOHBI, OTPAHUIHUBAIOIINE BPEMS UT'PEI, M OTKPBITHI ICCATKH peaduim-
TAIMOHHBIX KIMHUK JJIS1 3aBUCUMBIX TeiiMepoB [3]. O3By4YnBaOTCS MHEHHUS, YTO
oxotio 10% nacenenusa Kuras u 9% nacenenus CLLIA nonBep)keHbl 3TOMY BUAY
3aBucuMocT [4]. Tloka HET JOCTOBEPHBIX JAHHBIX O TOM, HACKOJIBKO MaH/IEMHUS
COVID-19 nmoBnusina Ha KOTUYECTBO 3aBUCUMBIX OT BHACOUTP, HO POCT OHJIAMH-
MIPOIaXK TP U IMMOCEMIAEMOCTH COLMAIBHBIX MENA MO3BOJBIET IPEIOIOKHUTE 0O-
Jiee MIMPOKOE PACIPOCTPAHCHNE 3aBICUMOCTH, YeM JI0 TAaHAEMUH [5].

UrpoBas mHIyCTpHS pearupyeTr Ha COOOIICHHS O POCTE 3aBUCHMOCTH MO-pa3-
HOMY. rpBI, KOTOpEIE XOPOIIO MPOJAIOTCS U HMEIOT MHOTO YYaCTHHKOB, — 3TO
JIOPOTOCTOSIIINE KOMMEPUECKHE MPOEKTHI, B Pean3allii KOTOPHIX 3aIeHCTBO-
BaHBI JIMTUIOMUPOBaHHEIC rcuxonord. [TosiBrieHune nmpodeccuu reiimM-nu3aiiHepa
OTBEYAET 3aIPOCy Ha CO3IaHNE aJUKTUBHBIX UTP, KOTOPHIE 3aCTABISIOT HTPOKA
MPOBOIUTE [TO MHOT'O YaCOB IEePE.l SKPAHOM H/HIIH TPATUTD PeabHbBIC ICHBI'H IS
MOKYIIKH BHPTYaJIBHBIX IPEAMETOB, IPABIICTHH U T.II. Y CIICIIHBIE KOMITBIOTEP-
HBIC UTPBI UCIONB3YIOT KaK HapaOOTKH OMXEBHOPUCTCKOW TICHXOJIOTHH (B OCO-
OCHHOCTH MEXaHH3M CITy9alHOTO IMTOJKPETUICHHS ), TAK U 00JIee COBPEMEHHBIX Te-
yeHu. Bo3aMOXXKHOCTH BUPTYyaIbHOM CaMOAKTyalH3al[iH TOJIb30BATEIS, BBEIC-
HHE €ro B COCTOSIHME KpeaTHBHOTO TpaHca (flow state), MeXaHHW3MBI aBTOITOJ-
CTPOWKH CIIOKHOCTH H IPYTHUE HHCTPYMEHTHI IIPECICAYIOT OIHY [T — IPUBJICYD
U yIep)kaTh KaK MOXXHO OOJBIIE UTPOKOB.

HccnenoBannst M KIMHAYECKAE PEKOMEHAAIMH TakKe OTPa)karoT, Ha HAIll
B3TJISA, CYIIECTBOBAHUE IBYX JIarepeil — CTOPOHHUKOB M IIPOTHBHUKOB BHICOUTP.
[lepBbie B cBOMX ITyONUKAIISIX ITOTICPKUBAIOT ITOJIOKUTEIFHBIC MOMEHTEI YBIIE-
YCHUS BUACOUTPAMU — YIIyUIIeHHE 3pPHUTEIBHO-MOTOPHOW KOOPANHALINK U BH3Y-
AJIBHOTO BHUMaHMSI, 00Jiee BRICOKUE PE3yJIbTATHI B TECTaX Ha 4yTeHHE [6, 7], — 011-
HAKO BBIHY>K/ICHBI OTMEYATh, YTO TIEPEHOCA HABBIKOB M3 HTPOBOIT CUTYAIIH B pe-
AIBHYIO JKHI3HD Yallle BCETO He MponucxomuT. Kpome Toro, 3a rpansio 0030poB u
paccyKIeHU HEPEIKO OCTACTCS BOIIPOC, MOKHO JIM TIOTPATHTH TO K€ TPEHHPO-
BOYHOE BpeMs Ha OoJee WITH CTOJh JKe TPOAYKTHBHEIE BUAKI nesiTenbHocTH. Cy-
IIECTBYIOT, OTHAKO, UCCICIOBAHMSI, ITOKA3BIBAIOIINE, YTO Y OETEeH MIKOJIHHOTO
BO3PacTa UTPHI BEITECHAIOT APYTYIO MPOIYKTUBHYIO BHEYPOUHYIO JESITEIEHOCTD
U B IIEJIOM KOppEeIMpyoT ¢ Oojiee HU3KOW ycneBaeMocThio. Kpome Toro, urpsr
Pa3BUBAIOT IPUBBIUKY K OIIEPHPOBAHHIIO OKPY>KCHHEM B PEKIME MHOT03a1aqHO-
CTH, YTO CHHKAET CIIOCOOHOCTH K KOHIICHTPAIIUH U OOIIYIO TPOLyKTUBHOCTB. J[0
CHUX TOp BEAyTCA OKECTOUCHHBIC CIIOPHI MO IOBOAY BIMSHUS HACIIHS B
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BHJICOMTpaX Ha TOBeJIcHHE UTPOKOB [8]. JlaBlieHHEe CO CTOPOHBI POTHBOOOPCTRY-
IOIIHX CTOPOH IPHBENO K TOMY, YTO AMEPHKaHCKAas IICHXOJIOTIECKAast aCCOIMAIINS
BBIITYCTHJIA CHCIHATBHYIO PE30TIOIIIO, TIE W3JI0KIIIA JOCTUTHYTHIN B HACTOSIIEE
BpeMs KOHCEHCYC B 0003HaUMIIA TaTbHEHIIIe HalpaBlIeHUs PaOOThHI Hal aKTyallb-
HOU Mpo0JieMoit UrpoBoit 3aBucHMOcTH [9]. Acconmarus Entertainment Software
Rating Board, oTBevaromas 3a IprCBOCHHE BO3PACTHBIX OTPAHWYCHHH KOMITHIO-
TEpHBIM UTpaM, TAKKE Pa3MECTHIIA Ha CBOEM caifTe OecITaTHBIE COBETHI M HHCTPY-
MEHTHI IJISI POJUTENIEH 1 CIICHUAJIICTOB, KOTOPHIE XOTST y3HATH OOJIBIIE O BO3MOK-
HOCTSIX KOHTPOJIS IIPOBOJMMOT'O 32 HTPaMH BPEMEHH U METOIMKAX PabOTHI CO CTpa-
JTAIOIIFMH UTPOBOM 3aBUCUMOCTHIO [10].

O4eBUHO, YTO MTPBI OBIBAIOT pa3Hble U 000OIIATH WX BIMSHKE, CBI3aHHOE C
BpEIOM, MOJTB301 MM aANKTHBHBIM ITOTCHIINAIIOM, CIOKHO. BoNbIIIHCTBO TIpo-
BEJCHHBIX IICHXOJOTHYECKIX UCCIIEIOBAHINA HOCST KOPPEISIIUOHHBIA XapakTep ’
HE TI03BOJIIET OJHO3HAYHO YCTAHOBUTH Kay3aIlHIO BpEia HIX MOTB36I OT BHIICOHTP.
HexoTopsie aBTOPHI IpeIararoT paclieHNBaTh UTPY B KOMITBIOTEPHBIE UTPBI TaK
ke, KaK U JIOYI0 APYTYI0 UTPOBYIO JAESTEILHOCTD, B TOM YUCIIE W JUI JeTelt [7.
P. 46]. CymecTByt0T yiadnble 00pa3oBaTelIbHbIC UTPBI HITH UTPHI CO 3HAUNTEIb-
HBIM 00pa30BaTeIILHBIM KOMIIOHEHTOM, XOTs B 0030pax [5, 7] oTMe4aeTcsi, 4To Hc-
crepoBaHui UX 3()(PEKTUBHOCTH TOKa HEMHOTO. Vrphl, MOBEHIMIAIOMINE MOTHBA-
U0, ¥ MTPBI, MIPEIIOJIATaroIIie aKTHBHBIC (DU3MUECKUe NEHCTBUA (exergames),
TaKKe YIOCTOWJIMCH TIO3UTUBHEIX OLECHOK HCCIIEIOBATENCH, OTHAKO IIPOMOYTEPEI
UTPOBOI MHIYCTPHUU HEPEIKO He 0OpalaroT BHUMAHHS Ha TO, YTO Bce Hambolee
MOMYJISPHBIC UTPHI TIPEICTABILIOT CO00M Cyry00 KOMMEpUYEeCKHe IPOIYKTHI U C
TPYZIOM MOT'YT OBITH OTHECEHBI K Pa3psiy KPeaTHBHBIX, 00YJaIOIINX 1 0310PaBIIH-
BAIOIIIX WTP, TIOCIICIHUE COCTABILIIOT JIMIIb MAITYIO YacTh IPOIaK.

B nanHO# cTaThe MpeanmpruHUMAETCS MOTBITKA OIIMCAHMS KOHIENTYaIhbHON MeTa-
(OpBI KaK CPEACTBA OCMBICIICHHS UTPOBOI 3aBUCUMOCTH, IIPEIIaraeMoro Ha CTpaHH-
[ax TPeX aHITIOS3BIYHBIX KHUT B JkaHpe cend-xemt. Takoe onmcaHue moapasyMeBaeT
OTBETHI Ha CJIEAYIONINE BOPOCHL: YTO HCIONB30BAHIE KOHIICTITYaIbHBIX MeTadop
MTOJTYCPKUBACT B ()eHOMEHE HTPOBOM aJUTMKIIMU U KOMIIBIOTEPHBIX UTrp? Kakue ¢ak-
TOPBI 00YCIIOBIMBAIOT PETYIBIPHOE HCTIOIBF30BAHUE TEX MM HHBIX MeTadop? s oT-
BETa Ha JJAHHBIC BOIIPOCHI OYIyT NCCIIETOBAHBI KaK KaYeCTBEHHBIH acieKT (BBISBIII-
FOTCSL I CPAaBHHUBAIOTCS (POPMBI S3BIKOBOH pealTi3aliiy KOHIIEITYaIbHBIX MeTadop B
TpeX KPYIHBIX TEKCTaX), TaK M KOJIMYECTBEHHBIH (OMHCaHa MX 9acToTa U ee Koppe-
TSt ¢ (QYHKIMSMA KOHIENTYaIBHBIX MeTa(op UTPOBOH aIIWKIINH, YIACTHUKOB
CUTYyaIu (OPMHUPOBAHHS IUKITUH 1 €€ JICUCHHU ).

J1s1 ananm3a SI3pIKOBOTO MaTepHajia MBI OTHpaeMCsl Ha TEOPHIO KOHIIEITYalIhb-
Hoit MeTadopel (TKM). Xorss TKM HeoaHOKpaTHO MOJBEprajiach KPUTHKE, MO-
mapukanun 1 pacumpennto [11-13], ocHoBHoM mocekur JIxk. Jlakodpda u
M. JI>xoHCOHa OBUT HEOTHOKPATHO MPOBEPEH YKCIICPHMEHTAIBHO: KOHIIETITYaIlb-
HBIE MeTa(OpBI OKa3BIBAIOT BIISIHUE HA TO, KAK JIFOIW MBICIISIT 00 ONpeIeeHHBIX
SIBJICHUSAX B 3aBUCHMOCTH OT SI3BIKOBOTO O(OpMIICHHS 3THX sBiieHu# [14, 15].
JIx. I'peiimu u [1. Tubomo otMewaroT B cBoeM 0030pe, uTo Hanbosee 3 GpeKTHBHO
BIUSIOT HA OCMBICIICHHC DPA3JIMYHBIX SIBJICHUHA JeHcTBHTENbHOCTH (framing
effects, pyc. Meradopuueckuii (pediMuHT) MeTadophl, y KOTOPBIX cdepa-
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HCTOYHUK 3HAKOMa OOJBIIOMY KOJTHYIECTBY JIFOACH, IMEEST YSTKHE TPAHHUIIEI M 00-
rata obpazamu (4TO COOTHOCHTCS C KKOHKPETHOCTHIO» cepsl). [Ipu 3ToM MeTa-
(hopuueckre epeHoCckl (mappings, pyc. CBSI3H, YCTaHABIMBAEMBIC MEXKIY TBYMSI
KOHIICTITYaJIbHBIMH CpepaMu) JOIKHEI OBITh «YAaYHBIMI, T.€. TOUHBIMH U SICHO
MPHUIIOKUMBIMH K cepe-IeNn — depTa, MpeayraJanHas eme B aHTHIHOW pUTO-
puke. MneanbHble chepbl-1eu, B CBOKO 0Yepellb, JOKHBI OBITH CIIOKHBIMH, a0-
CTPaKTHBIMH U €IIe He CBS3aHHBIMH C CHJIBHBIMH MHCHHUSMH 3aHHTEPECOBAHHBIX
rpymi s [16].

OTHOCHTENBFHO OO0JIC3HH KaK C(Eeph-MHUIICHA CYIIECTBYCT 3HAYUTECIBHEBII
00bEeM JTUTEPATYphl HA TEMY UMIDIHKAIIHA pa3inIHBIX MeTadop, HAIpuMep, Me-
taop Ooim, muadera u paka [17], ankoronbHoH 3aBucuMocTH [18]. B obmactu
KIIMHAYECKOH MICUXOJIOTHH U TICHXOTepanuy MeTadopa Takke MpeIcTaBIsieT HH-
Tepec B TEUCHHUE JOJTOT0 BPEMEHH KaK MPAKTHYECKUH MHCTPYMEHT pabOTHI C
kiueHTamu [19]. TlcuxoTepaneBThl Pa3InYHBIX [ITKOJ M TCOPETHUECKUX YOCK Ie-
HUH ¢ Havana XX B. IPH3HABAIH, YTO yMEJIOe 0OpaIeHNe U JaxKe «yIpaBICHIEe
MeTtadopamMmu» MOXET MPUHECTH Tob3y narnuenty [20. P. 13]. Meradopa mm-
POKO UCIIONIB3YETCs B FOHTHAHCKOI Teparu, IICHX0IMHAMITUECKON MEKITHIHOCT-
HO# Tepanuu, ACT-teparmmu. [TyOnukanuu B mpoQHIBHBIX KypHAJaX HHOTIA
OTIMCHIBAIOT OTAEIBHBIC KIMHHMYECKUE CITyYan CIIOIB30BaHIs MeTa(OPEI KITHEH-
TOM H TEpaIleBTOM, OIICHHBAIOT WX 3(PQHEKTUBHOCTH W HCXon Tepamwu [21].
JI. MakMIoJUIeH OIMCHIBACT TICHXOTEPAITHI0 KaK «0CO00 TUIOJOTBOPHBIN KOH-
TeKCT» A1 u3ydeHus Metadopsl [22]. C 3TUM COTIACHBI U JIMHTBUCTHI-MeTago-
poiorwm [23; 24; 25. P. 2-3].

Mownorpadus JI. Tas moapoOHO ONHCHIBAET KOHIIEITYaJIbHbIE HICTOUHHKH Me-
TaOpU3ALNH IICHXOIOTHYECKAX COCTOSHUH, IPOIIECCHI TIONCKa HOBBIX MeTahOpH-
YECKHIX ITEPEHOCOB U BapHUPOBAaHIE METa(hOPHI B 3aBUCHMOCTH OT TEOPETHICCKHX
npeanouTeHni rncuxotepanesTa. . Toit mpeqmaraet pa3nuyarh Cieayromye KOH-
TEKCTyalbHbIE (PaKTOPBI, BIHSIONINE HA ()OPMUPOBAHKE U FICIIOIH30BaHHE OTIpeIe-
JICHHBIX KOHIICTITYaJIbHBIX MeTa(op B IICHXOTEPAIIEBTUYECKOM IHICKypce: KOH-
TEKCT MHIWBHUIYAIFHOTO CIydasl MAHEeHTa M eT0 UCTOPUH OOJIe3HU; COMUOKYIh-
TYPHBIA KOHTEKCT Tepallly U €€ YUYaCTHUKOB; TEOPETUICCKUI KOHTEKCT TEpaIii;
KOHTEKCT B3aMOJCHCTBHUS MEXKy TEPAIICBTOM U TAIUSHTOM; OV KAHIIN OKpy-
YKAIOMINK KOHTEKCT KOHKpETHOU TepaneBTudeckor ceccuu [20. P. 14].

OnHOM M3 KITIOYEeBBIX HHHOBAIMK PabOThI CTAJIO CBS3BIBAHUE TICHXOTEPAIICB-
THYECKOU ()YHKIIMOHAIEHOW THIIOJIOTHH METa(Op CO CTPYKTYPHOM KOTHUTUBHO-
JUHTBUCTUYECKON THUIIONOTHEH, a TakkKe aHaiun3 (\YHKIMOHUPOBAHUS JHHTBH-
CTHUECKHX peai3annii KOHIIENTyalbHOH MeTaOphl B 3aBUCUMOCTH OT IIPUCYT-
CTBYIOIINX B KOHTEKCTE AUCKYPCHBHBIX MapKepoOB TUIA you know, I mean u ap.
KHura Taxcke conep kKuT MPEeCKPUIITHBHYIO YacTh: YIIyUIICHHBIE aBTOPOM IICHXO-
TEpaneBTUIECKUE POTOKOIBI UCIIONB30BaHISI MeTahop BO BpeMs Oecen ¢ mamu-
enramu [20. P. 69, 96, 103]. Hanmpreimme nccnenoBanus [. Tas Takke UCIIONb-
3YIOT IICHXOTEPANEBTHYECCKUH IUCKYpPC KaK MOJIe I aHAIN3a KOHIEITYalIbHOM
MeTaopsl: MMPOBEpKa MTUCKYPCHUBHOH BapHaTHBHOCTH MeTadop, TCOpPUH Hame-
penHoit Metadopsl I'. CreitHa [26], acCIeKThl KOHIENTYyaTH3al[id COMATHKH, B
TOM 4YHCIIE Ha MaTepualie KuTaickoro sizbika [27, 28]. [Ipyrue nccnenoBaHus
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MTOCBSAIIEHB! KOHIIETITyaIbHBIM MeTaopaM TPEeBOKHBIX PacCTPOICTB U Aempec-
CHH KaK B TepareBTUUYECKOM Auckypce [29], Tak u B Mmeamuamuckypee [30].

B poccuiickolt TUHTBUCTHKE U3YYCHUIO MeTadop B IICHXHATPHUECKOM TpaK-
THKE YACJICHO MHOXECTBO pabOT IICHXOJIOTOB U IcuxoTepaneBToB [31, 32], opu-
CHTUPOBAHHBIX Ha THIIOJIOTH3ALUIO Pa0dOTH ¢ MeTadopoil U MPUKIATHYIO CTO-
pony mpobnembl. Hanbomnpiee BHIMaHWE JWHTBHCTOB YIEJEHO MCHXOIOTHYC-
CKOMY JHUCKYypCy, Kak HaydHoMy [33, 34], Tak u Hay4dHO-TIOmMyJsipHOMY [35], B
TOM YHcIie MeauaaucKypey [36]. i pycckoro si3pIka ONUCaHbl 0a30BbIe MeTa-
(opruecKue IpeICTABICHIUS O IICHXOJIOTHH YEIOBeKa B HANBHOH SI3BIKOBOI Kap-
THHE MUpa (KOHTEHHEpP, BEePX-HU3 U APYTUE ITapaMeTphl IPOCTPAHCTBA) U UX CO-
OTBETCTBHUSA B MPO(ECCHOHATBHBIX METOANKAX TICHXOJIOTOB M MICHXOTEPAIIeBTOB
[33]. Uccnemyercs BIUsHHE CEMaHTHKH MeTadophl HAa KOHIIETITYATH3AIHIO TICH-
XHYECKUX COCTOSIHIH y Pa3HBIX IeMOTpa(UIecKuX TPYII U pa3HBIX IpodeccHo-
HaJIBHBIX COOOIIIECTB IMCUXOTEPAIeBTORB [37], B TOM YHCIIe DKCIICPUMEHTATHLHBIMHI
MeTomamu [36].

B nemom, monck paboT, HOCBSIIECHHBIX H3YUYCHUIO METAQOpPEI B IICHXOJIOTHU H
MICHXOTEPAIHH, TOKA3BIBACT IPeoOIafaHne CTaTeH B HAYUHBIX Ky PHAJIAX I10 TICH-
XOJIOTUH ¥ TICHXUATPHH U KHUT, OPACHTUPOBAHHBIX HA MMPAKTUKYFOIIIX TICHXOJIO-
TOB U IICHXOTEPAIeBTOB. B TO ke BpeMs 3TH paboTHI B ITOCTIECIHIE TOABl YIUTHI-
BaIOT JOCTH)KECHHS TCOPUH KOHIENTYTbHOW MeTadopsl [38].

B namem nccienoBanny OgHAM U3 (PaKTOPOB, BIUSIOMNX HA TO, KAKAE METa-
(OpBI HCIIONB3YIOT aBTOPHI, MOKET OBITH JKAHP IPOW3BEACHHNA, COCTABUBILIIX
KOpITyC HCCIENoBaHusI, — cend-xemr. [lapamokcanbHpIM 00pa3oM, XOTS WHIY-
CTpUSL CaMOCOBEPIICHCTCTBOBAHUS M3YYAeTCS COIMOJIOTAMH, IICHXOJIOTAMH H
KypHamuctamu [39—-42], uccnegoBaTeny 0TMEYAIOT HETOCTATOK BHUMAHUS JIHT -
BHCTOB K OITMCAHUIO 3TOT0 KaHpa [43. P. 2-3, 31]. OO1mmm MecToM, BBIACISCMBIM
HCCIIeIOBATEISIMHA TIPU ONHMCAHWK 3TOTO >KaHpa, SIBIAETCS IeNb. Takue KHHUTH
MPEIOCTABILIIOT YATATEIIO HH()OPMALIUIO, YTOOBI IOMOYh €My H3MEHHUTH UTO-TO
B CBOCH JKH3HH WU YIIyYIINTh KAKYI0-TO CTOPOHY CBOSH TMIHOCTH 0€3 MTOMOIIH
npyrux mojei. CymecTByeT MHOTO KaTEeTOPUi KHHT Ce(-XeI: KHUTH 0 X000H,
MICHXOJIOTHYECKasl CAMOIIOMOIIb, PEITUTHO3HAS! CAMOIIOMOIITh, OM3HEC-YICOHUKH.
Hexoroprle rcceoBaTes MpeuiaraloT BELICIATE 1Ba OONBIINX KIIacca B KaHPe
cend-xeym: obydaronue kHUTH (how-to books, pyc. camoydnTer, 00bIYHO MTpeI-
MOJIATaIOIINE CAMOCTOATEIIFHOE OCBOCHHE KOHKPETHBIX HABBIKOB — YXOI 33 IO-
MOM, CaJIOM, UTPa HAa MY3BIKAIFHBIX HHCTPYMEHTAaX U T.II.) ¥ KHHUTH II0 CAMOCO-
BepIIeHCTBOBaHUIO (self-improvement books, pyc. mureparypa mo camopa3sBu-
THI0, 0OBIYHO PacCKa3bIBAIONINE O OOPHOE ¢ BPEAHBIMH MPHUBBIYKAMH HITH TIOMO-
rafompe BBIPa0OTATh IIOJIE3HBIC MCHXOJIOTHYECKHE M KOMMYHHKATHBHEIC
HaBbIkH) [43. P. 16]. b. birom mumiet, 4to cend-Xem CIIMBaeTCss CO MHOTUMH
KaHpaMH, B TOM YHcie ¢ OnorpadusMu, XyIoKecTBEHHOU uTeparypoii [45]. B
TO K€ BpeMsl OOJIBIIMHCTBO KHUT Ce(-XeII KaTeTOPU3NPyeTCs KaKk HOH-(DHKIITH
[43. P. 62], 9TO CTaBUT WX BHE MOJISI HAYYHON TEPMUHOIIOTUY TICHXOTEPATAN WA
HAYYHOTO JHUCKypca.

[pakTrKyromMe MCHXUATPHl PEKOMEHAYIOT TaKHe KHUTH HE B KadecTBE 3a-
MEHBI, & B KadyecTBe IMOJICPKKH Tcuxoteparmuu [46. P. 59]. bubamorepamnus
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paccMmaTpHBaeTcs Kak oJfHa 13 GopM camoroMon mampenTa. CymecTByIoT cripa-
BOYHUKH anpoOMPOBAaHHBIX KHUT, KOTOPBIE 3apEKOMEHIOBAIN ceOs B IICHXUATPH-
yecKoi npakTuke — 85% KIMHUYECKUX ICUXUATPOB PEKOMEH IYIOT CBOUM IAIEH-
TaMm OubmoTepanuio [47] ¢ eNbI0 MOJTyYeHUs TOTIOJHATENILHON HHPOPMAIH O
cBOEH MmpooiieMe, IMOMOIIHM B IPUHATHAYN PEIICHUH u 0oJtee TTyOoKoi pedaekcuy.

AHanmuzupyeMble HAMI KHATH HAIMCAHBI 0 O(GHUIUANTEHOTO MIPU3HAHMS Me-
IUIPHCKAMHI OPTaHU3aIMsAMHU IHAarHO3a HHTEPHET-3aBUCHMOCTH W KOMITBIOTEP-
HOW UTPOBOM 3aBHCUMOCTH, OJTHAKO OITMCAHHBIC CHMITTOMBI X METOAUKH ITOMOIITH
OTIEPEIIIIN CBOE BpeMsI U KOPPEIUPYIOT C TEMH, KOTOPHIC B HACTOSIIII MOMEHT
YIOMHHAIOTCS B OQHUINAIBHBIX TUATHOCTHYECKUX YKa3aHMsIX. «TOUKoi BXomay
UL BCEX aBTOPOB CTAllM COOCTBEHHBIE MPOOJIEMBL, CIIPABHUBIIHCH C KOTOPHIMH,
OHH PEIIVIIA TIOMOTaTh IPYTUM 3aBUCHMBIM U HX CEMBSIM M PacTIpOCTPAHATE HH-
(hopMaruio 00 OIMacHOCTH HEOTPaHUICHHOTO TeMUHTa. KHHUTH OImyOIMKOBaHbI B
niepuoz ¢ 2009 o 2012 r. 1 ©IMEIOT CONOCTABUMBIN 00beM M KOJIMIESCTBO METa-
(hopudeckoit Jiekcuku (Tadr. 1).

Tabnuna 1
Hudopmanusi 06 HCTOYHHKAX HCCJIEA0BAHMS!

Koaniectso KonuuecrBo me- | KonudectBo metadopuue-
HasBanue u aBTOp KHUTH OB TaOpPUUSCKHUX | CKHX (parMeHTOB, JCJICH-
(parMeHTOB | HOE Ha KOJIMYECTBO CIIOB

Neils Clark, P. Shavaun Scott.
Game Addiction: 70 234 786 0,011
The Experience and the Effects

Kevin Roberts. Cyber Junkie.

Escape the Gaming and Internet 57 827 558 0,009
Trap

Andrew P. Doan, Brooke

Strickland, Douglas Gentile. 37 307 371 0,010

Hooked on Games

B muckypce Tpex mpoaHanM3upOBAHHBIX KHUT HCIONIB3YIOTCS JBE TPYIIIIEI Me-
tadop. [lepsas rpymma — metagOphl sl OMUCAHUS HETOCPEICTBEHHO KOMITBIO-
TEPHBIX UTP, UX YACTEH U CBA3aHHBIX C HUMH (peHOMEHOB. Bropas rpymma — me-
Tadopa I ONHMCAHMSI 3aBUCHMOCTH. B Tporiecce BEIOOPKH MBI TIOCTapaJIACh HC-
KIIIOUYUTH MEeTaQOpEI, ONHCHIBAIONINE APYTHE, CXOKIE THIIB 3aBUCUMOCTEH (HMH-
TEPHET-3aBUCHMOCTE). TaMm, I/ie KOHTEKCT ITO3BOJISUT OTHECTH MeTadopy U K BH-
JICOUTPOBON 3aBHCHMOCTH, W K APYTHM 3aBHCHMOCTSM, MBI YUHTHIBAIN €TO.
B nanpHe#ieM W3I0XKEHHH B CKOOKax Tmocie (GOpMybl KOHIICTITYyadbHON

! Clark N., Scott P.S. Game Addiction: The Experience and the Effects. McFarland & Com-
pany, 2009. 211 p.; Roberts K. Cyber Junkie. Escape the Gaming and Internet Trap. Hazelden
Publishing, 2010. 205 p.; Doan A.P., Strickland B., Gentile D. Hooked on Games: the Lure and
Cost of Video Game and Internet Addiction, 2012. 200 p.
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MeTaopsl WM €€ JIMHTBUCTHYECKOW peali3aliy yKa3bIBACTCS KOJIMYECTBO
BCTPETHBIINXCS COYCTAHUN FITH JIEKCEM CYMMAapHO B TPEX TEKCTaX.

HIPA —3TO MECTO (620)

CaMoii yacToii peanu3anreit OMCcaHus HTPhI IBISCTCS CIIOBO World B pa3HBIX
KOMOHMHAIUAX (Bcero 227 BXOXKIEHHI). YUaCTHUK KOMITBIOTEPHOM UTPHI TOMA-
naeT B pasHooOpasHbie mupsl: digital world (54), secondary world (29), cyber
world (26), virtual world (15), fantasy world (7), online world (7), the world of
Everquest (3), gaming world (3), social world (3), another world (3), complex/in-
teractive/make-believe/different world. Haumenosanue urpst World of Warcraft
BCTpedaeTes 68 pa3: urpa crayia caMbIM SIPKAM IIPAMEPOM KOMITHIOTEPHOTO IIPO-
IyKTa C BBICOKHM aJIMKTHBHBIM ITOTEHIHAIOM. [pyTie HanMEeHOBaHUS BCTpeUa-
FOTCSI PeXKe M TAKXKE Yallle BCETO CHAOXKAIOTCS OTIPEIEICHIEM, TI09ePKHBAIOIIIM
MeTahpoprHIHOCTE UTpoBoTo MEpa: space (19), place (17), (alternate) reality (14),
electronic/parallel/alternate/different/cyber universe (10), land/cyberland (8), en-
vironment (4), venue/avenue (3), realm (2), a second home, refuge, dimension,
surroundings. IIpu 3ToM MeTadopa MaTPHIIBI, KOTOPYIO MOKHO ObLIO OBI OKH-
JaTh M3-32 CIICIU(pUKA MaTepHalia, BCTPETHIIACh BCEro oauH pa3 — in a digital
matrix.

OmnwmcaHnio 0co0eHHOCTEH I(POBEIX MUPOB OTBEACHO 3HAUNTEIFHOE MECTO
B Kaxnoi xaure. Hambonee 9acThIM MpUeMOM SIBISETCS MOTIEPKABAHUE CXOII-
CTBa BHPTYAJIFHOTO MHpa C PeajbHBIM M MX HE3aMETHOE IepeTeKaHue IpYyT B
npyra: like they might a real place, because in many respects they are real places
(Clark); these worlds are complicated, just as complicated as you’d expect from a
fully functional world (Clark). XapakTepucTHKa HTPOBBIX MHPOB YacTO JAETCS C
MTOMOIIBIO TOSICHUTENBHBIX TPHIATOYHBIX IIPEIOKEHHH, OMMCHIBAIOIINX IIPO-
crpanctBo: the digital world, where I could save the princess and where I could
matter as a person (Doan); a new world for the curious mind to explore, test, and
conquer (Doan); keep us collected and happy in a world where every day is more
complex than the day before (Clark); the world that cyber junkies find so compel-
ling (Roberts).

Cama nekcema game TpuoOpeTaeT MeTadopHIeCKue XapaKTePUCTHKH IIPO-
CTpaHCTBA ITyTEM YaCTOTO MCITOIB30BaHUS C IPOCTPAHCTBEHHBIMH IIPEIOTaMH 1
HapeuusMH: in, into, away from, within, inside a/the game, a/the game where.
Bcero takne koMOMHAIIMW BCTpeTHIIHCH 110 pas.

UzmobiienHol passepHyToi Metadopoit Hunca Kimapka ssnsetcst «iudpoBas
roctuHas» — the digital living room. Camo c10BocOYeTaHUE BCTPEUYACTCS B KHUTE
26 pas, eme 5 pa3 uMmeeTcs B BUAY OU(GPOBas TOCTHHAS C JPYTUM SIMUTETOM
(mampumep, a new and improved living room). Iludpoas rocturas — Oyaymiee
MHpa pa3BIICUCHUI; MUp, Ky/Ia ONaaeT TelMep, TN MHP, KOTOPBIN caM IIPUX0-
muT K Hemy. L{ngpoBas rocTiHas A0CTyIHA Be3e (some people can already step
inside parts and parcels of the digital living room from wherever they want
(Clark)), oHa sBNsieTCS TPOIOJDKSHHEM PEaIbHOTO MHPa M He3aMETHO CMEIIBa-
€TCs C HUM, TaK YTO B CAMOM aBTOPCKOM ITOBECTBOBAaHHH OBIBAET CIIOKHO MTOHSTH,
0 peaJIbHOM TOCTUHOW UAET PeUb MM BUPTYAIbHOH (M 00 uX cMemeHun): To-
morrow’s “living room” might stretch across many different kinds of places;
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Hundreds of millions of people play games, and countless more are on the thresh-
old of being ushered into the digital living room (Clark).

Taxxe B kaure H. Kitapka urpa ynomo0sisiercst qpyromMy IpoCcTpaHCTBY — MHH-
HOMY IIOJI0, HTPOK — camlepy, alANKTUBHBIE OCOOEHHOCTH UTPhl — MHHAM W Kall-
KaHaM, a CHTHAJIBHBIE (DJIAXKKH carepa — OCTOPOKHOCTH B OOpaIICHUH C UTPOI:
That game is a kind of minefield. Problematic structural characteristics of a game
are like the mines. If a person can become familiar with those lures, we could
expect him to play games as a kind of prepared minesweeper. He perceives the
mines that he can mark, avoids them, and is less likely to lose a limb... The most
common anecdote of “minesweeping” among gamers who claim to have learned
balance is to flag specific a genre of games as a deadfall (Clark). B kaure A. Jlo-
aHa IATh pa3 ynorpedisieTcs cxoxkas Metadopa Urpel-ioBymku: the lure of the
digital world is a bright and shining trap (6), a cama kaura K. PoGeprca mmeet
o/13arojioBoK Escape the Gaming and Internet Trap.

PerynspHpIMU TpOSIBICHUSME KOHIIETITYaIbHON MeTadOpsl UTPA — 3TO MECTO
OKa3bIBAIOTCS TJIATOJIBI ABMXKEHUs enter (26), lose (oneself, yourself, 15), escape
(12), immerse (10), go into/back (7), get into (5), exit (4), dive (4), stepping inside
(3), leave (3), fall (2), throw (2) oneself into, transport (2), come back, hop into,
rush, visit, propel. CyObeKTOM ABHKEHUS ITPH 3TOM BBICTYIIACT 3aBUCHMBII UTPOK,
a MpeANKaTH ABMKEHHUS B OOJBIIMHCTBE CIYYACB OIMICHIBAIOT BXO/ FJIH BBIXOI U3
UTPOBOTO IIPOCTpaHcTBa. [IpeuKaThl CTATHBHOTO XapaKTepa B HAIIEM MaTephalie
BCTpEYAIOTCs 3HAUUTENBHO peske: live (8), exist (3), be part of (2), be in, stay.

Oco0oe BHUMaHHE aBTOPHI YIEISAIOT BO3MOXKHOCTH TIOrpYyKeHHUs (immersion,
26) urpoka u ero oerctsa (escape (n), 14) B BUpTyasbHBIA MUp. B nccneoBanHOM
MaTepHaje YepeayroTcs (pparMeHThl, T/ aBTOPhI TIOBECTBYIOT 00 Urpax, u (par-
MEHTHI, OIHCHIBAIOIIHE OIBIT TITyOOKOTO MOTPYKEHHS B UTPY, — B3STHIC BHE KOH-
TEKCTa COCeTHNX ab3areB, OHM MOTJIH OBI IPECTATh Mepe.l YATATEIICM KaK OIica-
HUe peasbHOCTH: In order to create armor and weapons for the guild, the guild
needed a grandmaster blacksmith. ...But to achieve this title, I needed a lot of ore. I
organized an ore train that mined ore from the mountains, far from the city (Doan).

Crtupanue rpaHeii v CIIMSHAE C UTPOU — OJTH U3 TTIABHBIX OMUCATEIBHBIX TTPH-
€MOB BCEX HCCIIeIOBaHHBIX aBTOpoB: effectively blurring the lines between reality
and ‘virtual’ reality. OnmHa u3 rmaB B kaure J. [loana (The Melding of Worlds)
IIMPOKO HCIIOJIB3YET OMHMCHIBAEMYIO KOHIENTyalbHYI0 MeTadopy: melding (5)
the digital world with the real world, [minds are being] melded with the digital
world, blending of real-life play with online play. B xaure K. PoGeptca ucmoins-
3yeTcs Mmetadopa ciusHus, eauHeHus ¢ urpoit: They [kids] seem literally to
merge (4) with the game; I did not want my union with my game or the cyber
world interrupted; having his computer confiscated was like having a part of him-
self ripped out (Roberts).

[IpuTsaraTeTPHOCTH ANBTEPHATHBHON pEaIbHOCTH 3aKIIOYACTCS B TOM, YTO
OHa TI0X0’kKa Ha peasbHBI MUp, HO B HEH JIeTde IenaTh Kak BO3MOXKHEIE (explore
(2), cultivate relationships, hang out, fly planes, search for love and acceptance,
feel loved and accepted), Tak u HeBo3MOkHBIE Bemny: living in a digital world with
an ideal digital partner, pursuing a dream career in a digital world, tending to a

115



Jlunzeucmuxa / Linguistics

digital farm, or clearing a dungeon of all evil and then returning for a reward
(Doan).

WIPA —3TO CYBBEKT ®U3UYECKOI'O JEMCTBUA (175)

B nmckypce mccieJoBaHHBIX KHAT MTPa 9acTO MPEICTACT aKTUBHBIM CyObeK-
TOM (PU3WYECKOTO BO3ICHWCTBHA HA WUTPOKA. BO MHOTHX KOHTEKCTaX IPHCYT-
CTBYeT METOHHMHYECKas 3aMEHa I10 HpHUHIMIY YACTh BMECTO LEJOIO —
YACTh/ACIIEKT UTPbI BMECTO UI'PBI: art, imagery, story, design u T.11.

CaMBIMH YacTBIMH OKAa3aJIACh IIPEIUKATHI, 0003HAYAIONINE PUHYKICHUE K
¢usnyeckoMy ABrokeHHIO: pull (29) B coueTanuu ¢ mpeyioraMu in, into, on; draw
(16); take/maintain hold/to hold (10); grip (5); suck in (4); absorb. OTn peanu3a-
UM KOHIIENTyaJbHOH MeTa)Ophl BO MHOTHX CIydasix IepeceKaroTcst ¢ Merado-
poii UTPA —3TO MECTO, TaK KaK UTPHI METa()OPHUECKH MTPUTATUBAIOT 3aBHCUMOTO
HE TOJBKO K cebe, HO MOTYT 3aTSHYTbh, 34COCATh €T0 BO BTOPUYHBIE MUPHI U YICP-
KHUBaTh ero TaMm. Wrpsl yacto mpuBoAaT urpoka tyna: take (11) players inside,
bring out/together/on (12).

B kadecTBe 00BEKTa BBICTYIACT 3aBHCHMBIH HTPOK, WHOTIA 0003HAYAEMBIN
METOHHMHUYECKAMH 3aMeHaMu mind, brain. Irpel TAHYT 3aBUCHMOT0, KaK KPIOKH
n MarHuThL: subtle, forceful, addictive pull; like magnets; magnetism seemed to
draw me; the hooks that reach up to pull him under; hooks drawing people into
contemporary media. MHOTma nexcema pull BXOJUT B COCTaB HIMOM ¢ UCKOHHO
¢usnyeckorr o6pasHocThiO: Which can pull on psychology and physiology in
many ways; pulling the rug out from under a person. Takoro poxa ¢pusznveckoe
BO3JICHICTBHE HHOT 1A TIOJTyYaeT XapaKTepUCTHKY MoIIHOTo — power/powerful (7).

JleWicTBHSA 110 YHUYITOKCHHUIO YEIIOBEKA, €T0 IICHXUKA U €T0 YKI3HH IIPEIITICHI-
BaIOTCS UTpaM C TIOMOIIBIO0 pa3Ho00pa3HbIX NpeaukaToB: destroy (7) 1 HOMHHA-
JIM30BaHHBIX ONMHCaHui neiicTBuid — destructive/destruction (7). Jlannas koH1ern-
TyanbHass MeTadopa OTIAMYACTCS 3HAYUTEIHHBIM pa3HOOOpa3WeM TIIarojbHBIX
JIEKCEM C CEMAHTHKOM MpuunHeHust Bpena: consume (3), damage (2), hurt, wreak
havoc, take my life, carry the most destructive potential, rupture, bring dishar-
mony, bombard, seem to be poking our brains, disrupt. Enie oquna Habop npenu-
KaTOB MeTaQOpUICCKA MPEACTABISET UTPY KaK MPECTYITHUKA, TPAOHTEIS U ITOXH-
TuTest: rear its head, enter the home, sneak in, creep into my life, lurk, steal away,
snatch away, grab, rope in, yank in, lock in, retain, overtake (3), take over (2)
players’ lives, blot out, replace (your life). Omun u3 pasmenos kaura H. Knapka
npsiMo HaswiBaetcs Games Might Kill You.

CpaBHUMBIM IO YaCTOTHOCTH MeTaOpPHUECKUM IPEIUKATOM (H3HMIECCKOTO
neiictBus BeicTymaeT give (33). UIrpbl MOTYT MHOTOE JaTh UTPOKaM, H OJTHA H3
BaYKHBIX CTOPOH pabOTHI ¢ aIUKIINEH C TOUKU 3PEHHUS aBTOPOB — BBISICHUTD, UTO
W3 TOTO, YTO JAFOT WUTPHI, BRITECHSECT peanbHyto ku3Hb: These video games, by
removing the natural human fear of death, give players a sense of security (Doan).
3o MOTyT OBITH cCHITbHBIC dMoruH (a thrill (3) of excitement, the bigger and bad-
der thrills, a way to express it [anger], an outlet, a powerful jolt, hope, deep satis-
faction, feelings of achievement), 1iesiu 1 MOTHBAIIKS K UX JTOCTHXKEHHIO (a reason
to live, a reason to have an identity, and a reason to have an ego, a sense of im-
mortality, huge boosts to their egos, a sense of complete control, the only success,
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a sense of power and purpose) WM HMEHHO TO, YETO UM HE XBaTacT B pealbHOU
*u3HH: some semblance of what we do not have in our real lives; a way to an escape
from life; chance to test my skills; something, or someone, to fall in love with;
something beyond normal gaming; experience (2), exactly what they want.

NTPA — 3TO CYBBEKT HE®GU3MUYECKOI'O JEMCTBUA (283)

Metadopa BKIHOYACT NIMPOKHHA CIEKTp MPEAUKATOB PAa3HOH CEMaHTHKH,
OOJIBIIMHCTBO M3 KOTOPHIX CBSI3aHBI C OKA3aHNUEM BIIHMSHUS Ha UTPOKA MIPSIMO HITH
KOCBEHHO. bim3Kku 1o 3Ha4YeHHIo K riaroiy give raaronsl provide (17) m offer
(15), onHako OHHM OBUTM OTHECEHBI B JAHHBIM pa3Jiell 1o MpHUIHHE 0oJiee YacToi
COYETACMOCTH 3THX TJIaTr0JIOB C HE(U3HIECKUMHU 00BEKTaMH U Oojiee abCTpakT-
HBIM 0a30BBIM 3HAYCHHEM, HEKETH give. MIITocTpann co9eTaeMOCTH STHX TJia-
ronoB B Oxford Advanced Learner’s Dictionary 10 Taxke HOITBEPKIAIOT 3TO:
Please provide the following information; The exhibition provides an opportunity
for local artists to show their work; She did not provide any evidence to substan-
tiate the claims. B menom Tompko 3 u3 12 nmpuMepoB ynoTpeOJIeHUs Taroja pro-
vide UMEIOT B KauecTBE 00BEKTA CYNIECTBUTEIEHOE KOHKPETHOTO Xapakrepa. [l
riiaroja offer B pesieBaHTHOM 3HaUCHHH f0 provide the opportunity for something;
to provide access to something TakKnX KOHTEKCTOB CPEIN CIIOBAPHBIX HILTIOCTpA-
nui He Haliochk. CHHOHUMUYHBIA TJaroil supply B TEKCTax KHUT BCTPETHIICS
TOJBKO OIWH Pa3, TaK KaK ropa3JIo Yamle BCTPeIaeTCs C KOHKPETHBIMH CYIIECTBH-
TEIHHBIMU B 00BEKTHOM TO3HIUH (15 KOHKPETHBIX MPOTHB 4 aOCTPaKTHBIX YIIO-
tpebnennid B OALD10). rpbl ke TaroT 3aBUCHMOMY HEUYTO HEOCsI3aMoge: a Sense
of purpose, a purpose, a way, an environment for instant ego fulfillment, intrigue,
camaraderie, companionship, stimuli, challenge, outlet, motivations, illusions, op-
tions, a second chance u MHOTOE JIpyTOE.

Urpa gacto BBICTyIaeT CyOBEKTOM IIPH CIIOMKHBIX MPEANKATAX, BKITIOYAIOIIIX
MoJaibHbIC TIaroikl allow (16), make (7), let (5) u Onu3kKe K HAM IO 3HAYCHHUIO
00opoTsI ¢ mraroiamu keep sb Ving sth (9), help (5), get sb to V sth (3), prevent (2),
impede, make it easy for sb to V (2), facilitate, afford, cause, have sb Ving sth.

K oToii rpynme npuMbIkatoT MeTadOpHIECKAE PEANKATH, 00he TMHEHHEIE Ce-
MaHTUKOM MaHHITYJISITUBHOTO BO3ICHCTBHS, 3aMaHWBaHHSA, METa(OpPHUECKOTO
nputsokeHust: lure (7), engage (5), entice (5), attract (3), control (3), appeal (2),
enchant (2), stimulate, compel, enthrall, involve, trick, tempt, hypnotize, possess,
tantalize.

O06e Hambomnee KpyIHBIC TPYIIIHI IIPESIUKATOB MOTICPKUBAIOT MPOCTPAHCTBO
BHPTYaJIbHBIX BO3MOXKHOCTEH, KOTOPBIE UTPHI MPEIOCTABISIOT UTPOKY, a TAaKXKe
creKTp uX BIuAHUS. C TOMOIIBI0 MOJANBHBIX TJIATOJIOB aBTOPHI MOAYCPKABAIOT
COBMECTHBIN XapaKTep B3aHMMOJCHCTBHSI UTPHI M UTPOKA: UTPHI TIO3BOIISIOT, TI0-
MOTaIOT, 3aCTaBJIAIOT, MPEMSATCTBYIOT, HO CaMO JEHCTBHE COBEPIIACT HTPOK.
MoOXHO BHIETH, YTO B MeTa(hOPHUECKOM MPOCTPAHCTBE ANCKYpCa MCCICIOBAH-
HBIX TIPOW3BEICHUI TEM He MEHee JOMUHHUPYET MeTadopa Urpbl KaKk aKTHBHOTO
cyObeKTa, B TO BpeMs Kak Ha OOJBINEH 9acTH TEKCTOBOTO IIPOCTPAHCTBA BCE Ke
JOMHUHHPYET UTPOK-IEATEeNb. BeposTHO, cTabMIIbHOE HPUCYTCTBHE MeTa(opsl
UTPBI-CyObhEeKTa MPU3BAHO JIaTh 00Jiee OOBEKTUBHYIO KAPTUHY 3aBHCHUMOCTH, TaK
KaK aBTOPHI MPOW3BEACHUN YTBEPKAAIOT, YTO UTPH HAMEPEHHO CO3MAIOTCS C
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HCIIOJIB30BAHNEM TICHXOJIOTHUECKAX 3aKOHOMEPHOCTEH, IKCIUTyaTaIisl KOTOPBIX
CO3J1aeT MPEIIOCHUTKH Il (POPMUPOBAHUS HTPOBOIT 3aBUCMOCTH Y OTpeeeH-
HOH TPYMITHI TOJIH30BaTEIEH.

OcraBmmmecs: IpenuKaTsl ¢ TPYIOM ITOATAIOTCS TPYHIIHPOBKE, IIOATOMY MBI
MPEICTaBIM UX B YIOPSAOUYCHHOM IO YaCTOTE BHIE B KAUECTBE WILTIOCTPAIHH
BCETO pa3HOOOpasns AEHCTBUI, KOTOPHIMHA aBTOPHI KHHUT 00 UTPOBOI 3aBUCHMO-
ctu Hagestot urpel: challenge (7), create (6), grow (5), teach (4), speak (3), pre-
sent (3), entertain (2), generate billions of dollars, own, connect, take on roles,
tell, pair up, match, produce, shut down, become a friend, invest, describe, soothe,
reward, crank up the brain’s pleasure dial u np.

Bo Bcex Tpex KHMTaX BCTpeTHiIach Metadopa TPl Kak «IH(POBOI COCKI»
i «HssHeukn» (video games are also the perfect, albeit harmful, digital pacifiers
for children (Doan); video games, like television, often function as a babysitter
(Roberts)), HO ocobeHHO YacTo oHa BcTpeuaetcs B kaure H. Kirapka, rie mpo-
OJeMe «9KPaHHOTO BOCIIMTAHMSD) IETEH IMOCBSIICHA IIATas TJ1aBa, KOTOpast Ha3bl-
Baetcss Games Are Not Babysitters. B xaxmoit kaure nekcema babysitter BCTpe-
YJaeTcs B IPUMEHEHHH K urpe 1-2 pasza, Ho aBTOpPHI HaMEepEeHHO (DOKYCHUPYIOT BHU-
MaHHUe Ha JaHHOW MeTadope, oCBsImas el HeCKOJIbKO ab3aleB MOSCHECHHIA HITH
LENYIO TTIaBY.

3ABUCHUMOCTD — 3TO MY TELMIECTBUE (117)

OnHOM M3 pacpoCTpaHEHHBIX MeTadop JJIs OIMHCAHUS 3aBHCUMOCTEH SIBJIS-
eTcs Metadopa myremrecTBus [48]. MccnenoBaHHbI MaTepHall HE SBJISETCS HC-
KIIOYEHMEM: KOHILIENTyanbHas Meradopa AJJIMKIUS — 3TO IMYTELIECTBUE
nmeet 117 peanm3arnuii B Tpex Tekctax. @opmynupoBka AJJIUKINASA — 3TO Y TE-
LIECTBUE OblIa MPOAUKTOBaHA CAMUM MAaTEpPHaJIOM W OCOOSHHOCTSIMI KOHIIETI-
TyaJIn3aliy, MpejiaraeMoid aBTOpaMH KHUT. AJTBTEPHATHBOM €l MOTJIa ObI CITy-
KUTh HopMyJpoBKa U3JIEYEHUE — ATO MYTELIECTBUE (Recovery is a journey
without a definite end (Roberts)), HO B TEKCTOBOM IPOCTPAHCTBE 3TH JBE METa-
(OPBI PETYISIPHO MEPECCKAIOTCS 1 IMEIOT OUCHB CXOXKUE Pealli3aliil Ha JIEKCH-
9YeCKOM ypoBHE. ['eiiMep MOKeT BCTaTh Ha ITyTh K POPMUPOBAHUIO 3aBHCUMOCTH
n unate 1o Hemy: RTS games carry enormous risk of addiction and are often “gate-
way games,” those games that rapidly increase the pace toward addiction (Rob-
erts). Yske CTaBIINI 3aBUCHMBIM YEIIOBEK MOYKET MOMBITATHCS M30€XKaTh aIiK-
THUBHOTO ITMKJIA, BKIIOYAOIIETO TPHUTTEP, MOTEPIO0 KOHTPOJISL, TyBCTBO BUHEI U T.1I.
[49], BEICKOUNTH U3 Hero: escape (2) this destructive cycle.

Ycnexu ¥ Heyauu 3aBUCHMOTO B 00pb0e ¢ 00JIC3HEHHBIM COCTOSHHEM Yallle
BCET'0 ONMCBIBAIOTCS ¢ TIOMOIIBIO JiekceM path (19), journey (14), road (4). 3aBu-
CHMBIH TIPEIIPUHUMAET OIpelieieHHbIe ark (step, 15) u mBuxercs (move, 6;
head off, 2, head for) k niesm, npuveM IBUKEHHE MOXKET OBITh KaK MO3UTHBHBIM
(Bnep€n — move forward, 3; progress, 3), Tak u HeratuBHBIM — slip back (3). Kak
MPaBHJIO, 3aBHCHMBII HCIBITBIBACT TPYyAHOCTH — setback, roadblock, pitfalls in
my own recovery, rough patches, hurdle.

Hannast Metadopa B3aUMOIEHCTBYET B TEKCTOBOM IIPOCTPAHCTBE C MeTado-
pOii UT'PA — 9TO CYBFBEKT HEGU3UMYECKOIO IENCTBUSL. VIrphl HapaBISIOT 3aBH-
CHMOT0 TI0 HEBEPHOMY ITyTH HJIH BO3BPAIIAIOT €ro K OeckoHTpobHOH urpe (lead
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(4) me down a very dark path; send them back into a binge). ABTOpBI peryispHO
yHnoTpeOsSoT MeTa(opbl, ONHUCHIBAIOIINE YeIOBEKa, COMBIIIETOCS C TTyTH, HAIIpa-
BHBIIIETOCS HE B Ty cTopoHYy: falling off the path, stumbling toward the path, way-
laid, take sb back.

IMockosbky camo 1o cebe yBieueHHEe KOMIIbIOTEPHBIMH MUIPaMH HE 00s3a-
TEJILHO SABJIACTCS IPEIOCYAUTENBHBIM (CP. C HAPKOTUYIECKOI 3aBUCHMOCTbIO), aB-
TOPBI OMUCHIBAIOT HAYAJIO MyTH K (JOPMUPOBAHUIO 3aBUCHMOCTH KaK repecede-
Hue nopora: In other words, behaviors that end up becoming addictive do not start
that way. At some point, a threshold is reached... Once a person crosses into ad-
diction, it becomes extraordinarily difficult for him or her to turn back (Roberts)
Takke move into the state of addiction, on the verge of going into the addictive
zone. 3aTeM aJUTMKIIHSI MOKET Pa3BUBAThCS CTpEeMHUTENbHO: small steps transform
into a sprint.

AHaNoOru4HbpIM 00pa30M MPOMCXOAUT M HAYAIO BBI3JOPOBICHHS — OTKPHIBA-
eTCs IBEPb, IPOMCXOIUT BXOJI B IPYroe IPOCTPAHCTBO, COBEPLIACTCS HAYAIIO HO-
Boro mmyTH: he unlocked his door to recovery; enter recovery (2), start (6) the jour-
ney to healing. YacTo 3T0 npeamonaraetT co3HaTeIbHBIN BRIOOP Ha MeTadopuyie-
CKOH KU3HEHHOH pa3BHIIKE, paJMKaIbHBIH MTOBOPOT B ku3HU: a fork in the road
of my life, I chose the path of purpose, I had finally turned a corner. [Ipu 3TOM
MeTadopa cross (3) HCIOJIB3yeTCsl aBTOPaMH JJIsi 0003HAUCHUS Iepexoia Kpac-
HOUW JIMHUM aJUIMKIIMH, T.€. BCETJia C HEraTWBHBIM OTTEHKOM: gamers who can
grasp the lines that were crossed in the past can make warning signs more imme-
diately apparent in the future (Clark).

Ha mytu x u30aBICHHIO OT 3aBUCHMOCTH OTEJIBHOE MECTO 3aHUMAET IMO[-
JieprKKa MPOBOHUKA, KOTOPbIH HAMPABISIET U MOJICPKUBACT HA MyTH: steer my
clients toward methods that worked for me; encourages and guides us on our own
journeys; stay on track; many addicts come to a place where they think they can
do it alone. Ogaako B kaure H. Knapka 3aBucuMocTh MeTagopu3upyeTcs Kak
MIPOBOHHUK, ITyTEBOANUTENH 110 BTOPHYHBIM, HTPOBBIM MupaM: Addiction, though
it’s worked as our sherpa, our guide through some problems and possibilities in
secondary worlds, isn’t the only issue that should give us pause.

NIrPA — 3TO HAPKOTUK (287 KOHTEKCTOB)

Beigenenne 3toii Metadopsl, B IIEJIOM HENPOTHBOPEUYHMBOE, TpeOyeT oro-
BOpKH. ABTOPBI BCEX TPEX KHUT JUCKYTUPYIOT HA TEMY TOTO, SIBJSIETCS JIU MTOBe-
JICHYeCKasl a/TUKIUS 3aBUCHMOCTBIO B MEJHMIMHCKOM cMbIciie cioBa: Even
though video game addiction is not yet a medical diagnosis, it does not mean the
addiction is not real (Doan). B qaHHOM aHaimM3e MBI IPUMEM HEKOTOPBIE pPeTy-
JSIPHO BCTPEUAIOIINECS Peain3allii B KauecTBe MeTaQOpHUIECKUX HA OCHOBAHUU
TOr0, 4TO HauboJsee 6a30BOE, B TOM YKCIIC XPOHOIOTHYECKH IEPBUYHOE 3HAUCHHUE
CJIOBa OTHOCHTCS K chepe OOLICHPHHSATHIX 3aBUCUMOCTEH, MMEIOIIUX BBIPayKCH-
HbIe crieruduueckie GU3HIECKUe MPOSBICHHS.

HawuGosee mpoayKTUBHBIM B IUIaHE META()OPHUYECKOrO OMUCAHHS SIBISCTCS
kopeHb addict-. Jlekcema addiction ynorpebisiercst 65 pa3 B OTHOIIEHHH UTPOBOM
3apucuMocTH, addictive — 19, addict (n) — 49, addicted — 8 pa3. MapxkepsI cpas-
HEHHUSI UTPOBOM 3aBUCHMOCTH W HAPKOTHYECKOW CBHIECTENBCTBYIOT B IOJB3Y
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CO3HATENFHBIN KOHIENTYalM3aliy 3JI0yIOTPEeOIeHHS HTpaMH KaK HapKOTHYE-
ckoit 3aBucuMocTH: Video games are a form of a digital drug that fills egos and
makes people feel good; similar to drug abuse and other behavioral addictions,
once an addict, always an addict (Doan) 1 MHOXECTBO IPYTHX KOHTEKCTOB.

K 3aBuCHMBIM OT HTpBHI JTIOISM aBTOPHI NMPHMEHSIOT CICHTOBOE Ha3BaHUE
HapkoMaHOB — junkie (21), B ToMm guciie B coueTanusx cyber junkie/videogame
junkie. IrpoBoMy «HapkoMaHy» Hy>kHa peryisipHas «1no3a» (I needed my video
game fix (10) in large amounts of time), mpuHOCsImas «kaid» — high (7), euphoria
(3), rush (2). JIekcema drug, ocobenno B couetannu digital drug (22), takxe pe-
TYJIISIPHO HCIIONB3YeTCSI METa(pOPUIECKH OTHOCHTEIFHO KOMITBIOTCPHBIX HIP.
Narcotics B 3TOM >ke¢ 3Ha4eHHH BCTPETHJIACH JIUIIb OJWH pa3, HO oOpamaet Ha
ce0s BHEMaHue ynoTpebieHue oqauM u3 aBTopoB (Doan) metadopsr digital her-
oin (5). Bce aBTOpBI 0OpaIiatoT BHUMaHUE Ha CIICHTOBOE Ha3BaHWE HEKOTJA T10-
myssipHoit MMORPG Everquest — “Evercrack™ (4).

Kak n st apyrux agjaukui, 17t irpOBOM 3aBUCUMOCTH XapaKTEPHBI TTEpPH-
OJIBI J0JITOTO OECKOHTPOJIBHOTO YIIOTpeOJieH!s, 0003HAYeHHBIE JIekceMol binge
(27), 9acTo B coyeTaHuH game/gaming binges. X0Ts JaHHas JIeKCeMa yCTOHYHBO
YHOTpeOsIeTCsl B 3HAYCHUH «JENIaTh YTO-TO C HM3JIHIIKOM, Ype3MEepHO mpexa-
BaThCS YeMy-TIO0», B TOM YHUCIIC ¥ C HEMAaTepHATGHBIMI 3HAUYCHUSAMH, ¢ 0a30-
BO€ 3HAYCHHE OTHOCHUTCS K aJIKOTOJIFO U efe: a short period of time when some-
body does too much of a particular activity, especially eating or drinking alcohol
(OALDI10); a drunken revel : spree (Merriam-Webster’s Collegiate 11); If you
binge, you do too much of something, such as drinking alcohol, eating, or spend-
ing money (Collins COBUILD Advanced Learner’s Dictionary 8); to eat too
much of something (Cambridge Advanced Learner’s Dictionary 4).

BeckoHTponpHOE TOTpEONICHNE SBISAETCS MPOSIBICHUEM 3aBHCHMOCTH, UYTO
OTIHMCHIBACTCS KaK HEUTPaJbHBIMH, TaK W CJICHTOBBIMH JiekceMamu: depend/de-
pendency (9), B Tom umciie co-dependency (2) u hooked (13). HeooxomumocTh
MTOCTOSIHHO ITOCBSIIATE HTPE OTIPEIeTICHHOE BPEMsI OTIMCHIBACTCS KaK CHIIBHOE He-
KOHTPOJINPYEMOE JKeJIaHHe YITOTPeOUTh HAapKOTHK — crave/cravings (13), compul-
sive/compulsion (4), temptations (2). [TocTossHHOE TPeOBIBAHUE B UTPE CIIOCOOHO
BBIPa0OTaTh TOJIGPAHTHOCTH (tolerance, 3), NpPUBECTH K TEPEIO3UPOBKE
(overdose).

[pomecc m3daBiIeHUS OT UTPOBOI 3aBUCHMOCTH KOHIIETITYIN3UPYETCS Kak
BBI3ZIOpOBIICHHE (recover/recovery, 16), Bo3nepxkanue (abstinence, 3), ipu KOTO-
POM 3aBHCHMEBI MOKET HEpEKUBATh IMEPHOABI BO3BpaTa K YHOTPEOJICHUIO,
cpoiBHI (relapse, 15) u nomky (withdrawal, 4), B Tom unciie withdrawal symptoms.

3ABUCHUMOCTD — 3TO MMAJEHME (33)

K xoHnenrtyansHeiM MetadopaMm UI'PA — 3TO MECTO, 3ABUCUMOCTD — 3TO
MNYTEIWECTBUE n UT'PA — 3TO HAPKOTHK IPUMBIKACT KOHLICI Ty AJIM3aLHs 3apOiK-
JCHUS U Pa3BUTHUS aIINKTUBHOTO TIOBEACHH Yepe3 HaXOXKICHIE YeII0OBEKa, CTpa-
MAIOIIETO 3aBHCUMOCTHIO, BHU3Y. B paMKkax cTaHZapTHOH TeOpHH KOHIIETITYallb-
HOU MeTadophl OHA MOXKET OBIThH OITMcaHa Kak pa3sutHe (elaboration [50]) mera-
¢dopsl GOOD IS UP, BAD IS DOWN [51. P. 3]. Kak npaBuiio, B ucclieIOBaHHBIX
TEKCTax 3aBHCUMOCTh IPEJICTaBJIeHa KakK IIyOokas nbipa, O0e3mHa: deep (3) in
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their addiction; It took him three months to dig himself out of the hole (Roberts).
[TaneHunto B Hee MpeIIECTBYET HapyIIeHHe paBHOBecHs — lose their sense of bal-
ance (5), lose their grip, imbalance. Bcero sxe Metadopa Oananca oOHapyKuBa-
€TCs B UCCIIeIOBaHHOM Matepraie 64 pasza, u3 aux 60 pa3 — B kaure H. Kiapka.

Mertadopa DOCTIDKEHHSI THA YaCcTO HUCIONB3YETCS U KOHIEITYalH3aIlui
KJIACCHYECKUX aJIUKINI: JOCTUTHYB HU3IIEH TOYKHA CBOCH XU3HHW, IMOIAB B
CIIO’KHBIE, TIOJIAC CMEPTEIBHO OITACHBIE OOCTOATEBCTBA, 3aBUCHMEII YEIOBEK
MPUXOJUT B ce0sl M HaUMHAeT 00phOy ¢ 3aBUCUMOCTBIO: Some gamers do keep
playing, and playing, until they hit bottom (Clark; 7, B Tom uncne hit absolute
bottom). Yaie Bcero majieHue MokeT ObITh 0003HauUeHO JiekceMoit fall (riaro-
JIOM WJIM CYIIECTBUTEILHBIM, Bcero 7 BXoxaeHui): falling into a perpetual dig-
ital hell; I fell into an “abyss of bliss”. [lyi1 0603Ha4YeHHUsI TPOTOIKATEIHHOTO,
TIyOOKOTO IMaJIeHUsI aBTOPBI MPUMEHSIOT JiekceMy spiral (4): Video game addic-
tion is a vicious downward spiral into deep depression (Doan), shame, denial,
increased hunger for the game; spiral out of control, spiral down into cyber ad-
diction.

Br13nopoBneHne KOHIIENTYAN3UPYETCs KaK TsHKETBIH Ty Th HaBepX, KOTOPHIH
3aBHCHMOMY IPHUXOJUTCS MPEOJ0eBaTh, Kapadkasich: climbing (3) out of the
hole of cyber addiction.

3ABHUCHUMOCTD — 3TO OBXXOPCTBO (29)

Eme onmxa mHeOompmmasi Mo KOMMYESCTBY peasM3aliii KOHIENTyalabHAs METa-
(hopa, mpuMBIKaroIias kK Mmetagope UTPA —3TO 3ABUCUMOCTD, HCITOJIb3YeTCS aB-
TOpaMH, YTOOBI MPEICTaBUTh IIpoIiecc OECKOHTPOIHHON UTPHI KaK MepeeIaHue.
JlexceMsl crave/craving Morim OBl OBITH OTHECEHBI CIOZA, TaK KaK HEKOTOPEIE
CJIOBAapH YTOYHSIIOT, YTO YaIlle OHU UCIONB3YIOTCA C MUIIEH B KadecTBe 0OBEKTA.
OnmHako HaM MPEICTABIIETCSA, YTO B AUCKYPCE PACCMOTPECHHBIX MPOM3BEICHAN
peYb HMIET O JBOMHOW IOCIIEeNOBaTeNbHON MeTadopu3anuu: 1) U3 MHIICBON
chepsl crave ObUTO TIEpeHECEHO Ha cepy aIMKTHBHBIX cyOcTaHIHiA; 2) chepa
XMUMIYECKOW 3aBHCUMOCTH OBLIa CIIPOEIIUpOBaHa Ha cepy UTPOBOH 3aBUCHMO-
CTH aBTOPaMH HCCIIEAYEMBIX HAMH KHHUT.

Urpel npeacTaBisiroT coboid «IudpoBoi meeackuid cton» (vast digital buffet
(4) of video games) wm xade (24-hour café serving hot bliss; like walking into a
24-hour diner in the primary world), B koTopoM MOXHO HaiiTH pa3HOOOpPA3HbIC
BkychI (different flavors, 2). B pamkax naHHOW KOHIENTyaJIbHOW MeTadOphl WT-
POKH TIOTJIOIIAIOT UTPBI B Upe3MepHOM kosmdecTse: During the height of my glut-
tony for video games I gorged (2) my mind on more video games (Doan); These
games provide... heavy helpings of an entertaining game (Clark). Urpsl BBICTY-
MaoT MUIIEH JIIS OJEPKUMBIX UTPOKOB M X drousMma: feed (3) his obsession, B
toMm gucite feed the ego.

ABTOpBI HCCIICIOBAHHBIX KHUT OOBHHSIOT cO3laTelell BUACOUTP B HoOaBie-
HHUU CEKPETHBIX HHTpeaneHTOB — secret ingredients (7). OHH yCTpOSHBI TAKUM 00-
pa3oMm, 94To 00OCTPSIOT >kenaHue mourpath (Whet players’ appetites for greater
complexity of online interaction (Roberts)). B pe3ynbsTate hopMupoBaHus 3aBu-
CHMOCTH UT'POKa yKe He MHTepecyeT HUUTo apyroe: The person has lost the taste
for other things (Clark).
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3ABHUCHUMOCTD — 3TO ITPOTUBHUK (27)

Bomnpekn HammM 0XWOaHUAM, JaHHAS KOHIIETITyalbHas MeTadopa He MoIry-
gri1a OONBIIOTO Pa3BUTHS B MCCIeJOBaHHOM MaTepuaie. Hanbomnee pacmpoctpa-
HEHHOU JIeKceMoit sBiisercs struggle (9). bopb0a, Kak MpaBmiio, HACT HENOCPE -
CTBEHHO C 3aBHCHMOCTBIO U TIPEICTABISACTCS Kak OMTBa JUTHHOO B *%M3Hb: addic-
tion is a life-long battle (5). Bopbba ¢ 3aBUCMOCTBHIO MOXKET KOHIICTITYaJIU3HPO-
BaThCs Kak cXBaTka, koHppoHTarwus (fight, 2; confront, 2), B ToM umciie ¢ Teppo-
puctamu wim ¢ temonamu: | felt that terrorists had taken over a part of my brain.
They refused to let go and were not open to negotiation (Roberts); to battle an
inner demon until I struggled with this voice (Roberts). Heckonbko pa3 6opbba ¢
3aBHCHMOCTBIO TIpHoOpeTaeT 00pa3 cxBaTKu ¢ MMKUM 3BepeM (beast, 4): “feed the
beast” of gaming obsession; escape from the claws of gaming and Internet obses-
sions; feeding the beast will only make it more powerful (Clark).

[ToGennTh B CXBAaTKE C 3aBHCHMOCTBIO ITOMOTACT «BOOPY)KEHHE» HH(DOpMa-
yel o crierugprKe UTPOBOM 3aBUCUMOCTH M BO3ICHCTBHS UT'P Ha IICUXHUKY: armed
yourself with a great deal of information about cyber addictions (Roberts).

WTPA — 3TO BOJIIIEBCTBO (27)

HecMoTps Ha BO3MOKHYIO ITOJIOKHUTENBHYIO OKPACKY JIEKCEM, COCTABIISIONIIX
peanm3aniy JaHHOW KOHIIETITYalbHOH MeTadopsl, B MCCIENOBAHHBIX KHHTAX
WTPHI OKOJIIOBBIBAIOT UTPOKA TOJIBKO B HeraTHBHOM cMbicite: fall under the gam-
ing spell once again. Hanbomnee yacThiMu JIeKCEMaMH SBISIOTCS magic/magical
(10) m enchant (10). Urpok oka3pIBaeTCs OKOJJIOBaH BONMIMIEOCTBOM Hrphl: The
game was magical; characters and events of our magical reality; It casts a spell
(5) on us. Pe3ynbpraToM 3TOTO IEHCTBHS SBIISCTCS BIIAJICHUE UTPOKA B COCTOSHUE
TpaHca: game or Web site that entranced (3) me; Takxke induce trance.

3ABUCHUMOCTDb — 3TO BYPA (12)

Enre Gonee peakold KoHIENTyanbHOM MeTadopoii ¢ OOJIBIIM pa3HOOOpa3HeM
KpEaTUBHBIX IPOSBIICHUH SBISETCS MPEICTaBICHIE HTPOKA KaK YeJIOBeKa, Tep-
MIAIIeT0 KopabieKpymeHne B OMmacHbIX Bojax. OCHOBOM IS TaKoi MeTadopu3a-
MY BBICTYTIAeT YCTOMYHMBOE BhIpaxkeHue a perfect storm (4): the game experience
hits everyone as a perfect storm (Roberts). Ona Bctpeuaercs B kaure K. Po6eprca
(You told me that I had to find an anchor, but I still feel like a ship lost at sea), Ho
ocoboe pazsutre momydaet y H. Kiapka, mpeBpaimasice B aBTOPCKYIO alJIETOPHIO
3apucuMocTh: The storm’s high seas and gusts are the many draws to gaming.
The ship is the person playing, along with his or her many unique susceptibilities.
Gamers who sail flimsy boats into treacherous waters will too often sink (Clark).
MHorure >JIeMeHTHl CUTyalny KOpaOIeKpyIIeH s SKCIUTMIATHO TIPOCIHPYIOTCS
Ha CHUTYAI[HIO YeJIOBEKa, CTPaIalomero OT UTPOBOM 3aBHCUMOCTH: UTPOK — KO-
pabis («unsinkabley ships), 3HaHUS 0 3aKOHOMEPHOCTSAX 3aBUCIMOCTH U ITOCTPO-
€HHS UTP — KapThl, 3HaHUS MPHIIMBOB 1 oTIHMBOB (charts, knowledge of the tides),
MPeIyHpeKICHNS IICHXOJIOTOB M OBIBIIMX 3aBUCHMBIX — TIIPOTHO3 IIOTOJIBI
(advance warning on foul weather).

WUI'PA —3TO TEATP (9)

Ente onHOM penkoil KoHIIENTyaaIbHOH MeTa(opoi SBISETCS KOHIENTyaIn3a-
IIMS HTPBI KaK UG POBOTO MapruoHeTOUHOTO TeaTpa: the theatre is digital. Jlannas
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KOHIICNITYaJIbHast MeTaopa ONMHUCHIBACT JEHCTBUS UTPOKA C MOMOIIBIO JIEKCEM
puppeteer (3), B poJid KOTOPOT'O BBICTYIAET UTPOK, U puppet (3) — UTpoBoit miep-
coHax. Llempro aTol MeTadopsl ABISETCS OIS PKUBAHUE BUPTYaIbHOCTH H HC-
KyCCTBEHHOCTH BCETO MPOHCXOIANIECTO B BUPTYaIbHOM MHpPE B IPOTHBOBEC pe-
anpHOMY: some of the magic comes from not being able to see the man behind the
curtain. On the other, the proverbial wizard behind everything isn’t going to pop
out and force you to take care of your life (Clark). JlanHOE TpoTHBOIIOCTaBIICHUE
JOJDKHO MOTHBHPOBATH HTPOKA B3ATH ITOJI KOHTPOJIE COOCTBEHHYIO )KU3HB BMECTO
KHU3HHU BUPTYAIEHOTO IIEPCOHAXKA.

B npoanani3npoBaHHBIX MTPOU3BEICHASX BCTPEYAIOTCS TPU KOHIIEITYJIBHBIX
MeTadopsl, MPU3BAHHBIX OMHCATH HTPOBYIO 3aBECUMOCTH ¢ HEHPO(DHU3NOIOTHIe-
CKOM M TICUXOJIOTHYECKON TOYEK 3PEHUS.

WTPA — 3TO ALIUK CKUHHEPA (21)

A.P. Doan Tak onmchIBaeT BO3JEHCTBHE COBPEMEHHOTO MTPOBOTO IpOIIecca
Ha urpoka: Similar to the behavioral conditioning experiments performed by
B.F. Skinner with rats and pigeons, I was being trained to push buttons by playing
video games for my digital reward. B pamkax maHHOW KOHIIENTYyaJlbHOH MeTa-
(hopBI UTPOKH YITOXOOISIOTCS TIOJOBITHBIM KpbIcaM (rat, 7), MOABEpTatOIIMCS
OMXEOBHOPUCTCKOM Moau(UKaIK moBeaeHus: reinforce (ment, 7), behavior (al,
7), reward (6), conditioning (4). JlaHHBIE JIEKCEMBI IMEIOT OUEHB CTICTIN(PIUUSCKHUIA
XapakTep ¥ B MPUMCHEHIH K MaHUIYJIALIH JIFOJMH HOCSAT BBIPA)KCHHBIN Hera-
THUBHBII OTTEHOK. B TO BpeMs Kak B paMKax IICHXOJIOTHYECKOTO TUCKypca Omxe-
BHOpH3Ma TPEACTABICHHBIC BBIPAKEHISI OTHOCHTEIBEHO UYEIOBEKa MOTYT OBITH
HCTOJIKOBaHEI OyKBaJIbHO, B MCCIICIOBAHHBIX IPOU3BEICHUSIX OHU SIBHO yIIOI00-
JISTIOT UTPOKA TOAONBITHOMY KHBOTHOMY .

MO3T —3TO MEXAHU3M (30)

Ota MeTadopa ynogo6iseT MO3T BEICOKOTEXHOJIOTHIHOMY MEXaHU3MY, B KO-
TOPOM HCIIOJIB3YIOTCSI MUKPOCXEMBI: circuit/circuitry (9). JlaHHBIH MeXaHU3M MO-
KeT OBITh )KECTKO 3aKOJIMPOBAH Ha OIPENCIICHHYIO AesTebHOCTh (Our brains are
hardwired (4) to pursue certain rewards) wi, HAIPOTHB, IEPEKOAUPOBAH — gam-
ing can rewire (4) the brain. lHOTIa HEHPOHHBIE CBA3M OOBACHAIOTCS B paMKax
aBTOPCKOTO TIPEIIOMIICHHS STOH PacHpoCTpaHCHHONH MeTaophl KaK MeXaHHue-
ckue: the circuits of our brains have become intertwined; addiction incorrectly
links the addictive behavior with our drive to survive. Such linkage explains
(Roberts)...

MO3T UJIU PA3YM —3TO AKTUBHBIN CYBBEKT (45)

PerynspHeIM TpOsIBIICHUEM 3TOH KOHIETITYaJIbHOW MeTadophl ABISIOTCS CO-
yeTaHus JekceM mind u brain B cyObexkTHON mo3uimu (7 1 29 COOTBETCTBEHHO)
C MIpeMKaTaMH, BRIPAKAIOIIIMHA MBIIUICHAE, TIPOSIBJICHUE BOJIN, KOMMYHUKAITAIO
U Apyrue INeUCTBHs, OOBIKHOBEHHO IPHITHCHIBAEMBIC YEJIOBEKY B HeioM: My
mind never stopped thinking about the games I was addicted to (Doan). Jlanuas
KOHIIETITyaJIbHas MeTaopa OTIIMIaeTCs OOJIBITIM HAOOpOM peatn3aIuii, Kakaas
U3 KOTOPHIX moBTOpsieTcst 1-4 pasza. B memsax meradopuzanuu aBTOPH HCIIONb-
3VIOT MPEANKAThI MBIIUICHHS U Mol be obsessed, be preoccupied, zone out to
reality, remember, experience, learn (2), catch up, think, understand, get used to,
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suck in, be on the lookout, collect information, rate, figure out, like, interpret, fit
itself around a situation; Bom: want (4), desire, control; kommyHnukamuu: tell (3),
say, give the thumbs up.

Pacrnipenenenue Metadop B TEKCTaxX B MPOILEHTAX OTPaXKeHO B Tab. 2. B naH-
HOM Clly4ae, Ha Halll B3rJIs]], HanOoJiee BaKHbI MIOTyYSHHbIC PAHTH ISl KaXKIO0TO
MPOU3BE/ICHHUS, OCOOCHHO B CBETE TOTO, YTO HOPMAJIN30BaHHBINA «yPOBEHb METa-
(hOpUIHOCTHY MPUMEPHO OJTMHAKOB (CM. TabI. 1, mocieaHss rpada).

Tabnuna 2
Pacnipenesienue KOHIENTYAILHBIX MeTa(op B Tpex TeKCTaX B MPOLEHTAX
(ynopsiIo4eHo no cymme cToJ10110B)

[Ipouent [Ipouent [Ipouent
KOHIeITyaIbHAT MeTadhopa BXOXKICHHUH | BXOXKICHUHN | BXOXKICHUI

B KHHUI'C B KHHUTI'C B KHHUTI'C

A. Doan | K. Roberts N. Clark
UT'PA —3TO MECTO 38,54 15,77 49,49
UI'PA —OTO HAPKOTUK 19,95 30,47 5,47
UI'PA —OTO CYBBEKT HEOGU3UYECKOIO JIEMCTBUSA 20,49 13,98 16,41
UI'PA —OTO CYBBEKT GU3MYECKOI'O IEMCTBUSA 5,39 8,78 13,49
3ABHCHUMOCTD — OTO ITYTELIECTBUE 3,77 15,41 2,16
MO3I WJIH TEJIO — 3TO AKTHUBHBIN CYBBEKT 1,35 1,43 4,07
3ABHCHUMOCTD — OTO ITAJJEHUE 1,08 3,94 0,89
MO3I' — 3TO MEXAHU3M 1,35 4,48 0,00
3ABHCHUMOCTD — 3TO ITPOTUBHUK 2,15 2,87 0,38
3ABHCHMOCTD — 3TO OBXXOPCTBO 2,70 0,36 2,16
UT'PA —DTO SIIIAK CKUHHEPA 3,23 0,72 0,64
UI'PA —5TO BOJIIEBCTBO 0 1,43 2,42
3ABHCHUMOCTD — OTO BYPS 0 0,36 1,27
UI'PA —OTO TEATP 0 0 1,15
Hrtoro 100 100 100

IMpoBeaeHHBIN aHANIN3 MO3BOJSIET CHEIATh BBHIBOJbI, PACIIUPSIOLIAE M MO
TBEPXKIAOIINE YK€ 0003HAYCHHBIC MOCTYJIAThl B OONACTH HCCIIeI0BAHUS KOH-
HenTyalbHBIX MeTadop OoJie3Hr. Bo-niepBhIX, Bce TpH aBTOpa MPUOETaroT K IIH-
pokoii MeTadopU3aLKK KIOYEBBIX MPOOIEMATH3UPYEMBIX SIBJICHHI — BHICOUTP
Y BUJICOMTPOBOM 3aBUCUMOCTH. CTPEeMSICh PACKPBITH CEKPET BBICOKOTO aINKTHB-
HOT'O IIOTEHIIMAIIA BUACOUTD, ABTOPBI MeTA)OPHUESCKU KOHLICITY AITU3UPYIOT OJHH
M T€ e aCHeKThl TP C MOMOIIBI OJHUX U TeX ke MeTadop: KOHIENTya bHAas
Mmetadopa UT'PA — 3TO MECTO B ITPOLIEHTHOM COOTHOLICHUH 3aHUMAET MEPBOE U
BTOPOE MeCTa [0 KOJMYECTBY PEaIH3aliii B TpeX KHHUrax; UTPA — 3TO CYBBEKT
HE®U3UYECKOI'O JEUCTBUS — BTOpPOC M TPEThE; UT'PA — OTO CYLBEKT OU3SHNYE-
CKOTI'O JEMCTBUS — TPEThE, YETBECPTOC M NATOC, UTPA —3TO HAPKOTHUK — BTOpOE,
TpeThe M YEeTBEPTOE MeCTa. TakuM 0Opa3oM, MEepBbIe IMATh YHOPSIOYCHHBIX I10
YaCTOTHOCTH KOHLIETITYyaIbHBIX MeTa(Op B TPEX KHUTAX OTPAHUIUBAFOTCS CIICITY-
OINUMH: UTPA — 3TO MECTO, UT'PA — 3TO CYBBEKT GHU3UYECKOI'O JEUCTBUI,
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UT'PA — 3TO CYBBEKT HE®U3UYECKOI'O I[EPICTBI/IH, UT'PA — O3TO HAPKOTUK H 3A-
BUCHUMOCTD — 3TO ITYTEILIECTBHUE.

KonnuecTBo peanusaiii 3THX MATH KOHIENTYaIbHBIX METa(op OTPAKEHO B
Tabm. 3.

Tabnuia 3
IepBbie nATH HANOO/IEE YACTOTHBIX KOHUENTYAJIBHBIX MeTa(h)Op UTPOBOIi 3aBHCUMOCTH

KonuuectBo KonunuectBo KonunuectBo
KonnenryanbHast N N N
MeTa (bopa BXOXXJIEHUU B BXOXXJIEHUU B BXOXXJIEHUU B
kuure A. Doan |kuwure K. Roberts| xuure N. Clark
UT'PA —3TO MECTO 143 88 389
WUI'PA —DTO CYBBEKT ®U3NYECKOI'O
. 20 49 106
JIENCTBUS
WUI'PA —2TO CYBBEKT HEGU3UYECKOI'O
. 76 78 129
JIENCTBUS
UI'PA —OTO HAPKOTUK 74 170 43
3ABHCHUMOCTD — OTO ITYTELIECTBUE 14 86 17

K nanHBIM B 3TOW Tabnuile ObUT IPUMEHEH KPUTCPHIA XH-KBaIpaT (B CTaTH-
ctudeckoM makere R) k tpem cronbuam (X-squared = 344,9, df = 8, p-value <
p <0,0001) n momapuo (# 1,2: X-squared = 91.929, df =4, p-value < p <0,0001,
#2,3: X-squared = 316.91, df = 4, p-value < p<0,0001, # 1,3: X-squared =78.366,
df = 4, p-value = p <0,0001) ipu ypoBHe anbda, paaom 0,05. Bce pazmmuns
OKa3aJIICh 3HAUUMBIMH. TakuM 06pa3oM, MOKHO KOHCTaTHPOBATh, YTO, XOTS aB-
TOPBI HCITOJIE3YIOT OJHH W Te ke 0a30Bble MeTaophl, «METaQOPHUECKUI MPo-
¢upy Kaxnoi Kauru nHAnBUAYyaneH. Tak, B kaure H. Kimapka moutn nonosmaa
MeTadop peanu3yroT KOHIENTyalbHYI MeTtadopy WIPA — 3TO MECTO, YTO
MO>KHO MHTEPIIPETHPOBATEH KaK OTPa)KEHIE aBTOPCKOM MHTCHIIUN «COPHEHTHPO-
BaTh» WTPOKA B PEAIbHOM MHPE H BHPTYAJIFHOM MHpPE, CPABHUTH U IIPOTHBOIIO-
CTaBUTh WX B KAUECTBE aJbTEPHATUBHBIX MHUpOB. B kaurax 3. Jloana u K. Po-
OepTca 3HAUNTEIBFHYIO MacCy MeTaQOpUISCKUX peai3alliii COCTABIIET KOHIIETI-
TyanbHast MeTaopa UTPA — DTO HAPKOTHK. /laHHBIE KHUTH 320CTPSIOT BHAMA-
HUE YATATENsI Ha MpobieMe OpHIHaTFHOTO IPU3HAHKS UTPOBON aTUKINH B Ka-
9YEeCTBE TICHXUIECKOTO 3a00JICBaHMs, BEICTPANBasi OCTOPOKHBIE M B TO JKE BPEMsI
peryspHbe MeTadOopHYECKHEe MEPEHOCH MEXKITy HAPKOTHUECKON M UTPOBOH 3a-
BHCHUMOCTBIO W YTBEPXKAas, YTO CYIIECTBYIOT 3HAUMMEIC IapajuIelil MEXITy
IByMs siBIeHUsMH. Mrpa B kauecTBe CYBBEKTA JENCTBUS cTaOMIIBHO MPUCYT-
CTBYET BO BCEX TPEX HCCIICHAOBAHHBIX MPOM3BEICHUAX, TAK KaK OOBSICHEHHE ee
BO3/ICHCTBUS HA UTPOKA TEMH M HHBIMHU CIIOCOOaMH SIBIISICTCS OJHOU W3 TJIaB-
HBIX IIeJieid aBTopoB. KoHnlentyanpHas Metadopa 3ABUCUMOCTDL — 3TO MY TEIIE-
CTBUE UMeeT 0COOCHHO 00JIBIIIOe KOJIMYeCTBO BXOXKAeHUH B kaure K. Pobeprca.
B nanHOM ciTydae aBTOp pa3BUBACT yCTOWIMBYIO KOHIIETITYAIBHYIO MeTahopy aH-
TIMHACKOTO sA3bIKa, BeIeeHHY0 Jx. Jlakoddom u M. J[oHCOHOM, JJOJITOBPE-
MEHHOE IEJIEHATIIPABJIEHHOE UBMEHEHUE —3TO IIYTh (LONGTERM PURPOSEFUL
CHANGE IS A JOURNEY). MeTadopa n3zo0paxaet mporecc u30aBiIeHHs OT UTPOBOM
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3aBHCUMOCTH KaK IpeoolieHne 0ose3nn (cornacHo nccnenoanusm E. CemunHo,
0opbba ¢ OOJIE3HSIMU HEPEIKO OMHMCHIBACTCS C UCTIOIB30BAHUEM ATOH MeTadophI
[17]), nmuTensHOE M TpeOyrolee YCHITHM, OJTHAKO C BEPOSITHOCTHIO YCIICIITHOTO
Hcxoma.

Mo:HO ToJarath, 4To B JAHHOM CIIydae paOoTaloT JBE TCHACHIINH, BBIICIICH-
Hble A. Myconddom: ycrenHoe QyHKIIHOHAPOBaHUE TUCKYPCUBHON MeTadophl
obecrneunBaeTCsl yCTOMUMBOM CEMaHTHUECKOM 0a30ii, BRIpAXKEHHON B HHBAPHAHT-
HBIX 00pa3-cxemax, U KOHIIENITyallbHOH TMOKOCTBIO, oOecliedynBaeMoi 3Hauu-
MBIMH KyJbTYpPHbIMH oOpasamu [52. P. 20-25]. KoHuenrtyansHble MeTadophl
UI'PA — 3TO MECTO, UI'PA — 3TO CYBBEKT HEOU3UYECKOI'O JEUCTBUS, UI'PA —
3TO CYBBEKT ®U3UUYECKOI'O JEACTBUSA 1 3ABUCUMOCTD — 3TO IIYTEIIECTBUE
OCHOBaHBI Ha 00pa3-cxeMax, BhIIeICHHBIX M. J[>KOHCOHOM (KOHTEIHEep, CHITOBas
JMHAMHMKA, TBIDKEHUE | 1p. [53. P. 21-22, 53]). OTu MeTadopsl JIeKaT B OCHOBE
OTIMCaHWUs1, KOTOPOE JOJDKHO NaTh TIyOOKOoe TMOHMMaHMe (GeHOMEHa BHICOUTPBI
3aBHCHUMOMY YeJIOBEKY U ero Onm3kuM. OHH TOMHHHPYIOT HAa BCEM TEKCTOBOM
MPOCTPAHCTBE M CO3MAIOT KOTEPEHTHYIO MOJENb a0CTPaKTHOTO SBJICHUS KakK B
TEKCTOBOM IMPOCTPAHCTBE, TaK, MIPEIIIONIOKATEIBHO, U B KOTHUIINN 3aHHTEPECO-
BaHHOTO YATATEIS: (POPMHUPOBAHKE 3aBUCUMOCTH pacCMaTpPHBAETCS KakK MMajicHIe
B (DM3MYIECKOM MPOCTPAHCTBE, a BHI3OPOBICHNE — KaK JOJTHIA MyTh BIEpEI U
BBepX. Konnenryansuble MeTagopsl UTPA —3TO HAPKOTHK 1 MO3T UJIU PA3YM —
9TO AKTUBHBIV CYBBEKT SIBJISTIOTCS 00Jiee KyJIbTypHO-CIICIIH(PHUSCKIMHE, PABHO
KaKk M MEHEee YacTOTHBIC MeTa(ophl, MpEICTaBICHHbIE B aHANW3e: 3ABHCH-
MOCTbBb —3TO OBXXOPCTBO, UT'PA —3TO BOJIIHEBCTBO, 3ABUCUMOCTDb —2TO BYPA,
UT'PA —3TO TEATP, UTPA — 3TO AILIMK CKUHHEPA ¥ MO3I' — 3TO MEXAHU3M. OHHI
CITy’KaT U KOHIIETITYaIN3al[i OTAEIBHBIX ACIIEKTOB UTPOBOU 3aBHCUMOCTH U
MOTYT HOCHTB HHAWBUIYaJIbHO-aBTOPCKUHN XapakTep.

Kaxmas nccnenoBanHast KHUTa OTIIMYASTCS CBOMM Ha0OPOM JeTaneii, KOHKpe-
TU3UPYIOIIUX S3BIKOBOE BOILIONICHHE KOHIENTYaJbHOW MeTadopel. D10 cOnn-
KaeT AUCKYPC NaHHBIX KHUT C TUCKYPCOM IICHXOTEPATICBTHUECKIX CCaHCOB: HC-
CJIeIOBATEIN OTMEUAIOT, YTO CO3HATENFHOE PUTOPHIECKOE KOHCTPYHPOBAHHE H
pasBuTre MeTahOphl XapaKTEPHO UL TEKCTOB-PACIIH(PPOBOK TEPAIIEBTHUECKIX
ceancoB [20. P. 25]. B uccienoBaHHBIX KHHTAX JKaHpa cel()-XeII aBTOPbI KOH-
CTPYHPYIOT MeTadopHuecKre KOHIETITYaIN3alluid 3aBHCHMOCTH, ITOIKpEIUIsie-
MBIE KaK IIUTaTAM{ U3 HAyYHBIX paboT, TaK U JIMYHBIMHA HCTOPHUSIMH aBTOPOB U UX
3HAKOMBIX, KIMEHTOB WU IOAOIEYHBIX. brorpadus u TeKymas IesTelTbHOCTD
aBTOPOB KHUT ITO3BOJISIET MOJAraTh, YTO MCIOIH30BAHHBIE HMH S3BIKOBBIC CPElI-
CTBa MOTYT OBITh ITOJIC3HBI B paboTe ¢ 3aBHCUMBIMH: J. J[0aH SBISETCS OUILIO-
MHPOBaHHBIM BpadyoM M uMmeet crerieHb PhD B o6nactu Heliponayk [54]; K. Po-
Oeptc mpodecCHOHANFHO 3aHMMAaeTCS OpTaHM3aIield M BEICHUEM TPYII MOI-
JICPXKKH JIFOJIEH, CTPAaAloIAX OT Pa3IHYHBIX IICUXOJIOTHYECKUX MpodieM [55];
kaura H. Kitapka (ucciieoBatesib B 00J1aCTH TICHXOJIOTHH UTP M TeWM-In3aliHa
[56], mpodeccop yacTHOTO YHUBepcHuTeTa DigiPen Institute of Technology) namm-
caHa B COaBTOPCTBE C JIMIICH3UPOBAaHHBIM mcuxoTepaneBToM llloBon CkoTT, B
HACTOSIIIM MOMEHT CHEHHANIM3UPYIOMCHCS Ha MPOOJIEMaTHKE MAaCCOBBIX
yOHIACTB ¥ HacHIIUA [57], B TOM YHCIIe Ha TIPOOIeMe CBSA3H KOMITBIOTEPHBIX TP U
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HacWIWA. B CBSA3M ¢ 3TUM MBI TIoJIaraeM, 4TO DKCIUIMKAIUS S3BIKOBBIX CPEIICTB
MeTapopH3aIi UTPOBOH 3aBUCHMOCTH, MPEANPHHSITAS B TAHHOW CTAThe, MOKET
OBITh ITOJIC3HA HE TOJILKO B TEOPETHYECKOM (aCIeKT TEKCTOBOTO BaphUPOBAHHUS
MeTadophl), HO U MMPAKTHYSCKOM cMBIcTie. [IpuHATHE OKOHYATEILHOT'O PEIICHIS
0 JICHCTBEHHOCTH JAHHBIX MeTadop U HEOOXOMMOCTH MX HCIIOJIB30BAHUS B XOJIC
TEPaIeBTHYECCKUX CECCHI TPUHAIICKUT TPOPECCHOHATBLHBIM MICUX0TEPATIeBTaM.
Bo3MoskHO, B OyayIIeM HCclleIoBaHHBIE KHUTH OYAyT BKIIFOUEHBI B CITCKH 0100~
PEHHBIX TPO(ECCHOHATHLHBIMH aCCOIHAIMSIMU JUTSI IPUMEHCHHSI B TPAKTHKE KOH-
CYJIETUPOBAHHSI — ITOI00HAS IIPAKTHKa CYIIECTBYeT Kak MUHUMYM ¢ 2003 T. (cp.:
[46, 47]).
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