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AHHoTaums. B nocnennue necATuineTus BUACOUTPHI 3aHSIIN YCTOHYHMBOE MTOJI0KEHUE B CTPYK-
Type TI00aJbHOTO MeAnanaHamadTa, IPeBPaTUBIINCH U3 HHUIICBOTO (opmara pa3BiIedeHHH
B MacCOBBIH KyIbTypHBIH (heHOMEH. Ha oHe akTHBHOTO HCTIIONB30BaHUS KHHO U TEJICBUICHHS
B KAQueCTBE MHCTPYMEHTOB MSTKOW CHJIBI BO3pAcTaeT MHTEPEC K BUACOUTPaM KakK K IMOTEHLH-
QIBHOMY KaHaJy KyJIBTYPHOTO BIHSHHS, OHAKO MX aHAJIHM3 HEPEAKO OCYIIECTBIsCTCS 0e3 J10-
CTaTOYHOTO y4YeTa Crenu(UKU MEAHATbHONW TpUpobsl. Llenb — paccMOTpeTh BUACOUTPHI KakK
0COOBIN THIT SKPAaHHOTO MeJUa B KOHTEKCTE KyJIbTYpHOU JUIIOMAaTHU C aKUEHTOM Ha UX YHH-
KallbHbIE XapakTepUCTUKH. B paboTe mpuMeHsieTcs aHaiM3 S3bIKa BUJICOWTP B CPaBHEHUH
C APYTMMHM 3KpaHHBIMHU MeJlMa, B YaCTHOCTU C KMHO. /{0MOJHUTENBHO NCIOIb3YIOTCS BTOPUY-
HBIE CTATUCTUYECKHUE JJAHHBIE O pa3Mepax MeJuapblHKa U BOBICYEHHOCTH ayauTopuu. [loka3za-
HO, 4TO KyJBTYpPHOE BO3ZCHCTBHE BUACOUTP (POPMHUPYETCS HE TOJIBKO Yepe3 HAppaTUBHOE CO-
JepXKaHUe, HO U Yepe3 YHUKAJIbHYIO apXUTEKTypy UIPOBOM MeIualbHOCTH, OCHOBAaHHOM Ha
IyOOKOM YpOBHE BOBJIEYEHHOCTH. [lonmydeHHbBIE pe3ynbTaThl IMO3BOJSIOT paccMaTpUBaTh
BUJICOUTPHI KaK MEINYM, 00JIaIat0MNil OONBIINM ITOTEHIIMATIOM JJISl HCTIOJIB30BAHUS B PaMKax
MSTKOW CHIIBI, TIPH COXPAaHCHNH HEOOXOANMOCTH JadbHEHIIIETO aHAIN3a KOHKPETHBIX MEXaHH3-
MOB TaKOr0 BO3/IECHCTBHUSL.
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From Screen Representation to Gaming Experience:
The Transformation of Soft Power Practices
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Abstract. In recent decades, video games have established a stable position in the global media
landscape, transforming from a niche entertainment format into a mass cultural phenomenon.
In the context of the active use of cinema and TV as instruments of soft power, there is growing
interest in video games as a potential channel of cultural impact. However, their analysis is
often carried out without sufficient consideration of the specifics of their media nature. The
purpose of this article is to examine video games as a special type of screen media in the context
of cultural diplomacy, with an emphasis on their unique characteristics. The study analyzes the
language of video games in comparison with other screen media, in particular cinema.
Additionally, secondary statistical data on the size of the media market and audience engagement
are used. It is shown that the cultural impact of video games is formed not only through narrative
content, but also through the unique architecture of game media, based on a deep level of
engagement. The results make it possible to consider video games as a medium with great
potential for use in soft power, while maintaining the need for further analysis of the specific
mechanisms of such influence.
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BeBeneHune

Buneounrpsl Bce yalie paccMaTpruBarOTCs KaK 3HAYUMBbIN 2JIEMEHT COBPEMEHHO-
ro MmIO0AJIBHOIO MeaualaHAmadpTa, OJHAKO HX TEOPETUYECKOE OCMBICICHUE
IIO-TIPEKHEMY OCTAETCSI HEOMHOPOAHBIM. HecMOTpst Ha yCTOWUYMBBINA POCT MH]Y-
CTPUM U PaCUIMPEHHUE aKTUBHOW AyAUTOPUH, BUJICOUTPHI HEPEIKO aHAIU3ZUPYIOTCS
yepe3 KOHLENTyaJlbHble paMKd, chOpMUpPOBAaHHbIE AJi 0ojiee paHHHUX SKPAHHBIX
Meaua, MPEXK/Ie BCEro KNHO U TeNeBUACHUA. Takol MOAXO yIPOIIAET BKIOUYECHHE
BHJICOUTD B CYLIECTBYIOIIUE HCCIECNOBATENBCKUE NAPaJUTMbl, HO OJHOBPEMEHHO
OrpaHUYMBAET BO3MOXHOCTh aHAJIN3a UX MeIUalIbHON cnenuduku. Jta npodiema
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TAK)KE OTUETIIMBO IPOSBISIETCS B MCCICNOBAaHUAX, IOCBALICHHBIX MATKOM CHIIE
U KyJbTYpHOH AuIioMaruu. B mogo0HbIX paboTax BUAECOUTPHI 3a4aCTYIO pelyLH-
pYIOTCS 10 HOcUTeNnel 00pa3oB U HappaTUBOB, B TO BPEMs KaK MX MHTEPaKTHBHAs
U MpoLeAypHas MPUpPOJia OcTaeTcs Ha nepudepry BHUMaHUsA. Mexly TeM HMEHHO
HEOOXOIMMOCTh aKTUBHOI'O Y4acCTHsl 10JIb30BaTeNsl U 3aBUCUMOCTb €T0 OIbITa OT
COOCTBEHHBIX BHYTPUUTPOBBIX NEHCTBUI MPUHIMIINAIBHO OTIUYAIOT BUICOUTPHI
OT JINHEHHBIX ()OPM MMOBECTBOBAHMS.

Bomnpoc o Tom, kakum 00pa3oM 0COOEHHOCTH BUJCOUTP BIMSIOT HA MEXaHU3-
MBI KYJIBTYPHOTO BO3JEHCTBHSA, OCTaeTCA HEJOCTATOUHO MpopaboTaHHbIM. B pam-
Kax JaHHOW paOoThl BBIJBUTACTCS NPEAINOJIOKEHHUE, YTO BUIACOUIPHI 00JaJal0T
crnenn(puIecKoil MeuanbHOCThIO, OTIIMYHOM OT KHHO, U IMEHHO 3T 0COOEHHOCTH
JIEJIA0T UX MEePCIEKTUBHBIM MHCTPYMEHTOM MSTKON CHIIBI B YCIIOBUSIX POCTa IIIO-
0aTbHOTrO UIPOBOTO pBIHKA. [IpH 3TOM BIMsIHME BUACOWTD MpEAaraeTcsi paccMa-
TPUBATh HE TOJIBKO YEPE3 TEMATUUECKOE COAEPIKAHNE, HO U Yepe3 JIOTUKY UTPOBOTO
JICUCTBUSA U CUCTEMY ITPABUIL.

Taxum 006pazom, oOpallieHue K BUEOUrpaM B KOHTEKCTE MTKOM CHIIbI TpeOyeT
CMEIIIEHUS aHAJIUTUYECKOro (hokyca ¢ MOBEPXHOCTHOIO COMOCTABICHUSI C KUHO
K aHalu3y MX MeAuanbHOM crneunduxu. Paccmorpenue Buipeourp xkak oco0Ooro
TUIIA MEAMa TMO3BOJISIET MO-HOBOMY IOCTaBUTh BOMpPOC O (hopMax KyJIbTypHOTO
BJIMSIHUSA B YCJIOBUSAX TpaHC(HOPMALIUU [T100aJIbHOTO MEIapbIHKa U BO3pacTaroIen
POJIM UHTEPAKTUBHBIX (POPM KOMMYHHKALIUH.

TeopeTuyeckoe o60cHOBaHUe

Buneourps! — 0coObli THIT MeIMATBHBIX apTe(PaKkToOB, 00IaJar0IUX COOCTBEH-
HBIM SI3bIKOM, KOTOPBI HE MOJKET OBITh IMOJIHOCTBIO ONKCAH Yepe3 CYLIECTBYIOIINE
MOJIENIM 3KPAaHHbIX Meaua. VX myTh B akaJleMHUYECKOM I10JI€ HAUMHAJICS C MIPU3Ha-
HUS B KaY€CTBE JISTHTUMHOTO 00BEKTa MCCIIEOBAHUS, a IPOIOIDKUICS (hOPMHUPO-
BaHMEM OTACIHHON HMCCIENOBATEIBLCKON TPaJWIUK, MPU3BAHHONW 3a(h)UKCUPOBATH
ux cremuduuHocts (Berymmnckuii, 2015, c. 45-47). OnHuM U3 nepBbIX Hampasiie-
HUI TaKOro OCMBICIICHHS CTaJla TIONBITKA OMUCATh BUICOUTPhI Yepe3 MpU3My Happa-
TUBHOCTH, BO MHOTOM YHAcCJI€IOBAHHOM OT KMHO U JuTeparypbl. OHaKO MOA0OHBII
MOAXOJ AOBOJBHO OBICTPO CTOJKHYJICS C KPUTHKOM CO CTOPOHBI UCCIIE0BATENEH,
CTPEMUBILHUXCS PACCMATPUBATh UIPBI IIPEXK/IE BCETO KaK UIPHI, @ HE KaK pa3HOBU/I-
HOCTb [IOBECTBOBATENbHBIX (hopM. HecMoTpst Ha TO, UTO HAppaTUB AEHCTBUTEIBHO
UrpaeT 3HaYUMYIO POJib B OOJIBIIMHCTBE COBPEMEHHBIX BUJICOUTD, OH HE UCUEPIIBI-
BaeT UX MeauanbHyto npupony. Kak ormeuaer E. Becn, urpsl He sBIsIOTCA MCTO-
pUsMM caMH 10 cebe, a UCHOJIb3YIOT MOBECTBOBATEIbHbBIC IEMEHTHI JIUIb KakK
OJIHY U3 BO3MOXKHBIX CTPYKTYp OpraHu3anuu urposoro omnsita (Wesp, 2014). Tem
CaMbIM SI3bIK BUJICOUTP OKa3bIBAETCsl CMELIEH U3 MJIOCKOCTU UCKIIOYMTEIBHO Hap-
PaTUBHOTO aHaJIM3a B 00JaCTh O0JIee CIOKHBIX OHTOJIOTUYECKUX OTHOIIEHUH MeX-
Ny BHYTPEHHUM MUPOM, [IPaBUJIaMHU CUCTEMBI U JEHCTBUSIMU UI'POKA.

3HAUNTENBHBIH BKIIAJ B IEPEOCMEICIIEHHe 3Toro BHec M. KO, mpeanoxus pac-
CMaTpUBaTh UTPOBBIE MUPBI KaK BBIMBILIUIEHHBIE IIPOCTPAHCTBA, CYLIECTBYIOIINE
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0 COOCTBEHHBIM IpaBmWiIaM. B Takux Mupax UrpoBasi yCJIOBHOCTh HEOOSI3aTENIbHO
HY>KJA€TCsl B CIO’KETHOM OOOCHOBAHMM U MOXKET MPUHUMATHCS UTPOKOM KakK JIaH-
Hocth (Juul, 2011, p. 163—197). B 10 ke BpeMs B OOJBITUHCTBE COBPEMEHHBIX IPO-
€KTOB HaOIIomaeTcsi CABUT K OoJiee CIOKHOW MOJETH, KOTOPYIO MOXKHO OMHCaTh
KaK OHTOJIOTMYECKH Ayanu3Mm. HappaTuBHas U JIOM0IOTHYECKAs COCTABIISIONIIE
UTPOBOTO MPOCTPAHCTBA HE IPOCTO COCYIIECTBYIOT, HO B3aUMHO JOTOJHSIOT IPYT
npyra, GopMuUpyst LIETOCTHBIN MeTuaIbHbIN ONbIT. OrpaHUYEHUs, HaKIIabIBa€MbIC
UTPOBBIMH MIPABUIIAMH, BCE Yallle TOTYYar0T CI0OKETHOE OObSICHEHNE, YTO TI03BOJIS-
€T BCTPOWUTH TEeUMILICHHBIE YCIOBHOCTH B JIOTUKY MHpa. Tak, HEJOCTYyMHOCTb
OTIpe/ICTICHHOW 30HBI MOXET OBITh MOTHBHPOBAHA, K IPUMEPY, OOBATIOM MOTOJKA,
co3naBas 1S uTpoka yoeaurenbHoe ocHoBaHue orpannueHuii (Planells de la Maza,
2015, p. 293).

[Tepexonst k aHANMKM3Y S3bIKA BUICOUTP, HEOOXOIUMO YUUTHIBATH, YTO OHH BCE
xe (GOPMHPYIOTCSI B TTOJI€ SKPAaHHBIX MEIMa M HEU30€KHO HACIICIYIOT Psi/l BRIpa3u-
TEJIBLHBIX CPEICTB KMHO M TEJIeBUICHM. MHOTHE UCCIIeI0BaTENN MPEJIaraiT pac-
CMaTpPUBATh S3bIK BHJICOUTP KaK PAa3HOBUIHOCTH KPAHHBIX SI3BIKOB, 0014 IAI0ONTIX
MOJTUMOJAIBHON CEMUOTUKOM, B KOTOPOI COYETAIOTCS pa3INYHbIE 3HAKOBBIE CUCTE-
Mmel (bensies, 2023, ¢. 190). Kak ormeuaer [[.A. benseB, Bu3yaiabHbIe M TEKCTOBBIC
KOMITOHEHTHI, YHACIIEJIOBAHHBIC OT KMHO M TEJICBUJICHUS, B BUICOUTPAX JIOTOJTHS-
I0TCS YHUKAJIbHBIMU CEMHUOTUYECKUMU YPOBHIMH, HE UMEIOLIMMHU MPSMBIX aHAJIO-
TOB B JIpyrux 3KkpaHHbIx dopmax (2023, c. 196). B atom konTekcre .B. ®omun
npeJiaraeT paccMaTpyBaTh JIEMEHTBI BUICOUTPOBOTO S3bIKa Yepe3 MpU3My MeTa-
(opbl, MO3BOJIAIONIEH aHATM3UPOBATH UTPOBOM MPOIECC KaK HOCUTEIh 3HAYCHHUS,
a HE MCKIIFOUMTEIBHO KakK (YHKIMOHAIBHBIA MexaHu3Mm (2025, c. 97-100). Eciu
Takue MeTaopshl, KaK BU3yal U TEKCT, XapaKTepHbI U IJi1 KUHO, TO UHTEpdeiic
1 IEHCTBUE CTAHOBSITCS YHUKAIBHBIMU UMEHHO JIJIS1 BUJIEOMTPOBON MEUAIBHOCTH.
Ha sToM ypoBHE BUICOUTPHI MPUHIMITUAIBEHO OTIMYAIOTCS OT KUHO: CMBICI 3/1€Ch
BO3HHKAET HE TOJBKO M3 TOTO, YTO MOKA3aHO Ha IKpaHEe, HO U U3 TOro, Kakue Jei-
CTBUSI CTAHOBSITCSI BOSMOXKHBIMH WJIM HEBO3MOXHBIMU JIJISI UTPOKA, a TaKXkKe Kak
CUCTEeMa pearupyeT Ha yKe COBEPIICHHBIE ICHCTBUS.

HecMoTpst Ha odeBHIHYIO OMU30CTh K KWHEMarorpady, BUJCOUTPHI HE CTpe-
MSTCS TIOJTHOCTBIO BOCIIPOU3BECTH €r0 MEAHANBHBIN S3bIK. CKOpee, MeX Iy dTUMHU
MeAMyMaMU CKJIQ/IBIBAIOTCSI OTHOIIICHHUSI B3aMMHOTO 3aMMCTBOBAHUS U a/IallTAIlUH.
Wrpbl Hepenko UCONB3YIOT KHHEMATOrpaduaecKue MPUeMbl, B TO BpEMs KaK KHHO
3aMMCTBYET Y BHJICOHUTD JIEMEHTHI MHTEPAKTUBHOCTU U UTPOBOH Jioruku. OTHAKO
3a TpeesiaMy 3TUX TOYEK MepecedeHus: 00a MeauyMa CTaTKUBAIOTCA C COOCTBEH-
HBIMH MEIHAJLHBIMHA OTPaHHYCHUSIMU. DUITBM, TIOJTHOCTHIO KOMMUPYOIINUN CTPYK-
Typy BHICOHUTPHI, YTPAYHBACT KHHEMATOTPAQUICCKYIO BBIPA3UTEIIEHOCTh, HO MIPH
3TOM He cTaHOBUTCS urpoit (Opeiiepmyt, 2021, c. 138—-140). Tem He meHee paccmar-
pUBaTh BUJCOUTPHI BHE APYTUX SKPaHHBIX Me[ra HEBO3MOXKHO. HoBble MeTuyMbl
3a4acTyto GOpMUPYIOTCS HA OCHOBE MPEIIIECTBYIOLINX, IEPEOCMBICIINBAs U TPAHC-
dbopmupyst ux BeIpasuTeNbHble cpeactBa (Manosuu, 2018, c. 118-130; King,
Krzywinska, 2002, p. 149). Takum 06pa3oM, BUIACOUTPBI 3aHUMAIOT CBOE AaBTOHOM-
HOE TIOJIOKEHHE B CUCTEME IKPAHHBIX MeJlMa CO CBOEH COOCTBEHHOM crieln(UKoit
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s3bIKa. B 3TOM KOHTEKCTe Urpa crpaBeasIuBO pacCMaTpUBAETCs Kak CUCTEMOoOpa-
3YIOIINI (DEHOMEH COBPEMEHHBIX IKPAHHBIX KOMMYHHKAIHH, mepedopMaTHpyro-
LU KJIACCUYECKUE MOJAETH MEIUATbHOIO BOCIIPUSTHUS U B3aUMOACHCTBUS C TEK-
ctoM (Bonkosa, 2015).

Eme omHOM KITIOYEBOW OCOOCHHOCTHIO BUICOUTP, OTIIMYAIOMIEH UX OT KHUHO
Y IPYTHUX SKPaHHBIX MEIUYMOB, SIBIISIETCS aKTHBHOE YIaCTHE UTPOKA, TO €CTh UTPOK
MIPAKTHUYECKH MOJIHOCTHIO JIMIIaeTcst maccuBHOCTH. [Ipupona BuneonrpoBoit meau-
aTBHOCTU TpeOyeT aKTUBHOTO ACHCTBHsI, O€3 KOTOPOTO BOBCE HE OYJIET CYIIECTBO-
BaTh. Irpok mpencTaBieH B 3TOM JEHCTBUH Yepe3 UTPOBOT0 aBarapa, SBIISIOIEro-
csi ero aro-pernpesentanueii (Somerdin, 2016, p. 73-75). Ilpu stom y urpoka
(dbopMupyeTcsi CyObeKTHBHAs areHTHOCTH: OIIBIT, MOJIy4aeMblil MEepCOHa)KeM Ha
JKpaHe, YaCTO MOXKET OBITh MPUCBOEH CAMUM HTPOKOM. Takoil MEXaHU3M CO3JAeT
0osee IyOOKOe TOTPY)KEHNE, YCHIIUBAET SMOITMOHAIBHYIO BOBJICUYEHHOCTH U (Op-
MHUpPYET OTBETCTBEHHOCTH 3a IpUHUMaeMble pemienus (Turunov, 2025, p. 80-82).

[TonoOHBIN 0TKa3 OT MACCUBHOCTH YacTO MOHMMAETCA KaK MHTEPAKTHUBHOCTb,
OJTHAKO MCCJICJIOBATENM BHUICOUTP MPEAJIAraroT MePEOCMBICICHHE STOTO TOHSTHSL.
[Ton 5proAM4HOCTHIO B JAHHOM KOHTEKCTE TOHUMAETCs HE TPOCTO BBOJI KOMAH/I, HO
NEHCTBUS, pealibHO BIUSIOININE Ha X0/ HTPOBOTO Tporiecca u ero pesyisrat (Cheng,
2007, p. 16). B TakoM KOHTEKCTE UTPOK BOCIIPUHUMAET MPOUCXOIAIIEE HE MPOCTO
KaK MepeBIKEeHIEe 00bEKTOB Ha DKPaHe, a KaK aKTUBHOE y4acTHE B (PYHKIIMOHUPO-
BaHUU CHCTEMBI, I7Ie KaXKJ0€ pelIeHe UMEET MOCIEACTBHSI, a OMbIT CTPOUTCS Ye-
pe3 MOCIIe0BATEILHOCTh ICUCTBUM, a HE TOJILKO Yepe3 BOCIPUSITUE BU3YaTbHBIX
obpazoB (King, Krzywinska, 2002, p. 146). Takoe BOBI€UYEeHHE CO3AET YHUKAIIb-
HBIM TUN yOeXKICHUs, KOTOPBIH B KOHTEKCTE BUICOUTP HA3BIBAIOT MPOIICITYpPHOI
putopuxoit (Bogost, 2007, p. 1-65). Uepe3 anropuTMHUYeCKd OpraHU30BaHHBIE
JEHCTBHS UTPOK HE MPOCTO HAOMIOMAET MOCIEICTBUS, HO MEPEKUBACT UX HA MPAK-
TUKe, (HopMUPYs COOCTBEHHOE MOHUMAaHHE MPaBUJ U IIEHHOCTEH, 3aJI0KEHHBIX
B Urpe. B 3TOM cMBICIIE 3proAUYHOCTh CTAHOBUTCS HE TOIBKO 0COOEHHOCTHIO UTPO-
BOTO S3bIKa, HO U CPEICTBOM Mepeayl CMBICIOB M COLUATIBHBIX MOJIeNIeH, yCUITU-
BaIOIIUM KYJIBTYPHYIO QYHKIHIO BUIACOUTP. DTOT MOTEHIIUAT BUACOUTP B OpMHU-
POBaHMM MAacCOBOTO CO3HAaHUS U TPAHCISALMU COIUAIBHBIX MOJAENEH HaXOTUT
MIOATBEPKIEHUE B COBPEMEHHBIX HccienoBanusx (Ctpokosa, 2024).

Haxkoner, Takas (oopMa HHTEPAaKTUBHOCTH BIMSET HA TEMIIOPAIbHbBIE XapaKTe-
PUCTHKHU MEIHAIILHOTO OIbITa. B KHHO, MOBECTBOBaHME OOBIYHO JIMHEWHO U (PUKCH-
POBaHO, TOTJIa KaK B BUJIEOMTPaxX UIPOK JCUCTBYET B «3/1€Ch U celdac», HaXOsCh
B COCTOSSHUM BHEMEIUATBHOTO HACTOSIIEr0. Takoe B3aUMOJCHCTBHE MO3BOJSET
CO3/1aBaTh MHO)KE€CTBEHHbIE BApPHAHTHI Oy/IyIlIer0, YHUKATIbHbBIE IS KaKI0TO UTPO-
Ka, 4TO (OpMHUPYET 0c000E OIIYIIEHNE areHTHOCTH U COAaBTOPCTBA B PaAMKaX YyxKe
co3ganHoit cucrembl (King, Krzywinska, 2002, p. 147; Perron, 2003, p. 246;
Somerdin, 2016, p. 73). Konedno xe, mogo0HOE COAaBTOPCTBO JAJIEKO OT MPUBHIU-
HOTO TIOHMMAaHHUS 3TOr0 TEPMMHA, BEIb UIPOK CO3[a€T COOCTBEHHYIO HCTOPHUIO
B paMKax OTpaHUYCHUN BHYTPUUTPOBOTO MUpa. TeM He MeHee OLTYIIEHUE BIMSHI
Ha MPOUCXO/SIIEe YCUIUBAET BOBICUEHHOCTb, PEBpaIlias UTPOBOM OMBIT B (hopMy
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AKTHBHOT'O OCBOEHUS CMBICJIOB U CO3/1aBasi YHUKAJIbHBIE YCIOBHS ISl KYJIBTYPHOIO
BIIMSIHUSL — MIOTEHLIMAJI, KOTOPBIN HE OCTAJICSI HE3aAMEUEHHBIM CO CTOPOHBI MOJIUTH-
YECKUX U SKOHOMUYECKUX aKTOPOB.

Bynyun omaum n3 Hanbosnee 3HaYMMbIX CUMBOJIOB ITI00AJIbHOM HHAYCTPHUH pa3-
BieueHui, [ onnuByn Ha NPOTSKEHUU BTOPOH MOIOBUHBI XX B. chopMupoBasics He
TOJIbKO KaK LIEHTP KMHOMPOU3BOACTBA, HO U KAK KIIFOUEBOM MHCTPYMEHT MSTKOU
cuibl CoennHeHHbIx LITaroB. AMepuKaHCcKasi KHHOMHIYCTPHS CTajla BaKHBIM Ka-
HAJIOM 3KCIOPTA KYJBTYPHBIX LIEHHOCTEM, MUPOBO33PEHUECKUX YCTAaHOBOK U dCTeE-
THYECKHUX CTaHJIApTOB, 3aKpenuB AoMHuHHUpYlomiee nojgoxenue CLIA B rmoGanb-
HOM MeauanpoctpaHcTBe. [Ipu 3tom BnusiHue lommuMByna HE OrpaHMYMBAIIOCH
TpaHCIALUEN KOHKPETHBIX UAECOJIOIMUECKHUX MTOCHUIOB, HO U BO MHOTOM 3a/1aBaJIo
caMH TNPHHLUIBI MOCTPOCHUSI KWHEMATOrpauiecKkoro si3bika, GpopMupys mpen-
cTaBleHue o kauectBeHHOM KuHO (De Zoysa, Newman, 2002, p. 199).

Oco3HaHMe KyJIbTYpHOI'O ¥ IOJIMTHYECKOrO MOTEHIIMAala KHHO MPUBENO K Mac-
TaOHBIM (PMHAHCOBBIM MHBECTHLMSIM B AMEPUKAHCKYI0 KMHOMHAYCTPUIO. YXKe
Kk Havairy 2000-x TT. cpeqHuii OromKeT (GUIBbMOB KPYIHBIX TOJUTMBYACKHX CTYIUN
nocturain nopsiaka 100 MitH 105171apoB, U 1ake OIOHKEThl He3aBUCUMBIX ITPOEKTOB
3HAYUTEIBHO TPEBBINIANN aHajloruuHele nokazarenu B Espomne (Crane, 2014,
p. 367). DT BIOXEHHS CBUICTEIILCTBYIOT HE TOJIBKO 00 9KOHOMHYECKOM MOIIIH WH-
JTyCTPUH, HO U O €€ CTPaTernyecKoi 3HaUNMOCTH KaK MHCTPYMEHTa KyJbTYPHOI'O
BIIUSIHUSA. BakHOM 4acThIO ATOM CTpATETUH CTAJIO TPOU3BOJCTBO TPAHCHAIIMOHAb-
HbIX (UIBMOB, B KOTOPBIX HAaMEPEHHO CMEILMBAIOTCA PA3IMYHbIE KYJIbTYypHBIC
Y HAIMOHAIIbHBIE KOJbI, YTO IMO3BOJIIET OOpamiaThCsi K MAKCHUMAaJIbHO IIHPOKOM
MEKIyHApOJHON ayquTOpuu. B pe3ynbrare 3TOro npeAnodYTeHus 3puTesieid B pas-
HBIX CTpPaHaX MOCTENEHHO YHU(PHUIIMPYIOTCS M BCE Yallle COBMAAAOT C MPEANnouTe-
HUSAMH aMEPUKAHCKOM ayAUTOPUU, HECMOTPSI Ha pa3Iinyuus B KYJIbTYPHBIX U SKOHO-
Mudeckux koHTekctax (Crane, 2014, p. 375).

3HauuMoCTh [0NuMBYya Kak KyJlbTypHOTO MHCTPYMEHTA IpUBJIEKaja BHUMa-
HUE HE TOJIbKO YaCTHBIX MHBECTOPOB, HO U TOCYIAPCTBEHHBIX CTPYKTYp. B pamkax
TaK Ha3bIBAEMOTO BOCHHO-PA3BJIEKATEILHOIO KOMILIEKCa (POPMUPOBAIHUCH yCTOM-
YHBBIE (POPMBI COTPYIHUUECTBA MEKAY KHHOMHIYCTPUEH U BOOPYKEHHBIMH CHJIa-
mu CIA. MuHuCTEPCTBO OOOPOHBI MPEIOCTABIISIIO MOIICPKKY OTOOPAHHBIM KH-
HOINIPOEKTaM B BHJ€ BOCHHOM TEXHUKH, WHPPACTPYKTYPbl U JIMYHOTO COCTaBa
(Mirrlees, 2017, p. 417-420). Takoe B3auMozeiicTBre mo3Bossio [omnuByny cy-
[IECTBEHHO CHMXATh M3IECPKKH MPOU3BOACTBA, @ BOOPYKEHHBIM CHJIaM — (OPMH-
pOBaTh JETUTUMHPYIOLIHE 00pa3bl BOWHBI Ui BHYTPEHHEW ayAUTOPUH U JEMOH-
cTpupoBarh BoeHHYI0 Molb CIIIA Ha MexayHapoaHOH apeHe.

Poct nntepeca aynuropuu k Bugeourpam B Hadasie X X1 B. OTKpbLT HOBBIM 3Tan
KyJIBTYPHOM SKCcIaHCUH. Buieonrpel Bee yaliie CTaHOBATCS 0ObEKTOM BHUMAHUS CO
CTOPOHBI HALIMOHAIBHBIX FOCYIAPCTB U IPYTUX MOJUTUYECKUX aKTOPOB, paccMa-
TPUBAOIINX X KaK MEPCIEKTUBHBII MHCTPYMEHT KYJIBTYPHOTO U UAE0JI0TNYECKO-
ro BiusiHus (Donald et al., 2023, p. 107). OpronnyHoCTh BUACOUTPOBOTO JEHCTBUS
Mo3BoJIsIEeT (HOPMUPOBATH Y UTPOKOB COCTOSIHUE MOTOKA, IPU KOTOPOM BHUMAaHHE
MOJIHOCTBIO KOHLEHTPUPYETCS Ha UTPOBOM IIPOLECCE, a SMOLMOHAIbHAs CBS3b
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MeX1y ACHCTBUSIMH U UX TOCIEACTBUSIMH BO3SHUKAET 3HAYUTENILHO ObICTpEe U UH-
TEHCUBHEE, YEM B TPAJAUIIMOHHBIX 3KpaHHbIX Meauymax (Wang, 2023, p. 20-29).
[TokazarenbHO, 4TO yk€ Ha HbIHEIIHEM 3Tane urposas uuaycrpusi CILIA npeBoc-
xomuT ['omuByn o 00beMy pbIHKA, OTHOBPEMEHHO € 3THUM MPOJO0IIKask TPAHCIUPO-
BaTh aMEPHUKAHCKUE KyJIbTypHble Mojenu. Oco3HaBas S5KOHOMUYECKUN U KYJBTYp-
HBI OTEHIIMAJ HOBOTO CEKTOPA, 3apyOeKHbIe KOPIOpAIUY, TAKHe KaK KUTalcKas
Tencent, ’HBECTUPYIOT B 3allaJHble UTPOBBIE CTYAMH, YTO MO3BOJISIET HE TOJIBKO
MOJTy4aTh (PMHAHCOBYIO BBITOAY JUIsl OyAYIIMX MPOEKTOB, HO M BCTPAaUBaTh AJIEMEH-
Thl COOCTBEHHOM KyNBTYpbl B INI0OATBLHO PACTIPOCTPAHSEMbIE UTPOBbIE MPOAYKThI
(Yuan, 2025, p. 11).

Oco0ast MeIManbHOCTh BUACOUTP MO3BOJISIET PEATU30BLIBATH UICOIOTHUYECKOe
BIIMSIHUE B MEHEe MpsIMOH, HO Oosee TiryOokoit hopme. B omnume ot KuHO, BHI€0-
UTPBI CTPOSITCSI KAaK COBOKYITHOCTh IIPABUJI, MEXaHUK U BO3BMOKHBIX JEHCTBHI, KO-
TOpbIE ¥ (POPMUPYIOT UIPOBYIO apXHUTEKTypy. Mrpok, obnanas cyObEeKTHOCTHIO,
B3aUMOJICUCTBYET C CUCTEMOM B paMKaxX JOMYyCTUMBIX €0 CIIEHapueB. B 3TOM KOH-
TEKCTE UICOJIOTUIECKOE BO3CHCTBIE MPOSIBISETCS HE CTOIBKO B IBHOM COZIEpiKa-
HUU, CKOJIBKO B TOM, KaKHe PeIIeHHs] CUCTEMa MOOIIPSAET WM CUUTAET JOMYyCTH-
MbiMu (Moiixec, 2020, c. 47-50). upiMu c1oBaMu, UTPOKY HE TOBOPST, KaKHe
MMEHHO JIeWCTBUS OH JI0JKEH coBepInTh. OJIHAKO OMBITHBIM IyTEeM, TPOOys pa3-
JUYHbIE BO3MOXXHOCTH, OH OCO3HAET, UTO 3a MpaBUJIbHbBIE JCHCTBHUS CUCTEMa Ha-
rpakJaeT BHYTPUUTPOBBIMHU OYKAMH WJIH MPOJBUKEHUEM IO CIOXKETY, a 3a Helpa-
BUJIbHBIE — HaKa3bIBaeT. [10g00HBIN 0X0] POPMHUPYET YETKYIO aCCOLMATUBHYIO
CUCTEMY, KOTOpasi MOKET U He 00aaTh yOeAUTeIbHbIM MMOTEHIINAIOM BHE KOH-
TEKCTa, OJJHAKO IPH €ro MOSBICHUN CTAHOBUTCS MOIIHBIM HHCTPYMEHTOM HIIE0-
JIOTUYECKOTO BIUSHUS.

AKTUBHBIH POCT UTPOBOTO CEKTOPA B KOHTEKCTE €T0 MOJIUTUYECKOTO MOTEHIIH-
aja He OCTaeTcs He3aMEUEHHBIM U BbI3bIBA€T OOIIECTBEHHYIO 00€CIOKOEHHOCTH
(Chen, 2013, p. 409). HaBsi3unBoe 1 MaccoBoe MOTpedlieHNEe BUIEOUTPOBOTO KOH-
TEHTa CTAHOBUTCS MPEAMETOM JAUCKYCCUH U MPUBOAUT K (POPMUPOBAHUIO TIPOTEK-
LHMOHHUCTCKUX cTpareruil. [IloMrMMO MHBECTULIMI B Pa3BUTHE HALIMOHAIBHBIX UTPO-
BBIX MHAYCTPHI, CTPaHbI MPUXOJAT K OTPAHUYEHHUIO PACIIPOCTPAHEHUS OTIETbHBIX
UTP WIH ONPEICICHHOTO KOHTEHTA BHYTPH HUX, BOCIIPUHIUMAEMBIX KaK KyJIbTypHO
NeCTPYKTUBHBIE. TakuM o0pa3oM, B pyCCKoi Bepcuu opuruHaibHou urpel Call of
Duty: Modern Warfare 2 (2009), a taxxe ee pemactepe 2020 1. Obl1a BeIpe3aHa
muccust «<Hu cioBa mo-pycckm» (No Russian), rie TpOUCXOAUT MaccoBast CTPEIb0a
B BBIMBIIIJICHHOM MOCKOBCKOM a3poropTy. [1o100HbIH X0/ TO3BONIMIT pa3padoTyn-
KaM n30earh MOJHOrOo 3ampera urpsl B Poccun.

Takum 00pa3oM, BHIEOUIPbI, HECMOTPSI Ha OTHOCHTEIBHYIO MOJOAOCTH IO
CPaBHEHUIO C KHHOMHYCTpUEH, YK€ JEMOHCTPUPYIOT 3HAYUTEIbHBIA OTEHIUAI
B Ka4eCTBE MHCTPYMEHTA MATKOM CHIIbI. POCT pBIHKA BUJIEOUTP MTOKA3BIBAET 0COO0E
BHHUMaHUE K JAHHOMY CEKTOPY KaK CO CTOPOHBI 9KOHOMUYECKUX, TaK U TOJIUTHYE-
CKHUX CHJI, @ X MeAHaJbHas crienn(rKa Mmo3BoJseT Co3/1aBaTh HOBbIE ()OPMBI KyJIb-
TYpPHOTO BIUSHUSI.
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MaTtepuanbl u MmeToAbl

DMIUpHUecKasl 4acTh MCCIIEIOBAaHUS OCHOBaHA HAa aHAJIM3€ BTOPUYHBIX KOJIH-
YECTBEHHBIX JAHHBIX, MOJYYEHHBIX U3 OTKPBITBIX OTYETOB BEAYIIMX aHAJIUTHYe-
CKHX KOMIIaHHM, CeUaTU3UPYIOMINXCS Ha MEAUAUHyCTPUU U UTPOBOM PBIHKE.
B kauecTBe OCHOBHBIX HMCTOYHHMKOB HCIIOJNBL30BAIMCh JaHHbIE Newzoo, Statista,
a Tak)Ke MaTepHalibl OTPAClIeBbIX M3/IaHUN W aKaJeMUYecKuX Mmyonmukanuii. Bpe-
MEHHON TOPH30HT aHaju3a OXBaThIBAET MPEUMYIIECTBEHHO mepuon ¢ 2023 mo
2025 r. 115 cpaBHUTEIBHOTO aHaNM3a ObUIH BBIJICTICHBI TPU CETMEHTA TII00aIbHOTO
MeMapbIHKa: BUACOUTPHI, OQIaiiH-KHHOMPOKAT U TEJIEBU3HMOHHBIN KOHTEHT, BKJIIO-
Yasi CTPUMUHIOBBIE TUIATPOPMBI. J[OMOMHUTENFHO OBUIM MPOAHANTU3UPOBAHBI TIOKA-
3aTeN BOBICUEHHOCTHU ayJUTOPUU, BEIPAKEHHBIE B CPEAHEM KOJIMYECTBE YaCOB B3a-
UMOJICHCTBUSL B HENENIO, a Takke reorpaduueckoe pacrpeaeseHrne HIrPOBOit
WHIyCTPUH IO TPEM KJITFOUEBBIM pernoHam. COOp 1 BU3yalu3allysi JaHHBIX OCYIIECT-
BJISUTMCH aBTOPOM Ha OCHOBE arperupoBaHUs CBEJICHUI 13 HECKOJIBKMX UCTOYHUKOB.

Bwmecte ¢ Tem He00Xx0quMO 0003HAYUTH PSII METOAOJIOTHUECKIX OTPAaHUICHU.
Bo-nepBbIX, HCIONB3yeMble CTATUCTUYECKUE TaHHBIC HE MMO3BOJISIOT HAMPSIMYIO
YCTaHOBUTH NMPUYMHHO-CIICICTBEHHYIO CBSI3b MEXKIY pa3MEpPOM PBhIHKA BHJICOUTD
Y MX UCTOJIb30BAHUEM B KAQUYECTBE MHCTPYMEHTA KYJIBTYPHOW JUILIIOMAaTHUA. JKOHO-
MUYECKHE TTOKa3aTesd B JAaHHOM CJIy4yae OTPaKaloT MPEKJE BCEro POCT MHTEpeca
aAyIUTOPUH W TIOTEHIMAJIBHYIO I11€JIeCO00Pa3HOCTh OOpalieHus: K BUACOUTpaM Kak
(dhopmary, obmanaromiemMy cerupuIecKUuMH MPEUMYIIECTBAMHU, OTIMCAHHBIMU paHee.
Bo-BTOpBIX, CEroyiHs HE CYIIECTBYET €AMHON OTKPBITOM ITI00ATBHON CHCTEMBI OIEH-
K1 HU 00beMa phIHKA BUJICOUTP, HU YPOBHS BOBJICUEHHOCTH ayIUTOPHU. JloCTymHbIe
JTAaHHbIE OCHOBBIBAIOTCSI HA UCCIIEIOBAHUAX PA3IMUHBIX aHATUTHYECKUX KOMITaHUH,
HCIIOJNIB3YIOMIMX CJIErKa OTIIMYAIOIIUECs METOIUKH cOopa W 00paboTku mHpOpMa-
1. HecMoTpst Ha BBICOKUI aBTOPUTET UCIOJIb3YEMbIX UCTOYHHUKOB, ITO00HAs pa3-
HOPOAHOCTH HEM30€KHO MPUBOIUT K PACXOXKACHUSAM B olleHKax. OIHAKO Jake ¢ yue-
TOM 3TUX OTPAaHUYEHUI JTaHHBIE TO3BOJISIIOT BBISIBUTH YCTONYMBLIE TCHICHIIUH.

Pe3ynbTrathl U 06CYyXAaeHUe

JnnaMuka Tpex CerMeHTOB II00albHOTO MeauapblHKa 3a nepuon ¢ 2023 mo
2025 r. npeacrasieHa Ha puc. 1. Jljis onieHKH pa3Mepa pbIHKa BUACOUTP UCTIONB30-
BaJIMCh HauOOJIee KOHCEPBATUBHBIE MPOTHO3bI KOMITAHUU Newz00, crieluain3upy-
IONIeHCsT Ha aHanu3e UrpoBoll muaycTpun'. OObeM phIHKA BHICOHMTp, COTIACHO
9TuM AaHHbIM, B 2023 1. coctaBmi okono 184 mupa nomnapos CIHIA. B otiudme ot
CerMeHTa KHMHO, PhIHOK BUJCOUTP JEMOHCTPUPYET HE CTPEMUTENbHBIN, HO CTa-
OWIIBHBIN POCT, KOTOPBIN mporHo3upyetcs u 10 2029 r. OdnaitH-KuHONpPOKAT, Ha-
MIPOTHUB, YK€ YCTYNaeT BUACOUTpPaM IO 00bEMY PBIHKAa M OCTaeTcs KpaiiHe ys3-
BUMBIM K BHemHMM (aktopam. Kak mangemus COVID-19, tak u 3a0acToBKH

! Knezovic A. Gaming industry report 2026: Market size & trends // Udonis. 2026. January 23.
Available from: https://www.blog.udonis.co/mobile-marketing/mobile-games/gaming-industry#h2-0
(accessed: 08.01.2026).
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PabOTHUKOB MHIyCTPUHU MPUBOIAT K 3aMETHOMY IMaJICHUIO JOXOI0B KMHOTEATPOB.
OpnHo 13 Takux majaeHuit ormeuvaercs B 2024 r., koraa 00beM cerMeHTa COKPaTHIICS
¢ 32 no 29 mupxa nomtapo CIHIA. Oxgnako B 2025 1. OH CMOT BOCCTAHOBUTHCS 10
ypoBHs 33 mupa’. [Ipu 3TOM dKCIIEPThl OTMEYAIOT, YTO JaKe MPH JAajbHEHIIEM po-
cTe oduialiH-KUHO BPAJ JIM CMOXKET BEPHYTHCS K AOMAHASMHUIHBIM 3HaUYeHUsIM. [[o-
MOJTHUTENIBHO Ha Tpaduke Takke n3o0paxeH pazmep TB-cermenTa, BKIIOUAOLINi
pa3nuyYHbIe CTPUMHUHTOBBIE TUIATGOPMBI U TENENIOy. B oTindue oT TpaAullnOHHOTO
PBIHKA KHHO, 3TOT CETMEHT KPYITHEE UTPOBOT0, OJTHAKO TAKKE IEMOHCTPUPYET CXO-
KU CTaOUIIBHBIN POCT’.

HecMoTpss Ha nOMHUHHMpOBaHWE BHUCOWUTP MO COBOKYMHOMY OOBEMY PBIHKA,
JaHHBIE TPEOYIOT TOMOTHUTEILHON KOppeKTUpoBKU. Hanbonee kpymHbIM mojcer-
MEHTOM UTPOBOM MHIYCTPHUU OCTAETCsl MOOMIBbHBIN reMuHr. C OHOM CTOPOHHI,
MOOUITEHBIC UTPHI TAKIKE MOTYT PACCMATPHUBATHCS KaK AJIEMEHT KyJIbTYPHOU JTUTLIO-
MaTHH B MIMPOKOM CMBICIIE, @ C IPYTOi — OHU 3a4aCTyI0 00J1a1al0T MEHBIIUM HJIE0-
JIOTUYECKUM TOTEHIIUAJIOM T10 CPABHEHHIO C KPYMHBIMH WJIM UHIU-TIPOCKTAMU Ha
UTPOBBIX KOHCOJISIX U NIEPCOHAIBHBIX KOMIbIOTEpax. MoOMIbHbBIE UTPBHI Yallle OpH-
EHTUPOBAHBI HA Ka3yaJIbHBIM IEMMIUIEN M KPAaTKOCPOYHOE B3aUMOJEHUCTBUE, XOTS
13 3TOTo MpaBuiia, 6€3yCI0BHO, CYLIECTBYIOT UCKIIIOUeHMs. B cBolo ouepenp, cer-
MEHT KMHO TPaJULMOHHO OIIEHUBAETCS MPEUMYILIECTBEHHO 10 KaCCOBBIM cOopam,
YTO JIeaeT €ro 0COOEHHO YYBCTBUTEIBHBIM K Pa3jIMUHBIM BHEIIHUM (aKTopam.
Pa3mep cermenTa TeneBUACHUS MMOKA3bIBAET, UTO MpobIeMa KUHOPBIHKA 3aK/IH04a-
eTCsl He B caMoM (hopmare, CKOJIBKO B OCOOEHHOCTSX OOJIBIIIOT0 KMHO.
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Puc. 1. CpaBHeHMe pasnnyHbIX CerMeHTOB MMPOBOro MeamapbiHka 3a 2023-2025 rr., mnpa gonn. CLUA
UcTo4Huk: co3paHo .M. TypyHOBbIM.

2 Szalai G. Box office grosses won’t return to pre-COVID levels even by 2029, new report fore-
casts // The Hollywood Reporter. 2025. July 23. Available from: https://www.hollywoodreporter.com/
business/business-news/box-office-revenue-below-pre-covid-2029-pwc-outlook-report-1236324470/
(accessed: 08.01.2026).

3 Zoting S. Television services market forecast shifting viewer behavior and technological disrup-
tion // Precedence Research. 2025. July 4. Available from: https://www.precedenceresearch.com/televi-
sion-services-market (accessed: 08.01.2026).
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Figure 1. Comparison of different global media market segments for 2023-2025, USD billion
Sources: created by Denis M. Turunov.

JlonoHUTENBHO NPEUIaraeTcsl CPaBHUTh YPOBHU BOBJIEYEHHOCTU ayqUTOPUU
B BUJICOUTPHI U TEJIEBU3UOHHBIA KOHTEHT, IIPU 3TOM TPAAULIMOHHBIA KMHOIPOKAT
B JAHHOM CJIy4yae HE YYHUTBIBAJICS, IOCKOJBKY CpelHee BpeMs MPOCMOTpa KUHO
B KMHOTEaTpax COCTAaBJISIET OKOJIO 15 4acoB B rol U IJIOXO MOJAAETCs COMOCTaBIIe-
HUIO ¢ Apyrumu popmaramu. [lokazarenu, BIpa)keHHBIE B Yacax B HEJEINIO, TIO-
3BOJISIIOT cienarh psj HaOmonenuit (puc. 2). Tak, B 2024 . ayauTopust BUAECOUTD
TpaTuia Oojblle BpEMEHU Ha MPOCMOTP KOHTEHTA, CBA3AHHOTO C UTPaMH, YeM
HETOCPEICTBCHHO Ha MrpoBoii mpouecc’. Takum 00pa3oM, XOTh MOKa3aTelb BO-
BJICYEHHOCTH B MI'Pbl HAXOJUTCS Ha OTMETKE 7,4 yaca, CyMMapHbIi IOKa3aTelb
C Y4E€TOM BUJEOUIPOBOTO KOHTEHTA IOYTH paBeH 16 yacam B Henemto. OpHako
CYMMAapHBII IOKa3aTellb BOBJICUEHHOCTH B BHUACOUTPBI OCTACTCS HIXKE, YeM
y TEJIEBU3MOHHOTO KOHTEHTa: 15,9 yacoB B Heento mpoTuB 22,4 4acOB COOTBET-
CTBEHHO’. DTH JaHHBIC YKa3bIBAIOT HA TO, YTO OHH BCE €€ YCTYMAaIOT TEICBU-
JIEHUIO, HECMOTPSI HAa JOMMHUPOBAHHUE BUJICOUTD IO OTHOLIEHUIO K TPaJULIMOH-
HOMY KHHO.

OTu JaHHBIE BaKHO pacCMaTpUBaTh B KOHTEKCTE MeIUaIbHON crienupuKU BU-
neourp. IlpuHuMas BO BHHMaHUE KOJIMYECTBEHHbBIEC IOKA3aTEM, CIEIYET TaKKe
YUNTBIBaTh U KayecTBEHHbIE. MIHTepakTuBHAs npupoja BUACOUTP MPEANONAracT
MOCTOSIHHOE y4acTHe UTpOKa B Mpolecce, 4To yCUIUBaeT d(P(EKT MmorpyxeHus
U CIOCOOCTBYET (POPMHUPOBAHUIO COCTOSTHUS TIOTOKA. TeIeBU3HMOHHBIN K€ KOHTEHT
MOXKHO MOTPEOJIATh HE TOJBKO 0€3 TIIyOOKOro MOTPYXKEHHs, HO M 0e3 MmpsSMOoro

4 Elliott R. Gamers spend more time on social video than games // MIDiA Research. 2024. Decem-
ber 5. Available from: https://www.midiaresearch.com/blog/gamers-spend-more-time-on-social-video-
than-games (accessed: 08.01.2026).

> Kemp S. Digital 2025: TV trends and realities // DataReportal — Global Digital Insights. 2025. Feb-
ruary 5. Available from: https://datareportal.com/reports/digital-2025-sub-section-tv-trends-and-realities
(accessed: 08.01.2026).
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B3aMMOJICHCTBUSI BOBCE, TO €CTh Ha (hoHe. CTOUT TakkKe OTMETUTH (aKT BHICOKOTO
YPOBHS HHTEpeca K KOHTEHTY O BUJICOUTpax Jaxke 0e3 HemoCpeICTBEHHOIO B3auMO-
NEHCTBUS C HUMH. DTO, C OJHOU CTOPOHBI, CHIKAET CTENEHb 3PrOJINYHOCTH UTPO-
BOTO OTIBITA, & C IPYTOM — yKa3bIBaeT Ha BEICOKHM HHTEpEC K CETMEHTY U €T0 TPaHC-
MeAHANbHBIN MOTeHIIUAT.
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Puc. 2. Bpems npocmoTpa/B3anmoneinctaus 3a 2024 r., 4acoB B HELENIO
WcrovHuk: co3paHo .M. TypyHOBbIM.
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Figure 2. Engagement time in 2024, hours per week
Sources: created by Denis M. Turunov.

Bo3sBpamasice k pasmMepaM pbhIHKa BHIICOUTP, CTOUT TAKXKe YACIUTH 0C000€
BHUMAaHHE PETrMOHAJIbHBIM IOKa3aTeasiM. KIlroueBble MTPOKH 3TOTO CErMEHTa —
CHIA, Snonust, Kuraii, FOxnas Kopest, ['epmanns u Benukoopuranus. [Ipu stom
ucropuyeckn EBporna mpomoKUTENIbHOE BpPEMs OCTaBaJIaCh B IMEPBYIO OYEPENb
MMIOPTEPOM BHUJICOUTDP M BBIILJIA HA BEICOKHAE SKCIIOPTHBIE MOKA3ATENIN TOIBKO He-
naBHO. [[ns cpaBHeHMs reorpaduyecKkoe paclpeiesieHue WTIPOBOM HMHIyCTPHH
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10 TPEM OCHOBHBIM pernoHaM — A3marcko- Tuxookeanckuii, CeBepHasi AMepuka
u EBpona — mpogemoncTpupoBano Ha puc. 3. Hecmorps Ha Tot dakT, uro CIIA
COXPAHSIOT CTaTyC KPyNHEHIIEro HallMOHAJIBHOTO PbIHKA, A3HaTCKO-THXOOKeaH-
CKHMI PErMoH JEMOHCTPUPYET JOMUHHUPYIONIYIO IMO3UIUIO 32 CYET KOHLIEHTPALUU
cpasy HeCKOJIBbKUX BEAYIIHUX [IPOU3BOAUTENCH U MOTpeOUTENCH BUACOUrp®. AKTHB-
HOE pa3BUTHE UIPOBOM MHIyCTpuM B KuTae, Kak OIHOM U3 KIIFOUEBBIX MUIPOKOB,
OTpa)kaeT CTPEMJICHUE CTPaHbl KOHKYpHUPOBAaTh KAK C APYTMMHU PErHOHAIBHBIMU
nuaepamu, npexzie Beero Snonuei, Tak u ¢ CIIA.

= CeBepHas Amepuika = North America
= A3naTcKo-TUXooKeaHcKui = Asia-Pacific
pervioH
= Europe
= EBpona
Puc. 3. [eorpadunyeckoe pacnpeneneHme Figure 3. Geographic breakdown of the gaming
UFPOBOM MHAOYCTPUM NO pernoHam B 2024 r., industry by region in 2024, USD billion
mnpa gon. CLLA Sources: created by Denis M. Turunov.

UcTo4Hmk: codpaHo .M. TypyHOBbIM.

Takum 00pa3om, MpeCcTaBIE€HHbIE CTAaTUCTUYECKHE JaHHbIE MOATBEPKIAIOT
HaJM4ue 3HAYMTEJIBHOIO MOTEHIMAJIa BUIECOUTP KaK MHCTPYMEHTA MSTKOM CHIIBI
U Kyl1bTypHOH nuruiomatiu. C oIHOW CTOPOHBI, HaOMI0AaeTCsl CTaOMIIBHBIA POCT
UTPOBOTO CETMEHTa MI00AJIBHOTO MEAMAPBIHKA, a C APYrod — BBICOKHH YpPOBEHB
BOBJICYEHHOCTHU AyAUTOPUH, YCUJICHHBIM KauE€CTBEHHBIMU XapaKTEpPUCTUKAMU B3a-
UMOJICHCTBUS, MPUCYIIUMU HHTEPAKTUBHBIM MenuymaMm. B COBOKymHOCTH 3TH
(akTOpHI CO3AIOT OIATONIPUATHBIC YCIOBHS ISl TadbHEUIIETO aHaIu3a BUACOUTD
Kak OJHOTO M3 HamboJsiee MEePCHEKTUBHBIX MHCTPYMEHTOB KYJIBTYPHOTO BIIMSHUS
B COBPEMEHHOM Meauacpee.

¢ Knezovic A. Gaming industry report 2026: Market size & trends // Udonis. 2026. January 23.
Available from: https://www.blog.udonis.co/mobile-marketing/mobile-games/gaming-industry#h2-0
(accessed: 08.01.2026).
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3akouyeHue

B xone uccnenoBanus 6bU1 pacCMOTPEH MEAUAIbHBIN CTaTyC BUJCOUTP B COIO-
CTaBIICHUH C KHHEMaTorpadoM Kak OJJHOHM U3 HanOoIee BIUATEIbHBIX (POPM dKpaH-
HBIX Menua. [IpoBeneHHBI aHAMU3 MOKa3al, YTO BHUICOMIPHI XapaKTEPU3YIOTCS
MPUHIIUIHAIFHO MHBIM THIIOM B3aUMOJICWCTBUS C aylUTOpHEH, OCHOBAaHHBIM Ha
00s13aTeNTbHON M HETPEePHIBHON BKIIOYEHHOCTH UTPOKa B MEIUANIBHBIN HpoLecC.
B ommume ot KuHO, T/1€ 3pHUTENb, KaK IPABUIIO, 3aHUMAET MO3UIIMIO BHEIIITHETO Ha-
OmromaTenst, BUACOUTPHI (POPMUPYIOT OIBIT, B KOTOPOM ITOJIH30BAaTENb HE TOIBKO
BOCIPMHHUMAET IpeularaéMble 00pasbl U CIOXKEThI, HO U HEMOCPEACTBEHHO y4da-
CTBYyeT B (POPMHUPOBAHHUH MPOUCXOMASIIETO, ICHCTBYSI BHYTPH 33JaHHOW CHCTEMBI
NIPaBUJI, OTPAaHUYEHUH M BO3MOXKHOCTEH. IMeHHO 3Ta 0COOEHHOCTH ompenenser
cnenu(uKy KyJabTypHOTO OIBITa, TPOU3BOJMMOTO BUICOUTPAMH, M MTO3BOJISIET pac-
CMaTpHUBATh X KaK CAMOCTOSTEIBHBIA MEMYM, a HE TIPOU3BOHYIO POpMY IKpaH-
HOTO TIOBECTBOBAHHUSI.

CormocTaBieHye BUICOUTP C KHHO TAKXKe IMTO3BOJIMIIO BBISIBUTH PA3IHYHS B CIIO-
cobax opraHu3alnuy HappaTHBa U TEMIIOPAIHLHOCTH MEIUAIBHOTO onbITa. Ecim ku-
Hematorpad onupaercs Ha (PUKCHPOBAHHYIO U JIMHEWHYIO CTPYKTYpPY ITOBECTBOBA-
HUS, TO BUJCOUTPHI TPENONIATal0T BAPUATUBHOCTH, MHOKECTBEHHOCTh BO3MO)KHBIX
MCXOJIOB ¥l MH/IMBHTyaIbHBIN XapaKkTep NepekuBaeMoro onbita. Happarus B urpax
JIOTIOJIHSIETCS UTPOBBIMU MEXaHUKaMH U JIOTMKOM MIPOBOTO MHpa, YTO CMEIIAeT
aKIEHT C TepeJadl TOTOBBIX CMBICIIOB HA MX IOCTEIIEHHOE YCBOSHHE Yepe3 JIeH-
CTBHE U NPUHSATHE perieHnil. Takum 00pa3oM, KyJbTypHOE BO3/IEHCTBHE BUACOUTD
peaym3yeTcsi He TOJBKO Ha YPOBHE COJIpKaHMUs, HO M HAa YPOBHE CaMOU CTPYKTYPHI
B3aUMOJICHCTBUS TTOJI30BATENS C MEANYMOM.

OOpareHne K CTaTUCTHYECKUM JIaHHBIM TI03BOJIMIIO 3a(UKCHPOBATH YCTONUN-
BO€ M YKPEIUISIOIIEEeCs TOJI0KEHUE BHICOUTP B CTPYKType IIIOOAIFHOTO MeaHa-
pbiHKa. PoCT MHIIyCTpHH, paclIMpeHne ayTuTOPUN U BEICOKUI YPOBEHb BOBIICUCH-
HOCTH CBHJETEIBCTBYIOT O TOM, YTO BHJCOUTPHI YK€ COMOCTABUMEI I10 MacIITady
BIMSHUS C TPAJUIIMOHHBIMH (POpPMAMU SKpAaHHBIX MEIUA U B P acleKTOB Ipe-
BOCXOZAT UX. [Ipr 5TOM Ba)KHO YUUTHIBATh HE TOJIBKO KOJMYECTBEHHBIE TOKA3aTEIN
PBIHKA, HO M KAY€CTBEHHBIE XapaKTEePUCTUKH B3aUMOACUCTBUS C ayJUTOPUEH: 3pro-
JMYecKasi MPUpoJa BHICOUTP IPENIoaraeT IIUTEIbHOEe M aKTUBHOE ydacThe
TIOJTb30BaTeNs], a Takke (GopMHUpPOBaHHE YCTOHYMBON SMOIMOHAIBHON cBs3u. [lo-
MOJTHUTEIFHOE BHUMAHHUE 3aCITy’)KUBACT M PAa3BUTUE TPAHCMEIUIHBIX MMPAKTHK BO-
KPYT BHICOWTD, PACIIUPSIONINX MPOCTPAHCTBO KYJIBTYPHOTO MPUCYTCTBHS UTPO-
BBIX MUPOB 3a IpeJiesibl COOCTBEHHO UIPOBOTO MPOLECCa.

B COBOKYNMHOCTH NOIyYEHHBIE PE3yJIbTaThl HO3BOJSIOT PACCMATPUBATh BHICO-
UTPBI KaK MEIWyM, OOJIQJAl0NINi 3HAYUTEIbHBIM MOTEHIIMAIOM JIJIsl UCIIOJIh30Ba-
HUSI B PaMKaX MSTKOW CHIIBI M KyJBTYPHOW TUMIIOMAaTHH. DTOT IOTEHIMAT 00y CI0B-
JIeH HE TOJBbKO MacumTaboM paclpOCTpPaHEHUS BUACOUTP, HO TMPEKIE BCETO
0COOCHHOCTSIMU UX METUAILHOCTH, MPEIIOIATafOIIUMI BOBJICYCHHE TTOJIb30BaTe-
Js1 B TPOLIECC YCBOEHMs KYJIBTYPHBIX CMBICIOB Y€pe3 OMNBIT ACUCTBUS, BbIOOpa
M OTBETCTBEHHOCTH 3a NPUHUMAeMbIe pelIeHHs. B oTimume oT TpaauInOHHBIX
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MHCTPYMEHTOB KYJBTYPHOTO BIUSHUS, BUACOUTPHI (DOPMUPYIOT YCIOBUS, B KOTO-
PBIX LIGHHOCTH U MOJZIEJU MOBEACHUSI HE MIPOCTO IEMOHCTPUPYIOTCS, a IPOKHUBAIOT-
Csl B paMKaxX MHTEPAaKTUBHOTO OMbITa. B TO jke BpeMsi BBISIBJICHHbBIE TEHACHIINM yKa-
3bIBAIOT Ha HEOOXOIMMOCTh JaTbHEHIIEro aHaIM3a KOHKPETHBIX cTpareruii u popm
WCIIONIb30BAaHUS BUJCOUTP B IOJTUTHUECKOM M KYIBTYPHOM KOHTEKCTE, YTO OTKPHI-
BaeT MEepPCIEKTUBHOE HAMPABJICHUE AJIS MOCIEAYIOIINX UCCIIeIOBAHHIMA.
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