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JIokJj1a,1 TOCBSAIIEH aHAJIN3Y CTAHOBJIEHUS U PA3BUTUS BUJICOUTD U UCCJIEIOBAHUI, UM ITOCBSI-
IMEHHDbIX. PaCCManHBaQTCH IIYTH BUJCOUT'D OT II€PBLIX NHTECPAKTUBHBIX KOMIIBIOTEPHbBIX CUCTEM
1950-1960-x romos (Tic-Tac-Toe, Tennis for Two, Spacewar!) 1o coBpemeHHOr0 3TaIa, O3HAME-
HOBAHHOTO "KasyaJIbHOI peBoJionueir", pacimperHneM ayJIuTOPUN 3a CIET HHINA-Pa3pabOTOK
U HOBBIX TexHoJIoruii. BHuManue yuensiercs Kpusucy waaycrpun 1983 roga, ero npudmHam
U IIOCJIEJICTBUSM, & TaK:Ke IOC/IeIyroIeMy Bo3poxKaeHuto oarojgaps Nintendo Entertainment
System (NES) u ycranoBeHHIO HOBBIX CTAHIAPTOB KavecTBa B UTPOBOIl cdepe.

AxkaemMuaeckoe ocMbIcIeHne Buteonrp odopMmiochk B Korre 1990-x B pamkax Game Studies
— MEXIUCIUILIMHAPHBIX HMCCIEOBAHNN, MOCBSAIIEHHBIX WIPaM KaK KYJIBTYPHOMY SIBJIEHUIO.
BazKHbIM 3TaIlioM CTaJIO MOABJIEHHE MOHATHS SPrOINIECKON IuTepaTyphbl, BBEAEHHOIO DCIEHOM
Aapcerom B pabore "Cybertext" (1997), rje Bujeourpbl paccMaTpUBalOTC KaK aBTOHOMHBIE
CUCTEMBI TTPABUJT U B3AUMOJIEHCTBUI, He 005132 TE/IHHO IMOINHATIONINECS HAPPATUBHBIM CTPYKTY-
pam. Happarosorudeckuit u J1ioJI0JIOTMIECKHil TOIX0/bI, obopMUBIITecsd TakxKe B Konre 1990-
x ([xxaner Mioppeit, Hecniep FOub, Tomcaso ®packa), 0603HaUMIN (DYHIAMEHTATBHBINA CIIOp O
IPUPO/IE BUJICOUTP ¥ WX OTHOIIEHUHN K IToBecTBOBaHUIO. AMepukanckuii ¢puiacood 'enpu JIxxen-
kunc B 2004 romy mpejjiaraeT KOMIIPOMHUCCHYIO ITO3UIIUIO, ITPU3HAIONIYIO COCYIIECTBOBAHUE UT-
POBBIX 1 HappaTUBHBLIX 3JICMEHTOB, 9YTO Ha CeFO,ZLHHHIHI/HU/I JCHDb ABJIAETCA OCHOBOI1 60.HBH_H/IHCTBa
UCCJIeJIOBaHIi B JJAHHOW 0OJIACTH.

Game Studies paccMaTpuBaeT BHJIEOWTPHI B TOM YHC/IE Yepe3 NMpuU3My 3cTeTnkn. Kwuraii-
ckas uccienoBareabunna 2Kanb [1ao BBOAMT KOHIEHINIO BUAEOUTD Kak "aeHKOMIbIepa'" —
rubpuiHOi POPMBI UCKYCCTBA, Pa3sMbIBAIONIEH »KAHPOBbIE W IUCIUILIMHAPHBIE I'PAHUIBI, CO-
HpOTI/IB.HHIOH_LeI';ICH cucreMaTu3daliuml 1 OTpa)KaIOIlIefI HEYJIOBUMOCTBb MU XaOC HFpOBOﬁ CBO60,ZLbI.
Awmepukanckuit ¢punocod Aapor CmdTC, B CBOIO OUYepeb, apTyMEHTHPYET Xy/I0’KECTBEHHYIO
3HAYNMOCTD BUJIEOUTD C MOMOIIBIO UCTOPUIECKONH, SCTETUIECKON, MHCTUTYIIMOHAIBHON U IKC-
IIpecCUBHOI Teopuil nckyccerBa. Hopozenanpckuii huscood ['pant TaBuHOp KpUTHKYET OIXOI
U KOHKpPETHbIE IPUMEpPHI, IPUBOAnMble CM3ITCOM, HOIYEPKUBas YHUKAIbHOCTh HHTEPAKTUBHON
IpUupoAbl BUACOUT'D U OTJINYad HMX OT TaKUX IIPOME?KYTOYHBIX XYJIOXKECTBECHHBIX CbOpM’ KaK
MalllMHUMaA.
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