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PaccmatpuBaetcs cneupduka 1CTOPUYECKOro pasBUTUS SIMOHCKOW UrpoBoi MHAYCTpuK. Mpeana-
raeTcs nepyoaN3aLms UCTOPUM UIrPOBOV oTpaciu SAMOHUK, NPeACTaBeHa XapakTepUCTUKa €€ OCHOBHBIX
aTanoB: 3apoxaerue B 1970-x rogax, Bbixoa Ha 3apybexHble pbiHkv B 1980-x rogax, crarHaums u Kpusuc
1990—2000-x rogos, rnobanbHbin Tpuymd 2010-x rofoB. O60CHOBAHO, YTO MMEHHO YCKOPEHHOE 3KOHO-
MWUYECKOE Pa3BUTHE W BbICOKWIA YPOBEHb XM3HW NO3BONMAM ANOHUN NEPeTH K NOTPeBeHo Takoro npo-
[DYKTa, KaK BUOeoUrpbl. BhisIBrieH 1 npoaHan1avpoBaH KOMMNIEKC MCTOPUYECKUX, SKOHOMUYECKUX 1 COLMO-
KyNnbTYpHbIX (hakTopoB, 06eCneumBLLIMX SMOHCKMM KOMMaHWSM KOHKYPEHTHbIE MPEVMYLLIECTBA Ha M POBOM
pbiHke Bugeourp. Ocobe BHUMaHWe YAENEHO BIUSHWKO MH(OPMALIMOHHO-KOMMYHIKALMOHHBIX TEXHOMOTUiA
Ha yKka3aHHble npoLecchl. Packpbita ponb amMeprkaHckoro (hakTopa B CTAHOBMEHWM W PA3BUTAN UrPOBOIA
VHAYCTPUM ANOHWK, a Takke B NPOLBINKEHNM SMOHCKOW UrPOBOM NPOAYKLIMM Ha 3apyBeskHble pbiHku. [Mo-
Ka3aH KOHCTPYKTUBHbI MOTEHLMAN SIMOHCKO NPaKTUKI MEXOTPaCTEBOro COTPYAHNYECTBA KOMMaHWIA Urpo-
BOW MHZYCTPUM C KPYMHBIMM NPOMBILLNEHHBIMU FUraHTaMu W ¢ NpeAcTaBuUTeNsiMY cepbl uckycctsa. OTme-
YaeTcs, YTO NpUBIEYEHNE B UrPOBYIO OTPACITb BbICOKOKBANNULMPOBAHHBIX CMELIMAn1CTOB 13 MHAYCTPUM
pa3BneYeHuit (aHMMe 1 MaHra) No3BONNMO CMECTUTb aKLIEHT C TEXHONOTMYECKNX acneKTOB BUAEOUTP Ha WX
cofepxarterbHyto YacTb, XaHPOBOE pa3HOOBpasme 1 CHOXETHOE HaMOMHEHWE. ABTOPbI MPUXOAST K BLIBOAY
0 TOM, YTO MCTOPUYECKMIA OMBIT UFPOBON MHAYCTPUM AMOHUM CBUAETENBCTBYET O 3HAYMMON PONW [JAHHO
0Tpacnv B 3KOHOMUYECKOM 1 COLManbHOM PasBUTIN COBPEMEHHBIX TOCYAapCTB.

KriloueBble crioBa: UrpoBasi UHAYCTPUS; BUAEOUTPbI; NPOrpaMMHOE obecrneyeHmne; UrpoBOii KOH-
TeHT; AnoHus; «HUHTEHOO».

1. BBenenue

B ycnoBusix 1u¢poBoii AOXH UTPOBast MHAYCTPHUsI BOLILIA B YUCIIO HaUbOIIee KPYITHBIX
U TIEPCTICKTHBHBIX OTpacieil MHUPOBOH SKOHOMHKH, CTala Ba)KHBIM (haKTOPOM DPa3BUTHSL
HHGOPMALIMOHHBIX TeXHONMOTHH. CeroqHs BUACOUTPbI — 3TO HE TOJIBKO MOMY/ISPHBIA BHI
JIOCYTOBOH IEATEILHOCTH M HEOThEMIIEMast 4acTh MacCOBOM KYIBTYPbL. BHieourpbl BBITION-
HSIOT MHOXECTBO COIMAIBHO 3HAYMMBIX (YHKIHH (pa3BieKaTenbHylo, 00pa3oBaTenbHyIo,
LEHHOCTHO-OPUEHTAIMOHHYIO M [Ip.), MOTYT BBICTYNarh B KaueCTBE HOCUTEISI KYJIBTYp-
HOTO KOZIa M OJIHOTO U3 KITFOUEBBIX JIEMEHTOB HAIIMOHAIBHOTO OpeHuHra. BMecte ¢ Tem
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B OTHOIICHHUHU JAHHOTO BHJA HHTEPAKTHBHBIX Pa3BIeUCHHUN CHOPMHPOBATIOCH MHOXXECTBO
YCTOWYHBBIX CTEPEOTHUIIOB, B TOM YHCIIC HETaTHBHEIX, TOPOXKACHHBIX MPOTHBOPEUHBBIMU
MOCTIEAICTBUSIMU HOTPYKEHHSI COBPEMEHHOTO UEIOBEKA B BUPTYyalbHBIE MIPOBBIC MHUPHI.
B ato0ii cBs3M 0COOBIIT akaJeMIUECKUI U IPAKTUIECKUN HHTEPEC MPEICTABISET STOHCKUI
KeliC, KOTOPBIH MO3BOJIACT NPOBECTH KOMILICKCHBIH aHAIN3 BIMSHUS UTPOBOM OTPACIIH Ha
COBpPEMEHHOE 00IIECTBO H ONPE/IETUTh €€ KOHCTPYKTUBHBIA U A€CTPYKTUBHBIH IOTESHIHAIL.

TepMmuH ueposas undycmpus (game industry) sIBIseTCs OOMECTIPHHATHIM B HAYYHBIX
COOOIIECTBAX MHUpPA, B TOM 4MCIE B SIMOHUM, TIe COOTBETCTBYIOIIEE TOHATHE (S 77
— LPEZE oMy canré) memonb3yeTcs Kak Cpeld HcCienoBaternell GpeHomeHa BUIEO-
UTp, TaK U B OPUIUAIBHBIX TOKYMEHTaX MUHHCTEPCTB U BEIOMCTB HZEJZ, 2003]. Tlox
UTPOBOH HHIYCTPHEH NOapa3yMeBaeTCs 0TPACIIb IKOHOMHKH, B KOTOPOH 3a/1eiCTBOBAHEI
KOMITaHUH, CBSI3aHHBIE C IIPOM3BOJCTBOM alIapaTHOTO ¥ HTPOBOTO MPOrpaMMHOTO obe-
creuerus (I10), refiMan3aifHOM, TPOIBIDKEHHEM U AUCTPUOYIHEll KOMITBIOTEPHBIX HTP.
K urpoBoit HHAYCTpHUU HE OTHOCSTCS aBTOMATHI JUIS a3apTHBIX UIp (MTOPHBIA OH3HEC),
HACTOJIBHBIC UTPHI U JETCKHUE UIPYIIKH.

SIMOHUS IPOYHO YACPIKUBACT MO3UIMN OTHOTO M3 BEAYIIUX MHUPOBBIX MPOU3BOIH-
Tenel U moTpebuTesneil HrpOBOTO BUACOKOHTEHTA, B 3HAYUTEIBHON CTETICHH OIPeIeNsist
mo0abHbEIE TPEHB! Pa3BUTUS UTPoBON MHAyCTpuH. CTpaHa SBISETCSA TPETHUM IIO Be-
JIUYHHE PHIHKOM UrpoBoro 110 n MHPOBBIM JIHIEPOM 1O 00BbEMY HMOTpeOIeHUs THPPO-
BBIX WTp Ha mymry Hacenenus. 90 % SIMOHIEB XOTsA OBl pa3 Wrpanu B Bujaeourpy [Hk
H:, 2014, ¢. 3—>5]; KaKabIi NATHIN AMOHEL OTHOCHT Ce0st K aKTMBHBIM TreliMepam; 10 %
JKUTENEH cTpaHbl B Bo3pacte 10 30 JeT yaenstoT urpam Oonee 2 4yacoB B JeHb [Japan’s
game ..., 2018]. 3a mocnenHue 5 JIET KOINYECTBO MOCTOSHHO UTPAIOLIUX B BUACOUTPHI
SIMOHLIEB YBEIMYMIOCH OoJiee 4eM Ha TpeTh (¢ 43 murH yenosek B 2013 roxy xo 67,6 MiH
B 2018 romy [Ibid.]) u mpeBbicuno nonosuHy (53 %) HaceneHus SIMOHCKUX OCTPOBOB.
Bupeourpsr BHOCAT BecoMslii Bk B (GOPMUpPOBaHUE MO3UTHBHOTO 00pasa SImoHnu Ha
MHPOBOIl apeHe U YKpeIUIeHHe TexHojormdeckoro openna «Made in Japany. IToxasa-
TENBHBIM IPHMEPOM MOTYT CIIy’KHTh 3HAMEHUTHIE (paHIm3sl Pokemon n Super Mario
kommanun «Nintendoy.

@DeHOMeH BUICOUTP SBISIETCSI OTHOCHTEIBHO HOBBIM JIJII COBPEMEHHOTO TyMaHHTap-
HOTO 3HaHUSI, UIMEeT MHOTOACIIEKTHBIN XapakTep U U3ydaercs B Tpynax Gpuiaocodos, cormo-
JIOTOB, SKOHOMHCTOB, KYJIETYPOJIOTOB, aHTPOIIOIOTOB, HCTOPHKOB, IOPUCTOB U T. A. ABTOPHI
JIAHHOTO HCCIIEZIOBAaHMS OPHEHTHPOBAHBI HA QHAIM3 CIENU(IKN HCTOPUUECKOTO PA3BUTHS
STIOHCKOH MTPOBOM MHIYCTPUM B paMKaX MEXANCIUIUIMHAPHOTO moaxoxa. Pabora Taxxe
HaIleJIeHa Ha BBISIBICHHE KITIOYEBHIX (PaKTOPOB 1 0COOCHHOCTEH (HOPMUPOBAHNS KOHKYPEHT-
HBIX IIPEHMYIIECTB SIOHCKUX BHJICOMTP Ha MHPOBOM PHIHKE, a TAKXKE ONpPE/ieTIeHNe BKIIaa
UTPOBOH OTPACIH B IPOLIECC TpaHCHOpMaIMH SIMOHNH B BRICOKOTEXHOIOTHIHOE O0IIECTBO.

PazmyrdHbIe acTieKTs! NaHHOH Mpo6IeMaTHKy Hanbosee MOJHO TPEeCTaBIeHE! B ITyOmu-
KaIWsIX STOHCKHUX MCCIEN0BATENeH, OTIMIUTENIEHON YepTOH KOTOPHIX SIBIIIOTCS OOMIMpPHAS U
pa3HooOpa3Has 0 XapakTepy HCTOUHHKOBAs 0a3a ¥ MPUMEHEHHE COBPEMEHHOTO METO0JIOTH-
YeCKOT0 MHCTPYMEHTAPHS MEXIUCIIUINIMHAPHBIX HCCIeN0BaHHH. [Ipexkne Bcero 3To KoIek-
TuBHAs MOHOrpadus «cTopys HHIYCTpUH Bueourp B SInonumy» [ H A7 — A, 2016], Gyn-
namentanbabii Tpyx 0. Kosma [N, 2016], nccnenosanue X. nzycn n 0. Aosma [Izushi,
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2006], MOCBALICHHOE CPABHUTEIBHOMY AHAIM3y TPACKTOPHUH PasBUTHS UIPOBOH MHICTPHH
SAnonnn, CIIA u BemuxoOpuranun. Cnenmduka ¢opmupoBaHus ¥ (QyHKIMOHHPOBAHHS
UrpoBoii otpaciy SIOHUK PACKPHIBACTCS B OTYETAX IO HPOCKTAM, BBIIIOIHEHHBIM SOHCKUMH
uccnenosarensmu [FkF, 2014; The Japanese gaming cluster, 2012]), B ToM 4mcIie COBMECTHO
¢ eBporelickuMi U kurtaiickumu koiieramu [The Japanese social game, 2014]. Yka3anHbIe
OTYETHI IIPEACTABIISIOT 0COOBIN HHTEPEC IS UCCIIEI0BATEIIs, TOCKOJIBKY CHA0KEHBI JOBOJIBHO
00BEMHBIMH HPUJIOKCHHSIMH, COAEPIKALMMH CTATHCTHYECKHE 0a3bl JaHHBIX, KOTOPbIE 103BO-
JISFOT IPOCIEIUTh PA3BUTHE HTPOBOI HHAYCTPHH SIITOHHU B HCTOPHYECKOH PETPOCIICKTHBE.

Cpenu myOnuKanuid 3amagHbIX aBTOPOB CIEAYET OTMETHTh PaboThl KaHAICKOIrO
smonucta M. ukapna [Picard, 2013], amepukanckoro myomumucta 1. lledda [Ledd,
2017] u ¢panimysckoro xyprHamucta ®. [opxa [[opx, 2018], Bce oHH aKIEHTHPYIOT
BHHMaHHE Ha MCTOPHH SMOHCKOH kommanuu «Nintendo», ogHOTO U3 (IarMaHoB MH-
poBoii MHIYCTpuH BuAeourp. s poccuilckoro akaJIeMU4eckoro mojs npobieMarnka
MHTEPAKTUBHBIX Pa3BJICUCHHI MMOKA OCTACTCS OTHOCHUTEIBHO HOBBIM IIPEAMETOM HC-
CIICZIOBaHUsI, YeM OOBSCHSAETCS OTCYTCTBHE B OTEYECTBEHHOW HCTOPHOrpadHHU KaK KOM-
IUICKCHBIX ()YHIaMEHTAJIBHBIX TPYIOB [0 HCTOPUH SITIOHCKOH MHIYCTPUH BUACOHUTD, TAK
U yOMKaLui 1o e€ OTACNBHBIM acleKTaM. JlaHHas cTaTbhsl SBISIETCS MOMBITKOMN B OIpe-
JICTICHHOH CTETICHH BOCIIONHUTB 3TOT IPOOEII.

2. Cneunduka ¢popMHPOBAHUS UTPOBOT0 CErMEHTAa HHAYCTPHH pPa3BjedeHuil
SInonuu B 1970-¢ roant

3apoxkIeHre HTPOBOH MHIYCTPHH CBSI3aHO C pa3paboTKaMU KOMITBIOTEPHBIX UTp, IPO-
BoaumbIMH B CIIIA B 1960-¢ roap! Ha 6a3e HayYHO-HUCCIIEIOBATEIILCKUX HHCTUTYTOB. [1ep-
BBIM KOMMEPYECKUM TIPOEKTOM CTalIa BRIIyIIeHHAst B 1972 romy aMepHKaHCKOI KOMITaHH-
eit «Mangavox» urpoBasi npuctaBka Odyssey, TpaBa Ha IPOAaXy KoTopoit B 1975 rony
npuobpena smoHckas kommnanus «Nintendo» [ H &K — 2, 2016, ¢. 15—16].

«Nintendo» Obuta ocHoBana B 1889 romy W crenmaIM3HpOBAlaCh Ha BBIMYCKE
urpansHeIx KapT. C 1964 roza ¢ 1empio yCuIeHNs CBOMX KOHKYPEHTHBIX IPEUMYIIECTB H
CO3aHMsI COOCTBEHHO HayYHO-TEXHUIECKOH 0a3bl KOMITAaHUS CTalla MPUBJIIEKATh B CBOM
IITAaT ONBITHBIX MHXXEHEPOB U3 BEAYIIUX (upM OBITOBOH PIEKTPOHHKH, a TaKKe UHU-
IUMPOBATh Pa3INYHBIC HCCIIEOBATEIBCKUE MIPOEKTHI COBMECTHO C TaKUMH JIHJEPAMHU
SIMIOHCKOH 3JIEKTPOHHOM MHIYCTpUH, Kak «Sharp» u «Mitsubishi Electricy. B 1969 romy
KOMITaHUS Hadaja KCIEPHMEHTHPOBATH C NEKTPOHHBIMH HTPYIIKAMH, KOTOpHIE MOKa
OCTaBaJINCh BHE KOMMEPUECKHX MHTEPECOB KOMIIAaHUI, JEHCTBOBABIIMX HA SMOHCKOM
phIHKe passiekarenbHbix yeayr [N, 2016, c. 23]. «Hedrsuoii wok» 1973 roxa u no-
CJICIOBABIINI 32 HUM MHPOBOH 3KOHOMUYECKHH KPH3HC 3aMOPO3HMIN MHHOBAI[MOHHBIE
paszpabotkn «Nintendoy, TOCKOIbKY MHBECTOPBI IPEIIOWIN BO3ACPXKATHCSA OT BIIOXKE-
HU B TaKyI0 PUCKOBaHHYIO cepy, Kak pasieucHus [[opx, 2018, c. 208—209]. Tem He
MEeHee IMEHHO SKOHOMHYECKHUH craj cepenussl 1970-X rogos, He MO3BOIMBIINI KaIH-
TaJIM3UPOBATH UMEIOIECs] HapaOOTKH, ITOATONKHYI KOMITAaHHIO K BEIXOIY Ha TOIZA €IIe
3apOXKIAIOIINICS PHIHOK apKaHBIX aBTOMATOB. MIH)KeHEepHI, H3HAYaIbHO OPHEHTHPOBaH-
HBIE Ha pa3pabOoTKy MOAAOIINX MAIINH A OeficOona U UrpyNIeYHbIX panuii, ObIIH me-
peHanpaBIeHBI B OTHEN 10 pazpaboTke apkauusix urp [ H AR5 — A, 2016, c. 323—325].
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Co Bropoit nonoBuHb! 1970-X Toq0B HA UTPOBOM PhIHKE SIOHUH YCHUIIMBAIOTCS IO~
sunuu komnaHuii «Taitoy u «Sega». MIx koMMep4yecKkuil ycrex o0yCIOBICH UIPOBBIM
GyMOM, BBI3BaHHBIM BBIXOJIOM HUI'PbI Pong aMEepHKaHCKON KOMIIAHUH «Atari», 1 CTpeMH-
TEJbHBIM POCTOM IOMYJISIPHOCTH B SIOHHU UTPOBBIX aBTOMATOB C )KETOHAMU. BBIycTHB
B 1978 rony apkannyto urpy Space Inviders, «Taito» oOparnia Ha ceOs BHUMaHHE aMe-
PUKaHCKUX moTpeduTeeil u koMmnanuii-pazpadorunkos [[opx, 2018, c. 209—211; The
Japanese gaming cluster, 2012]. DTo cTajo mepBBIM [IaATOM MOJIOIOH UTPOBOM OTpACIIH
SInoHMH K peonoeHnto 3aBUcHMOCTH oT CIITA, ¢ GOJIBIINM OTPHIBOM JIMAUPOBABIIHX
Ha MHPOBOM DPBIHKE MHTEPAKTHUBHBIX pa3BicucHUH. Eciii paHee SIOHCKHE KOMIIAHUM
OrpaHMYMBAIUCH MOKYIKOH aMepHKaHCKoro urpoBoro I1O M co3faHHEM HIpP-KJIOHOB
¢ aMepuKaHcKuX obpasuos [ H A — A, 2016, c. 15—17], To k Hayany 1980-x rogos
OHH HE TOJIbKO BBIIUIH 32 IIPE/EIIbl BHYTPEHHETO PHIHKA, HO U AN YBEPEHHYIO 3a-
SIBKY Ha pa3paboTKy OpPUIHHAIBHOTO SIIOHCKOTO HIPOBOTO MPOYKTA.

3. [IpoaBu:keHNe AMOHCKOIf MTPOBOii BUAEONPOAYKIMH HA MHPOBBIX PbIHKAX
B 1980—1990-¢ roan!

TIpopsiB simoHCcKkuX Buaeourp Ha pbiake CIIIA mocTaBuI nepes BEAYIIMMH KOMIIAHH-
SIMU SITOHCKOM MIPOBOM MHAYCTPUHM 3a]ady PacLIMpPEHHs LIEICBOH ayqUTOPUM IS CBOCH
HPOIYKLMH, IPEXK/E BCErO IyTeM OTXO/a OT TPEH/IOB, 33/1aBaCMbIX aMEPHKAaHCKUMH KOH-
KypeHTaMH. YCKOPEHHOE pa3BHTHE TeHMILICs rapaHTUPOBAIOCH CTABLINM Y)KE TPaJHLHU-
OHHBIM JUIs1 SIIOHHH COTPYAHUYECTBOM KOMIIAHHUMH, 3aHATHIX B pa3paboTKe HIPOBOTO aIlra-
paTHOro o0ecreyeH s, U KPYIHbIX MPEANPHUATHH U3 chepbl NEKTPOTEXHUKH U OBITOBOM
9JIEKTPOHUKH. PellleHie TEXHHYECKUX BOIPOCOB, CBSI3AHHBIX C YBEIMYCHHUEM MPOJIOIKHU-
TEJILHOCTHU MCTIONIb30BAHMS KOHCOJH (1, COOTBETCTBEHHO, €€ UID), TI03BOJIMIIO Pa3paboTyu-
KaM YCJIOXKHHTB U pa3HOOOPa3UTh UIPOBOI KOHTEHT U TeM CaMbIM PacIMPUTh BPEMEHHON
TIepro]] BOBICYCHHOCTH TeiiMepa B urpoBoii pouecc [ The Japanese gaming cluster, 2012].

B omMune oT paHee BBHIMYIICHHBIX U, TJE MO YIPABICHUEM HI'POKa HAXOMUICS
Kakoi-1100 pu3nveckuii 00BEKT (CaMOJIET, paKeTa, IPeaMET ObITa HIIH OPYXKHE), B SIIOH-
CKUX UTpax HOBOTo mokonenus — Pac-Man (1980) u Donkey Kong (1981) — BniepBbIe
TIOSIBUIICS. MTPOBOM TIEPCOHAX (IIPOTATOHUCT) B JIUIIE YETOBEKA MIIM KHUBOTHOTO [ H A7
— 2, 2016, c. 324—326]. D10 KpeaTUBHOE PEIICHUE B AalTbHEUIIEM MOITHOCTHIO H3Me-
HMJIO TIOAXOJ Pa3pabOTYHKOB K IIOCTPOCHHUIO CIOXKETa M TeHMILIEes BUACOUTP.

TTosiBNeHHE SIOHCKUX WHHOBALMH, OHAKO, HE CMOIVIO YIEP)KaTh IOJOXKHUTEIBHYIO
JMHAMHKY Ha aMEpHKaHCKOM HMIPOBOM PbIHKE, KOTOpbIH ¢ Hayanma 1980-x romoB Bomien
B II0JIOCY 3aTSDKHOTO Kpu3uca. Ero MpuuMHbL, Kak MPaBUIIO, CBS3BIBAIOT C KOMIIAHHMEH
«Atari» u e€ xoHconbto VES (nozmnee Atari 2600), a Taxke pSAOM JPYTUX MOMYISPHBIX
KOHCOJIeH, MaccoBo BbimyckaBumxcsi B CIIIA B te roxsl. Ilepenpon3BoACTBO CTANO ClIel-
CTBHEM OECKOHTPOJILHOTO BhITycka I1O CTOPOHHMMH pa3paboT4HKaMH M HPHUBEINO K MOJ-
PBIBY IOBEPUS K IPOM3BOIUTEIISM AIIIAPaTHOTO 00CCIICUCHHUST; OKYIAaTeNI OTKa3bIBAIINCh
OT JICIIEBBIX HETMLICH3MOHHBIX HI'P, KOTOPbIC KOMIIAHHSM MPHIIIIOCH THICSYaMH BBIBO3UTh
Ha ceaiku [/M L, 2016, c. 84]. ITonbiTka 0CBOGOMUTE CKIIabI OT HEPACTIPOJIAHHOTO TOBApa
cTaJjia CHMBOJIOM KpHu3Kca HHIycTpuu Buaeourp 1983 rona, kotopblii B SIMOHUH HOTYYHIT
Ha3BaHUE IIIOK ATapuy.
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ITpakTidecky mojHas octaHoBKa npozpax Bupeourp B CIIIA cepbesHo yhaapuia o
STIOHCKMM IIPOM3BOAUTENSIM UrpoBoro 110, HO B KOHEYHOM HTOre HMEHHO 3TO HO3BOJIMIIO
SINOHUM MepexBaTUTh JUIEPCTBO HA MUPOBOM PBIHKE allllapaTHOTO U MPOrpaMMHOI0 0be-
criedeHnsi. HecMOTpsl Ha CKENCHUC aMEpHKaHCKHMX HKCIEPTOB B OTHOIICHWH BOCTpeOOBaH-
HOCTH BUJICOMID KaK ()OpPMBI pas3BICUCHHMH, YCIICLIHbIN 3allyCK HOBOH MIPOBOH KOHCOIH
Family Computer (Famicom) B Slnornu (1983) u CILA (1986) ctan odepeqHpiM marom
K YBEPCHHOMY IMPOJBHKCHHIO SIIOHCKOH HUIPOBOM MPOMYKIMHM HAa MHUPOBBIC PHIHKH [Tam
xke, c. 85—87; Picard].

SInoHckue uccienopareny Uyt Xupocu u Aosima FOKo BBIIENSIOT KOMILIEKC (hak-
TOpoB, obecneunBIMX «Nintendo» KOMMepUECKUi ycreX B YCIOBHSX MHUPOBOTO KpH3HCa
UIPOBOH OTpaciy. Bo-mepBbIX, 3TO IIEHOBas MOJUTHKA, YCIJIHMBIIAS KOHKYPEHTOCIOCOO-
HOCTB IponyKuuu komnanu. Ilena B 14,8 Thic. neH ObuIa OiM3Ka K CpeiHel LeHEe MPOIyK-
LM KOHKYPEHTOB, OfHAKO Oouibliee pa3Hoobpasue kadectBeHHoro 110 st Famicom onpe-
Jenno Beibop norpedureneil. Bo-Bropsix, «Nintendo» cMoria GbICTPO COPHEHTHPOBATHCS
B PHIHOYHOH KOHBIOHKTYPE U IPE/IOKHUTh COTPYIHHUCCTBO KaK KOMIIAaHUSM — BIIaJielblaM
Hau0oJiee YCICIIHBIX apKaHbIX UIP, FAPaHTHPOBABIIMM JOCTYII K CBOEH ObICTpOpacTyLieit
JIMCTPUOBIOTOPCKOH CETH, — TaK M TAIAHTIMBBIM CTOPOHHUM Pa3paboTYHKaM SKCKIIFO3HB-
Horo U kadectBeHHOTo I10. B-Tperbux, Bricokoe kadecTBO I1O obecnednBanoch KEeCTKUM
KOHTPOJIEM U 0COOBIMH yCIIOBUAMH coTpyaHnuecTBa: «Nintendoy orpaHnuKBaia mapTHEPOB
B BOIIPOCAX KOJIMYECTBA BBHITYCKAEMBIX HIP B ONPE/IEICHHBIH MPOMEKYTOK BO M30eKaHHE
TIepPEHACHIIICHHS PBIHKA 1 TIOBTOPEHUS «I1oKka Atapu» [Izushi, 2006, p. 1847—1849].

Kpome Toro, B OTIMYHE OT 3a0KEAHCKHX KOHKYPEHTOB, SIIIOHCKAsl UTPOBas UHAIY-
CTpHs MOJTy4YHJIa MOIIHBIN TBOPYECKHUI MMITYJIBC Oarofapsi CTPEMHUTENBHOMY POCTY HO-
HYJISPHOCTH B SIOHUM KOMHKCOB M aHMMALIMOHHBIX (DPUIBMOB Kak (OpM pasBiCUCHHS
JULSL IeTeld M B3pOCIIBIX M, KaK CJIEACTBHE, HHTETPALMK KaJpOBOTO MOTEHIMANA BCeil pas-
BJIEKATEIBHOW OTpaciu (XyIOKHHKOB, CIIeHApucToB | T. 1.) [Ibid., p. 1847]. B CIIA,
B OTJIMYKE OT SIIOHHMH, KOONepalys aHUMAlUK, KOMHKCOB U BHJICOUTDP HE ObLIa CTOJb
yCHEIIHa B CUIIy OCOOCHHOCTEH pasBUTHSI HALMOHAIBHON HMHIYCTPHH pa3BlICUCHH.
B cepenune 1980-X rooB xaHp MaHrH U aHUME B SIMOHMH HAXOAWJICS B EPUOJIE pac-
L[BETa U JIOCTUT CBOEro NHKa K cepeante 1990-X roos, B TO BpeMsl Kak IMOMYISIPHOCTD
xomukcoB B CIITA ko BpeMEHH MacCOBOIO PaclpOCTPAHCHHUS BUJICOMID 3HAYUTEIIBHO
CHHU3MWJIACh M HE CMOIVIA TIPUATh TBOPYECKUI UMITYJIBC CO3IQHUIO Ka4eCTBEHHO HOBOTO
urposoro npoxaykra [The Japanese gaming cluster, 2012].

IpumeuareneH TOT (axt, YTO, HECMOTPSI HAa OPHEHTALIMIO SIIOHCKUX IPOM3BOIH-
TeJieil Ha UrPOBbIC KOHCOJIM, Ba)KHAs! POJIb B Pa3BUTHH SIIOHCKOTO PHIHKA BHIEOUTD CO-
XpaHsJIach 3a TAKUMH I1aThopMamu, Kak nepcoHanbHsblit komnbtotep (ITK) u apkanHbie
aroMarbl. IIK, Oyayun 3Ha4MTENBHO OOJIEEe JOPOrHM, YEM JOMAIIHHE KOHCOJH, Mpe/-
Jaraii 0oJbIIy0 '’HOKOCTh U MOIIHOCTb, HO B KOHCYHOM MTOI'C OTOILET Ha BTOPOH ILIaH
Ha done cnaboro u 3aypsaroro urposoro 110 [edd, 2017, c. 275—277]. Curyanus
Ha PHIHKE apKaJHBIX UTPOBBIX aBTOMATOB pa3BUBasach B Oosee OJIaronpusATHOM pycle,
HECMOTps Ha craj BTopoi nonoBuHbl 1980-x ronos. Beixo 1eoro psaa HomysipHbIX
apkansbeix urp (Hang On, Afterburner, Street Fighter) Ha HEKOTOpOE BpeMs CTAOWIIH-
3MPOBAJI TOT CErMEHT UTPOBOIl OTPACIIHM: JIOAH BHOBb IOTSHYJINCH B 3aibl, [1€ MOIIH

249



[CC BY 4.0] [HAYYHbIV IMANIOT. 2019. N 11]

TIPOBOJIMTH JIOCYT C WIEHAMH CEMbH U Jpy3bamu [ H A7 — X, 2016, c. 239—240]. Tem
He MeHee Bce OoIblle KOMIAHUI MPOJOIHKAIN MEHATh CIENUAM3aIHIO0, Jeast CTaBKy
Ha pa3pabotky [10 mis momamaux xonconei [Picard, 2013].

Jlpyroil xapakrepHOi uepTOil pa3BUTHA SMOHCKON MIPOBOW MHIYCTPUU BO BTOPOH TI0-
noBuHe 1980-X rofoB cTana TeHACHIUS K PACIIMPEHHIO EIeBOH ayIUTOPHU BUACOHTD, B IIEp-
BYIO OYEpeIb 3a CUeT SKOHOMUUECKU aKTUBHOTO HACENIEHNUsI, KOTOPOE, KaK MPABUIIO, HE PacIIo-
JaraeT cBoOOIHBIM BpeMeHeM st urp goma (Ha 1K mm xoHcomsax). PykoBoactso «Nintendoy
TPUIIIIO K BBIBOLY O TOM, YTO €CIIH TIOTPEOHTENb HE PACToaraeT BPeMEHEM UL HTPbI JIOMa,
TO OH JOJKEH HMETh BO3MOXKHOCTB MIEPEKUBATH UTPOBO OMBIT (IyCTh U KPAaTKOBPEMEHHBIH)
B M000€ BpeMs U B JIOOOM MecTe. DTa Hies Jieria B OCHOBY pa3pab0TOK MEePBBIX MPOTOTUIIOB
TOPTATHBHBIX MMHHU-WUTP M KOHCONEH, a HOBasi MAPKETHHTOBAas CTPATETHs BO MHOTOM OIIpe-
JeuNa JanbHeMIIee pasBuTHE AMOHCKOrO PhIHKA armaparHoro obecnevenus /ML, 2016,
c. 190—193]. K pa3paboTke mOpTaTUBHBIX YCTPOHCTB OBLIHM MOIKIIOYEHB! TPOMBIIIICHHBIE
THTaHTBI, IpeXkae Bcero komnanus «Mitsubishiy, kotopast paHee, He BBIIEp)KaB KOHKYPEHIUH
¢ «Casio» 1 «Sharpy, ymuia ¢ pplHKa KapMaHHBIX KalbKynsTopoB [[opi, 2018, c. 246].

K nagamy 1990-x ronoB HapacTaronie TEMITbl pa3BUTHS MHOOPMAIMOHHBIX TEXHO-
JIOTHH CTaNy HHUBEIMPOBAaTh TPAAUIMOHHBIE MPEUMYIIECTBA SIMOHCKUX KOMIIBIOTEPHBIX
urp (pa3HooOpasue CIOKETOB U IIEPCOHAXKEH ) M CHIKATh NOTPEOUTENBCKUI CIIPOC Ha HUX,
B CBSI3M C YEM SIMOHCKas WIPOBasi MHIYCTPUs BOIIIA B MOJOCY KpH3uca. TexHomormde-
CKH€ MHHOBAIWHY 3HAYUTETEHO COKPATHIIN KU3HEHHBIH UK UTPOBOI MPOMYKIUH: €CITH
JUISL ATPOBOM KOHCOMH 3TOT CPOK COCTABIISUI MOPSAAKA 6 JIET, TO BOCTPEOOBAHHOCTD CAMHX
BHUJICOUTD HE IMPEBHIIIANA OAHOTO I'0fa, YTO CYIIECTBEHHO YBEJIHMUYHMBATIO CE0ECTONMOCTD
T1O [Cucuel, 2011, p. 4—5]. Kpome toro, Baeapenue cucrembl CD-ROM u pa3paboTka
3D-gBwkKa chOpMUpPOBATIM HOBBIM MOKA3aTelbh KAadecTBA MIPOBOTO BHACONPOAYKTA H
MApKETHHTOBBII HHCTPYMEHT €ro NPOABIKEHHSI — PEATCTUYHYIO Tpa(rKy, Ha OCHOBE
KOTOpOH MOTpeOUTeNH 1 pa3pabOTIMKH CTANN OIEHUBATh Ka4eCTBO MTPOBON MPOTYKIUH
[Izushi, 2006, p. 1855—1857].

B ommume ot cBoux KOHKypeHTOB, «Nintendo» oTkazanack ot nepexona Ha CD-ROM u
B KOHEYHOM MTOTE OBLTa BBIHYXKJEHA YCTYIHTb JUIEPCTBO HA BHYTPEHHEM PBIHKE SITTOHHH
KOMIIaHHH «Sony» ¢ ee KoHcolbto Playstation (1994), crasuiei xutoM MUpOBBIX npofax [ H
A — A, 2016, c. 31]. Conepruaectso «Nintendo» 1 «Sony» 3a IOTPeGUTENS TIPOXOTUIO
B (opMme pa3pabOTKH HOBBIX BHACOUTP MCKITIOYUTEIHHO s CBOMX KoHcone. IIpoBommmast
ATIOHCKMMH KOMITAHHMSIMH TaK Ha3blBaeMas MOJUTHKA JKCKIIO3MBA Oa3mMpoBanach Ha muee
0 TOM, YTO Of{HA MTPa MOXKET OBITh IPEACTABICHA TONBKO ISl OMHOM MIAT(GOPMBI, X 3TO TOIK-
HO CyIIECTBEHHO YBENMYUTh €€ IIEHHOCTh B IMa3ax reitmepa. Hecmorps Ha Hammume coO-
CTBEHHOTO JKCKIIIO3HBA, BO MHOTOM M3MEHHBILETO HHAYCTPHIO Buaeourp (Pokemon, 1996),
«Nintendo» TeM He MeHee MoTepsiia BHYIIUTEIbHYIO YaCTh KOHTPAKTOB C BEIYIINMH CTY/IH-
SIMH, OTJABILMMH TIPEIIOYTEHHE COTPYIHNUYECTBY ¢ «Sony» [Tam xe, 2016, c. 343—345].

Ha Bonre momynspHoctu Playstation 2 (2000), a TakKe B CBS3H C OTKa30M «Sega» OT
pa3paboTKH amnmapaTtHoro odecnedeHus B monb3y urposoro I10 (2001) npyrue simoHcKue
npownsBoautenu 110 cmoru 3HaYnMTENBHO yBeNUuuTH cBou nponaxu B CILIA u EBpome
[/I7L, 2016, ¢. 172—173]. OnHako cutyaiust Ha BHYTPEHHEM PhIHKe SINOHMK OKa3anach
JMaMEeTPATbHO MPOTHBOIOJIOKHON: OTEUECTBEHHBIE Pa3pabOTUNKK CTANN OTCTYNATh ITOL
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JapjeHneM 3amaanbix npomsoguteneit [10. Curyamms yeyryonsercs B 2001 romy ¢ BbI-
XOZOM HIpoBoit KoHcomu Xbox ot «Microsofty, KoTopasi cepbe3HO MOIIATHYIa TO3HUIUU
STOHCKOTO aIapaTHOTO 0OECIIeUeHNsI Ha CTapTe NMPOAAK Ha 3apyOexHbIX phHKax [The
Japanese gaming cluster, 2012].

Hucxonsmuit BeKTOp B pa3BUTHH SAIIOHCKOW MIPOBOW MHIYCTPUH Ha pyOeke XX—
XXI BexoB ObUT Takke 00yCIOBIEH KOMIUIEKCOM HMHBIX IIPUYHH, B TOM YHCIIE CBS3aHHBIX
co crienuduKoit BeaeHns IrpoBoro Ou3Heca B SIOHUH, €ro IPaBOBOrO 0OECIICYSHHUS 1 T. JI.
Hampumep, cepbe3HO OCIOKHIII CUTyallMIO Ha BHYTPEHHEM PBHIHKE IIePeX0fl KOMITAHUH-
Pa3paboTYNKOB ¢ AUCTPHOYTHBA CTOPOHHMX ILIAT(OPM Ha CaMOCTOATENBHBIN. B oTiiune
ot CIIA u EBporsl, e IpaKTHKa IIEHOBOH 3alIUTHI IPEyCMOTPEHA 3aKOHOM TOJIBKO ISt
IPOU3BOAUTENS, B SIOHNH KpyNHasi AUCTPUOBIOTOPCKast KOMITAHHS MMEET IIPaBoO MPOBO-
JIMTb CAMOCTOSATENLHYIO LIEHOBYIO TIOJIMTHKY M peryauposats Hensl [ H RS — L, 2016,
¢. 33—37]. CtpemiieHHE YIyYIIHTh KOHKYPEHTOCIIOCOOHOCTh KOMITAHHH 32 CYET YCOBEP-
IICHCTBOBAHHS HCKIIIOINTEIHHO TEXHHIECKHUX XapaKTEPUCTHK UTPOBOH BHICOTIPOIYKIINH
HPHUBEJIO K CYIIECTBEHHOMY YBEIIMYEHHUIO €€ CEOECTOMMOCTH M COOTBETCTBEHHO CHIDKE-
HHIO PEHTa0EIFHOCTH B UTPOBOM ceKkTope. Kpome Toro, KoMImaHUM CTaH IPOSIBISITH OIIpe-
JeTICHHYI0 HeOpPEXXHOCTh B IMPOTHO3MPOBAHNH OOBEMOB MPOJaXK, YTO TAKXKE BBIBOIIIIO
MPOU3BOACTBO M PEATN3ALHIO TOTOBOH IMPOAYKINH HA yOBITOUHBIH ypoBeHb [ TaM xe).

IIpeomonenne KPU3HUCHBIX SBICHUI Ha STIOHCKOM MI'POBOM PBIHKE CTAJ0 BO3MOX-
HBIM OI1aroziapsi CTpeMHUTEIILHOMY IIPOHUKHOBEHHUIO HHTEPHETA BO BCe c(hephl KU3HU CO-
BPEMEHHOTO 00IIIecTBa.

4. TenpeHUUH Pa3BUTHS SMOHCKOT0 PHIHKA BHIEOUTP B M (POBYIO INOXY

IlepBBle TOMBITKH 00ECHEYNTH UTPOBOH MPOLECC IO CETH OBUTH IPEINPHUHSTH HA
pyoexxe 1980—1990-x rogoB B CIHIA. D10 OBUIM MHOTOIOJIB30BAaTEIbCKHAE POJICBEIC
UTPBI, KIIFOYeBast Hes KOTOPHIX B JaJbHEHIIIEM JIerIa B OCHOBY CO3/IaHMS MyJIBTHILIEEpa
1 OHJIalfH-cOOOIIeCTB MONb30BaTeNei. YenemHslii 3amyck B 1997 rony cepuii amepu-
KaHCKHX poleBbIX urp Diablo n Ultima Online cTan MOIIHBIM UMITYJIECOM K Pa3BUTHIO
PBIHKA OHJIAWH-UTp B SIMOHMH, KOTOpasi Ha TOT MOMEHT eIlie He pacIrojaraia HeoOXoau-
MO# KOMMYHHKAaIHOHHOH cpemoit %, 2003, c. 4—6]. IIpuMedaTenbHO, 9TO HOTPE-
OUTETBCKUH CIIPOC HA OHJIAHH-UTPHI B SIMOHMN CHOPMHUPOBAJICS MPEHMYIIECTBEHHO 3a
cuet umroprta kopeiickux urp s [IK (Lineage, Ragnarok Online w MapleStory). 1ns
ATIOHCKOH UrpoBoi MHAycTpuH Hadana 2000-x rogoB, KpoMe TOTo, XapaKTEepHO yCIeII-
HOE TPOJBIDKEHHE TUIaTHEIX OHNaiH-urp a1 I1K, 4rto cTuMynupoBazo KOMITaHHHU K OC-
BOEHHMIO HOBOTO HaIlPaBJIEHHUsl HHTEPAKTUBHBIX pa3Bnedenuit [/M LI, 2016, c. 216—217].

Hecmotps Ha sxaHpOBOE pa3HOOOpa3ue OHNIAWH-UTp, B SIMOHNMH TeM He MeHee CKJIa-
JIBIBACTCSI MOOMITBHO-OPUEHTHPOBAHHBIH PHIHOK BrAeourp. B XXI Beke TexHOIOTHIECKHE
BO3MOXXHOCTH MOOMIJIBHBIX TEIE(OHOB CyIIECTBCHHO BO3POCIH M CO3JAIN YCIOBHUS UL
HCIOJIb30BaHMs IPOTpaMM Ha 6ase Java, 9To B CBOIO 04epesb HO3BOIMIO PACIIUPHTH PHI-
HOK MTD 32 CYeT HOBOH IIaT(opMbl — MOOHIBHBIX yCTPOICTB. VX Bo3pacTaromast moiry-
JSIPHOCTB MOBJIEKNIA 32 COOOH MOSBIEHHE UTP U CMapT(HOHOB U COIMAIBHBIX Urp (WP,
HAaIpaBJICHHBIX Ha COLMAIBHOE B3aUMOACHCTBIE HTPOKOB 110 ceTn). [TockomnbKy ¢ cepenu-
HbI 2000-X TO70B ATOHCKHE TeHMephl IEPEXOMIIH C JOMAIIHUX KOHCOJISH Ha OPTAaTUBHBIE
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(Game Boy, Nintendo3DS, PSP), mocienyionuii Iepexox yxKe ¢ IMOPTaTHBHEIX KOHCOMIEH
Ha MOOWJIBHBIE TeNe(OHbI mpomien nocTatodHo ObicTpo [Tam ke, c. 220; The Japanese
social game, 2014, p. 5—7].

Emie onxuM (akTopoM, criocoOCTBOBAaBIINM OBICTPOMY Pa3BUTHIO PHIHKA MOOMIBHBIX
UTPOBBIX IUIAT(OpM, CTajga JOCTYHHOCTh MOOWIBHOTO HMHTepHeTa. [lo maHHEIM cormo-
JIOTHYECKOTO OIIpOca, MPOBEJEHHOr0 MHUHHUCTEPCTBOM BHYTPEHHUX M JIET M KOMMYHHKa-
it SInornu B 2002 roxy, 5,5 % peCcrOHAESHTOB UCIIONB30BAI HHTEPHET HA MOOHIIBHBIX
yCTpolcTBax A ormaiH-urp [-A%, 2003, ¢. 15—16]. Co BpeMeHeM MEHSIINCH X METOMBI
Juctpubynym I[10: noMrMo GH3MYECKIX IPOAAX, B SITTOHUH ITOCTENEHHO CTANH TOSBIISTE-
CsI CepBUCHI I(POBOIT TUCTpUOYINH U IIATGOPMBI PACIPOCTPAHEHHS [IU(PPOBOTO KOHTCH-
Ta, Mo00HbIe 3amafHbIM ananoram (Steam, Originut. 1.) [ H KT — I, 2016, c. 40—44].

K HacrosimeMy BpeMeHH OCHOBHBIMH IOCTABIIUKAMH COIHATBHBIX UTPOBBIX IIIAT-
dopm B Snonnn sBisttorest komnanna «GREE» u «DeNAy, cnennanuzupyronyecs Ha
COIMANBHBIX UIPax Ul MOOMIBHBIX TeIe()OHOB M CMAapT(HOHOB; Ha BHYTPEHHEM PBIHKE
CTpaHBI TaKXKe MPEACTABICHBI aMepruKaHCcKue IatGopMel App Store nus 10S, Google
Play nns Android [The Japanese gaming cluster, 2012]. CeromHsi Takue KpynHeHIIne
B MHpe nocTtaBumky urposoro 110, xak smoHckue koMnanuu Square Enix, Konami, Cap-
com v Bandai Namco, B pacdeTe Ha CBEpXIIPUOBIIN JETAI0T CTaBKy HIMEHHO Ha MOOMIIb-
uele urpsl [ H AR 7 — A, 2016, c. 44].

BroiHe ecTecTBEHHO, UTO B CBSI3U C POCTOM HOITYISIPHOCTH COLHAIBHBIX HT'D STTIOHCKHI
poiHOK urp st [1IK 1 KoHCOIeH BCTYIHI B IEPHOA CTaTHAIINK: CHIDKCHHIE BHYTPEHHHX TIPO-
JIa TIOBJIEKJIO 33 cOOO0H MOCTENEHHBIN CITajl BCeH NUTPOBOH OTPACIH. DKCIEPTH! O0BICHSIIOT
3TO KOHKYPEHI[HeH CO CTOPOHBI 3allaHbIX IPOU3BOAUTENEH, a TakxkKe JIeHCTBUEM psiaa He-
OMarompHUATHBIX UL SIMOHNN KOHBIOKTYPOOOpa3yIonmx (hakTopoB, IPEXkK/e BCErO CTapeHUst
HaceneHus. bormee B3pocnblil cerMeHT moTpeOuTenel, KOTOpble PEryIsipHO MPHOOPETANH
HPOIYKIHIO XOPOIIO 3HAKOMBIX MM KOMIIaHHUH, MOTJIM O3BOJIUTH ce0e JOMAIITHIOI0 KOHCOJb,
HO Ha CaMH WTPHI BpeMeHH Y HUX He Obuio [The Japanese social game, 2014, p. 21—24].
HoBsle xoHCcOMM mpearamy Bc€ Oonee CIOXKHOE YIpaBIeHHE, YTO BHIHYAWIO MHOTHX He-
npodeccHoHaNoB OTKa3aThest 0T Bueourp. Craj B MOHCKON HTPOBOI HHIYCTPHH B IIEPBOIT
nonoBuHe 2000-X TOJI0B MOJTy4HI Ha3BaHKE «OTaaneHne ot urpy» /ML, 2016, ¢. 237—240].

C 1enbio IPeoIoNeHNsT KPU3KCa SMOHCKHE KoMITaHUH — paspaboranku [10 — yckopu-
JIM TIPOIECC KOHCOJNMAAIHIHY CBOETO HAayYHO-TEXHHIECKOTO MOTEHIMAA, B TOM YHCIE IyTeM
CITMSTHUS TAKUX TUTAHTOB UTPOBOH OTpaci, Kak Square u Enix (2002) u Bandai u Namco
(2005). «Nintendo», co cBOei CTOPOHBI, MPUCTYITIIIA K PEATH3alli HOBOW CTPATETHH TPO-
JIBIDKEHUS Ha PHIHKE MHTEPAKTHBHBIX Pa3BICUCHNUH, 3a/1aB Ha OIDKalIee AeCATHICTHE MH-
POBOIi TpeH pa3paboTKyu KazyalbHbIX urp [ H A7 — A, 2016, c. 34—35]. [l urpokos,
KOTOPBIX NPHBIIEKAT MIPOCTOH ¥ MHTYUTHBHO NMOHATHBIN CTHIIb HIPBI, OBUIH IPEACTABIICHEI
HOBBIE KoHcoH Nintendo DS (2004) u Wii (2006).

Pacmpenne BHyTpeHHeTO phiHKa [1O U1 JOMAIIHUX UTPOBBIX KOHCOJIEH, TEM HE Me-
Hee, He TI03BOJIMIIO HTPOBOMY CEKTOPY PEOI0JIETh CIIa I, KOTOPBIif focThr rmuka B 2008 romy
[Tam xe, c. 36—39]. [lprunH GBUTO MHOKECTBO: OT HEXKEJIAHUS STIOHCKUX KOMITAHUI BBO-
JuTh npomesxyroaroe 1O 1o cokpertus crierupuKaniy HOBSHIINX pa3paboToK, 9To CyIIe-
CTBEHHO 3aTOPMO3MJIO MPOIIECC BHEIPEHHS TEXHOIOTHISCKNX MHHOBAIMIA BO BCel oTpac-
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mm. Kpome Toro, BbICOKasl IJIaHKa, 33laHHast KITIOYEBBIMI UTPOKAMH STIOHCKOH U 3araJHON
HHIYCTPUH Pa3BICUCHHI B OTHOIIEHUH UTPOBOH BHACONPOLYKIHH, CEPhE3HO OTPaHIINIIA
BO3MOKHOCTH IIPOABIDKEHUSI HA PHIHKE JUIS HEOONBIINX AMOHCKUX KOMIAHHH — pa3paboT-
uynkoB [10. BaxxHbIM caepxuBaromumM (HakTopoM B YCIOBHSX IIO0ATH3AIMH TAKKe CTalla
HETOTOBHOCTb SIMOHCKMX KOMITAHHH K KOOIEpaliy ¢ HHOCTPAHHBIMHU ITapTHEPAMH, CIIOX-
Has CHCTEMa CO3/IaHHs NIPeCTaBUTEILCTB 32 PyOeKoM M HaiiMa HHOCTPaHHOTO MepcoHaIa
u T. 1. [The Japanese gaming cluster, 2012; Cucuel, 2011, p. 3, 10—11].

HecMoTpst Ha HCKITIOUUTENBHYIO PO SIMOHUM B PaCKPHITHH TBOPYECKOTO ITOTCH-
I[ana KOMIBIOTEPHBIX UTP, B MEPBYIO Odepenb KPHU3UC 3aTPOHYI HACHHYIO COCTaBIIA-
fomyto paszpaborku. Ecim Ha 3anane KMHOMHIYCTPHUS OKa3ala OTPOMHOE BIIMSHUE Ha
HpeCTAaBICHUE aMEPUKAHCKUX M €BPOIEHCKUX pa3pabOTIMKOB O MOCTPOCHHUH CIOXKETa
U TeiiMIuIes, T B SIIOHUN ¥ CETOAHS COXPAHSIETCs TeCHas! KOOIepalys BHYTPH pa3BIie-
KaTeJIbHOW MHAYCTPUH, TIe aHUMEe, MaHra U BUJCOUTPHI CYIIECTBYIOT KaK OJHO LEJIOe
pa3padaThIBAIOTCS OMHUMH M TEMH XK€ CHEIUAIHCTAMH.

B cBs13u ¢ 3THM Hanbonee BOCTpeOOBAHHBIM >KaHPOM B SITTOHUH SIBISIFOTCSI POJIEBBIE
UTPBL, 9TO KacaeTcs He Toibko koHconeil u IIK, Ho 1 MOOMIBHBIX M COIMANIBHBIX UTP
[The Japanese social game, 2014, p. 21—23]. IlockonbKy Ha pbIHKE BUACOUTD, TPAAU-
IIMOHHO OPHEHTHPOBAaHHOM HA HTPOKOB MYy>KCKOro 1moia, B XXI Beke pa3BepHynach 10-
CTaTOYHO JKeCTKas KOHKYPEHIUS, MHOTHE H3/IaTeI! CTaJH IPOJABUTaTh UTPOBOM KOHTEHT
JUISL MOJIOJIBIX JIEBYIIEK M JKCHIIUH, KOTOPBIH BKIIIOYAET B Ce0sI PEXkKIE BCETO PA3ITHIHO-
10 pona cumyastopsl (Ensemble Stars!; The idolm@ster: SideM; lkemen Sengoku n T. 11.)
[ A A — 1, 2016, c. 436, 443].

Ha cerogusmHuii 1eHb SMOHCKUE SKIITH-UTPHI CTATN BHOBb BOCTPEOOBAaHBI HA MEXK/yHa-
POIHOM pBIHKE, B HEMaJIOH CTerieHn Onarofaps cepur BUACOUTp Souls (KOMIaHUS-pa3padoT-
gnk «FromSoftware»), KOTOpyI0 aBTOpHTETHBIE HTPOBBIEC U3IAHUS OTHOCAT K YHCITY «BENH-
yaiimmx urp Bcex Bpemen» [Top 100 ..., 2019]. beicTpeiMu TeMIIaMu BO3pacTaeT KOIUYECTBO
SATIOHCKHX WTD, BBIIYIICHHBIX HA aMEPUKAHCKOH OHNalHH-IuIaTopme Steam W pazpaboTaH-
HBIX MAJIBIMHK U cpefHuMu cryausivu [/, 2016, ¢. 377—378]. B 2016 roay sinoscKast urpo-
Basi MHAYCTPHS, TIpexe Bcero B chepe paspaborku I10, Bommta B «3MOXy BO3POXKIACHHSD.
I'mobaneHslii yeniex Pokemon Go, yxkpenuBiunii «Nintendoy» B cTaTyce KOMIIaHUHA-HHHOBATO-
pa, ObUT 00YCIIOBICH HCIIOIB30BAaHIEM Ha cMapT(oHe HOBEHIIeH TEXHOIOTHN JOTIOTHEHHOM
peaTbHOCTH, a YHUCTIO 3arpy30K ITOH O{HOM N3 HEMHOTUX MOOMIIBHBIX HTp Nintendo NOCTHIIO
10 v [ H A — 4, 2016, c. 44].

TenmeHIUs K Tepe3amyckaM U peMeiikaM He o0ormuia cTopoHol U SImoHnI0 — Bcé
OoJIbIIIe CTaphIX MPOEKTOB IONYYAIOT HOBYIO KU3HB (Resident Evil, Final Fantasy).
«Nintendo» Takke MOANCPKUBACT MOTPEOUTENBCKHUII HHTEPEC K 3HAKOMBIM C JETCTBA
CepHsM TP U CMOIVIA BHOBb YJJUBUTBH BECh MHUP, BBITycTHB B 2017 romy HOBYIO rHOpHI-
HYI0 KOHCONb Nintendo Switch u skckiro3uBHbIe s He€ urpsl The Legend of Zelda n
Super Mario Odyssey.

Ha cerommsimmamii nenp SImoHust ¢ OONBIIMM OTPHIBOM JIUAMPYET B HMPOH3BOACTBE
UTPOBBIX KOHCOJIEH U SIBIISICTCS TPETHHUM II0 BEJIMYMHE UTPOBBIM PBIHKOM Mupa (19 mipx
nomtapos B 2018 romy), ycTymast JIMIIb TaKUM TUraHTam, kak Kuraii (37 Mipa 1osiapoB)
u CLIA (30 mpn nomtapos). MrpoBast oTpacib CTpaHbl JEMOHCTPUAPYET YBEPEHHBIN POCT
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(4,6 % B 2018 romy) u B CTPYKType SIIOHCKOM MHIYCTPHU Pa3BICUECHHUIT B IIEIOM 3aHAMa-
et Bropoe MecTo (20 %) mocie medaTHOl NMPOAYKIUH (KHUTH, KOMHUKCHI U T. 11.) [Japan’s
game ..., 2018; = 7 >/, 2019, c. 49, 79—180].

OueBHIHO, YTO SMOHCKAS UIPOBas HHAYCTPHUs HE TOJIBKO CMOIJIA MPEOONIETh CTar-
HAIMIO M TIpeB30iTH cBoM ycrexu 1980-x ronos. OHa yBEepEeHHO BBLIBUHYIIACH B YHCIIO
MHUPOBBIX JIHACPOB Ol1aronapsi peBU3HMH TPATULMOHHBIX CTAHAAPTOB Pa3pabOTKU HIPOBOTO
HPOTrPaMMHOIO U aIlapaTHOro0 00ECHeYEeHHUs, TBOPUCCKOMY IIEPEOCMBICICHUIO TeHMIU-
3aifHa M PACIIMPCHUIO MOTPEOUTEILCKOM ayIMTOPHH 3a CYET IPUOOIICHUS K BHICOUTPAM
HPE/ICTABUTENICH BCEX COLMAIBHBIX U BO3PACTHBIX TPYIIIL.

5. 3akiouenue

SImoHCKast MHAYCTPHS BUACOUTP MPOILIA JOBOJIBHO CIOXKHEIN ITyTh OT CBOETO 3apOiK-
ngernst B 1970-x romax K0 COBPEMEHHOTO CTaTyca ORHOTO M3 MHPOBBIX JIHACPOB B chepe
MHTEPAaKTUBHBIX pa3BieueHNH. Ha kaxxqoM stame pa3BUTHs UTpoBoi oTpaciu Snonnu (Oymns
TO CTPEMHTENBHBIA MPOPHIB Ha 3apyOekHble pHIHKH 1980-X Tof0B, CTarHamus M KPHU3HC
1990—2000-x romoB, mobaneHb TpuyMd 2010-X TOMOB) MEepen KOMIaHUSIMH-Pa3padoT-
YMKaM{ BCTaBaJlM HOBBIE 33/1a4H, aBTOPCKOE PEIICHHEe KOTOPHIX B TOW WIIM MHOW CTENeHH
OIPEENSII0 TEHACHIINU Pa3BUTHS HE TOJIBKO STIOHCKOH, HO M MEPOBOH NTPOBOM HHIYCTPHN.

Crnenuduka CTaHOBIEHHS SIMOHCKOTO PBHIHKA MIPOBBIX YCIYT OOYCIIOBICHA KOM-
IUICKCOM IIPHYMH, NPEXKIEC BCET0 MCTOPUYECKHX M SKOHOMHUYCCKHX. « DKOHOMHYECKOE
4y0» ¥ MOCIIE0BAaBIIAs 32 HUM BCIIBIIIKA MaCCOBOTO MOTPEOIeHHs 00y CIIOBUIIN TIOITY-
JSIPHOCTH TaKOTO CIIoco0a MpOBECHUS A0CyTa, Kak Hrpbl. «HedTsiHOM MIOK» 1 MIpPOBOI
SKOHOMHUECKHI KpU3HC cepeauHbl 1970-X romoB co3many MPearoChlIK IS BBIXOAA
STIOHCKOH MTPOBOI MPOAYKINH 32 IIPEAENbl BHYTPEHHETO PHIHKA yXKE B CIIEAYIOMIEM Je-
cstueTnn. HemanoBaxHyI0 poib B 3TOM IIPOIECCe TaKXKe ChIrpall aMepHKaHCKuil (ak-
Top. Ha HavanpHBIX Tamax CBOETO pa3BUTHS SMOHCKNE KOMIAHUH CTPOUIIN CBOE IIPOU3-
BOZICTBO Ha YK€ UMEIOIIIXCS TEXHHUECKUX U UJICHHBIX HapaOoTKaxX U OM3HEeC-MOIEIIX
aMEepHKAaHCKUX UTPOBBIX Kopropauuii. B manpreiimem nmenno CLIA cramu tectoBoi
IUTOIIAAKOM JUTS MIEPBOTO amIapaTHOTO U IPOrPaMMHOTO 00ECTIeUeHUs SIITOHCKOTO TIPo-
U3BOJICTBA U, 110 CYTH, 00ECHEUMIN STMOHCKAM KOMIIAHHUAM OJIaroNnpusTHBIC CTapTOBBIC
BO3MOXKHOCTH JUIS BEIXOa Ha ApyTHE 3apyOe:KHbBIEC PHIHKH.

K nauany XXI Beka SnoHust Bouuia B YUCIIO MUPOBBIX JIMAECPOB [0 YPOBHIO IPO-
HUKHOBEHHMSI HHTEPHETA, YTO ONPEAEIIHIIO KIFOUEBYIO Ha CETOMHSIIIHUN JEHb TCHACHIIUIO
UTPOBOTO PHIHKA — MOOWIBHBIE M COMAIbHBIC UTPBL. KpoMe Toro, KINeHTOOPHEHTHPO-
BaHHAs MTONNTHKA, HAIlEJICHHAs HA ayJTUTOPHUIO C Pa3HBIMHU LIEHHOCTHBIMHU YCTaHOBKAMH
1 00pa3oM JKH3HH, OKa3aa IOJIO0KHTEIbHOE BIUSHUE Ha c(epy MPOrpaMMHOIO U ama-
parHoro obecnieuerns. Ha (hoHe 3a1105keHHOTO KPYITHBIMH ITPOMBIIILICHHBIMY THTAHTAMHI
o0pa3a AMOHCKIX KOMIAaHUH KaK rapaHTOB BEICOKOTEXHOJIIOTHYHOTO IIPON3BOACTBA KOM-
MaHUH-Pa3pabOTINKK CMOTIIH JOCTaTOYHO OBICTPO C(HOPMHUPOBATH COOCTBEHHBIH PHIHOK,
a NHHOBAIIMOHHBIE pa3paboTKH B 00JIACTH AIEKTPOHUKH H 3IEKTPOTEXHUKH 00€CIIeIMITH
MPEEMCTBCHHOCTD MEX/Y OTPACIIIMH.

IIpaxTrka MeKOTPacIeBOro COTPYAHHIECTBA TAKXKE CO3/aja OIAroNnpusTHEIE yCIIo-
BUS JUIS aKKyMYJISIIUM KaJpOBOTO IOTEHIMAda W OObEJWHEHHS yCHIHNI BBICOKOKBAJIH-
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(UIIPOBAaHHBIX CIIENUATNCTOB U3 CMEXKHBIX oTpacieil. VHTerpanus My bTUIIINKALNN 1
KOMHKCOB (aHMMe M MaHra) B UTpOBYIO chepy mpuiana TBOPUECKHI UMITYIbC pa3padboT-
YMKaM BHIEOKOHTeHTa. Ha IepBhIif IUIaH BBIIIIA COAEp)KaTeIbHAas 4acTh BUJCOUTD, HX
JKaHPOBOE Pa3HOOOpasue, CIOKETHOE HAIOJTHEHHE U T. J., YTO MOCTABHIIO HIPOBYIO IIPO-
JIyKIUIO B OJMH A ¢ TAaKMMH BHIAMH KMHOHMCKYCCTBA, KaK XyJOXKECTBEHHBIC (DHIIBMBI,
MYJBTUIDIMKALMS ¥ aHUMaIWsl. B pe3ynbsrare ceromHs SIOHCKast UTPOBast HHIYCTPHUS BXO-
JIUT B YHCIIO BETYIIMX MUPOBBIX CO3AaTeNiell HHTEPAKTUBHBIX Pa3BICUCHHH M HamOoiee
JUHAMHYHO Pa3BUBAIOIIUXCS OTPACIIel HAIMOHAIBHON SKOHOMUKH, BBICTYTIasl B KA4ECTBE
CHMBOJIa BBICOKOTEXHOJIOTHYHOTO OOIIECTBA, KAKOBBIM SIBIISIETCS COBPEMEHHas SImoHusI.
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The specifics of the historical development of the Japanese gaming industry are considered.
A periodization of the history of the gaming industry in Japan is proposed, a description of its main
stages is presented: the emergence in the 1970s, access to foreign markets in the 1980s, stagnation
and crisis of the 1990-2000s, the global triumph of the 2010s. It is proved that it was accelerated
economic development and a high standard of living that allowed Japan to switch to the consumption
of such a product as video games. The complex of historical, economic and sociocultural factors that
provided Japanese companies with competitive advantages in the global video game market was
identified and analyzed. Particular attention is paid to the impact of information and communication
technologies on these processes. The role of the American factor in the formation and development
of the gaming industry in Japan, as well as in the promotion of Japanese gaming products to foreign
markets is disclosed. The constructive potential of the Japanese practice of intersectoral cooperation
of game industry companies with large industrial giants and with representatives of the art sphere
is shown. It is noted that the involvement in the gaming industry of highly qualified specialists from
the entertainment industry (anime and manga) allowed shifting the emphasis from the technological
aspects of video games to their content, genre diversity and plot content. The authors come to the
conclusion that the historical experience of the gaming industry in Japan indicates the significant role
of this industry in the economic and social development of modern states.

Key words: game industry; video games software; game content; Japan; “Nintendo”.
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