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Lenp craTbu — IpOaHaAIU3UPOBATh aKTyaJbHbIC MCCIEIOBAHUS CBA3CH MEXIy KPeaTUBHOCTBIO M OITBITOM
WUTPbI B KOMIIBIOTEPHBIC UTPHI. BIMsHME KOMIIBIOTEPHOM MTPOBOIi NESITEILHOCTHA Ha IMICUXUKY UTPOKOB HEOMHO-
KpaTHO CTaHOBUJIOCH IMPEIMETOM M3yYeHUs, ONHAKO KOTHUTUBHBIC CIIOCOOHOCTU BBICIIIETO YPOBHS, TaKue Kak
KPEeaTUBHOCTh, B KOHTEKCTE KOMITbIOTEPHBIX UTP OCTAIOTCS €111e MaJIOU3yYeHHBIMU, B TO BpeMsI KaK MHTEPEC K HUM
HEYKJIOHHO Bo3pacTaeT. Borpeku ormaceHusIM yYeHbIX, YTO MePen30bITOK BU3YaTbHOM MH(MOPMALIMU CHU3UT CIIO-
COOHOCTB K BOOOPaXKEHMIO, OOJIBIITMHCTBO PadOT IMOKA3bIBAIOT IMOJOXKUTEIbHBIE CBSI3M MEXITy HEKOTOPBIMU BHUIA-
MM KPeaTMBHOCTHU (B YaCTHOCTU 00pa3Hoii) u urpoit B Bugeourpsl. [locienHue cTaHOBATCS HE TOJbKO UCTOYHU-
KOM BIOXHOBEHMUSI, HO M ILIOIIAIKOM 1JIsl TROpUecTBa. Psm aBTOpoB 00OpalialoT BHUMaHME Ha HeraTUBHBIC aCIIEKThI
TBOpPYECTBA M KPEATUBHOCTH, B YACTHOCTU — Ha BO3MOXHOCTb MX aHTUCOIIMAJIBHOTO MMPpUMEHEeHUs. B CBsI3M ¢ aTMM
BO3pacTaeT BaXKHOCTb M3YYEHUS arPECCUBHOCTU U AMITATUM Y KOMITBIOTEPHBIX UTPOKOB — MaHHBIE UCCICIOBAaHUI

B 9TOi1 00J7aCTU OCOOCHHO ITPOTUBOPEUYMBHI.
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KpeaTuBHOCTD ¥ €€ poJib B COBpeMEHHOM MHpe
¥ TICUXO0JIOTHH

B coBpeMeHHOM MuUpe KpeaTMBHOCTb W TBOpYECKUE
CIOCOOHOCTU BCE Yalle pacCMaTPUBAIOTCS KaK BaXXHbIE U
JIaxe HeoOXOAMMBbIe XapaKTepUCTUKHU, CIIOCOOCTBYIOIIME
JTOCTUKEHMIO yCTiexa B pa3InuHbIX cepax NesaTeIbHOCTH.
OO0 3TOM TOBOPSAT HE TOJBKO MCUXOJIOTH; TaK, TUPEKTOpA
KPYITHBIX KOMTIAaHWI W3 pa3HBIX CTpaH, MPUHSIBIINE yJa-
ctue B oripoce IBM B 2010 r., mocTaBUJIM KpeaTUBHOCTh Ha
MepBOe MECTO CpeAu XapaKTepUCTUK, HEOOXOOUMBIX B
yIpaBJIeHYECKOM nesiTeIbHOCTH' . TBOpUECKUi CKam Tu4-
HOCTU HE TOJIbKO TTO3BOJISIET HAXOAWTh OPUTMHAJIbHBIE
Ou3Hec-peuIeHUsI U BHEAPSITh WHHOBALMM — KpeaTUB-
HOCTb TECHO CBSI3aHa C TAKUMU MCUXOJOTUYECKUMU XapaK-
TEPUCTUKAMU, KaK OTKPBITOCTb HOBOMY OITBITY U TOJIE-
PAHTHOCTb K HEOMPEIeICHHOCTU, YTO MOATBEPXIACTCS B
psine ucciaenoBanuii [12; 33; 52 w np.|.

HccnenoBanust moKa3blBalOT, YTO HAPSIAY C UHTEUICK-
TOM KPEaTUBHOCTb KaK IMPaBUJIO BBICTYMAET 3HAYMMBIM

MIPEINKTOPOM aKaIeMUUECKOM YCIIEBAEMOCTH Y IITKOJIbHY -
KOB M CTyAeHTOB [35] (XOTs Henab3sd He YYUTBIBATH U
U3BECTHBIC OMorpachnuecKre JaHHBIE O TOM, YTO HEKOTO-
pbIe BBITAIOIIMECS TTI0 CBOMM MHTEJICKTYaJIbHBIM 1 TBOP-
YECKUM CITOCOOHOCTSIMU JIMYHOCTU HE OBLIM YCIICIIHBI B
yuebe), a B TTOXWJIOM BO3pacTe OHa CIIOCOOCTBYeT OJaro-
IMOJYYHOMY CTapeHHUI0O M COXPAHEHMIO IIPOAYKTHMBHOCTH
[32], a Takxe monrosneruio [52]. CBg3b TBOpYECTBA C Tepe-
JKMBAaHUEM OITbITa IIOTOKA MO3BOJISICT IPEATIONIOKUTH, YTO
TBOpPYECKUE JIIOAM Yallle MCIBITHIBAIOT ITO3UTUBHBIC 3MO-
LIMK 1 B 1IeJI0M OoJiee cYacTauBHI [23].

XoTs uccienoBaHUsS KPeaTMBHOCTA M TBOPYECTBA
BEIyTCs B TICUXOJOTUM YX€ MHOTO NECSITUJICTUI, OTCYT-
CTBYET eauHas TeopeTHUecKas KOHIECIMIINS, KOTopast Obl
OIMMCHIBaJa COACpPKAHME TOHSITHUS «KPEaTUBHOCTb» U TO,
KaK OHO COOTHOCHTCSI C TIOHSITUSMU «TBOPUECKHE CIIOCO0-
HOCTH», «TBOPYECTBO», «TBOPUYECKOE MBIIIIEHUE».

HawuboJiee yacTo KpeaTuBHOCTbh OMMCBIBAETCSI KAK OCO-
0asi cmocOOHOCTD YeJIOBEKA CO3/aBaTh HEYTO OOBEKTUBHO
/WK CYyOBEKTUBHO HOBOE U IIPU 3TOM aJallTUBHOE, T. €.

! https://www-03.ibm.com/press/us/en/pressrelease/31670.wss (nara oopamienust: 29.10.2017).
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COOTBETCTByWOLIee TpeboBaHUAM curtyauuu [16].
W cTOuYHMKM KPeaTUBHOCTH TMPU 3TOM MOTYT OBITh Pa3jiny-
HBI: TBOPYECTBO MOXKET pPAacCMaTpPUBATHCS KaK TPOIYKT
WHTEJJIEKTYaTbHOTO Pa3BUTHS BBICOKOTO YPOBHS (TTOIXO.
JI. Tepmena, K. Kokca, I'. AiizeHka); Kak oOlasi TRopue-
CKas CIOCOOHOCTh, B OINPENETICHHBIX Mpeaeaax Koppeau-
pylouas ¢ WHTEUIEKTOM, HO HE€ TOXIECTBEHHAs €My
(B Mogenu uHTteanekra Jx. I'madopaa); kKak AMUHOCTHAS
yepra, Gopma TPOSIBICHUS WHAMBUIYATbHOCTH; Kak
CUCTEMHAsl XapaKTepUCTUKA, BO3HUKAIOIIAS W3 B3aUMO-
JIEUCTBUS BHEITHUX M BHYTPEHHUX (PAKTOPOB, TaKMX KakK
WHTEJUUIEKT, 3HaHWsI, KOTHUTUBHbBIC CTWJIN, JTUYHOCTHBIC
YepThl, OINpe/ie/IeHHbIe MOTUBAIIMOHHBIE U SMOIIMOHAIb-
Hble (haKTOphI, 0OCOObIE XapaKTEePUCTUKU CUTYalluu (MHO-
rogakropHas moaenb P. Crepubepra u T. JlroGapra) [16].
B oredecTBeHHOI TCUXOJIOTUYECKON TpamWIIMK TBOpYE-
CTBO pAacCMaTPUBAETCS B TECHOMW CBSI3U C WHTYULMUEU U
BBICTYMAeT B KauecTBe 0co00i (hopMbl MbllLieHUs [21].
Ha mepenHuii 1utaH BBICTyHaeT TakKe IMPOIECCYaTbHBII
XapakTep TBOPUYECTBA, EAUHUILIEH KOTOPOTO SIBJISIETCSI OCO-
0asl MHTEJJIEKTyaJIbHasl aKTUBHOCTb JIMYHOCTH, COTIPSI-
JXKEHHas ¢ MOTHMBallMeil BbIXxoAa 3a Mpeaesbl 3aJaHHOUN
curyauuu [5]. B 3aBUCMMOCTM OT MPUHATOTO MOAXO.A,
BapbUPYIOT TIPEJCTABICHUST O TOM, B KAKOU CTEIEHU Kpea-
TUBHOCTbH M TBOPUYECKUE CIIOCOOHOCTH SIBJISTIOTCSI TEHETH -
yecKu OOYCJIOBJIEHHOM XapaKTepUCTUKOM, a B KakKol —
MPOJAYKTOM BOCITUTAHUSI U 00yueHust [16].

Ectp MHeHUME, 4TO BO3MOXHO BBIIEISITh HECKOJIBKO
BUJIOB KpeaTuBHOCTM. Hampumep, Habupaer momysip-
HOCTb MOJIEJTb YEThIPEX BUIOB KPEaTUBHOCTU B pa3BUTHE
unen BD. Bunnep [55]. CorinacHo 3Toii Mojeau, CleayeT
pa3InyaTh: TaK Ha3beIBaeMylo «K-KpeaTUBHOCTh» (C 3arjaB-
Hoii OykBbI K), oTBevarolyo 3a Mpu3HaHHBIE MOCTVKEHUS
U 0COOYI0 TBOPYECKYIO OJAPEHHOCTh, MPUCYILYIO JIMIIb
HeOOJIbIIOMY 4MCIly Bblparoumuxcs Jgwogei [14; 23];
«K-KPEaTUBHOCTb» (CO CTPOYHOI OYKBBI K) — Kak Oosiee
001IYI0 CIMTOCOOHOCTh WM JMYHOCTHOE CBOMCTBO, B TOM
WIX UHOU CTENeHU MPUCYIINE BCEM JIIOASIM; «<MUHU-K» —
KpeaTUBHOCTb «IJIs1 ce0s1», KaK CIOCOOHOCTh MO-HOBOMY
BOCIIPUHUMATDH OKPYXKAIOIIUA MUP ¥ COOCTBEHHBII OIIBIT,
HaXOJUTh CyOBEKTUBHYIO HOBU3HY; KPEaTUBHOCTb, CBSI-
3aHHYI0 C TPO(hECCUOHATBHOU NeSITeIbHOCTBIO U KOMITEe-
TEHTHOCThIO cyObekTa [44]. B TO BpeMs Kak KpeaTUBHOCTb
BBICILIETO YPOBHSI, MO-BUAMMOMY, HEBO3MOXHA 0€3 oIpe-
JIEJICHHOTO YHUKAJIBHOTO COYETaHUsl 3aJaTKOB, CIOCO0-
HOCTei U (haKTOPOB Ccpelibl, Majasi, MOBCEAHEBHAs, Kpea-
TUBHOCTD SIBJISIETCS] YaCTON MUIIIEHBIO TPEHUPOBKU U 00Y-
YeHUs B IIKOJIe, Ha paboTe U B couuyme B 1eaoMm [31].
Kpome Bcero mpouero, peanusaius «K-kpeatuBHOCTU»
TpeOyeT MpeaBapUTEeIbHOTO OCBOCHUS MPEIMETHOU 001a-
CTH, T. €. IJIUTEJBHOro MpoheCcCUOHATBHOTO O0YyYeHUS U
MPUOOPETEHUS «TUCIUTUIMHAPHOTO TUTIA MBIIILIEHUS» [9].

«[ToBcemHeBHAs» KPEaTUBHOCTb MOXKET IPOSIBIISTHCS
BO BceX c(hpepax yesoBeuecKoii 1esITeIbHOCTH — OOILEHUH,
00y4eHUU, urpe, MpodeccuoHaaIbHO-TPYAOBOMN AesITeb-
HocTu. B HacTositiee BpeMsi BCe 3T BUIIBI AESITEIBHOCTH B
3HAYUTEJIbHOU CTEIeHU OIOCPEACTBOBAHBI COBPEMEHHBI-
MU MHGOPMAITMOHHBIMUA TEXHOJIOTUSMU: KOMITBIOTEPAMH,
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rajpketaMu M MHTEepHeToM. COrjlacHO TpenCcTaBIeHUSIM
0.K. TuxoMupoBa O TICUXOJOTUM KOMITbIOTEPU3AIIUH,
repenaya 3HAYMTETLHOTO YHUCIA aJITOPUTMU3UPOBAHHBIX
U/VW PYTUHHBIX KOMIIOHEHTOB JIESITEIbHOCTU KOMITBIO-
TepaM XOTs ¥ He BIIOJIHE OCBOOOXKIAET YeI0oBeKa OT BCsUe-
CKOW PYTMHBI, OTHAKO MPEIOCTABIISIET €My 3HAYUTEJIbHbIE
BO3MOXHOCTHM peaju3allid W Pa3sBUTUSI TBOPUYECKOTO
MbiieHus [20].

CoBpeMeHHBIE WCCJIeIOBaHUS TOKa3bIBAlOT, 4YTO
WHTEPHET TIPENOCTaBIIsIeT BOCIPUHUMAIOINIYIO Pa3HOO-
Opa3Hble MHHOBALIMU CPeay MJisl TBOPUYECKOM camopeain-
3auuu [18], cnocoOCcTBYeT BO3HUKHOBEHUIO HOBBIX (hopM
XyIIOXXECTBEHHOTO TBOpYeCTBa («ceTeBas JIUTepaTypar,
«1dpoBast XKUBOIKCH», BUPTYaTbHbIE TeaTpaJIbHbIE TEKO-
pauuu u T. 1.) [6, 30]. MHTeHCUDULUPYETCS «CaMOes-
TEJTHLHOCTh» BHUIEO0JIOTEPOB — M3TOTOBJIEHUE KapUKaTyp
WIW BUAEOPOJMKOB, pa3MellleHue ux B YouTube [17].
IMpemnoxena ciemyoias Kjiaccudukaiuys ypoBHe Kpea-
TUBHOCTHU JIIOOUTEIBCKOTO Buaeoposnka [29]: 1) ¢ Bbico-
KO KpeaTMBHOCTBIO, KOT/AA TPENCTaBICHb OPUTWHAIb-
HbIE BUIIEO3aINCH; 2) C «KPEaTUBHOCTHIO-PEMUKC», KOTIIa
BBIKJIAIBIBAIOTCSI TIAPOJIUITHBIE BBICTYIUIEHUsI, KOTOpPBIE
cleNajii caMU TOJIb30BaTesn; 3) HEKpeaTuBHbIE BUIEOPO-
JIMKM — 3alliCh 3BE3IHBIX KOHIEPTOB. [Ipenmpunsitas
aBTOPAMM TIOTIBITKA BBISIBUTH IMYHOCTHBIE YEPTHI aBTOPOB
BUJIeOU300paxkeHUl (corjacHo TecTtaM «bosbinoit
[TsaTepkn») mokasana, HAMIPUMED, YTO TTPETUKTOPOM BBICO-
KOTO pEeWTHHTa BUACOPOJUKA MOXET CIyXKWUTh TapameTp
«OTKPBITOCTh HOBOMY OITBITY».

Bce wame momHMMaeTcsi Bompoc o0 OJapeHHOCTH B
chepe MHGOOPMALIMOHHBIX TEXHOJOTMII (B YaCTHOCTHU, B
MPOTPaMMUPOBAHUM), CBSI3AHHBIX C HEW TepCreKTHUBAX,
3a/ayax o0IIecTBa M BOZMOXHBIX puckax [3]. Pacuuupsiorcs
BO3MOXHBIE HAIPaBJIEHUST KOJUIEKTUBHOTO TMCTAHTHOTO
TBOpUYECTBAa — K TPUMEPY, COLMAIBHOTO aKTUBU3Ma WU
OHJIATHOBBIX BOJIOHTEPCKUX IBVXKEHUI, KPayJICOPCUHTO-
BBIX TTPOEKTOB WJIU JIIOOUTETHCKOW TPYNIIOBOW HAayIHOM
paboThl — HampuMep, B 00J1aCTU OMOJIOTUYECKON METULI -
HBI, aCTPOHOMUU, paclio3HaBaHWSI OLM(PPOBAHHBIX M30-
OpakeHuii, MmeTeopoJioruu u ap. [8; 10].

HoBble mepcrieKTuBbI OTKPHIBAIOTCST B UCCIEI0BATEb-
CKO M MpaKTUYECKOW padoTe B 00JIACTU 3JIEKTPOHHOTO
«MO3TOBOTO IITypMa»: IPUMEHEHNE MHTEPHETa MTO3BOJISIET
9KCITepTaM BeCTH paboTy MapauieJIbHO U TT0 BO3MOXHOCTH
AHOHUMHO, M30erasi OLIEHOK CO CTOPOHBI MAapTHEPOB U
“Mesi BO3MOXKHOCTb OCYIIIECTBIISITh — XOTSI ObI B ITIEPBOM
MPUOIVKEHUN — KOJIMYECTBEHHOE 000CHOBaHME TIpe/ia-
raeMbIX Weil; TIPU 3TOM, OJHAKO, TIOYTH B TIOJIHOM Mepe
OTCEKAaIOTCsI SMOIIMOHAJIbHBIE KOHTAKThl MKy OKCITepTa-
MM M YBEJIMUMBAETCS HAarpy3Ka, CBsI3aHHas ¢ IPUMEHEHU-
€M IMHUCbMEHHOW peyu W HabOpOM COOOIIEHWI, B TOM
YyHycJie MPOCTpaHHBIX [57].

EcTb naHHbIe O TOM, YTO B SMIIUPUIECKOM CPaBHEHUU
WHIUBUAYATbHON W JAMATAYECKOW TBOPUYECKOW NesTENb-
HOCTH, OTIOCPEICTBOBAHHOW WTPOBBIM HMHTepdelicoMm,
OoJiee TIPOLYKTUBHBI UHIUBUIYaTbHbBIE CEPUU 10 CPaBHE-
HUul ¢ paboroil B auamax [30]. K mpuumHam Takoro
HECKOJIbKO HEOXMJIaHHOTO pe3yJbTaTa MOXHO OTHECTH
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cienymwouiee coodpaxeHue: Mpy paboTe B 1Magax yBeJInyu-
JIOCh KOJMYECTBO CreHEPUPOBAHHBIX (CHOpMyIMpoBaH-
HBIX BepOabHO OO0 BBIMOJHEHHBIX HA MOHUTOPE), OTHA-
KO BITOCJIEICTBUM HE peau30BaHHBIX (U3-3a HEMTOHUMa-
HUS, MOJYAIMBOTO HENMPUITUS WIM HEBHUMATEIbHOCTU
napTHepa) uaeil — MOMbITOK, WX HAIIPABJICHUI pelIeHUS .
KonuyecTBo mpoayliMpoBaHHBIX YYaCTHUKAMU COOCTBEH-
HO OpPUTHMHAJIbHBIX (D0Jiee HE MOBTOPSBIIMXCS B paMKax
WCCJIeIOBaHUs) WAEH MPU 3TOM HE 3aBUCUT OT pexXuma
paboThl — MHAWBUAYATBHOTO U COBMECTHOTIO.

HexkoTtopble aBTOpbI OpeayNpexaaoT O MOTeHIUATBHO
HETaTUBHOM BJIMSIHUM COBPEMEHHBIX MEAUNHBIX TEXHOJO-
ruit Ha BoobpaxeHue [38] U Ha KOTHUTUBHBIA MOTEHIAT
YEeJIOBEKa B LIEJIOM H3-3a MH(POPMAUMOHHON Teperpy3Ku
[ 19]unipuBBIMKU KMHOTO3a1a4HOCTH [48]. [IpoTBOpEeYMBEIE
OLIEHKM JAIOTCSI TaKXKe OMOCPENCTBOBAHHOW KOMITbIOTEPA-
MU U UHTEPHETOM UTPOBOI IESITEbHOCTH.

CBs13b KPEaTHBHOCTH Y KOMIbIOTEPHOM
UrPOBOM AEATEJbHOCTH

CaMma o cebe urposasi JesITeJIbHOCTh TECHO CBSI3aHa C
TBOPYECTBOM U KpeaTUBHOCTbIO. B paboTax KyabTyposora
M. X&ii3uHru urpa paccMaTpuBaeTcs KaK KyJIbTypooOpa-
3YIOUIUI U KyJIbTYPOCO3UAIONINi (heHOMEH, OIpeIeIsTio-
WA pa3BUTHE KyJIbTypbl M obiuectBa [22]. IlpusHaku
UrpoBoii nesTenbHOCTH No M. Xéit3unre: ee 106pOBOIIb-
HOCTb, HaJIMYKME B WTPE OMPEIEeJIEHHBIX MpaBUJI, OTCYT-
CTBUE WUHOM 11eJIM, KPOMEe CaMOii UTPBI, TIOJIydeHe B UTPE
OTIpe/IeIEeHHBIX AMOIIMI — COIepXKaTeTbHO MePEeKINKAIOT-
Cs C KpUTEPUSIMU TBOPUYECKOI aKTUBHOCTH [23].

JIOMIKOMBHBIN BO3pPACT, JJISI KOTOPOTO MIpa SIBJISIETCS
npeodnanamIleit 1eITeJbHOCTbIO, YaCTO pacCMaTPUBAETCS
KakK TIepMOJI HAaMBBICIIETO paciiBeTa KPeaTUBHOCTH, 4TO,
BIIpOYEM, JaJIeKO He BCerma ompenesser (hopMupoBaHue
Oosiee 3pelibix (POPM KPeaTUBHOCTHU B AajbHEMIIeH KU3HU
pedeHka. PaccmMarpuBas coaepkaHue U MOpajlbHbIE XapaK-
TEPUCTUKU UTPBI B pazHoM Bo3pacte, @. [larmuepu [50]
OTIMCHIBAET UTPHI IETei KaK CBOOOTHOE TBOPUYECTBO, OCBO-
OOXIEHHOE OT JKECTKMX PaMOK M TPaBUJI OKPYXKAIOIIETO
MMpa, B TO BpeMsI KaK UTPHI B3POCITBIX TTOTIMHEHBI KECT-
KUM TIpaBUjIaM 1 0oJiee OpraHM30BaHHBI U PErJIaMEHTHPO-
BaHBI, YeM pPEaJbHOCTh, B HUX ITOYTH HE OCTAETCSI MecTa
TBOpYECTBY. Bripouem, CroKeTHO-poJsieBasi UTrpa CTapIlInx
JOIIIKOJIBHUKOB OOBIYHO HaIlpaBJieHa KaK pa3 Ha TIOCTIKE -
HUE (DOCTYITHOE NETSIM) POJIEBBIX U MPOGhECCUOHATBHBIX
OTHOIIIEHUI MEXIy B3pOCIBIMU; JAPYroe Jeyio, YTO TaKue
BUIIBI UTP BCe 0OJIee YCTYMAIOT MECTO JIEKTPOHHBIM UTPaM.

Wrpsl, onocpencTBOBaHHbIE KOMITbIOTEpAMU U WHTEP-
HETOM, M3HAYaJIbHO PaCCMAaTPUBAIMCH TICUXOJIOTAMU B TEC-
HO1 cBs3u ¢ TBopuyecTBoM. B pabotax O.K. Tuxomupona u
E.E. JIpiceHKO KOMITbIOTEPHBIE UTPHI BBICTYITAIOT KaK CIIO-
€00 pa3BUTHS M U3YYEHUS] TBOPYECKOTO MBIIIICHUS YesI0-
Beka [20]. Wrpasg mpoTWB KOMIIbIOTEPA, YETOBEK CKOpee
WUrpaeT caMm ¢ coboii. B oTcyTcTBHE CTOpOHHEN OLIEHKU U
YyXXOro MHEHMsI OH TpPUOOpeTaeT BO3MOXHOCTb OTHOCH-
TEJIbHO CBOOOIHO 3aHUMAThCSI TBOPUYECKOI IS TEIbHOCTBIO.
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YXe Ha paHHUX CTaJIMSIX UTPOBOI MTPAKTUKKY HAYMHAIO-
LM TeliMep OCBaMBaeT HEKOTOPHIE KIIIOUEBbIE HAyYHbBIE
TOHSTUSI, TaKue KaK «MOJeTb» WU «oOpaTHasl CBS3b».
3aHUMasiCh UTPOI B TPYIIIOBOM PEXMME, OH pacHIupsieT
MOpaJIbHBIE TIPEICTABICHUS O «UECTHOM» U «HEUECTHOM»
noseneHuu [7; 54]. OcBoeHUE KOMITBIOTEPHBIX UTP MHOTHUX
>KaHPOB CITOCOOCTBYET Pa3BUTUIO MBIIILJIEHUSI, B TOM YUCIIE
WHTYUTUBHOTO, CBSI3aHHOI'O C TBOPUECTBOM [24; 25].

B 0630pHoii padote I1. I'puHbuan [38], mocBsiLeHHOM!
BKJIaJly COBPEMEHHBIX METUIHBIX TEXHOJIOTUI B Hedop-
MaJbHOE OOyJeHHUe JIeTeil U TTOAPOCTKOB, OTMEUAeTCsl Hera-
TUBHOE BIUSTHUE UH(MOPMAIIMOHHBIX TEXHOJIOTHI Ha BOOO-
paxenue. Tak, repeckasbiBass MYyJbTHOWIBMbI, MIIAIIINE
LIKOJIbHUKY (1—4 Ki1acchl) MPUBHOCAT B UCTOPUU 3HAUMMO
MeHbllIe JeTajeil U oOpa3oB, YeM Mpu Iepeckase Ccyryoo
BepbanbHOTO MaTtepuaia. [1o MHEHUIO aBTOpa, BU3yaIbHbIE
00pa3bl OKa3bIBAOTCS 0o0siee MPOCTHIMU JUISI BOCHPUSITHS,
HO B TO XK€ BpeMsl COIepKaT 0oJibliie MH(pOpMaIuu, 94To He
OCTaBJISIET MpocTopa ISl BooOpaxkeHust U (aHtazuu [39].
B nmanHOM MccnenoBaHWM HE pacCMaTPUBAINCh KOMITbIO-
TEpHbBIE UTPBI, OMHAKO BbIBOLI [1. ['prHGMIL B HEKOTOPOI
CTEeTIeHU TPUMEHUMBI I K HUM — T10 CBOMM BU3YaJIbHBIM U
CIOXKETHBIM XapaKTepUCTUKAM COBPEMEHHBIE KOMIThIOTEP-
HbIE UTPBI COMMXKAIOTCS C BOBMOXHOCTSIMU TEJIEBUACHUS, a
JMMHAMWYHOE W OBICTPOE Pa3BUTHE CIOXKETa, XapaKTepHOe
JUTSI HEKOTOPBIX UTPOBBIX KaHPOB, HE OCTaBJISIET BPEMEHU
Ut pedieKCuy 1 aHajiu3a TOoJIyYeHHOTO B UTPE OIIbITa,
MPOBOLUPYET NEWCTBUE METOAOM Mpod u ommbok [38].
A.M. IlpuxoxaH [15] Takxke oTMe4aeT, 4TO YBJIeUEHUE KOM-
MBIOTEPHBIMM UTPAMU CITOCOOCTBYET Pa3BUTHUIO Yy AeTei
MJIQ/IIIeTO IKOJLHOTO BO3pacTa MHTYUTUBHOTO MBIIIUICHUS
1 HeBepOAJIbHOTO MHTEJUIEKTa (T. €. TIPeIUKTOPOB KpeaTrB-
HOCTH), OTHAKO TPETISITCTBYIOT Pa3BUTHUIO MCCIIENOBATE b~
CKOM IeATEeTbHOCTU U OOPAa3HOTO MBIIIUIEHUS.

Psn mccnemoBaHmii, IPOBEICHHBIX C y9acCTHEM WTpPO-
KOB, MOKAa3bIBAIOT BHICOKME YPOBHU KPEATUBHOCTH Y HUX.
Hx. I'aken6ax u P. lonko [34] uccienoBaiu nmapameTpbl
00pa3HoOl 1 BepOaTbHOI KpeaTUBHOCTH, a TAKXKe OCOOEH-
HOCTU COjiepXaHWsI CHOBMIEHWUI Y aKTUBHBIX HMTPOKOB
17—46 net (cpeaHU BO3pacT YYaCTHUKOB MCCIICTOBAHUS
coctaBua 21 rom). I'pynna HanboJjiee aKTUBHBIX UTPOKOB
(B McCleIOBaHWM OIICHUBAJIACh YacTOTa W peTyJsipHast
TPOJIOJIKUTEIBHOCTh UTPHI, KOJWYECTBO DPa3HBIX WUIP, B
KOTOpbIE UTPaeT MCIBITYEMbId, a TakKe BO3pacT Havasia
UTPBl B KOMIIBIOTEPHBIE WIPHI) IPOAEMOHCTPUPOBAJIA
BBICOKME TTOKa3aTe I 00pa3HO KPeaTMBHOCTU B CpaBHE-
HUU ¢ MeHee aKTMBHBIMU UTPOKaMu. B wacTHocTH, pas-
JIuuusgd ObLIM OOHApyXeHbl IO IMapamMeTpaM OeryocTH,
OPUTMHAJIBHOCTH, aOCTPaKTHOCTW HaszBaHMU. pyrumu
CJIOBaMU, aKTUBHbBIE TeiiMepbl MPOAYLUPOBAIM OOJIbIlIee
YUCJI0 HECTAHIAPTHBIX UIEH, a TAKIKE UCITOIb30BaIM OoJiee
conepXKaTeIbHO Harpy>KeHHbIe Ha3BaHUS IS UX OIKca-
HUs1. Pazmuuus mo mapamerpaMm BepOaibHOM KpeaTUBHO-
CTH MEXIy TPYIIIaMW BBISIBJIEHBI He ObLIM, YTO, IO MHE-
HUIO aBTOPOB, CBSI3aHO C TIPEUMYIIECTBEHHO BU3yaTbHBIM
XapaKTepoOM KOMITbIOTEPHBIX UTP.

WUccnenoBanue JI. JIxkekcoH ¢ coaBropamu [42], mipo-
BelleHHOe Ha BbIOOpke 491 moapocTtka (CpeaHuit BO3pacT
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HUCIBITYEMbIX 12 JIeT) Mokas3ajo, 4TO MPOAOIKUTEIbHAS
WUTpa B BUACOUTPHI MOJOXUTEIBHO CBSI3aHa C LIEIbIM PSIAOM
rnokasatesieil KpeaTUBHOCTU. B MccienoBaHuu paccMaTpu-
BJIMCh UTPHI PA3JIMYHBIX XXKAHPOB W THUIIOB. CIIOPTUBHbBIE
WUTPbI, UTPBl C dJIEMEHTAMU HACUJIUS, TOHKU U T. I., a
TaK>Ke OLIEHUBAIACh CTENEHb YBJICUEHHOCTU UCTIBITYEMBbIX
JPYTUMU MeIMa-TeXHOJOTMSIMU (MCIOJIb30BAHUE KOM-
MBIOTEPOB B 1LIEJIOM, MOJIb30BAHUE UHTEPHETOM U MOOWJIb-
HbIMU TesnedOoHaMU), OJHAKO BCE ITU NEpPEeMEHHbIE, a
TaK>Ke MOJIOBbIE U PACOBBIEC PA3IUYMS MEXIY UCTTBITYEMbI-
MM HE TPONEMOHCTPUPOBAIU CBSI3U C KPEATUBHOCTHIO.
Takum o0pa3oM, CBSI3b MEXIy UTPOBBIM OIBITOM U Kpea-
TUBHOCTBIO HE 3aBUCUT OT XapaKTePUCTUK UTPbl U UHTECH-
CUBHOCTH IMPUMEHEHUSI THPOPMAITMOHHBIX TEXHOJIOTHIA.

B uccnenosanuu O.C. AHapeeBoii ¢ coaBTopamu [2]
Tak>Ke ObUIa BBISIBICHA MO3UTUBHAS CBSI3b KPEATUBHOCTU
(HO He mokaszaTesieil UHTEJIJIEKTa) CO CTEMEeHbIO YBICUEH-
HOCTU KOMIIBIOTEPHBIMU WI'PaMU Yy JIOIIKOJbHUKOB.
Haubonee BbicOKME MOKa3aTeM KPEaTUBHOCTU U UHTEJ-
JIEKTa MPOAEMOHCTPUPOBAIA MOLIKOJIbHUKU, MPEInoyn-
TalOlIME POJIEBbIE M CTPATErMYECKUE KOMITbIOTEPHBIE
WUTPBI, UMEIOLIUE OINpeAeJeHHBIN cloxeT. bpocaercs B
IJ1a3a, YTO YIOMSIHYThIE B UCCJIEJOBAHUU UTPHI 3TUX XKaH-
POB IO CBOMM BO3PACTHBIM OTPaHUYEHUSIM HE TIpeIHa3Ha-
YEHBI JJIS JeTeil TOLIKOJIbHOIO BO3pacTa, a TaKXke Coaep-
JKaT 2JIEMEHTBI arpecCUy U HACWJIUSI.

Bce onucaHHbIe BbIllIe UCCIENOBAHUS HOCIT KOPPEsi-
LIMOHHBIA XapakTep, a 3TO 3HAYUT, YTO OHU HE OTBEYAIOT
Ha BOMPOC O MPUYUHHO-CJAEACTBEHHBIX CBS3SIX MEXIY
KPEaTUBHOCTHIO M UTPOBBIMU TIPEATIOUTEHUSIMU.

KommnbroTepHble Urpbl MOTYT CHOCOOCTBOBATh Pa3BU-
TUIO KPEAaTUBHOCTM, HO OHM TakXe MOIYT TpUBJIEKATh
W3HAYAJIbHO 0oJiee KPEeaTMBHBIX IOJb30BaTeseil 3a cueT
OPUTMHAJBHBIX BU3yaJIbHBIX 00pa30B, BOBMOXHOCTHU Tepe-
SKUTh HOBBII HEpeaTMCTUIHBIN OTbIT. HeMHOTOUMCIIEHHBIE
paboThl, SKCOEPUMEHTAIBHO MCCIEIYIOIINe TBOPUYECKUMN
TMOTEHIIMAJI KOMITBIOTePHBIX UTP [Hanmpumep: 49], Kak mpa-
BUWJIO, 3aTParuBaloT crielu@uyecKre UTPOBbIE MPOMYKTHI.
ComnocTaBysITh Xe CMEeUaIbHO pa3paboTaHHbBIE 00y4aro-
1II1i€ UTPBI, BHEAPSIEMbIE B MPOLIECC IIKOJIBHOTO 00yUeHUs,
C UTPaMU Pa3BJEKATEJIbHOIO XapaKTepa eCiu U BO3MOXKHO,
TO JUIIb B OTPaHUWYEHHBIX TMpenenax. KoMmmbooTepHas
WUTpoBas JAEITEIbHOCTb, BHE BCSIKOIO COMHEHMSI, MOXET
BBICTYNaTh KakK (popma TBOpYyecKOW akTuBHOCTU [11; 27;
49], ogHaKO BO3MOXHOE BJIMSIHUE €€ Ha MCUXUKY TTOJIb30-
BaTeJieil omnpenessieTcss B TOM YKCJIe MOTMBALMOHHBIMU
(bakTopamu [25], a TaKKe XKaHPOM, TUIIOM U COACPKaHUEM
camoii urpsl [2].

B TO BpeMs Kak 3KCHepUMEHTAIbHOE U3yYEHUE BIUSI-
HUST KOMITBIOTEPHBIX UTP Ha KPEaTMBHOCTh 3aTPYIHEHO, B
YAaCTHOCTH, B CBSI3U C OTCYTCTBUEM €AWHOU TEOpPUU Kpea-
TUBHOCTH, B KUOEPIICUXOJOTMY HAKOIIJIEHO HEMAJIO SMITU-
pUYECKMX JaHHBIX O BIMSIHUM KOMITBIOTEPHON WTpPOBOIA
NEeATeIbHOCTU Ha Psiil. KOTHUTUBHBIX XapaKTePUCTUK,
KOTOpbIE, B CBOIO OUYEpellb, KOCBEHHO BJIMSIOT Ha TBOpYE-
CKO€ MBIIIIEHHUE.

Hanpumep, npuHrMasi BO BHUMaHWE HaJIU4ue CBSI3U
MEXXJTy KPEaTUBHOCTBIO M BBICOKUM YPOBHEM KOTHUTHUBHO-
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TO KOHTPOJISI, KOTHUTUBHOI TMOKOCTBIO U 00BEMOM pabo-
yeii naMaTu [43], Mbl MOXeM CYAUTb O BO3MOXHOCTU Tpe-
HUHTa KOTHUTUBHOTO KOHTPOJISI Y MOJIOJBIX U Y TTOXKWIIBIX
C TIOMOIIIbIO KOMITBIOTEPHOM UTPHI.

[MonoOHy0 TepCneKTUBY AeMOHCTPUPYET EIbIA Psif
uccnenoBanuit. Tak, MmokazaHO, YTO y JIIOJEH CTapllero
BO3pacTa CeaHChl Pa3BUBAIOIINX UTP MOJIOXUTETHHO BITHSI-
0T Ha Takue (YHKIMM KOHTPOJII, KakK IPOU3BOJBLHOE
TOPMOKEHUE HEBEPHBIX PeaKInii 1 UHIYKTUBHOE MBIIILIE-
Hue. TPEeHUPOBKYU C TIOMOIIbIO KOMITBIOTEPHBIX UTP CTIO-
COOCTBYIOT BOCCTAHOBJIEHUIO aKTUBHOCTHU JIOOHBIX JIOJIEIA,
TOMOTAIOT YJIyYIIUTh pabouyio MaMsITh M KOHIIEHTPAIIUIO
BHUMAHUS, TIPUYEM M JUISI MOJIOABIX, W [JIST TIOXKWIIBIX
UCTIBITYeMBIX [53].

Hccnenosanue b. I'macca ¢ coaBropamu [37], B KOTOpoMm
TIPUHSUTA yJacTHE MOJIONbIE KEHITMHBI (CpeIHUN BO3pacT
20 net), TpexkIe aKTUBHO HE WTpaBIIVE B KOMITBIOTEPHBIE
WTPHI, TI0KA3aJI0, YTO PEryJIpHOE ydacThe B Urpax XaHpa
«cTparerusi B peaJlbHOM BpeMeHu» B TeueHue 40 yacoB
(okos0 1 yaca B ieHb) CIIOCOOCTBYET Pa3BUTUIO0 KOTHUTUB-
HOI TMOKOCTH, OCOOEHHO B YCJIOBUSIX, KOTJa ObIBaeT HEOO-
XOIMMO OBICTPO TIEPEKITIOYATHCS MEXKIY JBYMSI UTPOBBIMU
cuTyarusiMu (YCJIIOBUE MHOTO33JauHOCTH ).

KorHutnBHast TMHOKOCTh — 3TO KOTHUTHUBHBIN IpoIIece,
obecrnieynBaroIUii CIIOCOOHOCTh KOOPAWHUPOBATh KOTHU-
TUBHBIE TTPOLIECCHI, MPUHUMATh PELIeHUs] B TUHAMUYECKU
Pa3BUBAOIIMXCS CUTYAITUSIX, @ TAKXKE UCKATh HOBBIE CTIOCO-
OBl pelreHus 3a1ad, 4TO JiejlaeT KOTHUTUBHYIO TMOKOCTb
BaXXKHBIM PECYPCOM TBOPYECKOTO MBIIIITICHUSI.

HccenoBarenu yka3piBaloT, YTO KITIOUEBBIMU OCOOEH -
HOCTSIMU UTPOBOM CUTYallUM, CITOCOOHBIMM TIOBJIMSTH Ha
TMOKOCTh MBIIIUIEHUS, SIBJISIIOTCST OOJIBIION 00beM BaskHOM
nHdOpMalIMK, TIOCTyNalollell OTHOBPEMEHHO, a TakKXe
KOOpAWHAIINS NEWCTBUIT UTPOKA B peaIbHOM BPEMEHM.

Hapsiny ¢ KOrHUTUBHO-TICUXOJIOTMYECKUMM MCCIIEI0-
BaHUSIMU TIO BJIWSHUIO Ha TICUXUKY TPEUMYIIECTBEHHO
TPOIECCYATbHBIX XapaKTePUCTUK WTPbl (IMHAMUYECKUI
XapakTep MHGbOpMaIK, TTOTPEOHOCTh B pacripeleieHun
BHUMAaHWUSI, TTIOBBIIIIEHHBIE TPEOOBAHUST K UHTYUTUBHOMY U
MPOCTPAHCTBEHHOMY MBIIIJICHUIO), HATIPSIMYIO HE CBSI3aH-
HBIX C COJepXXaHWEM WTp, TICUXOJOTU pacCMaTpUBalOT U
HappaTUBHBIE, CIOXETHBIE XapaKTePUCTUKN KOMITBIOTEP-
HBIX UTP.

Tak, JI. KatHep u . Osicon [13] yka3bIBarOT Ha CIO-
COOHOCTh KOMITBIOTEPHBIX WTP BIOXHOBJSATH TEHMEPOB,
0COOEHHO NIeTel U MOAPOCTKOB, HA MPUOOPETEHUE HOBBIX
uHTepecoB. Peub et He TOIbKO 00 MHTepece K KOMITbIO-
TepaM U K MPOrpaMMHUpPOBaHUIO [24], HO U O TyMaHUTAap-
HBIX UHTepecaX. Tak, UCTOpPUYECKHUE U TICEBIOMCTOPUYIE-
CKHe CTpaTeTUM CIIOCOOHBI BO30YKIaTh MHTEPEC MOAPOCT-
KOB K KYJIbTYpe, reorpadu, ICTOPUU, SKOHOMUKE, TIOJIU-
tuke [13]. «B mepuoa 1OHOCTM W B3POCJIEHUS YeTOBEK
o0peTaeT cnoCOOHOCTh KOHCTPYMPOBATh pa3Hble, MOPOA
TIPOTUBOTIOJIOXKHBIE BAPUAHTHI PEAIbHOCTH, B KOTOPOI OH
XKMBeT», — crnpaBennuBo otMmeuaeT I'. apaHep, obcyxaast
0COOEHHOCTHU KpeaTUBHOTO TUIMa MblluieHus [9, c. 90].

Pacumpenue MHTEpECOB M 3HAHWIA, B CBOIO OYepElb,
MOXET BBICTYIATh CTUMYJIOM K JaJIbHEWIIIeMy O0yYeHUIO U
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TBOpUeCTBY. BocripuHuMaeMble B pexXuMe OHJIallH BU3Y-
ajbHbIe, MY3bIKaJbHbIe (M Npyrue 3BYKOBBIE) 00pa3sbl,
BBIMIOJIHEHHBIE KaK MpodeccuoHalaMM, TaK U Ha JO0u-
TEJIbCKOM YPOBHE, CTUMYJIUPYIOT TBOPUYECKYIO aKTUBHOCTD
JeTei U TTOAPOCTKOB HApsIAy ¢ KOHTEHTOM, T. €. COJAepXKa-
HUEM MTIp, 4aToOB, OOCYXXKAECHUSIMMU B (popyMax MM COOO-
meHussMu B 61orocdepe [17].

KommnbroTepHble UTpbl CIOCOOHBI MOJABATh UAECU JUIS
TBOPYECTBA HE TOJbKO KOCBEHHO, HO U HATIPSIMYIO.

M3BecTHBI XyIOXECTBEHHBIE MMPOU3BEECHUS, BMOXHOB-
JIEHHbIE BUPTYyaJIbHBIMUA MUPAMU UM UTPAMU KaK TaKOBBI-
MU (TIPUMEPOM MOXET CHyXuThb mosecThb B. IleneBunHa
«ITpuniu N'ocruiana») U B LIEJI0M KaHp «KubeprnaHk». Trpsl
9KPAHU3UPYIOTCS B BUAEe DUIBMOB U MYJIbTUILTUKALIUH,
JIOXKaTCsI B OCHOBY JIUTEPATYPHBIX LUKIOB. ITpOKU, Ubs
TMOBCEIHEBHAs NEATeIbHOCTh HE CBSI3aHA C TBOPYECTBOM,
TeM He MEHEE 3a4acTyl0 CO3Jal0T COOCTBEHHbIE UCTOPUU
(«dbaHduki» — auTEpaTypHOE TBOPYECTBO (HaHATOB) O
MepcoHaXxax Wrp, MOCBSILIAIOT UM MY3bIKaJIbHbIE U XYIO-
XKECTBeHHbIe TMpousBeAeHUs [27]. Jlaxke KOMIBbIOTEPHbIE
WUTPBI ¢ MUHUMAJIbHBIMU HapPaTUBHBIMU KOMITOHEHTaMH,
Takue KakK IIyTepbl OT MEPBOTO JIULA, B AEACTBUTEIbHOCTHU
MPeIOCTaBSIOT BOZMOXHOCTHU 711 TBOPYECTBA.

T. Paiit ¢ coaBTrOopamu [56] mpoaHaIu3upoBaIn OOLIe-
HUE UTPOKOB B momnyJsipHoit urpe Counter-Strike u o6Ha-
PYXWJIU, YTO JJISI BHYTPUUTPOBOrO OOLIEHUS XapaKTepeH
NpPOAYMaHHBIH W OPUTUHAJIbHBIA IOMOp, CBSI3aHHBIA C
coiep>KaHueM Urpbl. JpyruM npumMepom nogooHoOro TBop-
YEeCTBA MOXET CJIY>KUThb YHUBEPCAIbHBIA CJIOHT MHOTO-
MOJIb30BATEILCKUX KOMIBIOTEPHBIX UTP, TTIOHSATHBINA TOJIb-
KO YJIeHaM 3TOro cOOOIIECTBAa U OTBEYAIOUIUi 0COOEHHO-
CTSIM BHYTPUMTPOBOI KOMMYHUKAITUU.

TBopueckue cHoCOOHOCTU TakKxXKe HEOOXOAMMBI IS
CO3[IaHUsl WUTPOBBIX MOAMMUKAIIUMNA U TOJb30BATEIbCKUX
JIOTIOJTHEHU I, 3a4acTyl0 He MPUHOCSIIMX CBOUM CO3[aTe-
1M MatepuaibHoil Bbironsl. M. Kay u B. Hapmu [45]
OTMEYalOT, YTO CO3JaHUE COOCTBEHHBIX MOAMMUKAIMIA
SIBJISIETCSl OMHUM U3 BaXHBIX aCTMIEKTOB UTPOBOW KYJIBTYPhI
u cymiectByeT ¢ 60-x romoB XX B., T. €. IOSIBJSIETCS] OTHO-
BPEMEHHO C KOMITbIOTEPHBIMU UrpamMu. Takum oOpasom,
UTPOKU HE TOJIBKO MOJIb3YIOTCS TOTOBBIMU UTPOBBIMU MPO-
TYKTaMM, HO TaKXe 3aHUMAIOTCSI aKTUBHBIM IEPEOCMbIC-
JIECHUEM TpeiaraeMoro pazpaboTymukaMu MaTepuana.

Bo3spacTtaeT noTpeGHOCTD B JOCTYITHBIX UTPOBBIX PEAaK-
TOpax U «IBUXKax», HA OCHOBE KOTOPBIX JaXe pa3padoT-
YUKU-OJUHOYKU WU HEOOJbIINEe KOMaHIbl MOTYT peau-
30BbIBaTh COOCTBEHHbBIE TPOEKTHI UTP, MHOTHE U3 KOTOPBIX
3aTeM MOJIyYaloT MOMYISIPHOCTh U (DUHAHCOBYIO MOIAECPXK-
Ky. KommbloTepHble UIPbl TEM CaMbIM BBICTYMAIOT KakK
WCTOYHUK TBOPUYECKUX UIEI, a TAKXKE MHCTPYMEHT JJIST UX
peaau3anuu.

HoBble oHMalH-IUIOIIAAKUA, TaKWe Kak MiaTdhOpMbl
«Second Life» mim otuactu «Minecraft», HOCAT He cOpeB-
HOBATEJIbHBI, a CKOpee KOHCTPYKTUBHBIN XapaKTep: exe-
JHEBHO MWIJIMOHBI MOCETUTENIeN TaKuX miatdopm bury-
PUPYIOT Ha HUX B (DOpMe MHIMBUIYATU3UPOBAHHOIO aBa-
Tapa, pa3BUBAIOT OTHOIIEHUS APYT C APYTOM, MPE3CHTUPY-
0T yupexneHusi (YHUBEPCUTETHI), ¢ KOTOPbIMU adduiu-
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pOBaHBI, NEMOHCTPUPYIOT TPOAYKTHI CBOETO TBOPYECTBA
(HampuMep, AuU3aiiH OJIEXKIbl), peaanu3yloT CBOU haHTa3uu
B BUJIe HEOOBIUYHBIX ITOCTPOEK U3 CTAHIAPTHBIX WJIK CAMO-
CTOSITEJIBHO Pa3pabOTaHHBIX BUPTYAJIbHBIX CTPOUTEIbHBIX
OJIOKOB U JIpYrMX MaTepUaOB JIMOO IJIUTEIBbHOE BpeMs
CKpPYITYJIE3HO KOMUPYIOT U3 TaKMX Xe OJ0KOB Haubosee
U3BECTHBIE 3eMHBIE TOCTPOMKU (ABOPIIBI, KYJIbTOBBIE COO-
pyXeHUsI, TaMITHUKHW), paCKPAIIMBAIOT UX U OPTaHU3YIOT
TIpUBJIEKATEeIbHBIN TSI ce0s1 U JUTS APYTUX JIaHAmadT Kak
C OOBIYHBIMU, TaK M C HEOOBIKHOBEHHBIMM OOBEKTaAMU
dopsl U (hayHbl, 0OyYaAIOT APYT ApYyra, Y4aCTBYIOT B IPYII-
TTOBBIX ITPOEKTAaX — HAYYHBIX, IUTEPATYPHO-XYT0KECTBEH-
HBIX, IU3aMHEPCKUX — M BMECTE OIICHUBAIOT UX Pe3yIbTa-
Thl, B TOM 4YUCJIE MPOMEXYTOUYHbIE, a TaKXKe PEaTu3yroT
MHOTO JIPYTUX BUIOB aKTMBHOCTH, KOTOPBIE CITPaBEIINBO
CUMTAIOTCS TBOPUECKUMM, TIPUA TOM, YTO MPOIYKTHI TAKON
AKTUBHOCTU SIBJISTIOTCSI MCKJTIOYMTEIBHO BUPTYaTbHBIMU
[30; 41]. Ha mogoOHBIX BUPTYyaJbHBIX T1aThOpMax Mpak-
TUKYIOTCS TakKe OHJAH-IUAarHOCTUKA U Tepamnus COLv-
aJIbHBIX (POOMI U TTOCTCTPECCOBBIX PACCTPOMICTB [6; 51].
Taxkum 06pa3zoM, XOTSI Ha JAHHOM 3Tare 3aTPyIHUTEIb-
HO J0Ka3aTh CITIOCOOHOCTh KOMITBIOTEPHBIX UTP HEMOCPEI-
CTBEHHO BJIMSATh Ha KPEaTUBHOCTh U TBOPYECKUE CHOCOO-
HOCTM UTPOKOB, MOXHO C OMpPEAEIECHHON J0JIEl YBEpPEH-
HOCTU TOBOPUTH O TOM, YTO C TTOMOIIIbIO KOMITHIOTEPHBIX
WUTP CTAaHOBUTCS BO3MOXHBIM pPa3BUBaTh KOTHUTUBHBIE
(yHKIIMM, yIacTBYIOIIME B IMHAMUKE TTPOIIECCOB TBOPYE-
ckoro MbluieHrs. OqHaKO MPU3HAHKE Jaxe KOCBEHHOTo
BJIVSTHYSI KOMITBIOTEPHBIX UTP Ha KPeaTUBHOCTD T0JIb30Ba-
TeJieit Heu30€XKHO CTAaBUT BOIIPOCHI U O HOBBIX PUCKaX.

JInunocTHada cnenu()uKa UTPOKOB B KOMITbIOTEPHbIE
UTPbI M HETATUBHbIE ACTIEKTHI KPEATUBHOCTH

KpeaTtuBHOCTb paccMaTpuBaeTcsl MPeUMYLIECTBEHHO
KaK MO3UTUBHOE U TOJIE3HOE CBOMCTBO, OHAKO B MOCE/-
Hee BpeMs Bce 60JIble aBTOPOB 00paIaloTCs K U3YYEHUIO
HETaTUBHBIX aCIIEKTOB TBOPYECTBA M KPeaTMBHOCTH. Tak,
CPaBHUTEIBHO YaCcTO 00CYXIaeTcs CBSA3b MEXAY KpeaTUuB-
HOCTbIO (B 0coOeHHOCTU «K-KpeaTuBHOCTbIO», CBOM-
CTBEHHOM BBITAIOIINMCST TBOPUYCCKUM JIMIHOCTSIM) U TICU-
Xu4yeckuMHm 3abdoseBanusimu [33]. MccaegoBaHust mokasbl-
BalOT, YTO KPEaTUBHOCTb CBSI3aHA HE TOJbKO C MO3UTUB-
HBIMU YepTaMM JIMIHOCTH, TAKMMHU KaK OTKPBITOCTh HOBO-
MYy OITBITY, HO TaKKe C IICMXOTU3MOM M HEKOTOPBIMH
aKILeHTYaIusIMU (HapLMccHyecKasi, IM30MaHast U aHTHU-
colualibHas).

O «krbep-pacTpoiicTBax» U APYTUX pUCKaX (IMCCUHXPO-
HUS TICHXUYECKOTO Pa3BUTHUS, «KHOIIOUHAS TPAMOTHOCTD»,
ayTu3alus, UHTEPHET-3aBUCUMOCTb, Te€HAEPHOE HepaBeH-
CTBO U JIp.) B acIleKTe KpeaTUBHOCTU, OJHAKO IO OOJIbLIeHi
4acTU BHE KOHTEKCTa reiiMepcTBa, MogpoOdHO roBOPUIOCH B
kHure «OnapeHHbIi peOeHOK 32 KOMIbIOTEPOM» [3].

B To BpeMms Kak TMUHOCTHBIE OCOOEHHOCTU U aKLEHTY-
alluMy Xapaktepa 00J1a1al0T 10CTaATOYHON YCTOMYMBOCTHIO,
HEKOTOpBIE IPYrMe HETaTUBHBIC acCIEKThI KPEeaTMBHOCTH
MOTYT pa3BUBAThCS IO JEHCTBHEM COIMAIBHBIX (DaKTO-
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pos. K. Knapk u K. JIxxeitmc [28] ncnosib3oBaiy NoHATUE
HETaTUBHOU KPEaTMBHOCTU JUISI ONMUCAHUS TBOPUYECKUX
NENCTBUIA, TIOCIEACTBUSI KOTOPBIX MOTYT HAHECTU Bpel
JIPYTUM JIIOISIM WJIW opraHu3anusiM. VcciaenoBaHue mpo-
JEMOHCTPUPOBAJIO BJIMSIHUE COLIMAJIBHOTO KOHTEKCTa Ha
XapakTep KpeaTWBHBIX pEelIeHWi, MPUHUMAaeMbIX paboT-
HUKaMU opraHu3anuu. Tak, B YCIOBUSIX, BOCIIpUHUMAE-
MBIX KaK CITpaBeITMBbIC, TBOPYECKUN MOTeHIIMAT paboT-
HUKOB ObLI HAIIpaBJIeH Ha COIMAIbHO MPUEeMJIEMbIE Bapy-
aHTBI pelleHMs 3a1a4, B TO BpeMsl KaK B YCJIOBMSIX, BOC-
TMPUHUMAEMBIX KaK HeCIIpaBeUINBbIe, KPEaTUBHOCTD MPH-
oOpeTasia eCTpyKTUBHBIN XapakTep.

AcouuanbHble (GOpMbI peanu3allMd CIOCOOHOCTEM
TPYAHO Ha3BaTh MajopaclpoOCTPaHEHHBIMU: WM3BECTHO,
YTO TIPECTYITHBIMU TPYIIIIAMU U OObEAMHEHUSIMU HEPEIKO
PYKOBOAAT omapeHHble moau [3, c. 75]. UccnenoaHus
®. Ixuno u J1. Apusnu [36] mokaszaau, 4yTo JTMIHOCTHAS
KpeaTuBHOCThH BMeCTe ¢ KpeaTUBHBIM ITPAaiMUHTOM (PaBHO
KaK 1 KaxJblii mapaMeTp Mo OTACJIbHOCTH) MOTYT CIOCO0-
CTBOBaTh HEYECTHOMY TTOBEIEHUIO U OOMaHy. DTO MPOSIB-
JISJIOCh B TOM, YTO KpeaTWBHBIE UCITBITYeMble HE TOJbKO
yale OOMaHBIBAJIM IKCIIEPUMEHTATOpa, TMOATACOBHIBAs B
CBOIO TIOJTb3y PE3YJbTaThl TECTa, HO W JEMOHCTPUPOBATN
HEeMaJIyl0 CITOCOOHOCTH TPUIYMBIBATh CaMOOTIPABIAHUS
TaKoOMY ITOBEJICHNI0. ABTOPHI JEJIAlOT BHIBO, YTO KPeaTUB-
HOCTb CIIOCOOCTBYET BBICOKOW MOpPaJbHOW TI'MOKOCTU
CYyOBEKTOB, UTO B KOHEYHOM WUTOTE OOJIeTYaeT UM IPUHSI-
THE HEATUYHBIX PEIICHUH.

. Kpomnu [31] BBOOUT MOHSITHE <«BPEIOHOCHOM»
(malevolent) KpeaTUBHOCTH J1J1s1 0003HAUYEHMST TBOPUYECKUX
(opM peanuzanmu M3HAYAIBHO BPEIOHOCHBIX Hamepe-
HuUil. B omiMune OT MO3WTUBHONM KPEeaTUBHOCTH, BPEIO-
HOCHasl KpeaTUBHOCTh B ToHuMaHuu . Kporu B Bbico-
KO CTemneHW CBs3aHa C arpeCCMBHOCTHIO, CHUKEHHBIM
9MOILIMOHAIBHBIM MHTEJIJIEKTOM, OTCYTCTBUEM SMIIaTHUH.

Ecau norycTtuth BO3MOXKHOCTD CBSI3U MEXIY pa3BUTH-
€M KpeaTMBHOCTH (MM e KOMITOHEHTOB) M OITBITOM y4a-
CTUSI B KOMITBIOTEPHBIX MTpaX, TO BCTAET BOIPOC O TOM,
Pa3BUTHIO KAKOTO pojia KpeaTUBHOCTU OYIET CITIOCOOCTBO-
BaTb MoJ00HAas1 (hopMa oO0ydYeHUsI.

Criophbl 0 CBSI3W MEXIY OITBITOM UTPBI B KOMITBIOTEPHBIE
WTPHI C 3JIeMEHTaM1 HACWJIMS, C OJIHOM CTOPOHBI, U TTPOSIB-
JIEHUSIMU arpeccuy M XKEeCTOKOCTH B peaJibHOU KW3HM, C
JIPYTOii CTOPOHBI, HACUMUTHIBAIOT YKe 0oJiee YeM YeTBEPTh-
BEKOBYIO WCTOPMIO; IIMPOKYIO W3BECTHOCTH MPHOOpPETH
OTAEbHBIE CITydar CMEPTEIbHBIX HATlaJIeHUI UTPOKOB IPYT
Ha Jpyra, WIK CKopee Ha ObIBLIEro Apyra Wid Heapyra [6].

Pesomoniusg AMepUKaHCKOU TCUXOJOTUYECKON acco-
nuanus (APA) 2005 r. o ToM, 4TO arpecCUBHbIE KOMITbIO-
TEPHBIE UTPHI BEAYT K MOSIBICHUIO arpeCCUBHBIX MBICIIEH,
aheKkToB 1 arpeccCUBHOTO MOBEACHUS Y AETEH, MOIPOCT-
KOB U B3pOCJIbIX, HEOMHOKPATHO TMOJBEpTasiach KPUTUKE,
YTO, BIIPOYEM, HE TIOMEIIAJIO MyOIMKaIluy ee HOBOM Bep-
cuu B 2015 r.2. BeiBoabl APA onuparoTcs MperuMyLeCTBEH-

HO Ha pabOThl HAYYHO IIIKOJIBI aMEPUKAHCKOTO TTCUXO0JI0-
ra K. Aunepcona [26 u ap.]. Ha ocHOBe MHOTOUYMCIEHHbBIX
SMIMPUYECKUX MCCICNOBAHUN M BBIMOJHEHHBIX MeTa-
AHAJIUTUIECKUX 0030POB TPEACTABUTENN JAaHHOM IITKOJIBI
ToKa3aju, 4TO y TPEIITOYUTAIONINX arpeCCUBHBIE WUTPHI
reiiMepoB pa3BUBAETCS TOJIEPAHTHOE OTHOIIICHUE K arpec-
CUM M KECTOKOCTH, TOSIBJISTIOTCSI BPakJeOHbIE MBICIU U
COOTBETCTBYIOIIIEE TTOBEACHWE, CHIDKAIOTCS ITOKa3aTen
SMIMATUU W albTpyu3Ma, BO3pacTaeT MUMITYJIbCUBHOCTb U
CHIDKAETCSI CITOCOOHOCTD YITPaBJISITh COOCTBEHHBIMU 2MO-
uusiMu (camoperysisiiyst ). MccnenoBaHust HOCST, Kak 1pa-
BWJIO, KOPPEJSIIMOHHBIN XapaKTep, Tak 4TO O MPUIMHHO-
CJIEICTBEHHBIX CBSI3SIX aBTOPHI MOTYT TOBOPUTH JIMIIIb
TIPEAMOJIOXUTETHHO, TTPUYEM YTBEPKIAIOT O BEPOSITHOM
HAJIMYUU ITBYCTOPOHHUX CBSI3€: arpecCUBHBIE TIO CBOEH
MPUPOJIE UTPOKU TIPEATIOYUTAIOT BHIOMPATh UTPHI C 3Jie-
MEHTaMM HacWINS, a TIOCJIeIHUE, B CBOIO OUepe/lb, yCUIIU-
BalOT B UTPOKaX arpeCCMBHbBIC TEHACHIIUM W UMITYJIbCUB-
HOCTb. DKCIepUMEHTAJIbHbIE MCCIeNOBaHUS [HAIpUMep:
26], B CBOIO OUEePe/ib, CTATKUBAIOTCS C TPYAHOCTSIMU METO-
JTOJIOTMYECKOTO XapaKTepa, MOCKOJIbKY arpecCUBHBIE UYB-
CTBa, MBICJIN ¥ TTIOBEJCHUE TPYIHO BEISIBUTH M U3MEPUTH B
J1a0OPaATOPHBIX YCIOBUSIX.

Jpyrue crielMajvicThl BBICTYIAIOT C BO3PaKEHUSIMU,
HauboJiee Cepbe3Hble M3 HUX — METOI0JIOTUYECKOTO
xapaktepa. Tak, K. ®epriocon [47 u ap.], a Takke
JI. KatHep u Y. Osacon [13] yka3bIBalOT Ha OTCYTCTBUE
HaJeXXHBIX METOMOB M3MEPEHMSI arpeCCUBHOCTU JIeTell U
TOIPOCTKOB 110, TIOCJIE ¥ BO BPeMSI UTPBI B KOMITHIOTEPHbBIE
WUTPBI, a TakXKe TPUBOMAST PE3yJbTaThl JIOHTUTIOAHBIX
WUCCIeIOBAaHUI UM MeTa-aHaJu30B, OIpoBepralolme
pe3yabTaThl MccaenoBaHuii 1mkojasl K. AHaepcoHa.
[MpoBomuTCS TaKKe MBICIB, YTO TIOMIPOCTY HE CTAHOBSTCS
MyOIMKAIMSAMU HEMalio paboT, B KOTOPBIX aBTOpaM He
YIAJIOCh TIOJTYIUTh JaHHBIE O CBSI3W MEXIY TeiMEPCTBOM U
arpecCUBHOCTHIO: JIMOO aBTOPHI TTOJIAraloT CBOM MaTepua-
JIbI MAJIOMHTEPECHBIMHU, JIMOO PENKOJITIETHsI OTKA3bIBAETCSI
revyaTaTth CTaTblO C «OTPHUIIATETBHBIM» pe3yabraToM. [lo
KpaliHeil Mepe, ogHAa M3 MIIAIIINX TPEICTAaBUTETbHUIL
wkonbl K. AnnmepcoHa Obuta ynudeHa jetom 2017 r. B
(banbcudukau SMIUPUIECKUX PE3yIbTaTOB?.

B o61mmpHom uccienoBanuu JI. Karhepa u Y. Oncon [13]
C yJacTHeM TIOIPOCTKOB, YUUTENIei N poaUTelieit He HalieHO
TOATBEPXKIACHUE  PEIIMTEIbHBIM  BBIBOJAM B OyXe
K. AHpepcoHa, mpu 5TOM aKIIEHTUPYETCS HEOOXOMMMOCTb
YAETUTh 0CO00e BHUMAaHUE N3YYeHUIO (PaKTOPOB prCKa BO3-
HMKHOBEHMUS TIOIPOCTKOBOTO HACWJIVSI B PEaTbHOM KMU3HMU, a
HE TOJIBKO B KOMITBIOTEpPHOU UTpe. B nccienoBaHm npuHs-
Jm ydactue 6osee 1250 noapoctkoB BMecTe ¢ 500 ponurenei,
TIPY 3TOM UCCJieIoBaTes el MHTepecoBaia MOTHUBAIIUST UTPO-
KOB M MX CYObEKTUBHBIE OLIEHKU UTPOBOI JESITEIbHOCTH.

B to Bpems kak mkona K. AHgepcoHa, 6azupyroiiascs
Ha TEOpPUU COLIMAJILHOTO HaydeHust A. baHmypsl, ucxomur
TPENMYIIIECTBEHHO U3 IPEATIOI0XEHUS, YTO UTPOKU MOTYT

2 http://www.apa.org/about/policy/violent-video-games.aspx (nara obpameHus: 29.10.2017).
3 http://retractionwatch.com/2017/08/25/co-author-now-retracted-paper-shooter-video-games-may-phd-revoked/ (zara oOparte-

Hus: 14.11.2017).
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KOIIMPOBaTh arpeCcCUBHBIC MATTEPHBI TTOBEICHUST U3 UTPHI
B peaJIbHYIO KU3HbB (T .€. PaKTMUecKn He OTIIMYAIOT UTPY
oT peasibHOCTH), uccaenoBanue JI. Katnepa u Y. Oncon
MOKa3aJjio, YTo JAaXe MOIPOCTKY BITOJTHE XOPOIIIO TTOHUMA-
[OT OTJIMYMSI UTP M PEAIbHOCTH — UTPOBOM MU, MO UX
CJIOBaM, BelleT ce0s KaK peasibHbIN JIUIb B HEKOTOPBIX
acrieKkTax, He SIBJISISICh TAKOBBIM. B yacTHOCTH, OH TTO3BO-
JIIeT TIOOBITh B Pa3HBIX POJISIX, TIIOXMX WJIM XOPOIIWX, U
IMOCMOTPETh, K KaKUM TTOCJIEACTBUSIM 3TO TpUBEAET 0e3
peayIbHOTO pYCKa JJIST KU3HU, 3II0POBbSl WU PETyTaIUH.
MHorue coBpeMeHHbIE UTPBI CTPOSITCS BOKPYT CIOXKHBIX
MOPaJIBHBIX TUJIEMM, TTOCJIEACTBUSI KOTOPBIX MOTYT TIPOsI-
BUTHCS JAJIEKO HE Cpa3y, M UTPOKU CaMU OTMEYaroT o0yJa-
IOIIMIT XapaKTep 3TOTO OTBITA; BITPOUYEM, 3I€Ch BCE TAKXKE
3aBUCUT OT M3HavaiabHO MotuBaruu [13]. K. ®Pepriocon
[6] cchluTaeTcs, MTOMUMO MPOYETO, HA CTATUCTUKY, COrac-
HO KOTOPOW KOJWYECTBO COBEPIIEHHBIX IOJPOCTKAMU
Tsikenbix ipectyrienuii B CIIIA cokpaiiiaetcs, HaunHas ¢
1993 r., T. e. IpUMEPHO C TOTO BpeMEHU, KOTAa B >KU3HU
MTOAPOCTKOB TMOSIBUIUCH KOMITHIOTEPHBIE UTPHI.

C.A. IlankuH yKa3blBaeT Ha TO, YTO KOJMUYECTBO
nyoaMKalui, MOATBEPKAAIOIIMX CBI3b MEXIY arpeccueit
W KOMIIBIOTEPHBIMM WTPAMM C 3JIEMEHTAaMU HaCWJIUsI, B
CpeIHEeM BIBOE MEHBIIE, YeM KOJWYECTBO OTPUIIAIOIINX
9Ty CBsA3b. [IpoBeleHHBIN 3TUM aBTOPOM aHAJIU3 JIUTEpa-
TYpBI TOKA3bIBAET, YTO YCUJICHNE arPeCCUBHBIX TEHACHIINIA
MMeeT MECTO Cpeau JaeTeit 6—9 JieT, HO He cpenu Gojiee
CTaplIMX UTPOKOB [24].

Hccnenoanue K. bapiert ¢ komuieramu [40] rmokassi-
BaeT, YTO UTpa B KOMITbIOTEPHBIE UTPHI C 3JIeMEHTaMU
HacWINS NEWCTBUTELHO TOBBIIIAET KaK OOIINIT ypOBEHD
aKTUBAIlUM, TaK ¥ KOJIMYECTBO arpeCCUBHBIX MbICIEH, HO
9T 3(PdEKTH AISITCS B CpeaHeM He 0osiee HECKOJIbKMX
MMHYT TTOCJIe TIpeKpalnieHust urpbl. MccienoBaHnue B3poc-
JIBIX TEWMEpPOB C TOMOIIBIO JIMYHOCTHOTO OIPOCHUKA
«Kparkuii BapraHT cIrcKa JUYHOCTHBIX TTPEIITOYTEHU»
A. BDaBapaca, npoBeaeHHoe A.A. ABETUCOBOM, MOKa3bIBa-
€T OTCYTCTBME pa3JIMUMil 10 CTENEeHU BBIPAKEHHOCTH
arpecCUBHOCTU y T€UMEPOB W JIIOAEU, HE MIparollnX B
KOMITbIOTEpPHBIE UTPHI [1].

IMpoTrBOpeUrBBIE MaHHBIE TIPUBOASTCS B OTHOIIEHUHN
BIUSIHUST MH(OPMAIIMOHHBIX TEXHOJIOTUI U, B YaCTHOCTH,
KOMIIBIOTEPHBIX UTP Ha Tokasatenu smratuu. . Cmosur
OTIMCBIBAET CHIDKEHNE aKTUBHOCTH 30H MO3Ta, OTBETCTBEH-
HBIX 32 BMIIATUIO Y TIOJh30BaTe/Ieli KOMITBIOTEPOB, CBSI3bI-
Bast 3TO ¢ MH(POPMAITMOHHON Meperpy3Koii HEPBHOM cucTe-
Mbl [19]. B apyroMm uccienoBaHUM CHMXKEHUE SMITaTUM Y

DuHaHCHPOBaHHE

MoJIb30BaTeNieid UH(MOPMAIIMOHHBIX TEXHOJIOTUI CBSI3bIBa-
€TCsl C YPE3MEPHOU MHOT03aIaYHOCThIO, CHUXAIOLLIEH TITy-
OuHYy mepepabOTKU BCEro MOTOKa MH(pOPMAlMU, BKIIIOYAs
SMOILIMOHATbHBIE curHaitbl [48]. Mrpatoiye B KOMIbIOTEP-
HbI€ UTPBI XKEHIIMHBI JEMOHCTPUPYIOT OOJiee HU3KUIA ypo-
BEHb SMIATUM IO CPABHEHUIO C XEHIIMHAMU, HE UTparo-
IIAMU B KOMITbIOTEPHbBIE UTPBI; STOT PE3YJbTaT OTHOCUTCS K
YUCTY KOPPEISIIUOHHBIX, U €T0 MOXHO MOMBITAThCS 00b-
SICHUTb TeM OOCTOSITEILCTBOM, UYTO HEAOCTATOYHO SMIaTUY-
HbIE KEHIIMHBI Yallle IPYTUX YBJIEKAIOTCA KOMITbIOTEPHBI-
MU urpamu [4]. Pgn skcrniepruMeHTATbHBIX UCCIIEAOBAHUA,
BKJovas HenaBHee GMPT-uccienoBanue HeMeLKUX yde-
HBIX [46], He TOATBEPAVIN HATMYKS BIUSTHUSI HA SMITATHIO
OIbITA YYaCTUSI B UTPaX C JIEMEHTAMU HACUJIUS.

3akio4yeHue

0O030p UMEIOLIKUXCS UCCEA0BAaHUI HE TTO3BOJISIET Cle-
JlaTb OJJHO3HAYHBIN BBIBOJ O TOM, MOXET JI1 UTpa B KOM-
MbIOTEPHbIE UTPHI TOBIUSITHL B Ty WJIM MHYIO CTOPOHY Ha
KpeaTMBHOCTb ToJjib3oBareieil. OJHAKO MOJIOXUTEIbHbIE
KOppEIsIUUU MeXAY KpEeaTUBHOCTbIO U YBJIEUEHHOCTBIO
KOMITbIOTEPHBIMU UTpaMU, JEMOHCTPUPYEMbIe UTPOKAMU
BCEX BO3PacTOB, IIOJCKa3bIBalOT, 4YTO, CKOpee BCEeTo,
HecnpaBeIJIMBO PACIPOCTPAaHEHHOE XUTEMCKOe MHEHUE,
COrJJacHO KOTOPOMY KOMIIbIOT€pHAas WUrpoBasl AesITeNb-
HOCTh 00HO3HA4HO OTPULIATEJIEHO BIMSIET Ha TBOPUYCCKUE N
WHTEJIJIEKTYaJIbHbIE CITOCOOHOCTHU JIeTeil, MOAPOCTKOB, Ja
U B3pOCbIX Jtojeii. [ToMruMo 3TOro, uccaenoBaHus MoKa-
3bIBAIOT, YTO KOMITBIOTEPHBIE UTPBI MOTYT CITOCOOCTBOBATH
Ppa3BUTHIO QYHKIUI KOTHUTUBHOTO KOHTPOJISI, TEM CaMbIM
KOCBEHHO obecrieunBasi pa3BUTUE TBOPUECKUX CIIOCOOHO-
CTEU UTPOKOB.

B To Xe BpeMsi, roBopsi 0 KpeaTUBHOCTU UTPAIOIIUX B
KOMITbIOTEPHbBIE UTPbI, HEOOXOAMMO YUUTHIBATh, UYTO TBOP-
yecKue CIOCOOHOCTU MOTYT ObITh HampaBJieHbl Ha COLIM-
aJIbHO HeoloOpsieMble U AaXe OIMacHbIE JIJIsI OKPYKaIOIIUX
neiictBus. B popMupoBaHUM HEraTUBHBIX (hOPM KpeaTuB-
HOCTHU OOJIbIIYIO POJIb UIPAIOT COLMATbHOE OKPYXXEHUE, a
TakXe BBICOKAsl arpeCcCUBHOCTb, HU3KME COLMAJIbHBIMI
WHTEJIJIEKT U OMMATUsl — Te XapaKTepPUCTUKU, CHUXKEHUE
KOTOPBIX Y UTPAIOIIUX B KOMIBIOTEPHbBIE UTPbl HEKOTOPHIX
JKaHPOB MPOTHO3UPYETCS] 3HAYMTEIbHBIM YMCIIOM MCCie-
noBateseil. HecMoTpsi Ha IpOTUBOPEYMBOCTb IMITUPUYUE-
CKMX JAHHBIX, HEOOXOAMMO YUMTHIBATh 3TU PUCKHU, OCO-
OEHHO KOoraa peub 3aX0IUT O JETSIX.

Pa6ota BeimorHeHa ipu rTomepxke rpanta PODU. TMpoekt Ne 15-06-06168.
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The article is aimed at analysis of current studies of the link between video games experience and creativity.
The impact of video game playing on the psychological specificity of gamers has repeatedly become a subject of
many studies, though higher-level cognitive abilities, such as creativity, were rarely the subject of interest, remain-
ing unexplored in the context of video games. Contrary to the earlier predictions that the increased amount of
«readymade» visual information will reduce the imaginative ability, most of the current works show positive links
between some types of creativity (in particular — visual) and playing video games. The latter becomes not only a
source of inspiration but also a platform for creative realization. Many authors draw attention to possible negative
aspects of creativity, in particular, the possibility of its antisocial applications. In this regard, the importance of
studying the aggressiveness and empathy of computer players is increasing but the research data in this area is
particularly contradictory.
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