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Visparejs promocijas darba raksturojums

Aktualitate: Bitiska pasaules iedzivotaju dala — aptuveni 5,4
miljardi cilvéku — izmanto piekluvi internetam, ka tas noradits
Starptautiskas Telekomunikaciju savienibas (no anglu val.
International  Telecommunication Union) 2023. gada
publikacija “Measuring Digital Development in Geneva: Facts
and Figures for 2023 (ITU, 2023). Sada plasa piekluve uzsver
digitalas vides visaptvero$o ietekmi misdienu sabiedriba.
Turklat 81 universala piekluve internetam norada uz
nepartrauktu dazadu dzives jomu digitalizacijas procesu (Hartl
& Hess, 2017).

Pastavigi pieaugosais interneta lietotaju skaits pasaulé
iezime bitiskas parmainas taja, ka individi iesaistas sabiedriba
un kultiiras procesos. Tas norada, ka ikvienam, kur§ v&las
pielagoties digitalajam laikmetam, iesaistities sabiedriba un
piedalities miusdienu kultiras kontekstos, jabut tehnologiju
lietotajam (Przybylski et al., 2013). Viens no centralajiem
nosacijumiem, klustot par lietotaju, ir autentifikacija digitalaja
telpa — digitalas reprezentacijas izveide, lai pieklutu dazadam
digitalajam vidém un platformam. Sada attistiba nozimé, ka
individi ieglst jaunu iesp&ju veidot savu digitalo versiju ar tas
palidzibu iesaistities digitalaja vide.

Digitalas tehnologijas un sava digitalas reprezentacijas
veidoSanas process veicina ES transformaciju, kas biezi tiek
devéta par paStransformaciju — parmaindm ES koncepcija
(Joseph & Zijian, 2022). Digitalizetais Es tiek uzskatits par
jaunu identitates formu digitalaja laikmeta. Tas tiek
konceptualizéts ka jauna cilvéka Es dala, kas atrodas starp
individa iek$g§jo identitdti un vina digitalo reprezentaciju,
savienojot fizisko un digitalo pasauli (Chan, 2022). Digitala
identitate klast par realas identitates komponenti — gan
subjektivas, gan socialas (pieméram, profesionalas) (Ruan et
al., 2020) — kalpojot ka tas projekcija digitalaja vide un ka veids,
ka musdienas paust un veidot savu identitati.

Empiriskie  petjjumi  apstiprina, ka  digitalas
pasSreprezentacijas bitiski ietekm& cilvéka uzvedibu gan
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digitalaja vide, gan arpus tas (pieméram, Bailenson et al., 2008;
Chandler et al., 2009; Fox & Bailenson, 2009; Groom et al.,
2009; Yee & Bailenson, 2007). ST ietekme bieZi tiek skaidrota
ar sapliSanas pakapi starp lietotagju un vina digitalo
reprezentaciju. Ka noradits ieprieks€jos petijumos (Ratan &
Dawson, 2016), tieSi tas, cik liela meéra lietotaji izjut
pasklatesamibu — sajiitu, ka vinu digitala reprezentacija ir
autentisks vinu pasu turpindjums — nosaka, cik lielu ietekmi
digitala reprezentacija atstaj uz vinu psihologisko
funkcion@Sanu un attistibu. Integracija starp individu un vina
digitalo reprezentaciju var veicinat identitates paplasinasanos
(Dombrovskis & Berga, 2021), un §is parmainas var biit
novérojamas ari arpus digitalas telpas (Ratan et al., 2020).

Sie transformacijas un identitates paplaginasanas
procesi, kas norisinas mijiedarbiba ar digitalo vidi, iezZim& jaunu
posmu cilvéka psihologiskaja attistiba — posmu, kas prasa
sistematisku zinatnisku izp&ti. Sis pétijums pievérsas Sim
jaunajam fenomenam, analiz€jot psihologisko konstruktu
konfiguraciju, kas ir pamata digitalajai identitatei saistitajiem
psihologiskajiem komponentiem.

Probléma: Lai gan digitalo tehnologiju ietekme uz paSuztveri
ir plasi pétita tieSsaistes spelu un virtualas realitates konteksta
(Yee & Bailenson, 2007; Fox & Bailenson, 2009; Jin, 2011,
Ratan & Dawson, 2016; Rosana & Fauzi, 2024; Soh, 2024),
digitalajai identitatei saistito psihologisko komponentu
sarezgita savstarpgja mijiedarbiba ikdienas lietotaju vida
joprojam ir nepietiekami izpétita. EsoSie pétijumi biezi vien
izole atseviskus faktorus, piemé&ram, pasklatesamibu vai
iegremdéSanos, neintegréjot tos plasaka modeli, kas
atspogulotu digitalo mijiedarbibu realas dzives konteksta (Jin,
2011; Witmer & Singer, 1998; Csikszentmihalyi, 1990).
Turklat lielaka dala empirisko pétijumu koncentrgjas uz
specifiskam apaksgrupam (pieméram, spélétdjiem) (Yee &
Bailenson, 2007; Fox & Bailenson, 2009; Teng, 2010), tadejadi
ignorgjot lielako dalu digitalo socialo tehnologiju lietotaju, kuri
izmanto platformas ar pasSreprezentacijas starpniecibu arpus

6



spelu konteksta. Saja pétfjuma ir ieklauti gan spélétaji, gan
nespéletaji, tomer lielaka dala izlases parstav lietotajus, kuri
digitalo identitati attistijus$i caur nesp€lu platformam,
pieméram, socialajiem tikliem un video satura vietném.

Pétljuma mérkis: ST pétijuma mérkis ir atklat savstarpgjas
saiknes starp galvenajiem psihologiskajiem komponentiem, kas
saistiti ar digitalo identitati — taja skaita lietoSanas procesu
(kustomizacija un kontrole), selektivo pasreprezentaciju,
mijiedarbibas ilgumu, socialo mijiedarbibu, pasklatesamibu un
iegremde@San0S — un izstradat empiriski pamatotu teorétisko
modeli, kas atspogulo $o komponensu dinamisko konfiguraciju
digitalo socialo tehnologiju lietotaju vidd.

Pamatojoties uz teorétisko analizi, tika formul€tas Sadas
hipotézes:
H1: Digitalas identitates lietoSanas process (kustomizacija un
kontrole) ir pozitivi saistits ar lietotaja socialo mijiedarbibu
digitalaja vide (Pefia et al., 2021; Triberti et al., 2017; Wu et al.,
2023).
H2: Pastav saistiba starp digitalas identitates selektivas
pasSreprezentacijas tipiem un lietotdja socialo mijiedarbibu
digitalaja vide (Gorini et al., 2011; Nagy & Koles, 2014; Pefia
etal.,, 2021; Yee et al., 2011).
H3: Pastav saistiba starp digitalas identitates lietoSanas procesu
(kustomizacija un kontrole) un selektivas pasreprezentacijas
tipiem digitalaja vidé (Ratan & Hasler, 2009; Ratan & Hasler,
2010; Yeeetal., 2011).
H4: Digitalas identitates lietoSanas process (kustomizacija un
kontrole) paaugstina iegremdéSanas Iimeni (Csikszentmihalyi,
1990; Witmer & Singer, 1998; Segovia & Bailenson, 2012).
ApakShipotéze H4a: Digitalas identitates kustomizacija
(tas raksturlielumu  pielagoSana) paaugstina
iegremdésanas Itmeni (Bailenson et al., 2003; Yee,
2006; Segovia & Bailenson, 2012).
ApakShipoteéze H4b: Kontrole par digitalas identitates
mijiedarbibu digitalaja vide paaugstina iegremdesanas
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Iimeni (Csikszentmihalyi, 1990; Witmer & Singer,
1998; Bailenson et al., 2003).
H5: Sociala mijiedarbiba paaugstina iegremdéSanas limeni
(Bailenson et al., 2003; Gonzales & Hancock, 2008; Teng,
2010).
H6: Paaugstinata digitalas identitates personalizacija (originalu
raksturlielumu izmantoSana) paaugstina iegremdeésanas Itmeni
(Bailenson et al., 2003; Teng, 2010; Waltemate et al., 2018).
H7: Digitalas identitates mijiedarbibas ilgums bis pozitivi
saistits ar iegremdésanas Iimeni (Rahman et al., 2017; Tobin et
al., 2010; Wood et al., 2007).
H8: Digitalas identitates lietoSanas process (kustomizacija un
kontrole) paaugstina pasklatesamibas Itmeni (Ratan & Hasler,
2010; Jin, 2011; Zhao et al., 2023; Wu et al., 2023).
Apakshipoteze H8a: Digitalas identitates kustomizacijas
process paaugstina paSklatesamibas Itmeni (Lei et al.,
2021; Gongalves et al., 2022; Zhao et al., 2023; Wu et al.,
2023).
Apakshipoteze HS8b: Digitalas identitates kontroles
process paaugstina pasklatesamibas limeni (Jin, 2011;
Rainey & Jones, 2019; Wang & Zeng, 2021; Li et al.,
2022).
H9: Paaugstinata digitalas identitates personalizacija (originalu
raksturlielumu izmantoSana) paaugstina pasklatesamibas ITmeni
(Rahill & Sebrechts, 2021; Yee & Bailenson, 2007).
H10: Pasklatesamiba ir pozitivi saistita ar komunikacijas
dalibnieku klatbatni (Ratan & Hasler, 2010).
H11: Digitalas identitates mijiedarbibas ilgums biis pozitivi
saistits ar pasklatesamibas Iimeni (Skadberg & Kimmel, 2004).
H12: Pasklatesamiba biis pozitivi saistita ar iegremdéSanos
(Brown & Cairns, 2004).

Pétijjuma dalibnieki: P&tijuma piedalijas 227 akftivi digitalo
socialo tehnologiju lietotaji no Latvijas vecuma no 13 lidz 65
gadiem (M = 26,6; SD = 8,4), no kuriem 53,7 % identificgja
sevi ka sievietes. Lai gan pétijuma izlas€ ieklautie digitalo
socialo tehnologiju lietotdji demonstréja daudzveidigu pieredzi
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mijiedarbiba ar digitalajam tehnologijam, pétjjums Tpasi
koncentréjas uz psihologiski atSkirigu apakSgrupu —
digitalajiem iezemieSiem, lietotajiem, kuru ikdienas
funkciongSana un digitalas identitates attisttba digitalajam
tehnologijam ir neatnemama nozime.

Visi pétijuma dalibnieki uzturgja savu digitalas
identitates aktivitati, kas tika reprezent€tas ar vizualiem
elementiem, pieméram, avatariem, fotografijam vai
simboliskiem teliem, kas nodroSinaja mijiedarbibu un
komunikaciju dazadas digitalajas vides. Sie lietotaji regulari
iesaistjas digitalajas aktivitateés, pieméram, socialo mediju
lietoSana un tieSsaistes spélés, kur pasreprezentacija tika
izmantota, lai veidotu saikni ar citiem un virzitos socialajas
mijiedarbibas digitalaja vide.

Pétijuma metodologija: P&tijuma izlase tika mérktiecigi
veidota, ieklaujot daudzveidigus lietotaju profilus, lai
nodroSinatu visaptveroSu digitalas identitates mijiedarbibas
analizi. Izlasé bija ieklauti aktivi tieSsaistes spéletaji, kuri
piedalijas popularas speles, piemeram, “World of Warcraft”,
“Albion Online” un “Rust”, ka arl nozimigi blogeri un
influenceri no Latvijas digitalas vides. Galvena datu vakSanas
metode bija autora izstradata aptauja, kas tika veidota,
apvienojot “Starpmediju pasklatesamibas” aptauju (anglu val.:
Cross-Media  Self-Presence  Questionnaire, CM-SPQ)
(Dombrovskis u. c., 2024) un “Paplasinato spélu
iegremdesanas” aptauju (anglu val.: Extended Game Immersion
Questionnaire, E-GIQ) (Dombrovskis u.c., 2025). Sie aprobétie
instrumenti tika integréti vienota mérisanas rika, lai novertetu
digitalo pasSreprezentaciju un iegremdesanos.

Datu apstrades metodes: Psihometriskas analizes tika veiktas,
lai apstiprinatu pétijuma izmantoto instrumentu faktoru
derigumu. Lai noteiktu “Starpmediju pasklatesamibas” aptaujas
faktoru derigumu, tika izmantota izzinosa faktoru analize ar
galveno asu metodi un slipo rotaciju, atbilsto$i originalaja
“Pasklatesamibas” aptaujas (anglu val.: Self-Presence
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Questionnaire, SPQ) izstrade izmantotajai metodologijai.

Paplasinot “Spelu iegremdesanas” aptaujas (anglu val.:
Game Immersion Questionnaire, GIQ) pielietojumu tieSsaistes
lietotaju wvidi, tika veikta galveno komponentu analize
(Pamatkomponentu analize, PCA) atseviski katrai no trim
skalam, kuras tika ieklauti adaptdtie vienumi. Sada pieeja
nodroSinaja skalu strukturdlo derigumu un teorétisko
piem&rotibu nedatorpélu digitalas vides konteksta.

Statistiska datu analize tika veikta, izmantojot
programmattru IBM SPSS Statistics 23.0. Aprakstosa statistika
tika izmantota, lai noteiktu frekvencu sadalijumus, centralas
tendences un variabilitates raditaju  (standartnovirzi),
sadalfjuma raditajus (kvartilus, asimetriju un ekscesu).

Lai novértetu datu sadalijuma normalitati, tika
pielietots Kolmogorova-Smirnova tests. Atkariba no katras
hipotézes mérka tika pielietotas $adas statistiskas metodes: (1)
y*> tests un Pirsona korelacijas koeficients, lai parbauditu
saistibas starp digitalas lietoSanas veidiem (kustomizacija un
kontrole, ka ar1 digitalas identitates veidosanai un pielagosanai
veltito laiku) un socialo mijiedarbibu digitalaja vide; (2)
Kramera V tests un y> tests, lai parbauditu saistibas starp
digitalas identitates selektivas pasreprezentacijas tipiem un
lietotaja socialo mijiedarbibu digitalaja videé, ka ari starp
digitalas identitates selektivas paSreprezentacijas tipiem un
digitalas lietosanas veidiem (kustomizacija un kontrole, ka ar1
digitalas identitates veido$anai un pielagosanai veltito laiku);
(3) Mann-Whitney U tests, Kruskala-Valisa H tests, Stjidenta
t-tests, lai salidzinatu grupas iegremdésanas Iiment atkariba no
kustomizacijas, kontroles un to kombinacijas; (4) Mann-
Whitney U tests, Kruskala-Valisa H tests, lai salidzinatu grupas
pasklatesamibas Itmeni atkariba no digitalas identitates
kustomizacijas un lietoSanas procesa, ka arT So divu raditaju
kombinacijas; (5) Mann-Whitney U tests, lai salidzinatu grupas
iegremdesanas Iimeni atkariba no atseviskiem socialas
mijiedarbibas raditajiem (sociala mijiedarbiba, kas vérsta uz
informacijas mekléSanu saistiba ar Kiber Es veidoSanu,
socialajai mijiedarbibai pieskirta nozime, nepartraukta
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komunikacija ar citiem lietotdjiem); (6) Multivariativa
dispersijas analize (MANOVA) ar turpmakam vienfaktora
ANOVA, lai izvertetu atskiribas iegremdeSanas ltment (post
hoc tests Tukey HSD) un pasklatesamibas ITmeni (post hoc testi
Games-Howell) starp respondentiem ar dazadiem selektivas
pasreprezentacijas tipiem; (7) Spearmena ranga korelacijas
koeficients, lai parbauditu korelacijas starp mijiedarbibas
ilgumu un iegremdESanas Itmeni, starp komunikacijas
dalibnieku klatbiitni (nepartrauktu komunikaciju ar citiem
lietotajiem) un pasklatesamibas Itmeni, starp mijiedarbibas
ilgumu un pasklatesamibas limeni, ka arT starp pasklatesamibas
Iimeni un iegremdésanas lItmeni.

Promocijas darba zinatniska novitate un nozimigums:

Promocijas darba tiek piedavats jauns psihologisks
konfiguracijas modelis, kas izskaidro, ka digitala identitate
attistas digitalo iezemiesu vidi — specifiska digitalo socialo
tehnologiju  lietotaju  apakSgrupa. = Modelis  integré
kibersihologija un  socialaja  psihologija  aprobétus
psihologiskos komponentus: digitalo identitati, pasklatesamibu,
iegremdésanos, kustomizaciju, kontroli, selektivo
pasreprezentaciju un socialo mijiedarbibu. Sie elementi tiek
konceptualizéti ka dinamiskas, psihologiski adaptivas sistémas
sastavdalas, kuru rezultata notiek digitalas reprezentacijas
sapliisana ar lietotaja identitates kodolu.

Galvena inovacija ir pieradijjums tam, ka digitala
identitate nav tikai simbolisks ES turpinajums, bet gan
psihologiski internalizéta identitates komponente, kas veidojas
lietotaja uzvedibas, pasSregulacijas un jeégas pieskirSanas
procesa rezultata digitalaja vide. Empiriskie rezultati parada, ka
pasklatesamiba un iegremdéSanas darbojas ka galvenie
psihologiskie starpnieki, kas veicina pareju no digitalas
pasSreprezentacijas uz identitates saplisanu.

Saja darba tika ieviestas tiis teorctiskas formulas, lai
atspogulotu psihologisko komponentu savstarpgjas attiecibas
un sapliifanas rezultatus. Sis formulas formalizg, ka digitalas
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identitates lietoSanas, paSklatesamibas un iegremd&Sanas
konfiguracija savstarpgji mijiedarbojas, veicinot identitates
Itmena integraciju digitalaja vide. Nozimigi, ka iegremdéSanas
Saja modeli tiek konceptualizéta ka pieredzes rezultats, nevis
cClonsakarigs faktors, atspogulojot psihologiskas iesaistes
dzilumu, kas veidojas ieprieks€jo sistemas komponenSu
rezultata.

ST pétijuma ietvaros tika izstradati un psihometriski
aprobgti divi instrumenti:

e “Starpmediju pasklatesamibas” aptauja — kermena
Iimena, emociju Iimena un identitates ITmena
pasklatesamibas merisanai;

e “Paplasinata spélu iegremdésanas” aptauja — adaptéts,
lai novertetu iesaistiSanos, aizrauSanos un pilnigu
iegremdesanos  digitalas  identitates  lietoSanas
konteksta.

Sis pétijums paplagina socialas psihologijas teorgtisko
tverumu, paradot, ka identitates attisttba musdienas ietver ar1
digitalos aspektus, un identitates transformacija notiek ne tikai
caur bezsaistes mijiedarbibu, bet arT caur ilgstosu un regul&tu
mijiedarbibu digitalaja vide. legiitie rezultati paplaSina
iepriek$gjos petijumus par Proteja efektu, atklajot apstak]us,
kados digitala paSreprezentacija klust psihologiski reala un
integréta.

AizstaveSanai izvirzitas tézes:

1. Izstradats teoretiskais konfiguracijas modelis, kura
digitalas identitates lietoSanas process, pasklatesamiba
un iegremdéSanas integréti vienota psihologiska
sisttma. Sis modelis izskaidro, ka selektiva
pasreprezentacija, kontrole un komunikacija digitalaja
vide veicina digitalas identitates sapliiSanu ar lietotaja
pamatidentitati caur skaidri definétiem psihologiskiem
mehanismiem.

2. Pasklatesamibas un iegremdéSanas komponentes tika
konceptualizétas ka identitates transformacijas un
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saplusanas starpniekfenomeni. Tika ieviestas tris
formulas — digitalas paSreprezentacijas uztveres
formula, digitalas identitates pieredzes formula un
identitates sapliiSanas formula, kas apraksta Sis
psihologiskas attiecibas un nosaka apstaklus, kados
notiek digitalas un kodola identitates saplisana.
Digitalas identitates lietoSanas process, kas tika
operacionalizets caur kustomizaciju un kontroli, tika
empiriski  saistits ar  socialas  mijiedarbibas,
iegremdéSanas un pasklatesamibas paaugstinasanos.
Kustomizacija veicindja iesaistiSanos un
pasklatesamibu kermena Iimeni, savukart kontroles
mehanismi bija izskiroS§i, lai sasniegtu pilnigu
iegremdéSanos un identitates Itmena integraciju.
Psihologiska komponente - selektiva
pasreprezentacija, kas tika operacionalizgta Cetros tipos
(preciza kopija, uzlabota kopija, modificéta versija un
alternativa versija), ietekmga socialo uzvedibu,
emocionalo rezonansi un identitdtes nozimigumu
dazados veidos, tadgjadi veidojot procesu uz sapliiSanu.
Sociala mijiedarbiba tika empiriski apstiprinata ka
digitalas  identitates  attistibas  psihologiskais
pastiprinatajs. Nepartraukta komunikacija ar citiem
lietotajiem veicinaja pasklatesamibu visos Itmenos un
sekmgja iesaistisanos digitalaja vide.

Digitalas identitates mijiedarbibas ilgums bija pozitivi
saistits ar iegremdéSanas un pasklatesamibas Iimeni,
ipasi dzilakajos kognitivas un emocionalas iesaistes
Itmenos, apstiprinot, ka atkartota un jégpilna lietoSana
veicina identitates saplasanu.

Petijuma rezultati pieradija, ka pasklatesamiba ir
iegremdesanas starpnieks un ka identitates Iimena
pasklatesamiba visintensivak tiek aktivizéta pilnigas
iegremdesanas posma. Tas apstiprina partraukuma-—
atjaunoSanas trajektoriju, kuras laika identitates
reguléSana Tslaicigi tiek apturta un v€lak no jauna
aktivizgta.
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8. Rezultati apstiprina un paplaSina Proteja efektu,
paradot, ka ilgstoSa mijiedarbiba ar digitalo
pasSreprezentaciju ne tikai ietekme& uzvedibu, bet ari
noved pie identitates limena transformacijas, Tpasi tad,
ja vienlaikus tiek aktivizeéta iegremd€Sanas un
pasklatesamiba.

9. Promocijas darbs paplasina socialas psihologijas
teoriju, defingjot digitalo identitati ka psihologiski
internalizétu konstruktu un piedavajot saplasanu ka
kompleksas sistémas rezultatu, kura digitalaja
konteksta darbojas motivacijas, uzvedibas un
mijiedarbibas mehanismi.

Pétijuma rezultatu aprobacija:
Zinatniskas publikacijas:

1. Dombrovskis, V., Levina, J., & Ruza, A. (2024).
Reliability and factorial validity of the cross-media
self-presence questionnaire (CM-SPQ). Computers in
Human Behavior Reports, 13, 100370.
https://doi.org/10.1016/j.chbr.2024.100370

Indekséts Scopus un Web of Science (Q2; recenzéts

zurnals).

2. Dombrovskis, V., Levina, J., & Ruza, A. (2025).
Extending the game immersion questionnaire to online
users. Frontiers in Psychology, 16, 1473821.
http://dx.doi.org/10.3389/fpsyg.2025.1473821

Indekséts Scopus un Web of Science (QIl; recenzéts

zurnals).

Konferencu tézes:

1. Titova, N., & Dombrovskis, V. (2024). Needs analysis
for implementing virtual mobility assistants for
preparing and accompanying transnational mobility in
education in an uncertain world. In ICERI2024
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https://doi.org/10.1016/j.chbr.2024.100370
http://dx.doi.org/10.3389/fpsyg.2025.1473821

Proceedings (pp. 8094-8094). IATED.
https://doi.org/10.21125/iceri.2024.1977

X1 International Scientific Conference
“Transformation of Society in the Social and Human
Sciences”, Baltic International Academy, Riga, Latvia,
13-14 December 2024. Presentation: Psychological
Dimensions of Digital Identity in Cyberspace

Zinatniskas konferences, kas saistitas ar promocijas darbu:

1.

Dombrovskis, V., Titova, N., & Veide, M. (2023).
Systemization of range and scale of the approaches to
education of talented and gifted children in the EU
education system. In EDULEARN23 Proceedings (pp.
1644-1653). IATED.
https://doi.org/10.21125/edulearn.2023.0501
CyberCommando's Meetup 2024, 25 September 2024,
Bellevue Park Hotel, Riga, Latvia. Presentation:
Cyberpsychology and Society

CyberCommando's Meetup 2023, 26 September 2023,
Bellevue Park Hotel, Riga, Latvia. Presentation:
Digital Self and Presence in the Age of Cyber Influence
Golden Juggernaut Innotech Forum, July 2024, Riga,
Latvia. Presentation: Digital Mirrors: How Digital
Identity and Immersion Enhance Customer Experience
RISEBA Academic Week 2023, Riga, Latvia.
Presentation: Digital Identity Fusion: How Users
Internalize and  Transform  Their  Digital
Representation

Student Research Conference, Baltic International
Academy, Riga, Latvia, 2023. Presentation: Cyber Me:
Exploring Digital Identity and Self-Presence among
Digital Natives

Citas ar promocijas darba temu saistitas publikacijas
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https://doi.org/10.21125/iceri.2024.1977
https://doi.org/10.21125/edulearn.2023.0501

Dombrovskis, V., & Berga, L. (2021). KIBER ES. Viss
par kiberpasauli. Izdevnieciba “Ezerrozes gramatas”.
Publikacija ir brivi pieejama tieSsaiste: kiberprats

Asociacijas izveide:

2021. gada janvari autors bija lidzdibinatajs Latvijas
Kiberpsihologijas asociacijas (Latvijas Kiberpsihologijas
asociacija) dibinasana — nevalstiskai organizacijai, kas
registréta ar numuru 40008303563. Plasaka informacija par
asociacijas darbibu un iniciativam pieejama tas oficialaja
timeklvietn&: https://kiberprats.lv/

Zinatniskas ~ komunikacijas — nodroSinasana  digitalajas
platformas:

Lai veicinatu kibersihologijas jomas attisttbu un
izplatitu pétijuma rezultatus plasakai auditorijai, autors ir
izveidojis savu klatbutni digitalajas platformas, Ipasi ar
YouTube kanalu “CyberPsy Insights” un TikTok kontu ar
lietotajvardu Valérijs Dombrovskis. Sajas platformas tiek
akcentetas teémas, kas saistitas ar digitalo identitati,
pasklatesamibu un iegremdeSanos digitalaja vidg, tiesi
atspogulojot autora promocijas darba pétitos tematus.
YouTube kanals: CyberPsy Insights

o Saturs: Kanala tiek apspriesti kibersihologijas koncepti,
tostarp digitalas identitates veidoSanas, virtualas vides
psihologiska ietekme un cilvéka—datora mijiedarbibas
dinamika.

e Merkauditorija: Studenti, p&tnieki un profesionali, kuri
interes€jas par psihologiju un tehnologijam.

TikTok konts: @valerijs_dombrovskis

e Saturs: Isformata video par digitalo labbiitibu, socialo
mediju dinamiku, algoritmu ietekmi un tieSsaistes
uzvedibas &tiku.

e Merkauditorija: Plasaka sabiedriba, 1ipasi digitalie
iezemiesi, ar uzsvaru uz pieejamu un saistosu saturu.
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https://kiberprats.lv/#pdf-kiber-es/1/
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https://www.youtube.com/@CyberPsyInsights

Izmantojot §is platformas, autors veicina sabiedribas
izpratni par kibersihologiju, transformé&jot akadémiskas atzinas
atpazistama un pardomas rosino$a satura plasai auditorijai.

Daliba nacionalajos un starptautiskajos pétijumu un izglitibas
projektos ka eksperts digitalo iezemiesu joma:

Promocijas darba ietvaros autors piedalijas vairakos
nacionalajos un starptautiskajos projektos, kas vérsti uz
izglitibas inovacijam, psihologisko labbatibu un digitalas
identitates attistibu. Sajas iniciativas autors darbojas ka eksperts
digitalo iezemieSu un kibersihologijas joma, sniedzot
metodologisko  ieguldijumu un izstradajot saturu par
pasSreprezentaciju, iegremdéSanos un adaptivo uzvedibu
digitalaja vide.

1. Projekta nosaukums: Digitalizacijas iniciativas
studéjoso iesaistei un studiju kvalitates pilnveidei
Latvijas Universitate un projekta sadarbibas partneru
augstskolas
Projekta Nr.: 8.2.3.0/22/A/006
IstenoSanas periods: 12/2022-12/2023
Loma: Eksperts digitalas identitates un stud&joso
iesaistes jautajumos. Autors sniedza
petnieciba balstitus ieteikumus stud€joso iesaistes
veicinasanai, izstradajot digitalosrikus un konceptualas
vadlinijas augstakas izglitibas iestadeém.

2. Programmas nosaukums: Erasmus+, KA220-HED —
Sadarbibas partneribas augstakaja izglittba
Projekta nosaukums: Educating Talents
Projekta ID: 2022-1-SE01-KA220-SCH-000088468
Istenosanas periods: 01.09.2022-31.08.2025
Loma: VadoS$ais eksperts psihologijas joma. Autors
izstradaja galvenas nodalas metodiskajai
rokasgramatai,  izstradaja  pétnieciba  balstitas
aktivitates digitalajiem iezemieSiem un vadija
intelektualos rezultatus, kas saistiti ar psihologisko
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attistibu, iesaisti un personaliz€tas maciSanas
stratégijam.

3. Programmas nosaukums: Erasmus+, KA220-HED —
Sadarbibas partneribas augstakaja izglitiba
Projekta nosaukums: INTELLIGENT: Innovative
Teaching and Learning of Generations Z and Alpha in
Higher Education
Projekta ID: 2024-1-LT01-KA220-HED-000256404
IstenoSanas periods: 01.09.2024-28.02.2027
Loma: Eksperts paaudzu psihologijas un digitalas
adaptacijas jautajumos. Autors atbalsta macibu
metodologiju izstradi, pielagojot tas paaudzu Z un Alfa
vajadzibam un
psihologiskajiem profiliem, ipasu uzmanibu pieversot
digitalas identitates veidosanai,
vertibam un emocionali-kognitivajai dinamikai
tieSsaistes macibu kontekstos.

Promocijas darba struktiira: Promocijas darba struktiiru
veido ievads, teoretiska dala, kas sadalita piecas apaksnodalas,
un empiriskais pétijums, kas ir ietverts atseviska nodala ar
piecam metodologiskam un analitiskam apaksnodalam. Darba
ir ieklauta arT diskusija un nosléguma secinajumi. Literatiiras
saraksta ir ieklauti 159 avoti anglu un latviesu valoda.
Promocijas darba kopgjais apjoms, neieskaitot pielikumus, ir
172 lappuses. Darba ir ieklautas 56 tabulas un 7 attéli. Pielikumi
ir apkopoti atseviska s€juma, kura apjoms ir 18 lappuses.
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Teoretiska dala

Pirma nodala “Digitalas identitates koncepcija
digitalaja pasaulée” izklasta identitates ka daudzdimensionala
psihologiska konstrukta teor€tiskos pamatus un apliko tas
transformaciju digitalaja vide. Saja promocijas darba identitate
tiek skatita ka holistiska sisteéma, kas ietver biologiski un sociali
noteiktas individualas 1pasibas (Naseh, 2016; Vignoles et al.,
2011). Uzsverts, ka personiba ir tikai viena dala no identitates —
tas kultiras un sociali veidota izpausme — un ta nav identiska
pasam identitates konstruktam. ST atskiriba starp identitati un
personibu kalpo ka pamats tam, ka psihologiskas ipasibas tiek
parnestas un parstrukturétas digitalaja formata.

Nodala tiek argumentéts, ka digitala vide nodroSina
iesp&ju personalizetas identitates kod€sanai, transform&sanai un
reprezentacijai  dazados  mijiedarbibas  limenos.  Sis
transformacijas struktur€ lietotaja spgja darboties, reflektet un
komunicet digitalaja vide, ka rezultata veidojas redzamas
reprezentacijas jeb digitalas reprezentacijas (Talamo & Ligorio,
2001; Suler, 2016). Digitala identitate veidojas ar digitalo pedu
starpniecibu — saturu, kas tiek augSupieladéts vai radits
mijiedarbibas gaita, kas klust par lietotaja digitalas klatbiitnes
dalu un nes sevi apzinatas vai neapzinatas Es aspektus.

Digitalas identitates koncepcija tiek papildinata,
ievieSot holistiskas identitates modeli, kura integréti vairaki
apzinas slani un Iimeni. Saja modelf ir trfs pamata identitates
komponentes — slépta identitate, virtuala identitate un
digitala identitate, kuras ietekm& un izpauzas caur cetram
digitalas reprezentacijas formam: personiba, lietotaja konts,
digitalais profils un Kkibertpersoniba. So komponensu
struktlira un savstarp&jas attiecibas tiek prezent€tas ka vienota
sistéma, kuras pamata ir holistiska Es teorija (Black et al.,
2012).

Nodala uzsverts, ka slépta identitate ietver neapzinatus
biologiskos impulsus (Bargh & Morsella, 2008), savukart
virtuala identitate atspogulo individa iek$g€jo Es prieksstatu.
Digitala identitate, savukart, sastav no apzinati vai dalgji
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apzinati kodeétam tpasibam, kas tiek projicetas digitalaja vide.
Sis tris komponentes veido psihologisko pamatu, uz kura tiek
btivetas, parvalditas un uztvertas digitalas reprezentacijas.

Digitala reprezentacija tiek aprakstita ka progresivs
process, kas strukturgts tris Itmenos:

1. Lietotaja konts — reprezente formalu digitalo klatbiitni
sisteéma vai platforma, balstoties uz sist€mas prasibam
un ierobezotu lietotaja sniegto informaciju;

2. Digitalais profils — paplasina konta ltmeni, ieklaujot
personiskas 1pasibas, intereses un pasSreprezentacijas
modelus mijiedarbiba;

3. Kibertpersoniba — veidojas, kad lietotajs integr&jas
digitalaja kopiena un konstrué sociali iedibinatu
identitati, kuru regulé grupas normas un kopigi kultiiras
elementi (Tajfel & Turner, 1979; Nagy & Koles, 2014).
Kiberpersonibas veidoSanas iezim& pareju no

individualas pasreprezentacijas uz socialo identificeSanos
digitalaja vid€, noradot, ka digitala identitate ir kluvusi par
stabilu un ietekmigu psihologisku  konstruktu.  Sis
transformacijas process nav linears un ir atkarigs gan no
ieksgjiem faktoriem (motivacija, pasSapzina), gan argjiem
nosacfjumiem (kopiena, platformas arhitektiira, algoritmu
starpnieciba).

Nobeiguma nodala secinats, ka digitala identitate nav
vienots vai fiks€ts fenomens, bet gan dinamiska, attistosa
reprezentaciju sisteéma, kas balstds personiskas identitates
pamatstruktiira. Katrs reprezentacijas veids — sakot no lietotaja
konta I1dz kibertpersonibai — nav atsevisks identitates elements,
bet gan tas projekcija caur konkrétiem tehnologiskiem un
socialiem filtriem.

Nodala izveido teorétisko pamatu digitalas identitates
izpratnei ne tikai ka tehnologiskam konstrukcijam, bet ari ka
psihologiskam fenomenam, kas atspogulo un transformé
individualo Es. Nakamaja nodala uzmaniba tiek pieversta
pasklatesamibas fenomenam digitalaja videé, analiz&jot
klatbiitnes pieredzes dimensiju un tas lomu digitalas identitates
attistiba.
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Otra nodala “Pasklatesamibas fenomens digitalaja
vidé” turpina digitalas identitates izpeti, koncentrgjoties uz
lietotaja subjektivo pieredzi bt reprezentetam digitalaja vide.
Sis nodalas mérkis ir konceptualizét un definét pasklatesamibu
ka psihologisku fenomenu, izpétit tas komponentes un aprakstit
pasklatesamibas modeli, kas izmantots $aja pétijuma.

Analize sakas ar plasako klatesamibas (no anglu val.
presence) koncepciju — psihologisku stavokli, kura lietotdji
uztver sevi ka ecksist§josus medieta digitalaja vide.
Klatesamibas  konceptuala attistiba ietvéra  vairakas
perspektivas: klatesamiba ka sociala bagatiba (Short, Williams
& Christie, 1976), realisms (Potter, 1988), parnese (Sheridan,
1992), iegremdésanas (Biocca & Delaney, 1995), klatesamiba
ka socials dalibnieks vide (Lombard & Ditton, 1997), un
klatesamiba ka socials starpnieks (Nass & Moon, 1996a). S1
teoretiska attistiba noveda pie klatesamibas izpratnes ka
daudzdimensionala konstrukta, kas ietver telpisko, socialo un
pasklatesamibu (Lee, 2004).

Nemot vera §1 pétijuma fokusu uz digitalo identitati,
visatbilstosaka dimensija ir pasklatesamiba, kas attiecas uz
psihologisko stavokli, kura lietotaji uztver savu digitalo
identitati ka neatnemamu sevis dalu (Biocca, 1997; Lee, 2004).
Sis konstrukts uzsver digitalas identitates internalizaciju un tas
sapltsanu ar lietotaja iemiesoto un psihologisko Es.

Lai operacionalizgtu So fenomenu, tika pielietots Ratan
(2009, 2012) izstradatais pasklatesamibas modelis. Balstoties
uz Damasio (1999) Es modeli (proto-Es, kodola Es un
autobiografiskais Es), Ratan piedavaja tris dimensiju modeli,
kas ietver:

e Pasklatesamiba kermena ltmeni — pakape, kada
medi€ta pasreprezentacija tiek integréta lietotaja
kermena sheéma;

e Pasklatesamiba emociju limeni — pakape, kada
medi€ta mijiedarbiba izraisa emocionalas reakcijas;

e Pasklatesamiba identitates Itmeni — pakape, kada
digitala identitate atspogulo lietotajam personiski
nozimigus vina identitates kodola aspektus.
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Sis modelis ilustré, ka digitala identitate tiek uztverta
ne tikai ka vizuala vai funkcionala reprezentacija, bet gan ka
pasas Es paplaSinajums, kas nes sevi emocionalu un identitates
limena nozimi. STs attiecibas apkopo §ada konceptuala formula:

Paaugstinata pasklatesamiba — sapliSana ar
digitalo identitati

S1 formula atspogulo hipotézi, ka, jo izteiktaka ir
lietotaja pasklatesamiba, jo lielaka iesp&jamiba, ka vins uztvers
savu digitalo identitati ka legitimu un neatnemamu personigas
identitates dalu.

Pasklatesamibas analize izcel ar1 tas efektus.
Fiziologiski ta var izraisit uzbudingjumu vai kustibas iliiziju (no
anglu val. vection). Psihologiski ta palielina iesaisti,
apmierinatibu, maciSanas efektivitati un paklautibu ietekmei
vai parliecinasanai (Ratan, 2013; Seo et al., 2017).

Pasklatesamiba tiek konceptualizéta ka
daudzdimensionals konstrukts, kas ietver manu iemiesojumu,
emocionalu iesaisti un identitates integraciju. Ta ienem centralo
lomu digitalas identitates sapliiSanas procesa ar identitates
kodolu un I1dz ar to ir butiska, lai izprastu, ka digitala identitate
psihologiski integréjas lietotaja pasuztvere.

Turpinot uz nakamo nodalu “legremdésanas ka
psihologiska pieredze digitalaja vide, pétijuma uzmaniba tiek
pievérsta iegremdesanas fenomenam - radniecigam, bet
atSkirigam konstruktam. Ja pasklatesamiba attiecas uz lietotaja
subjektivo identificéSanos ar savu digitalo identitati, tad
iegremdeSanas attiecas uz lietotaja iesaistes un absorb&Sanas
Iimeni pasa digitalaja vidé. Nakama nodala analizes
iegremdésanos ka hierarhisku un izméramu psihologisku
pieredzi, kas veicina digitalas identitates sapliiSanu.

Tresa nodala “legremdésanas ka psihologiska
pieredze digitalaja vide” ir veltita iegremdéSanas fenomena
analizei ka galvenajam psihologiskajam mehanismam, kas
veicina lietotaja saikni ar digitalo identitati. Balstoties uz
iepriek§gja nodala izklastito paSklatesamibas izpratni,
iegremdéSanas tiek apliikota ka process, kura lietotaji piedzivo
digitalo vidi ar pieaugoSu autentiskuma un emocionalas
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rezonanses Iimeni, tadgjadi veicinot digitalas identitates
attistibu un psihologisko integraciju.

legremdésanas tiek defineta ka lietotaja uztveres
transformacijas process, kura mijiedarbiba ar digitalas vides
elementiem ar paSreprezentacijas starpniecibu tiek piedzivota ar
arvien lielaku realitates sajitu un psihologisku autentiskumu
(Sherman & Craig, 2019). So pieredzi raksturo dzila kognitiva
un emocionala iesaiste, kas biezi izraisa 1slaicigu atsl€gsanos no
fiziskas pasaules un pastiprinatu klatesamibas sajutu digitalaja
vid€ (Brown & Cairns, 2004).

Saja nodala tiek pielietots Brown un Cairns (2004)
modelis, kura tiek izdaliti trTs iegremdesanas Itmeni:

e lesaistiSanas (no anglu val. engagement) -
pamatlimena gataviba mijiedarboties;

e Aizrausanas (no anglu val. engrossment) — emocionala
iesaiste un fiziskas vides apzinas samazina$anas;

e Pilniga iegremdesanas (no anglu val. total immersion)

— pilniga psihologiska absorb&sanas digitalaja pasaulg.

Sie limeni atspogulo pakapenisku lietotaja iesaistes
intensitates pieaugumu un atklaj dazadas pakapes, ka
pasreprezentacija klust psihologiski reala.

Iegremd@sanas tiek arT noskirta no (no anglu val. flow)
koncepta (Csikszentmihalyi, 1990), uzsverot, ka iegremdésanas
pieredze ne vienmér nozimé optimalu sniegumu vai pilnigu
kontroli. Ta vieta iegremdesanas akcenté lietotaja subjektivo
absorbesanas pieredzi digitalaja vidé un to, ka digitala
pasreprezentacija ietekmé pasuztveri.

Sis attiecibas apkopo $ada konceptuala formula:

Paaugstinata iegremdéSanas —  pastiprinats
digitalas vides elementu realitates efekts — sapliiSana ar
digitalo identitati.

St formula atspogulo mehanismu, ki iegremdésanas
pastiprina digitalas pasreprezentacijas psihologisko nozimi un
stiprina lietotdja integraciju ar savu digitalo identitati.

Papildus iegremdgjosajam datorspelém un virtualas
realitates sisttmam nodala tiek uzsverts, ka iegremdesanas var
notikt jebkura digitali starpniekota konteksta, kur lietotaji
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iesaistas jegpilna satura vai mijiedarbiba — sakot no socialajiem
tikliem Iidz izglitibas platformam. legremdesanas pakape
ietekm& motivaciju, gandarfjumu un digitalas pieredzes
emocionalo kvalitati, tadgjadi ietekméjot ar1 lietotaja paSuztveri
(Kim et al., 2014; Zimmermann et al., 2023).

Iegremdésanas darbojas ka dinamisks psihologisks
stavoklis, kas pastiprina klatesamibu, padzilina emocionalo
saikni un veicina sapliisanu starp digitalo reprezentaciju un
personisko identitati.

Saja nodala izklastitie konceptualie secindjumi veido
pamatu nakamajai nodalai —  “Digitalas identitates,
pasklatesamibas un iegremdesanas savstarpéja saistiba”, kura
tiks turpinata So konstruktu mijiedarbibas izpéte, lai izprastu
lictotaju psihologiskas attistibas procesus digitalaja vidg.

Ceturta nodala “Digitalas identitates,
pasklatesamibas un iegremdéSanas savstarpéja saistiba” ir
veltita dinamiskas mijiedarbibas analizei starp trim galvenajiem
konstruktiem — digitalo identitati, pasklatesamibu un
iegremdéSanos — un to, ka So konstruktu savstarp&ja
mijiedarbiba veicina identitates attisttbu un transformaciju
digitalaja vide.

Nodalas sakuma tiek aprakstiti psihologiskas
transformacijas nosacijumi, ko nodroSina digitala telpa.
Digitala vide lietotajiem lauj veidot selektivu digitalo
pasreprezentaciju, kas var atspogulot 1stas ES (no anglu val. true
self), realas Es (no anglu val. real self), idealas Es (no anglu val.
ideal self) vai vélamas ES (no anglu val. desired self) aspektus
(Bargh etal., 2002; Sung & Moon, 2011; Koles & Nagy, 2012).
Sis digitalas izpausmes formas veicina digitalas identitates
raSanos, kas wvar but autentiska, tieksmju virzita vai
eksperimentala. Pakape, kada lietotajs identificEjas ar Stm
reprezentacijam, nosaka digitalas identitates subjektivo
nozimigumu.

Ipasa uzmaniba nodala tiek pievérsta saiknei starp
digitalas identitates reprezentacijas formu un iegremdésanas
Itmeni. Tiek izdalitas tris pamatformas — lietotaja konts (no
anglu val. user account), digitalais profils (no anglu val. digital
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profile) un kibertpersoniba (no anglu val. cyberpersonality) —
katra no tam nodroSina atSkirigu mijiedarbibas, uzvedibas
kontroles un identitates izpausmes Itmeni (Sullivan, 2011;
Vasalou & Joinson, 2009). Jo attistitaka ir reprezentacijas
forma, jo lielaks ir iegremd@Sanas un autentiskas paspieredzes
potencials (Gorini et al., 2011; Yee et al., 2011).

Talak nodala tiek aprakstitas cetras kode&Sanas
strat€gijas (no anglu val. encoding strategies), ko lietotd;ji
izmanto, veidojot savu digitalo identitati: parneSana (no anglu
val. substitution), papildinasana (no anglu val. augmentation),
parveido$ana (no anglu val. modification) un pardévesana (no
anglu val. redefinition). Sis stratégijas nosaka selektivo
pasreprezentaciju, kas ir redzama citiem, un ietekmé lietotaja
emocionalo un kognitivo saikni ar savu digitalo reprezentaciju
(Dombrovskis et al., 2024; Dombrovskis & Berga, 2021). Jo
vairak digitala reprezentacija atspogulo lietotdjam personiski
nozimigas 1pasibas, jo specigaka ir pasklatesamibas sajiita un
realitates efekts digitalajas mijiedarbibas.

Sis attiecibas apkopo $ada konceptuala formula:

Paaugstinata pasklatesamiba + paaugstinata
iegremdésanas — sapliiSana ar identitati

St formula izsaka mehanismu, ka psihologiska iesaiste
sava digitalaja reprezentacija noved pie digitalas identitates
integracijas lietotaja plasakaja identitates sist€éma.

Nodalas nobeiguma tiek secinats, ka iegremdésanas un
pasklatesamiba nav neatkarigi konstrukti, bet darbojas kopa ka
pamata psihologiskie mehanismi, kas lauj lietotagjam uztvert
savu digitalo reprezentaciju ka “Es”. Sie atklajumi veido
pamatu teoretiskajam ietvaram, kas tiek prezentets nakamaja
nodala ‘“Teorétiskais pamats un hipotezu balstits modelis”,
kura visi tris konstrukti tiek integréti struktur€tad modelt
empiriskai izp&tei.

Piekta nodala “Teoretiskais pamats un hipoteZu
balstits modelis” iepazistina ar p&tjjuma teorgtisko pamatu un
izklasta divpadsmit izstradatas hipotézes, kas veidotas
disertacijas empiriskas dalas ietvaros. Balstoties uz
kibersihologijas, socialas psihologijas un cilvéka—datora
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mijiedarbibas starpdisciplinaro skatfjumu, $§is hipotezes
atspogulo ar digitalo identitati saistitos pamatkomponentus un
to savstarp€jas saiknes digitalaja vide.

Hipoteézes ir struktur€tas ap sesam galvenajam
komponent&m, kas identificetas teorétiskas analizes rezultata:
— lietoSanas process (icklaujot kustomizaciju (no anglu val.
customization) un kontroli (no anglu val. control)),

— selektiva paSreprezentacija (veidojas, izmantojot kodesanas
strat€gijas (no anglu val. encoding strategies)),

— iegremdésanas Itmenis (ka uztvertas pieredzes realitates un
autentiskuma pakape),

— pasklatesamibas Iimenis (ka identificéSanas ar savu digitalo
reprezentaciju),

— mijiedarbibas ilgums ar digitalo identitati,

— sociala mijiedarbiba digitalaja vide.

Katra hipotéze peta specifiskas sakaribas starp Stm
komponent€m, veicinot dzilaku digitalas  identitates
psihologiskas veidoSanas izpratni lietotaju vidii. Nevis uzsverot
c€lonsakaribas, bet gan sakaribu un asociaciju raksturu, modelis
parada So attiecibu nozimi digitalas identitates veidoSana,
pieredze un internalizacija.

Hipotezes balstitas uz iepriek$€jiem pétijjumiem,
tostarp Bargh, McKenna & Fitzsimons (2002), Yee et al.
(2011), Teng (2010), Ratan (2012) un citiem autoriem. To
formulésana atspogulo nepiecieSamibu empiriski parbaudit, ka
dazadas digitalas pasreprezentacijas iezimes un lietotaja
uzvediba savstarpgji saistas digitalas identitates veidoSanas
procesa.

Lai apkopotu teorétiskos pien€mumus un strukturétu
turpmako analizi, ir izstradats shematisks atteélojums ar
nosaukumu “Pétijuma shémas apraksts, ilustréjot ar digitalo
identitati saistitos psihologiskos komponentus” (skatit 6. attelu.
P&tfjuma shéma).
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Empiriska dala

Disertacijas empiriska dala sniedz detalizétu parskatu
par pieliectotajam  metodologiskajam un analitiskajam
procediram, kas izmantotas, lai izp@titu saistibas starp ar
digitalo identitati saistitajiem psihologiskajiem komponentiem.
Ta ka pétijuma priekSmets ir So komponentu savstarpgja
mijiedarbiba, empiriska dala ir strukturta Cetras galvenajas
sadalas: datu vaksSanas metodes, p&tjjuma izlases apraksts,
petijuma procediira un rezultati ar to interpretaciju.

Datu iegiisanas metodes

Lai precizi fiksétu sakaribas, kas att€lotas petijuma
shema, ka galvena datu vakSanas metode tika izveleta
strukturéta aptauja (skatit 1. pielikumu). Aptauja tika rtpigi
izstradata, lai iegiitu ieskatu digitalaja  identitatg,
pasklatesamiba un iegremd&Sanas pieredz€, un ta sastavéja no
cetram galvenajam dalam (skatit aptaujas strukttru 1. tabula):
A DALA. [evadinformacija par pétijumu; B DALA. Vispariga
demografiska informacija un dati par lietotaja digitalas
identitates veidoSanu; C DALA. Pasklatesamibas jautajumu
bloks; D DALA. Iegremdésanas jautajumu bloks.

1. tabula
Aptaujas struktiira

A DAILA. Ievadinformacija par pétijumu

Informacija: P&tfjuma parskats un ta merkis

Etiskie apsvérumi un datu privatuma
vadlinijas

Termina “Kiber Es” (no anglu val. Cyber Me)
skaidrojums un ta nozime pétijjuma

Dalibnieku apraksts

Informacija par dalibnieku atbilstibas
krit€rijiem un kontaktinformacija jautajumu
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H gadijuma

B DALA. Vispariga demografiska informacija un dati par
lietotaja digitalas identitates veidoSanu

Skala JIN
Dzimums
Vecums
Mans Kiber Es ir izveidots
e Sociala tikla (piem&ram,
Instagram, Facebook,
Twitter);
o Tiessaistes spele;
e Video hostinga
(piem&ram, YouTube,
Tik Tok)
Mijiedarbibas ilgums 4
LietoSanas process (kustomizacija 5,6,7
un kontrole)
Sociala mijiedarbiba 8,9,10
Selektiva pasreprezentacija 11
C DALA. Pasklatesamibas aptauja
Skala Apaksskala JN
Kermena 12,13,14,15,16
limenis
Pasklatesamiba Id?ntlta?l.tes 17,1819
[imenis
Emociju 20,21,22,23,24
limenis
D DALA. Iegremdésanas aptauja
Skala Apaksskala ON
Iegremdésana | IesaistiSanas 25,26,27,28,29,30,31,32,33
| Aizrau$anas 34,35,36,37,38,39,40
Pilniga 41,42,43,44,45,46,47,48,49
iegremdeSanas
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A DALA. levadinformdcija par pétijumu

A dala aptauja tika izstradata, lai sniegtu dalibniekiem
butisku informaciju par pétijuma mérkiem, apjomu un
kontekstu. Saja sadala dalibnieki tiek iepazistinati ar jedzienu
“Kiber Es” (no anglu val. Cyber Me) — daudzpusigu terminu,
kas aptver plasu digitalas identitates reprezentaciju spektru. Tas
meérkis ir palidzet dalibniekiem izprast vinu Iidzdalibas nozimi
petijuma, ka art iepazistinat ar dalibas nosacijumiem, tostarp ar
prasibu, ka dalibniekiem jabiit aktivam digitalajam profilam vai
telam.

Saja sadala tiek izklastitas dalibnieku tiesibas, uzsverot
pettjuma brivpratigo raksturu un iespgju jebkura brid1 partraukt
dalibu. Tiek nodrosSinata konfidencialitate un atbilstiba datu
aizsardzibas  normam, ka arT noradita  p@tnieku
kontaktinformacija, kas lauj dalibniekiem sanemt papildu
skaidrojumus par jebkuru ar pétfjumu saistitu jautdgjumu. ST
sadala nodroSina inform&tu dalibu, sniedzot skaidru un
kodoligu parskatu par pétjjuma mérki, metodologiju un
gtiskajiem apsvérumiem.

B DALA. Vispariga demografiska informacija un dati par
lietotaja digitalas identitates veidosanu

B dala bija veltita pamatinformacijas apkopo$anai par
dalibniekiem wun konkrétiem datiem par vinu digitalas
identitates veidosanu. Tika fikséti galvenie demografiskie
raditaji, pieméram, dzimums un vecums, lai nodroSinatu
pamatizpratni par respondentu grupu. Turklat §1 sadala bija
versta uz digitalas vides identificeSanu, kura tika izveidota
respondenta primara digitala identitate, lai nodroSinatu, ka
turpmakas atbildes attiecas tieSi uz So primaro digitalo
identitati. Tapat Saja sadala tika apkopoti dati par Cetriem
butiskiem faktoriem, kas identificéti pétjjuma shéma:
mijiedarbibas ilgums, lietoSanas process (kustomizacija un
kontrole), sociala mijiedarbiba un selektiva pasreprezentacija.
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Sie faktori ir biitiski, jo tie var ietekmét abus pétijuma analiz&tos
galvenos fenomenus.

C DALA. “Pasklatesamibas” aptauja

Pétijuma tika adaptéta “Starpmediju
pasklatesamibas™ aptauja, balstoties uz originalu Ratan un
Dawson (2016) izstradato ‘Pasklatesamibas” aptauju.
Adaptacijas meérkis bija paplasinat sakotngja SPQ
pielietojamibu, lai to varetu izmantot dazadu digitalo
platformu lietotaju vidi, ne tikai datorsp&lu konteksta, bet ar1
socialajos tiklos un video platformas.

Terminologija un jautajumu formul&ums tika
pielagots, lai precizak atspogulotu digitalas identitates
koncepciju, kas $aja petijuma apziméta ar terminu “Kiber Es”.
Pieméram, apaksskala, kas sakotngji tika déveta par “Avatara
un kermena saikne” (no anglu val. Avatar-Body Connection),
jautajumi tika parformul@ti, lai novertetu, ka lietotaji uztver
sava fiziska kermena ietekmi uz digitalo vidi (piem&ram,
sakotngja fraze “roka ir spéles iekSpuse” tika aizstata ar
“roka/rokas spg&j ietekmet digitalo vidi”).

Tapat apaksskala “Avatara un identitates saikne” (no
anglu val. Avatar-ldentity Connection) vairaki jautajumi tika
parveidoti, lai labak atspogulotu lietotaja digitalas
pasreprezentacijas uzvedibas, vertibu un attiecksmes aspektus
dazadas platformas. Pieméram, sakotngjas atsauces uz avatara
rasi, apgerbu vai adas krasu tika aizstatas ar jautajumiem, kas
verte “Kiber Es” uzvedibu, orientaciju un emocionalo fonu.

Adaptetais jautajumu bloks ietvera 13 jautajumus, kas
bija sadaliti tris apaksskalas:

o Pasklatesamiba kermena IimenI — 5 jautajumi
o Pasklatesamiba emociju limeni — 3 jautajumi
o Pasklatesamiba identitates limeni — 5 jautajumi

Atbildes tika registrétas, izmantojot 5 punktu Likerta

skalu, kur 1 nozimé “It nemaz”, bet 5 — “Absoluti”.
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D DALA. “legremdésanas” aptauja

Petijuma tika izmantota  “Paplasinata  sp€lu
iegremdésanas” aptauja, ko sakotngji izstradaja Cheng u.c.,
(2015), un kas $1 pétijuma ietvaros tika papildinata, lai noveértetu
lietotaju iegremdesanas pieredzi dazadas digitalajas vides arpus
datorspélu konteksta (Dombrovskis et al., 2025).

E-GIQ balstas uz originalo “Iegremdésanas” aptauju un
paplaSina tas pielietojumu, ieklaujot plasaku digitalas
identitates izmantoSanas kontekstu.

E-GIQ strukttra ir balstita Brown un Cairns (2004)
modeli, kura iegremdéSanas tiek konceptualizéta ka trislimenu
konstrukts: iesaistiSanas, aizrau$anas un pilniga iegremdesanas.
Sie Iimeni atspogulo pakapenisku kognitivas un emocionalas
iesaistes intensitates pieaugumu digitalaja vide.

Lai nodroSinatu mérinstrumenta atbilstibu arpus
datorspélu konteksta, terminologija tika atbilstosi pielagota:
vards “avatars” tika aizstats ar “digitala identitate” un vards
“spele” tika aizstats ar “digitala vide”. Sis izmainas saglabaja
skalas konceptualo pamatu, vienlaikus padarot to piem&rotu ar1
tadam platformam ka socialie tikli un video platformas.

ST sadala sastav no 25 jautajumiem, kas sadaliti tris
dimensijas:

o lesaistiSanas — 9 jautajumi
e AizrauSanas — 7 jautajumi
e Pilniga iegremdésanas — 9 jautajumi

Atbildes tika registrétas, izmantojot 5 punktu Likerta
skalu, kur 1 nozimé “pilniba piekritu”, bet 5 — “pilniba
nepiekritu”.

Pétijuma izlases apraksts

Petijuma piedalijas 227 Latvijas iedzivotaji vecuma no
13 lidz 65 gadiem (M = 26,6; SD = 8,4). Atbildot uz
apgalvojumu “Mans Kiber Es tika izveidots...”, respondentu

atbildes tika iedalitas $adas kategorijas: 1) TieSsaistes speles —
33,9%; 2) Socialo mediju platformas (pieméram, Instagram,
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Facebook, Twitter) — 48,5%; 3) Video platformas (piemé&ram,
YouTube, TikTok) — 17,6%.

Pétijuma procediira

Lai nodro$inatu lingvistisko un kultiiras atbilstibu,
originalas aptaujas — “Pasklatesamibas” aptauja un “Spé&lu
iegremdésanas” aptauja — tika tulkotas latviesu valoda.
TulkoSanas procesa piedalijas divi neatkarigi tulkotaji, ka ari
tresais eksperts, kur§ izverteja un izvelgjas precizakos un
kontekstam atbilstosakos formul&umus.

Dalibnieku atlase tika veikta, balstoties uz diviem
galvenajiem ieklauSanas krit€rijiem: aktiva digitalo socialo
tehnologiju lietosana; digitalas identitates (Kiber ES) esamiba,
kas ietver vizualu komponenti (pieméram, attelu, avataru vai
citu digitalas pasreprezentacijas formu) un tiek aktivi izmantota
komunikacija vai mijiedarbiba ar citiem lietotajiem. Atlasitie
respondenti bija socialo tiklu lietotaji, video blogeri un
datorspélu sp€létaji no tadam platformam ka World of Warcratft,
Albion Online un Rust. Dalibnieku piesaiste tika organizéta,
izmantojot sp&lu kopienas platforma Discord, ka arT individuali
uzrunajot satura veidotajus, kuri tika identificéti “AoR Indekss
2022 ietvaros.

Datu vaks$ana tika veikta tie$saisté, izmantojot Google
Forms, laika posma no 2022. gada 12. oktobra Iidz 2023. gada
16. janvarim. Dalibnieki tika informéti par p&tijuma mérki un
termina “Kiber Es” nozimi. Ja dalibniekiem bija vairakas
digitalas identitates, viniem tika lugts koncentréties uz to, kas
vislabak atspoguloja vinu paSuztveri digitalas mijiedarbibas
laika.

Izsleégsanas kriteriji bija sadi: vizualas
pasreprezentacijas trikums, aktivas mijiedarbibas trukums
tieSsaiste vai nepabeigta aptaujas aizpildiSana.

Rezultati un to interpretacija
Pettjuma empiriskie rezultati tiek prezenteti tris secigos

posmos, no kuriem katrs atspogulo konkrétu p&tniecisko merki
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un metodologisko fokusu. Kopuma Sie posmi nodroSina
visaptverosu ar digitalo identitati saistito psihologisko
komponentu un to mijiedarbibas pamata eso$o mehanismu
izpéti:

e 1. posms: “Starpmediju pasklatesamibas” aptaujas
faktorialas validitates noteik$ana — Sis posms versts uz
adaptéta jautagjumu bloka strukturalas validitates
parbaudi.

e 2. posms: “Spelu iegremdéSanas”  aptaujas
paplasinasana tieSsaistes lietotajiem — Sis posms verte
iegremdésanas modela pielietojamibu arpus datorspelu
konteksta.

e 3. posms: Hipotézu parbaude un rezultatu analize —
noslédzosaja posma tiek parbauditas divpadsmit
hipotézes, kuras analizétas saiknes starp digitalas
identitates veidoSanas galvenajam komponentém.

1. posms. CM-SPQ faktorialas validitates noteikSana

Empiriska pétijuma pirmais posms bija veltits
“Sarpmediju pasklatesamibas” aptaujas faktorialas strukttiras
parbaudei, kas tika adaptéts no sakotngja SPQ, ko izstradaja
Ratan un Dawson (2016). Mérkis bija nodroS$inat $1 jautajumu
bloka piemerotibu pasklatesamibas novertéSanai dazadas
digitalajas vides, tostarp socialajos tiklos un video platformas.

Lai noteiktu jautajumu bloka faktorialo validitati, tika
veikta izp&tes faktoru analize, izmantojot galveno asu metodi ar
obliku rotaciju. Rezultati apstiprinaja tris atSkirigu faktoru
esamibu, kas atbilst teorétiskajam modelim: Pasklatesamiba
kermena Ilimeni, Pasklatesamiba identitates Iltment,;
Pasklatesamiba emociju limen.

Sis dimensijas atspogulo dazadus psihologiskas
pieredzes aspektus, kas saistiti ar pasreprezentaciju digitalaja
vide. Faktoriala struktira ir apkopota disertacijas 7. tabula
“CM-SPQ struktiiras matrica”.

Katrs faktors uzradija augstu iek$&jo konsekvenci, un
Cronbach’s alfa koeficienti bija $adi: 0,86 — pasklatesamiba

34



kermena Iiment, 0,85 — pasklatesamiba identitates ltment; 0,80
— pasklatesamiba emociju [imen.

Galigaja CM-SPQ versija tika ieklauti 13 jautajumi, kas

sadaliti $adas apaksskalas:
o Pasklatesamiba kermena Itment — 5 jautajumi
o Pagklatesamiba identitates Iimeni — 5 jautajumi
e Pagklatesamiba emociju Iiment — 3 jautajumi

Visas atbildes tika registrétas, izmantojot 5 punktu
Likerta skalu, kur 1 nozimé “it nemaz” un 5 — “absoluti”.

Lai izpetitu saiknes starp apaks$skalam, tika veikta
Pearson korelacijas analize. Rezultati paradija statistiski
nozimigas pozitivas  korelacijas starp  visam  trim
pasklatesamibas dimensijam. Atbilstosie korelacijas koeficienti
ir noraditi 8. tabula “Pearson korelacijas starp CM-SPQ
apaksskalam”.

8. tabula
Pearson korelacijas starp CM-SPQ apaksskalam

Pasklatesamib Pasklatesamib Pasklatesamib

a kermena a emociju a identitates
limeni limeni Iiment

Pasklatesamib - ,58** AT

a kermena

Iimeni

Pasklatesamib - JA4**

a emociju

Iimeni

**p <.01

Rezultati paradija, ka pasklatesamibas [tmeni ir pozitivi
savstarpgji saistiti.

Sie rezultati apstiprina, ka pasklatesamiba ir
daudzdimensionals konstrukts, kuru iespgjams uzticami mérit
dazada veida digitalo lietotaju vida. Adaptétais CM-SPQ kalpo
ka derigs instruments lietotaja paSklatesamibas pieredzes
mérisanai digitalaja vidg, ietverot kermena, identitates un
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emociju [imena dimensijas.

2. posms. Spélu iegremdéSanas aptaujas paplaSinasana
tieSsaistes lietotajiem

Empiriskas analizes otrais posms bija veltits
“Paplasinatas spélu iegremd&Sanas” aptaujas struktiiras
validacijas parbaudei, kas tika paplasSinats no sakotngja GIQ, ko
izstradaja Cheng, Shet un Annetta (2015). ST posma mérkis bija
paplaSinat mérinstrumenta pielietojamibu no tieSsaistes spelu
konteksta uz plasaku digitalo vidi.

Galveno komponentu analize (PCA) tika veikta
atseviski katrai no trim skalam — iesaistiSanas, aizrausanas un
pilniga iegremdeSanas, izmantojot galveno komponentu
metodi.

IesaistiSanas skala tika paklauta atkartotai vienibu
samazina$anai, lai izsl€gtu vienibas ar krusteniskam slodzém
vai ierobezotu piemérotibu visparigiem tiessaistes lietotajiem.
Rezultata tika saglabatas piecas vienibas, kas atspoguloja
lietotaja motivaciju, uzmanibas fokusu un lietojamibas pieredzi
digitalaja vide. Galiga faktoru struktiira ir apkopota disertacijas
12. tabuld “Galveno komponentu analizes rezultati skalai
“lesaistiSands” bez vientbam 9, 3, 2 un 5”. Sis apaksskalas
ieksgja konsekvence bija apmierinosa (Cronbach’s a = 0,67).

AizrauSanas skala sakotngji sastav€ja no septinam
vienibam, no kuram péc vienas problémvienibas izslégSanas
tika saglabatas seSas vienibas. Galiga struktiira uzradija labu
ieksgjo konsekvenci (Cronbach’s a = 0,76) un atspoguloja
lietotdju emocionalo un kognitivo iegrimSanu digitalas
mijiedarbibas laika. Galiga vienibu struktiira ir apkopota
disertacijas /4. tabula “Galveno komponentu analizes rezultati
skalai “AizrauSanas” bez vienibas 7.

Pilnigas iegremdesanas skala saglabaja visas astonas
vienibas, un faktoru slodzes noradija uz stabilu vienfaktoru
struktiiru. ST apaks$skala méra dzilu psihologisku iesaisti un
identifikaciju ar digitalo identitati. Ieksgja konsekvence bija
izcila (Cronbach’s a = 0,91). Sis skalas struktiira ir apkopota
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disertacijas 135. tabula “Galveno komponentu analizes rezultati
skalai “Pilniga iegremdésandas””

Korelacijas analize starp trim iegremdeésanas
dimensijam atklaja statistiski nozimigas pozitivas saistibas, kas
apstiprina iegremdéSanas konstrukta ieksgjo vienotibu (skatit
16. tabulu).

16. tabula
Korelacijas starp iegiutajiem pirmas pakapes faktoriem

Skala lesaistiSanas  Aizrau$anas  Pilniga
iegremdéSanas

IesaistiSanas - ,13* JA1**

Aizrau$anas - JA46**

Pilniga -

iegremdésanas

*p <05, ** p<,001

legiitie rezultati pamatoja otras pakapes faktora izveidi
ar nosaukumu “legremdesanas limenis digitalaja vidé”, Kas
ietver tris validetas apaksskalas. Galigas faktoru slodzes un
modela strukttira ir att€lota disertacijas 17. tabula.

17. tabula
Faktoru analizes rezultati

Faktoru slodzes

Otras pakapes faktori C1
F3 Pilniga iegremd&sanas 87
F2 AizrauSanas ,69
F1 IesaistiSanas ,67
Pasveértibas 1,69

E-GIQ nodrosinaja uzticamu un teorétiski pamatotu
instrumentu iegremd&Sanas izvertéSanai dazadas digitalajas
platformas arpus spelu konteksta, Katra apakSskala —
iesaistiSanas, aizrau$anas un pilniga iegremdéSanas — tika
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apstiprinata ka neatkariga, tom&r savstarp&ji saistita plasakas
iegremdéSanas pieredzes dimensija, kas lauj diferencéti merit
lietotaja iesaisti digitalaja vide.

3. posms. HipotéZu parbaude un rezultatu analize

H1: Digitalas identitates lietosanas process (kustomizacija un
kontrole) ir pozitivi saistits ar lietotaja socialo mijiedarbibu
digitalaja vide.

Lai parbauditu $o hipotezi, tika analizeti tr1s digitalas
identitates lictoSanas procesa raditaji attieciba pret trim socialas
mijiedarbibas raditajiem. Asociacijas tika parbauditas,
izmantojot ? testus un Pirsona korelacijas koeficientus.

Rezultati uzradija statistiski nozZimigu pozitivu saistibu
starp laiku, kas wveltits digitalas identitates izveidei un
pielagosanai (“Es veltiju daudz laika sava Kiber Es izveidei un
iestatiSanai”), un informacijas meklésanas uzvedibu pirms tas
izveides (“Pirms Kiber Es izveidoSanas es mekl&ju/jautaju
informaciju par to, ka to vislabak izveidot”). ST saistiba
prezenteta 18. tabula.

18. tabula

Saistiba starp laiku, kas veltits digitalas identitates izveidei un
iestatisanai, un informacijas meklesanu pie citiem lietotajiem pirms
Kiber Es izveides

Pirms Kiber Es
izveidoSanas es
mekl&ju/jautaju
informaciju par to, ka to
vislabak izveidot

né yes Kopa
Es veltiju daudz laika né 89 33 122
sava Klb_%r Es. izveidei i 34 71 105
un 1estatiSanai
Kopa 123 104 227
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Papildu grupu salidzinajums apstiprinaja, ka starp tiem,
kuri digitalas identitates izveidei nebija veltijusi daudz laika,
vairakums ar1 nebija mekl&jusi informaciju ieprieks. Savukart
tie, kuri bija vairak iesaistiti kustomizacijas procesa, biezak bija
mekl&jusi padomus pirms sava Kiber Es izveides.

Netika konstat€ta statistiski nozimiga saistiba starp
laiku, kas pavadits kustomizacija, un nozimi, ko lietotaji pieskir
tam, ka citi uztver vinu digitalo identitati (skatit disertacijas 19.
tabulu “Saistiba starp laiku, kas veltits digitalds identitates
izveidei un iestatiSanai, un citu lietotdju uztveres nozimi
attieciba uz Kiber Es ipaSibam”).

Tapat netika konstatéta bitiska saistiba starp
iestatiSanas laiku un aktivu komunikaciju ar citiem lietotajiem
(skatit disertacijas 20. tabulu “Saistiba starp laiku, kas veltits
digitalas identitates izveidei un iestatiSanai, un aktivu
komunikdaciju ar citiem lietotdjiem”).

Saistiba starp digitalas identitates turpmaku iestatiSanu
(“Es ik pa laikam turpinu veikt sava Kiber Es izmainas”) un
informacijas mekl&Sanas uzvedibu pirms Kiber Es izveides
nebija statistiski nozimiga. Skatit 21. tabulu par noveéroto
sadaltjumu.

21. tabula
Saistiba starp digitalas identitates iestatiSanu un informdcijas
meklésanu pirms Kiber Es izveides

Pirms Kiber Es
izveidoSanas es
mekl&ju/jautaju
informaciju par to, ka to
vislabak izveidot

né ja_ Kopa
Es ik pa laikam turpinu  ng& 28 14 42
veikt sava Kiber Es -
izmainas J 95 90 185
Kopa 123 104 227

Tomeér grupu salidzinajumi paradija, ka starp tiem, kuri
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laika gaitd neveica sava Kiber Es iestatiSanu, vairakums ari
nebija meklgjusi informaciju pirms izveides. Savukart starp
tiem, kuri veica regularu iestatiSanu, $ada atSkiriba netika
konstatéta.

Tika konstatéta statistiski nozimiga pozitiva saistiba
starp turpmaku digitalas identitates iestatiSanu un uztverto
nozimi tam, ka citi uztver $o identitati. ST saistiba apkopota 22.
tabula.

22. tabula
Saistiba starp digitalas identitates iestatiSanu un citu lietotaju
uztveres nozimi attiecitba uz Kiber Es ipasitbam

Man ir svarigi, ka citi
lietotaji uztver mana Kiber
Es 1pasibas digitalaja vide

né ja  Kopa
Es ik pa laikam né 19 23 42
turpinu veikt sava i
Kiber Es izmainas 26 159 185
Kopa 45 182 227

Papildu analize paradija, ka citu uztveres nozime
biezak tika uzsverta starp tiem lietotajiem, kuri laiku pa laikam
veica savas digitalas identitates iestatiSanu.

Analize arT atklaja statistiski noztmigu pozittvu saistibu
starp turpmaku iestatiSanu un pastavigu komunikaciju ar citiem
lietotajiem (skatit 23. tabulu).

23. tabula
Saistiba starp digitalas identitates iestatisanu un aktivu
komunikaciju ar citiem lietotajiem

Es akttvi komunicgju ar
citiem lietotajiem

né ja  Kopa
Es ik pa laikam né 15 27 42
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turpinu veikt sava ja
Kiber Es izmainas

Kopa 42 185 227

27 158 185

Pozitiva saistiba tika noverota ari starp platformas
funkcionalitates izmantoSanu digitalas identitates kontrolei
(“Es izmantoju visas platformas iesp&jas (ierobezojumus)...” )
un informacijas meklésanas uzvedibu pirms digitalas identitates
izveides. ST saistiba ir attélota 24. tabula.

24. tabula
Saistiba starp digitalas identitates kontroli un informacijas
meklésanu pirms Kiber Es izveides

Pirms Kiber Es
izveidoSanas es
mekl&ju/jautaju informaciju
par to, ka to vislabak

izveidot

né ja Kopa
Es izmantoju visas né 46 16 62
platforrfla‘s iespgjas ia 77 88 165
(ierobezojumus), lai
kontrolétu sava Kiber
Es darbibas un citu
lietotaju ietekmi uz to
Kopa 123 104 227

Netika konstateta statistiski nozimiga saistiba starp $o
mainigo un nozimi, ko lietotaji pieskir tam, ka citi uztver vinu
digitalo pasreprezentaciju (skatit disertacijas 25. tabulu
“Saistiba starp digitaldas identitates kontroli un citu lietotaju
uztveres nozimi digitalaja vide”).

Tomeér tika noverota pozitiva saistiba starp platformas
iespgju izmantoSanu un pastavigu komunikaciju ar citiem
lietotajiem. ST saistiba attglota 26. tabula.

26. tabula
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Saistiba starp digitalas identitates kontroli un aktivu komunikdciju
ar citiem lietotajiem

Es akttvi komunicgju ar
citiem lietotajiem

né ja Kopa
Es izmantoju visas né 20 42 62
p‘latforrfla.s iespéjas ) jE_l 22 143 165
(ierobezojumus), lai
kontrolétu sava Kiber
Es darbibas un citu
lietotaju ietekmi uz to
Kopa 42 185 227

Statistiski nozimiga pozitiva saistiba tika konstatéta
starp laiku, kas wveltits digitalas identitates izveidei un
iestatiSanai, un uzvedibu, kas saistita ar informacijas meklgSanu
pirms digitalas pasreprezentacijas izveides. Tas norada, ka
iestatiSana ir saistita ar ieprieksgjam pilém saskanoties ar
socialajam normam un samazinat klidu iespgjamibu, kas atbilst
teorctiskajai nostajai, ka sagatavoSanas veicina socialo
mijiedarbibu.

Savukart netika konstatéta saistiba starp ieguldito laiku
iestatiSana un socialas uztveres nozimi vai pastavigu
komunikaciju. Tas liecina, ka sakotng&ja posma lietotaji,
iespg&jams, vairak koncentr€jas uz ieks€ju passtruktiiréSanu,
nevis uz argjam socialajam dinamikam.

Turpmaka digitalas identitates iestatiSana bija pozitivi
saistita gan ar to, cik nozimigi lietotaji uztvéra citu viedokli par
vinu digitalo pasreprezentaciju, gan ar komunikacijas biezumu
ar citiem lietotajiem. Tas uzsver, ka péc sakotngjas iestatisanas
lietotaji sak reagét uz socialo atgriezenisko saiti un atbilstosi
pielago savu  paSreprezentaciju, apstiprinot  socialas
atgriezeniskas saites nozimi ka transformacijas virzitajspeku.

Visbeidzot, platformas funkcionalitates izmantoSana
digitalas identitates kontrolei bija pozitivi saistita ar
informacijas mekléSanu un aktivu komunikaciju, bet ne ar
uztverto sociala novert§juma nozimi. Tas norada, ka Sada
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kontrole pilda vairak funkcionalu un aizsargajosu lomu un
netiesi tiek stiprinata, izmantojot socialo macisanos un aktivu
iesaisti, nevis tiesi vadita pec nepiecieSamibas iegiit socialu
apstiprinajumu.

Sie rezultati atbalsta uzskatu, ka digitalas identitates
iestatiSana un kontrole veicina noteiktus socialas mijiedarbibas
veidus, Tpasi digitalas identitates veidoSanas agrinaja un vidgja
posma.

H2: Pastav saistiba starp digitalas identitates
selektivas pasreprezentdcijas tipiem un lietotaja socialo
mijiedarbibu digitalaja vide.

Lai parbauditu otro hipotézi, tika analizéta saistiba
starp Cetriem selektivas paSreprezentacijas tipiem un trim
socialas mijiedarbibas raditajiem. Ieklautie tipi bija: preciza
sevis kopija, uzlabota kopija, parveidota versija un alternativa
versija. Sociala mijiedarbiba tika novertéta pec Sadiem
raditajiem: informacijas mekléSanas uzvediba pirms digitalas
identitates izveides, uztvertais sociala novertgjuma nozZimigums
un pastaviga komunikacija ar citiem lietotajiem.

Rezultati apkopoti disertacijas 27. tabuld “Saistiba
starp selektivas pasSreprezentdcijas tipiem un informdcijas
meklesanu pirms digitaldas identitates izveides”. Analize
uzradija, ka nav statistiski nozZimigas saistibas starp selektivas
paSreprezentacijas tipu un to, vai lietotaji pirms digitalas
paSreprezentacijas izveides bija mekI§jusi padomus vai
informaciju (Cramer’s V = 0,13, p = 0,37). ArT y* testi katras
pasSreprezentacijas grupas ietvaros neuzradija butiskas ieksgjas
atSkiribas starp tiem, kuri meklgja informaciju, un tiem, kuri to
nedarja.

Rezultati apkopoti disertacijas 28. tabula “Saistiba
starp selektivds paSreprezentacijas tipiem un digitalas
identitdates ipasStbu uztveres nozimigumu citu lietotdju
skatijuma”. Analize paradija statistiski nozimigu saistibu
(Cramer’s V = 0,27, p=0,001). Lietotaji, kuri sevi reprezent&ja
ka precizu vai uzlabotu kopiju, biezak pieskira nozimi tam, ka
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citi uztver vinu digitalo pasreprezentaciju. Savukart tie, kuri
izvelgjas parveidotu vai alternativu versiju, Sai uztverei pieskira
mazaku nozimi.

Rezultati apkopoti disertacijas 29. tabuld “Saistiba
Starp  selektivas  pasreprezentacijas tipiem un aktivu
komunikaciju ar citiem lietotajiem”. Tika konstatéta statistiski
nozimiga saistiba (Cramer’s V = 0,19, p = 0,04). Respondenti,
kuri izv€lgjas uzlabotu vai parveidotu kopiju, biezak aktivi
komunicgja ar citiem lietotajiem, salidzinot ar tiem, kuri
izvelgjas precizu vai alternativu versiju.

Netika  konstatéta  saisttba  starp  selektivas
pasreprezentacijas tipiem un informacijas meklésanas uzvedibu
pirms digitalas identitates izveides. Tas norada, ka
pasreprezentacijas stratégijas izveli nenosaka citu ieteikumi vai
digitalas normas, bet ta atspogulo individualus nodomus un
iepriek§ pastavosas preferences. Tas liecina par apzinatu
identitates izpausmi, nevis par tadu, kas veidojusies, balstoties
uz padomiem vai novérotiem paraugiem. Sie rezultati piedava
jaunu skattjumu, kas atskiras no Triberti u.c. (2017) un Dechant
u.c. (2021) secinajumiem, kuri uzsvéra informacijas
meklesanas nozimi identitates veidoSanas sakumposma.

Savukart tika konstateta skaidra saistiba starp digitalas
paSreprezentacijas tipiem un nozimi, ko lietotaji pieskir
socialajam novertgjumam. Tie, kuri sevi reprezent&ja ka precizu
vai uzlabotu kopiju, biezak ve€lgjas sanemt atzinibu un
atgriezenisko saiti no citiem, kas apstiprina ieprieksgjos Pefia
u.c. (2021) un Nagy & Koles (2014) secinajumus par
autentiskam mijiedarbibam un savstarp&u apstiprinajumu.
Savukart lietotaji, kuri izv€lgjas parveidotu vai alternativu
versiju, Skita mazak ieintereséti tikt uztverti precizi, kas varétu
noradit uz  paSsaglabasanas, eksperimente€Sanas  vai
distancé$anas motiviem no savas nesaistitas (offline) identitates
(Gorini et al., 2011; Yee et al., 2011).

Tapat lietotaji, kuri izvelgjas uzlabotas vai parveidotas
sevis versijas, biezak noradija uz aktivaku komunikaciju ar
citiem, kas liecina par cie$dku iesaisti digitalaja vide. Sie
lietotaji, iesp&jams, pielago savu pasreprezentaciju, reaggjot uz
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socialo mijiedarbibu, kas saskan ar Proteja efektu (Yee, 2014)
un ieprieksgjiem petijumiem par socialo motivaciju digitalajos
kontekstos (Pefa et al., 2021). Tie, kuri izvél&jas precizu vai
alternativu versiju, bija mazak iesaistiti komunikacija, kas,
iesp&jams, atspogulo pasivaku nostaju vai velmi saglabat
stingru pasattélu.

Sie rezultati uzsver paSreprezentacijas  sociali
psihologisko dinamiku, kur identitate nav statiska, bet
nepartraukti pielagojas, nemot vera uztvertas mijiedarbibas
normas. PaSreprezentacija tadgjadi kliist ne tikai par personisku
izpausmi, bet arl par mehanismu, kas palidz orientgties
digitalaja socialaja telpa, palielina digitalo socialo kapitalu un
lauj parvaldit emocionalos riskus (Bozkurt & Tu, 2016;
Dechant et al., 2021).

H3: Pastav saistiba starp digitalds identitates
lietosanas procesu (kustomizacija un kontrole) un selektivas
pasreprezentacijas tipiem digitalaja vide.

Lai parbauditu treso hipotezi, kura noradits, ka pastav
saistiba starp digitalas identitates izmanto$anas procesu
(iestatiSanu un kontroli) un selektivas pasSreprezentacijas tipiem
digitalaja vidg, tika izmantots Cramer’s V tests un y? tests.

Pirmaja analizg tika noverteta saistiba starp laiku, kas
pavadits digitalas identitates izveidei un iestatiSanai, un izvéli
par labu vienam no Cetriem selektivas paSreprezentacijas
tipiem. Rezultati apkopoti disertacijas 30. tabula “Saistiba
starp laiku, kas veltits digitaldas identitates izveidei un
iestatiSanai, un selektivds pasreprezentacijas tipiem”.

Starp respondentiem, kuri nebija veltijusi daudz laika
sava Kiber Es izveidei un iestatiSanai, visbiezak tika izvéléta
preciza sevis kopija. Savukart tie, kuri bija ieguldijusi vairak
laika, biezak izv€l&jas uzlabotu vai parveidotu sevis versiju.
Tika konstatgta statistiski nozimiga saistiba (Cramer’s V=0,27,
p =0,001).

Otraja analize tika analiz&ts selektivas
pasSreprezentacijas tipu sadalfjums starp tiem, kuri iestatiSanai
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bija veltfjusi vairak vai mazak laika. Grupa ar zemu laika
ieguldijumu tika noverota statistiski nozimiga atskiriba (}*(3) =
17,19, p = 0,001). Grupa ar augstu laika ieguldijumu atSkiriba
nebija statistiski nozimiga (}*(3) = 6,43, p = 0,09).

Tresaja analizg tika salidzinata to lietotaju proporcija,
kuri katra pasreprezentacijas tipa bija veltijusi vairak vai mazak
laika iestatiSanai. Statistiski nozimigas atSkiribas tika
konstatétas tikai grupa, kas parstavéja precizu sevis kopiju
(x¥(1) = 12,55, p = 0,000).

Talak tika parbaudita saistiba starp turpmaku digitalas
identitates iestatiSanu un selektivas pasreprezentacijas tipiem.
Rezultati apkopoti disertacijas 31. tabula “Saistiba starp
digitalds identitdates turpmaku iestatiSanu un selektivas
pasreprezentacijas tipiem . Statistiski nozimiga saistiba netika
konstateta (Cramer’s V = 0,18, p = 0,06).

Tomeér lietotaju grupa, kas turpina regulari iestatit savu
Kiber Es, tika noverota statistiski nozimiga atskiriba (¥*(3) =
9,40, p = 0,02), kur biezak tika izvE€leta preciza vai uzlabota
sevis versija. Grupa, kura netika veiktas regularas iestatiSanas
darbibas, butiska atSkiriba netika konstatéta (¥*(3) = 4,86, p =
0,18).

Visbeidzot tika analizéta saistiba starp platformas
iesp&ju izmantosanu digitalas identitates kontrolei un selektivas
pasreprezentacijas tipiem. Statistiski nozimiga saistiba netika
konstatéta (Cramer’s V = 0,17, p = 0,31). Rezultati apkopoti
disertacijas 32. tabulad “Saistiba starp digitalds identitates
kontroli un selektivas pasreprezentacijas tipiem”.

Visas grupas vairakums respondentu zinoja, ka izmanto
platformas sniegtas iesp&jas. Katra grupa lietotaju ipatsvars,
kuri izmanto §Ts iesp€jas, bija butiski augstaks, tostarp: preciza
kopija (¥*(1) = 6,58, p=0,01), uzlabota kopija (¥*(1) = 19,64, p
= 0,000), parveidota versija (¥*(1) = 15,36, p = 0,000) un
alternativa versija (¥*(1) = 8,00, p = 0,005).

Tika konstatéta statistiski nozimiga saistiba starp laiku,
kas veltits digitalas identitates iestatiSanai, un izveleto digitalas
pasreprezentacijas tipu. Lietotaji, kuri bija veltijusi mazak laika
digitalas identitates izveidei un iestatiSanai, biezak izvelgjas
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precizu sevis kopiju, kas norada uz tieSu un efektivu jau zinamu
Tpasibu parnesi digitalaja vide. Sis process atspogulo minimalu
kognitivo un emocionalo piepili kodésanas laika.

Savukart respondenti, kuri ieguldija vairak laika,
biezak izvélgjas papildinatu vai parveidotu sevis versiju. Sis
strat€gijas, visticamak, ietver papildu refleksiju un radosu
pieeju, kas atbilst idejai, ka digitalas identitates parveidoSanai
nepiecieSama dzilaka identitates iesaiste. Statistiski nozimigu
atSkiribu neesamiba starp augstas laika investicijas grupas
dalibniekiem norada uz to, ka Sie procesi, iesp€jams, tiek
ietekm@ti no sarezgitakiem un individualakiem motivacijas
faktoriem (Yee u. c., 2011; Ratan un Hasler, 2009).

Netika konstateta statistiski nozimiga saistiba starp
turpmaku digitalas identitates iestatiSanu un izveleto digitalas
pasSreprezentacijas tipu. Tomér starp tiem lietotajiem, kuri
turpina iestatit savu Kiber Es, lielaks Tpatsvars izvélgjas precizu
vai papildinatu sevis kopiju. Tas norada, ka pat lietotaji, kuri
sakotngji centas saglabat savu originalo identitati, laika gaita
pielagojas ar&jai atgriezeniskajai saiknei. Sie rezultati
apstiprina uzskatu, ka digitala identitate ir mainigs veidojums,
kuru ietekmé socialais konteksts un digitalas platformas
normas.

Rezultati liecina, ka argjais socialais spiediens un
digitalas vides raksturs vairak ietekmé& turpmakas iestatiSanas
uzvedibu neka ieksgjas identitates preferences. leprieksgjie
petijumi ir uzsverusi, ka digitalas normas mudina lietotajus
regulari pilnveidot savu pasreprezentaciju, lai uzturétu iesaisti
un redzamibu (Pefia u. c., 2021; Yee, 2014). Sis pétijums vélreiz
apliecina  digitalas identitates adaptivo funkciju ka
pasizpausmes riku un sociali reaktivu mehanismu.

Netika konstateta statistiski nozimiga saistiba starp
platformas kontroli nodro§ino$o iesp€ju izmantoSanu un
digitalas  paSreprezentacijas  tipiem.  Tas  apstiprina
interpretaciju, ka kontroles uzvediba ir galvenokart funkcionala
— versta uz regulésanu, privatumu un aizsardzibu — un nav tiesi
saistita ar lietotaja pasreprezentacijas stratégiju.

Digitalas kontroles funkciju izmantosanu, visticamak,
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nosaka paSas platformas struktira un lietotaju drosibas
apsverumi, nevis personigie identitates merki. Tas papildina
ieprieks€jos secinajumus (Triberti u.c., 2017; Dechant u.c.,
2021), kuros noradits, ka kontroles uzvediba paradas agrina
digitalas identitates veidoSanas posma un ir mazak atkariga no
ta, ka lietotaji izvelas sevi attelot.

lestatiSana ir saistita ar selektivas paSreprezentacijas
tipu, Tpasi attieciba uz precizam un papildinatam sevis versijam.
Savukart kontroles uzvediba un turpmaka iestatiSana Skiet
vairak universali izplatitas, pildot pragmatiskas un adaptivas
funkcijas, nevis atspogulojot konkrtas paSreprezentacijas
stratégijas.

H4: Digitalas identitates lietosSanas process (kustomizacija un
kontrole) paaugstina iegremdesanas limeni.

Lai parbauditu ceturto hipotezi, kas paredz, ka digitalas
identitates izmantoSanas process (iestatiSana un kontrole)
palielina iegremdesanas ltmeni, tika analiz€ti divi raditaji:
regularas digitalas identitates iestatiSanas darbibas (iestatiSana)
un platformas iesp&u izmantoSana digitalas identitates
mijiedarbibas kontrolei (kontrole). legremdé$anas limenis tika
merits tris stadijas: iesaistiSands, aizrauSanas un pilniga
iegremdeSanas, pamatojoties uz  “Paplasinato  spelu
iegremdésanas” aptauju.

Salidzinajuma rezultati starp respondentiem, kuri laiku
pa laikam turpina iestatit savu Kiber Es, un tiem, kuri to nedara,
ir apkopoti disertacija 34. tabula “Atskiribas iegremdésands
ltimenos starp respondentiem, kuri regulari iestata savu Kiber
Es, un tiem, kuri to nedara”. Tika konstatéta statistiski
nozimiga atskiriba iesaistiSanas ItmenT — augstaki raditaji tika
noveroti respondentiem, kuri turpina iestatit savu Kiber Es (z =
-2,46, p = ,014). AizrauSanas un pilnigas iegremd&Sanas
Itmenos statistiski nozimigas atSkiribas netika konstatetas.

Salidzinajuma rezultati starp respondentiem, kuri
izmanto visas platformas iesp&jas (ierobezojumus), lai
kontrolétu sava Kiber Es darbibas un citu lietotaju iesp&jamo
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ietekmi uz to, un tiem, kuri to nedara, ir apkopoti disertacija 36.
tabula “Atskirtbas  iegremdesanas  limenos  starp
respondentiem, kuri izmanto visas platformas iespéjas sava
Kiber Es kontrolei, un tiem, kuri to nedara”. Respondenti, kuri
zinoja par kontroles mehanismu izmanto$anu, uzradija
statistiski nozimigi augstakus raditajus visas tris iegremdésanas
stadijas: iesaistiSanas (z = -4,15, p < ,001), aizrauSanas (z = -
2,04, p =,04) un pilniga iegremd&sanas (z = -4,09, p <,001).

Deskriptivas analizes rezultati Cetram respondentu
grupam, kas tika veidotas, balstoties uz iestatiSanas un kontroles
kombinaciju, ir apkopoti disertacija 37. tabuld ‘“‘Deskriptiva
statistika un normalitates testa rezultati iegremdesanas
limeniem grupds, kas izveidotas péc digitalas identitates
mijiedarbibas iestatisanas un kontroles kombindcijas digitalaja
vidé”. Statistiski nozimigas atSkirtbas tika konstatétas
iesaistiSanas (y*(3) = 20,55, p <,001) un pilnigas iegremd&Sanas
(x¥(3) = 18,06, p < ,001) stadijas, savukart aizrauSanas limeni
biitiskas atSkiribas netika noverotas.

Paru salidzinajumi starp 1. grupu un pargjam grupam ir
apkopoti disertacija 38. tabula “Atskiribas iesaistiSanas un
pilnigas iegremdésandas limenos starp 1. grupu un paréjam
respondentu grupam”. Statistiski nozimigas atskiribas abos
raditajos tika konstat@tas starp 1. un 2. grupu, ka arT starp 1. un
4. grupu.

39. tabula “AtSkiribas iesaistiSanas un pilnigas
iegremdesanas ltmenos starp 2., 3. un 4. grupu” ir apkopoti
rezultati starp atlikuSajam grupam.

39. tabula
Atskiribas iesaistisanas un pilnigas iegremdesandas limenos starp 2.,
3.un 4. grupu

legremdésanas  Grupa M SD Levena t-tests vidgjo

stadija tests vértibu
dispersiju vienadiba
vienadiba

F p t d p
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IesaistiSanas

Grupa
2 (N2
=43)
Grupa
3 (N3
=23)

18,81

19,22

2,90

3,81

2,31

13

-,48

64

,63

Pilniga
iegremdéSanas

Grupa
2 (N2
=43)
Grupa
3(Ns
=23)

22,51

27,09

8,84

8,11

,20

,66

2,06

64

04

IesaistiSanas

Grupa
2 (N2
=43)
Grupa
4 (Na
=19)

18,81

17,89

2,90

3,62

1,13

29

1,07

60

,29

Pilniga
iegremdesanas

Grupa
2 (N2
=43)
Grupa
4 (Na
=19)

8,84

20,21

8,84

6,92

2,79

,10

1,01

60

IesaistiSanas

Grupa
3(Ns
=23)
Grupa
4 (Na
=19)

19,22

17,89

3,81

3,62

1,15

40

Pilniga
iegremdesanas

Grupa
3(Ns
=23)
Grupa
4 (Na
=19)

27,09

20,21

8,11

6,92

1,54

,22

2,92

40

,006

Respondenti,
uzradija

identitati,

kuri

regulari

augstaku

iestata

savu digitalo
Itmeni

iesaistiSanas
iegremdesanas pirmo stadiju — salidzinajuma ar tiem, kuri to
nedara. Sie rezultati norada, ka nepartraukta iestatiSana veicina
digitalas identitates saskano$anu ar mainigajam digitalas vides
prasibam, tad&jadi pastiprinot lietotaja klatesamibas un iesaistes

5
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izjtitu. Sis rezultats atbilst p&tfjumiem, kas uzsver, ka dinamiska
digitalas reprezentacijas pielagosana veicina dzilaku iesaisti un
veido iegremd@&Sanos, stiprinot saikni starp lietotaju un digitalo
vidi.

Respondenti, kuri pilniba izmanto platformas iesp&jas
digitalas identitates kontrolei un tas mijiedarbibas regulésanai
ar citiem, uzradija augstakus iesaistiSanas, aizrau$anas un
pilnigas iegremdesanas Iimenus. Tas apstiprina pien€mumu, ka
kontrole par digitalas identitates funkcijam un tas mijiedarbibu
ar citiem lietotajiem pastiprina iegremdé$anas pieredzi. Sie
rezultati paplasina iepriek§€jos pétijumus, paradot, ka
iegremdéSanas nav tikai personalizacijas rezultats, bet arl
mijiedarbibas parvaldibas sekas — kad kontrole par digitalas
identitates uzvedibu stiprina psihologisko klatbutnes izjatu
digitalaja vide.

Ipasi augsts iegremdeSanas Iimenis tika novérots
respondentiem, kuri apvienoja gan pastavigu digitalas
identitates iestatiSanu, gan platformas kontroles iesp€ju pilnigu
izmantosanu. Ieksgjas digitalas identitates attistibas un argjas
mijiedarbibas kontroles kombinacija, Skiet, veido optimalus
apstaklus iegremdgsanas pieredzei. Sie rezultati apstiprina, ka
abi procesi — ieksgja personalizacija un argja regulacija — kopigi
veicina bagatigu un noturigu iegremdesanos digitalaja vide.

Papildus tika konstatéts, ka pilnigas iegremdesanas
Iimenis bija augstaks respondentiem, kuri neveica digitalas
identitates iestatiSsanu, bet aktivi izmantoja platformas iespgjas
tas uzvedibas kontrolei. Tas norada, ka iegremdésanas vélinas
stadijas, pieméram, pilniga iegremdésana, argja kontrole var
klit nozimigaka neka iekseja modifikacija. Ja lietotaji spgj
regulét, ka darbojas vinu digitala identitate un ka ta
mijiedarbojas ar citiem, vini sp&j uzturét specigu iegremdesanas
saikni pat bez nepartrauktas personalizacijas.

Sie rezultati izce| atskirigas psihologiskas funkcijas, ko
iestatiSana un kontrole veic iegremd€Sanas procesa. Kamer
iestatiSana veicina iesaisti, nodroSinot identitates saskanotibu
un adaptaciju, kontrole veicina ilgstoSu iegremdeSanos,
parvaldot mijiedarbibu ar vidi. Tas atbilst teorijam, kas uzsver
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mijiedarbibas parvaldibas un lietotaja autonomijas nozimi
dzilakas iegremd€Sanas veicinasana, kur kontrole par digitalas
identitates uzvedibu palidz uztur€t un  nostiprinat
iegremdesanas pieredzi (Csikszentmihalyi, 1990).

H5: Sociald mijiedarbiba paaugstina iegremdésanas limeni.

Lai parbauditu piekto hipotezi, kas paredz, ka sociala
mijiedarbiba palielina iegremdéSanas limeni, tika analizeti tris
raditaji: informacijas mekléSana pirms digitalas identitates
izveides, socialas mijiedarbibas nozimigums un nepartraukta
sazina ar citiem lietotdjiem. legremd&Sanas Itmenis tika meérits
tris  stadijas:  iesaistiSanas, aizrauSanas un pilniga
iegremdesanas, pamatojoties uz  “Paplasinato  spelu
iegremdésanas” aptauju.

Rezultati par atSkiribam starp respondentiem, kuri
pirms digitalas identitates izveides meklgja vai jautaja
informaciju, un tiem, kuri to nedarija, ir apkopoti promocijas
darba ftabula 41. “Atskiribas iegremdésandas limenos starp
respondentiem, kuri pirms savas digitalas identitates izveides
mekleja/jautaja informdciju par to, ka to uzlabot, un tiem, kuri
to nedarija”. Statistiski nozimigas atSkiribas tika konstatétas
visas trijas iegremdeSanas stadijas: iesaistisanas (z = -3,04, p <
,01), aizrausanas (z = -4,20, p <,001) un pilniga iegremdesanas
(z = -441, p < ,001). Respondenti, kuri bija iesaistiti
informacijas mekléSana, uzradija augstakus iegremd&Sanas
raditajus neka tie, kuri to nedarija.

Rezultati par atSkiribam starp respondentiem, kuri
noradija, ka viniem ir svarigi, ka citi uztver vinu digitalo
identitati, un tiem, kuriem tas nav svarigi, ir apkopoti
promocijas darba tabula 43. “Atskiribas iegremdesanas
limenos starp respondentiem, kuriem ir svarigi, ka citi lietotdji
digitalaja vide uztver vinu digitalas identitates ipasibas, un
tiem, kuriem tas nav svarigi”. Statistiski nozimiga atskiriba tika
konstatéta iesaistiSanas limeni (z = -3,50, p < ,001), ar
augstakiem iesaistiSanas raditajiem to respondentu vidi, kuri
socialo vértgjumu uzskatija par svarigu. Netika novérotas

52



butiskas atskiribas aizrauSanas (z = -0,48, p > ,05) vai pilnigas
iegremdesanas (z = -0,80, p > ,05) Iimenos.

Rezultati par atSkiribam starp respondentiem, kuri
aktivi komunicg ar citiem lietotajiem, un tiem, kuri to nedara, ir
apkopoti  promocijas darba tabula 45  “Atskiribas
iegremdesanas limenos starp respondentiem, kuri aktivi
komunicé ar citiem lietotajiem, un tiem, kuri to nedara’.
Statistiski nozimigas atskiribas tika konstatétas iesaistiSanas (z
=-4,09, p <,001) un pilnigas iegremdésanas (z=-2,77, p <,01)
Itmenos, ar augstakiem raditajiem taja grupa, kas regulari
iesaistas komunikacija. Netika konstatetas butiskas atSkiribas
aizrausanas limeni (z = -0,42, p > ,05).

Respondenti, kuri aktivi meklgja informaciju pirms
savas digitalas identitates izveides, uzradija augstakus raditajus
visas tris iegremdésanas stadijas. Sie rezultati norada, ka
digitalas identitates veidoSanas sagatavoSanas posmam, kad tas
tiek atbalstits ar sociali virzitu informacijas mekléSanu, ir
biitiska nozime dzilakas iegremdeSanas pieredzes veidoSana.
Lietotaji, kuri ienak digitalaja vide ar ieprieks€ju citu cilvéku
ieguldijumu, ir kognitivi un emocionali vairak iesaistiti, jo vinu
digitala pasreprezentacija balstas uz kolektivo zinasanu un
gaidu bazes. Tas apstiprina ieprieks§jos teoretiskos
pienémumus, ka iegremdesanas tiek veicinata ar uzvedibas
iesaisti un socialas macisanas procesiem, kas notiek pirms pasas
mijiedarbibas digitalaja vide.

Respondenti, kuriem ir svarigi, ka citi uztver vinu
digitalo paSreprezentaciju, uzradija augstaku iesaistiSanas
Itmeni, tacu tas nepargaja augstaka aizrau$anas vai pilnigas
iegremdesanas ltmeni. Tas atbalsta pienémumu, ka socialas
atzinibas mehanismi ir Tpasi nozimigi iegremdeSanas sakotng&ja
posma, kur argja uztvere ietekmé, ka lietotaji uztver savu
klatesamibu digitalaja vidé. Padzilinoties iegremdesanas
procesam, argjas atgriezeniskas saites ietekme samazinas, un
pieredze klust vairak ieksgji reguléta un vadita, balstoties uz
tie$u mijiedarbibu ar digitalo vidi. Sie rezultati atbilst arf otras
hipot€zes rezultatiem, kur socialas mijiedarbibas nozime bija
saistita ar selektivas digitalas paSreprezentacijas veidoSanos,
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1pasi digitalas identitates sapliiSanas sakuma posma.

Respondenti, kuri aktivi komunicé ar citiem
lietotajiem, uzradija augstaku iesaistiSanos un pilnigas
iegremdeSanas ltmeni, savukart aizrauSanas limeni butiskas
atSkiribas netika konstatetas. Tas liecina, ka mijiedarbiba ar
citiem lietotdjiem ne tikai atvieglo iegremdéSanas sakuma
posmu, bet ar1 palidz to uzturét veélakajos posmos. Atskiribu
neesamiba aizrausanas stadija apstiprina interpretaciju, ka Sis
posms kalpo ka parejas stadija, kura kognitiva iesaiste
pakapeniski aizvieto sociali medietu iesaistiSanos. Tomer
augstaks pilnigas iegremdésanas limenis to respondentu vidd,
kuri regulari komunicg, norada, ka sociala klatbiitne klist
pilniba integréta iegremdeSanas pieredz€ attistitakajos posmos.
Sie rezultati atbalsta konceptudlo modeli par identitates
saplusanu digitalaja vidg, kur lietotaju savstarpgja mijiedarbiba
kltst par iegremdéSanas pieredzes neatnemamu dalu un veicina
digitalas identitates veidoSanos.

H6: Paaugstinata digitalds identitates personalizacija
(originalu  raksturlielumu izmantosana) paaugstina
iegremdesanas limeni.

Lai parbaudttu sesto hipotézi, kas paredz, ka digitalas
identitates personalizacijas pieaugums (izmantojot originalas
1pasibas) palielina iegremdéSanas limeni, ka personalizacijas
raditajs tika izmantots selektivas pasreprezentacijas veids. Ka
jau iepriek$ paradits, digitalaja vide pastav Cetri selektivas
pasreprezentacijas veidi: (1) preciza sevis kopija, (2) uzlabota
sevis kopija, (3) modificéta sevis versija un (4) alternativa sevis
versija. Tie individi, kuri izv€las sevi parstavet ka precizu sevis
kopiju, izmantojot savas realas identitates originalas ipasibas,
demonstré augstaku personalizacijas Itmeni salidzinajuma ar
tiem, kuri izmanto uzlabotu, modificétu vai alternativu sevis
Versiju.

legremd@sanas Iimenis tika merits ar “Paplasinato spelu
iegremdésanas” aptauju, kas ietver tiTs apaksskalas:
iesaistiSanas, aizrausanas un pilniga iegrim$ana. Rezultati par
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atSkirtbam starp dazadiem selektivas pasreprezentacijas
veidiem E-GIQ skalas apkopoti 46. tabula.

Lai novertetu, vai pastav atSkiribas starp Ccetru
respondentu grupu ar dazadiem selektivas paSreprezentacijas
veidiem lineara kombinacija iesaistiSanas, aizrausanas un
pilnigas iegrimSanas Itmenos, tika veikta daudzfaktoru
dispersijas analize (MANOVA). Tika konstatéta statistiski
nozimiga atSkiriba, Wilks” A = .853, F(221, 538) = 4.02, p =
.000, multivariata n2 = .05. Aprakstosa statistika E-GIQ skalam
atkariba no selektivas paSreprezentacijas veida digitalaja vidé
un $o tipu ietekme uz iegremd@sanas rezultatiem apkopota 46.
tabula.

46. tabula

Aprakstosa  statistika E-GIQ skalam atkariba no selektivas
pasreprezentacijas veida digitalaja vidé un So tipu ietekme uz
iegremdésanas rezultatiem

Selektivas pasreprezentacijas veidi
Preciza  Uzlabota Modificeé  Alternati

Sevis sevis ta sevis va Ssevis

kopija kopija versija versija
E-GIQ M S M S M S M S FB32 1
skalas D D D D 23) 2
Iesaisttsa 19, 3, 20, 3, 20, 2, 19, 3, 328* 0
nas 16 18 39 27 8 79 52 18 4
AizrauSa 15, 4, 18, 4, 19, 5, 17, 5, 822* |1
nas 18 65 61 23 23 11 32 48 *x 0
Pilniga 22, 8 27, 6, 28, 6, 24, 8 784* 1
iegremde 60 25 08 53 91 87 12 29 *x 0

Sanas
Piezime. *p < ,05, **p < ,01, ***p <,001.

Respondenti, kuri savu digitalo identitati att€loja ka
precizu sevis kopiju, uzradija zemaku iesaistiSanas [imeni neka
tie, kuri izvelgjas modificeétu sevis versiju. Tas norada, ka
nepartraukta personalizacija sekmé& digitalas identitates
saskanosanu ar mainigajam digitalas vides prasibam, tadgjadi
pastiprinot lietotaja klatesamibas un iesaistes sajatu. Sis
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rezultats ir saskana ar petijumiem, kas uzsver, ka dinamiska
digitalas reprezentacijas pielagosana veicina dzilaku iesaisti un
veido iegremdeSanos, stiprinot attiecibas starp lietotaju un
digitalo vidi.

Respondenti ar modificétu sevis versiju uzradija butiski
augstaku aizrauSanas Itmeni neka tie, kuri izmantoja precizu
sevis kopiju. Sis atklajums liecina, ka iesaiste digitalaja vide
padzilinas, ja lietotaji var modificét savu digitalo identitati.
Elastigums, ko nodrosina iespgja parveidot pasreprezentaciju,
veicina bagatigaku pieredzi, atbalstot iepriek§€jos secinajumus,
ka iegremdeSanas giist labumu no lielakas pasreprezentacijas
elastibas (Bailenson u. c., 2003).

Pilnigas iegrimSanas Ilimenis bija butiski augstaks
respondentiem, kuri izv€lgjas modificetu vai uzlabotu sevis
kopiju, salidzinot ar tiem, kuri izv€l&jas precizu sevis kopiju.
Sie rezultati norada, ka vélinajos iegremd@Sanas posmos,
pieméram, pilnigaja iegrimsana, argja kontrole un digitalas
identitates pielagojamiba var kliit par izskiroSiem faktoriem,
nevis tikai iek$€ja personalizacija. Tas uzsver, ka
iegremdeSanas tiek veicinata, pateicoties pasreprezentacijas
elastibai un radoSumam — lietotaji, kuri parveido vai papildina
savu digitalo Es, spg&j pilnvertigak iesaistities digitalaja vide.

Sie atklajumi apstrid ieprieks&jas teorijas, kas apgalvo,
ka lielaka Iidziba starp digitalo identitati un tas materialo
ekvivalentu uzlabo iegremdésanos. Ta vieta dati liecina, ka
iegremdésanos nosaka ne tikai realisms, bet arl
pasreprezentacijas pielagojamiba. Saskana ar Waltemate u. c.
(2018) sis petijums parada, ka lietotdji, kuri iesaistas
dinamiskaka un elastigaka paSreprezentacija, spgj pilniba
iegremdeties digitalaja pasaulg.

H7: Digitalds identitates mijiedarbibas ilgums biis pozitivi
saistits ar iegremdésands limeni.

Lai parbauditu septito hipotezi, kas paredz, ka digitalas
identitates lietoSanas ilgums pozitivi korele ar iegremd&Sanas
Iimeni, tika veikta korelacijas analize. LietoSanas ilgums tika
merits ka vidgjais stundu skaits nedela, ko lietotaji pavada
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tieSsaiste, savukart iegremdéSanas Itmenis tika Vertets tris
stadijas — aizrautiba, aizrauSanas un pilniga iegremdéSanas —
izmantojot “Paplasinato spélu iegremdésanas” aptauju.

Aprakstosas statistikas un normalas sadaljjuma
parbaudes rezultati izmantotajiem mainigajiem ir apkopoti
promocijas darba 47. tabula “Aprakstosa statistika un normala
sadalijuma parbaudes rezultati digitalas identitates lietosanas
ilguma  (stundas nedéld) un iegremdésanas limena
mainigajiem”.

Ta ka mainigie nebija normali sadaliti, tika izmantots
Spearmena ranga korelacijas koeficients. Rezultati paradija, ka
starp digitalas identitates lietoSanas ilgumu un aizrautibu nav
statistiski nozimigas korelacijas (rs = ,04, p > ,05). Tomer tika
konstateta statistiski nozimiga pozitiva korelacija starp
lietosanas ilgumu un aizrausanos (rs = ,14, p <,05), ka arT starp
lictoSanas ilgumu un pilnigo iegremdésanos (rs =,37, p <,001).

Respondenti, kuri vairak laika pavada tieSsaist€, uzrada
augstaku aizraus$anas un pilnigas iegremdeésanas Itmeni, kamér
aizrautibas ITmenis nav atkarigs no mijiedarbibas ilguma. Sie
rezultati liecina, ka iegremdeSanas nav tieSs tieSsaisté pavadita
laika rezultats, bet gan psihologiskas transformacijas
atspogulojums taja, ka lietotaji uztver laiku un mijiedarbibu
digitalaja vide.

Aizrautibas korelacijas neesamiba norada, ka
iegremdéSanas sakuma posma lietotaji vel joprojam orient&jas
uz argjiem laika ierobeZojumiem un apzinati regulé savu
digitalo mijiedarbibu. Saja posma mijiedarbiba ir apzinata un
strukturéta, kas ierobezo tieSsaisté pavadita laika ietekmi uz
iegremdesanos.

Pozitiva korelacija starp lietoSanas ilgumu un
aizrauSanos liecina, ka, lietotajam emocionali iegrimstot
digitalaja vide, mainas vina laika uztvere. Saja limeni uzmaniba
saSaurinas, argjie stimuli zaud€ nozimi, un tieSsaisté pavaditais
laiks kliist par pieaugoSas iegremdéSanas atspogulojumu, nevis
tas c€loni.

Specigaka korelacija tika konstatéta starp lietoSanas
ilgumu un pilnigo iegremdésanos. Tas apstiprina teor&tiskos
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pien@mumus, ka pilniga iegremd&Sanas ir saistita ar mainitu
laika uztveri, kad lietotajs vairs neizsver laiku hronologiskas
vienibas, bet uztver to subjektivi — caur uzdevumu izpildes vai
mijiedarbibas cikliem. Saja posma digitala vide kldist par
galveno atsauces sistému, un mijiedarbiba ar digitalo identitati
veido vienotu, nepartrauktu pieredzi.

Sie rezultati saskan ar plismas teoriju (no anglu val.
Flow Theory) (Nakamura & Csikszentmihalyi, 2014), kas
paredz, ka iegremd@sanas pieredzes laika cilvékiem rodas laika
uztveres izkroplojums dzilas iesaistes rezultata. Tadgjadi nevis
mijiedarbibas ilgums izraisa iegremdéSanos, bet gan pati
iegremdéSanas transforme laika pieredzi digitalaja vide.

H8: Digitalas identitates lietoSanas process (kustomizacija un
kontrole) paaugstina pasklatesamibas limeni.

Lai parbauditu astoto hipotézi, kuras pamata ir
pienémums, ka digitalas identitates lietoSanas process —
iestatiSana un kontrole — palielina pasklatesamibas limeni, tika
analizeti divi raditaji: digitalas identitates regulara iestatiSana
(iestatiSana) un platformas iesp&ju izmantosana digitalas
identitates darbibu kontrolei (kontrole). PaSklatesamibas
ITmenis tika merits tris dimensijas — kermeniska, emocionala un
identitates ITmeni — izmantojot “Starpmediju pasklatesamibas”
aptauju.

Salidzinajuma rezultati starp respondentiem, kuri laiku
pa laikam turpina iestatit savu Kiber Es, un tiem, kuri to nedara,
ir apkopoti promocijas darba 49. tabula “Pasklatesamibas
limenu atskiribas starp respondentiem, kuri regulari iestata
savu Kiber Es, un tiem, kuri to nedara”. Tika konstatéta
statistiski nozimiga atSkiriba kermeniskas pasklatesamibas
limeni (z =-2,34, p <,05), un augstaks vert&jums tika registréts
respondentiem, kuri regulari iestata savu digitalo identitati.
Emocionalas un identitates pasklatesamibas Iimenos statistiski
nozimigas atskiribas netika konstatétas.

Salidzinajuma rezultati starp respondentiem, kuri
izmanto visas platformas iesp&jas (ierobezojumus), lai
kontrolétu sava Kiber Es darbibas, un tiem, kuri to nedara, ir
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apkopoti promocijas darba 5 1. tabula “Pasklatesamibas limenu
atskiribas starp respondentiem, kuri izmanto visas platformas
iespéjas Kiber Es darbibu kontrolei, un tiem, kuri to nedara”.
Respondenti, kuri izmanto kontroles mehanismus, uzradija
statistiski nozimigi augstdkus raditajus visos  trijos
pasklatesamibas limenos: kermeniskaja (z = -4,44, p < ,001),
emocionalaja (z = -2,49, p < ,05) un identitates limeni (z = -
2,14, p < ,05).

53. tabula ir apkopotas statistiski nozimigas atskiribas
kermeniskas pasklatesamibas liment starp ¢etram respondentu
grupam, kuras veidotas, balstoties uz iestatiSanas un kontroles
kombinaciju digitalas identitates lietoSanas procesa.

53. tabula

Atskirtbas kermeniskas pasklatesamibas liment starp respondentu
grupam ar atskirigu divu raditaju (iestatisana un kontrole)
kombinaciju digitalas identitates lietoSanas procesa

Grupa Vidgjais U z p
rangs

Grupa 1 (N1 =142) 99,91 2027,00 -3,20 ,001
Grupa 2 (N2 = 43) 70,19
Grupa 1 (N1 =142) 84,14 147150 -,76 ,446
Grupa 3 (N3 = 23) 75,98
Grupa 1 (N1 =142) 86,28 599,00 -3,94 ,000
Grupa 4 (N4 = 19) 41,53
Grupa 2 (N2 =43) 30,80 37850 -157 117
Grupa 3 (N3 = 23) 38,54
Grupa 2 (N2 =43) 33,85 307,50 -1,55 ,120
Grupa 4 (N4 = 19) 26,18
Grupa 3 (N3 =23) 26,04 114,00 -2,66 ,008
Grupa 4 (N4 = 19) 16,00

Respondenti, kuri regulari iestata savu digitalo
identitati, uzradija augstaku kermeniskas pasklatesamibas
Iimeni salidzinajuma ar tiem, kuri to nedara. Tas apstiprina
pien@mumu, ka iestatiSana galvenokart pastiprina digitalas
identitates vizualo iemiesojumu. Rezultati liecina, ka
kermeniska klatesamiba ir tieSak paklauta iestatiSanas ietekmei,
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savukart emocionala un identitates Itmena dimensijas paliek
nemainigas. Sis novérojums saskan ar iepriek3gjiem
petijumiem, kas rada, ka uz izskatu balstita personalizacija
uzlabo iemiesojuma izjiitu, bet ne vienmér ietekmé dzilaku
psihologisko identificéSanos ar digitalo identitati.

Respondenti, kuri pilniba izmanto kontroles
mehanismus savas digitalas identitates mijiedarbibas
parvaldiSanai, uzradija augstaku pasklatesamibas [Tmeni visas
tris dimensijas — kermeniskaja, emocionalaja un identitates
Itmeni. Tas apliecina, ka sp&ja regulét digitalas identitates
uzvedibu pastiprina psihologisko saikni ar digitalo Es. Atskiriba
no iestatiSanas, kontrole ietekmeé ne tikai digitalas identitates
vizualas un interaktivas iezimes, bet ari veicina emocionalo un
kognitivo saskanotibu, tadgjadi nodroSinot visaptverosu
pasklatesamibu.

Visaugstakais kermeniskas pasklatesamibas Iimenis
tika noverots lietotajiem, kuri gan iestatija, gan kontrolgja savu
digitalo identitati. Statistiski nozimigas atskiribas kermeniskaja
pasklatesamiba tika konstatgtas starp So grupu un tam grupam,
kuras vai nu nekontrol€ja, vai neiestatija savu digitalo identitati.
Sis rezultats uzsver, ka iek3gjas personalizacijas un argjas
regulésanas kombinacija rada optimalus apstaklus iemiesojuma
izjutai digitalaja vide. Tas apstiprina, ka pasklatesamiba tiek
pastiprinata, kad digitala identitate ir gan vizuali pielagota, gan
uzvedibas zina saskanota.

Respondenti, kuri neveica iestatiSanu, bet izmantoja
visus kontroles mehanismus, arT uzradija augstaku kermeniskas
pasklatesamibas [imeni neka tie, kuri neiestatija un nekontrolgja
savu digitalo identitati. Tas norada, ka kontrole var but
iz8kiroSaks faktors kermeniskas iemiesojuma izjutas veidosana
neka tikai iestatiSana. Sp€ja parvaldit digitalas mijiedarbibas
nodrosina konsekvenci un paredzamibu, kas pastiprina uztveri
par digitalo identitati ka stabilu un iemiesotu ES paplasinajumu.

Netika konstateta statistiski nozimiga atSkiriba
kermeniskaja pasklatesamiba starp tiem, kuri izmantoja gan
iestatiSanu, gan kontroli, un tiem, kuri izmantoja tikai kontroli.
Tas liecina, ka kontroles mehanismi pasi par sevi var biit
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pietiekami, lai veidotu iemiesojuma izjutu, savukart iestatiSana
to papildina, bet neaizstaj kontroles psihologisko iedarbibu. Sie
secinajumi pastiprina kontroles ka centrala mehanisma nozimi
pasklatesamibas izveid€ un uzturéSana digitalaja vide.

Netika konstatetas statistiski nozimigas atSkiribas
emocionalaja un identitates Itmena pasklatesamiba starp
grupam ar dazadam iestatiSanas un kontroles kombinacijam.
Tas nozime, ka dzilakas pasklatesamibas dimensijas nav
atkarigas tikai no vizualajam vai interaktivajam izmainam, bet
gan prasa plasaku pieredzes un socidlo faktoru ietekmi. Sis
dimensijas, visticamak, attistas ilgstosas digitalas lidzdalibas un
jegpilnas mijiedarbibas rezultata, nevis tikai ar vizualo
modificéSanu vai kontroles mehanismiem.

Sie rezultati apstiprina, ka pasklatesamiba ir
daudzdimensionals konstrukts, kura kermeniska iemiesojuma
izjuta ir visjutigdka pret digitalas identitates lietoSanas
uzvedibu, 1pasi kontroli. Emocionalas un identitates dimensijas
ir stabilakas un paklautas kontekstualajai un narativajai
digitalas vides ietekmei.

H9:  Paaugstinata digitalds identitates personalizdcija
(originalu raksturlielumu izmantosana)  paaugstina
pasklatesamibas limeni.

Lai parbauditu devito hipotézi, kas paredz, ka
personalizacijas pieaugums (izmantojot originalas iezimes)
paaugstina pasklatesamibas ltmeni, ka personalizacijas raditajs
tika izmantots selektivas pasreprezentacijas tips. Tika analizgti
Cetri digitalas pasreprezentacijas veidi: preciza sevis kopija,
uzlabota sevis kopija, modificéta sevis versija un alternativa
sevis versija. Pasklatesamibas [imenis tika novertéts, izmantojot
“Starpmediju pasklatesamibas” aptauju, kura ieklautas tris
pasklatesamibas dimensijas — kermeniska, emocionala un
identitates Itmena pasklatesamiba.

Salidzinajuma rezultati starp dazadiem selektivas
pasreprezentacijas veidiem atbilsto§i CM-SPQ rezultatiem ir
apkopoti promocijas darba 54. tabula “CM-SPQ skalas
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aprakstosa statistika atkariba no selektivas pasreprezentacijas
veida digitalaja vide un selektivas pasreprezentacijas veida
ietekme uz CM-SPQ rezultatiem”. Statistiski nozimigas
atSkiribas tika konstat€tas visas tr1s pasklatesamibas dimensijas:
kermeniskaja (F(3,223) = 8.30, p < .001), emocionalaja
(F(3,223) = 9.18, p < .001) un identitates Itment (F(3,223) =
7.50, p <.001).

Pretgji sakotngjiem pien€mumiem, dalibniekiem, kuri
izvelgjas precizu sevis kopiju, nebija visaugstakais
pasklatesamibas [imenis.

Kermeniskas pasklatesamibas Iimenis bija
visaugstakais to lietotaju vidi, kuri izveidoja modifictu sevis
versiju, kas norada, ka transformacija, kas balstita uz subjektivi
nozimigam iezimeém, veicina spécigaku iemiesojuma izjitu
neka vizuala [idziba ar realo Es. Emocionalas pasklatesamibas
limenis bija augstaks to lietotaju vida, kuri izmantoja uzlabotas
vai modificétas versijas, noradot, ka personalizacija veicina
emocionalo saikni, ja ta atspogulo paSaspiracijas aspektus.

Identitates Itmena paSklatesamiba bija zemaka tiem,
kuri izmantoja alternativu sevis versiju, tacu netika konstatgtas
statistiski nozimigas atSkiribas starp tiem, kuri izvElgjas
precizu, uzlabotu vai modific€tu sevis reprezentacijas versiju.
Tas nozime, ka identitates nepartrauktiba tiek saglabata, ja
digitala reprezentacija balstas uz lietotaja pamata pasuztveri.

Sie rezultati apstiprina pienémumu, ka pasklatesamiba
veidojas no subjektiva sevis tela kodesanas, nevis ta objektivas
atdarinaSanas. Lai ari personalizacija, balstoties uz originalajam
iezZImém, var pastiprinat realitates izjiutu, psihologiska
klatesamiba tiek stiprinata tad, ja digitala identitate atspogulo
to, ko lietotajs uzskata par personigi nozimigu. ST perspektiva
atbilst  iepriekSgjiem  petjumiem, kuros  uzsverta
transformacijas un idealizacijas loma digitalaja
pasreprezentacija.

H10: Pasklatesamiba ir pozitivi saistita ar komunikdcijas

dalibnieku klatbutni.
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Lai parbauditu desmito hipotezi, kas paredz, ka sazinas
dalibnieku klatbitne ir pozitivi saistita ar paSklatesamibu, tika
izmantots raditajs par nepartrauktu komunikaciju ar citiem
lietotajiem. Pasklatesamibas ITmenis tika novertéts, izmantojot
“Starpmediju pasklatesamibas” aptauju, kura ieklautas tris
apakSskalas — kermeniska, emocionala un identitates Iimena
pasklatesamiba.

Rezultati apkopoti promocijas darba 55. tabula
“Aprakstosa statistika un normalas sadalijuma parbaudes
rezultati pasklatesamibas limena raditajiem (CM-SPQ) visa
respondentu izlasé (N = 227)”. Ta ka visi mainigie nebija
normali sadaliti, tika izmantots Spearmena rangkorelacijas
koeficients. Tika konstatStas statistiski nozimigas pozitivas
korelacijas starp nepartrauktu komunikaciju un visiem trim
pasklatesamibas Itmeniem.

Nepartraukta komunikacija ar citiem lietotajiem bija
pozitivi saistita ar kermeniskas, emocionalas un identitates
Itmena pasklatesamibu.

Sie rezultati liecina, ka starppersonu mijiedarbiba
digitalaja vidé pastiprina lietotaja psihologisko saikni ar savu
digitalo identitati. Aktivi komunicgjot, digitala
paSreprezentacija iegiist emocionalu nozimi un pieredzes
intensitati, kas veicina sp&cigaku iemiesojuma izjutu. Tas
apstiprina pienémumu, ka pasklatesamiba tiek sociali
konstrugta un rodas caur nepartrauktu citu atgriezenisko saiti un
atpaziSanu.

Noverotas saistibas atspogulo to, ka tiesi komunikacija
aktivize digitalo identitati ka psihologiski nozimigu struktaru.
Kad lietotaji iesaistas mijiedarbiba, vinu digitala identitate klust
par vinu pasu paplasinajumu, nevis simbolisku aizstajgju. Sis
process saskan ar iepriekS€jiem pétfjumiem, kuros uzsvérta
socialas klatbtitnes loma digitalas iemieso$anas un emocionalas
iesaistes pieredzes veicinasana (Biocca, 1997; Carr & Hayes,
2015).
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Sie rezultati ar atbalsta pienémumu, ka identitates
Itmena pasklatesamiba attistas caur socialo validaciju. Citu
klatbiitne veicina sapliisanu starp digitalo un identitates kodolu,
pastiprinot uztverto autentiskumu un emocionalo iesaisti
digitalaja vide.

H11: Digitalas identitates mijiedarbibas ilgums biis pozitivi
saistits ar pasklatesamibas ltimeni.

Lai parbauditu vienpadsmito hipotezi, kas paredz, ka
mijiedarbibas ilgums ar digitalo identitati biis pozitivi saistits ar
pasklatesamibas limeni, tika veikta korelacijas analize.
Mijiedarbibas ilgums tika mérits péc respondentiem raksturiga
stundu skaita ned€la, kas tiek pavadits tieSsaistg.
Pasklatesamibas  ltmenis tika  novertéts, izmantojot
“Starpmediju pasklatesamibas” aptauju, kas ietver tris
apaksskalas — kermeniskas, emocionalas un identitates limena
pasklatesamibu.

Rezultati apkopoti promocijas darba 47. tabula
“Aprakstosa statistika un normalas sadalijuma parbaudes
rezultati mijiedarbibas ilgumam (stundas nedéla, ko lietotdji
pavada tieSsaiste)” un 55. tabula “Aprakstosa statistika un
normalas sadaljjuma parbaudes rezultati pasklatesamibas
limena raditajiem (CM-SPQ) visa respondentu izlasé (N =
227)”. Ta ka visi mainigie nebija normali sadaliti, tika
izmantots Spearmena rangkorelacijas koeficients.

Tika konstatStas statistiski nozimigas pozitivas
korelacijas starp mijiedarbibas ilgumu un: kermeniskas Itmena
pasklatesamibu (rs = ,34, p < ,001), emocionala Iimena
pasklatesamibu (rs = ,29, p < ,001), identitates Iimena
pasklatesamibu (rs =,19, p <,01),

Tadgjadi tika konstatSta statistiski nozimiga pozitiva
saistiba starp mijiedarbibas ilgumu ar digitalo identitati un
visiem trim pasklatesamibas [Tmeniem.

Sie rezultati liecina, ka ilgstoss laiks tieSsaisté veicina
pasklatesamibu nevis pats par sevi, bet gan tad, ja tas ir saistits
ar jégpilnu mijiedarbibu ar digitalo identitati. Lietotaji, kuri
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biezak mijiedarbojas ar savu digitalo pasreprezentaciju, médz
izjust augstaku iemiesojuma izjltu, emocionalu iesaisti un
identitates Itmena klatbiitni.

Tas apstiprina ieprieksgjos pétijumus, kas norada, ka
aktiva digitalas identitates izmantoSana laika gaita palielina tas
psihologisko nozimi un veicina digitalas reprezentacijas
integraciju lietotaja paSuztveré (Skadberg & Kimmel, 2004;
Csikszentmihalyi, 1990; Lee, 2004). ST saistiba atspogulo ne
tikai laiku, bet arT to, ka $is laiks tick izmantots — caur izpausmi,
mijiedarbibu un digitalas identitates parvaldibu.

H12: Pasklatesamiba biis pozitivi saistita ar iegremdésanos.

Lai parbauditu divpadsmito hipotezi, kas paredz, ka
pasklatesamiba ir pozitivi saistita ar iegremdesanos, tika veikta
korelacijas analize. Pasklatesamibas limenis tika novertgts,
izmantojot “Starpmediju pasklatesamibas” aptauju, kura
ietvertas tris apakSskalas: kermeniska pasklatesamiba,
emocionala pasklatesamiba un identitates pasklatesamiba.
legremdgsanas Iimenis tika novertets, izmantojot “Paplasinato
spelu iegremdésanas™ aptauju, kura ietvertas tris apaksskalas:
iesaistiSanas, aizrauSanas un pilniga iegremdesanas.

Rezultati ir apkopoti promocijas darba 47. tabula un
55. tabula. Ta ka visi mainigie nebija normali sadaliti, tika
izmantots Spearmana ranga korelacijas koeficients.

Tika konstattas statistiski nozimigas pozitivas
korelacijas starp kermenisko pasklatesamibu un visiem trim
iegremdésanas raditajiem: iesaistiSanos (rs = ,27, p < ,001),
aizrau$anos (rs = ,34, p <,001) un pilnigu iegremd&Sanos (rs =
,66, p <,001). Emocionala pasklatesamiba ari pozitivi korelgja
ar iesaistiSanos (rs = ,41, p <,001), aizrausanos (rs = ,30, p <
,001) un pilnigu iegremdesanos (rs = ,65, p <,001). Identitates
pasklatesamiba biitiski korel&ja ar iesaistisanos (rs = ,22, p =
,001) un pilnigu iegremdesanos (rs = ,38, p < ,001), tacu
korelacija ar aizrauSanos nebija statistiski nozimiga (rs = ,08, p
> ,05).

Tadgjadi tika konstatSta statistiski nozimiga pozitiva
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saistiba starp visiem trim pasklatesamibas dimensiju [imeniem
un lielako dalu iegremd@sanas stadiju.

Kermeniska un emocionala paSklatesamiba bija
pozitivi saistitas ar iesaistiSanos, aizrausanos un pilnigu
iegremdesanos. Sie rezultati norada, ka, lietotajiem izjatot
fizisku un emocionalu saikni ar savu digitalo pasreprezentaciju,
vini biezak piedzivo iegremdéSanos visos tas posmos. Rezultati
atbalsta pien€mumu, ka kermeniskdas un emocionalas
pasklatesamibas dimensijas attistas pakapeniski un saglabajas
stabilas visa iegremdéSanas procesda, nostiprinot lietotaja
subjektivo klatbiitnes pieredzi digitalaja vide.

Identitates paSklatesamiba bija saistita ar iesaistiSanos
un pilnigu iegremd@sanos, tacu nebija saistita ar aizrauSanos.
Tas liecina, ka identitates paSklatesamiba dazadas
iegremdéSanas stadijas izpauzas nelineari. lesaistiSanas stadija
lietotaji izmanto identitatei nozimigus aspektus, veidojot savu
digitalo reprezentaciju. AizrauSanas posma $1 ietekme klast
mazak apzinata, domin€ emocionala un sensora iesaiste.
Savukart pilnigas iegremdéSanas posma identitates
pasklatesamiba atkal kliist izteikta, jo digitala pasreprezentacija
sak ietekmét lietotaja kodolidentitati. Sie atklajumi apstiprina,
ka identitates procesi dzilakas iegremdeSanas stadijas
atjaunojas un veicina digitalas un realas identitates sapliiSanu.

Rezultati apstiprina, ka pasklatesamiba ir centralais
mehanisms  iegremdéSanas pieredz€. Kermeniska un
emocionala pasklatesamiba veido nepartrauktu trajektoriju,
savukart identitates paSklatesamibai raksturiga partraukuma—
atjaunoSanas dinamika. Tas atbalsta teorétiskos pienémumus,
ka psihologiska iesaiste veicina ne tikai situativo klatesamibu,
bet ar1 ilgtermina digitalas identitates integraciju lietotaja
pasconcepta.

Parskats par ar digitalo identitati saistitajiem
komponentiem

Lai gan detalizéta katras hipot€zes interpretacija ir
sniegta promocijas darba, Saja sadala tiek piedavats integréts
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parskats, kas izcel biitiskakos rezultatus.

Lai apkopotu iegiitos rezultatus, turpmak sniegta
konfiguracijas tabula apkopo psihologisko konstruktu
savstarpgjas saistibas, kas ir centralas digitalas identitates
attistiba. Katrai hipotézei pievienots tas apstiprinajuma statuss
un noraditas konkrétds parbauditas saistibas — tostarp
kustomizacija, kontrole, selektiva  paSreprezentacija,
pasklatesamiba, iegremd@ésanas un sociala mijiedarbiba.

Sis parskats ilustré, ka dazadi psihologiskie mehanismi
darbojas digitalas identitates attistibas procesa un kuri no tiem
visvairak veicina digitalas pasreprezentacijas sapliiSanu ar
lietotaja identitates kodolu.

Rezultati ir apkopoti promocijas darba 56. tabula
“Digitalas identitdates teorétiskajos konstruktos izmerito
komponentu konfigurdcija” un 7. attéla “Digitalas identitates
konfiguracijas modelis”.
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7. att€ls. Digitalas identitates konfiguracijas modelis
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Balstoties uz iegltajiem rezultatiem, teor&tiskais
konfiguracijas modelis integré empiriskos datus strukturéta
sistéma, kas savieno lietotaju uzvedibas stratégijas, identitates
panémienus un iegremdeéSanas procesus. Tas piedava
dinamisku un psihologiski pamatotu skatfjumu uz digitalas
identitates attistibu, ilustr&jot, ka adaptiva mijiedarbiba un
kustomizacijas prakse ietekmé& pasuztveres pieredzi digitalaja
vide. Pilns modela skaidrojums sniegts promocijas darba.
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Diskusija

Pétijums risina butisku plaisu  kibersihologijas
pétnieciba, operacionaliz€jot pasklatesamibas (kermeniskaja,
emocionalaja un identitates limeni) un iegremd&Sanas (caur
iesaistiSanas, aizrauSanas un pilnigu iegremdés$anas)
pamatprocesus un integréjot Sos konstrukcijus teorétiskaja
konfiguracijas modell. Sis modelis piedava saskanotu,
daudzdimensionalu un psihologiski adaptivu ar digitalo
identitati saistito komponentu strukttru, atklajot, ka lietotaju
uzvediba, paSregulacijas stratégijas un kontekstualie faktori
kopigi ietekmée lietotaja paspieredzi digitalaja vide.

Promocijas darba teorétiskais un metodologiskais
pamats

Disertacijas teoretiskais ietvars balstas
starpdisciplinaras perspektivas no kibersihologijas, socialas
psihologijas un mediju psihologijas. P&tijums balstas uz
nostiprinatiem jédzieniem, pieméram, digitala identitate,
digitala paSreprezentacija, pasklatesamiba, iegremdeSanas,
kustomizacija, kontrole un sociala mijiedarbiba, lai izprastu, ka
Sie mehanismi veicina sapliiSanu starp digitalo reprezentaciju
un lietotdja identitates kodolu digitalo iezemiesu vida.

Digitalas identitates pamatjédziens tiek apliikots nevis
ka statisks vai tikai vizuals téls, bet ka dinamisks psihologisks
konstrukts, ko veido lietotaja uzvediba, atgriezeniskas saites
mehanismi un personiga motivacija (Bargh, McKenna un
Fitzsimons, 2002; Talamo un Ligorio, 2001). Pasklatesamiba
tiek konceptualizéta ka daudzdimensionala pieredze, kas ietver
kermenisko, emocionalo un identitates [imena iesaisti ar savu
digitalo paSreprezentaciju (Biocca, 1997; Ratan, 2012). Sis
dimensijas tika operacionalizétas, izmantojot jaunizstradato
“Starpmediju pasklatesamibas™ aptauju.

Lai novértétu lietotaja iegremdeéSanas pieredzi
digitalaja vidg, tika pielagots un paplasinats Brown un Cairns
(2004) modelis, izveidojot “Paplasinato spelu iegremdesanas”
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aptauju, kas pielagots digitalas identitates lietojumam.
legremdésanas tiek definéta ka psihologisks stavoklis, kas
raksturojas ar iesaistiSanos, aizrauSanos un pilnigu
iegremdesanos digitalaja vide, ko atbalsta gan identitates
izpausme, gan mijiedarbibu reguléSana (Witmer un Singer,
1998; Csikszentmihalyi, 1990).

Petjuma ir ieklauts ari Proteja efekta (Yee un
Bailenson, 2007) teorétiskais ietvars, kas apgalvo, ka digitalas
pasSreprezentacijas var ietekmét lietotaja uzvedibu un pasuztveri
laika gaita. Sis pétfjums paplasina o ideju, demonstr&jot, ka
sapliisana starp digitalo identitati un kodolidentitati notiek tikai
noteiktos  psihologiskos apstaklos — tostarp ilgstosas
mijiedarbibas, dzilas iegremd&Sanas un nozimigas socialas
validacijas klatbiitne.

Metodologiski pétijuma tika izmantots kvantitativs
dizains, apvienojot gan validétus instrumentus, gan
jaunizstradatus meérus. Psihometriska validacija, korelacijas
analize un daudzfaktoru procediiras tika izmantotas, lai
parbauditu divpadsmit hipotézes, no kuram katra analiz&ja
saistibas  starp ar  digitdlo identitati  saistitajiem
psihologiskajiem  komponentiem, pieméram,  digitalas
identitates lietoSanas procesu, selektivo paSreprezentaciju,
pasklatesamibu, iegremdésanos un socialo mijiedarbibu.

Galvenie empiriskie rezultati un teorétiskais devums

Disertacija izstradatais teorétiskais veidoSanas modelis
integré visus empiriskos rezultatus vienota psihologiska
sisttma. Modelis parada, ka lietotaju uzvediba, digitalas
pasreprezentacijas strat€gijas un kontekstualie faktori veicina
digitalas identitates veidoSanos un internalizaciju. Tas piedava
psihologiski adaptivu un daudzdimensionalu ietvaru, uzsverot,
ka digitalas identitates veidoSanas nav statisks, bet gan attistoss
psihosocials fenomens.

Modeli centra atrodas digitalas identitates lietoSanas
process, kas tiek operacionaliz€ts caur kustomizaciju un
kontroli. Ka pieradits H1, regulara iestatiSana un platformas
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Iimena regulSana bija pozitivi saistitas ar socialo mijiedarbibu,
kas norada, ka digitala identitate nav tikai funkcionals elements,
bet tiek lidzveidota socialo procesu ietvaros (Triberti et al.,
2017; Pena et al., 2021).

Selektivas pasreprezentacijas konstrukts (analizéts H2,
H3, H6 un H9) ietekmgja gan socialo mijiedarbibu, gan
pasklatesamibu un iegremdéSanos atkariba no izmantotas
pasreprezentacijas stratégijas veida. Lietotdji, kuri izmantoja
uzlabotu vai modificétu sevis versiju, uzradija lielaku
emocionalo iesaistiSanos un identitates [imena pasklatesamibu,
savukart tie, kuri izvelgjas precizu kopiju vai alternativu versiju,
uzradija zemaku psihologisko integraciju un komunikaciju
(Gorini et al., 2011; Rahill un Sebrechts, 2021).

H4 un HS8 rezultati paradija, ka kontrole par digitalas
identitates mijiedarbibam sp&lé centralaku lomu neka
kustomizacija, lai sasniegtu gan pilnigu iegremd&Sanos, gan
daudzdimensionalu pasklatesamibu. Kontrole lauj lietotajiem
parvaldit savu digitalo reprezentaciju, regulét mijiedarbibu un
saglabat autonomiju — galvenie nosacijumi psihologiskai
iesaistiSanai (Witmer un Singer, 1998; Ryan un Deci, 2017).
Kustomizacija veicina iesaistiSanas un kermena Iimena
pasklatesamibu, tacu nav pietickama dzilakai psihologiskai
saiknei.

Hipotezes HS5 un HI10 apstiprindja socialas
mijiedarbibas pastiprino$o lomu digitalas identitates pieredze.
Pastaviga sazina ar citiem lietotajiem bija pozitivi saistita ar
iegremdéSanos un pasklatesamibu, pastiprinot lietotaja
psihologisko identifikaciju ar digitalo pasreprezentaciju (Carr
un Hayes, 2015). H7 un H11 uzsvera, ka mijiedarbibas ilgums
veicina iegremdesanos un pasklatesamibu tikai tad, ja $is laiks
tiek ieguldits identitatei nozimigas, jégpilnas aktivitates
(Skadberg un Kimmel, 2004).

H12 identificgja paSklatesamibu ka galveno
iegremdesanas starpniecku. Kermena un emocionala Iimena
pasklatesamiba bija  konsekventi saistita ar visiem
iegremdeéSanas posmiem, savukart identitates ITmena
pasklatesamiba sekoja partraukuma—atjaunosanas paternam: ta
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paradijas iesaistiSanas stadija, vajinajas aizrausanas stadija un
atgriezas pilnigas iegremdéSanas posma, kura var notikt
saplasana (Brown un Cairns, 2004; Yee un Bailenson, 2007).
Izstradatais modelis sniedz jaunu konceptualu strukttiru
digitalas identitates psihologiskas arhitektiiras izpratnei,
balstoties uz empiriskiem datiem no visam divpadsmit
parbauditajam hipot€zé€m. Modelis identifice atskirigus, tacu
savstarpgji saistitus komponentus:
e Digitalas identitates lietosana (kustomizacija un
kontrole),
e Selektiva pasreprezentacija (subjektiva paSuztveres
kodg&sana),
e Sociala mijiedarbiba (ka validacijas avots),
e Mijiedarbibas ilgums (ka stabiliz&joss nosacijums),
e Jegremdesanas (ka pieredzes dzilums),
e Pagklatesamiba (ka internalizacijas mehanisms).
Sie elementi veicina digitdlas pasreprezentacijas
sapliiSanu ar lietotaja personigo identitati, veidojot psihologisko
pamatu klatesamibai digitalaja vide.

Pétijuma ierobeZojumi

Talak min&tie ierobeZzojumi var ietekmét iegiito datu
interpretaciju un pielietojamibu:

(1) petijuma  tika  izmantots  neeksperimentals,
Skersgriezuma  dizains, kas Dbalstits tikai uz
pasSnoveértgjuma datiem. Lai gan tika konstatStas
nozimigas korelacijas starp digitalas identitates
lietoSanu, pasklatesamibu, iegremdéSanos un socialo
mijiedarbibu, no Siem rezultatiem nevar izdarit
celonsakarigus secinajumus. Tas ierobezo spgju
noteikt, vai viena mainiga izmainas tiesi ietekmée citu.

(2) Petfjuma uzmaniba tika pievérsta tikai digitalajiem
iezemieSiem — lietotdjiem, kuri digitalo identitati ir
attistijusi ka neatnemamu personigds un socialas
attistibas dalu. Tade] rezultatus nevar visparinat uz
visiem digitalo socialo tehnologiju lietotajiem.
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4)

()

Digitalie imigranti, kuri digitalo mijiedarbibu uztver
atskirigi, var sekot citiem  psihologiskajiem
mehanismiem.

Visi dati tika iegiiti, izmantojot paSnovert€juma
metodes. Lai gan adapt&tas CM-SPQ un paplasinatas E-
GIQ skalas wuzradija pienemamas psihometriskas
ipasibas, tas nenodroSina bezapzinas vai uzvediba
ieckodéto psihologisko mehanismu uztveri. Papildu
netiesu vai fiziologisko datu (piemé&ram, reakcijas laiks,
biometrijas raditaji) izmantoSana vartu uzlabot
merjjumu derigumu.

legremdésanas tika aplukota ka digitalas identitates
lietoSanas un pasklatesamibas rezultats, tacu netika
analizEta iesp&jama savstarpéja ietekme — proti, ka
iegremdesanas laika gaita var pastiprinat gan digitalo
identitati, gan pasklatesamibu. Turpmakajos p&tijumos
biitu jaapsver abpusg€jo celu analize.

Lai gan paSklatesamibas konstrukti kermena,
emocionalaja un identitates Itmeni tika konceptuali
nodaliti, méroga turpmaka preciz€$ana ir nepieciesama,
lai labak atSkirtu Sos Iimenus dazados digitalas vides
kontekstos.

Turpmak planotie petijumi

(1)

)

©)

Veikt eksperimentalus  pé&tijumus, kuros tiek
manipuléts ar kustomizacijas, kontroles vai socialas
mijiedarbibas mainigajiem, lai parbauditu to tieSo
celonsakarigo ietekmi uz pasklatesamibu un
iegremdesanos. Sadi pétfjumi lautu precizak izprast
pamata esosos psihologiskos procesus.
Paplasinat izlasi, ieklaujot arT digitalos imigrantus, un
salidzinat vinu digitalas identitates stratégijas ar
digitalo iezemieSu stratégijam. Tas palidz&tu noteikt,
vai veidoSanas modelis ir piemérojams dazadam
paaudz€m un lietotaju tipiem.
leviest multimodalas meériSanas pieejas, apvienojot
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4)

()

pasnoveértgjuma  metodes ar  uzvedibas un
fiziologiskiem indikatoriem (piemé&ram, reakcijas
latentuma uzdevumi, biometriskie sensori, lietoSanas
zurnali), lai parbauditu galvenos konstrukta elementus
— iegremdesanas un pasklatesamibas — derigumu
reallaika kontekstos.

Veikt longitudinalus pétijumus, kas analizg, ka ilgstosa
iesaiste  digitalas identitates lietoSana ietekmé
saplisanu starp digitalo paSreprezentaciju un
identitates kodolu. Tas lautu precizét, vai
iegremdesanas pieredze ilgtermina veicina identitates
parmainas.

Pielagot modeli konkrétam platformam (pieméram, uz
avatariem balstitam vai socialo mediju platformam) un
pétit, ka mijiedarbibas Tpatnibas un saskarsmes iespgjas
ietekme digitalas identitates lietojumu un lietotaja
klatesamibu.

Promocijas darba pétijuma praktiska nozime

Disertacijas rezultati ir nozimigi socialas psihologijas un
digitalas pasregulacijas joma Sados aspektos:

(1)

)

©)

Piedavatais veidoSanas modelis veicina izpratni par
digitalo identitati ka sociali iedibinatu un psihologiski
adaptivu konstruktu. Tas parada, ka lietotaji parvalda
un internaliz€ savu digitalo paSreprezentaciju,
izmantojot  pasregulaciju,  iegremdeSanos  un
mijiedarbibu.
Petjjuma adoptéta “Starpmediju pasklatesamibas’
aptauja, kas pétniekiem lauj novértét pasklatesamibu
kermeniskaja, emocionalaja un identitates limeni. Sis
riks atbalsta turpmakus socialpsihologiskus pétijumus
par lietotaja klatbutni un identitates attistibu digitalaja
vide.
Empiriskie rezultati uzsver pasregulacijas mehanismu
nozimi — 1paSi kontroles par digitalo identitati —
lietotaja psihologiskas iegremd@Sanas un
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pasklatesamibas veicina$ana. Sos secinajumus var
izmantot, izstradajot iejaukSanas stratégijas, kas verstas
uz digitalo labizjiitu, uzvedibas korekciju vai digitalo
kompetencu attistibu.

(4) Petijums  atbalsta  paSreprezentacijas  stratégiju
izmantoS$anu sociali nozimigos digitalajos kontekstos
(pieméram, tieSsaistes izglitiba, jaunatnes programmas,
virtualas atbalsta grupas). legiitie rezultati var kalpot
par pamatu macibu un attistibas iniciativam, kas palidz
individiem veidot psihologiski saskanigas un sociali
atbildigas digitalas identitates.

(5) Petfjuma fokuss uz digitalajiem iezemieSiem sniedz
jaunas atzinas izglitibas psihologiem un jaunatnes
specialistiem, kuri strada ar digitalaja vide iedibinatiem
identitates procesiem. Tas piedava uz pétjjumiem
balstitu pamatu identitates izp&tes, psihologiskas
drosibas un adaptivas paSattistibas veicinasanai
tieSsaiste.

Secinajumi

ST pétijuma mérkis — atklat savstarpgjas saistibas starp
galvenajiem psihologiskajiem komponentiem, kas saistiti ar
digitalo identitati, un piedavat empiriski pamatotu teorétisko
konfiguracijas modeli, kas atspogulo to dinamisko
konfiguraciju digitalo socialo tehnologiju lietotaju vida, Tpasi
koncentrgjoties uz digitalajiem iezemieSiem, — ir veiksmigi
sasniegts. Empiriskie rezultati apstiprinaja, ka digitala identitate
nav statisks vai virspusg€js konstrukts, bet gan psihologiski
integréta un dinamiski reguléta paSreprezentacijas forma, ko
veido kustomizacijas un kontroles procesi, selektiva
pasreprezentacija, sociala mijiedarbiba un mijiedarbibas ilgums
digitalaja vide.

Izmantojot  statistiski  validétus instrumentus —
“Starpmediju pasklatesamibas” aptauju un “Paplasinato sp&lu
iegremdésana” aptauju — pétjuma tika apstiprinata
pasklatesamibas un iegremdéSanas konstruktu faktoriala
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validitate, ka arT to nozime digitalas pasreprezentacijas un
lietotaja personigas identitates sapliiSanas izpratné.

Petfjuma gaita tika parbauditas divpadsmit hipotezes,

petot sakaribas starp digitalas identitates lietoSanas procesu
(kustomizacija un kontrole), selektivo pasreprezentaciju,
mijiedarbibas ilgumu, socialo mijiedarbibu, pasklatesamibu un
iegremdésanos.

1.

Pettjuma rezultati lauj izdarit $adus secinajumus:
Digitalas identitates lietoSanas process (kustomizacija
un kontrole) ir pozitivi saistits ar lietotaju socialo
mijiedarbibu digitalaja vid€, apstiprinot, ka digitalas
identitates veidoSana ir sociali ieklauts un dinamisks
process.

Selektivas paSreprezentacijas veidi ir saistiti ar lietotaju
socialo mijiedarbibu, toméer §1 saistiba noverojama tikai
atseviSku  raditaju  gadijjuma, noradot, ka
pasSreprezentacija galvenokart balstas identitate, nevis
socialajos faktoros.

Digitalas identitates lietoSanas process (kustomizacija
un kontrole) ir saistits ar selektivas paSreprezentacijas
veidiem, taCu §T saistiba nav universala, kas norada, ka
veidoSana, savukart kontroles mehanismi parsvara
kalpo privatuma un dro$ibas nodroSinasanai.

Digitalas identitates kustomizacija palielina lietotaja
iesaistiSanas, savukart kontrole par digitalas identitates
mijiedarbibu  pastiprina  dzilakus iegremdesanas
Iimenus (aizrauSanas un pilniga iegremdéSanas),
iezimgjot S0 procesu divEjado lomu iegremdESanas
uzturéSana.

Sociala mijiedarbiba veicina iegremdéSanos, Ipasi
ietekm&jot iesaistiSanas un pilnigu iegremdesanas,
apstiprinot, ka iegremd&sanas sakotngji ir sociali virzita
un dzilakajos Iimenos kliist arvien autonomaka.
Digitalas identitates personalizacijas palielinasana
(izmantojot  originalas  1paSibas)  nepalielina
iegremdeSanos; ta vieta lietotdji, kuri modificé vai
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10.

11.

12.

papildina savu digitalo pasreprezentaciju, piedzivo
augstaku iegremdésanas [imeni.

Mijiedarbibas ilgums ar digitalo identitati ir pozitivi
saistits ar iegremdésanos, 1pasi aizrauSanas un pilnigas
iegremdéSanas Iimeni, kas norada, ka iegremdéSanas
maina lietotaju laika uztveri digitalaja vide.

Digitalas  identitates  kustomizacija  pastiprina
kermenisko pasklatesamibu, savukart kontrole par
mijiedarbibu digitalaja vidé pastiprina pasklatesamibu
visos tris limenos (kermeniskaja, emocionalaja un
identitates Itmen).

Selektivas pasreprezentacijas veidi ir atSkirigi saistiti ar
pasklatesamibu: modificetas vai uzlabotas sevis
versijas  veicina  kermenisko un  emocionalo
pasklatesamibu, kamer identitates limena
pasklatesamiba pastiprinas, ja digitala identitate
atspogulo personiski nozimigas Ipasibas.

Pastaviga sazina ar citiem lietotajiem pozitivi ietekme
visus pasklatesamibas Iimenus, apstiprinot socialas
mijiedarbibas batisko lomu psihologiskas saiknes
stiprinasana ar digitalo pasreprezentaciju.
Mijiedarbibas ilgums ar digitalo identitati pozitivi
ietekm& visus pasklatesamibas ltmenus, noradot, ka
ilgstosa un jégpilna iesaiste veicina digitalas identitates
psihologisku integraciju.

Pasklatesamiba ir pozitivi saistita ar iegremdgéSanos.
Kamér kermeniska un emocionala pasklatesamiba
progres€ pakapeniski visos iegremd&Sanas limenos,
identitates Iimena pasklatesamiba pilniba izpauZzas tikai
pilnigas iegremd@sanas apstak]os.

Si pétijuma rezultati sniedza empirisku pamatu

teorétiska modela izstradei, kas atspogulo So komponentu
veidoSanu, demonstr§jot, ka lietoSanas process, selektiva
pasreprezentacija, mijiedarbibas ilgums un sociala mijiedarbiba
kolektivi veicina pasklatesamibas un iegremdeésanas veidosanos
digitalaja vide.
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lémumus §1 akadémiska cela attistiba.
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sniedzot nelokamu iedroSinajumu un iedvesmojot pabeigt
iesakto. Bez vinas §1 disertacija iespgjams nebiitu tapusi.

78



General description of the doctoral thesis

Relevance: A substantial portion of the global population —
approximately 5.4 billion people — enjoys access to the Internet,
as reported by the International Telecommunication Union in
their 2023 publication, Measuring Digital Development in
Geneva: Facts and Figures for 2023 (ITU, 2023). This
expansive connectivity underscores the pervasive influence of
the digital realm in contemporary society. Moreover, this
ubiquitous internet access points to the ongoing process of
digitalization in various aspects of life (Hartl & Hess, 2017).

The ever-increasing number of internet users
worldwide highlights a fundamental shift in how individuals
engage with society and cultural products. It suggests that
anyone aiming to adapt to the digital age, interact with society,
and participate in contemporary cultural contexts must become
a technology user (Przybylski et al., 2013). One of the central
requirements of becoming a user is authentication in the digital
space — the creation of a digital representation to access various
digital environments and platforms. This development implies
that individuals gain a new opportunity to construct a digital
version of themselves and engage with the digital environment
through it.

Digital technologies and the process of forming one’s
digital representation contribute to the transformation of the
self, often referred to as self-transformation — a change in the
concept of the self (Joseph & Zijian, 2022). The digitalized self
is considered a new form of identity in the digital era. It is
conceptualized as a new part of the human self, positioned at
the interface between one’s intrinsic identity and their digital
representation, bridging the physical and digital worlds (Chan,
2022). Digital identity becomes a component of real identity —
both subjective and social (e.g., professional) (Ruan et al.,
2020) — serving as one of its projections into the digital
environment and as a means of constructing and
communicating personal identity in contemporary life.

Empirical findings support the view that digital self-
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representations significantly influence human behavior both
within and beyond the digital environment (e.g., Bailenson et
al., 2008; Chandler et al., 2009; Fox & Bailenson, 2009; Groom
et al., 2009; Yee & Bailenson, 2007). This influence is often
explained by the degree of fusion between the user and their
digital representation. As noted in previous research (Ratan &
Dawson, 2016), the extent to which users experience self-
presence — the feeling that their digital representation is an
authentic extension of themselves — determines the influence
that the digital representation exerts on their psychological
functioning and development. Integration between the
individual and their digital representation can result in an
expansion of identity (Dombrovskis & Berga, 2021), with
observable effects extending beyond the digital space (Ratan et
al., 2020).

These processes of transformation and identity
expansion through interaction with the digital environment
signal a new stage in human psychological development — one
that warrants systematic scientific exploration. The present
study focuses on this emerging phenomenon by examining the
configuration of psychological constructs that underlie digital
identity development.

Problem: While the influence of digital technologies on self-
perception has been widely studied in the context of online
gaming and virtual reality (Yee & Bailenson, 2007; Fox &
Bailenson, 2009; Jin, 2011; Ratan & Dawson, 2016; Rosana &
Fauzi, 2024; Soh, 2024), the complex interplay of psychological
constructs related to digital identity among everyday users
remains underexplored. Existing studies often isolate individual
factors such as self-presence or immersion without integrating
them into a broader model that reflects real-life digital
interaction  (Jin, 2011; Witmer & Singer, 1998;
Csikszentmihalyi, 1990). Additionally, most empirical research
focuses on specific subgroups (e.g., gamers) (Yee & Bailenson,
2007; Fox & Bailenson, 2009; Teng, 2010), thereby
overlooking the majority of digital social technology users who
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engage with platforms through self-representation in non-
gaming contexts. This study includes both gamers and non-
gamers; however, the majority of the sample represents users
who created their digital identity through non-gaming platforms
such as social media and video-hosting environments.

Purpose of research: The aim of this research is to uncover the
interrelationships among key psychological components related
to digital identity — including the process of use (customization
and control), selective self-representation, duration of
interaction, social interaction, self-presence, and immersion —
and to propose an empirically grounded theoretical model that
reflects their dynamic configuration among digital social
technology users.

Based on the theoretical analysis, the following hypotheses
have been formulated:
H1: The process of using digital identity (customization and
control) is positively associated with the user’s social
interaction within the digital environment (Pefa et al.,2021;
Triberti et al., 2017; Wu et al., 2023).
H2: There is an association between types of selective self-
representation of one’s digital identity and the user’s social
interaction within the digital (Gorini etal., 2011; Nagy & Koles,
2014; Pena et al., 2021; Yee et al., 2011).
H3: There is an association between the process of using digital
identity (customization and control) and types of selective self-
representation in digital environments (Ratan & Hasler, 2009;
Ratan & Hasler, 2010; Yee et al., 2011).
H4: The process of using digital identity (customization and
control) increases the level of immersion (Csikszentmihalyi,
1990; Witmer & Singer, 1998; Segovia & Bailenson, 2012).
Sub-hypothesis H4a: Customization of digital identity
(adjusting its characteristics) increases the level of
immersion (Bailenson et al., 2003; Yee, 2006; Segovia
& Bailenson, 2012).
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Sub-hypothesis H4b: Control over digital identity
interactions within the digital environment increases
the level of immersion (Csikszentmihalyi, 1990;
Witmer & Singer, 1998; Bailenson et al., 2003).
H5: Social interaction increases the level of immersion
(Bailenson et al., 2003; Gonzales, & Hancock, 2008; Teng,
2010).
H6: Increased personalization (using original characteristics) of
digital identity increases the level of immersion (Bailenson et
al., 2003; Teng, 2010; Waltemate et al., 2018).
H7: The duration of interaction with digital identity will be
positively associated with the level of immersion (Rahman et
al., 2017; Tobin et al., 2010; Wood, Griffiths, & Parke, 2007).
H8: The process of using digital identity (customization and
control) increases the level of self-presence (Ratan, Hasler,
2010; Jin, 2011; Zhao et al., 2023; Wu et al., 2023).
Sub-hypothesis H8a: The process of customization of
digital identity increases the level of self-presence (Lei et
al., 2021; Gongalves et al., 2022; Zhao, et al., 2023; Wu
etal., 2023).
Sub-hypothesis H8b: The process of control of digital
identity increases the level of self-presence (Jin, 2011;
Rainey, & Jones, 2019; Wang, & Zeng, 2021; Li et al.,
2022).
H9: Increased personalization (using original characteristics) of
digital identity increases the level of self-presence (Rahill,
Sebrechts, 2021; Yee & Bailenson, 2007).
H10: Self-presence is positively associated with the presence of
communication participants (Ratan, Hasler, 2010).
H11: The duration of interaction with digital identity will be
positively associated with the level of self-presence (Skadberg,
Kimmel, 2004).
H12: Self-presence is positively associated with immersion
(Brown, Cairns, 2004).
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Participants: The research included 227 active digital social
technology users from Latvia, aged 13 to 65 years (M = 26.6,
SD = 8.4), with 53.7% identifying as female. Although the
group of digital social technology users in the sample exhibited
diverse experiences of interaction with digital technologies, the
study specifically focused on a psychologically distinct
subgroup — digital natives — users for whom digital technologies
constitute an integral part of both everyday functioning and
digital identity development.

All participants maintained active digital identities,
represented through visual components such as avatars,
photographs, or symbolic characters, enabling interaction and
communication within various digital environments. These
users regularly engaged in digital activities such as social media
participation and online gaming, where digital self-
representation was used to establish connections with others
and navigate social interactions in the digital environment.

Methodology: The sample for this research was intentionally
composed of diverse user profiles to enable a comprehensive
analysis of digital identity interactions. This included avid
online gamers engaged in popular titles such as World of
Warcraft, Albion Online, and Rust, alongside prominent
bloggers and influencers within the Latvian digital sphere. The
primary method of data collection was an author-developed
survey that integrated components from the Cross-Media Self-
Presence Questionnaire (CM-SPQ) (Dombrovskis et al., 2024)
and the Extended Game Immersion Questionnaire (E-GIQ)
(Dombrovskis et al., 2025). These established instruments were
combined to form a unified measurement tool for assessing
digital self-representation and immersion.

Data analysis methods: Psychometric analyses were
conducted to confirm the factorial validity of the instruments
used in the research. To establish the factorial validity of the
Cross-Media  Self-Presence  Questionnaire  (CM-SPQ),
exploratory principal-axis factor analysis with oblique rotation
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was applied, consistent with the methodology used in the
original development of the Self-Presence Questionnaire.
Within the framework of Extending the Game Immersion
Questionnaire (GIQ) to online users, principal component
analysis (PCA) was conducted separately for each of the three
scales containing adapted items. This approach ensured
structural validity and theoretical applicability of the scales in
non-gaming digital contexts.

The statistical data analysis was carried out using IBM
SPSS Statistics 23.0. Descriptive statistics were applied to
determine frequency distributions, central tendencies and a
variability indicator (standart deviation), indicators of
distribution (quartiles, skewness and kurtosis). To assess the
normality of data distribution Kolmogorov-Smirnov test was
used.

Depending on the aim of each hypothesis, the following
statistical methods were applied: (1) chi-squared test and
Pearson’s correlation coefficient to examine associations
between types of digital use (customization and control, as well
as time spent on creating and adjusting digital identity) and
social interaction within the digital environment; (2) Cramer’s
V test and chi-squared test to examine associations between
types of selective self-representation of one’s digital identity
and the user’s social interaction within the digital environment,
as well as between types of selective self-representations of
one’s digital identity and the types of digital use (customization
and control and additionally time spent on spent on creating and
adjusting digital identity); (3) Mann-Whitney U test, Kruskal-
Wallis H test, Student’s t-test for group comparisons in level of
immersion depending on customization and control and their
combination; (4) Mann-Whitney U test, Kruskal-Wallis H for
group comparison in the level of self-presence depending on the
process of customization and use of digital identity, as well as
on combination of these two indicators; (5) Mann-Whitney U
test for group comparisons in level of immersion depending on
individual indicators of social interaction (social interaction
aimed to search for information related to the creation of Cyber
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Me, the significance users place on social interaction, ongoing
communication with other users); (6) Multivariate analysis of
variance (MANOVA), following-up univariate ANOVAs for
evaluating differences in the level of immersion (post hoc tests
Tukey HSD) and in the level of self-presence (post hoc tests
Games-Howell) between groups of respondents with different
types of selective self-representation; (7) Spearman’s rank
correlation coefficient to examine whether there are correlations
between duration of interaction and level of immersion,
between the presence of communication participants (ongoing
communication with other users) and the level of self-presence,
correlation between duration of interaction and level self-
presence, and between level of self-presence and level of
immersion.

Scientific novelty and significance of the thesis:

The dissertation proposes a novel psychological
configuration model that explains how digital identity emerges
and develops among digital natives, a specific subgroup of
digital social technology wusers. The model integrates
established psychological components from cyberpsychology
and social psychology, including digital identity, self-presence,
immersion,  customization,  control,  selective  self-
representation, and social interaction. These elements are
conceptualized as parts of a dynamic, psychologically adaptive
system that culminates in the fusion of digital representation
with the user’s core identity.

The central innovation lies in demonstrating that digital
identity is not a symbolic extension of the self, but a
psychologically internalized component of identity, shaped
through user behavior, self-regulation, and meaning-making
within the digital environment. Empirical results show that self-
presence and immersion act as key psychological mediators,
facilitating the transition from digital self-representation to
identity fusion.

Three theoretical formulas were introduced to express
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the relationships between psychological components and fusion
outcomes. These formulas formalize how the configuration of
digital identity use, self-presence, and immersion interact to
produce identity-level integration in digital environments.
Importantly, immersion is conceptualized as an experiential
result rather than a causal factor, reflecting the depth of
psychological engagement that emerges from preceding
components of the system.

Two instruments were developed and psychometrically
validated for this purpose:

e the Cross-Media Self-Presence Questionnaire (CM-
SPQ), measuring body-level, emotion-level, and
identity-level self-presence;

o the Extended Game Immersion Questionnaire (E-GIQ),
adapted to assess engagement, engrossment, and total
immersion in the context of digital identity use.

This research expands the theoretical scope of social
psychology by showing that identity development now includes
digital dimensions, and that identity transformation occurs not
only through offline interaction but also through sustained and
regulated interaction in digital environments. The findings
extend prior work on the Proteus effect by revealing the
conditions under which digital self-representation becomes
psychologically real and integrated.

Theses presented for defense:

1. A theoretical configuration model was developed that
systematically integrates the use of digital identity, self-
presence, and immersion into a unified psychological
framework. This model explains how selective self-
representation, control, and communication within the
digital environment lead to the fusion of digital identity
with the user's core self through clearly defined
psychological mechanisms.

2. The components of self-presence and immersion were
conceptualized as mediators of identity transformation
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and fusion. Three formulas — the perceived digital self-
representation formula, the digital identity experience
formula, and the identity fusion formula — were
introduced to describe these psychological
relationships and define the conditions under which
fusion between digital and core identity occurs.

The process of digital identity use, operationalized
through customization and control, was shown to be
associated  with increased social interaction,
immersion, and self-presence. While customization
contributed to engagement and body-level self-
presence, control mechanisms were decisive for
achieving total immersion and identity-level
integration.

The psychological component of selective self-
representation, operationalized in four types (precise
copy, improved copy, modified version, and alternative
version), was found to influence social behavior,
emotional resonance, and identity relevance
differently, thereby shaping the process toward fusion.
Social interaction was empirically confirmed as a
psychological — amplifier —of digital identity
development. Ongoing communication with others
increased self-presence across all levels and
contributed to immersive engagement with the digital
environment.

The duration of interaction with digital identity was
positively associated with immersion and self-
presence, particularly at deeper levels of cognitive and
emotional absorption, confirming that repeated and
meaningful use supports identity fusion.

The research demonstrated that self-presence mediates
immersion, and that identity-level self-presence is
activated most strongly at the stage of total immersion.
This confirms a break-reconnect trajectory during
which identity regulation temporarily suspends and
later re-emerges.
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8. The results support and extend the Proteus effect,
showing that sustained interaction with a digital self-
representation not only influences behavior but leads to
identity-level transformation, particularly —when
immersion and self-presence are simultaneously
activated.

9. The dissertation advances social psychological theory
by redefining digital identity as a psychologically
internalized construct and proposing fusion as the
outcome of a complex system involving motivational,
behavioral, and interactional mechanisms in digital
contexts.

Approbation of research results:

Scientific publications:

1. Dombrovskis, V., Levina, J., & Ruza, A. (2024).
Reliability and factorial validity of the cross-media
self-presence questionnaire (CM-SPQ). Computers in
Human Behavior Reports, 13, 100370.
https://doi.org/10.1016/j.chbr.2024.100370

Indexed in Scopus and Web of Science (Q2; peer-reviewed

journal).

2. Dombrovskis, V., Levina, J., & Ruza, A. (2025).
Extending the game immersion questionnaire to online
users. Frontiers in Psychology, 16, 1473821.
http://dx.doi.org/10.3389/fpsyq.2025.1473821

Indexed in Scopus and Web of Science (Q1; peer-reviewed

journal).

Conference theses:

1. Titova, N., & Dombrovskis, V. (2024). Needs analysis
for implementing virtual mobility assistants for
preparing and accompanying transnational mobility in
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education in an uncertain world. In ICERI2024

Proceedings (pp. 8094-8094). IATED.
https://doi.org/10.21125/iceri.2024.1977
X1 International Scientific Conference

“Transformation of Society in the Social and Human
Sciences”, Baltic International Academy, Riga, Latvia,
13-14 December 2024. Presentation: Psychological
Dimensions of Digital Identity in Cyberspace
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Scientific conferences related to the thesis:

1.

Dombrovskis, V., Titova, N., & Veide, M. (2023).
Systemization of range and scale of the approaches to
education of talented and gifted children in the EU
education system. In EDULEARN23 Proceedings (pp.
1644-1653). IATED.
https://doi.org/10.21125/edulearn.2023.0501
CyberCommando's Meetup 2024, 25 September 2024,
Bellevue Park Hotel, Riga, Latvia. Presentation:
Cyberpsychology and Society

CyberCommando's Meetup 2023, 26 September 2023,
Bellevue Park Hotel, Riga, Latvia. Presentation:
Digital Self and Presence in the Age of Cyber Influence
Golden Juggernaut Innotech Forum, July 2024, Riga,
Latvia. Presentation: Digital Mirrors: How Digital
Identity and Immersion Enhance Customer Experience
RISEBA Academic Week 2023, Riga, Latvia.
Presentation: Digital Identity Fusion: How Users
Internalize and  Transform  Their  Digital
Representation

Student Research Conference, Baltic International
Academy, Riga, Latvia, 2023. Presentation: Cyber Me:
Exploring Digital Identity and Self-Presence among
Digital Natives

Other publications related to the topic of the doctoral thesis

Dombrovskis, V., & Berga, L. (2021). KIBER ES. Viss

par kiberpasauli. Izdevnieciba “Ezerrozes gramatas”. The
publication is freely accessible online at kiberprats

Establishment of the association:

In January 2021, the author co-founded the Latvian

Cyberpsychology Association (Latvijas Kiberpsihologijas
asociacija), a non-governmental organization registered under
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the number 40008303563. More information about the
association's activities and initiatives is available on its official
website: https://kiberprats.lv/

Science communication through digital platforms:

To advance the field of cyberpsychology and
disseminate research findings to a broader audience, the author
has established a presence on digital platforms, notably through
the YouTube channel CyberPsy Insights and the TikTok
account under the handle Valerijs Dombrovskis. These
platforms focus on topics such as digital identity, self-presence,
and immersion in digital environments, aligning with the
themes explored in the author's doctoral research.

YouTube channel: CyberPsy Insights

e Content focus: The channel features discussions on
cyberpsychology concepts, including digital identity
development, the psychological impact of digital
environments, and the dynamics of human—computer
interaction.

e Target Audience: Students, researchers, and
professionals interested in psychology and technology.

TikTok account: @valerijs_dombrovskis

e Content focus: Short-form videos covering digital well-
being, social media dynamics, algorithmic influence,
and the ethics of online behavior.

e Target Audience: General public, particularly digital
natives, with an emphasis on accessible and engaging
content.

Through these platforms, the author contributes to the
public understanding of cyberpsychology, transforming
academic insights into relatable and thought-provoking content
for a wide audience.

Participation in national and international research and
educational projects as an expert on digital natives:
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Within the framework of the doctoral research, the
author participated in several national and international projects
focusing on educational innovation, psychological well-being,
and digital identity development. In these initiatives, the author
contributed as an expert on digital natives and cyberpsychology,
offering methodological input and content creation related to
self-representation, immersion, and adaptive behavior in digital
environments.

4. Project title: Digitalizacijas iniciativas studejoso
iesaistei un studiju kvalitates pilnveidei Latvijas
Universitate un projekta sadarbibas partneru
augstskolas
Project No.: 8.2.3.0/22/A/006
Implementation period: 12/2022-12/2023
Role: Expert on digital identity and student
engagement. The author contributed to research-based
recommendations for increasing student participation
through the development of digital tools and conceptual
guidelines for higher education institutions.

5. Programme title: Erasmus+, KA220-VET —
Cooperation partnerships in vocational education and
training
Project title: Educating Talents
Project ID: 2022-1-SE01-KA220-SCH-000088468
Implementation period: 01.09.2022—-31.08.2025
Role: Lead expert in psychology. The author created
key chapters for a methodological handbook,
contributed to research-based activities for digital
natives, and led intellectual outputs related to
psychological  development, engagement, and
personalized learning strategies.

6. Programme title: Erasmus+, KA220-HED —
Cooperation partnerships in higher education
Project title: INTELLIGENT: Innovative Teaching and
Learning of Generations Z and Alpha in Higher
Education
Project ID: 2024-1-LT01-KA220-HED-000256404
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Implementation period: 01.09.2024-28.02.2027

Role: Expert in generational psychology and digital
adaptation. The author supports the development of
teaching methodologies tailored to the needs and
psychological profiles of Generations Z and Alpha,
focusing on digital identity construction, values, and
emotional-cognitive dynamics in online learning
contexts.

Structure: The structure of the doctoral thesis consists of an
introduction, a theoretical section divided into five subchapters,
and an empirical research presented in a separate chapter with
five methodological and analytical subchapters. The thesis also
includes a discussion and a final conclusion. The reference list
contains 159 sources in English and Latvian. The total length of
the dissertation, excluding appendices, is 170 pages. The thesis
includes 56 tables and 7 figures. Appendices are presented in a
separate volume comprising 18 pages.
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Theoretical part

The first chapter “The concept of digital identity in
the digital world” outlines the theoretical foundations of
identity as a multidimensional psychological construct and
examines its transformation within the digital environment. In
the context of this dissertation, identity is approached as a
holistic system encompassing biologically and socially
determined individual characteristics (Naseh, 2016; Vignoles et
al., 2011). It is emphasized that personality represents only one
part of identity — its culturally and socially shaped manifestation
— and is not identical to the identity construct itself. The
distinction between identity and personality serves as the basis
for analyzing how psychological characteristics are transferred
and restructured in digital formats.

The chapter argues that the digital environment enables
the encoding, transformation, and representation of personal
identity through various levels of interaction. These
transformations are structured around the user’s ability to act,
reflect, and communicate within digital environments, resulting
in visible representations or projections of the self, referred to
as digital representations (Talamo & Ligorio, 2001; Suler,
2016). The digital identity is formed through digital footprints
— content uploaded or generated in interaction — which becomes
part of the user’s digital presence and carries conscious or
unconscious aspects of the self.

The concept of digital identity is further expanded
through the introduction of a holistic identity model, which
integrates multiple layers and levels of awareness. This model
includes three core identity components — hidden identity,
virtual identity, and digital identity — that influence and are
expressed through four forms of digital representation:
personality, user account, digital profile, and
cyberpersonality. The structure and relationships among these
components are presented as a unified system rooted in the
theory of the holistic self (Black et al., 2012).

94



The chapter highlights that hidden identity comprises
unconscious biological impulses (Bargh & Morsella, 2008),
while virtual identity reflects one’s internal conception of self.
Digital identity, in turn, consists of consciously or semi-
consciously encoded characteristics that are projected into the
digital environment. These three components form the
psychological basis for how digital representations are
constructed, managed, and perceived.

Digital representation is described as a progressive process
structured in three levels:

1. User account — represents formal digital presence
within a system or platform, based on system
requirements and limited user-provided data;

2. Digital profile — expands upon the account by
incorporating personal traits, interests, and patterns of
self-representation through interaction;

3. Cyberpersonality — emerges when the user integrates
into a digital community and constructs a socially
embedded identity, governed by group norms and
shared cultural elements (Tajfel & Turner, 1979; Nagy
& Koles, 2014).

The creation of a cyberpersonality marks a shift from
individual self-representation to social identification within
digital environments, indicating that digital identity has become
a stable and influential psychological construct. This
transformation process is non-linear and depends on both
internal factors (motivation, self-awareness) and external
conditions (community, platform architecture, algorithmic
mediation).

The chapter concludes that digital identity is not a
singular or fixed phenomenon, but a dynamic, evolving system
of representations grounded in the core structure of personal
identity. Each form of representation — whether a user account
or a cyberpersonality — is not an isolated part of identity, but a
projection of it through specific technological and social filters.

The chapter establishes a theoretical foundation for
understanding digital identity not only as a technological
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construct but as a psychological phenomenon that reflects and
transforms the individual self. In the subsequent chapter, the
focus turns to the phenomenon of self-presence in digital
environments, analyzing the experiential dimension of presence
and its role in the development of digital identity.

The second chapter “The phenomenon of self-
presence in digital environments” continues the investigation
of digital identity by focusing on the user's subjective
experience of being represented within the digital environment.
The aim of this chapter is to conceptualize and define self-
presence as a psychological phenomenon, explore its
components, and describe the model of self-presence applied in
the current research.

The analysis begins with the broader concept of
presence — a psychological state in which users perceive
themselves as existing within a mediated digital environment.
The conceptual evolution of presence included several
perspectives, such as presence as social richness (Short,
Williams, & Christie, 1976), realism (Potter, 1988),
transportation (Sheridan, 1992), immersion (Biocca & Delaney,
1995), presence as a social actor within medium (Lombard &
Ditton, 1997), and presence as medium as a social actor (Nass
& Moon, 1996a). This theoretical evolution led to the
understanding of presence as a multidimensional construct,
including spatial, social, and self-presence (Lee, 2004).

Given the focus of this research on digital identity, the
most relevant dimension is self-presence, which refers to the
psychological state in which users perceive their digital identity
as part of themselves (Biocca, 1997; Lee, 2004). This construct
emphasizes the internalization of digital identity and its fusion
with the user’s embodied and psychological self.

To operationalize this phenomenon, the model of self-
presence developed by Ratan (2009, 2012) was applied. Based
on Damasio's (1999) model of self (proto-self, core self, and
autobiographical self), Ratan proposed a three-dimensional
model including:
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e Body-level self-presence — the extent to which a
mediated self-representation is integrated into the
user’s body schema.

e Emotion-level self-presence — the extent to which
mediated interactions evoke emotional responses.

o ldentity-level self-presence — the extent to which the
digital identity reflects personally significant aspects of
the user’s core self.

This model illustrates how digital identity is perceived
not merely as a visual or functional representation but as an
extension of the self, which carries emotional and identity-level
significance. The following conceptual formula summarizes
this relationship:

Increased self-presence — fusion with digital
identity

This formulation reflects the hypothesis that the more
pronounced the user's self-presence, the higher the likelihood
that they will perceive their digital identity as a legitimate and
integral part of their personal identity.

The analysis of self-presence also highlights its effects.
Physiologically, it may induce arousal or vection.
Psychologically, it increases engagement, enjoyment, learning
performance, and susceptibility to influence or persuasion
(Ratan, 2013; Seo et al., 2017).

Self-presence is conceptualized as a multidimensional
construct that includes sensory embodiment, emotional
involvement, and identity integration. It plays a central role in
the process of fusing digital identity with core identity and is
thus essential for understanding how digital identity becomes
psychologically integrated into the user’s sense of self.

Progressing to the next chapter, “Immersion as a
psychological experience in the digital environment”, the
investigation will focus on immersion — a related but distinct
construct. While self-presence concerns the user’s subjective
identification with their digital identity, immersion refers to the
level of engagement and absorption in the digital environment
itself. The following chapter will analyze immersion as a
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hierarchical and measurable psychological experience that
contributes to the fusion of digital identity.

The third chapter “Immersion as a psychological
experience in the digital environment” focuses on the
phenomenon of immersion as a key psychological mechanism
facilitating the user’s connection with digital identity. Building
upon the understanding of self-presence presented in the
previous chapter, immersion is examined as a process through
which users experience digital environments with increasing
levels of authenticity and emotional resonance, ultimately
supporting the development and psychological integration of
digital identity.

Immersion is defined as the process of transforming a
user’s perception, whereby interaction with elements of the
digital environment through their self-representation is
experienced with a growing sense of realism and psychological
authenticity (Sherman & Craig, 2019). This experience is
characterized by deep mental and emotional engagement, often
resulting in a temporary detachment from the physical world
and a heightened sense of being present in the digital
environment (Brown & Cairns, 2004).

The chapter adopts the model by Brown and Cairns
(2004), which identifies three levels of immersion:

e engagement (basic willingness to interact),

e engrossment (emotional investment and diminishing
awareness of the physical environment),

e total immersion (complete psychological absorption
into the digital world).

These levels represent a gradual intensification of user
involvement and reflect different degrees of self-representation
becoming psychologically real.

Immersion is further distinguished from the concept of
flow (Csikszentmihalyi, 1990), underscoring that immersive
experiences do not always imply optimal performance or full
control. Instead, immersion emphasizes the user’s subjective
experience of being absorbed in the digital environment and the

98



extent to which digital self-representation contributes to self-
perception.

The following conceptual formula summarizes this
relationship:

Increased immersion — enhanced realism of digital
environment elements — fusion with digital identity

This formula expresses the mechanism through which
immersion reinforces the psychological significance of digital
self-representation and strengthens the user’s integration with
their digital identity.

In addition to immersive video games and virtual
reality systems, the chapter highlights that immersion can occur
in any digitally mediated context where users engage with
meaningful content or interactions — ranging from social
networks to educational platforms. The degree of immersion is
shown to influence motivation, enjoyment, and the emotional
quality of the digital experience, thereby affecting the user's
self-concept (Kim et al., 2014; Zimmermann et al., 2023).

Immersion serves as a dynamic psychological state that
enhances presence, intensifies emotional connection, and
promotes the fusion between digital representation and personal
identity. The conceptual conclusions presented in this chapter
establish the foundation for the following chapter, “The
interrelationship between digital identity, self-presence, and
immersion”, which will further examine how these constructs
interact to shape the psychological development of users in the
digital environment.

The fourth chapter “The interrelationship between
digital identity, self-presence, and immersion” focuses on the
dynamic interplay between three key constructs — digital
identity, self-presence, and immersion — and examines how
their interaction supports identity development and
transformation within the digital environment.

The chapter begins by outlining the conditions of
psychological transformation made possible by digital space.
Digital environments allow users to engage in the selective
construction of digital self-representations, which may reflect
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the true self, the real self, the ideal self, or the desired self
(Bargh, McKenna & Fitzsimons, 2002; Sung & Moon, 2011,
Koles & Nagy, 2012). These forms of digital expression
facilitate the emergence of a digital identity that can be
authentic, aspirational, or experimental in nature. The extent to
which users identify with these representations determines the
perceived significance of the digital identity.

A central focus is placed on the relationship between
the form of digital identity representation and the level of
immersion. Three primary forms are identified — user account,
digital profile, and cyberpersonality — each enabling a different
degree of interaction, behavioral control, and identity
expression (Sullivan, 2011; Vasalou & Joinson, 2009). The
more advanced the form, the greater the potential for immersive
engagement and authentic self-experience (Gorini et al., 2011;
Yee etal., 2011).

The chapter then presents four encoding strategies that
users apply when constructing their digital identity:
substitution, augmentation, modification, and redefinition.
These encoding strategies determine the selective self-
representation visible to others and influence the user’s
emotional and cognitive connection with their digital
representation (Dombrovskis et al., 2024; Dombrovskis &
Berga, 2021). The more the digital representation reflects
personally meaningful traits, the stronger the sense of self-
presence and realism experienced in digital interactions.

The following conceptual formula summarizes this
relationship:

Increased self-presence + increased immersion —
identity fusion

This formula expresses the mechanism through which
psychological engagement with one’s digital representation
leads to the integration of digital identity with the user’s broader
identity system.

The chapter concludes that immersion and self-
presence are not independent constructs, but operate jointly as
foundational psychological mechanisms enabling users to
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perceive their digital representation as “Me”. These findings
lead to the development of a theoretical framework, introduced
in the next chapter, “Theoretical foundations and hypothesis-
based framework”, which integrates all three constructs into a
structured model for empirical investigation.

The fifth chapter “Theoretical foundations and
hypothesis-based framework” introduces the theoretical
foundations and outlines twelve hypotheses developed for the
empirical part of the dissertation. Grounded in the
interdisciplinary perspectives of cyberpsychology, social
psychology, and human—computer interaction, these
hypotheses reflect the core components related to digital
identity and their interrelationships within digital environments.

The hypotheses are structured around six key
components identified through theoretical analysis:

—the process of use (including customization and control),
—selective self-representation (resulting from encoding
strategies),

— the level of immersion (as the perceived realism and
authenticity of experience),

—the level of self-presence (as identification with one’s digital
representation),

— the duration of interaction with digital identity, and
—social interaction in the digital environment.

Each hypothesis explores specific associations between
these components, contributing to a deeper understanding of the
psychological configuration of digital identity among users.
Rather than proposing causal effects, the framework
emphasizes the associative nature of these relationships and
their role in the construction, experience, and internalization of
digital identity.

The hypotheses are theoretically grounded in prior
research, including works by Bargh, McKenna & Fitzsimons
(2002), Yee et al. (2011), Teng (2010), Ratan (2012), and
others. Their formulation reflects the necessity to empirically
examine how various features of digital self-representation and

101



user behavior relate to one another in the context of digital
identity development and expression.

To consolidate the theoretical assumptions and guide
the forthcoming analysis, a schematic representation titled
“Description of the research scheme illustrating the
psychological components related to digital identity ” has been
developed (see Figure 6. Research scheme).
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Figure 6. Research scheme
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Empirical part

The empirical part of the dissertation provides a
detailed overview of the methodological and analytical
procedures applied to examine the relationships between
psychological components related to digital identity. Given that
the subject of the research is the interplay between these
components, the empirical part is structured into four main
sections: data collection methods, research sample description,
research procedure, and results with their interpretation.

Data collection methods

To accurately capture the relationships outlined in the
research scheme, a structured survey (see Appendix A) was
chosen as the primary data collection method. The survey was
carefully crafted to capture insights into digital identity, self-
presence and immersion and consisted of four key sections (see
the structure of the questionnaire in Table 1): SECTION A.
Introductory information about the research; SECTION B.
General demographics and information about the creation of the
user's digital identity; SECTION C. Self-presence
guestionnaire; SECTION D. Immersion questionnaire.

Table 1
The structure of the questionnaire

SECTION A. Introductory information about the research
Information: | Overview of the research and its purpose

Ethical considerations and data privacy
guidelines

Explanation of the term “Cyber Me” and its
relevance to the research

Participants description

Details on participant eligibility and contact
information for queries
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SECTION B. General demographics and information about the
creation of the user's digital identity

Scale ON
Gender
Age
My Cyber Me was created in: 3

e Social media (for
instance, Instagram,
Facebook, Twitter)

e Online game

e Video hosting (for
instance, YouTube, Tik

Tok)
Duration of interaction 4
Process of use (customization 5,6,7
and control)
Social interaction 8,9,10
Selective self-representation 11
SECTION C. Self-presence questionnaire
Scale Subscale ON
| Body-level 12,13,14,15,16
Sre(g;nce [ Identity-level 17,18,19
| Emotion-level 20,21,22,23,24
SECTION D. Immersion questionnaire
Scale Subscale ON
Immersion | Engagement 25,26,27,28,29,30,31,32,33
| Engrossment 34,35,36,37,38,39,40
| Total immersion  41,42,43,44,45,46,47,48,49
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SECTION A. Introductory information about the research

Section A of the questionnaire was designed to provide
participants with essential information about the research's
objectives, scope, and context. This section introduces the
participants to the concept of “Cyber Me”, a versatile term that
captures the broad range of digital identity representations. Its
purpose is to help participants understand the significance of
their involvement in the research, as well as familiarize them
with the requirements for participation, including the need to
have an active digital profile or character.

This section outlines participants' rights, emphasizing
the voluntary nature of the research and their ability to withdraw
at any point. It ensures confidentiality and compliance with data
protection laws, and offers contact information for the
researchers, allowing participants to seek further clarification
on any aspect of the research. This section lays the groundwork
for informed participation by providing a clear and concise
overview of the research's aim, methodologies, and ethical
considerations.

SECTION B. General demographics and information about the
creation of the user's digital identity

Section B was dedicated to gathering foundational
demographic data and specific information regarding the
creation of the participant's digital identity. Key demographic
variables such as gender and age were recorded, offering a
foundational understanding of the respondent pool.
Additionally, this section aimed to identify the digital
environment where the respondent's primary digital identity
was established, ensuring that subsequent responses pertained
to this primary digital identity. Moreover, this section collected
data on the four critical factors identified in the research
scheme: Duration of interaction, Process of use (including
customization and control), Social interaction, and Selective
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self-representation. These factors are vital as they potentially
influence the two primary phenomena being investigated.

SECTION C. Self-presence questionnaire

The Cross-Media Self-Presence Questionnaire (CM-
SPQ) was adapted for this research based on the original Self-
Presence Questionnaire (SPQ) developed by Ratan and
Dawson (2016). The aim of the adaptation was to broaden the
applicability of the SPQ to users of diverse digital platforms
beyond gaming, such as social media and video-hosting
environments.

Terminology and item phrasing were adjusted to
better reflect the concept of digital identity as represented by
the term “Cyber Me”. For example, in the subscale originally
titled “Avatar-Body Connection”, items were rephrased to
assess how users perceive the influence of their physical body
on digital space (e.g., replacing “hand is inside the game” with
“hand/hands can influence the digital space”™).

Similarly, in the subscale “Avatar-ldentity
Connection”, several items were reformulated to better
capture aspects of behavior, values, and attitudes related to
users' digital self-representation across different platforms.
For instance, references to an avatar’s race, clothing, or skin
color were replaced with items measuring behavior,
orientation, and emotional background of the Cyber Me.

The adapted questionnaire included 13 items across
three subscales:

e Body-level self-presence (5 items)
e Emotion-level self-presence (3 items)
o ldentity-level self-presence (5 items)

Responses were recorded using a 5-point Likert scale,

ranging from 1 (not at all) to 5 (absolutely).

SECTION D. Immersion questionnaire
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The Extended Game Immersion Questionnaire (E-
GIQ), originally developed by Cheng, Shet, and Annetta
(2015), was extended for this research to evaluate users’
immersion experiences across diverse digital environments
beyond gaming (Dombrovskis et al., 2025). The E-GIQ is based
on the original Game Immersion Questionnaire (GIQ) and
expands its applicability by incorporating broader contexts of
digital identity use.
The structure of the E-GIQ is grounded in the model by
Brown and Cairns (2004), which conceptualizes immersion as
a three-level construct: Engagement, Engrossment, and Total
Immersion. These levels reflect a progressive intensification of
cognitive and emotional involvement in digital environments.
To ensure relevance outside of gaming, terminology
was modified accordingly: the word “avatar” was replaced with
“digital identity”, and ‘“game” was replaced with “digital
environment”. These revisions preserved the conceptual
foundation of the scale while making it applicable to platforms
such as social media and video-hosting services.
The section consists of 25 items, divided into the
following three dimensions:
e Engagement — 9 items
e Engrossment — 7 items
e Total Immersion — 9 items
Responses were recorded using a 5-point Likert scale,
ranging from 1 (strongly agree) to 5 (strongly disagree).

Research sample description

The sample comprised 227 inhabitants of Latvia aged
from 13 to 65 years old (M = 26.6, SD = 8.4). With regard to
the statement “My Cyber Me was created in...” the responses
were categorized as follows: 1) Online games (33.9%), 2)
Social media platforms (e.g., Instagram, Facebook, Twitter)
(48.5%) and 3) Video hosting sites (e.g., YouTube, TikTok)
(17.6%).
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Research procedure

To ensure linguistic and cultural appropriateness, the
original questionnaires — the Self-Presence Questionnaire
(SPQ) and the Extended Game Immersion Questionnaire (E-
GIQ) — were translated into Latvian. The translation process
involved two independent translators and a third expert who
evaluated and selected the most accurate and contextually
appropriate formulations.

Participants were recruited based on two main inclusion
criteria: being active users of digital social technologies and
possessing a digital identity (Cyber Me) that includes a visual
component (e.g., image, avatar, or other form of digital self-
representation) and is actively used in communication or
interaction with other users. Eligible participants included
social media users, video bloggers, and gamers from platforms
such as World of Warcraft, Albion Online, and Rust.
Recruitment was conducted via gaming communities on
Discord and through personalized outreach to content creators
identified in the “AoR Indekss 2022”.

Data were collected online using Google Forms
between 12 October 2022 and 16 January 2023. Participants
were informed about the purpose of the research and the
meaning of “Cyber Me”. If participants had multiple digital
identities, they were asked to focus on one that best reflected
their sense of self during digital interaction. Exclusion criteria
included lack of visual self-representation, absence of active
interaction online, or failure to complete the questionnaire.

Results and interpretation

The empirical results of the research are presented in
three sequential stages, each reflecting a specific research
objective and methodological focus. These stages collectively
support the comprehensive examination of the psychological
components related to digital identity and the mechanisms
underlying their interaction:
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e Stage 1: Establishing factorial validity for the Cross-
Media Self-Presence Questionnaire (CM-SPQ) — this
stage focuses on verifying the structural validity of the
adapted questionnaire.

e Stage 2: Extending the Game Immersion Questionnaire
(GIQ) to online users — this stage assesses the
applicability of the immersion model beyond gaming
contexts.

e Stage 3: Hypothesis testing and analysis of results — the
final stage involves testing twelve hypotheses that
explore the associations between key components of
digital identity formation.

Stage 1: Establishing factorial validity for the CM-SPQ

The first stage of the empirical research focused on
validating the factorial structure of the Cross-Media Self-
Presence Questionnaire (CM-SPQ), adapted from the original
SPQ developed by Ratan and Dawson (2016). The goal was to
ensure its applicability for assessing self-presence among users
in a variety of digital environments, including social media and
video hosting platforms.

To establish the questionnaire’s factorial validity, an
exploratory principal-axis factor analysis with oblique rotation
was conducted. The results confirmed the existence of three
distinct factors that align with the theoretical model: Body-level
self-presence; ldentity-level self-presence; Emotion-level self-
presence.

These dimensions reflect different aspects of the
psychological experience of self-representation in digital
environments. The factorial structure is summarized in the
dissertation in Table 7. Structure matrix of the CM-SPQ.

Each factor demonstrated a high internal consistency,
with Cronbach’s alpha values of .86 (body-level), .85 (identity-
level), and .80 (emotion-level). The final version of the CM-
SPQ consisted of 13 items, grouped into the following
subscales:
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e Body-level self-presence — 5 items,
o Identity-level self-presence — 5 items,
e Emotion-level self-presence — 3 items.

All items were rated using a 5-point Likert scale
ranging from 1 (not at all) to 5 (absolutely).

To explore the relationships between the subscales, a
Pearson correlation analysis was performed. The results
indicated statistically significant positive correlations among all
three dimensions of self-presence. The corresponding
coefficients are presented in the Table 8.

Table 8
Pearson correlations between CM-SPQ subscales

Body-level Emotion-level  Identity-level
self-presence  self-presence self-presence
Body-level - 58** AT
self-presence
Emotion-level - A4x*
self-presence
Identity-level -
self-presence
**p <.01

The results showed that the levels of self-presence were
positively related to each other.

These findings confirm that self-presence is a
multidimensional construct that can be reliably measured across
different types of digital users. The adapted CM-SPQ serves as
a valid instrument for measuring the user’s experience of self-
presence in digital environments, including body-level,
identity-level, and emotion-level dimensions.

Stage 2. Extending the Game Immersion Questionnaire
(GIQ) to online users

The second stage of the empirical analysis focused on
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validating the structure of the Extended Game Immersion
Questionnaire (E-GIQ), which was extended from the original
GIQ developed by Cheng, Shet, and Annetta (2015). The aim
of this stage was to extend the applicability of the instrument
from online gaming contexts to broader digital environments.
Principal component analysis (PCA) was performed separately
for each of the three scales — Engagement, Engrossment, and
Total Immersion — using the principal component method.

The Engagement scale underwent iterative reductions
to remove items with cross-loadings or limited applicability for
general online users. As a result, five items were retained,
reflecting the user’s motivation, attentional focus, and usability
experiences in digital settings. The final factor structure is
summarized in the dissertation in Table 12. The results of
principal component analysis for the scale “Engagement”
without items 9, 3, 2 and 5. The internal consistency of this
subscale was satisfactory (Cronbach’s a. = .67).

The Engrossment scale initially consisted of seven
items, of which six were retained after removing one item with
problematic loadings. The final structure demonstrated strong
internal consistency (Cronbach’s a = .76) and reflected users’
emotional and cognitive absorption during digital interaction.
The final item structure is presented in the dissertation in Table
14. The results of principal component analysis for the scale
“Engrossment” without item 7.

The Total Immersion scale preserved all eight items,
with factor loadings indicating a robust unidimensional
structure. This subscale measures deep psychological
involvement and identification with digital identity. Internal
consistency was excellent (Cronbach’s o = .91). The structure
of this scale is summarized in the dissertation in Table 15. The
results of principal component analysis for the scale “Total
Immersion”.

A correlational analysis among the three immersion
dimensions revealed statistically significant  positive
associations, supporting the internal coherence of the
immersion construct (Table 16).
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Table 16
Correlations among the obtained first-order factors

Scale Engagement Engrossment Total

Immersion
Engagement - A13* A1**
Engrossment - A6**
Total -
Immersion

*p < .05, ** p<.001

These findings justified the formation of a second-order
factor labeled Level of Immersion in the Digital Environment,
encompassing the three validated subscales. The final factor
loadings and model structure are presented below in Table 17.

Table 17
Results of the factor analysis

Factor loadings

Second order factors C1
F3 Total immersion .87
F2 Engrossment .69
F1 Engagement .67
Eigenvalues 1.69

The E-GIQ provided a reliable and theoretically
grounded tool for assessing immersion across digital platforms
beyond gaming. Each subscale — Engagement, Engrossment,
and Total Immersion — was validated as an independent yet
interrelated dimension of the broader immersion experience,
enabling differentiated measurement of user involvement in the
digital environment.

Stage 3. Hypothesis testing and analysis of results
H1: The process of using digital identity (customization and
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control) is positively associated with the user’s social
interaction within the digital environment.

To test this hypothesis, three indicators of the process
of using digital identity were examined in relation to three
indicators of social interaction. The associations were tested
using > tests and Pearson’s correlation coefficients.

The results indicated a statistically significant positive
association between the time spent on creating and adjusting
digital identity (“I spent a lot of time to create and adjust my
Cyber Me”) and information-seeking behavior prior to its
creation (“Prior to the creation of my Cyber Me, | looked
for/asked for some information how to do it better”). The
association is presented in Table 18.

Table 18

Association between time spent on creating and adjusting digital
identity and information-seeking behavior from other users prior to
Cyber Me creation

Prior to the creation of my
Cyber Me, I looked for/
asked for some
information how to do it

better
no yes Total
I spentalotoftimeto no 89 33 122
create and adjust my
es 34 71 105
Cyber Me y
Total 123 104 227

Additional group comparison confirmed that among
those who did not spend a lot of time creating their Cyber Me,
the majority also did not seek information in advance. In
contrast, those who spent more time on customization were
more likely to have searched for guidance before creating their
Cyber Me.

There was no statistically significant association
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between the time spent on customization and the importance
users placed on how others perceive their digital identity
(presented in the dissertation in Table 19. Association between
time spent on creating and adjusting digital identity and the
importance of other users’ perception of Cyber Me
characteristics).

Similarly, no significant association was found
between the time spent on customization and ongoing
communication with other users (presented in the dissertation
in Table 20. Association between time spent on creating and
adjusting digital identity and active communication with other
users).

The association between ongoing adjustments to digital
identity (“I continue to adjust my Cyber Me from time to time”)
and information-seeking behavior prior to Cyber Me creation
was not statistically significant. See Table 21 for the observed
distribution.

Table 21
Association between digital identity adjustment and information-
seeking behavior prior to Cyber Me creation

Prior to the creation of my
Cyber Me, I looked for/
asked for some
information how to do it

better
no yes Total
I continue to adjust my no 28 14 42
Cyber Me from time to yes
time 95 90 185
Total 123 104 227

However, group comparisons revealed that among
those who did not adjust their Cyber Me over time, the majority
had also not sought information prior to creation. In contrast,
among those who made ongoing adjustments, no such
difference was found.
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There was a statistically significant positive association
between ongoing adjustments and the perceived importance of
how others view the digital identity. The association is
summarized in Table 22.

Table 22

Association between digital identity adjustment and the importance of
user perception of Cyber Me characteristics

It is important for me how
other users perceive
characteristics of my

Cyber Me in the digital
environment

no yes Total
I continue to adjust no 19 23 42
my Cyber Me from es
time to time y 26 159 185
Total 45 182 227

Further analyses showed that the importance of others’
perception was more prevalent among those who adjusted their
digital identity from time to time.

The analysis also revealed a statistically significant
positive association between ongoing adjustments and ongoing
communication with other users (see Table 23).

Table 23

Association between digital identity adjustment and active
communication with other users

I continue to adjust
my Cyber Me from
time to time

I actively communicate
with other users

no yes Total
no 15 27 42
yes 27 158 185

115



Total 42 185 227

A positive association was also observed between the
use of all platform capabilities to control digital identity (“I use
all opportunities of the platform (limitations)...”) and
information-seeking behavior before creating digital identity.
The association is shown in Table 24.

Table 24
Association between digital identity control and information seeking
before creating Cyber Me

Prior to the creation of my
Cyber Me, | looked for/
asked for some information
how to do it better

no yes Total
I use all opportunities no 46 16 62
of the platform yes 77 88 165
(limitations) in order
to control the actions
of my Cyber Me as
well as the impact
which other users
may have on it
Total 123 104 227

There was no statistically significant association
between this variable and the importance of others’ perception
(presented in the dissertation in Table 25. Association between
digital identity control and importance of perception by other
users in the digital environment).

However, the use of platform capabilities was
positively associated with ongoing communication with other
users. This association is presented in Table 26.
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Table 26
Association between digital identity control and active
communication with other users

| actively communicate
with other users

no yes Total
I use all opportunities  no 20 42 62
of the platform yes 22 143 165
(limitations) in order
to control the actions
of my Cyber Me as
well as the impact
which other users may
have on it
Total 42 185 227

A statistically significant positive association was
found between the time spent on creating and adjusting digital
identity and the information-seeking behavior prior to the
creation of digital self-representation. This suggests that
customization is linked to pre-engagement efforts to align with
social norms and minimize errors, in line with the theoretical
position that preparation facilitates social interaction.

Conversely, no association was found between the time
invested in customization and the importance of social
perception or ongoing communication. This indicates that
during the initial phase, users may focus more on internal
refinement and self-structuring than on external social
dynamics.

Ongoing adjustments to digital identity were positively
associated with both the importance of how others perceive
digital self-representation and the frequency of communication
with other users. This highlights that after the initial
customization, users begin to react to social feedback and adjust
their self-representation accordingly, confirming the role of
social feedback as a driver of transformation.

Finally, the use of platform capabilities to control
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digital identity was positively associated with information-
seeking behavior and ongoing communication, but not with the
perceived importance of social evaluation. This suggests that
such control serves more functional and protective purposes and
is indirectly enhanced by social learning and active
engagement, rather than directly driven by the need for social
approval.

The findings support the view that digital identity
customization and control foster specific types of social
interaction, especially at the initial and intermediate stages of
digital identity use and development.

H2: There is an association between types of selective
self-representation of one’s digital identity and the user’s social
interaction within the digital environment.

To test the second hypothesis, associations were
examined between four types of selective self-representation
and three indicators of social interaction. The types included a
precise copy of self, an improved copy, a modified version, and
an alternative version. Social interaction was assessed through
information-seeking behavior prior to digital identity creation,
the perceived importance of social evaluation, and ongoing
communication with others.

The results are summarized in the dissertation in Table
27. Association between types of selective self-representation
and information-seeking behavior prior to digital identity
creation. The analysis revealed that there is no statistically
significant association between the type of selective self-
representation and whether users sought advice or information
before constructing their digital self-representation. Cramer’s V
= .13, p = .37. Chi-square tests conducted within each self-
representation group confirmed no internal differences between
those who did and did not seek information.

The results are summarized in the dissertation in Table
28. Association between types of selective self-representation
and the importance of user perception of digital identity
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characteristics. The analysis showed a statistically significant
association (Cramer’s V = .27, p = .001). Users who presented
themselves as a precise or improved copy were more likely to
value how others perceive their digital self-representation,
while users with a modified or alternative version placed less
importance on this perception.

The results are summarized in the dissertation in Table
29. Association between types of selective self-representation
and active communication with other users. A statistically
significant association was found (Cramer’s V = .19, p = .04).
Respondents using the improved or modified copy were more
likely to communicate actively with other users, compared to
those using the precise or alternative version.

No association was found between the types of
selective self-representation and information-seeking behavior
prior to digital identity creation. This suggests that the choice
of self-representation strategy is not guided by peer
recommendations or digital norms but reflects individual
intentions and pre-established preferences. It indicates a
deliberate identity expression rather than one shaped by advice
or observed models. These results represent a novel insight in
contrast with studies by Triberti et al. (2017) and Dechant et al.
(2021), which emphasized information-seeking in early identity
construction.

In contrast, a clear association was found between types
of digital self-representation and the importance users place on
social evaluation. Those who presented themselves as a precise
or improved copy of self were more likely to seek recognition
and feedback from others, supporting earlier findings by Pefia
et al. (2021) and Nagy & Koles (2014) about authentic
interactions and mutual validation. Users choosing a modified
or alternative version appeared less interested in being
perceived accurately, suggesting motives related to self-
protection, experimentation, or distance from their offline
identity (Gorini et al., 2011; Yee et al., 2011).

Similarly, users who adopted improved or modified
versions of self reported more frequent communication with
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others, indicating a stronger engagement with the digital
environment. These wusers seem to adapt their self-
representation in response to social interactions, which isin line
with the Proteus effect (Yee, 2014) and prior research on social
motivation in digital settings (Pefia et al., 2021). Those who
selected a precise or alternative version were less engaged in
communication, perhaps reflecting either a more passive stance
or a desire to preserve a rigid self-image.

These findings underscore the social-psychological
dynamics of self-representation, where identity is not static but
continuously adapted based on perceived interaction norms.
Self-representation thus becomes not only a personal
expression but also a mechanism for navigating digital social
space, increasing digital social capital, and managing emotional
risks (Bozkurt & Tu, 2016; Dechant et al., 2021).

H3: There is an association between the process of
using digital identity (customization and control) and types of
selective self-representation in digital environments.

To test the third hypothesis, which states that there is
an association between the process of using digital identity
(customization and control) and types of selective self-
representation in digital environments, Cramer’s V test and a y?
test were employed.

The first analysis assessed the association between the
time spent on creating and adjusting digital identity and the
choice of one of the four types of selective self-representation.
The results are summarized in the dissertation in Table 30.
Association between the time spent on creating and adjusting
digital identity and types of selective self-representation.

Among respondents who did not spend a lot of time to
create and adjust their Cyber Me, digital self-representation as
a precise copy of self was most prevalent. In contrast, those who
spent more time more frequently chose either an improved copy
or a modified version of self. A statistically significant
association was found (Cramer’s V= .27, p=.001).
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The second analysis examined the distribution of types
of selective self-representation among those who spent more or
less time on customization. In the group with low time
investment, a significant difference was observed (¥*(3) =
17.19, p = .001). In the group with high time investment, the
difference was not statistically significant (y*(3) = 6.43, p=.09).

The third analysis compared the proportion of users
who spent more or less time within each type of self-
representation. Statistically significant differences were found
only in the group representing a precise copy of self (3*(1) =
12.55, p =.000).

Next, the association between ongoing adjustments to
digital identity and the choice of selective self-representation
was tested. The results are summarized in the dissertation in
Table 31. Association between ongoing adjustments to digital
identity and types of selective self-representation. No
significant association was found (Cramer’s V = .18, p = .00).

However, within the group of users who continue to
adjust their Cyber Me, a statistically significant difference
emerged (¥*(3) = 9.40, p = .02), with more users choosing a
precise or improved copy of self. In the group that does not
make ongoing adjustments, no significant difference was found
(*(3) =4.86, p = .18).

Finally, the analysis of the association between the use
of platform capabilities to control digital identity and the types
of selective self-representation revealed no statistically
significant result (Cramer’s V = .17, p = .31). The results are
summarized in the dissertation in Table 32. Association
between digital identity control and types of selective self-
representation.

Across all groups, the majority reported using platform
capabilities. Within each group, the proportion of those using
such features was significantly higher, including for precise
copy (3*(1) = 6.58, p = .01), improved copy (¥*(1) = 19.64,p =
.000), modified version (¥*(1) = 15.36, p=.000), and alternative
version (¥*(1) = 8.00, p =.005).

A statistically significant association was observed
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between the time spent on customization and the type of digital
self-representation. Users who spent less time on creating and
adjusting their digital identity more frequently chose a precise
copy of self, indicating a direct and efficient transfer of known
traits into the digital environment. This process reflects minimal
cognitive and emotional effort during encoding.

In contrast, respondents who invested more time more
often chose an improved or modified version of self. These
strategies likely involve additional reflective and creative effort,
consistent with the idea that transforming one’s digital self
requires deeper identity engagement. The absence of significant
differences within the high time investment group suggests that
such processes are influenced by more complex and
individualized motivational factors (Yee et al., 2011; Ratan &
Hasler, 2009).

No statistically significant association was found
between ongoing adjustments to digital identity and the type of
digital self-representation. However, among those who do make
adjustments, a higher number of users chose either a precise or
improved copy of self. This indicates that even users who
initially aim to maintain their original identity still adapt to
external feedback over time. These results support the
perspective that digital identity is an evolving construct shaped
by social context and digital platform norms.

The findings imply that external social pressures and
the nature of digital environments contribute more to ongoing
adjustment behavior than internal identity preferences. Prior
research has highlighted how digital norms encourage users to
refine their self-representation regularly to maintain
engagement and visibility (Pefia et al., 2021; Yee, 2014). This
research reinforces the adaptive function of digital identity as
both a self-expression tool and a socially reactive mechanism.

No statistically significant association was found
between the use of platform control capabilities and the type of
digital self-representation. This supports the interpretation that
platform control behaviors are primarily functional — focused
on regulation, privacy, and protection — and not linked to the
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user's self-representation strategy.

The use of digital control features is likely shaped by
the platform’s structure and user safety concerns rather than
personal identity goals. This complements previous findings
(Triberti et al., 2017; Dechant et al., 2021) which noted that
control behaviors emerge early in the digital identity formation
process and are less dependent on how users choose to present
themselves.

Customization is linked to the type of selective self-
representation, particularly for precise and improved copies of
self. In contrast, control behaviors and ongoing adjustments
appear more universally distributed, serving pragmatic and
adaptive functions rather than reflecting distinct self-
representation strategies.

H4: The process of using digital identity (customization and
control) increases the level of immersion.

To test the fourth hypothesis, which posits that the
process of using digital identity (customization and control)
increases the level of immersion, two indicators were examined:
ongoing adjustments to digital identity (customization) and the
use of platform capabilities to control digital identity
interactions (control). The level of immersion was measured
across three stages: engagement, engrossment, and total
immersion, based on the Extended Game Immersion
Questionnaire (E-GIQ).

The results of the comparison between respondents
who continue to adjust their Cyber Me from time to time and
those who do not are summarized in the dissertation in Table
34. Differences in levels of immersion between respondents who
continue to adjust their Cyber Me from time to time and those
who do not. A statistically significant difference was observed
in engagement levels, with higher scores reported by those who
continue to adjust their Cyber Me (z = -2.46, p = .014). No
significant differences were found for engrossment or total
immersion.
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The results of the comparison between respondents
who use all opportunities of the platform (limitations) to control
the actions of their Cyber Me and those who do not are
summarized in the dissertation in Table 36. Differences in levels
of immersion between respondents who use all opportunities of
the platform (limitations) to control the actions of their Cyber
Me and the impact which other users may have on it, and those
who do not. Respondents who reported using control
mechanisms showed significantly higher scores on all three
stages of immersion: engagement (z = -4.15, p < .001),
engrossment (z = -2.04, p = .04), and total immersion (z = -4.09,
p <.001).

The results of the descriptive analysis of four groups of
respondents, formed based on the combination of customization
and control use, are presented in the dissertation in Table 37.
Descriptive statistics and results of the normality test for
immersion levels in groups of respondents based on the
combination of customization and control of digital identity
interactions within the digital environment. Statistically
significant differences were found in engagement (y*(3) =
20.55, p <.001) and total immersion (y*(3) = 18.06, p <.001),
while no significant differences emerged for engrossment.

Pairwise comparisons between Group 1 and all other
groups are summarized in the dissertation in Table 38.
Differences in levels of engagement and total immersion
between Group 1 and all other groups of respondents.
Statistically significant differences in both engagement and
total immersion were found between Group 1 and Group 2, and
between Group 1 and Group 4.

The following Table 39 summarizes differences in
levels of engagement and total immersion between Group 2,
Group 3, and Group 4.
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Table 39

Differences in levels of engagement and total immersion between

Group 2, Group 3, and Group 4

Stage of
immersion

Group

M

SD

Levene’s
Test for
Equality
of
Variance

t-test for

Equality of

Means

F p

t

df

p

Engagement

Group 2
(N2=
43)
Group 3

23)

18.81

19.22

2.90

3.81

231 .13

-.48

64

.63

Total
immersion

Group 2

43)
Group 3

23)

2251

27.09

8.84

8.11

.20 .66

2.06

64

.04

Engagement

Group 2

43)
Group 4
(N4 =
19)

18.81

17.89

2.90

3.62

113 .29
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Group4 20.21 6.92
(N4 =
19)

Respondents who regularly adjust their digital identity
demonstrated a higher level of engagement — the first stage of
immersion — compared to those who do not. These findings
suggest that continuous customization supports the alignment
of digital identity with the evolving requirements of the digital
environment, thereby enhancing the user’s sense of presence
and involvement. This result corresponds with studies
highlighting that dynamic adjustment of one’s digital
representation fosters deeper engagement and contributes to
immersion by reinforcing the relationship between the user and
the digital environment.

Respondents who make full use of platform capabilities
to control their digital identity and regulate its interaction with
others reported higher levels of engagement, engrossment, and
total immersion. This supports the idea that exercising control
over digital identity functions and managing how others interact
with it intensifies the immersive experience. The findings
extend previous research by showing that immersion is not only
a result of self-focused customization but also of interaction
management, where control over one’s digital identity behavior
strengthens the psychological experience of being immersed in
the digital environment.

Immersion levels were particularly high among
respondents who combined both ongoing customization and
full use of platform control mechanisms. The combination of
internal digital identity development and external control over
interactions appears to create optimal conditions for immersion.
These results confirm that both processes — internal
personalization and external regulation — jointly contribute to
an enriched and sustained immersive experience in the digital
environment.

In addition, the level of total immersion was higher
among respondents who did not customize their digital identity
but actively used platform capabilities to control its behavior.
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This indicates that, at later stages of immersion, such as total
immersion, external control may become a more decisive factor
than internal modification. When users are able to regulate how
their digital identity functions and interacts with others, they
maintain a strong immersive connection even without
continuous personalization.

These findings highlight the distinct psychological
roles of customization and control in the immersion process.
While customization enhances engagement through identity
alignment and adaptation, control contributes to sustained
immersion by managing environmental interaction. This aligns
with theories emphasizing the importance of interaction
management and user autonomy in fostering deeper immersion,
where control over digital identity's behavior maintains and
reinforces the immersive experience (Csikszentmihalyi, 1990).

H5: Social interction increases the level of immersion.

To test the fifth hypothesis, which posits that social
interaction increases the level of immersion, three indicators
were examined: information-seeking behavior prior to the
creation of digital identity, the importance placed on social
interaction, and ongoing communication with other users. The
level of immersion was measured across three stages:
engagement, engrossment, and total immersion, based on the
Extended Game Immersion Questionnaire (E-GIQ).

The results of the comparison between respondents
who looked for or asked for information before creating their
digital identity and those who did not are summarized in the
dissertation in Table 41. Differences in levels of immersion
between respondents who looked for/asked for information on
how to improve their digital identity before its creation, and
those who did not. Statistically significant differences were
observed for all three stages of immersion: engagement (z = -
3.04, p < .01), engrossment (z = -4.20, p < .001), and total
immersion (z = -4.41, p < .001). Respondents who engaged in
information-seeking behavior demonstrated higher immersion
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scores than those who did not.

The results of the comparison between respondents
who indicated that it is important how others perceive their
digital identity and those for whom it is not important are
summarized in the dissertation in Table 43. Differences in levels
of immersion between respondents for whom it is important how
other users perceive characteristics of their digital identity in
the digital environment and for whom it is not important. A
statistically significant difference was found in engagement (z
=-3.50, p <.001), with higher engagement levels among those
who considered others’ perceptions important. No significant
differences were observed in engrossment (z = -0.48, p > .05)
or total immersion (z = -0.80, p > .05).

The results of the comparison between respondents
who actively communicate with other users and those who do
not are summarized in the dissertation in Table 45. Differences
in levels of immersion between respondents who actively
communicate with other users and who do not actively
communicate. Statistically significant differences were
observed in engagement (z = -4.09, p < .001) and total
immersion (z = -2.77, p < .01), with higher levels in the group
that engages in ongoing communication. No significant
differences were found for engrossment (z = -0.42, p > .05).

Respondents who actively sought information before
creating their digital identity reported higher scores across all
three stages of immersion. These findings indicate that the
preparatory phase of digital identity development, when
supported by socially guided information-seeking, plays a
critical role in shaping a deeper immersive experience. Users
who enter the digital environment with prior input from others
are more cognitively and emotionally engaged, as their digital
self-representation is informed by collective knowledge and
expectations. This reinforces earlier theoretical assumptions
that immersion is supported by behavioral engagement and
social learning processes that precede interaction within the
digital environment.

Respondents for whom it is important how others
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perceive their digital self-representation exhibited higher levels
of engagement, but this did not translate into higher levels of
engrossment or total immersion. This supports the idea that
social validation mechanisms are especially relevant in the
initial phase of immersion, where external perceptions
influence how users navigate and interpret their presence in the
digital environment. As immersion deepens, the influence of
external feedback diminishes, and the experience becomes
more internally regulated and guided by direct interaction with
the digital environment. These results are consistent with those
obtained for the second hypothesis, where the importance
placed on social interaction was linked to the formation of
selective digital self-representation, particularly in the early
stages of digital identity fusion.

Respondents who engage in ongoing communication
with others showed higher engagement and total immersion,
while engrossment levels did not differ significantly. This
suggests that interaction with other users not only facilitates
entry into immersion but also helps sustain it at later stages. The
absence of differences in engrossment supports the
interpretation that this middle stage functions as a transitional
phase, where cognitive absorption overtakes socially mediated
engagement. However, the stronger total immersion among
communicatively active users implies that social presence
becomes fully integrated into the immersive experience at
advanced stages. These findings support the conceptual model
of identity fusion in the digital environment, where user-to-user
interaction becomes embedded in the immersive experience and
contributes to the formation of digital identity.

H6: Increasing personalization (using original characteristics)
of digital identity increases the level of immersion.

To test the sixth hypothesis, which posits that
increasing personalization (using original characteristics) of
digital identity increases the level of immersion, the type of
selective self-representation was used as a measure of
personalization. As shown earlier, there are four types of
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selective self-representation in digital environments: (1) precise
copy of self, (2) improved copy of self, (3) modified version of
self, and (4) alternative version of self. Those individuals who
choose self-representation as a precise copy of self, using
original characteristics of their real identity, exhibit a higher
level of increasing personalization compared to those who use
an improved copy of self or modified and alternative versions
of self.

The level of immersion was measured using the
Extended Game Immersion Questionnaire (E-GIQ), which
includes three subscales: Engagement, Engrossment, and Total
Immersion. The results of the comparison between the different
types of selective self-representation on the E-GIQ scales are
summarized in the Table 46.

A multivariate analysis of variance (MANOVA) was
conducted to assess whether there were differences between
four groups of respondents with different types of selective self-
representation on a linear combination of levels of engagement,
engrossment, and total immersion. A significant difference was
found, Wilks” A = .853, F(221, 538) = 4.02, p = .000,
multivariate 112 = .05. Descriptive statistics for the scales of the
E-GIQ as a function of type of selective self-representation in
the digital environment, and effects of the type of selective self-
representation on the E-GIQ scores are presented in the
following Table 46.

Table 46

Descriptive statistics for scales of the E-GIQ as a function of type of
selective self-representation in the digital environment, and effects of
the type of selective self-representation on the E-GIQ scores

Type of selective self-representation
Precise  Improved Modified Alternati

copy of copy of version ve
self self of self version
Scales of self
oftheE- M S M S M S M S F@32
GIQ D D D D 23) n?
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Engage 19. 3. 20. 3. 20. 2. 19. 3. 328 .0
ment 16 18 39 27 80 79 52 18 4
Engross 15. 4, 18. 4. 19. 5. 17. 5, 822 .1
ment 18 65 61 23 23 11 32 48 *k 0
Total 22. 8. 27. 6. 28. 6. 24. 8. 7.84* .1
Immersi 60 25 08 53 91 87 12 29 ** 0

on
Note. *p < .05, **p < .01, ***p < .001.

Participants with self-representation as a precise copy
of self exhibited a lower level of engagement than those with a
modified version of self. This suggests that continuous
personalization supports the alignment of digital identity with
the evolving requirements of the digital environment, thereby
enhancing the user’s sense of presence and involvement. This
result corresponds with studies highlighting that dynamic
adjustment of one’s digital representation fosters deeper
engagement and contributes to immersion by reinforcing the
relationship between the user and the digital environment.

Respondents with a modified version of self
demonstrated significantly higher engrossment compared to
those with a precise copy of self. This finding implies that
engagement with the digital environment deepens when users
are able to modify their digital identity. The flexibility afforded
by modifying one’s self-representation contributes to a richer
experience, supporting findings from previous studies that
suggest immersion benefits from increased flexibility in self-
representation (Bailenson et al., 2003).

The level of total immersion was significantly higher
for respondents with self-representation as a modified or
improved copy of self compared to those with a precise copy of
self. These results suggest that, at the later stages of immersion,
such as total immersion, external control and adaptability of
digital identity may become more decisive factors than internal
personalization alone. This highlights that immersion benefits
from flexibility and creativity in self-representation, as users
who modify or augment their digital self can engage more fully
with the digital environment.
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These findings challenge previous theories suggesting
that a stronger resemblance between digital identity and its
material counterpart enhances immersion. Instead, the data
suggest that immersion is shaped not only by realism but by the
adaptability of the self-representation. In line with Waltemate
et al. (2018), this research shows that users who engage in more
dynamic and flexible self-representation are able to fully
immerse themselves in the digital world.

H7: The duration of interaction with digital identity will be
positively associated with the level of immersion.

To test the seventh hypothesis, which posits that the
duration of interaction with digital identity will be positively
associated with the level of immersion, a correlation analysis
was conducted. Duration of interaction was measured in hours
per week spent online, while the level of immersion was
assessed across three stages — engagement, engrossment, and
total immersion — using the Extended Game Immersion
Questionnaire (E-GIQ).

The results of the descriptive analysis and the normality
test for the variables used in the correlation analysis are
summarized in the dissertation in Table 47. Descriptive
statistics and the results of the examination of normal
distribution for duration of interaction (hours per week users
spend online) and the level of immersion.

As all variables were not normally distributed,
Spearman’s rank correlation coefficient was used. The results
showed no statistically significant correlation between duration
of interaction and engagement (rs = .04, p > .05). However, a
statistically significant positive correlation was found between
duration of interaction and engrossment (rs = .14, p < .05), as
well as between duration of interaction and total immersion (rs
=.37,p<.001).

Respondents who spend more time online exhibit
higher levels of engrossment and total immersion, while the
level of engagement does not depend on the duration of
interaction. These results suggest that immersion is not a direct
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result of time spent online but rather reflects a psychological
transformation in how users perceive time and interaction in the
digital environment.

The absence of a correlation with engagement implies
that users in the initial phase of immersion remain oriented
toward external time constraints and manage their digital
interaction consciously. At this stage, interaction is intentional
and regulated, which limits the influence of time spent online
on immersion.

The observed positive correlation between duration and
engrossment suggests that as users become emotionally
absorbed in the digital environment, their perception of time
begins to shift. At this level, attention narrows and external
stimuli lose significance, making time spent online a reflection
of growing immersion rather than its cause.

The strongest association was found between duration
and total immersion. This supports theoretical assumptions that
total immersion is accompanied by altered time perception,
where the user no longer evaluates time in chronological units
but instead perceives it subjectively — through task completion
or interaction cycles. In this phase, the digital world becomes
the main frame of reference, and interaction with digital identity
forms a coherent, continuous experience.

These findings align with Flow Theory (Nakamura &
Csikszentmihalyi, 2014), which posits that during immersive
experiences, individuals experience time distortion as a result
of deep involvement. Thus, it is not the length of interaction that
causes immersion, but immersion itself that transforms how
users experience time in the digital environment.

H8: The process of using digital identity (customization and
control) increases the level of self-presence.

To test the eighth hypothesis, which posits that the
process of using digital identity (customization and control)
increases the level of self-presence, two indicators were
examined: ongoing adjustments to digital identity
(customization) and the use of platform capabilities to control
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digital identity interactions (control). The level of self-presence
was measured across three dimensions — body-level, emotion-
level, and identity-level — using the Cross-Media Self-Presence
Questionnaire (CM-SPQ).

The results of the comparison between respondents
who continue to adjust their Cyber Me from time to time and
those who do not are summarized in the dissertation in Table
49. Differences in levels of self-presence between respondents
who continue to adjust their Cyber Me from time to time and
those who do not. A statistically significant difference was
observed in body-level self-presence (z = -2.34, p < .05), with
higher scores reported by those who regularly adjust their
digital identity. No significant differences were found for
emotion-level or identity-level self-presence.

The results of the comparison between respondents
who use all opportunities of the platform (limitations) to control
the actions of their Cyber Me and those who do not are
summarized in the dissertation in Table 51. Differences in levels
of self-presence between respondents who use all platform
opportunities (limitations) to control the actions of their Cyber
Me and those who do not. Respondents who used control
mechanisms showed significantly higher scores on all three
levels of self-presence: body-level (z = -4.44, p < .001),
emotion-level (z = -2.49, p <.05), and identity-level (z = -2.14,
p <.05).

The following Table 53 summarizes statistically
significant differences in body-level self-presence between four
respondent groups based on the combination of customization
and control.

Table 53

Differences in body-level self-presence between groups of
respondents with different combination of of two indicators
(customization and control) of the process of using digital identity

Group Mean U z p
rank
Group 1 (N1=142) 99.91 2027.00 -3.20 .001
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Group 2 (N2 =43) 70.19

Group 1 (N1=142) 84.14 147150 -.76 446
Group 3 (N3 = 23) 75.98
Group 1 (N1=142) 86.28 599.00 -3.94 .000
Group 4 (N4 = 19) 41.53
Group 2 (N2 =43) 30.80 37850 -157 117
Group 3 (N3 = 23) 38.54
Group 2 (N2 =43) 33.85 30750 -1.55 .120
Group 4 (N2 =19) 26.18
Group 3 (N3 =23) 26.04 114.00 -2.66 .008
Group 4 (N2 =19) 16.00

Respondents who regularly adjust their digital identity
exhibited higher body-level self-presence compared to those
who do not. This supports the notion that customization
primarily reinforces the visual embodiment of digital identity.
The results suggest that body-level presence is the most directly
influenced by customization, while emotional and identity
dimensions remain unaffected. This aligns with previous
research indicating that appearance-based personalization
enhances embodiment but may not necessarily affect deeper
psychological identification with digital identity.

Respondents who fully use control mechanisms to
manage their digital identity interactions reported higher levels
of self-presence across all three dimensions: body-level,
emotion-level, and identity-level. This confirms that the ability
to regulate digital identity behavior enhances the psychological
connection to the digital self. Unlike customization, control
affects not only the visible and interactive features of digital
identity but also supports emotional and cognitive alignment,
thus contributing to comprehensive self-presence.

The strongest body-level self-presence was observed in
users who both adjusted and controlled their digital identity.
Significant differences in body-level self-presence were found
between this group and those who either did not control or did
not adjust their digital identity. This result emphasizes that the
combination of internal personalization and external regulation
provides optimal conditions for experiencing embodiment in
the digital environment. It confirms that self-presence is
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enhanced when digital identity is both visually aligned and
behaviorally consistent.

Respondents who did not engage in customization but
used all control features also exhibited higher body-level self-
presence than those who neither customized nor controlled their
digital identity. This indicates that control may be a more
decisive factor in shaping body-level embodiment than
customization alone. The ability to manage digital interactions
ensures coherence and predictability, which reinforces the
perception of digital identity as a stable and embodied extension
of the self.

No significant difference in body-level self-presence
was found between those who used both customization and
control, and those who used control alone. This suggests that
control mechanisms may independently be sufficient to foster
embodiment, while customization enhances but does not
replace the psychological effects of control. These findings
reinforce the role of control as the central mechanism for
establishing and maintaining self-presence in digital
environments.

No statistically significant differences were found in
emotion-level and identity-level self-presence across groups
with different combinations of customization and control. This
implies that deeper layers of self-presence are not determined
by appearance or interactional adjustments alone but require
broader experiential and social factors. These dimensions likely
develop through prolonged digital engagement and meaningful
interactions, rather than through visual modification or control
mechanisms alone.

The findings confirm that self-presence is a multi-
dimensional construct in which body-level embodiment is most
responsive to digital identity use behaviors, particularly control.
Emotional and identity-based dimensions appear to be more
stable and influenced by contextual and narrative elements of
the digital environment.

H9: Increased personalization (using original characteristics)
increases the level of self-presence.
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To test the ninth hypothesis, which posits that increased
personalization (using original characteristics) increases the
level of self-presence, the type of selective self-representation
was used as a measure of personalization. Four types of digital
self-representation were analyzed: precise copy of self,
improved copy of self, modified version of self, and alternative
version of self. The level of self-presence was assessed using
the Cross-Media Self-Presence Questionnaire (CM-SPQ),
which includes body-level, emotion-level, and identity-level
self-presence.

The results of the comparison between different types
of selective self-representation on CM-SPQ scores are
summarized in the dissertation in Table 54. Descriptive
statistics for scales of the CM-SPQ as a function of type of
selective self-representation in the digital environment, and
effects of the type of selective self-representation on the CM-
SPQ scores. Statistically significant differences were found in
all three dimensions of self-presence: body-level (F(3,223) =
8.30, p <.001), emotion-level (F(3,223) = 9.18, p < .001), and
identity-level (F(3,223) = 7.50, p <.001).

Contrary to expectations, participants with self-
representation as a precise copy of self did not exhibit the
highest levels of self-presence.

Body-level self-presence was highest among users who
created a modified version of self, suggesting that
transformation based on subjectively meaningful traits
enhances the sense of embodiment more than visual similarity
to the real self. Emotion-level self-presence was also higher
among those who used improved or modified versions,
indicating that personalization fosters emotional connection
when it reflects aspirational aspects of self.

Identity-level self-presence was lower among those
who used an alternative version of self, but did not differ
significantly between those using precise, improved, or
modified versions. This implies that identity continuity is
preserved when digital representation remains anchored in the
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user’s core self-image.

These findings support the idea that self-presence arises
from the encoding of the subjective self-image, not its objective
replication. While customization using original traits may
enhance realism, psychological presence is strengthened when
digital identity reflects what the user finds personally
significant. This perspective aligns with prior research
emphasizing the role of transformation and idealization in
digital self-representation.

H10: Self-presence is positively associated with the presence of
communication participants.

To test the tenth hypothesis, which posits that the
presence of communication participants and self-presence will
be positively associated, the indicator of ongoing
communication with other users was used. The level of self-
presence was assessed using the Cross-Media Self-Presence
Questionnaire (CM-SPQ), which includes three subscales:
body-level, emotion-level, and identity-level self-presence.

The results are summarized in the dissertation in Table
55. Descriptive statistics and the results of the examination of
normal distribution for the level of self-presence (CM-SPQ) in
the whole sample of respondents (N = 227). Since all variables
were not normally distributed, Spearman’s rank correlation
coefficient was applied. Statistically significant positive
correlations were found between ongoing communication and
all three levels of self-presence.

Ongoing communication with other users was
positively associated with body-level, emotion-level, and
identity-level self-presence.

These findings indicate that interpersonal interaction
within the digital environment reinforces the user’s
psychological connection to their digital identity. When users
actively communicate, their digital self-representation gains
emotional relevance and experiential salience, contributing to a
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stronger embodied presence. This supports the idea that self-
presence is socially constructed and emerges through
continuous recognition and feedback from others.

The observed associations reflect that communication
activates the digital identity as a psychologically meaningful
structure. As users engage in interaction, their digital identity
becomes an extension of the self rather than a symbolic
placeholder. This process aligns with prior research
emphasizing the role of social presence in enhancing the
experience of being digitally embodied and emotionally
involved (Biocca, 1997; Carr & Hayes, 2015).

These results also support the notion that identity-level
self-presence develops through social validation. The presence
of others contributes to the fusion between digital identity and
core identity by reinforcing perceived authenticity and
emotional engagement within the digital environment.

H11: The duration of interaction with digital identity will be
positively associated with the level of self-presence.

To test the eleventh hypothesis, which posits that the
duration of interaction with digital identity will be positively
associated with the level of self-presence, correlation analysis
was conducted. The duration of interaction was measured by the
number of hours per week respondents spend online. The level
of self-presence was assessed using the Cross-Media Self-
Presence Questionnaire (CM-SPQ), which includes three
subscales: body-level, emotion-level, and identity-level self-
presence.

The results are summarized in the dissertation in Table
47. Descriptive statistics and the results of the examination of
normal distribution for duration of interaction (hours per week
users spend online) and Table 55. Descriptive statistics and the
results of the examination of normal distribution for the level of
self-presence (CM-SPQ) in the whole sample of respondents (N
= 227). Since all variables were not normally distributed,
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Spearman’s rank correlation coefficient was used.

A statistically significant positive correlation was
found between duration of interaction and body-level self-
presence (rs = .34, p < .001), emotion-level self-presence (rs =
.29, p<.001), and identity-level self-presence (rs =.19, p <.01).

A statistically significant positive association was
found between the duration of interaction with digital identity
and all three levels of self-presence.

These findings suggest that prolonged time spent online
supports self-presence not by itself, but when linked to
meaningful engagement with digital identity. Users who
interact with their digital self-representation more frequently
tend to experience higher embodiment, emotional involvement,
and identity-level presence.

This supports earlier studies indicating that active use
of digital identity over time increases psychological salience
and contributes to the integration of digital representation into
the user’s sense of self (Skadberg & Kimmel, 2004;
Csikszentmihalyi, 1990; Lee, 2004). The association reflects
not just time, but how this time is used — through expression,
interaction, and digital identity management.

H12: Self-presence is positively associated with immersion.

To test the twelfth hypothesis, which posits that self-
presence is positively associated with immersion, a correlation
analysis was conducted. The level of self-presence was assessed
using the Cross-Media Self-Presence Questionnaire (CM-SPQ),
which includes three subscales: body-level, emotion-level, and
identity-level self-presence. The level of immersion was
measured using the Extended Game Immersion Questionnaire
(E-GIQ), which includes three subscales: engagement,
engrossment, and total immersion.

The results are summarized in the dissertation in Table
47 and in Table 55. Since all variables were not normally
distributed, Spearman’s rank correlation coefficient was used.

Statistically significant positive correlations were
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found between body-level self-presence and all three
immersion indicators: engagement (rs = .27, p < .001),
engrossment (rs = .34, p <.001), and total immersion (rs = .66,
p < .001). Emotion-level self-presence was also positively
associated with engagement (rs = .41, p < .001), engrossment
(rs = .30, p < .001), and total immersion (rs = .65, p < .001).
Identity-level self-presence was significantly correlated with
engagement (rs = .22, p = .001) and total immersion (rs = .38, p
<.001), but not with engrossment (rs = .38, p > .05).

A statistically significant positive association was
found between all three dimensions of self-presence and most
stages of immersion.

Body-level and emotion-level self-presence were
positively associated with engagement, engrossment, and total
immersion. These results suggest that when users feel
physically and emotionally connected to their digital self-
representation, they are more likely to experience immersion
across all stages. The findings support the idea that bodily and
emotional dimensions of self-presence develop gradually and
remain stable throughout the immersion process, reinforcing the
user’s subjective experience of presence in the digital
environment.

Identity-level self-presence was associated with
engagement and total immersion, but not with engrossment.
This indicates that identity-level self-presence follows a non-
linear pattern across immersion stages. At the engagement
stage, users apply identity-relevant traits in shaping their digital
representation. At the engrossment stage, this influence
becomes less conscious, and emotional and sensory
involvement dominates. At the total immersion stage, identity-
level self-presence becomes salient again, as digital self-
representation starts to influence the user’s core identity. These
findings support the idea that identity-related processes re-
emerge at deeper levels of immersion and contribute to the
fusion of digital and real-world identity.

The results confirm that self-presence plays a central
role in the immersion experience. Body-level and emotion-level
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self-presence follow a continuous trajectory, while identity-
level self-presence exhibits a break—reconnect dynamic. This
supports theoretical assumptions that psychological absorption
enhances not only situational presence but also long-term
integration of digital identity into the user’s self-concept.

Overview of the components related to digital identity

While detailed interpretations of each hypothesis are
presented in the dissertation, this section provides an integrated
overview that highlights the essential findings.

To consolidate the results, the following configuration
table summarizes the relationships between psychological
constructs related to digital identity. Each hypothesis is listed
alongside its confirmation status and the specific associations it
tested — including customization, control, selective self-
representation, self-presence, immersion, and social interaction.
The overview illustrates how different mechanisms function
across the process of digital identity development and which of
them contribute most significantly to the fusion between digital
self-representation and the user's core identity.

The results are summarized in the dissertation in Table
56. Configuration of measured components across theoretical
constructs associated with digital identity and in Figure 7.
Theoretical configuration model of digital identity.
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Figure 7. Theoretical configuration model of digital identity

Building on the results, the theoretical configuration
model integrates empirical findings into a structured framework
that connects user behaviors, identity strategies, and immersion
processes. It offers a dynamic and psychologically grounded
view of digital identity development, illustrating how adaptive
interactions and personalization practices shape the experience
of self within the digital environment. The full explanation of
the model is provided in the dissertation.
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Discussion

The research addresses an important gap in
cyberpsychological research by operationalizing the core
processes of self-presence (at body-level, emotion-level, and
identity-level) and immersion (through engagement,
engrossment, and total immersion), and by integrating these
constructs into a theoretical configuration model. This model
presents a coherent, multidimensional, and psychologically
adaptive structure of components related to digital identity,
revealing how user behavior, self-regulation strategies, and
contextual factors jointly influence the user’s experience of self
in the digital environment.

Theoretical and methodological basis of the doctoral thesis

The theoretical framework of the dissertation is rooted
in interdisciplinary perspectives from cyberpsychology, social
psychology, and media psychology. The research draws on
established constructs such as digital identity, digital self-
representation, self-presence, immersion, customization,
control, and social interaction, aiming to understand how these
mechanisms contribute to the fusion between digital
representation and the user’s core identity among digital
natives.

The core concept of digital identity is examined not as
a static or purely visual image but as a dynamic psychological
construct, shaped by user behavior, feedback mechanisms, and
personal motivation (Bargh, McKenna & Fitzsimons, 2002;
Talamo & Ligorio, 2001). The phenomenon of self-presence is
conceptualized as a  multi-dimensional  experience
encompassing body-level, emotion-level, and identity-level
engagement with one’s digital self-representation (Biocca,
1997; Ratan, 2012). These dimensions were operationalized
using the newly developed Cross-Media Self-Presence
Questionnaire (CM-SPQ).

To assess the user’s immersive experience in the digital
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environment, the model by Brown and Cairns (2004) was
adapted and expanded into the Extended Game Immersion
Questionnaire (E-GIQ), tailored to digital identity use.
Immersion is defined as a psychological state of absorption
within the digital environment, progressing through the stages
of engagement, engrossment, and total immersion, and
supported by both identity expression and regulation of
interactions (Witmer & Singer, 1998; Csikszentmihalyi, 1990).

The research also integrates the Proteus effect (Yee &
Bailenson, 2007), which posits that digital self-representations
can influence user behavior and self-concept over time. The
present research extends this idea by demonstrating that fusion
between digital identity and core identity occurs only under
specific psychological conditions, including sustained
interaction, deep immersion, and meaningful social validation.

Methodologically, the research employed a quantitative
design, using both validated instruments and newly developed
measures. Psychometric validation, correlational analysis, and
multivariate procedures were used to examine twelve
hypotheses, each assessing the relationships between
psychological components related to digital identity, such as
digital identity use, selective self-representation, self-presence,
immersion, and social interaction.

Key empirical results and theoretical contributions

The theoretical configuration model developed in the
dissertation integrates all empirical results into a coherent
psychological system. The model demonstrates how user
behaviors, digital self-representation strategies, and contextual
factors contribute to the internalization and experience of digital
identity. It presents a psychologically adaptive and
multidimensional framework, emphasizing that digital identity
is not a static construct, but an evolving psychosocial
phenomenon.

At the core of the model is the process of digital identity
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use, operationalized through customization and control. As
demonstrated in H1, ongoing adjustments and platform-based
regulation were positively associated with social interaction,
indicating that digital identity is not merely a functional element
but is co-constructed through social processes (Triberti et al.,
2017; Pefia et al., 2021).

The construct of selective self-representation
(investigated in H2, H3, H6, and H9) was shown to influence
social interaction, self-presence, and immersion depending on
the type of self-representation strategy used. Users who
employed improved or modified versions of self demonstrated
greater emotional engagement and identity-level self-presence,
whereas those using a precise copy or an alternative version of
self showed lower levels of psychological integration and
communication (Gorini et al., 2011; Rahill & Sebrechts, 2021).

Findings from H4 and H8 revealed that control over
digital identity interactions plays a more central role than
customization in achieving both total immersion and
multidimensional self-presence. Control allows users to
manage their digital representation, regulate interactions, and
maintain autonomy — key conditions for psychological
absorption (Witmer & Singer, 1998; Ryan & Deci, 2017).
While customization enhances engagement and body-level self-
presence, it is not sufficient for deeper psychological
connection.

Hypotheses H5 and H10 confirmed the amplifying role
of social interaction in digital identity experiences. Ongoing
communication with other users was positively associated with
immersion and self-presence, reinforcing the user’s
psychological identification with their digital self-
representation (Carr & Hayes, 2015). Hypotheses H7 and H11
emphasized that duration of interaction contributes to
immersion and self-presence only when this time is invested in
identity-relevant, meaningful activity (Skadberg & Kimmel,
2004).

Hypothesis H12 identified self-presence as a key
mediator of immersion. Body-level and emotion-level self-
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presence were consistently associated with all immersion
stages, while identity-level self-presence followed a break—
reconnect pattern: it emerged during engagement, weakened
during engrossment, and returned under total immersion, where
identity fusion can occur (Brown & Cairns, 2004; Yee &
Bailenson, 2007).

The resulting model provides a novel conceptual
structure for understanding the psychological architecture of
digital identity, grounded in evidence from all twelve tested
hypotheses. The model identifies distinct, yet interconnected,
components:

o Digital identity use (customization and control),

o Selective self-representation (encoding of subjective
self-image),

o Social interaction (as a source of validation),

o Duration of interaction (as a stabilizing condition),

o Immersion (as experiential depth),

e Self-presence (as the mechanism of internalization).

These elements support the fusion of digital self-
representation with the user’s personal identity, forming the
psychological foundation of presence in the digital
environment.

Research limitations

Limitations that may affect the interpretation and application of
the obtained data are:

(1) The research used a non-experimental, cross-sectional
design, relying exclusively on self-reported data.
Although significant correlations were found between
digital identity use, self-presence, immersion, and
social interaction, causal conclusions cannot be drawn.
This limits the ability to determine whether changes in
one variable actively influence another.

(2) The research focused solely on digital natives — users
who have developed digital identity as an integral part
of their personal and social development. Therefore,
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(3)

4)

()

the results cannot be generalized to all digital social
technology users. Digital immigrants, who experience
digital interaction differently, may follow distinct
psychological mechanisms.

All data were collected through self-report measures.
While the adapted CM-SPQ and extended E-GIQ
scales showed acceptable psychometric properties, they
do not capture unconscious or behaviorally embedded
psychological mechanisms. The use of additional
implicit or physiological data (e.g., reaction times,
biometric indicators) could enhance measurement
validity.

Immersion was examined as an outcome of digital
identity use and self-presence, but a possible reciprocal
influence — where immersion reinforces digital identity
and self-presence over time —was not assessed. Further
studies should consider bidirectional pathways.
Although the constructs of body-level, emotion-level,
and identity-level self-presence were conceptually
separated, further scale refinement is needed to better
distinguish these levels across varied digital contexts.

Further planned research

1)

)

3)

To conduct experimental studies that manipulate
customization, control, or social interaction variables to
test their direct causal impact on self-presence and
immersion. Such studies would allow for a clearer
understanding of underlying psychological processes.
To expand the sample by including digital immigrants
and comparing their digital identity strategies with
those of digital natives. This will help determine
whether the theoretical configuration model is
applicable across generations and user types.

To introduce multimodal measurement strategies
combining  self-reports  with  behavioral and
physiological indicators (e.g., latency-based tasks,
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biometric sensors, usage logs) to validate key
constructs such as immersion and self-presence in real-
time settings.

(4) To conduct longitudinal studies that explore how long-
term engagement with digital identity affects the fusion
between digital self-representation and core identity.
This would clarify whether immersive experiences
contribute to identity change over time.

(5) To adapt the model to platform-specific contexts (e.g.,
avatar-based vs. social media platforms) and
investigate how interaction features and interface
affordances shape digital identity use and user
presence.

Practical significance of the thesis research

The results of the dissertation are relevant to the field of social
psychology and digital self-regulation in the following ways:

(1) The proposed theoretical configuration ~model
contributes to the understanding of digital identity as a
socially embedded and psychologically adaptive
construct. It highlights how users manage and
internalize their digital self-representation through self-
regulation, immersion, and interaction.

(2) The research introduces the Cross-Media Self-Presence
Questionnaire (CM-SPQ), which enables researchers to
assess self-presence at the body, emotional, and
identity levels. This tool supports future social
psychological research on user presence and identity
development in digital environments.

(3) The empirical findings emphasize the importance of
self-regulation mechanisms — particularly control over
digital identity — for enhancing psychological
immersion and presence. These insights may be used in
interventions targeting digital well-being, online
behavior, or digital competence development.

(4) The research supports the use of self-representation
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strategies in socially meaningful digital environments
(e.g., online education, youth programs, virtual support
groups). The results can inform training and
development activities that help individuals form
psychologically coherent and socially responsive
digital identities.

(5) The research’s focus on digital natives offers new
perspectives for educational psychologists and youth
specialists working with digitally embedded identity
processes. It provides a research-based foundation for
supporting identity exploration, psychological safety,
and adaptive self-development online.

Conclusion

The aim of this research — to uncover the
interrelationships among key psychological components related
to digital identity and to propose an empirically grounded
theoretical model reflecting their dynamic configuration among
digital social technology users, with a specific focus on digital
natives — has been successfully achieved. The empirical
findings confirmed that digital identity is not a static or
superficial construct, but rather a psychologically embedded,
dynamically regulated self-representation, shaped by processes
of customization and control, selective self-representation,
social interaction, and duration of interaction within the digital
environment.

Through the application of statistically validated
instruments — the Cross-Media Self-Presence Questionnaire
(CM-SPQ) and the Extended Game Immersion Questionnaire
(E-GIQ) — the research confirmed the factorial validity of the
constructs self-presence and immersion, as well as their
relevance for understanding the fusion between digital self-
representation and the user’s personal identity.

During the research process, twelve hypotheses were
tested, exploring the relationships between the process of using
digital identity (customization and control), selective self-
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representation, duration of interaction, social interaction, self-
presence, and immersion.

The research findings allow the following conclusions to be
drawn:

1. The process of using digital identity (customization and
control) is positively associated with users’ social
interaction within the digital environment, confirming
that digital identity construction is a socially embedded
and dynamic process.

2. The types of selective self-representation are associated
with users’ social interaction; however, this association
is observed only for certain indicators, suggesting that
self-representation is primarily identity-driven rather
than socially driven.

3. The process of using digital identity (customization and
control) is related to the types of selective self-
representation, but this association is not universal,
indicating that customization plays a role in shaping
self-representation strategies, while  control
mechanisms serve primarily for privacy and security
purposes.

4. Customization of digital identity increases user
engagement, while control over digital identity
interactions enhances deeper levels of immersion
(engrossment and total immersion), highlighting the
dual role of these processes in sustaining immersive
experiences.

5. Social interaction fosters immersion, particularly by
influencing engagement and total immersion,
confirming that immersion is socially guided at the
initial stages and becomes increasingly autonomous at
deeper levels.

6. Increasing personalization of digital identity (using
original characteristics) does not enhance immersion;
instead, users who modify or augment their digital self-
representation experience higher levels of immersion.

7. The duration of interaction with digital identity is
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positively associated with immersion, particularly at

the levels of engrossment and total immersion,

indicating that immersion transforms users’ perception
of time within digital environments.

8. Customization of digital identity enhances body-level
self-presence, while control over interactions within the
digital environment strengthens self-presence across all
three levels (body-level, emotion-level, and identity-
level).

9. The types of selective self-representation are related to
self-presence in different ways: modified or improved
versions of self enhance body-level and emotion-level
self-presence, while identity-level self-presence is
strengthened when digital identity reflects personally
meaningful characteristics.

10. Ongoing communication with other users positively
influences all levels of self-presence, confirming the
essential role of social interaction in reinforcing the
psychological ~ connection  with  digital  self-
representation.

11. The duration of interaction with digital identity
positively influences all levels of self-presence,
indicating that prolonged and meaningful engagement
enhances the psychological integration of digital
identity.

12. Self-presence is positively associated with immersion.
While body-level and emotion-level self-presence
evolve progressively through all stages of immersion,
identity-level self-presence is fully realized only under
conditions of total immersion.

The results of this research provided an empirical basis
for the development of a theoretical model that reflects the
configuration of these components, demonstrating how the
process of use, selective self-representation, duration of
interaction, and social interaction collectively contribute to self-
presence and immersion within the digital environment.

152



Acknowledgments

I would like to express my profound gratitude to Dr.
psych. Aleksejs VVorobjovs, Professor, whose intellectual depth
and humanistic vision profoundly transformed my perspective
on the world, on the nature of the human being, and on identity
itself. His guidance was pivotal in shaping the conceptual
foundation of this dissertation and ultimately led me toward the
development of a new understanding of digital identity.

I am sincerely thankful to Dr. psych. Aleksejs Ruza,
Associate Professor, whose insight and encouragement inspired
me to reorient the focus of this dissertation. His strategic vision
and thoughtful advice played a crucial role in the development
of my research and helped me make decisions that were both
timely and essential for the advancement of this academic path.

I extend heartfelt thanks to Dr. psych. Jelena Levina,
Independent Researcher, who not only agreed to act as my
scientific consultant but became a true collaborator in the
development of the core ideas of this dissertation. Her
intellectual generosity, creative contributions, and willingness
to share her expertise greatly enriched this research.

I am grateful to the leadership of RISEBA University
of Applied Sciences for their institutional support, particularly
in facilitating the dissemination and publication of my research
findings. This support has been instrumental in bringing this
work to the wider academic community.

Finally, and most deeply, I wish to thank my wife,
Tatjana Deineka-Dombrovska, for her immeasurable
emotional support. She stood by me not only when | made the
difficult decision to change the direction of this dissertation but
throughout every failure and every moment of success. Though
not formally familiar with the content of this work, she is in
many ways a co-author — relieving me of daily responsibilities,
providing unwavering encouragement, and inspiring me to
complete what | had started. Without her, this dissertation
would not have been possible.

153



