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Annomayus:
TlonmnTrka peopM u OTKPHITOCTH IpHBeNa K (popMupoBaHUIO UrpoBoil maayctpun KHP, cras-
meil 3a ABa MOCIERHUX JecATHIeTHss XX B. BKHBIM 3JIEMEHTOM COIMAILHO-IKOHOMHYECKOTO
nmaHamadTa rocyrapcTBa. BBeneHHBIN KUTaliCKUMH BIAacTAMHU B caMoM Hayane XXI B. 3ampeT Ha
BBO3 3apyOeKHBIX KOHCOJEH ycunui MecTHbI cekTop PC 1 pbIHOK MHOTONOIB30BaTENbCKHX U,
KOTOpBIE HE TOJNBKO CTall JOKOMOTHBAMU Pa3BHTHsI OTPACIH, HO M HCHONB30BAIUCh IOIUTHYE-
CKHM HCTEONHMIIIMEHTOM JIJIsl YKPEIIEH s CBA3El ¢ MOJIOAEKBIO 32 CUET Pa3HOIUIAHOBBIX KYJIBTYp-
HO-HCTOPHYECKUX U TPOIAraHINCTCKUX IIPOSKTOB, a TAKXKE MOMAEPKKH Kubepcropra. AKTHBHAS
BOBJICUCHHOCTh TOCYAapCTBa CTaja OTBETOM Ha CTPEMUTEIbHOE Pa3BepTHIBAHWE HAIMOHAIBHOI
WHJIYCTPHU KOMIIBIOTEPHBIX pa3BlIedeHHH, OXBATHIBAIOIICH Bce OoJiee MMPOKHE CIION HACSNICHNS,
YTO BEJNO KaK K IOJIOKUTENBHBIM, TaK M OTPHIATEIBHBIM IOCiencTBHAM. OCHOBHOE BHHMaHHE
KOHTPOJIMPYIOIIME OPraHbl yASJISUIM BOIIPOCAM BIIMSHHS MI'POBOI MHIYCTPHH HA MOJOIEXKb, I10-
CJIEJIOBATEIBHO PACHIUPSS PEMIAMEHTHPYIOLINE HOPMbI M YCTaHABIINBas OoJiee CTPOTUE U YETKHE
MpaBuiIa MOBEACHUS B BUPTyanbHOM IpocTpancTBe u Certn. IIpy 3TOM HEKOTOpBIE OTpaHUYECHUS
MOIJIM HOCUTB (hOPMATIBHBIN XapaKTep, YTO MO3BOJISIIO KUTAHCKOMY CEKTOPY KOMIIBIOTEPHBIX pa3-
BIICUCHUH MOJIEPKUBATh U Pa3BUBAaTh MEXKAyHapoaHbie cBs3u. Kpome Toro Bmactu KHP cnepxu-
BaJIM IPOHUKHOBEHHE 3aMaHbIX (UPM Ha MECTHBIH PBIHOK 3a CUYET HOPMAaTHBHO-IIPABOBBIX MeXa-
HHU3MOB, CTPEMSICh CIeJIaTh JTOT HPOIECC KOHTPOIMPYEMBIM, HO COXpaHss BO3MOXKHOCTH JUIS
00O0IOIOBBITOAHOTO COTPYAHUYECTBA C JIMJEpaMH 3alagHOW MHAYCTPUH. BBUIM Takyke CO31aHBI
OJIaronpusTHBIC YCIOBHS AL KOHKYPEHTHOTO Pa3BUTHUSI MECTHBIX HI'POBBIX (PMPM, UTO IPHBEIIO K
odopmreHHIo TpynnBl HanboJiee CHIBHBIX KOMITAHUH, KOTOPBIE, YKPENUB MO3HUIHN HA BHYTPEH-
HEM pBIHKE, Ha4alll MUPOBYIO SKCIIAHCHIO. TakuM 00pa3om, UTpoBOi OU3HEC CTal AJIsl COBPEMEH-
HOTO KHTaiCKOTO TOCYAapCTBa €Ile OIHUM 3JIEMEHTOM JEMOHCTPAIMH HAIOHANBbHON MOIIM U
pacIIUPEHNUS] MEKTyHAPOAHOTO BIHMSHHUS.
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[TndpoBbie TEXHONIOTHM HUTPAIOT BCE BO3PACTAIOLIYIO POJIb, IIPOHHUKAS B CaMBbIE Pa3-
Hble 00JIaCTH JKM3HHU COBPEMEHHOI'0 4esioBeka. [ ofHON M3 HUX sIBISETCS cepa KOMIBIOTEp-
HBIX pa3BICUCHUH, KoTopas Hadama odopmiarecs Ha 3amane eme B 1970-x rT., a yxe B
1980-x rr. mpeBparuiaack B MomHyto uaaycrputo. B KHP stoT Bua nocyra nmomydun pacmpo-
CTpaHEHHE MapauICIbHO C Pa3BEPTHIBAHMEM MOIUTHKHA pedOpPM M OTKPHITOCTH, a K Hadaly
XXI B. oxBaTbIBaJI IIUPOKHE CIOU HACEJIEHUsS U, B MEPBYIO odepenb, MOJoAexkb. [IpaBra, Ha
MEPBBIX NMOpax KUTANHCKHE BIACTH HE CIMIIKOM aKTHBHO BMEIIMBAINCH B PA3BUTHE UHIYCTPUH
KOMITBIOTEPHBIX HMI'P, M JIMIIb MOCIE TOTO, KaK CTaJd IOHATHBI MacIITaObl ee BIMSHHS, TOCY-
JApCTBO MPUHSIIO PSAA MEP, KOTOPBIE OBl PEITAMEHTHPOBAIIHN JIESTENbHOCTh OTPACIH, TEM Ooliee
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YTO B OOILIECTBE BO3HUK Ha 3TO 3arpocC. 3alpeTHTENbHbIE MEephl MPUBEIH K W3MEHEHHSM HE
ToNbKO BHyTpeHHeTo peiHKa KHP, HO u cocoGcTBoBaim TpaHC(hOpMannu CBsI3eH KUTAHCKAX
¢upM c 3apyOeKHBIMHM NApTHEPaMH, aKTHBHO Pa0OTAIOIIMMHU C MECTHBIMH MOTPEOUTEIISIMU
KOMIBIOTEPHOH MPOIYKINHU. DTATHBIM CTall (JaKTHIECKHi 3ampeT Ha pacnpoctpanenne B KHP
MIPOBBIX KOHCOJICH, MPOM3BOIMMBIX 3aMaHBIMH KOMIAHUAMH' . [IpH 5TOM BKJIIOUEHHOCTh KH-
Tal{CKOTO PBIHKA KOMIIBIOTEPHBIX Pa3BICUCHUH B MUPOBON OCTABIAJIO JUIS HHOCTPAHHBIX KOP-
MOPAIIH OKHO BO3MOXXHOCTEH M0 COXPaHEHHUIO U PACIIMPEHUIO 3[€Ch CBOETO BIMSHUS.

B atoii cBs3u, HecMoTps Ha 3anpetsl, B 2002 . pupma Sony 00bsBHIA O IUIAHAX I10
yBeanueHuto npucyrctBus B KHP 3a cuer pocra npoznax 1 Npou3BOACTBA 3JEKTPOHUKH, BKITIO-
yas koHconu PlayStation 2 (PS2). B aTo Bpemst nmpoayKuus SIMOHCKOH (UPMBI MOCTyIana Ha
MECTHBII PBIHOK IO CEPBIM CXEMaM, a B3JIOM HI'P TTO3BOJIAI KHUTAHCKUM ITOIb30BaTENsAM (PaKTH-
4eCKH CBOOOJHO 3HAKOMHUTHCS ¢ HuMU. Ha mporsikenun 2003—2004 rr. BO3MOXKHOCTH JIJIS Jie-
raipHOTO pactpoctpaneHus nponykuuu Sony B KHP coxpamsumcs. Ogaako k 2005 1. cTano
SICHO, YTO CTOPOHBI HE JIOTOBOPHIIMCH — 3TO MPUBEIIO K 3aKpbITHIO oduca B I1lanxae, KoTopbIit
(paKTHUECKH SIBJIAICS LIEHTPOM SKCIAHCHH STIOHCKOM (upMbr’. [IPHUMHBI 3aKIIOYATHCH B TOM,
4TO O(HIMATIBHO NMPOU3BEACHHBIE JUII MECTHOTO phIHKa PS2 cronnm moposke BBE3eHHBIX Helle-
raipHO (1 200 mpotus 2 000 y.e.). K Tomy e Sony orpaHn4mia MECTHBIX IMOJb30BaTEICH,
aJlaNTHPOBAB M0Jl IPHCTABKY MeHee aecatu urp’. Jpyras smouckas dpupma — Nintendo — co-
TpyZHHYana ¢ kuraiickoil iQue, BeImyckas mox ee OperHzom xoHcomu Nintendo 64, Gameboy
Advance, DS u 3DS, KOTopbie ¢ pa3sHOil CTENEHBIO YCIEIIHOCTH pacrpocTpansmics B KHP”.
Tak 49T0, HECMOTpPS Ha 3alPETHTENbHBIC MEPbI, KOHKYPEHTHAs Cpelja Ha PBIHKE COXPAHsIACh,
Jieriast ero NpUBJIEKATeIbHBIM KaK JUIsl MECTHBIX MPOM3BOAUTENEH, TaK U 3apyOeKHBIX.

OkasbIBas JaBJIEHHE Ha CETMEHT KoHcoue, Biracth KHP tem caMbiM co3gaBaiu 00JbIie
BO3MOXKHOCTEH JUIsl pa3BUTHUS APYTHX CEKTOPOB UIPOBOM MHAYCTpHH, TO ecTh PC 1 MOOMIIBHBIX
MPOEKTOB. DTO JOJDKHO OBUIO CIIOCOOCTBOBATH BONIOIMH KUTAHCKOTO PBIHKA M €TI0 MEPEXOIy B
Oonee MBMIIM30BaHHOE pycio. 1o naHHBIM MexayHapoaHOH opraHu3anuu Business Software
Alliance, ypoBeHB HCIIONB30BaHUS MTUPATCKOTO porpammHoro obecnedenus st PC 8 KHP exe-
roguo cumxaics ¢ 94 % B 2000 . 1o 66 % B 2017 r.” Kuraiickas ChinalLab ormeuana, 4yto 00beM
TMHPATCKHX HIP HA MECTHOM PhIHKE COKpamancs ¢ 68 % B 2005 r., 10 28 % B 2012 1.° Dtomy cro-
cOOCTBOBAJIO U TO, YTO 3allaIHbIE MIPUCTABKK MPOIOIDKAJIN ITOCTYIATh 10 ajJbTepPHATHBHBIM KaHa-
J1aM, HarpuMep, depe3 [OHKOHT 1 MpoaBaIich BIIOJIHE JIETAIIBHO BO MHOTUX Toponax. ITommus
BpeMsI OT BPEMEHHU YCTpanBaja aKIMK U3bATHS, HO Yepe3 HEKOTOPOE BPEMs TOPrOBJIsl BBE3CHHOI
npofyKiuei Bo30GHOBIsUIack . 11110 pacpocTpaHeHHe KOHCOMEH 1 depe3 IUIOMAIKy JIeKTPOH-
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Tabnuya 1/ Table 1

KonuuecTBo nonb3oBareneit narepuet u urpokos B KHP B 2013-2023 rr. (MiH yeir.)
Number of Internet and Game Users in China from 2013 to 2023 (m ppl)

KonnuecTBo nons3oBa- KonuuecTBo yyacTHUKOB*

Ton . KonuyecTBo urpokos o
teneil uurepHetr B KHP KrOep-copeBHOBAaHUI

2013 617,58 495,0 —

2014 648,75 517,31 —

2015 688,26 533,96 —

2016 731,25 565,51 300,89

2017 771,98 583,18 364,42

2018 828,51 625,66 428,23

2019 854,49 641,08 444,93

2020 988,99 664,79 487,86

2021 1 031,95 666,24 489,16

2022 1 067,44 664,0 488,0

2023 1 092,25 668,09 —

Tpumeuanue: * x smoil epynne omHOCAMCA He MOALKO HENOCPeOCMmBeHHble YYACMHUKY KUubepcocmasa-
HUl, HO U 3pUmen.

Ucmounuku:  Number of internet users in China from 2013 to 2023 // Statista.
URL: https://www.statista.com/statistics/265 140/number-of-internet-users-in-china/#:~:text=China's
%20internet%20population%20grew %20by,fast %2 Dgrowing %2 0mobile %2 0app %62 O0market. &text=In%2
02022%2C%20China%20accounted%20for, 5.4 %20billion %2 0internet %20users %2 0worldwide (0ama 06-
pawenus: 17.06.2024); Total number of game users in China from 2013 to 2023 // Statista.
URL: https://www.statista.com/statistics/870620/china-number-of-game-users/  (dama  obpawenus:
17.06.2024);  Number of eSports users in China from 2016 to 2022 // Statista.
URL: https://www.statista.com/statistics/1018969/china-esports-game-user-number/ (0ama o6pawenus:
17.06.2024).

Hoit kommepiu Taobao.com®. Takum 06pasoM, NEPEKphITh BCe KAHAIBI MOCTABOK HE MPE/ICTAB-
JSTI0Ch BO3MOXHBIM H, Cy[sI TI0 BCeMY, 3MOapro HOCHIO BO MHOTOM HOMHHAJIBHBIH XapakTep.
KoHconu yxe BOLUIM B HU3Hb KUTANIEB, a MOTOMY MX MOJHBIA 3alpeT MOT INPUBECTH K YXOIy
9TOTO CETMEHTA B T€Hb, BBI3BAaTh POCT IKOHOMUYECKUX M3JIEPKEK U HANPSHKEHHOCTH CPEAN MOJIO-
nexu. B Hauane XXI B. kuTaiickoe 00IECTBO CEPhE3HO N3MEHHIIOCH U HE MPEICTABIISIIO KU3HH
6e3 3amagHON NPOMYKIUU U TEXHUYECKUX HOBHHOK. B 3TOM CBA3M NpHOPUTETH! Pa3BUTHS UTPO-
BOW MHIYCTPHH CMEIIAINCH B TIONB3Y peiHka PC 1 cBA3aHHBIX ¢ HUM cep OnuzHeca.
Pacmmpenne JOCTYMHOCTH MHTEPHETa M MOCTENIEHHOE PAacHpOCTPAHEHHE OBICTPOTO
ooMena manHbMU (eciu B 2006 . B KHP 66110 111 MutH monb3oBaTeneit CeTI/IQ, 10 K 2023 1. BIX
YHCJIEHHOCTD BhIpocia a0 1,09 mupy gesn. — Tabi. 1) BelM K MOSIBICHHUIO U POCTY MOMYJISIPHO-
ctt MMO-11poeKToB (MacCOBBIX MHOTOIIOJIB30BaTENbCKUX OHNaiH-urp). M3 l0xHoit Kopen Ha
KuTalckuit peiHok npunu xutel Lineage 11 u Black Dessert, cTaBuiie qoCTymHBIMA KaK JIJIst
UTpHI IOMa, Tak U B uHTepHET-Kage. B 2000-2016 rr., HecMOTps Ha AaBJEHUE BIACTEH, CETh
MHTEpHeT-3aBeeHui paspocnack ¢ 40 10 152 Teic. Touek. Pacmmpenne He ObUIO TMHEHHBIM —

8 Liao S.X.T Japanese Console Games Popularization in China: Governance, Copycats, and Gamers //
Games and Culture. 2016. Vol. 11 (3). P. 281.

° The party, the people and the power of cyber-talk / The Economist. April 27, 2006,
URL: https://www.economist.com/special-report/2006/04/27/the-party-the-people-and-the-power-of-
cyber-talk (nara obpamenus: 14.06.2024).
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B 2004, 2012-2015 rr. HabmromaMICh HEOOMBIINE COKPAIICHHS, 32 KOTOPBIMHU CIIEIOBAIT poc:TIO.
He mocnennioro pois B 3TOM Hrpana IeHa goctyna Kk CeTu — OIHMH Yac MIHPOKONOIOCHOTO
TOKITIOUCHNS B HHTEPHeT-Kade HeGOIBIIOT0 KHTAHCKOro ropoga cTomn okoio 13 mentos'.
OTH 3aBeZICHUS TaKXKe CTAJI CBOCOOPa3HOI «Ky3HHUIEH KaIpoBy» JJISI MECTHON UTPOBOM MHITY-
ctpuu. Ha nx 6a3e opmMupoBaiich KOMaHIbl KHOSPCIIOPTCMEHOB, cOo0IIecTBa (paHaToB, a JH-
3aifHephl U pa3pabOoTYMKU IPOEKTOB MOIJIM TECTUPOBATH 31€Ch CBOM HAPAOOTKH.

CloXHMBILICHCST CUTyallield CTPEMIUIMCh BOCIIOJIB30BaThCSl HE TOJBKO 3apyOeHbIE U
MECTHBIE KOMMEPCaHTHI, HO M BiIacTH. MaccoBasi BOBJIEYEHHOCTD IOHOIIECTBA B OHJIAWH-UIPHI
npuBena K Tomy, yto KoMMyHHCTHUECKHI c0103 Monofiexxu Kuras pemmn uenoiap30BaTh UX
JUId TOIbeéMa HAlMOHAIBHOIO IIaTPUOTHYECKOTO JlyXa. YCHWIMSAMH pPa3pabdOTUYUKOB H3
PowerNet Technology B 2008 r. 6bu1 BeITylieH npoekT Anti-Japan War Online o kmoueBbIX
cpaxeHusax SAmoHo-kutarickort BoWHBI 19371945 rT. [Ipn 3TOM HrpaTh MOXKHO OBLITO HCKITIOYH-
TENBHO 3a KUTAaWCKyIo cTOpoHY. B mrpe mox HasBarmmeMm China Heroes monp3oBaTens MOIIH
OTBITPBIBATh PONIM M3BECTHBIX NEpCoHaked KurTas pasmuyHBIX MCTOPHUYECKHX 3M0X. A B OH-
JaH-TIporpaMMe, CO3aHHOHN 0] TaTpoHaXeM BiacTeit ropona HuHO0, Urpoku 60poich He ¢
WHOCTPaHHBIMHU Bparami, a KOppynuuoHepamu. [IoMnMo MpOeKToB Ha MCTOPUIECKYIO U OCT-
poconuanbHy0 TeMaTrKy, Ha peiHke KHP Beixogmmm urpsl, 6asupyrommecs: Ha IPON3BEACHHUAX
HalMOHAIILHOH KynbTypsl. [Ipumepom siBisutachk pazpaborka komnanuu NetEase mon Ha3zBanu-
em Fantasy Westward Journey, B ocHOBe KOTOpOIi Jiexkan kiaccuueckuid poma «Ilyremecrsue
Ha 3anag». B 2006 r. ato 6bu1a camas nomynspaas MMO ponesas urpa 8 KHP ¢ o6mum nmoxa-
3aTeseM B 26 MIJIH 3apEerHCTPUPOBAaHHBIX YUETHBIX 3amuceidl. B mukoBbie MOMEHTHI B Hel OJHO-
BPEMEHHO MOIJIO HaxOJAUThCs 1,3 MIIH UTPOKOB IPH CpegHEM 3HaueHHH 458 ThIC. monbp3oBare-
neii'2. Takoif MOAXOX BIACTEil K MCIONB30BAHHIO WHCTPYMEHTOB MHAYCTPUM KOMIIBIOTEPHBIX
pa3BICYCHUH T B3aMMOAEHCTBHUS C MOJIOABIM MTOKOJIEHHEM MOXHO Ha3BaTh HHHOBAMOHHBIM
U JICHCTBEHHBIM. VIHTEpaKTHBHOCTH, NpeiIaraeMas BHICOUTPAMH, JaBaja MOJIOAEKH HOBBIH
OTIBIT B BOCIIPUATHH HH()OPMAINH, KOTOPYIO HE MOIVIM MIPEATIOKUTE KHUTH M (pUIBMBL. 3a cuer
pa3HO0Opa3HBIX YCTPOHCTB 0OPaTHOI CBSA3M WTPHI MO3BOJISUIM HAMHOTO sSpue TOHECTH WH(Op-
Manuo 00 OMpeneNeHHOW HCTOPHUYECKOM 3I0XE, a MONIb30BATEIH CTAHOBHINCH AKTHBHBIMU
YYaCTHHKAaMH COOBITHH, @ HE TIACCUBHBIMHU HaOMIOATEIIIMH.

Yepes cucteMy NpsIMOI TOIAEPKKH M MEXaHU3MbI OIIOCPEIOBAaHHOTO BIHMSHUS, PYKO-
BozcTtBo KHP nano mossaTh aBTOpaM OHJANH-UrpP, YTO OTHOCUTCS OJaroKejarelbHO K 3TOMY
CEKTOpY pa3BJICUCHUH, ecliu Te He OyayT HapyliaTh 0003HAauYeHHBIE BIACTSIMHU NpaBuia. Tak 4To
MECTHBIE Pa3pabOTUYMKU TOMYYMIA MOLIHBIH CTUMYN JUIS CO3AaHHs NPOEKTOB, KOTOPBHIX B
2006 1. HacuuThIBasoCh 218, a nx npubbLIb cocTaBuia 529 miuH ot Yxe B 2007 r. BoceMb 13
JecsTh Hambolee momysspHBIX oHnmaitH-urp B KHP co3maBammce MecTHBIMH KOMITAHHSIMH .
O060poT pEIHKA OHJIAWH-UTP JOCTUT B 3TOM Toxny 6,88 MiIpx f0aHei, 9To ropa3no OoJbIle moKa-
3aremneit 2003 r. — 1,33 mupa. AKTHBHOMY POCTY CEKTOpa CIIOCOOCTBOBAJIO M TO, 9TO pa3pa-
6otka urp B KHP Opa B mecsarts pas HIDKE, YeM B 3aIaIHBIX CTpaHax14. IIpu 3TOM NpPOEKTHI,
HECOOTBETCTBYIOIINE YCTAaHOBKAaM BIIACTEH, M3BIMANUCh. Tak mpowmsomnuio B 2019 1. ¢ xurom

' Yu Haiging. Game On: The Rise of the eSports Middle Kingdom // Media Industries. 2018. Vol. 5. Is-
s. 1.P.93.

' The party, the people and the power of cyber-talk // The Economist. April 27, 2006.
URL: https://www.economist.com/special-report/2006/04/27/the-party-the-people-and-the-power-of-
cyber-talk (mara obpamenus: 14.06.2024).

12 Kshetri N. The Evolution of the Chinese Online Gaming Industry // Journal of Technology Manage-
ment in China. 2010. Vol. 4. No. 2. Pp. 165-168.

13 Kshetri N. The Evolution of the Chinese Online Gaming Industry // Journal of Technology Manage-
ment in China. 2010. Vol. 4. No. 2. P. 162.

14 China gets its game on // China Daily. May 5, 2008. URL: http://www.chinadaily.com.cn/bizchina/
2008-05/05/content_6661519.htm (nara obpamenus: 15.06.2024).
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Battlefield 4, gacTp crokera KOTOpPOTO pa3BopayMBaliach B HemasiekoMm OynymieMm B Kwurae, rae
[0 3aMbICIy CLEHAPHCTOB LApwiia MOJUTHYECKass HecTabuibHOCTh. HecMoTpst Ha TO, 4TO B
Battlefield 4 Oputa moka3zaHa aJbpTEepHATHBHAS PEANbHOCTH, OpPraHbl HAI30pa 3asBHIIM, YTO
«...COZIEpXAaHUE WIPBI YTPOXKAET HALMOHAIHHON OE30MaCHOCTH M SIBISIETCS OPY’KHEM IIpora-
raugp»' . 1o Mpicin BracTeit, 06pa3 KHP He JOMKHBI TIOPOYHTH XyI0KECTBEHHBIE BHIMBICIIBI,
KakuM ObI cloco0oM 3Ta HH(OpMaIHs He PacIpoCTpaHsIIach.

OnuuM 13 BapuaHToB caenath o0pa3 KHP Gonee npuBiiekarenbHbIM CTAJI0 aKTHBHOE
pasButTHe B cTpaHe Kubepcrnopra. Yxke B 2003 . KuTalicKue CIIOpTCMEHBI 3aBOEBAJIH TPH 30J10-
TBIX, OJTHY CepeOpsIHYyI0 M OIHYy OpPOH30BYIO MeJaJli Ha YeMIIMOHATE MHpa IO KOMIIbIOTEPHBIM
urpam B Kopee. [Ipu 3TOM MaT4u TpaHCIMPOBAINCH MO IIEHTPAILHOMY TeneBuaeHHI0. Kpome
toro, B KHP Hadan paboTy kaHan, MOCBSIIECHHBIH KOMIIBIOTEPHBIM Pa3BICUCHUSIM, a CaM KH-
Oepcropt ObLT TpU3HAH MUHHCTEPCTBOM CIOpTa B KauyecTBE OQHUIMAIHHOTO BHIA COCTA3A-
mnit'®. Takum 06pazoM, MPodecCHOHANbHBIE MIPOKH CTAHOBHINCH B OXMH PSI C APYTHMH
CIOPTCMEHAMH, 3alIMIIAIIMNME [[BETa HAMOHAIBHOTO (1ara Ha MEKAyHAPOJHBIX COPEBHO-
BaHMAX. [l Mpomaranabl OHM CTAHOBHIJIMCH TEPOSIMH, 00pas3liaMu I TOApakKaHHUs M BOCIH-
TaHWUS MOJIOZEKH B JyXe NMaTpuoTuiMa. IlonTBep:KAeHHEM 3TOMY CTaJI0 M TO, YTO JBOE CHIIb-
HeWmux kutalickux urpokoB B Warcraft III 6pum BEIOpaHBI (hakeOHOCIIAMH OJUMIIHICKOTO
orus urp B Ilexune 2008 r."” Taxum 00pazomM, B repBoM jecsaTuiaeTun X X1 B. kuraiickas urpo-
Basi MHIYCTPUS HPOJOJDKMIA MEHITHCS 332 CUET aKTHBHOTO BKJIIOYEHUS B IPOLIECC Pa3BHTHS
odunmanpHeix Biacted. [loauTuueckas smurTa OCO3HANA, YTO HOBAsl OTpPAcib MOXET UIPATh
Ba)XHYIO POJIb 32 CUET BHICTPAMBAaHMsI KOMMYHHKAIIMU C MOJIOAEKBIO U MOMYJSPU3aUU HALHO-
HaJILHOM KyNBTYpBI Cpelu JeTel u roHomecTBa. bonee Toro, MHCTpyMeHTapuil 3TOr0 CEKTopa
Pa3BIECYCHUH TO3BOJISLT BOBIIEKATh MOJIOEKE B Iporecc GopMupoBaHNs OOHOBICHHOTO HMHUI-
xa Kurast, OTKpBITOrO MHpY, JEMOHCTPUPYIOIIETO JOCTIKEHHUS, B TOM YHCIIE 3a CUET o0ex Ha
COPEBHOBaHMAX MO KubOepcropTty. IIpu 3TOM 3ampeTnTenbHbIe MEPHI HCIIOIB30BAINCH BEIOOPOU-
HO, 4TOOBI HE HAaHECTH ymiepOa OTHOIICHMSM C 3apyOeKHBIMU APTHEPAMH, AaBasi UM ITOHATb,
4T0 peiHOK KHP OTKpBIT, HO KOHTpONIHpPYEM, a TOTOMY HEOOXOUMO MOHIUMATh TPEOOBAHUSI KH-
TaNCKOM CTOPOHBI, @ HE JUKTOBaTh MX. TecHas B3ammocBs3b 3koHOMUKH KHP ¢ 3amamapiMu
CTpaHaM¥ U OTPOMHBIM BHYTPEHHHUI PHIHOK, BBIXOJl Ha KOTOPBIH CYNIWIJI Cephe3HbIC MPUOBLIH,
103BoJsuTY [IeKMHy aKTHBHO NPUMEHSTH TIOOOHYIO ITPAKTHKY.

Toneko B 2014 . Bmactu KHP OTKpbITH PBIHOK [UIsI HHOCTPAHHBIX NPOM3BOAUTENEH
KOHCOJIeH U BCIOMOrarenpbHoro obopyfaoBanus. IlepBoil momyumna [OCTyn mpHCTaBKa
Xbox One ot Microsoft'®. 3a meii mocnenoBanu apyrie GUPMBI, KOTOPbIC JTHTEIBHOE BPEMs
JKIanu cHATHs 3anpeToB. OHAKO KHMTalCKasi CTOpOHA A00MIach npedepeHIni, BEITOJHBIX U
3amagHbIM apTHEpaM, a UIMEHHO OTKPBITUS HAa CBOEGH TEPPUTOPHU MOIIHOCTEH IO M3TOTOB-
neHuro urpoBod mpoxykmuu. [IpomsBoiactBo Xbox One oOCyMIECTBISIOCH KOMIIAHHEH

" Burns C. Battlefield 4 Banned In China // Slash Gear. October 25, 2019.

URL: https://www.slashgear.com/battlefield-4-banned-in-china-27310155 (nara obpamienus:
15.06.2024).

'S Yu Haiging. Game On: The Rise of the eSports Middle Kingdom // Media Industries. 2018. Vol. 5. Is-
s. 1.P.92.

17 Siegel S. Professional Warcraft I1I players to carry Olympic torch in China // Engadget. July 15, 2016.
URL: https://www.engadget.com/2008—04—18-professional-warcraft-iii-players-to-carry-olympic-
torch-in-chin.html?guccounter=1&guce_referrer=aHROcHM6Ly93d3cuZ29vZ2xILmNvbS8&guce
referrer_sig=AQAAAJsg2fcShomyn697EiINMIocWpY TbCs2BOyPg9FUs2RqcX517GNG0o0ZsQAOj
CDokKulTjkyJf9aXFWEBTRMidJk-ulXUAWsed2wHTeS7GGJxj0024Ns2JQpxcMSwSCJ125DjbF3C
ODvgRVuVbezEu40zF2jA6cUjmH4DFDN_pGPr (nara obpamenus: 15.06.2024).

'* Neltz A. The Xbox One Will Be China's First Major Home Console Since The PS2 // Kotaku. July 30,
2014. URL: https://kotaku.com/the-xbox-one-launches-in-china-on-september-23-will-co-1613218778
(mara obpamenus: 16.06.2024).
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BesTV B Illanxae, koncons PS4 ot Sony Toxke Brimyckanach B lllanxae, HO yke cHUIaMH
Shanghai Oriental Pearl, a mpucrtaBka ot Nintendo mox Ha3BammeM Wii U — kuralickoit
Foxconn'’. Akrnsmsarus WHOCTPAHHBIX KOMIIAHUHM cTajla cleAcTBUEeM peweHus [occosera
KHP, rze oTaenbHbIM MYHKTOM 1JIA PEYD O AESATEIbHOCTH NMPEANPUATHH, 3aHUMAIOIIUXCS IPO-
W3BOZACTBOM U pealn3alyeil ITpoBOTO U pa3BICKATENbHOTO 00opynoBanust. Heobxonumo oTMe-
THTb, YTO PaHEe IPHHSATHIC PEIICHHs HEe OTMEHSUINCh, a IPHOCTAHABIMBAINCK . [IoCTymas TaK,
KUTalCKOe PYKOBOJICTBO OCTAaBISUIO BO3MOXKHOCTH JUISl MaHEBpa, €CIIM W3MEHEHHs HE JaayT
oxuaaeMoro pesyibrara. OTHOBPEMEHHO MOCBUIANCS CUTHAI 3apyOeKHBIM MapTHEPAM O TOM,
YTO OrPaHUYEHUS] MOTYT BEPHYTHCS, €CIIM HE OyAyT BBINOIHATHCS TpeOoBaHUs. TepsTh PHIHOK,
TJe IPOXKUBAIOT COTHU MHJUIMOHOB UTPOKOB (32 2013—2023 IT. — MX YUCIEHHOCTh BO3pOCA €
495 no moutu 670 MiH Yen. — Tabm. 1) ObUI0 OBI IS 3TUX KOMITAHUHM HEBBITOHO, TeM Ooliee,
YTO IMEHHO KHTAHCKUI CErMEHT MHIyCTPUH KOMIBIOTEPHBIX PAa3BICUEHUH MPUHOCHII TIOJIOBHU-
HY OT MEPOBO# TpiGbim” . TIpu 3T0M, BIIOT 10 2020 T. 3TOT CErMEHT MOCTOSHHO POC H TOJb-
ko manaemusi COVID-19 u cBs3anHbIe ¢ Hel orpannyenus Biaacteit KHP cmormm BHEcTH KOp-

PEKTHBEI, HO HE OCTAaHOBUTH €T0 pa3BuTHE (TalI. 2).
Tabnuya 2 / Table 2

®uHaHCOBEIE MoKa3areny urposoit naaycrpuu KHP B 2013-2023 rr. (Mipz gom.)*
Financial Indicators of the Video Game Industry of China in 2013-2023 (bn USD)

T'og O6mwmit noxox nuaycrpun urp KHP | 3apyoexxnsie noxonst ot urp nuz KHP
2013 11,60 1,82
2014 15,97 3,08
2015 19,62 5,31
2016 23,09 7,23
2017 28,40 8,28
2018 29,91 9,59
2019 32,20 11,59
2020 38,87 15,45
2021 41,35 18,01
2022 37,08 17,35
2023 42,25 16,37

Ipumeuanue: * 30ecy u danee 6ce oanHvle nepesedensl u3 oareti 6 ooanapvl CLIA.

HUcemounuku:  Total revenue of video game industry in China from 2013 to 2023 // Statista.
URL: https://www.statista.com/statistics/322200/video-game-revenue-in-china/  (dama  o6pawenus:
17.06.2024); Overseas revenue of video games developed in China from 2013 to 2023 // Statista.
URL: https://www.statista.com/statistics/445434/china-domestically-developed-video-game-overseas-
revenue/ (Oama oopawenus: 17.06.2024).

19 Game system commodity chain // The Ohio State University. URL: https://u.osu.edu/ritcheycom-
moditychaingamesystem/console-manufacture/ (zara obpamenus: 16.06.2024).

O ESBERTAERE R A R SR X R AT BRI E 55 B SO AT L
LB HE N R ) B RS KT U8 [Pewenne [ocynapcTBEHHOTO COBETa O BDEMEHHON KOPPEKTH-
POBKE aJIMHHHUCTPATHBHOTO Pa3peIICHHS WM CIICHHATBHBIX a[MUHUCTPATHBHBIX Mep Uil JOCTYIIa B
30HY cBoOoHOM ToproBiu Kuras (LLlauxait)] // The State Council The People's Republic of China.
January 6, 2014. URL: http://www.gov.cn/zwgk/2014-01/06/content 2560455.htm (nara oGpareHust:
16.06.2024).

2 Tapsell C. Video games in China: beyond the great firewall // Eurogamer. October 26, 2019.

URL: https://www.eurogamer.net/articles/2019—10-26-gaming-beyond-the-great-firewall-of-china (ma-
Ta obpamenus: 16.06.2024).
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OdunmansHOE pa3pelieHne Ha AeITeNbHOCTD 3aMafHbIX (GUPM «0OeIHII0» PHIHOK HT-
poBbIX nmpucTaBok. K 2015 . ombIT 10 €ro pa3BUTHIO OBLT MPHU3HAH YCIEIIHBIM, YTO NPHUBEIIO K
CHSATHIO BCEX OrpaHW4YeHUH. IIpu 5TOM BIacTH COXpaHUIN TPeOOBAHMS K CONEPKAHHIO UTP, KO-
TOpBIE HE JOJDKHBI HAHOCUTH YIIEepO HalMOHAIbHOI 0€301MacHOCTH, BPEAUTH KUTANHCKON Kyilb-
Type M HEraTHBHO BIIHSTH Ha MOJIOR0e mokonenne””. dakrmaeckn 2014-2015 rr. crami pyGesk-
HBIMH B pa3BUTUH Urposoii uuayctpun KHP, kotopast BcTynuia B HOBBIH 3Tan. I1o OBUIO Tak-
)K€ CBSI3aHO C IEPEXOZOM OT pOCTa 3a CUeT BHYTPEHHUX PE3€PBOB M HAKOIUIEHHS PECYPCOB K
MEXTYHAPOIHOH IKCIIAaHCUH.

Hcnonb3yst nHTEpEC K CBOEMY PBIHKY co cTopoHbl Microsoft, Sony, Nintendo u apy-
IMX THTaHToB 3amaaHoi mHAyctpuu, KHP cmorna oxas3piBaTh BiMsSHHE Ha MHPOBOW CEKTOP
KOMITBIOTEPHBIX pa3BiedeHui. OJJHUM M3 Ba)KHBIX PHIYAaroB CTald AEUCTBUS KPYIHBIX KUTaM-
CKUX TEXHOJIOTHYECKUX KOMITaHWH, KOTOPBIE 3@ CUET Pa3BUTH CBA3€il ¢ 3apyOeKHBIMU MapTHE-
paMu yCHIIMBAJIM CBOIO MOIIb. [IprMepoM CITyKHUT JeaTenbHOCTh XonanHra Tencent, oOCHOBaH-
Horo B 1998 1. Ha py6exxe XX—XXI BB., korma B KHP nauama gopmupoBarscs cucrema 3iek-
TPOHHON KOMMEpIHH (TIPOJaKH KHHUI, aylHo, BUJEO W APYTOH MPOAYKINH), a TAKKE MHAYCT-
pHs KOMIBIOTEPHBIX UTP U KHOEPCIOpPTa, MECTHBINA PHIHOK CTall apeHOH CONEpPHUIECTBA, B pe-
3yIbTaTe 9ero COpPMHUPOBAIMCH TpYyMIa JHUAepoB, Tak HasbpiBaemas BAT (Baidu, Alibaba,
Tencent), 0OKa3bIBaIOIINX CEPbE3HOE BIMSHUE HA HHHOBALMOHHEINA cexTop. [Ipu aToM nesTerns-
HocTh Tencent oxBarsiBana cepy pa3pabOTKU W W3AaHUS WP, OPTaHU3AIMK YEMITHOHATOB 110
KHOEPCIIOPTY U MX TPAHCIISIMH, @ TAKKE CIIOHCOPCKUE aKIuu™ . IlepejoBbIe MO3UIHH KOMIIa-
HUS 3aHsU1a Onarojapsi MOHMMAaHHUIO Hanbosiee NMepCIeKTUBHBIX HAlPaBICHUH pa3BUTHS OTpac-
mu. Cpean HMX MOXKHO BbLAENUTh kaHp urp MOBA (MHOTonosbp30BaTeNnbeKasi OHNAH OGoeBast
apeHa), CMBICT KOTOPBIX 3aKIIF0YANICS B COCTA3aHUH Ha MOJIE IBYX KOMaH][ C IETbI0 YHHITOKCHUS
mIaBHOTO 3maHms nportmBHMKA. B 2008 . Tencent BeICTymIIa OHCTPUOBIOTOPOM HOMYJISIPHOTO
MOBA-mpoexkta League of Legends ot amepukanckorr komnanun Riot Games, a B 2015 . cranma
CTONPOLICHTHBIM BIafe/IblleM ee akTiBoB . Kpome Toro, Tencent kymama 40 % axumit pupMer
Epic Games — cosnarenst onaiiH-crpersuki Fortnite”. B 2018 1. Tencent npro6pena HOBo3e-
nmanzckyio Grinding Gear Games, OTBETCTBEHHYTO 3a paspaborky MMO-npoexra Path of Exile®.
KuTaiickuil XOIIMHI TakKe 3aBlIajeN aKTHBaMM (DUHCKOTO paspaborumka urp Supercell”’ u
HopBexckoro Funcom — coznarenst MMO posesbix urp Age of Conan: Hyborian Adventures

2 Yan S. China eliminates all restrictions on gaming consoles // CNN Business. July 27, 2015.

URL: https://money.cnn.com/2015/07/27/technology/china-video-game-ban-lifted/ (nara o6pamienus:
18.06.2024).

2 Yu Haiqing. Game On: The Rise of the eSports Middle Kingdom // Media Industries. 2018. Vol. 5. Is-
sue 1. P. 89, 94-95.

2% Frank A. Riot Games now owned entirely by Tencent // Polygon. December 16, 2015.

URL: https://www.polygon.com/2015/12/16/10326320/riot-games-now-owned-entirely-by-tencent (na-
Ta obpamenus: 18.06.2024).

% Celia V., Nigel L. The Hidden Dragon in the Gaming Industry // LKY School of Public Policy. July 9,
2019. URL: https://Ikyspp.nus.edu.sg/gia/article/the-hidden-dragon-in-the-gaming-industry (gara 06-
pamenus: 18.06.2024).

26 Shaw A. Internet giant Tencent Holdings acquires majority stake in Kiwi gaming firm Grinding Gear
Games // The New Zealand Herald. May 21, 2018. URL: https://www.nzherald.co.nz/business/internet-
giant-tencent-holdings-acquires-majority-stake-in-kiwi-gaming-firm-grinding-gear-games/
U75QI162XWTOR4EOBNIWBQVZJIM/ (nara o6pamerns: 18.06.2024).

" Taylor Y. Tencent takes majority control over Supercell // Games Industry. October 23, 2019.

URL: https://www.gamesindustry.biz/tencent-takes-majority-control-over-supercell (nara obpamenus:
18.06.2024).
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u Anarchy Online®. KuraiickoMy rHranTy IpHHAIUIEKAT U ApyTrHe (GHPMBI HIM JOJIH B KOMIIA-
HUSX-pa3paboTdnKax, pabOTaOmMX B MHAYCTPHM OHJIAHH DPAa3BICYEHHH, YTO CHENAIO €ro
CHIIbHEHIINM UTPOKOM Ha PBIHKE.

3a 20 sreT ObUTa BRICTPOEHA CHCTEMa, MO3BONMBINAs Tencent OKas3pIBATH CYIICCTBEH-
HOe BIHUsAHHE Ha UrpoBoil perHOK MMO paspneuenniit B KHP u 3a ee mpenemamu. Illupokas
CeTh IIEHTPOB pa3pabOTKU UI'P, KOTOPBIE COXPAHUIIM TBOPUECKYIO aBTOHOMHIO U TEXHOJIOTHUH,
MOMOIIIM KUTAWCKON KOMITAHUH YJAEpXKUBATh JUAEPCKHE MO3UIMU B OHJIalH cermente. Ilpu
9TOM TOTYMHEHHBIE (PUPMBI MOIIM KaK KOHKYpPHPOBAaTh MEXIY COOOH, TaK W JOMOIHATH APYT
Jpyra 3a c4eT pa3HOXaHPOBbIX paspadorok (MMO-mytepsl, MMO-ponessie urpsi, MOBA u
Jp.). MOXHO TaK)Xe TOBOPHUTH O MEPETOKE UTPOBBIX TEXHOJIOTHH OT OJHUX (DUPM B paMKax XoJI-
JIMHTa K APYTUM, HalIpUMeEp, 3a CYET CO3JaHusl JOIOJHUTEIBHBIX 0(HCOB, WK NIEPEeHOCEe TIO/I-
pasneneHuit pa3paboTKU W3 3amaHBIX cTpaH Ha Teppurtopuio KHP, pactipoctpaneHnu pa3innd-
HBIX HOY-Xay NP MPOU3BOACTBE UTP M MX MpoiBbkeHNH. [Ipn 3TOM MMeronuecs MOIIHOCTH
no3Bossiy Tencent yKpemIsATh MO3HIMM Kak 3a CUET NMPOHM3BOACTBA HOBBIX IPOEKTOB M IIOJ-
JEP>KKHU TOMYJISIPHOCTH YK€ BBIIIEIINX UIP, TaK U UX OOHOBJIEHUS M BKIIFOUCHUS B CETKY KHU-
Oepcocrazanmii. UasiMu cmoBamu, Tencent obiamaeT mmpokuM HaOOpOM WHCTPYMEHTOB IS
pasBuTHs KubepcrnopTa B mo0aabHOM MaciiTade W 00ecTieYuBaeT 3TH COPEBHOBAHUS KadecT-
BEHHBIM HAIIOJIHEHHEM, TO €CTh UTPaMH, IIPOU3BOJICTBOM KOTOPBIX 3aHUMAIOTCS Beayye (hup-
MBI 3TOTO cerMeHTa. [Ipu 3ToM, MIMEHHO OHJIAHH-UIPBl POPMHUPYIOT HAUOOJBIINK OXBAT LieJie-
BOM ayTUTOPUU U MOTYT IPUHOCUTH TOCTOSHHBIN JOXOX HE TOJIBKO C MPSMBIX MPOJaX, HO U
CMEXHBIX cep Ou3Heca, HaNpUMEp, PEKJIaMbl, PEIU3AlMU COIYTCTBYIOLIEH aTpuOyTHKH,
TPaHCISILUI COPEBHOBAHUMN U IIP.

Ob6namas mponssoacTBeHHBIME MomHOCTIME B KHP 1 3a ee mpenenamu, Tencent ocy-
IMIECTBISIET CBOEOOPA3HOE COMPSIKEHNE KUTAWCKOTO PBIHKA, KOTOPBIM IMyCTh U BKIIIOUCH B IIO-
GanmbHBIA PHIHOK BUICOUTDP, HO BCE PABHO COXPAHSAET ONPEICICHHYIO CTETEHb aBTOHOMHH, H
MHPOBOTO, TJI€ CEPHE3HYIO POJIb UTPAIOT AMEPHKAHIIBI, STOHIBI U €BPONEHIIBI. ATaNTHPOBAH-
HBIE TI0Jl TPEOOBAHUS KUTAHCKOM ayTUTOPHH 3amagHbIe MPOEKTHI (HAIpHMep, OHIANH-UTPa B
JKaHpe KOPOIEBCKOW GHTBBI mox HassanneM PUBG 3a tpu mmst 3apaGorama 14 mum o)™
yceunuBanu Biusiane Tencent BHyTpu KHP, a ¢puHaHCcOBBIE 1 MenuiiHbIE pecypCchl — pacIuupsi-
JIM BJIMSIHUE BOBHE. JTO NMPUBEJIO K TOMY, 4To yxe B 2017 r. xonauHr 3anuMan 46 % urpoBoro
poiaka KHP, 3naumtensHo onepexas apyrue kutaiickue ¢upmbl: NetEase, Perfect World,
Shanda u ap. Bonee toro, yxxe B 2016 . Tencent ob6ecnieunBana 13 % MHPOBOTO pHIHKA BHIEO-
Wrp ¢ 10X00M B 10,2 MIIp OJIL., 4TO Jeao ee KpymnHeiimeii HrpoBoi KoMIaHueii B Mupe’ .
U B 2023 r. mupepckue no3unmu Tencent He momBepraiuch coMHeHHO0 (Tadn. 3). [Ipu 3Tom
BHyTpu KHP npomomxkana coxpaHIThCSI KOHKypEHTHAs Cpefia, KOTa MEJIKHE U CpeTHHEe (GUPMBI
MOIVIM IIPUBJIEKATh AYAUTOPHIO, PEaNn3ysl HUIIEBBIE IPOEKTH. DTO OBLIO BBITOIHO M MOJIB30Ba-
TEISM, MOJIYYaOIIUM BO3MOKHOCTh OIIPOOOBaTh MHTEPECHBIE MIPHI, U KUTAHCKOMY PBIHKY B
IIETIOM, KOTOPBIH 3a CUET 3TOTO COXPAHSII TUHAMHU3M U SIBISUICS TEHEPATOPOM Pa3IMIHBIX HHHO-
BallMOHHBIX PEIICHUU.

28 Tuylor Y. Tencent acquires minority stake in Funcom // Games Industry. September 30, 2019.
URL: https://www.gamesindustry.biz/tencent-acquires-minority-stake-in-funcom (zara o6pareHus:
18.06.2024).

¥ Celia V,, Nigel L. The Hidden Dragon in the Gaming Industry // LKY School of Public Policy. July 9,
2019. URL: https://Ikyspp.nus.edu.sg/gia/article/the-hidden-dragon-in-the-gaming-industry (gara 06-
pamenus: 18.06.2024).

3% Snyder M. China’s Digital Game Sector. Washington, D.C.: U.S.-China Economic and Security Review
Commission, 2018. Pp. 5-6.
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Tabnuya 3 / Table 3

TomoBas BeIpy4Ka KpymHEHIX UTpoBhIX Kommanuii KHP B mepBom momyromun 2023 1.
Annual Revenue of Leading Chinese Gaming Enterprises in First half of 2023

Komnanwust T'onoBast BeIpyuKa, M 1OJUI.
Tencent 41,73
NetEase 6,84
Bilibili 1,45
37 Interactive Entertaiment 1,08
Century Huatong 0,84
Perfect World 0,62
Kingsoft 0,58
NetDragon 0,51
Ultrapower 0,37
Kunlun Tech 0,34

Ucmounuk: Annual revenue of leading Chinese gaming enterprises in 1st half of 2023 // Statista.
URL: https://www.statista.com/statistics/428073/leading-online-gaming-operators-china/ (0ama o6pawye-
Husi: 20.06.2024).

JlpyruM BaKHBIM CEI'MEHTOM HMHIYCTPUH Pa3BICYEHHUH CTaJ PHIHOK MOOMIIBHBIX HIP.
Kak yxe Obl10 cka3aHo, JuTenbHoe 3akpeitie KHP i koHCcosel mpuBeno K pocTy cekropa
urp i PC u B ocobenHocTr MoOMIIBHBIX miatdopm. K 2016 1. BeIpydKa OT npoiaxk MOOHIIb-
Heix urp B KHP cocraBuna 49,5 %, To ects npuMepHo nonoBuHy ot 23,09 mapa mont., a B
2019 . — 68,5 % oT Bcero phIHKa (4yTh Gosee 32 MIIPJ TOJIL) SMEKTPOHHBIX Pa3BICUCHHI .
B mocnenxyromemM pocT 3TOro cerMeHTa Urp Heckonbko cokparmicsa. K 2022 r. Ha Hero mpuxo-
Juock 66 % BBIpYUYKH, YTO 3HAYMTENBHO Oombine, yeM y cekropa PC — 31 % u xoHCONen —
3 %. IIpu stom B 2022 1. Ha KUTalicKue KOMIaHUU npuxoautcs 47 % IT0X0moB OT MOOMIBHBIX
WP BO BCeM Mupe’. BaxHyio poib B 9TOM HIPAeT MHPOKOE PACIPOCTPAHEHHE MOOHILHBIX Te-
nedoHoB 1 uxX noctymn K CeTH, a COOTBETCTBEHHO U K Pa3IMYHBIM UTPOBBIM pecypcaM. Jleno B
TOM, 4YTO /I BbIxoza Ha peiHOK KHP mHOCTpanHOH rpmMe HEOOX0AMMO JIMIIEH3UPOBATh UTPEI
4yepe3 MECTHYIO KOMIIAHHUIO, YTO JaeT BIACTSM PblUard BO3ACHCTBHS Ha cepy KOMIIbIOTEPHBIX
pasBnedenuii. OJHaKo PIEKTPOHHBIA Mara3uH App Store kommnanuu Apple u nudposas mar-
¢dopma Steam, npuHaAIeKalled aMepUKaHCKo# Valve, HAXOMMIKCh BHE IOPHCIUKIUN KOHTPO-
JMPYIOIIUX OPTraHoOB. DTO MO3BOJISUIO MOJIH30BATEISIM OOXOANTH OrpaHMYCHNUS, CKAauNBasi UMEH-
HO TE HIPBI, KOTOPbIE OBUTH €My HHTEPECHBI . BBIrOIy TOMydYaT He TONBKO KHTAHCKHE HIPO-
KU, HO U 3apyOeKHbIE KOMIIAHWH, YIUTHIBAs TO, YTO B MOOMIIbHBIC Pa3BICKATCIBHBIC ITPOCKTHI
UTPAIOT aXe TE JIFOIH, KOTOPbIE B OOBIYHOM KU3HU MOTYT OBITh PAaBHOLYIIHBI K TAKOMY BHIY
Jocyra. bpuio mocunTaHo, 4TO MOIB30BaTENN CMapThOHOB TpaTaT 43 % CBOETo BPEMEHU Ha
MOBHIbHBIC HIPHI . BCe 3TO IPHBENO K TOMY, YTO PHIHOK MOOHJIBHBIX I B CEPEIMHE TPO-

3! China’s Video Games Market: Mobile and client games take the largest share // Daxueconsulting.
June 21, 2020. URL: https://daxueconsulting.com/video-games-market-in-china/ (1ara oGpamenus:
20.06.2024).

32 Dealessandri M. China's games market reached $45.5bn in 2022 // Games Industry. July 7, 2023.
URL: https://www.gamesindustry.biz/chinas-games-market-reached-455bn-in-2022 (nara oOpamieHus:
20.06.2024).

33 Snyder M. China’s Digital Game Sector. Washington, D.C.: U.S.-China Economic and Security Review
Commission, 2018. P. 14.

3 China’s video game industry: exploding into life? // GMA. November 28, 2015.

URL: https://www.marketingtochina.com/video-game-industry-in-china/ (rara oGpamieHus:
22.06.2024).
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Tabnuya 4/ Table 4

OOBeMBI PHIHKOB MOOMITBHBIX KHOCPCIIOPTHBHBIX MIP U Kubepcmopra
B KHP B 2015-2025 rr.* (Mapm mos.)
Market Sizes of Mobile eSports Games and eSports Market
in China from 2015 to 2025 (bn USD)

Tox Prrmox MO6HE‘;§:LXBKE6HCECHOPTHBHHX Pasmep peraka kubepcnopra*** KHP
2015 0,71 —
2016 2,27 —
2017 4,23 —
2018 6,37 —
2019 7,74 15,84
2020 10,59 20,56
2021 12,32 23,33
2022 11,42 22,02
2023 12,34 23,97
2024 13,11 26,03
2025 13,74 27,55

Tpumeuanus: * dannvie 3a 2023-2025 ce. senssiomes npocnosom; ** danmvle 6KkaOUAOM 00X00bI OM NPO-
oadicu 6Unemog Ha copPesHOBAHUA NO MOOUTLHLIM KUOEPCHOPMUSHBIM USPAM, CONYMCMBYIOWUX MOBAPOS,
naamediceli nonvb306amenetl, nepeoayll npas, PeKiamvl u opyeue 0oxoobl. B nokazamenu maxoice KI0UeHbl
00X00bl KUbGEPCNOpMUGHbIX KILyO0os, niam@opm nOmoKo8o20 8U0e0, OMOEIbHBIX USPOKOS U OPYUX YYACTHU-
K06, KOmopble Max i uHaue Ces3anbl ¢ MOOUTbHLIM Kubepcnopmom. Tpembvum snemenmom AenAomcs 0o-
X0Obl 0N CAMUX MOOUTbHBIX KUOEPCROPMUBHBIX USD, 8KIIOUASA UX NOKVIKY U MEKYyuue mpambl noIb306aime-
Jetl 60 epema uepuvl, *** dannvie exrOUaAOM 00X00bl, YKa3aHHble 6 npedvioyuwem npumevaruu. OOHAKo K
HUM euje 000asnAIOmMcs 00X00bl 0N KIUEHMCKUX KUOECNOPMUBHBIX USP U CONYMCMBYIOWUX MPam, Komopble
Hecym noib308amenu 60 8peMs uepbl. B nokasamenu maxice SKOUAOMCs 00X00bl, KOMOpble NPUHOCUM
OKa3aHue PaIUYHbIX NAPMHEPCKUX YCIY2 CO CHOPOHbI KUOEPCNOPMUBHBIX KYO08 U OMOENbHbIX USPOKOS,
KOmopble yuumuleaiom ooyueHue kubepcnopmemenog u np. JJoxo0sl om noxyuerus npoQuibHo20 00paszosa-
HUSL, @ MAKdce OM HEOBUNCUMOCHIU, KOMOPAs UCHONb3YEMCs 6 MEePONPUAIMUAX, CEA3AHHbIX ¢ MOOUTbHBIM
Kubepcnopmom, He y4umul6aomcs.

Ucmounuku: Market size of mobile eSports games in China from 2015 to 2022 with estimates until 2025 //
Statista. URL: https.//www.statista.com/statistics/953656/china-revenue-of-mobile-e-sports-market/ (dama
obpawenus: 22.06.2024); Market size of eSports market in China from 2019 to 2022 with estimates until
2025 // Statista. URL: https.://www.statista.com/statistics/1018659/china-esports-game-market-value/ (0ama
obpawenus: 22.06.2024).

HIJIOTO JECATIIETHs 3aKpENICsS B KaueCTBE BEAYIIET0 CETMEHTa MHIYCTPUU KOMIIBIOTEPHBIX
pa3BIEYCHUH ¢ TOYKH 3PEHHsI OXBaTa ayIUTOPUH M C MTO3ULUK NpHObUIbHOCTH. ETo munepcTBo
MOJAKPEIUIIET U TO, YTO CPEeIH MOOWMIBHBIX HPOEKTOB MOTYT OBITH KaK COBCEM IPOCTHIE UTPBHI,
KOTOpBIE MOTYT CO3/1aBaThCsI YHTY3MACTAMH, TaK U CIOKHBIE IIPOLYKTHI OT KPYITHBIX KOMITaHUH,
YTO MO3BOJISICT ayAUTOPUH BHIOMPATh, YINTHIBAS TAKHE MapaMeTphl KaK HAIMYKE TOH MM HHOH
CYMMBI JICHET, CBOOOTHOTO BPEMEHH, KaHPOBBIC IPHOPHUTETHI U TIP.

Ocoboe mMecTo cpenu MOOMIBHBIX Pa3BICUCHUI 3aHUMAIOT IIPOEKTHI, KOTOPHIE HaIle-
JICHBI HE TOJBKO Ha KPATKOBPEMEHHBIH OTIBIX [UIS MOJH30BATENICH, HO M HA CEPHE3HOE MOTPy-
JKeHHUe A1l (DaHAaTOB, a TaKXKe COCTA3ATEIBHOCTh, TO €CTh KHMOecropTuBHBIE UTpbl. HaunHas ¢
2015 r,, 9TOT cerMeHT pbIHKA BUPTyanbHbIX pa3BiedeHui! KHP omnnyaer mocnemoBarenbHbIN
poct, He npeppiBaBimiics gaxe B rogpl COVID-19, 9yTo 00BACHICTCS, B TOM YHCIE U TCXHHYC-
CKUMH OCOOEHHOCTSIMHU CEKTOpa, O YeM OBUIO CKa3aHO BBIIIE — MOXXHO MIparh B JIFOOOM Mec-
T€, IIe €CTh BO3MOXKHOCTb HMCIOJIb30BaTh MOOMJIbHBIE YCTPOWCTBA M MPOBOIUTH (DMHAHCOBHIC
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TPaH3aKIWH, €CIM B HHUX ecTh HeoOxommMmocTh. CokxparmeHume 3Toro cermeHta B 2022 T
(Tabmn. 4) MOKHO CBSI3aTh C aKTHBH3alMEH NONUTHUKU BIACTEH MO YCHIICHHIO KOHTPOJS HaJ Ha-
IIMOHAJBHBIM UTPOBBIM PBIHKOM B IIEJIOM U O(OpMIICHHEM psifa MEPONPHUATHH, HPU3BAHHBIX
CKOPPEKTHPOBATh €TO Pa3BUTHE C YUETOM CIOKHBIINXCS yCIOBHUH.

VYBenuuenne MacmTaboB pPhIHKA KOMIBIOTEPHBIX PAa3BICUCHUH U €TO YCIOKHEHHE Be-
70 K ToMy, yTo Biactu KHP pactmpunu crenens perynsitopHoro Bosaeiicteus. Haubosee siBHO
9TO CTaJIO MPOSIBIATHCS € TIepen30panueM Ha BTopoi cpok B Mapte 2018 r. npexacenarens KHP
Cu L[3unbnuHa. [Ipy HEM onHOHM M3 TeHepaybHBIX JUHUA OOHOBIICHUS! OPTaHOB BJIACTH CTAJIO
YKpEIUIeHHe HaJ30pHBIX MHCTUTYTOB B JIMIle KOHTPOJIBHBIX KOMUTETOB 15l GOPHOBI C KOppyTI-
1Ml H MHBIMH IPOTHBOMPABHBIMH JCHCTBUAMHI . TakuM 06pa3oM, PyKOBOICTBO FOCYIapCTBa
JIaBajio TOHATH, YTO MPOIODKUT YKPEIUIATH MOPSIOK HAa OCHOBE 3aKOHHOCTH, BBICTpanBasi Bep-
THKaJlb KOHTPOJSA HaJ Pa3HBIMHU c(epaMM >KU3HH 00mecTBa. JTO Kacaloch W MHIAYCTPHH pa3-
BJIIEUCHUH, KOTOpasi OXBaThIBaNa COTHH MIJUTMOHOB rpaxaad KHP. IIponsonuio oOHOBICHNE 1
TOCYJapCTBEHHBIX MHCTUTYTOB, B IOPUCAUKIIHIO KOTOPBIX BXOAWIO HAOMIOACHUE 33 HHAYCTPH-
eif KOMIIBIOTepHBIX Urp. Tak, BMecTo MUHHCTEpCTBA KYABTYPHI OBIIIO CO3MaHO MIHHCTEPCTBO
KyNbTypBI ¥ TypH3Ma, a [J1TaBHOE roCyJapCcTBEHHOE yNPABJIECHHE MO AETaM IIPECCHI, eYaTH, K-
Hemarorpaduy, paano- 1 TeIeBEIanns Ipeodpa3oBaHo B [1aBHOE rocynapCcTBEHHOE yIpaBiie-
HME 0 JIefIaM PAHO U TeleBHACHUS . OpraHH3alMOHHbIC U3MCHEHUS B KJIFOUEBBIX BEIOMCT-
Bax KHP npusenu k 3arpynsHenusm B urposoit uagyctpuu. K asrycry 2018 r. I'maBHOe ympas-
JICHUE HECKOJBKO MECAIEB HE BBIJAaBajO JMLEH3MU Ul HOBBIX NPOEKTOB, a MHUHHCTEPCTBO
Y)KECTOUMIIO TPOLEAYpPHl perucTpauuu urp. B pesynprate monoOHBIX AEUCTBUH B aBrycTe
2018 r. Tencent cHsi;a ¢ mposaxk KuTaiickyro Bepcuto Monster Hunter World ot stmonckoii Cap-
com, a Takxke npuocranoBmia Berxox PC-sepcuit urp PUBG u Fortnite Battle Royale. Otu me-
PBI OKa3aJI HETaTHBHOE BIMSHUE HE TOJIBKO Ha KUTAHCKYIO CTOPOHY, HO M €€ TTapTHEPOB 3a py-
6KOM, HAICABIINXCS MOTYIHTh MPUOBLIH HA MECTHOM PhiHKe’ . CIIeIyfOIIM IIArOM IO yCH-
JICHUIO KOHTPOIISL cTano ¢gopmupoBanue B Aekadbpe 2018 r. KomureTa 1mo 3THke B OHIaWH-HT-
pax, IOIYNHEHHOTO [ TTaBHOMY rocynapCTBEHHOMY YNPABJICHHIO O JefaM Pajnuo W TeIeBUIE-
HusA. B 3amauy Komurera BXOmuma mpoBepka COAEpKaHUS KOMITBIOTEPHBIX Pa3BIEKATEIbHBIX
IpOAYKTOB mepes BbixonoM ux B KHP®, Takum 06pa3oM, /s MHHEMU3AIHH TIETBOPHOTO BO3-
JIEWCTBHS KOMITBIOTEPHBIX MPOYKTOB Ha MOJIOZIEKb, O KOTOPOM IIlJIa Pe4b C CaMOro Hadana pe-
(hopMm, BrIacTH AajM OTBET, CO3JaB €lle OJHY OIOpOKpaTHUecKylo cTpykrypy. Ee pabora Hano-
MHUHAJIA (GUIBTP, TO3BOJISIONINI YIPABIATE PUTMOM PAa3BUTHS MHIYCTPHUH KOMITBIOTEPHBIX pa3-
BJICUCHHH, OKa3bIBasl BIUSIHUE HA MECTHBIE KOMIIAHUU U 3apyOeKHbIE (PUPMBI.

[Tpu 3TOM perynsTopHble NPaKTUKU HPOAOJDKAINM COBepUIeHCTBoBaThesa. B 2019 r,
pearupys Ha cioBa Cu L[3MHBIINHA O IIMPOKOM PACHPOCTPAHCHUHU CPEIU MOJOICKH OIH30py-
KOCTH'®, BIACTH OTPAHHYHIH BPEMs, KOTOPOE HECOBEPIUICHHONETHHE MOTYT TIOTPATHTh HA BH-
nmeourpsl, 90 MuHyTaMu B IeHb (B mpomexxyTke ¢ 8:00 mo 22:00) B OyaHue THHU U 10 Tpex ya-

35 Bunozpados A.B., Tpowunckuii IT.B. Tepsas ceccust BCHIT 13-ro co3biBa # KOHCTHTYILHOHHBIE [0~
nipaBk# // IIpo6nemot JJanvneeo Bocmoka. 2018. Ne 2. C. 24-25.

3% Baoicanoe I1. Hoas cTpyKTypa MHHHCTEPCTB 1 BeoMcTB Locymapcersennoro cosera KHP // CNLegal
6102 o 3akonooamenscmse KHP. 03.04.2018. URL: https://cnlegal.ru/china_administrative law/
china_state council 2018/ (mara obpamenus: 24.06.2024).

37 China is said to freeze game approvals amid agency shakeup // Bloomberg. August 15, 2018.

URL: https://www.bloomberg.com/news/articles/2018-08—15/china-is-said-to-freeze-game-approvals-
amid-agency-shakeup (nara oopamenus: 24.06.2024).

3% B Kurae 6T CO3aH KOMHTET 10 3THYECKO# OLeHKe OHmaitH urp // Cunbxya nosocmu. 08.12.2018.
URL: http://russian.news.cn/2018-12/08/c_137659358.htm (nara obpatenus: 24.06.2024).

39 Xu Wei. More vision needed to help reduce myopia in childhood // ChinaDaily. August 29, 2018.
URL: http://www.chinadaily.com.cn/a/201808/29/WS5b85eb0da310add14{3884cc.html (zara o6pa-
menus: 25.06.2024).
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COB — B BBIXOZIHBIC U Tpa3fHUKH. OTpaHUYCHNS KOCHYIUCH W (PMHAHCOBBIX TPAH3AKLIUH B HTI-
pax, KOTOpbIe YCTaHOBWJIM B AWamna3oHe 28—57 mOMI. B MecAll B 3aBUCHMOCTH OT BO3pacTa
nonp3oBatens’ . B 2021 I. BIACTH NPEANPHHAIH OYePEIHbIC MATH [0 YCHICHUIO KOHTPOJIS Hal
MHIyCTpUEH, OTKIHMKasich Ha pedb Cu L[3uHBNMHA, PACKPUTHUKOBABIIETO NMPUCTPACTHE K OH-
JaWH-UTPaM U «IPYyTUM TPA3HBIM U OTPHULATEIHHBIM IPOSBICHUSM OHIIANHY», KOTOPHIE HEra-
THBHO BO3/EHCTBYIOT HA IICHXOIOTHUECKH HE3pebiX moapocTkos” . Illma peds o ToM, 4To Bpe-
M1 MTPBI 711 JIETe HEOOXOANMO COKPaTUTh JI0 TPEX YacoB B HENEIO (110 Yacy B MSATHHILY, CyO-
00Ty U BOckpeceHbe). B ceHTa0pe 3TOro e roma omneparopaM CIy’KO IOTOKOBOTO BELIAHHS
OBUIO 3alpeleH0 perucTpUpOBaTh IOJb30BaTeNed Milaame 16 jeT A ydacTusl B OHJIAWH-
Tpancsuax . M Tonbko B ampene 2022 . naBnenHne ocnadno, a [MaBHOE TOCYIapCTBEHHOE
YIIpaBJIeHHUE M0 AejaM PaJuo U TelleBUeHUs BriepBhle ¢ uiosist 2021 1. Hayaso BbIAaBaTh paspe-
IICHHS Ha BBIMYCK HOBEIX nrp™*. Beero B 2023 1. 65110 01006peno 1 075 nuIeHswii Ha UTpbI, 4TO
Oonee eM B 11Ba pasa mpesbimaet nokazarenu 2022 . A yxe B stHBape 2024 1. 6511 0moOpeH
BBITyCK 115 HOBBIX HpOGKTOB44.

Oco3HaBast MacmTaObl pa3BUTHS WHIYCTPUH KOMIIBIOTCPHBIX Pa3BICUCHUH, BIACTIM
KHP npuxonunock NpOBOANTH XKECTKYIO, XOTS M HE BCET/A MOCIEIOBATEIbHYIO MOIUTHKY I10
KOHTPOIIO HaJ HEW. B OTHeNpHBIX Cilydasix IPUHUMAIICEH YIPEXKIAIONINe MEPHI, B APYTUX ObI-
Jla peaklysi Ha HeraTuBHbIC mposiBiaeHus. [Ipu 3ToM B3auMozaeHCTBHE rocyapcTBa U CEKTopa
KOMITBIOTEPHBIX UIP OBUIO Pa3HOIUIAHOBHIM M MHOTOKaHaJIbHBIM. POCT MHAYCTpHHU BEJ K yCH-
JICHUIO PETYISATOPHBIX MEXaHU3MOB, KOTOPBIE UCIIOIb30BAIMCH BIACTSAMH, YTOOBI «AEpKaTh py-
Ky Ha MyJIbCe» W HE JIOMYCKaTh M3JIMIIHEH CaMOCTOSTENLHOCTH 3TOTO CEKTOpa pa3BlICUCHUI.
Eme onna nuHug B3auMoneicTBHs OblUla CBS3aHa C TEM, YTO LU(POBBIE TEXHOJIOTHHU, KHOEp-
MPOCTPAHCTBO U 0cobasi CyOKynbTypa OpOcCaroT BBI30B TOCYZApCTBY, CTPEMSICH CYIIECTBOBAThH
BHe ero KoHTpois. [lormmanue pyxooxctBoM KHP sTix eHOMEHOB BenO K MOMBITKAM HC-
MOJTBb30BAaHMUS IU(POBBIX HOBALMH HE CTONBKO JUIST IIPOTHBOCTOSHHUS, CKOJIBKO K CTPEMJICHHIO
MOCTaBHUTh UX Ha CIyx0y. He mocieiHIo0 pombk UrpaeT u TMYHOCTh PYKOBOAUTENS HBIHEITHETO
Kutas Cu lI3uHbIMHA, I KOTOPOTO COXpaHEHWE MOJUTHYECKOW CTAaOMIBLHOCTH HE MeHee
Ba)XHO, YEM JWHAMHU3M B 3KOHOMUKE. VHCTIMpHpYsl OrpaHUYeHHs] BUPTyaIbHOU cepbl, MOou-
trueckas aura KHP crpeMuTcs He yTpaTuTh WAEOJIOTMYECKUil KOHTPOIb Haj OOLIECTBOM B
peanbHOW JKN3HH, @ B 0COOCHHOCTH HaJl MOJIOABIM HOKOJICHHEM, IeJICHAPAaBICHHOE BIHSHUC
Ha KOTOpPOE€ Ba)KHO C TOYKH 3PEHHS JIOITOCPOYHOTO Pa3sBUTHS rocyaapcTBa. B aToli cBsi3u Bia-
CTH MOIJIM HE TOJBKO 3alpeliaTh, HO W HAIpaBISATh Pa3BUTHE, OCYIIECTBIAS KOHTPOJb Haj
KJIFOYEBBIMU 3JIEMEHTAMH WHJTyCTPUH KOMIBIOTEPHBIX Pa3BI€YEHHUH, T03UPYS T€ UM WHbBIE Me-
P, 4TOOBI B pasHBIX CUTYaLUsIX IOJIydYaTh MakCHMMaJIbHBIM pe3yinbrar. B kauectBe mpumepa

* Hernandez J.C., Zhang A. 90 Minutes a Day, Until 10 P.M.: China Sets Rules for Young Gamers // New
York Times. June 11, 2019. URL: https://www.nytimes.com/2019/11/06/business/china-video-game-
ban-young.html (nara o6pamenus: 25.06.2024).

! Ye J. President Xi Jinping puts spotlight on video game addiction as he raises concerns about teenagers /
South China Morning Post. March 12, 2021. URL: https://www.scmp.com/tech/big-tech/article/
3125059/president-xi-jinping-puts-spotlight-video-game-addiction-he-
raises?module=inline&pgtype=article (nara obpamenus: 25.06.2024).

2 Sinclair B. China bans livestreaming by children under 16 // Games Industry. September 27, 2021.
URL: https://www.gamesindustry.biz/articles/202 1-09-27-china-bans-livestreaming-by-those-under-16
(mara obpamenust: 25.06.2024).

* Huang Z. China Ends Game Freeze by Approving First Titles Since July // Bloomberg. April 11, 2022.
URL: https://www.bloomberg.com/news/articles/2022—04—11/china-ends-game-freeze-by-handing-out-
first-licenses-since-july (mara oopamenus: 25.06.2024).

4 Interesse G. China’s Gaming Industry: Trends and Regulatory Outlook 2024 // China Briefing. Febru-
ary 22, 2024. URL: https://www.china-briefing.com/news/chinas-gaming-industry-trends-and-
regulatory-outlook-2024/ (nata obpamenus: 25.06.2024).
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MOYXHO TIPUBECTH BKIIOYCHHE B Iporpammy Asmarckux urp 2023 1., cocTsa3aHmii mo Kubdepc-
MOPTY, TPAHCISIINU KOTOPBIX OCYIIECTBISIINCH Tencent. [Ipu 3TOM I€eMOHCTPHPOBANINCH TONb-
KO Moy(puHans! ¥ (pUHATBHBIE COPEBHOBAHUS, YTOOBI OTPAaHUYUTDH IIPOCMOTP CO CTOPOHBI MO-
nozexu® . MupivMu cnoamu Bractn KHP TIPOIOJKUIIH TIPUACPKUBATHCSI MHEHHUS, UTO KHOEpC-
MOPT BaXKEH JUI1 UMHKa TOCYJapCcTBa, KOTOPOE MIPOBOIUT MEPBBIC KPYIHBIE COCTSI3aHUS MTOCIE
JUIMTENBHOTO JIOK/ayHa. He MeHee MpHHIMITMAIBHO 3TO M JUIS OTPOMHOM apMHM KHTaHCKUX
urpomaHoB. C Jpyroii CTOpOHBI, TaKHE MEPONPHATHUS JIOKHBI KOHTPOJIUPOBATHCS, YTOOBI HE
OTCTYNaTh OT JIMHUU 110 BOCHHMTAHHUIO MOJIOJIOTO IOKOJIEHUSI, OTPAaHUYEHHIO BIMSHHUS Ha HEroO
OHJIAHH-UTP ¥ COMYTCTBYIOLIMX HETaTHBHBIX JJIEMEHTOB B JIMIIE MHTEPHET U UI'POBOW 3aBHCH-
MocTeH.

B urtore MOXXHO OTMETHTB, 4TO MHAYCTpusi KomnbloTepHbIXx urp KHP odopmisercs
mocie Hadana npeobpazoBanuii B 1978 1., HO Tonpko Ha pydeske XX-XXI BB. K 3TOMY Iporec-
Cy CTaJio aKTUBHO HOJAKIIOYATHCS TocynapcTBo. [loka3aTeapbHON SBISIMCH aKIUHU BIACTEH MO
3alpeTy pPacHpOCTPaHEHUs 3apyOeKHBIX KOHCOJEH, YTO NMPHUBENO K IEPEOPHEHTALNHN KUTaM-
CKOTO HTpOBOTO pHIHKA Ha PC, a B mociexyromeM — Ha MOOWJIBHEIC TUIATQOPMEL, M K yCHIIe-
HHIO HaI[MOHAJIBHOTO KOMIIOHEHTa MHIYCTpUH. HopMaTHBHbBIE paMKH HECKOIBKO YIIOPSAOUHIH
pa3BUTHE CEKTOPAa KOMIBIOTEPHBIX Pa3BICUCHNH, OPHEHTUPYS Pa3pabOTINKOB HA HCIIONIB30Ba-
HHe 00raToro KyJbTYpHOIO Hacjienusl B KadecTBe 0a3bl JUIsi IPOEKTOB, @ MHOTOMMJUIMOHHYIO
aynutoputo KHP — nuist rapanTupoBanHoro cObiTa cBOMX ToBapoB. V30uparenbHble orpanuye-
HUS BJIacTell COXpaHWJIM Ha BHYTPEHHEM PBIHKE KOHKYPEHTHYIO Cpeiy JUIsi MECTHBIX M 3apy-
OEXKHBIX MPEINPHUITHH, YTO, C OJHOH CTOPOHBI, IOMOTAJIO0 B3aMMOAEHCTBUIO MUPOBOH MI'POBOI
MHJIYCTPUH U €€ KUTalCKOTO CETMEHTa, a C JIpyroil — I03BOJISUIO HAIMOHABHBIM (rUpMaM yK-
PETUIATH TO3UITNH M HaKaIUIMBaTh PECYPCHBINA moTeHIma. Yke B 2010-¢e IT. KkuTaiickue KoMma-
HHH, U B TIEPBYIO ouepens Tencent, Hauaal 3KCIMAHCHUIO, BHIKYMAst aKTUBBI NIEPCIEKTUBHBIX KO-
MaHZ-pa3pabOTINKOB, TEM CAMBIM CO3/1aBasi KOHKYPEHIIUIO 3aMaIHbIM TUTaHTaM, OTJaBasi MpH-
OPHUTET CETMEHTY OHIAWH-NIPOEKTOB M MOOMIBHBIX MPOAYKTOB. DTO BeNO K (hOPMHUPOBAHHIO
OTIPEAEIEHHOTO YPOBHS 3aBUCHMOCTH MHPOBOTO UTPOBOTO PBIHKA OT KUTANCKOTO, a HE Ha000-
POT, KaK 3TO OBUIO paHee. YCHIICHHE HAIlMOHAJIBHOTO UTPOBOTO CEKTOpa MOATAIKHUBAJIO MONHU-
truueckuit ncredomummMent KHP nimanomepHo u Bce Oosiee aKTUBHO 3aHUMAThCS PETYIHMPOBaHHU-
€M JIMHAMUYHO Pa3BHBAIOIIEHCS OTPACIM, YTOOBI COXPaHUTHh CBOE BIIMSHUE Ha BHYTPEHHIOIO
ayZIMTOPUIO U TIOBBICUTH UMHUJDKEBYIO TPHBJIIEKATEIHHOCTh KUTAHCKOTO roCylapcTBa Ha MHpPO-
BOU apeHe 3a cueT MPOJBHKEHHs KHOepCIIopTa, KOTOPBIH cTall He MeHee 3HaYNMbIM, YeM KJac-
CHUYECKHEe COCTs3aHMs arieToB. Mrorom pasButus urpoBoit orpacaun KHP cran Bbixon ee Ha
JIMJEPCKHE TIO3UIIMHU Ha MEX/yHapOJAHOU apeHe.
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Abstract:
The policy of reform and opening-up led to the formation of the PRC game industry, which be-
came an important element of the socio-economic landscape of the state during the last two dec-
ades of the XX century. The Chinese authorities' ban on importing foreign consoles at the very
beginning of the 21st century strengthened the local PC sector and multiplayer games market.
This not only became the driving force behind the industry's development, but was also used by
the political establishment to strengthen ties with young people through various cultural, historical
and propaganda projects, as well as support for cyber sports. Active government involvement was
a response to the rapid expansion of the national computer entertainment industry, which started
to cover a broader population; this led to both positive and negative consequences. Regulatory au-
thorities focused on the impact of the gaming industry on young people, consistently expanding
regulations and establishing stricter and clearer rules of behavior in virtual space and on the Web.
At the same time, some restrictions may have been formal in nature, allowing the Chinese com-
puter entertainment sector to maintain and develop international ties. In addition, the PRC au-
thorities restrained the penetration of Western firms into the local market through regulatory
mechanisms, seeking to make this process controlled, but preserving opportunities for mutually
beneficial cooperation with the leaders of the Western industry. Favorable conditions were also
created for the competitive development of local gaming firms, which led to the formation of a
group of the strongest companies, which, having strengthened their positions in the domestic
market, began global expansion. Thus, the gaming business has become another element for the
modern Chinese state to demonstrate its national power and expand its international influence.
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