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AHHOTAITUS

B BeImyckHOW KBalM(UKAMOHHOW padoTe TmpoBeAeH 0030p OCHOBHBIX
HaIpaBJIICHUI W3y4Y€HUs BHJICOUTP, BBIACICHBI KIIOUYEBBIE 3Talbl Pa3BUTHUSA
UIPOBOM HWHIYCTPUH, PACCMOTPEHO €€ COCTOSHHE Ha CErOJHSAIIHUN JEHb,
BBISIBJICHBI OCOOCHHOCTH KOMMYHHKAITMH B UTPOBOM COOOIIECTBE U COTIOCTABICHBI
C KIIFOUEBBIMU MTPU3HAKAMH HOBBIX ME/IHA.

HCCJ’I@I{OB&HI/IC HaIIpaBJICHO Ha TO, YTOOBI OIIpCACIINTL MCCTO BHUACOUID B HOBOM
MEcaAuacpcac, IOJYYUTh IIPCACTABICHHC O I[&J'II)HGﬁHIHX IICPCIICKTUBAX PA3BUTHUA
HU3YUCHUA HUI'P, IPOACMOHCTPHUPOBAThH YHUKAJIBHOCTH HOBBIX KOMMYHUKATHBHBIX

dbopm.

ABSTRACT

The graduation paper «Computer games as a new type of media: community
development and characteristics of communication» examines main prospects of
video game researches, key moments in the history of video game industry and its
current state. Special features of communication in video game community has
been brought to light and correlated to characteristics of the new media.

The research aims at defining status of video games in the new media environment,
getting a foretaste of game studies perspectives, demonstrating the uniqueness of
new forms of communication.

PaGoTa Hanmcana MHOIO CaMOCTOSITEIILHO
" HC COLCPIKUT HCIIPABOMCPHBIX 3aMMCTBOBAHMU.
« »
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Beenenue

IlepBeie KOMMBIOTEpHBIC UIPHl pa3pabaTeiBaiuck B 1960-¢  romaml
CTYJICHTaMU-3HTY3UaCTaMU, UTPOBAsi UHIYCTPHUSL CErOJIHSI — KPYHMHEHUIIIUNA CErMEHT
MHPOBOTO PBIHKA IU(PPOBOr0 KOHTEHTAa. MeHee ueM 3a MIECThAECIT JET ObUIN
MPOMICHBI ATall apKaJHbIX aBTOMATOB, MEPBbIE TEKCTOBBIC UTPHI ISl JTOMAITHUX
MEPCOHAIBHBIX KOMIIBIOTEPOB, B3JE€Thl W KPHU3UCHI, MApPKETUHIOBas BOIHA
koHcouerr Sega u Nintendo, pa3paboTka HOBBIX KaHPOB, MOSIBIICHUE OHJIAHH-UTD U

1U(pOBOM TUCTPUOYLIUU.

Bugeourpsl 4acTto CTaHOBWIHCH OOBEKTOM OOIIECTBEHHOTO BHHUMAaHUA,
HEOHOKPATHO MOJHUMAJIMCH BOJIHBI MOPAJIBHOMN MaHUKH T10 TTOBOY KECTOKOCTH B
BHUJICOMTPaX, OJHUM M3 TJIaBHBIX BOMPOCOB MEPBBIX MCCIICAOBAHUM, MTOCBSIICHHBIX
BUJICOUTpaM, OblJla CTEMEHb BJIMSHUS WUIP Ha MCUXUKY MOJIOJACKHU U B3POCIBIX
UrpokoB. B To ke Bpemsi A0 BTOpoil moJsioBUHBI 1990-x TOg0B BUIEOUTPHI HE
BOCIIPUHUMAINCh  KaK  TOJHOIEHHBIH  OOBEKT  HW3y4YeHHs,  JOCTOWHBIN

aKaI[eMI/I‘-IeCI(Oﬁ JAUCHUITIINHEBIL.

B nauane 2000-x rogoB mosiBiseTcs KOHICHIusS game studies — nayka o0
urpax. C 2001 rona BeIlycKaeTcsl akaJIeMHUECKUI perieH3upyeMbli xypaan Game
Studies mox  pemakmueirt  mpodeccopa  KomeHrareHCKOro - yHUBEpCHTETa
WH(POPMAITMOHHBIX TeXHOJIOTHH DcrieHa Aapcera. JIMCIMIIINHA HE UMEET YETKOTO
OTIPE/ICTICHUS M SIMHOW METOMOJIOTHH, el 3aHUMAIOTCS CITCIIUAIMCTHI Pa3InIHBIX
Hanpasienuii. [To MHeHMIO AapceTa, HCCASI0BAaHUS UTP JODKHBI BKIIOYATh B ce0s
MeJfa, 3CTETHKY, COIMOJIOTHIO, aHTPOIIOJIOTHIO, SKOHOMUKY, JIMHIBUCTHKY M TaK

Jajce, HO IIpU I3TOM CYHICCTBOBATL B KadC€CTBC CaMOCTOSITEJIbHOM HaquOfI



JTUCITUTUIMHBI, TTOCKOJIBKY HE MOTYT OBITh CBEIEHBI K KakOW-IuOO OJHON u3

CYHIGCTBYIOHII/IXl.

[Tonstre «HOBBICE Memua», Kak W «game studies», He HWMeeT eIUHOTO
OOIICTIPU3HAHHOTO  OTPE/ICICHHS. Teopetukn  BBIACHAIOT  OCHOBHBIC
XapaKTePUCTHKU HOBBIX MeJMa, OJHAKO MEPEUCHb 3TUX XapaKTEPUCTUK y Pa3HbIX
UCCIIeIoBaTeNieii MOXKET HE COBMaJaTh. BUaeouTrphl (MM KOMITBIOTEPHBIC HUIPHI)
paccMaTpUBAaIOTCA  Kak  OOBEKT HOBBIX MeAHWa, C OJHOW  CTOPOHBI,

MEIManuCCIIeI0BATEIIIMU, C APYTor — CIIeIMATUCTaMu B o0sacT game studies.

[Ipy3HakaMu HOBBIX Me€JHMa, KOTOpPbIE BHJIEOUIPHI JIEMOHCTPUPYIOT
OCOOEHHO HATJISJTHO, SIBJISIIOTCS MHTEPAKTUBHOCTh W Pa3MbITHE TPAHUI] MEXIY
co3garelieM KOHTeHTa U ero mnorpedureneM. Ilomp3oBarenu OHIANH-UTP
B3aUMOJICUCTBYIOT OJHOBPEMEHHO M C HWIPOW, M JAPYyr C JpYyroMm, IpUYEM
KOMMYHUKATHUBHBIE (DYHKIIMM 3aBUCAT OT >KaHpa OHJAWH-Urpbl. Pa3zpaborumku
[IK-urp GecniaTHO MpeIOCTaBISIOT MOJB30BATENAM MPOrpaMMHOE 00€ecreueHue,
MO3BOJISAIOIEE MOAU(DUIIMPOBATH UTPY: PACIIPOCTPAHITh MOJU(PUKALNN MOXKHO 10
TEM >K€ KaHaiaM, 4yTo W camu urpel. [lmargopma Steam maer He3aBUCUMBIM
pa3paboTyMKaM JOCTYN K ayJAUTOPUH, HPU 3TOM MOJIb30BATENH BIMSIOT HA XOJ
pazpabotku  urpel. llosBiAroTcst  HOBbIE  (OPMBI  CTEHEPUPOBAHHOIO
MOJIb30BATEISIMA  KOHTEHTA, KOTOPBIM HE TOJBKO JOIOJHAET, HO HWHOTAA U
3aMEHSET JPYTUM II0Jb30BATENSIM BHJEOUTPY: JIIOAM CMOTPAT JIETCIUIEM U

JANBCTPUMBI, YTOOBI HTPY 32 HUX MPOIIET KTO-TO APYTOH.

O0beKTOM MOEro WCCIECOOBAHUS SIBISAIOTCA BHIECOWUTPHI W UIPOBas
unayctpus. IlpeameromM — 0COOEHHOCTH M3yUEHHs] BUJICOUTP KaK HOBBIX MeaHa U
KOppeJsilivsl  BBISIBJIGHHBIX ~ MPU3HAKOB € CYIIECTBYIOUIMMH  (opMaMu

KOMMYHHKAIIUU 1 TUIIAMHU CTCHCPUPOBAHHOT'O ITOJIL30BATCIICM KOHTCHTA.

! Aarseth Espen. Hayka o KOMIbIOTepHbIiT Hrpax: rof nepssiit / GameStudies.ru. [DnekTponHbIii pecypc]
URL: http://gamestudies.ru/translate/aarseth-year-one
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AKTYaJIbHOCTB HCCIIEJOBAaHUS 00YCJIOBIIEHA TEM, YTO UTPOBASI HHIAYCTPHS —
OJlHa M3 HauOoJIee CTPEMUTEIBHO pPa3BHBAIOLIMXCS Ha CETOAHSIIHUA JICHb,

HN3Y4YCHUC BUACOUTP HAXOANUTCA Ha CTaJIUN CI)OpMI/IpOBaHI/IH.

HoBu3Ha paboThI 3aKiIr0uacTCs B 0030pe KIIFOYEBBIX aclieKTOB game studies,
MOCKOJIbKY B PYCCKOSI3BIYHOM CETMEHTE pabdoT Ha 3Ty TeMy KpailHe Malo.
PaccmarpuBaroTcsi Takue SIBJICHHS, KaK MOJUIUHT, JIETCIUICH, JTAWBCTPUM, WHJIU-

HI'PBI, KOTOPBIC TOKC ITOYTH HC OXBAUCHBI NCCJICIOBATCIISIMU.

I'mmore3o0ii paboOThl SBISETCA YTBEPXKICHHE O TOM, YTO BHUICOUTPHI
ABJIAIOTCS OOBEKTOM HOBBIX MeAHa U 001a1al0T 3HAUUTEIbHBIM MTOTEHIIUATIOM JIJIs
JNalbHENUIIEr0 pa3BUTUS U TIIyOokoro wusydenus. Ha 3ammury BbIHOCATCA

CIICOYIOIIHMC MOJ0KCHHS.

1. Buneourpsl MOryT paccMaTpuBaThCs Kak 0ObEKT HOBBIX MEAMA.

2. B urpoBom cooOrmiecTBe pa3MbITa I'paHULA MEXIY CO3AAaTelsiMU U
II0JIb30BATEIISIMU KOHTEHTA.

3. HoBble KOMMYyHUKAaTHBHBIE (OPMBI W BHJIBI MOJIb30BATEIHCKOTO

KOHTCHTA UMCIOT IMTOTCHIWAJI OJIA I[&J'IBHCIZH.IGFO Pa3BUTHA.

3agaum JAaHHOT'O UCCIICAOBAaHUA:

1. OnpenenuTs TEPMUHBI «BUACOUTPA» U «KOMITBIOTEPHAS UTPay;

2. O003HaUUTh KJIIOYEBBIE MOMEHTHI HMCTOPUU Pa3BUTHS HUTPOBOM
UHIYCTpUH;

3. OxapakTepr30BaTh COCTOSSHUE UTPOBOM MHIAYCTPHUM HAa CETOIHALIHHIMA
JICHB;

4, PaccmoTpers  OCHOBHBIE  HANpAaBIEHUS  U3YYEHHUs  BUICOMID,

OIPEICIUTh MOHATHE «game studies»;
5. BbISIBUTh  KJIFOUEBbIE TMPU3HAKM HOBBIX MeEJHWa, PacCMOTPETh U

000CHOBaTh U3YYCHHE BUICOUTDP KaK HOBBIX MEIHA,;



6. PaccMOTpeTh, Kak JAEMOHCTPUPYIOTCS 3TH MPU3HAKKM Ha IpPUMEpE
OTJENbHBIX (POPM KOMMYHHUKALIMM W BUJOB CTEHEPUPOBAHHOIO MOJIb30BATEIISIMH

koHTeHTa s [IK-urp.

OcHoBY Teopernyeckoil 0a3bl coctaBuin KHUrH «llepemoTtka: mcropus
Buneourp» (“Replay: The History of Video Games”) T. [onoBana, «Hayka 00
urpax» (“The Routledge Companion to Video Game Studies”) moa penakuueir M.
Bynda u b. Ileppona, «Yb6enurenbHble UTpPhl: BbIpa3uTEIbHAS CHUJIA BHUIICOUTPY»
(“Persuasive games: the expressive power of videogames”) W. borocra,
«CnomaHHasi peajbHOCTh: MOYEMY UIPbI JICNIAIOT HAC Jy4llle U KaK OHU MOTYT
u3MmeHuTh Mup» (“‘Reality is broken : why games make us better and how they can
change the world”) /. MaxkI onuran, «S3sik HOBBIX Meaua» (“The Language of
New Media”) JI. ManoBuua, « dunukinoneaus sugeourpy» (“Encyclopedia of video
games : the culture, technology, and art of gaming”) mox pexakmueit M. Bynoa,
«HoBrle Menna: kputuueckoe BeryruieHue» (“New media : a critical introduction”)
M. Jlucrepa, Hx. Hdosu, C. I'mpounrca, . I'panra u K. Kennu, «HoBeie meana:
ximoueBbie Koumenuu» (“New media: The key concepts”) H. I'eiina u 1. bupa,
«udposeie kyapTypb» (“Digital Cultures”) nmon penmakuueit I'. Kpubepa u P.
MaprtuHa, a Takke apyrue 3apyOeKHbie, TEPEBOAHBIE U OTEUECTBECHHBIC HAYUHbIE
cTaThbi. B KadecTBE [OMOJHUTEIHLHOIO HWCTOYHMKA MCIOJB3YETCd HWHTEPBBIO

aBTOpA C TJIABHBIM pelakToOpoM kypHana «rpomanus» ['eBoprom AKOIIIHOM.

IMIUPUYECKO 0a30M HCCIENOBaHUS SABIISIOTCS MHOI'ONOJIB30BAaTEIbCKUE
urpsl, mwiargopma Steam, sercruten Ha YouTube u tpancnsiuu Ha Twitch.tv, a

TAaKXKC ITOCBAIICHHBIC UM CTAaThbH B aHIJIOA3BIYHBIX OHHafIH-I/ISJIaHHSIX u OJyiorax.

3MHI/IpI/I‘—IeCKa$[ 4acTb HUCCICAOBAHHA OrpaHHYIHUBACTCH KOMIIBIOTCPHBIMU
HUrpamu, TO €CThb UrpamMmm JJIIA HK, IMOCKOJIBKY HCKOTOPLIC BHUbI

IMOJIB30BATCIbCKOI'O KOHTCHTAa MOT'yT CO31aBaTbCs OKCKIIIO3MBHO AJIA HUX.



Pe3ynbTaTel UCCaen0BaHNA MOTYT MCIIOJIB30BaThCS B PaMKax AAJbHEHIIErO
U3YYEHUS OCOOCHHOCTEH B3aMMOJCHCTBHUS «CO3/AaTeNei» M «IOTpeOuTene»

KOHTEHTA B HOBOW MEUACPEIE.

JlanHast paboTa COCTOUT U3 BBEJCHUSI, 3aKIIFOUCHUS U TPEX TJIaB.



I'maBa 1

1.1 TepMuH «BHI€OUTPa)»: HCTOPUS BOSHUKHOBEHHUSI, COBPEMEHHOE 3HAYEHHE

HccnenoBarenn cOBpEMEHHON UIPOBOW MHAYCTPUH U JKYPHAJIUCTHI, TOBOPS
O MpPEaMETE U3YUYEHUS, UCIIOJIb3YIOT PA3IMYHbIE TEPMUHBL: «KOMITBIOTEPHAS UTPay,
«undpoBas uUrpa», «3JIEKTPOHHAS UTPa», «BUIACOUTPa». AHIJIOA3BIYHBIC U3aHUS,
U PYCCKOS3BIUHBIE BCJE 3a HUMH, B IMOCIEIHEE BPEMS TATOTECIOT K MOHITHIO
«BUJICOWUTPA», JaBasi €My DPa3BEPHYTBbIE ONPEAEICHUS W NPUBOJS apPTyMEHTHI B
nosib3y cBoero BbIOOpa. Ilpexne uYeM paccMOTpeTh JOBOJBI ITyOJIHMIMCTOB,
HEJIUIIHE OyleT JaTh KPaTKyl0 XapaKTEPUCTUKY «HUIPbD» B 0oyiee 0OIIEM CMBICIE

9TOro CJjJoBa.

B TonkoBoM CJI0Bapce Osxerona JacTCiaA HCCKOJIBKO OHpGILGJIeHI/Iﬁ CJIOBa

«UTpay:
1. 3aHsATHE, CIy)allee UIA Pa3BIICUYCHMs, OTAbIXa, CIOPTUBHOTO
COPEBHOBAHMSL.
2. KommuiekT npeaMeToB 1 TaKoro 3aHsTHS.
3. Co3nanyve THOUYHBIX ISl MPOPECCUU CUTyalluii U HAaXOKIECHUE

B HHX TIPAKTHYECKUX PEIICHHI .

CrnoBapHas CTaThs 1aeT MOHATH, YTO OJTHO U3 HEOTHEMJIEMBIX CBOMCTB HUTPHI
(kak mpoiiecca, Tak ¥ MpoayKTa) — pa3HooOpas3ue: y pa3HbIX UTP pa3HbIe Leu, s
JOCTIDKEHMSI KOTOPBIX MCIOJIB3YIOTCS pas3Hbie cpeacTBa. K Bumeourpam Bcé

MNEPCUYNUCIICHHOC TAKXKC ITPUMCHHUMO.

OnHuM W3 KJIACCUYECKUX HCCIICIOBAHUM, coAepiKalluxX TIyOOKHi aHaiu3
UTPBI KaK KyJIbTYpHOTO (DEHOMEHA, SBJISICTCS] TPAKTaT HUACPIAHICKOTO MCTOPHUKA
u kyapTyposiora M. Xénsunru «Homo ludens» («Yenopek urparommii»). X¢En3nunra

paccMaTpuBacT UI'Pbl, OTIMYAIOIIHUECA OT BSaI/IMO,Hef/'ICTBI/II\/'I MaJICHBKHUX ,HCTCﬁ NI

2 Oorcezo6 C.H., Illgeoosa H.FO. TonKoOBEIil CIOBaph PYCCKOTO A3bIKa. [D1eKTporHbIH pecype] URL:
http://ozhegov.textologia.ru/
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KUBOTHBIX: «COLIMAJIbHBIC MO XapaKTEpy», WK «OoJiee BICOKUE (POPMBI UTPBI», TO
€CTh T€, B KOTOPBIE YEJIOBEK UIPAET OCO3HAHHO, C IMOJIHBIM IOHUMAHUEM TOTO, YTO

OH 3aHUMAETCS UTPOU.
B Tpaxrare BBIBOIATCS CIEAYIOIMUE XAPAKTEPUCTUKHU UTPBI:

1.  CBoOonHoe AeiicTBHE: UTpa MO NPUHYKICHUIO IEPECTAET OBITh
UTPOM, CTAHOBSCH JIMILb «BBIHYKJIEHHBIM BOCIIPOU3BEAEHUEM UTpb». Urpa
HE MpPOAUKTOBaHA (UBNYECKOM HEOOXOAMMOCTBIO WM  MOPaJbHOU
00s13aHHOCTBIO. JIF0AM UrpatoT B CBOOOIHOE OT PabOThI BpEMs.

2. Urpa mnpotuBonocraBieHa OOBIICHHOM, HACTOSLIEH JKU3HM.
UYenoBeK BBIXOJWUT W3 3TOM JKW3HM, urpas B urpy. lIpu stom wurpa He
UCKJIIOYAET CEPhEZHOTO K HEW OTHOLUEHUS: «...UIPa MOXKET MPOUCXOIUTH C
BEIMYANIIEH CEPhE3HOCTHIO, C YBICYEHUEM, NEPEXOISIIUM B IOMJIMHHOE
YIIOGHHE. ..»".

3. 3aMKHYTOCTb, OTIPAaHMYEHHOCTh OT OOBIIEHHOW >XW3HHU. Mrpa
MMEET ONPEEICHHBIE IPAHMIIBI MECTA U BPEMEHMU.

4, Y CTaHOBJIEHHBIN HENMPEIOKHBIN MOPSIAOK.

5. HampsikeHue Kak HEYBEpPEHHOCTb B JIOCTHM)KEHUM LETH, HO U
HaJIM4HE [IAHCa.

6.  ®opmMupoBaHHE UTPOBOTO COOOIIECTRA.

K ¢yHKIUAM Urpbl KyJIbTYypOJIOT OTHOCUT «00pbOY 32 UTO-TOY» HIIM «IIOKa3,

NpeaACTaBJICHUC 3TOI'O «YTO-TO».

Knura Xénsunru Opu1a Hanmrcana B 1938 roay, 10 NOSIBIEHUS KOMITBIOTEPOB
5 KOHCOJICH, OJITHAKO BHUJICOUTPHI COOTBETCTBYIOT MEPEUUCIICHHBIM

XapaKTEPUCTUKAM.

COBpeMeHHBIe HCCJICAOBATCIIN TAKKE OIIPCACIIAIOT ITIOHATHUC «UI'Pa», HO YiKC

nmoapasymMeBass B IICPBYIO O0O4YCPCAb BHUIACOUIPHI. K Ttakum HCCIICOA0BATCIIAM

*Tur. no: Xéisunea M. Homo Ludens. Yenoek nrparommii. Cni6., 2011. C. 32
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OTHOCHUTCS, Harpumep, reum-ausainep x. Makl onuran: B Hadasie CBOE€H KHHUTH
«Reality Is Broken: Why Games Make Us Better and How They Can Change the
World» oHa BblfiensieT ueTbipe mapamerpa, CBOMCTBEHHBIX BCeM 0€3 MCKIIOUYEHUS

UTrpam:

1. lenp: ompeneneHHBI pPeE3yabTaT, KOTOPBIM WIPOK JOJDKEH
noJIy4uTh. Llesb JaeT urpoKy OLIyIIEHHE OCMBICIIEHHOCTH IIPOLIECCA UTPHI.

2. IlpaBuna: orpaHuueHHBIH HAOOp CHOCOOOB, KOTOPHIMU MOXKHO
TOOUTHCS JKETAEMOTO pe3yJIbTara.

3. Cuctema oOparHoii cBsa3u (feedback system): cooOmaer
UTPOKY, HACKOJIBKO OH OM30K K 1enu. B kauectBe npumepoB Maxkl onuran
IPUBOJUT YPOBHEH, KOJIMYECTBO HAOPAHHBIX OYKOB, LKAy Mporpecca Wiu
4ETKOE MIOHMMAHNE UTPOKOM KOHEUHOM LIEJIN: «UIPA 3aKOHUYMUTCS, KOTAA. .. ».

4, JloOpoBosibHOE yudacTthe. Mrpok O3HAKOMIIEH M COTJIaceH ¢

npaBUJIaMH, Y HETO €CTh CBOOOJIa B JIFOOOH MOMEHT HayaTh WJIM TOKUHYTH

urpy”.

Makl'oHuran no0aBisieT, YTO BaKHBIMHU IMapaMeTpamMu Il MHOTHX HIp
SBIIIOTCA ~ TaKK€ MHTEPAKTUBHOCTb, TrpaduKka, IOBECTBOBAHME, Harpajpl,
COPEBHOBAHME, BUPTyallbHas cpeAa, WA «o0eabl», OAHAKO HMMEHHO LEJb,

npaBuia, 00OpaTHas CBsi3b U JOOPOBOJIBHOE yUACTHE — KITIOUEBBIE XapAKTEPUCTUKH.

ba3oBble mpuHIUNBI TIpollecca WrPbl  HE TOJABEPIIIMCH  OOJBIINM
M3MeHeHusM ¢ 1938 rona, ¥ B TO K€ BpeMsl BUAECOMIPa Kak MPOAYKT, KaK IPEAMET
Il 3aHSATHST WTPOM HMMEET psifi WHAUBUAYAIBHBIX IApaMETPOB, KOJIUYECTBO
KOTOPBIX C TOJIaMHU YBEJIWYUBACTCA: K TNPUMEPY, PAHHUM HUTrpaM He ObUIO

CBOMCTBEHHO CBSI3HOE IIOBECTBOBAHUE.

* McGonigal, Jane. Reality is broken : why games make us better and how they can change the world.
London, 2011. C. 27-28.
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N. boroct, reMM-gu3anmHep, KPUTHUK M MCCIENOBATENb, HEOJHOKPATHO
3aTparuBaeT TeMYy YHUKAJIbHOCTH BHACOUTP U CIOXKHOCTH BBIOOpa MOAXOJa K UX
olieHKe. boroct cpaBHMBaeT BUJEOMUIPHI C TOCTEPOM: B OOOMX CIIydasX MOKHO
OLICHUTh (PYHKIMOHAIBHOCTh M TEXHUYECKHE XAPAKTEPUCTUKH TMpeaMeTa M Ha
3TOM  OCTaHOBUTbCA.  OOHAKO W3 BUJACOUIP  HENB3sl  MCKIIOYUTH
IIOBECTBOBATEILHYI0 M COPEBHOBATEIBHYIO COCTaBIIArONIME. «MBI HE CMOTPUM H
HE YUTAeM WIpPbl, KaKk (UIbMBI, KHUTH WIM KapTHUHBI, B TO K€ BpEMS MBI HE
n300paxkaeéM MX caMH, KaK B cIy4yae ¢ TaHuamu, ¢pyTr00sioM min urpoit Bo @pucoOu.
[lorpy»xasch B UTPbl, MBI JI€JIAEM HEUTO cpenHee. Jla, Mbl «urpaem» B UIPhl KaK B
CIOPTUBHBIE, M J1a, WUIPbl HECYT «3HAYEHHE», KaK H300pa3UTeIbHOE U
IIJJACTUYECKOE HUCKYCCTBO. [Ipu 3TOM UIphl — 2TO €II€ U yCTPOUCTBA, KOTOPBIMU

5
MBI YIIPABJIACM) .

Tepmun «Bunmeourpa» BIepBbie OblT Hcmonb3oBan B CMU B 1973-1974
roJiax, IMepBbIe )K€ CTaThbM 00 UTIpax BHIXOAWIM B Hayajie 1970-x moj 3arojoBKaMu

«InexTpoHHbIe UTPE» U «KommbloTepHas rpadgukay.

TepMUH «3JIEKTPOHHAsI UTPa» HACTOJBKO LIMPOK, YTO MPUMEHHM K JIFOOOU
UTpE, COAEPIKAIIECH DIEKTPOHHBIA KOMIIOHEHT, — HAllpuMep, K TAKOM, Kak urpa
Simon 1978 roma: 3Ta wWrpa NpeACTaBIsSCT COOOW PAa3HOLBETHBIA JHCK C

MUT'aIOIIUMMU JIaMITIOYKaMHU, APYTHUC BU3YAJIbHBIC 9JICMCHTEI B HEeH OTCYTCTBYIOT.

TepMuHbI «BUJICOUTPA» 17} «KOMITBIOTEpHAs urpa» Oonee
y3koHamnpasneHnnbie. [Ipodeccop M. Bynsd mnpoBoguT cnemyromiee paziundue
MEXAY OTHUMHU JBYMSI TMOHSATUSIMHU: [JI1 KOMIIBIOTEPHON UIPhl BU3YyaJbHas
COCTaBJISIOIIAsl HE SIBJIACTCS 00sI3aTENIbHOM, a JUIsl BUJCOUTPHI HE BCErJa HYKEH
MUKpormporieccop. B kauectBe mpumepa Bynd mpuBOANT HACTONBHYIO HIPHI

«OctanoBu Bopa» 1979 roma, yrBepkias, 4Tto 3Ta uUrpa (GpopmanabHO SBISETCS

® Iut. mo: Bogost lan. How to talk about videogames. Minneapolis, 2015. C. 1.
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KOMIIBIOTEPHOM, OCKOJIBKY B Ha0Op BXOAUT KapMaHHBIM KOMIIbIOTEP, U3IAOIIHI

6
3BYKOBLIC CUT'HAJIbI .

Takum 00pa3zom, TEPMUH «BHACOUTPHD» OKA3bIBAETCS 00JEE€ COOTHOCHM C
TEM PSAOM 3JEKTPOHHBIX HIP, KOTOPBIM MBI MOJpa3syMEBaeM IO HUM CETrOJIHS.
Bynd ormewaer, uTO MOXKET BO3HHKHYTH BOINpOC C Kiaccupukamen
NPUKITIOYEHYECKHX TEKCTOBBIX UIP, OJHAKO TEKCT, MO0 MHEHHUIO mpodeccopa, B
JAHHOM CJIydae MOXXHO CYHUTaTh BU3YaJIbHBIM KOMIIOHEHTOM, TIIOCKOJIBKY OH

BBIBOJUTCA HAa MOHHUTOP U ABJIICTCA (bOpMOfI KOMHBIOTGpHOﬁ Fpa(bI/IKH

Uccnenosarens K. Kpayc, o0ObACHsSSI BBIOOp TEpMHUHA «BHIECOUTPAY,
YTOYHSIET, 4YTO TPAAMLMOHHO NpePUKC «BUICO» TMOApPA3ZyMEBal pPacTpoOBOE
N300paKeHHE, OJHAKO CO BPEMEHEM IIOHATHE «BHJEOMUIPa» CTAJIO HACTOJIBKO
MACCOBBIM, UTO CETOJHS MM OINMCHIBAIOT WIPHI C JHOOBIM THIOM Tpaduku’,
OJEeKTPOHHBIE CHUCTEMBI, MCIONb3yEeMblE JUIsl UIPhl, O0O0O3HAUAIOTCA Kak
«m1aTGopMbl»: K HUM OTHOCATCS W apKaJHble aBTOMAThl, U MEPCOHAIbHBIE
KOMIIBIOTEPHI, U UTPOBBIE KOHCOJIM, U KapMaHHbIE YCTPOICTBa, U MOOMWJIbHbIC

TeneOHBI.

Pycckosi3pluHble MCCIEAOBATEIN TAaKXKE OTHAIOT MPEANOYTEHUE TEPMUHY
«Bugeourpe». Kanaumatr wuckycctBoBeneHuss A. A. JIeHUKUH ompenensier
BUJICOUTPHI KaK «...MPOTpaMMHOE oOecriedeHue, paboraroimiee Ha CIENUaTbHOM
o00opy/1oBaHUU (KOMITbIOTEpPE, WTPOBOM KOHCOJHU, MOPTATUBHOM JJICKTPOHHOM
amnmnapare), ciyXaiiee JJisi OpraHd3alid UTPOBOro mpoiiecca (relmrIuiesi), CBs3H C
napTHépAMH [0 MIPe WIH CaMO BBICTYIAMOIICE B KadecTBe MapTHEpa»®. OH
YTOUHSIET, YTO TMOJ JTUM TEPMHUHOM TOHUMAIOTCS apKajHble, KOHCOJIbHBIE,

MOPTAaTUBHLIC U KOMIIBIOTCPHBIC UT'PLI.

® Mark J.P. Wolf, Bernard Perron. An introduction to the video game theory // Formats. 2005. Ne 4.

" Digital Cultures: Understanding New Media: Understanding New Media / edited by Glen Creeber and
Royston Martin. New York, 2009. C. 76

* Iurt. mo: Jenuxun A.A. B 3ammty Buneonrp // GameStudies.ru. 2013. [Dnexrpornsiii pecypc] URL:
http://gamestudies.ru/post/1785
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1.2 HMcropusi BO3HMKHOBEHHMS H Pa3BUTHS BHJIEOMIP: KJIOYeBble

COOBITHSI, HA3BAHMSI, MMEHA

[TepBerit mporpammupyembiii  kommnbiotrep — IOHUAK (anrn. ENIAC),
DJNEKTPOHHBIA YMCIOBOM MHTErpaTop M BBIYMCIUTENb — ObLT M300peTeH B CIIA

14 despans 1946 rona.

[Iate ner cmycts, 12 ampens 1951 roga, mmpokod myOauke ObLT
IPE/ICTABIICH KOMITBIOTEP, CIUHCTBEHHOH (yHKIMEH KOTOporo ObLia wurpa:
Humpoo (anrin. Nimrod). On 0bl1 co3man kommaHuen Ferranti crermanbHo st
BoicTaBku «DectuBaib bputanun». [loceTutensM mpeiarajioch UCILITATh yaady
Y CHITPaTh B UTPY HUM IPOTUB «3JIEKTPOHHOTO MO3ray. B moscHUTEIbHOM OyKIIeTe
HOYEPKUBAIOCH, YTO OOyUCHHE MAIlMHBI UTPE — HE MyCTas Tpara BPEMEHH, Kak
MOXET MOKa3aThCsl Ha TICPBBIN B3IIISL, @ HATJISIHAS JIGMOHCTPAIIHST BO3MOKHOCTEH
MamuHbl. OJJHAKO JIMIIb HEMHOTUE TIOCETUTEIHN BBICTABKH IMPOSBILIM MHTEPEC K
MaTeMaThke W HAy4YHOMY TMpeaHasHaueHuto Humpooa: Aromu ObUTH YBJICUYCHBI

CaMHMM IIPOLECCCOM UIPBHI.

B nocnenyromue rogsl NpeanpuHUMANINCh YCHEUIHbIE MOMNBITKA HAYYUTh
KOMIIBIOTEPbl HEKOTOPHIM HACTOJBHBIM WMIpaM: HampuMep, B KPECTUKHU-HOIUKU
(OXO ot A. lyrnaca, 1952 r.) u mamku (mamku 11 komneotepa IBM 701 ot A.
Comtrooma, 1952 1.).

[Toka yuensie 1940-1950-Xx ro0mOB DJKCHEPUMEHTUPOBAIA C TIEPBBIMH
KOMITbIOTEPAMHU, TEJICIPUEMHUKHN CTAHOBHIIUCH ObITOBOM TexHUKOU. B 1947 rony
TEJIEBU3MOHHAsE ceTh Dumont mnompoOoBaia MNPETBOPUTH B KHU3Hb HJICIO
WHTEPAKTUBHOTO B3aMMOJIEMCTBUS YEJOBEKa C TenenpuEMHUKOM. COTpYIHUKH
komnanuu, T. Tomgemutr m O. ManH, pa3paOoTaiud pakeTHBIM CUMYJSTOP —
pa3BleKaTeNbHBIN anmapaT Ha 0a3e 3JIeKTPOHHO-Ty4eBOM TpyOku (OT aHIL
cathode-ray tube amusement device). Hrpoxk wmor ymnpasjisTh paKeTHOM

YCTAHOBKOM, MPUUEIUBATLCA U CTPEJsSITh B MullleHb. B 1948 roay coznmarenu
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3alaTeHTOBAJIM CBOIO MJICI0, OJHAKO YCTPOWCTBO TaK M HE OBLJIO 3alyIIeHO B

MacCCOBOC IIPOU3BOACTBO.

Konnenius Buaeourp B COBPEMEHHOM TNOHMMAaHWHU CTajla Ha miar OJMxe
Onmaromapsi amepukanckomy ¢usuky VY. Xurun6boramy. OH pabGotan B
BpykxeiBEeHCKOW HAlMOHAJIBHOW JIa0OpaTOpUM M, 3a/aBIIHCHh LIEJIbIO MPUBIIEYD
MOCETUTENIe Ha JI€Hb OTKPBITHIX ABepel, B 1958 roay CKOHCTpyUpOBall UTPY C
rpadpuyeckuM  uHTepdeiicom, Ha3BaB e€ Tennis for Two. MHrpa Osbuia
npeaHa3HadeHa ISl JIByX WIPOKOB: Ha JKpaHe ocHmwuiorpadga OHH BHACTH
BEPTUKAJIBbHYIO JIMHHUIO, CUMBOJU3UPYIOIIYI0 TEHHUCHYIO CETKY, 4e€pe3 KOTOPYIO
HE0O0X0aMMO OBLIO TepedpachiBaTh MsU, YIPABISAS WM TPU TOMOIIM OOJBIINAX
KOHTpoJutepoB. Tennis for TwO ObT MPUHAT MOCETUTEASAMH Ha ypa, OJHAKO
XuruHOoTaM He mpujai 3ToMy OONBIIOrO 3HaYEHUsI, 1 MEHEEe YeM Yepe3 J1Ba roja

urpa Onu1a pazoOpaHa Ha YaCTH.

ITepBoit Tpadmyueckold KOMITBIOTEPHOW WIpoOM cumrTaercs Spacewar!,
co3manHas B 1961 rony crtymeHTamMum MaccadyyceTcKOoro TEXHOJOTHYECKOTO
uncturyta M. I'perniem, C. Paccenom u Y. YutanesHom s kommbiotepa PDP-1.
Urpa Oblna pazpaboraHa Jjisi AByX WIPOKOB U TPEACTaBisijIa cCOOOM CpakeHue
KOCMUYECKUX KOpaOJiel: KaKIbIii UTPOK YMNPAaBIIsT CBOMM KopablieM, CTpelss B
KOpalJb MPOTUBHUKA U YKIJIOHSSICH OT ero atak. Mrpa BIOXHOBWIIA TTOCETUTENEH
KOMITBIOTEPHON J1abOpaTOpUM HWHCTUTYTa M OblIa YJIydIlleHa COBMECTHBIMH
ycunusiMu. VM3HavyaibHO B Urpe ObLTa MCIOJIb30BaHA PealMCTUYHAS KOCMHUYECKast
¢buszuKa, C OTCYTCTBUEM HWHEPIMHU, YTO 3aTPYIHSIIO yIpaBieHUE Kopabdiem: s
perieHus 3Toit mpobaemsl J[. DaBapac n1o06aBui 3BE3/ly C TPaBUTAIMOHHBIM TOJIEM
Bokpyr Hee. II. CamcoH noGaBui B KauecTBe (pOHA PEATUCTUUHYIO 3BE3AHYIO
KapTy, Konupyoyo HouHoe He6o Haa KemOpumxem. A. Kotok u b. Cangepc
paspaboTtanu CHieMAIbHBIC KOHTPOJLIEPHI, a I'pety n00aBHII
«TUTIEPIPOCTPAHCTBEHHBIN MPBIKOK», MMO3BOJSIOMIUNA TEPEHOCUTh KOpaldiab B
CIIy4ailHy!0 TOYKY KapThl, — U K ampento 1962 roma Oblma rotoBa (GpuHAIBHAS

BEPCHSI UTPBI.
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3HaunMocTh Spacewar! 3akirodaercs B TOM, 4TO 3TO Oblia mepBas Urpa,
CO3/IaHHAsl CIMEUUalIbHO [UIsl KOMIBIOTEpa, pa3paboTaHHas MOJ KOHKPETHYIO
mwiatgpopmy. Ha Ttor Moment B CHIA cymectBoBano Bcero msathaecat PDP-1 B
PaCIOPSKEHUN PA3TUYHBIX YUPEXKIACHUMN, TOATOMY MPOJIaBaTh UTPY pa3padOTUUKU
HE CTaJd, OECIUIaTHO pa3ociiaB JK3EMIULIPbl  BCEM  3aMHTEPECOBAHHBIM

KOMITBIOTEPHBIM J1a00paTOpusIM, O1aroaps 4eMy Urpa moaydnsia H3BECTHOCTb.

Nmenno Spacewar! mocmykuiaa OCHOBOW UTP JUIS apKaJaHBIX aBTOMAaToB. B
1971 rony b. ITurtcom u ero aqpyrom Xeto TakoMm Obuta pa3zpadorana urpa Galaxy
Game: daxtuuecku, Spacewar!, nepenporpammupoBanHas mnoj kommbiotep PDP
11/20. Co3nanme aBToMara obonuiochk goporo, moutd B $20,000, Tak 4yto urpa,
yCTaHOBJICHHAs Ha TeppuTOopun CTIH(POPACKOTO YHUBEPCUTETA, HE OKYITHIIa CBOMX

3aTpar, XOTA U I10JIb30BAJIACh ITOMMYJIIAPHOCTBIO CPCAN CTYACHTOB.

Yepes HeCKOIBKO MecsiieB mocie nossienus Galaxy Game Oblia BeImyIIeHa
npyras apkagHas urpa: Computer Space ot H. bymmnenna u T. [[p0Hu. D10 ObLITa
nepBas KOMMepUecKash urpa, paspaboTaHHas Uil IIUPOKOW ITyONUKH, U, TIO

MHEHUIO UCCIIEI0BATEICH, HUMEHHO OHA MOJIOYKWIIA Ha4al0 UTPOBOU UHIAYCTPHUH.

B 1972 romy xommanuss Magnavox BbIIyCTUJIAa TEPBYIO JOMAIIHIOK
urpoByto npuctaBky: Magnavox Odyssey, paspaborannyto nHxenepoM P. Baepom.
B kommiekTte ¢ Hedl 1o 12 Wrp Ha coenuaibHBIX KapTaXx, B OCHOBHOM

CIIOPTHUBHBIC U IIYTCPHI.

Ha onny u3 stux urp — Table Tennis — oO6parun BHumanue BymiHemn Bo
BpeMs JeMOHCTpanuu npuctaBkd 24 mas 1972 roma. OcHOBaB COOCTBEHHYIO
koMmnanuto 27 wuwoHA 1972 roma, bymHemn gan MOpydYeHHE HAHIATOMY UM
CTYJEHTY-UHXKEeHEpY A. AJNKOpHY pa3paboTaTh UIpy aHAJIOTMYHOTO BUAA «MSY U
paketka». Tak mosBuiack apkaaHas urpa Pong, koTtopas MeHee 4eM 3a IOJIro/a
npespatiia Atari ¥3 HEM3BECTHOTO cTapTama B JHIEPhl apKaJHOW PEBOIIOIHH.

Yenex Wrpsl TakKe PECTPYKTYPUPOBAI HMHAYCTPHUIO AapKaIHBIX pa3BICYCHUM:
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BHUJICOUTPBI OKOHYAaTCJIbHO npuoin  Ha CMCHY  HCHAJACKHBIM  JJICKTPO-

MCXaHHUYCCKHUM HUT'PaM.

Hecmotpss Ha momynsipu3anuio apkaja, mociie TosBieHus Spacewar! ne
MPEKpaIaINCh TIOMBITKH pa3padaThiBaTh UTPHI A KommbioTepoB. B 1973 romy
nporpammuctel NASA C. Komm u I'. ITlanmmep co3mamu wurpy Maze mns
kommbioTepa Imlac. beutn 3a7eicTBOBaHbBI BCe BOBMOXHOCTH KOMITBIOTEPA, YTOOBI
UTPOK OT TEPBOTO JIUIA BUACT TPEXMEPHBIN JaOMPUHT, W3 KOTOPOTO €My HaJo
BboIOpaThea. [lo3aHee Obuia pa3paboTaHa BEPCUIO WIPHI JJIS JIBYX HWIPOKOB,
KOTOpbIE MOTJIM TMEPEJIBUTAThCA MO JTAOUPUHTY U CTpEsATh Apyr B npyra. K 1974
romy B Maze crano BO3MOXHO WTpaTh MapTHEH W3 BOCBMH YEIIOBEK, MPUYEM HE
TOJIBKO CpaXXkaTbCsl, HO M OOMEHHMBAThCS TEKCTOBBIMU COOOIICHUSIMHU. OTHU
MHOTOITOJIb30BATEIbCKHUE CPAKEHUSI MPEACKA3IN TMOSBICHUE CMEPTEIbHBIX OOEB
(anrn. death matches) B mryrepax oT mepBoro Jjuiia, kKotopeie crycts 20 et

BO3BIMENH ycIiex Onaronaps urpe Doom.

KommbroTepsl MO3BOJISANIM CO3/1aBaTh TO, HA YTO HE OBUIM CHOCOOHBI
apKaJHble aBTOMAThl: TEKCTOBbIE Wrphl. OAHUM U3 HKCIEPUMEHTOB B ITOM
HampaBjieHUU crana unporpamma Eliza, wammcannas B 1966 rtomy k.
Beitnen6aymom. Urpa monenupoBana 6eceny ¢ IMCHXOTEPANeBTOM: YEJIOBEK MOT
MHUCHbMEHHO OOIATHCS ¢ JOKTOPOM OJIM30HM, KOTOpasl OTBEUajia 3arOoTOBJICHHBIMU
bpazamu. D10 ObUIa TIEpBas TMOMBITKA TO3BOJUTH JIOASM  HCIOJIB30BATh

HOBCGI[HCBHBIﬁ A3BIK OJIA O6HIGHI/I$I C KOMIIBIOTCPOM.

Eliza BnoxnoBuna mporpammucra Y. Kpoyrepa Ha co3naHue COOCTBEHHOM
TekctoBo wurpel. B 1975 romy Kpoyrep pasBencs ¢ &eHOM U, YTOOBI
NOJJIEP)KUBATh CBA3b C JBYMS JOYEPbMH, PELINJ CAENATh Uil HUX WIPY IpO
neniepbl U MOUCK cokpoBuil. [lemepsl ObTM pa3OUTHI Ha HECKOJBKO HMIPOBBIX
JOKauM, y KaxJAOW U3 KOTOPbIX HMEJIOCh TEKCTOBoe omucanue. MHrpa
BOCIIPUHUMAJIa HECJOKHBIE KOMAHJbl: «UATU HA CEBEP», «B3ATh COKpoBuIle». K

1976 rony Kpoyrep u JI. Bync gopabGotanu urpy, KoTopas Mojydusia Ha3BaHHE
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Adventure u crana mpooOpa3oM MHOMYJISPHBIX B JadbHEWIIEM TEKCTOBBIX UTp, a

TAKIKC BUACOUT'D B JKAHPC KBCCT.

KoMIproTepsl TOCTENIEHHO TIEpeCcTaBad OBITh MTPEPOTaTHBON WHCTUTYTOB U
yupexacHuii: B 1976 roay Obuia ocHoBana kommanus Apple Computer, B mpogaxy
nocTynuil kommbioTep Apple I n Hauanace paborta Hag moaensto Apple II. Ctus
Bo3Hsk 3amancs 1enbl0 CKOHCTPYHPOBATh KOMIIBIOTEP, MPU MOMOIIU KOTOPOTO

MO3KHO OBLITO OBI JIeaTh UTPHI ¢ TpauKOi U 3BYKOBBIM COIIPOBOXKICHUEM.

B 1977 rony Gmaronapst Atari m3MeHmIaCh KOHIICIIIHS HTPOBBIX PUCTABOK:
KOMIaHUsl BBIMYCTHIA KOHCOJb 1si Buaeourp Atari VCS 2600, xoTopasi crana
JOMUHUPYIOLIEH MPUCTaBKOM BTOoporo mnokojieHus. KoHconbs Oblna paspaborana
s urpel B Pong u Tank, omHako Moria moaiepKuBaTh U 00Jee MPOIBUHYTHIC
Bueourpsl. [loHayany npojaky UM BSJIO: PE3KUM CKAYOK BBEPX MPOU3OIIEI B
1980 romy, xorma Atari xymuia mpaBa Ha SIOHCKYIO apKaaHyl HIrpy Space
Invaders u amantupoBana ee s CBOSH MPHUCTaBKHA. 3a 3TOT TOJ KOMITAHUHU
ynanoch 3apabortats 415 MUUIMOHOB NTOJUIAPOB — B JIBa pa3a OoJibllle, YeM 3a

MPEABLIYIINH.

SnoHckass wurpoBas MHAYCTpUS B CBOEM pPa3BUTHM OTCTaBaja OT
amepuKaHckon. MrpoBoit 6u3Hec ObUT CKOHIIEHTPUPOBAH HAa BHYTPEHHEM pPBIHKE,
o0 OpuEeHTAlMu Ha 3amajgHble CTpaHbl HE AyMalld JaXKe KPYIHbIE KOMIIAHUHU.
Cutyanus W3MEHWJIach IOCIE BBIXOJa apkaiaHou urpel Space Invaders B 1978
roay. Wrpa Obuia BeimyiieHa kommanueit Taito. Paspaborunk T. Hucukamo perun
UCIIOJIb30BaTh BO3MOXKHOCTH MHKPONPOIECCOpa O MaKCUMyMy, BbIOpaB st
ATOTO KaHp «IPUCTPENId X Bcex» (aHrl. shoot’em up). O60pynOBaHHBIN MYIIKOM
KOpabJib UTPOKA HAXOJWIICA B HIDKHEW YacTU DKpaHa, a CBEpXy Ha HEro psaaMu
HaJBUTAINCh Bpard. B KkadecTBe MHUIIEHEH Jy4lie BCEro, MO MHEHHUIO
pa3paboTunKa, CMOTpENHCh uYenoBedeckue GUrypbl, OJHAKO 3Ta wuzies Obuia
3a0pakoBaHa TMpe3uJeHTOM KommnaHuu. Hwucukano, BIOXHOBHBIIMCH «BoiHOM

MupoB» ['epbepra VYoamica, ocTaHOBUJI CBOM BbIOOp Ha mnpuiienbiax. Mrpa

18



3aBoeBajia OCIIEHYI0 TOMYyJIApHOCTh CHayana B SmoHun (uenble apKajabl
OTKPBIBAJIMCh UCKITFOUUTEIILHO PaIu JIIOKHH aBToMaToB Space Invaders), a 3arem
u o Bcemy mupy. B CIIA moapocTku, oepKUMbIe UTPOil, BOPOBAIA MOHETHI JJIs
aBTOMATOB, YTO BBI3BAJIO OUEPEIHYIO BOJIHY BO3MYIIECHUS aMOPAIbHBIM BIUSHHEM
Buieourp. Space Invaders mpuHecia MUJUIMOHBI BBITYCKABIIUM €€ KOMIIAHHUSIM U
cTaja KyJIbTOBOW, a MUKCEIbHbIE MPUIIEIbIBI MHOTUMHU BOCIIPHHMMAIOTCS Kak

CUMBOJI UHAYCTPHUU BUIACOUTD.

Jpyroii KyJbTOBOM SIMOHCKOM apkaaHOW urpoi cran Pac-Man ot cryauu
Namco, Beimymienssiii B 1979 rony B Snonuu, a B 1980 rony — B CILIA. Urpa
cTaja OecTceuiepoM M MKOHOM MHIYCTpHM HapaBHe co Space Invaders, ortoiims
IpU 3TOM OT MPUBBIYHBIX JJISI TOTO BPEMEHH >KAHPOB: CHOPTUBHOM WIPHI U
myrepa. Cosmarens Pac-Man T. VBaranu pemmmn mo-HOBOMY B3TJSIHYTh Ha
LEJIEBYI0 ayJIUTOPUI0 BHUJICOMTP W OJWH K3 MEPBBIX 3aqyMalicd O TOM, YTOOBI
MpUBJICYb B apKajbl AeByiiek. OH CUUTAI, YTO apKaJbl MOTJIM ObI OBITH OTIIMYHBIM
MECTOM JIJIsl CBUJIAHWM, U 3a OCHOBY JUIsl CBOEH WIPHI B3I HEUTpaJIbHBIA 00pa3
enpl. B 1982 rogy Pac-Man 6wl BeInyIieH Ha KoHcoiu Atari, ¥ B moclieayronme

roJibl BBIIIJIIO MHOKECTBO CUKBCJIOB U IICPCACIOK OpHFHHaHBHOfI WI'PLI.

B 1979 rony apkajHbie UTphl HaYaId BBIXOJAUTH B 11BeTe. Panee urpol Obuin
YEpHO-OENbIMU, JHUIIb WHOTJA MCIOJIb30Bajach MpO3pavyHas LBETHAs IJICHKA,
KOTOpasi HakJeMBalach Ha 3KpaH aBTOMAara: K NPUMEPY, HUKHSAS YacThb dKpaHa
Space Invaders Obuta 3aKjeeHa IOJIOCKON 3€JICHOW IIJICHKH, YTOOBI BBIICIUTH
BETOM KopalOib urpoka. OIHOM M3 NEPBBIX MOJHOCTHIO LIBETHBIX BUJICOUTP CTaja
Galaxian or Namco. Drta wurpa B kaHpe shoot’em up oTiuYagach OT
NPE/IIECTBCHHUKOB HE TOJBKO MAJTUTPOI, HO M ClIOKHOCTBIO: Galaxian okasanachk
croxkHee, ueM Space Invaders, 3amaB HOBYIO IUTaHKY BceMy skaHpy. Wrpsl cramm
npearaT Urpokam Bc€ Oosiee CypoBO€ UCHBITaHUE: CaMbIMU SIPOCTHBIMHU
apKaJHBIMK HUIpaMd TOro BpeMenu cuutainuch Defender, cosmannsiii B 1980-m

roay FO. JIxxapsucom, a Taxxe Tempest ot Atari u Galaga or Namco 1981 rona.
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K nety 1982 roga CIIA oxBatuna urpomanusi. B 1978 rony cymma npojax
JOMAIlHUX M apKaJHbIX BHJIEOUTp cocTaBisuia 454 MWIIMOHOB J0OJUIApOB, a K

1982 ona nmoausnacek 10 5,313 MUIIJIMOHOB.

XKypnanuctel  mpenckasblBadud  BUJEOMTpaM  Oousibllioe  Oynayiiee,
reiMan3aiiHephl, HayaBIIME€ BECTH 3BE3JHBIA  00pa3 JKW3HHW, J1aBaJId
MHOTOYHMCJICHHbIE WHTEPBBIO, B Ta3eTax IMeYyaTalWCh CTAaTbU O «BOJIIEOHMKAX
nuHOoa» (aHri. pinball wizards) — urpokax, KOTOpbI€ yCTaHABIUBAIN PEKOP/IbI B

apKagax.

MHorue 3axoTenu ObITh NMPUYACTHBIMH K HMTPOBOM MHAYCTpuUH. OTAEIBI
pa3pabOTKK BHICOUTP CTAIIU MOSBIATHCS B TAKMX KoMmmaHusx, kak Lucasfilm, 20th
Century Fox. Ctymus Walt Disney crioacupoBana «Tpon» (anri. Tron) — guiem o
YeJIOBEKe, IMOMABIIEM BHYTPbh BHICOUTPBI. McDonald’s mpeanaran MOCETUTENSM

TeMaTHYECKHE 00€e b, TOCBAIIEHHEIE Atari.

Kputuka Buzmeourp Hapactajia HapaBHE C MOJIEPKKOM. 9 HOsiOpss 1982-ro
roja B IIutrcOypre BoicTynun qoktop J. Koomn, nerckuit xupypr. Ero peus Obuia
MOCBSIIIIEHA JIOMAIIHEMY HACUJIMIO M YKECTOKOMY oOpamieHuto ¢ aetbmu. Koom
3asiBUJI, YTO BHJICOUTPbI HAHOCST MOJIOJEKH MEHTaJIbHBIA M (PU3UYECKUN BpeE,
HOJIPOCTKUA CTAHOBSTCA 3aBHUCUMbI OT urp. Koom poGaBumi, 4Tro CyThb BCEX WIP
CBOJIUTCSl K OJHOMY JIMIIIb «IpUOei Bpara», HUUero KOHCTPYKTUBHOTO B HUX HET.
DOTH cloBa Ha CIEAYIOIUNA JEeHb OBbUIM pacTUPaXUPOBAHBI B TIpeEcce, 4TO
CIPOBOLIMPOBAJIO OYEPETHYIO BOJHY OUCKyccHil 00 omacHoctu Buaeourp. Koon
MO3/THEE YTOYHWUJI, YTO €0 PEIUIMKA SIBISETCS €r0 JUYHBIM MHEHUEM U HE UMEET

HAayYHBIX HO,HTBep)I(I[eHI/II;’I.

Kommnbtotepusie urpel B koH1e 1970-x — Havane 1980-x rogoB pa3BuBaInCh
CaMH M OKa3bIBAIM BIMSHUE Ha KOHCOJIbHBIC UTpbl. B 1979 roxy Atari Beimyctuna
urpy Adventure — apganrTanui0 OJHOMMEHHOW TeKCTOBOW wurpsl Kpoyrepa.

TexcToBast urpa npeBpaTuiach B SKUIH-UTPY: UTPOK JAOJDKEH ObUT OeraTh, ApaThCs
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C MOHCTpPaMH M B3aUMOJIEUCTBOBATh C OKpYXarIKUMH npeameramu. [Ipu atom ot
W3HAYaJIbHON MTPBI COXPAHHUJIOCH JICTICHHE Ha JIOKAIWU: B KOHCoNbHOU Adventure
ObLI0 29 KOMHAT, a Takke cekpeTHas 30-1. DTa cekpeTHasi KOMHATa CcTajia epBbIM
NacXaJbHbIM SIMIIOM B BHJIEOMIPax, OOHAPYKEHHbIM HIPOKOM BCKOpE IOCIE
BeIxosa Wrpbl. [lacxanpHoe sifo (anrn. Easter egg) — cekper, crnpsTaHHBIHA
pa3pabOTUMKOM B BHJIEOMTPE: ATO MOXKET OBITh HAJIUCh, JIOKALMS, IPYyrou
aneMeHT. [l Toro 4ToObl OOHAPYXHUTh MACXAIBHOE SIMI0, WTPOK JOJHKEH
COBEPUINTH KaKOoe-JIMOO HEOUEBHUIHOE JCUCTBUE, HA KOTOPOE HE AaeTCs MOACKA30K
¥ KOTOpOE He SBJSIETCS HeOOXOIMMBIM ISl TpOoXoxkIeHus urpsl. Tak, B Adventure
UTPOK JIOJDKEH ObUI MOAO0OpaTh Cepblii MUKCENb, CKPBITHIA Ha cepoMm (OHE, H
OTKpPBITh MOTaHYI JBEPb. 3a JBEPbI0 MIPOKa KJana Haanuck «CruermaHo
Yoppenom PobGunerrom» (anri. Created by Warren Robinett). Takum oOpazom
coznmarenb Wrpbl, Y. PoOWHETT, BbhIpaswy MPOTECT MPOTHB MOJMUTHKH Atari:
KOMITaHUSI ~ MPUHIUIIMAIGHO HE  yKa3blBaJla WMEH  pPa3paboOTYMKOB U

reMMIN3aiHEPOB HU B CAMOM UTPE, HU HA €€ YIaKOBKE.

B 1980 roxy cynpyramu YwnibsiMc Ha gomMaiiHeM kommbioTepe Apple Il
Obla cozmana urpa Mystery House: mepBblil TPUKITIOUEHYECKUNA KOMIBIOTEPHBIM
KBECT C HCITOIb30BaHNEM TpadUuecKuX dJIeMeHTOB. P. Yumibsamc, aBTop uCTopuw,
BUJIeNIA B MPUKIIOYEHUYECKUX Urpax HOBYIO ¢opmy mnoBecTBoBaHus. B 1982 romy
CYIIPYr'd OCHOBaM kommanuto Sierra On-line u crienuanu3upoBaIkch Ha BBITYCKH
KBECTOBBIX W TPHKIIOYCHYCCKUX BHUICOUTP, OKAa3aB 3HAYMTEILHOE BIUSHUE Ha

Pa3BUTHE 3TOTO KaHpa.

B Tom xe 1980-m ronay Obuta BeimymieHa urpa Ultima: The First Age of
Darkness, mosoxwuBIIass Hayalo OJHONW W3 CaMbIX JOJTOUTPAIONINX CEPUit
sugeourp Ultima. Ee cosmatens P. I'apuott, emé Oyaydn CTapiieKIaCCHUKOM,
YBIICKAJICSI TEKCTOBBIMUA KOMITBIOTEPHBIMU UTPAMH M CaM JeIajd UIPhl Ui CBOMX
JIpy3ed 10 MOTHBaM TOMYJSPHBIX Ha TOT MoMmeHT Dungeons&Dragons:
HACTOJIbHBIX POJIEBBIX UTP B kaHpe (IHTe3u. [IpHOTT cTasl MUOHEPOM B KaHPE

poneBbix Buaecourp — RPG (role-playing games): cBoro mepByro rpapuueckyro
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RPG c Bugom ot nepeoro Jsmna Alakabeth: World of Doom on paspatoran B 1979
rojay, o0paTuB Ha ce0s1 BHUMaHHE KOMITaHUI-pa3pabOTYMKOB, YTO MO3BOJIMIO EMY
HayaTh Jenath Urpbl it npogaxku. Ultima morpyskana urpoka B MpoayMaHHBIHI
MHUD (IHTE3HM-CPETHEBEKOBBsI, KOTOPBI HMIPOK MOI HCCII€I0BaTh, pa3BHBas B
IpOIIecCe CIIOCOOHOCTH MepCoHaka. B roj BeIxoaa Wrpsl 0610 mpogano 50,000

Konwid, mocieaytone yactu Ultima taxke ObUIH yCITEIIHEI.

B 1982-1983 romax Ha pbIHKE BUICOUTP pa3pa3ujics KpU3UC, KOTOPHIA ObLI
oOycnoBieH HeckoabkuMu dakTopamu. [locne npuxona B CILIA urper Pac-Man B
1980-m rogy MHOrHe amMepUKaHCKUE KOMITAHUM CTali BKJIAIBIBATHCS B apKajHbIC
aBTOMAThI, MTOAYAC HAOUpas KPEIUThl, B OXKHUIAHUU, YTO TU BIIOKEHUS OBICTPO
OKYTISITCSl. ABTOMAThl YCTAHABJIMBAJINCh B CaMbIX Pa3HBIX MECTax, OT TOJb}-
KJTyOOB J10 TPUEMHOM JTAHTHCTA, U HE BE3/I€ HAXOAWIOCh JOCTATOYHOE KOJIMYECTBO
UTPOKOB, M3-3a YEro KOMIIAaHUU oOpacTajiu J0JraMu U 3aKkpbiBaiuch. Kpome Toro,
HE BCE UTPOKU OBUIM OBOJIBHBI MpEJjIaraéMbiM aCCOPTUMEHTOM apKaJHBIX HIP:
MHOTMM HE€ HpaBWJIACh BO3pacTarouiasi CI0KHOCTb BUAECOUTP, OCOOEHHO B >KaHpE
shoot’em up. Hakonen, apkajpl cTpajaid U OT pocTa MOMYJSPHOCTU KOHCOJEH: y

HIOI[Gﬁ IMOsIBUJIACHh BO3SMOKHOCTD UI'PATh B TC K€ BUACOUTPLI, HC BBIXOAA U3 IOMA.

Kpusuc 3aTpoHyn M pBIHOK KOHCOJBHBIX BUIeourp. Bo-mepBbiX, Hadamu
MOSIBJIATBCS  JIOCTYIHBIE  JIOMAalllHUE KOMIIBIOTEPHI, JJISI KOTOPBIX TOXE
MPOU3BOJIMIIUCh BHUACOUTPHI. BO-BTOpPBIX, PBIHOK 3alOJOHWIM  KapTPUIKU
KOHCOJIBHBIX MTP HU3KOI'O KadyecTBa: KOMIAHWU CTPEMUJIMCh KaK MOXKHO CKOpee
MOJIYYUTh BBITOJY C UTP U, BBIITYCKasl IPOJIYKT, HE 33 yMBIBAJIUCh HA O YEM, KpOME
npubsun. Pereccusi, kotopyro CIIIA mepexuBamm B 1981-1982 romax, Takxke

yCcyryomia Kpu3uc urpoBOil MHAYCTPHH.

B 1983 rony Oblna mpeanpuHsTa MOMbBITKA 3aBJI€Ub MOCETUTENCH B apKajbl
UrpaMu HOBOTO (opmaTa, BHIMYIIEHHBIMU Ha JIa3epHBIX AucKax. OIHON M3 TaKux
urp Obuta Dragon’s Lair ot xkommanuu Cinematronics. Bmarogapsi nma3epHbIM

JUCKaM OBLIIO 3HAYUTEIIHEHO YIY4YIICHO KAa4E€CTBO aHMMAlWH, OJHAKO HI'pa IIOYTH
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HE TIPENOCTaBsijla WIPOKY CBOOOABI  JCHCTBUM, SBISACH, (DAKTUYECKH,
WHTEPAKTUBHBIM MYNbTGUILMOM. KpoMe TOro, ceaHc Wrphl CTOMI B JBa pasa
OoJbIle, YeM B OOBIUHBIEC aPKAJIHBIE UTPbI, TaK YTO MHTEpEC K HOBOMY (popMmaty
obicTpo uccsk. Ilepuon kpusuca 3akoHumiicss K 1985 rToay, BBIMTH W3 HETO

MOJIYYHJIOCh BO MHOTOM OJtarojaps AnoHumu.

B SInonun urposast uHAyCTpUs Hadana pa3BuBaThes Ommke Kk 1980-m rogam.
B nauvane 80-x ObulM pacHpOCTpaHEHbI UTPHI JJISL TIOMAIIHUX KOMIIBIOTEPOB OT
NEC wu Fujitsu. Haubomee monymnsipHbl OBUIM HWIPHI C CEKCYyalbHBIM |
pOMaHTHUYECKUM moaTekcToM. B 1982 rogy kommanueit Koei Oblia BbIMyleHa
kommbiorepHas urpa Night Life, mpeacrapnsromas coOoi, (akTHuecku, He
CTOJIBKO MIpPY, CKOJIBKO cekc-Tua. Kommepueckuil ycrex Urpbsl NOpOJIWI HOBBIM
xaHp: Oucén3é urpsl (aHri. bishojo gemu), B KOTOpBIX MENTBI0O UTPOKa OBLIO
coOa3HeHHEe JIEBYIIKH, U300paKEHHOW B CTHJIMCTUKE KOMHUKCOB MaHra. llo3nHee
ATOT KaHP CTaj Pa3BUBAThCS U B JAPYTMX HAMPABICHUAX, TAKUX Kak siod u Oapa,
rae 0OObEeKTOM coOyasHeHuss ObUIM YK€ IOHOIWM M MyKuuHbl. He Bo Bcex
M0TOOHBIX UTPaX KOHEYHOH IENBI0 OBLT CeKC: CUMYJISTOPHI CBUIAHUHN, TIUTCUMBI
(aurn. datesim), 3adacTyro (OKYCHpOBAJIMCh Ha OOIICHWH W POMAHTHKE, Kak,
Hanpumep, cepust urp Tokimeki Memorial ot cryauu Konami, roe BcE neiictue

pa3BOpPaAYMBAIOCh B CTAPIICH IIKOJIE.

B 1983 roay am6uimosnas kommanust Nintendo, yxe BbIIyCTHBIIAS K TOMY
MOMEHTY YCICIIHYI0 apkaaHywoo urpy-miardpopmep Donkey Kong, 3amyctuna B
nponaxy 8-OutHyro mnpucraBky Nintendo Famicom, a B 1985 romy Hauana
skcroptupoBath e¢e B CIIIA mox nassanmmem Nintendo Entertainment System
(NES). B SInonuu KoHCOJIb OKa3aiach HACTOJIBKO BOCTPEOOBAHHOM, YTO KOMITAHUS
HE ycleBalia JielaThb HOBBIE WIPbI, YTOOBI YAOBIETBOPUTH ayautopuro. Torma
Nintendo mnpuHsia penieHue, PEBONIONMOHHOE JUISI UTPOBOW HMHIYCTPHH TOTO
BPEMEHHU: CTOPOHHUM pa3paboTyvkaM ObLJIO pa3pemeHo JenaTh Hrpbl 10
Nintendo Famicom, mist yero HeoOX0IUMO OBLIO MOJYYHTh JIMIICH3UIO KOMITAHUH.

B nuneH3upoBaHHbIe KapTPUHKU MOMEMIAICS 0COObIN YHIl, TAPAHTUPOBABIINI UX
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nomHHOCTE. Nintendo mosydana MpomeHT ¢ MPUOBUIH, a TaKkKe JIUKTOBAJA
yCIIOBHS pa3paboTurkaMm; Ha J0OyI0 UTPy, HE YAOBIETBOPHUBIIYIO TPEeOOBAHUS
KOMIIAaHWUHW, MOTJIO OBITh HAJOXKEHO BeTo. Yxke K 1985 romy 17 xommaHuit
nonyuyrnu smnen3un ot Nintendo. Cpemu xirodeBbix TpeOoBanuii Nintendo
urpamM OBLJIM OTCYTCTBHE TEXHHYECKHX Je(PEKTOB, a TaKXke pPsii ILEH3YPHBIX
OTpaHUYCHHMM: B BHJICOMTpPaX HE JIONMYCKAINCh CEKC, OOHa)KEHHas HaTtypa,
JIETAIM3UPOBAHHOE M300paKCHUE HACUIIUS, KPUTHUKA PEJIMTUU, CEKCU3M, PACHU3M,

yHOTpEeOJIEHHE AJIKOT0JIsl, HAPKOTUKOB U TabaKa.

Nintendo crama aumepoM Ha pbiHKe KoHconed: kK 1989 romy 23% Bcex
urpymiek, nponanHbix B CIIA, cocraisiia nmpoaykiust Nintendo. Oqau u3 cambix
U3BECTHBIX MI'P KOMIIaHUHM Toro mepuoaa — The Legend of Zelda u Super Mario
Bros. O6e wurpsl pa3pabaTbiBaluCh IO PYKOBOACTBOM relimauzaiinepa C.
Musimoro. The Legend of Zelda Oputa Bemymiena B 1986 roay u mojioxuia Ha4ao
cepuu, KOTopasl mpojoikaercs 10 cux nop. Hecmorps Ha Hemo00Bb MUSAMOTO K
»aHpy RPG, nrpa nepeHsiia HEKOTOpbIE XapaKTEPHBIE YEPTHL: HAIPUMED, CUCTEMY
pa3BUTHS MEpCOHaXKa. BrImyeHHbIi ro1oM panee miatgopmep Super Mario Bros
JIBA/IIIATh TSATH JICT CITYCTS OBLI MIPU3HAH CaMOM MPOoJaBaeMOM UTPOi BCEX BPEMEH:
BIIEpBBIC MOsiBUBIIMICS B urpe Donkey Kong mox mMenem Jumpman ycatsiid
BOJIONIPOBOAUMK-UTANbsIHELL MapHo sIBIsieTCsl MEpCOHa)KeM Oojiee 4YeM JBYXCOT

UTP, O HEM CHATBI (PUIIBMBI U MYJIbTCEPHUAIIBI, HAPUCOBAHBI KOMUKCHI.

Jns Nintendo Famicom takke ObLIM CO3/IaHBI UTPHI, MOMYJIIPU3OBABIINE B
Anonun sxanp RPG, nponomkeHnst KOTOPBIX BBIXOAAT MO cei ieHb: Dragon Quest

1986-ro rona ot kommanuu Enix u Final Fantasy 1987-ro rona ot crynuu Square.

EBponeiickas  urpoBas ~ MHAYCTPUS  3HAYUTEJIBHO  OTCTaBaja  OT
aMepuKaHCKOW U simoHCcKou. [lo Hawama 1980-x EBpoma BeICTynasa JIMIb B pOJU
norpedutens: Atari B 1978 romy Oblia BBIHYXKICHAa OTKPBITH (DaOpuKy B

I/IpJ'IaH,Z[I/II/I, YTOOBI CHU3UTH 3aTpaThl HAa 3KCIIOPT.
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BenukoOpuTtanus nepBoil U3 €BpONENUCKUX CTPaH cTaja MPOU3BOAUTH CBOU
BUICOUTPhI. TOIUKOM MOCTyXuiio nosieiienne B 1980 rogy HeToporux JTOMallHUX
koMmrbtoTepoB K. Cunkiepa: monens ZX80 cromna 99.95 ¢byHTOB CTEpIMHIOB B
coOpaHHOM BHJIE, a 3a 79.95 GpyHTOB MOXHO OBLJIO IPHOOPECTH HAOOp W3 YacCTeH,
KOTOpbIE HYXKHO ObUIO cOOpaTh BOEAMHO CAMOCTOSITENIBHO, MO HWHCTPYKIUU.
Crnenyromue Monenu kommbioTepoB CuHknepa — ZX81 m Spectrum — Ttakke

OKa3aJIuChb BOCTp€6OBaHBI.

B 1980 rony T. Munuepom u T. baneHom Obuia 0OCHOBaHa OJlHA U3 MEPBBIX
OpuTaHCKUX WIpoBbIX KommaHuii — Bug-Byte. bectcemnepom kommnaHuu crana
BeiymieHHass B 1983 romy wurpa-tutargpopmep Manic Miner. Ee co3marens M.
CMHT OTKpBUT COOCTBEHHYIO cTyauto Software Projects m depes roj BBITYCTHI
npoaospkerune urpel — Jet Set Willy. Mrpsr otiiruanice spkoii IBETOBON raMMOM U
HEOOBIYHBIM TOJ00POM O00pa3oB, YTO OBUIO XapakTEPHO I CTHJIMCTHKH
MOCJICYIONINX OpPUTAHCKUX BHUACOUTP. DTOT CTHJIH OB Ha3BaH «OPUTAHCKUM
CIOppEAIU3MOMY»: HCCIEAOBATENIM CUYUTAIOT, YTO 3HAUYMUTEIBbHOE BJIMSHUE Ha
pa3paboOTUMKOB OKa3al aOCypJIUCTCKUil IoMop KOoMHK-Tpymnmel Monty Python.
SApKuMHU NpEACTaABUTENSIMU STOTO HAPABIICHHUS SIBISIOTCS IICUXOAECINYECKUE UTPBI
crynuu Llamasoft JIx. Muntepa: Attack of the Mutant Camels u Metagalactic

Llamas Battle at the Edge of Time.

B 1981 rony K. Tomc pa3paboTan TEKCTOBBIN CIIOPTHBHO-?KOHOMHYECKHIMA
cumysisitop Football Manager, 3amoxuB OCHOBBI JkaHpa, MOIMYJISIPHOTO IO Cei
JeHb. [IpyruMu 3HaYMMBIMKM paHHUMH OpHTaHCKUMU urpamu ctainu Knight Lore u
Elite. bpuraHckre BUACOUIPHI OKa3ald CYNICCTBEHHOC BIHMSHUE HA HIPOBYIO

UHIyCTpUi0 ABcTpanuu u Mcnanum.

st @pannyu panaux 1980-X ObuIM XapaKTepHbI MOMBITKA BBIMTH 32 pAMKH
apkajg U HaWTU CBOM CTWIb. OTYETVIMBO MPOSIBISUICS HHTEPEC K pealbHbIM
COOBITUSIM, YKJIOH B (paHTa3uio ObLI HE Tak BENMK. B kauecTBe mpumepa MOXKHO

npusectu urpy Freedom: Rebels in the Darkness 1988-ro roma or M. Tpawmu,
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KUTENbHUIBI MapTuHuku adpo-KapuOCKOTO MPOUCXOXKACHUSA: B WIPEe OHA
[OJHUMaIa TeMy pabcTBa, CTpeMsCh TaKMM OOpa3oM IMO3HAKOMHTbH JIIOJEH ¢

VUCTOPUEN SBIICHHUS.

Jnst 3amapHoit ['epmaHuM TeMa >KECTOKOCTH W BOCHHBIX KOH(MIMKTAX B
BUJIeONTpax Obla TabyupoBaHa, ¢ 1954 roma cymiecTBoBaia ciry>x0a 1mo Haa30py B
cepe Meaua, KOTopasi MOTJIa BHECTH JIFOOYIO UTPY B CIIMCOK HEXelaTelbHBIX. B
cBsi3u ¢ 3TuM B OPI" ObIIM pacrpoCTpaHEHBI UTPHI, MOCBSIICHHBIE TOPTOBIEC H

MCHCII?KMCHTY.

B Bocrounoii EBpone cuTyanusi Ha phIHKE BUAECOUTp ObUIa 3HAYUTEIHHO
Xy’XKe M3-3a JaBJICHUS KOMMYyHHM3Ma. B umerommxcs Buaeourpax (B OCHOBHOM
apKaJHbIX) HE MOOLIPSIINCh AyX COPEBHOBAHUS, HAMYUE PEKOPJIOB, HACUIIUE.
BoIiiTH Ha MHUPOBOU PHIHOK HapaBHE C 3alaJHOEBPONEHCKUMHU pa3zpaboTYMKaMU
3TUM CTpaHaMm yJjanoch Jiumb Kk cepeanne 2000-x. Tem He MeHee, IPOrpaMMUCT U3
CCCP cymen uzo0pectu Urpy, CTaBIIyI0O BCEMUPHO uU3BEeCTHOM: A. [la)XKUTHOB B
1984 romy co3man urpy Tempuc Ha KoMIbloTepe OlekTpoHuka-60, a B.

['epacumoB niepenucai ee Bnocienctsuu aiist IBM PC.

[Tepuon ¢ 1982 mo 1987 rom Bblgancsa HEOPOCTHIM ISl AMEPUKAHCKOMN
UHAYCTPUU KOMIBIOTEPHBIX Wrp. PBIHOK mpeacTaBisii co00ll  MHOMKECTBO
JOMAIIHUX  KOMIBIOTEPHBIX  CHUCTEM C  pa3HbIMM  TEXHOJIOTMYECKUMHU
TpeOOBAHUSIMU U BO3MOXKHOCTSIMH. MeHsnach LeeBas ayJuTopus: KOHCOIbHbIE
UTpbl OBUTM PACCUYMTAHBI B OCHOBHOM Ha J€TeM U MOJIOAEKb, KOMIIbIOTEPHBIC
CO3/IaBAIUCH yKe JIJIsi OoJiee 3pesbiX, 00pa30BaHHBIX U TEXHUUECKU MOJIKOBAHHBIX
norpeoutencii. B 1983 u 1984 romax Apple BeimycTHIIa TMEpBbIC TEPCOHATBHBIC
KOMIBIOTEPHI € FpaUuecKrM IMOJIb30BATENLCKUM UHTEp(EicOM (TPUBBIYHBIMU Ha
CCTOIHSIIHUN JIeHb MOHHUTOPOM, KJIaBHATypoW H MbIbio) — Apple Lisa wu
Macintosh. OxHuMEu W3 TIEPBBIX HOBBIE TEXHOJIOTUM OCBOWIJIHM CTPATETUYECKHE H
npukirodeHdeckue urpel: B 1985 romy K. Kpoydopn paszpadoran urpy Balance of

Power — cuMmymnsTop reonoJIMTHKUA Tiepuoaa XoJoaHoW BoMHBI, UTPOK J0JDKEH
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ob11 BeIOpaTh cTOpoHy CIJA mmu CCCP u ucnosib30BaTh pa3iWYHbIE TaKTHUKH,

YTOOBI OCTATHCS B BBIMT'PBIIIC U n30exKaTh SAACPHOTO B3pPHIBA.

B 1984 rony Beinuta urpa King'’s Quest crynuu Sierra Online, u refimiuteii B
HCM 3HAUUTENIPHO OTIMYAJCS OT 00jiee paHHUX NPUKIIOYCHUYCCKUX UIP:
NepcoHa)ka HYXXKHO OBUIO IepeMeNIaTh I10 JIOKAI[UH, HWCIOJb3ysS CTPENIKH Ha
KJIaBHAType, a HE Ievaras TEKCTOBbIe KOMaHIbl. KoMaHbl, 0JTHAKO, MCYE3IH HE
HOJTHOCTBIO: MX HEOOXOAMMO OBLJIO BBOJAWTH, YTOOBI COBEPIINATH JIFOOBIC IPyrue
JNEUCTBHUST TTOMHUMO mnepeMenieHud. [loitu ganeire U OTKa3aTbCsl OT TEKCTOBBIX
koMmaH cMoria kommnanus ICOM: B urpe 1985-ro roga Déja Vu: A Nightmare
Comes True urpok momKeH ObUT KIMKATh Ha TMPEIMETHl U MEePCOHAXEH, YTOObI C

HUMH B3aUMOJIENCTBOBATE.

Tem Bpemenem P. I'apuotr, co3matens urposoit cepum Ultima, momydan
NIOJTHBIC BO3MYIIICHHS MHChMa OT 4ieHOB o0beaunenus: Bothered About Dungeons
& Dragons (BADD) — rpymmbl BO3MYIICHHBIX, OOBUHSIOIIUX POJICBBIC HIPHI B
cataHu3Me. bbui u apyrue nucbma, U3 KOTOpbIX ['3pHOTT y3HaBas, YTO €ro Urphbl
MOKHO TIPOXOJUTH M BOCIPUHMMATH WHAYE, YeM 3aJyMbIBAJl OH CaM: HaIllpuMep,
HEKOTOpBIE MTUCAJIH, YTO, €CTTM YOMBATh BCEX MO MEPCOHAXKEN B JIOKAIUH, UTPY

IPOXOJUTH TOPA30 MPOIIE U Beceee.

[puoTT pemmn mo-HoBoMy B3TJsiHYThH Ha kaHp RPG, u B 1985 romy Oblia
BeimyieHa urpa Ultima IV: Quest of the Avatar. B uHeli rnmaBHO# 11€71b10, B OTJINYHE
OT MPEABIAYIIUX UTP, OBIJIO HEe YOMIICTBO TJIABHOTO 3710/1es, @ UICKOPCHEHHE 371a B
caMoM cebe u obpeteHue noopojereneid. Irpoky mpeaocTaBisiics BbIOOp: JAeIaTh
J0OpbIe UK 3JIbIC JIeIa — HAlPUMEP, MOKHO ObLIO YOMBATh NEpCOHAKEN, KOTOPHIE
HE HaaJalT Ha TJIABHOTO TepOos, WU YKPACTh JIEHBIH Y CJEMOTO TOPTOBIA —
OJIHAKO TOJO0OHBIC TMOCTYINKH OTAASUIM UTrpoka OT (uHanpbHOM 1enu. Takoit
aKIIEHT Ha MOPaJIM U HPABCTBEHHOM BBIOOpE ObLT HEMPUBBIYECH JJISI BUIACOUTP TOTO

BpPCMCHH, OJHAKO HUI'pa IpoaaBajaCh AAaXKEC JIyUIIC, YEM IPEAbIAYIINEC YaCTHU CCPUM.
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Bo Bropoit momoBuHe 1980-x Obul 3aaH HOBBIM CTaHAAPT TpaPuKu
BUJICOUTP: KOMITBIOTEPHI AMiQa MO3BOJISUIH BBITYCKATh MTPHI ¢ HaubOoJiee HA TOT
MOMEHT MpOJBUHYTOH KHHeMmarorpagpuuHod rpaduxoid. OmuH U3  ApKUX

npeacrasuteneii — urpa Defender of the Crown ot komnanuu Cinemaware.

HoBble BO3MOXXHOCTM aHMMAallMMA pAacKpbIBal Takxke rerimausanHep JIx.
Mexknep: B 1984 roay on co3nan urpy Karateka, a 8 1989 — Prince of Persia. Dtu
UI'Pbl OTJIMYAJIA PEATUCTUYHOCTD U IUIABHOCTh AHUMALMU JBHKEHUN IIEPCOHAXKEM:
MekHep HCHONB30BANl TEXHUKY poTockomupoBaHusa. OH ¢doTorpadupoBan u
CHUMaJl Ha BUJEO CBOEro MIIJIIEro Opara, oka TOT Oeran U IMpbrajl, a IOTOM

BOCITPOU3BOIMII AT IBMXKEHHS B (hopMaTe KOMIIBIOTEPHOU rpaduKH.

B 1989 rogy ObuUtM BBINYLIEHBI JBE WIPbl, NOPOAMBIIME JIBHIKEHHE
reiMau3aiHepoB M Pa3pabOTYMKOB, OTKA3bIBAIOUIUXCA OT MOAPAKAIOIMINX
KhHeMatorpagy HWrp ¢ JHMHEHHBIM croxkeToM. OT1o Obutm SIMCity V. Paiita u
Populous I1. Momunbe. HMrpa SimCity — rpamoCTpOUTENBHBIA CHMYJIATOP —
pa3Buiach u3 co3nanHoi Paiitom B 1984 romy urpet Micropolis, B koTopoit HyXHO
OBUIO yNpaBIsATH TOPOJOM W Ha0mIOAaTh 3a ero pasputueM. Kommanuu-
pa3paboTUMKH ¢ HEJOBEPUEM OTHECIIHCH K TaKOW WUTpe: B HEl He ObUIO HU CIOXKETa,
HU KOHEYHOM LIeJM, YTO HAa TOT MOMEHT BBIIJISAENO0 HenpuBbluyHO. CTpaterusi B
peansHOM Bpemenu Populous, B cBoro odepenb, crana MepBOd UIPOW B JKaHPE

«CUMYIISTOD 6ora», 3aJI0KUB €I'0 OCHOBBI.

B xonme 1980-x — nawanme 1990-x 3a nuaepcTBO Ha PBIHKE KOHCOJEH
oopoiuck nBe kommanuu: Nintendo um Sega. Kommanums Sega paspaboTtaina
MPUCTAaBKy, KOTOPYIO TIPE3CHTOBaja KaK TEPBYIO «HACTOSIIYIO» 16-OUTHYIO
KOHCOJTb. L{enpio pa3paboTku ObLIO MPUBHECTH B JOMA WUTPHI, HE YCTYIAIOIINE TI0
KauecTBY apKaJHbIM, a Takxke nomarHyTs no3uiuu NES. B 1988 romy xoHcosb
Megadrive Opina BemmymieHa B Smonuu, B 1989, mox HasBanumem Genesis, — B
CIIA, B 1990 — B EBponie. B CIIIA xommaHus Bejla aKTUBHYIO MapKETHHTOBYIO

MOJIMTUKY, MPOABUTasl KOHCOJb 1o/ cioranoM «Genesis does what Nintendon’t» u
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HO3UIMOHKUPYS €€ KaK MPOAYKT JJIsl THHIHKEPOB, TO eCTh OoJiee cTapliiei, 4eM y
Nintendo, aymuropuu. Cpenu urp Sega mpeBaivpoBad CIIOPTUBHBIC: HaIPUMED,
John Madden Football, couetanue skmHa u cumyisaTopa. AOCOTIOTHBIM XUTOM U
TpuyM(pOM KOMITAHWH cTaja BeimymieHHas B 1991 romxy urpa Sonic the Hedgehog —

MIOTIBITKA pa3paboTaTh MepCcoHaka-CUMBOJI KOMIIAHUH, KOHKYpeHTa Mapuo.

BoliHa KOHCOJIEM B COBOKYIHOCTH C Pa3BUTHUEM TEXHOJIOTWM MPHUBETA K
MOBBHIIIICHUIO OXKUJAHUKA TOTpeOUTeNIe, KpoMe TOro, caMO IMPOU3BOJICTBO HIP
cTtaio jopoxe. Jns pa3paOOTUMKOB CTaJIM yCTaHABIMBATHCS 00JIe€ KECTKUE
paMKH, KOMIIAaHWU TOAXOJWJIA TINATEIbHEE K BOMPOCY O TOM, KAKHUE THIIBI UTP

BBIITYCKATh.

1 nexabpss 1994 roma 1o MHUIMATUBE CEHATOpa-IAEMOKpaTa U3
Konnexktukyra Jkx. JluObepmana B Bammnrrone Obuta mnpoBefeHa mpecc-
KoH(pepeHus. KypHanuctam ObLIH MOKa3aHbl pparmMeHT u3 urp Mortal Kombat u
Night Trap. «Peur yxe uaér me o Pac-Man wu Space Invaders, — mosicHuI
penoprepam Jlubepman. — MBI TOBOPUM O BUIEOUTPAX, KOTOPHIE MPOCIABISIOT
HACWJIME M ydYaT JACTeH HaCIaXIaThbCs, MPUMEHSS CaMble H3YBEPCKUE (HOPMBI

9
KCCTOKOCTH, KAKHEC TOJIBKO MOKHO BOOGp&BHTB» .

[TocnenctBuemM mpecc-KOH(PEPEHIIMH  CTalo  TpeOOBaHME  CEHATOPOB
pa3paboTaTh CHUCTEMY BO3PACTHBIX PEUTHHTOBBIX OTPAHUYEHUUN [JISI BHJIICOUTD.
HoBoBBeaeHre, 04HAKO, HE YMEHBIIUIO KOJMYECTBO KECTOKOCTH B BUJICOUTPAX:
HalpOTUB, MAapKUPOBKM HAa YMAKOBKAX Cpa3y JaBaJId MOHATh MOKyNaTEIsiM, B

KaKnX UMCHHO HUI'PaX UCKATb COOTBGTCTBYIOHII/Iﬁ KOHTCHT.

K 1990-my roay mnepcoHallbHbIE KOMIIBIOTEPBI MPEBPATUINCH B
MTOJTHOLICHHBIE IOMAIIIHUE UTPOBBIE YCTAHOBKH, HE YCTYIAOLIME KOHCOJSAM: B 1987

roay nosBuinch rpaduueckue kaptel VGA, B 1988 — 3BykoBble kapThl. B 1993

% Iur. mo: Donovan Tristan. Replay: The History of Video Games. Lewes, 2010. — C. 174
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oy Ha4daJii BBIXOAUTH IICPBBIC UI'PBI HA CD-I[I/ICKEIXI caMOU BIIMSITEIbHOM U3 HUX

okazanack Myst.

Buneonrpa Myst Obina paspabortana crymueit Cyan Worlds, ocHoBanHOMU
OpatesiMmu Mmuiepamu. B 1988 rogy mmu Obuta BeimyieHa urpa The Manhole:
UTPOKY TMPEIarajoch HCCICIOBaTh BUPTYAIbHBIM MHp, H3y4das OTJICIIbHBIC
npenmeTsl. [Ipuxmrouendeckuit kBect MySt ObIT TOCTPOEH TIO CXOXKEMY MPUHITHITY:
UTPOK UCCIICIOBAIT OCTPOB, COCTOSIINI M3 MHOXKECTBA Pa3HBIX JIOKaIuii. J[is Toro,
YTOOBI TOMACTh B CIICAYIONIYIO JIOKAIMIO, HY)KHO OBIJIO HAWTH IMOACKA3KH H
PEIIUTh TOJIOBOJIOMKH B TIpenbiayiieid. rpy otnndana mpopaboTaHHOCTh MUpa U
OYEHb BBICOKOE JIII TOTO BPEMCHHM KayeCTBO TpaMKH, YTO IMO3BOJISUIO HUIPOKY
MOTPY3UTBCS B aBTOPCKUH MUp ¢ rojioBoid. MySt momxomwmia mrofsM Bcex

BO3pacToB M BILIOTH 710 2001-ro roma ocraBanack camoi mpo1aBaeMouM Urpoil.

OnHolt M3 caMmbIX 3HAUMMBIX UTp Hadaima 1990-x romor crama Doom ot
cryauu id Software. Urpa Oblia co3iaHa Ha YHHUKAJIBHOM IICEBIOTPEXMEPHOM
JBIDKKE, pa3paboTaHHOM mporpammuctom komnanuu JIx. Kapmakowm. IlepBoimMu
3D-urpamMu KOMITAaHUM CTaJM HIyTepsl OT nepsoro juia Catacomb 3-D 1991 roxa
u Wolfenstein 3D 1992-ro. ITocne Boixoma Wolfenstein 3D kommanus coBepiimia
HETUTIMYHBIA /IS TOTO BpPEMEHU OW3HEC-XOJ: CTaja IMpoJiaBaTh JIMIICH3UIO Ha
TexHoJoruo urpel. BeimyctuB Doom B 1993 roxy, id Software momum emé
JAJbIINe: KOJ WUTPhl OBLT OTKPHIT UTPOKaM, W JIFOOOW KENaroluii MOT CO37aBaTh
HOBBIE YPOBHM WIPBl. OTO TMOJOXKWIO HAyajao paclpOCTPAHEHHOW CETOAHS
MpaKTUKe MOJIWHTa (Co3daHue MOAM(PHUKAIMA WPl — HOBBIX JIOKAIIHMH,
npeaMeToB U T. 1.): B 90-e roapl MHOTHE pa3pabOTUMKH OBLUTM KaTErOPUUYECKU
MPOTUB TaKUX BMEMIATEIHCTB. MOJIMHT BBIBEJI B3AMMOJICHCTBHUE pa3pabOTUUKOB C
ayIMTOpUEH Ha HOBBIA YPOBEHBb; KPOME TOTO, CaMU Pa3paOOTUYUKHU TOTYYaTH
BBITOJy OT JTOM MPAKTUKHU: YaCcTOE TIOSBJICHHE JIFOOUTEITHCKUX JOTOTHCHHM

A0JIbIIC TTOAACPIKUBAIIO MHTCPCC K UTPEC.
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Urpa Doom Takxke momymspu3oBalia BUJA ~ WIPOBOrO  Ipolecca
MHOTOTIOJIB30BaTEIbCKON KOMIIBIOTEPHON MIPBI «CMEPTENbHBIN 00iD» (anri. death
match): KOMIbIOTEPBl K TOMY BPEMEHM YK€ MOIVIM COEAMHSATHCA MEXKIY COOOM
yepe3 HMHTEPHET MpU TOMOIIM TeNehOHHBIX JUHUN, M WIrPOKH TOTYUHIN
BO3MOXKHOCTbh CpPa)KaTbCsl HE ¢ KOMIIBIOTEPHBIMH MOHCTpPamH, a ApPYr € APYroM.
Taxum o6pazom, Doom 3anana cpazy HECKOIBKO TEHAECHUMMN: IIyTEPhl OT IIEPBOTO
auia, 3D-rpaduka, MHOTOMONB30BATENBCKUE OHJIANH-CPAKEHUS, OTKpHITAs

MOJINTUKA KOMIIAHUN-Pa3pabOTUMKOB.

B 1987 rony *eHIIMHBI COCTaBISIM JiMiib 14% Wrparmux B BUICOUTPHI,
OJIHaKO K cepenrHe 90-X rofoB CUTyallus CTajla MEHSTHCS: B MHIYCTPHUIO HAYaJIOo
MPUXOAUTH OOJIbIIIE >KEHIIUH-Pa3pabOTYMKOB M TelM-IU3aliHEpPOB, KOJIMYECTBO
JIEBYIICK-TEMMEPOB TaKXKE YBEIMYMUBAIOCh. Penpe3eHTarusi *KEHIIMH B Hrpax
MPaKTUYECKU OTCYTCTBOBAJA, U 3HAKOBBIM MEPCOHAXKEM B 3TOM ILIaHe cTajna Jlapa
Kpodt: rnmaBHas repounsi Opuranckoi urpsl Tomb Raider 1996-ro roga ot cryauu
Core Design. I'etimau3zatineps! T. Iapa v JIx. Xur-CMHT HaMepeBaJIMCh CACIATh
[JIABHOTO TE€pOsS — OTBAXKHOIO apxeojiora — MYXYMHOM, OJHAKO MPOTOTHII
MOJIyJaJiCA CIUIIKOM MOX0X Ha Munuany J[>koHca, 1 y pa3pabOTUYNKOB BO3HUKIIU
COMHEHHUSI HacueT aBTOPCKUX IpaB. bbUIO pelIeHO 3aMEHUTh Teposi Ha TepOUHI0, a
€CJIM ayJUTOpHUs HE OILIEHUT, BEPHYThCS K M3HAYAIbHOMY BapuaHTty. Jlapa Kpodt
BBHITJIsAIETIa CKOpee KaK MOJPOCTKOoBasi (paHTa3us, HEKEU UKOHA (heMHUHHU3MA, HO
JUISL TOTO BPEMEHM CJiejaTh TJIaBHBIM TMEPCOHAXXEM BHUIACOUTPHI KEHIIUHY OBLIO
OUYEHb CMEJIBIM IaroM. Booymiesienre, ¢ KOTOPbIM Urpa Oblia MPUHSTA, B UTOTE
IPEB30IIJI0 OXKIaHus pa3padoTurkoB: Tomb Raider crama MupoBbIM (heHOMEHOM
MON-KyJIbTYpbl, BO MHOTOM HMEHHO OJyiarogapsi €d H3MEHUJIOCh OTHOIICHUE

OOIIECTBA K BUICOUTPAM.

Cpenu TepBBIX 3HAYMMBIX UTP, PACCUMTAHHBIX Ha JKEHCKYIO ayJAHTOPHIO,
MokHO Ha3Batb Chop Suey 1995-ro roma — HMHTEpakTHBHYIO HCTOpHIO OT T.
Hynkan u M. J[xxe3y o nByx neBoukax-mojapoctkax — u Barbie Fashion Designer

1996-ro roga ot kommnanuu Mattel. B 1997 romy mosBuioch aBHKeHHE «girl
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power», OTBeTBieHUE «riot grrlsy, B KoTOpoe BXOIWIH (PEMHUHUCTUYHO
HACTPOCHHBIE AEBYIIKH, COCPEAOTOUMBIINE BHUMAHNE HE HAa COI[MAIBHOM cdepe, a
Ha non-KynbType. JlroourensHuipl urpsl DOOM taxke Aenanu KeHIIUH-TeMMEPOB
BUIUMBIMU: y4acTBYsl B «death match», onu oOpa3oBbIBasIN OT/EIBHBIC KEHCKUE
KOMaH/Ibl, MOCKOJBKY, IMbITAsACh B3aUMOJCHUCTBOBATh C MYKUMHAMHU-TeMMepaMu,
3a4acTyl0 CTaJIKUBAIUCh C CEeKCM3MOM. BrocneiactBuun ¢(HEeMUHHUCTCKUE TelM-
nerxeHus (Hanpumep, PMS Clan) cranmm Oobiiie CTPEMHUTBCS K B3aUMOJICHCTBHUIO

M B3aUMOIIOHMMAHHIO, YEM K CCIlapaln OT MY’KUHMH.

B 1996 roay Oblna BeINyIIeHA UTpa, 3aJI0’KUBIIIAsl OCHOBHI JKaHpa XOppop, —
Resident Evil ot crynuu Capcom. JIns apkagHbIX UTP B TOM K€ TOAY HACTYIHIIA
yepHas moJioca: O00pb0a 3a JIMAEPCTBO U BBICOKAs KOHKYPEHLUS 3HAYUTEIBHO
YIIYUIIHIA Ka4e€CTBO KOHCOJIEH U pa3pabaTbIBa€MBbIX JIJISl HUX UTP, @ C TIOSIBJICHUEM
WHTEpPHETa TeMMepbl MOJYYHIM BO3MOXHOCTH OOIIaThCS JPYr C JPYroMm, He
BBIXO/SI M3 JIOMa, BCTpeuaThCsl B apKajgax crajo HeoOs3arenbHO. Kpome Toro,
pPOCIIO KOJIMYECTBO IMOJIb30BaTENE MOOUIIBHBIX TEIE(OHOB: B YCTAHOBIICHHBIE HA
HUX UTPBI JIOJU MOIJIM UrpaTh OyKBajdbHO Ha xoay. OJHA M3 caMbIX M3BECTHBIX
NEePBBIX MOOWJIBHBIX UTp Snake Oblaa amantupoBaHa s TeiaeGoHOB (HUHCKOM
xommanueit Nokia B 1997 rony. [IpousBoauTenu apkagHbIX aBTOMATOB PEIIUIIH
3aBJ€Yb IIOCETUTENIEM YHUKAIBHBIMU  KOHTPOJUIEpAMHU: TAaKHUE  IOMBITKU
NpeANPUHIUMAIIKCH U PaHbliie — Hanpumep, B 1980-x Obutu BoImyIieHbl Crossbow ¢
KOHTpOJUIEpoM B BHjie Jiyka 1 Hang-On — aBTomar B BUIE MOTOLIMKIIA C SKPAHOM,
BMOHTHUPOBaHHBIM B J1000BOoe cTekio. CaMbIMU YCHEHNIHBIMH  OKa3aJIiCh
My3bIKaJbHbIE apKaaHbie urpbl. [lepBoil My3bikaibHOM Urpoii cuntaercs PaRappa
the Rapper 1996-ro roga ot smoxHckoi cryaun NanaOn-Sha, paspaboranHas ais
xoHcomu PlayStation: urpok, Mcmosb3yst 3aJaHHBIA PUTM, MOI' CO3/aBaTh CBOU
My3bIKaJIbHbIe Kommo3uiuu. Kommanms Konami Bemmyctmia B 1997 ronay
apkajgHyro urpy Beatmania: aBToMar mpenacTaBisul cOOOW MHKIIEPHBIA MyJIbT U
KAaTyIIKWA, UTPOK BBICTYNan B ponu aupkes. Mrpa Obla XOpoiio HpUHSTA H,

BOOJIyIIEBJICHHAS yCIIEXOM, CTY/IMs O]l CIyCTs IIpecTaBmiIa myosuke urpy Dance
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Dance Revolution, kotopast 10 cuX TOp TOJB3YyeTCS MOMYJISPHOCTHIO BO BCEM
Mupe. My3bIKalbHbIE UTPBI CTAJIU NEPEXOAUTH HA KOHCOJIU, U B 1999 roay Bcé Toii
ke cryaueit Konami Obuta paspabortana wrpa Guitar Freaks mms PlayStation ¢
KOHTPOJUIEPOM B BHUJAE OJIIEKTpOrHTapbl. VIMEHHO 3Ta Wrpa Jieria B OCHOBY

3HameHuToi Guitar Hero ot amepukanckoi kommanuu Harmonix.

B 1997 romy mnosiBWIOCH TOHSTHE «MAaccoBas MHOTOIOJIb30BATEIbCKAS
poieBas omjaiH-urpa» (amria. massively multiplayer online role-playing game,
MMORPGQG). Cuuraercs, 4To TepMHUH OBUI MPUIyMaH U BBEACH B OOpalieHUe
[spuortom, co3marenem cepun urp Ultima, a Taxke mepBodt momyispHOit
rpaduveckoii MHOromojb3oBareabckol  omnaiH-urpel  Ultima  Online. Ee
NOSIBJIEHUIO IIPEAIIECTBOBAIIN TEKCTOBBIE MHOI'OIIOJIB30BATEIBCKUE UTPBI, IEPBYIO
U3 KOTOphIX pazpadotan P. Tpabmoy B 1980-m romy. Ona nazwsiBaiace MUD
(Multi-User Dungeon, Ttakke pacmmdpoBbiBaeTcs kak Multi-user domain) wu
MpEACTaBsIa CO00M BUPTYAJIbHBIM TEKCTOBBIH MUpP, B KOTOPOM HUTPOKH MOTJIH
JEHUCTBOBATh OT JIMIIA CBOEro IMEepcoHaxka M odmarbes Apyr ¢ apyrom. Co
BPEMEHEM TMOSABWIOCH MHOXECTBO aBTOpckux Bapuauuid MUD Ha ocHoBe
OPUTMHAJIBHOW: K KOHIlY 80-X MX HacuuThiBajgochk okoiso 20, a k 1992 rony — yxe
okono 170, B BuUpTyanbHble MHpbl ObuIM mnorpyxeHsl 20000 Hrpokos.
3HauuTENbHAsA YaCTh COBPEMEHHOI'O TIedMEpCKOro CIIPHTa MpHUILUIA U3 OOILEeHUs
urpokoB B MUD — nampumep, cioBo «HYObI» (aHTI. «noobs», oT «newbies») B

3HAYCHHUHU «HCOIIBITHBIC UTPOKK)).

bnaronaps Ultima Online urposast nuaaycTpusi CMOTJIa YCBOUTH JIBa BAYKHBIX
ypOKa: BO-TIEPBBIX, C MOSBICHUEM WHTEPHETA OHJIAMH-UTPHI CTAIM KOMMEpPUYECKH
BBITOJTHBIMH, a  BO-BTOPBIX, CIUIIKOM  OoJiblias  cBOOOJIA  JICHCTBHIA,
NpeJOCTaBICHHAs] WTPOKaM, B KOHEYHOM HWTOTE MPHBOIUT K XaoCy, HIPOKU

HaA4YMWHAIOT 6CCKOHTpOHBHO APYyr Ha Jpyra HalmaJaaTb U IIOJaBJISAIOT HOBHYKOB.

Ot ypoku ywia kommnanus Sony Online Entertainment, Beimyckas B 1999

roay urpy EverQuest: B urpe cosnaBaivch YCIOBHUS, MOTUBHPYIOIIUE HIPOKOB
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00BEIUHATHCSA B KOMaH/bI, a He ApaThes Apyr ¢ apyroM. Kpynueitmeit MMORPG
crama World of WarCraft, semymennas B 2004 romy crymueit Blizzard

Entertainment.

Oco0Oyr0 TOMyJSIiPHOCTh MHOTOIOJIB30BATEILCKUE WIPHl  3aBOCBAIM B
KOxnoi1 Kopee, riae ypoBeHb KU3HM Havall pacTu Jiuiib B 1990-e rojibl, u urposas
WHYCTpUsl HaxoJIujach B TO BpeMmsi HEe Ha BbicoTe. Kpome Toro, mpouBerano
NUPATCTBO, JIMIICH3UOHHBIE WIrPbl JIOAM TMOKyNalu HeoxoTHo. B 1995 ropy
IOKHOKOPEHCKOE  MPaBHTEIBLCTBO  MPOBO3TJIACHIO Kype Ha  «OOIIECTBO,
MOCTPOECHHOE Ha 3HAHUSX» U HAYall0 CIIOHCUPOBATh OWM3HEC-TIPOEKTHI, TaK WIIU
WHAYe CBS3aHHBIC C MHTCPHETOM. DTH MEphl MPUBEIH K TOSBICHUIO MHTCPHET-
Kade, r71e JAr000i KEeNAIHUI MOT TTOCHIETh 32 KOMITBIOTEPOM, OIIaTUB Bpems. B
CBS3M C DKOHOMHYECKMM KPU3HCOM W YBEJIMYEHHWEM MpOlIeHTa 0e3paboTHllbl B
1997 rogy BO3pOCIO M KOIMYECTBO MoceTuTeneil marepuer-kage: k 1998 rony B
ctpane paborano okoio 3000 3aBemeHuit, ron cmycts — 6omee 15000. B utore
umeHHo B FOxHo#t Kopee yBneuenue MMORPG nepepociio B kubepcropTUBHbBIE
copeBHOBaHMs. Hanbosiee momyisspHOi B 3TOM IiaHe craja Buacourpa StarCraft
or crynuu Blizzard: kxomnanus He oxupmana Takoro ycmexa B FOxuoi Kopee,
OJIHAKO 3Ta WTpa B UTOTE CTajla HAIIMOHAJIBHBIM CIIOPTOM, Ha TEJEBUICHUU OBLT
BbIJI€JICH 0COOBIH KaHal Mt Tpancisaiuil — iTV Game. CopeBHOBaHHMS IPUBJICKAIN
okoj0 50000 3puTeneil HEeMOCPEeACTBEHHO Ha apeHe, a TAaKKe THICAYU Tele- U
WHTEpHET-3pHuTeNiell. MeponpusaTusi  CIOHCHPOBAJIUCh TAaKUMHU  KPYITHBIMH
KOMITAaHUSIMHM, Kak Samsung. Buaeourpsl ObUIM Ha TOCYJApCTBEHHOM YpPOBHE

IIPpU3HAaHbI CIIOPTOM.

B 2000-m romay BbIuia Bugeourpa, oborHasmas Myst u craBmias camoii
npoaaBaemoi urpoit ans I1IK B ucropuun, — The Sims ot Paiita, co3maTtens urpsl
SimCity, sBeimmymenHas xkommnanueir Electronic  Arts. Komnanuu-usgarenn
MOHAYaJy CKENTHYECKH OTHECIIMCh K WJee. BO3HUKAIM COMHEHHS, YTO KOMY-TO
Oy/leT MHTEPECHO BBIHOCHUTH MYCOp, MCKaTh pabOTy, KICUTh 000U M 3aHMMAThHCS

MMpo4YnMHn O6BII[€HHI>IMI/I ACJIaMH B HI'POBOM MHPC. IIo cinoBam PaﬁTa, Ha €ro
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3aMbICEJ MOBJIMSIM KHUTH IO TEOPUU apXHUTEKTyphl (PaliT XoTen caemarb 4To-To
BpOJie KYKOJBHOTO JIOMa, KOTOPBI UTPOK CMOXKET CTPOUTh U OOCTaBIATH IO
CBOEMY YCMOTPEHHUIO), & TaK)Ke MOMYJISIPHOCTh aMEPUKAHCKHUX peaTuTH-1I0y. PaiT
ObLI yBEpEH, YTO JIOAM [0 HAType CKJIOHHBI K Byaillepu3sMy (M MO3TOMY Tak
UHTEPECHO TOATJISIBIBATE 32 UYXKOW JKU3HBIO) M HapuuccusMy (The Sims maBana
BO3MOYKHOCTH CJIEJIaTh MOXO0XKET0 Ha ce0s MepcoHaXka U Urpatb, TAKUM 00pa3oM, B

10
camoro cebs1) .

Emé no Beixoma urpel Paiit u Electronic Arts TecHo B3auMoJIeliCTBOBAIH C
ayauropueii, mocienoa npumepy id Software. Beimyctu B 1996 roay mryrep
Quake, id Software omyOnuKoBasa WMCXOMHBIM KOJ S3bIKA MPOTPAMMHPOBAHUS
«QuakeCy», Ha KOTOpOM ObLJIa HAaMKCaHa UTPaA, YTO MO3BOJUIIO UTPOKAM CO3/1aBaTh
HE TOJIbKO HOBBIC YPOBHHM M KapThl, KaKk B ciiyduae ¢ DOOM, HO U HOBBIE UTPHI HA
stom naBuxke. K koHity 1996-ro roga tpoe ¢aHaToB caenaid TakuM 00pa3zoM

Team Fortress — u3BecTHyI0 U Ha CETOHSIIHUN JICHh OHJIAUH-UTPY.

PaiiT nouien mo TakoMy e IMyTH: OH MOTUBUPOBAII UTPOKOB MPUAYMbIBATh
ONCKIY Il TIEPCOHaXeH, y30phl i O00EB M TMpPOYUE JIETAId UIPHIL.
Pa3paboTunku moasepKUBajid CBA3b C MUIPOKaMU B pekume oniaiiH, u k 2000
roay Ojaromapss MHOTOYHCIICHHBIM (paHATCKUM MoaudukamusM The Sims Obuia y
BCEX Ha CiyXy. MHCTpyMEeHTHI Uil co3anusi Mou(puKanuii ObUTH OMYyOIMKOBAHBI

Electronic Arts 10 BbIxo/1a caMOii UIPHI.

dopmar The Sims Takxke pacrmonaraa K caMOBBIpaKeHHO. <« JIroau
paccKa3bIBAIM UCTOPUM MPHU MOMOILIK HAIIEWU UTPBI, — BCIIOMUHAN PanT. — MBI 310
npeABUIeNId, HO HE IyMald, 4To ycmex Oyner Tak Beluk. Wrpoku nenanu
CKPUHIIIOTHI ¥ JO0ABJISUTH TEKCT, YTOOBI MOTYYMIaCh UCTOPUS. MBI BBEIH B UTPY
Takyro (YHKIUIO: €CJIM HaXXaTh Ha OMPEICICHHYIO KHOIKY, UCTOPHS 3arpy3uTCs

Ha CaﬁT, rac KTo yrogHo CMOKCT €€ IIPOYNTaTh. Mzl He OXXnaaji, 94T0 IOJYy4YHUM

1 Donovan Tristan. Replay: The History of Video Games. Lewes, 2010. — C. 248
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100,000 wucropmii 3a KOpOTKOe BpeMsi» . JIIOZM [EIHIHCh JTHYHBIME

MCPCKUBAHUAMU, PACCKA3bIBAJIM O CBOCM JKU3HCHHOM OIIBITC.

Quake m The SimS momorim pa3MbITh TpPaHUIy MEXKAY HWIPOKOM H
CO3JaTeIeM UTPbI, PUBETCTBOBAIN TCHEPUPYEMBIH MOJIb30BATEIIMU KOHTEHT. K

cepenrne 2000-X TpakKTUYECKU BCE UTPHI MEPEHSIIA 3TY KOHIETIHUIO.

B 2000-x mHOTHE pa3paOOTUMKU CIOXKETHBIX HWIP OOpaTUINCh K TOUCKY
HOBBIX XapaKTepOB MEPCOHAXKEN, CIIOCOOOB MOBECTBOBAHUS M BOBJICUCHUSI UTPOKA
B aBTOPCKHI MHp. B KauecTBe mpumepa MOXKHO MPUBECTH cepuio Buaeourp Grand
Theft Auto (GTA), koropasi okaszajga 3HAYWTEIbHOE BIHUSHHE HA WIPOBYIO
unayctputo. [lepBas urpa cepun Boinuia B 1997 roay, ee npoTtoTunom Obliia Urpa
1994-ro roma Race'n'Chase, B KoTopoil HTpOK MOT BBIOpaTh POJIb MOJUIICHCKOTO
WIN TIpecTynHuka. Pa3paboTuuvky oOpaTwivi BHUMAaHHE, YTO TOYTH HUKTO HE
XO0TeN ObITh MmouieickuM, U Ha ocHoBe Race'n'Chase cmenanmu urpy GTA, rae
MOXHO OBUIO HrpaTh TOJBKO 3a MPECTYNMHUKA: MEPCOHAX ObLT aOCOIIOTHO
amopajeH, OH He H300paxayncs TepoeM WM >KEPTBOH OOCTOATENbCTB, YTO
mokupoBaio ayautopuro. B 2001 roxy Beimuta GTA |11 — mepBast TpexmepHas urpa
CepHH, B KOTOPOH UTPOKY MPEIOCTABIAIACh YHUKAIbHAs CBOOOIA, IIEBIA TOPOI, B
KOTOPOM MOKHO JeNlaTh MpakTh4Yecku 4yTo yrogHo. Ilepconaxu B cepuun GTA
HOSIBJISLTUCH pasHbie, u B urpe 2004-ro roma GTA: San Andreas ObuT nipecTaBiIcH
npectynmHuk Kapn «Cu-Jlxei» JI>KOHCOH, YbM XapakTep U MPEABICTOPHS OBLIU
ropa3fo CJOXHEe, 4YeM Yy TepoeB Npeablaymux dvacted wurpel. Emé Oosee
HeoaHO3HauHbIM OblT 00pa3 Huko bemnuka u3z GTA IV 2008-ro roga: Berepana
FOrocnaBckoit BoiHBI, kKoTOphld mpuexan B CIIA B mouckax amMepuKaHCKON

MEYTBI, & OKA3aJICS BTIHYT B OAaHAUTCKUE Pa30OPKH.

HoBaTopckuii IOJIXO/T K BHYTPHUTPOBOMY MTOBECTBOBAHHUIO
npoaeMoHcTpupoBaia B 1998-m romy xomnanus Valve Software, BeimycruBimas

urytep ot nepsoro juna Half-Life. Mcropus packpeiBanack B mporiecce urpsl, 6e3

1 Tam xe. — C. 251
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WCIIOJB30BaHUs KaT-CleH (aHri. CUt-SCene), mo MNPUHIUMIY «IOKa3blBail, a He

paCCKaSBIBaﬁ)>.

K nauvany 2000-x rogoB co3gaHu€ UIPbl MPEBPATUIOCH B JOPOTOCTOSIIUN
npoliecc M3-3a PA3BUTUS TEXHOJOTUH M POCTa MOTPEOUTENHCKUX OXKUJAHUU.
CaMOCTOSITEIPHO BBITYCTUTh HA PHIHOK WUTPY CTAI0 MPAKTUYECKH HEBO3MOXKHO,
pa3pabOTUMKK WIP OKa3alUCh OYEHb 3aBUCHUMBI OT KOMMaHWi-uznateneil. Bo
BTOpOil mosiopuHe 2000-X TO0B HACTYMMJI paciBeT UHAU-UTP (aHTII. indie game,
ot independent videogame) — HE3aBUCHUMBIX BHUJICOUTDP, YTO CTAJIO0 BO3MOKHO

Oyiarogapsi MOSIBJICHUIO OHJIATH-Mara3uHoB.

OnnaitH-nucTpuOylus Urp Havajna pas3BuBaThcsa B KoHIe 1990-x T070B,
KOI'/Ia TIOSIBUJIMCH CalThI, IJ€ JIOJM MOTJIM UTPaTh B HECIOKHBIE UTPHI B MPOLECCE
UHTEepHET-Opay3uHra. HekoTopsie Urpbl MOKHO ObUIO KYIHUTh OHJIAMH C 3arpy3Koil
yepe3 caidt — Hanpumep, Diamond Mine Deluxe or xommanuu PopCap Games.
bpay3epHble UIpbl MHOTA NMOAPAXKAIN CTUIMCTUKE apKaaHbIX Urp 80-Xx: Takou
OTKaT BBI3BIBAJI MHTEPEC Y MOJIOJBIX JIFOJIEH, JIsi KOTOPBIX MPUBBIYHON ObLIa yXKe

3D-rpaduxa.

B 2003 roxy komnanwmeii Valve Obut cozman cepBuc Steam, KOTOpBIHA OBLI
HeoOxoauM uis 3amycka urpel Half-Life 2, eimymiennoit B 2004 rony. Hauwnas ¢
2005 roma yepe3 mu¢ppoBor MmarazuH Steam cTajso BO3MOKHO TMOKYHaTh HIPBI
CTOpOoHHHX pa3padboTunkoB. B 2005 roxy Windows 3amyctuna cepsuc Xbox Live
Arcade s tutatdopmer Xbox 360: ¢ ero momoIIbiO MMOJB30BAaTEId MOTYT
HOJYYWTh OOCTYIl K PHMOIHKAM apKaJHbIX HIP W KOHCOJBHBIM HHIU-UTPaAM.
Amnayiornunslie cepBuchl Obutn 3anmymieHsl aist Nintendo Wii u Sony PlayStation 3 B
2006 roxy. Uepes rox asis pa3pabOTIUKOB U MOTpeOUTENEH MOOMIBHBIX UTP ObLIa

co3nana riatdopma AppStore.

HCpC‘H/ICJIeHHBIG OHJIAalH-Mara3uHbI JaJIn I/IHI[I/I-paSpa6OT‘IKI/IaM JOCTYII K

MNOTCHIOUAJIIbHBIM ITOKYIIATCJISAM. MHorue HHAW-WUI'PBI 3aBOCBAJIN IOIYJISIPHOCTDL —
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Hanpumep, World of Goo, Braid, Attack of the Killer Swarm, Super Meat Boy,
Hotline Miami, — a Buzmeourpy Minecraft or He3aBUCHMOro MIBEICKOTO
pa3paborunka Mapkyca IlepccoHa Ha3pIBalOT OJHOM M3 CaMbIX YCIICIIHBIX UTP B

HCTOPHH.

1.3 CoBpemeHHasi MrpoBasi HHIYCTPHMA: 3KAHPbI, CTPaHbl, IJIAT(OPMBI,

KOMIIaHUHU, TCHACHIIUHU

Buneourpsl pa3OuBaroTcs HMcCCleNOBaTeNIMA  HA TPYNIbl IO psay
IIPU3HAKOB, OJJHA U3 HanOOJee pacHpOCTPAHEHHBIX KJIACCU(UKALMNA — KaHPOBAs.
Kanp Bugeourpel, B OTJIMYME OT JKaHpa (UIbMa WIM JIUTEPATYPHOIO
IIPOU3BEACHUA, HE ONPENEIACTCS CETTUHIOM M CHOKETOM HIPBHl KAK TAKOBBIM.
OcHOBOI1 ompeneneHust KaHpa WUIphl SBISIOTCS TeMMIUIEH (MUTPOBOM MPOLECC C
TOYKHM 3pPEHUS] UTPOKA) B COBOKYITHOCTH C LENbI, KOTOPYIO WIPa CTABUT MEPEN
urpokoM. CucremMa OInpeAeseHnid )KaHpOB BUJICOUTP BBICTPOEHA HE COBCEM YETKO,
BJI0OABOK, BBIXOAUT OOJIBIIOE KOJIMYECTBO TMOPUIHBIX UTP, KOTOPHIE COYETAIOT B
cebe cpazy HECKOJBbKO KaHPOB, OJHAKO MOXHO BBIJEIUTh HECKOJbKO OCHOBHBIX

Ha CGFO,Z[H?IIHHI/Iﬁ JACHDB JKaHPOB, HC BBI3bIBAIOIINX paCXO)K,HeHI/Iﬁ B TPAKTOBKax.

1. OkmH (aHriI. action) — urpa, B KOTOPOM MIPOK KOHTPOJIHMPYET MEPCOHAXKA,
MIPEOJIOJICBAIOIIETO TMPEMATCTBUS B BHUPTYaIbHOM Cpene, W IS YCIEUTHOTO
MIPEOJIOJICHUS] TIPETIATCTBUIM UTPOK JOJDKEH MPUMEHSTHh CBOM (PU3NYECKUE HABBIKH
— HampuMep, CKOPOCTh PEAKIIMH M XOPOIIyK KOOpauHaIuio. JlelcTBUE B IKIIH-
UTpax 0OBIYHO PA3BUBACTCS OYCHH JUHAMUYHO, & CAMO TOHITHE JKIIH TPAKTYETCS
IIUPOKO U MOXKET KaK BKJIIOUATh B ce0s APyrue KaHpbl (HaAIpUMEp, UIyTepbl), TaK
U yIoTpeOJIAThCS B KadecTBe NMpedHKca K OCHOBHOMY JKaHPY WIPBI: HAIpPUMED,

AKIIH-aJBEHYYpA.
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2. [Iyrep (anri. shooter, ot shooting game) — urpa, B KOTOpO¥# IieIb UTPOKA —
yOUTh TPOTHBHHKA, MpUOEras sl 3TOro K cTpenbde. OmuH W3 cTaperInmx
KAHPOB: Tak, urpa Spacewar! Obula uMeHHO 1IyTepoMm. lMmeeT HecKoJbKO
MO/PKAHPOB: HAIMPUMED, JJIsT apKaJIHBIX UTP OBLI XapakTepeH >kaHp shoot 'em up.
Ha ceroansimHuii AeHb caMble paclpOCTpaHEHHbIE MOJKAHPBI — 3TO MIyTEp OT
nepBoro ymna (ann. First Person Shooter, FPS), koraa urpok aeicTByeT OT JIMia
MEePCOHAKa W HAOJIOIAaeT 3a MPOUCXOISIIMM €ro Tia3aMH, W IIyTEP OT TPETHETO
muna (anria. Third Person Shooter, TPS). MHorue nomynisipable 1 MEHHCTPUMHbBIE

BUJICOUTPBI OTHOCITCA K xKaHpy FPS.

3. AnBenuypa (anri. adventure) — wurpa-mpuKIOYEHHE, B KOTOPOW HIPOK
yIpaBisieT IEPCOHAXKEM U BEJET €ro Mo pesibcaM croxkera. OMHO U3 00s3aTEIbHBIX
YCJIOBUM — B3aMMOJECHCTBUE YIIPABISIEMOTO HUIPOKOM TE€POS C OKPYKAIOIIUM
MUpOM. Mup 3a4acTyrlo NpeACTaBIsieT COOOM IEMOoYKy JIOKalUid, B KaXKIO0U U3
KOTOPBIX HAJAO0 pa3rajblBaTh 3arajkd W rojoBOJIOMKH. OOBIYHO aIBEHUYpP-UTPHI

Ooiee IIJIAaBHBIC, YCM JOKIIIH, 1 COACPIKAT MCHBIIIC HACHUJINA, YCM IIYTCPLI.

4, [Tnardpopmep (anra. platform game) — wurpa, B KOTOpOW yHpaBisieMbId
UTPOKOM TEPCOHAX JOJDKEH IMepeMeniaThCsi Mo rmiargopmam/sTaxam, Mpbirasi,
Oeras u kapaOKkasiCh OT OJHOU K Jipyroii. [lepcoHaxk mpu 3TOM BUJEH HE CBEPXY, a

cOOKy, 4TO CO3/aeT OLIYIICHNE BepXa U HU3A.

5. PoneBas wurpa (aurn. Role-Playing Game, RPG) — wurpa, B kortopoii
YIOPABISIEMBbId MTPOKOM TIEPCOHAX WMEET KOHKPETHYIO 3ajady, OINpeacICHHBIN
KBECT, 00513aTeNIbHBIN JJI BHITIOJIHCHHMS, 4 HA IyTH K 3TOMY KBECTY Pa3BUBAET CBOU
HABBIKH, YaCTO 3a CUET BHITIOJIHEHHS TOOOYHBIX 3a7a4. Kpome Toro, Hrpoky MOKeT
JlaBaThCsl BO3MOXKHOCTh BBIOpATh BHEIIHOCTH/Pacy/KiIacc/HavyallbHbIe CIIOCOOHOCTH

NepCcoHaXka, a MPOLECCe UTPhl Pa3BUBATh U MEHATH XapaKTep MepCcoHa)ka, BhIOUpast
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neiicTBus U peruinku, oopamenHsle kK HIIC (HeurpoBbIM mepcoHa)kam — aHrdl.

Non-Player Character, NPC).

6. Crparerust (anri. Strategy) — urpa, B KOTOpOH UTPOK JIOJDKEH JICHCTBOBATH
00yMaHHO, B3BEIIMBAs M MPOCUYUTHIBAS KaXIbIi CBOW X01. YacTo B OCHOBE TaKUX
UTp JISKUT BOCHHBIN KOH(JIMKT: WUTPOK BBICTYMAeT B POJM MOJIKOBOAIA. JKaHp
moJIpa3eiiieTCss Ha JBa IIOJpKaHpa: IommaroBas crparerus (aHri Turn-Based
Strategy, TBS) — urpok u npoTuBHHK (Apyroi urpok wim M) nenaror Xoabl 1Mo
ouepeu — U cTparerus B peasibHOM Bpemenu (anri. Real-Time Strategy, RTS) —

OYEPETHOCTh XOJJOB OTCYTCTBYET.

7. CroptvBHBIE HWIphI (aHMVI. SPOrtS games) — wWrpbl, OOBEIUHCHHBIC
CIIOPTUBHOM TEMATUKOW. JIOBOJIBHO pa3MbBITOE IOHATHE: 3TOT KAHP MOXKET

BKJIIOYATh B C€0sI UePTHI CUMYJISITOPA, CTPATETHUH U OKIITHA B PA3HBIX MPOMOPIIUSIX.

8. Cumynarop (anmr.  Simulation game) — wrpa, B KOTOpPOH HIPOK
KOHTPOJUPYET PAI dJIEMEHTOB TMHAMAYECKON CUCTEMBI, MOLYJIUPYIOIIEH UTPOBOM
MUp, BOCITPOU3BOS KaKON-IMOO acIeKT, Jalie BCero MpUOIUKEHHBIN K pealbHON

KHU3HU.

9.  ®antuar (amrn. fighting) — urpa, B KOoTOpoi 1Ba WM OOpee MepcoHaka
JepyTCst APYT C APYrom, yaiie Bcero B ¢opmare OIWH Ha OMWH. [lepcoHaxH, B
OOJIBIIMHCTBE CIIy4aeB, aHTPOITOMOP(HBI, AEPYTCS BPYKOIAIIHYIO, HCIIOIb3YS

pUEeMbl OOEBBIX UCKYCCTB.

10. Xoppop (auri. horror, gacto umeercs B Buay Survival horror) — wurpa, B

KOTOpOI)'I rjiaBHas 3aJada UI'PpOKa — BbBUKHUTH B YCJIOBHAX MOCTOSIHHOM OITIACHOCTH.
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['maBHOTO reposi aTakylOT MOHCTpBI, TAaKK€ B OOJBIIMHCTBE UTP JAHHOTO KaHpa
CO3/1aeTCsl THETYIAsl HampsbKeHHas aTMoc(epa, Kak 3a CUeT MyrarolluX BparoB H

HIIC, Tak 1 npu NOMOIIX 3JIEMEHTOB UTPOBOM CPEIBI.

[ToMuMO *aHpPOB, UTPHI AENATCS Ha OJUHOYHBIE H MHOTOIOJIb30BATEIbCKHUE,
a TaKkKe OJHMM U3 BaXXHBIX AacleKTOB HH(POPMALUU O BUICOUTPE SIBISETCS
mwiargopMa, s KOTOpod oHa pazpadortanHa. Wrposas mmatdpopma — 3TO
ANIEKTPOHHOE YCTPOMCTBO, CHOCOOHOE BOCIPOM3BOJIUTH BHIECOUTPHI. J[aHHBIMU
yCTPOMCTBAMU SIBJISIFOTCSL  Kak pa3paOOoTaHHbIE CIEUUANbHO JUIsl BUJCOUTDP
MPUCTaBKH, TaK U MEPCOHAIbHBIE KOMIIBIOTEPBl, U MOOWJIbHBIE TeNe(OHBI, Y
KOTOPBIX OCHOBHBIE (PYHKIIMM HE CBfA3aHbl C BHUJCOUTpaMU. Takxke THOJ
wiatropMoi MOXKET IMOHUMAThCsl HE CaMO YCTPOMCTBO, a €ro MporpaMMHOE

obecrieueHue: Hanpumep, oreparronHas cucrema [1K.

Ha ceroansimnmii neHb ocHOBHbIMH Tuiatopmamu sBisitorcs [IK (OC
Windows, Linux, Mac OS), cmaprdonsl u mranmerst (OC Android, i0S,
Windows), a Taxke ycrporictBa Xbox 360 u Xbox One ot Microsoft, PlayStation 3,
PlayStation 4 u PlayStation Vita ot Sony, Wii U u 3DS ot Nintendo.

UrpoBass WMHIyCTpHUsl SBISETCS CaMbIM KPYIHBIM CETMEHTOM MHUPOBOTO
poiHKa 1uppoBoro kouTeHTa. Emé B 2014 romy HacUMTHIBAIOCH OoJiee MOIyTOpa
MUIUTHAPOB  TeiiMepoB 1o  Bcemy Mupy'>. IIpoBOIATCS  peryisipHbIe
UCCJIEIOBaHMSI, BBISICHSIIONINE, KAaKyl0 MPUOBLIb MOTY4ar0T WM3JaTENU BUICOUTP B
pa3HbIX CTpaHax. AHanuTHYecKoe areHTCTBO NEewZzZ0O B ampesie OmyOIMKOBajo
pe3ynbTathl 32 2016 rog-: NEpPBBIE TPU MECTa pacupencauanch Mexay Kuraew,
CIHA wn Snonumeit. Kurtail BbIIIe] Ha NEPBYHO IMO3MIMIO 33 CYET KOJUYECTBA

HACeJICHUs: JI0XOJI OT TMPOJaX BHJACOUTP COCTABWI MpuOAM3UTENIbHO 24,4

2 Number of video gamers worldwide in 2014, by region (in millions) // Statista. [9nextponmsiii pecypc]
URL: http://www.statista.com/statistics/293304/number-video-gamers/

" Top 100 countries by game revenues / Newzoo. 2016. [9nektponnsiii pecypc] URL:
https://newzoo.com/insights/rankings/top-100-countries-by-game-revenues/
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MUWJUTHApAa JI0JUIApOB, YTO MEHEE, YeM Ha MWIIMapi Olepe’kaeT IOKa3aTelb
CIIA. B mnepBywo pecatky Bouun Takxke [epmanus, IOxnas Kopes,
Benmukooputanus, @pannus, Kanana, Mcnanus u Utanus. Poccust B 3TOM crimcke
Ha 12-mM MecTe: 32 0003HAUYEHHBIN MEPHOJ MPUOBLUIL COCTaBWIAa MpuMepHO 1,3
MUJTHapAa faojiapoB. Jlemorpaduyeckue uccienoBanus, mpoeaeHubie B CIIA,
MOKa3aJIM, YTO MKCHIIWH CPEIU TEHMEpPOB, MPAKTUUYECKU CTOJBKO K€, CKOJIBKO
MY>KUMH, @ CPEIHUM BO3pacT MrpokoB cocrtasisier 35 ner. Ilpu 3ToM Oombie
MOJIOBUHBI AMEPUKAHCKUX POJUTENCH CUYUTAIOT BUJICOUTPHI TOJOKUTEILHBIM
OMBITOM JIJIsi CBOETO pedeHKa, u 59% poaurtesiel UrparT ¢ JETbMHU B BUIACOUTPHI

14
KaK MUHHUMYM pa3 B HCACIIO .

KpynHeimmnmu KOMIaHusIMA B UTPOBOW MHAYCTPUU HA CETOAHSIIIHUN JEHb
seisitoTest LucasArts (CIIA; urpsl o Bcenennoit Star Wars), id Software (CILA;
Quake, Doom, Wolfenstein 3D), Electronic Arts u ee modepHss kommanus Maxis
(CHIA; SimCity, The Sims, Spore), Blizzard (CIIA; World of Warcraft), Valve
(CILA; Half-Life, Portal), Square Enix (SImonus; Final Fantasy, Dragon Quest),
Konami (SAnonus; Dance Dance Revolution, Metal Gear, Silent Hill), Rockstar
North (Benmukoopuranus; GTA), Capcom (Sinonus; Resident Evil, Devil May Cry),
Nintendo (SImonms; Mario), Ubisoft (®panmms; Assassin’s Creed, Prince of
Persia)™®. OcHoBHOI KaHan pacrpocTpaHeHus — rudpoBas AUCTpHOyIMs: Steam
Store mus ITK, cxoskue OHIalH-MaraswHbl IS KOHcoser ot Sony, Microsoft u
Nintendo, mns cmaprdonoB u muanmeroB — AppStore, Google Play Market,

Windows Phone Store.

CHCHH&HHSHpOBaHHBIe U30aHUA W IIOPTaAJIbI HY6J'II/II(YIOT MHOI'OYHCJICHHBIC

CTaTb O TPCHIAAX HWHAYCTPHUHU U COO6H_[€CTB8_, CXKCTOOHO IIOABOOATCA HTOI'HU,

“ Krista Lofgren. 2016 Video Game Statistics & Trends Who’s Playing What & Why // Big Fish. 2016. 8
dberpans. [Dnextponnsii pecype] URL: http://www.bigfishgames.com/blog/2016-video-game-statistics-
and-trends/

' George Durankiev. 11 biggest video game companies in the world // Insider Monkey. 2015. 19 utons.

[Onexrponnsrii pecype] URL: http://www.insidermonkey.com/blog/11-biggest-video-game-companies-

in-the-world-354814/
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OIICHUBAIOTCS HOBBIE UTPhl. Cpenr OCOOEHHOCTEH M TEHICHIWHA IMOCIESIHUX JIET

MOJKXHO BBIACIHUTL CIICAYIOIIHC:

o CTaOWJIBHBIN POCT PHIHKA MOOWIIBHBIX M Ka3yaJbHBIX BHJICOUTP, HAMIPSIMYIO
CBSI3aHHBIN C MOMYJISIPHOCTHIO CMapTPOHOB U IUIAHIIETOB: PETYIISIPHO MOSBISIOTCS
HOBBIE MOJICJIM, YCTPOWCTBA CTAHOBATCS JocTynHee. Takas  cuTyarus
pasrpaHuynia MOHSATUS «YEIOBEK, KOTOPBIM UTPAET B BUIACOUTPHI» U «TEUMEpPH:
npoBeneHHbld B CIIA onpoc mokaszain, 4to u3 49% B3pOCHBIX aMEPHUKAHIIEB,

. 1
MTPAIOIINX B UIPBI, TOTbKO 10% M3 HUX TOTOBBI HA3BATh cebs refiMepam .

J HOsIBJICHUE HOBBIX Ou3Hec-moneneil. K mnpumepy, 3HaunTenbHas 4YacThb
MOOWJIBHBIX HWIp pacmpocTpaHsiercs 1o cxeMaM free-to-play u freemium:
YCTaHOBUTh HUIPYy MOKHO O€CIUIaTHO, OJHAKO 3a OTJEJIbHbIE BHYTPUUIPOBBIC
OpeaIMeThl WIM TOJHYIO BEpPCUI0 HUIPbl HEOOXOAMMO 3aruiatuth. Hekotopsle
KpPYIHBIE MHOTOIIOJIB30BATEIbCKUE HIPHl — Kak, Hampumep, Dota2, mo xotopoii
pEryJipHO  MPOBOJATCS  MEXKIYHAapOJIHBIE COPEBHOBAaHUS, — MOJIb3YIOTCSA
aHaJOrM4HOM cxemou. HezaBucumbie pa3pabOTUMKKA TakKe HMCHOJB3YIOT
kpayadanauarosle miardopmer (B yactHoctH, Kickstarter), uto0sr coOpatb

CpCACTBA HA ITPOU3BOACTBO UI'PBI.

o OOJBIIIOE KOJUYECTBO HMHIU-UTP, Pa3padOTUYUKU KOTOPHIX HCIBITHIBAIOT
OCHOBHBIE MPOOJIEMBbI HE C T€M, YTOOBI MOJYYUTh AOCTYN K ayJUTOPUHU, & C TEM,
yTOoOBl MpHBJICYL K ceOe BHUMaHue. OJHUM W3 TPEHIOB UHIU-UTP (a TaKKe
Ka3yaJbHbIX UTP) MOKHO Ha3BaTh MOJIpaXKaHWE CTUIUCTUKE Buaeourp 80-X rojos:
UTPHl  BBITJISIAST HAPOUYUTO «IHUKCETBHBIMUY» U «8-OUTHBIMU». B KauectBe
HelaBHUX npuMepoB MoxHo mnpuBectu Hotline Miami, Binding of Isaac,

Undertale.

' Krista Lofgren. 2016 Video Game Statistics &Trends Who’s Playing What & Why // Big Fish. 2016. 8
dberpans. [Dnextponnsii pecype] URL: http://www.bigfishgames.com/blog/2016-video-game-statistics-
and-trends/
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o MacIITa0HbIe BUACOUTPHI OT KPYMHBIX KOMIIAHUM, HANpPOTUB, CTAHOBSTCS
BcE OoJiee pealuCTUUYHBIME, Pa3pad0TYMKU 00pAIIaloT MOBHIIIIEHHOE BHUMAHUE Ha
JeTanu3aluo, TEKCTypbl. B HUrpoBoM Mupe MeHseTCs MOoroja, OJeXkaa Ha
MEePCOHAXKAX MAYKAeTCsl CO BPEMEHEM, HAMOKAET, €ClM MEePCOHAX MOoMaaaeT Moj
JOXIb, U Tak nanee. HaOmromaercs B3auMOJCHCTBHE W B3aUMONPOHUKHOBEHHE
BUJICOUTP M KuHemaTorpada: B Hrpax HCIOJB3YIOTCS KHHEMarorpaduueckue
IPUEMbI,  BBICTPAMBAIOTCS  CIIOXKHBIE  CIOKETBI, IMEPCOHAXU  OO0IaJaoT
OTIpE/EeNIEHHBIM XapaKTepoM, UMEIOT Habop JMYHOCTHBIX KadecTB. [lo crokeram
UTp CHUMAIOTCS (UIBMBI, MPUYEM CHEMKAMU 3aHMMAIOTCSI U CAMHM WIPOBBIC
KOMITaHuu: Harnpumep, B 2016 roxy npu yuactuu cryauu Blizzard Entertainment
ObLT CHAT BBICOKOOIOKETHBIM ¢uiabM «Bapkpadm» («Warcrafty) mo moruBam
onnaitH-urper World of Warcraft, kommanus Ubisoft mpurnacuia rommmByackoro
akrepa Maiikna @accOenaepa Ha pojib B (QUiIbME IO MOTHBAM CEpPUU HIP
Assassin’s Creed, xoMrnanus-pa3paboTyrk ROVIO HaHsIa KOMaHAY Ui ChEMOK
MyTbTHIBMA T0 MOTHBaM urpsl Angry Birds.'” Kumemarorpad, B cBoto odepes,
NepeHUMaeT NMPUEMBI, CBOMCTBEHHbIE BUJCOUTPpaM: Hanpumep, GuiabM «XapaKop»
WNnen Halimynepa CHAT NOJHOCTBIO OT MHEPBOrO JIMIA M HAIlOMUHAET LIYTEP.
Haxownen, HemaBHO BbImymieHHass urpa Quantum Break ot ¢unckod cryaun
Remedy Entertainment mpezacraBisier co0oil IIyTep €O BCTaBKaMH SIH30JI0B
cepuaina, CHATOTO pa3pabOoTUMKaMM CIEUUaIbHO [UIsi OoJee TIATEIbHOTO

PACKPLITHUA CIOKETAa BUACOUTPEI.

L OTACIBbHBIC HY6HI/IL[I/ICTBI OTMCYAIOT TAT'OTCHUEC p.’:13pa6OT‘II/IKOB KPYIIHBIX

UTp K CO3JaHUIO MACIITA0OHOTO OTKPBITOTO MHpPA, KOTOPBIM HIPOK MOMKET

Y Chris Dring. Games and gaming trends coming our way in 2016 // The Guardian. 2016. 8
aHBaps. [OnexkTponHsli pecype] URL:
https://www.theguardian.com/technology/2016/jan/08/top-tech-trends-games-for-2016
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UCCJIEI0BATh, OTOWI OT OCHOBHOI'O ClOKeTa. B KauecTBe mpumepa MPUBOASTCS

TaKue Urpsl, Kak Wied?min 3: Dziki Gon, Metal Gear Solid 5, Batman: Arkham®®.

° BUpTyajbHasl peajbHOCTh. IlepBble MOMBITKHM CO37aTh YCTPOMCTBO,
MO3BOJIAIONIEE TOJHOLUEHHO MOTPY3UTHCA B UTPOBOU MUp, TPEATPUHUMAIIUCH EIE
B 1990-¢ roawl, omHako wujes ceOs HE oOMmpapaalia, MOCKOJIbKY 00OpyaoBaHUE
CTOWJIO CJIMIIIKOM JIOPOTO, a YpPOBEHb TpauKu BUJICOUTP TOTO BPEMEHH HE
MO3BOJIST €€ peanu3oBaTh. HoBas BoiHA SHTYy3Ma3Mma ObUla MoAHsATA Ojarojaps
pa3paboTke O4KOB BupTyadbHOW peanbHoctd Oculus Rift B 2012-m rony,
MpEeACTAaBUBIINX 00Jie€ IIMPOKOE, YeM Yy paHHUX pa3pabdOTOK, MOJE 3PEHUS.
Komnanus Sony 3aBepiimia paboTy Haj Ooijiee JEHIEBBIM IUIEMOM BHPTYajlbHOU
peanbHOCTH (K KOTOPOMY HE TpeOyeTcs JOMOJHUTEIBHO IOKYIaTh KOMIIBIOTED
croumocthio 1000 moimmapoB, kak k Oculus Rift), m k konmy 2016-ro roma

yerpoiictBo PlayStation VR momkHO 6yaeT MOSBUTHCS B MAarasuHax .

*® lain Macneil. 5 video game trends that defined video games in 2015 // GameAddik. 2015. 27 Hos6ps.
[Onexrponnslii pecype] URL: http://gameaddik.com/2015/11/27/5-video-game-trends-that-defined-
video-games-in-2015/

¥ Matt Leone. The Making of Playstation VR // Polygon. 2916. 9 mapra. [Qnextpornslii pecypc] URL:
http://www.polygon.com/2016/3/9/11174194/the-making-of-playstation-vr
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1.4 MHoOronoJ/Jib30Bate/ibCKiue BUJICOUTPbI H HX MeCTO B HHAYCTPUH

Hp006p330M COBPCMCHHBIX MHOTOIIOJIB30BATCIbCKUX HUI'PD CTAJIUM TCKCTOBBLIC
MUD, a urpa Puuapna I'spuotra Ultima Online 3aoxuna ocioBst MMOPIII™. Ha
CErOTHSAIIHUN J€Hb CYLLECTBYIOT KakK MYJIBTHUILIECP-BEPCUU
OJIHOTIONIb30BaTeNbCKUX Urp (Hanpumep, GTA V, Tomb Raider, Don 't Starve u Tak
z[anee), TaK U BUACOUTPHLI, UMCIOIINC HCKIIIOYUTCIIbHO MHOTOITOJIL30BATCIILCKUN
pexuM. Takxke Wrpel, pacCUMTaHHbIE Ha OOJBIIOE KOJUYECTBO UIPOKOB,
kinaccupuiupyrotes o xaapam: MMORPG (Massively Multiplayer Online Role-
Playing Games), MOBA (Multiplayer Online Battle Arena), MMOFPS (Massively
Multiplayer Online First-Person Shooter), MMORTS (Massively Multiplayer
Online Real Time Strategy), CCG (Collectible Card Games), cumynsTopsi
(Simulations), rouku (Massively Multiplayer Online Racing), ka3yaiabHbIe HIpPHI.

Haunbonee pacnpoctpanennsiMu 3 HuX spisitorcst MMORPG u MOBA.

MMORPG — mHoromosib30BaTeiabCcKas poJieBas Urpa, B KOTOPOM HIPOK
YIPAaBJISIET OMNPEICICHHBIM TEPCOHAKEM U «IIPOKAYMBAECT» €r0: Pa3BUBACT
YMEHHUSI, TIOBBIIIAET HABbIKU. MuUp Urpsl NOPOJOKAET CYIIECTBOBAThH H
HBOJIIOIMOHUPOBATH BHE 3aBUCUMOCTH OT TOTO, OHJIAMH WTPOK WM oddiaiiy.
Yamie Bcero AedcTBUE MPOUCXOAUT B (paHTE3nitHOM mupe. B kauecTtBe mpumepa
cambix nonyssipabix MMORPG moxxuo mpusectu World of Warcraft, Dungeon
Fighter Online, Final Fantasy X1V, The Elder Scrolls Online, Tera Online, Dragon
Nest, Perfect World, Lineage, Blade and Soul.

MOBA - momkaHp cTpaTerMd B pealbHOM BpPEMEHH, B KOTOPOW JIBE
KOMaH/Ibl MUTPOKOB CPAXKAKOTCS APYr MPOTUB Apyra, MPU 3TOM KaKIbld HIPOK
KOHTPOJIMPYET OJIHOTrO nepcoHaxa. Muoraa Berpevaercs: HazBanne ARTS (Action
Real-Time Strategy). boii mIuMTCsS OrpaHHYEHHOE KOJHYECTBO BpPEMEHH WU
3aKaHYMBAETCS, KOI/Ia KAaKOW-TMOO0 M3 KOMaHJ JOCTUTHYTa ONpelesieHHas LEeb,
CUMBOJIM3UPYIOIIAsl MOOEeAy: HampuMmep, paspylieHa 0aza mnpotuBHUKa. Urpok

nepea HadajaoM OWTBBI BHIOMpPAET MEpPCOHaKa U3 MPEUIOKEHHOTO aCCOPTUMEHTA
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repoeB, y KaXJOro M3 KOTOPhIX HAa MOMEHT Hauajga WIpbl YXe€ ecTb Halop
CIOCOOHOCTE: 3a7auya WrpoKka — pa3BUTh UX 3a BpPeMs OJHOTO CPaXEHUS [0
MaKCUMaJIbHO BO3MO>KHOT'O YPOBHs, a TAK)KE€ YJIy4LIIUTh UTPOBBIMH NIPEIMETAMH U
3eNbsIMA. MUp HUIpPBl CTaTUYEH, UIPOKM JEUCTBYIOT B PaMKax OIPEIEICHHOU
IUIOIIAH, KaXKIbI UTPOK BUIUT KapTy, HA KOTOPOW OTMEUYEHBI KIKOYEBBIE TOUKH,
a TaKXe NEPEMEILECHHs] CaMOr0 UTPOKa U €ro COKOMaHIHUKOB. [lonynsspHeIMU Ha
ceromgusmaui 1eab MOBA-urpamu Mmoo HasBath League of Legends, Dota 2,

Heroes of the Storm, SMITE, Heroes of Newerth, Overwatch, Strife.

C mnavama 2000-x romoB OBLIO IPOBEACHO MHOXECTBO HCCIICIOBAHUI
IICUXOJIOTUYECKUX AaCIEKTOB MHOTOMNOJIB30BATEIbCKUX HIP (B OCHOBHOM 3TH
uccienoBanust kacamucb MMORPG): usydanuch conuaibHO-AeMorpaduyeckue
XapaKTEePUCTUKU, PHUCK (POPMUPOBAHUS HWHTEPHET-3aBUCUMOCTH, MOTHBAIUA
UTrpoKoB. B yacTHOCTH, ObLIA MpeacTaBIE€HA MOEIIb, BKIIOYAIOLIAs B c€0s1 YEThIpE
dbakTopa MOTHUBAIMH: COIMATIM3AIINIO (CTpeMJIEHHE K OOIICHHIO, B3aUMO/ICHCTBUIO,
MOUCKY JApYy3€ei), )Kak1y UCCIEeI0BaHUs (MHTEPEC K MUPY UTPbI, €ro Mu(osoruu,
NPUKIIOYEHUSIM), JOCTWXKEHUs (CTpemJieHne K mo0egamM HaJd WUrPOBBIMU
MOHCTpaMH U JAPYTUMH HTPOKaMU, TPOSBICHUIO JUAEPCTBA) W JAUCCOLUAIINIO
(7CKamm3M, Mober B APYryro peanbHOCTh)™ . Bee aBTOPBI MCCICIOBAHMN TAK HIIA
WHa4Ye TMOMYEPKUBATIN BaXHOCTh coluaibHOrOo ¢aktopa. Muorue MMORPG
MOATAIKUBAIOT UTPOKOB K (DOPMHUPOBAHUIO TPYII — TUIIBIANH, AIbsTHCOB: JEHCTBYS
coo01a, moixydaercs 3¢ (PpeKTUBHEE BBIMOIHATh UTPOBHIC 3aJaHUs U Y4aCTBOBATH B
CpPaXKEHUSAX C KPYMHBIMU MOHCTpPAMHU M JIPYTHMMU Tpylninamu UrpokoB. [Ipu 3Tom
IPYyIIy, B KOTOPYIO BOWTH, MOXXHO BBIOMpPATh U HAXOIUTh UTPOKOB CO CXOXKHUMHU
B3IJISIIaMU U J1a’K€ MHTEpEecaMH: MPOBOAMIMCH MCCIEAOBAHMS, MMOKA3aBIIUE, YTO
MHorue nonb3oBatesii MMORPG 1ieHSIT OTHOIIEHUSI ¢ HEKOTOPBIMU COUTPOKaMU

. 21
HE MEHbIIIE, UeM JAPYKOY B peaslbHOM KU3HHA .

®Yee, N. The Demographics, Motivations and Derived Experiences of Users of Massively-Multiuser
Online Graphical Environments. Stanford, 2006.
' Tam xe.
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B MOBA-urpax counanuzanus TakXe MNPUCYTCTBYET, OJIHAKO Ha TEPBOE
MECTO BBIXOJSIT CHOCOOHOCTU UTPOKA: MOXHO UTPATh ONpPEICICHHON KOMIaHUEH,
HO B OOJIBIIMHCTBE CIIy4aeB KOMaHbl (POPMUPYIOTCS MO CIy4alHOMY MPUHIIUITY,
aBTOMATHUYECKU OTOMpasi UTPOKOB MPHUOIUZUTEIHLHO OJTHOTO YPOBHs. butBa miurcs
OTPaHUYECHHOE KOJIMYECTBO BPEMEHH, TaK 4YTO OOIIEHHE B YaTe CBOJUTCA B
OCHOBHOM K OOCYXXJIEHHIO UIPOBBIX MOMEHTOB. HekoTopbie mMyOIUIIUCTHI

OTMEYaKT, 4To cTWib obmieHuss B MOBA-urpax Oojiee arpeccUBeH, 4YeM B

MMORPG?%,

MHOTO010JIb30BaTEIBCKHUE UTPHI MOPOJUIIN TAKOE MOHSATHE, KaK KHOepCropT
— COpPEBHOBAHWSI, MPOUCXOAIINE B BUPTYaIbHOU cpene. B psne cTpan kubepcmopt
npu3HaH O(UIMATIBHBIM BHJIOM CIIOPTa M HAa CETOJHSAIIHUN JI€Hb MPECTaBISACT
co00ll MHOTOMIJIJTMOHHBIN Ou3Hec. [lepBbie COpeBHOBAHMS MPOBOIUIIUCH B KOHIIE
1990-x rogoB B CIIIA u O6bL1H cBsi3aHbI ¢ urpamu oT id Software — Doom u Quake
— a Ha YPOBEHb HAIIMOHAIBLHOTO CIIOPTa COCTS3aHMS B MUPE BHUJICOUTPHI BBIBEJA
FOxnas Kopes, ¢ 2000-ro roma mpoBomsmias coctszanus mo urpe StarCraft.
OmauM ®3 caMbIX MAacIITA0HBIX HAa CETOMHSANIHUN JIGHb MEXTYHApPOIHBIX
TYPHHPOB siBiIsseTcsi exeroAnbiii The International mo urpe Dota 2, xoTopbrit
npoBogutcst kommanued Valve ¢ 2011 roma. B copeBHOBaHMM NPUHHMAIOT
yuyactue 16 komanxa, mpuszoBod ¢oHa TypHupa 2015-ro roma coctraBuin 18
MHJUTHOHOB JOJIIAPOB>. 3a HTPOil MOKHO CIICIUTh JIMIHO, HAXOIACH HA CTAAHOHE,

100 ¢ TOMOIIBI0 ODUITMATIBHBIX TPAHCIISAIUH.

?2Sharang Biswas. The game design philosophy that explains why HOTS players are so nice // ZAM.
2016. [DmexTponnsrii pecype] URL: http://www.zam.com/article/150/the-game-design-philosophy-that-
explains-why-hots-players-are-so-nice

2 Haspan nobeauTens yemnuonaTa mo DotA 2 ¢ MIPU30BBIM (POHIOM B 18 MUIIIIHOHOB [T0MUTapOB //
Lenta.ru. 2015. 9 asrycra. [Qaexrponnsiii pecypc] URL.: https:/lenta.ru/news/2015/08/09/dota2winners/
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I'nasa 2

2.1 N3yyeHue BUAEOUIP: NEePBbIE AU

Buneonrpsl cerogHs SBISIOTCA TOJHONPABHBIM MPEIMETOM H3yUeHHUSI.
CymiecTByeT oOTIeibHAas akajJeMuyeckas [TUCHUIUIMHA, B paMKax KOTOPOM
MPOBOJISATCA WCCICAOBAHMS BHUACOUTP, HWIPOBOH WHAYCTPUU U HTPOBOTO
cooOImecTBa, — Hayka 00 urpax (anri. game studies). B nanHoi yactu pabOTHI MBI
pacCMOTpUM TPEIINOCHUIKM BO3HUKHOBEHHUSI ATOM JUCIUIUIMHBI, €€ OCHOBHBIC

HaIllpaBJICHUA U CBA3b C U3YUCHUCM HOBBIX MCOHA.

HepBBIe CTaTbH, IMOCBAIICHHBIC 3JICKTPOHHBIM HMI'PaM, Ha4YaJIk IIOABJIATHCA B
Hauvase 1970-x rogoB IpCUMYIICCTBCHHO B CIICOHAIM3UPOBAHHBIX HW3AAHUAX,
takux, kak Popular Mechanics, Popular Science, Popular Electronics. Muorue u3
ATUX CTaTed MNPEACTABISUIM COOOM HMHCTPYKIUM O TOM, KaK CaMOCTOSITEIIbHO
CHEJaTh HECIOXKHYIO JIEKTPOHHYIO UIPY B JOMAIIHUX YCIOBUAX. B TO ke Bpems
ObLIM HANMCAaHbl KHUTH, LEJIEBON AyJUTOPUEN KOTOPBIX CTaJd MPOTrPAMMUCTHI:
«Game Playing With Computer» JI. Cnencepa u «Playing With Computer in Great
Britain» A. bemna. bemn, B yacTHOoCcTH, oOpalail BHUMaHHE Ha I[apHBIIEE B TO
BpeMs OTHOLIEHHWE K HIpaM Kak K 4YEMY-TO IPEACIbHO HECEPhE3HOMY,
OTHMMAIOIIEMY BpeMs: pa3paboTKa HWIPOBBIX IporpaMm TpeboBaia COHIHBIX

w24
HayY4YHBIX OCHOBAHUH

Bo3HUKHOBEHHE KOMMEPUECKUX BUICOUTP — B TICPBYIO OUYEPE/Ih, APKATHBIX,
— CIPOBOIMPOBAIO TOSBJICHHE O030pPOB HAa WIPbl M CTaTCH, aHATU3UPYIOLIHX
cutyauuio Ha pbiHKe. K koHmy 1970-x yxe Oonplnas 4yacTh crareid Oblia
COCpeIoTOYeHa Ha KOMMEPYECKHX BHICOMIPAX, a HE Ha KYCTapHBIX, a TAKXKe
BBIXOJIMJIM CICIUAIN3UPOBAHHBIC JKypHAIIBI JJIs BiajenbleB apkam: PlayMeter
(1974), RePlay (1975). B atoT e mnepuoa MyOJMKOBAIUCh IIEPBBIC KHHIH,

MOCBSIIIEHHBIE HETOCPEACTBEHHO BUICOWTPaM, pa3paboTKe Wrp U Temau3aiHy:

2 Mark J.P. Wolf, Bernard Perron. An introduction to the video game theory // Formats. 2005. Ne 4.
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Hanpumep, «Video Gamesy» JI. Bakyonrepa (1977), «How to Design and Build
Your Own Custom TV Games» JI. Xeiicmana (1978).

B nepgoii nosnoBuHe 1980-x HauMHaOT HAOUPATH MOMYJIAPHOCTh JOMAIIHHUE
UTPOBBIE CUCTEMBI, B CBS3U C YEM KPYITHBIE HTPOBBIE KOMIIAHUH, B YHCJIE KOTOPBIX
obum  Activision, Atari, Coleco, Imagic, Mattel, » Magnavox, BbITyCKarOT
JKYpHaJIbl, TOCBSIIEHHbIE UX TPOoAyKiuu. 1982 rox crtan nukoMm myOiIuKaiuil o
BUJICOUTpax: ObUIO U3aHO 00Jiee COpPOKA KHUT. BONBIIMHCTBO U3 HUX COJEPKAIIO
UH(OpPMAIMI0O O TOM, KakKh€ UIPbl CTOMT MPUOOPECTH M KaK UX MPOXOAMTH: K
npumepy, «Guide to Buying and Beating Home Video Games» K. FOctona, «How
to Beat the Video Games» M. bnanmiera. ABTOphI HAUMHAIOT TPOSBIISATH HHTEPEC
K uctopun Bujeourp: B 1983 romy Bbeimuia kaura aBropctBa [[x. CamnnBaHa
«Screen Play: The Story of Video Gamesy, paccunTaHHas B NEpBYIO Oo4epeib Ha
MosoAeXb. bosee TiyOOKHE HCCIENOBaHUS TMOSBISIOTCA MO3[HEE: KHHra
«Phoenix: The Fall and Rise of Home Video Games» aBropctBa JI. I'epmana,
3aciaykuBiias TUTyl «bubnus Bumeourp», yBuaena cBer B 1994 rogy wu

BITOCJICACTBHUH HCCKOJIBKO pa3 IICpCrU3aaBaliacChb.

Hauyunas ¢ 1982 roma cranm npeanpuUHUMAThCS MOMBITKH BbIpaOOTaTh U
c(opMyIUpOBaTh TEOPHH, Kacaroluecss BUIEOUrp. B 3ToM OTHOUIEHMM cTaja
3HakoBoii kamra «The Art of Computer Game Design» K. Kpoydopma. AsTop
paccMaTpHUBaET BUACOUTPHI B IIEPBYIO OYEPEAb KaK BUJ HCKYCCTBA, & TAKKE HILET
OTBETBI HA BOIIPOCBHI «4TO TaKO€ Hrpa?», «KTO W 3a4e€M B HEE HUIpPaer’» U

pPacCyk1aeT O NEPCIIEKTUBAX UHYCTPUH:

«Ho MbI HEe MOXeM KIacCu(UIMPOBATH UTPHI KaK MOM-KYJIbTYpPHBIIA Mycop,
OCHOBBIBASICH JIMILIb HA HBIHEIIHEM ITIOKOJICHUH UTp. NHIYyCTpUs CIUIIKOM MOJIOAA,
U CUTyalusl CJIUIIKOM JUHAMUYHA, YTOOBl TaK JIETKO OTMaxuBaTbCid OT
KOMIIBIOTEPHBIX UIP. MBI JOJDKHBI pacCMaTpuBaTh NOTEHUMAN, a4 HE TEKYLIYIO

NEHCTBUTENBHOCTh. MBI JOJKHBI OOpaTUTHCS K (PyHIAMEHTAIBHBIM acleKTaM
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KOMIBIOTEPHBIX HUIP, UTOOBI JOOUTHCS pe3ynbTara, KOTOPbI HE OyAeT cTepT

25
MNepeMCHaMU U TCUCHUCM BPECMCHN) .

Jx. u D. Jlodryc, aBropsl kauru «Mind at Play: The Psychology of Video
Gamesy (1983), u I1. I'pundung, aBrop kauru «Mind and Media: The Effects of
Television, Computers and Video Games» (1984), madanmu paccmarpuBarth
BUJICOUTPHI KaK OOBEKT NCHXOJIOTMYECKUX HccieoBaHuid. Heckonbko paHee, B
1982 roay, conuanbHO-IICUXOJIOTHYECKON MpPOOJIEMaTUKU BHUJCOUTP KOCHYJCS B
CBOEM BBICTYIUICHMM M JTOKTOp OBeperT Koom. J[aHHBIM NOAXOA K H3YYEHUIO

BHJICOUTP MOJIB3YETCS MOIYJSIPHOCTBIO U 110 CEU JEHb.

K 1990-Mm romam, BO MHOTrOM Ojarojaps pa3BUTUIO TEXHOJOTUU W
KOHKYPEHTHOM 00opr0Oe koHcoser Sega u Nintendo, Buaeourpsl oka3annch Ha MHAKE
NOMYJISIPHOCTH, B PE3YJITATE YEro CTAJIN IMOJHOLIEHHOM YacThIO MEIHMAINCKYpCa.
Bo3poc u uHTEpec K BUIEOUTpE Kak K KyJabTypHOMY apTedakty. B 1991 romy
Obuta m3maHa kHura npodeccopa M. Kaitanmep «Playing With Power: Movies,
Television, and Video Games from Muppet Babies to Teenage Mutant Ninja
Turtles», B KOTOpoil BUACOUTPHI pacCMaTPUBAIMCh B TECHOHM CBSI3U C JAPYTHMMH
dbopmMamMu Meaua, HE KaK OTIEJBHO CTOSIIEE HOBOE SIBJIEHUE, a KaK KyJIbTYPHBIM
OOBEKT, 3JEMEHT OOLIEr0 COLUAIbHOIO M SKOHOMHMUYECKOIO KOHTEKCTa. B kHure
JTIOKa3bIBAJIOCh, YTO BUACOUTPHI CTAIM HEOTHEMJIEMOM YacCThbIO TPAHCMEIUHHBIX
¢panmu3. Ecnu nepBoHavYanbHO CIOKETHI UTp 0a3UpOBAIMCH HA JIUTEPATYPHBIX U
KHMHeMaTorpauyeckux crokerax, To ¢ 1980-x romoB urpbl camMu CTaHOBSITCS
OCHOBaHMEM (hpaHIIN3: K MPUMEPY, IO MOTUBAM Urpbl Pac-Man 0wl cHAT cepuan

o 2
" 3allMCaH MY3bIKaJIbHBIN aJIbooOM 6.

HpOI[OJ'DKaJ'IOCI) N HM3YUCHHUC BHACOUIP C TOYKMU 3pPCHUA IICUXOJIOTHU.
HCCHC)IOB&HI/ISI O BJIMSIHUW BUJACOUTP HA IICUXUKY )IeTeﬁ H IIOAPOCTKOB IIPOBOAATCA

u ceronns; B 1991 romy sty temy momnsut mpodeccop FHO. IlpoBenio B cBoei

% Iur. mo: Crawford Chris. The Art of Computer Game Design: Reflections of a Master Game
Designer. USA, 1984. C. 7
** Mark J.P. Wolf, Bernard Perron. An introduction to the video game theory // Formats. 2005. Ne 4.
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kuaure «Video Kids: Making Sense of Nintendo». On yTBep:knai, 4To UTPHI IS
npuctaBku NES mpomaranaupyroT arpeccuio, a TakKe COIEp)KaT PaCUCTCKHE U
cekcucTckue crepeotunbl. Kaura [IpoBeHIIO cTana OgHUM U3 MEPBHIX MPUMEPOB
rIyOOKOTO aKajgeMu4eckoro uccienoBanus Bunpeourp. [lo ero cioBam, komeru
W3HAYaJIbHO HACMEXallCh HajJ TEeMOW ero paboTel, a (OHIBI OTKA3BIBAIUCH
CIIOHCHUPOBATh HCCIICJIOBAHUE, IIOCKOJBKY «B TO BpEMs... HOBBIE MeIua H
NOMyJISipHAsE ~ KyJbTypa HE BOCHPHHUMAINCh KAk O0JacTh  CEPbE3HBIX

. 27
HACCIIEIOBAHUI» .

B 1993 roay mpou3onuin JiBa BaXXHBIX JJII Pa3BUTUS UTPOBOW WMHIYCTPUHU
coObITHs: TOsBICHUE BeO-Opay3zepa World Wide Web wm mkonsl paspaboTku
Buneourp. lIlepBoe B cBoeM poje HAByXJETHEe OOyYeHUE CIEeHHUATbHOCTH
«IIpOrpaMMHUpOBAHKUE BHJICOUTP» Tpeiaran koswiemk DigiPen mpu mommepikke

kommanuu Nintendo.

B T0 xe Bpems Bo ®DpaHuMM BHUACOUTPHI PACCMATPUBAINCH C
KYJIBTYpOJIOTHUecKoi Touku 3peHusi. A. u ®. Jle Iubepaep B cBoeit kuure «Qui a
peur des jeux vidéo?» yTBep)KAaad, YTO BHIACOMIPHI CTAIHd AECATHIM BHIOM
UCKYCCTBa, IOCJIE IIECTH KIJIACCHYECKMX M TPEeX HOBBIX (KHHO, KOMHKCBHI H
TeneBucHue). B Boiycke BiamsTenapHOro xypHana «Cahiers du Cinéma» 1996-ro

28
roJla BUJCOUTPHI ObLIIN MTPOBO3IIIANIIEHBI «HOBBIM PyOEKOM KHHEMaTorpada»” .

CHIA B 1990-¢ roawsl mepexuBaiv BCIUIECK HOCTAIBIMU 1O apKaJIHBIM
urpam 1970-1980-x ro10B, 4TO MPUBEIIO K MOSBJICHUIO SMYJISTOPOB KIACCUYECKUX
urp Ha CD-muckax, HOBBIX Bepcuil urp Bpojge Pac-Man u Be6G-caiitos,
NOCBSAIICHHBIX cTapbiM BuaeourpaM. k. C. Xepi, aBtop kauru «Joystick Nation:
How Videogames Ate Our Quarters, Won Our Hearts, and Rewired Our Minds»
1997-ro rojma mnokasbiBajlia, KaK BUJCOWIPHl TMOBIUSIM Ha KYyJIbTYpy U

MHPOBO33PCHUE LICTIOTI0 ITIOKOJICHUS aMCPHUKAHIICB.

” Iur. mo: Donovan Tristan. Replay: The History of Video Games. Lewes, 2010. — C. 248
? Mark J.P. Wolf, Bernard Perron. An introduction to the video game theory // Formats. 2005. Ne 4.
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bmmwxke k koHmy 1990-x romoB chopMHUpOBAIOCH HECKOJIBKO HOBBIX
HaIpaBJICHUI ucclieoBanuil Bugeourp. Hopeexxckuii uccienoparens J. AapceT B
cBoeii kuure «Cybertext: Perspectives on Ergodic Literature» 1997-ro rona
paccMaTpuBaeT BUICOUTPHI KaK OCOOBIA BHJ TEKCTa — KHOepTeKcT, 0003Hauas
3THM TEPMHUHOM TEKCT, Ha KOTOPBIHA MMOJIH30BATENh OKA3bIBACT HEMOCPEICTBCHHOE

BJIMSIHUC, OCTABAACh B TO KC BPCM:I HOTpC6I/ITeJICM TCKCTA, YNUTATCIICM.

HGKOTOpLIMI/I HUCCICAO0BATCIIAMU HavaJinu IIOJHUMATHCA BOIIPOCHI
neMorpaduueckoro xapakrepa, kKacarouiuecsi resaepa. Pemakrtopsl kHUTH «From
Barbie to Mortal Kombat: Gender and Computer Games» XX. Kaccens u T
JIxenkune 3amedanu: «CIOMIIKOM 4YacTO M3Y4YEHUE KOMIBIOTEPHBIX UIP
moApasyMCeBaJI0O U3YyUYCHHUC TOI'O, KaK MAJIbYHUKH HIPAIOT B KOMIIBIOTCPHBIC HIPHI.
Ha camom ACJIC, CIIMIIKOM 4YaCTO CaM ,Z[I/I33ﬁH KOMIIBIOTCPHBIX HI'Pp IIOApPasyMcEBall,
4YTO OHHM IPCAHASHAYCHBI TOJIBKO IJIA MaJ'IB‘-II/IKOB»Zg. Kaccenr u I[)KCHKI/IHC
OTACIBHOEC BHHMMAHME YICISUIM  JBW)XKEHHUIO  JEBYILICK-TEUMEPOB. Takke
IMPOBOJNIIOCH U3YUCHUE COCTOSHUS PbIHKA, PA3SHUIBI B IIPCAITIOYTCHUAX FeﬁMepOB

pas3HOro 1oJja, pCripC3CHTAlN JKCHINWH B BUACOUT'PAX.

PaccmaTtpuBanuce 1 Takue aclieKThl BUACOUTP, KaK TICHXOJIOTHS, MOTHBAIIHS
U cTereHb BoBieueHHocTH urpoka. CtuseH Ilyn B cBoeit kuure «Trigger Happy:
The Inner Life of Videogames» (2000) teopeTw3upoBall Ha TEMYy 3SCTCTHKH
BUJICOUTD, TBITASICh Pa300paThCs, KAKHE UTPHI JOCTABISIOT MTPOKY HaMOOJIbIIEe

YIOBOJLCTBUE U Oyarofapsi KakuM (hakTopam 3TO MPOUCXOIUT.

K xonHiy nBaamaToro Beka BHUICOUTPHI CTaJM HEOCTIAPUBAEMBIM OOBEKTOM
aKaJIeMUYECKOT0 U3YUYCHUS, a TAKKE 3aKPEMUIIU 3a COO0M CTaTyC UCTOPUYECKOTO U

KyJIbTYPHOTO apTedakra.

? Iur. no: Cassell Justine, Jenkins Henry. From Barbie to Mortal Kombat: Gender and Computer
Games. Boston, 2000. C. 5
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2.2 Game studies — nayka 06 urpax. CoBpeMeHHbI€ HATIPABJIEHHUS
HCccJIe10BaHuM

Hayka 00 urpax kak moJHOICHHAs aKaJleMHUeCcKas JUCIUIUIMHA BO3HHUKIIA B
Havasie 2000-X TOMOB M MPOJO/DKACT JWHAMHYHO DPa3BUBAThCS B HACTOSAIICE
Bpems. Camo moHsTHEe game studies Bomuio B oOMXOJ BO MHOTOM OJaromaps
coTpyHUKaM KOIMEHTrareHCKOro yHUBEPCUTETa HH()OPMAIMOHHBIX TEXHOJIOTHUH
(amrm. IT University of Copenhagen), ocaoBanaom B 1999 roay. Ilo3anee mpu
yHHUBepcHUTeTe mosiBHiCS LeHTp mccnenoBanuii KoMmbloTepHbIX Urp (anri. Center
for Computer Games Research), a B 2001 romy Bbimel MEpBBI BBITYCK
aKaJIeMHUYECKOro perieH3upyemoro xypuaina Game Studies. XKypHuan aktyasieH u B
HACTOSIIIEE BpPEMs, C apXWBOM IyOJMKAaldidi MOKHO O3HAKOMHTBCS Ha €ro
ourmasbHOM caiTe. MuccHs KypHalla — M3y4aTh WUIPhl KaK BUJ KYJIBTYPHI, a
TaKKe «IPEJAOCTaBUTH CHEIUAIUCTaM peleH3upyeMbiii Gopym st oOMeHa
UICIMA U TEOPHUSAMH, CO3JaTh KaHAJ TEKYIIUX OOCYXJICHHUH UIP W HIPOBOTO
mporiecca» . M3maHme B IepByIO odepenb (OKYCHPYETCS Ha ACTETHUCCKHX,
KYJbTYPHBIX U KOMMYHHKATHBHBIX aCIlEKTaX UIP, OJHAKO MPHBETCTBYET JIIOOBIE

paHee HeONyOJIMKOBAaHHBIE CTaThH, TOCBAIICHHBIC UTPAM U UTPOBOMY MPOLIECCY.

Penaktropom sxypHama crtan 3. Aapcer, paHee CHOPMYIUPOBABIIHIA
IIPEICTABICHUE O BUJIEOUTpax Kak o kubeprekcre. s mepBoro Homepa x ypHaia
OH Hamucal MPOTrPaAaMMHYIO CTaThblO-MaHU(PECT, B KOTOPOM BBICKA3AJICA O

COCTOSHHNH U3YUCHHUA BUICOUTP U €T0 IICPCIICKTHBAX!

«2001 rom craHeT, BO3MOXHO, II€PBBIM TOJAOM  HCCIIEIOBAaHUM
KOMITBIOTEPHBIX WUIP KaK HOBOMW, »XKWU3HECIOCOOHOM, MEXKIYHApOJAHOM Hay4dyHOU
JUCHMIUIMHBL. OJTOT TOJ OBUT OTMEUEH MEepBOW MEXKIYHApOJHOW HAy4YHOH
KoH(epeHUueld mo BompocaM KommbloTepHbix urp (B Komenrarene B mapre), 3a
KoTopoil mocnenytotr u apyrue. B 2001-02 yuyeGHOM roay B yHHMBEpCHUTETax

IHOABATCA IIOCTOAHHBIC y‘-Ie6HbIe I[IporpaMmsbl 110 HCCICIAOBAHHIO KOMIIBIOTCPHBIX

% About Game Studies [Snexrponnsiit pecype] URL: http://gamestudies.org/1502/about
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Hrp. BOBMO)KHO, BIICPBBLIC CTYACHTHI 1 YYCHBIC OTHOCATCA K UT'PpaM BCCPbLLE3, KAK K

. 31
00JIaCTH KYJIbTYPbl, 3HAUEHHUE KOTOPOU TPYAHO MEPEOIICHUTHY .

AapceTt oOpaiaeT BHUMaHHE Ha TO, YTO MCCIEAOBAHUEM WUIpP 3aHUMAIOTCS
CICIMAIUCTBl  PA3NIWYHBIX  JUCHUIUIMH:  KUHemarorpada,  JMTEpaTyphl,
MEIUABEICHUs, AaHTPOIOJIOTHH, COIHMOJOTHH, TICUXOJOTHH, HappaToJIOTHH,
CEMUOTHKM U Tak janee. OJAMH U3 OCHOBHBIX BOIMPOCOB, CHOPMYIUPOBAHHBIX
AapceToMm, KacaeTcsi MeCTa HOBOHM JHCHIUIUIMHBI B OOIIEH HAyYHOW MapajaurMme:
«XOTHUM JIM MBI OTJICTLHON 00JaCTH TSI UCCIISAOBAHUS KOMITBIOTEPHBIX WUTD, WM
Mbl OyzneM TMpeTeHJ0BaTh Ha MPOCTPAHCTBO BHYTPUM TOW WJIM HHOW CTapoil
TUCIUTUINHBI?» 1o ero MHEHWI0, BUACOUTPHI «...JOJDKHBI OBITh M3YYCHBI U B
paMKax CYIIECTBYIOIIMX oOjacTed (ykaxxeM Takue Kak MeJIHua, COIUOJIOTHS U
JUHTBUCTUKA). HO WUrphl CAMIIKOM BakKHBI, YTOOBI OCTaBaThCA B MpeEeax ITHX
chep. <...> [IogoOHO apXUTEKType, KOTOpasi OTHOCUTCSI K UCTOPUU UCKYCCTBA, HO
HE MOXET OBITh CBeJeHAa K HeH, HCCIeOBaHUS WP JOJKHBI BKIIIOYAThH
UCCIICIOBAaHMSI MEIua, SCTETHKY, COIMOJOTHI0 M T.J., HO U CYIIECTBOBaTh B
KaueCTBE CaMOCTOSITCIbHONW HAYYHOW TUCIUIIIMHBI, TOTOMY YTO HE MOTYT OBIThH

o 2
CBCACHBI K JIF000M U3 BBIH.I@HGpC‘H/ICJ'IeHHBIX»3 .

UYepes nBa roga mocie ocHoBaHus kypHana, B 2003-m romy, Oblna
oOpa3oBaHa KpyIHEHIIas Ha CETOMHSIIHUNA JE€Hb MEXIYHApOJHAs acCOIHAIIHS
UcclieoBaHuii 1U(POBBIX Urp, HayuyHas koomepanus DIGRA (Digital Games
Research Cooperation). OpraHuzanus €XerojaHo TMPOBOJUT MEPOIPHITUS —
KOH(QEpEeHIIH W CHUMIIO3UYMBl — B pa3HBIX CTpaHax Mupa. B OecmmaTHo
AJIEKTPOHHON OMOTMOTEKE acCOIMAIi COOpaHbl COTHH CTAaTEH, COPTUPOBAHHBIC
0 aBTOpaM W KIIOYEBBIM CclOBaM. Takke CYIIECTBYIOT peruoHaIbHbBIE

OTBCTBJICHUS OpTraHU3allnU, IIOCBAIICHHBIC N3YYCHUIO UT'D U HI’pOBOfI HHAYCTpUHN B

3! Aarseth Espen. Hayka o KOMIIbIOTEpHBIiT HTpax: Toj IepBbiii / GameStudies.ru. [SnekTpoHHsbIi
pecypc] URL.: http://gamestudies.ru/translate/aarseth-year-one

%2 Tam xe.
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KOHKpEeTHOW cTpaHe win rpynme crpan: Hampumep, DIGRA  Nordic

(ckanaunaBckue crpanbl), Chinese DIGRA (Kurait).

JucnmmmHa game  studieS wMeeT pasMBITOC W BapbHpYOIIeecs
OTpeJIeieHHe TpeIMeTa H3yueHUs] (TEPMUH «BHJICOUTPa» MOXKET IO-pasHOMY
MHTEPIIPETUPOBATHCS Pa3HBIMU aBTOpPaMH); €AUHOM METOJIOJIOTUA W €AUHOTO
MOJIX0/Ia K M3YYEHUIO BUJICOUTP Takxke He cymecTtByeT. Kanaunar dpumocodckux
Hayk K. MapTeiHOB Ha3bIBaeT game studies «caMoit MeKIUCIUINIMHAPHON chepoit
B COLMAJIBHOM 3HAHUW», TOCKOJBKY B HEH 3a/IeICTBOBaHbl «IKOHOMUKA,
COILIMOJIOTUSI U KOJUYECTBEHHBIE METOJIbI O0EUX HayK, JIMTepaTypHas KpUTHUKA,
KyJbTypHasi aHTporoyiorus. Bce 3TO CMBIKaeTCsi ¢ KOMIIBIOTEPHBIMU HayKamu,
WH)XCHEPHBIMU 3aJlayaMH, HAYIIUMH M3 HHAYCTPUHU, U TEOPUEH alrOpUTMOB.
OyeHb TPyOHO B A3TOM IOJE CTaTh OJHO3HAYHBIM ABTOPUTETOM: Pa3JIMYHBIX

o 33
HallpaBJICHUHU UCCICIOBAaHUSA CIIUMIIKOM MHOI'O» .

B game studies MOXHO BBIICIUTH JBAa OCHOBHBIX TCUCHHS, KOTOPBIC
OCOOCHHO SIPKO TMPOSIBISUIM ce0sl W 3asdBISIM O pa3IUUMUAX B IEPBbIE TOJIbI
CYILLECTBOBAHMSI TUCUMUILJIMHBI, B HACTOSIIEE K€ BPEMSI CKOpEE NOMOJHSIOT IPYr
npyra. CorinacHO METOY M MPEIMETY MCCIeOBaHUsl, TCUCHHs ObLITM 0003HAYEHBI

KaK HappaToJOrusg U JrOJ0J0Trusl.

Happartonorust (Takke Teopusi HappaTUBa, TEOpUs IOBECTBOBAHMUS)
cnoxusach B EBpone B 1960-e roapl, B smoxy crpykrypanusma. Llensro sTon
HAyYHOW JUCIUIUIMHBI OBUIO pPAacCMOTpPEHHE TIOBECTBOBAaHUS, Kak B ILIaHE
coJlep>KaHusl, TaK U B IUIAHE BBIPAXKEHUS ATOro cojaepxanusi. HappaTonornueckuii
MOJAXO0J K M3YUYEHHUIO BUJICOUTD HAIIeNl CBOE OTpakeHUe B KHUre npodeccopa JIx.
Mroppeit «Hamlet on the Holodeck: The Future of Narrative in Cyberspace»,
omyonukoBaHHOM B 1998 romy. Mioppeil yTBepxkaana, 4YTO KOMIIBIOTEpPHBIE

TCXHOJOTHMM M 3aJIOJKCHHBIC B BHUIACOUTPAX HNPUHIUIIBI HWHTCPAKTHUBHOCTU U

% Koswipesckas A. Game Studies: Kak usyuaror Bugeourpsr? // IToctHayxka. 2015. 5 depas.
[DnexTponnsrii pecype] URL: http://postnauka.ru/talks/41340
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NOTPYKEHHsI CO3JaI0T HOBBIE ()OPMBI U CHOCOOBI MOBECTBOBAHUS, KOTOPHIE €Ilé

TOJIBKO IMIPCACTOUT OTKPBITH U IIPOAHAIU3UPOBATD.

@®paHiy3ckuid uccienaoBaresib . ApceHO B CBOEM CTaThe, MOCBAILICHHON
HappaToJIOTUM, OTMEYAaEeT, YTO BBISBICHHE CTPYKTYPHBIX 3aKOHOMEPHOCTEH
CBOMCTBEHHO KaK HappaToJIOTy-CTPYKTYPAIUCTy, TaK U TeiiMepy, MOCKOJIbKY OJHa
U3 TJIABHBIX 337a4 B HA4aJI€ UTPbl — COCTABUTh MPEACTABICHUE O TOM, MO KaKUM
MPUHLIMIIAM OHAa JICWCTBYET, KaKOB €€ <<MaHI/I<1)e<:T>>34. ['evim-gu3aitnep u
uccnenoBarens Cenust [lupc oTMeuana UIrpoBYHO MOPUPOTY HEKOTOPBIX
MMOBECTBOBATEIIbHBIX JKAHPOB, MPUBOJISI B KAUECTBE IPUMEPA NPUKIIOUCHUYECKUE U
OoeBblc creHapuu, a Takke «world-based narrative» (moBecTBOBaHHE,
COCPEIOTOUYCHHOE HA MHpE, B KOTOPOM HPOHUCXOMMT jciicTBue)’”. CTPyKTYpHBIC
O0COOEHHOCTH BHJICOUTP (Hampumep, OBICTpOE MepeMeENIeHUe MepCcoHaxa 1o KapTe
M3 OJIHOM TOYKH B JAPYTYI0) TaKXKE pacCMaTPUBAIOTCSA HCCIEIOBATEIAMHU Kak

HHCTPYMCHT ITIOBECTBOBAHM.

Happaronorus kak Teuenue game studies MokeT paccMaTpUBaTh BHICOUTPHI
M B IUIAHE COJICpXKaHUS, W B IUIaHE BbIpaxkeHus. HexkoTopele WUrpbl JTOBOJBHO
KHUHEeMaTorpauyHbl, B UX OCHOBE JICKUT CBS3HAS HCTOPHS, OJAHAKO NAJIEKO HE
BCEM HUIpaM 3TO CBOMCTBEHHO. APCEHO MOJYEPKHUBAET, YTO, BONPEKH OMACCHUSIM
psiza JII0I0JI0TOB, HAPPATUB HE JAOJKEH OBITh IIEHTPAJIBHBIM MPEAMETOM U3YUYEHUS
game studies. Ilo MHeHHIO HCCIENOBATelNs, OH JOJDKCH H3Y4aThCsl BMECTE C
TEUMILIEEM, U TEUMILIEN — OCHOBHOM MPEAMET U3YUYEHHUS JIFOA0JIOTUUA — HE JOJKEH
CTAHOBUTHCS €IMHCTBEHHBIM MPEIMETOM M3Yy4YeHUs HaAyKu 00 urpax. «CaMo CiI0BO
«reuMIIIen» — yHOOHBI KOHCTPYKT, OOBEAMHSIONUNA MHUPUAIBI Pa3TUIHBIX

CBOMCTB (TOuka 0030pa, (Qu3MUecKoe B3aUMOJCHCTBHE, TIOJOXKEHUE B

** The Routledge companion to video game studies / edited by Mark J. P. Wolf and Bernard Perron. New
York, 2014. C. 477
* Tam xe.
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POCTpPaHCTBE, (DOKYCHUPOBKA, U T. [I.), KOTOPBIA MOXET OBITh MOHST JIMIIb ITyTEM

< 36
KpOCC-AUCHUIINIMHAPHOTO aHaJIN3a CMCIKHbBIX HAYYHBIX obOnactei» ™.

OTtaenbHBIA BONPOC, MHTEPECYIOLIMA HAppaTOJIOrOB, — HHTEPAKTHBHOCTD
BUJICOUTP, B YaCTHOCTH, BIIMSIHUE JEHCTBUNA UIPOKA HA XOJ MOBECTBOBaHUsA. PyHe
KneBbep, npodeccop ynuBepcurera beprena, xapakTepu3yeT 3TH JCUCTBUS Kak
CUMBOJIMYECKHE, MPEAOIIPEACTICHHBIE YyXKOU BOJIEH: «MOU COOCTBEHHBIE JEHCTBUS

o 37
TOBOPAT CO MHOHU 9YKUM I'OJIOCOM» .

TepMUH «IFOMOJIOTHSD) TPOUCXOAWT OT JIATHHCKOTO cioBa «ludos» —
«urpatby. Kak Obla CKa3aHO BBIIIE, JJIS JIFOJOJOTOB IIEHTPAILHBIM MPEIMETOM
U3y4YCHUsS SIBIISICTCS TEUMIUICH — HENOCPEACTBEHHO WMIPOBOHM IMPOIECC C TOYKH

3PCHHUA UT'POKA U BCC €TI0 3JICMCHTHI.

[TonsiTHE NMHOJONOTHS UMEET HECKOJIBKO 3HaUYCHUU. BO-TepBBIX, HEKOTOPHIE
MCCJIEIOBATENIM HA3bIBAIOT TaKUM O0Opa3oM HayKy 00 HWrpax B IIE€JIOM, TO €CTh
HEIOCpeACTBEHHO game studies. Bropoe 3HadueHuMe — ONpeaencHHBIA MOAXOM K
W3YYEHUIO WIp, M, HAKOHEI, IMOJ JIIOJO0JOTHEH MOXKET TMOoApa3yMeBaThCs
KOHKpeTHOe pBmwkeHne 1998-2001 romoB, oOpa3oBaBIIeecs B IIPOTHBOBEC
HAppaTOJOTHM Ha 3ape mosBieHus Qgame studies. IlpuMeHHTETBHO K
WCCJICIOBAHUIO UTP TEPMUH BIEpPBbIE yrnoTpeOun reimauzaitnep ['onzano @packa
B 1999 rony. Takum oOpa3oM OH cTapajcs OTOMTH OT MpeoOIaqaroNIero Toraa
HApPaTOJOTMYECKOTO MOJAX0Ja U CO3/IaTh MAPAIIICIbHYIO TUCIHUIUIUHY. TepMUHBI
JTIOJTOJIOTHSD) U <JIIOAOJIOT» TONYYriid OoJiee MHMPOKYI0 H3BECTHOCTH IOCTE
npoBeneHHOM B bepreHe koHdepeHIMH, MOCBIIICHHOW LU(GPOBBIM HIpamM H
kynerype (Digital Games and Culture conference), Bo Bpemsi KoTOpoii B
NOAJCPKKY  JIFOJOJIOTMYECKOr0 MOAXOJAa BBICTYNWIM  HccienoBatenn M.

Ockenaiinen, U. FOn u ®packa.

% Iur. mo: The Routledge companion to video game studies / edited by Mark J. P. Wolf and Bernard
Perron. New York, 2014. C. 479
7 Tam e. C. 482
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B cBoeil cratbe, MOCBSIIEHHON JIOJ0JI0TUM, DCceH AapceT 3aMeyaeT, u4To
JIOJ0JIOTH MOTYT HNPHAEPKUBATHCA Pa3HbIX TOYEK 3pEHMs, Oyaydd B paMKax
OJTHOTO TeueHMs. B kadecTBe mpumepa OH NPUBOIUT peruky fOma o Ttom, 4yTo
KOMITBIOTEPHASI UTPA B MPUHILINAIIE HE MOXKET MPEACTABIATh COOON OBECTBOBAHUE.
Aapcer BBICKa3bIBaJCs MEHEE KaTeropuyHO, YTBEp)KJas, YTO B paMKaX HIPbI
MOJKET pa3BOpauMBaTBCA XOpollas UCTOpus, HO KpailHe penko. Taxke Aapcer
CUMTAET, YTO IOJOJOTHS HE MOIDKHA IPOTHBOIOCTABIATHCS HAPPATONOTHH
OpHUM M3 NEpPCHEKTUBHBIX HAIPABICHUMN JIOLOJOTHH AapceT HaxOIWUT JIHOJ0-
repMeHeBTUKY. Ee mociienoBaTeny nu3y4yarT cyryoo reMMIuied 1 MEXaHUKY WIpBI,
OTpULIAsl CKOJIb-HUOY/lb 3HAYUTENbHOE BIIMSHHE Ha Urpoka. VX apryMeHTowm,
IOMHMMO TPOYETO, ABISAETCS TOT (PaKT, 4YTO, HECMOTPS HAa 03a00UYEHHOCTh 00ILIECTBA
U MHOTOYHMCJIEHHBIE HMCCIIEIOBAaHUS, HAYYHO TaK M HE JOKA3aHO, YTO >KECTOKHE

BHUJACOUTPHI BJIUAIOT HA POCT KOJIMYCCTBA )KECTOKOCTHU B PCAJIBHOM MHPC.

['oBopst 0 game studies, MOXHO Tak)Ke YIOMSHYTh CTaThbIO HEMEI[KOTO
uccienopatens H0. Kiokmuxa «Game Studies 2.0 or Nach dem Spiel ist vor dem
Spiel», omy6naukoBanuyro B 2006 roay. Ilo ero MHeHUIO, TUCHMIUIMHA «Jame
studies» — nuIIb MPOMEKYTOUHBIA 3Tal, MEPHOA «KOJOHHU3ALMW» BUICOHMTD. 3a
HUM HEHW30€KHO CJCAYeT «IOCT-KOJIOHUATBHBIN» JTall: WHIYCTPUS PpaCTeT,
BUJICOUTPHI TIOMYJISIPU3YIOTCS U TEPECTAlOT ObITh YHHUKAJIBHBIM TMPEIMETOM
WCCJIEIOBAHUSI, UHTEPECYIOIINM JIMIIIb HeMHOTHX. KIOKIIMX Ha3bIBae€T HOBBINA dTall
pazButus auciuiinabl Game Studies 2.0: ero 0COOCHHOCTBIO SBJISIETCS TeHEepaIys
OONBINIOTO0 KOJMYECTBA KOHTEHTAa «He-reiiMepamu». Buaeourpsl HaYMHAIOT
aHATM3UPOBATh JIFOAM, KOTOPhIC HE TOJIBKO NajleKh OT WHIYCTPHH, HO W MOTYT
UMETh JIOBOJIBHO CJTa00€ TIPEICTaBICHHE 00 UCTOPHH U aCCOPTHMEHTE BHUICOUTP B

MIPUHLIATIE.

«Panbliie, 4TOOBI OMpaBAATh CTATYC UCCIEIOBATEINS UTP, HEOOXOAUMO ObLIO

uMeTh TepcoHaxa B EverQuest 60+ ypoBHS, ObITh CIIOCOOHBIM MPONTH SUpPEr

* The Routledge companion to video game studies / edited by Mark J. P. Wolf and Bernard Perron. New
York, 2014. C. 185
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Mario Land menee yem 3a MsATh MUHYT U UTPaTh B Tempuc ¢ 3aKPBITHIMU TJIa3aMU
M CBA3aHHBIMM 3a COUMHOM pykamu. K cyacTeio, 3TM BpeMeHa OKOHYEHBI.
[TockonbKy r0aH BCE paBHO FOBOPAT 00 OJHUX U TEX K€ IISATU UTPaAX, TOCTATOUHO

o 39
IIPOUTH XOTHA OBI UIX» ™.

Buneourpsl, kak yxe ObLIO CKa3aHO, MOTYT pacCMaTpUBATHCS MPAKTUYECKH
B JIIOOOM KJIIOYE: IKOHOMHUYECKOM, COLIMAIBHOM, KYJIbTYpPOJIOTHMYECKOM U TaK

JaJIcc.

OmHrM W3 TEpBBIX HMCCIEAOBATENEHd BUPTYaJbHOW 3KOHOMHUKH —CTajl
npodeccop D. Kactponoa. B 2001 roxy o omyOmukoBan cratbio «Virtual
Worlds: A first-hand account of marketing and society on the cyberian fronty, B
KOTOPOIi paccMOTpen 3KOHOMUKY aHeTsl HoppaT u3 urper EverQuest u npurien
K BBIBOJY, YTO Pa3BMBAECTCS OHA IO TEM K€ 3aKOHAM, YTO U peajbHas Y3KOHOMHMKA.
ITo ero 3akmoueHusM, ecian 661 Hoppat Oblia HacTOSIIIMM rOCYAapCTBOM, OHA IO

YpOBHIO O0OraTcTBa pacrojaraiachk Ol Ha 77 mecte, obornaB Maauto u Kurai.

I'eiimamsaiinep M. borocT uccneayer Urpsl ¢ KyJbTYpPOJIOTHYECKOW TOYKH
3pEHHUs: B YAaCTHOCTH, IBITAETCS ONPEAECIUTh ONTHUMAJIbHBIA MOAXOJ K KPUTHKE
Buseonrp. [lo ero MHeHUIO, TaBHAs 3a/ladya KPUTHKA — OTBETUTH HA BOIMPOC «YTO
3T0?». OOBSICHUTh YMUTATENI0, [IOYEMY 3TO CYILIECTBYET W 4YTO C ATHUM JENaTh.
CpaBHuBasi BHIEOUTPY € TocTepoM, boroct o0o3Hayaer auiaeMmy: C OJHOM
CTOPOHBI, UTpa OTIUYAETCS OT OBITOBOTrO MPUOOpPA, MOXKHO pacckazarh O €€
CIOKETE M TIepCOHaXKax, a ¢ APyroi — Bcé xke npubdopom ssisiercs. «Kak roBoputh
o Bujaeourpax? B mepByro ouepenb Kak KPUTHK, HE 0003peBaTellb, HO B TO XK€

40
BPEM:A KaK KPUTHK TOCTCPOB, d@ HC IIPOCTO KUHOKPUTHUK)) .

% Julian Kiicklich. Game Studies 2.0 // DiIGRA. 2006. 15 centsi6ps. [dnexrponnsiii pecype] URL:
http://www.digra.org/hc12-julian-kucklich-game-studies-2-0/

*IuT. mo: Bogost lan. How to talk about videogames. Minneapolis, 2015. C. Xiii
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[IpoBoMIOCH U TIPOBOIUTCS OUYEHb OOJBINOE KOIMYECTBO HCCIICIOBAHHIMA
COI[MATIBHBIX M TICUXOJIOTMYECKUX aCMEeKTOB BUAcOUTp. OJMH U3 CaMbIX OCTPBIX
BOIIPOCOB — BIIMSHUE BUJICOMTP Ha ICHUXUKY, OCOOCHHO >KECTOKUX BHJICOUTP.
HeonHOKpaTHO MOJHUMAIMCH BOJHBI MOPAJIBHOM ITAHWUKH, €€ CO BpPEMEH
apkagHo roHkm Death Race. beula paspaborana cucTemMa BO3PACTHBIX
OTpaHUYEHMM, B HEKOTOPbIX cTpaHax (Hampumep, B OAD, Manaiizuu, bpazumnun)
odurmanpHO 3anpernieHsl urpbl Bpoae GTA. Crneayer OTMETUTD, YTO HAYYHO CBS3b
MEXY BHUJICOUTPAMHU U aCOLMAIBHBIM NOBEICHUEM B PEAJIbHOW KU3HU JI0Ka3aHa
HUKeM He Obuia. OOIIEeCTBEHHBIE OMACEHUS KacaloTCs TakKKe BOINPOCa aJJIUKIIUH,
3aBUCUMOCTH OT BUAEOMTp. Jlajmexko He BCe MCCIEeNOBAaTENN Pa3ieisatoT MOJ00HbIE
omaceHus: K npumepy, reumauszavHep Jx. Maxkl onuran numer o moJsb3e
Buaeourp. [lo ee MHEHWIO, WIpbl JOApsT HOBBIE BIICYATIICHUS, KOTOPBIC
HEBO3MOJKHO TOJIYYUTh B PEATbHOCTH, PA3BUBAIOT BOOOpaXKeHHE, BIOXHOBEHUE,
COLMAJIbHBIE HAaBBIKM, a TAaKXE€ MOIYT NPUBUTH CTPEMIICHHUE K Pa3BUTUIO
(moJtydeHue JOCTUKEHUN, «aYMBOK» B pEAJIbHOM JKM3HU, 110 aHAJIOTUH C UTPAMH) U

CTUMYJIMPOBATh COTPYAHUYCCTBO.

ITpodeccop Bynb(d ormeuaeT, 9To ocHOBHAsI Macca UCCIICIOBaHU 1 0OMeHa
uHpopmanueit npoucxoaut B EBpone u CILA, Torga kak cBsi3b 3aaJAHBIX CTPAH C
SnoHuel B ATOM OTHOIICHWH 3HAYMTENBHO cllabee, yeM JIpyr ¢ JIpyromM. Takoe
MOJIOKEHHE OO0YCIIOBJIEHO, BO-TIEPBBIX, SI3BIKOBBIM OapbepoM, a BO-BTOPBIX TEM,
YTO SIMOHIIBI YACJISIIOT TOPa30 MEHbBIIE BHUMAHUS HAyKU 00 Urpax, BKIIAJbIBASICh
B JM3aiiH U pa3palboTKy urp. B kauecTBe mpuMepa HEMHOTOUYUCICHHBIX STTOHCKHUX
reiMau3aiiHepoB, OXOTHO JAIOIIUX HMHTEPBBIO M YUTAIOIIMX JEKIUH, Bynbd

nasbiBaeT Curapy Musimoto (Mario, Zelda) 1 Xuzeo Kogzumy (Metal Gear)*.

B Poccun, kak u B Kurae, nayka o0 urpax moka pa3Burta ciabo. Hemp3s
cka3zatb, 4yTo Poccuss B mpuHLMIE [ajieka OT WIPOBOW HMHAYCTPUHU: CTpaHa
HaxoauTcs Ha 12 mecTe mo mpoja)ke BUACOUTP, PYCCKHME KOMAaHJbl YYaCTBYIOT B

KPYMHBIX MEXAYHAPOJHBIX KHOEPCIOPTUBHBIX COPEBHOBAHUSX (HANpUMeEp, B

* Mark J.P. Wolf, Bernard Perron. An introduction to the video game theory / Formats. 2005. Ne 4.
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typaupe The International). HekoTopbeie BUACOUTPBI OT PYCCKHX pa3pabOTUHKOB

W3BECTHBI M 3a pyOeKOM — K pUMeEpY, Urpbl uHaAn-cTyauu Ice-Pick Lodge.

CymiecTByeT  HECKOJBKO  PYCCKOSI3BIUYHBIX ~ HM3JIaHUH W MOPTajoB,
MOCBSIIICHHBIX 0030py BHUJICOUTP W HOBOCTSIM HHIYCTPUHU, KOTOpPBIE COOMpAIOT
WHOOPMAITUI0O W CTAaTHUCTHKY O PYCCKOM HIPOBOM COOOIECTBE, OJHAKO HE B
paMKax akKaJeMHYeCKOTO HHTepeca, a JyUIi TOro, 4YToObl 3HATh MHTEPECH
ayIUTOpUd W He mnorteparh ee. Hanpumep, Hepomanus (onuH W3 TMEPBBIX
PYCCKOSI3BIYHBIX JKYpPHAJIOB 00 Wrpax), KaKk paccKa3blBaeT penakTtop l'eBopr
AKOTISIH, OOHApY)KUB, UTO ayJAUTOPUS «IIPEAINOYUTACT MOTPEOJATh KOHTEHT B
pa3HbIX (hopMmarax», cTajia MepecTpauBaThCs, ClleJlaB OCHOBHOW yIOp Ha BHUCO-
KOHTEHT — TPaHCJISIMU, CTPUMUHTOBBIN KaHall. B TO ke BpeMs «...TpaJUIMOHHbIC
dbopmaThl BpoJie cTaTell Ha caliTe M JKypHaja HUKYJIa HE ICHYTCS, TOTOMY 4YTO €CTh
0 cuxX Top Oojblnasi Macca JIOJed, KOTOPhIM OYE€Hb XOUETCS XapJKOPHOIO
KOHTEHTa, M MbI TOTOBBI €r0 JeiaTh, MOKa HE HCCSIKHET HMHTEPEC BOOOIIE
OKOHYATENbHO». Takxke AKOMNSH OTMEYAaEeT, 4TO U B POCCHM B BUIIEOUTPHI CTAJIO

42
Urpath OOJIbIIE ACBYIIIEK, U B IIEJIOM UTPOBAsi MHIYCTPHUS B CTpaHE pacTeT .

B Poccum Takxke MNpPOXOAUT HECKONBKO €XEroJHbIX (ecTuBanei,
NOCBSIIEHHBIX TOMyJNsApHOW KynbType. OauH u3 HUX (OKycHpyeTcs Ha
BUsIeoUTpax: Mepomup, koTopsiii mpoBogutcs ¢ 2005 roxa (mocieanue ABa roaa —
coBmectHo ¢ Comic Con Russia). ®ectuBaib BKItOYaeT B ceOs KOH(DEPEHIUU U
YTeHHE JIEKIHI, OAHAKO pacCUUTaH B MEPBYIO OYepelb Ha OOBIYHBIX (haHATOB

BHUACOUID, 4 HC HA I/ICCJ'ICI[OBaTeJ'IeI\/JI.

Camble U3BECTHBIE LEHTPbl UcCcienoBaHus Buaeourp B Poccun
byHkuuoHupyroTr Ha 0aze Qumocodpckux PakympreroB MI'Y u  CIIoIY.
CoTpyIHUKH IIEHTPOB MPOBOAAT KOH(MEPEHIMHU, YUTAIOT JEKIHUHU (Hampumep, s
cryaeatoB MI'Y B 2014-2015 roay Obul mpodHMTaH Kypc IO HCCIEIOBAHHIM

BUJIEOUTP), AaroT KoMmMmeHTapun B CMU. Kpome TOro, CymectByeT CalT

2 Cm. [puinoskeHne
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GameStudies.ru, Ha KOTOPOM MYOJIUKYIOTCS MEPEBOABI AHTJIOSN3BIYHBIX CTAaTeH U
OTEYECTBECHHBI KOHTEHT. Hampumep, KynbTyponor AHTOH /IeHMKMH B CBOEH
cratbe «B 3amurty Buaeourp» pasOupaer aBTopedeparsl aucceprauuii 00 Urpax,

3allUIIEeHHBIX B rTociaeauue roasl B CIT0T VI

CnoBoMm, B Poccum Hanpapienue @ame StudieS TOJIBKO HavYHHAET
pa3BUBATHCS, OJJHAKO, CY/s 10 POCTY MHTEpPECa ayIUTOPUU K BUICOUTPAM, Y HETO
€CTh MOTCHIHUAN. 3a pyOeKOM HM3Y4aroTCs HMIPbl B IIEJIOM, a TaKXKe OTACIbHBIC
aCIEeKThI BHICOUTD: SKOHOMUYECKHE, COIIHATbHBIC, IICHXOJ0TMUCCKUE M TaK Jaee.
OnHUM W3 HamNpaBJICHUH UCCICAOBAaHWA, HapaBHE C TPOYHUMH, SIBIISCTCS

PaCCMOTPCHUC BUACOUTI'D KaK HOBBIX MCOHA.

2.3 HoBbie Meaua. IlonsiTue, onpeaeieHue U MPU3HAKH

TepMI/IH «HOBBIEC ME€AHua» caM IIO ceoe HCOJHO3HAYCH, YTO POJHHUT €ro C
MOHATHSIMH «BHICOUTPa» M «game studies». ABTopsl, padoTaBIIKe HaJ KHATOW
«New Media: A Critical Introduction» (2009), BBIACIAIOT CICAYIOIINE
9KOHOMHNYCCKHUC, COHOHUAJIbHBIC W KYJIbTYPHBIC IIPCAIIOCBIIIKH BO3HHKHOBCHUSA

HOBBIX MCJ1HAa.

e [lepexom oT MOAEpHHU3MA K TIOCTMOICPHUZMY

e VcKkopeHue Imporiecca Iiio0aan3aniun

o Ilepexonm 3amagHBIX CTpaH OT WHIYCTPUAIBHOTO OOIIECTBa K
MOCTUHAYCTPUATBHOMY, HHGOPMAIITHOHHOMY

o JleneHTpasm3aiusi YCTAaHOBJICHHOTO TCOIMOJIMTHYECCKOTO TOpSJIKa,
ociabjiecHHe  KOJOHHAJIBHBIX  MEXaHM3MOB  BJIACTH, pa3BUTHE

- 4
TPaHCTPAaHUYHBIX CCTCHM KOMMYHHKAITUN 3

* New Media: A Critical Introduction / edited by Martin Lister. New York, 2009. C. 10-11
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HoBrie MEara, TaKUM o6pa30M, CTAHOBATCA YaCTbKO H3MCHCHHOI'O

OOIIECTBA, YACThIO HOBOW TEXHOKYJIBTYPBHI.

«HoBpie Menna» — MMPOKUM TEPMHH, HE AKLUECHTHPYIOIIMM BHUMAaHHE Ha
KaKoM-JTH0O OJIHOM acrekTe 00o03HayaeMmoro siieHus. OH He SIBJIACTCS YUCTO
TEXHHUYCCKHM,  (OpMAIbHBIM  ONpEICICHHEM, Kak  «IH(POBbIC»  HIH
«QJICKTPOHHBIC»  MeaWa, HE  HWIACHTHPHUIMPYETCS  OJAHONH  YepToil  Kak
KUHTCPAKTUBHBIC MeEJHMa», HE CTABUT OrPAHUYCHUH KaK «KOMMYHHUKAIUS C
UCIIOJIb30BaHUEM KOMIIBIOTEpOB» (aHmI. computer-mediated communication,
CMC). ABTOpbI KHUTH Ha3bIBAIOT KIIIOYEBBIC MMApaMETPhl: HOBBIC MEIUa JIOJIKHBI
Obith  1dpoBeiMu  (anri.  digital), wHTepakTMBHBIME (aHTH.  interactive),
runeprekctoBbiMu (anrit. hypertexual), BuptyansabiMu (anri. Vvirtual), cereBbivu
(amrm.  networked) wu cumynstuBHbiMH (aHri.  Simulated). Hccnenosarenu
o0paIlarT BHUMAHUE, YTO ayJAUTOPHEH HOBBIX MeIUa CTAHOBSITCS HE 3PUTEIH
(amrm. viewers), a mosbp30BaTead (AQHIVI. USErS) W yTOYHSIOT, YTO  MOJ
WHTEPAKTUBHOCTHIO  TOAPA3yMEBAIOT  CIIOCOOHOCTh  IMOJIH30BATENSl  BHOCHUTH
U3MCHEHHUSI B TMpeiaraéMblii KOHTEHT, HMHTCPAKTUBHYI0 KOMMYHHKAIIUIO,
TUNIEPTEKCTOBYI0 U MMMEPCHBHYIO (TO €CTh CO3AAIONIyI0 A(PQGEKT MOrpyKEHUs,
NPUCYTCTBUSI)  HABHUTANWIO. BUPTyaJbHOCTh ©  CUMYJISITUBHOCTH  TECHO
B3aUMOCBSI3aHbI, OCOOCHHO €CJIH Peub HJIET O BUPTYaIbHOW PEaTbHOCTU; aBTOPHI
TaKXe MOJYCPKUBAIOT, YTO CHUMYJISTUBHOCTH MOJKET IMOJpa3yMeBaTh MMHTAIIHIO,

44
OJHAaKO HEC 00513aTEILHO SBIISCTCS €H0 .

OnHa u3 BaKHEUIINX 0COOEHHOCTEHW HOBBIE MeIKa, KOTOPYIO OTMEUAIOT BCE
uccienosarenu, — nudposas uHbopmanwus, nudppossie TexHodoruu. [{udpoBbim
HOBBIM MeHa MPOTUBOIOCTABISAIOTCS aHAJOTOBBIE TpaauiuoHHbie. T. denpaman
B kuumre «An Introduction to Digital Media» xapakrepusyeT IHPPOBYIO

uH(pOpMaIHio Kak MaHumynupyemyto (manipulable), umeroryro npuBssky k cetu

* New Media: A Critical Introduction / edited by Martin Lister. New York, 2009. C. 13
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(amrn. networkable), koHmeHTpupoBaHHYIO (aHMI. Oense), cxkuMmaemyro (aHTJI.

compressible), Hernpexs3sryio (anr. impartial)®.

Hekotopele wuccrmemoBaTenn cpeaud TMPU3HAKOB HOBBIX MEIHA TaKKe
BBIJICIISIIOT ~ HMHTEPAKTUBHOCTb, neMaccuukanuio " ACUHXPOHHOCTb.
Jemaccudukarus o/Ipa3yMeBaeT JIOCTaBKY YHUKAIIBHOTO
TIEPCOHAIIM3UPOBAHHOTO COOOIICHHUS KaXKIOMY ITOJIB30BATEII0, KOTOPBIM SIBISCTCS
JacThl0 TETCPOTCHHOW MacChl. ACHHXPOHHOCTH JK€ YTBEP)KJIaeT, 4To Iiepeaaya
COOOIICHUIT B HOBOW Menuacpene He o0s3aHa ObITh CHHXPOHHBIM MPOLECCOM,
MOXHO TepefaBaTh J00YI0 HH(pOpMaIMio, B JIF0O0E BpeMms, 000N ayIuTOpUU

HJIX KOHKPCTHOMY I10JIb30BATCIIIO.

Cornacno kinaccuukanmu M. Jluctepa, HOBBIM MeIHa CBOWCTBEHHBI
JUTUTAIBHOCTh (IIMGPOBON XapakTep), WHTEPAKTUBHOCTh, TUIEPTEKCTOBOCTD,

JVCIIEPCHSI U BUPTYAIBHOCT.

I'. Kpubep B kaure «Digital Cultures: Understanding New Media» ormeuaet
nosieiienne Web 2.0 kak 3HakoBOe COOBITHE SIS Pa3BUTHS HOBBIX ME/MA, a TaKKe
NEPEYHCIISICT TEXHOJOTHH, CBA3aHHBIC ¢ HOBBIMU Mesua: naTepHet u World Wide
Web, nudpoBoe TeneBuaeHue, uppoBOe KUHO, MEPCOHAIBHBIC KOMITBIOTEPHI,
DVD, CD, nopratuBHble Menuarieepbl, MOOWIbHBIC Tele(OHBI, BUICOUTPHI,

~ 4
BUpPTYaJIbHas PCaAJIbHOCTb, HCKYCCTBCHHBIM HMHTCIIJICKT 6.

MHorue HCCIICOAOBATCIIM, TOBOpA O HOBBIX MCAHA, 3aMCHarOT, YTO H
TOJIKOBAHUEC TCpMHHA, U MCTOAOJIOTHH N3YUYCHUS, U CBA3AHHLIC C HOBBIMHU MCIHA
HAayYHBIC JUCHUILIMHBI HAXOIAATCA ceriuac B IMpouecCce pas3BUTHA, ITOITOMY
ONmpCACICHNUA W KOHLCIIHWKU MOI'YyT BapbHUpPOBATLCA, HE CYIICCTBYCT KAKHUX-TO

CAHNHBIX JOI'MAaTOB.

* Feldman Tony. An Introduction to Digital Media. New York, 2003. C. 13
*® Digital Cultures: Understanding New Media: Understanding New Media / edited by Glen Creeber and
Royston Martin. New York, 2009. C. 39-40
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OtnenbHO CleAyeT 3aTpOHYTh KOHIenuuio mnpodeccopa JIbBa MaHoBHua,
OJIHOTO M3 HanOOJiee M3BECTHBIX TEOPETHKOB HOBBIX MEINA, U3JI0KEHHYIO B KHHIE
«The Language of New Media» (2001). B oTauune OT MHOTHX HCCieI0BaTeIICH,
OH OTBEpraeT MHTEPAKTUBHOCTh KaK XapaKTEPUCTHKY HOBBIX MEIHa, YTBEPXKIasi,
YTO «HHTEPAKTUBHOCTB» — CIIMIIKOM PACILIBIBYATOE OmpejeicHue. 110 MHEHHUIO
MaHoBHYa, Ha3bIBaTh KOMITBIOTEPHBIE MEINA «MHTCPAKTHBHBIMUY» — TaBTOJIOIHS,
IIOCKOJIBKY ~ TIOJIb30BAaTEIbCKMKA  HHTEp(EHc  KOMIbIOTEpa  HM3HAYAILHO
HOJJpa3yMeBacT MHTEPAKTUBHOCTh. KpoMe TOro, BO3HMKACT OMACHOCThH IOJIMEHBI
HOHSATHI: «MHTEPAKTUBHOCTH» MOXET HMCIIOJb30BaThCSI KaK ICHXOJIOTHYECKHIA
TEPMUH, B 3HAYCHHM «BOCIPHUATHEC HHPOPMALUN», «(HOPMYIHPOBAHUE THUIIOTE3Y,
«UACHTU(DUKAIUSAY, YTO CBOMCTBEHHO JIOOBIM BHJIAM TEKCTa, HE TOJbKO HOBBIM

47
Meaua .

ManoBu4 paccMaTpuBacT HOBBLIC MEAMA KaK CIIMAHHC KOMIIBIOTCPHBIX H

MeJIMa-TeXHOJIOT UM, a TAK)KE BBIICIISIET MSATh OCHOBHBIX MIPU3HAKOB HOBBIX MEJHUA:
1. HucnoBoe npeacTaBlIeHUE.

Bce 00BbeKkThI, KOTOPBIE OTHOCSTCS K HOBBIM MEHa, COCTOSIT U3 YHCIIOBOTO
KOJla, BHE 3aBUCHUMOCTH OT TOTO, SIBJSIOTCS JTU OHU IU(PPOBBIMU M3HAYATHHO WIIH
olM(ppOBAHHBIMU AaHAJIOTOBBIMU. M3 3TOTO cieayer, 4To Bce OOBEKTHI MOTYT OBIThH
OMKCAaHbl MATEMATUYECKH, a TAK)KE€ M3MEHEHBI MPU HCIOJIb30BAHUH aJTOPUTMOB,

TO €CTh CpeJla HOBBIX MeIa CTAHOBUTCS POTPaMMHUPYEMOH.
2. MonyiabHOCTB.

CtpykTypa 0OBEKTOB HOBBIX Menua (pakTaibHa, KaK]IbIi 3JIEMEHT COCTOUT
U3 OTIENbHBIX YacTel, KOTOPHIE TAaK)KE€ MOTYT OBITh Pa3NIOKEHbl HA 3JIEMEHTHI
(MUKCcenu, MOJUTOHBI, CKPUIITHI U TakK Janee). DJIeMEHThl (POPMUPYIOT OOBEKT,
OCTaBasACh B TO K€ BPEMsI CAMOCTOSITEIbHBIMH, UYTO MO3BOJISIET UX KOMOMHUPOBATD:

TaKHUM O6p8,30M, Cp€aa HOBBIX MEaua ABJISACTCA I[I/IHaMI/I‘IHOI\/II.

*" Lev Manovich. The Language of New Media. Cambridge, 2001. C. 71-72
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3. ABTOMaTH3aIus.

Yucii0BOM KO M MOJyJIbHAsI CTPYKTypa OOBEKTOB HOBBIX MEJMa MO3BOJISIET
aBTOMATU3UPOBATh MHOI'ME OIEpPAllMM, CBSI3aHHBIE C CO3JaHUEM, YIIPABICHUEM

00BEKTaMH H IOCTYTIOM K HHAM.
4, N3MEeHYUBOCTE.

OOBEKTHI HOBBIX MEJa HE UMEIOT OJAHOU (PUKCUPOBAHHON (OPMBI U MOTYT
CYILIECTBOBAaTh B PAa3IMYHBIX BapuWaHTaX. JTa UyepTa TaK¥Ke SIBISETCS CIEICTBHEM
YHCJIOBOTO KOJIa M MOJYJIBHOU CTPYKTYpbl 00BekTOB. HoOBBIE Meama MOXKHO

OMKCaTh TEPMUHAMHU «BAPUATUBHBINY, «MyTaOCIbHBIN, <OKUIKUI.
5. TpanckoauHr.

TepMUH «TpaHCKOJMHI» O3HA4aeT MepeBoj] OAHOro nudpoBoro popmara B
apyro.  MaHOBHY  mOApAa3yMeBaeT  TaKXe€  B3aMMOIPOHUKHOBECHHE U
B3aMMOBJIMSHUE KYJIBTYPHOTO U KOMITBIOTEPHOTO CJIOEB, KOTOPhIE caMu IO cebe
MPEACTABISAIOT JIBE pasHbIX cpeabl. Texct u ¢otorpaduss B uudppoBoil cpene
SBJIAIOTCSL B TO K€ BpeMs KOJOM U HAOOpPOM IMHUKCENEH, M03TOMY, CO37aBas U

UCIIOJIb3YsI HOBBIE 00BEKTHI, HEOOXOAMMO JIEpKaTh B yme 00a IjiaHa.

[ToMmuMO wH3y4YeHHS HOBBIX MEWa KakK LEJIbHOM CpeIbl, HCCIEeN0BaTENIN
TaK)K€ PAcCCMATPUBAIOT KOHKPETHBIE OOBEKTHI W acmekThl. Cpear HUX MOXKHO
BBIJICIUTH CE€Th, WH(MOpMaIuio, uHTep(dEiic, apXuB JTaHHBIX, UHTECPAKTUBHOCTD,

48
CUMYJIOUIO .

Cnenyer OTMETUTh, UYTO MOAABISIIONIEE OOJBIIMHCTBO HCCIeAOBaTeNen
OTHOCHUT BUJICOUTPHI (MJIM KOMIBIOTEPHBIE UTPHI) K HOBBIM Meaua. MaHOBHUY, K
MIpUMEpy, HEOJHOKPATHO YIIOMHHAET UTPHI, MEPEUUCTIsisi 0ObEKTHl HOBBIX MeE/ua.
Menuagenenue u «game studieS» MoryT compuKacaTbCs U OPraHHYHO JOIOJHSTH

JpYT Apyra, 4TO JEMOHCTPUPYETCS B pab0Tax HEKOTOPBIX UCCIIEOBATENCH.

* Nicholas Gane, David Beer. New Media: The Key Concepts. Oxford, 2008.
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2.4 Buieourpbl KaKk HOBbIE MeIHA: COOTBETCTBHE MPU3HAKAM, IIPUMeEPbI
HCCJIeN0BaAHUM

[IpuBeneHHbIE BBINIE KOHUENUMU MPEAIAraloT  pas3InyHble  HaOOpPBI
NPU3HAKOB, UACHTHPHUIMPYIOMNUX OOBEKTHl HOBBIX Meaua. CTpyKTypa BHIICOHUTD
HE IPOTUBOPEUYUT ITUM XapaKTepUCTHKaM. J{J1s Toro, 4ToObl 3TO 10Ka3aTh, MOXKHO
pPacCMOTPETh MPEIJIOKEHHBIE HCCIEAOBATENSAMA NPU3HAKKA IPUMEHUTEIBHO K

KOHKPCTHOMY O6’b€KTy — BHACOUTPAM.

B nepByro oyepenp HOBbIE MeAHMA AOJKHBI ObITH LU(PPOBBIMU: BUICOUTPHI

co3JaHbl B LU(PPOBOH Cpejie U I Hee ke NpeTHa3HAUECHBI.

CrpykTypa BUIAEOUTPHI IOJHOCTBIO COOTHOCUTCS ¢ KOHIenuueidn ManoBuya:
Urpa MpeacTaBisieT co0oil mporpammy, kKoia. Ecium caMmbIMU NEpBBIMH HIpamMu
3aHUMAJINCh WHXXEHEpPbl, TO CO3JaHME COBPEMEHHBIX WIP HEBO3MOXHO 0€3

MIPOrPaAMMUPOBAHUS.

Buneonrpsl coCTOAT M3 CaMOCTOATEIBHBIX SJEMEHTOB, KOTOPHIE MOXKHO
MEHATh U KOMOMHMpOBATh IO OTAEIBHOCTH, HE 3aTparuBas BCE OCTaJbHbIC
3JIEMEHTHl Urpbl. Takas MOAYJIBHOCTb, K MpPHUMEPY, MO3BOJSET pa3padOTUMKaM
BBIMYCKATh TOCJE BBIXOJA WIPHI JOMOJHUTENBHBI KOHTEHT, KOTOPBIA HIPOKH
MOTYT MOATrPY3UTh K YCTAHOBJIEHHOW BEPCUH UTPHL: MPU STOM cama Urpa OCTaeTcs
NpEKHEH, cTapble COXpaHEHHs UTPOKa HE MCYE3al0T, MPOCTO JO0OABISIOTCS HOBBIC
JIOKAIMU/TIEPCOHAKU/KOCTIOMBI NePCOHAXKEN/OpyxKue u TaKk nainee.
Pacnpoctpanenbl 1 ¢aHaTCKue MOAUGPUKALUU BUACOUTP, KOTOPHIE TaKUM Ke

00pa3oM U3MEHSET OPUTHHAIBHYIO BEPCHUIO UTPHI.

ABTOMaTI/ISaHI/I}I, HU3MCHYMUBOCTb, TPAHCKOAMHI' TAaK¥XC CBOMCTBEHHBI
BHJICOUTPAM. MHorue MMPOHECCChl HA BCCX JTAlldaX CYIICCTBOBAHHA UT'PHI (COBI[aHI/Ie,

IMOJIY4YCHHUC OOCTYIIA, FCﬁMHHCﬁ) TaK WJIKX HWHA4YC aBTOMATU3HUPOBAHBI, YTO
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HSKOHOMUT BpeMs pa3paboTUYMKOB, U3AATENEH U caMUX MoJib30BaTeneil. Buaeourpa
HE HMMEET E€IMHOr0 MaTepualbHOTO BoIUomeHus. K mnpumepy, naxe ecimu
W3HA4YaJIbHO WIpa CO3/aBajlach JJii KOHKPETHOW MIaTPOpMBI, €€ MOKHO
IIEPENpPOrpaMMHUpPOBaTh M MOJA JPYTHE: B YaCTHOCTH, CYIIECTBYET MHOXKECTBO
smyssaiuil  apkaaHbix urp ans  [IK, koHconel u  MOOMIIBHBIX Tene(OHOB.
TpaHCKOAMHT XK€ SBISAETCS HEOTHEMIIEMOM YEPTON BUICOUTDP: IIPOrpaMMa UIPhl, €€
KOJI, BBITJIIAUT COBCEM MHAYE, HEXKENM YEM BHEIIHSASA, BU3YaJIbHAS COCTABIIAIOIIAS,

C KOTOPOW B3aHUMOJICUCTBYET MOJIb30BATEIIb.

Ecnu oOpatuThes K KJIacCU(pHUKAIMKM, aBTOP KOTOPBIH YTBEPXKIACT, UTO
«HOBBIC MeIua JOJDKHBI ObITh 1u@poBeiMEH (aHri. digital), wHTEpakTHBHBIMU
(amrm. interactive), runeprekcroBeiMu (a1 hypertexual), BupTyanbHbIMU (QHTI.
virtual), cereBbiMu (anri. networked) u cumysstuBabIME (anrit. Simulated)», To u
B OTOM Cjy4ae KakIO€ U3 IEPEUUCICHHBIX ONPEACICHHH NPUMEHUMO K
BujicourpaMm. UTo XapakTepHO, MOHSATHE «CETEBOW» MPUMEHUMO HE TOJBKO K
MacCOBBIM MHOTI'OIIOJIB30BATEIBCKMM HIPaM: BO MHOIHME OJIHOIOJIb30BATEIbCKHE
UTPBl CErOAHs A00aBIIEH KOOIMEPATUBHBIA PEKUM (OOBIYHO IS JABYX-4YETHIPEX
YEJI0BEK, YTOOBI MPOXOIUTh UTPY COBMECTHO C JPY3bsIMH), a CEPBHUCHI Bpoie Steam
MO3BOJISIFOT HE TOJBKO PacIpOCTPAHSATh UTPHI IO CETH, HO M B3aUMOJIECHCTBOBATH C
JIPYTUMHU  TI0Jb30BaTessMu. CHMYJIATHBHOCTh W BHUPTYaJbHOCTH M celyac
SBJISIIOTCSL XapaKTEPHBIMU YEPTaMU BHUICOUTP, B OyAyIIEM € HIPbl CMOTYT
IOTPY>KaTh MOJIb30BATENIS B IOJHOIEHHYIO BUPTYAIbHYIO PEalbHOCTh: HECKOIBKO
KOMITaHUM aKTHBHO 3aHUMAETCs Pa3paboTKON IMIIEMOB BUPTYaJIbHOW PEaIbHOCTH,
a caMoO TOHSTHE «BHPTyajbHas PEalbHOCTHY» — OJUH W3 TPEHIOB COBPEMEHHOM

UTPOBOU MHAYCTPHUH.

Hakomner, nemaccudukaiis 1 aCHHXPOHHOCTD TaKXKe SBJISIOTCS CBOMCTBAMU
BUJCOUTp. MaHOBHUY B OJITHOM M3 CBOMX HCCJIEAOBAHUM OTMEYas, YTO, TAXKE €CIIU
MOJIB30BATENIM MPOXOMAT OJHY M Ty K€ OJHOIIOJIB30BATEIBCKYIO UTPY, KaXI0€
MPOXOXKJeHne OyaeT YHUKanbHBIM. Jlake ecnum urpa IwHeEWHas W CBOOOIa

I[CﬁCTBI’Iﬁ IIOJIB30BATCJIA CUJIbHO OIpaHHYCHA YCTAaHOBJICHHBIMU paSPaGOT‘{I/IKaMI/I
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IPaBHJIAaMH, HEBO3MOXXHO BOCIIPOM3BECTH POBHO Ty JK€ IIOCJICIOBATEIBHOCTD
JEUCTBUN, 9TO W APYTOW TOJIb30BAaTENlb, MPOXOXKIECHUE KaXJIOTO WUTIpoKa Oyner

XOTs ObI HEMHOI'O OTJIMYAThCS.

Taxum 06pa30M, CTaHOBHUTCA BHAHO, YTO HWUIPHI IIOAIIAAAXOT IIOHA BCC
KPUTEpUU HOBBIX MeJua, Kakas Obl KOHIICMIHS HU paccMaTpuBaiach. ABTOPHI
I/ICCJ'IGILOBaHI/Iﬁ HOBBIX MCIHA TAKKC NOBOJIbHO YaCTO YIIOMHWHAKOT BUACOUI'PBI (I/IJ'II/I
KOMITBIOTEpHBIC UTPhI) B cBouX padotax. K mpumepy, I'. Kpubep u P. Maptun B
kaure «Digital Culture: Understanding New Media» otBomsT Buacourpam
OTACJIIBHYIO I'IIaBY, paCCKa3bIBaAs 00 UX BO3HUKHOBEHHH U pa3BUTHH, O TOM, KaKHC
CymeCTBYIOT IIOAXOJAbI K HM3YUCHHIO BHUACOUIP, a4 TAKIKC IICPCHHCIIAA OCHOBHBLIC

SJICMCHTBI BUACOUT'P, K KOTOPBIM OTHOCATCA:

o rpaduka (graphics) — BusyanbHasi COCTaBIIAIOIIAS BUICOUTP;
o uatepderic  (interface) — ycrpoiicTBO H  IPOrpaMMHOE
obecrieyeHre, TpH  [OMOINM  KOTOPBIX  IOJB30BAaTEb  MOYKET

B3aMMOJICUCTBOBATh C WUrpol (moj uHTepdercoM MoApa3yMeBalOTCA Kak
BHEIIHUE YCTPOWCTBA BBOJA, HANpUMeEp, JHKOMCTUK WU TeUMMal, TakK U

BHYTPUUTPOBOI HHTEp(delic — HanpuMep, KHOIIKH MEHIO);

o akTUBHOCTh wWrpoka (player activity) — smeMeHT, KOTOpBIit

JIEJIAET UTPY UHTEPAKTUBHOM;

o anroput™  (algorithm) — mnporpamma, mo3BoJsIONIAsS WIrpe
BBIMOJIHATh CBOM (pyHKIMH. B KkadecTBe OCHOBHBIX (PYHKIMN Ha3BaHbBI
perpe3eHTanus, peakus Ha JICWCTBUS WIpoOKa, MpaBWIa U DJIEMEHT

cirydaiinocta (randomness).

Astopel kauru «New Media: A Critical Introduction» takke mocBsarT

OTJACJIIbHYIO TI'JIaBy BHJACOUIPAM M HUX MCCTY B JKU3HH I10JIL30BATCJIA. B kauectBe
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KEICOB paccMaTpHUBAIOTCSI KOHKPETHbIE MNPUMEPBI: HANPUMEp, MOIMyJspu3aius
«IToxkemoHOB» B KOHIE 1990-x, nX mpeBpalleHne W3 €AUHUYHOW BUIACOUTPHI B
TPAaHCMEIUMHYIO «CYNIEPCUCTEMY Pa3BJICUEHUI», KOHBEPITEHTHBIM «MEIra MHUKCY.
B 1999 romy «Pokémon» Obu1 camMpiM TOMyJNSAPHBIM I[OClie MOpHOTrpaduu
MTOMCKOBBIM 3alIPOCOM, U B HACTOSIIIEEC BPEMS MPAKTUYECKHU KaXKIbIil YEIIOBEK XOTSA

49
OBI CJIBIIIAJ O TOKEMOHAX .

3aBepH1a;1 PaCcCMOTPCHUC B3aMMOCBA3H OOBIYHOM ZKKHN3HHM, HOBBIX MC/JHA,

BHUACOUI'D H BHpTyaJIBHOﬁ PCAJIBbHOCTH, ABTOPLI IIOABITOKHNBAIOT:

«Bo BpeMs uccliieioBaHUs MOBCEAHEBHOTO HCIOJB30BAaHUS ITOIMYJISPHBIX
HOBBIX M€JIMa, WA UIPbl C HUMHU, BCKOPE CTAHOBUTCS SICHO, YTO BCE OTU HOBBIC
TEXHOJIOTUY HE 03HAYAIOT KOHEI MOBCEIHEBHOM KU3HU U OTHOIIEHU; «PEaIbHbIN
MHUp» HE OCTaBJEH IM03aay paJd MUTAIOMUX OTHEW, (QUIYp U OTACIbHBIX
AJIEMEHTOB BBIMBIIINICHHOTO KHOEpIpOoCTpaHCTBAa. BMecTo 3TOro mMbl HaOmr0aeM
ropa3fo Oojee CIOXKHYHD — W HUHTEPECHYI — KapTHHY. BeKTopbl HHTEpHET-
KOMMYHHKALIMY, JIWHAMUYECKHE NPOCTPAHCTBA BUACOUTDP, «TEXHOJOTMUYECKUU
dbaHTOM» BCEr0 JATOr0 TECHO TMEPEeIICTaeTCsl C  apXUTEKTypoul JOMOB,
MEPEMENICHUEM B TOPOACKOM CpeAe, NPUBBIUHBIMU MOJIECIAMU T'EHJIEPHOM,
CEMEMHON U COLMAIIbHOM JKU3HU, U UCIIOIHSAEMbIMU PA3JINYHBIMU YCTPOMCTBAMU U
MpPOTPaMMHBIM  OOECIIEYEHUEM  HMHCTPYMEHTAJIbHBIMU  (paHTa3usIMH, U

HATIOIHEHHBIMHU SKIITHOM HApPATHBAMH TIOMYIISIPHON KyJIETYPBD .

Jlee MaHOBHY BO MHOTHX CBOMX WCCIEIOBAaHHIX 3aTParuBaeT TEeMy
Buseonrp. Kpome Toro, HeKoTopbie MpoeKkThl ero Jadbopatopun «Software Studies
Initiative» HemocpeACTBEHHO CBsi3aHbl ¢ Buicourpamu. K mpumepy, «Kingdom

Hearts game play visualizations» u «VideoGamePlay.viz | Analyzing Temporal

* New Media: A Critical Introduction / edited by Martin Lister. New York, 2009. C. 292
%0 Tam xe. C. 307
71



Patterns in Gameplay»: 00a 3THX MpoeKTa HaIpaBJICHbI Ha JIETAILHOEC W3YYCHHE

o 51
ICHUMILICA, IIPOICCCAa UT'PBI C TOYKHU 3PpCHUA UT'POKaA .

HccrnenoBaTennn HOBBIX MeIHa pPAacCMATPUBAIOT BHACOMIPHI KaK YacTh
npeaMeTa HM3y4YeHHs; B TO JK€ BpPEMs HEKOTOPBIC HCCIACIOBATEIIH BHICOUTP
paccMaTpUBalOT CBOW MPEAMET M3yYeHHUs Kak 00BEKT HOBBIX Memua. K mpumepy,
aBTOpBI cTateir cOopHuka «The Routledge companion to video game studies»,
TOBOPSIT O HEKOTOPBIX aCHEKTaX BHUICOUTP B KOHTEKCTE HOBOW MeIAMacpeibl, a
TaK)Ke I[MTUPYIOT HCCICAOBATeIC HOBBIX MeJHa, MPHMEHSAS WX TEOPHUU K

BUJICOUTPAM.

B 2006 roxy 6nuta onmyosnmkoBana kaura Jx. Jloeu u X. Kennenu «Game
cultures. Computer games as New Media». ABTOpBI CBSI3BIBAIOT XapaKTEPHBIC
4epThl BUJCOWTP C TMPU3HAKAMH HOBBIX MEIa, pacCMaTPHUBAIOT  Kak
TEXHOJIOTHYECKHE, TaK M KYJbTYpPHBIC aCMEKThI BHICOUTD, JAIOT 0030p OCHOBHBIX
HampaBlieHUH Qgame studies, 3aTparuBarOT MPOLECC MPOU3BOJCTBA  HIP.
AHanM3UPYIOTCS TakWe TOHATHA, KaK KHOEpKyJIbTypa, Meauarekct. Hakowrerr,
0c000¢ BHHMaHHUE YJIEISACTCS JBYM HEOTHEMJICMBIM KOMIIOHCHTaM BHJICOUTD,
KOTOpBIC HE 00XOIAT CTOPOHOM M MCCIICIOBATENIM HOBBIX MEINA: HHTCPAKTUBHOCTh
W pa3MBITHEC TPaHUI] MEXIYy CO3JaTeJieM KOHTCHTa W TIOJb30BaTeIeM, €ro

KOHEYHBIM MOTPEOUTEIEM.

Ccputadgce Ha wuccnenoBanusi [, J)KeHKuHCa, aBTOpPBI YTBEPKIAIOT:
«KoMIbproTepHble HWIpel — IIOJIE3HAs IUIOIIAJAKA JUIi M3Yy4EHUS OJHOIO W3
KJIFOYEBBIX KauyeCTB, NPUIMCHIBAEMBIX HOBBIM Meaua B LeiloM. Peus uuger o
JNECTAOMIU3UPYIOIIMX CMEUICHUSX B OTHOILIEHUSAX MEXAY MOTpeOJeHUEM U
IIPOU3BOJCTBOM MeIMATeKCTa. JKEHKUMHC BBIIEISAECT TPU KIKOYEBBIX TPEHIA,
XapaKTEPU3YIOIIMX O3TU CMEIICHUSA: 1) HOBbIE HMHCTPYMEHTHI M TEXHOJIOTHH,

JAarO0Iue II0JIB30BATCIIsIM BO3MOXHOCTb APpXHUBUPOBATD, KOMMCHTHUPOBATD,

>! Software Studies Initiative. Projects. [9nexrponnsrii pecypc] URL:
http://lab.softwarestudies.com/p/research 14.html
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npucBaMBaTh W IEPE3alUChiBaTh MEAMAKOHTEHT; 2) psx  CYOKyJbTyp,
IPOJBUraAIOIINX HACK «cIerail cam» B OTHOLIEHWHM MEIUANpOU3BOJACTBA; U 3)
HPKOHOMUYECKUE TPEH[bl, MPUBETCTBYIOLIME NOTOK H300paK€HUH, HUAEH U
NOBECTBOBAHUI IO MHOYKECTBEHHBIM MEIMaKaHajlaM W Mpu3bIBaronIue K Oosee
aKTUBHBIM (popmam HaOmroAeHUA. JDKEHKMHC 3asIBIISIET, YTO 3TU TPEH bl U3MEHSIOT

OTHOIICHHUC HOTpe6I/ITCHCﬁ K MCIAUATCKCTaM, IIPOU3BOAUTCIIEIM MCIHMA U APYI K

pyry»>2.

I'oBopst 00 uHTepakTUBHOCTH, JloBU M KeHHEAM Ha3bIBalOT HECKOJIBKO €€
BUJIOB: MHTEpIpPETAlUsl U OMNbIT, HaOMoAeHue u norpyxenue. Kak m MaHoBuy,
OHM TPHU3HAIOT, YTO BCE 3TH MPOLECCHl MOTYT OBITh MPHUCYIIU JIOOBIM BHAAM
MeIua, €CJIM paccMarpuBaTh HX B IICHUXOJIOTMYECKOM KiIrO4e. [ J1aBHbIMHU
OCOOCHHOCTSIMM MHTEPAaKTUBHOCTH, IPUCYILEH BUAECOUTPAM, SBISIOTCA O0yUyeHHUE
u ¢usznueckue nerctBus. UToObl MPOWTH Wrpy, HEOOXOJMMO €€ YCTaHOBUTD,
pa3o0paTbCsl B MpaBUiIax, OCBOUTHCA C yIipaBieHueM. Cam Impouecc urpsl Tpedyer

psina Gu3MUecKuX JEHCTBUN, OT 3pUTEILHOMN PEaKIUU 10 HACTPOUKH KOHTPOJUIEepa.

«bonee TOro, 3TM MPOLIECCHI CKOPEE BCETO OKAXYT HAa MIPOKA CHUIIbHBIN
AMOLIMOHANIBHBIN 3D PeKT; NPOBOUUPYIOTCS (PU3NYECKHE pPeakUUH, YacTo
OCHOBAHHBIE HAa aJpeHaJMHE. B 1enoM, mpouecc Urpel MOpeaiaraeT OpraHam
YyBCTB OOJbIEe Pa3HOOOpa3ve CHUTHAJIOB, YEM UTEHHE pOMaHa WM IPOCMOTP
bunpma. JluzaiiHephl HMHTEPAKTHBHBIX MEJUA OMHCHIBAIOT OJTH JICUCTBHUS W

53
IIPOLECCCHI KaK «OIIBIT) .

HaxkoHnen, B KOHTEKCTE MEAUAIUCKypCa U3y4arOTCA U KOHKPETHBIC YKaHPbI
urp. K npumepy, corpynnukn yHusepcurera Mapmapa O. Tunroit u b. bocran
paccmatpuBator MMOPIIT™ kak Beictryto hopmy HOBBIX Menua. B cBoeit cratbe
aBTOPbHl AHAIM3UPYIOT OCOOEHHOCTU CO3[aHUs MepcoHaka B urpax »kanpa PIIL:

UTPOK MOXET BbIOpaTh pacy, IMOJ, BHEIIHOCTh W JIPYTHe XapaKTePUCTHKU

*2 Iur. mo: Dovey Jon, Kennedy Helen W. Game Cultures: Computer Games As New Media: Computer
Games as New Media. UK, 2006. C. 13
> Tam xe. C. 8
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nepcoHaxa. Ccbulasich Ha MCCJEAOBaHUS OHJIAMH-UTP, aBTOPhI YTBEPKIAAIOT, YTO
nepcoHaxku PIII' craHOBATCSA Ayt UTPOKA €ro aJIbTEPHATHBHBIM BOIUIOIICHUEM,
«BTOpBIM s1». OTMedaroTest U apyrue ocooennocty MMOPIIL: enunas ns Bcex
WTPOKOB BUPTYyaJIbHASA CPEJA, a TAKXKE B3aUMOJCHUCTBUE UTPOKOB APYT C APYTOM.
ABTOpBI 00palllaloT BHUMaHHUE, YTO IedMIu3aiiHephl CTaparoTcs MOTHBHPOBATH
UTPOKOB B3aMMOJICHCTBOBATh JIPYT C JIPYyroM, pa3padarbiBas 3aJlaHHs, CIIHUIIKOM
CJIOHBIC, YTOOBI BBITIOJIHUTh WX B OJWHOYKY. B wuTOore WUrpoku (GopMupyroT
COI03BI, WICHBI KOTOPHIX aKTHBHO OOIIMAIOTCSA APYT C APYTOM M B3aUMOJIEHCTBYIOT,

yIpasJsisg IEPCOHAKAMU B BUPTYaJIbHOM Cpee.

«Ecimu Mbl paccmatpuBaeM S(DQPEKT MPUCYTCTBUS U TOTPYKEHUE KaK
KJItoueBble 0COOCHHOCTH HOBBIX Menua, MMOPIID npencTaBisitoTcss HHTEPECHOM
00JIaCThIO MCCIIEI0BaHMUSI KOMMYHUKATUBHBIX TpoiieccoB. MMOPIIT™ — HoBeline
MeIna, KOTOPBhIE MOJJICPKUBAIOT HMHTEPAKTUBHOE YYACTHE TMOJIb30BATENC B
rpoueccax KOMMYHUKALWK, CO3/1aBasi CUJIbHOE OLIYILICHUE MPUCYTCTBUS. ThICAUn
JOEH 10 BCEMY MHpPY IMOJYy4YarOT BO3MOXHOCTH B3aUMOJICMCTBOBATH JIPYT C

JPYrOM BHYTPH BHPTYaJIbHOM CHMYJISILIHI .

B 3axmouenun aBTopbl yTBepkaarT, yto MMOPIII' — sto nepemoBou
pyOeX MHTEPAaKTUBHOCTH, W, €CJIHM TMOSBUTCA BO3MOXHOCTh HCIOJIb30BaTh
yCTpoicTBa, co3natomue 3¢ddexkT norpyxenus, ais urpsl B MMOPIIL, Oyner

co3/1aHa a0COIFOTHO HOBasi MeIMacpe/a.

*Tingdy Ozhan, Bostan Barbaros. Future of New Media, towards the Ultimate Medium: Presence,
Immersion and MMORPG.

74



I'nmaBa 3

3.1 BHyTpuurpoBasi KOMMYHHKALMS

B npenpiaymux riaBaX Mbl pacCMOTPENIM HCTOPUIO BO3HUKHOBEHHUS U
pa3BUTHS BUICOUIP, OCHOBHBIC AaKTyaJIbHBIE TEHACHUMU U TPEHIbl UIPOBOU
WHIYCTPHUH, TUCIHUILTUHY game studieS u ee TEe4eHHUs, MECTO BHJICOWTD B HOBOU
MeIuacpele M, HaKOHEll, HECKOJIbKO MWCCICNOBAaHUN, aBTOPbl KOTOPBIX

aHAIM3UPYIOT BUACOUTPHI KaK OOBEKT HOBBIX MENINA.

OpHuMHM U3 BaXHEHIIMX OCOOEHHOCTEH BHUJEOUTp ObUIM Ha3BaHBI
paznuyHble (GOpMbl HMHTEPAKTUBHOCTH, @ TaK)XE€ pa3MbIBAHUE TPAHULl MEXKIY
co3jaresieM U noTpedureneM MeAauaTekcTa. B 3aBepiiatonieil rimaBe Mbl pazoepem,
KaK CTpPOSITCA KOMMYHUKATHUBHBIE IIPOLIECCBI B COBPEMEHHOM HMIPOBOM
coo0IIecCTBE, W BBIACIMM HaumOoJiee 3HAYMMbIE YEPThl KOMMYHHUKALUU H
B3aMMOJCHCTBHUSI y4aCTHHUKOB cooOmiecTBa. B kadectBe mnpumepoB OyayT
paccMaTpuUBaThCs MPEUMYLIECTBEHHO WIpPbI, NpenHazHadeHHble 1 [IK, To ects,

KOMIIBIOTCPHEIC.

Uccnenosarenu u3 yausepcutera Mapmapa rosopmwm o MMORPG kak 06
YHUKaJIbHOM WHTEpaKkTUBHOW cpene. PaccmMoTpuM mnonpoOHee BHYTPUHUTPOBBIE
KOMMYHHKATHBHBIC TIPOIIECCHl B OHJaWH-urpax. CreayeT OTMETHTh, YTO B
HacTosmiee BpeMs nomyisgpeH He Toibko xaHp MMORPG, wo u xxanp MOBA,

IMO2TOMY IJIsI aHAJIN3a 6yILYT B34TbI ABC UI'PLI.

Kommynukammuto B MMORPG MokHO TpoaHanu3upoBaTh Ha MpUMEpE
OMHOM ®3 HaubOoyiee M3BECTHBIX wWrp o3toro kanpa — World of Warcraft
(coxpamenno WoW), paspaborannyro cryaueit Blizzard Entertainment. Hrpa
Obuta mpuszHana camoil monynsapHoi MMORPG B mupe u B CBSI3U C 3TUM
3aHeceHa B KHUTY pekopoB ['MHHecca, a Takke MOIy4drsio OOJIbIIOE KOJMYECTBO
Harpan. Urpa pacrpoctpansiercs no cxeme p2p (anri. pay to play - miatu, 4ToOsI

I/IFpaTB), MOJIB30BaTE/IM  BBIILUIAUMBAIOT €KEMECSUYHBIM B3HOC 3a IIOAIIUCKY.
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CornacHo cTaTUCTUKE, BO BTOpoil mnojoBuHe 2015-r0 roga KOJIUYECTBO
MOANMCYUKOB COCTABIIUIO 5,5 MIIH 4enoBeK. [IMK momysIspHOCTH UIpbl MIPULIENCS

55
Ha 2010 rox: moamucka Obi1a oopmieHa Ha 12 MITH 4enoBeK .

B «WoW)» wurpok ympapisieT MEepCOHaA)KEM B BUPTYyalIbHOM (DIHTE3UITHOM
mupe. CoznaBas mepcoHaka, MOKHO BBIOpATh MOJ, pacy M Kjiacc: MOCIEIHHE JBa
napameTpa ONpEeNeNsioT, KaKUMU CHOCOOHOCTSIMHU OyAeT 00JiajaTh NEpCOHAXK.
CnocoOHOCTH HEOOXOIMMO pa3BUBATh, TPEHUPYS] HABBIKH, BBITIOJIHSAS 3aJaHMUS
HIIC wu cpaxasch, 4TOOBl MOBBICUTH YpPOBEHb NepcoHaxa. Wrpok Moxker
UCCIJIEIOBATh MOJ3EMENbs U CPaKaThCs C MOHCTpaMu (TUI B3auMozeicTsust PVE —
Player versus Environment, urpok mpoTuB OKpY>KalOIIEH CPelbl) WIH C APYyTUMH
urpokamu (tun B3aumonekctBus PVP — Player versus Player, urpox mnpotus
urpoka). Bcrynmate B 00il ¢ UrpokaMM MOXHO M B OTKPHITOM MHUpPE, U Ha
CTHEIHMANFHO MPEeIHAa3HAYEHHBIX JIJIS1 3TOTO Mojie OUTBBI U apeHe. /[t Toro 4ToOsI
ObICTpee pa3BUBATh MEPCOHAXA U yUYaCTBOBATH B MACIITAOHBIX OMTBaX (HarpuMmep,
IPOTUB HECKOJIBKUX WTPOKOB WM KPYIMHBIX MOHCTPOB), UTPOKAM MpejIaracTcs
OOBENUHATBCA B COIO3BI: KPAaTKOBPEMEHHBIE «maTw» (aHTI. party) m «peuapny
(amrm. raids) myis pa3oBOro Mmoxoja Ha MOHCTPA WM JOJTOUTPAIOIINE THIIbINU.
Pa3paboTuvku MpUBETCTBYIOT OOUIEHUWE UTPOKOB C COTHJIBAMMIIAMH Ha JHOObIE
TeMbl: «/Ipy3bsi U COBMECTHBIC NPUKIIOYEHHUS] — YacTb HPUYUH, MO KOTOPBIM

urpatb B «World of Warcraft» tak Beceno»™.

OCHOBHBIM BUJIOM KOMMYHHKalMK UTpokoB B WOW SBISIFOTCSI TEKCTOBBIC
4yaThl (MMEETCs TaK»Ke T0JIOCOBOM, OJHAKO OH HCIOJB3yeTcs pexe). YaT moxer
ObITh MyONMYHBIM: B TaKOM CIIy4ae PEIUIMKH TEepCOHaXa BUIHBI BCEM, KTO
HaxoauTcs Henojaneky. [TyOaudHbIi YaT AEMUTCS Ha KaHAJbl: OO, TOPTOBBIH,

JIOKaJIBHOM OOOPOHBI, MOWCKA TPYIIBI, HA0Opa B THIIBAWIO, KaHAIBI OTIEIHHBIX

> Number of World of Warcraft subscribers from 1st quarter 2005 to 3rd quarter 2015 (in millions) //
Statista. [Daexmponnwiti pecypc] URL: http://www.statista.com/statistics/276601/number-of-world-of-
warcraft-subscribers-by-quarter/

*® World of Warcraft. Blizzard Entertainment Inc. [Snexrponssiii pecype] URL:
http://us.battle.net/wow/en/?-
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TUiIbIUA W Tak nanee. Wrpoku MOryT OTIHPaBIATH JAPYT JPYyry HIPUBATHbBIC
coobOmieHns (3Ta (PYHKIMS HA3bIBACTCS «IIETOT»). HakoHel, mepcoHak HUrpoka
MOXXET TMPOSIBISATH OMOIMU: JUIsI 3TOrO0 HEOOXOAMMO BBECTH CIEIHUATBHYIO
KoMaHAy (Kaxaas KOMaHJa OTpaxkaeT ompeAeieHHyro sMouuio). Kak u B
COLIMAJIBHBIX CETSAX, UTPOKH BHYTpH Mupa WOW moryt nobGaBisth Apyr apyra B

CIIMCKH ApPY3€H.

MOBA-urpa Dota 2 (Defence of the Ancients 2) kocBenno cBs3ana ¢ WoOW:
nepBasi DOtA mpencraBisyia coOOW AOMOJHUTENBHYIO KapTy, pa3paOO0TaHHYIO
noJb3oBaresem i urpsl Warcraft 111 ¢ uconbp3oBanuem OecriaTHOTO peakTopa
ypoBHEH, npenocTaBieHHoro komnanuer Blizzard. Kak camocTostensHas urpa Ha
oTnenpbHOM KineHte Dota 2 Obina peanu3oBaHa pa3pabOTUMKOM C HUKHEHMOM
IceFrog, xotoporo mpuriacuia k cebe Ha padoty cryaus Valve. Dota 2 6buia
aHOHcHpoBaHa K Bbixoay k 2010 romy, okoH4aTelbHasi Bepcus Oblia BBITYIIEHA B
2013-m. Urpa pacnpoctpansercs uepes miardpopmy Steam mo cucteme f2p (anrm.
free to play): urpoBoii mporiecc MoOJHOCThIO OECIUIaTeH, OJHAKO MOYKHO IMOKYIaTh
JOTIOJTHUTENbHBIC WTPOBBIE mpeaMeThl. COrTacHO CTaTHUCTHKE, 3a TOCIICTHUHN

;
MecsII] B UTPY Chirpanu 6osiee 12 MiH 4eNoBeK’ .

Dota 2 — xomangnast wurpa. WrpoBod mpoliecc mpeacTaBisieT coOoit
Cpa)K€HHE, KOTOPOE 3aBEpIAETCS, KOr/ia pa3pylieHa 0a3a Kakoi-1nbo u3 KOMaH/I.
OOBIYHO OHO CpakeHue JAIUTCs oT 20 MUHYT J0 Yaca, KakKaas KOMaHIa COCTOUT
W3 TATA 4eloBeK. Wrpok ympaBiaseT OJHUM M3 TMEPCOHAXKEU-TepoeB ¢
(UKCHUPOBaHHBIM HAOOPOM crocOOHOCTEN. B Hauane cpakeHUll y Kaxjaoro repos
MEepPBBI ypPOBEHb, 3a7adya WIrpoOKa — Pa3BUTh CIIOCOOHOCTH Tepos 3a BpeMs

Cpa’XCHUA 1 HAHCCTHU MaKCHUMaJIbHBIN ymep6 KOMaH/JI€ IIPOTHBHHUKA.

OO6mieHre UrpoKoB Jpyr ¢ apyroM B Dota 2, kak u B WoW, peanuzyercs npu
MOMOIIIM YaTOB, TEKCTOBOI'O M TOJIOCOBOTO. TE€KCTOBBIM 4YaT MMEET JiBa KaHaja:

nyoJuuHbld  (KOMaHJa COMEpPHHKA TOXE BUIUT PEIUIMKA WUIPoKa) U

> OdpuumanbHsIii caiit Dota2. [Dnexrponusiii pecype] URL: http:/ru.dota2.com/
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BHyTpukoMauAHbli. B otmmune or MMORPG, dopmar MOBA-urpsr ne
MO/IPa3yMeBaeT HU JOJTOBPEMEHHBIX COIO30B UTPOKOB, HU JJIUTEILHBIX Oecen 00
untepecax. Yatr B MOBA sBnseTcs He CTOJBKO KaHAjJoOM OOIICHUS, CKOJIbKO
CIIOCOOOM CKOOPIUHUPOBATH KOMaHAy. UTpoKku B OOJIBITUHCTBE CIIy9acB pa3iaroT
Ipyr JOpYyry yKaszaHus, CcooOMmalT O MECTONOJOKCHHH  IPOTHBHUKA,
KOOTICPUPYIOTCS B TPYIIBI MO 2-3 dYejoBeKa JJI aTaKku Ha BPaKECKHHA TIOCT.
[ToMuMO KOHCTPYKTHBHBIX DPEIUINK, MTPOKH BBHICKA3BIBAIOT MHEHHE O KauyeCTBE
UTPHl COMEPHMKOB WJIM COKOMAHJIHMKOB, IIOPOM JOBOJBHO AKCIPECCUBHO,

OCOOCHHO €CJIM YEJIOBEK HUI'pacT XYiKC OCTAJIbHBIX U TAHCT BHHU3 BCIO KOMaHITY.

TexcroBoe W TroOJOCOBOE BHYTPUUIPOBOE OOIIEHHME MPUCYTCTBYET B
NOJIABJISIOEM OOJIBIIMHCTBE MHOTOIOJIB30BATEIbCKUX OHJIAWH-UTP, OAHAKO IS
UTPp PA3HOTO >KaHpa OHO BBIMONHAET paznuyHbie ¢pyHkuuu. 3agasa MMORPG —
clenaTh Tak, 4TOOBI WIPOK MPOBOAWI B HIPe KaK MOXKHO OOJbIle BpEMEHH.
MeTonoM mpuBIEYEHMs] CTAaHOBUTCSA co3laHue d(pdexTa NOrpyx eHus, demy
CIOCOOCTBYET OTOXKECTBJICHUE UTpOKa ¢ nepcoHaxeM (B ciydae ¢ WoOW monens
nepcoHaXka Jaxe crmocoOHa MUMHUYECKH TOKa3aTh AMOILUIO, 3aIaHHYI0 UTPOKOM),
OOLIUPHBIA BUPTYyaJIbHBIA MHpP, a TaKKe OOIIeHHWEe C JPYTMMHU WIPOKaMHU.
Pa3paboTurKy BBITOAHO, YTOOBI MIPOKH HAXOAMJIM JIIOJEH CO CXOKUMHU
UHTEpecaMu M 003aBOJMINCH JPY3bsIMH: KOTAAa MOSBISETCS BO3MOXHOCTh
BBITIOJIHATH 33JIaHUS B TIPUSITHOW KOMIIAHUH, YCUIIUBaeTCs 3PGEKT MOTpyKeHHsl, a
Tak)Ke BO3HMKACT JKEeJIaHUE MPOBOAWTH B Urpe Oonbie BpeMeHu. HeomHokpaTHO
OPOBOAMIIUCH  COLMAIbHO-AEMOrpaduueckue  HUCCIENOBaHMUS  ayAUTOPUHU
MMORPG, u oaHO U3 HUX MTOKa3aj0, uTo TpeTh urpokoB WoW 3Haer npyr apyra B
peanbHOM xku3HU. MOBA-urpsl xe mpuBIIEKalOT UTPOKOB HE 3a cueT 3ddekra
HOTPYKEHHsI, a 32 CUET JyXa COPEBHOBAHUS, CTPEMJICHUS TOOEIUTh, TOIPOOOBAThH
MIOUTPATh Pa3HBIMU TreposiMu. DYHKITHMS YaTa B TOW CUTYaIlMl — IOMOYb UTPOKaM

6I>ICTpO CKOOPAWMHUPOBATHCA, HEC IIpHJIarasa U3JIMIIHUX YCHHHﬁ.

DKCnepUMEHTHPYH, HEKOTOPBIE KOMIIaHUU pa3pabaThIBatoT

MHOTOIOJIb30BATEIbCKUE OHJIAWH-UTPBI, HE MPEAyCMaTPUBAIOIIYIO0 (YHKIIHIO
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KHBOTO OOIIEHUsT UTPOKOB NpyT ¢ apyrom. K mpumepy, B urpe The Endless Forest
2005-ro roma, pa3paboranHoW He3aBucumoi cryamedr Tale of Tales, urpok
yIpaBiIseT MEPCOHAKEM-OJICHEM M MOXKET OpOAUTH IO Jiecy, BCTpeyasl IPyrux
OJICHEU-UTPOKOB, OJHAKO HE CIOCOOEH C HUMM MOOOIIAThCS HU TEKCTOM, HHU

T'OJIOCOM.

3.2 «TBopem» u «IMOTPEOUTEIBL»: CO3AAHNE MOIOB, FTeHEPHPYEeMbIi
N0JIb30BaTeJIeM KOHTEHT

B3aumoneiicTBue wurpoka ¢ KOMIIAHHEH-pa3pabOOTUYMKOM HE  BCerna
OTPAaHUYMBAECTCS  MOTPEOJCHUEM  MPOU3BEICHHOTO  MPOJIYyKTa, TO  €CTh
MPOXOXKIEHUEM UTPhl. B HacTosiee BpeMsi OAHOM U3 paclpOCTPAHEHHBIX MTPAKTHK
spisgercss wMoxaauur (anra.  modding), wimm co3manwe MomoB (OT  ClIOBa
«vomudukarus») nuas [MK-urp. [Mox mMopauHroM mnoapasyMeBaeTCsi M3MEHEHHE
OPUTHUHAIBHOW WIPHI C TMOMOIIBIO CHEIUATBHOTO MPOTPAMMHOIO OOECIICUECHHS,
KOTOpPO€ 3a4acTyr0 MpeAoCTaBisieTcss OeCIUIaTHO KOMITaHUEH-pa3padoTYMKOM
urpbl. Pe3ynbTaToM MOJIMHra MOXET CTaTh KaK JOMOJIHUTENIbHBIM KOHTEHT K

Urpe, Tak U HOBas Urpa, pazpaboTaHHas HA OCHOBE OPUTHHAIILHOM.

CuuTaercs, 4To MOJIUHT ObLT Tomysgpu3oBan cryauei id Software. ITocne
Beimycka 1myrepa Wolfenstein 3D B 1992 romy kommaHuHs cTaja MpoJaBaTh
JIMIIEH3UI0 HAa TEXHOJOTHI0 WMrpbl. BeimmyctuB Doom B 1993 romy, id Software
MO elI€ AaJIbIIIe: KOJ UTPbl ObUT OTKPBIT UTPOKAM, U JIFOOOM >KeNaroiuii Mor
CO3/1aBaTh HOBBIE YPOBHU WIPHI. OTO MOJOXKWIO HAYalo PacHpoCTPaHEHHOM
CEroJiHsI TIpaKTHUKe MOAAMHTA (co3aaHrue MOAUGUKAIMNA UTPhl — HOBBIX JIOKAIUH,
npeaMeToB U T. A.): B 90-¢ rojapl MHOTHE pa3padOTUYMKK OBLIM KaTerOpUYECKU

IIPOTUB TAKUX BMCHIATCIILCTB.

ITo3auee mo cromam id Software monumm Paitt u kommauus Electronic Arts

npu co3gaHuM  wurpel  The Sims. Emé g0 Bbixoga wurpel PaliT TecHO
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B3aMMOJICUCTBOBAII C ayJIUTOPHUEH, MOTUBUPOBAJI UTPOKOB MPHUIYMBIBATH OJCKIY
JUTSL TIEPCOHAXEH, Y30phl 1Jii 000€B M MpouYMe JeTainu WUrpel. Pa3zpaboTumku
MO/IJICP>KUBAJIM CBS3b C HMTPOKaMU B pexkuMe oHJaiiH, U k 2000-my roay Oaromaps
MHOTOYHCJICHHBIM (DaHaTCKUM MouduKanusM The SImS Obuta y Bcex Ha CIyXy.
WucTpyMeHTHI IS co3anus Moaudukarui Obuk omyoaukoBanbl Electronic Arts

JI0 BbIXOJIa CAMOUW HUTPBI.

HekoTopsie MO/IBI OKa3bIBAIMCH HACTOIBKO YCTCIIHBIMH, YTO CO BpEMEHEM
IIEpECTaBaI ACCOLUMUPOBATHCS C OPUTMHAJIBHOM WIPOM M CTAHOBWINCH UIPOU
camocToaTensbHOl. Hampumep, ynomsinytele B gaHHoW pabore Dota 2 u Team
Fortress. Taxxke MoxxHO oTMeTuTh Iiyrep Counter-Strike, koTopslii co3maBajcs
kak momudukarms urpsl Half-Life. B 2004 roay Obuta paspaborana urpa Black
Mesa: pemeiik Half-Life na nmxke Source. Co3narenn Moaa COXPaHUIM CHOKET
opurvHasibHOW uUrpel 1998-ro roma, Ho ynyummiu rpaduxy (mepepadoranu Bce
TEKCTYPbl, MOJEIN U YPOBHM) U TeMILIEH. MOABI TAKKE MOTYT JIOMOIHATH CHOKET
OpPUTMHAJIBHOW WIpbl: K TMpUMEpYy, BbimymeHHas JeroM 2015-ro rona

moudukarus Portal Stories: Mel sinsercst npenpictopueit urpsr Portal 2.
MO>HO BBIACIUTH HECKOJIBKO TUIIOB MOAU(DUKAIIHN:

1. I'moGansHoe m3MmeHeHue. Ha ocHOBe OpUTHHANIBHON WIPHI, (PaKTHUICCKH,
co3jaercs HoBast Urpa. MeHsI0TCSl MPAaKTUYECKU BCE XYAO0KECTBEHHBIE 3JIEMEHTHI,
MOTYT ObITh BHECCHBI M3MEHEHHs B rerimiuterd. Counter-Strike otHocuTcs MMEHHO
K 3TOMY THITY.

2.  T'moGanpubiii epecMoTp. CoxpaHSETCsl BCEJIICHHAS U CIOKET UTPBI, MOTYT
OBITh BHECEHBI HW3MCHEHHMA B TeUMIUICH, ymydiieHa Tpaduka, HT0OaBICHBI
OT/IeJIbHBIC MOJIeNH U auanoru. [IpuMepom Takoit moaudukanuu seisercs Black
Mesa, cronga e moxHo otHectu Fallout: Project Brazil u Fallout: New Vegas,
KOTOPBIN MO3AHEE U3/1aIH KaK CAaMOCTOSITENIbHYIO UTDY.

3. Amnon, nomnonnenue (anri. add-on). JloOGaBiseT B UTPy HOBBIM KOHTEHT,

OObIYHO HeOONBIIOr0 Oo0beMa: HampUMep, OpYKHUE, OTIEIbHBbIE IPEIMETHI.
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CymecTByeT MHOXECTBO MOMOOHBIX Moaupukanuii urp The SimS, momyssipHbI
JOTIOJTHUTENBHBIE TpenMeThl auist Minecraft.

4, Heodurmaneupeiii mary. JInbo wucnpapiseT OMMOKHA, MPHUCYTCTBYIOUIHME B
ouIMaTEHOM MaTye UTpHI, JIUOO0 pa30JOKHPYEeT KOHTEHT, KOTOPBIM COIEPKUTCS B
¢aitmax urpsl, HO HE JEMOHCTPHUpPYETCS B OQUIIMAIBHOM reimiuiee. B kadecTBe
nprMepa MOXKHO MTPUBECTH NMATYM K TaKUM Hrpam, kak Vampire: The Masquerade
— Bloodlines, TES Oblivion.

5. Kacromuzanus unrepdeiica. BHeceHue BHU3yalbHBIX H3MEHEHHH B UIpY
(HampuMep, BHEIIHOCTh MEPCOHAXKEN, aKceccyaphl), HE BIMSIONIUX HA TEHMILIEH U
CIOKET UTPBL. BOoJIbIIOe KOMMYECTBO MOAOOHBIX MOJIOB BBIIUIO JJIs UTPBI SKYrim,

PABHO Kak U JJI1 MHOTUX JIPYTUX MOIYJISPHBIX KOMIBIOTEPHBIX UTD.

CymiecTByeT  HECKOJNIBKO  PECYpCOB,  IOCBAIIEHHBIX  CO3JaHUI0 |
pacrnpoctpaHeHuio MooB: Hampumep, Nexusmods, MODSonline. CaiiTel mose3HbI
KaK JUIS SKEJAIONIMX YCTAaHOBUTH MOJBI, TaK WM JUIS TEX, KTO 3aHMMACTCS WX
CO3/JIaHHMEM: TIOMHMO CaMHX MOJOB NYOJHMKYIOTCS CTaTbH, IOCBSIICHHBIC

Moau(dUKALUSIM U TeUMAU3aiiHy, CKpPUHIIOTHI, BHUJIEO, BEIETCA OOCYXJICHHE Ha

dbopyme.

OcHoBHOM MmIaTGopMol pacIpOCTpPaHEHHUSI MOJOB Ha CETOJHSIIHUN JICHBb
saBiseTcsl Steam, BKITIOYAIOmMUKA B ce0s, MOMHMO TIPOYUX CEPBUCOB, pa3ieci

«Mactepckas» (anrit. Workshop).

«B Mmacrtepckoit Steam cobpanbl Bce MOaUbUKAINH, CO3TaHHBIC UTPOKAMH, -
3/1€Ch Bbl MOXKETE€ MCKATh, 3arpyKaTh W J100aBIATh COOCTBEHHBIE MOAUBUKAIIUN
I Bammx urp. s pasHelx urp Macrtepckast UCIONb3yeTcs mo-pasHomy. s
HEKOTOPBIX, HampuMmep, g Team Fortress 2, BbI MOXETe c037aBaTh HOBBIC
npeaMeThl (Takue Kak IUIAINbI, OPYKHUE, 3HAYKH, O0YBb U T. J.) U NPEICTABISITh UX
Ha paccMOTpeHue Juis joOaBieHus B urpy. s apyrux, Hampumep, s Elder

Scrolls V: Skyrim, co3mgarenn momudukanuii MOryT mMyOJIMKOBaTh CBOM PabOTHI
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npsiMo B Mactepckyto, 4YTOOBI JpYru€ UIPOKM MOTJM TMOJMUCAThCS Ha

o 58
MOI[I/I(i)HKaIII/II/I, KOTOPBIC OHU XOTAT IIO63.BI/ITL K CBOCH UTPC» .

Hexortopple uccienoBaTend HapaBHE C MOJAMH OTHOCAT K CO3AaHHOMY
N0JIb30BATENSIMH KOHTEHTY TaKOW JKaHp, Kak MammHuUMa (aHri. machinima ot
CIIOB «Machine» — mammHa ¥ «CiNeMa» — KWHO) — BUACOPOJIMKH, KOPOTKHE
CKeTYM, CO3/IaHHBIC TIPH HWCIIOJIB30BAHUH PECYPCOB TpadUveckoro JBHKKA

BHUJICOUTIPHI.

Moaudukauuu urp co3aarTcs Kak NpodeccHOHaIbHBIMU pa3padoTUYNKaMH,
Tak W reiMepamu-mooutenamu. HekoTopele, 0co00 ycCHEIIHbIE MOJIBI, CO
BPEMEHEM YTPauMBAIOT CTATyC MOJAU(DUKAIMM U MEPEXONAT B KaTErOpHIO
CaMOCTOATENBHBIX BHAECOUTP. MHOTHE KOMMIAHUHU-Pa3pabOTYUKU OECIUIaTHO
OPEJOCTABIIAIOT  MPOTrpaMMHOE  oOecrnedyeHue Juisi  CO3JaHusl MOJOB U
IPUBETCTBYIOT pa3paboTky Moaudukauuid. CoOCTBEHHOPYYHO CO3JaHHbIE
Moau(dUKaM MOXKHO pacHpoCTpaHsATh Ha Tuiardopme Steam — kpymHeHien
TOProBOM  TUIOMIAAKE, AaCCOPTUMEHT KOTOpoW HacuuThiBaeT Oosiee 6500
KOMITBIOTEPHBIX UTp. Takum oO0pa3oMm, HCUE3aeT YeTKas TCpaHula MEXIy
CO3JaTeNIIMU U MOTPEOUTENIMH KOHTEHTA, KaXIbI YYaCTHUK COOOIIECTBA MOXKET

BBITIOJIHATH U TY, U JIPYTYIO POJIb.

3.3 [lnardopma Steam, nonyasipu3anusi MHIAU-UTP

[Tnatdpopma Steam sBIsgeTCS YHUKAIBHBIM B CBOEM pOJIE CEPBHCOM,
00BEMHUB TPOrPaMMY-KJIMEHT, OHJAH-MarasuH W CcoOOIIecTBO. Steam oxazai
3HAUMTEIHLHOC BIMSHHEC Ha PBIHOK He3aBucuMbIX [IK-urp, mnpemoctaBus
HEU3BECTHBIM pa3paboTYMKaM BO3MOXKHOCTH TIOKa3aTh ceOs W MpoaaTrh CBOM

MNPOAYKT C ropa3ao MCHbIIMMHU 3aTpaTaMi, YCM B OOBIYHOM MarasmHe.

%8 Steam Workshop. [Dnexrponnsiii pecype] URL: http://steamcommunity.com/workshop/workshopsubmitinfo/
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Ha uudposom perake urp ms [1IK Steam siBnsieTcst 6€3yCIOBHBIM JIHIEPOM.
K mpumepy, B 2011 roxy nponaxu urper The Witcher 2 yepe3 Steam cocraBmimm
200 ThIC. 3K3eMIUIIpOB — NPOTUB S50 THIC. 4Yepe3 KpyIHbIE UIPOBBIC OHJIANH-
marasuael. B 2012 roxy cosmatens mHau-urpbl Beat Hazard zapaGoran 2 mutH.
JI0JIJIAPOB MCKJIIOUMTENBHO OHJIAMH-TIPOJAXKaMU WIPbI, HE MOTPaTUB HU IIEHTA Ha
BBIIYCK TUCKOB, OOJIOKEK U Mpouel aTpuOyTUKH, 0€3 KOTOPOil Mpoiaxa Urp BCETO
HECKOJIbKO JIET Ha3aJ MNpelCcTaBiisachk HeMbICIUMON. 70% 3TOH BBIpYYKH OBLIO

3apaboTaHo mpu moMory Steam”.

[Tnardpopma Steam Obuta paspabotana kommanuen Valve, omnum wu3
KPYITHEUIINX MPEICTaBUTENEN WIPOBOW WHAYyCTpuH. llepBoHayanbHO B IUTaHAx
KOMIIAaHUH OBLIO CO3/1aHUE TUIaT(HOPMBI UCKIIFOUUTENBHO JIJIs1 COOCTBEHHBIX HYXKII:
CTPEMUTENFHO POCia MOMYJIIPHOCTh MHOTOTIONB30BaTeNbckix urp Counter Strike
u Team Fortress, yBeaIu4uBajioCh YHUCIIO UTPOKOB, U BCTaJ BOIPOC O pa3padOTKe
yIOOHOTO MHCTPYMEHTA Il aBTOMATHYECKOIOo OOHOBIIEHUS UTP, KOTOPBIA NpHU

ATOM oOecrieurBa Obl 3aIUTY OT MUPATCTBA U YUTEPCTBA.

Pa3paboTKy cucTeMbl HaMepeBallCh OTAATh HA ayTCOPCHHT, OOpaIlaInch K
pa3HBIM KOMIAHUSM, CPEIU KOTOPBIX ObLTH W ruranThl Bpoae Microsoft u Yahoo!,
OJIHAKO COTPYIHHYECTBO HH C OJHOW W3 HUX HE CIOXWIOCh, U B mrore Valve

3aHATIACh CO3JaHUCM CCPBHUCA CAMOCTOATCIIBHO.

B 2003 romy coctosuicsi OoGUIMAIBHBIM pPen3, OAHAKO HCIOJIb30BaHUE
KJIUeHTa Steam s MOJHOLEHHOTo JOCTyNa K HrpaM HEKOTOpOe Bpems
OCTaBaJIOCHh ONMIUOHAIBHBIM. B 2004 romy Obuta BeimymieHa urpa Half-Life 2, mis
KOTOpPOM yCTaHOBKA KJIMEHTA cTajla yxe 00s3arenbHbIM yeinoBueM. A B 2005 rony

B St€am nosBUIIMCH MEPBbIE UTPHI APYTUX KOMIIAHUU-PA3paOOTUNKOB.

> Knenuxosa E. B. Ounaiin-riatdopma Steam: opMaT, B3aUMOJICHCTBHE C ayIUTOpHEH, BIUIHIE HA
UrpoByto uHaycTpuro. M., 2015. [Dnexkrponnsiit pecype] URL: http://vernsky.ru/pubs/5956/Onlayn-
platforma_Steam_format_vzaimodeystvie_s_auditoriey_vliyanie_na_igrovuyu_industriyu
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K Hacrosimemy BpeMeHH CepBHC, KOTOPHIM MOJb3yeTcs yxe 6osee 125 miH.
YeJI0BEeK, 3HAYUTEIbHO PACHIMPHII CBOW (PyHKIMOHAN. Bplaenstorcs ciemyromye

3ajlauyl ¥ pasiesbl OHIaWH-TUIATPOPMBI.

1. OcHoBHass ¢yHKUIMS HE HM3MEHWIach: Steam — mnporpamma-KiaueHT ISt
YCTAHOBKM W TPOXOXKACHUSA Urphbl. DaKTUYECKH, UTPOK, HCIOIB3YIOIIHI 3TOT

CCPBUC, ITIOJIHOCTBIO OT HCT'O 3aBUCHUT.

2. [udpoBoit wmarasmn kommeioTepHbIx wurp mmsa  IIK: depes  Steam

pacmpoctpansiercs 6osee 6500 urp.

3. Coo011ecTBO: HOBOCTH, PYKOBOJCTBA, IOMOIL, BHJEO0, 0030pnl. Croma
BXOJIUT W OOIICHUE MEXKTY MOJIb30BaTeIAMuU: (popymbl Steam, hopyMbl OTIETBHBIX
Urp, OOCYXXJCHHS, BO3MOXXHOCTh IIOJICIUTHCS CBOMM KOHTEHTOM (HAIpuMep,

PUCYHKaMH ).

4, Macrepckasd: coaepkUT MoAUGUKALMK JUIsl WP, CO3/JaHHbIE Kak

KOMITaHUSIMU-Pa3pabOTUNKaMU, TAK U CAMUMHU UTPOKAMH.

5. Steam Greenlight — cucrema, ¢ momomIpI0 KOTOPO#l MONB30BATENN MTyTEM
rOJIOCOBAHMS CaMHU BBIOMPAIOT WIPBI, KOTOpBIE OYIyT BBINYIICHBI B Steam.
Pa3paboTunky, dYTOOBI TPENJIOKUTH HA PACCMOTPEHHE COOCTBEHHYIO WIDY,
HE00sI3aTeIbHO JIAXKE MMETh CBOIO KOMITAHHIO: JOCTAaTOYHO JIUIIL TPEIOCTaBUThH
HEO0OXOIMMBIC JaHHBIE 00 Urpe (omMcaHue, CUCTEMHBIC TPEOOBAHUSI, CKPUHIIIOTEHI,

BHUJICOPOJIMK C MTPOLIECCOM UTPbI) U BHECTH OJTHOPA30BbIN JIEHEKHBIN B3HOC.

6. ToproBas miomaaka: Mojab30BaTeId MOTYT NpOJaBaTh WM OOMEHUBATH
OpeaIMeThl U3 CBOETO HWHBEHTaps: (MrpOBBIE BELIM, OpYyKuWe, OpOHIO Ha

OIpCACIICHHBIX HepCOHa)KeI;'I, KOJUICKIOMOHHBIC KAPTOYKHU U T. I[.).
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1. Tpancnsauuu: panaTckuii 1 opUITMATHHBIA BHICOKOHTEHT I BCEX UTP U
nporpamm Steam. Tpeinepsr, 0030pbI, MPOXOXKICHUS, MPSAMBIC TPAHCISAIUU
MaTyeil BO BpeMsl YeMITMOHATOB (HapUMeEp, 10 MHOTOIIOJI30BaTEIbCKON OHJIalH-

urpe Dota 2).

bnaronaps mnatdopme Steam moCTyIl K ayTUTOPHUH TIOTYYUIN HE3aBUCUMBIC
NPOCKTHI, HE OTHOCSINMECS K KPYIHBIM CTYIUSIM. TEpMUH «UHIAH-UTPaAy
HOJPa3yMEBacT BHJICOUTPY, CO3JaHHYIO pPa3paOOTUYMKOM, HE HMEIONIUM
HOJIICPYKKA KOMITAHUH-W31aTeNs Urp. MHIU-Urpbl acCOIMUPYIOTCS Y MHOTHX C
IKCIIEPUMEHTAaMHU U TTIOMCKOM HOBBIX Ujei. HecMoTpst Ha TO, 4TO Cpei HUX MHOTO
CJIa0BbIX, HEKAYECTBCHHBIX IPOCKTOB, OTACIbHBIC UIPHI CTAHOBITCS HACTOJIBKO

MOMYJIIPHBIMHA, YTO OIICPCIKAIOT I10 IIPpOAaKaM KPYITHBIC KOMIIAHHWH.

K mpumepy, urpa World of Goo crana ogHOl U3 caMbIX MPOJaBaCMbIX UTP
2008-ro roga®. Ee refimmieii CBOIHTCS K TOMY, YTOOBI CTPOUTD GALIHH H MOCTBI
U3 CYIIECTB, MOXOXMX Ha He(TSIHbIE MIApUKU C riazaMmud. PaspaboTana urpy
komranust 2D Boy, cocrosmias w3 AByX 4elOBEK, KOTOphIE paHee Obun
cotpynaukamu Electronic ArtS, HO mouyBcTBOBaJIM, 4TO paboTa B KPYIHOMH
KOPTOpaIliy HE I HUX, U PEIIIIIHA 3aHATHCS CBOUMHU COOCTBEHHBIMH ITPOCKTaMHU.
Wrpa Minecraft, paspaborannas B 2011 rogy HIBeACKMM MPOrpaMMHCTOM M.
[TepccoHoM, TakKe SIBISETCS HE3aBUCHUMOM, YTO HE OMEIIANIO €M CTaTh OJHOW U3

CaMbIX YCIICIIHBIX UTP B UCTOPHUU HHAYCTPUH U YAOCTOUTHLCA HECKOJIBKHUX Harpal.

WHu-urpsel, Kak ¥ MOIU(PHUKAIINH, SBISIOTCS MOJATBEPKIACHUEM TOTO, UYTO HE
00s13aTeIbHO OBITh «B MHIYCTPUH» I TOTO, 4TOOBI CO3/aBaTh BUIACOUTPHI. TOT
(akT, HaCKOJILKO CHJILHO BJIMSIHUE TOJIb30BaTeleli B cucteme Steam Greenlight, B

O4YEepEeNHOM pa3 JAEMOHCTPUPYET, 4YTO M CO3HATENb HWIPbI, W MOJIb30BATEb,

% Sahana Mysore. How the World of Goo became one of the indie video game hits of 2008 // VB. 2009. 2
sHBapsl. [DnekrpoHHbiid pecype] URL: http://venturebeat.com/2009/01/02/the-world-of-goo-became-one-
of-the-indie-hits-of-2008/
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BO3JICICTBYIOT JIpyr Ha JApyra B LU(pOBOW cpeie HE B OJHOCTOPOHHEM, a B

ABYCTOPOHHCM ITOPAIKC.

3.4 BU1eOKOHTEHT: JIeTCILIEH, JABCTPUMBbI, TPAHCJISIIIHU

HFpOBOfI BHACOKOHTCHT — IIHUPOKOC IIOHATHC, B paAMKaX KOTOPOI'O MOKHO

BBIACIUTH HCCKOJIBKO I'PYIIIIL:

o(HIMaTBEHBIC TPEHIICPHI BUICOUTP;

® KHUOEPCIIOPTHUBHBIE TPAHCIISIINN;

e 0030pbl, Kak MpodeccCHOHANIbHBIC, TaK U JIIOOUTEIHCKUE;

e npoxoxaenus urp (walkthroughs);

e JleTcIuieH (He BCET/Ia MOPa3yMeBalOT IMOJIHOIIEHHOE TIPOXOKICHHE);

® JIAaliBCTPHUMBI.

Ecnu paccmarpuBarh NaHHBIE KaTETOPUU B KOHTEKCTE WHTEPAKTUBHOCTH,
WHTCHCUBHOM KOMMYHHUKAalMM IIOJIb30BATEIEH, a TAaKXKE CIreHEPUPOBAHHOTO
MOJIb30BATEJIEM KOHTEHTa, TO HauOojee TMONYyJIPHbBIMU CETOAHS SIBISIOTCA
JeTCIUIeM W JalBCTpuMbl. Tpeiieppl urp — oduuuanbHas HHPOpMaLus,
KUOEPCIIOPTUBHBIE  TPAHCIALMU  TAKXKE  CHOHCHUPYIOTCA M NPOBOJSATCS
koMranusimu.  Kubepcnopr  npusHaH  AMEpUKOM  BHUJIOM  CHOpTa  Ha
rOCy/lapCTBEHHOM YpOBHE, BbE3]l Ha COPEBHOBAaHHSA OOECIeuYMBaeTCs IO BHU3E
npodeccuonansHoro atmiera. CornacHo craructuke, B 2013 romgy okxTsaOpbckoe
copeBHOBaHMe backetOonbpHOM Jlurm mnocmoTpeno 15 MiH 4yenoBek, a 3a
MPOBOJUBIIMMCS B TOM JK€ MeCSIC 4YeMIHMOHAToM I10 Buacourpe League of

Legends cireauo yixe 32 MIH 3pUTeIeH .

*! Leo Mirani. Last year, 71 million people watched other people play video games // Quartz. 2014. 3
anpens. [Dnekrponnsiit pecype] URL: http://qz.com/195098/last-year-71-million-people-watched-other-
people-play-video-games/
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[lo mHeHHIO HccleoBaTeneil, HeyTUXamas MOMyJIIPHOCTh Kubepcrnopra
KpPOETCA B CIIEAYIONIEM: 32 KHOEPCIOPTUBHBIMU COPEBHOBAHUSMHU MO OObIICH
yacTH HAOIOJAIOT JIIOJIM, KOTOPhIE CaMH PETYyJISIpPHO MIpaloT B BHUJICOUTPHI, U B
IPOCMOTPE TPAHCISIMM OHU BHIAT BO3MOXHOCTH HE TOJIBKO PaccliadUThCS |

XOPOIIIO MPOBECTU BPEMS, HO M HAYUUTHCA Y MPOPECCHOHATIOB YEMY-TO HOBOMY.

Jlercrneit (anrn. let’s play) — Buaeopoink, KOTOPBIA MPEACTABIAET COOOM
3aliCh ~ WTPOBOTO  IIpollecca  KOHKPETHOTO  TOJIb30BaTeNs,  OOBIYHO
COIIPOBOXKJIAEMOTO KOMMEHTapUsAMHU IOJb30Barens. JIETCIICHHBIE  POJIMKHU
pa3MeInarTcs TJaBHBIM o0pa3oM Ha YouTube. BumeoOnorep ¢ HanOOIbIIUM
KOJM4eCcTBOM mnoAanucuukoB (Oonee 43 muH) . YenpOepr, M3BECTHBIA MOJ
HukHeiiMom PewDiePie, 3aBoeBai MomyssIpHOCTh B MEPBYIO ouepeanb Ojaromaps
aetrcruiesiM. D. MaiiGepr B cBoel cTaThbe OOBICHSET, NI Yero JIIOJU CMOTPST
JeTCIJICH, TPUBOMAS B KadecTBE MpHMepa MPOXOXKICHUS XOppop-urp, obparmas
BHUMaHHE, YTO 3HAYMTEIBHYIO YacTh paHHUX JerciuieeB PewDiePie cocraBisioT
IPOXOXKACHUS XOPpOp-uUrpbl Amnesia, u apyrod HM3BeCTHBIA BuaecoOsorep M.
dumbax (Markiplier) takxe NpuBJIeK BHHMaHWE IOANMACYMKOB, BBIKJIAIbIBAS
poxokieHus xoppop-urp. [lo muenuto MaiiGepra, rmaBHasi IpUYMHA POCMOTPA
TaKUX BUACO — HAOJIOICHNE 3a Yy>)KUMH AMOIMSAMU; MPUATHEE CMOTPETh, KaK KTO-

62
TO OOUTCS, 4eM OOSITBCS CAMOMY .

JleTcruien mpuBieKarOT MO0 3a CUET Xapu3Mbl BUcoOJorepa, 00 Korma
MOJIb30BATEII0 HMHTEPECEH CIOKET W BU3YyalbHas COCTABISIONIAs WIPHI, HO
MIPOXOJIUTH ee CaMOCTOSITEIIEHO HET
BpEMEHU/YMEHUN/TePIICHU S/ >)KeTTaHUS/ TEXHUIECKOM  BO3MOXKHOCTH  (HAmpuMmep,
€CIIi UTpa — SKCKIIO3UB JJIsi KOHCOJIM, & B PACMOPsHKEHUH TOJB30BaTENs TOJIBKO
[1K). TlosBmiock naxe BBIPAKEHUE «IIPOUTH WIPy Ha 10TyOe» (B 3HAYCHHUH

«MOCMOTPETh  JIETCIUIEN»):  CKJIAAbIBAE€TCA  CUTyallds, KOrjga  KOHTEHT,

%2 Emanuel Maiberg. Why Horror Games Are More Fun to Watch Than Play // Motherboard. 2015. 30
okTs0ps1. [Dnekrponnsiit pecype] URL: http://motherboard.vice.com/read/why-horror-games-are-more-
fun-to-watch-than-play
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CTCHEpUPOBAHHBIA TMOJB30BaTeNieM (BHIE00JIOTEpOM, TPOIISANIUM WIPy W
3aMUCABIINM MPOXOXKJICHUE), CIYXKUT JJisl JPYroro TMOJIb30BaTeNsl (3pUTENIs)

3aMCIICHUCM OPHUTMHAJIBHOTI'O KOHTCHTA.

[Tox nercruieeM B OOJBIIMHCTBE CIIyYaeB MOHUMACTCS 3aITUCAHHOE BHUJICO, B
TO BpeMsl Kak JIaiBcTpuMHHT (aHri. live streaming) — mpoxoKJACHHE HIPHI B
npsiMOM 3(QHpe C HCIOJB30BAHUEM CHEIHAIBHBIX CEPBUCOB ISl TPAHCISAINH.
HauGosnee 3HaunmbpiMu IutaTGopMaMH U CTpUMHUHIA sABIsioTcs  YouTube
Gaming, Hitbox.tv, Mirrativ u Twitch.tv. Twitch.tv — xpynHelimas w3

MEePEYUCIICHHBIX IIaTPOPM.

JlaitBcTpuMUHT HaOupaeT momyJsipHocTh HauuHas ¢ 2009 roma, KoMmaHus
Twitch Obrma ocHoBana B 2011-M ¥ Ha MaHHBI MOMEHT HAcYUTHIBaeT Ooiee 1,7
MUJIMOHA BIIAJCNIbLEB KaHamoB. TWItCh.tv mo3umuoHupyeT ceOs Kak IUIOIIaaKy
JUJIE TEMMEPOB U, COTJIACHO OMMCAHMIO Ha CaWTE, «OXBATHIBAET BCIO HHIYCTPHIO
BUJICOUTD, BKJIIOYAsl pa3pabOTUMKOB, U3AATENICH, TIOMIAIKH, COOBITUSI, CO3aTeei

63
MaTepualioB U BECh MUP KHOEpCTiopTay .

JIaiiBCTpUMUHT MpEACTaBISET CO00M MyONMUYHYIO TPAHCIAIUIO aylau0 WM
BUJIEO C TApPAJUICIIbHO OTKPBITBIM dYar-KaHajioMm. llosb3oBarenu nanBcTpuM-

1aT(GOPM JIENATCS Ha HECKOJIBKO KaTeropuil:

e Crpumepbl (aHria. Streamer) — mMoNb30BaTENd, KOTOPBIC 3alUCHIBACT
TpaHcisiuu.  [IOTOK  TpaHCHSIUU  BBITISAUT Kak BUICOM300paKeHUE
refMIuIes, HEMmOCPEICTBEHHO MPOIecca MPOXOXKIACHHUS UTPHI, a TAKXKE IMOKa3
caMoro cTpuMepa, OOBIYHO B HEOOJBIIOM OKHE, 4YTOOBI HE CHIIBHO
OTBJIEKATh OT TEUMILIESL.

o @ostosepsl (anrn. followers) — s3purenu, perynaspHo HaOMomaromue 3a
TPAHCISIUSAMU CTPUMEpPA: MPU BBIXOJIE HOBOM OHU MOMYYalOT HA IMOYTY

COOOIIEHHUE.

%3 Twitch. O mporpamme. [dnexrponsiii pecype] URL: https://www.twitch.tv/p/about
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e Moaeparopbl — 3pUTENN, KOTOPBIE CIEIAT 32 aAMUHUCTPATUBHBIM HOPSIKOM
B yare.

e [lapTHepbl — CTpUMEpHI, MOJYYAIOIIME 3a TPAHCIALUU IUIATy (IJIs 3TOTrO
HaJ0 HMETh OMNPEIEICHHOE KOJUYECTBO PETYISAPHBIX MOANUCYUKOB U
NEPUOINYECKH MTOKA3BIBATH PEKIIAMY);

e [loamucuMkyn — 3pUTENH, NOANMCABIIMECS HAa CTPUMEpPAa M BHOCSIIUE

HEOOJIBIIYIO ©XKEMECAYHYIO IJIaTy, TOJOBUHY KOTOPOU MOJTy4aeT CTpUMED.

OOBIYHO TPOLECC CTPUMHUHIA BBIVIAIUT CIEAYIOIIUM 00pa3oM: CTpUMEP
IIPOXOAUT WUIPY, KOMMEHTUPYET CBOM JECUCTBHS WM NAPAJUIEIBHO OTBEYAET Ha
HEKOTOpbIE COOOIIEHHS W3 YaTa. 3pUTENd OOIIAloTCs B 4are, MOJEpaTopbl

PETYIHPYIOT MpOoIecc.

JIronu CTAaHOBSTCS IMOJIB30BATENSAM JIAUBCTPUM-ILIATGOPM JIMOO €CiH, KaK U
B CIIydYae ¢ JIETCIIeepaMHt, €CTh )KeJIaHUE O3HAKOMHUTHCS C TeMILIeeM KOHKPETHOMN
UTPBI, INOO0 paju OOIIECHUSI, KOMMYHUKAIIUH, JIJIS1 TOTO, 4YTOOBI C(HOPMHUPOBATH CBOE
HeOospmoe  coobmectBo.  KommyHukanmuss Ha  JailBeTpuM-miaTdopmax
HallOMUHAaeT KOMMYHMKAIMI0 B OHJIAWH-UTpPax, OJHAKO 3AECh IOJIb30BATENN
BCELEJIO T0JIaraloTCsl Ha UTPOBOM OMBIT CTPUMEPA U BBICTYNAIOT B POJIM 3PUTEII,

pasaensis noJly4aeMblii CTPUMEPOB UTPOBOM OIBIT JUIIb KOCBEHHO.

Ha oOmienue 3puteneit Ipyr ¢ APYyroM U CO CTPUMEPOM CHUJIBHO BIIHSIOT
Takue (PaKTOphl, KaK OTHOILIEHHE U CTEMEHb APYKEIOHOCTU CTpUMEpa, Tak U
KOJIMYECTBO 3puTenieid B uvare. Uem Oosblile 3puTeneid, TeM OOJblIE CTpUMED
MOJIy4aeT JEHEer, OJHAaKO OOIleHHEe B Yarax, rJe OJHOBPEMEHHO HaXOIUTCS
HECKOJIBKO COTEH YeJIOBEK, TOBOJBHO OBICTPO MEPECTAET ObITh KOHCTPYKTUBHBIM U

CKaTbIBACTCs B XaOC.

C POCTOM IOIIYJIIPHOCTHU CTPUMHHI'A B OHHaﬁH-HSﬂaHHHX CTaJIu ITOABJIATBHCA
CTaTbH HA TCMbI «KdK IIOATIOTOBUTHCA K TPAHCIIAIHNHNY, «KAK Ha Hel 3apa60TaTL».

ABTOp OJHOM W3 TMOJOOHBIX CTaTed PEKOMEHIyeT He 3a0blBaThb O HAJIUYUHU
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3pHT€JI€I>i M BCCT /A ACPKATh B YMC, 4TO IIPpAMas TPpaHCIIAIWA — 3TO IIPCACTABJICHUC,
HC 3aHUMAaThbCA caMoueH3yp0171, Y3HaBaTb ayaAUuTOPUIO M HC IIOJAaBaTbCA Ha

« 64
HalraJIK HCAJICKBATHLIX 3PpUTCIICH .

IlogBoas wWTOrM, MOXHO CKa3aTb, 4YTO, BO-IIEPBBIX, B MIPOBOU Cpele
TOSIBJIIFOTCSL U TIOMYJISIPU3YIOTCST HOBBIE (DOPMBI KOMMYHUKALIMU U TPOUCXOJUT
MOHETH3alUd 3TUX KOMMYHUKATUBHBIX IIPOLIECCOB, BO-BTOPBIX, HEKOTOPbIE
[I0JIb30BATENIM  MOTYT 3aMEHUTb OIIBIT UIPHl B OHJIAWH-UIPBI IIPOCMOTPOM
JAUBCTPUMOB M JIETCIUIEEB, U HAKOHEI, YTO IOJIb30BATEILCKAUA KOHTEHT MOYKET
3aMECTUTh OPUTHMHAIbHBINA: CTAHOBUTCS HEOOS3aTEIbHO CAMOCTOSTEIbHO UTPATh B

UTPY, UTOOBI €€ KIPONTH.

* K. Thor Jensen. How to stream video games for fun and profit // Geek. 2016. 28 mapTa. [D1eKTpOHHBII
pecypc] URL.: http://www.geek.com/games/how-to-stream-video-games-for-fun-and-profit-1650749/
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3akJIoYeHue

B mepBoii riaBe HCCIEIOBAHMUS Mbl ONPENEIWIN TOJKOBAaHUE TEPMHUHOB
«BUICOUTPA» M «KOMIIBIOTEpHAs WIPa», MOCJIE YEro pPacCMOTPEIM OCHOBHBIE
3Tarbl BO3HUKHOBEHUS, Pa3BUTHS U CTAHOBJICHHS UTPOBOM MHAycTpuu. [lanee 611
MPOBeNIeH 0030p HanboJiee pacpOCTPAHEHHBIX KaHPOB BUJICOUTP U J1aHA KapTHUHA
COBPEMEHHOTO  COCTOSIHUSI UIPOBOM HMHAYCTPUHU: TIEPEUHCIECHBI KPYIIHbBIE
KOMIIaHUH, TpUBEJeHa reorpaduueckas u aemorpaduyeckas cTaTUCTHKA. Takxke
Ha 0a3e psna nmyOnMKanuil B MHTEPHET-U3AAHUSX U SMIHUPUUYECKUX HAOIIOACHUN
ObLIM BBISABJICHBl TJIABHBIE TPEHIbl WHIYCTPUU, B YHUCIE KOTOPBIX MOSBICHHUE
HOBBIX OM3HEC-MOJEINeH, yBeIMUEHHE KOJIMYECTBA Ka3yaJbHBIX UIp, MOJpakaHue
HE3aBUCHUMBIX Pa3pabOTUYMKOB CTUIUCTHKE Buaeourp 1980-x romos, crpemieHue

CO3/1aTh ONTUMAJIBHOE YCTPOMCTBO MOTPYKEHUS B BUPTYAIbHYIO PEATbHOCTb.

Bropass uacte Oblla MOCBSINEHA H3YYECHHIO BHICOMTP KaK IpeaMeTa
aKaJeMHUYECKON TUCHUILUIMHBI. BBIIH pacCMOTPEHBI IIEPBHIE HOMBITKH M3yYCHUS U
Iepexoa OT HUX K CaMOCTOSATENBHOM AucuuIuiiHe game studies. Yike B pamkax
game studies Mbl BBIACINIM OCHOBHBIE HAMpAaBICHHUS HCCIIEIOBAaHHM, Ha3Bald
KITr04YeBbie (pamuuu. belio 00HapyKEHO, YTO BUACOUTPHI H3yUYaad M IMPOI0JIKAIOT
U3ydaTh CIICIHAIUCTHI Pa3HBIX IUCIMILIMH, B TOM YHClIe MeauaBeneHus. Jlaee
MBI IPOAHATU3UPOBAIN U3yUECHUE BUACOUTP KaK 00BEKTA HOBBIX MEIUA: TSI 3TOTO
Ha OCHOBE HECKOJBKUX MCCJIEIOBATEILCKUX pAaOOT OBLIM ONMpECcIIEHbI OCHOBHBIE
OpU3HAKM HOBBIX MeIna, a TaKKe PACCMOTPEHBI OTAEIbHBIE MCCIICIOBAHM,
aBTOPHI KOTOPBIX MPUYMCISIOT BUACOUIPHI K HOBBIM MEAHAa. BBISCHHIOCH, YTO
HOBBIC Meaua, Kak U game studies, siBisieTcss 00J1acThI0 U3yUeHHUs, HE MMEIOIEeH
€IMHBIX OOLIECIPU3HAHHBIX METOAOIOTHH M MIOHATUIHOTO aIapara, B CBSI3U C YeM
MBI CpPaBHUJIM M COIOCTABHJIH XapaKTEPUCTHKH, MPEIOKEHHBIE pPa3HBIMU
aBTOpaMH. B KauyecTBe KJIIOYEBHIX YEPT HOBBIX Meaua OBUIM BBISBICHBI
JTUTUTATILHOCTh, MHTEPAKTHBHOCTh (HEKOTOPBIE HCCIIEIOBATEIN OTMEYAIOT 3TO
IOHATHE KakK CIOPHOE), BHPTyalbHOCTh. Kpome TOro, psa wucciemoBareneis

OPUYUCISIET K OCOOCHHOCTSIMHU HOBBIX MeEJHa MpPEBpalleHHUE «IOTPeOUTess» B
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«I0JIB30BATCJIsI» MW Pa3MbIBAHUC TI'paHUL] MCKAY CO3AATCIICM KOHTCHTA MU

ayJIMTOPUEH, SISl KOTOPOM OH MpeIHa3HAYEH.

B Tperheit wacTm MBI NPOAHAIM3UPOBAIN  BBIICICHHBIE  YEPTHI
NPUMEHUTEIHHO K PEATbHBIM SBJICHHSM, OoOpalias BHUMaHHE Ha OCOOCHHOCTH
KOMMYHUKAIIM B WrPOBOM coobmiecTtBe. bwima paccMoTpeHa, BO-TEPBBIX,
BHYTPUUTPOBasi KOMMYHHKanus Ha npumepe urp xkanpa MMORPG u MOBA kak
KBHUHTACCEHITNSI UHTEPAKTUBHOCTH, BO-BTOPBIX, YHHUKAIBHOCTh TUTaT(GopMbl Steam
U BIUSHUC ayJIUTOPUM HA TMPOIECC pa3pabOTKU HWHIU-UTP, U B TPETHHX,
reHepUPYEMbIid MMOJIb30BATEISIMA KOHTEHT Ha MpUMepe MOAU(PUKALINMA, JIETCIICEB

Y TPAHCIISIIAM.

Taxkum o6pa30M, Ha OCHOBC ITPOBCACHHOI'O HMCCICAOBAHUA MOXHO CACIIATH

CJIICaAyromue BbIBOJADBI:

1. BI/II[COI/Il"pI)I ABJIIOTCA HOBBIMM MCHA, OTBCYasd BCCM BbBIACILICMBIM

HCCICAO0BATCIIIMU Tpe6OBaHI/I$IM.

2. OnHoll M3 4YepT HOBOM MEIUACPENbl SIBJIAETCS Pa3MbITUE TPAHUIl MEXKIY
co3faTelieM KOHTEHTa U €ro MOTpeOuTeNeM: 3Ta 4YepTa SBIIETCS OCOOCHHOCTBHIO
KOMMYHUKAIIUM B HMTPOBOM COOOIIECTBE M B3aMMOJICUCTBUS TOJI30BATENS U
pa3paboTyuKa, 4TO SBJISETCS CJICACTBHEM BBICOKOM CTETIEHH MHTEPAKTUBHOCTHU U
CBOOO/BI MEHATh W TiepepadaThiBaTh HWIPOBOM KOHTEHT. Iloib3oBaTenbCKuit

KOHTCHT CTAaHOBUTCS B HFpOBOI;'I Cpeac HC MCHCC BaXKCH, YCM OpHFHHaHBHBIﬁ.

3. [lpyanMass B pacdeT TOMYJAPHOCTh JIETCIUICEB M TPAHCIALUH,
BO3HMKHOBEHHE  HOBBIX  IUIAT(GOpPM,  MPEAOCTABISAIOUIMX  IOJIb30BATEISAM
YHHKaJbHBIC BO3MOXKHOCTH  (Steam, Twitch.tv), HenpepsiBHOEe pa3ButTHE
TEXHOJOTHM, OKAa3bIBAIOIIEE CYIIECTBEHHOE BIIMAHHUE HA WIPOBYIO HHIYCTPHUIO
(LuIeMbl BHPTYalbHOM peaabHOCTH), (OPMUPOBAHHE HOBBIX OH3HEC-MOJEINEH,

Kacaloluxcs Kak caMux Bujaeourp (cxemsl f2p, p2p), Tak U MOJIb30BATEILCKOIO
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KOHTEHTa (3apab0TOK TPaHCIANUSIMHU TPOXOXKACHUS UTpbl Ha Twitch.tv), moxxHO
yTBEPKIaTh, YTO TEPCICKTUBBI PA3BUTHSA U CAMON MHIYCTPHUHU, M €€ U3YUCHUS, U
UTPOBOTO COOOIIECTBA OYECHB BEJIMKH, & TAKXKE BO3MOYKHA T€HEPaInsi HOBBIX (OpM

KOMMYHHKAIIUU 1 BUAOB IT0JIB30BATCIIBCKOI'O KOHTCHTA.
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Ipuioxenue

NuTepBbi0 ¢ rJIaBHBIM peaakTopoM kypHajda Wrpomanuss I'eBoprom

AKONISTHOM
HNHuTtepBbio 061110 IpoBeneHo 3 okTsa0ps 2015 roga Ha ¢pecrusasie Urpomup.

— Ckonvko paz Hepomanus yorce ewiesocanra na Hepomup co cmenoom, Kax

ceuyac?

— JIyis mpecchl 3TO TOYHO JIECATHIA BbIE3], TOTOMY YTO MBI 37IeCh paboTaeM Kak
KYPHAJIUCTBI, & CO CTEHJIOM, €CIU s HE OIIMU0alCh, YETBEPTHIM, U IUIAHUPYEM,
KOHYEHO, MPOJIOJIKATh ATY TPAJAMIIMIO, IOTOMY YTO 3TO 340POBO, JIOJAEH MHOIO U

MHOTHUC XOTAT BCTPECTUTHCA C peﬂaKHHeﬁ.

— Ecau cpasnusamo Hepomup panvuie, 0o moeo, kak on cauicsi ¢ Comic Con

Russia, ecms u kakue-mo usmenenus 6 niare ayoumopuu? Komuwecmeso, cocmas?

— Jla, xoneuno, Urpomup cran ropazno 6e3yMHee, HO MPU 3TOM, €CJIM CPABHUBATH
€ro ¢ NpOUUIBIM T'0I0M, TO OPraHU3aTOPhl COPABUIIUCH ropaszao Jjydme. Ha stor
pa3, HECMOTpsSi Ha TO, YTO ObLIa Macca JOJIed, WX BIyCKalIW OoJiee-MeHee
CBOEBPEMEHHO, OXpaHa paboTajia XOpOILIO, OMNEPATHUBHO, MO3TOMY... Ja, TOA
KPU3UCHBIN, TOBOPAT, YTO CTEHJOB MEHBIIE, HO Ha CAMOM [I€J€ UX MPUMEPHO
CTOJIBKO e, IrpoMUp CTAaHOBUTCS JIy4llle, I XOUYy MO3JPaBUTh OPraHU3aTOPOB C

JECATHICTHUM I00UIICEM.
— 3a kaxoe 8pems 0o hecmusaisi HAUUHAEMCS NOO2OMOBKA CmeHOa?

— 3HaeT€, 3aJ0JIr0. To C€CTb, IINITAHUPOBAHUC HAYMHACTCA YIKC 3a HCECKOJIBKO
MCCALICB, I'AC-TO MCCilla 3a 4YCThIPC, a BCA OpraHu3alusd — CTPOHUTCIBCTBO,
AOroBOopbl € IApTHEpaAMH — 3aHUMACT IIOpsAAKa II0JIyTOpa MCCALCB, OJOTO

JEUCTBUTENTLHO OYEeHb OOJbINas W KpOMmoTiHMBas padoTa, MOATOMY HE BCE
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nmomnagarOT Ha I/IFpOMI/Ip. Ecan BbI 3aMCTWJIM, U3 HUI'POBBIX MCJUA 3JICChb ITPOCTO

OOJIbIIIE HET HHUKOTI'0, KPpOMC HFpOMaHPII/I.
— Ckonbko 6pEMEHU 3aHUMaem cama ycmaHoeKka cmenoa?

— CTpouTenbCcTBO CTEHJAa HAUYMHAETCA 3a IMOJTOpa-ABa JHS, CaMbIi JUIATEIbHBIN
IPOLIECC — COIJIAaCOBaHME, TU3aliH CTEH/AA, 00CYXKJIEHUE. A CTPOUTEIBCTBO OUYEHb

ObIcTpoe, pedsiTa ero BoJApYy3uiIN OYKBAJIBHO 3a MOJTOPA JIHS.

— Ymo uyscno, umobwvl nonacme co cmenoom Ha HMepomup? Kakosvr mpebosanus

opeanu3amopog?

— 3HaeTe, B MEPBYKD OUYEpEellb HY>KHO MMETh OYE€Hb MHOTO JIEHET, MOTOMY 4YTO
HUrpomup — 3T0 HeACIEBOE YAOBOJIBCTBUE, @ BO-BTOPHIX, BaM MPOCTO HYKHO OBITH
aJICKBaTHBIM MAPTHEPOM, YTOOBI Y Bac HE OBLJIO KAKOT'0-HUOY/Ib, Sl HE 3HAIO, TTOPHO,
WIM KAKUX-TO aJOBBIX M300paxKeHUM. .. A Tak BCcE HOPMaJIbHO, BBI
JIOTOBapUBAETECh C OPTraHM3aTOpaMu, IMOKYMaeTe MECTO, CTpouTech. OOBIUHBIN

Ou3Hec-mpolecc.
— Pacckasicume nemnozo o sawem sxcypuane?

— «Mrpomanus» yke JAaBHO HE KypHal, a OOJBIIOC H3ZAAaHHE, Y KOTOPOIO €CTh
kaHan Ha YouTube, Twitch, 3HaumTenbHOE BHICOHAIPABIICHUE, COIUAIBHOE
HampaBjeHUE, CalT OYCHb MOMYJISAPHBINA, MOATOMY MbI BBIE3)KaeM HMEHHO Kak

W3IaHHUE.

— Buw cKkaszaau, 4mo paseueaeme pa3Hble M@dud-HGl’lpd@ﬂeHUﬂ — KakKue

paseuearomcs adKkniusrnee, 4nio co6upaem Hal/t60./lbwyl0 aydumopuio7

— He cexpeT, 4To BKyChbl ayJIUTOPUH MEHSIOTCS, OHA MPEANOYUTAET MOTPEOIATh
KOHTEHT B pa3HbIX (popMaTax, ¥ MblI IO 3TO JEJIO MepecTpanBaemcs. B mocnennee
BpEMsI aKTMBHO Pa3BHBAEM BHJICO-HAINPABICHUE, AKTUBHO Pa3BUBAEM TPAHCIALNU,

BCETO JINIIG 3a mojroaa Ham Twitch-kanan nonan B Torn-70 kananos Poccuu. Eciu
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YYUTHIBaTh, YTO OKOJIO 60 KaHAIOB BBIIE HAC — 3TO KUOEPCTIOPT, KOTOPHIU
cTpuMHT TOJbKO J[oTy U, He 3Hat0, Pudy, To cpean KaHAJIOB, KOTOPHIC CTPUMSIT
pasHbIe WTPhl MBI, MOXKHO CKa3arh, B Tom-10, Oymem pa3BuBaTh gaibmie. U,
KOHEYHO, OXBAaThIBACM COITMAIBHBIC CETH BMecTe ¢ YouTube, moromy dYTO
ayJIMTOPHH yJ00HEe, OHA YXOJIUT TyJa, M MbI HJeM Bciea 3a Held. Ho mpu sTom o
X04uy 100aBUTh, YTO TPAJAMIIMOHHBIC ()OPMATHI BPOJIE CTATCH HA calTe W )KypHaja
HUKyJa HE JEHYTCs, MOTOMY 4YTO €CTh JI0 CHX Iop OojbImas macca JIoJeH,
KOTOPBIM OY€Hb XOUYETCSI XapJAKOPHOTO KOHTEHTa, M MBI TOJIOBHI €T0 JenaTh, MoKa

HC UCCAKHCT HHTCPCC BOO6IH€ OKOHYATCJIBHO.

— Ewé sonpoc npo ueposoe coodowecmso ¢ Poccuu 6 yenom. Cunvro au pacmem,

KaK MeHs1emcsl 3a 200bl, NO 603PACMHOMY, 2eHOEPHOMY NPUSHAKAM?

— HUrpoBoe cooOmIecTBO KpemHeT, U 51 Obl CKa3aj, OYeHb XOpOIIo, YTO TeHAepHas
COCTAaBJISIONIAsl MEHSETCS B JIYUIIYKO CTOPOHY, TO €CTh JEBYIIEK CTaHOBUTCS
Oosbille, yxe Ha 3ToM MWrpomupe 3TO 3aMETHO, MHOTO JEBYIIEK, MHOTO
KOCIUIEEPOB, U 3TO 310poBO. UrpoBast unaycrpusa B Poccun pacrer, u Urpomup —

9TO JIy4HIIeC TOMY ITOATBCPIKACHUC.

Enena Knenuxoesa

102



	h.wbb2nlbhzhhk

