3KOHOMUKA

DOI: 10.48137/23116412_2023_4_71
YOK: 338.46

Anppeit UHLLAKOB,
Bnapnmup EFTOPOB

HHAYCTPUSA BUOEOUIP:
9KOHOMHUYECKH AHAJIU3 U OB30P
COBPEMEHHBIX HUCCJIEJOBAHHUUA

AHHOTaUMA

Buoeonrpbl — 3TO OAMH N3 CaMbliX MONYASPHbLIX U AOCTYMHbIX BUAOB pas-
BneyeHnin. OHM NPUBNEKAIOT BHUMAaHME Ntoael BCeEX BO3PACTOB M MHTEPECOB,
OT oeTten oo B3pocnbix. OQHaKo, C pa3BUTUEM TEXHOJIOTUI N NOSBNIEHNEM
HOBbIX NM'POBbLIX XXaHPOB, NCCiegoBaHNA BNOEOUrp CTaAaHOBATCA BCe bonee
akKTyaJibHbIMW. Vlccnep,osaHm BNOEOUTP NPOBOAATCA B PA3JINHHBLIX o6nacmx,
BKJ1H04AS MCUXOJIOrMIO, COLMOIONNIO, 3KOHOMUKY, MegmanccnenoBaHus n
apyrve. OgHon N3 rnaBHbIX TEM NCCNea0oBaHN ABNSETCS BIUSIHNE BUOEOUTP
Ha ncmxmndeckoe 340poBbe UTPOKOB. Muorue nccnegoBaHnd Noka3biBakoT,
4TO AnnTesibHOe BpeM4, npoBeaeHHoOe 3a urpamMmm, MoXeT npmnBecTn K CHUN-
XEHWNIO KOHLEHTpauumW, yXyaueHno cHa n apyrum npodnemam. OgHako He
BCE nccnengoBaHma noarBep>XaalnT HeratTMuBHoe BJIAHME BUOEOUTP. O}J,HVI
yKa3bIBAOT Ha TO, YTO UrPbl MOIyT NOMOYb Pa3BMBaTb COLMASIbHbIE HABbI-
KW, yAy4LwaTb KOOPAMHALMIO OBUXEHMIA 1 NOBbILWATb YPOBEHb UHTENNEKTA.
,El,pyrvle NMOKa3bIBalOT, HTO BUAOAEOUTPbl MOT'YT ObITb MOMIE3HbI anga ynydweHuna

HUHIIIAKOB AHapeii AneKceeBHY — MIIQIIINI Hay4YHBINA coTpyAHUE POY mMm. I. B. [lnexaHoBa.
Anpec: 117997, Poccus, MockBa, CTpeMsAHHEBIN Ilepeyiok, A.36. E-mail: aero789@mail.ru ORCID:
0000-0003-4682-9685

ET'OPOB Baagumup I'eoprueBud — JOKTOP 9KOHOMUYECKUX HAYK, JOKTOP UCTOPUYECKUX HaYK,

npodeccop kadeapbl MOTUTHIECKON SKOHOMUU U UICTOPUM S9KOHOMMYeCKoH Hayku POY um. T. B. Tlne-
xaHoBa. E-mail: korrka@mail.ru ORCID: 0000-0002-2473-8590

KirioueBble cjioBa: OCMBICIEHUE UTPOBOTO IIPOCTPAHCTBA, HAIIPpaBJIC€HUA U3Y4YE€HUA BUAEOUTD,
UrpoBasi UHAYCTpPUs, I_[I/ICI)pOBaH 9KOHOMUEKA, UT'POBBIE KOHCOJIU, paspa60TIca urp, METOAbI UCCJIEAOBA~
HUI BUEO0 UTP, BHYTPUUTPOBasA 9KOHOMHUKA, XyJOKECTBEHHbBIE Y€PTHI BUAECOUTD.

4(40)/2023 MocTcoBETCKUIA MaTepuK 71



DKOHOMMUKA

KOFHUTUBHbBIX PYHKLUUIA Y MOXUNbIX moaen. iccnepoBaHus BUAEOUTP MOIyT
NOMOYb NOHATb, Kak UTPOKN B3ANMOLENCTBYIOT C UrPaMn U Kak OHU BOCTIPU-
HUMaIOT UFPOBOM KOHTEHT. Hanpumep, nccnenoBaHust MOryT U3y4aTb, Kak
WrPOKU UCNONBL3YIOT UTPOBbIE MEXaHWUKU, U KaKMEe 3NIEMEHTbI UIP UM HPaBATCA
6onblle Bcero. B uenom, kak HoBas coumanbHas peanbHOCTb BUOEOMUPbI
SIBNSAIOTCH BaXXHbIM HanpaB/ieHWeM Hay4HbIX ccrnegosaHuii. iccneposartenm
CTPEMATCH MOHATb, Kak UrPbl BANSAIOT HA JIIOAEN U KaK MX MOXHO UCMNOJIb30-
BaTb 415 PELLEHUS Pa3/INYHbIX COLManbHO-3aKOHOMUYECKMX Npobnem. Lenb
CcTaTbM — HA OCHOBE aHanM3a Hay4YHoW NUTepaTypbl ONpeaennTb OCHOBHbIE
HanpaBneHus nccnenosaHui B chepe Bnaeonrp.

MeTopbl

[na ananmmsa ny6iaukaruii 6puta
cdopmupoBaHa Beibopka u3 120 pa-
60T, IPOMHAEKCUPOBAHHBIX B HAYKO-
MeTpuueckol 6ase Scopus. I1o mouc-
KOBOMY 3ampocy «video games» 6pUIH
oTobpannl paboTel 3a nepuog 2018
—2023 ronpl (Ha gaty obparieHusa 25
nrond 2023 r.) ¥ TpoaHaIN3UPOBAHbI
Ha3BaHuA nybiuranuil. [lo Ha3Ba-
HUAM Oy6IUKAIMi GBLIO TIOCTPOEHO
ob6mako cioB. CTATUCTUYECKUU Me-
TOJ, IIO3BOJIMJI II0KA3aTh SKOHOMUYe-
cKue MacmTabbl UTPOBOU UHAY-
ctpuu. HomMnapaTUBHBEIN aHalIua,

METOJ aHAJIOTHUU IO3BOJIWIN BHIf-
BUTH CYILIIHOCTHBIE YePTHI BUACOUTP
Y OIIPEJESIUTD UX KaK OOBEKTHI COITH-
aIbHOU peanbHOCTU. MeTop Kaaccu-
(puranym UCIoIb30BaH JJIA OIlIpee-
JIEHUS] OTJIMYUU BUJ0B U HopM pas-
JIMYHBIX BUJEO0 UTP U MX BIUSAHUA HA
yenoBeka. Metox ¢opmanusanuu
WCIIOJIb30BAaH JUIS IIONBITKU HAaWTHU
(opmasibHOE OIIpeieIeHe ITIOHATHIO
«BUAeoUrpar. AHAJIN3 HUCIIOIb30BaH
JJIs1 OIIpe/ieIeHNs OCHOBHBIX METO-
JIOB ¥ IOJXOZI0B B HAYYHBIX UCCIEI0-
BaHUAX BUACOUTP.

BeBepeHue

Bupeourps! — 5T0 HeoTbeMIEMAs
9acTh COBPEMEHHON KyIbTypel. OHH
3aHMMAIOT 0C000€ MEeCTO B KHU3HU
MUWJIJIMOHOB JIIOAEH 10 BCEMY MUpY,
o0beauHAA U pasBiekas ux. boiee
TOTO, BUJEOUTPHI MPOILIN JOJTUHU
IIyTh, OT IIPOCTBIX IMHUKCEIbHBIX UTP
JI0 BIIEYATJISIOIINX BUPTYUIbHBIX MU-
POB, KOTOpPBIE MOKHO HUCCJIEOBATh U
C KOTOPBIMU MOKHO B3aHMOJEN-
CTBOBATb.

72 MocTcoBEeTCKUM maTepuK

Bupeourpsl y:xe aBHO BBIIILIN 32
paMKU pas3BiedYeHUud I AeTed U
IIOJIPOCTKOB, CTaB IIOIYIAPHBIMU Cpe-
[V JIFOieti BceX BO3PACTOB U COLIUATb-
HBIX Tpynn. B pacTymem npocTpaH-
CTBE KJIACCUYECKUX apKaIHBIX UT'P O
PEUTMCTUYHBIX CUMYJISITOPOB U 3IIU-
YeCKUX POJIEBBIX UTD, KAKIBIA MOMKET
HAWTHU 4TO-TO IO CBOEMY BKYCY.

HoBbIl KyAbTypHBIN (peHOMEH
MMeeT JKAaHPOBYIO KJIacCU(pUKAILMIO,
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BKJIIOYAs IPUKIIOYEHNS, 9KIITH, CTpa-
TEruy, TOJI0BOJIOMKH, CIIOPTHUBHEBIE
urpel 1 MHorue napyrve. OHH TaKiKe
MOT'yT OBITH OJIWMHOYHBIMU WJIM MHO-
roII0JIb30BaTEIbCKUMU, UTO IT03BOJISA-
€T UTPOKaM COIIEpHUYATh WU CO-

TPYAHUYATh C APYTUMH UTPOKAMH 10
BCEMY MHpPY B BUPTyaJbHOM HHTEP-
HET-IIPOCTPAHCTBE.

HccnenoBaTenbCKUe HUHTEPECH
YUEHBIX B 9TOHU cdepe IIpeAcTaBIeHbI
Ha puUCyHKax 1 u 2.

Puc. 1. TemaTuyecKHue 00JIaCTH UCCJIEAOBaHMII BUAEOUTP B paGoTax
ucciepoBarteeii (mo 6ase Scopus), B %, 2023 r.

KoHKpeTHOMY HCCIeJ0BAaHUIO BU-
JIEOUTP IPEJIIECTBYET IONBITKA Te-
OPETHUYECKOT0 OIPEJEICHUA 3TOTO
aBiaeHUA. OnpeneneHne BUACOUTPHI
copep:xut crtatbda N. Esposito: «Bu-
Jleourpa — 3TO Urpa, B KOTOPYIO MBI
urpaeM 61aroaps ayAuoBU3YaTbHO-
My 000pY/IOBaHHUIO 1 KOTOPAasd MOMKET
OBITH OCHOBaHa Ha CrokeTe»!. J[pyroi

aBTOp, Caillois R., maet Gonee pas-
BEpHyTOe 1 oOpaIlieHHOe K oIlepaliy-
OHHOMY COZEPMKAHUIO OIpeJeseHre
BUJICOUTD KaK «BBIMBIIIJIEHHOMN, He-
IIpeICKa3yeMO U HENPOAYKTUBHON
JleATeIbHOCTH C IIpaBWIAMH U Orpa-
HUYEHUAMU 10 BpeMEeHU U IIPOCTPaH-
CcTBy, HO 6e3 o6asarenbcTs»?. «Kak
J00pOBOJIBHOE WHTEPAKTUBHOE JIeH-

! Esposito N. Short and Simple Definition of What a Videogame is // DiIGRA Conference. 2005.
2 Caillois R. Les jeux et les hommes. Gallimard. 1967.
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CTBUE, B KOTOPOM OJVH WJIN HECKOJIb-
KO HTPOKOB CJIEAVIOT IIpaBHJIaM,
OTPaHUYMBAIINM HUX IIOBEJEHHUE,
pasbIrpbIBas UCKYyCCTBEHHBIN KOH(-

JIVKT, KOTOPBIA 3aKaHYUBAETCA MOJ-
JAIOIINMCSA KOJTMYECTBEHHOU OI[eHKe
Pe3yIbTaToOM», — OIIMCHIBAET BUIECOU-
rpel Zimmerman E3.

Puc. 2. Tun nyGaukanuy mo TeMe «<BHAEOUTPhI» (Mo 6a3e Scopus), %,
2023 r.

CucreMHBIN XapaKTep HOCUT pabo-
Ta CreHpoca (Stenros}. ItoT ucce-
JloBaTeNb IIpoaHaIu3upoBai 6oee 60
oIpeaeseHuil BUAeourp B paborax
Pa3HBIX aBTOPOB. BMecTo Toro, 4To6h!
JaBaTb COOCTBEHHOE, ero pabora co-
JIEPEUT KiaaccupUuKauio mpobiieM,
(puUrypupyomnmx B Ka4ecTBe MapKepa,
XapaKTEePU3YIOIIET0 CYIITHOCTh BHUJE-
ourp. [To MHeHMIO aBTOpa, UCYEPIIBI-
BAIOIIM MOKET CYUTATBCA TOJIBKO
oIIpeJieIeHIe, Jaolree OTBET WX YKa-

3pIBAMOIIlEeEe HAIlpaBJI€HUE OCBOCHUSA
TaKWX BOIPOCOB: YTO Takoe IIpaBmia
urpbel? Kakme QyHEIMM y urpbl? fB-
JITIOTCA JIX UT'PBI BUJIOM OTABIXA, ef-
TEJIBHOCTBIO WM CMENIEHUEM TOTO U
apyroro? Crioco0bI CyIieCTBOBaHUS
Bugeourp? Kro takue urporu? Yro
IIPOU3BOAAT UrPhI? HakoBa posb KOH-
KYPEHIIUN B WHIYCTPUM BUAECOUTP?
Kaxosrbl e Bugeonrp?

YuureiBas JMHAMUYHOCTb CAMOT0
¢erHomeHna Buaeourp, ux ObICTpPOE

3Zimmerman, E.Narrative, Interactivity Play, and Games. In Wardrip-Fruin, N. & Harrigan, P. (eds), First Person. MIT

Press. 2004.

4 Stenros J. The game definition game: A review // Games and Culture. 2017. 12 (6). 1-22 //

https://doi.org/10.1177/1555412016655679
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pas3BUTHE KaK B HAIIPABJIEHUM KOH-
TEHTAa, TaK 1 MacCOBOM OXBaTe ayAu-
TOPUHU, aBTOP CIPaBEIJINBO yKa3as
Ha TO, YTO JAK€ MCYEPIIbIBAIOIIINE
OTBETHI HA 3TU BOIIPOCHI HE TapaHTU-
pPyIOT abGCOJITHONW HAydYHOCTH B
oIpesesIeHNN BUIEOUTP.

HecmoTpa Ha To, 4TO moOCIemHNUE,
KakK U JIIO00W Apyrod COUaIbHBIN
(¢eHOMEeH, HAaXOAAIUICA B PAa3BUTHH,
XapaKTepU3yITCA BBICOKOU CTere-
HBIO OTHOCUTEJIBHOCTH B OIpefere-
HUU CYIITHOCTH, aKTyaJIbHOCTb UX Ha-
YYHOTO OCMEBICTIEHHA 00yCIOBIEeHA!

— MacmTa6HOCTBHIO UHAYCTPUH BU-
JIEOUTD;

— UX IIONYJIAPHOCTBIO, 00YCIIOBIIN-
BaIOIEN pacIIpeHye ayJUTOPUH I10-
Tpebureney;

— CBOMCTBOM, obJeryarormuM ¢op-
MHPOBaHUE IUAJI0ra YeJI0BEeKa 1 KOM-
bIOTEPA;

— HAJIMYMEM IPaKTUYeCKOU I10JIb3bI
KaK CIMYJIATOpa BOCIIPOU3BOACTBA pe-
QIBHOCTHY, IIPIMEHAEMOI0 B pas3iInd-
HBIX 00JIaCTAX U cepax AeATeTbHOCTY;

- XapaKTEepUCTUKON BHUAEOUTD,
KpPOME CpeACTBa pa3BJledYeHUs, JeH-
CTBEHHOT'O MHCTPYMEHTA OCMBICTICHUSA
WCTOPHUYECKOT'0 IPOIIUIOT0, YCBOCHUSA
COIMAIbHBIX IIEHHOCTEH M OpPUEHTU-
POB, HPABCTBEHHOI'O BOCIIMTAHNS;

— HaKOHEII, X CHOCOGHOCTHIO IICH-
XOJIOTUYECKOTO BO3JEeWCTBUA Ha
MAcCCHI.

— TexHOJIOTUYECKUM pa3BUTHEM
BUZICOUTD,KOTOPOE OKAa3bIBAET BIIMA-
HYE Ha JpyTHUe 0TPaciIy SKOHOMUKU.

PesynbraTtbl

HccmenoBanne BUAeOUTpP OOBIYHO
BKJIOYAeT B cebd MCIIOJIb30BaHUE
Pa3IUYHBIX METOAOB U NOAX0A0B. BoT
HEKOTOpbIE U3 HUX:

1. KoppenanuoHHble UCCIeL0Ba-
HHA. OTOT METOJI II03BOJISIET UCCJIEO-
BaTeJIAM U3y4aThb CBA3b MEKIY pas-
JIMYHBIMU IEpEMEHHBIMU, CBA3aHHBbI-
MU ¢ BUAeourpamMu. Hanpumep, oHU
MOTYT HUCCJIEJOBATh CBA3b MEKAY
UTPOBBIM BpPEMEHEM M aKajeMuye-
CKOH yCIIEBA€MOCTBIO CTYICHTOB WX
MeKAy HacuiueM B BUAeOUTpax U
arpeCcCUBHBLIM IIOBEJEHUEM B peayb-
HOM KU3HU.

2. OKCIIEpUMEHTAIBHBIE UCCIIEN0-
BaHUA. B aKCcIIepyuMeHTaIbHBIX UC-
CclIeJOBaHUAX HCCJIEOBATEIN MaHU-
OyJIUPYIOT HE3aBUCUMBIMU II€pEeMEH-
HBIMU U U3MEPSAIT UX BIWAHUE HA

4(40)/2023

3aBUCHUMBIE IlepeMeHHble. Hampumep,
OHM MOTYT IIPOBOJAUTH SKCIIEPUMEH-
ThI, YTOOBI U3yYUTh BIUSAHUE BUEO-
UTp Ha NaMATh, BHUMAaHWeE WU PeakK-
VIO YYaCTHUKOB.

3. KorHutuBHEBIE TECTHI. Mcciiemo-
BaTeJIN MOTYT MUCIIOJb30BAaTh pPas-
JIMYHBIE KOTHUTUBHEIE TECTHI JJII 13-
MepeHUS KOTHUTHUBHBIX (PYHKIUU,
TaKUX KaKk BHUMaHUe, 1aMATb, obpa-
6oTka MHpOpMAUU U peEIIeHUe
mpo6JieM B KOHTEKCTE BUAEOUTP.

4. ConmoJIOTUYECKUE HCCIeq0Ba-
HUS. OTOT METO/I II03BOJISIET MICCJIE]IO-
BaTeJAM M3y4daThb COIlUAJIbHBIE BO-
IIPOCHI, CBA3aHHbBIE C BUJIEOUTPAMMU,
TaKHe KaK BIMAHNE COIUAILHOM HMH-
TepaKLUU B OHJIAWH-Urpax, Co3JaHue
COOO0IIECTB U KyJAbTYpPbl B UTPOBBIX
coo0I1ecTBax.
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5. Helipobuosoruyeckue mccie-
poBaHUsA. C MOMOIIBI0 HEHPOGHOJIO-
TUYECKUX METOJOB, TAKUX KaK JJIEK-
TposHnedanorpadpua (93l) unm
(pyHKIIMOHAIbHAA MarHUTHO-PE30-
HaHcHada ToMmorpadus (MPT), uccie-
JoBaTeJIW MOTYT M3ydaTh aKTUB-
HOCTBb MO3Ta BO BpEMA UT'PHI B BUAE-
OWUTPHI U HCCJIEN0BATh €€ BIUAHUE
Ha KOTHUTHUBHBIE U 3MOIIMOHAJIbHBIE
dyHKLIUN.

6. AHKeTHUpOBaHUe U onpockl. Hc-
cJIe0BaTEIN MOTYT HCIIOJb30BaTh
aHKETUPOBAaHME U OIIPOCHI I c6opa
JIAHHBIX O IIPENIOYTEHUAX U BOCIIPH-
ATAN UTPOKOB, SMOLIMIOHAIBHOM CO-
CTOSHHM BO BPEMsS UTPHI, a TaKKe

COITMAIBHBIX U KyJIbTyPHBIX aCIIEKTOB
UTPOBOM aKTUBHOCTH.

7. [Jonrocpo4Hble HAOOAATETHHBIC
HCCIIEAOBAHUSA. ITOT METO/] IO3BOJIAET
HCCIeNoBaATENAM U3y4daTh 3P PEKThI
BHU/ICOUTP HA UTPOKOB B T€UEHUE TN~
TeJIbHOro BpeMeHU. Hanmpumep, oHM
MOTYT MPOBOAUTE JOJTOCPOYHBIE HC-
CJIeJ0BaHUs, YTOOBI U3YIUTD BISHUE
UTPOBOM aKTUBHOCTH Ha Pas3BUTHE
KOTHUTHUBHBIX WIN COLMATBHBIX HAaBbI-
KOB Ha ITPOTAKEHNN HECKOJIBKUX JIET.

KoMOmHanys aTHX METOJIOB MOMKET
MPEeAOCTaBUTE 6oJiee MOTHOE IIOHUMA-
HUe BIUAHUA BUACOUTP, UX 3(PPEKTOB
Ha UIPOKOB 1 COLIMATILHO-KY/IBTYPHBIE
ACHEKTHI UTPOBOY aKTUBHOCTH.

Bupaeourpbl kak NCKYCCTBO

MHorue urpsl pa3pabaThIBaloTCA
C YYETOM CHUIbHBIX CIOKETHBIX JI-
HUH, BOedaTAdAONell rpaduku u
MY3BIKAJIbHOTO COIIPOBOMKIEHUS.
HrpoBele pa3paboTYUKU COYETAIOT
reiMmjied ¢ HpaBCTBEHHBIMU, 3TU-
YEeCKUMH U KyJIbTyPHBIMH BOIIpOCaA-
MU, Aejiasg BUJLEOUTPHI CPELCTBOM
JJI1 DKCIEPHUMEHTOB C HJEAMHU U
3CTETUIECKUMU IPUCTPACTUAMU.

9TO0 06CTOATENBCTBO IIO3BOJIAET
CUMTATh BUAECOUTPHI YACTHIO (IIPU-
4eM B IOCJIeIHEe BpeMs 3HAUYNTE/Ib-
HOU) KyJIbTYpHOTrO Ipollecca, 4To,
6e3yCcJIOBHO, TpebyeT peryimupoBa-
HUSA WX KOHTEHTA T'PaKIAHCKUMHU
CTPYKTYpaMHU U TOCYyZapCTBOM, C
TeM, YTOOBI NCKIIOYUTE HACAKIEHUE

JleBUAHTHBIX IIPUCTPACTUN, acoIu-
QIBHBIX ITPOSABICHUM U aHTUTYMaHU-
CTUYECKUX B3TJIAA0B. I3BEeCTHO, 4TO
HCKycCTBO (0COOEHHO AOCTYHHOE
Maccam) ABJIAeTCS eVCTBEHHBIM HH-
CTPYMEHTOM BJIHAHUA Ha oO0Ime-
CTBEHHOE CO3HaHUE.

KoHnenmusa Buseonrp Kaxk GoOpMBbI
HCKYCCTBa ABJIAETCS MIMPOKO 00CYHK-
JlaeMoii TeMOU B UHAYCTPUU pa3BJie-
yeHnii®. Bepxosueri cyx CIIIA, Ha-
IIpUMeEp, Aake IPeAOCTaBII BUAEOU-
rpaM IIpaBOBYIO 3AIUTy B Ka4ecTBe
TBOPYECKUX IIPOM3BECHUI °.

Urpel MOTyT GBITH HE TOJIBKO CPeX-
CTBOM paaBJleueHHs, HO U mwiaT¢op-
MOH [JI1 MICCIEIOBAaHUA CaMbIX pas-
HBIX UJIEX 1 KOHIIEIIIH.

5 Clarke A., Mitchell G. (ed.). Videogames and art. Intellect books. 2007.

6 California ban on sale of ‘violent’ video games to children rejected // URL: http://edition.cnn.
com/2011/US/06/27/scotus.video.games/index.html?iref=allsearch (zaTa o6pamenus: 11.07.2023)
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Bupeourpsl Kak BUJ UCKyCCTBa
paccmoTpeHsI B paboTte aBTopoB” 8 °.
HcciregoBaTeny 0oTMEYAIOT, YTO TEMA-
THUKA U CIOKETHI BUICO UT'D HEPEIKO
CBSI3aHBI C UCTOPUEN U KyJIbTypOn
KakoU-1mbo cTpaHbl. Urpel pecieny-
0T Te e o0Iye BhIpa3uTeIbHbIE
mead, 9YTO W Apyrue IMpU3HAHHBIE
BUJBI UCKyccTBa. My3eu u Xyzosxe-
CTBEHHBIE IPOrPaMMBbI HAYaUIU BRJIIO-
9aTh BUIEOUTPEI B CBOU 3KCIIO3UIINHA
¥ y4eOHbIe mporpamMMel °. Takue reii-
MausaliHepsl kKak Xuaso KHoasuma,
Xunsraka Musaa3aky JOCTUTIM OCO-
6611 aBTOpCKUil ctatyc. [lomo6HO
IpyruM ¢opmMaM COBPEMEHHOTO HC-
KyCCTBa, B BUJIeOUTpax OBICTPO pac-
TET YHCJIO IPU3HAHHBIX KPYITHBIX pa-
6ot, HanpuMmep, The Last of Us, God
of War, Death Stranding. Kpome Toro,
reiMan3affHepbl UCIIOIb30BATIN 3Ty
cpeny [l pelleHus paHee Hepaspe-
IMIMMBIX XyJ0KEeCTBEHHBIX IIpobiieM,
CTOAIIYX ITepe; KMHO U INTEePaTypou,
CBAI3BIBAA UCKYCCTBO BUIEOUTP C IIPO-
6ieMaMy, CTOAIIVMMU IIepes MOJep-
HUCTCKUM KHHO U JIUTEepaTypOH.

Bupeourps 1o cBoeti cytu — 06b-
eZIMHEeHNE APYTUX IPU3HAHHBIX (GOpM
uckyccrBa. OHH coueTamT B cebe
aCIIeKThI N300pPa3UTEIBLHOIO HCKYC-
CTBa, MY3BIK{ U II0BECTBOBATEIbHON
JIUTEpaTyphl. BUIeOUTrpel BRIIOYAIOT
HACBHIIIEHHYI0 U PEINCTUYHYIO Irpa-
(puxry, 9ToOBI N306Pa3UTH APKYIO CHU-

MyJIALIMIO PeaJbHOCTH, B KOTOPOU
UT'POKU MOTYT «IIOTEPAThbCA». BO3b-
MEM, K IIPAMEPY, OTHY W3 JIy4IINX
rpadpudeckux urp 2017 rogma -
«Horizon Zero Dawn». Wrpa cogepsut
3aMBICJIOBAThIE TEN3aKN U TIATEb-
HO npopaboTaHHbBIE AETAIN IIPUPOJ-
HBIX IeH3aed U KUBOTHBIX. Buay-
aJbHO UI'Pa CKOHCTPyHpOBaHa Ha-
CTOJIBKO 3aXBaTBIBAIOIIIE, YTO UTPOK
MIPAKTUYECKH MOMKET 00JIaYUTHCA B
OZles Ty TJIaBHOrO repos. Hoppenanusa
MEXAy BHUMaHHEM pa3paboTyHEa
UTP K BU3YaJbHBIM JETAIAM U TINA-
TeJIbHOMN IPOPHUCOBKOU TEKCTYP OKpPY-
$KEHUSA WIN CKPYITyJIE3HBIM BHIMaHM-
€M perRHrccepa K KaKOM CIIeHe o4e-
BugHa 'l

B COBOKYITHOCTHU, BUACOUTPBI MOK-
HO paccMaTpuBaTh Kak (OpMy UCKyC-
CTBa IO CIEAYIOINM IpHU3HAKaM:

1. aTepakTUBHOCTD. B oTinnune
OT ApyTux (popM HCKyCCTBA, BULEOU-
I'PBI BRJIIOYAIOT B ce0s akTUBHOE y4a-
cTHue 3puTeiisa/urpoka. Irpok Mo:xeT
NPUHUMATh PEIIEeHU, BIUATD Ha CIO-
$KET U MUP UTPHI, CO3AaBasd YHUKAIb-
HBII OIIBIT.

2. BusyanbHoe 1 3ByKOBoe 0(hOpM-
JeHue. Bupeonurpsl o61aJaoT Kpacu-
BOM rpadukoii, feTaIbHON ITpopaboT-
KOM OKpYKalOIllero MApa U IEPCOHA-
JKel, a Takke pa3HooOpa3HBIM
3BYKOBBIM COIIPOBO:KJEHNEM. Bee aTo
Jlo6aBIgeT dMOIMOHAJIBHOCTb U aT-

7Smuts A. Are video games art? // Contemporary Aesthetics (Journal Archive). 2005. T. 3. Ne. 1. C.6.
8 Gee J. P. Why game studies now? Video games: A new art form //Games and culture. 2006.

T. 1. Ne. 1. C. 58-61.

9 Clarke A., Mitchell G. (ed.). Videogames and art. Intellect books. 2007.

10 B 3KCITO3UININ POCCUMCKNX My3eeB nobaBaT VR-texronornu // URL: https:/ /ria.ru/20230314/
muzei-1857765175.html (nata o6pamenusa: 11.07.2023)

' Can video Games be Art? // URL: https://www.teenink.com/opinion/sports_hobbies/
article/111833/Can-Video-Games-Be-Art/ (zaTa obpamenus: 11.07.2023)
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MochepHOCTh B UTPOBOU IIpolecc.
YTOOB! yIAy4IIUTh BU3yaJIbHOE BOC-
npuaTue, pa3paboTYUKU UTP YacTo
HaHMAMAaIOT My3bIKaHTOB /IS HAIIHCca-
HUA cCayHATpeKa. Bosee Toro, MyabIka
U3 BUJICOUTP UMeEET XyOKECTBEHHOE
IIpUMEHEHUE U BIUAHUE 3a Mpefeia-
MU UTPOBOTO MHUPA.

3. HapparusHocTb. MHOTHE BUfiEe-
OUTPBI UMEIOT O0TaTyIo U 3aXBaThIBa-
IOIIIYI0 MCTOPUIO WU CIOXKET, K KOTO-
POMy UT'POK MOKET COYyBCTBOBATh U
3MOIIMOHAJIBLHO OTKJIMKATBCA. X0po-
III0 CIIPOEKTUPOBAHHBIE BUACOUTPHI
MOI'YT CO3[1aBaTh INIyOOKHE IIeperKU-
BaHUA U apPEeKTUBHBIE pEeaAKIUU Y
UTrpoKa. XoTd B HEKOTOPBIX yCIIEII-
HBIX UT'Pax OTCyTCTBYET CBA3HBIMN CIO-
JKeT, HanpuMep, B «TeTpuce», BUiEO-
UTp, B KOTOPBIX IIPUCYTCTBYET IIOBE-
CTBOBaHME, HAMHOTO 0OJIBbIIE, YEM
UTp, B KOTOPBIX €ro HeT. [IpnynHa
OYEBHUIHA: YeJIOBEeYECKas KU3Hb HE-
Pa3pBIBHO CBSI3aHA KAk C pacCKa3bl-
BaHMEM UCTOPUU, TaK U C UT'POMH.

4. Texangeckoe macrepcTBo. Co-
37laH1€ Ka4eCTBEHHBIX BUJEOUTDP Tpe-
OyeT BBICOKOH CTEIEHU TEXHUYECKOTO
U XYAOMKECTBEHHOTO MacTepCTBa.
PazpaboTuyuku UTp AOTKHBI 00ja-
JlaTh HaBBIKAMM IIPOrPaMMMPOBaHUA,
Ju3aliHa, aHMMalOWuM U 3BYKOBOTO
MIPOEKTUPOBAHUS, YTOOBI CO3JATh yB-
JIEKAaTeJIbHBIM U BIEYaATIAONINN
urposou Mup. PazpaboTke Bueo urp
IIOCBAILIEHO MHOKECTBO KHUT 2 13 14,

5. OMOIMOHAJILHOE BO3JIEHICTBUE.
Buaeourpsl MOTyT BBI3BIBATh IIAPO-
KUU CHeKTp 5MOIUM, BKIOYas pa-

JlOCTh, CTpax, BOJIHEHUE, IPyCTh U
BocxuiieHre. OHU MOTYT OBITh CPe[I-
CTBOM CaMOBBIPAMKEHUA I UTPOKA
U IIPUBOJUTD K IIIyOOKOMY ITOTpYIKe-
HUIO U 3MOLIMOHAJIBHOM UJeHTU(DUKA-
WU C IEPCOHAXKAMM U CIOKETOM.

6. HccrenoBanue TeM u ujeii. Bu-
JIEOUTPBI MOTYT MCCIEN0BATh PA3IId-
HbIE TEMBI, UAEU U KOHLIENIINHU, Oyab
TO coIlMaJibHbIe ONpobyeMbl, GuUiIo-
coCKHe BOIIPOCHI M HAY4YHBIE KOH-
neniyuy. OHU MOTYT CTUMYJIMPOBATh
MBIIIUIEHUE U CIIOCOOCTBOBATE OOCYH-
JIEHUIO Y pa3MBIIIUICHUAM.

Bupeourpsl UMEOT CBOIO YHU-
KIBHYIO CIIOCOOHOCTb COEIUHSATH B
cebe pas3JIMYHBIE XYyIOXKECTBEHHEIE
CpeAcTBa, BEJIOYAs BU3YIBHOE HC-
KyCCTBO, MYy3BIKY, JINT€PATypy U UH-
TEPAKTUBHOCTD. JTO JieJaeT UX UHTe-
peCHOM 1 3Ha4YMMOU (HOpMOI HUCKyC-
CTBa, KOTOpas CIOoCOOHA MOPOXKIATh
pasHooOpa3HbIe 3MOIUU U BIUATH HA
MBIIIJIEHNE U BOCIIPUATHUE UTPOKA.

OfHO M3 BO3paKEHUIN NPOTUB
UAEeU BUJECOUTP KaK (POPMBI HCKyC-
CTBa COCTOUT B TOM, YTO Y UT'POBOU
WHIYCTPUM €CTb KOMMEPUYECKHUE MO-
THUBBI, KOTOPBIE IIOPTAT €€ XyAOKe-
CTBEHHYIO YHCTOTY. B KOHIIE KOHIIOB,
pa3paboTYUKN UTP CO3JAI0T UTPBI
JUIS MAacCOBOTO PBbIHKA B HAZIEWK/IE 3a-
paboraTe neHbru. Tem He MeHee,
60JIBLIIMHCTBO (POPM HCKyCCTBa pas-
JIeTII0OT 3TU LieJI. MHOTHE XyT0MKHM-
KM, IIMCATEIN W MYy3BIKaHTBI pac-
CMaTpHUBAIOT CBOIO paboTy Kak NCTOY-
HUKE foxoja. OTCyTCTBHE IIOTOHU 3a
(UHAHCOBOU BBITOJION HE ABIAETCA

12 Urbain J. Introduction to game development // Cell. 2010. T. 414. C. 745-5102.
'3 Bethke E. Game development and production. Wordware Publishing, Inc. 2003.

4 Hocking J. Unity in action: multiplatform game development in C. Simon and Schuster. 2022.
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XapaKTepUCTUKOU, OIpeearonei
uckycctBo. Ha camoMm fene Bce Hao-
60poT: GUHAHCOBBIN yCIIEX MOIKET
CBUJETEIHLCTBOBATH O XyJ0KECTBEH-
HBIX KadecTBaxX. KapTUHBI MOTYT CTO-
UTb MUUINOHBI JOJUIAPOB, MY3bIKAJIb-
HbIE IIPOM3BEICHNA U3BECTHBIX KOM-
MIO3UTOPOB IIOJIy4YalT BceobIee
Npu3HAaHWEe, a TaKhe UTPHBI, Kak
«Shadow of the Colossus», «The Last
Guardian», MTHOBEHHO CTaHOBATCA
XATAaMH, II0TOMY YTO SIBJIAIOTCS IIPU-
3HAHHBIMU IIIe/IeBPaMM UCKYyCCTBa.
Jpyroil BeI30B Xy 0#ECTBEHHON
LEHHOCTY BHUICOUTP 3AKJIIOYAETCH B
apryMeHTe, YTO UTPbl UHTEPAKTUB-
HBl U, CJI€JO0BATEIbHO, HE MOTLYT
OBITH CPaBHEHEI C TUTEPATy PO MU
¢pribMOM (TIe 3pUTeNb ABIAETCA He
ydacTByomuM Habmogareinem). Ilo
MHEHHMIO HEKOTOPBIX aBTOPOB'S, cI1o-
COOHOCTb UT'POKA U3MEHUTH PE3YJIb-
TaT UT'PBI CHUKAET €€ XyJ0KEeCTBEH-
Hoe KadecTBO. OJHAKO PEIIAOIIYI0
POib B TOM, YTO JE€JAeT HMCKyCCTBO
I10-HACTOAIIEMY UCKyCCTBOM, UT'PAeT
aypuropusa. Bece ¢opmbl HCKyccTBa
OOPOKIAIOT B TOM WJIU MHOU Mepe
coyJacTue ayJuTOpUu U (POpMHUPYIOT
qyBCTBA U NlepeRuBaHusd. Ynurarenn
HE IPOCTO II03BOJAKT KHHUTAM
yBJIedb ce0s, HO COIEePEKUBAIOT I'e-
poAM uX NoBecTBOBaHUA. Jlydmine
¢punpMer yacTo TpebyIOT ydacTUs
3puTeael, ocTaBasasA BOIPOCHl 0e3
OTBETOB U HEeSCHBbIE KOHIOBKH. Mc-
KYCCTBO BBIXOAUT 33 PaMKH TeaTpa
WIN My3es, IIOCKOJIbKY ITy6inka o0-
CYRAaeT UHAUBUAYAIBHO IIPOSBIIA-

oiuecsa nHTepnperanuu. Mckyc-
CTBO €CTb UCKyCCTBO 0y1arogaps ero
crrocob6HOCTH TporaTth Hac u Oyopa-
JUTH Hamle BooOpameHue. Mckyc-
CTBO, KOTOPOE HE OCTABJIAET Y ayLu-
TOPUH BOIIPOCOB MJIM HEPEIIeHHBIX
npo6seM, BpAA U MOKHO Ha3BaTh
HCKyCCTBOM.

Ermte ogHa KirroueBast 0COOEHHOCTD
BUJEOUTP 3aKJII0OYAETCA B CO3LAHUU
abCOoIFIOTHON MJUTIO3UH PEUTBHOCTH, B
KOTOPYIO UT'POK IIOTPYKaeTCs B Kade-
CTBE IIOJTHOLIEHHOT'O CyO'beKTa IIPOUC-
XOJSAIIEr0 B BOCIIPOU3BOANMOM BHUP-
TyaJIbHOM IIPOCTPAHCTBE.

VIrpoku orpy:xarTcs B BUPTyaslb-
HBIE MUPHI I CTAHOBATCS YaCTUYKOU
HWCTOPUM U IPUKII0YEHNI. OHU MOTYT
WCIIBITHIBATH PA3IMYHbIE SMOIINY, Pe-
maTh 3a7a4y, pa3BUBATh HABBIKU U
B3aVMOJEUCTBOBATE C IPYTHUIMU UTPO-
KaMH B MHOT'OIIOJIb30BATEJIbCKUX pe-
HUMaxX. OTO CO3JAeT YHUKAIbHBIN
OIIBIT, KOTOPBIN IIpEBpaIaeT BUIEOU-
I'PBI B MHCTPYMEHT CaMOBBIPAKEHUSA
Y COIMAJILHOTO B3aUMOJAEHUCTBUS.

B aToli cBA3M HOBOE KadecTBO
CJIOKHOCTH COIIMYMOB JIOIIOJTHAETCS
MHOT'OyPOBHEBBIM BUPTYaJIbHBIM IIPO-
CTPaHCTBOM, B KOTOPOM MHAUBUYYM
caMouIeHTU(UITIPYETCS BIIOJIHE pe-
aIbHO, TaKke KaK B IIOBCEIHEBHOU
JKU3HU (2 MOKeT OBITb, U GoJiee Ipu-
OpPUTETHO).

B cBeTe ckazaHHOro IIpeACTaBiIA-
eTcs BIIOJIHE OIIpaBJAaHHOU OIleHKa
BUZICOUTP KaK HEOTHEMJIEMON YacTU
COBPEMEHHOI'0 KYJbTYPHOI'O IpO-
mecca 6.

!5 Clarke A., Mitchell G. (ed.). Videogames and art. Intellect books. 2007.
16 Muriel D., Crawford G. Video games as culture: Considering the role and importance of video

games in contemporary society. Routledge. 2018.

4(40)/2023

MocTcoBeTcKui MaTepuK 79



DKOHOMMUKA

Bupeourpbl B chepe o6pa3soBaHus

Hay4yHoe coob11iecTBO He 060IILIO
po6sieMy BIMSHUSA KOMITBIOTEPHBIX
WUTp HA ICUX09MOIIMOHAIBHOE COCTO-
fAHUe YenoBeka '’. O mpenmyInecTBax
BUZIEOUTP B 3TOH CBA3U FOBOPSAT MHO-
ryue aBTopeI 8. OHM O0TMEYAIT, YTO
HE0o0X0ANMO yYHUTHIBATH HE TOJIBKO
BO3MOMKHBIE HETAaTUBHBIE IIOCIEN-
CTBUSA BIVSAHUA BUACOUTP HA 370PO-
Bb€ YE€JIOBEKA, HO U OIpeJleICHHbIE
TIOJIOXKUTEIbHBIE CTOPOHBI. rpoBas
UHIYyCTPUA IIOCTOSTHHO Pa3BHUBAETCH,
CTAHOBSACH Bce 6ojiee CIOKHOM, pas-
HOOOPa3HOU, PeaTMCTUIHON U COIU-
aJIbHOU 110 CBOeMy XapakTepy. Mccie-
JOBaTeIN OTMEYAIOT, YTO COBPEMEH-
HbIE UTPOBBIE IIPOEKTEI OTKPBIBAIOT
HOBBIE BO3MOKHOCTH JJI o0pa3oBa-
TeJIbHBIX Meaua '® 20,

B cratwe IIpora C. ykasbsIBaroTcs
HallpaBJIeHUs IPUMEHEHNS BUACOUTD
B c(epe obpa3oBaHUA 2!

— llIkosnbl. Bupgeonrpsl yCIEMIHO
UCIIONB3YIOTCA ISl 00y4eHUsa AeTel
U IOAPOCTKOB Pa3JMYHBIM TEMaM,
TaKUM KaK HaBBIKH YTEHUA, MaTeMa-
THKA U O6uosorusa?? 23,

— Busnec. Buaeourpsl yacTo uc-
MOJb3YIOTCA A1 00y4eHUA COTPYA-
HUKOB Npo¢eCCUOHAIBHBIM HaBBI-
kaMm. Harmpumep, Canon USA ucnoss-
3yeT BUJEOUTPY AJNA oOydeHHHA
TEXHUKOB KOIIMPOBAJIBHBIX anmapa-
TOB, VOIvVO MCHOIB3yeT OHJIAUH-UTPY
JUIs1 00y4eHUsA COTPYAHUKOB OTAENA
IpoJaK aBTOMOOMIIEH, a BOOPYKEH-
Hble criibl CIIIA UCIIONB3YIOT BAAEO-
WUTPHI I TPEHUPOBKM 00€BBIX HABBI-
KOB U YBEJIWYEHMA 4MCIa HOBOOpaH-
eB2* 25;

— 3apaBooxpaHeHue. Bely paspa-
60TaHbI UTPhl, YTOOBI paccKas3aTh MO-
JIOJIEXKU O BpeZie KypeHusd, o quabere
U pake?S. BpUIo AOKa3aHO, YTO 9TU

17 Bavelier D. et al. Brains on video games //Nature reviews neuroscience. 2011. T. 12. Ne. 12.

C. 763-768.

18 Granic, I., Lobel, A., & Engels, R. C. M. E. (2014). The benefits of playing video games. American
Psychologist, 69(1), 66-78. https://doi.org/10.1037/a0034857

19 Squire K. Video games in education // Int. J. Intell. Games & Simulation. 2003. T. 2. Ne. 1.

C. 49-62.

20 Shaffer D. W. et al. Video games and the future of learning // Phi delta kappan. 2005. T. 87.

Ne. 2. C. 105-111.

21 Prot S. et al. Video Games: Good, Bad, or Other? //Pediatric Clinics. 2012. T. 59. Ne. 3. C. 647-658.

2 Murphy R, Penuel W, Means B, et al. E-DESK: a review of recent evidence on the effective-
ness of discrete educational software. Menlo Park (CA): SRI International. 2001.

28 Corbett AT, Koedinger KR, Hadley W. Cognitive tutors: from the research classroom to all
classrooms. In: Goodman PS, editor. Technology enhanced learning. Mahwah (NJ): Lawrence Erlbaum.

2001. P. 235-63

24 Entertainment Software Association. Games: improving education // URL:http://www.theesa.
com/games-improving-what-matters/ESA_FS_Education_2011

25 Flood S. All play and more work. In: Computing. 2006 // URL: http://www.computing.co.uk/
computing/analysis/2152597 /play-work (maTa o6pamenusa: 11.07.2023)

26 Brown SJ, Lieberman DA, Gemeny BA, et al. Educational video game for juvenile diabetes:
results of a controlled trial. Med Inform 1997. 22(1):77-89.
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urpsl oueHb 3¢ dexkTuBHBI. Hampu-
Mep, JETH, CTPAJIAIoIIre aCTMOMH, KO-
Topble urpaau B urpy Bronkie the
Bronchiasaurus, nokasanu 3Ha4u-
TeJbHOE YIIydlleHre CBOMX 3HAHUU
06 acTMe m cmocobax yxozxa 3a
coboi?’.

OTaenabHbBIE UCCIEOBAHUS 2 TOBO-
PAT 0 IPU3HAHUM YYUTEIIMU 001IIe-
06pa3oBaTeIbHBIX YUPEKICHUN BO3-
MOKHOCTEH BUJIEOUTDP B 00ydYeHUH
BepOaabHOU MHGpOpPMANINU, ITPOIe-
JypHOMY OOY4Y€HHIO ¥, HAKOHeIl, 00y-
YEeHUIO OTHOIIIEHUAM.

PasBuTue UIrpoBON MHAYCTPUU
KOCBEHHO BJINSAET U HA APYyrue OT-
paciu obmiecTBeHHOU Xu3HU. Tak,
HaIpUMep, B OTJEIbHBIX HCCIIEI0BA-
HUAX aBTOPBI IIOKA3aJM, YTO IIPO-
rpaMMHOe obecrnedyeHue, OOBIYHO
npegHa3HA4YeHHOE I pa3paboTKu
Urp, TaK Ha3blBaeMble UT'POBEIE
JBUKKY, MOMKHO HCIIOJIb30BATh IS
TPEXMEPHON MOJIEKYJIAPHON BU3ya-
nu3anyy. Takod HoAxox OTKpBIBaeT
BO3MOKHOCTH JI7Is1 pa3paboToK, KOTO-
PBI€ IIOJIE3HEI LI CO3JaHUA HeOO0Ib-
mux 06pasoBaTeNbHBIX IIPOTPAMM
WUJIV UTP C HAYYHOU I1eJTbI0%.

Bugeourpsl MOTYT NPEAOCTaBUTh
BO3MOKHOCTD IJIy0ke y3HaTh HUCTO-
puro. Bo MHOrMX urpax paspaboryu-
KA CO3JAI0T yBJIEKATEJIbHBIE U Ji€-
TaJIbHO IIPOpabOTaHHbBIE CIOKETHI, KO-
TOpbI€ IIO03BOJAKT HUTPOKaAM
HCcIeoBaTh UCTOPUYECKUE IIEPUO-
JIbl, JIOKAITUM 1 coObITHA. Hampumep,
€CTh UI'PHI, OCHOBAHHBIE Ha peallb-
HBIX ICTOPUYECKUX COOBITUAX, TAKUX
Kak BTopada MupoBasa BoWHaA WIHN
JpeBHUil PuM, KoTOpBIE MO3BOISIOT
UI'POKAM MEPEXRUTh UCTOPUYECKUE
CcoOBITHA Yepes3 TeNMILIeH U ITpopabo-
TaHHBIE JOKYMEHTAIbHBIE MaTepHa-
JIbl BHYTpHU Urpbl. OJHAKO IIPU 3TOM
ciemyeT OTMeTHUTh, YTO pa3paboTyu-
KU TaKWX UT'P JOIKHBI C 0COOBIM BHU-
MaHHEM OTHOCUTBCS K CIOKETY HUCTO-
pudeckoi urpsl, usberasa panbcudu-
Kalliy 1 NCKaKEeHMUI. VIMEIoTCA Urphl,
BOCIIPOU3BOAAIINE COLEPIKAHUE
KHUT, QUIBMOB WU CEPUAJIOB, IIpe-
JocTaBisasa 6osee TIIy0OKoe IIOTpysKe-
HYE B 0COOEHHO IOHPABUBIIINECSH OT-
PBIBKM WM CIOKETHI. TakuM obpa-
30M, BHUJEOUTPHI IPEJCTABIAIOT
o001 He TOJBKO pasBiedYeHUE, HO U
MOTEHIMAIBHOE CPEICTBO OOYYEHUA.

BnusHune Bupeourp Ha yesnioBeka

OpHako, kak u Jjgobasa gpyras
¢opma pasBiedeHUA, BUAEOUTPHI,
6€e3yCI0BHO, UMEIT U AOCTATOYHO
HEJ0CTAaTKOB, 0TMeYaeMbIX UCCIIeI0-

BaTEJIAMMUA. HCI-COTOprC OOBUHSIOT BU-
AC€OUT'DHI B 3aMEITIICHUN peaﬂbHOﬁ CO-
LIHaIIbHOfI IIPAaKTHUKU HETATUBHBIM
BOSﬂeﬁCTBHCM Ha IICUXUKRY Y€JIOBEKA.

27 Lieberman DA. Management of chronic pediatric diseases with interactive health games: Theory
and research findings. J Ambul Care Manage 2001. 24(1):26-38.

28 Pozo J. L., Cabellos B., Sanchez D. L. Do teachers believe that video games can improve

learning? //Heliyon. 2022. T. 8. Ne. 6.

29Lv Z. et al. Game on, science-how video game technology may help biologists tackle visualization

challenges //PloS one. 2013. T. 8. Ne. 3. C. 57990.
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B unccaemoBaHumn®® ormedvaercd
4TO, BJIWAHNE BUJEOUTP Ha YeIOBEKa
CBS3aHHO C Pa3jJNYHBIMHU (paKTopa-
MH, B TOM YHCJIE CTPYKTYPHBIMH Xa-
pakTepucTukamMu Buaeourp. CTpyk-
TYpHBIE XapaKTEPUCTUKU OTHOCATCA
K TeM (PYHKIUAM, OPUCYIIUM CaMOU
BUJEOUTPE, KOTOPBIE MOTYT 00JIer-
YUTh MHUITUMPOBAHUE, pa3paboTKy U
TNOoAAEPKAHNE UT'PBI C TEYEHUEM Bpe-
MEHHU. ABTOPBHI OTMEYAIOT HaJIW4YHe
TAKCOHOMUU (PYHKIIMN BUJIEOUTP, KO-
Topas BKJIIYAET COLMAIbHbIE (PYHK-
Y, PyHKIIUM MaHUIYJIAPOBAaHUA U
KOHTPOJIA, OCOOEHHOCTH II0BECTBOBA-
HUA U UACHTUYHOCTHU, OCOOEHHOCTH
BO3HATPaMK/ICHNA U HaKa3aHUsA, 0CO-
OEHHOCTH IPE3€HTAlINH.

B nccinenosanuu C. Hlanupo u M.
PoTtepa 6pu1a IpeANIpUHATA MOIBIT-
Ka IpOaHaJIN3UPOBATh YaCTOTY IOAB-
JIeHUA M300paKeHUN ICUXUYIECKUX
3aboneBaHU B BUieourpax>l. ABTo-
paMmu ObUIM MPOaHAJIM3UPOBAHBI 50
caMBbIX IPO/IaBa€MBIX BUJECOUTP B II€-
puoz ¢ 2011 mo 2013 rogx. B 23 13 96
urp 6bL1 n306pameH X0TA OBl OJUH
TIEPCOHAXK C IICUXUYECKUM 3aboy1eBa-
HUEeM. 42 nepcoHaka ObUIH UAEHTU-
¢uUpoBaHbl Kak U300paKaronye
ncuxudeckue 3aboseBaHUA, IIPU
3TOM OGOJBIIMHCTBO IE€PCOHAKEHN
OB OTHECEHBI K CTEPEOTUILy «Ma-
HBAK-yOuiina». Bugeonrpe! cogep:kat
YacThle U pa3Hoo0pa3Hble N300paske-
HUA NCUXUYECKUX 3a0ojeBaHUM,
npuyeM M300paskeHUs 4Yallle BCEro

CBSI3BIBAIOT IICHUXUYECKOe 3a60JieBa-
HUE C ONACHBIM U JKECTOKHM ITOBE-
JIEHHEM.

B pa6ore lNomacretina 32 nmpeanpu-
HATO WCCJIEJOBAHUE BINAHUA BUEO-
urp (Super Tetris) Ha pa3/JIM4YHBIE I10-
KasaTean y 22 MOMKUIbIX JIOJEU B
Bo3pacre oT 69 no 90 jer, KoTophle
HE MPOKUBAJIN B CHENUATBHBIX y4-
pEe¥IECHUAX. YIYACTHUKY ObLIN pas3/ie-
JIEHBI Ha JB€ TPYIIBI: 3KCIEPUMEH-
TaJIBHYIO TPYIIIy, KOTOpas urpaia B
BUJICOUTPY, U KOHTPOJIBHYIO TPyIIIy,
KOTOpas He urpajia B Urpel. B akcne-
PUMEHTAJIBLHOUN I'PyIIIe UCIIOIb30Ba-
aquck TeaeBu3opbl ¢ Nintendo
SuperNes, 4T06bI UTPOKHA MOTJIH
urpath B Super Tetris. YyacTHUKHN
WUTpajy B UTPy II0 5 4acoB B HEZENIO
B T€UeHUE D HEJEIb U BEJIU KypHAI
cBoel urpsl. [lepen u mocse UTpoBoi
ceccuy O6bUIM U3MEPEHBI ITOKA3aTeIN
BpeMeHU peaknuu (o tecty Lltep-
HOepra), KOTHUTUBHOM /IEPIIENTUB-
HOU aJaITUBHOCTH (II0 TECTy Stroop
Color Word ) 1 amorroHanbHOro 671a-
ronoyy4yus (IO aHKETE CaMOOTUYETa).
Pe3ynbTaThl IIOKa3aand, 9YTO BUIEOU-
I'PHI CYIECTBEHHO YJIyYINWIN IOKA-
3aTeab BPEMEHM PEAKIIUU II0 TECTY
IlITtepHbepra U IpUBEIU K OTHOCH-
TEJIBHOMY IOBBIIIIEHUIO CAMOOIIEHKU
6naronony4dusd. [lokasaTenu o TECTy
Stroop Color Word yiaydimmianceh Kak
B 9KCIIEPUMEHTAJIBHOMN, TaK U B KOH-
TPOJIBHOM TIpyNIax, X0TA pas3HHUIla
MeK/ly TpPylIaMu He OblUIa CTaTUCTU-

30 King D., Delfabbro P., Griffiths M. Video game structural characteristics: A new psychological
taxonomy // International journal of mental health and addiction. 2010. T. 8. C. 90-106.

31 Shapiro S., Rotter M. Graphic depictions: portrayals of mental illness in video games // Journal
of forensic sciences. 2016. T. 61. Ne. 6. C. 1592-1595.

32 Goldstein J. et al. Video games and the elderly // Social Behavior and Personality: an
international journal. 1997. T. 25. Nv. 4. C. 345-352.
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4ecku 3HaYuMou. ['pymnma, urparo-
mas B BUJEOUTPHI, IIPoABisIa 6osee
OBICTPYIO PEAKIIUIO U KCIHBITHIBAIA
6ojiee CHIBHOE YyBCTBO 0JIaromoJy-
4H 10 CPABHEHUIO C I'PYIIION, KOTO-
pad He urpaja B UrpHl.

B cratee M. Kyatinepa A1 BBIAB-
JIEHUSA BIUSHUSA BUJEOUTP HA YeJioBe-
Ka ObUIO IIPOBEIEHO aHKETHPOBaHUE
urpokoB33. JlagHble O6bUTH COGpPaHBI
IByMsa criocob6amu. [lepBoiif m3 HUX
OCHOBBIBAJICA Ha pe3yJbTaTax caMo-
OoT4YeTa: UTPOKU coOMpay JaHHBIE
CaMOCTOSITEJIBHO C IIOMOIIBI0 aHKET,
OIIPOCOB, MHTEPBBIO MM HabI0/Ie-
HUU 10, BO BpeMA WIN IIOCJI€ UTPHI.
Bropoii crioco6 nmeHyeTcs BHYTPHU-
TrPOBBIM COOPOM JaHHBIX U IIPU HEM
OIleHKU ObLTH COOpaHBI HEOCpemd-
CTBEHHO y UT'POKOB Uepe3 BUJEOUTPY.
VccnemoBaHue IMoKasaio, YTO CyIIie-
CTBYeT B3aMMOCBSA3b MEKIY BUACOU-
rpaMu ¥ IIOBeJIeHHeM UTpoKa. Bupe-
OUTPEI ITOBIVAIN Ha JIMIYHOCTb UT'PO-
Ka, aMOIUH, pedeKChl, IOBEAEeHUE,
MOTHUBAIMIO, IMoTpebHOCTH, ob6pas
MBIIIUIEHUS U MOJIXO0A K BHYTPEHHUM
U BHEIIHUM CUTyanusaM. [JIaBHYIO
POJIb IIPM 3TOM CHI'PAJIM BA ACIIEKTA.
[TepBrbIit, OCHOBAHHBIN HA TUIIE UT'PEL,
BTOPOU — Ha BPEMEHH, B T€YEHHE KO-
TOPOr0 UTPOK B HEY HAXOAUTCH.

O BaXKHOCTH HOJyYEHUS Kade-
CTBEHHBIX JaHHBIX O IIOBEJEHUU
UT'POKOB TOBOPUT U HCCJIELOBaHUE
H. izxkoxanHeca®!. ABTOp COTpyIHU-

Jaj ¢ AByMS WT'POBBIMM KOMIIQHUSA-
mu: Electronic Arts m Nintendo of
America, 9T06GBI IIOJIyYUTh MaTepua-
JIBI O peaJIbHOM HI'POBOM IIOBEAECHUH
UrpokoB. B xone nccneoBanusa 6putn
ompomeHbl HUTrpoku Plants vs.
Zombies: Battle for Neighbourville n
Animal Crossing: 06 ux 6jaromnosiy-
4M¥, MOTUBALIMHU U yAOBIETBOPEHUU
oTpeGHOCTEN BO BpeMs UTIPHI, a UX
OTBETBI CONOCTABJISINCH C JAHHBIMU
TeJIeMETPUH (T.e. 00 bEKTUBHOU peru-
CTpanuu B Xofie UTrpkl). Bonpeku MHO-
rUM OIIAC€HUAM, UYTO Upe3MepHOoe
WUTpOBOE BpeMs IIPUBEAET K 3aBUCHU-
MOCTH U yXYJIIEHUIO ICUXUYIECKOTO
3[0pOBbs, UcCCIeAoBaTeaIn oO0HAPY-
HUIN OOpaTHYIO IOJOKUTEIbHYIO
CBfI3b MEKJY UTPON U 5MOLMIOHAJIb-
HBIM OJIaromnosaydueM. YAoBJIeTBOpe-
HHE NIOoTpeOHOCTEeN U MOTUBAIIUSA BO
BpeMs UTPEI HE 3aBUCEIH OT UTPOBO-
ro BpeMeHH, a ObLIU CBA3aHBI C 00-
M CAMOYYBCTBHEM YEJIOBEKA.
[Ncuxomoruueckuit 3pHEKT OT BU-
Jeonurp oOyCJIOBJIEH, IIPEMke BCEro,
MOTHUBAIVIEH YeI0BEKA K UI'Pe, HAJIN-
YMeM CIeH HAaCWIHNfA, COIMaTbHBIM
B3aMMOJeNCTBUEM U (PU3NUIECKON aK-
TUBHOCTBIO *°. Bosiee TOro, uccieno-
BaHME B3aMMOCBSI3U MEKIY HKECTOKU-
MM BHUJEOUTPaMU U arpeccreii B 3Ha-
YUTEJIbHOU CTEIeHU 3aBUCHUT OT
WHAVBUAYAIBHBIX U CONUAIBHO-KOH-
TEKCTYaIbHBIX IIEPEMEHHBIX 3a IIpe-
JleJlaMH UTPOBOTO Iporiecca. Maydas

38 Quwaider M., Alabed A., Duwairi R. The impact of video games on the players behaviors: A
survey // Procedia Computer Science. 2019. T. 151. C. 575-582.

34 Johannes N., Vuorre M., Przybylski A. K. Video game play is positively correlated with well-
being // Royal Society open science. 2021. T. 8. Ne. 2. C. 202049.

% Halbrook Y. J., O'Donnell A. T., Msetfi R. M. When and how video games can be good: A review
of the positive effects of video games on well-being //Perspectives on Psychological Science. 2019. T.

14. Ne. 6. C. 1096-1104.
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9TH ACIEKThI NpobJeMBI, aBTOPBI
IPOJIEMOHCTPUPOBAIN TO, YTO BUJE-
OUTPEI HE TOJILKO 00IaZaf0T ITOJI0KH-
TEJbHBIMU NCUX03MOIIMOHAIBHBIMUA
adderTamMu, HO U KaxEAAsA U3 HUX 00-
JalaeT CBOMMHU COOCTBEHHBIMU YHU-
KaJIbHBIMU CBONCTBaMH, KOTOPHIE
HEJIb3: pacCMaTpUBaTh KaK €IMHIY-
HOE fAABJIEHUE U, KaK TAKOBBIE, OHU
JIOJIKHBI N3y4aThCs MHOTOACIIEKTHO.

Buzeourpsl 0Ka3aiy IOJIOKNATENb-
HO€ BJIMSHME Ha BOCHpHUATHE 6saro-
TIOJIy4Ms UTPOKaMM BO BpeMsd IaHJe-
muu COVID-193, cranm npuATHBIM
CPEACTBOM HOAAEPHAHUA COITUAb-
HOTO0 KOHTAKTa, a TaKKe CPEJCTBOM
CHATUA CTpecca M YMCTBEHHOM CTH-
MyJIAIUEH, T03BOJIAIONIe N36eKaTh
NOoCAeACTBUA KapaHTHUHA. UTOOHI
JIy4Ille IIOHATD, KaK MCII0JIb30BaJINCh
UTPBI BO BpeMA KapaHTHUHA, aBTOPHI
OpoBeIU OHJIAMH-onpoc (06beM BBI-
6opku = 781), NOCBAIIIEHHBIN UIPO-
BBIM IIPUBBIYKAM M BIWAHUIO Ha ca-
MOYYBCTBHE UTPOKOB. BbL10 06HApY-
$KEHO, YTO BpPeMs, 3aTpadruBaeMoe Ha
WUTPBI, YBEJIUYWIOCH Y 71% pecroH-
JIEHTOB, B TO BpeMd Kak 58% pecroH-
JIEHTOB COOOIIMIIN, YTO UT'PHI TIOBJIM-
fJIM Ha UX CAaMOYYyBCTBUE, IIPpUYEM
ToaBJIAONIee GOTBIIHCTBO OTBETOB
YKa3bIBAJIO Ha MTOJIOMKUTEIBHOE BIIHA-
HUe. Beutn onpefeneHsl 7 cnocoO0B
BO3[I€MICTBUA UT'P HAa UTPOKOB, TAKUX
Kak obecriedyeHre KOTHUTUBHOM CTH-
MyJISLIIA U BO3MOKHOCTEU 11 o011ie-
HUA, a TaKKe IeNbId pAx IpeuMy-
IIECTB, CBA3AaHHBIX C INCUXWYECKAM
3[I0POBBEM, BKJIIOYAA CHUKEHUE TPe-
BOKHOCTH U cTpecca. PesynbpraThl no-
3BOJIMJIN IIPOJIEMOHCTPHUPOBATh COLH-

OKYJIbTYPHYIO 3HAYMMOCTb BUJICOUTD
Y NOTEHIAJILHO ITO3UTHBHBINA Xapak-
TEep BIUAHUSA UTI'P HA 00IIeCTBEHHOE
Gsaromoiryurie. ABTOPBI HCCIIEL0Ba-
HHA OTMEYAIoT, YTO, €CIM BUACOUTPEI
MOTYT OKa3bIBATb TAKOE ITOJIOKUTEb-
HOE BIMISTHUE Ha 6J1aroIorydre Urpo-
KOB BO BpeMA IJT00IbHOM NaHAEMUY,
BO3MOKHO, CJIeAyeT CAeIaTh 6oJIbIe
JIJIS1 TIOBBIIIEHUSI OCBEJOMJIEHHOCTH
00 3TOM ITOTEHITHAIIE.

Bupeourper crroco6CTBYIOT pa3BH-
THIO HABBIKOB 00y4YeHUs y Jrojieit. Xo-
polIrie KOMITbIOTEPHBIE ¥ BUIEONTPEL,
Takue kak System Shock 2, Deus EXx,
Pikmin, Rise of Nations, Neverwinter
Nights u Xenosaga: Episode 1, — aTo
oby4garomye MarmuHbl. OHU CII0CO6-
HbI 00y4aTh, TaK YTO MHOTHE JIIOJIU
JI0JITO ¥ yCEPAHO UT'PAIOT C HUMHU, Ta-
KMM 00pa3oM CTAHOBSChH «OITBITHUKA-
MI» Ha JyINTeNbHOe BpeMs. Eci urpy
HEeJIb3f1 U3y9YUTh U Ja:Ke OCBOUTH Ha
oIpesesIeHHOM ypOBHeE, B Hee He Oy-
JIeT UT'PaTh JOCTATOYHOE KOJIMIECTBO
JIIofiel, ¥ KOMIIaHUSA, KOTOopasd ee co3-
JIaeT, He IOy IUT UCKOMYIO IPUOBLIb.
Xopormas MoAeIb 00y IeHNs B Urpax —
3TO YIPaBISAEMBIN 3alIpOrPaMMUPO-
BaHHLIN mportecc. KoHewyHo, reviM-au-
3alfHepbl MOTJIU Obl PEIIUTHL CBOU
po6JIeMEI ¢ 00y4YeHHeM, CAeIaB UI'PbI
KOpOYe U IIpoIle, TaK CKa3aThb, IIpU-
Tynus ux. Ho GoibIIUHCTBY reliMme-
POB He HYKHBI KOPOTKUE U JIETKUE
urpel. [IppMepoM MOKeT CIIyHUTD ce-
pua urp Dark Souls, rae urpoky g
MIPOXOKAECHUSA IPUXOANTCS ITOTU0aTh
Y BOCCTaBaTh MHOKECTBO paa. [loru-
0as, OH 3allOMUHAET JOBYIIKU B
oImpesesIeHHBIX MeCcTax U yiKe Ha cle-

36 Barr M., Copeland-Stewart A. Playing video games during the COVID-19 pandemic and effects
on players’ well-being //Games and Culture. 2022. T. 17. Ne. 1. C. 122-139.
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JOYIOIIUX TOMBITKAX YCIIEITHO 00X0-
IUT ux. [IpoxomkaeHNE CIOKHBIX
YPOBHEU IIPUHOCUT UTPOKY CHJIbHBIE
TIOJIOXKUTEIBbHbIE MO U 9yBCTBO
pelIeHNsA CIOKHOU 3amadu. Takum
o6pa3soMm, au3aiiHephl CTATKUBAIOTCA
U B 3HAYUTEIBLHOU CTEIIEH! PElIaloT

00pa3oBaTeNbHYIO AWIEMMY, C KOTO-
POl TaKKe CTAJIKMUBAIOTCA IIKOJIBI U
PYKOBOAMTEIM KOMITAHUM: KaK 3acTa-
BUTB JIIOZEY, IIPEKE BCETO MOJIOJBIX,
M3y4aThb U OCBAUBATh YTO-TO JOJITOE
Y CJIOKHOE — ¥ IIPM 3TOM IIOJIy4aTh OT
3TOT0 YAOBOILCTBHE .

BHyTpI/IMI'pOBaSI 9KOHOMMUKa

CyiiecTByeT HECKOJIBKO CIIOCO00B
MOHETH3aIuM Buaeourp. HexkoToprle
U3 HUX BRJIIOYAIOT B Ce0s:

1. [Tpuo6pereHue urpel. Urpoku
MOT'yT NOKyTIaTh UTPHI IIPSAMO B Mara-
3WHAaX WM Ha IaTdopMax 1 poBoit
JycTpuOynyy, Takux kak Steam, Play-
Station Store mmu Xbox Marketplace.

2. MuKpoTpaH3aKL\U U BHyTPUU-
TPOBBIE MTOKYIIKW. DTOT METOJ, MOHE-
THU3AIMY [T03BOJISIET UT'POKAM IIPHOG-
peTaTh JONOJHUTEIbHBIE UTPOBBIE
IpeAMEThI, KOHTEHT WM IIPENMYIIIe-
cTBa BHyTpHM caMoi urpsel. Hampu-
MEp, UTPOKU MOTYT IOKYIIaTh HOBYIO
SKHUIIMPOBKY, CKUHBI IS [IEPCOHAMXKEN
WIN JOTOJHUTEIBHBIE YPOBHU CJIOMK-
HOCTH.

3. NNognucku. HexkoTopble UTpHI
MpeAIararoT IOANNCKY, KoTopasd JaeT
UTPOKaM JOCTYH K ONpPEeAEIeHHBIM
TIPUBWJIETHAAM, KOHTEHTY WU CEPBU-
cam. Hanpumep, Xbox Game Pass
unu PlayStation Plus mpepnararoT
MNOAIINCKY, KOTOpadA JaeT AOCTYI K
IIIMPOKOMY BBIOODPY UTP.

4. Pexnama. HeroTopnle UIpHI
BRKJIIOYAIOT B ce0d peryiamy, KoTopas
MOKeT OBITh IIOKa3aHa BO BpeMs
UTPBI WK BO BPeMs NEPEPLIBOB MEK-

[y YpOoBHAMM. Perkiama MOKeT OBITh
BHYTPUUT'POBOIN WU PEKIaMOU Ha
ILUIOIIAAKE JUCTPUOYIINH.

5. JIOIIOJTHUTENbHBIM KOHTEHT U
CE30HHBIE NPOITyCKU. Pa3paboTunku
MOI'YyT IpeJiaraTh JONOJHUTEIbLHBIE
KOHTEHTHBIE€ aKETHI, JOIOJHUTEIb-
HbI€ NICTOPHUHN, MUCCHHU WM [IEPCOHA-
JKel KaK OCHOBHYIO WMJIM JOIIOJHU-
TeIbHYI0 IaTy. Ce30HHbIE IPOIYCKU
MOTYT IIpefjaraTh 3KCKJII3WUBHBIN
KOHTEHT W Harpajpl, JOCTyIHBIE
TOJIBKO ITOATIMCYUKAM.

6. OHJIaiH-COPEBHOBAHMA U TYp-
HUpPHI. Pa3dpaboTYmkyu MOTYT OpraHu-
30BBIBATH OHJIAWH-TYPHUPHI WIN CO-
PEBHOBAHUA C OIPEJEIECHHBIM B3HO-
COM, 1 TOOEIUTENN ITOIy9at0T IPU3EI
I JEHBIU.

7. BuptyajibHble NPEAMETHI U
pBIHKEYN. HeKkoTOpBIE UTPHI TO3BOJIAIOT
UTpPOKaM NpoAaBaTh WM IOKyNlaTh
BUPTyaJbHBIE NIPEAMETHI HA CIELM-
QIBHBIX PBIHKAX BHYTPHU UTPBI WX HA
CTOPOHHUX ITaTdopMax.

8. Freemium-mopgens. B aToit Mo-
Jley urpa mpegocrtaniseTrcsa Oec-
IUIATHO, HO IpejjaraeT NJaaTHBIE
BHYTPHAUTPOBBIE ITOKYTIKU WU IOII0JI-
HUTEJIbHBINA KOHTEHT.

37 Gee J. P. What video games have to teach us about learning and literacy //Computers in

entertainment (CIE). 2003. T. 1. Ne. 1. C. 20-20.
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Kampasa urpa MomkeT MCIOJIB30-
BaThb OJUH WU HECKOJIBKO M3 3THX
c110co60B MOHETH3AIMH, U BBIOOp 3a-
BUCHUT OT THUIIA UTPHI, €€ [IeJIeBOH ay-
JUTOPUM U OU3HEC-MOEIN CTYOVH
pPa3paboTUUKOB.

VHTepecHBI W HCCIEJOBAaHUS B
cdhepe BHYTPUUTPOBONM 3KOHOMUKH.
OKOHOMMKEA Kak HayKa BRJIIOYAET B
ceb6sa ompeneseHHbIE 3aKOHBI IIO
yIIpaBJIE€HUIO, IPOU3BOACTBY U HC-
MI0JIb30BAHUIO HAIIINX PECYpPCoB U Jie-
Her. DKOHOMHUKA BUJIEOUTD MOKET
OBITH MEHEE CJIOMKHOU, YeM SKOHOMUKA
peaJbHOTO MHpa, HO IIpPU 3TOM obe
CJIEYIOT TEM ke IIPUHIVIIAM U COAEP-
#KaT MHOKECTBO OAMTHAKOBBIX 3JIEMeH-
TOB, OCHOBAaHHBIX Ha IOKYIIKE U IPO-
JlaKe TOBapoB. BUpTyanbHbIE BATIOTHI
MOTYT OBITh IIPUBSA3aHbI K PeUIbHBIM
JleHbI'aM WA YeMY-TO, YTO MOKHO I10-
JyYUTHb C HOMOIIBIO UT'POBBIX -
CTBUI, U 9TO MOKET CHJILHO IIOBJIUATD
HAa TO, KaK JIIOJY UTPAIOT B UTPY-S.

HrpoBas 5KOHOMHUKA — 3TO BUPTY-
aJlbHasA SKOHOMUKA, KOTOopas HacTpa-
MBaeT BCe UT'POBBIE IIMKJILI B UITPe (Ba-
JIIOTBI, BPEMEHHBIE ITHKJIbI, OIBIT UT'PO-
Ka, YPOBHU UT'PHI, IIEHOO6pa3oBaHue U
T. 7.). PaznuuyHble MoJenu UrpoBon
SKOHOMMKM OIPEENSAIOT II0BeIeHIe
UTPOKOB B paMKax OJHOUM W TOHU ke
urpel. Co3ziaHre XOpoILIed Urpel Tpe-
OyeT COTPYIHIYECTBA HECKOIBKUX KO-
MaHJ; XyZ0KHUKOB, KOTOPBIE CO3/IAf0T
BHEITHUN BUJ, U OLLYIIIEHNE OT UIPHI,
reliM-i3aiiHepoB, KOTOPbIe IPUAYyMbI-
BAIOT MEXAHUKY U [IOBECTBOBAHME-CIO-
JKET UI'PHL, a TAKKe IPOrpaMMIICTOB 1

HMHKEHEPOB I10 KA4eCTBY, KOTOPbIE CO3-
JaroT Kox 6e3 omubok. Hactpotika
UTPOBOM KOHOMHMKHU — 3TO KIIOY K
TOMy, 4TOOBI BCe paboTaso, 1 B Ujease
MOJEJIMPOBAHMEM TAKOBOM JIOJIKEH 3a-
HUMAaTbCA MOJIepaTop, KOTOPBINA BBI-
CTpauBaeT ee «0aIaHC»: YUCIOBBIE I10-
KasaTejIy B UTI'De, CBA3BIBAET MEKIY
co6oti 1, TIpH HEOOXOAMMOCTH, paboTa-
€T HaJl MOHeTH3aIe.
HUccrregoBaTeny oOHAPYKWIN, UTO
«COLMaJIbHBIE» MOTHBEI — fKeJIaHVe BbI-
JIeJIITH ce0sI Cpey JPyTHX, BIAIOT HA
HaMepeHUs OKYIIKY BUPTYaIbHBIX TO-
BapoOB B COLMAIBLHOM OHJIAMH-Urpe. B
pabore YoHa nM3ydyanaach B3anMOCBA3b
MEK/Iy COIMAIbHBIMU (paKTOpaMu U
CcxeMaMU HOKYIIKA BUPTYaJIbHBIX TOBA-
POB C HCIIOJIb30BaHUEM KPYITHOMAC-
ITa6HBIX JaHHBIX, IIOJIyYEeHHBIX U3
JKYPHAJIOB CEPBEPOB OHJIAMH-UTDHI.
BosMmoxHOCTE 00MeHa BUPTYJIbHBIMU
TOBapaM¥l ¥ KOJIMYECTBO APy3€ei Urpo-
Ka CTHMYJIMPYIOT BEPOATHOCTD TPATEI
peanpHbIX aeHer. Cpeny Tex, KTo JeH-
CTBUTEJILHO TPATWI PeJIbHBIE IEHBIH,
BO3MOKHOCTb II0Ka3aTh CBOU BUPTY-
aJIbHBIE TOBAPBI APYTUM ObLIO CaMbIM
CHIBHBIM (AKTOPOM, CBS3aHHBIM C
00beMoM Tpart. Takse aBTOPOM OIKICHI-
BaJINCh MOJEJH IIOKYTIOK UTPOKOB, KO-
TOpBIE TPATWIN HACTOSAIIVE AEHBIU: T€,
KTO TPaTWIU GOJIbIIIe peabHbIX ACHET,
MOKyTIAJIM IIPEIMETHI /I BU3YAIbHON
HACTPOUKH, a Te, KTO TPaTWI MaJo, I0-
KyTaJIA pacXoJHble MaTepraIbl, He00-
XOAVIMBIE [l IIPOJIOJKEHUA UIPHI*®.
[NonpITKA BBIABUTH IPUYHHEL I10-
KyIKJ BHYTPHUHUI'POBOTO KOHTEHTA

% What is an in-game Economy // URL: https://unity.com/how-to/what-is-in-game-economy-

guide-part-1 (nara obpamenuda: 11.07.2023)

3 Wohn D. Y. Spending real money: purchasing patterns of virtual goods in an online social game //
Proceedings of the SIGCHI conference on human factors in computing systems. 2014. C. 3359-3368.
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paccMoTpeHa B pabore [xx. Xamapu®.
[Tpoaska BHYTPUUTPOBOTO KOHTEHTA
cTaja MONyJIAPHON MOJENBIO JOXOJa
JUIA U31aTesied urp. ABTOpP COCTaBUII
nepeveHb IPUYMH IOKYIIKY BHYTPH-
UTPOBOrO KOHTEHTA IIyT€M TPHUAHTIY-
JAIUYA Ha OCHOBE aHAIM3a CaMbIX
KacCOBBIX OecIIaTHBIX UIp, 063opa
CYIIECTBYIOIINX HUCCIEJOBAHUIN U OT-
3BIBOB OTPACJEBBIX 3KCIIEPTOB. OTU
NPUYMHEBl OBIIU YYTEHBI B OIPOCE
(o6bpeM BeIOOpPEU = 519). PeayinpraThl
NOKa3aiay, 4TO NPUYUHBI ITOKYIIKHU
CBOJUJINCH K IIECTU U3MEPEHUAM:
1) 6ecnpensimcmseHHas uzspa, 2) co-
uuansbHoe 83aumodeticmsue, 3) KoH-
KypeHuusi, 4) akoHomuueckoe 060-
cHosaHUe, 5) nomakaHue demsam U
6) omxpuunue kormenma. Mccneno-
BaTeIb BBIABUJ B3aUMOCBA3b 3THUX
(paKkTOpPOB C KOJIMYECTBOM JEHET, KO-
TOPOE UTPOKU TPATAT HA BHYTPHUH-
TpOBOM KOHTEHT. Pe3ysibTaTel IToKa3a-
JIA, YTO MOTUBBI IOKYIIKH, CBA3aHHbIE
¢ OecrpenaTCTBEHHOM WUTpOU, COLM-
QIBHBIM B3aMMOJEVCTBUEM U 9KOHO-
MHYECKUM O00OCHOBaHMEM, ObUIN II0-
JIOYKUTEJIBHO CBA3aHBI C TEM, CKOJIBKO
JIEHET UTPOKU TPaTAT Ha BHYTPHUUTPO-
BOI KOHTEHT: TO, KaK AU3alHePHI pe-
QIM3YIOT UCKYCCTBEHHBIE OrpaHUyYe-
HUSA U IPENATCTBUA, a TAKKE COILM-
QIBHOE B3aUMOJIEVICTBHE, BIMAET HA
YPOBEHB INOKYIIKY UT'POBOTO ITPOJYKTA.

MoHETHU3UPOBaHHBIE BUAEOUTPHI
TOABEPIJINCH aKaJJeMUIECKON 1 HOP-
MaTHBHOM ITPOBEPKE N3-3a OIIACEHUH,
9TO 3TU NPOAYKTHI MOTYT CHOCO06-
CTBOBATh IIOBEACHUIO, IIOXOKEMY Ha

3aBHCHUMOCTD, 1 BBI3bIBATh HABA3YM-
BBI€ pacxofnl y mrofeil. Mcciaenosa-
HUA IOKA3aJIM, YTO JIIOJU C 3aMETHO
6oJiee BHICOKMMHM (PMHAHCOBBIMH 3a-
TpaTaMu B Urpe ¢ GoJIbIIell BepOAT-
HOCTBIO IIPOABJIAIT CUMITOMBI af-
JUKTHUBHOTO ITIOBEJEHUA (T. €. UTPOBO-
ro paccTpoicTBa). B olieHKe TpUHAIN
y4yactue 428 B3pOCHIBIX U2POKOS8
Fortnite ¢ onnaiH-¢gopyMoB, Ha KOTO-
PBIX U3y4YaIl UX UTPOBBIE MOTHUBEI U
HoBeiecHue. Pe3yibTaTel CBUAETEND-
CTBOBAJIM, YTO pacxXxoAbl Ha MH-
KpPOTpPaH3aKIMU ObUIN IIpefoIpese-
JIEHBl COIIMAJBHBIM BJIHUAHUEM (TO
€CThb YaCTOTOM PacXof0B OJIMKANIITIX
Jpy3€el y9aCTHUKOB, KOTOPBIE TPaTH-
J11 TeHbru Ha Fortnite), 6osbImeti go-
cTynHOCThIO Fortnite Ha HECKOIBKUX
ycTporicTBax 1 6osiee BBICOKUM HUT'PO-
BBIM ypoBHeM. [lonb3oBaTemnu, coBep-
IaroIye TpaThl, coobmanu o 6omee
CUJIBbHOM MOTHUBAIlUM K ITOJIYyYECHUIO
BHYTPHUUT'POBBIX HArpaj, U ¢ GoJbIIei
BEPOATHOCTBIO BOCIIPUHUMAJIN UTPO-
BBIE IIPEIMETHI KaK IIPEICTABIIAIOIINIE
€000 Xopolliee COOTHOIIIEHHE IIeHEI
U kadecTBa. [Icuxonorundeckue npood-
JIEMBI OT BUJIEOUTD OBUIM CBA3AHBI C
€KEHEIeTIbHBIM BPpEMEHEM, ITIPOBOAM-
MBIM 3a UTPOM, U BOCIPHUATHUEM TOTO,
4TO COKpAIllCHUE BPEMEHU, 3aTpadm-
Ba€MOTO Ha UTPY, CHU3UT YyBCTBO
CcOOCTBEHHOI'O IOCTOMHCTBA. JlaHHbBIE
CBUJIETENBCTBYIOT O TOM, YTO Pa3HbIE
peannu3anuy BHYTPUUTPOBBIX CXEM
MOHETHU3AIIUN MOTYyT MUMETh Pa3HbII
MIOTEHITNAUT PUCKA I IOTpebuTereit
B pa3HBIX Urpax*!.

40 Hamari J. et al. Why do players buy in-game content? An empirical study on concrete purchase
motivations //Computers in Human Behavior. 2017. T. 68. C. 538-546.

41 King D. L. et al. Fortnite microtransaction spending was associated with peers’ purchasing
behaviors but not gaming disorder symptoms //Addictive Behaviors. 2020. T. 104. C. 106311.
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Bujgeourpsl UMeOT 3KOHOMUYeE-
CKoe 3HaudeHHue. BricTpopacTyasa
UHAYCTPUA BUAEOUTP, TEHEPUPYIO-
1112 OTPOMHBIE JOXO/BI ¥ CO3AA0IIAas
MHOKECTBO pab0UnX MECT, ABJIAETCA
HOBOU OTpacIbIo I1100aIbHOM 9KOHO-
MUKH. KoMIIBIOTEpHBIE UTPHI CTAIU
HEOTHEMJIEMOI 4aCThbI0 MUPOBOU KO-
HOMUKU W, IIPUBJIEKAs MHBECTUINH,
CIIOCOOCTBYIOT Pa3BUTHUIO TEXHOJO-
TUM U CTUMYJIUPYIOT MHHOBAIIWU.

B 2022 roay Ha Urpossle KomIia-
HUU «6oabmion Tporikn» — Nintendo,

Opyrve komnaHum (Bcero)

Nintendo 7
Microsoft 8
Sony 13

Bosblias Tpolika (Bcero)

0 10 20

Microsoft u Sony - npuxoauaocs 29
% MHUPOBOTO UI'POBOrO pBIHKA. Tpu
UT'POBBIX TUTAHTA IOJYy4YHIN B 00-
e CI0KHOCTU 52,6 MIPJA AOJLI.
JIOXO/I0B OT WUTP IO CPaBHEHUIO C
131,4 Mmapa AoJul., MOJNYy4YEHHBIMU
OCTaJIbHOM YaCThI0 MUPOBOU UTPO-
BOU UHAYCTPUU.

BrIpy4yka UrpoBOro nogpasfesie-
HUA Sony BbIpociia Ha 3% I10 cpaBHe-
Huio ¢ 2020 rogom — Torjga ObLI II0-
CTaBJIEH PEKOPJ, 10 BBIPYUKeE (25 MiIp,
JIOJLIapOB)

71

29

30 40 50 60 70 80

Puc. 3. PBIHOYHbIE JOJIM BEAYIIMX KOMIIAHUH HA MHPOBOM PhIHKE
Bupeourp, %, 2022 r.

Ot o6mero o6pemMa pelHEA 53%
COCTaBUJIN MOOWIIBLHBIE UTPHI, 27% —
KoHcoJbHBIE, 19% - IIK-urper u
1% - 6pay3epHbie. Beipy4ka c mpo-
Jlax TUPPOBBIX KONUN UT'P COCTABU-
aa 173,8 miapa — Ha 4% MeHblIe,
geM B 2021. Belpydka ¢ npoaaxk ¢u-
3WYECKUX KOIIMHA UTP COCTaBHJIA
10,7 mapp - Ha 10,1% MeHbIIE, YeM
B 2021. Ha npogaku i pOBBIX U3-
JaHui npunuioch 94,2% Bceil BbI-
pyu4ku. Ha mepcoHaIbHBIX KOMIIBIO-
Tepax UM POBbIE BEPCUM UTP IIPEL-
noyutano 98% UTrpoOKOB, a Ha
KOHCOJAX — 72%*2.

OnuH 13 KPYIMHEUIINX UTPOBBIX
penusoB 2018 ropma, Red Dead
Redemption II , 3a iepBble TPU JHA
Iocje 3amycka ImpuHec 725 MJH
JlOJ1. oXona oT mpojask. Rockstar,
KOMIIaHUA, pa3dpaboraBmasa 3Ty
Urpy, Taksxke Beinyctuaa Grand
Theft Auto 5, koTopas 6bl1a IpoAa-
Ha TupaxkoM 110 MJIH Konuii U IpU-
Hecsa Gosee 6 MIIPZ IOJUI. JOXOAA.
OueBUIHO, YTO BUIEOUTPHI cerdac
ABJIAIOTCA MACCOBBIM KYyJIbTYPHBIM
¢eHOMEHOM, MPUHOCAIIUM OIPOM-
Hble Tpubpun. TeM He MeHee, IIpo-
LIECCHI MX ITPOM3BOJICTBA OCTAIOTCA

42 Oruét: urpoBad mHaycTpud 3a 2022 rog B nudpax // URL: https://skillbox.ru/media/
gamedev/otchyet-igrovaya-industriya-za-2022-god-v-tsifrakh/?ysclid=lkcg6x1i1p605975910 (zaTa

obpamenusa: 15.07.2023)
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OTHOCHUTEJIBHO CKPBITBIMU. OTtyactu
5TO CBfS3aHO C IJI06aJbHBIM Mac-
mrabom IIpon3BOACTBA, OCYIIECT-
BJIA€EMBIM Ha MHOT'HX ILIOIIaJKaXx.
HpOMC TOTrO IINPOKO HUCIIOJIb3YHOTCHA

CorJIallleHus 0 Hepa3sTJialieHuH NH-
¢dopmaru, KOTophle MOAIUCHIBAIOT
paboTHUKU, YTOOBI KOMIIAHUU MOT-
JI1 KOHTPOJUPOBATH WH(GOPMAITUIO
JTO 3amycKa urps.

Tabauma 1.
I'y106aabHBIH 00 €M PHIHKA BUAEOUTpP IO utoram 2022 r.*
R e

[K-urpst 38,1 +1,6 19%
MoOunsHBIE HTPEI 103,5 +5,1 53%
KoHconbpHBIE UTPBI 52,9 2,2 27%
Bbpay3epHbie Urpsl 2,3 -16,9 1%
Bcero 196,8 +2,2 100%

WHycTpya BUAECOUTP cTala Ipea-
METOM IIPUCTAJIBHOIO BHUMaHUA KaK
KanuTaia, Tak U IIPaBUTENbCTB, 0CO-
OEHHO KaK CEKTOp, KOTOPBIA pacTeT
M3 rojia B roji, B OTJINYME OT MHOTUX
JpyTHUX, KOTOpBIE MIPHUIILUIN B YIIAJ0K
nocyie ¢puHAHCOBOro Kpusuca 2008
roja. B peaynbraTe MHOTHE CTPaHBI
MONBITAINCE CO3JaTh OJIArOIPUAT-
HBIE€ YCJIOBUA JUI IIPOU3BOAUTEIIECH
BUJICOUTP, B TOM YMCJIE IIpejiaras
HaJIOTOBBIE€ JIBIOTHI, CIIEUAJIbHBIE
BU30BBIE NIpaBuiIa U (pUHAHCUPOBA-
HUE He3aBUCUMBIX cTyauli. Rockstar,
HapHuMep, CMOIJIa BOCIOIb30BAThCA
3HAYUTEIBHBIMU HAJIOTOBBIMU JIBIO-
Tamu B CoequHenHoMm HoposeBcTse.
s cBoelt 3AMHOYPTCKON CTyauu
Rockstar North nmomyunna 42 man
(pyHTOB CTEpPJIMHIOB B BHJE HAJIOTO-

BBIX JIBI'OT, HE IUIATS IPU 3TOM KOP-
IIOPATHUBHOI'0 Hajora B IIEPHOJ C
2009 o 2018 rox, ¢ pac4eTHOM o11e-
palVoOHHON ONpUOBLLIBIO B pa3Mepe
4 miipf, QYHTOB CTEPIIVHIOB B IIEPUOZ,
¢ 2013 mo 2019 roxg*s.

B COBOKymHOCTH, HEKOTOpHBIE
ACIEKTHI POJIM UTPOBOM MH/yCTPHUU B
MHPOBOI 9KOHOMHKE CBOAATCH K CJIe-
JyIOILIeMy:

1. O9xoHOMMUECKU BEAaA. Urpo-
Bas WHAYCTPHUSA CO3A€T 3HAUNUTEIIb-
Hble 3KOHOMUYECKHE BBITOJBI IS
cTpaH u pernoHoB. OHA reHepUpyeT
MIJLIAAPABL JOJIapoB A0X0Aa OT
IIPOJAK UTP, IIOAIIVCOK, MUKPOTPaH-
3aKIUH ¥ pekaaMbl. OTpaciab TaKKe
CIIOCOOCTBYET CO3/TaHUI0 paboumx
MECT B pa3JIMYHbIX 00JIaCTAX, BKIIIO-
yasag pa3paboTKy UI'p, MApKETHUHT,

43 Woodcock J. Organizing in the game industry: The story of game workers unite UK //New Labor
Forum. Sage CA: Los Angeles, CA : SAGE Publications. 2020. T. 29. Ne. 1. C. 50-57.

44 Hamari J. et al. Why do players buy in-game content? An empirical study on concrete purchase
motivations //Computers in Human Behavior. 2017. T. 68. C. 538-546.

45 Tam xe.
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nopojasku U obciay:kuBaHue UHPpa-
CTPYKTYPHL.

2. TeXHOJOTUYECKUU ITporpecc.
PasBuTHe UrpoBoil MHAYCTPUU CTH-
MyJUApPYyeT pa3BUTHE HOBBIX TEXHOJIO-
ruti. Urpel Tpe6GyOT IIPOABUHYTOHN
rpaduKy, 3ByKa, NICKyCCTBEHHOT'O MH-
TEJUIEKTA, BUPTYQIBHON PEIBHOCTH
U JpyTUX MHHOBALIMOHHBIX TEXHOJIO-
raii. 9TO CIOCOOCTBYET UCHBITAHUIO
¥ pa3BUTHIO HOBBIX TEXHOJIOTMTYECKUX
pemeHnii, KOTOpbIE MOT'YT OBITH IPH-
MEHEHHI B IPYTUX OTPaCIIAX.

3. Pa3sBuTtue nupoBoil 3KOHOMU-
K1. Bugeonurpel crioco6CTBYIOT pas-
BUTHUIO IU(PPOBOU 3KOHOMUEKU. [1naT-
¢opmbl I poBoT AUCTPUOYTINH, TA-
Kue Kak Steam, App Store u Google
Play, npenocTaBisg0T BO3MOMKHOCTh
pacnpocTpaHATh UTpel 6e3 pusnde-
CKUX HOCUTeJIeH. ITO CIIOCOOCTBYeT

Pa3BUTHIO OHJIAWH-TOPTOBIM, 3JIEK-
TPOHHBIX IIaTeXeN U APyTux udpo-
BBIX CEPBUCOB.

4. Typuam u cobbITus. MHOTHE TO-
poAa U CcTpaHbI IPOBOJAT KPYIIHBIE
UTPOBbIE MEPOIIPUATHSA, TAKHE KAK K1-
6epCIIOpTHUBHBIE TYPHUPHI U BHICTABKU
Urp. ITO IPUBJIEKAET TYPUCTOB CO BCE-
ro MHUpa, KOTOpbIE TPATAT AEHBIM Ha
OmIeTH, IPOKMBAHME, IINTAHUE U pa3-
BJICYEHUS, CIIOCOOCTBYS PAa3BUTHIO TY-
PUCTHYECKON MHAYCTPUH.

5. KynsTypHoe 1 coraabHOe BIIU-
fAHue. Vrpel UrparoT 3HAYUTEIBHYIO
posib B GOPMHPOBAHUHU KyJIbTYPHBIX
U COITMAJIbHBIX TeHACHIMNA. OHU BIM-
AI0T Ha NPEANIOYTEHUA U UHTEPECH
MOJIOZIOTO TIOKOJIEHUSA, CO3JaI0T HO-
BYIO ayIUTOPHIO U COODIIECTBA, CIIO-
COOCTBYIOT Pa3BUTHUIO KPEATHBHOCTU
U COLIMAIbHBIX HABLIKOB.

O6cyxaeHune

Bri6op B kauecTBe 00bEKTA U3yde-
HUSA HAYYHOW CTATbU BUJEOUTD —
OrpoMHAasi OTBETCTBEHHOCTb, KOTOpas
TpebyeT BHUMATEJIBHOI'O U 00AyMaH-
Horo noxaxoga. CtaTha JosKHA ObLIA
OTPa3UTh X0/ HAYYHOI'0 OCMBICTIEHUSA
ONTUMaIBHOTO COLMATBHOT0 (heHOMeE-
Ha. Takasa mocTaHOBKA HAyYHOH 3a-
Jady crocoOCTBYeT IPHUBJICYEHUIO
BHUMAaHHSA YUTATeEIe U IIOMOraeTr
OpraHn30BaTh JAJIbHEHIIIEe UCCIeN0-
BaHME BAYKHOTO aCIIEKTa COITUAIBHON
PEaIbHOCTH.

Opna U3 cTpaTeruii, KOTOPYIO aB-
TOPBI IIPECIICAOBAIIN, 3aK/II0OYAETCA B
MIPeJCTaBICHNN BUICOUTP KaK CJIOK-
HOTO ABJIEHUA, He 3aCIIYKUBAIOIIETO
IIPOCTBHIX M OAHO3HAYHBIX OIICHOK.

90 MocTcoBEeTCKUM maTepuK

JpyruM acriekToM, Ha KOTOPOM aBTO-
PBI COCPeAOTOYIIIN BHUMAaHUE, SIBJIA-
€TCs XapaKTepPUCTUKA JUHAMITIHOCTH
(peHOMEHA BHIEOUTP, HAXOAIIETOCS
B Pa3BUTHUH KaK B HAIIpABJICHUU Mac-
mTabupoBaHUsA ayAUTOPUH U PACIIIY-
peHUA NOTPeOUTeIbCKOTO PhIHKA, TaK
U YCJIOKHEHNY KOHTEHTA.

Pe3ynbTaThl aHAM3a MyOaMKAIUi
IIO3BOJIVUIN BBIABUTH Hauboiiee 3Ha-
YMBbIE aCIIEKThI OCBOEHUSA TEMBI.

Ha puc. 5 npencrasieHo o61ako
cj10B, cOPMUPOBAHHOE 10 HA3BAHU-
fIM Hay4HBIX pabot. Pasmep mpudra
COOTBETCTBYET YacTOTE YIIOMUHAEMO-
ro CjI0Ba: YeM KpyIlHee MIPUQT, TeM
Jalre 3TO CJIOBO BCTPEYaIOCh B Ha-
3BaHUU.
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[Tpoanamm3upoBaB HA3BAHUA ITy-
OJIMKAIII, MBI MOKEM CAeIaTh BbI-
BOJBI O BBICOKOM HWHTEPECe YIEHBIX
K mpobJyieMaM BUJIEO UTP, 0OJIaYHBIX

UTPOBBIX INIAT(OPM, BIUAHUY BU7E-
OUTP Ha JIIOJIE BCEX BO3PAaCTOB,
PO UTPOBOM WHAYCTPUHU B MHUPO-
BOM 5KOHOMUKE.

Puc. 5. O61aKko cJI0B U3 Ha3BaHMII paGoT mo 3ampocy «video games» B
0a3e Scopus 3a 2018 - 2023 r. (gaTa oOpamenua 25 uroaa 2023 r.)*¢

B ananmse Hay4dHBIX cTaTeH IO
BUZICONT'PaM BaiKHO YINUTBIBATD aKTy-
QIBHOCTb W PEJIEBAHTHOCTb TEM HC-
CJeoBaHUI. ABTOPHI CTApaINCh BbI-
OupaTh Ha3BaHUsA, KOTOPBIE OTpasKa-
0T BOCTPe0OBAHHOCTDH IIPOGIEMBI U
BOIIPOCOB, CBSI3aHHBIX C BHZEOUTpa-
mu. Hampumep, ecnm craThsa uccie-
JloBasia 3(pPeKThl HACUINSA B BUJEOU-
rpax Ha IIOBeICHUE JieTell, Ha3BaHUe
BBITVIAJZENIO Tak: «JPPEKT HACUIUA B
BUIEOUTPax: aHAJIN3 BIUSHUA Ha I10-

BeeHUe aeTel». Takasda moCTaHOBKA
HICCJIEI0BATENBCKOM ITPOGIEMBI IIOMO-
raja IpuBJIeYb BHUIMAaHUE U 3alHTe-
pecoBaTh UyUTaTeNIeH, TaK Kak ABJIA-
JIach 371000AHEBHOM.
OKoOHYaTENbHBIN BEIOOP Ha3BaHUA
CTaThy 110 BUAEOUTPaM — 3TO CJIOKHOE
Y TBOPYECKOE peIlieHre, KOTopoe IpH-
HUMAaIoT aBTOpEl. OHM CTPEMATCA CO-
37aTh 3arojI0BOK, KOTOPHIN OyAeT WH-
(popMaTHBHBIM, IIPUBJIEKATELHBIM U
TOYHO OTPasKaTh OCHOBHYIO TEMy CTa-

46 IcTOYHMK: pe3ysIbTaThl aHAIM3a CHOPMUPOBAHHOM aBTOPAMHU COBOKYITHOCTU JJAHHBIX CEPBUCOM

06;1aK0C/I0B.pd.
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ThH. VcIIo/Ib30BaHNe KITOYEBBIX CIIOB,
UTPOBBIX TEPMHHOB, PUTOPUYECKUX
BOIIPOCOB U JPYTHX CTpaTeruii IIoMo-
raeT aBToOpaM JOCTUYb 3TUX IeJIel.
[ToMrMO 3TOr0, aBTOPBI YUYUTHIBAIOT

AKTYaJIbHOCTE U PEJIEBAHTHOCTD HCCIIe-
JlyeMBIX mpobJieM, YTOOBI TPUBJIEYb
BHUMAaHUE IITUPOKOU aygUTOPHUH U
BHECTU CBOU BKJIa/], B 001aCTh HAYYHBIX
HCCIIeJOBAaHUI 10 BUJIEOUTPaM.

BbiBOAbI

TakuM 06pa3oM, HAYUYHBIE HCCIIE-
JloBaHUA B cdepe BUACOUTP MOIKHO
00beIMHUThL B 4YETBHIPE OCHOBHBIE
TpYIIIBL:

1. ITo3HaBaTeIbHBIE UCCIICIOBAHMS:

YueHbIE aKTUBHO U3y4aloT, KaK
BHUJICOUTPBI MOTYT CIIOCOOCTBOBATh
Pa3BUTHUIO TO3HABATEILHBIX HABBIKOB
U yIy4dIIaTh KOTHUTUBHBIE (DYHKIIVIU.
MHO:KeCTBO HCCIeA0BAHUIN TOKA3bI-
BalOT, YTO ONIpeJieICHHbIE BUABLI UTP
MOTYT YJIyYIIUTh BHUMAaHUE U pPeakK-
IUI0, IIPOCTPAHCTBEHHOE MBIITIJIEHUE
U CIIOCOOHOCTDH PEIIEHUS CI0KHBIX
3aga4. Brarogapsa stuM ucciaenoBa-
HUAM pa3paboTINKU BUICOUTD MOTYT
C037]aBaTh UT'Phl, KOTOPBIE HE TOJBKO
VHTEPECHBI, HO U CIIOCOOCTBYIOT pas-
BUTHUIO y UT'POKOB II03HABATEIbHBIX
HaBBIKOB.

2. BoapaeicTBue Ha 30POBbE:

Bupeourpsl Takxe ABIAIOTCA 00b-
€KTOM HCCJIeJIOBAaHUA B o0JIacTH
3[IpaBOOXPAHEHUA. Y UeHble aHAIU3U-
PYIOT, KaK UTPBI MOTYT MOBJIUATH Ha
¢u3nUecKoe U MCUXUYIECKOE 3/I10pO-
Bbe reriMepoB. HekoTopkle ucciaeno-
BaHMSA IOKA3bIBAIOT, YTO TEXHOJIOT N
BUPTYILHOU pEaIbHOCTU, MOTYT HUC-
M0JIb30BAThCA B JieyeHUU (Hobuii u
HOCTTPAaBMAaTUUYECKOI'0 CTPECCOBOIO
paccrpoiictBa. Birarogapsa stuMm uc-
CcleI0BaHUAM, MEIUIIMHCKUE IIPOo-
¢eccroHaIbI UCMOIB3YIOT UTPHI KaK

92 MocTcoBEeTCKUM maTepuK

3¢ peRTUBHBIN UHCTPYMEHT B peabu-
JIUTAIUN U J€YECHUN Pa3IAYHbIX 3a-
6osreBaHUN.

3. Urpel 1 conajabHble HABBIKU:

ConmanbHbIe aCHEKThI BUIAECOUTP
TaKKe IIPUBJIEKAIOT BHUMAHUE yde-
HBIX. VcciienoBaHusa NOKa3bIBAIOT,
4TO MHOTONOJb30BAaTEIbCKHUE OH-
JIalH-UT'PBI MOTYT CIIOCOOCTBOBATH
Pa3BUTHIO KOMMYHHMKAIIMIOHHEIX U CO-
TPYZHUYECKUX HaBLIKOB. OHM IPEA0-
CTaBJAIT UTPOKAM BO3MOMKHOCTBh
B3aMMOJENCTBOBATh, paboTaTk B KO-
MaH/Ee U paspemaTbh KOH(IUKTHI.
ITH HUCCIENOBAHUA II03BOJIAIOT pas-
paboTyrkaM co37aBaTh UTPHI C aK-
IIEHTOM Ha pa3BUTHUE COLIMAIBHBIX
YMEHHH, YTO UMeeT OOJIBIIYI0 3HAYN-
MOCTb B COBPEMEHHOM OOIIIECTBE.

4. Tlpo6iiema 3aBUCUMOCTH:

OpnHOI 13 OCHOBHBIX ITPO0OJIEM, CBS-
3aHHBIX C BHJEOUTPAMH, ABJIAETCA
BO3MOYKHOCTb 3aBUCHUMOCTHU. Y4YEHBIE
MIPOBOJAT HCCIELOBAHUA, UTOOBI
OIIPEAEIUTD (PAKTOPHI, BAUAOIINE HA
3aBUCHUMOCTb OT UTp, U B CIy4dae He-
o6xoauMocTH pa3paboTaTh CTpaTeruy
JUIA IPEBEHTUBHBIX Mep. ITH HCCJIe-
JIOBAHUS UTPAIOT BAXKHYIO POJIb B 00€-
criedeHUY 0e30MacHOro U 3J0POBOTO
HUTPOBOTO OIBITA JIS BCEX UTPOKOB.

HccnenoBanusa B aTol obiactu
TaKke IIOMOrapT ONTHMHU3UPOBATH
IIpoIlecChl IPOM3BOACTBA U pa3pa-
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60TkM urp. OHU NO3BOJIAIOT OIIpeie- KaM CO03JaBaTh JIYUYIIHWE HUTPHI,
uTh 3¢ PEeKTUBHBIE METOABI pA0OThI, OCHOBAaHHBIE HA II03HABATEJIbHBIX
C03JaTh MHCTPYMEHTBI U TEXHOJO-  CTpPaTerusax, yJydlaThb 3/[0POBbE U
'Y, KOTOPBIE YIy4YIIaT TEXHOJOTH-  HCIIOJb30BATh WUIPHI JJIS COLMAIIU-
YeCKHe IIPOLIECChl 1 COKPATAT BpeMA  3allUd ¥ Pa3BUTHUA CONUAJBHOU
Ha CO3JaHKe KOHEYHOI'O IIPOAYKTAa. aganTuBHOCTH. Brarogapsa Hay4dHo-

Hayuneie Tpyap! B chepe Buieo- My IOWCKY B HAaIpaBIE€HUM H3yde-
UTP UTPAOT BAXKHYIO POJIb B MHHO-  HUSA BUJEOUTP IPOJOJIKAETCA dBO-
BallMAX W Pa3BUTUM JAaHHOW WHJYy-  JIONUS pa3BUTUSA HOBOro ¢peHOMeHa
crpud. OHU IIOMOTAIOT pa3paboTyn-  COIMAIBHON pPeaJbHOCTH.
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THE VIDEO GAME INDUSTRY:
AN ECONOMIC ANALYSIS AND A REVIEW
OF MODERN RESEARCH

Annotation

Video games are one of the most popular and affordable types of
entertainment. They attract the attention of people of all ages and interests,
from children to adults. However, with the development of technology and
the emergence of new game genres, video game research is becoming
more and more relevant. Video game research is conducted in various
fields, including psychology, sociology, economics, media studies, and
others. One of the main research topics is the impact of video games on
the mental health of players. Many studies show that a long time spent
playing games can lead to a decrease in concentration, poor sleep and
other problems. However, not all studies confirm the negative impact of
video games. Some point out that games can help develop social skills,
improve coordination of movements and increase the level of intelligence.
Others show that video games can be useful for improving cognitive
functions in older people. Video game research can help understand how
players interact with games and how they perceive game content. For
example, research can examine how players use game mechanics, and
which elements of games they like the most. In general, as a new social
reality, video games are an important area of scientific research.
Researchers are trying to understand how games affect people and how
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they can be used to solve various socio-economic problems. The purpose
of the article is to determine the main directions of research in the field of
video games based on the analysis of scientific literature.
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