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Bujeourpsl kak TeXHOKYJIbTYPHBIH (PeHOMEH: HCTOPUSI CTAHOBJICHHUS

beasiesa V. I1. .1
U COLMOKYJIbTYPHAS 3HAYUMOCTH

JIuneuxuit rocyjapcTBeHHbIN negarornueckuii yauusepeutet umenu [1.I1. CemenoBa-TsH-
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AnHoTtanus. CTaTbs NOCBSILEHA TPOOIeMe CTAHOBJICHUS BUACOUTP KaK KyJIbTYPHO-
ro ¢enomeHa. BO3HHKHYB MEpBOHAYAIBHO KaK MOOOYHBIM TEXHOJIOTHYECKUU, BO
MHOI'OM 3KCIEPUMEHTAIbHBIN MPOIYKT, BUACOUIPHI CETOJHS SIBIISIOTCS 3HAYMMOM
YaCThI0 MacCOBOM KyJbTypbl. Ha MPOTS)KEHUU UCTOPUU CBOETO PA3BUTHUSI BUACOUTPBI
JEMOHCTPHUPYIOT 3aMETHYI0 TUHAMHUKY O0KMBAaHMS Pa3IMYHBIX KYJIbTYPHBIX cdep.
Tem He MeHee, B MacCOBOM CO3HAHUH, a 3a4aCTy0 U B HAyYHO-UCCIEA0BATEIBCKOM
CO00I1IeCTBE, COXPAHIETCS] CTEPEOTUITHOE U BO MHOTOM JUJIETAHTCKOE OTHOIICHHE K
BUJICOUTPAM, UTO BBIBOJUT UX U3 AUCKypca MPOPECCHOHAIBHON aHATUTUKH.
CnoxHBII TEeXHOKYIBTYpPHBIM XapakTep HCCIEAyeMOro B CTaThe 00BEKTa TpeOyeT
WCIIOJIb30BaHMS IIUPOKOrO CIEKTpa METOJ0JOTHYECKUX MPUEMOB. TeopeTnyecKui
KapKac padOoThI MOCTPOEH C HUCIOJIb30BAHUEM KYJIBTYPHO-UCTOPHUECKOTO U JUaJeK-
THUYECKOTO METOJIOB, a TaKXKe DJJEMEHTOB CUCTEMHOTO M  CTPYKTYypHO-
(GYHKIIMOHATIBHOTO MOAX0/IOB.

B craTpe mpou3BOAUTCS aHATUTHUKA UCTOPUHU BUACOUTP KaK T€HE3UCA OPUTMHAIBHO-
ro KyJIbTYPHO-KOT€PEHTHOT'O SIBJICHUSI, HAXOSIIErocsi B aKkTUBHOM JHaliore co ce-
paMH TEXHOKYJbTYPbI, 3KOHOMHUKH, [PaBa, UCKYCCTBA, COUUOTYMAaHUTAPHOU HAYKHU U
MacCoOBOM KyJIbTYphl. Jlenaercs BbIBOJ O 3HAUMMOCTH BHUJIEOUTP KaK COLUOKYIbTYpP-
HOTO (DEHOMEHA, CTABIIErO K HACTOSIIIEMY BPEMEHHU BHIOM ITU(POBOTO HCKYCCTBA H
CIIOpTa, CITIOCOOCTBOBABILIETO MOSIBICHUIO HOBBIX (OPM COIMAIBHOM OpraHu3alud 1
KOMMYHUKAIIUU, MHOKECTBY (DOPM OKOJIOMTPOBBIX CYOKYJIBTYPHBIX SIBJICHUH, MpaK-
TUK TedMU(UKAIUA U CHEUAIU3UPOBAHHBIX HAYYHO-HCCIIETOBATENbCKUX MPO-
rpaMM.
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Abstract. The article is devoted to the problem of the formation of video games as a
cultural phenomenon. Originally emerging as a technological by-product, largely ex-
perimental, video games are now a significant part of popular culture. Throughout
the history of its development, video games have shown a noticeable dynamics of
settling in various cultural spheres. Nevertheless, in the mass consciousness, and of-
ten in the research community, a stereotypical and largely amateurish attitude to-
wards video games persists, which removes them from the discourse of professional
analytics.

The complex technocultural nature of the object investigated in the article requires
the use of a wide range of methodological techniques. The theoretical framework of
the work is built using cultural-historical and dialectical methods, as well as elements
of the systemic and structural-functional approaches.

The article analyzes the history of video games as the genesis of the original cultural-
ly coherent phenomenon, which is in active dialogue with the spheres of technocul-
ture, economics, law, art, socio-humanitarian science and mass culture. The conclu-
sion is drawn about the importance of video games as a socio-cultural phenomenon,
which by now has become a form of digital art and sports, which have contributed to
the emergence of new forms of social organization and communication, many forms
of near-game subcultural phenomena, gamification practices and specialized research
programs.
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C konma XX Beka HAaYMHAETCA AKTUB-
HOE€ IPOHUKHOBEHUE B KYJIbTYpy U IIOBCE-
JTHEBHYIO JKM3Hb 4YeJIOBEKa KOMIIbIOTEPHO-
IUGPOBBIX TEXHOJOTMH, KOTOpBIE CyIlle-
CTBEHHO MEHSIOT BHEIIHUU BUJ MHOTHX Tpa-
JTUIMOHHBIX KYJIBTYPHBIX (OPM U MPAKTHK.
NmMenHo B 3TO BpeMmsi BO3HHMKaeT (hpeHOMEH
BHUJICOUTP KAK Pa3HOBUIHOCTU BUPTYaAJIbHO-
nudpoBoi SKpaHHOHN KyIsTyphl. Ha 3ape cBo-
€ro CTaHOBJIEHUS WUIPbl HOCHUJIM pa3BIeKa-
TEJIbHBIA XapaKTep, OJJHAKO CO BPEMEHEM UM
OBLIO CYXJIEHO IepepacTu 3TOT ¢popMaT U 3a-
SBUTH O cebe Kak 0 0ojiee MHOTOIPAaHHOM SIB-

JeHuu. MOXHO CMeJIo TOBOPHUTh, YTO B CO-
BPEMEHHOM MHpE OHHU CIIOCOOCTBYIOT TI'€HE-
palyy HOBBIX COLMOKYJBTYPHBIX MPAKTHK U
pacIIMpEHUI0 TPaHMIl AHTPONOJIOTHYECKON
WJEHTUYHOCTH, CTAHOBATCA MPOCTPAHCTBOM
SKCIJIMKAlMM HOBOTO IIOHUMaHMs TBOpYE-
CTBa, >KU3HMU, CBOOOMABI, XYy/I0KECTBEHHO-
ICTETUUYECKUX LIEHHOCTEH, MOJUTHYECKUX U
STHUYECKHX CMBICIIOB.

CaMo pa3BUTHE BHUJEOUTP CTOUT pac-
CMaTpUBATh HE KaK CyXyH XPOHOJOTHYECKYIO
BBDKMMKY OCHOBHBIX B€X B UX MCTOPHUH, a KaK
nporece, MMEIUNi TTyOOKHe KyJlIbTypHBIE
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KOPHU M SIBJISIOLIUIICS BaXXHBIM COLIMOKYJIb-
TYPHBIM SIBJICHHEM.

Hcroputo BUIEOUTP MOXKHO YCIOBHO IO-
JETIUTh Ha TPU IIEPHOAA, OXBATHIBAIOIIMX Bpe-
MEHHOM IPOMEXKYTOK CO BTOPOH IOJOBHUHBI
XX Beka M 110 HACTOAIMA MOMEHT. Kakiplii
3Tall CTAHOBJIEHUSI BUIEOUIP COOTHOCUTCS C
COLIMOKYJIbTYPHBIM KOHTEKCTOM BPEMEHU.

B nepuox ¢ 1958 no 1983 rr. nmosiBu-
JIUCh TEPBBIE BUICOUTPBI U HAYAIM CKIIAIbI-
BaTbCs KOHTYPbl BUACOUIPOBOM KYyJIbTYpBHI.
OIHMMH M3 TEPBBIX BUACOUTP CTAIU Tennis
for Two, co3mganHas (U3MKOM-aTOMIIUKOM
VY. Xurun6oramoMm B 1958 roxy u Spacewar!,
co3/aHHasg B MaccauyCeTCKOM TEXHOJIOIHue-
CKkoM wuHctutyTe B 1961 r. rpynmoit mpo-
rpammucToB Bo riase co C. Paccemnom. O6e
UIpbl BO3HUKJIM BO MHOIOM Kak IOOOYHBIE
TEXHOJIOTUYECKHE MPOAYKThI, TAK U HE BBIAISA
3a IpaHulbl y3KOCIEMAIN3UPOBAHHON COLU-
anbHOM cpenpbl. [IpumeuarenbHo, 4TO B 00€
3TH NEpBbIE UIPbl MOXHO OBUIO UIpaTh MC-
KIIFOYUTENIEHO BJBOEM C JIPYI'MM YEIIOBEKOM,
TO €CThb YCJOBHBII KOMIBbIOTEp HE oOiajal
UTPOBOM CyOBEKTHOCTHIO.

CoOCTBEHHO, HMCTOpUS BUACOUIP Kak
y)K€ 3aMETHOT0 KYyJbTYpHOTO (EeHOMEHa
HauuHaeTcs B 1972 r., Korgja amMepuKaHCKHUM
WH)XEHep M mnpennpuHumarens H. bymnemn
OCHOBaJl KoMmmaHuioo Atari, crenuaim3upyro-
LIYIOCS Ha IPOM3BOJCTBE M W3/IaHUU BUIEO-
urp. IlepBoii KOMMeEpUYECKOW BHICOUTPOH,
MOJIyYMBIIEH IIHPOKYIO H3BECTHOCTh, CTaj
Pong, co3gaHHblii  WHKeHepoM  Atari
A. AbKOpHOM IO M3HauYalbHOU Hzaee bymi-
HeJa.

IefimmuielinbiM  mpapoautenieM  Pong
MOXHO OT4YacTH cuutath Tennis for Two.
Pong — 310 ycioBHBINH TEHHHC, B KOTOPOM MT-
POKH YNpaBISIOT JIByMSl pakeTKaMu, U300pa-
’KaeMbIMU B BHJIe O€JbIX MPSIMOYTOJIbHUKOB,
BEPTUKAIBHO MEPEMEIIAIONINXCS M0 JEBOU U
npaBoil cropoHaM 3kpaHa. VX 1enb — oTOUTh
YCJIOBHBIA M4, IPEICTABICHHBIA CBETAIIECH-
Cs1 TOUKOHM M NEepEMEIAIOLINICS TI0 UTPOBOMY
9KpaHHOMY MPOCTPAHCTBY.

Buneourpa Pong u3HaganpHO pacmipo-
CTPAHsUIACh KaK aBTOHOMHBIA MIPOBOM aBTO-
MaT, KOTOpBIM pa3Melnascs B MECTax Macco-

BOT'O JI0CYTa JIOJIEH, Yalle BCEr0 B TOPTrOBBIX
LIEHTpaxX, KWHOTeaTpax, kade u Oapax. B uc-
TOPUIO OHU BOLUIM [0/ HAa3BAaHUEM «apKaJ-
HbIA WTpOBOM aBTOMaT». TepMuH «apkaga»
(“arcade”) obo3HauyaeT KPHITYIO Tajepero B
TOPrOBBIX LEHTpPax, I/€, COOCTBEHHO, U pa3-
Mellanu Urposble aBromarbl. Kaxknas urpo-
Basg ceccus OIUIauMBajiaCh MOHETaMH. OTH
UIPOBBIE aBTOMAaThl CTPEMMTEIBHO OOpeEIu
MOMYJSIPHOCTb, YTO MPOAEMOHCTPUPOBAIIO
KOMMEpPUYECKHUE NEPCIEKTUBBI PAa3BUTHSI PbIH-
Ka BUJICOUTD.

[Ipumeuarensho, uro B 1974-1975 1. B
Atari pabortanu Oyayme coocHoBarean Ap-
ple C. Ixo6¢ u C. Bo3Hsik, 3aHUMAsICh ONTH-
MHU3alHed CXEMOTEXHUKH ISl apKaJHbIX aB-
TOMAaTOB W DPa3pabOTKOW TelM-Au3aiiHa BH-
neourpsl Breakout, 6a3upytoieiics Ha nmpuH-
uumnax Pong, HO yXe MO3BOJISIIOIIEH UrpaTh B
Hee OJHOMY ueJoBeKky. bomee Toro, mpo-
rpaMMHBIA Jau3aiiH  kommbtotepa Apple 11,
Bhimeauiero B 1977 r., paspabarbiBaics uc-
X0/l U3 BO3MOXKHOCTH 3allycKa Ha HEM UIPBI
Breakout. CooTBeTCTBEHHO, YK€ Ha Haydajb-
HOM 3Tale CTAaHOBJIEHUS KOMIIbIOTEPHOMN HH-
JTYCTPUH 3aMETHO BIUICTEHHE B HEE BHJICOUT-
POBOIO CErMEHTA.

ITomumo CIIIA ¢ konma 70-x rr. BH-
JICOUTPOBbIE pa3pabOTKH HAUYWHAIOT aKTHBHO
BecTUCh B Snonuu. Tak, AnoHCKuil mporpam-
muct Tomoxmpo Hummkano, BIOXHOBSICH
Breakout, B 1978 1. co3mgaer Bumeourpy Space
Invaders, koTopast TaKxe pacnpocTpaHsiach B
apKaJiHbIX aBTOMarax U HMena B SnoHun
orpomMHbIil ycnex. CTOMT OTMETUTh U 0€3
MIpEeyBEINYEHUS KYJIbTOBYIO UTPY U3 IEPBOTO
NoKoJieHus: Buaeourp — Pac-Man, pa3pabo-
taHHyto B 1980 r. smoHCKoW KoMmmaHHeln
Namco. B ne#nt urpok ynpasisin [lakmaHoM,
KOTOpBIM JOJKEH OblI, MepeABUrasich IO
JIBYyXMEPHOMY JIaOMpPUHTY, ChECTh BCE pas-
OpocaHHbIE TOYKHA U OJHOBPEMEHHO M30€KaTh
BCTPEUN C INpU3pakaMH. BrepBble HMEHHO
BOKPYT 3TOI BUJEOUTPHI CTalla CKJIaIbIBAThCS
1enasi TMOM-KyJbTypa: CHAT aHWMAaIlMOHHBIN
¢bunapM,  BBIIyIIEHA  CepUsl  KOMMKCOB
U UTPYLIEK.

BaxxHo, 4TO mepBble BUIEOUTPHI pac-
MIPOCTPAHSIIUCH B BUJE apKAJIHBIX aBTOMATOB,
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0coO0bIii (hopM-PaKTOp KOTOPBIX U CHPOpPMHU-
pOBal M3HAYAIIbHYIO BUICOUTPOBYIO KYJIBTY-
Py — BHJICOUTPHI MHKOPIIOPUPOBAIUCH B CH-
CTeMy IyOJIMYHOW JIOCYTOBOW N1E€ATEIbHOCTH,
a JUIsl CaMHUX WTPOBBIX CecCUil ObUIM Xapak-
TEpPHBl CPaBHHUTEIbHAS KPaTKOCTh W IUIAT-
HocTh. BooOmie B CIA u Slnonun apkanHbie
aBTOMATBHI CTaJM 3aMETHBIM AJIEMEHTOM IIO-
BCE/IHEBHO-/IOCYTOBOM KYJBTYPBI, COXpPaHss
CBOIO aKTyaJlbHOCThb BIUIOTH 1O KoHHa 90-
x rT. XX CTOJeTHsl.

Opnnako yxe B 1972 r. Buzmeourpsl o0-
peTaroT HOBBIA (opMaT paclpoCTpaHEHHUS B
BUJIE JIOMAIIHUX HUIPOBBIX IMPUCTABOK (WM
«KOHCOJICH» OT aHrj. “‘console”), moakioya-
€MBIX K TEJIEBU30PY M CIOCOOHBIX BBIBOIHTH
Ha €ro 3KpaH UrpoBOM KOHTEHT. llepBoi B
MHUpE UTPOBOI MpUCTaBKOW crajga Magnavox
Odyssey, B KOTOpyH W3HA4YaIbHO ObLIa
BCTPOEHA OJHA Urpa — Tennis, KOHIENTyallb-
HO cxokas ¢ Pong. B 1975 r. Atari Taxxke
BhIMycTUiia Pong B dopm-daxTope urpoBoit
MIPUCTaBKU C OJHOMMEHHBIM Ha3zBaHueM. Co-
BOKynHbIe mpojaxku Magnavox Odyssey u
Pong 3a nepuon ¢ 1972 no 1977 rr. cocraBu-
1 oKkosio 450 ThICAY SK3EMILIIPOB, YTO IM03-
BOJIWJIO 3aJ0KHUTh (DMHAHCOBBIE OCHOBBI IS
pa3BUTHS BUACOUTPOBOM UHIYCTPUH, a TAKKE
HaMETHUTh KOHTYPBI KYJbTYPHOTO KOHCTHTYH-
poBaHus Buaeourp. IMEHHO ¢ 3TOro BpeMeHH
HaYMHAET (OPMHUPOBATHCS COIHAIBLHO OpUEH-
TUPOBAaHHOE TOHWMAaHHE BHJICOUTP KaK «TO-
Bapa, MpeJHa3HAYeHHOTO ISl MaCCOBOTO TIO-
TpeOJeHus, MPU3BAHHOTO pa3BIIeKaTh W 3a-
MOJIHATH BPEMsI YAacTHOTO JIOCYTa, SIBISSCH,
TakuM 00pa3oM, 3B€HOM B HMHIYCTPHH pa3-
BieueHuit» (Pyprait, 2009: 112).

B 1977 r. Atari BeIlycTHIa HOBYIO,
TEXHUYECKH Oo0Jiee COBEpPUICHHYI0 WIPOBYIO
npucraBky Atari 2600, mnpeamnonaraBuIyo
pasJenieHre Ha amnmapaTHyl WTPOBYIO IUIAT-
(dbopMy, KOTOPOI BEICTyIana caMa MpUCTaBKa,
W UTPBI, BBIMYCKABIINECS HA OTAEIHHBIX HO-
cutesix — Kaprpumkax. COOTBETCTBEHHO,
KOHCOJIb CTaHOBHJIACh YHUBEPCAIbHBIM TEX-
HUYECKAM YCTPOMCTBOM, ITO3BOJISIBIIMM 3a-
MycKaTh Ha HEM MHOXECTBO ammapaTHO H
MPOrPaMMHO COBMECTHMBIX HWrp. [lpm 3Tom
cama Atari He KOHTPOJHPOBAJa BBITYCK BCEX

WP Ha CBOIO MPHUCTABKY, YTO MO3BOJIMUIIO IO-
SIBUTHCSI OOJIBLIIOMY YHUCITY CTOPOHHUX KOM-
MaHuii, ucnob3oBaBiux Atari 2600 kak amn-
napatHyio miargopmy JUisl 3amycka coO-
crBennbix urp (Boellstorff, Soderman, 2019:
692-694).

C omHOW CTOpPOHBI, BCE 3TO CIOCO0-
CTBOBAJIO YBEJIMYEHUIO BHJICOMTPOBON HHAY-
CTpUHU, HO C JIPYrOM — NPUBEIO K €€ CEphe3-
HOMY Kpusucy. Kpusuc Obu1 cipoBoLMpoBaH
IIpEeXIE BCEr0 YPE3MEPHOM OpHUEHTalMEeW Ha
KOMMEPUECKYI0 MPHUOBLIb, YTO MPHUBEIIO K CO-
KpaIllEHUIO CPOKOB CO3JaHUS HOBBIX HIP,
CJIEIOBATENbHO, U TOHIKEHHUIO UX KauecTBa.

3HAKOBBIM B 3TOM KOHTEKCTE CTajo IO-
spineaue Bugeourpsl E.T. the Extra-Terrestrial
B KoHIIE 1982 r. M0 0lHOMMEHHOMY KOMMEp-
YEeCKHU OUYeHb YCHEIHOMY buapmy
C. Crunbepra. Urpa Obuia crnenanHa KpaiiHe
HEKAaYeCTBEHHO, CJIEJICTBUEM YEro CTaju IMpo-
BaJIbHBIE MPOAAXKH U OOJIBIIOE YHCIIO BO3Bpa-
ToB. HO ryaBHOE, 3TO CHPOBOIMPOBANO B
1983 r. macmTaOHBIN KPU3UC BCEH BHUICOUT-
posoii unayctpuu CIIIA. O06beM pbiHKA BU-
neourp B CIIIA 3a mocnenyronue aBa roaa
cokpatwicsi B 30 pa3 ¢ 3 MuuIMapaoB 0
100 muunonoB nosutapos (Kirkpatrick, 2015:
7). bonee Toro, 4yTo AJ1s1 HAC OCOOESHHO BaXKHO,
9TO OTYACTH JUCKPEIUTUPOBAIO CaMy HUJICIO
BUJICOUTPHl KaK KYyJbTYpHOTO (EeHOMEHa,
CIOCOOHOTO K JOJTOCPOYHOMY aKTyaTbHOMY
CYILECTBOBAHHUIO.

Bropoii sTan B ucTopun CTAaHOBIICHUS U
KyJIbTYpHOH  WACHTU(DHKAIIMA  BHJICOHTP
oxBaTbiBaeT nepuoa ¢ 1983 mo 1993 rosl.
[Tocne rmyOokoro Kpusuca WUrpoOBOM HHIY-
ctpuu B CHIA ee BO3poXkAeHNE HAYMHACTCS B
SAnonnn. HoBbIM JnHIepoM 3TOro mnepuoaa
cranoBurcst kommanusi Nintendo, momyuus-
masi IUPOKYI0 M3BeCTHOCTH B 1981 r. Gnaro-
naps urpe Donkey Kong. Omnako moanus-
HBI yclexX K HeW Npuien mo3gHee, Mocie
BBHIMTyCKa MTPOBOM TpucTaBku Famicom, mo3-
BosmBiierr Nintendo crate reremoHoMm Ha
PBIHKE BHICOUTD.

[Iponsuxenne Famicom mpoxoausno B
HECKOJIbKO dTamoB. V3HauanbHO MpHCTaBKa
Oblna BeImymieHa B 1983 r. HCKIIOYNTENHHO B
SnoHMH, W TONBKO CIYCTS J[ABa Troja, B
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1985 r., momyunB HOBOe Ha3BaHue Nintendo
Entertainment System (NES) u u3MeHCHHBIIH
IWM3aifH, OHa CTajla paCIpOCTPAHATHCS B
CHIA, a 3arem, B 1986 1., B EBpornie. Tonbko
odpurnmaneueix konuit NES Opiio mpomano
6osee 60 MUJUTMOHOB K3EMILISPOB.

NES crana nepBoii UTpoBoil cucTEMOH,
KOTOpPOH y/Aajnoch BBINTH 3a pPaMKH pEruo-
HAJIBHOW TOMYJSPHOCTH (Kak 3TO ObUIO C
Atari 2600 nmpumenutenbHo k CIHIA). Ona
npuobpena cTaTyc OOMIEKYJIbTYpPHOTO (heHo-
MEHa, U3BECTHOTO M PACIPOCTPAHEHHOT'O IO
BceMy MHpy. Ha MOMEHT CBOEro MOSIBICHHS
NES saBmsimace camMOl TEXHOJIOTMYHOU JO-
MalllHEHd UI'POBOM CUCTEMOM, YTO ITO3BOJIMJIO
ayJIMOBU3yallbHO 000TaTUTh HWIPOBOM TIpO-
necc. B 1o ke Bpems pelaromuid BKJIaa B
ycnex NES BHecno ee kadecTBeHHOE KOH-
TEHTHOE HATIOJHEHHUE — UT'PbI, BBIXOSIINE Ha
ATOM anmapaTHOM Iuiatdopme.

Cpenu Haubosee KyJIbTYpHO 3HAKOBBIX
BHJIeOUTD, co3aanHbIX g NES, HeoOxoammo
BBLIETTUTH Super Mario Bros., riraBHbIN Tepoit
KOTOpoil — Mapuo, crain OJHHUM H3 CaMbIX
y3HAaBaeMbIX T'e€POEB BHJICOUTP, OOOTHAB TIO
3TOMY TMOKAa3aTeI0 «HUA0JIa» aMEpPUKaHCKOM
MaccoBOW KynbTypbl — Mukku-Mayca. Ota
BUJICOUTPA MPUBHECIA PsJl 3HAYMMBIX TeiM-
IJICWHBIX MHHOBALMM, PAaCIIMPUB AHANA30H
UCIONIb3YEMBIX HMTPOBBIX MeXxaHuK. Tak, wur-
poBoii mporecc Super Mario Bros. crpouncs
Ha HWCIOJB30BAHWU CKPOJUIMHTA KaK 0CO0OMU
(GhOpMBI TOJBUKHOTO TpeAcTaBiIeHUs Tpadu-
yeckoi mH(OpMaIuH, KOrja UrpoBas Kamepa
(Touka 0003peHMs) (PUKCHpOBaHa Ha MpOTa-
TOHHUCTE, TIEPEMEIIAsCh 3a HUM TIPU €ro JBU-
KEHHUH TI0 BUPTYAIbHOMY MIPOCTPAHCTBY. JTO
MTO3BOJIMJIO TIOBBICUTEH TUHAMUKY TeiMIUIes, a
Takke Co37aTh JBYXMEPHYIO CHMYJISIHIO
JBUKCHHUSI © OTKPBITh HOBBIE BO3MOXKHOCTH
1o WcclieoBaHu0 urposoro mupa (Robson,
Meskin, 2016: 170).

B 1988 r. npyras smoHckash KOMOaHUs
Sega BeITyCTHIIa WTPOBYIO TMPHCTaBKY Sega
Mega Drive, TexHHYECKH MPEBOCXOSIIYIO
NES. Bkyre ¢ arpecCUBHOUM peKIIaMHON KOM-
MaHuel 3TO MO3BOJMWIO Sega co3JaTh peajb-
Hyto kKoHKypeHiuto Nintendo u cripoBormpo-
BaJiO0 «IMEPBYI0 BOWHY KOHCOIIEH», KOTla B

BHJICOMTPOBON HMHIYCTPUU BO3HHUKIIA CHUTYya-
U OCTPOro TMPOTHBOCTOsSHUS Sega Mega
Drive cuauyana ¢ NES, a ¢ 1990r. ¢ Super
Nintendo Entertainment System (SNES) —
HOBO#1 urpoBoi nmpucraskoit Nintendo. Cogo-
KYIHbIE TOJBKO O(UIHUANbHBIE MPONAXKHU IO
BCEMY MHUpPY 00ernx KOHCOJeH COCTaBMIN
okosio 100 MUUIMOHOB  HK3EMIUISIPOB, YTO
CBHUJIETEIILCTBYET O PACIIMPEHUH OOIIECTBEH-
HOTO MHTEpeca K BUAECOUTPaM U MX 3KOHOMHU-
yeckoi nepcrnekruBuoctu (Rochat, 2020: 11-
12).

YacThi0 KOHKYPEHTHOTO TPOTHUBOCTOSI-
HUS 3TUX JBYX UIPOBBIX CHCTEM cTajo Qop-
MHUpPOBaHHE B OOIIECTBEHHOM CO3HAaHUH CO-
MATbHO-BO3PACTHOTO MapKUPOBaHUS 00X
npuctaBok. OpHOW H3 peKIaMHBIX (HOpM
npoasmwkeHus Sega Mega Drive Gblia akieH-
TyalWsi BHHUMAaHUS Ha €€ «B3pPOCIOCTH» B
CPaBHEHUHU C «IETCKOCTHIO» UTPOBBIX CHUCTEM
ot Nintendo. Dto pa3iuueHre UMEIo MoJ COo-
00l psiag OOBEKTHBHBIX OCHOBAHHii, CBsS3aH-
HBIX C [IEH3YPUPOBAHHEM TpaUICCKON BU3Y-
aNnu3aly HACWJIUS B Pslie BUICOUTP, BBIXO-
nsmux Ha npuctaBkax Nintendo. B mo6om
cily4yae, B OOIIECTBEHHOM CO3HAHMH 3a BH-
JICOUTPOBBIMH MTPOTyKTaMH KOMITAHUU 3aKpe-
nuscst 00pa3 IEeTCKOCTH.

B menmom mpucTaBoYHO-apKaJHBIC BH-
JICOUTPHI TMHAMUYHO pa3BuBaroTcsa. Ocobyro
MOMYJSPHOCTh HMMEIOT WUTPHI JKaHpa «IIaT-
dbopmep» ¢ MPHUKITIOYESHUYECKUM WM BHEIITHE
MUJIUTAPUCTCKUM coaepxkanuem. [Ipu stom
MOJIy4aeT PACIPOCTPAHCHHUE IPAKTUKA BHI-
MyCKa BUICOUTP MO M3BECTHBIM XYJIOXKe-
CTBEHHBIM ¢uiabMaM U MyiabThumsmam. B
NIEPBYIO OYepe]lb 3TO0, KOHEYHO, 00yCIOBICHO
(bMHAaHCOBO-MapKETUHIOBBIMU  COOOPaKEHU-
SIMH, TaK KaK caMO Ha3BaHHE yKe MOMyJIspHO-
r0 BUACOKOHTEHTAa 00ECIEUnBACT rapaHTHPO-
BaHHBII WHTEpEC K OAHOMMEHHOW BUAECOUTPE.
OpHako as HAmEero WMCCIEeIOBAHUS C KYJb-
TYpPOJIOTUYECKON TOYKHU 3PEHUS BaXKHO, YTO C
koHIa 80-X rr. GopMUpYyeTCsl TIOKa elie Mo-
HOJIOTUYECKUH JTUCKYPC BHIICOUTP U XYI0XKe-
CTBEHHBIX/aHUMAIMOHHBIX (PUIBMOB, B KOTO-
POM HTpBl OCBaMBAIOT BUAeoTeKcThl (Castano
Diaz, Tungtjitcharoen, 2015: 26-28). Ouu ne-
PEBOMATCSA HA SI3bIK BUACOUTP U IO-CBOEMY
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MHTEPIPETUPYIOTCI B KOHTEKCTE HEMOCPE/-
CTBEHHBIX MI'POBBIX IMpaKTUK. be3ycioBHO, B
3TO BpeMsI BUICOUTPHI €IlIe UMEIH CePhe3HbIC
anmnapaTHble OrPaHUYEHHUS, HE MO3BOJISIONINE
aJIeKBaTHO BU3YaJIM3UPOBATh HMCXOAHBIN Ma-
TepHal, a Takke He 00Jafaiu pa3HOCTOPOH-
HUMHU U OPTaHUYHBIMU TEHMILICI0O MEXaHHKa-
MU TpaHCISLMK HappaTuBa, YTO YIPOLIAIO
MIOBECTBOBATEIBHYIO COCTABIISIONIYIO BHJICO-
urp. Tem He MeHee, mpuMeyaTeneH caMm (akT
Hayaja aKTUBHONW KOHTaKTHOCTH BUICOUTDP C
IPYTUMU KYyJIbTypHbIMH (EHOMEHaMH, U B
JanpHeimeM oHa OyJeT pacIIupsAThCs U CTa-
HOBUTHCS OoJiee JUATOTUYHOM.

OTnenbHO CTOMT OCTAHOBHUTHCS HAa BH-
JIeOUrpax, TNpeJHa3HAYCHHBIX JJs Mepco-
HanbHBIX KoMmIbtoTepoB (PC). B 70-80-e rr.
XX B. B cdepe COOCTBEHHO KOMITBIOTEPHBIX
urp OBUI Psii CEPbE3HBIX OOBEKTHBHBIX OTpa-
HUYHTENEH, HE MO3BOJSABIIMX UM MOIYYUTh
MaccoBO€ pacrpocTpaHeHue. Bo-mepBbix, Ha
anmnapaTHOM YpOBHE OOJBIIUHCTBO MEPCo-
HAJIBHBIX KOMIIBIOTEPOB BIUIOTH J0 CEPEIUHBI
80-x rr. He OBUIM CIOCOOHBI KaueCTBEHHO
BOCIIPOM3BOANTH Tpaduyeckuii KOHTEHT. Bo-
BTOPBIX, NEPCOHAbHBIE KOMIIBIOTEpPHI 00Ia-
JIaJTi BBICOKOW CTOMMOCTBIO, KOTOPAast BKYITIE C
UX y3Konpo(hecCuOoHaIbHbIM Ha3HAUCHUEM He
MO3BOJISUIA MM CTaTh MAacCOBO pPaclpocTpa-
HEHHbIM TpoAyKTOM. COOTBETCTBEHHO, B
KOMMEpPUYECKOM OTHOILIEHHH B CHUIy OTpaHU-
YEHHOCTH TOTEHIIMAIBHOU MOTPEOUTENIbCKOM
0a3bl PBIHOK TMEPCOHAIBHBIX KOMIIBIOTEPOB
IUIs TIPOU3BOJUTENEH BUIEOUTp OBLI HETIPH-
BIICKATEJIbHBIM.

OnHaKo U B 3TOM CETMEHTE BHEOUTPO-
BOU MHAYCTPUHU CO BTOPOH MOJOBUHBI 80-X TT.
MPOUCXOJIMIIA  HEKOTOPhIE HEMAaJIOBAYKHBIE
cobbiTHs. B wactHocTH, Ha PC-mnardopme
dbopMupyeTcs psifi OPUTHHAILHBIX BHJICOWT-
poBBIX KaHpOB. CTOUT 3aMETUThH, UYTO KOM-
MBIOTEPHAS UTPOBAs KYJIbTypa B 3TOT MEPUONT
3HAYUTENIBHO OTIUYAeTCs OT MPHUCTABOYHO-
apkagaoi. Tak, mis PC-reiimmara CcBOWM-
CTBEHHBI HETOPOIIMBOCTh, Pa3MEPEHHOCTH,
OTCYTCTBHE TUHAMHYECKHX NEPEXO/IOB U BBHI-
COKOI MHTEHCHBHOCTH. DTO MPUBEJIO K MOSB-
JCHUIO TaKWX >XAHPOB, KaK «KBECT» (aQHTIL.
“quest”), CIPUKITIOYECHUE (anrm.

“adventure”) m «crtparerus» (Kamankuna,
2016: 10-11). He BmaBasich B 0COOEHHOCTH HX
UTPOBBIX MEXAHUK, MOYKHO OTMETHUTh, 4TO JIJIS
3TUX JKAaHPOB XapakTepHa akIEeHTyalus Ha
MMOBECTBOBAHHUH, CIOKETHOCTH W HEOOXOMIH-
MOCTH pEILIEHUs JIOTUYeCKuX 3aaad. Bece 3To
YBEJIUYMBAET BPEMEHHYIO IPOJOJIKUTEIb-
HOoCcTh PC-urp m nenmaer ux ycCJIOBHO OoJjee
CMHTEJUICKTYaTbHBIMIY), YTO TAKKE HAILIO
OTpaXCHHUE B CTEPEOTHITHOM OOIECTBEHHOM
pa3NMYCHUN APKAJTHO-KOHCOIBHBIX M KOMITb-
IOTEPHBIX BUICOUTD.

Cpenu 3HaYUMBIX KOMITBIOTEPHBIX HIP
3TOr0 TMepHojaa HeoOxoauMo BbaenuTh Sid
Meier’s Civilization, co3ganHyio Mmoja pyko-
BoactBoM C. Meiiepa B 1991 rony. Kanpo-
BO — 3TO IMIOLIArOBasi CTPATerusi, B KOTOPOI
UTPOK OKa3bIBaJICS B KyJIbTYPHO-
HCTOPUYECKOM KOHTEKCTE HJBOJIIOLMH IIMBH-
TU3alui, YypaBiss OJHOW U3 HUX OT 3apOiK-
JCHUS 10 «KOCMUYecKoi 3pbi». Sid Meier’s
Civilization Obu1a HamoiHeHa MHOXECTBOM
KYJIbTYPHBIX CTEPEOTHIIOB U TPEACTABIsIA
MepBBIA MpUMEpP MacIITaOHON BUIECOUTPOBOI
CUMYJISIITUY [IUBHJIN3AIIMOHHOTO Pa3BUTHA.

B sTOM Xe psay HaXOIUTCS CTpaTerus B
peaIbHOM BPEMCHH W BBICTYIIHBINAS POJIOHA-
YaapHHUKOM 5Toro momkanpa Dune Il: Battle
for Arrakis (1992). Ee mnepBOMCTOYHMKOM
cTan Hay4yHO-(paHTacTUYECKUI pomMaH
@. I'epbepra «/lrona». Jlannas wurpa craia
IIEpBOM M3BECTHON BHJICOMIPOM, OCHOBAHHOM
Ha XYIOKECTBEHHO-JTUTEPATYpPHOM TPOU3BE-
JIEHUHW, TIPOJIEMOHCTPUPOBAB BO3MOKHOCTH
MepeBoJia Ha BUACOUTPOBOMU SI3bIK HE TOJIBKO
KHHO, HO W JINTEPATYPHI.

3HAKOBBIM ISl Pa3BUTHS KOMIIBIOTEP-
HBeIX urp cran 1993 roa, koraa kommanus id
Software BemycTuna Bumeourpy Doom, oc-
HOBHBIMH DPa3pabOTYUKaMU KOTOPOU BBICTY-
namu M. Kapmak u /[I. Pomepo. Ilo cBoemy
reiimmiero . Doom  sABmsics  DKIIEHOM-
urytepoM (OT aHMI. “action” — «aecTBuey,
“shooter” — «ctpemok») ot mepBoOro JKIia, OT-
JTUYABIIMMCS BBICOKOW TUHAMUKOM, 00MIeM
HACWIMST W KpOBaBbIX CcIeH. Ero riaBHOM
O0COOCHHOCTBIO CTaJI0 UMEHHO COYETaHHE WT-
pPOBOTO BHJA YCJIOBHO «H3 TJa3» YIpaBlisie-
MOT'0 MPOTAarOHUCTa, FeUMIUIEHHON CKOPOCTH
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U OpyTaJIbHO-KPOBABOM 3CTETUKH BU3YaJIbHO-
ro psga. Doom ¢ TeXHOJOTrHYECKOW TOUKHU
3peHHst OBbUT MPEeTbHO HOBATOPCKUM IMPOEK-
TOM, MPOJAEMOHCTPHUPOBABILKUM HUIPOBBIE BO3-
MOKHOCTH TpeTbero mismepenus. Ilocie ero
MOSIBJICHUSI HAUMHAETCS «TPEXMEpHas pPEeBO-
JIOLUsS» B BUJCOUTPAX, MPUHIUTUAIBHO W3-
MEHUBIIAs MPEXKHUE U CO3/aBIIasi HOBbIE WI-
poBble MexaHuku. [lonmynspaocts Doom,
OBICTPO OOpETIIIETO KYJBTOBBIA CTAaTyC, (hak-
TUYECKU OTKpbUIA JUIsI MacC IEPCOHAIbHBIN
KOMITBIOTED KaK aKTHUBHYIO BHUICOUTPOBYIO
wiatpopmy (Kushner, 2003: 127-134).

Hpyroii 3Ha4MMON KOMIIBIOTEPHOW WT-
poil, mosBuBHIeics B 1993 r., cram KkBecT
Myst. OH OblT HM3AaH Ha HOBOM [UJISI TOTO
BpeMmeHu Hocutene uHpopmanuu — CD-ROM
U aKTHUBHO HCIOJb30BANT €r0 MYJIbTHUMEIUN-
Hbie Bo3MoxHOCTH. CD-ROM mo3Bossut wH-
KOPIOPUPOBaTh B UIpPy OONBIION MaccuB
ayMo- M BUJCOKOHTEHTA, YTO PACIIUPSLIIO
IMana3oH KaK BO3MOXKHBIX BbIPAa3UTENbHBIX
CPEICTB, TaK U CIIOCOOOB TPAHCIISILIMM Happa-
tuBa (Kamankuna, 2016: 94-153).

B nauvane 90-x rr. mpou3somien cieny-
IOIUN Ba)KHBIM IIAr HA MYTH IIUPOKOro 00-
IIECTBEHHOTO KOHCTUTYHPOBAaHUS BHUICOUTD.
Tak, B 1993 r. cenatop CIIA JI. JIuGepman
nnunuupoBan B Konrpecce CIIIA oTKpbIThIE
CIIyIIaHbsi TIO BUIEOUTPaM, a HMEHHO pac-
CMaTpUBAJICS BOIMPOC O HAIMYUU «Ipe3Mep-
HOTO HAaCWJIMS» B BUJIEOMTpax M €ro HeraThB-
HBIX COLMAJIbHBIX TOCIEICTBUAX. DJTO 00-
CYXKJEHHE B MEPBYI Odepeab ObLIO CIPOBO-
[IUPOBAaHO BBIXOJOM B 1992 r. daiitunra (ot
aarn.  “fighting” — «0o0i», «IIOEIUHOKY)
Mortal Kombat, koTopslii oTnuyancs Hapouu-
THIM HaTypajlu3MOM IIpH BHU3yallM3alliu Cpa-
KEHHUI-TIOEIMHKOB  MEXIy BUPTYaJIbHBIMU
ooiitamu. [lpakTHyeckuM WUTOTOM 3THUX pa3-
6uparenbcTB B KoHrpecce crano cozgaHue B
1994 r. Entertainment Software Rating Board
(ESRB) — ¢opmanpHO HerocynapcTBeHHOMH
KOMHCCHU TI0 PEHTHHIOBAaHUIO BHUJICOHTD.
[TosBumachk mikama BO3PACTHBIX PEHTHHTOB,
rpagupyromas yciloBHBIH YpPOBEHb MPHUCYT-
CTBHSI JOIYCTUMOI'O HAaCWJIMS M CIIEH OTKpO-
BEHHOTO (CEKCYaJIbHOT0) XapaKTepa B BUJICO-
Urpe IPUMEHUTENHHO K Pa3IMYHBIM BO3PACT-

HBIM TpymrnaMm. PedTuHru OBICTPO MOTyYMIN
pacnpocTpaHeHue B cTpaHax EBpombl u AB-
CTpaJIuy, a TaKXKe CTaTu (aKTHUECKH HOpMa-
TUBHBIM DPETYJSTOPOM COJEP>KaHUS BHUJICOUT-
poBOro KoHTeHTa. Bee 310, MO CyTH, MHHUIUU-
pOBAJIO  TOSABIIEHHWE TMOMYJSIPHOTO  OOIIe-
CTBEHHOT'O JUCKYpCa O BUJICOUTpaXx.

BosBpamasice k mnepuoausaluu HCTO-
pUH BUACOUTP, HEOOXOJMMO BBIICIHUTH Clie-
JYIOIIMM ATaI, Ha4yaBIIMICS YCI0BHO B 1994—
1995 rr. u Isnwiics mo Hactosiiee Bpems. C
cepenuabl 90-x rr. XX B. Omaromaps Kade-
CTBEHHO YBEIMYHUBIINMCS BBIYHCIUTEIHHBIM
MOIIHOCTSIM UTPOBBIX CUCTEM NPUHIUIHAIIb-
HO YJIydlllaeTcs BU3yallbHAsl COCTaBJISIOLIAs
UTp, TOBBIIIAETCS HHTEPAKTUBHOCTH BUPTY-
anbHOro Mupa. Bee 3T0 3HAaUMTENBHO H3Me-
HUJIO BUJCOUTPHI, TIOBBICUB MX OOIIMN pea-
JU3M U yBEJIWYUB Pa3HOOOpa3ne BO3ZMOMKHBIX
urpoBeix Mexanuk (Crogan, Kennedy, 2009:
110). Takke cepbe3HO YCIOKHUIMCH BHJICO-
UTPOBBIE HAPPATUBBI U CIIOCOOBI UX TPAHCIS-
LMY, B KOTOPBIX 3a4acTyl0 CTaJd HCIOJIb30-
BaTbCsid KuHeMmaTorpaduueckue mnpuembl. B
3TOT *e mepuon 0a3oBo cHOPMUPOBAIUCH
OCHOBHBIE YKaHpPbI BUACOUTP, KOTOPHIE, BIPO-
YeM, M CErojHs OCTalTCs JOCTaTOYHO IIO-
JIBUKHBI U KOHBEPTEHTHBI.

Ha xopnopaTuBHOM ypOBHE MHIYCTpUS
Buaeourp B cepeauHe 90-x — nHawane 2000-
X IT. TaKxe OblIa cepbe3Ho nepedopMaTHpo-
BaHa. Tak, B 1994 r. Ha PEIHOK BUACOUTD BbI-
XOAUT KOMIaHMUs Sony, SIBISIOLIASACS OJHON
U3 KPYHMHEWIIMX B MHpE IO TPOU3BOJCTBY
OBITOBOM 3JIEKTPOHMKH CO BPEMEHHU BBINTyCKa
urpoBoil mpucraBku PlayStation. OHa crpe-
MUTEJBFHO Habpasa MomyJIspHOCTh, a €€ COBO-
KyIHbIe Npojaaxu 3a 10 et cocTaBUIN OKOJIO
140 MMJUTMOHOB  3K3EMIUISIPOB, YTO CBH/E-
TEIbCTBOBAJIO O MPOJOJIKAIOIIEMCS POCTE
BHJICOUTPOBOM MHYCTPUU B LIEJIOM.

Hakonern, B 2001 r., yBumeB mist ceds
3HAYUTENbHbIE (DMHAHCOBBIE W MAapKETHHTO-
BbIC TEPCIIEKTUBBI, HA PHIHOK JIOMAITHUX WT-
POBBIX NPHUCTABOK BbIIIET CO(YTBEPHBIN KOM-
MBIOTEPHBIA TUraHT — Microsoft ¢ KOHCOIbIO
Xbox. B atom xe roay Sega, He BbLIEpIKaB
KOHKYPEHIIUH, MepecTaeT MPOU3BOJIUThH MpHU-
CTaBKH, COCPEIOTOYMBIINCH HA BBIIIYCKE MC-
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KJIFOUUTENIBHO UTPOBOro KOHTeHTa. CoOoTBeT-
CTBEHHO, CKJIQJbIBACTCS «OOJbIIasl TpPOilKa»
Jepykareseil OCHOBHBIX JIOMAIIHUX HIPOBBIX
koHcoseii: Nintendo, Sony u Microsoft, ube
JUAEPCTBO HEOCIIOPUMO U CETOJIHS.

[Ipu »ToM Sony ¢ cepueil mpHUCTaBOK
PlayStation, na 2021 r. peacTaBICHHON YyKe
MATHIO TOKOJEHUSIMH, JTOCTUIJIA KOJOCCaJb-
HOTO yCIIeXa, CTaB HOBBIM SIPKUM (DEHOMEHOM
MaccoBoi KynbTypbl. C (HMHAHCOBOW TOYKH
3penust Openn PlayStation ceromnsi 3aHuMaeT
6omee 80 % B cTpykType npubsuin Sony. Ec-
mu B 70-80 rr. KOMITaHUs acCOIMUPOBANACH C
OBITOBOW ay/aMO- U BUICOTEXHHUKOM, TO CEero-
aast Sony — 3TO mpexae Bcero PlayStation.
ITsate mokonenuit PlayStation pasonuince no
MUpY B KoaudectBe Oonee 450 MMIIMOHOB
sK3eMIuIsApoB. bornee Toro, koMmmaHuu yna-
70¢ch c(OPMHUPOBATH B OOIIECTBEHHOM CO3HA-
HUU HOBBI, COBPEMEHHBI U IO-CBOEMY
MOJIHBIA KOHLIENT BUJACOUIPOBOM CHCTEMBI.
Cob6ctBenHo, moustue PlayStation B psze
CIIy4aeB CTaJl0 acCOLIMHUPOBATHCS C UIPOBOM
npuctaBkoil BooOmie. [lokazarensHo, 4yTO Ha
PYCCKOSI3BIYHOM HWHTEpPHET-CTpaHulle Buxu-
neauu 00 UTPOBBIX MPHUCTABKaX HM300pakeHa
nMenHo PlayStation.

Sony u Microsoft, Beimyckas ouepeaHoe
MTOKOJIEHUE CBOMX KOHCOJIEH, LUK IO TPaJu-
[MOHHOW  KallbKYJISTHBHO-TEXHOJIOTHUECKOMN
cxeMe, Korja Kaxjaas cleayrolnas mpucTaBKka
ObLIa MOIIIHEE U COOTBETCTBEHHO MOTJja BbI-
JlaBaTh BHU3yaJbHO OoJiee COBEPILEHHBIN WI-
poBoii Bumeopsin. Ho Nintendo wus6pana
MPUHIMIIUATFHO WHOW, OCHOBaHHBIA Ha
BHEJPCHUN WHHOBAIIMOHHBIX WTPOBBIX MEXa-
HUK TMYTh Pa3BUTHA CBOUX KOHCOJEH, 4YTO
MO3BOJIMJIO €1 COXPaHWUTh MO3UIMHU B BHUEO-
urposoii uHaycrpuu. B 2006 r. snoHckas
KOMITaHUsI BBIBENa Ha PBIHOK TPHUCTABKY
Nintendo Wii, mpeayioxuB «HOBYIO (GHIOCO-
(h1r0» UTPOBOI MTPUCTABKHU C OPUEHTAIIMEH HA
JIO/Iel, paHee He BOBJIICYEHHBIX B BHJICOUTPO-
Bo€ IpocTpaHcTBO. OHAa MO3UIIMOHHUPOBATIACh
KaK CeMeiHas KOJIJIEKTUBHO-pa3BlIeKaTeIbHas
BUJICOUTPOBAsI CUCTEMA C ITUPOKUM CIIEKTPOM
Ka3yaJlbHbIX WUrp (OT aHri. “casual game” —
«1oBceHeBHas urpay»). [locneanue npenenb-
HO MPOCTHI B OCBOCHHUH, UX BHYTPEHHHUE Tpa-

BHUJIAa U UTPOBBIC MEXaHUKH WHTYHTHBHO TIO-
HaTHBL. KazyanbHble Wrpbl copepikar IuHa-
MHYHBIN T€UMIUIEH ¢ MUHUMYMOM HappaTHB-
HOM COCTaBJISIONICH, HE TPeOyIOmUNd 3HAYH-
TENBHBIX BPEMECHHBIX 3aTpar, a TaKXKe OHU
4acTo 00Jaa0T APKUM BU3YalIbHBIM HCIOJI-
HeHueM. Bcee 3To mpuBIeKaeT K Ka3zyallbHBIM
BUJICOUTPaM IIMPOKUE MACChl JIIOJEH, urpa-
IOMUX «II0 CITy4aroy», TO €CTh CIIOPaTuICCKU
u "Heperysapao. K romy ke Nintendo caenanu
aKIleHT UMEHHO Ha KOJUIEKTUBHBIN CceMeHHO-
IpYKECKUIl TeMMHHI, YTO JOHOJHUTEIBHO
MIPUBJIEKAJIO Ay TUTOPHUIO.

ITomumo storo, Nintendo Wii mpemio-
KWIA TPHHIHUIHAAIGHO HOBYIO MEXaHHKY
yIOpaBlIeHUsI B BUICOUTPAX, OCHOBAHHYIO Ha
CEHCOPHOM pACHO3HABAaHWM JBHKECHUH Ccamo-
r0 UTPOKa B peaTbHOM BpPEMEHH. DTO MO3BO-
JWJIO CO37aTh MHHOBAIIMOHHYIO MOJIENb KOH-
TAaKTHOCTH MTPOKA C BUPTYaJIbHBIM MPOCTPaH-
CTBOM, IIOBBICHB CTCTICHb HHTECPAKTUBHOCTH
BUJICOUTPHl U BOBJIICUEHHOCTH B ee Mup. B
utore Nintendo Wii, 6e3ycioBHO, yaanoch
3HAYUTENBHO PACHIMPUTH ayTUTOPHIO JIOJIEH,
BOBJICUCHHBIX B BHUJICOUTPOBBIC MPAKTUKH.
OpnHako creneHb 3TON BOBJICYECHHOCTH ObLIa
BO MHOTOM IIOBEPXHOCTHOM H CIIy4alHOW,
OCTaBasCh Ha YPOBHE HECKOJBKUX HIPOBBIX
ceccuil. HecMoTpsl Ha OYEBHMIHBIN NOMYJISPU-
3aTopckwii 3¢ ekt ot ctparerun Nintendo, ee
3HAUEHHUE ISl Pa3BUTHSA BUICOUTP B IIEIIOM
OIICHWBAETCS HEOJTHO3HAYHO. Tak, ecTh MHe-
HUE, YTO KyJIbTUBUPOBAHUE HAPOUYMUTOHN Kazy-
QIHM3aIKA BUJICOUTP MPHUBEIO K YIPOIICHUIO
U Jaxe TPUMHUTHUBH3AIMH BUICOUTPOBOTO
JTUCKypca, JIUIINB €ro MOBECTBOBATEIHLHOU U
relMIUIeHHON TITyOUHBI.

HecMmoTtpst Ha BCIO MOMYJIIPHOCTH TIOP-
TaTuBHBIX KoHcose# Nintendo, pemaroruit
BKJIQJI B PaclpOCTpaHEHUE W MaCCOBHU3AIUIO
MOOUIFHOTO TE€HMHUHTa BHECIH CMapTQOHBHI.
B uactHOCTH, 31€CH HEOOXOIMMO BBLIAEIUTH
nosBuBmiics B 2007 r. iPhone. On BBen
CTaHJIaPT CEHCOPHOM CHCTEMBI MyJIbTUTAY (OT
a1 “multi-touch” — «MHOXXECTBEHHOE Ka-
CaHWEe») YMpaBJICHHs, KOTOpas IMO3BOJIUIA
MOSIBUTHCS. MHOXKECTBY MOOWIBHBIX UTp. B
CBS3M C MAacCOBOW pacmpoCTPaHEHHOCTHIO
cMapT(OHOB, KOTOPHIE B JAHHOM CIIy4ae BbI-
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CTYHaroT amlmapaTHON UTPoBOil MIaThopMoH,
MOOUJIbHBIE BUCOUTPHI MOJYUYHIIU HA CEro-
JIHS TIOBCEMECTHOE paclpocTpaHeHue. B 1e-
JIOM MOOWIbHBIA TeMMHHI paccuuTaH Ha
CPaBHUTEIBHO KOPOTKYI0 BPEMEHHYIO CECCHU-
OHHOCTh M OPHUEHTHUPOBAH [0 MPEUMYILIECTBY
Ha Ka3zyajbHbIE UTPHI. A C y4€TOM TOTO, YTO
Ha CErOJHSIIHUNA JI€Hb MOOWIIbHBIE UTPHI 3a-
HHUMAIOT OKOJIO TOJOBUHBI BCErO pPhIHKA BH-
JCOUTP, MOKHO KOHCTAaTUPOBATh MPUHLMUIIU-
QIbHYIO Pa3JIBOCHHOCTh BUJICOMTPOBOTO IPO-
CTPAaHCTBA HA CETMEHTHl Ka3yalbHbBIX U
YCJIOBHO «CJIOXHBIX)» UTP.

Hpyroit nHGOpMaIMOHHO-TEXHUYECKON
WHHOBAIIMCH, TaKKe (PAKTUYCCKH pPa3/IeiUB-
el BUJAECOUTPHI MO KOJUYECTBY BOBJICUECH-
HBIX B UTPOBYIO CECCHUIO JIFOJCH Ha JBa BUJIA —
OJIHOIOJIb30BAaTEIbCKUE W MHOIOINOJIb30Ba-
TENbCKUE, WA MYJbTHUIUIEEPHBIE, CTall WH-
TepHeT. Yxke B KoHue 90-x rr. mpouuioro
CTOJIETUS CTaJIM TOSIBISTHCA OTIIEIbHBIC BH-
JICOUTPBl, OPUEHTUPOBAHHBIE B NEPBYIO OYe-
peab Ha CETeBOM MYJIbTUIUICCPHBIA TI'eHM-
mnei. Hanpumep, B 1999 r. Bbinum nomnyJisip-
Hple certeBble mryTepbl Quake III Arena u
Unreal Tournament. C pa3ButueM UHTEpHETA
B 2000-X IT. MCKIIOYUTEIHLHO MHOI'OIOJIB30-
BATEJIbCKUE BUICOUIPHI MOIYUYUIN LIUPOKOE
pacripoctpanenune (cm.: Battaggion, 2012:
74). Cpenn Hanbosiee W3BECTHBIX W MAacCOBO
MONYJIAPHBIX HCKIIOYUTEIBHO MYJIbTHILIEEP-
HBIX BHJCOUTP MOXXHO BBIJICINTH: Counter-
Strike (2000), World of Warcraft (2004),
World of Tanks (2010), Dota 2 (2013) u
Overwatch (2016). B urpoBbie ceccuu Kax-
JIOM M3 HUX ObUIM BOBJICYEHBI COTHU THICSY, a
MHOTI'/Ia U MWJIJTMOHBI YenoBek. [lomynspHocTh
CETEBBIX MHOTOMOJIb30BATEIHCKUX UTP CPEIU
pa3paboTUYUKOB M M3JaTeNnell o0ycioBlIeHa B
MEPBYIO OUepeb UX KOMMEPUECKOW TMpHUBJE-
KaTelbHOCThI0. Takue BUICOUTPHI, KaK Ipa-
BUJIO, UCTIOJIB3YIOT arpecCUBHYIO MOJIEIb MO-
HETU3aluH, MPEANOJaraiolly0 BHYTPUUTPO-
BBI€ TPAHCAKIIUU C HWCIIOJH30BAHUEM peab-
HBIX JIGHET, YTO MHOTOKpPAaTHO YyBEIMYHUBAET
MpUOBLTL M3AATENIel, KOTOPhIE MPOJAIOT HE
TOJIBKO caMy UTPY, HO U OOWJIHe BHYTPHUHUTPO-
BOT'O KOHTEHTA.

Bce 310 npuBOIUT K NPUHLIHANHAIBHON
TpaHchOpMallUM TEUMIUICHHBIX MEXaHWK U
¢dopmara urpoBoro Happarusa. Tak, B Myllb-
TUIUIEEPHBIX WIPAaX HUBEIUPYETCS 3HAYCHUE
CIOJKETHOM COCTaBIIAIOILEH, COOTBETCTBEHHO,
IIOBECTBOBAHMUE IIPENEIBHO YIPOINAETCA U
JOKaIu3yeTcsi. AKLIEHTUPYETCSl BHUMaHUE Ha
CKOPOCTHOM, JMHAMHUYHOM TEUMILIEE, 4acTo
HMEIOLUM CTPOrO€ CECCHOHHOE [IEJIEHUE.
IIoaTOMy HMMMEPCHMBHOCTH MHOT'OIIOJIB30BA-
TENbCKUX BUIEOUTP CTPOUTCS Ha BOBJIEUECH-
HOCTH B HEIOCPEACTBEHHYIO MPOLECIYPHOCTD
urpoBoro mpouecca. OJHOBPEMEHHO YCHJIU-
BAETCSl COLMAIbHAsl COCTABIAIOIIAS T€HMHUH-
ra, yCIEUIHOCTh KOTOPOro TpedyeT KoopIu-
Haluu JEUCTBUM C JAPYTMMH HIPOKaMU-
aroapbMHu. B naHHOM citydae BHAEOUTPHI NpU-
o0peTaloT craryc 0co0Ooro poaa MaccoBOH
KOMMYHHKAIMU, B KOTOPOU TPaHCAKLIUU OIO-
CpPENOBaHbl KOHTEKCTyaJIbHBIMM  pPaMKaMH
BupryanbHoir  Bcenennoit  (Corliss, 2011:
13-14).

B 10 ke Bpems pa3BuTHE MyJIbTHUILIEEPA
B BHUACOUIPAX IOPOJWIO OPUTMHAJIBHBIN
KyJbTypHBIH (DeHOMEH, HaxXoIAIMKCS Ha
CTBIKE BHUJECOUIP M CIOpTa, IOJIYYHUBIIETO
Ha3BaHME KHOEpPCHOPT, WM KOMIIbIOTEPHBIH
criopt. Ero ucropust Haumnaercss B 1997 r.,
korga B CIIIA 6wua coznana neppas npodec-
CHOHAQJIbHAs  JHUra  KUOepCHOpPTCMEHOB —
Cyberathlete Professional League. Ha cero-
JTHSAIMIHAA J1eHb KuOepcnopT chopMUpOBa
YCTOMUUBYIO CYOKYJIBTYPHYIO TPYIILy, MOJY-
Y4B OIPEJIETICHHOE KaK OOIIECTBEHHOE, TaK U
opuandeckoe npusHanue. Hanpumep, Mex-
nyHapoaHas ¢eaepauus kubepcrmopra 00b-
€AMHSIET Hal[MOHAJIbHbIE benepauun
48 ctpan. CyniecTByeT MEbId Pl TeICBU3U-
OHHBIX KaHAJIOB, CIELHMAIU3UPYIOIUXCS Ha
MoKa3ze KMOepCIOPTUBHBIX JUCIUILINH, KOTO-
pBle, Kak IpaBWJIO, TOXKAECTBEHHBI XaHpaM
MHOTOIIOJIb30BaTeNIbCKUX BUaeourp. boree
TOro, KHOEpCHopT MOMYyYWJ WHCTUTYLHO-
HaJbHO-TIpaBOBOE OopmMiIeHHEe, Oy Iyun Hpu-
3HaHHBIM O(QUIMATBHBIM BHJIOM crHopTa. B
yacTHOCTH, B 2016 T. «KOMIBIOTEPHBII
CopT» OBII BKJIIOYEH B PEECTp O(pUIIHalIb-
HBIX BUJIOB crniopTa Poccuiickoit @enepanuu.
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JpyruM myOIMYHBIM KYJIBTYPHBIM HWH-
TepHET-(EHOMEHOM, HEMOCPEJCTBEHHO TIO-
POKIEHHBIM BUJEOUTPAMH, CTalla TaKas OpHU-
TUHAJIbHAS BUJICONPAKTHUKA, KaK JIETCIUIeH (0T
anri. “Let's play” — «zmaBait urpats»), noame-
HSIOIIAsl CETOJHSl B Psiie CIyyaeB HEMOCpe-
CTBEHHBIN IeIMHUHI U 3KCIIMPHUEHC, I10JIydac-
MBI OoT Hero. Jlercrmieit — 310 ¢dakTHYeCKu
BUJICOTPAHCIIAIIUS COOCTBEHHOTO MPOXOXKIE-
HUS TOW WJIM MHOW BUJICOUTPBI C aBTOPCKUMHU
KOMMEHTapUsMHU. 3a IOCIEAHUE IECITh JIET
3TO SIBJICHHE MOJYYHJIO LIMPOKOE pacmpo-
CTpPaHEHUE CPEIM MHTEPHET-N0JIb30BaTENEH U
MpUOOpPENO CTaTyC Pa3sHOBHIHOCTH BHJICOUT-
poBoii mpaktuku (Hewett, Pletcher, Zeng,
2020: 216-217). OtaenpHBIC JICTCIIEH JOCTH-
ratoT MHOTOMUJUIMOHHBIX IPOCMOTPOB.

Jpyroii TeHOEHUUEW COBPEMEHHOIO
JTana MCTOPUU KYJIbTYPHOM SKCIUIMKALUU
BUJICOUTP CTaja MPaKTUKa UX KMHOIKpaHHU3a-
muii. Ecim B koHie 80-x — mauame 90-x rT.
BUJICOUTPHI YACTO OCHOBHIBAIHMCH HA H3BECT-
HBIX (QUIbMax M MyJIbTOHIBMAX, TO C Cepe-
nuHbl 90-X IT. MOsBIsSETCS HOBBIM (peHoMeH
BUJEOUrpoBbIX 3kpanuzauuii (Cyxos, 2015:
28). IlepBbIMU MMOJOOHBIMH BBICOKOOIOIKET-
HBIMU TPOEKTaMHU CTaIH XYJ0KECTBEHHBIC
¢bunbmbl «CynepOpatbst Mapuo» (1993) u
«Ynuusbi 6oeny (1994), cHsATBIE COOTBET-
CTBEHHO 110 U3BECTHBIM IIaTdopmepy Super
Mario Bros. u daittunry Street Fighter.
«YnuuHbIii 0oeIy B KHHOIPOKATe MMEN 3a-
METHBII KOMMEPYECKHUH YCIIEX, 4YTO CIPOBO-
LMPOBAJIO TOSIBJIEHUE HOBBIX BHJIEOUTPOBBIX
SKpaHU3ALUH.

K 2021 r. yxxe 6osee mecTHACCITH BU-
JICOUTp TIONYYUTIUM CBOU KHHOAQJANTAIUH,
MpUYEeM HEKOTOphle U3 HUX (Hampumep,
Resident Evil, Tomb Raider, Silent Hill) 06-
penu cepuiiHbld xapaktep. OIHOBPEMEHHO
MpOJOIKUIAcCh W oOpaTHas MpPaKTHKA — C
Hadaja XXI| B. IoYTH KaXAbIH BBICOKOOIOI-
KETHBIH XYJI0’)KECTBEHHBI (UIBM U MYIbT-
GuIbLM COMPOBOXAAICS BBIMTYCKOM OJIHO-
UMEHHOW BUICOUTPHI, YTO CTAJNO MOYTHU O0s-
3aTeIbHOW YacThbl0 MapKeTMHIa U Mep-
YeHJal3uHra MaccoBOr0 CErMeHTa KUHOMWH-
nycTpuu. bosee Toro, 3HaKOBBIM ISl KOM-
MEpPYECKOM COCTAaBJIAIOIIECH BUIACOUTPOBOM

unaycrpun cran 2015 roa, korpa mo co.o-
KyIIHOMY 00OpOTY Cpe/CTB OHa 00OrHaja KH-
Hemarorpad. Temepp momynsipHble UTPHI TIO
0o0beMy MpOJa)X M OXBaTy ayIUTOPUM Ipe-
BOCXOJAT chepy KHHO, SBISSCH «OIHUM U3
caMbIX JUHAaMM4YHO pasBuBapomuxcs MT-
peiHKOB B mupe» (boliko-PomaHoBckuid,
2018). Mo>xHO KOHCTaTUPOBaTh, YTO «HA Ce-
TOJHSAIIHUN J€Hb UHAYCTPUSI KOMIIBIOTEPHBIX
Urp TMpejacTaBiseT CcoOOH  MOJIHOLIEHHBIN
OBICTPOPA3BUBAIOIIMICSA  CEKTOp MHPOBOMH
SKOHOMMKH, CBA3aHHBIA C IIPOM3BOJCTBOM, a
TaK)K€ MPOJABMKEHUEM M peajau3auueil BU-
JIEOUTP, COIYTCTBYIOLIMX TOBApOB M 00OpY-
nosanus» (Kysnerosa, Kynacos, 2016: 351).

Hapsiny ¢ moporocrosiiuuMu B paspa-
00TKE, KOMMEpPYECKH OpPHUEHTUPOBAHHBIMU
BHUJICOUIPAMH, KOTOPBIE 3a4aCTy0 KOHLENTY-
aJIbHO BECbMa KOHCEPBATUBHBI M IKCILIyaTH-
PYIOT yXe 3apeKOMEH/OBaBIINE ce0sl reiiM-
IUIEMHbIE U TIOBECTBOBATEJIbHBIE CTPYKTYDBI,
co BTOpod monoBUHBI HyJeBbIx XXI| Beka
(dbopmMHupyeTcsi CerMEeHT HMHIU-UTP (OT aHIL
“independent video game” — «He3aBHCHMAS
Bujeourpay). I[locneanue co3zgaroTcst OTAEIb-
HBIMU SHTY3HAacTaMHM WJIH HEOOJbIINMHU KOJ-
JeKTHBaMH, 001agasi CpaBHUTEIHLHO HEOOJb-
mMMHU OrojkeTaMu. MHIU-Urpbl UIMEIOT SPKO
BBIPDQ)KCHHBIA aBTOPCKMM CTWJIb M HEPEIKO
HOCSIT JKCIIEpUMEHTAJIBHBIN XapakTtep. OHU
yale NpeasaraloT MHHOBALIMOHHBIE UTPOBbIE
MEXaHUKH W OpUTMHAIbHbIE HapPaTHUBHbBIE
¢opmbl. Kpome TOro, MMEHHO TBOPYECKH
OpUEHTHPOBAaHHAs HAIPABIEHHOCTb UHIU-UTD
cMorjia MpoJEeMOHCTPUPOBATh (GHIOCOPCKUI
U XYJ0’)KECTBEHHBIN MMOTEHIIMAl BUJCOUTP KaK
9KPaHHO-TIPOLEIYPHOU (GOpMBI pediekcuu u
uugposoro Bujga uckyccrsa. Ilostomy cero-
IHS YK€ HE BBINIAIAT COBCEM HHOPOJHO M
HEOXXHJIaHHO CcloBa paspaborumka Spore
V. Paiita: «B rno6agsHOM cMmbIcie s Obl XO-
TE€J, 4TOOBI JIIOJIU, UTpas B Spore, ToCMoTpe-
JIM Ha KM3Hb B nepcrekTuBe. UToObl OHU 3a-
QyMajJiCh O MacuiTabe MpocTpaHCTBa U Bpe-
MeHH. UTOOBI OHU XOTs ObI Ha CEKYHAY MOHS-
J¥, CKOJIb JOJTO CYIIECTBYET KH3Hb Ha
Halled IulaHere. Spore JaeT MOYyBCTBOBATbH
3TOT MOMEHT: KaK M3 MHUKPOCKOIHUYECKOTO
0EJIKOBOTO COEIMHEHMs BBIPACTAIOT LIMBUIIM-
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3anuu. BooOmie Spore — 3To urpa o BaXXHOCTH
xu3Hn» (Cyxos, 2015: 24). Tenepb Buaeour-
pBI BIIOJIHE MOTYT BBICTYNAaTh (opMOi ¢uiio-
cohekux manudecranuii (Belyaev, Belyaeva,
2019: 176-178).

[TomrMoO mOsIBIIEHUSI COOCTBEHHO BH-
JCOUTP TMOCIENHUE JECATUIICTUS aKTHBHO
bopmHpyeTcss  KyJbTypHOE IPOCTPAHCTBO
«OKOJIOUTPOBBIX (DEHOMEHOB», TO €CTh BCEH
COBOKYITHOCTU KYJIBTYpPHBIX SIBICHUH U apre-
(baKTOB, CBSI3aHHBIX CEMAHTHYECKUMH M BU-
3yaJIbHBIMU OTCBUIKAaMHU K BUPTyaJlbHBIM HI-
poBbIM BceneHHbIM (Camoiinosa, 2016: 143).
Haubonee MaccoBo M SpKO 3TO HAIUIO BbIpa-
KEHHE B KOCIUICH-CYOKYJIbTYpE, TIIe C TIOMO-
IbI0  TU3alHEPCKU-KOCTIOMUPOBAHHBIX HH-
CTPYMEHTOB TPOHMCXOIHUT BU3yaJbHOE BOCCO-
31aHle 00pa3oB UIPOBBIX NepcoHaxked. On-
HOBPEMEHHO OCYIIECTBIIIETCS WX aBTOPCKOE
[IEPEOCMBICIICHUE U YaCTUYHOE CYOBEKTHO-
posieBoe 00’KMBAaHUE C TIEPEHOCOM B KOHTEKCT
pedepentHoil peanbHOCTH. bonee Toro, Bu-
JICOUTPHI CETOHS BCE Yallle CTAaHOBATCS 00b-
€KTOM MYJIbTUKYJIBTYPaAJIbHBIX JAUCKYCCHH,
Pa3UYHBIX MaHU(ECTANI TOJIEPAHTHOCTH U
O0opp0Obl 32 mpaBa MenbimuHCTB  (KIis-
Brodowska, 2017: 144-147). B wacTtHOCTH,
IIMPOKHUNA OOIECTBEHHBIH PE30HAHC MOIYYH-
Ja TeMa TeHJiepa B BHJICOUTPaX M JIETHTUMa-
IIUS CBSI3aHHBIX C HEH NMPakTHK BUPTYaJIbHON
CaMOpEeNpe3eHTallMM U MHTEHIUH K HOMaJu-
YECKOM CcamMOMJIEeHTHYHOCTH moja (Hum-
phreys, 2019: 831-834).

B mpomomkenue depensl KyJIbTYPHBIX
NPU3HAHUIN BUJICOUTP MOXKHO OTMETUTH OAMH
MPUMEYATENIbHBIN 3MU30/l, MPOU3OLIEIIINN B
2011 r. Bo BpeMs OpHUIMATBHOTO BU3UTA TIpe-
supenta CIIA b. O6amsr B Tlomemry. Ha
TOpPKECTBEHHOM MpHEME B YeCThb aMepHKaH-
CKOTO JIMJepa TOJIbCKAN TJIaBa TPaBUTEIb-
crBa Jl. Tyck nomapun npe3unenty CIIA Bu-
neourpy The Witcher 2: Assassins of Kings,
pa3paboTaHHyl0 mosibckoil cryameit CD
Projekt RED. CooTBeTcTBeHHO, B JaHHOM
cilyyae ObUIO MPOJIEMOHCTPUPOBAHO, YTO BU-
JICOUTPa MOKET SIBIISITHCS «IIPEAMETOM HallH-
OHAJIBHOM TOPJOCTH» Ha TOCYAapCTBEHHOM
YPOBHE ¥ BBICTYIIaTh CHMBOJMYECKUM OJTUIIE-

TBOPEHHEM  COBPEMEHHOW  HAIMOHAJIBHOMN
KyabTypsl (I'putun, Urmun, 2015: 137).

Hakonern, ocHOBBIBasich Ha UHTEHCU(U-
Kallul U pacIIMPEeHUH apeayna KyJIbTYypHOTO
MPUCYTCTBUSL BUAEOUTp, B Hauyane XXI Beka
HAa4YMHAET CKJIQ/bIBAThCSl HAYUHBIN TUCKYPC O
BHUJICOUTPAX, TOJYYUBIIMA  HUHTETPATHHO-
TUCHUILIMHApHOE 0(OpMIIEHHE B HCCIIEI0Ba-
TEJILCKOM mporpamme game studies. «3to
aKaJeMHYecKoe HalpaBlieHUE 3aHUMAeTCs
KPUTUYECKHM HCCIICIOBAaHUEM KOMITBIOTEP-
HBIX M BUJCOUTP HE TOJIBKO C TOYKHU 3PEHUS
UTPOBOTO JTM3aiiHa, HO M C MO3UIMH POJIU Ta-
KHX UTP B COBPEMEHHOM OOIIECTBE U KYJbTY-
pe» (Ocekun, 2016: 199). B Hem BbIIesAIOTCS
HECKOJIbKO  HCCIIEJIOBATENCKUX  (POKYCOB
AQHAIUTUKHA BUJICOUTP, K KOTOPHIM, B TIEPBYIO
ouepeslb, MOXKHO OTHECTU COLIMOJIOTMYECKOE,
HKOHOMHYECKOE, KYJIbTYpOJIOTHYECKOE U (Pu-
710cO(CKO-IMHTBUCTUYECKOE  HAIpPaBIICHUS
(Shaw, 2010: 406-408). Kaxmoe u3 HuX pas-
BHUBA€TCS BO MHOIOM aBTOHOMHO M paccMar-
puBaeT o0cCOOBId MOIYC OOIIEKYIbTYPHOU
MPOSIBIIGHHOCTU Bujeourp. Bce 310 cmyxuT
yK€ JHUCKYPCHBHOMY KOHCTUTYHPOBAHHIO
BUJICOUTP KaK BIIOJIHE JIETUTUMHOTO OOBEKTa
HAyYHOTO M3yYCHHUSI.

Becbma mpumeudarenbHO pacmpocTpa-
HEHHE eeiMupurayuy Kak MPaKTUKA TPUME-
HEHUSl BHUJICOMTPOBBIX MEXAaHUK M DJIEMEHTOB
reiimmies B (GopMaabHO HEUTPOBBIX cdepax
COIIMOKYJIbTYPHOU peanbHOCTH. ['eiimudpuka-
1M UMEET SIBHBbIE MEPCIEeKTHUBBI B 00pa3oBa-
HUU, HayKe, MOKET 3PPEKTUBHO MPUMEHSTh-
Csl KaK MOTHBATOp B YIPaBICHYECKOM aIMU-
HUCTPHUPOBAHUH W (AKTOpP JHUHAMUKH JIOCY-
TOBOH JIEITETHLHOCTH.

[MoxBos UTOTH KyJbTYPHO-
HUCTOPUYECKOTO  PACCMOTPEHHsI  BUACOUTD,
MOKHO OTMETHTH BBICOKYIO TUHAMHUKY HX Te-
He3uca, 0a3upyIoIErocss Kak Ha TEXHOJOTH-
YECKUX WHHOBAIMSX, TaK U Ha KYyJbTYPHOM
JUAJIOTe BUJCOUTP, CTPEMHUTEIHFHO HWHKOPIIO-
PUPOBABITUXCS B MTOBCEIHEBHO-
pa3BleKaTeIbHOE COIMOKYJIBTYPHOE  IPO-
crpancTtBo. Cremyer KOHCTaTHPOBaTh, YTO
Buneourpsl B Hadane XXI| Beka Omaromaps
VHUKAIbHOMY WHTCPAKTHBHOMY HHCTPYMECH-
Tapui0, OPUTHHATIBPHOMY HMMEPCHOHHOMY
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3 (deKTy, KOMMEPUYECKON YCIMENTHOCTH, IIIH-
POKHM ayJTUOBH3YIbHBIM BO3MOXHOCTSIM H
MOJUMOP(PHOMY COLHATBFHOMY MHOTEHIHATY
CTall 3aMETHbIM (ECHOMEHOM MAacCOBOM
KyJabTypbl. OueBHIHO, YTO OHM 00Jaar0T
MOTEHIMAJIOM JJIsI UCTIOJIb30BAaHUs B KAYECTBE
IIOJIUTUYCCKUX HHCTPYMCHTOB, XYIOOXe-
CTBCHHBIX JKCIIEPUMEHTOB, COIMAJBHBIX Ka-
TAJIN3aTOPOB U JIMYHBIX CPCACTB BbIPAKCHUA.
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