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BumnyckHa po6oTa CKIIaJa€eThCs 3 TPHOX PO3ILIIB.

Y poboTi po3mIsmarThes MCUX0(di3100TIUHI Ta COIiadbHI OCOOJMBOCTI
OHTOT€HE3y MIJJIITKIB, AI/LKUTANI3alld Cy4acHOro 1H(OPMALIIITHOTO MPOCTOPY SIK
dbeHoMeH colianbHOTrO OYTTH, 3MIHCHIOETHCS MPAKTUKOOPIEHTOBAHE JIOCIIIHKSHHS
MICUXOJIOTTYHMX 3aCa]] BUHUKHEHHS! KOMIT I0TEPHOT 3aJIEKHOCTI Y MiJTITKIB.

B koHTekcTi aHam3y nNcuUX0(I1310JOTIYHUX OCOOJMBOCTEH PO3BUTKY
0COOHMCTOCTI B paHHBOMY M1 TiTKOBOMY BiIli (13-15) pokiB, corriamizarii miamiTKiB y
cTapiioMy MmKibHOMY Bill (16-18 pokiB) Ta cnemudikd iX OHTOTEHETUYHOTO
PO3BUTKY JIOBEACHO, IO KOMIT'IOT€PHA 3aJIEKHICTh y MIJJITKIB — aKTyaJlbHa
nmpo0sieMa CbOTO/ICHHS, TTOB’sI3aHa 3 MCUXOEMOIIMHUMH OCOOMBOCTSMU PO3BUTKY
OCOOMCTOCTI Yy 1Ie¥ CKJIaJHUI BIKOBUH MEPIO.

OTpumaHi pe3yapTaTd EMIIPUYHOTO JTOCTIKEHHS JO3BOJWIM 3pOOUTH
HACTYITHI BUCHOBKH:

1. Bik 1 piBeHb KOMII FOTEPHOI 3aJI€XKHOCTI: cTapmia rpymna (16-17 pokiB) mae
BUIIMNA CEepeqHI pIBEHh KOMIT IOTEPHOI 3aiexHocTi (57.69%) mopiBHSIHO 3
Mosoammow rpymnor (39.29%). Ile Moxke BkazyBaTH Ha 3pOCTaHHS KOMII IOTEPHOI
3aJIEKHOCTI 3 BIKOM.

2. Tunum akueHTyaliil xapakTepy 1 KOMIT'IOT€pHa 3aJIEKHICTh: € MOMipHa

MO3UTHUBHA KOPENALiS Mi>K KOMIT FOTEPHOIO 3aJI€KHICTIO 13acTpsratounM (r = 0,474),



30ymmBuM (r = 0,532) Tunamu akientyariii. [le cBiguuTh, 110 MIITITKH 3 TAKUMU
TUTIAMU aKIICHTYaIlii OUTBII CXUJIBHI 0 KOMIT FOTEPHOT 3aJIeKHOCTI.

3. Tumm akueHTyariii xapakTepy W KOMIT IOT€pHA 3aJICKHICTh: € MOMipHA
MO3UTHBHA KOPEJIALIS MK 3aJICKHICTIO 1 3acTpsararounM (r = 0,462), 30ymmuBuM (r
= 0,523) tunamu akneHryamiil. [le Bkazye Ha CXWJIBHICTh MIUTITKIB 3 TaKUMH

TUTIAMU aKIEHTYyaIliil 10 iIrpoBOi 3aJI€KHOCTI.

Knwuoei cnosa: KOMIT'IOTEpHA 3alle)KHICTh, iKUTAII3AIls, OHTOTEHE3,

colLjiai3alis, TaToJI0rYHIUN T€MOJIIHT.
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The final qualifying work consists of three sections.

The work examines the psychophysiological and social features of the
ontogenesis of adolescents, the digitalization of the modern information space as a
phenomenon of social existence, and a practice-oriented study of the psychological
foundations of the emergence of computer addiction in adolescents is carried out.

In the context of the analysis of the psychophysiological features of
personality development in early adolescence (13—15), the socialization of
adolescents in senior school age (16—18) and the specifics of their ontogenetic
development, it is proven that computer addiction in adolescents is a current problem
of today, associated with the psych emotional features of personality development

in this difficult age period.



The results obtained from the empirical study allowed us to draw the
following conclusions:

1. Age and level of computer addiction: the older group (16—17 years old) has
a higher average level of computer addiction (57.69%) compared to the younger
group (39.29%). This may indicate an increase in computer addiction with age.

2. Types of character accentuations and computer addiction: there is a
moderate positive correlation between computer addiction and stuck (r = 0.474),
excitable (r=0.532) types of accentuations. This indicates that adolescents with such
types of accentuations are more prone to computer addiction.

3. Types of character accentuations and computer addiction: there is a
moderate positive correlation between addiction and stuck (r = 0.462), excitable (r
= (0.523) types of accentuations. This indicates that adolescents with such types of
accentuations are prone to gaming addiction.

Keywords: computer addiction, digitalization, ontogenesis, socialization,

gambling addiction.



