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AKTyanbHOCTH MCCJIEIOBAHUA

L7151 cOBpeMeHHOTO POCCUIICKOTO KOHTEKCTa PAa3roBOP O BHJIEOUTPAX KaK MpeMeTe Hayd-
HOTO WHTepeca — HOB W HeoObIueH. B MUPOBON Hay4HON MpaKTHKe WCCIeJOBAHUS WTD WU
Games Studies yke uMeioT HENPOAOIZKUTEIHHY IO, HO O0bEMHYIO UCTOPHUIO U JIETUTUMHOCTD B
Hay4YHBIX Kpyrax. Ho pa3roBop o Bujeourpax HEBO3MOXKHO IMpOBecTH 6€3 COOTHECEHUS OIlbi-
Ta, JIUIIb TPAMBIM TEPEBOJIOM MMEIOIIErocs Hay4YHOro marepuasa. /[as Toro, 4Tobsl B oTe-
YeCTBEHHOM cpefie 3apyOeKHBII ONBIT OB AKTYaJIeH U PeleBaHTeH, HeOOXOIUMO YTOUHUTD,
B KaKOM KOHTEKCTe TeMa BUJeOUTD HaxXoJauTcs cerofHd. IIpm sTom mosie ncciieioBanus urp
MEHHeTCH 110J] BO3JIeHCTBUEM MHJIyCTPUU, KAK U CaMa MHJyCTPUS IPeTepleBaeT U3MEHEHUs
U3-32 BHEIIHUX YCJAOBUI.

Henun un 3agaunm

Iless nacrodinero J0Kaa/ia — BBIIBUTH 3aBUCUMOCTD U3MEHEHU B THIAX W YKaHPaX BU-
JIEOUTD OT PA3BUTHUS TEXHOJIOTUIECKUX YCTPOHCTB. s Toro, 9To0bl peajm30BaTh 3Ty Neb,
MBI CTABUM PsJT 3aTAY:

1. TlepBuunas kjaaccuukaiys BHJICOUTD, BKJIIOYAas 0030P BO3ZMOXKHBLIX YCTPOUCTB, HC-
HOJTb3yEeMbIX JIJIS UTD

2. O030p TEOPETUYECKUX MOAXOIOB K BBISIBJIEHUIO JUHAMHUKH PAa3BUTHSI WTD B CBIA3U C
pa3BUTHEM YCTPOWCTB

3. Buisgcunenue TeHjeHIUI M3MEHEHUS B PA3BUTHU YCTPOUCTB Y IpeJCTaBUTENCH WHTY-
CTpUH

4. CootHecenne HAYYHOI'O U 9KCII€EPTHOI'O MHEHHUA B OTHOIIECHNH 3aBUCHUMOCTH U IIPOBEPKa
I'UMI10TEe3bI.

5. Ompezenenne, Kak IMOJYIEHHOE 3HAHUE MOYKET OBITH NPUMEHUMO IPH aKTYAJTH3AIHH B
Pocenn Mexk1yHapoaHOTO OTBITA UCCIEIOBAHUS BHICOUTD

T'umnoTe3oii jannoit paboThl ABJIIETCS MPEAIOJI0KEHIE O TOM, YTO TOABJICHUE U PACIPO-
CTpaHeHWe HOBBIX MOOMJIBHBIX yCTPOHCTB (MOGHIbHBIE TesnedOHbl, cMapTGOHBI, ILTAHITETH )
MeHSeT TMOJXOIbl K UTPOBBIM YKaHPaM U B3aHUMOJEHCTBHIO MOJIB30BATE s C UT'POA.

Ecau namnas runoresa BepHa, TO JJI aKTyaJbHOW COBPEMEHHON JMCKYCCUU MHOTHE W3
HAYUYHBIX UCCJEIOBAHUI peieBAHTHBI B OOJIBINEH CTENeHN KaK UCTOPUYECKHE.

IIpeameTom JaHHOIO MCCIIEIOBAHUS ABILETCH TpaHChOPMallus KAHPOB U TUIIOB BUJIE0-
urp, 00O bEKTOM — MaTepPUAJIbl, OTPAZKAIOININE JTAHHYIO TPAHC(OPMAINIO, KAK MOJYYeHHBIE C
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HOMOIIHI0 KAOWHETHOTO MCCJIEIOBAHNS, TAK U BBISBIECHHBIE B HHTEPBBIO C MPEJICTABUTEIIMA
unjycrpur. MeTomoIorusa 1ojiydeHus SKCIHEPTHBIX OIEHOK — HeOpPMaJIU30BaHHbIE TULy-
OMHHBIE HHTEPBBIO C NIPEJICTaBUTE/IAME UTI'POBOI nnayctpuu Poccuun. [losieBast yacTh ucciie-
JOBaHWS TPOXOIUT B mepuod 25.02-15.03 2013 roja.

ITepBuunas xkaaccudukanusa BUAEOUTDP, BKIOUasd 0030p BO3MO2KHBIX yCTPOICTB,
HUCIIOJIB3YEMBIX IJISI UTP

Wcexong n3 31ux 0603HAUEHHBIX HAIPABJIEHNH MCCIeI0BAHUA Mbl 0OpaIiaeM BHUMAaHUE HA
CJIeTyIONIHe BUIbI KIACCUMUKAIINN BUIEOUTD:

e Ilo xkaupam: Action, Cumynsropsr/Menemxkepst, Ctparerun, [pukmouenns, My3bi-
KaJibHble urpbl, Posiesbie urpot, [ostoBosiomku, Tpauinuonnbie 1 HACTO/IbLHbIE, T€KCTO-
BbIE.

e Tlo kosmuecTry urpokon: Oaunounsie anriI. singleplayer. OmaHOMIONIB30BATEIBCKAS UT-
pa paccuMTaHa Ha WIPY B OJWHOYKY, MPOTHB KOMIbIOTepa. MHOromoabp3oBaTeIbcKue
anrt. multiplayer. Paccauransl Ha Urpy HeCKOJIBKHX 4desoBek (00bIdHO 10 64) 1o jo-
KaJbHO# cetn uiau MaTeprnery. MHOronoab30BaTesibckiue Ha 0JJTHOM KOMIIBIOTEPEe aHIVI.
Hot Seat, Splitscreen. Hot seat — urpa mo odepeanm Ha OZHOM KOMIbioTepe. MHO-
ronosb3oBaresibekue oddaiia-urpel. Hekoropeie KaHpbl (CIOPTHBHBIE MEHEIZKePHI,
IOIIIATOBbIE CTPATErHH U T. 1I.) MOTYT paboTaTh B TAKOM hopMaTe: UTPOKHU JETAIOT XO-
JIBI U OTCHLJIAIOT PE3YIbTAT Yepe3 Bed WJIH 3JTeKTPOHHY O mouTy. MaccoBble OHJTaiTHOBBIE
anri. Massively multiplayer online game; Hau6osee gacTo BeTpedaroniuecsa »Kaupbl —
nacTosbubie # posessie urpsl (MMORPG). 113 06bI4HBIX MHOIOIIOIB30BATEABCKEX HID
BoItesigeTcsd Kaup MUD — TekcToBble OHJIAWHOBBIE UTDHI.

e Tlo muardopmam: mepcoHaabHble KOMITBIOTEPHI, HTPOBbIe KOHCOJIN / TPUCTABKH, MOOUTH-
uble Tesedonnl 1 KIIK. Ha ocHoBanuu kosmvecrsa mwiardopM, Ha KOTOPBIX paboraer
Urpa, CymecTByer ciefyioiiee pasjenenue: Myasrumiardopmernsie / MHoromaTdhopMeHHbIE
urpbl (Beie e Ha JAByX u Oosiee miardopmax) Onuomaardopmentbie urpbl (Bbi-
HIeie TOABKO Ha OHOMN taTdopme — maardOpMeHHbIe SKCKIIO3UBHI ).

Ncexons w3 sroit kmaccupukaum, Mbl IpenojiaraeM, 9To pa3BUTHE PA3IUYHBIX THIIOB
HaXOJIUTCA BO B3aMMHOI 3aBHCHMOCTH C ILTaT(OPMOIl, OJHAKO BBIALISEM MaTepUaJIbHBIM
dakTOp KaK BO3MOXKHBIM MHUIIAATOP PA3BUTHUsS UIPOBBIX THUIIOB U YKAHPOB.

O0630p TeopeTmYecKuX IIOJAXOA0B K BBIIBJICHHUIO JUHAMUKN PA3BUTUA UTP B
CBSA3U C pa3BUTHEM YCTPOIICTB

Buaeourpsl GBaMOTCA MPeaMETOM HAYYHOTO MHTEpeca IJid pPdaaa T'yMaHuUTap-
HBIX auciunjani. OOIenpuHAThId A3bIK I'YMaHHTAPHOTO ONHCAHUSA IIOKA TOJIHKO
CO3aéTCsd, U CYIIECTBYET B PA3JIMYHBIX aucHunanuax. CeroaHs CyImecTByOT TPHU
OCHOBHBIX BUJa TYMAHUTAPHBIX MOJAXOMI0B: MCCJEAOBAHUA KYJbTYPHOIO U COIHU-
AJIbHOTO BJIUAHUS BUJEOUTDP, U3YyUE€HUE AENCTBUA UTPOBBIX IIPAKTUK HA OTIEJIb-
HOT'O 4YeJIOBEeKA M NPUKJIAIHbIE pa3paboTKm, Kacamllnecsd N3MEHEHNsI cCaMuX Hrp.
OtnenbHoe HanpasJenune Games Studies mbiTaeTca O0bEAUHATH 3TU TPU MOAXO-
na.Tak>ke mcciieJoBaHEe UTP BKJOYAET M3ydYeHWE MPOIECCOB Urpodukanum, To
€CTh ITPOHNKHOBEHUS UTPOBBIX IJIEMEHTOB B Pa3Hble MHCTUTYIIMOHAJbHBIE cde-
pbi. Tak>ke BUI€OUTPHI CTAHOBATCHA MPEAMETOM pabOThl YUEHBIX U MH2KEHEPOB,



Kongepenuyua «/lomonocos 2018»

3aHUMAIOMINXCA pa3paboTKOii U aHAIN30M, TaK HA3bIBAEMbBIX, «CEPHE3HBIX UTP»,
TO €CTh TEXHOJIOTHiII O0y4YeHUsd HA MOAENAX U CUMYJIANMOHHBIX CXEMaX, MCHOJIb-
3yeMbIX B urpax. C moMoOIbI0 TAKUX CEPHE3HBIX UT'D HPOBOALAT, HATIPUMED, MOA-
rOTOBKY BOEHHBIX M PLIHOYHBIE NCCJIETOBAHUS.

HUccaenoBanusg urp oTamvaroTcd oT Apyrux uccaemosanuii B cpepe UKT cunb-
HOIl TYMAHUTAPHON M CONMUAJBHON OPUMEHTHPOBAHHOCTBHIO. BOJIbIIIOE KOJIMYECTBO
nccjaenoBareseil nHTepHeTa U Kubep-KyabTypsl (3a uckiaodenuem Media Studies)
o110 TexHHueckuMu cuenuanucramu (Dias, 2011). Xora ucciiegosarenn urp u
3aHMMAaIOTCAd MHTerpalueii CBOuX MCCJIeI0BaHNII C MPUKJIAJHBIMA pa3paboTkamMu,
oHHu 0o0Jiee OPUEHTUPOBAHBI HA TE€MBbI COIMAJIbHBIX MNPAKTUK, U€M TEXHOJOTHUYe-
CKUX JOCTHUKEHUH um uX caeacrBuii./ljs Toro, 4robbl mMoHATH, YTO MPOUCXOAUT
B cdepe ucciegoBaHus BUJIEOUTP, HEOOXOAMMO OOpAaTUTh BHUMAHUE HA YYIEHBIX,
KOTOpPBIE SIBJAIOTCA OCHOBOMOJIOXKHUKaMU 31O cdepsbl. /Ixkecnep Jlxkyyn, Mau
Boroct, 9puk IlummvmepmaH u pgaa Apyrux uccjegoBaTesieii B cBoux oOumorpadmu-
4YeCKUX OIMMCAHUAX IMOJAUYEPKUBAIOTCA KAK aKAAEMUYECKHE OOCTUXKEHHUSA, TaK U
npoekTHbie paborel. Vlan Borocr aBiaserca tak>ke m3obOperaresneMm, Idpuk Llum-
MepMaH — ocHoBaresib KomMnanuu Gamelab, a Tak>ke psiia UTPOBBIX IIPOEKTOB,
Hxkecnep /I>kyyn ydacTBoBajsI B pa3paborke pana Bumeourp. OHH TaK>ke BeIyT
AKTUBHYIO MYyOJUYHYIO >KU3Hb, BBICKA3bIBAIOTCA B COOCTBEHHBIX 0JIOTax, BBICTY-
MaoT B Ka4eCTBE KOJIYMHHCTOB B U3JaHUAX HINPOKOil TemaTtuku. TakuMm obpa3om,
OCHOBHbIE€ PabOThI, MOCBAMIEHHBIE BUAEOUTPAM, CO3/IaHbI JIIOJAbMU, Ubd A€ATEIIb-
HOCTh TaK WJIM NHAYE WHTErPUPOBAHA C UTPOBOM MHAYCTpHUEll M CBA3AHHBIMHU C
Hell TEXHOJOTUAMU.

HUccnenoBanue Bueourp CKOHIIEHTPUPOBAHO CETOAHA BOKPYT HECKOJIBKUX HC-
CJIeIOBATEJILCKUX EHTPOB (M3JaTeIbCKIe U NCCIeA0BaTEeIhCKIE MPOEKTh B Mac-
CavyCeTCKOM TeXHOoJorndeckoM mHcTutyTe, Game Centre B YuuBepcurere Hplo-
ﬂopKa, Konenrareu, Hekoropbie ucciaenoBanua WNucrturyra Nurepuera B OKc-
dopze), xxypuasos (Games Studies, Games and Culture, Simulation and Gaming,
Digital Sreativity etc.) B cBoio odepenb, KpUTHIECKOE HAMPABJIEHUE WCCJIETO-
BaHUii HANTPABJEHO HA Pa3BUTHE COMMAJBLHOTO W 3KOHOMHNYECKOrO HAaNpaBJIEHUS
urposbix Texnosoruii (daiiep-Buredops u ae Iloiirep, Bap6pyk).

Bce ynmomsiHyThIe MOAXOABI IPEAIIOJIATAIOT PACCMOTPEHNE KAK OTAEIbHBIX 2KAH-
POB, TaK W MHAYCTPHUHN UTP KAaK TAaKOBOii. B mociiegnem caydae moja mHIycCTpuei
MOHUMAKTCHA B IIEPBYIO OYepeab UIPhl HA MEPCOHAJHBHOM KOMIIBIOTEPE U TOJIb-
KO B MOCJIeTHNE HECKOJBKO JIET MOABJAIOTCA NCCJIEJOBAHUS UTD HA MOOMJIBHBIX
naardopmax. Mbl mojaraemM, 4To 3Ta NpodJieMa HEeJOCTATKA HCCJIeI0BaHUIl P
HIHNPOKOM PACHPOCTPAHEHUHN UTPOBBLIX MPAKTUK HA MOOMJIBHBIX IjIaTdopMax Mo-
JKeT CTaTh BaXKHOU TeMOii IJid MCCJeJ0BAaHUSA UTP B MEXKIyHapOIHOM KOHTEKCTE,
B TOM HYHCJIe, BKJIIOYasd POCCUNCKUX MCCJIeI0OBATENEl.
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