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BBenenue. OnanM u3 crienuduueckux 3aeMeHTOB urpodukanus [1] sBisercs Tadbimma
nuaepoB. Tabnuia TuIepoB — 3TO HHCTPYMEHT, KOTOPBIA MOKHO MCIIOIB30BATh ISl CPABHEHUS
pe3yNbTaTOB BHYTpH coobOmiectBa. OHa CIIy’)KHUT MEXaHU3MOM OOpaTHOM CBSI3U M MOXKET
CrocoOCTBOBATh BOBJICUCHHIO YYaCTHUKOB. HecMoOTps Ha TO, YTO CYIIECTBYET 3HAYUTEIHHBIN
00BbeM paboT Kak 110 MOJIOKUTEIbHBIM [2]-[4], Tak ¥ 110 OTpHUIaTeIbHBIM 3P PeKTaM UrPOPUKAIIUH
[5], mo cux mop mpakTHYECKH HE MPOBOIMIOCH MCCIICOBAHUMN, B KOTOPBIX W3y4YaloCh BIUSHHE
OTJICIBHO B3SATHIX 3JIEMEHTOB UTPOGUKALIMU HA BOCIIPUHUMAEMBII cTpecc.

OcHoBHas1 yacTh. B paGore Obl1 nccie0BaH 3J1eMeHT UTpopUKaUi — TabIuLa JIUAEPOB,
C LIEJIBIO BBISIBUTH BIIMSHUE MIOKA3aHHON MO3ULIMU B Ta0JIMIIE HA YACTOTY CEPACUHBIX COKpAILlEHUI
(UCC) nonp3oBatess U KOJIMYECTBO HAOpaHHBIX UM OaJlIoB. B X0/ sKCcniepuMeHTa pecroH1eHThI
urpanu B OpaysepHyto urpy «2048y». CpaBHHBaIHCh 1Ba HHTEp(derica UTPhl, KOTOPBIE OTIUYAIHCH
BUJIOM JIEMOHCTpAIMK pe3yibTaToB (c Tabmuuei u 6e3). PeconaeHThl npoxoauwin o0yyeHue
MEXaHUKE UIPbl, 3aTEM 3 OJHOMHUHYTHBIX payHzaa. [lepen mpoxokaeHueM Urpbl pecroHACHTaM
IpeUIarajoch MPOMTH OMPOC C LENbI0 KOHTPOJI BBIOOPKUM M M3MEpPEHMs CTpaxa HeraTUBHOU
couuanbHoi oneHku. YCC KaxIoro pecroHICHTa BO BpeMs JKCIEPHUMEHTa (PUKCHPOBAIOCH C
nomoInbio cucteMbl BioRadio™ B pexuMe MOCTOSHHOTO U3MEPCHHS.

[TunoTHBIM SKCepUMEHT mNpoBojwics Ha BblOOpke u3 10 uenoBek. Ha ocHoBe ero
pe3yabTaToB Obl1a CPOPMYIMPOBAHA OCHOBHAs TMIIOTE3d, COIJIACHO KOTOPOM MCIIOJIb30BaHUE
TaOJIMLBI TUAECPOB MPHU AEMOHCTPALIMHU PE3YIIbTATOB BHIMOIHEHUS 3a/1aHUs IPUBEJIO K CHIXKEHHUIO
KOJINYECTBA MOJIY4YEHHBIX M0JIb30BaTesieM 0anoB. CorinacHo JBYM BTOPOCTENEHHBIM IMIIOTE3aM:
1) nokaszaTtenp cTpaxa OTpULATENILHON OLIEHKM TE€M BbIlle, 4YeM MeHble 3HaueHue ero YCC,
pEerucTpUpyeMoe B MOMEHT Hauyaja IpOBEIEHHUS SKCIEPUMEHTa; 2) KOJIWYeCTBO OalJos,
HaOpaHHOE CTYJCHTOM B KOHIIE 3 MHHH-UTPHI TeM OoJibiie, yeM Bbiine 3HadeHue ero YCC B
MOMEHT €r0 03HaKOMJIEHUS C Pe3yJIbTaTaMH.

OcHOBHOH 3KcrHepuMeHT mpoBoAwics Ha BbelIOOpke u3 40 pecrnoHaeHTOB. OCHOBHas
runoTe3a Oblla MpoBepeHa Mo Meroxy MaHHa — YUTHHM W He moaTBepawiack. Hampasienue
npoBepKH ObUTO BEIOpaHO aABycTopoHHee, [N 23-70%, 1 = paBHa 97%.

['unoTe3a 0 Koppensuuy MoKa3aress CTpaxa HEraTUBHOW COLMAIbHOM OLICHKU U U3MEHEHUS
UCC nmposepstack MeTOAOM paHroBoi koppensauun CrnupMeHa W HE MOATBEPAUIIACH.
Hanpasnenue nposepku 06110 BeIOpaHo nBycroponuee, JAU ot -0.64 1o 0.41, 1—-B = paBua 98%.

['unoTe3a o Koppensuuu KonuyecTBa 0ayioB, HAOPAHHBIX CTYJEHTOM B KOHIIE 3 MHHU-
urpel, u 3HaueHueM YCC mnposepsuiack METOAOM pPAaHroBod koppemsiuuu CrnupmeHa W He
noareepauniack. Hanpanenue npoepku Obuio BeIOpaHo aByctopoHHee, [ ot -0.41 go 0.64,
1—B = paBHa 96%.

BoiBoabl. [IpoBeneHHBIM SKCIIEPUMEHT HE BBISIBUI BIUSHUSA TaOJIUIBI JIMAEPOB B
untepdeiice urpst Ha YCC nonp3oBartesst U Ha KOTUYECTBO HaOpaHHBIX UM OasoB. [TomyueHHbIe
BbIBOJIbI OyAyT HPHUMEHEHBI JJIsi COCTaBJIEHHUS PEKOMEHIAIMil MO MCIOJIb30BAHUIO TaOIHIIbI
JUJIEPOB B UTPOPHUIIMPOBAHHON YETOBEKO-KOMITBIOTEPHOU J€SITebHOCTH.
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