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duHaHCHMpoBaHue: ucc/1edosaHue He UMeJI0 CNOHCOPCKOU NodO0epKKU.

Komjmuxm UHMepecos: asmopsl 3aAs8/14t0m 06 omcymcmauu KOHd)/'IUKmG uHmepecos.

AHHOTaUuA

B HacToAwWeN cTaTbe NpeanpUHAT KOMIMJIEKCHbIM aHa/IM3 3BOJIOLMM BUAEOMIPOBOM MHAYCTPMM KaK r106a1bHOro
COLMOKYJIbTYPHOI0 U TEXHO/IOFMYECKOTr0 (DEHOMEHA, C 0CO6LIM AaKLLEHTOM Ha UCTOPUYECKYIO TPAEKTOPUIO M BKIAZ,
POCCMMCKOM LUKO/bI pa3paboTKu. MpoBOAMTCA CUCTEMATMU3ALMA K/HOUEBbIX 3TAMNOB Pa3BMTMSA MMPOBOrO PbiHKA,
HauYMHasA C PaHHUX SKCMEPMMEHTOB M 3aKaHYMBasA COBPEMEHHOM 3MOXOM Mrp-CEPBUCOB. JleTaslbHO pEKOHCTpYyMpyeTcA
YHUKaNbHbIM NyTb CTaHOBAEeHMA MHAYCcTpumn B CCCP 1 nocTcoBeTCKoM Poccuu, BbISBAAIOTCA €€ XapaKTepHble YepThl,
chOpMHPOBaHHbIE NOA BAUAHMEM CrieuMdPUUECKMX MCTOPUYECKUX M SKOHOMMYECKMX YCI0BMM. Ha npumepe aHanmsa
3HaKOBbIX MPOEKTOB, TakMX Kak Tetris, IL-2 Sturmovik, Allods Online, Pathologic 1 Escape from Tarkov, oueHnBaeTcA
TEXHOIOrMYECKUI U KYNIbTYPHbIA BKNaZ POCCUMCKMX pa3paboTUMKOB B MMPOBYIO MHAYCTPUIO, a TaKKe onpeaensetcs
cneumdmKa «HaUMOHANbHOM LIKO/bl» reMmamsarHa. OTaebHoe BHUMAaHME YAEAETCA COCTOAHUIO aKaJeMMYECKoM
avcumnanibl Game Studies B Poccum M Mupe. B 3aK0UMUTENIBHOM YacTH aHAIM3UPYIOTCA CTPYKTYPHbIE M3MEHEHUA B

poCcUIMCKoM MHAYCTpMK nocne 2022 roaa, ponb OpraHM3aLmmu pasBuUTHS BUAEOMIPOBOM MHAYCTpumM (PBM) B npoueccax

ajanTaumm U KOHCOMAALMM OTPAC/IM, a TakxKe (POPMYJIMPYHOTCA HayYHO-060CHOBAHHbIE MPOrHO3bl OTHOCUTE/IbHO
NepCneKTUBHbIX HaMpaBJ/ieHUI ee AasIbHENLLEro pa3BUTHS.
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The development of the video game industry in Russia and worldwide: historical analysis,
technological contribution, and prospects for academic inquiry
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This article presents a comprehensive analysis of the evolution of the video game industry as a global sociocultural
and technological phenomenon, with particular emphasis on its historical trajectory and the contribution of the

Russian school of game development. The study systematizes the key stages of the global market's development, from
its earliest experiments to the contemporary era of games as a service. The unique path of the industry's formation in
the USSR and post-Soviet Russia is reconstructed in detail, and its distinctive features — shaped by specific historical

and economic conditions — are identified. Through the analysis of landmark projects such as Tetris, IL-2 Sturmovik,

Allods Online, Pathologic, and Escape from Tarkov, the article assesses the technological and cultural contribution of

Russian developers to the global industry and defines the specific characteristics of the "national school" of game
design. Special attention is paid to the current state of Game Studies as an academic discipline both in Russia and

internationally. The concluding section examines the structural changes in the Russian industry after 2022, the role of

the Organization for the Development of the Video Game Industry (RVI) in the processes of adaptation and
consolidation of the sector, and offers evidence-based forecasts regarding the prospective directions of its further
development.
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1. BBegeHue: Buaeourpbl Kak COLMOKYIbTYPHbIN
M TexHosorM4yecku deHoMeH

TpaeKTopua pasBUTUA BUAEOUTP 3a NocsiesHue
JecATUneTna JEMOHCTPMPYET UX NpeBpaLleHne 13
y3KoCneLuuaam3mMpoBaHHOrO TEXHOIOrMYECKOro
pasB/ieveHns B JOMUHUPYIOLLYIO CUAY B r106a/lbHOM
megamna-cektope. 1o 3KOHOMMYECKMM MoKasaTenam
WHAYCTPUA yBEPEHHO NPEBOCXOAUT KMHO- U
My3bIKaNbHY0 MHAYCTPUKU BMECTE B3ATble, FreHepupys
J0X0/bl, UCUUC/IAEMbIE COTHAMU MUANMAPAOB
[ON71apoB, 1 OXBaTbiBas ayAMTOPMIO, MPEBbLILAIOLLYI0
TpeTb HaceneHus nnaHeTbl [1]. OAHaKO 3KOHOMMYECKMHM
Macwrtab — Nulb OAMH M3 acneKToB 3TOro
eHomeHa. Buaeourpbl ceroaHs npeacraBasoT
CO60M C/IOXKHbINM KYNIbTYPHbIM apTedakT, ABAsACh
0/lHOBpEMEHHO (POPMOM XYZ0KECTBEHHOIO
BbIPaXXEHUA, MOLLHbIM MHCTPYMEHTOM
coumanmsaumm, niathopmon ana dopmMMpoBaHMs
COO06LLECTB M, YTO HEMA/IOBAXKHO, OJHMM U3
K/IIO4EBbBIX J1palfBEPOB TEXHOIOMMUYECKMX MHHOBALMM
B TaKMX 06/1aCTAX, KaK MCKYCCTBEHHbIM MHTENNEKT
(MN), KomnbloTepHas rpadmka, suptyansHaa (VR) n
JononHeHHasa (AR) peanbHoCTb [4].

HecMoTps Ha rio6asnbHbIi XapakTep MHAYCTpUM, ee
pa3BUTME HOCUT FeTEpPOreHHbIM XapaKTep.
YHMKaNbHble UCTOPUYECKME, SKOHOMUYECKHE U
KY/IbTYpHbl€ TPAEKTOPWUM OTAE/IbHbIX CTPaH M
pervuoHoB NPUBOAAT K (POPMMPOBAHMIO JIOKAJIbHBIX
LIKO/ pa3paboTKM C COBCTBEHHbIMM XapaKTepPHbIMM
YyepTamMM U KOHKYPEHTHbIMM NpeumyLiectTsamu [9].

B 3TOM KOHTEKCTE pOCCHICKan BUAEOUIpoBas
MHAYCTPMA NpeACTaBAAeT CO60M YHUKA/IbHbIN
npeameT A4N1A Hay4yHoro ucciegosaHms. Ee nyTo,
HAYaBLUMICA B YCOBMAX UAEOIOMMUYECKUX U
TEXHOJ/IOMMYECKMX OrPaHUYEHMIM COBETCKOM 3MOXM U
NPOAOIKMBLUMICA B NEpUos 6YpHOM M XaoTUYHOM
MHTErpauun B MMPOBOM PbIHOK, TPEBYET ry6oKOoro 1
CcUCTEMATU3MPOBaHHOMO aHamn3a. Ocobyio
aKTYya/IbHOCTb STOMY MCC/IeA0BaHMIO NpUAaeT
TEKYLUMM UCTOPHUYECKMIM MOMEHT, Korga nocne 2022
roAa MHAYCTPUA CTONIKHYNACh C 6ecnpeLeaeHTHbIMA
BbI30BaMM, MOTPE6OBABLUMMM KOPEHHOM
CTPYKTYPHOM NEepPeCcTPOMKM M MOMCKA HOBbLIX MoAeen
pasBuTMA. JlaHHasA CTaTbA CTaBUT CBOEM Le/blo
NPOBEeAEHNE KOMMIEKCHOro aHasiM3a pasBUTUA MMPOBOM
U POCCUIMCKOM BUAEOMIPOBOM MHAYCTPUM.

Ana joCTUXKEHUA 3TOM LEeNW NOCTaBNEHbI Clieayrolme
3ajaum: 1) cMCTeMaTmM3MpoBaTb KAOYEBbIE 3Tanbl
3BOJIOLMM TN106aNbHONM UHAYCTPUM, BbIAEMB
OCHOBHblE TEXHOJ/IOTMYECKME U SKOHOMMYECKME
CABMWIU; 2) PEKOHCTPYMPOBATb UCTOPUYECKMMI NyTb
COBETCKOM M POCCUMCKOM pa3paboTKM, OT NepBbIX
3KCMNEPUMEHTOB A0 (hOPMMPOBAHUA HALMOHANIBHOTO
PblIHKa;
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3) OLEHWUTb TEXHOIOTMYECKUIM U KY/IbTYPHbIM

BK/1ag Poccuu B MMPOBOM reMMAeB Ha npumepe
aHa/IM3a 3HaKOBbIX NPOEKTOB; 4) MPOBECTH
CPaBHUTE/bHbINM aHaNM3 COCTOAHWUSA aKaZeMUYECKoM
ancuunamiel Game Studies B Poccuu 1 mupe; 5)
uccnefoBaTh NpoLecchl TpaHCchopmaLMu POCCUIMCKOM
MHaycTpmm nocne 2022 rofa 1 oueHUTb posb
OpraHu3saumm pa3BuTHs BUAEOUTPOBOM MHAYCTPUM
(PBM) B 3TMX npoueccax; 6) Ha OCHOBE NPOBEAEHHOr0
aHanu3a copmmpoBaTh Hay4YHO-060CHOBAHHBIN
NPOrHO3 OTHOCUTE/IbHO NEePCNEeKTUBHBIX
Hanpas/IEHWM Pa3BUTUSA OTEYECTBEHHOM MHAYCTPUM.
HayyHas 3HauMMOCTb paboTbl 3aK/l04aeTca BO
BBEJEHMM B HAY4YHbIM 060POT CMCTEMATU3MPOBAHHOIO
aHa/IM3a POCCUMCKOM BUAEOMIPOBOM MHAYCTPUM,
KOTOPbIM MO3MLMOHUPYET €€ KaK 3HaYMMbIM CYy6BbEKT
rN06abHbIX KY/IbTYPHbIX M TEXHOIOMMYECKUX
npoLieccos.

Cratbsa npegnaraeT KOHLENTyasbHyo

paMKy Ans AasibHEMLWEro U3y4YeHms 3Toro peHomeHa
U MOKET CNYKMTb OCHOBOM ANS BbIPabOTKM
CTpaTernyeckmx peLieHuin B 061acTH KybTYPHOM M
MPOMbILUIEHHOM MONUTUKM.

2. dBoJitouusA riobasbLHOM BUAEOUTPOBOM MHAYCTPUMA:
oT flabopaTopmii 4O MHOFOMMJ/IJIMAPAHOMO pbiHKa

2.1. MuoHepcKasn spa (1950-e - 1970-e):
AKkaieMryecKmne 3KCNepuMeHTbl U poxaeHue
apKag,

MUcTopua BUAEOUTP HEPa3pbIBHO CBA3aHa C
3BOJIIOLMEN KOMMbIOTEPHbIX TexHoorui [1]. Mepsbie
MHTEPAKTUBHbIE 3/IEKTPOHHbIE UIPbl BO3HMK/N B
1950-x 1 1960-x rogax B CTeHaX YHUBEPCHUTETCKUX
nabopaTopuit U UCCNe0BaTEIbCKUX LEEHTPOB,
ABNASCh, MO CYTW, AEMOHCTPALMEN BbIYMUCIUTENBHBIX
BO3MOXHoOCTeN merHdpelrimoB [10]. Takue NpoeKTbl, Kak
Tennis for Two (1958) Yunbama XvruH6otama m
Spacewar! (1962), co3gaHHas cTyaeHTamm MIT,
330NN dyHAAMEHTasIbHbIE MPUHLMMbI
MHTEPAKTUBHOIO pa3B/ieyeHns, OJHAKO OCTaBa/IMCb
JOCTOAHMEM Y3KOro Kpyra y4YeHbIX U MHXKeHepoB [4].
Mepexoa Urp 13 akageMMYecKol cpebl B Ny6nyHoe
NPOCTPaHCTBO Npou3soLlen B Havane 1970-x rogos ¢
NnosAB/IEHMEM KOMMEPYECKMX apKaAHbIX aBTOMAaTOB.
MpoekTbl HonaHa bywHenna v ero komnaHmu Atari, B
yacTHocTM Computer Space (1971) 1, B 0CO6EHHOCTH,
Pong (1972), ctanu KatanmMsaTopoM (hOpMUPOBaHUSA
HOBOM MHAYCTpum [1]. Ycnex Pong npueen K Tak
Ha3blBaeMOMY "30/10TOMY BEKY apKaj', Korga
UrpOBble aBTOMATbI CTa/IM HEOTHEMJIEMOM YaCTbio
06LLEeCTBEHHbIX MPOCTPAHCTB — KMHOTEATPOB,
TOProBbIX LIEHTPOB U pecTopaHoB, cpopMMpPOBaB
nepByto YCTOMUYMBYIO BU3HEC-MOAE/Ib UHAYCTPUM,
OCHOBaHHY Ha MoHeTonpuemHmKkax [10].



MpakTMyYeCcKn ogHOBPEMEHHO C 3TMM, B 1972 roay, Ha
PbIHOK BbllLJlamnepBas B UCTOPMM JOMALLHASA MrpoBas
KoHconb Magnavox Odyssey, caenasLias BUAEOUIPbI
JOCTYMHbIMM ANl MACCOBOFO CEMEMHOT0
noTpebuTens 1 NONOXKMBLIAA Hayas o HOBOMY
CermeHTy pbiHKa [4].

2.2. KoHconbHble BOMHbI M Kpax 1983 roaa:
JnHaMMKa pbiHKa M CMeHa njepcTBa

BYpHbIM pOCT pblHKa AOMALLHMX KOHCOMEN B KOHLE
1970-x — Havane 1980-x roaoB, BeOMbIM YCreXoM
Atari 2600, npvBen K ero HEKOHTPOIMPYEMOMY
HacblweHnio. OTCYTCTBME KOHTPOAS KadecTBa M
JIMLEH3UPOBaHMA CO CTOPOHbI NiaTdopmoaep:aTens
NMpUBEJIO K HABOAHEHMIO PbIHKA OFPOMHbIM
KOJIMYECTBOM HU3KOMPOGHBIX UIP OT CTOPOHHUX
pa3paboTtynkos [15]. MoTpebuTenm, pasoyapoBaHHbIE
KayeCTBOM MPOAYKLMM, NepecTasm NoKynatb Urpbl,
YTO BbI3BAJIO LEMHYI0 PeaKkumio: puTenaepbl
BO3BpaLla/iM HENPOAAHHbIE KapTPUAKMU U3AATENAM,
KoTOpble, B CBO o4epesb, 6aHKPOTUANCE. ITO
MpUBEJIO K pe3KOMY 06Basly pblHKA, M3BECTHOMY Kak
"Kpax BMAeoUrpoBoM MHAYCTpMM 1983 roga”, Korga
[0X04bl CEBEPOAaMEPUKAHCKOIO pbiHKA yNnasu
nMKoBbIX $3.2 Mapa o $100 M/H, TO eCTb NoYTH Ha
97% [1].

3TOT KPM3UC NPOAEMOHCTPUPOBa LIMKANYHOCTb
pasBMTUA MHAYCTPUU, FAe NEPUOAbI BYpPHOrO,
Xa0TUYHOrO POCTa CMEHAIOTCA PbIHOYHbIMM
KOpPPEKLMAMMK, KOTOpble, B CBOKO 04epesb, CTUMY/IMPYIOT
WMHHOBALMK B BU3HEC-MOAEeNAX U

TexHonorusax. Kpax 1983 roga cran He KOHLOM, a
KaTa/IM3aTOpOM, KOTOPbIM CMECTU LEHTP UHAYCTPUU
u3 CLLA B AnoHuMI0 1 yTBEpPAUA KOHTPO/Ib KayecTBa
Kak KtoueBoM akTop ycrnexa. Bo3poxkzaeHue pbiHKa
cBA3aHo ¢ BbixogoM B 1985 rogy B CLUA koHconm
Nintendo Entertainment System (NES), ANOHCKMM
opuruHan Kotopoi (Famicom) nossuacs Asyms
rogamu paHee. YcBomB ypoku Atari, Nintendo Beena
CTPOryl0 CUCTEMY JIMLEH3UPOBAHUA U KOHTPOIA
KayecTBa A/19 CTOPOHHMX pa3paboTuMKOB, MapKUpya
0406peHHblE Urpbl CBOMM "3HaKOM KayecTBa" (Seal of
Quality) [16]. 3Ta cTpaTer1a no3sosiMaa BOCCTaHOBUTb
Josepue notpebutenen u obecneunna Nintendo
MHoOroneTHee JOMUMHMPOBaHUE HA MUPOBOM PbIHKE,
3a/10}KMB OCHOBbI COBPEMEHHOM KOHCO/IbHOM
uHaycTpum [13].

2.3. Undposasa pesontouma (1990-e - 2000-¢):
Mepexoa K 3D, oHMaMH M HOBble 6M3HeC-Moae

1990-e roabl 03HAMEHOBA/IMCb TEXHOJIOMMYECKMM
CKa4YKOM — NepexoAoM OT AByXMepHoM (2D) kK
TpexmepHo# (3D) rpadumke. MossneHne 32-6UTHbIX M
64-6UTHBIX KOHCOJIEM, TaKMX Kak Sony PlayStation
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(1994) u Nintendo 64 (1996), npefocTaBuio
pa3paboTymKam MHCTPYMEHTbI AN1si CO34aHMA 6onee
CJIOXKHbIX, PEAIMCTUYHBIX M UMMEPCMBHbIX UIPOBbIX
MMPOB, YTO KapAuHa/IbHO U3MEHMIO0 FEMMAN3ANH U
3CTeTUKY Buaeomrp [1].

OZAHOBPEMEHHO C 3TUM pOC/ia NOMYAAPHOCTb UFP Ha
nepcoHasbHbIx KomnbtoTepax (1K), yeMy cnoco6cTBoBano
pacnpocTtpaHeHue CD-ROM Kak BMeCTUTENIbHOO HoCUTeNA
JaHHbIX. Takue urpbl, Kak Myst (1993),
npoAeMoHCTpMpoBaau noteHunan CD-texHonormm ans
CO3/1aH1s Urp C BbICOKOKA4YeCTBEHHOM rpadmKom m
C/I0}XHbIM NnoBecTBOBaHMeEM [13].

Pa3BuTHE MHTEPHETA OTKPbIJIO HOBYIO 3pYy B MCTOPUM
MHZAYCTPUM — 3PY OHNaMH-reMmuHra. Mossmuamch u
Habpasiv NonynApHOCTb MaccoBble
MHOromno/Ib30BaTe/IbCKUE POJIEBBIE OHJIAMH-UIPbl
(MMORPG), KoTopble N03BOJIMAN TbiICAYAM UIPOKOB
0/JHOBPEMEHHO B3aMMOJENCTBOBaTb B MOCTOSAHHbIX
BMPTyabHbIX MMpax.4 B Hayane 2000-x Microsoft,
BbIAA Ha PbIHOK C KOHCo/blo Xbox, 3anycTuna
cepsuc Xbox Live, KoTopbIl nonyaspusMpoBan
MoZeNb NAaTHOM NOANMCKK AN AOCTyNa K
My/IbTUNAEEPHbIM PYHKUMAM Ha KOHCONAX, CAe/aB
OHNAMH-Urpy CTaHAAPTOM MHAYCTpUM [16].

2.4. CoBpeMeHHbIM naHawadT: Mo6UIbHBIN
reMUHI, Urpbl-CEPBUCHI U MeTaBCce/IeHHas

CoBpeMeHHas BMAEOWUIpoBas MHAYCTpUS
XapaKTepU3yeTCs HECKOJIbKMMM K/IHOUEBbIMMI
TpeHAamu. Bo-nepBbix, 3TO JOMUHUPOBaHKUE
MOBMNBHOrO reMMMHra, KoTopbIi 61arogaps cBoen
JOCTYMHOCTH CTasl KpPYNHEMILMM CEFMEHTOM PbIHKA,
reHepupYIoLWMM 3HAYUTEIbHYI0 YacTb JOXOA0B BCEM
MHZAYCTPWM, OLLEHMBAEMOM B COTHU MUIMAPA0B
aonnapos [2].

Bo-BTOpbIX, Npou3owen dbyHAAMEHTa/IbHbIM CABUT B
613HEC-MOAENAX OT eJMHOBPEMEHHONM NPOAAKM
npoaykta (premium model) K Mogenn "Urpbl Kak
cepsuc” (Games as a Service, GaaS). B atol moaesm
Urpbl, YacTo pacnpocTpaHaemMble 6ecnnaTHo (free-to-
play), MOHETU3UPYIOTCA B TEYEHWE ANUTENBHOIO
BPEMEHM 3a CYET MUKPOTPAH3aKLUM, NOAMNMCOK M
NpoAakm BHYTPMUIPOBOro KOHTeHTa [16]. 3TOT caur
M3MEHMN KaK 3KOHOMMKY, TaK 1 cam mpoLecc
pa3paboTKM, KOTOPbLIK TENEpb OPUEHTUPOBAH Ha
[IONIFOCPOYHOE yAepKaHue ayanTopuM.

B-TpeTbMx, BUAEOMIPbI BCE Yallle BbICTYNatoT B

POJ/IM KaTa/n3aTopa TEXHOOMMYECKMX MHHOBALMM,
BbIXOZALMX JaNEKO 3a Npejeibl pa3B/ieKaTe/lbHOM
cdepbl. CNpoc Ha peasMCTUYHYI0 FpaduKy
CTUMY/IMPYeT pasBuTUE rpacUyecKMx NpoLeccopoB
(GPU), KoTOpble ceroaHa UCNob3yoTca ANs
Hay4HbIX BbIYMCIEHMI M 0BYHEHMA HEMPOHHbIX CETEMN.



Pa3paboTKa CNoXHbIX MrPOBbIX MMPOB

crnoco6cTByeT nporpeccy B o6aactm WA,
npoLeAypHOM reHepauym KOHTEHTa U CUMY LM,
TexHonornn VR 1 AR, M3HavanbHO nonyymslime
TO/IYOK K pasBUTUIO 611aroAaps UrPOBOMY PbIHKY,
HaxoAAT NpUMeHeHMe B MeuLMHE, 06pa3oBaHuM,
ApXUTEKTYpe M NPOMbILLIEHHOCTH [7]. Taknm 06pasom,
BUZEOUrpoBas MHAYCTpUA NpeBpaTMaach B aBaHraps
TEXHOJI0rMyYecKoro nporpecca, hopmMmUpys KOHTYpbI
6yayLuen umdpoBoi peasbHOCTH, BKOYas
KOHLIENUMKM MeTaBCE/IEHHOMN.

3. CTaHOB/IeHHWEe U pa3BUTHE BUEOUTPOBOM
uHgyctpmum B CCCP 1 Poccuu: yHMKaNbHBIM NyTb
M KNloYeBble 3Tanbl

McTopusa BMAEOMIPOBOM MHAYCTPpMM B Poccum
pa3BMBasiach Mo YHWKasIbHOW TPAEKTOPMM, OTIMYHOM
OT 3amnajHoM M asmMatckom Mogenen. OHa 6bina
ccopMMpOBaHa NnoJ BAMAHUEM CnieumudUIYECKUX
MAEO0NOTMUYECKMX, TEXHOIOMMYECKUX U
3KOHOMMYECKMX YC/I0BMH, YTO NPUBENO K CO3AAHMIO
CaMOBbITHOM LLKOJIbl pa3paboTKM C APKO
BbIpaXKEHHbIMM CUJIbHBIMKU CTOPOHAMM.

3.1. CoBeTCKMe UCTOKM: [lBOMCTBEHHAA NpupoAa
UrpOBOM KyJIbTypbl

3apoxzaeHue urpoBoi KyabTypbl B CCCP 1meno
[ABOMCTBEHHbIM XapaKkTep. C 04HOM CTOPOHbI,
CyLecTBoBasio odbu1umMabHoe, rocyapCcTBeHHoe
HanpaBaeHue. C KoHua 1970-x rofoB Ha 060POHHbIX
npeanpUATUAX NPOM3BOAMIUCD
3/1eKTPOMEXaHUYECKME UIPOBble aBTOMATbI, TaKME KaK
Mopckom 6oi, CHamnep 1 TaHkogpom [19].

3TM yCTPOMCTBA, pa3MeLlaBLUMECs B NapKaXx Ky/bTypbl U
KMHOTEaTpax, HOCU/IU CKOPEee YTUIUTAPHbIA, BOEHHO-
NPUKNAAHOM XapaKTep, CyXa AN8 pa3BUTHSA
rnas’omepa U peakumm, 1 6blM UAEONOrMYECKM
BblBEPEHbI, COOTBETCTBYA 3aJavyaM BOEHHO-
NMaTpMOTMYECKOro BOCNMTaHUA Monogexu [21].

C Apyrov CTOpOHbI, Napasiie/lbHo pa3BuBaoCh
HedopmasibHOe HanpasJ/ieHWe, COCpeA0TOYEHHOE B
aKaleMMYECKOM U paamosilobmTenbCckomn cpeae [22].
MporpaMMMCTbI-3HTY3MaCTbl CO3/jaBasiM NEPBbIE UrPbl
Ha 6a3e coBeTCKMX IBM, TaKMx KaK "INeKTPOHUKaA-
60", 1 Ha KNIOHax 3anafHblX NePCOHasbHbIX
KOMMbIOTEPOB, B NepBYI0 oyepeab ZX Spectrum,
KOTOpble nonaganu B CTpaHy HeoduuManbHbIMU
nyTamu [23]. UIMeHHO B 3TOM cpeje, MLIEHHOM
KOMMEPYECKOro J1aB/IeHUs, HO 6oraToM
WHXXEHEePHbIMM TaslaHTamu, B 1984 roay
NporpaMMMCTOM BbluncamTtenbHoro ueHTpa AH

CCCP AnekceeMm MNaxKMTHOBLIM 6bls1 CO34aH

npototmn Tetris [23].
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MBbIC/IM Urpa BOCMPUHKMMAAch He Kak YMCToe
pasBJ/ieyeHHe, a KaK Nnosie3Has JedTe/IbHOCTb, MOJE/b
[NA PEeLIEHUS YTUIMTAPHbIX 3aJaY, CTPYKTYPHO

CX0¥as C TpyAoMm [27]. OTOT NoAxoa, CTaBALWMIA BO r1aBy
yrnia CUCTEMHOCTb, a/lfOPUTMUYECKOE MbILLIEHUE U
peLUeHME CNIOXKHBIX 3aJau, 3a0XuN byHAAMEHT
6yayLuei poCCUMCKOM LWKOJIbI FeMMau3aiHa.

3.2. NocTcoBeTckni nepuog (1990-e): XaoTnuHas
MHTEerpaumsi B MUPOBOM PbIHOK

Pacnag CCCP u OTKpbITHE FpaHumL, NPUMBEIN K XaOTUYHOM,
HO 6bICTPOM MHTErpaLyuM POCCUIMCKOro

o6uiecTBa B r/106aibHY0 UFPOBYIO KybTypy. ITOT
npouecc 6bls1 OTMEYEH ABYMSA K/IIOYEBbIMU
ABneHnAMM. NepBoe — MaccoBoe pacnpocTpaHeHUe
HEIMLEH3MOHHBIX KOMMKM 3anagHbix urp ansa MK u
KoHconen. Bropoe — ¢peHomeH Dendy, TaMBaHbCKOro
annapaTtHoro KJsioHa koHcoam Nintendo Entertainment
System (NES), KoTopbi¥ 61aroaaps cBoem
JOCTYNHOCTU CTan ANA MUJIZIMOHOB POCCUAH NEPBbIM
3HaKOMCTBOM C MMPOM BMAEOUTP M ChopmmpoBa
Lesioe nokoseHue rerimepos [19].

B 3TMX yCa10BMAX HaYanM NOABAATLCA U NepBble
POCCHMICKME KOMMEPYECKME CTyauM, Takue Kak Nikita
(1991) 1 Gamos (1991). MUx nepBble NPOEKTbI,
Hanpumep, NOAUTUYECKM-aKTyasibHasA Perestroika
nnun normnyeckas mrpa Color Lines, 6biam
OTHOCMTE/IbHO MPOCTbIMM, HO OHW 3a/10KMIM OCHOBY
AN KOMMEpYECKoM pa3paboTku B cTpaHe [19]. Takum
06pas3om, 1990-e roabl cTanm NEpUOSOM
HedOpManbHOro, HO MHTEHCUBHOIO "0BYyYeHUA":
yepes nMpaTCcKue KOMmu poCcCUMMcKUe pa3paboTumKi U
MIrPOKM MacCOBO OCBaMBasIM 3anajHble aHpbl U
JM3aliHepCKME NoAX0Abl, aZjanTUPYs UX K MECTHbIM
peanuam.

3.3. CtraHoB/IeHME HaLMOHa/IbHOro pbiHKa (2000-e
- 2021): PocT M aKkcnopT

B 2000-e roabl Ha4yancsa 3Tan CTaHOBJIEHWUS
LIMBM/IM30BAHHOMO PblHKAa. JKOHOMUYECKUE peanuu,
BKJlItOYasA OTHOCMTE/IbHO HEBbICOKYHO NMOKYNaTesIbHyto
CNOCOBHOCTb HAaCENEHUSA M BbICOKMIA YPOBEHD
nMpaTCcTBa, NOATOIKHYIM POCCUMCKMX
pa3paboTUMKOB K aKTMBHOMY OCBOEHMIO OHJIAMH-
cermeHTa U free-to-play (F2P) 6usHec-mogenu.
MmeHHo B Poccuu F2P-moaenb nosyymna wmpokoe
pacnpocTpaHeHue paHblle, YeM Ha MHOTMX 3anazHbIX
pbiHKax [20]. MosasneHue B 2003 rogy nepson
poccuickor MMORPG "Coepa” ot ctyamu Nikita
CTasI0 BaXKHOM BEXOM 3TOro npouecca [29].

B 3TOT Nnepuoz NosBAAOTCA KPYMHble POCCUMCKME
u3gaTenu 1 paspaboTuMKK,



CNoCco6Hble Co3/jaBaTh BbICOKOGIOAKETHbIE NMPOEKTHI,
KOHKYPEHTOCNOCO6Hble HA MMPOBOM pbiHKe. Poccua
npeBpaTh/iach B OAWMH M3 KPYMHEMLLMX UIPOBbIX
pbiHKOB B EBpoOne, a pyccKuit A3biK BOLEN B TPOMKY
caMmbIx MonyasapHbIX Ha naaTdopme uMcbpoBoi
ANCTpUbYLMM Steam [23]. MHOrne KoMnaHum,
0OCHOBaHHble B Poccumn, Takue Kak Playrix, ZeptolLab
1 Gaijin Entertainment, ycnewHo BbIWwM Ha
MeXAyHapOoAHbIM YPOBEHb, J0Ka3aB 3KCMOPTHbIM
NoTeHLUMaN OTe4eCTBEHHOM MHAYCTPpKM.30

3TOT YHWMKa/IbHbIM NYTb Pa3BUTKSA, COYETAIOLMIA B
cebe COBETCKOE Hacneane CU/IbHOM UHKEHEPHOM
LIKOJIbl, MHTEHCMBHOE OCBOEHME 3anafHoro onbiTa

Yyepes nupatcTBo B 1990-e 1 paHHMM OKYC Ha
OHNavH- 1 F2P-Mogensax, cchopmupoBan
cneuudryeckuii Npocduib pOCCHUMCKOro
pa3spa6oTymka. OH XapaKTepM3yeTcs BbICOKOM
TEXHUYECKOWM rPaMOTHOCTbIO, Ty6OKMM
NOHUMAaHWMEM T106a/IbHbIX UFPOBbIX TPEHAOB U
OMbITOM CO3JaHMA U NOAAEPHKKN CNOXKHBIX UIP-

cepBuMCoB. MMEHHO 3TO coYeTaHue M CTaslo OCHOBOM
ANA Cco34aHnA Uenoro pAaga 3HakoBblX NPOEKTOB,

BHECLUMX BECOMbIM BK/IaZ B MUPOBYIO MIPOBYIO
MHAYCTPHIO.

Ta6amua 1: KnloyeBble 3Tanbl pa3sBuTUA
BMAEOMIPOBOM MHAYCTPMM B Poccumn

[Tleprog, [Rntoqesbie 3HaKoBbIE BAvAHWE Ha

(roae))  |co6bitua u UrPbI/TEXHONIO |MHAYCTPUIO
TeHAEeHUMU ™1

1970-e- |locygmapcteeHHoe |Mopckol 6ou, |®opmupoBaHime

1980-e  [npoussoacteo TaHKkoOpoMm, MHYKEHEPHBIX
apKagHbIX npotoTun Tetris [KoMneTeHLi 1
aBTOMATOB; LLIKO/bI
pasBuUTME WIPp § asropuTMMYECK oro
aKaZieMH4ecKom MbILLLTEHNA.
cpege.

1990-e |Maccosoe Perestroika, [dopmipoBaH1e
nMpaTtcTBo; Color Lines [MaccoBoi MrpoBoi
[OMMHMPOBaHK € ayauTopuM 1
KOHCO/IU-K/IOHa NepBoro MoKosieHHA
Dendy; pa3paboTUMKOB,
nosB/ieH1e ocBOEHME
nepBbIX 3anagHbIX
KOMMEPHECKMX *aHpoB.

CTyaui.

2000-e |PocT pblHKa Cepepa, Silent  |CraHoBneHMe F2P Kak
OHTAMH-UIP Storm, IL-2 (OCHOBHOM
(MMO); Bbixoz Sturmovik 613HEC-MOAENM;
NepBbIX KPYMHbIX SKkcnopT
NPOEKTOB  Ha nepBbix
MeXayHapoAHbI 1 yCrneLLHbIX
YPOBEHb. NPOEKTOB;

leMOHCTpaLys
TeXHO/IOrMYECKoM
KOHKYPEHTOCTO
[coGHOCTU.

2010-e- |Bym Allods Online, [Ykpennenve

2021 MOBMILHOTO War Thunder,  [nosuumit Poccum
reiimuHra; Escape from  [Kak opHoro u3
ycnex Tarkov BEAYLLMX
POCCHIMCKUX 3KcrnopTepos F2P-
KOMMaHuit Ha MrP  VCNIOXKHBIX
MMPOBOM (C1MyIATOPOB; POCT
PblHKe; MHBECTULIOHHOM
passuTue npuBieKaTesbH
KubepcropTa. ocTu.
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MBbIC/IM Urpa BOCMPUHKMMAAch He Kak YMCToe
pasBJ/ieyeHHe, a KaK Nnosie3Has JedTe/IbHOCTb, MOJE/b
[NA PEeLIEHUS YTUIMTAPHbIX 3aJaY, CTPYKTYPHO

CX0¥as C TpyAoMm [27]. OTOT NoAxoa, CTaBALWMIA BO r1aBy
yrnia CUCTEMHOCTb, a/lfOPUTMUYECKOE MbILLIEHUE U
peLUeHME CNIOXKHBIX 3aJau, 3a0XuN byHAAMEHT
6yayLuei poCCUMCKOM LWKOJIbI FeMMau3aiHa.

4. Bknap Poccum B rnobasibHyto UrpoBy MHAYCTPMIO:
aHa/IM3 3HAKOBbIX MPOEKTOB U TEXHOJIOTUIA

Poccuiickas MHAYCTpUS BUAEOUTP, HECMOTPA Ha CBOIO
OTHOCMTE/IbHO KOPOTKYI0 KOMMEPYECKYI0 MCTOPUIO,
noAapuia MUpY psj 3HaKOBbIX NMPOEKTOB, KOTOpble He
TO/IbKO AOCTMI/IU FN06aNbHOMO yCrexa, HO M OKasasu
CyLLECTBEHHOE B/IMAHME Ha pa3BUTME OTAE/IbHbIX aHPOB U
MrpoBOM Ky/IbTYpbl B LIE/IOM. AHa/IM3 3TUX NPOEKTOB
MO3BOJISET BbIIBUTL XapaKTEPHble YepTbl "HaLMOHaIbHOM
LWKOJIbI" FelmAM3aiHa, KoTopas TAroTeeT K CO34aHuI0
CJIOXKHbIX, CUCTEMHbIX U FIy60KMX UFPOBbIX NEPEXUBAHMM.

4.1. Tetris (1984): KynbTypHbIi 3KcnopT 1 eHoMeH

"KasyaJibHOM" Urpbl

Tetris, co3aaHHbIM Anekceem MaxKMTHOBbLIM B
BblumcantenoHom LeHTpe Akagemmmn Hayk CCCP, aBnsetca
CaMbIM M3BECTHBIM KYJIbTYPHbIM 3KCMOPTOM COBETCKOM
anoxu B cchepe uudpoBbIX passaedeHuit [23]. Urpa,
poAMBLUAACA HE B KOMMEPYECKOM CTYyMH, a B
aKafeMMUYeCcKoM cpejie Kak pesy/ibTaT yB/eYeHUs
nporpammmcTa roJloBOJIOMKamMu, BOMI0TUAA B cebe
3NEeraHTHY0 NPOCTOTY NPaBWUI M BECKOHEYHYIO FyOUHY
MUrpoBoro npouecca [26]. Ee cnoxHaa UCTOpUA NonydYeHUs
npas 1 nocnegyouiee rnodasbHoe pacnpocTpaHeHue,
0CO6EHHO B KA4eCTBE KOMIJIEKTHOM Urpbl /18 NOPTaTMBHOM
KoHcosim Nintendo Game Boy, npespaTtuam Tetris B ogHy 13
cambIx NPpoAaBaeMbIX M y3HaBaEMbIX Urp B UCTOPUM
YyesnoBeyecTBa [26].

®eHoMeH Tetris 3ak/ioyvaeTcA B ero
yHMBEpPCanbHOCTM. Urpa cTtana ogHWM M3 NepBbiX 1
Hanbosiee BAMATE/IbHBIX MPMMEPOB "KasyasbHOM" Urpbl,
[OCTYMNHOM M MHTEPECHOM A1 CAMOM LUMPOKOM ayAUTOPMM,
HEe3aBUCMMO OT BO3pacTa, MoJsia U UrPOBOro onbiTa [26].
Bbonee Toro, Tetris npMBAEK BHMMaHWE Hay4YHOro
coobLiecTBa. MHOrOYUC/IEHHbIE MCCeA0BAHUA NOCBALLEHDI
M3YYEHUIO ero BAMAHMA Ha KOTHUTUBHbIE (DYHKLMM,
NPOCTPAHCTBEHHOE MbILLJIEHWE WU Jaxe ero
TepaneBTUYECKOMY MOTEHUMaNy, HanpMMep, B KayecTee
"KOrHWUTMBHOM BaKLUMHbI" A1 CHUXEHUA HABA3UYMBbIX
BOCMOMWHAHWIM M NpeAoTBpaLLEHNA CUMMTOMOB
nocTTpaBMaTUYECKOro cTpeccoBoro pacctpoicTea (MTCP)
[26].



4.2, IL-2 Sturmovik (2001): TexHonoru4yeckoe
JINJEepCTBO B *KaHpPe aBMaCMMYJIATOPOB

BouinyweHHasa B 2001 rogy ctyaver 1C:Maddox Games,
urpa IL-2 Sturmovik cTana HacToAWMUM NPOPbLIBOM M
yCTaHOBW/Ia HOBbIM MMPOBOM CTaHAAPT B }KaHpe 60eBbIX
aBMacuMynaTopos.38 B oTMume oT MHOrMX 3anagHbIxX
aHanoros., Urpa ccoKycmMpoBasacb Ha MeHee
OCBeLlleHHOM B To BpeMsi BocTouHoM chpoHTe BTopoi
MMWPOBOW BOMHbI, NMPEAJ/IOXKMB UrPOKaM YHUKA/IbHbIM
UCTOPMYECKMM CETTUHT [39].

NaBHbIM BKNIaZIOM NPOEKTa CTa/IM ero TeXHOornyeckune
WHHOBaLuK. Pa3paboTumku JocTuUrin 6ecnpeLleieHTHOro
Ha TOT MOMEHT YPOBHA peanv3ma, Co3aB AeTaslbHylo
u3nyeckyto moZenb nNosieTa ANA Kaxoro camoneTa,
CJIOXKHYIO M JOCTOBEPHYHO MOZE/b MOBPEXKAEHMH, a TaKxKe
UCTOPUYECKM TOYHbIE KapTbl MU MOAENN TEXHUKM [39].
Urpa nosiyumna BbiCOYaMLLME OLLEHKM MUPOBOM Npecchl,
MHOXECTBO Harpaj v Ha Jo/irue rofbl ctana 3TajoOHOM
}aHpa, cchopMMpoBaB BOKPYr ce6a npejaHHoe
MeXAyHapoAHoe CoobLLecTBO 3HTY3nacToB [39].
JlonrocpoyHas nojaeprkKa 1 NocTosHHOe pa3BUTUE
cepumn, KoTopas 0CcTaeTcsl OAHUM U3 IMAEPOB CErMeHTa U
Mo cei ieHb, AEMOHCTPUPYIOT YCTOMYMBOCTb U FTyBUHY
POCCHMMCKOM LUKOJIbI Pa3paboTKM CNOKHBIX TEXHUYECKMUX
cumynatopos [38].

4.3. Allods Online (2009): ®opMupoBaHUe
HauuoHasibHoro HappaTea B MMORPG

MpoekKT Allods Online ot cTtyauu Astrum Nival (nosxe
Allods Team) cTan ogHUM M3 NepBbIX POCCUMCKMX
MMORPG, co3aaHHbIX C KPYMHbIM G0 KEeTOM U
M3HayYaIbHO OPUEHTMPOBAHHBIX HA MEXKAYHAPOZAHbIN
pbiHOK [42]. Urpa siBaseTca HacaeaHuueNn 6onee paHHeN
cepun ponesbix urp "Annogbl” (Rage of Mages), HO
nepeHecna ee BCENIEHHYIO B OHJIaMH-dopmar.
KntoueBbiM BKnagom Allods Online ctano cosaaHue
YHMKa/IbHOr0 CETTMHIa, KOTOPbIM OPraHMYHO coYeTan
3/IEMEHTbI KNIACCUMYECKOro h3HTE3M C CaMO6bITHOM
JCTETUKOM, BAOXHOB/IEHHOM CNAaBAHCKOM Mudoorven,
(ONBKNIOPOM M OTAE/bHBIMU SIEMEHTAMW COBETCKOro
KOHCTpPYKTUBM3MA [44]. KoHuenuua "AcTpana” —
Marmyeckoro KocMoca, KOTOpbI MIPOKKU MCCNeayIoT Ha
CO6CTBEHHbIX KOpabsax, — CTasia BU3MTHOM KapTOYKOM
NpOeKTa, BbIrOAHO OT/IMYAA ero oT 6oJIbLUIMHCTBA
a3MaTCKMX U 3anasHblX KOHKYpeHTOB [42]. MpoeKT cTan
BaYXHOM BEXOM B CTAHOBJIEHUM POCCMMCKOM MHAYCTPUU
OHNANH-Mrp U free-to-play mozenu, NpoaeMOHCTPMPOBaB
CNOCOBHOCTb OTEYECTBEHHBIX Pa3paboTUMKOB CO34aBaTb
CJIOXHbIe W OPUrMHAJIbHbIE BUPTYaslbHble MUPbI,
npuBAEKaTe/IbHble AN1A r106a/bHOM ayauTopmm [42].

4.4, Pathologic (2005): ABTOPCKMI1 MOYEPK M
¢dunocodckana rnybmHa
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Urpa Pathologic (B Poccmm m3BecTHa Kak "Mop. YTonusa") ot
MOCKOBCKOM cTyaum Ice-Pick Lodge

(ocHoBaTe b CTYAMMU U KpeaTMBHbIN AUPEKTOP

Hukonai Abl6oBCKMIM) NpeacTaBaseT coboM yHUKaIbHoe
SIBIEHME HE TO/IbKO A/ POCCUIMCKOM, HO M AN MUPOBOM
MHAYCTPMU. ITO NPUMEP “aBTOPCKOM Mrpbl”, UM
"apTxayca“, KOTOpbIM CHMCKaN Ky/bTOBbIM CTATyC Ha
3anage 6narofapsa cBoemy riny6okoMy miococKomy
HappaTuBy, rHeTylel atMocdepe U
HEeKOHBEHLMOHANbHOMY rermamn3sanHy [48]. B oTamnume ot
6O/BLUMHCTBA UIP, CTPEMALLMXCA pa3B/ieyb UrpoKa M
JaTb eMy ollyuieHme BcemoryulecTtsa (“power fantasy”),
Pathologic cTaBUT ero B aKCTpemasibHble YC10BUA
BbIXKMBaHWSA B rOpoJe, OXBa4EHHOM 3araZloMHOM
anugemuen. MexaH1KM NOCTOSHHOM HEXBATKU BPEMEHMU,
rosiofa, yctasaoct U Apyrux pecypcoB UCMOJb3yOTCA He
NPOCTO KaK BbI30B, @ KaK MHCTPYMEHT A/ NOrpyXKeHus
UrpoKa B COCTOAHWME OTHaAHUA, 6GEe3bICXOAHOCTU

M HEOGXOAMMOCTU NPUHKMMATDL TSKENENMLLME MOPasIbHblE
pewenuna [51]. Urpa akTMBHO NpuBAEKaeT BHUMaHWE
aKaJleMMYeCcKoro coobLiecTBa Kak 06beKT A/1A aHam3a ¢
no3uumMi HappaTosiorim, dunocobum n

Ky/IbTYposiorun. B Hel BUAAT oTpaxkeHue
cneundrIeckm poCCUMMCKOM Ky/IbTYPHOM MAEHTUHHOCTU
yepes TeMbl IK3UCTEHLMANBHOM TOCKM, 06paLleHue K
MAEAM pycckoro dopmanusma (npuem "octpaHeHus"
BukTopa LLIKNOBCKOro) 1 rnyboKyto pedieKkcuio Ha Temy
YTOMMYECKMUX coumanbHbix NpoekToB [50].

4.5. Escape from Tarkov (2017-H.B.): [106a/bHbIN
ycnex B HULIE XapAKOPHbIX LWYTepoB

CoBpeMEHHbIM MPUMEPOM YCMELIHOMO0 POCCUMCKOrO
npoekta sBnsetca Escape from Tarkov ot cTtyamu
Battlestate Games. 31a nrpa akTU4ecKM co3gana u
nonynsapusoBaa HOBbIM NoAxaHp — “extraction shooter”
(lwyTep c 3BaKyauMelt), KOTOpbINM coyeTaeT B cebe
3/1eMeHTbl TaKTMYECKOr o LWyTepa OT NepBOro Mua,
cumynaTopa BblxkuBaHua 1 MMO [55].

MonynsapHOCTb MUrpbl Ha r106anbHOM PbiHKE, 0CO6EHHO
cpeau cTpumepoB Ha nnatdopme Twitch 1 ux ayautopum,
06yc/i0B/IEHa HECKO/IbKMMUK hakTopamu. Bo-nepBbix, 310
BbICOYAMLLMI YPOBEHb peasinusma M NpopaboTKu aeTanem:
6anNnCTUKA, CUCTEMA MOAMMDMKALIMM OPYKUSA, C/OXKHAA
MoZieNb 340pOBbA NEPCOHaXKa He MMEIOT aHasIoroB B
MaccoBbIX WwyTepax [55]. Bo-BTOPbIX, 3TO HAMNPAXKEHHbIM
reMMnaen C BbICOKUM PUCKOM M BbICOKOM Harpazom:
CMepTb B peifje 03Ha4YaeT NoTepi BCEro CHaPAKEHUS, YTO
co34aeT NOCTOAAHHOE HanpsiXKeHWE M AeNaeT Kaxayto
yCneLHyo 3BaKyaumio 0co6eHHo LeHHoM [55]. B-TpeTbux,
3T0 ray6oKas UrpoBas SKOHOMMKA, ynpaBasemas cCammmm
Urpokamm yepes "6apaxosnky” [56]. Escape from Tarkov
ABNACTCA APKUM NOATBEPKAEHUEM TOTO, YTO POCCUMCKME
pa3paboTUMKM COXPAHSIOT M Pa3BUBAOT CBOM KOMMETEHLMM
B CO3/1aHWM C/IOXKHbIX, CUCTEMHBIX M HULLIEBBIX UIP,
KOTOPbl€ HAaXOAAT CBOK NPeaHHYH0 ayAUTOPHIO N0 BCEMY
mumpy [61].



AHann3 3TMX MPOEKTOB BbIABAAET O6LLYIO
3aKOHOMEPHOCTb: YCNEXW POCCUMIMCKOM pa3paboTKuM valle
BCEro Jiexar He B 06/1aCTM NMPAMOro KONMpoBaHMsA
3anagHbix AAA-610k6acTepoB, a B CO34aHNM M
ZJOMMHMPOBAHMK B HULIAX, TPEBYIOLIMX FyGOKOM
CMCTEMHOM NpopaboTKM, TEXHUYECKOrO MacTepcTBa U
FOTOBHOCTU NPEAJIOKUTb UIPOKY C/IOXKHBIN,
HETPUBMaJIbHbIM ONbIT. OT 3/1E€raHTHOM CUCTEMHOCTU
Tetris Jo 6eckomnpommccHoro peanusma Escape from
Tarkov — poccuicKas WKona reMmansanta
JE€MOHCTPMPYET CBOIO CMJTY UMEHHO B CJIOXKHOCTH U
rnyéuHe.

Ta6amua 2: CpaBHUTE/IbHbIM aHA/IM3 BK1aga
POCCHMICKMUX UFP B MMPOBbIE *KaHPbl

Wrpa ’RaHp RtoueBan I'’nodanbHoe
MHHOBaUMA/BK |BansAHME
aj,

Tetris Masn Co3gaHue OpHa M3 cambix
apxeTuna NpoAaBaeMblX
"KasyasibHOM'  |Mrp B ucTOpMK;
Mrpb; 06BEKT

AEMOHCTPaUMA | HAY4YHbIX
AAANKTUBHOCTU MCCﬂe,ﬂ,OBaHMH
NpoCTOro,HoO B 061acTn
FHXGOKOFO KOrHUTUBUCTUK
reyMmMnaesn. Un
NCHUXOJIOTUN.

IL-2 Sturmovik [Asracumynatop|YcraHosneHve |MHoronetHum

HOBOrO 3TasIOH KaHpa;
cTaHaapTa hopM1poBaHM
peasm3ama B |e npepaHHoro
puavke MeXayHapoaHO
nonera, ro cooblLecTsa
6an/mMCTHKE U | CUM-TelMEPOB.
Mozenm
NOBPEXAEHWN.

Allods Online |MMORPG Co3aaHre JleMoHcTpaupa

YHMKasIbHOro | cnocoBHocTH
ceTTMHra Ha |poccuiickoi

cTbike CTyAMM CO3AaTh|
cbaHTE3N, KOHKYPEHTOCTO
Hay4HOM CO6HbIM Ha
PaHTACTUKM | MMPOBOM PbIHKG
M KpYNHOGIoKeT
lcnaBsHCKoM HbI MMORPG.
5CTETUKM
("acTpasibHble
Kopabnmn').

[ Pathologic Survival Horror [Vicnonb3oBaHue [MexayHapoaH

/ RPG MexaHuK bl Ky/IbTOBbIM

BbIKMBAHMA cTaryc;

onA cospaHus |NpysHaHKe B
cbmnocodbckoro |KadecTse

4l npumepa "urpb|
HappaTMBHOro |KaK MCKyccTBa';
orbiTa; O0TKa3 o1| 0GBEKT

"power fantasy"| akaaemM14ecko

B nonb3y r 0aHa/m3a.
3K3UCTEHLUMAIb
HOro
nepexuBaHua.
Escape TakTMuyeckun  |dopmuposaHme |106asbHbIM
from wytep / 1l deHomeH Ha
Tarkov Cumynatop rnonyaapm3aLms | CTPUMUMHIOBbIX
BbIXKVBaHUS noaykaHpa nnarcdopmax;
"extraction yCTaHoB/eHUE
shooter”; HOBOM MN1aHKU

6ecnpeLeaeHTH| ana

bili ypOBEHb | XapAKOPHbIX
peasm3ma B |LyTepos.
Opy»KEMHbIX
[MexaHMKax.

MUK oren

BbINycK 1
2026

B pamKax yCMMI MO COXpaHEHMIO HAacIeaus U
KOHCO/IMAALUMM oTpac/m, OpraHusauma passuTma
BMAEOUIPOBOM MHAYCTpMKM (PBU) yupeauna 3an cnasbl
BUEOMIPOBOM MHAYCTPUKM Poccum — npoekKT,
NpM3BaHHbIM YBEKOBEYMTb JOCTUHKEHUS OTEYECTBEHHDBIX
pa3paboTUMKOB M MX 3HAKOBbIX MPOEKTOB. M3 ymcia mrp,
npoaHasIM3MpoBaHHbIX B JaHHOM CTaTbe, 3TOM YeCcTH
YAOCTOMNUCH HECKOJIbKO KJIHOYEBbIX NpoeKToB. B 2023
rofly, B roZ OCHOBaHWsl, OZHOM M3 NepBbIX B 3aJ1 C/1aBbl
6bla1a BKAOYeHa urpa Tetris, 4To nog4YepKkuBaeT ee
dyHAAMEHTaNbHDBINM BKIAJ B MUMPOBYHO Ky/bTypy. Mo
pesynbTaTtaM HapoAHoro rosiocosaHma 2024 roga, B
KOTOpOM NpuHAAM yyactue 6onee 100 000 yenosek, B 3an
cnaBbl Bowna kynbtoBas MMORPG Allods Online. XoTa
ApYrve 3HaKoBble MPOoeKTbl, Takue Kak IL-2 Sturmovik n
Pathologic, Ha AaHHbI MOMEHT He BKJII0YEHbI B CMIUCOK,
B/IMAAHWE COBPEMEHHbBIX UrP HALL/IO CBOE OTPaXeHue B
NpU3HaHUM UX co3gaTeniel: Tak, B 2024 rogy B 3an cnaBbl
6bl1 BBefieH HukuTa ByaHoBs, pykoBoauTenb CTyanm
Battlestate Games, a TakxKe reim-ampektop Escape from
Tarkov, Hu1konan [lbiIGOBCKMIM, OCHOBATE b CTYAMM
PYKOBOAMTE/Ib U KPeaTUBHbIM AUMPEKTOp B cTyauu lce-Pick
Lodge.

5. Game Studies Kak akagemunyeckas
AUCLMINIMHA: MMPOBOM KOHTEKCT M POCCHMICKas
cneuunduka

AN NOSIHOLLEHHOTO Pa3BUTMA BUAEOMIPOBOM MHAYCTPUM,
MOMMMO MPOM3BOACTBEHHBIX M SKOHOMMYECKMX aCMEKTOB,
HeobxoAMMa pas3BuTas CHCTEMA HAyYHOM pediekcumn —
aKaZemuyeckas AMCLMNIMHA, 3aHUMAIOLLAACA ee
usyyeHuem. Takasa AUCUMNAMHA, M3BECTHaA Kak Game
Studies (MM NlogoNOTMA), NO3BOAAET aHA/IM3UPOBATb MUrpbl
KaK Ky/bTYpHbI cheHoMeH, (hopMMpOBaTb A3bIK AN1A MX
OMMCaHMA U KPUTUKM, @ TaKXKe rOTOBMTH CMELMANUCTOB
LUIMPOKOro Npocus — OT aHaIMTUKOB M MPOAICEPOB L0
KypaTopoB 1 1ccnegoBaTesien.

5.1. Onpepenenue 1 nctopua Game Studies
(moponorun)

Game Studies npeacTaBiAeT COGOM MEXANUCUMMIMHAPHYIO
06/1aCTb Hay4YHOrO 3HaHMA, KOTOpasA M3y4aeT Urpbl,
npouecc mrpbl (play), MrpoKoB U UrpoByto KyibTypy [63].
OHa BO3HMKNA Ha CTbIKE yMaHWTapHbIX HayK (Meana-
MccaeoBaHUA, TEOPUA IMTEPATYPbl, Ky/bTypoiorus,
durnocodua) n coumanbHbIX HayK (CoumMonorus,
NCKUXO/I0TUA, aHTPOMOJIOTUA), UCNONb3YA MUX
METOZ0/IOrMYECKMI annapar ANS aHa/iu3a BUAEOMIp Kak
C/I0KHOr0 06beKTa [64]. PopmanbHoe CTaHOBAEHWUE
ANCLMMIMHBI MPUHATO OTCYMTbIBATL € Havana 2000-x
rogos, B YaCTHOCTM, C MOMEHTA 3anycka nepeoro
peLeH3MpyeMOoro akageMmyeckoro XypHana Game Studies
B 2001 roay, pefaktop Kotoporo, cneH Opcer,
NpOBO3r/ack "To4 NepBbIA” B M3YYEHUM KOMMbIOTEPHbIX
urp [64].



5.2. MupoBas akagemunyecKaa MHGppacTpyKkTypa

3a npolweime ABa AECATUNETUSA B MUpe
cchopmMmpoBanach paseuTas MHMPACTPYKTypa Ans
uccnefoBaHui Bugeourp. OHa BK/OYaeT B cebs:

e AKajeMuueckue xypHasbl: [ecaTku
peLeH3MPYEMbIX Hay4HbIX M3JaHWiM, Taknx Kak Games
and Culture, Simulation & Gaming, Journal of Virtual
Worlds Research u European Historical Game Studies,
KoTopble Ny6/IMKYIOT MCCIeJ0BaHWUA NO BCEMY CMEKTPY
TEM, OT aHa/IM3a UrpoBbIX MEXaHWK A0 U3y4eHUA
coumanbHbiX 3hEKTOB reMmuHra [68].

. HayuHble KoHdbepeHunn: PerynapHble
MeXAyHapoHble KoHdepeHLUMK, cyKalume riaBHbIMKU
naowazKkamm A1l 06MeHa 3HaHUAMM U IMCKYCCHI B
coobuiecTBe. KpynHEMLWMMM U3 HUX ABASIOTCS eXeroHas
KoHdepeHuua Digital Games Research Association
(DiGRA), IEEE Conference on Games (CoG), a Takxke
MHOKecTBo 60/1ee cneurann3npoBaHHbIX MEPONPUATUN
[66].

e  YHMBEpCUTETCKME LeHTPbl M NporpaMmbl: Beaylme
YHMBEpPCUTETbI MUpa, ocobeHHo B CLLA 1 CeBepHoM
EBpone, oTKpblM cneuuanusnpoBaHHble GakynbTeTbl,
uccneaoBaTelbCKMe LEHTPbI U

o6pasoBaTesibHble NporpamMbl (6aKkaiaBpcKue,
maructepckme, PhD), noceaweHHble Game Studies.
Cpean nmaepoB MoXHO BbigemTb University of Southern
California (USC), New York University (NYU), University
of Utah, a takxe IT University of Copenhagen [72].

5.3. CocTosHHe uccnepoBaHuii Bugeomrp B Poccun

B Poccuu akageMMyecKoe OCMbIC/IEHME BUAEOMTP
HaXOAMUTCA Ha CTaAMM MHCTUTYLMOHANM3ALMM,
OEMOHCTPMPYSA 3aMETHbIM PaspblB MeXKAY NPaKkTUKO-
OpMEHTMPOBaHHLIM 06pasoBaHMEM M
(byHAAMEHTA/IbHBIMU F'YMAHUTapHbIMKU UCC/IEA0BAHUAMM.

C OZiHOM CTOPOHbI, B CTPaHe CyLIEeCTBYET PSAZA CUJIbHBIX
obpasoBare/ibHbIX MPOrpamMMm, HarnpaB/EHHbIX Ha
NOArOTOBKY KaZpoB ANS MHAYCTPUM — reiMAM3aiHepoB,
NpOrpaMMMCTOB, XYZJOXXHMKOB. Takue Nporpammbl
CyLIeCTBYIOT B BeAyLIMX By3ax, BKA4vaa HAY BLLUD
(6akanaspumar "Tenm-amsanH 1 paspaboTtka urp"),
Yuuepcuter UTMO (Maructpartypa “TexHonormm
pa3paboTKM KOMNbIOTEPHbIX UrP"), MOTU, MITY uMm.
BbaymaHa u gpyrue [75]. C Apyroi CTOpOHbI,
rymMaHuTapHble nccneaoBanma sugeomnrp (Game Studies B
CTPOroOM CMbIC/NIE) NOKa He cpOpMMPOBAIUCH B
CaMOCTOATE/IbHYIO AUCLMN/IMHY C CO6CTBEHHOM
UHDpacTpyKTypor. HayuHble ny6amMKaumm Ha 3Ty Temy
HOCAT (pparMeHTapHbIM XapaKTep M pacCpeAoTo4eHbI MO
XYpHaslaM CMEXHbIX AUCLMMIIMH: NOJIUTONIOMMH,
coumoornm, MGUNONOrUA, KYPHAIMCTUKM, NCUXONOrMM
[80].
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peLeH3MpyeMble HayyHble XypHasbl no Game Studies,
aHaJ10rn4yHble 3anajHbiM. Haquble MEepPOonpUATHUA, KaK
npaBna0, HOCAT JIOKa/IbHbIN XapaKTep Uan ABNAKTCA
CEeKLUMAMM B paMKax 6osiee KpyrHbIX KoHdepeHuui [84].
TeMm He MeHee, CylweCcTBYT OTAe/IbHbIE
nccnegoBsaTtesibCKMe LEeHTPbl U Fpynnbl, TakMe Kak
MOCKOBCKMI LIEHTp UCCe0BaHMI BUAEOUTP NP
durnocodckom akynbtete MI'Y, u npoBogatca
oTpacneBble UccnegosaHmaA, Hanpumep, COBMECTHbIN
npoekt UPU, APRIORI u1 "CkonkoBo" [86].
3TOT paspbiB MEXAY CUIbHOM NPaKTUYECKOM LUKOJ/IOM
NOAroTOBKM Pa3paboTYMKOB M CNabo pa3BUTOM
ryMaHuTapHoM pediekcuen ABNAeTC CUCTEMHOM
npo6iemori. OTCyTCTBUE Pa3BUTOM AMCUMMIMHBI Game
Studies nuwaet MHAYCTPUIO A3blKa AN1A CaMOoonMcaHuA,
MeLaeT hopMMPOBaHMI0 NPOMECCHOHAIBHOM KPUTUKM,
3aTpyAHAET rNy6OoKMIA aHau3 Ky/IbTYpHOro noTeHumana
OT€YEeCTBEHHbIX UIP M NOATOTOBKY aHAa/IMTUKOB U
CTpaTeroB, CNOCOGHbIX paboTaTb Ha CTbIKEe Ky/bTypbl,
TEXHO/IOrUM M BU3Heca.
Ta6numua 3: CpaBHUTE/IbHAA XapaKTepUCTHKA
MHppacTpyKTypbl Game Studies
Ilapametp Muposoii yposensb |Poccuiickuii
(npuMepbI) YPOBeHb (IIpHMepbI)
Benymmue University of HI1Y BILD, UTMO,
YHHMBEPCHTEThI Southern California, |M®TU
New York (IpeUMyLIECTBEHHO
University, IT [IPOrPaMMEI 110
University of pa3zpaboTke urp,
Copenhagen OT/IeNIbHBIC KYPCHI T10
(crenuanu3upOBaHHEI [HCCIEIOBAHMIM)
e pakynbrerst u PhD
[IpOrpaMMBbI)
Cnennanusuposann |Game Studies, Games|OTCyTCTBYIOT
ple HayYHbIe and Culture, CIIeNNaTN3UPOBAHHBI
JKypHAaJIbI Simulation & Gaming|e penieH3upyemble
(HeCsITKH JKypHAJIbI.
pELIeH3UPYEMBIX [TyOnukanum B
13naHuit) JKypHaJlax 110
CMC)KHBIM
IIACIIATUIMHAM
(Bonpocut
nOAUMONOUU,
Meouackon).
Kpynnbie DiGRA Conference, |/loxanbHbie
aKaJeMHuecKHe IEEE CoG, KOH(EPEHIIMHU 1
KoHpepeHIn Foundations of CEKLIMM Ha 00LIUX
Digital Games koHpepenuusx ("U
(peryssipHbIe KAK? Urpsr kax
MEKTyHapOIHbIE Hayka!").
MEpOTIpUSATHS)
Mpodeccuonanbubie|Digital Games OTCyTCTBYIOT
acconuanuu Research Association |CIICLIMAIM3UPOBAHHbL
(DiGRA), Higher € aKaJIeMUYEeCKUe
Education Video ACCOLMAIIH.
Game Alliance CyuiectByror
(HEVGA) oTpacieBble
o0benunenus (PBI).




6. Poccuiickaa BuageourpoBas MHAYCTpuA nocae 2022
ropga: Bbi30oBbl, agantauma 1 posab PBU

Co6biTnaA 2022 roga ctanm Ans poCCUMCKOM
BUAEOUIPOBOM MHAYCTPMU TOYKOM GMdYpPKaLMK, 3anycTmB
npouecchl ry60KoM CTPYKTYPHOM TpaHChopMaLmu.
Kpu3uc, Bbi3BaHHbIM BHELWHMMM (haKTOpamu, HE TOJIbKO
06HaXKMN YS3BUMOCTM OTPAC/IM, HO M CTasl KaTa/IM3aTOpoM
ANS ee KOHCOMAaLUMM, CaMOOCO3HaHMSA M NMOUCKa HOBbIX
nyTeMn pasBuTHSA.

6.1. AHanKU3 KpM3mnca: CaHKLMMU U UCXOL KOMMAHUM

BeefieHMe MacluTabHbIX CaHKLMM M A06POBOJIbHBIN YXOZ, C
POCCHMMCKOrO pblHKA 60JIbLUMHCTBA K/IHOYEBbIX
MeXAyHapOoAHbIX MFPOKOB OKa3a/in LLIOKOBOE BO3AENCTBME
Ha MHAYCTpUIO. Bblan npekpatueHsl oduLUmanbHble
MPOZaxu Urp U KOHCONIEN OT NaaThopmoaepKaTesen
Microsoft (Xbox), Sony (PlayStation) 1 Nintendo [88].
KpynHeliwme usaatenu, Takume Kak Electronic Arts,
Activision Blizzard, Ubisoft 1 gpyrue, octaHoBman
npoAaxm cBomx NpoAyKToB B Poccun.88 OgHOBpeMEHHO
6b1/1M 3a6/10KMPOBaHbI OCHOBHbIE CMOCO6bI ONaThl ANA
POCCUMCKMX MOJIb30BaTe/IEN HA MEXKAYHAPOAHbIX
undpoBbix NaaTdopmax, B NepByto ovepep B Steam, a
Takxe B App Store 1 Google Play [89].

3T daKTopbl NPUBEM K PE3KOMY NaAEHMIO JierasibHOro
pblHKa. [10 HEKOTOPbIM OLEHKAaM, 06bEM OHJIaMH-
cermeHnTa B 2022 rogy cokpatmaca Ha 80% [23]. MpAMbIM
cNeCTBMEM CTasI0 BO3POXAEHUE NUpATCTBA: NO AAHHbIM
uccneposaHmi, B 2022 rogy 4o 69% pOCCUMCKMUX
no/sib3oBaTeNel NpuGeram K CKaumBaHmio
HE/IMLEH3MOHHbIX Konui mrp [23]. ApyruM cepbesHbim
yAapoM CTasla pesiokauma 3Ha4YMTENIbHOr0 YMcaa BeAyLMX
POCCUMCKMX CTYZUM, UCTOPUYECKM OPUEHTUPOBAHHBIX Ha
3KCNOPT M TECHO UHTErPUPOBaHHbLIX B r106a/1bHY0
aKocucTeMy. KoMnaHmu 6bi1M BbIHYXKAEHbI NEPEHOCUTb
CBOM 0pPUAMYHECKME ML U KJKOYEBbIX COTPYAHMKOB B
apyrve topycamkuum (Kunp, Apmenus, Cepbus u ap.),
YTOGbI COXPaHWUTb AOCTYN K MEXAYHAPOAHbIM PbIHKaM,
WMHBECTMUMAM U NNaTeXHbIM cncTtemam [30].

6.2. Crpateruu agantauum M HOBble TOYKM pocTa

HecMoTpsA Ha 6ecnpeueieHTHbIM MacluTab Kpusuca,
WHAYCTPUA NPOAEMOHCTPUPOBAsa CNOCOGHOCTb K
ajanTaumu. B oTBeT Ha 06pa3oBaBLUMIACA BaKYyM
Ha4aaMCb ABa BCTPEYHbIX npouecca. "CHM3Y" UrpoKK U
KOMMaHWM Ha4Ya/In 0CBamMBaTb asibTePHATUBHbIE CMOCO6bI
NPUOGPETEHNUSA UFP U NPOBEAEHUA NaTEXKEN, MCMO/b3YA
aKKayHTbl pyrMx perMoHoB M yCiyru nocpeaHukos [88].
"CBepxy" akTMBM3MPOBAIMCb NPOLECCHI
MMMOPTO3aMELLEHMA U FOCYAAPCTBEHHOMO
CTUMY/IMPOBaHMA. KloueBoM TOYKOM pocTa cTana
oTevecTBeHHas naatdopma Lmbposol aucTpubyumm VK
Play, KOTOpas 3a KOPOTKMI CPOK CMOr/ia NpUBJEYb
MMJIIMOHBI MOJIb30BaTE/IEN M CTasla OCHOBHOM M/IOLLAAKOM
AN POCCUMCKMX pa3paboTumkoB [86].
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OAHOBPEMEHHO 3HauMTEeIbHO BO3pOC/a posib
rocyAapCTBeHHOM NoAAEPKKU. MHCTUTYT pa3BUTUS
mMHTepHeTa (MPU) 3anycTma nporpammy rpaHToB Ha
co3/aHue "naTpuoTUyYecKoro” u obpasoBaTesibHOro
UrPOBOrO KOHTEHTA, BblAE/IMB Ha 3TU Lie/In 3HaUYMTE/IbHble
cpeactBa [93]. MNpaBUTENbCTBO Havyano pa3paboTKy
CUCTEMHbIX Mep MOAAEPKKHM, BKOYaA 06CyaeHme
CO3/1aH1s1 POCCUMCKOr0 MrPOBOrO JABMMKKA M MPOABUKEHUE
0TEYEeCTBEHHbIX UIP Ha PbIHKM APYKECTBEHHbIX CTPaH, B
yacTtHocT BPUKC [30].

B pe3ynbTate 3TMX NpoLeccoB, Noc/ie pe3Koro naseHus B
2022 roay, pbIHOK Ha4Yan AeMOHCTPUPOBaTb NPU3HaKK
BOCCTaHoOBAeHWA U pocTa B 2023-2024 rogax. Mo AaHHbIM
uccnenoBaHui, B 2023 rogy o6bem pbiHKa goctur 176
MApA py6nen, a B 2024 rogy nporHosupyeTcsa pocT go 187
MAIpZ py6n1ei, Y4TO COMOCTaBMMO C MOKasaTesIsMu
JOKpU3MCHOro nepuoaa [96]. IToT pocT obecneunBaeTca B
nepBylo oyepesb 3a cHeT BHYTPEHHEro noTpe6aeHus u
ajjanTaumm ocTaBLuMXcs B Poccum KoMnaHui.

6.3. Ponb OpraHusaumu pasBUTUS BUAEOMUIPOBOM
nHayctpumn (PBU)

Kpu3sunc 2022 roga ctas MOLHbIM CTUMY/IOM ANA
camoopraHu3aumm M KoHCouaaunm otpacan. B mione 2022
roga 6blna yuypexaeHa ABTOHOMHas HEKOMMepYeCcKas
opraHusaums "OpraHusaums pasBuTUA BUAEOMI POBOM
mHaycTpumn” (PBU), KoTopasa o6bveanHmna 6onee 300
npodeccroHanoB — paspaboTUMKOB, U3gaTenen,
MHBECTOPOB M IOPUCTOB — C Li/Ib0 3aLUMThl MHTEPECOB U
COAEeNCTBMA PasBUTUIO OTeYecTBeHHoro reimaesa [100].
JestenbHocTb PBU pa3BopaunBaeTcs No HECKOIbKMM
K/II0YEBbIM HaMpPaB/IEHMAM:

1.  BsaumogencTeme ¢ rocyaapcteom (GR): PBU ctana
K/II0YEBbIM NpeACTaBUTENEM MHAYCTPUM B AManore C
opraHamu BnacTu. OpraHusaumsa akTMBHO y4acTByeT B
pa3paboTke NpodMAbHOIO 3aKOHOAATENbCTBA, BbICTYNas C
MHULMATMBAMM MO BBEAEHMIO MeP NOAAEPHKU. B
YyacTHocTH, PBU npeanoxuna ocBo60anTb POCCUMCKMX
pa3paboTumkoB ot ynaaTtbl HAC Ha npoaaxu urp Ha
BHYTPEHHEM PbIHKE, CHU3UTb ANl HUX CTaBKY CTPaXOBbIX
B3HOCOB [0 7.6% W BBECTU NATUNETHUE KaHMKY/Ibl MO
Hanory Ha npu6binb [105].

2. Crpartermyeckoe nnaHvpoBaHue: PBU paspaboTtana m
npeacTasmia NpaBUTENBLCTBY "AOPOXKHYIO KapTy" pasBUTHA
BMAEOMIPOBOM MHAYCTPMM A0 2029 roga. JOKyMeHT
COAEPKMT KOMMIEKC Mep B 06/1aCT1 CUCTEMHOM
NnoAAepIKKMU, 06pa30BaHUsA, TEXHOIOTMIM M SKCMOPTa,
HanpaB/IEHHbIX Ha JOCTMXEHME pocTa oTpacau go 0.5% BBI
Poccum [108].

3.  Pa3BuTHe 3KoCcMCTeMbl: OpraHusaumna MHMUMMpOBana
PAA NPOEKTOB, HaNpPaBJ/IEHHbIX HAa YKPen/ieHue 1 pasBuThe
mHaycTpumn. Cpeay HUX — co3gaHue "3ana cnasbl” Ans
COXPaHEHUA Hac/ieansa OTeYECTBEHHOTO reMMAEBa, 3amycK
doHaa U akcenepartopa Indie Go gns nogaepKkm
He3aBMCUMbIX pa3paboTyMKOB,



yyacTue B pa3paboTke o6pasoBaTesibHbIX MPOrpaMm
(Bkntoyas Maructpatypy B MI'TY um. baymaHa),
NpoBeJEeHWe 0TPac/iEBbIX UCCIEA0BaHUM M OpraHU3aums
NpodMIbHBIX MeponpuaATHit [99].

Taknm obpasom, Kpmauc 2022 roga, pasopBaB NpexHMe
CBS3M C r106a/1bHOM MHAYCTPUEN, NapaZioKCasIbHbIM
06pa3omM YCKOpW/ NPOLLECChbl BHYTPEHHEN KOHCOMAALMM
M MHCTUTYLIMOHA/IM3aLMM POCCHUMCKOM

BUAEOUIPOBOM MHAYCTPMU. AeAaTenbHocTb PBU cTtana
OTBETOM Ha 3K3UCTEHLMA/IbHDBINM BbI30B, MOMbITKOM
NpeBpaTUTb BbIHYKAEHHYIO M301ALMIO B BO3MOXKHOCTb
ANA NOCTpoeHusn 6oJiee CyBEPEHHOM, YCTOMUYMBOM M
CaMoZ0CTaTOYHOM HaLMOHa/IbHOM 3KOCUCTEMBI
pa3paboTKu.

7. 3akntoyeHue: NepcneKTUBHbIE HanpaB/eHUA
Pa3sBUTMA U Hay4HbIM MNOTEHLMAN POCCMIMCKOM MrpOBOM
WHAYCTPUM

MpoBefeHHbIM aHa/IM3 AEMOHCTPUPYET, HYTO
BMAEOMIPOBas MHAYCTPUA, NPOMAA NyTb OT
NabopaTopHbIX SKCMIEPUMEHTOB 10 r106a/1bHOr0
KY/IbTYPHOrO M 3KOHOMMYECKOro heHOMEHa, NpOoAo/IKaeT
AMHAMMYHO pa3BMBaTbCA. Poccuiickan MHAyCTpusa, B
CBOI oYepeab, 06/1a4aeT YHUKaIbHOM MCTOPMYECKOM
TpaeKTopuei U HabopOM KOMMETEHLMI, KOTOpble
onpeaensioT ee NoTeHUMaibHble KOHKYPEHTHbIe
NpeMMyLLLecTBa Ha MMPOBOM apeHe. CUHTE3 KoYEBbIX
BbIBOJIOB MCC/IE0BaHMA NO3BOJIAET ONpeAe/IUTb
Hanbosiee NepCrneKTUBHbIE HULLM 18 0TEYECTBEHHbIX
pa3paboTUMKOB M 060CHOBaTb HEO6XOAMMOCTb Pa3BMTHA
Hay4HOro OCMbIC/IEHMA BUAEOUIP KaK CTpaTerMyeckoro
pecypca. OCHOBbIBaACb Ha aHa/IM3e YCMeLlHbIX
POCCUICKMX NPOEKTOB, MOXHO BblAE/IUTb HECKOJ/IbKO
NepCrneKTUBHbIX HanpaB/ieHWI, KOTopble ONMPaKTCA Ha
UCTOPUYECKM CNOMKMBILMECHA CUJIbHBIE CTOPOHDI
HaLMOHa/IbHOM LLIKOJIbI reMMAn3aMHa:

1. CNoXHble CUMYNALMKM U XapAKOPHbIE UrpPbl.
Hacnegme Takmx npoekToB, Kak IL-2 Sturmovik u Escape
from Tarkov, cBMAETE/ILCTBYET O BICOKOM MOTEHLMaNE
POCCUMCKMX pa3paboTUYMKOB B CO3ZaHWK Urp, TPEGYHOLLMX
rny6oKoM NpopaboTKM TEXHUYECKMX acneKTos,
PEaNUCTUUHOM DUBMKM, BAIMCTUKM U CNIOKHbBIX UIPOBbIX
cucTeM. ITo HanpaBfieHMe, onMpatoLLeecs Ha CUJ/IbHY
OTEYECTBEHHYH MHMKEHEPHY M MaTEMATUYECKYIO KO,
NO3BOJISIET 3aHMMaTb U YEPXKUBaTb HULIK, MEHEE
[OCTYNHblE ANA CTYAMM, OPUEHTMPOBAHHBIX HAa MACCOBbIM
Kasya/bHblM PbIHOK.

2. HappaT1BHO-OpUEHTUPOBaHHbIE 1 rnocodckme
urpbl. Ycnex Pathologic AoKasbiBaeT, YTO pocCHMCKMe
pa3paboTyYMKKM CNOCOBHLI CO34aBaTh YHUKAJIbHbIE
UrpoBblE NEPEXMBAHMUSA, KOHKYPMPYA HE Pa3MEPOM
6I0/1XKETOB, a MHTE/NIEKTYa/IbHOM M XYA0XKECTBEHHOM
LIEHHOCTbIO.
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BoraTtoe nmMTepaTypHoe, puI0COPCKOe U Ky/bTypHOE
Hacnegue Poccum aBnaeTca HencuyeprnaembiM UCTOHUHUKOM
[NA CO3AaHUA UMP C FNYBOKUM CIOXKETOM, CJIOXKHBIMM
MOpaJIbHbIMK AUJIEMMaMKU U HETPUBUA/IbHBIMU TEMaMK,
KOTOpble BOCTPEGOBaHbI yMaloLLeN ayJUTOPUEN MO BCEMY
MUpy.

3. Wrpbl, OCHOBaHHble Ha CNaBAHCKOM MMdOorum,
UCTOPMM U YHUKaNbHOM 3cTeTuKe. OnbiT Allods Online u
MHTEepeC K HeZjlaBHMM NpoeKTaM, TakuM Kak "CmyTa”,
NMoKa3blBaloT Ha/IMuMe Cnpoca Ha Urpbl C CaMOBbITHbIM
CeTTMHrom.47 Mcnonb3oBaHWe CnaBAHCKOro osbKopa,
60raToM pOCCHUIMCKOM MCTOPUM M Y3HABAEMOTO BU3YasIbHOTO
CTUNA (HanpuMep, aBaHrapza Wau coupeanvama)
No3BoJIfAET CO3aBaTb NPOAYKTbl C YHWUKa/IbHOM
MAEHTUYHOCTbIO, BblAeNALWMeca Ha poHe CTaHAapTHbIX
(H3HTE3UMHBIX MU HayYHO-(PaHTaCTUYECKUX MMPOB.

JAns noNHOLEHHOM peasM3aumm 3Toro noteHumana
HE06X0AMMO HE TOJIbKO TEXHOIOFMYECKOE M (PUHAHCOBOE,
HO M MHTEeNIEKTyasIbHoe obecneveHune. Passutue B Poccum
NOJIHOLLEHHOM aKaZemmyeckon aucumnanHbl Game Studies
AB/IAETCA CTpaTeErnMyeckoM 3agaden. 1o No3BOMT:

e  [OTOBMTb Kaapbl HOBOTO TUMA: He TOJIbKO
NpOrpaMMMCTOB U XYLOXKHUKOB, HO M aHA/IMTUKOB,
NpoAtoCepOB, HAapPaTUBHBIX AM3aMHEPOB M KPUTUKOB,
CMOCOGHbIX K CTPaTErMYECKOMY BUAEHMIO M Fly60KOMY
MOHMMAHUIO KY/IbTYPHOTO M PbIHOYHOTO KOHTEKCTA.

e  dopMMpoBaTh A3bIK cCaMopedIeKCUM: HayUHbIN
aHasIM3 Mo3BOJIMT MHAYCTPUM Jlydlle 0CO3HATb CBOM
CUJIbHbIE CTOPOHbI, MOHATb CBOKO KY/IbTYPHYHO
MAEHTUYHOCTb M MCMOJIb30BaTh €€ KaK 0CO3HaHHbIM pecypc
A1 CO3JaHMUA YHUKA/IbHBIX M KOHKYPEHTOCMOCOBHbIX
MpOAYKTOB.

e  Co3aatb HayyHylo 6a3y AN NPUHATUA pELLeHUI:
06bEKTUBHbIE UCC/IEA0BAHUA PbiHKA, ayAUTOPMM U
KY/IbTYPHOTO BAUAHMA UFP HEOGXOANMBI A4J15 BbIpabOTKM
3HEKTMBHBIX MEP FOCYAAPCTBEHHOM MOAAEPKKM U
aAeKBaTHOro peryMpoBaHus OTPaCc/IM, CMoCco6CTBYIOLLEro
€€ pasBMTUIO, a HE CTarHauuu.

B 3aKk/il0MeHMe ciegyeT OTMETUTL, YTO, HECMOTPS Ha
Cepbe3Hble Bbi30Bbl, C KOTOPbIMM CTOJIKHYJ1aCb POCCUMCKanA
BMAEOMIPOBas MHAYCTPUA, TEKYLLMM NEpPUOL CTPYKTYPHOM
nepecTpoMKK OTKPbIBAET M HOBbIE BO3MOXHOCTM.
CoyeTaHMe YHMKANIbHOrO MCTOPUYECKOrO Hacneams,
CHJ/IbHOM TEXHMYECKOM LLKOJIbl M HaYaBLLIEMCA
KOHCO/IMAALMM OTPAC/IM NpU NOALEPIKKE rocyAapcTBa U
npodeccroHanbHbIX 06beAMHEHUM, TaKMX Kak PBU,
Co3JaeT NpeAnocbi/IKK A/1F HOBOro 3Tana passuTma. Gokyc
Ha HMLWAaX, TPEBYIOLMX MHTEIEKTYasIbHOM F1y6MHbI U
TEXHMYECKOro MacTepCTBa, a TaKXKe pasBUTHE Hay4yHOM
pednekcmm B pamkax Game Studies, MOryT cTaTb 3a/10rom
TOro, YTO POCCHMCKAA MHAYCTPUA HEe TOIbKO NpeososieeT
TeKylupe TPYAHOCTU, HO M 3aMMET JOCTOMHOE MECTO Ha
rno6anbHOM pbiHKE, Npeanaras MMpy YHMUKasbHble U
BOCTPE6OBAHHbIE UFPOBbIE MPOEKTbI.
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