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BHYTPUMI'POBBIE IIOKYIIKU MMPOJAYKTOB B OHJIAHH-UT'PAX, HA
HNPUMEPE BUJAEOUI'PBI «CS:GO»

Aunomayus. Jlannas cmamesi  NOCEAWEHA  UCCIE008AHUI0  GHYMPUUSDOBBIX
npooyKmo8 6 OHaaUH-ucpax Ha npumepe uzgecmuou uepvl  «CS:GO».
Buympuuepoevie npooykxmer  npedocmasnsiom — coboti  yugposvle  mosapwl,
oocmynHvle 0N NOKYNKU 6 USPOBOM Mupe, GKIIOUAs CKUHbL  OPYIHCUA,
KocmemuiecKue aKceccyapbul, NepCoOHANIUUPOBAHHbIE dNIeMeHmbl 2eumnies u m.o.
Oonaxo, 6 HayuHoOU Jumepamype CYWecmseyom HeKomopoe npomueopeyue,
céA3aHHOe ¢ (OKycuposaHuem OUCKYCCUU HA BONpOCe DMUYHOCMU NOOOOHBIX
NOKYNOK U @blOe/leHUeM 2pynnbl NOOPOCMKO8 U WKOIbHUKOS, KaK Haubolee
NO0BEPIHCEHHOU Ol NOKYNOK — YNOMAHYMbBIX — 8blile  NpOOYyKmos.  Aemop
nooyepkugaem HeoOX0OUMOCMb UCCLe008AMb He MOIbKO 2PYNNbl HOOPOCMKO8 U
UWKONILHUKOS, HO U PACCMAmMpUBams 2pynny 83pociioco Haceierus om 25 0o 35 nem,
YmooObl NOHAMb MOMUsayuu U QGaxkmopsl, GIUAUWUE HA UX GHYMPUUSPOBbHIE
noxynku. I10006Hble ucciedosanus umerom 8axicHoe 3Haverue sl pazpadomyuKkos
U pe2yiupyrouux opeanos, maxk Kak OCHOBHA AyOUmopus 2elmepos 8Uudeoupul
«CS:Q0» - HAX00AMCS 8 803pACMHOM ouanasone om 25 0o 35 nem.
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Russia, Moscow

IN-GAME PURCHASES IN ONLINE GAMES, ON THE EXAMPLE OF THE
CS:GO VIDEO GAME

Annotation. This article is devoted to the study of in-game products in online games
using the famous «CS:GOy» game as an example. In-game products are digital goods
available for purchase in the game world, including weapon skins, cosmetic
accessories, personalized gameplay elements, etc. However, there is some
controversy in the scientific literature related to focusing the discussion on the issue
of the ethics of such purchases and singling out the group of adolescents and
schoolchildren as the most susceptible to purchases of the products mentioned
above. The author emphasizes the need to study not only groups of teenagers and
schoolchildren, but also consider the group of adults from 25 to 35 years old to
understand the motivations and factors influencing their in-game purchases. Such
studies are important for developers and regulators, as the main audience of
«CS:GO» video game gamers is in the 25 to 35 age range.

Keyundefined words. In-game purchases, adult gamers, online games, consumption

factors, cosmetic virtual goods, loot boxes undefined.

3a mociegHue JECATWICTHS OHJIAMH-UTPHI CTajdd BaXKHOM COCTaBIISIONICH
COBPEMEHHOM UTPOBOM MHAYCTPHUH, TOCTOSHHO MPHUBJIEKAS MAJUIMOHBI UTPOKOB 1O
BceMy Mupy'. BMecTe ¢ poCTOM NONYISPHOCTH OHJIAHH-WUTP MOSBHUINCH U HOBBIE
JOTIOJTHUTEIBHBIE METOAbl MOHETH3allUM, KOTOPHIE 3HAYUMO HM3MEHWIH MOJIENb
MOTpeOJIeHNs KOHTEHTa B Bujeourpax. OQHUM M3 KIFOYEBBIX 3JIEMEHTOB B 3TOM
KOHTEKCTE SBJISIIOTCS BHYTPHUUTPOBBIE MPOAYKTHI M MEXAHWU3MBl MOHETH3AIUU,
KOTOPBIC TTPEAOCTABISIOT HTPOKAM JOCTYIT K JOTIOJHUTEIbHBIM (DYHKIUSAM, OIIBITY

Y MPpEeIMETAM BHYTPH UTPOBOTO MUPA.

! Tuxonosa B.JI. OcHOBHBIE (HaKTOPHI Pa3BUTUS KOMIBIOTEPHOW MHOTOIMONB30BATENLCKOM UIPOBOM HHIYCTPHH:
(rIT0CcO( CKO-KYITBTYPOITOTHIEeCKHI aHanu3 [DnexrponHbTit pecypcel// cyberleninka - URL:
https://cyberleninka.ru/article/n/osnovnye-faktory-razvitiya-kompyuternoy-mnogopolzovatelskoy-igrovoy-industrii-
filosofsko-kulturologicheskiy-analiz/viewer (nata oopamenus: 10.06.2023).
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BHyTpuurpoBbie = MPOAYKTHI  SBISIOTCS  NU(PPOBEIMH  TOBapaMmw,
IpENIHA3HAYCHHBIMU IS IPUOOPETEHUsS BHYTPU KAKOW-TMOO BUIEOMIPHIZ. JTH
MPOAYKTHI MOTYT BKJIIOYATh Pa3HOOOpa3HbIC IPEIMEThI, TAKUE KaK CKUHBI OPYXKUS,
KOCMETHYECKHAE aKCECCyaphl, IEpCOHAIM3UPOBAHHBIC JJIEMEHTBHI TeHMILTes,
BHUPTYaJbHBIC BAIOTHI U MHOTOE JIpyroe. BHYTpUUTPOBBIC MPOTYKTHI MOTYT OBIThH
KaK 9acThl0 OCCILIATHBIX, TaK W IUIATHBIX OHJIAWH-UTP. CTOUT 3aMETUTh, YTO TAKUE
NPOAYKTBI MOTYT KaK CIIOCOOCTBOBaTb HMIPOBOMY TIPOIIECCY, TaK W SIBIATHCS
UCKITIOYUTEIIBHO «KOCMETHYCCKUMMY». KocMeTHueckne BUPTyaaIbHbIC TOBAPHI — 3TO
TUI TIOKYTIOK, MOMY/ISPHBIX B OHJIAWH-UTPaX, KOTOPHIC M3MEHSIOT BHEUTHUH BHUJT
aBarapa Urpoka. BupTyaibHBIC TOBapHI CYIICCTBYIOT TOJIBKO B BUPTYAIbHOU Cpe/ie
¥ MOT'YT OBITh TTOJTYYEHBI IMHCTBEHHBIM UT'POKOM. BUpTyaabHbIC TOBAPHI SABISIOTCS
KOCMETHYECKUMH, TIOCKOJIBKY HOCSAT JIMIIb JICKOPATUBHBIA  XapakTep W,
cJIel0BaTeNbHO, He Jal0T UTPOKY HUKAKUX UIpOBBIX mpeumymecTs®. HekoTopsle
MCCIIEZIOBATENId  OTMEYAIOT, YTO POCT TMOJOOHBIX BHYTPUUTPOBBIX ITOKYIIOK
CIIOCOOCTBYET pPOCTYy OHJIAWH-TeMOJMHra B OOIIecTBe Onaromaps JIETKOU
JIOCTYITHOCTH, HU3KOMY BXOAHOMY Oapbepy U HEMEIJICHHOMY PEe3yibTaTy a3apTHHIC
UTPBI C BUPTYAJIbHBIMH MPEAMETaMU CTaJHM MOMYISIPHBIMUA CPEId UTPOKOB. Takue
Buneourpsl, kak «Counter-Strike: Global Offensive», «Team Fortress 2», «DOTA
2» ¥ T. 1., KOTOPbIE MOXHO TIOJTYYUTh TIOCPEACTBOM OOBIYHOTO UTPOBOTO MPOIIECcCa,
BHYTPUUTPOBBIX IMOKYIIOK, TIOKYIIOK HA PHIHKE COOOINECTBA I TOPTOBIH CPEIH
urpokoB”. J[eHCTBUTENBHO, IPUOOPETEHHE HEKOTOPHIX BHIOB BHYTPUMIPOBBIX
MOKYITIOK MOXKET HAIOMUHATh a3apTHHIE WUTPhI, TaK KaK MPEACTABISIIOT COOOi
«OOKCBI» M3 KOTOPBIX HWIPOKY JIOCTAaeTCS Kakou-muOo TpenMeT H3 3apaHee
OIMCAHHOTO CIICKA, C ONPENEICHHOW BEPOATHOCTHIO . MEXaHMKH MONYYEHHUS U

paCIIakOBKH TaKHX «OOKCOB» XOTh M IMCPCCCKAIOTCA MCXKAY pa3JIMIHbBIMU OHJIAMH-

2 Chin-Lung Hsu, Judy Chuan-Chuan Lin Effect of perceived value and social influences on mobile app stickiness
and in-app purchase intention // Technological Forecasting & Social Change. - 2016. - Volume 108. - C. 1.

3 Sociomateriality ~of virtual items in online games // embodiedinteractionuppsala URL:
https://embodiedinteractionuppsala.wordpress.com/2018/06/17/sociomateriality-of-virtual-items-in-online-games/
(mara obpamenus: 20.06.2023).

* Xiangwen Wang, Michel Pleimling Behavioranalysisofvirtual-itemgambling / PHY SICALREVIEW. - 2018. - Ne98.
- p. 012126-1.

% Keiicel B KC 'O — 4t0 3TO TaKoe, Kak Ha Kelicax 3apaboTaTh M IIaHCHI Ha BBINaJeHUE HOKa OecrutatHo // Kubep
URL: https://cyber.sports.ru/cs/blogs/3167742 (nara obpamenws: 30.06.2023).
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UTpaMU, OIHAKO, M3-3a PAa3IMYHBIX COLMOKYIBTYPHBIX U JIPYTUX XapaKTEPUCTHUK
noTpeduTeneil OHIaH-UTp crenuprka uxX NOTpeOICHUS BHYTPUUTPOBBIX TOKYIIOK
MOKET OBITh paznuyHoi. Tak, HapuMep, «HAYMHAIOUIUI UTPOK JIETKO MOMMET BCE,
4yTO ITpoucxoauT Ha Tpancysiuuu 1o «CS:GO». B otmnuue or MOBA -urp, reiimiuieit
ITYTEPOB MPO3padeH W TIOHATCH C IEPBBIX MUHYT — HHUKAKUX ()IHTE3UHHBIX
nepcoHaked, apreakToB W  JECATKOB  HEMOHATHO YTO  O3HAYAIOIIUX
cnempdexro»®. B 1annoi pabore GyayT pacCMOTPEHBI BHYTPUMIPOBBIE HOKYIIKH
B oHJaH-urpe «CS:GO».

Crout moapoOHee pa3oOparbcsi B crHelupuKe BHYTPUUTPOBBIX IMOKYIOK
orwnaH-urpel «CS:GO». Tlpomaxka u oOMEeH KeWCOB, KIHOUEH, CKUHOB U T.I.
NPOUCXOAUT Yepe3 MapKeTIuieic Bumeowrp — «Steam». Kak oObIYHBIC, Tak U
npodeCCHOHANTFHBIE WIPOKHA CO3MAI0T W MPOAAIOT OTH CKUHBI Ha TOproBoii
IIoHIaKe coodIecTBa Steam 3a CpefCcTBa, KOTOPHIE PACIIONIOKEHBI B KOIIEJIbKE
«Steam»’. Paa aBTOpOB yuenseT BHUMaHHE (pEHOMEHY BHYTPHHIPOBHIX MOKYIIOK
NoJOOHBIX OOKCOB, C TOYKM 3pPEHUSI a3apPTHBIX WIPOBBIX MPAKTUK, U YIACISIOT
BHMMaHHE HMMEHHO IPAaBOBOMY acIeKTy JaHHOro ¢eHomeHa. Tak, Hampumep,
aBTOpHI uccaenoBanus «Vgo, nft, omg! Commentary on continued developments in
skins wagering» TOBOPST O TOM, UYTO PEryIUPYIOIIHE OPraHbl BO BCEM MUPE OBLIN
BBIHYKICHBI TIOCTOSIHHO MEPECMaTpPUBaTh CBOM O0SI3aHHOCTH B OTHOIIICHUU HOBBIX
POAYKTOB, KOTOPHIE Pa3MbIBAIOT TPaHb MEXKIY a3apTHBIMU UTPaMU U a3apTHBIMH
urpamu. B mocneaHee BpeMs MOMyAsSpHBIE TEMBI B 3TOM JUCKYCCHHM BKIIOUHIIN

8 C npyroil cTOpoHBI, 4acThb

omnpeneneHue JTyTOOKCOB KakK a3apTHBIX HIP»
uccienoBareneld  (GOKyCHUpyeTCs Ha ICHXOJIOTHYECKUX (aKTopax IMOKYIKH
JTyTOOKCOB, OMHAKO HCCJIENOBAaHUS PACCMATPUBAIOT JIETEH M TMOAPOCTKOB. Tak,
HanmpuMmep, aBTOpbl cTarbu «llcuxoconmanbHasi aganTanus W TCUXUYECKUE

pacCTpOWCTBA, CBSA3AaHHBIE C BHYTPUUIPOBBIMU MOKYIIKAMHU, CPEIH SIIOHCKUX

® UYem pasnmuarorcs u B 4éM TOXOKHM (aHaThl pasHBIX KuOepcroptuBHbIX mrp // Cossa URL:

https://www.cossa.ru/trends/201078/ (mata obpamenus: 30.06.2023).

7 Hardenstein, Taylor Stanton (2017) "Skins" in the Game: Counter-Strike, Esports, and the Shady World of Online Gambling," UNLV
Gaming Law Journal: Vol. 7: Iss. 2, Article 5. P 118.

8 Abarbanel, B., Macey, J. (2019). VGO, NFT, OMG! Commentary on Continued Developments in Skins Wagering. Gaming Law
Review, 23(1), 23-25.
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YYEHUKOB MIJIAJIIIUX KJIACCOB CPEAHEH IIKOJBD» TOBOPSIT O TOM, YTO MOJAPOCTKH
«0oee ysI3BUMBI K BHEIITHUM CTUMYJIaM, TAKUM KaK pekjiama B CpeICTBaX MacCOBOM
undopmanuu, dem B3pocisie (Griffiths et al., 2004)»°. Crour 3ameTHThH, YTO
HCCIIEJIOBAaHUE, Ha KOTOPOE ONHUPAIOTCs, aBTOPhl paccMarpuBacMoOd pabOThI
natupyetrca 2004 romoM, 4TO Ha TAHHBIM MOMEHT IIPEACTABISIETCA HE AKTyalbHBIM,
Tak Kak Te, k10 B 2004 rogy coCTaBisiyl KOHTUHICHT HOJPOCTKOB U IIKOJIbHUKOB —
Ha JJAHHBI MOMEHT SIBJITFOTCSI B3POCJIBIMHU JIIOAbMU. Tak, Hanpumep, e, k1o B 2004
rofy TOJBKO HaYMHaJ IOJy4yaTh IIKOJIbHOE OOpa3oBaHUE, HA JAHHBIH MOMEHT
UMEIOT BO3PaCT OKOJIO 25 JIeT u cTapiie. Takum 00pa3oM, CTAaHOBUTCS aKTyaJIbHBIM
UCCJIEIOBATh HE TOJBKO TEKYIIIEE MOAPOCTKOBOE HACEJICHUE, HO M MOB3POCIIECBIINX
reiiMepoB. DTOMY CBUJIETEIbCTBYIOT U CTAaTUCTUUYECKHUE TTOKazareau — okoso 37 %
COCTABJISIIOT TeiiMepbl OT 25 10 34 net u okoiio 33 % — relimepsl ot 35 10 44 ner,
B CBOIO O4€pe/Ib, IPOLICHT MOJIOIoN aynuTopu (0T 14 10 24 1eT) COCTaBIsAeT TOIBKO
30%%°. Uro kacaercs HemocpeACTBEHHO ayquTopuu omiaiH-urpsl CS:GO, To
COINIACHO MCCJIEAOBAHUSAM, OCHOBHASI Macca UTrPOKOB pacrojaraeTcs B BO3paCTHOM
nauamazoHe oT 25 mo 26 mertl. Takxe, mo IpyruM naHHbM, urpoku “CS:GO”
HaxoJATCsl B Bo3pacTe okoio 23 jiet, a B «Dota 2» - ot 18 10 21 roma. 3nech BaxxHO
OTMETUTh, YTO «B HACTOSILIEE BpPEMsI CpPEOHUN BO3pPACT BBITYCKHHKOB
yHuBepcuTeToB B Poccuu cocrapnser 22 - 25 net»!2. Eciy cpaBHUTH BO3PACTHBIE
nuanaszonsl aynutopun oniailH-urpsl CS:GO u BeimyckHukoB BY30B B Poccuwn,
MOXKHO CJIelaTh BBIBOJA, YTO OOJBINAs YacTh AyJUTOPUU WUTPOKOB — YK€ HMEIOT

BBICIIEE 0OpasoBaHue U B Gosee ueM 80% ciayuaes TpynoycTpoensl™. Ilocnennee,

® Shinkawa Hiroki, Irie Tomonari, Tanaka Masanori, Yokomitsu Kengo Psychosocial Adjustment and Mental Distress
Associated With In-Game Purchases Among Japanese Junior High School Students // Frontiers in Psychology . -
2021. - Ne12. - C. 2.

10 Ncenenopanue: Gonbluas 4acTh poccuiickux reliMepos crapiue 24 fer, a gons PC cumxkaercs // overclockers URL:
https://overclockers.ru/softnews/show/110502/issledovanie-bolshaya-chast-rossijskih-gejmerov-starshe-24-let-a-
dolya-pc-snizhaetsya (mara obparmenus: 05.07.2023).

11 Counter-Strike: Global Offensive // escharts URL: https://escharts.com/ru/games/csgo (mata oGpaiieHus:

13.07.2023).
12 B kakoMm BO3pacTe CTYIEHTBI 3aKaHYMBAKOT yHUBEpCcUTET? IIpeleNbHbIi BO3pAcT JUIS JOCTIKEHHS UILIOMA
HcTounuk: https://yasoldat.ru/v-kakom-vozraste-studenty-zakanchivayut-universitet-predelnyy-vozrast-dlya-

dostizheniya-diploma // yasoldat URL: https://yasoldat.ru/v-kakom-vozraste-studenty-zakanchivayut-universitet-
predelnyy-vozrast-dlya-dostizheniya-diploma/ (nara oopamenus: 17.07.2023).

13 Tpynosbie pecypchl, 3amsTocTh M Oe3paboruna // Poccrar URL: https://rosstat.gov.ru/labour force# (mara
obpamenwus: 18.07.2023).
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https://www.frontiersin.org/articles/10.3389/fpsyg.2021.708801/full#B13

B YAaCTHOCTH MOXET TOBOPUTH O TOM, 4YTO JaHHBIA KOHTHHTEHT WIPOKOB
CaMOCTOSITEIBHO OIUIAYMBAET BHYTPUUTPOBBIE MTOKYNKH B OHJIaH Urpe «CS:GO».

[Ipoananmu3upoBaB BcE BHINIE CKa3aHHOE, MOKHO CHENIaTh BBIBOMA, YTO HA
JAaHHBIA MOMEHT CYIIECTBYET MPOTHBOPEYHE B HAYYHOH JHCKYCCHM Ha TEMY
ayIUTOPHUH, MONBEPKEHHBIX BIHUSHUIO BHYTPUUTPOBBIX IMOKYIOK B OHJIAWH-UTPE
«CS:GO». Taxxe, CylmecTBYeT U HEOOXOAUMOCTh 0oJiee NETaJbHOTO0 HM3y4YEHUS
JAHHOW ayJUTOPUU C TOYKHA 3pPEHUS (PAKTOPOB, KOTOPHIE MOTHBUPYIOT 3TY
ayIUTOPHUIO COBEpIIaTh TaKWe IOKYNKH. JlaHHBIA HCCIEA0BATEIBCKUNA BOIPOC
NoJpa3yMeBaeT  NPOBEJACHUE  OSMIIMPUYCCKOTO  HUCCIICIOBaHUS,  HAlpUMEP
NIPOBEICHUS Psijia TyOMHHBIX HHTEPBBIO ¢ TeiMepaMu oT 25 10 35 jeT. Pe3ynbrarsr
TAKOTO WHTEPBBIO IMO3BOJIAT JIeTallbHEE Y3HATh O psne (aKkTopoB, YHOMSHYTBIX
Boime. [locie 4ero mpeacTaBisIeTcs aKTyalbHBIM IPOBEICHHE OINpOCa CPEeau
UTPOKOB TOTO JK€ BO3PACTHOTO JUANa30Ha IS MOJTyYCHHSI KOJTUYCCTBEHHBIX JTAHHBIX
O BBISIBJIEHHBIX (paKTOpax.
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