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COMPUTER GAMES AS A COMPONENT OF CULTURE
AND A SUBJECT OF CULTURAL RESEARCH

The purpose of the article is to characterize computer games as a component of culture and a subject of cultural
research. The methodology involves distraction from the technological aspects of the genesis and implementation of
computer games and is determined mainly by the humanitarian guidelines for the phenomenon under study. Thus, the
methodological principles are based on the cultural research concept of computer games as a value of modern culture.
The scientific novelty is that for the first time in Ukrainian cultural research the need to study computer games as a
component of culture is actualized. Conclusions. The article highlights the need for cultural research of computer
games as a full and equal component of culture. Attention is paid to the scale of the computer games spread, their
importance for culture and the individual, as well as the impact on various spheres of human life. Conclusions. It is
emphasized that the issue of the creation and functioning of computer games in modern society is an inexhaustible
source for further research, including in cultural research. Computer games are a wide “field” for the application of the
latest IT developments, philosophical ideas, and artistic innovations. Therefore, this issue will remain in the focus of
research not only for cultural scientists but also for philosophers, educators and psychologists, sociologists, economists,
and jurists, given the pace and scale of the information spread and communication technologies, and most importantly
their complexity.
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Tpau KOnia Bacuniena, xanouoam nedacoziunux Hayk, npoghecop Kuiscvkozo nayionanvnozo yuigepcumemy
KYIbmypu i mucmeyme

Komn’rorepHi irpu sik ckiagoBa KyJbTYPH Ta NpeaMeT KyJAbTYPOJIOTiYHOI0 JOCTiKEeHHS

Meta cTarTi — OXapaKkTepu3yBaTH KOMII' IOTEpHI irpH SIK CKIIaJOBY KyJbTypH Ta HPEIMET KyJIbTYpOJIOTIYHOTO
IocTikeHHs . MeTomoJIoTis JOCTi[PKeHHS Tepefdadae BiIBONIKAHHS BiJl TEXHOJOTIYHHX acCIEKTiB TEHE3UCYy 1
peamizamii KOMI'IOTEpHHX Irop, 1 BH3HA4YaeTbCi IEPEBAKHO T'yMaHITADHUMM HACTAaHOBAMHM Ha JIOCIIKYBaHWH
(denomeH. Binrak, MeTOMOJIOTIYHI 3acagyl IPYHTYIOTbCS Ha KyJbTYpPOJOTIYHIH KOHIENIii KOMIT'FOTEpHOI TI'pU SIK
LIHHOCTI cy4yacHOi KynabTypu. HaykoBa HOBHM3Ha TOJsirae B TOMY, LIO BIEpUIE B YKPAiHCHKIA KyJIbTYpOJIOTIl
aKTyaJi30BaHO MOTPeOy BUBYCHHS KOMIT FOTEPHHX irop sSIK CKIaJ0BOI KyIbTypH. Pe3yJbTaTH. Y CTaTTi aKTyasli3oBaHO
moTpedy KyJIbTYPOJIOTIYHOTO TOCTIKCHHS KOMIT IOTEpHHX irop SK MOBHOIIHHOI 1 pIBHOIIPABHOI CKJIaI0BOI KYJIBTYpH.
3BEpHEHO yBary Ha MacliTadW PO3MOBCIO/DKEHHS KOMII'IOTEPHHX Irop, iX 3HA4eHHs Uil KYJIbTYpH Ta OKpPEMOTO
iHAMBia, a TaKOX BIUIMB HAa Pi3HI cepu KUTTEAsUIbHOCTI moauad. BucHoBku. Haromomeno, mo mpobiemaTika
CTBOPEHHS 1 (QYHKIIOHYBaHHS KOMIT IOTEpPHHUX irop B Cy4acHOMY CYCIIJILCTBI — HEBHUEPITHE JKEPEIIO JUIS MOJaBIINX
JIOCIIIKeHb, 30KpeMa M y KynbTyposorii. KoMn’iotepHi irpu — me mmpoke mojie Juisi 3acTocyBaHHS HOBiTHIX IT-
po3poboK, dimocodchkux imeld i MUCTEIBKMX HOBOBBeAEHb. Binrak, 1 mpobieMaTHka Iie J0Bro nepedyBaTuMe y
(dokyci JIOocCHiKeHb He JIMIIE KyJIbTypoJIoriB, a i ¢inocodiB, meaaroris i IICHXOJOTIB, COLIOJIOTIB, €KOHOMICTIB i
NIPAaBO3HABIIIB, 3BAXKAIOYM HA TEMITM 1 MacmTabu pO3NOBCIOUKEHHs iH(opManiiiHO-KOMyHIKaliHHUX TEXHOJIOTIH, a
TOJIOBHO — iX CKJIAIHICTb.

Kiro4oBi cjioBa: koM’ 1oTepHi irpu, iHQOpMaIiifHi TEXHOJIOT11, Ky/IbTypa, MUCTEITBO.

Introduction. Computer games have long and pop music, and a system of mass cultural
been part of popular culture, along with cinema production (creative industries), which has
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original aesthetic properties. In developed
countries, computer games are even recognized as
art (in France is since 2006; in Germany is since
2008, in the United States is since 2011), in Korea
in general the pride and property of the state and
the best gamers there are well known as pop stars.
Today, computer games are as popular as
literature and cinema and affect culture no less,
not to mention profits where the global film
industry earns billions of dollars less than the
gaming industry (according to the authoritative
gaming market think tank Newzoo, in 2020, the
profit of the gaming industry amounted to 159.3
billion dollars [7], while the total profit of the film
[3] and music [6] industry is only 62 billion
dollars). Just like cinema, computer games are a
means of entertainment and a source of aesthetic
experiences, just as cinema, computer games are
the language in which society discusses problems,
and is a source of identities as in cinema, video
games offer exemplary types (cool guy, rebel,
mercenary, etc.).

Of course, computer games cannot be
attributed to the elite or folk culture, but they are a
factor in the socialization and organization of
everyday life in modern society. For a large
proportion of the world’s population, they have
become an everyday reality, but still, the attitude
of society to them remains ambiguous.

Review of recent publications and research.
In Ukraine, the study of computer games in
modern humanities and social sciences, including
cultural studies a relatively new direction. Only
some researchers turn to this issue, and even in the
context of other issues, for example, in the study
of aesthetic features of video games
(N. Marenych), the peculiarities of the existence
of myth in cyberspace (G. Starkova), and others.
Compared to other disciplines, computer games in
Ukraine have been most extensively studied in
terms of psychology (O. Girchenko and others),
pedagogy (O. Androschuk and others), and social
communications (O. Sotnikova and others), but
these are a few publications. The representatives’
works of these sciences are mostly not a specific
analysis of a certain aspect of the computer games
functioning, but a retelling of already known
truths or facts with appropriate citation or
insufficiently  substantiated and convincing
argumentation about the advantages and
disadvantages of using computer games. This
situation, however, is partly due to the fact that
the researcher (especially the humanities or social
sciences) is required not only to understand the
terminology of information and communication
technologies, but also to know clearly their
capabilities, the specifics of functioning, and use
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in various spheres of life, the peculiarities of
interaction and influence, development trends, and
most importantly to have experience with these
technologies, in this case, to be familiar with
computer games. In this regard, Dan Pinchbeck,
one of the authoritative developers and theorists
of video games, said quite emphatically: if a
researcher wants to understand video games, he
must be able to either write code or develop game
concepts.

The purpose of the article is to characterize
computer games as a component of culture and a
subject of culturological research.

Presenting main material. Over the past two
decades, foreign scientists have been actively
studying computer games: this research area has
been called game studies. The most famous and
large centers for the study of computer games are
located in Europe. Among them is the Center for
Computer Games Research at the University of
Copenhagen Information Technology, as well as
the Digital Games Research Association (DiGRA)
is the Association for Digital Game Research,
which has been operating since 2003 in Finland.
Many institutes and universities in the United
States study computer games, in particular, game
design issues, are Forbes singles out more than 20
“best” [1]. Among them: Stanford University,
which annually holds Interactive Media & Games
seminars, inviting scientists, industry, and players,
as well as New York University, which studies
game design, development, game journalism, and
game studies. Employees of these scientific and
educational institutions (Espen Aarseth, lan
Bogost, Chris Crawford, Frans Maiyré, etc.)
conduct specialized research, organize numerous
conferences, symposia, festivals, and publish their
work in specialized scientific journals, such as
Game Studies. The International Journal of
Computer Game Research [4], the main topics of
which are aesthetic, cultural, and communicative
aspects of games. DiGRA publishes the journal
Transactions of the Digital Games Research
Association [10], which publishes research on
computer games in the fields of sociology, design,
anthropology, psychology, and programming. The
Games and Culture magazine [5] by SAGE
Publications is dedicated to the socio-cultural,
political, and economic dimensions of gaming.
Springer publishes The Computer Games Journal,
[8] which covers programming in particular
programming questions; gaming habits of gamers;
copyright; moral and legal consequences
associated with gaming content. Elsevier, one of
the world’s largest publishing houses, publishes
Entertainment Computing [2], dedicated not only
to video games but also to digital entertainment in
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general, in particular social networks, which have
recently become a “platform” for computer
games.

Therefore, computer games as a full-fledged
component of modern culture should be the object
of cultural research in Ukraine, the main focus of
which should be on their socio-cultural effects,
opportunities, and trends in their application
directly in the field of culture. In addition, we
should not forget that computer games are an
entertainment business in their technological
form, so the study of this aspect is also one of the
promising areas of their study. Each such work
will become a “brick” in expanding the scientific
understanding of the specifics of the interaction of
information and communication technologies,
including computer games, and culture.

A promising area of study is the history and
presence of computer games in Ukraine. This
topic is almost unexplored, despite the fact that
Ukrainian developments are worth considering at
least in terms of their impact on Ukrainian society
in the context of information security and
information impact (e.g. Combat Mission: the
Black Sea, Call of Duty: Modern Warfare, etc.).
At the time, the Ukrainian S.T.A.L.K.E.R. game
was extremely popular, in which events unfold in
the Chernobyl nuclear power plant, and which is
based on the novel “Roadside Picnic” Strugatsky
brothers and shot on its motives, film director
Andrei Tarkovsky’s “Stalker”. This is an
unnecessary reminder that computer games adopt
images and artistic techniques from literature and
cinema, offering their own characters. The film
industry, in turn, borrows images and plots from
computer games. Among the best films based on
the cult video games are “Lara Croft: Tomb
Raider” (2001, by the way, the scenery in the film
exactly repeats the atmosphere of the original
series of games), “Far Land” (2008), “Prince of
Persia: Sands of Time” (2010), “Warcraft” (2016)
and others.

One of the messages of leading foreign
researchers in computer games is the belief that
culture must cooperate with the gaming industry
primarily in order to survive. It is not only that
such interaction can contribute to the creation of
new art forms that will ensure a high level of
participation and progressiveness, but also that
culture can borrow from this kind of game
approaches and vocabulary. Thus, despite the
ambiguous attitude of theorists and society in
general to computer games, they are an important
part of modern culture. This new art form is the
product of almost all previous forms of media,
and it is reflected in almost all spheres of human
life. Computer games today are not just fun. As

computer simulators, or simulators (implemented,
in fact, on the principle of computer games), they
are actively used in the educational process - in
special training, the content of which is associated
with the development of confident and accurate
professional competencies in the classroom, as
well as in science-intensive professions, which
use complex technologies and technical means.
Computer games have become a tool for
advancing science: for example, according to the
journal "Nature Structural & Molecular Biology",
gamers in a specially created computer game
"Foldit" deciphered the structure of the virus-like
enzyme AIDS - that is, performed the task, a
reliable solution which is absent in modern
biology. Today, computer games have become a
new form of rhetoric - the so-called procedural
rhetoric, the essence of which, according to
I. Bogost, is the art of persuasion through the rules
of interaction. One of the clearest examples is the
computer game "September 12", dedicated to the
criticism of the fight against terrorism, or the
game McDonald's Videogame as a critique and
parody of McDonald's activities.

In the field of culture, video games are used
not only as a museum exhibit but also as a tool for
disseminating information about cultural artifacts.
Yes, foreign museums use video games as a way
to attract audiences: the British Museum in
London has a flash game Time Explorer, which
allows you to view the archaeological finds [9]. In
the New York Museum of Modern Art, video
games have become full-fledged museum
exhibits, where a permanent exhibition of
specially selected video game curators has been
opened [11].

For a form that is so ubiquitous, progressive,
and so popular (and the number of gamers around
the world today reaches 2.7 billion [7]), it seems
unusual that we still have to argue in favor of
computer games as a key part of modern culture.
But it is so. Especially in Ukraine, where it is not
that there are no special research centers, and
research on this issue is carried out very slowly
and carefully. Moreover, computer games have
long been a “hero of history” that when a new
media or a new art form (in this case, it’s the same
thing), society believes that there is a treasury-
what and what and this must be addressed
urgently. Today, computer games are a kind of
art, born of the digital age, which requires a
change in stereotypes of perception, the rejection
of dogmas in society, including science. The
computer games study within different sciences is
an urgent requirement of the time, given that this
type of game has long been an everyday reality,
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and the attitude of society, including cultural
scientists, to it has not yet been formed.

Conclusion. Thus, the issue of creation and
computer game operation in modern society is an
inexhaustible source for further research, and not
only within the cultural study. Computer games
are a wide “field” for the application of the latest
IT developments, philosophical ideas, and artistic
innovations. Therefore, this issue will remain in
the focus of research not only for cultural
scientists but also for philosophers, educators and
psychologists, sociologists, economists, and
jurists, given the pace and scale of the information
spread and communication technologies, and most
importantly their complexity.
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