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AHHOTAIUA

Crarbs uccienyeT UCTOPHUIO UTpoBeneHus (game studies) B 3apyOeKHOM HAaydyHOM CO-
OOIIECTBE U paccMaTpPUBAET PA3IMYHbIE MOJIX0/Ibl B U3yUYEHUH JIAHHOTO BOIPOCA aMEpUKaH-
CKMMHU U €BPOINEHCKMMHU yueHbIMHU. B craThe Takke OTMEYaroTCsi MEepCHEKTUBBI Pa3BUTUS
YKa3aHHOM JUCLUIIIMHBI KAK HAy4YHOT O HanpasiieHus B Poccuiickoit denepanuu 1 npoaHain-
3UpOBaHbI NEPBBIE YCIIEXU Ha ATOM MOUYBE: AUCCEPTALIMOHHBIE padOThl U TEMAaTUYECKUE KOH-
¢bepenuuy, Takue kak «KoMIbloTepHbIE UTPbl — T€ATP aKTUBHBIX JAEMCTBUIT», MpOLIEAIas B
Cankr-IletepOypre B 2013 roxy, wim «Game on!» B Mockse B 2014. ABTOp MPUXOANT K BBIBO-
1y, YTO OCHOBBI UTPOBEJICHUS KaK aKaJleMUYeCKONW TUCIUIUIMHBI B Poccun 3amoeHsl, HO He-
00XOMMO MOCTOSIHHO MOJIKPEIUISTH €€ pa3BUTHE CO3JaHUEM CTaTei, MOHOTpaduil U yueOHbIX

KypCOB, HaXO0As1 TCMbI U ITIOBOJbI IJIS I/ICCJ'[GJIOB&HI/I?I B paMKax pas3IMYHbIX HAYK.

Jlisi UMTUPOBAHUS B HAYYHBIX HCCJIEI0BAHUIX
Ocekun C.O. UrpoBeneHue Kak akaJieMHIecKas TMCIUILINHA. [[naxpoHnyecKkuii actekr //

Kynsrypa n nuBmimzanus. 2016. Ne 2. C. 198-204.

KiaroueBnble ciioBa
KomrmbroTepHbie UTpHI, BUACOUTPHI, HTPOBEACHHE, game Sstudies, HOBasl aKaJeMHUYECKas

JUACLUIUINHA, TUaXPOHUYECKUI aHAIIN3.

BBenenue

KOMHLIOTCPHBIG HUI'PBI — CTPEMHUTCIIBHO paBBHBaIOIHHfICH OJICMCHT I/IH(l)OpMaI_II/IOHHOFO 06H_Ie—
ctBa. Bo MHOTOM MOHOIHOMY CKaiKy HONYIIAPHOCTU KOMIIBIOTCPHBLIX UI'P B COBPEMCHHOM MHUPEC

CHOCO6CTByeT TEXHUYECKHI mporpecCc M pa3sBUTHC KOMIIBIOTCPHBIX U HHTGpHCT-TGXHOJ’IOFHﬁ. B
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LIE€JIOM 32 CBOIO HEMHOT'MM 00Jiee 4eM TPHUALATHIIETHIOI UCTOPUIO KOMITBIOTEPHBIE UTPHI IIPEBpa-
TWINCh B YHUKAJIBbHOE SIBICHUE, TPEIOCTABISIONIEE TOUBY JIUISl MCCIEI0BAaHUI B CAMbIX Pa3HbIX
o0acTsX ryMaHUTapHOTO U TEXHUYECKOTO 3HAHMUSL.

Tem He MeHee caM (PeHOMEH KOMIbIOTEPHBIX UTP B MOJIHON MEpe HE U3yueH BBUIY CBOEH OT-
HOCHUTEJIbHOM HOBHU3HBI U, YTO HaM IpEACTaBIseTCs 00jIee BECOMbIM apryMEHTOM, CBOE€H MHOTO-
rpaHHOM cymHocTU. He cyliecTByeT 4eTKOro Hay4HOTro onpeaesieHus (peHoMeHa KOMIbIOTEPHBIX
Urp, 10 KOHIIA HE YCTAHOBJIEHO MECTO KOMIIBIOTEPHBIX UI'P B COBPEMEHHOM HH()OPMALIMOHHOM
MIPOCTPAHCTBE, & OMBITHI KYJIbTYPHO-aHTPOIIOJIOTUYECKOTO aHAIN3a ATOM TEMAaTUKU Ha4ajlu MOsB-
JSITHCSI COBCEM HEJABHO, IPEJCTABIISIIOT OO0 OT/IeIbHbIE OPUTHHAIbHbBIE UCCIIEI0OBAHUS U Kpaii-

HE MaJIOYMCJICHHBEI.

Game studies: urpoBeieHUE B 3apy0e;KHOM HAYYHOM IIPOCTPAHCTBE

[Tocnennee crpaBeiMBO TOJBKO Ui PYCCKOrO HayyHOro oOmiecTBa: B 3apyOexHOM cpene
proOpeso MOMysIPHOCTh U HayYHOE Pa3BUTHE TaK HA3bIBAEMOE «UTPOBEICHUEY, WIN «TEOPHS
BUJICOUTP» (aHMI. game studies). ITO aKaJeMUYECKOE HalpaBlIeHHE 3aHUMAETCSI KPUTUUECKUM
HCCIIE0BAHUEM KOMIIBIOTEPHBIX U BUJICOUTD HE TOJIBKO C TOUKHU 3PEHUSI UTPOBOI'O JU3aliHa, HO U C
MO3UIIMU POJIU TAKUX UIP B COBPEMEHHOM OOILECTBE U KyNbType. IrpoBeieHue — MexInCIUILIIHI-
HapHBINA MpeIMeT, CTOSIIUI Ha CThIKE HH(POPMATHKH, TICUXOJIOTUH, COL[OJIOTUH, aHTPOIIOJIOTHH,
¢unocodun, NCKyCCTBOBEIEHUS, TCOPUU KOMMYHUKAIMH, KYJIbTYPOJIOTUU U JPYTUX HayK.

BrnoTs 10 koHIa XX Beka U3ydeHHe Urp Kak akaJeMU4ecKo JUCIUILIMHBI He ObLIIO pacipo-
CTPAHEHO: PEIKUE CIIy4ad 4acTO HE BBIXOAMIM 32 PAMKH MCTOPUYECKOW M aHTPOIOJOTMYECKON
Haykd. CyI1eCTBEHHOE MOBBIILIEHUE HAyYHOI'O MHTEPECa K UIpaM MIPOU30LLIO NOCIIE PEBOIIOLUN
Ha peiHKe Bugeourp B 1980 roxy. Eme Oyyun B 3a4aTOYHOM COCTOSTHMM (2 KOMITBIOTEPHBIE U BU-
JICOUTPHI € TEX MOP U3MEHWINCH IO HEY3HABAEMOCTH), BUACOUTPHI CTAJIM AKTUBHO M3y4aThCsl HE
TOJIBKO C UMCTO TEXHUYECKON CTOPOHBL: aHAJIN3a IPOrPAaMMHOI0O KO/Ia UTPhl, UTPOBOTO «JBHUKKa»,
UTPOBOTO AU3aiiHa, HO U C TOUKH 3pEHUs KylIbTyposorndeckoi. C TeUeHMEM BPEMEHU U B PE3YIlb-
TaTe CYLIECTBEHHOIO POCTa TEXHUUYECKOU U KyJIBbTYPHOM COCTABIISIOLIEH UTP 3TOT MHTEPEC TOJIBKO
MTOBBILLIAJICS.

OtpunarenbHOe BIMSIHAE KOMIIBIOTEPHBIX M BUIECOUIP IPEXKIE BCEIO OTMEUAEeTCs B paclpo-
CTpaHEHUH | Mporarase xectokocti. CoracHO TEOpUH ColMaabHOro HayueHus [Bandura, 1986],
arpeccUBHbIC BUJICOUTPbl CTUMY/IMPYIOT arpeCCUBHOE MOBEICHUE YeTOBEKa B OOJIbIIEH CTETIEHH, YeM,
CKaXKeM, KHHeMaTorpad, oCKOJIbKY UI'POK SIBJISETCS aKTUBHBIM YYaCTHUKOM IIpOLiecca HaCHIINS, a He
OCTaeTCs IACCHUBHBIM €r0 co3epLaresieM, Kak Ipy MPOCMOTPe KUHO(UIBMOB WM Tenenepenad. Teo-
pust karapeuca [Feshbach, Singer, 1971] roBoput 06 00paTHOM: arpecCUBHBIE BUACOUTPBI, HAOOOPOT,
TMIO/IABIISOT JIATEHTHYIO arpecCcrio B UTPOKax, MPUBOJIA K 00IIeMy MOJIOKUTENbHOMY 3 dekty. MHo-
T’ y4eHble HEOJHOKPATHO BhICKa3bIBAJIMCH Ha 3Ty TeMy [Ferguson, 2010; Malone, 1981], Ho B 1iesioMm

B(I)(I)eKT OT BUACOUTD MPUHATO CUUTATh CKOPCC IOJIOKUTCIIbHBIM, UCM OTPULIATCIIbHBIM.
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[TonoxxuTenbHOE BAMSIHIE KOMIBIOTEPHBIX UT'P OTMEUYaeTcsl U B cepe 00yueHUs: CyIIEeCTBY-
€T MHOXXECTBO TPYJOB IO MEJAroruke Ha TEMY TOT0, KaK MCIOJIb30BaTh BUJIEOUTPY B yUEOHBIX
uensix [Malone, 1981]. Takke oTMedaeTcsi, 4TO KOMIbIOTEPHBIE UTPbI, HEPA3PHIBHO CBSI3aHHBIE C
JIPYTUMU 3JIEMEHTaMH KyJIbTYpPbl, B TOM YHCJIE C TAKUMH BUJIaMU UCKYCCTBA, KaK KUHEMarorpad u
MYy3bIKa, HEPEKO MPUOOIIAIOT UTPOKA K ATUM 0oJiee TPAIUITMOHHBIM CTIOCO0aM BOCTIPUSITHS TOU
WM UHOM KYJBTYPBbI, YTO HECOMHEHHO SIBJISIETCS LIEHHBIM /ISl KyJIbTYpPbl BOOOIIE.

OTnenbHBIM MYHKTOM B UTPOBENEHUU CTOUT u3ydeHrne MMO — MaccoBBIX MHOTOIOJB30-
BaTeJIbCKUX OHJIAMH-urp. CymiecTByeT O0JbIIOE KOJUYECTBO TPYAOB MO ICUXOJIOIMH, 3aTpari-
BaIOIUX M3YyYE€HHE B3aMMOOTHOILIEHUIN peaIbHOr0 YejIOBEKa M BHYTPHUUIPOBOIO MEPCOHAXKA, a
TaK>Ke€ BOIIPOC MEPEBOIIONIEHUS COLUATBHBIX POJIeil. DKOHOMUKA OHJIAWH-UTP CTAHOBUTCS Mpe-
METOM HM3Y4YEHHS] SKOHOMHCTOB TOUHO TakK K€, KaK 3KOHOMHUKA peajbHO CYLIECTBYIOLIEH CTpaHbl
[Castronova, 2001]: MMO-urpa no3BoJsieT CMOAEIUPOBATh ONPEIEICHHbIE CUTYallUH, PE3YJIbTa-
ThI KOTOPBIX MOYKHO BIOCJIEICTBUU CIIPOELUPOBATH HA PeabHbIN MUP.

OTmeTHM, 4TO N3y4YE€HHE UTPOBEICHUS HE OTPAHUYMBACTCS HAITMCAHUEM aKaJIEMUYECKUX CTa-
Tel B paMKax 3TOT0 HAIIPaBJICHUA: OHO MPEACTABIECHO KaK CaMOCTOsATEIbHAs yueOHast TUCHUIUIMHA

B yHuBepcuteTax Kanupopuun, Muuurana, Bamunrrona, Jlongona, MaiiHiia 1 MHOTHX APYTHUX.

OnbIT H3yvyeHus: urposeaenusi B Poccun

B pycckom nHGOpMalMOHHOM NMPOCTPAHCTBE MPEANPUHUMAIOTCS MOTMBITKH CO3/JaHUs aKaJe-
MU4YecKoi 0a3bl A pa3BuTUs urposeneHus B Poccun. OqHolt U3 Hanbonee ynauHbIX MOMBITOK
MOYKHO Ha3BaTh CO31aHue BeO-caiita gamestudies.ru, re COOpaHbl HE TOJIBKO aBTOpedepaTsl Bcex
JIMCCEPTALMOHHBIX Pa0OT MO 3TOW TeMe M KOMMEHTapHM 10 HUM, HO U IEPEBOJbl HA PYCCKHM
A3BIK HanOoJ1ee 3HAYMMBbIX paboT MO KyJIBTYpHO-aHTPOIIOJIOTHYECKOMY aHAJIN3Y KOMIbIOTEPHBIX U
Buzieourp. Cienyer OTMETUTh, YTO pa3MeEIleHHbIE Ha 3TOM caiTe paboThl HE MPOCTO MPEICTABI-
10T cOOO0M «IBUIAIIMECS HA MOJIKE» SK3EMIUISIPhI, HO U CTAHOBATCS MPEAMETOM JUIsS O)KUBJICHHOM
JUCKYCCHUU CO CTOPOHBI JPYTUX 3aMHTEPECOBAHHBIX B ATOM MM IOXOXKEN TEME UCCIIENOBATENEH.
Tak, nHanpumep, padora N.U. FOraii «KomnbrorepHas urpa Kak »*aHp XyI0KECTBEHHOTO TBOpYE-
ctBa Ha pyoexe XX-XXI BekoB», yTBep:K1aBIiias HEOOXOAUMOCTh PACCMOTPEHHSI KOMITBIOTEpHON
UTPBI KaK KaHpa XyJ0KECTBEHHOTO TBOPYECTBA M, COOTBETCTBEHHO, KaK BHJa MCKYCCTBa U CO-
JieprKaBIias B cebe MOTHOIEHHOE KYIbTYypOJIOTHYECKOe UcclieoBanue Ha 3Ty Temy [FOraii, 2008],
MIOJBEPIIIaCh KPUTUKE CO CTOPOHBI uccienonarens A.A. [lenuknna, ynpekasuero M.1. fOraii B
HECOCTOSATENBHOCTU TAKOW MO3ULMU U MO3UIMOHUPOBABIIETO JAJbHENIIEE N3yYEHUE UTPhI KaK
HOBOT'O CII0c00a KOMMYHUKaIUH, XapakrepHoro i X XI Beka [/lenuxun, 2014].

Crnenyer OTMETHUTh, YTO, IOMUMO OTAEIBHBIX paboT, MyCTh AK€ U BHI3bIBAIOLIUX MOJEMHUKY
B Hay4YHOU cpejie (M OTTOrO CTAaHOBALIMXCS BCe OoJiee aKTyaJIbHBIMH), HEOOXOIMMO U IPOBEICHHUE
Hay4HBIX (POPYMOB U KOH(EPEHIU, YTOObI 3aMHTEPECOBAHHbIE B aKaJJeMHUYECKON JUCIUILIUHE

JIMIIa MOTJIM OOMEHSITHCS OMBITOM, HApaOOTaHHOM 3a JOIT0e BPEMs HAyUHBIX TPYA0B HHPOpMAITH-
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ell, a caMmoe IIaBHOE — MOHATh, YTO UCCIEI0OBaHMs B 3TOU c(hepe HyKHbI HE TOJILKO UM CaMUM, HO
1 HAy4YHOMY OOUIECTBY B IIEJIOM.

B nocnennue Heckonbko JieT HabupaeT 000pOTHl OpraHU3alusl KOH(QEpeHIU 0 TeMaTHKe
KOMITBIOTEPHBIX UIP U UX U3y4YE€HHs. 3HaMEHATENbHBIM i1 UTPOBeeHUsl coObITHEM cTajna Bee-
poccuiickas HayuyHasi KOH(pepeHIUs ¢ MHOCTpaHHBIM ydacTueM «KoMmmbroTepHbIe UIpbI — TeaTp
aKTUBHBIX JIecTBHI [ Becepoccutickast HayuHast KoHDEpeHIUs. .., WWW |, OpraHu30BaHHas UCCIIe-
JOBATEIIbCKUM IIeHTpoM Mmeanadunocodun dunocodcekoro dakynprera Cankr-IleTepOyprcekoro
roCyAapCcTBEHHOTO YHUBEpcUTeTa. B paMkax 3toil koHdepenuu, npouennieil B urone 2013 roxa,
ObUIM PacCMOTPEHBI BOMPOCHI CaMOI0 PA3HOIO XapakTepa: INCUXOJIOTMYECKHE, COIMOJIOrrYe-
ckue, punocodcekue, opuanueckue. Kak BuaHo, 00bEeKT U 1axe cama cepa UCCIeTOBaHUs BCEX
YYaCTHUKOB KOH(EPEHILIMU pa3INdaIiCh, YTO HEJIb3s CKa3aTh O MPEIMETE HCCIIET0BaHUS — KOM-
netoTepHoit urpe. B 2014 rogy B creHax MOCKOBCKOTO TOCYIapCTBEHHOTO YHUBEPCUTETA MMeE-
Hu M.B. JlomoHocoBa npoinuia KOHQEepeHLus, MOCBsIeHHas reiMu(puKalud 1 UCII0JIb30BaHUIO
KOMITBIOTEPHBIX UTP B 00pa3oBaTenbHbIX LeisaX, «Game on!» [Konpepenuus..., www], onHo u3
CaMbIX MacIITaOHBIX MEPONPUATUI IO JaHHOU TemaTuke. B pamkax naHHON KOoH(pepeHIu Obluin
paccMOTpeHbl pa3IUYHbIE BOZMOKHOCTH UCIHOIb30BaHMs reMU(UKaIMK B IEJaroruke, a TaKkxe
MIPOABM)KEHUSI KOMIIBIOTEPHBIX M BUACOUTP KakK MOMOILHUKOB B chepe obpazoBanus. [lomumo
3TUX BOMPOCOB 00CYK1aJUCh U MEPCIIEKTUBBI N3yUEHUSI KOMIIBIOTEPHBIX UTP KaK OTJEJIbHON aKa-
JEMUYECKOHN JUCHMILIMHBI, B TOM YHCIIE 3a4UTHIBAJICS U JTOKJIAJ aBTOpa C aHAJOTUYHBIM JaHHOU
CTaTb€ HAa3BAHUEM.

Hakoner, OosibIIuM 11aroM BIIEpE MOXKHO cuuTaTh nosieieHue B 2015 rogy B paMkax KoH-
¢depenunn «JIoMOHOCOBY, OOIIETO MEPONPUATHS ISl CTYICHTOB, aCIUPAHTOB U IperoiaBaTeien
MOCKOBCKOTO TOCYIapCTBEHHOIO YHUBEPCUTETA U HE TOJIbKO, OTJAENbHON noacekuuu «Puiioco-
(usi KOMIIBIOTEPHBIX UTP», HA KOTOPOM 3aYUTHIBAIMCH MCKIIIOUUTENIBHO Pa0OThI, MOCBALICHHBIE
BCEM TEKYIIUM MCCIIET0BAaHUSAM KOMIBIOTEPHBIX UTP B paMKax akaIeMHuecKoi muciumminHel. K
COXKAJICHUIO, HA IaHHBII MOMEHT 3TO HaIlpaBJIEHUE HE ABJISETCS MOMYJISIPHBIM U IEPCIIEKTUBHBIM C
TOYKH 3pEHUS TEKYLIUX MPeICTaBUTEIEeH HaydYHOro oOLIecTBa B YHUBEPCUTETE, IOATOMY PabOThI
KYJIBTYPOJIOTMUECKOM, TMHTBUCTUYECKON U (DUIIOJIOTUYECKON HAMPaBICHHOCTH ObLIN OObEINHE-
HBI B OJIHY, HaJI0 IIPU3HATh, HE CAMYI0 MHOTOUHCJIEHHYIO MOJICEKIINI0. TeM He MeHee 3acelaHne B
pamMKax 3TOH MOJCEKINHU MPOILIO0 JOCTATOUHO KHUBO, a padOThI BhI3BAIM OYypHYIO JUCKYCCHIO CO

CTOPOHBI YYaCTHUKOB KOH()EPEHIIHH.

3akioueHue

Takum 06pa30M, HAa4YaJIO Pa3BUTHUIO HOBOI'O HAIIPABJICHUSA Y7KC ITOJIOKCHO, U OCHOBHAA 3a/1a-
4a BCCX YYCHBbIX, pa60Tamme B 3TOMH C(bepe WM C HEeH CBA3aHHBIX, 3aKJIIOYACTCA B TOM, 4TOOBI
IpOAOJIKUTL HAYaTYHO pa60Ty, 3aJIOKUTb OCHOBBI UTPOBCICHUS KaK aKaJIeMUYECKOM JUCHIMILIMHEI
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JTOM TEMe. H€O6X0)II/IMO MMOCTOAHHO MMOAACPKUBATH 3TO HAIIPABJICHUEC HOBBIMHU HCCICIOBAHUAMU

U MPOJOJKATh TUBEPCUPHUIIMPOBATh MOAXOAbl K U3YYEHHIO KOMIIBIOTEPHBIX WIP, HAXOMs TEMbI

Y TIOBOJBI JJIS MCCIIENOBAHUN B pAMKax pa3iavW4HbIX HayK. Ha JaHHBIII MOMEHT B pyCCKOM Hay4-

HOM MHUPE KOMITBIOTCPHBIC UI'PBI JTYy4IIC BCCI0 MPOAHAIU3UPOBAHBI C TOYKH 3PCHUA IICUXOJIOTHH,

¢unocoduu, uckycctBoBeneHus. [lepceKTHBHBIMM HaM MPEACTABIAIOTCS HAPaBICHUsI B UCCIIE-

JOBAaHWU UI'D B paMKaxX KYJIbBTYPOJIOIrur, 5KOHOMHUKHU, TUHIBUCTUKH U COLITUOJIOTUH.
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Abstract

The article aims to throw light on the history of the game studies as an academic discipline
in the foreign (i. e. non-Russian) academic field and touches upon different approaches that
European (predominantly Scandinavian) and American scientists use, as well as the results of
their research in such fields as psychology, economics, etc. Studies in the field of psychology
reveal the negative effects of gaming and the propaganda of violence, while works on educa-
tion studies regard games as an effective educational tool for facilitating the learning process,
which makes computer games a controversial and multifaceted issue that requires thorough
academic research. Besides, the article gives a brief overview of the first attempts to introduce
this academic discipline in Russia, as well as analyses PhD theses on game studies that were
written in Russia and points out that most of them are dedicated to the cultural and artistic
value of computer games. The author comes to the conclusion that there is still a long distance
between the achievements of foreign and Russian researchers in this sphere, though there is a
high potential for the steady development of this field in Russia due to the academic interest in

this topic and its applicability in the modern world.
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