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Struktura prezentace

K éemu slouzi Jak jste na tom Vy? Predstaveni DDU +
reserse? jednotlivych nastroju budoucnost?



K cemu reserse?

-




K cemu je to dobré

« Vyzkumny zamér zpravidla neni zcela izolovany od soucasného
zjisténi; jedna se jen o kousek skladacky (Ridley, 2012)

« Literature reviews should be succinct and (...) give a picture of the

state of knowledge and of major questionsin your topic area. (Bell,
2010: 112)

« [In aliteraturereview a writer] extracts and synthesises the main
points, issues, findings and research methods which emerge from a
critical review of the readings. (Nunan, 1992: 217)



K céemu je to dobré

Byl to podivuhodny ¢lovicek. Vystiidal prekvapujici mnozstvi povolani z toho divodu, Ze povazoval za

nedistojné, aby nékoho poslouchal. Teta tomu fikala vrozena hrdost. O postaveni, které si nakonec ziskal,

se minéni rozchazeji.

Teta Katefina fikd, Ze byl védeckym pracovnikem. Ja jsem toho nazoru, Ze mél malou tovarnicku na
n&jaké Cistici prostredky, a Saturnin jednou fekl, Ze podle toho, co slySel, to byla tovarna na katastrofy.
Skoro bych fekl, Ze mame pravdu vSichni.

Saturninovo tvrzeni je jako obvykle ponékud piechnané, ale nelze upfit, Ze ve strycové tovarné se opravdu
udala cela fada nehod, a je téméf neuvétitelné, Ze pii nich nikdo neztratil Zivot. Na to tedy Saturnin
naraZzel, kdyZ prohlasil, Ze stryc mél tovarnu na katastrofy. Aspon se domnivam, Ze to tak bylo mySleno,
protoze Cistici prostiedky, které stryc vyrabél, byly sice velmi $patné, ale prece K jejich oznaceni nelze
dobfe uziti slova katastrofy.

Nazor tety, Ze stryc byl védeckym pracovnikem, také neni mozno plné vyvratit. V uréitém smvslu slova
byl ¢lovékem, ktery objevil celou fadu chemickych poucek a pravidel nejrizné
pravidla uz pied nim objevili jini, ale stryc o tom nic nevédél, a nelze proto jeho zasluhy piehliZet.

ProtoZe chemii viibec nerozumél, byly cesty jeho objevi posety trny a zkropeny potem, ale tim vétsi byla
jeho radost ze ziskani zkuSenosti. Nebylo mu Ize upfit sportovniho ducha. Podobal se ¢lovéku, ktery po
ovladnuti malé nasobilky prohlasil svym ucitelim: "Dal uz mi nic nefikejte. Nechei nic slySet o tom, Ze
pan Pythagoras, Eudoxus, Euklides, Archimédes a tak dale vymyslili to a to. Nepotiebuji tyt z lolm co

objevili jini. Dejte mi papir, tuzku a kruzidlo a nechte mne na pokoji. VSak ja na to prndu sam."

A stry¢ek opravdu na leccos piisel. Tak napiiklad zjistil pfi pokusu, ktery mél velmi vzrudujici prubéh, ze
lit \'odu du k)’\‘L“HV iu blhml a \'uhu: mu nuxldilo h tento po/n.m.k kun.km(.ii \'viz'\dhn\'l mohl /is‘kul

Chemie byla mu panenskou pevninou, rozto¢enym vétrnym zamkem, plnym dvefi, které se otviraly
tajemnymi formulemi. Neznal nazvoslovi, ignoroval valenéni koncovky a Zasl, kdyZ mu ve zkumavkach a
kiivulich Sumély prudké chemické reakce.

Podoben stiedovékému alchymistovi pachtil se za preludem, padal a zase se zvedal, jenZe na konci jeho
cesty nezafil kimen mudrei, nybrZ univerzalni mydlo. Mydlo, vyrobené z bezcenného svinstva
nepatrnymi vyrobnimi naklady, ale vysledek: skvost.

Na oltaf tohoto svého snu kladl stryc Frantisek ob&ti v podobé nejriiznéjsich zranéni a popélenin,
vysypanych oken v laboratofi a nebezpecnych nehod v tovarné. Jednou byl dokonce ztlucen rozzurenymi
délniky, ktefi na jeho rozkaz smichali dvé suroviny a nestacili pak skakat okny ven.

Témito stalymi nehodami byl personal nakonec donucen Zit ve stalém stfehu, a tak se stalo, Ze jednou
doslo ke zbytecnému poplachu. Dé€lnici michali v kadi jakousi podivnou smes, a dilovedouci se ptal
stryce Frantiska, co z toho vlastné bude. Stryc byl zachmufen a v zachvatu nahlé upfimnosti fekl: "Vi
buh." Byl velmi prekvapen, kdyz po této lakonické odpoveédi jeho spolupracovnici propadli panice a dali
se na zbésily utek. Domnivali se, Ze stryc fekl: "Vybuch."

Saturnin tvrdi, Ze star$i délnici fikali, Ze maji povinnosti ke svym Zenam a détem, a odchazeli ze strycovy
tovarny, aby dali prednost bezpecnéjsi praci v blizké tovarne na tfaskaviny.

Po kazdé nehodé leZel stryCek na starodavnem divanu ze zelen¢ho plyse a tiSe sténal. Tu prichazeli pratelé]
a znami a s vycitavym vykfikem "Pane tovarniku!" nebo "Kamarade!" usedali na zZidle s rakosovym
vypletem a ptali se, co se vlastné stalo.

Strycek unavenym hlasem naznacil, ze provadél pokus dalekosahlého vyznamu, zapletl do feci nékolik
technickych vyrazi a s ledabylosti odbornika mluviciho pied laikem fikal straslivé chemické nesmysly.
Poté mu znami potfasli rukou, projevili pfesvédceni, Ze co nevidét bude zase vechno v nejlepsim
poradku, a odchazeli po vrzajicich dievénych schodech s myslenkou: "Vzacny to muz!"
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Connected Papers

o Vjakém kontextu jsou dané studie citovany?
« Dohleda prace navazujici na nasi publikaci
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The effect of violence and competition within video games on aggression Prior wor v Ustview 3% Fliters s More

Origin paper

The effect of violence and competition within video games on
aggression

The effect of violent, competitive, and multiplayes
games on aggression

The effect of competitive context in nonviolent video games
on aggression: The mediating role of frustration and the

Fight fire with rainbows: The effects of displayed violence,
difficulty, and performance in digital games on affect,

re losers? A reexamination of the frustration-aggression
hypothesis for colocated video game play.

Short-Term Effects of Competitive Video Games on
Aggression: An Event-Related Potential Study

The Longitudinal Association Between Competitive Video
Game Play and Aggression Among Adolescents and Young

www.ssoarinfo Sore Losers? A Reexamination of the
Frustration- Aggression Hypothesis for Colocated Video

Comparing Apples and Oranges? Evidence for Pace of Action
as a Confound in Research on Digital Games and Aggression

1 Only the Violence?: The Effects of Violent Video Game
Content, Difficulty, and Competition on Aggressive Behavior

The effect of violence and competition within video
games on aggression

0Q save

$2 TLDR: The findings of this study further support the notion
that competition rather than violence within video games
impacts aggression
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o« Vjakém kontextu jsou dané studie citovany?
« Assistant
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Kdykoli mm The effect of violence and competition within video games on aggression
Od 2024 A Dowsett, M Jackson - Computers in Human Behavior, 2019 - Elsevier

0Od 2023 ... violence within video games impacts aggression. Future research should assess ways to ...

Od 2020 fair play within video game communities to reduce the impact of competition on aggression. ..

Vlastni ot ¥¢ UloZit 99 Citovat Podet citaci tohoto Elanku: 76 Souvisejici Elanky VSechny verze (poget: 6)

% 2 1

Ask simple questions and got Get unblocked on whatever you're Effectively use information
reliable answers from the full-texts writing, whether it's a simple blog from research articles to
of millions of research articles post, essay, or a grant proposal support your research tasks

Hiedat mm Does playing violent video games cause aggression? A longitudinal

intervention study
S Kihn, DT Kugler, K Schmalen... - Molecular ..., 2019 - nature.com
€ On the basis of the research question whether violent video game playing enhances
Sefadit podie data aggression and reduces empathy, the focus of the present analysis was on time by group ...
Y¢ Ulozit 99 Citovat Podet citaci tohoto &lanku: 296 Souvisejici &lanky VSechny verze (poget: 10)

Zkontrolovat ¢lanky
mm The spreading impact of playing violent video games on aggression
T Greitemeyer - Computers in human behavior, 2018 - Elsevier
v/ zahmout citace ... As the present study shows, even individuals who do not play violent video games may
have higher levels of aggression if they are connected to violent video game players.

&4 Vytvorit Y¢ Ulozit 99 Citovat Podet citaci tohoto Elanku: 109 Souvisejici &lanky Vsechny verze (podet: 5)
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U ceho bychom se mohli pozastavit?

write a paragraph about Impact of manipulative messages on mental health on several examples

o abhl

The impact of manipulative messages on mental health can be profound, as evidenced by various studies. For instance, research has shown that time spent using social media,
including exposure to manipulative content, can have a significant impact on mental health, with effects comparable to those of dietary facto yne e ). Additionally,
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safeguard individuals' well-being.
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Computers in Human Behavior

SEVIER journal homepage: http://www.elsevier.com/locate/comphumbeh
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Does time spent using social media impact mental health?: An eight year a
longitudinal study
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Full length article |
eck
lat:

Sarah M. Coyne , Adam A. Rogers, Jessica D. Zurcher, Laura Stockdale, McCall Booth
Brigham Young University, USA
R s

SNSs and heightened levels of adolescent depression and anxiety (Ban-
janin, Banjanin, Dimitrijevie, & Pantic, 2015; Barry, Sidoti, Briggs,
Reiter, & Lindsey, 2017; Pantic et al., 2012; Woods & Scott, 2016),
particularly among girls (Viner et al., 2019). The link between social
media time use and mental health is also evidenced by high profile news
articles with headlines such as “Have Smartphones Destroyed a Gener-
ation?” (Twenge, 2017b) and “Social Media Linked to Rise in Mental
Health Disorders” (Charles, 2019). However, other studies contest
connections between adolescent social media time use and associations
with anxiety and depression. For example, a number of reviews and a
recent meta-analysis suggest that the link between social media and
mental health is mixed or tenuous at best (e.g., Best, Maktelow, &
Taylor, 2014; Huang, 2018). Indeed, a recent analysis found that the
effect of screen time (including social media) on mental health was as
large in effect size as the impact that eating potatoes has on mental
health (Orben & Przybylski, 2019).
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The association between adolescent well-being
and digital technology use

AmyOrben®™ and Andrew K. Przybylski©"2

The widespread use of digital technologies by young people has spurred speculation that their regular use negatively impacts
psychological well-being. Current empirical evidence supporting this idea is largely based on secondary analyses of large-scale
social datasets. Though these datasets provide a valuable resource for highly powered investigations, their many variables
and observations are often explored with an analytical flexibility that marks small effects as statistically significant, thereby
leading to potential false positives and conflicting results. Here we address these methodological challenges by applying speci-
fication curve analysis (SCA) across three large-scale social datasets (total n =355,358) to rigorously examine correlational
evidence for the effects of digital technology on adolescents, The association we find between digital technology use and ado-
lescent well-being is negative but small, explaining at most 0.4% of the variation in well-being. Taking the broader context of
the data into account suggests that these effects are too small to warrant policy changﬂ
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(median f#=-0.013, median n 034, partial 4*<0.001, ‘median
\mnd.lrd error= ) and eating fruit (median = —0.005, median
4 0.001, median standard error=0.004).

Ther > is a :.mal.ler posmve as$0C n for drinking milk (median
=0.014, median n=60,021, partial #°<0.001, median standard
004). Lastly, there is a larger positive association for eating

fast (median f 16, median n=34,010, partial »*=0.013,
median standard error=0.006) and getting enough sleep (median




write a paragraph about Impact of manipulative messages on mental health on several examples [

lﬁg 6 Qo2

The impact of manipulative messages on mental health can be profound, as evidenced by various studies. For instance, research has shown that time spent using social media,
including exposure to manipulative content, can have a significant impact on mental health, with effects comparable to those of dietary factors Coyne et al. (ZOZ_EJJAdditionally,
the use of highly-visual social media has been linked to internalizing symptoms in adolescents, highlighting the potential negative impact of visual manipulative content on

psychological distress, cyberaggression, and victimization, exacerbating mental health issues among vulnerable individuals (Cénat et al., 2018; Ruiz et al., 2019). The COVID-19
pandemic has also brought to light the reciprocal impacts of digital inequalities, with the absence of traditional rituals and the burden of not being present for the last moments
of loved ones contributing to unqualified impacts on mental health and grief processes (Beaunoyer et al., 2020). These examples underscore the multifaceted ways in which
manipulative messages in the online environment can detrimentally affect mental health, emphasizing the need for critical evaluation and regulation of online content to
safeguard individuals’ well-being.
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Violent Video Game Effects on
Aggression, Empathy, and Prosocial
Behavior in Eastern and Western
Countries: A Meta-Analytic Review.
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feelings, and behavior in the laboratory
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‘game violence effects literature: A
meta-analytic review
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DDU

Zpracujte reSersina libovolné, Vam odborné blizké téma na cca %
strany nebo delsi. VyuZivejte standardnich vyhleddvacl (G-scholar
atp.)

Na stejné téma zpracujte resersi za pomoci Al nastrojl (cca % strany)
—je povoleno ctrl+c, ctrl+v. Pod text napiSte nastroje, které jste
vyuZzili v¢. presnych promptd.

Do tretiho odstavce sepiste kratkou reflexi. Zohlednéte rozdily mezi
témito dvéma postupy, vyhody/nevyhody, kvalitu atd.




Vyuzivat nebo ne?

Co bychom jako absolventi VS méli umét?
K cemuje ndm to dobré?

Cteno Al, psdno Al, konceptualizovano Al...
Nevytrati se z toho zajimavost?

Current Opinion in Microbiology

501

Fantastic yeasts and where to find them: the
hidden diversity of dimorphic fungal pathogens

@ Show more

Spoléhat se na ,,automat®, kdyz nevime, jak funguje?
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