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AHHOTANUSA

B crathe paccMaTpuBarOTCS KOMIBIOTEPHBIE UTPHI CO CBOUM HOBBIM WHCTPYMEHTapUEM H
OCOOEHHOCTSIMHU B KQU€CTBE YaCTH IJ100aIbHOTO KYJIbTYPHOTO (peHOMEHA UI'PHI C pa3HOOOpa3zueM
MOJXOJ0B K W3YYEHHUIO €ro cojaepkaHuss W ¢GopM, a TakkKe CcoluadbHas 3HAYUMOCTH
uccienoBaHus 3Toro gpenomena. [lpeanaraercs paccMOTpPeTh psii HPABCTBEHHBIX M 3TUYECKUX
aCIEeKTOB COBPEMEHHOW KOMITbIOTEPU3ALUN UTPOBOM NEATEIHHOCTH B COIIMYME MOJIPOCTKOB, B
TOM 4YHCJIe: HPaBCTBEHHAs: OTBETCTBEHHOCTh JIMILI, OTBEUYAIOUINX 33 CO3/IJAHUE COLUOKYIbTYPHOTO
OMbITa B MHpE KOMIIBIOTEPHBIX TEXHOJIOTH; MOpajlbHas OTBETCTBEHHOCTb pOJAUTENEH 3a
coJiep’KaHue 10cyra COOCTBEHHBIX JIeTel, BKII0Uas BOBJICUEHHOCTD MOIPACTAONIET0 MOKOJIEHUS
B KOMIIBIOTEPHYIO UTPOBYIO NIEATEIBHOCTD; POJIb TOCYAAPCTBEHHON MOJIOIEAKHOW MOJUTHKH B
Pa3BUTUHU TBOPYECKOTO MOTEHIIMANAa KOMIBIOTEPHBIX UTPOBBIX TEXHOJIOTUH, CIOCOOCTBYIONINX
COLIMANU3allMi U MHKYJIbTYPAllUU MOAPOCTKOB. Takke Mmpeanaraercss NepeoCMbICIUTh BIUSHUE
KOMITBIOTEPHBIX UTP Ha MOJIpacTaroliee MOKOJIEHUE, CII0KHUBIINECS MPEACTABICHUS O UX IMOJIb3e
U Bpele U MPUYMHBI BOBHUKHOBEHUS aJUKIUU U, TaK Ha3bIBAEMOT0, MOOEra OT PeaJbHOCTU B
MHD KOMIIBIOTEPHOM WIpbI; AaKIEHTUPYeTCsS BHHMaHHE Ha OJHOM U3 TaKUX MPUYUH —
HEJOCTaTOYHO  CPOPMHUPOBAHHOM  MPAaKTUKE  CEMEMHOro  JIocyra U  OTCYTCTBUU
COOTBETCTBYIOIIETO BIIMSHUS POAUTEICH uepe3 CO3JaHHE HPABCTBEHHO-IYXOBHOIO OIBITA,
BKJIIOUAsi TIOMOIIb B TBOPUYECKOH JIEATEIHHOCTH MOAPACTAIONIETO MOKOJIIEHUS, U JOBEPUTEIbHBIX
OTHOIICHU POIUTENeH ¢ COOCTBEHHBIMU JAETHMHU.
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BBenenune

CoBpemMeHHOE 00IIeCTBO XapaKTepu3yeTcs Bce OOJIBIIUM BHEAPEHUEM BO BCe Cepbl KU3HE e -
TEJBHOCTH YeJIOBeKa MH(POPMAIMOHHBIX U KOMITBIOTEPHBIX TE€XHOJIOTHH. biaromaps mmpokomy pac-
MIPOCTPAHEHUIO TIOCIETHUX TOTPYKEHUE MOJIOJICKH B HOBYIO BUPTYaIbHYIO PEaIbHOCTh HE BOCIIPH-
HUMaeTCsl Kak HeuTo HeoObIyHOE. PaHee mpeMeT Urpbl pacCMaTpPHUBAJICS BO MHOTHX O0JIACTSIX: (HITO-
coun [Iecce, 2017], nenaroruke [Kamener, 2018], ncuxomnoruu [bepn, 1996], Ho Gosbiiee pacmpo-
CTpaHeHHe TONydr 3HaMeHuThIi Tpy Moxana Xeitsunrn «Homo Ludensy, o6 urpe kak deromene
KyJbTYpBI, TIPOHU3BIBAIOIINI Bee chepbl ObiTus [Xensunra, 2015]. Bmecte ¢ TeM UMEHHO KOMIIbEO-
TEPHBIC UTPBI CTAITM U3Y4aThCsI B KYIBTYPOJIOTHH CPABHUTEIHHO HEJABHO M BCE OOJIBIIIE JIFO/IeH HaYH-
HAIOT OCO3HABaTh, YTO 3Ta 00JIACTh — BIIOJIHE IOCTOWHAS H3y4YEHUS, HMEIOIIasi OOJIBIITNE MEPCIEKTHBHI
pa3BuTHS U chepbl MPAKTHYCCKU-TTPUKIIAIHOTO pritokeHus [ AdanacseBa, 2015, 43].

C MoMeHTa M300peTeHHs TIEPBBIX KOMITBIOTEPHBIX Urp mponuio yxe 6onee 60 ner [Baer R. H.,
Brown M. R., Grand J., Yarusso A., 2004, 186], Tak Ha3siBacMbie game studies (auciuruivHa,
M3yYaromias KOMIbIOTepHBIE UTpbl) TIosBIIIHCH JMInb B 90-¢; B [lannu B 2003 roxy nosBisiercst Center
for Computer Games Research, koTopblii 3aHMMaeTCsl M3Y4CHHUEM WIP B MYJIbTHIUCIUIUIMHAPHBIX
001acTsIX, OCHOBaHHBIX HA Pa3IMYHBIX BUAAX UCKYCCTBA, T'YMaHUTAPHBIX HAyKaX, COMMAIBHBIX HAyKaxX
u unpopmaruke. [CCGR, www], a B Poccun oOpaTuin BHUMaHHE Ha ATy NEPCIEKTUBHYIO 00JacTh
JUIIG HECKOJBKO JIET Ha3ald, HO yXe NOOMIMCH ONpeneNieHHbIX ycrexoB. B Poccum, ¢ HemaBHero
BPEMEHH, HAyYHBIM HCCIIEIOBAHHEM KOMITBIOTEPHBIX HTpP 3aHUMaroTcs Jlaboparopust MccnenoBanus
Kommnsrorepusix Urp (JIMKW) mpu dunocodekom dakynprere CIIOIY, KoTOpast akTHBHO paboTaeT ¢
Heurpom Memuadunocodpun [denukun, 2014, 43] 1 MOCKOBCKUI IIEHTP HCCIICAOBAHHUIA BHICOUTP
nipu punocodckom pakynpTeTe MI'Y.

KoMmmbioTepHble Urpbl O CBOMM HOBBIM HHCTPYMEHTapUe€M M OCOOCHHOCTSIMHU MOTYT OBITh
pPacCMOTPEHBI B Ka4yeCTBE YaCTHU TJIOOAIBHOTO KYJIBTYPHOTO ()EHOMEHa WIPhI C pa3HOOOpa3memM
MOAXOJIOB K H3Y4YEHHUIO ero conepkanus u ¢opMm. KynbTypHbII HOTeHLIMan KOMIBbIOTEPHBIX
TEXHOJIOTUH U, CBA3aHHBIE C HUM, HPABCTBEHHO-ITUYECKUE ACTIEKTHI B MOJIOJCKHOM COLUYME OOBIYHO
paccMaTpuBalOT HEJOCTATOYHO MOJIHO, Aefasi yrnop JuOO JHIIb TOJHKO HAa HEraTUBHBIC WU TOJBKO
MO3UTUBHBIC MOCIEACTBHS YBJICUEHUSI KOMIBIOTEPHBIMU UIrpaMHu. B OCHOBHOM yessieTcsi BHUMaHHe
TEXHOJIOTHYECKHM OCOOEHHOCTSIM CO3[aHMsI KOMITbIOTepHBIX Urp. [Ipobnema onpeneneHus: 3Ha4MMbIX
HPABCTBEHHO-3TUYECKHUX AaCIEKTOB WIPOBOM JEATEIBHOCTH C HCIOJBb30BAaHUEM KOMIIBIOTEPHBIX
TEXHOJIOTUH B MOJIOJIC)KHOM COIIMYME MOYET MCCIIEI0BATHCA B CICAYIOIIUX HAMPABICHUIX:

— HPABCTBEHHAs! OTBETCTBEHHOCTD JIMII, OTBEYAIOIINX 32 CO3/IaHUE COIMOKYJIBTYPHOTO OIIBITA, CIO-
COOCTBYIOIIETO TAPMOHUYHOMY PA3BUTHIO JIMYHOCTU U (POPMUPOBAHUE MOJPOCTKOB U MOJIOCHKH, BIHSIIO-
111as Ha XapakTep UTPOBBIX YBICYCHUH 3TON BO3PACTHOM IPYIIBI B MUPE KOMITBIOTEPHBIX TEXHOJIOTHIA;

— MoOpaJjbHas OTBETCTBEHHOCTh POJUTENEH 3a CoJiep:KaHue JoCyra COOCTBEHHBIX JETEH, BKIIOYas
BOBJICUEHHOCTb MOAPACTAIOIIETO MOKOJIEHHS B KOMIIBIOTEPHYIO UTPOBYIO I€ATEIbHOCTD;

— PpOJIb TOCYIApPCTBEHHOM MOJIOJIC)KHON TOJIMTUKM B Pa3BUTUM TBOPYECKOTO MOTEHIMAA
KOMIBIOTEPHBIX MIPOBBIX TEXHOJIOTHH, CHOCOOCTBYIOIIMX COLMATBHOMY U KYJIbTYPHOMY pa3BUTHUIO
MOJIPOCTKOB U MOJIOJIEKH.

OcHOBHAA YACTH

Korzaa Mbl rOBOpUM 0 HPaBCTBEHHO-ITUUYECKUX ACMEKTAaX KOMIIBIOTEPHBIX UTP, B IEPBYIO OUEPEH
U1 OOCY)KJICHHUs MPEUIaraloTcsi UX HEraTUBHBIE CTOPOHBI. DTHU MIPbl «PEAYLHPYIOTCS K OOBEKTY,
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HUMEIOLIEMY CIIEYIOIIMH psiJl XapaKTEPUCTHK:

1) TpeOytomuii BpeMeHHU;

2) HE UMEIOIINN PAKTUYECKOH MMOJIb3bI;

3) BBI3BIBAIOIINI MIPUBBIKAHUE.

Ha ocHOoBaHuM 3THX XapaKTEPUCTUK KOMIIBIOTEPHBIE UTPbl CTAHOBATCA B OJIMH PSJI C AJIKOTOJIEM U
Hapkotukamu» [Crenanos, 2013, 851]. B nanHOM ciydae, MpPaKTHYECKH HE YYUTHIBACTCS, YTO
IIPOMCXOJUT B CaMOM HUIpE, YTO MOXKET J1aTh HAINOJIHEHUE WIPbI, a HE €€ BHEUIHHE IPOSBICHMSL.
CoOOTBETCTBEHHO MOTEHIMAJl HPABCTBEHHOT'O Pa3BUTHsI CaMOIl WUIPbI, KOTOPBIM MPHU ONPEEIEHHBIX
YCIIOBUSAIX MOJKET OBITh pean30BaH, He u3ydaercsi. OCHOBHOE BHHMMAHUE YHAEISETCS TOW YacTH
KOMITBIOTEPHOTO HIPOBOTO IMPOCTPAHCTBA, KOTOPOE MOJKET OKAa3blBaTh HEraTHUBHOE HPABCTBEHHOE
BO3JICHICTBME B €ro KOHEYHBIX IOCIEACTBUSX Ui JIMYHOCTH MOJIOJIOTO YeJioBeKa (pa3BUTHE
arpecCUBHOCTH, WIpOBas 3aBUCUMOCTb, HNPUMHUTHUBM3AIMS MbIIUIeHUS H T.A.). He oTpunas
HEraTUBHOTO B JYXOBHO-HPAaBCTBEHHOM acCIEKTEe BIIMSHHUSA Ha MOJPOCTKOB U MOJOJEKb HEKOTOPBIX
KOMITBIOTEPHBIX UT'P, HEOOXOAUMO OTMETUTh, YUTO OIPOMHBIN HAKOTUIEHHBIM KOMITbIOTEPHBIN UTPOBOM
OTIBIT, UMEIOLIUN COLMAIbHYIO M KYJIbTYPHYIO 3HaYMMOCTb, M3y4€H HEIOCTaTOYHO. Mexay Tem,
aHaJIM3 3TOTO OIBITA MO3BOJISIET CAENATh PSIi MPUHIUIHUAIBHBIX BHIBOJOB:

CopepxaHue OOJIBIIMHCTBA WIp, MpeNnojiaraeT B HUX Ha0Op LEHHOCTHBIX XapaKTEPUCTHK.
[Tepconaku B HUX 3TaIl 3a 3TAIOM JIEIA0T BEIOOP (OTHOCHUTCS K HAPPATUBHBIM UTPaM), JINOO CIEAYIOT
3a JIOTUKOW pa3BUTHS MEPCOHAKA, 3ayMAaHHOM CO3aTEIIMH UTPhl. TaK Uian nHa4Ye, MOJIOJON YeTTOBEK
CTAJIKUBAeTCS C MOJ00MEM MXU3HEHHBIX CHUTYyallud, KOTOpbIE OH IMpopadaThIBaeT WM HET, B CUIY
COOCTBEHHOM MOATOTOBICHHOCTH (MM HAXOXKICHUS PSAIAOM YENOBEKa, KTO MOXKET €My MOMOYb).
XKenanue nmpoaHanu3MpoOBaTh CBOU JIEHCTBUS B UTPE — CaM OH 3TO JIeJIaeT WU C MOMOMIBIO KOTO-TO,
BO3HUKHYT B JIFOOOM clly4yae, T.K. BCE KOMITBIOTEPHBIE UTPHI MPeAroiaratoT oocyxaenrne. Moo e
JIOJIM CIUTAYUBAIOTCS BOKPYT MIP MO JBYM NPUYUHAM: KeJIaHUE MOJyYUTh UTPOBOM OMBIT U jKEeJaHUEe
CTaTh YacThIO CYOKYJIBTYPHOTO COOOIIECTBa UITH, XOTS Obl, HAWTHU ApYy3el, KOTOPHIM TaK)Ke HHTEpPECHA
3Ta Urpa.

Coznatenu Wrp He CiIydalHO CTapaloTCs CeNlaTh UIPhl 3aXBAaTHIBAIOUIMMH, C HHTEPECHBIMU
HCTOPUSAMH, TaK KaK CTENEHb BOBJICUEHHUS UTPOKa B TAKUX Urpax Kyaa OoJblle, YEM B «ITYCTBIIIKE,
/e OTCYTCTBYET XOTh KaKoe-TO Mo100ue KU3HeHHbIX cutyanuii. C Ipyroil CTOPOHBI, CO3/IaTENIN UTP
TaKXKe CTPEeMsTCS CJlieNaTh WIPOBOM MHpP MaKCUMaJIbHO HAMOJHEHHBIM, C MpOpadOTaHHOM
PEAIbHOCTBIO, YTOOBI UTPOK MOJHOCTHIO MOT HIOTPY3UTHCS B €ro atMocepy, 4To, B IJIOXOM BapUaHTe
Pa3BUTUS COOBITHI, MOXKET IPUBECTU K MOOETY B 3TY PEATbHOCTD (ICKAITU3M).

[IpoGnema rckanu3mMa 1 aJIMKTUBHBIX BOZMOYKHOCTEH KOMIIBIOTEPHBIX UT'P CTOUT JOBOJIBHO OCTPO
[0 BCEMY MHpPY. OCKamu3M «BO3HHMKIIMKA Ha (OHE BHUPTyalIH3alMd dYeloBeueckoro ObiTHs. Ero
pacnpocTpaHeHUEe COMPOBOXKAAETCA TpaHchopMmalel CyObEKTHBHOTO OTHOIIEHHUS 4YelOBEKa K
o0bekTUBHOM peanbHOCTHY [JlaBbinoB, 2015]. Be3yciaoBHO, KakuMH Obl XOPOIIMMH HH OBLIH UIPBI,
(ecru MBI JOITyCKaeM JIEIEHHE, Ha «XOPOIINE» U «IUIOXHE)), KaK Obl Xy05KECTBEHHO M LIEGHHOCTHO HU
ObLT HAMIOJIHEH MUP, U KaKoil ObI OJTHOM He ObL1a MpopaboTKa CIoXKeTa U EPCOHAXKEH — Bce 3TO MOXKET
UMETb OTpHULATENbHBIN 3P EKT, €CII UTPOK TePSET CBSI3U € OKpYyKatoliel pearbHOCThI0. HO TONBKO
JIM 3TO MpobIeMa caMoro Urparomero?

CraTucTHKa 1oKa3bIBaeT, YTO CETOJHs IpyIIa, 0IBEP>KEHHAss UTPOBOM 3aBUCUMOCTH, KaK pa3 B
OOIbIIICH CTENeHH! MPeICTaBlIeHa JOCTaTOYHO B3pocibiMu moabpmu [[Hapos, 2013], koTopbie yXoasT
OT HEpEUICHHBIX MpoOJieM dYepe3 MOTpyKeHHEe B MHUp, TJe MOXHO MNpPEICTaBUTH ceOsd B KauecTBE
CyOBEKTOB, CIIOCOOHBIX MX pPEIaTh.

Heo0x0auMo0 OTMETHUTBH, YTO JUIS TOJPOCTKOB M MOJIOJIEKH OOpETeHHE CMBICNA JKU3HHU U
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CBSI3aHHOTO C HHM JINYHOCTHOTO CaMOONIPEIEICHUS CTOUT HE MEHEE OCTPO M OCIOXKHICTCS
HEI0CTaTOYHOCTBIO PEAILHOIO COLUAIBHOIO M KyJIbTYPHOT'O OIbITa TBOPYECKOM camopeanu3anuu. B
3TON CHTYyallid BO3pPACTaeT poiib (POPMHUPOBAHUS CEMEHHOI0 J0CYra M COOTBETCTBYIOIIETO BIHSHUS
poUTENEH Yepe3 CO3IaHUE TAKOrO OIbITA, HAYMHAA OT Pa3HOOOPAa3HOM TBOPYECKOH NEATENbHOCTH
[IO/IPACTAIOIIET0 IOKOJIEHUS, KOHYasl JOBEPUTEIbHBIMU B3aUMOOTHOLIEHMSIMH POJUTENEH C
COOCTBEHHBIMH J€TbMH, OKAa3bIBAIOIIMMHU MOJOXHUTEIHHOE JTyXOBHO-HPABCTBEHHOE BO3JICHCTBHE.
Oco0eHHO BeHMKa B 3TOM OTHOIIEHHUHU POJIb JIMTEPATYPBI U HCKYCCTBA, (POPMHUPYIOIINE HPAaBCTBEHHYIO
KYJIbTYpPY JINYHOCTH B CUCTEME CEMEMHOTO JOCYIOBOTO BPEMSIIPEIPOBOKICHHUSL.

l'ocynapctBeHHass MoJioi€KHAsi TOJUTHUKA TaKXkKe JOJDKHAa CIOCOOCTBOBATh (POPMHPOBAHHIO
KYJIbTYPHOTO OIIbITa MOJPOCTKOB W MOJIOJIEKHM 4epe3 JalibHelllee pa3BUTHE WHQPACTPYKTYpPHI
MOJIOZIE)KHOTO JIOCYra, a TaKXKe uepe3 pacHIMpeHUue BO3MOKHOCTEH KOMIIBIOTEPHBIX HIPOBBIX
TEXHOJIOTUH B JTyXOBHO-HPABCTBEHHOM pAa3BUTUM M COLMAIU3ALMU JIMYHOCTH TOJPACTAIOIIETO
MTOKOJIEHHUS C MOJKIFOYEHNEM COOTBETCTBYIOIINX CIIELHUATNCTOB B 00JaCTH NMEAArOTUKH, ICUXOJIOTHH,
COLIMOJIOTHH, KYJIbTYPOJIOTUH, HUH(POPMALIMOHHBIX TEXHOJIOTUH U T. 1.

3aKkIoueHune

Hpo6neMa BBIABJICHHA HPABCTBCHHO-OTUUYCCKUX ACIICKTOB KOMIIBIOTCPHBIX UT'POBBIX TEXHOJIOTUHU
B COBPEMEHHOM IIOJIPOCTKOBO-MOJIOZC)KHOM COLIMYME BBIXOJUT MAAJEKO 3a PaMKH COOCTBEHHO
WUTPOBOTO Tporiecca. BcTpeuaemble ciiydan WTpOMaHWM Kak MPOSBICHUS OETrcTBa OT PeaTbHOCTH
CBUJETEIBCTBYIOT, MPEXKAE BCETo, O IIyOOKOM IYXOBHOM KpH3HCE MHOTHX IMpPEICTaBUTENEH «MHpa
B3POCJIBIX» U NOTEPEe UMU HPABCTBEHHBIX OPUEHTHPOB. PerieHne 31oil mpoOiieMbl SBISETCS TIaBHBIM
YCIOBHUEM M MPEANOCHUIKON JJIS MPEOJOJICHUSI HEraTUBHBIX MOCIEACTBUN KOMIBIOTEPHON UTPOBOM
NEeSTeNIbHOCTH M TpeOyeT NanbHEWIero H3ydeHus IocieqHel B 0osiee IIUPOKOM COIHANIbHO-
KYJIbTYPHOM KOHTEKCTE.
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Abstract

The article deals with computer games with their new tools and features as part of the global
cultural phenomenon of the game with a variety of approaches to the study of its content and forms,
as well as the social significance of the study of this phenomenon. It is offered to consider a number
of moral and ethical aspects of modern computerization of game activity in society of teenagers,
including: moral responsibility of the persons responsible for creation of sociocultural experience in
the world of computer technologies; the moral responsibility of parents for the content of the leisure
time of their children, including the involvement of the younger generation in computer gaming
activities; the role of the state youth policy in the development of the creative potential of computer
game technologies that promote socialization and inculturation of adolescents. It is also proposed to
rethink the impact of computer games on the younger generation, the prevailing ideas about their
benefits and harms and the causes of addiction and the so-called escape from reality in the world of
computer games; the attention is focused on one of such reasons — insufficiently formed practice of
family leisure and absence of the corresponding influence of parents through creation of moral and
spiritual experience, including the help in creative activity of younger generation and the
confidential relations of parents with their own children.
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