Galactica Media: Journal of Media Studies. 2021. No 4 | ISSN: 2658-7734 G
Uccnenosanus urp | https: //doi.org/10.46539/gmd.v3i4.201

Fabula Nova Obscura Est:
Possible Worlds in “Final Fantasy XIII-2”

Vladislav V. Kirichenko

National Research University “Higher School of Economics” (St. Petersburg).
Saint Petersburg, Russia. Email: kirlimfaul[at]gmail.com

Abstract

Modern narratological researches are quite well developed and has long gone beyond the purely
philological field. One of the applications of narratology is the study of computer games, the most
relevant new medium. This paper is devoted to the issue of unusual narrative strategies used

in games on the example of Final Fantasy XIII-2. The analysis is conducted via the possible-worlds
method, which is currently in demand in modern humanities, but it is less known in Russia. The aim
of the research is to determine the function of possible worlds existing in Final Fantasy XIII-2 for a
better understanding of the game design. In the course of the work, the author examines the internal
structure of the game world with the help of the theory of possible worlds, analyzes the narrative
strategy, and makes a game scheme of possible worlds with accessibility links which let to see

the deep internal structure of the narrative game world. In conclusion, it is clear that

Final Fantasy XIII-2 contains a non-trivial narrative structure with multiple branches that is smoothed
out by the gameplay and cinematic experience of the player, although such a composition of possible
worlds represents a complex scheme of the game's macrocosm which demands a close attention

to the narrative. The article is intended for various humanitarian specialists interested in the study
of computer games.
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AHHOTaUA

CoBpeMeHHbIE HAPPATOJIOTMYECKME MCCIIEN0BAHNS JOCTATOYHO XOPOLIO PA3BUTHI U YKE JaBHO
BBIIUIY 32 [Ipefesibl Cyry6o ¢usosoruyeckoro nosst. OnHou 13 obacTell IpUMeHeHNsI HappaToJIoruy
SIBJISIETCS] U3y4Y€HME KOMITBIOTEPHBIX UI'P, CAMOr0 aKTyaJIbHOTO HOBOro Menmyma. Hacrosimas pabora
IIOCBSIIIEHA BOIIPOCY HEOOBIYHBIX HAPPATUBHBIX CTPATETHi, CIIOJIb3YEMBIX B KOMITBIOTEPHBIX UTPaX,
Ha npumepe Final Fantasy XIII-2. AHanu3 yKazaHHOM UIPbl IIPOXOIUT C [TIOMOIIIBIO METOJIa BOBMO>KHBIX
MUPOB, KOTOPBII SIBJISIETCS aKTyaJIbHO BOCTPEOOBAaHHBIM B COBDEMEHHOM I'YMAHUTAPUCTHUKE,

OJIHAaKO OH HEeJ0CTaTOYHO M3BecTeH B Poccum. 1lesiblo paboTel CTAHOBUTCS OIpefiesieHre 0COOEHHO-
cTell PyHKUMOHUPOBaHMS BO3MOXKHBIX MupoB B Final Fantasy XIII-2 1151 siy4mero noHMMaHUs Cofep-
JKaHU JAaHHOM UTPLL. B Xozie nccienoBanus aBTOp PACCMATPUBAET BHYTPEHHEE YCTPOMCTBO MUPa
WTPBI C TIOMOLIBIO TEOPUY BO3MOXKHBIX MAPOB, aHAIN3UPYET HAPPATHUBHYIO CTPATETUIO, CO3IAET CXEMY
IOCTYITHOCTH BO3MO>KHBIX MUPOB, MTO3BOJISIOLIYIO JIy4llle YBUAETDb ITyOMHHOE COCTOSIHME BHYTPEH-
HEro MUpa Urpbl. B 3akimo4eHnn MOXXHO cKasats, uto Final Fantasy XIII-2 comep>xut B cebe HeTpu-
BMAJIbHYIO HAPPATHUBHYIO PA3BETBIIEHHYIO CTPYKTYPY, KOTOPas CIJIaKEHA UTPOBBLIM ITPOLIECCOM U
KrHeMaTorpadU4eckuMm OIIBITOM UIPOKA, XOTSI TaKasi KOMIIO3HUIIVSI BOBMOKHBIX MUPOB IIPELICTaBIIsIeT
€000 CJIOKHYIO CXEMY MAKPOMMPA UTPBbl, TPEOYIOLLYIO IPUCTAIIBHOTO BHUMAHUS K HApPaTUBY.
CraTbs paccyrTaHa Ha Pa3yIMYHbIX TYMAHUTAPHBIX CIIELMAJIMCTOB, MHTEPECYIOIIMUXCS UCCIEJOBAHUEM
KOMIIbIOTEPHBIX UTP.
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BBeneHue

B COBpEeMEHHOM MUpE KOMIIBIOTEPHBIE WIPBl SIBJISIOTCS CJIAOOM3Y4E€HHBIM
«HOBBIM MeZMyMOM»'. OHM 06J1a[jal0T BHYTPEHHEN CJIOKHOU CTPYKTYPOU 0GB -
HEHUS pa3HbIX Menua (T. €. CHMHKPETWUYHBI), DKCTEPUOPHU3ALMEN TEXHOJIOTUUA U
VMHTEPAKLMM U MHOXECTBOM SI3bIKOB JIOHECEHMSl CMbICJa. B Havase usy4yeHus
KOMIIBIOTEPHBIX UTp (B KOHLE 1990 — Havazne 2000-€ IT.) paHHME TEOPETUKY IIbITA~
JINCb OOHAPY>KUTD TE€ CaMble Pa3jIMYHbIE SI3bIKU, YTOObI OOBSICHUTD HE TOJIBKO (PEHO-
MeHoM urposoctu (playfullness), Ho 1 ¢yHIaMeHTaIbHbIE OCHOBAHUS «LIA(PPOBbIX
Urp»° B IJIaHE KAKON-TO OJIHOM «SI3bIKOBOM» 0COGEHHOCTH. Tak, Harpumep, D. OpceT
TOBOPUJI O HEOOXOIVMMOCTH H3YyYEHUSI UTP KaK <«IProiiyeckoro KubepTeKCcTay
(Aarseth, 1997), M. DckenvHEH BBIEJSAN MOHSITHE «KOH(PUIYPATUBHOCTM» KakK
OCHOBY urpaHus B KomibloTepHsle urpsl (Eskelinen, 2001), SIn BorocTt npepJarain
COCPELOTOYNTh BHUMAHKE Ha «IIPOLeypHOI» cTopoHe urp (Bogost, 2006), u T. 1.
B poccuiickoil ucropuu u3ydeHust urp npumedaresieH nopxop Cepres byriaka,
B KOTOPDOM BBIJIEJIIETCSI YHUBEPCAJIbHBIM IPUHLUIL, YTO <«WIPbl BCETJA YEMY-TO
yuar» (Byrmak, 2013). TeM He MeHee CYymIECTBYeT M oOpaTHas TOYKa 3peHus’,
CBSI3aHHAs C TE€M, YTO HEOOXOMMO YYUTBIBATh B PAaBHOU Mepe (WM XOTs Obl CTpe-
MUTBCS K 3TOMY) IIPOSIBJIEHNE PA3JINYHBIX «SI3BIKOB» UTP, K KOTOPBIM 4aCTO OTHOCHT:
TEKCT, uHTepdenc, reumieit, Gopmsl OTOOPKEHNS U (POPMaThl BU3YaJbHOCTH,
3BYK U MY3BIKY U IP. DTOT CIIUCOK «SI3BIKOB» MOKET PACHIUPSATLCS WUJIN CY’KaTbCsl B
3aBUCMMOCTU OT MCCJIEOBATEJIbCKOrO OTHOLIEHMS, K IMpUMepy, menuaduinocod
Anekcangp JleHKeBMY IIpeAJjIaraeT aHAJIM3UPOBATh €€ U «TANTAYECKUN»
(TesieCHBIN) MOTEHLMANI KOMIIBIOTEPHBIX Urp (JlenkeBuy, 2021). HecMoTps Ha cyme-
CTBYIOIIyI0O MHOTOACIIEKTHOCTb MCCJIEJJOBAHUI KOMIIBIOTEPHBIX WIP, BCE €IIé
OCTA€ETCS1 MHOTO HEU3BECTHOI'O U HEIMIOHSTHOTO, B TOM YUCJIE B KOHTEKCTE TOTO, KaK
WTPBI CO3AI0T MUPBI M PaCCKa3bIBAIOT UCTOPUU.

Games Studies u HappaToJiOTHs

Kaxercs, yKe CTaso KJIaCCM4YECKUM IIPU KaKIOM PasroBOpPE O HApPaTOJIOrU -
YECKUX UCCIIEIOBAHUSIX B game studies BCHOMUHATh UCTOPUIO MUda O IPOTUBOCTO-
SHUM JIIOIOJIOTUK M Happarosioruu’, B cBoeil paboTe MbI JIUIb KPATKO 0603HAYNM
OJIMH CIIOpP OTHOCHUTEJILHO UHTeprpeTanuu «Tetpucay (1989)°, KOTOPbIN O3HAYMBAET
BIIOJIHE KOHKPETHYIO METOLI0JIOTMYEeCKy0 TpobaemMy. Happatosor [Ixxanet Moppei

1 MBslI ucrnosb3yeM 3TO MOHSTHE B 3HAYEHUH, KOTopoe eMy npuza Jle,MaHoBiy (MaHoBuy, 2018).

2 MHorue 3anaiHble CIeUAIMCTBI TI0 UTPaM Yallle BCEro UCIOIIb3YIOT MOHATUS «uudpoBas urpa» (digital game)
W «BUZEOUrpay (videogame), TeM HE MEHEE MBI COTJIACHBI C ONPEEIIEHNEM NTPEICTABUTETIEN POCCUCKON
Jlabopatopun mccie1oBaHNs KOMIBIOTEPHBIX Urp (JIMIKI1), 9TO TEpMUH «KOMIIBIOTEPHAST MTPa» GOJIbIIE ITOJXO0-
IIWT 17151 HAYYHBIX PaboT, IOTOMY YTO OTChUIAET K M3HAYAJIbHON «KOMITyTa0eIbHOCTH» TaKUX WP, UX KOZOBOH U
JITOPUTMUYECKOM CTPYKTYPE.

3 B pab6ore (KuprieHko, 2019) coBepiueHa NOMbITKa MPOJIEMOHCTPHUPOBATh, YTO MHOTYE COCTABJISIIOIINE KOMITbIO-
TEPHOU UIPbI 00J1aJAI0T YHUKAJILHON MEINaIbHOCTBIO, B ICCIIEIOBAHNH 3TO ITOKA3aHO Ha MPUMepe U3y4eHsI
«TEVIMIIJIETHOTO 3BYKa».

4  JlerasipHOe pa3BeHYaHUe Muda 06 3TOM MPOTUBOCTOSIHUU CM. (Frasca, 2003).
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IIPEJIIOJIOKIIIA, YTO JAHHAs Urpa «pacCKasblBa€T MCTOPUIO» CPEIHECTATUCTHUYE-
CKOro amepukaHua u3 1990-x IT., )KU3Hb KOTOPOTO II€PErpy>KeHa MHOXKECTBEHHO -
CTBIO 337124 (1aJAI0IIKEe TETPAMMHO), & UX CBOEBPEMEHHOE PELIEHNE (BbIKJIQIbIBAHNE
B JIMHUY 1 HA0Op OYKOB) — (pakTop ycnemHoctu (Murray, 1997). B cBoro oudepenp,
M. DckenuHeH 00BUHWI MIOppell B  «MHTEPIPETATUBHOM  IIPECTYILJIEHUN»
(interpretative violence), HacTauBasi Ha TOM, YTO BBIBOIBI KCCJIELOBATEIbHULIBI
HUKAaK HE BBITEKAIOT M3 JIoAoJsiorudeckoil ocHOBbl «Terpuca» (Eskelinen, 2001).
Heckonbko nospHee SI. Boroct otmerus, 4Tto 06a noagxona «yxkacHsl» (horrid) mo-
cBoeMy: Mioppeii bITasach JI000M LIEHON HAaWTU MCTOPUIO TaM, TTie€ OHA HE CHUJIBHO
Ba)XHA, & DCKEJIMHEH BO 4YTO Obl TO HU CTaJl0 CTPEMUJICS CKPBITb UIPOBbIE pede-
PEHLIMM K HalleMy akTyaJlbHOMy Mupy (Bogost, 2006). DToT ciy4all cnopa Kak
HeJb3s JIy4ylle IEMOHCTPUPYET YK€ YIIOMSHYTYI0 HEOOXOAMMOCTb IOHMMAaHUS
M€[IMAJIbHOM LE€JIbHOCTU KOMIIBIOTEPHBIX UIP U YMECTHOTO aHAJIN3a COOTBETCTBY-
IOIIMX BBIAEJISIOMMXCS SJIEMEHTOB.

HecmoTps Ha TO, 4TO ObLT HANKCAH Psif, pad0T, KPUTHKYIOIIUX HAPPATOJIOTUYE -
CKU¥ MOJXOJ, K UCCJIEIOBAHUIO KOMITbIOTEepHBIX urp (Wesp, 2014; F0x, 2015; Bogost,
2017), naHHas AUCLUIUIMHA BCE K€ OCTAETCS YMECTHOM JJIs1 aHAIN3a TAaKUX BaKHBIX
COCTAaBJISIIOLIMX UIP, KaK BHYTPEHHUI MUP Urp U ucropus. Kaxercs, 4ro 60sibas
4aCTb COBPEMEHHBIX HAPPATOJIOrOB COIJIACHA C HACTOSLIUM CTaTyCOM IVCLIAIIIHBI
B aCIIEKTE €€ TPAHCMEIUAJILHOCTY, T. €. B €€ IIPUMEHMMOCTDb K Pa3IM4YHbIM Meaua
WM JaXKe KyJbType B LiesioM. OOHUM U3 3HAYUTEJIbHBIX UCCIIeIOBaTeNIeN, OTCTauBa -
IOIIMX JAHHYI0 TOYKY 3PEHUs, SIBJSIETCS aMEPUKAHCKUM Happarosior Mapu-Jlop
Parnian (Ryan, 2006 pp. 181-203). OHa Takke OTMEYaeT, 4YTO HAPPATUBHOCTDb HE 3aBU -
BUCHMA OT (PMKLMOHAJILHOCTH, CIIOCOOHOCTH PAaCcCKa3blBaTh UCTOPUU 1 HE COU3ME-
pyMa C IOHSITUEM JIMTEPATypbl. HarpoTuB, CyliecTByIOT pasinyHble (GOpMbl Happa-
TUBHOM PENPE3EHTALNN, OHU OKAa3bIBAIOTCSl «TEKCTYyaJIbHBIMU» B CEMUOTUYECKOM
cMbIcsie ¢10Ba. OHa BBILEISET YEThIPE MOZYCA CYILIECTBOBAHNS HAPPATHUBOB B UTPAX,
KOTOpble  (yHOMPOBaHbI [ByMs (oOpMamMu OMNIO3ULMI  UHTEPAKTUBHOCTU:
BHYTPEHHSI / BHEIIHSS U 3CKIUIOpaTopHas (exploratory) / oHtonorudeckas (Ryan,
2001). Kpome TOro, COBpeMEHHbI€ HAPPATOJIOTW KOMIIBIOTEPHBIX MIP YCBOWIU
HEJOYEThl [IaBHUX IIOJXOAOB U CTAPAlOTCS LEJOCTHO OXBaThIBaTh CIELUpUKY
M3y4aeMOro MeIuyma, MPUYEM CYILECTBYIOT HAppaTOJIOTMYECKUE KCCIIENOBAHUS
KaK B JIUTEPAaTypoOBeOUYE€CKOM NMOHMMaHuu (Myxpaaba, 2014), Tak 1 MEXAUCLUILIN -
HapHOM (Wei, Bizzocchi & Calvert, 2010). Bosee Toro, cama uCTOpYsi KOMIIBIOTEPHBIX
UTP 10Ka3aja, YTO MOTYT CYIECTBOBATh UIPhI OOJIbIIE CKJIOHHBIE K HAPPATMBHOMY
Pa3BepTHIBAHUIO UTPOBOrO MUpa (MHOrue Urpsl kaHpa RPG) minu naxe MojHOCTbIO
CTaBUThb BO IJIaBY YIJla IIOBECTBOBATEJIbHbIE CTpPATErny (KOMIIbIOTEPU3NPOBAHHbBIE
BU3yaJIbHbIE POMAHBI).

B KOHTEKCTE BCEro BhILIE CKA3aHHOTO YKAKEM, YTO HACTOSIIAs paboTa npesia-
raeT HappaToJIOTM4ECKOe M3y4eHMM KommbloTepHOU wurpbl Final Fantasy XIII-2,
MIO3BOJISIOLIME JIyYIIE MTOHSATh (PYHKIMOHUPOBAHYE [I0BECTBOBAHNS B COBPEMEHHBIX

5 O gucKypcuBHOM cynbpoe «TeTprca» B KOHTEKCTE COBETCKOTO «relMIn3aiiHa» cM. paboty (Myknaba & Llapes,
2020).
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Urpax, OTHOCSIIIMXCS K >KaHPY SIOHCKOM POJIEBOM WIPhbI, OOHAKO Iepel TeM, Kak
00paTUThCS K UCTOpUM IjIMHHOM cepum Final Fantasy, ckakeM HECKOJIBKO CJIOB O
TEOPUM BO3MOXKHBIX MUPOB, KOTOPYIO Mbl UCIIOJIb3yeM KaK (PyHIAMEHT [1JIs1 HAllero
MCCIIeTOBAaHUSI HAPPATHBHBIX CTPATETUI UTPBI.

Teopuss BO3MO>KHBIX MUPOB

[lepBbIM, KTO MCIIOJIb30BAJI U TEOPETUYECKA OPOPMWI TEPMUH «BO3MOXKHBIN
MUP» B OJIMBKOM [1711 HaC 3HayeHuw, 6uu1 I. @. JleitoHu1,. «Bo3MOXKHBIN MUP» BCTPE -
YaeTcs B OJHOW M3 OCHOBHBIX paboT ¢usocoda — «Teoguuee» (1710). B oHTONMOTMYN
JleiitbHULIa MUpP, B KOTOPOM Mbl JKMBEM, — JIyYIIMH U3 BO3MOXKHBIX, (punocod
TOBOPUT O BO3MOJKHBIX MUPAX, UTOOBI IIOJHSTH BOIPOC O HEOOXOAUMOM U CJIy4altHO
VCTUHHOM. 10 €ro MHEHMIO, BO3MOKHOE HE BBITEKAET U3 CYIIECTBYIOUIETO U HEW3-
BECTHO B TIIOJIHOM Mepe YeJIOBEKYy, HO IIPOMCTEKaeT U3 OO0XXECTBEHHOTO
(/lenbnu, 1984). BnocnencTtBuyM K IPoOJEME  «BO3MOXKHOTO MHpa»  OyayT
obpauatbces u Kanr, u lllonexnrayap, u MHorue gpyrue Gpunocodsl.

Bo Bropoi mnosioBuHe XX B. MNPEICTABUTENN AHAJIUTUYECKOM IIKOJIbI
(C. Kpunke, [ Jlstouc, S.XuHTUKKa, A.[lnaHTMHra u Ipoune) OOPaTUINCH
K TIOHSITUIO BO3MOXKHOTO MHUPA C LI€JIBI0 OCBOUTDb €T0 KaK MHCTPYMEHT CBOeN (puio-
codny ¥ NPOINO3ULUOHAIBHOMN JIOTUKA. CTOPOHHMKM METOJA BO3MOXKHBIX MHMPOB
IEJIVIMCh HA TPU TPYIIBl YYEHBIX, [O-PA3HOMY BOCIPHMHUMAIOMMUX KOHLEILUIO
«BO3MOXXHOTO MHpa»: 1) MOZAIbHBIN peanusMm; 2) «YMEPEHHBbIN peann3m» (aKTya-
mu3m); 3) «aHtrpeanuam»’. JI. JIbIOMC COBEPIIWJ TMEPBYIO MOMbBITKY MPUMEHEHMs
BO3MOXXHBIX MUPOB B OOJIaCTM u3ydyeHMs surepaTypbl (Lewis, 1978), 4TO MOXHO
CYUTAThb OJHUM W3 TEPBBIX CJIYYaEB MEXIVCLUIIIMHAPHBIX NPOSIBIEHUN TEOpUU
BO3MO>XKHBIX MUPOB. Briocsieictsny K JaHHOU TeOpuu 00pallaanuch MHOTHE JIMTEPa-
TYPOBEbI X TEOPETUKU KYJIbTYPBI, OJJHAKO OHU Y>KE€ BOCIIPUHUAMAIIN 3Ty KOHLETILNIO
B MeTadopuyeckoM kmove. K (PpyHZAMEHTaJbHBIM HCCJIEIOBATEISIM OTHOCSITCS:
Mapu-Jlop Paitan (Ryan, 1991), Jlro6omup [onexen (Dolezel, 1998), Tomac IlaBen
(Pavel, 1986), YM6epTto DKo (DKo, 2007), Pyt Ponen (Ronen, 1994) u np. AKTyaJIbHOCTb
TEOPUM BO3MOJKHBIX MUPOB TOJTBEPKIAETCSI €€ I3BPUCTUYHOCTHIO B COBPEMEHHOM
T'YMAaHUTAPUCTHKE, [IPYMEHEHNEM K PA3/IMYHBIM MEIYA U TEOPETUYECKUM Pa3BU-
tueM (Bell, Ryan, 2019).

Hacrosmas pabora onupaercs Ha JjBe YacTHble KoHuenuuu. C OgHOU CTOPOHE,
yccrieoBaHue 6a3rpyeTcsl Ha MOAXoJle Yeuickoro teopetuka JI. JJosexesna B CBS3U
C TEM, YTO OH BKJIIOYA€T BO3MOXXHOCTb B3aUMOJEHCTBUSI MEXIY BO3MOXXHBIMU
MHpaMy, a TAKOKe KX OTHOIIEHUS Ha Makpo- M MMKPOYPOBHE. B paccyxueHun
O IIPUMEHEHNU K JIMTEPAType BO3MOXXHBIX MUPOB OH YTBEPKIAET, YTO BbIMBIII-
JIEHHbIE MUPBI JOJDKHBI PACCMAaTPUBAThCS Kak «MasieHbkue mupsl» (Dolezel, 1998,
p. 15), CKOHCTpPyMpOBaHHblEe TeKCTyaJabHO (p. 16), JjlorMYecKu He3aKOHYEHHbIe
(Pp. 22-23), yaCTO reTepOreHHbIe B MX MAKPOCTPYKTYPE (PpP. 23-24) ¥ NOTEHLMATIBHO
napaziokcasnbHsle (pp. 160-168).

1  TloppoGHee KpaTKyIo UCTOPHIO Bompoca cM. (Ronen, 1994).
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C [pyroil CTOpPOHBI, Mbl ONMPAEMCS HAa COBCEM HOBYIO MOHOTrpaduio
10 U3Y4EHUIO BO3MOXKHBIX MUDPOB B KOMIIBIOTEDHBIX Urpax. [IponesaB ceppé3Hyio
paboTy I10 NEPEOCMBICTIEHNIO TEPMUHOJIOTUYECKOTO anrapara TEOpUr BO3MOXKHBIX
MUPOB, KaHaJICKU y4€HbI AHTOHMO [lnanesic ge s1a Masa npogeMOHCTPUPOBall,
KaK JaHHBI METOZ, MOXXET paboTaTb C YHUKAJIbHBIMU MEAUAJbHBIMU Ye€pTaMU
KOMITbIOTEpHOI Wrphl. OIHON U3 OCOOGEHHOCTEN €ro MOAXOja SBJISIETCS TO,
YTO aBTOP MUCIIOJIb3YET COOCTBEHHBIM TEPMHUH — <«JIIOAO(PUKLIMOHAIBHBIL MUP»
(ludofictional world - 6yKB. «MrPOBBIMBIIILIEHHBII»). YCUJIEHHAs or1opa Ha (PUKIMO -
HaJIbHOCTB, @ HE HA HAPPATUBHOCTD (Kak y Jlosexxesa), MO3BOJISIET BBIMTU 32 PaMKU
YIIOMSIHYTOTO HaMU «CIIOPa» U COCPENOTOYUTHCS HA FeMIIIEIHO-UHTEPAKTUBHBIX
acrekTax Meauyma. BakHO, 4TO MOJIHOCTBIO OOOMTHCH 0€3 U3y4eHMs [TOBECTBOBA-
TEJIbHBIX IPAaKTUK B TAaKOM I[OAXOJ€ HEJb3sl, IOTOMY YTO CYILECTByeT MMEHHO
HappaTHMBHAsl CBSI3b MEXAY «MHUPOBOCTbIO» (worldness)® u  «UrpOBOCTBIO»
(playfullness) KOMIBIOTEPHBIX UTP.

JIt0n0dp UKL IOHATIbHbIE MUPBI

[Inanesic pe s1a Masa peKOHCTPYUPYET OETEPMUHATUBHYIO CTPYKTYpPY Jlose-
JKeJla OTHOCUTEJIbHO IOHSTHS BO3MOJKHBIX MUPA: 1) 0IO(UKIMOHAIBHBIE MUPBL
CTPYKTYPUPYIOTCSI B CUCTEMBI JIOTUYHBIX, CTAOMJIbHBIX ¥ aBTOHOMHBIX BO3MOJKHBIX
MUPOB; 2) OHU SIBJISIIOTCSL CTAaTUYECKUMU MOJIEJISIMU, CO3IAHHBIMU JIJI1 TOTO, YTOOBI
OBITb AyTEHTU(ULMPOBAHHBIMU TeiMepamMu KakK (PUKTUBHbBIE; 3) OHU OPraHU3YyIOT
00OpaTHYIO CBSI3b U OOYCJIABIMBAIOT 3aBUCUMOCTb MEXIY JIIOIUYECKUM U (PUKLMO-
HaJIbHBIM M3MEPEHUSIMMY; 4) OHU aIANITUPYIOTCS C TIOMOLIBIO OOPATHOM CBSI3U METa-
sienicuca (MHTepQeNc); 5) OHM Y4YacTBYIOT B BKOJIOTMYECKOW TpaHCMeOUalbHON
mogenu (Maza, 2017, pp. 102-120).

Taxoke y4€HbIii BblEISET TPU IIaHA U3Y4E€HUS! JIOJ0(PUKIMOHAIBHBIX MUPOB:
1) ¢ ToukM 3peHus popManu3Ma U CTPYKTypPaIn3Ma JIIOIO(UKIMOHAIBHBIE MUPBI
MO>XKHO U3y4aTh B MX MAKpPOCTPYKTYPHOM U3MEPEHUH, T. €. B PaMKax B3aWMOCBSI3U
MEXIY aKTyaJIbHbIM U BO3MOKHBIMU MUpaMu. [I0 MHEHMIO aBTOpA, TaKOW MOIXOZ
NIO3BOJISIET pabOTaTh C BUJEOUTPOBBIMU >KaHpaMU. 2) JIIogopUKINOHATIbHbIE MUAPBI
MOTYT pacCMaTpUBaThCsl BO BHYTPEHHEM U3MEPEHNH WJIU DBOJIIOLIMOHHON NIEPCIIEeK-
TUBE, T. €. C TOYKM 3PEHUS] UTPOBOrO JEWCTBUS, COBEPIIEHHOTO B PaMKaX OIpe-
IEeJEHHBIX MPaBWI U BbIMBICJIA. Takoy B3IJISL, MOXKET ObITh IPMMEHEH K aHAJIU3Y
poJI NIEPCOHAXKEN B MX OTHOIIEHUU K UTPOBOMY NIE€VCTBUIO, KOHPUTYypaLlUX UTPO-
BOrO 6ajlaHCa U MPOCTPAHCTBEHHO-BPEMEHHON MO3UIMH, & TAKKe PENpe3eHTaluu
Hacuiusl, TeHAepa, NICUXO0JIOTMU BbIMBICHIA U T. 1. 3) JI0MO(UKIIMOHAIBHBIE MUPBI
MOTYT M3y4yaTbCsl C KNHECTETUYECKUX U PELENTUBHbBIX NO3ULMIA. Takas MHTeprpe-
Talysl [IO3BOJISIET TOBOPUTH 00 OTHOLIEHNSX UTPOKA U BBIMBICIIA, O HAMEPEHHBIX WU
HEHAMEPEHHbIX HApYIIEHUSIX TPaHUL, BBIMBIIIJIEHHOTO MHpPa, O (U3NYECKUX
OLIYIIEHUSIX UTPOBOTO yIpasyieHus u np. (Maza, 2017, p. 121). Hame nccnenoBanue

1 JJonosHWUTENBHO CM. PELIeH3HIO Ha IaHHyo paboty (Kupuyenko, 2018).
2 OO0 3TOI1 CBSI31 B KOHTEKCTE TEOPHU BO3MOKHBIX MUPOB CM. (Ryan, 2019)
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OTHOCHUTCSI K IIEPBOM OINTUKE U3Y4YEHUS JIOLOPUKLIHMOHAJIBHBIX MUPOB, IIOCKOJIBKY
MBI CTPEMMMCS Y€pe3 aHaJIM3 HAPPATUBHOW CTPYKTYPBHI JIy4llle IIOHSATb HE TOJIbKO
KOHKDPETHYIO WUIPY, HO U >KaHPOBBIN MOAXOJ, SITOHCKUX POJIEBBIX UIP, B TOM YUCIIE
KOHKDPETHO HappaTyB O IyTEeIIEeCTBUSIX BO BDEMEHU.

KpoMe yKa3aHHBIX BbIIIE [ABYX METOMNOJOIMYECKMX nosuuuil (Josexen u
[Inanennc ge ya Masa), B paboTe Y4WTBIBAIOTCS MOJIOKEHUs ['eHpu [IKeHKHHCa
O HappaTuBax B urpax: 1) HeHapaTUBHbIE UTPbl BO3MOXKHBI, IOTOMY YTO HE BCE UTPhI
PacCKasbIBAIOT UCTOPUM; 2) HEKOTOPBIE WUIPHI NEUCTBUTEJIBHO MCXOIAT U3 Happa-
TUBHBIX TIPAKTUK (YTOOBI IIOHSATH SCTETUKY TeMMOM3aliHA WM COBPEMEHHOU
WUTPOBOI KYJbTYpbl, HEOOXOOMMO OIpENEIEHHOE IPEACTaBIeHUE O HappaTuBe);
3) HappaTUBHBIM MOTEHLAAJI UTPbl HE OOJDKEH OBITh CBSI3aH C B&XKHOCTBIO CaMOM
HappaToJIOrUK 110 CPaBHEHUIO CO BCEM NIPYTMIMU BUIAMM aHAJIU3Q; 4) UTPOBOM OIIBIT
HYIKOTZ]a HE MOXKET OBbITh PEAYLIMPOBAH JI0 OIBITa UCTOPUU; 5) €CJIM HEKOTOPBIE UTPBI
M PACCKa3blBAIOT MCTOPUM, TO OHM [EJIAI0OT 3TO HE TaK, KAK OTO IPOUCXOIUT
B ocTtasbHbIx Menua (Jenkins, 2004, pp. 119-120). Onupasice Ha JaHHbBIE TE3MUCHI
JPKeHKMHCa, MOXKHO CKasaTh, 4yTo uay4yaemas urpa Final Fantasy XIII-2 nmpezncras-
JIgeTCA MOOXOAAIIEeN 711 HapPaTOJIOTMYECKOrO aHaM3a, IIOCKOJIbKY B HEM Haynye -
CTBYET CJIOXKHAsi CUCTEMa IOBECTBOBATEJILHOTO Pa3BEPTHIBAHUSI UTPOBOIO AMEre-
3uca.

«[Tocnepuss» (nepsas) ¢panrasusa Square Enix

«Final Fantasy» (1987-2021) sBsiieTCs1 OHOM U3 CaMbIX IOIYJISIPHBIX CEPUI UTP,
BBIITOJIHEHHBIX [TPEUMYIIIECTBEHHO B )XKaHPE SITOHCKOW posieBou urpel (JRPG), paspa-
6arpiBaemast KomnaHuen Square Enix. Kak u3BeCTHO, 3Ta 3HaMEHUTas Cepus UIp
HOCUT CBO€ Ha3BaHUE HECJIyYalHO, a 10 BIIOJIHE SKOHOMUYECKON IIPUYUHE, KOTOPast
OblyIla CBS3aHa C YIAOKOM MAaTEPUAJIbHOIO IOJIOKEHUS CTyIUM-pa3paboT4MKa U
B 1987 . Gbla cresaHa «(PUHAIbHAS» IIOMNBITKA €r0 YJIYYIIWTb, YTO OOEpPHYJIVChH
HACTOSIIMM «3KOHOMUYECKAM 4yZOM». VCTOpUK KOoMImblOTepHbIX urp T. JloHOBaH
3aMmedaer o rnepuoze BosHMKHOBeHU Final Fantasy cienyromee: «[XupoHo6y - K. B.]
Cakarytu [aBTOp cepuu — K. B.] mo3HakoMuscs ¢ posieBbIMU UTPaMU Yyepe3 aMepu -
KaHCKHME UCTOYHMKU. «MO€ 3HAaKOMCTBO C POJIEBBIMM UTPaMU HAYaJIOCh C AHIJIAM-
ckux Bepcur Wizardry n Ultima Ha Apple II, — pacckaspiBaeT OH. — MeHsI He
IIPUBJIEK CIOXKET INepBbIx Wizardry, HO MHE IIOHPaBUJIMCh CaMa CUCTEMA ¥ MUPOBO3-
3penue». Ero orsetom Ha Dragon Quest crana Final Fantasy — 6osiee mpauHas u
II0JIHAsI 3aTa€HHOM TOCKU WUrpa, KOTOPasi pe3KO KOHTPACTUPOBajia C GECleYHbIMU
MPUKITIOYEHUSIMA B urpe Xopuu'. «§l TPUBHEC B UIPy PEATHHYIO YEJIOBEYECKYIO
JKU3Hb M CTOJIKHOBEHMSI YE€JIOBEYECKMX CTpacTell, — pacckasbiBaeT CakaryTu. —
51 xoTeJ1, YTOOBI JII0IY, OTBITPBIBASI CBOYM POJIY, OLIYLIAIN 3TH CTPACTU 60JIe€ UHTEH -
CHBHO, Y€M B ay/IMOBU3YaJIbHBIX PA0OTaX U POMaHaX, B KOTOPbIX Bbl IEPEKMUBAETE UX
BSLJIO U NTacCuBHO» ([loHoBaH, 2014, c. 212).

1 IOpn3u Xopuwu - cosnaress cepun Dragon Quest (1986-2018)
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Bce wurpel cepum He IPEACTABISIIOT II0CJIE€NOBATENBHO Pa3BUBAIOLIErOCS
€IVHOrO MMpa (110 KpaliHe Mepe, MHOTYE U3 HUX), YTO IIO3BOJISIET TOBOPUTDL O HEKO-
TOPBIX YACTIX CEPUU KaK O COBEPUIEHHO OTIEJIbHBIX UTPax. XOTs B HUX UCIOJIb3Y-
IOTCS TIOPOM CXOXKME TOIIOCHI M MOTHMBBI, OHM MOTYT 0O0JIalaTh OOIIEN OTJINYM-
TEJIbHOM CHUCTEMOW M TPaHCOUKUMOHAJBHBIMU SIBJIEHUSIMU. Hampumep, 3Hame-
HUTBIA MACKOT (TaJIMCMaH) CEPUM — ITULA YOKOOO, KOTOPBIY IIPEICTABJIEH BO BCEX
urpax cepus, NpUYeM IOMYJSIPHBIA B SIIIOHMM HACTOJIBKO, YTO €My JaXe ObLIn
NIOCBSILIEHbl OTJeJIbHble Urpbl, HecBsi3aHHble ¢ Final Fantasy. Eme onuH npumep
HaJMyve BOJILIEOHBIX KPUCTAJ/UIOB, KOTOPbIE 3aHMMAIOT LIEHTPAJIbHOE MECTO
B IepBbIX uyeTbipex yacTsax «Final Fantasy». Haubosee oOmMMU TeMMILIEMHBIMU
BJIEMEHTAMU CEpUU SBJSIIOTCS: 1) Hajn4yue yIpaBiseMOU TIPYIIbl IEPCOHAKEN
(party); 2) HecBOOOAHASI TPOKAYKa HABBIKOB Y XapaKTEPUCTUK IepoeB; 3) UBHAYAJIBHO
nouarosasi cucreMa 6os (nosgHee — Active Time Battle cucrema); 4) nyremecrsue
[I0 MHUPY, OXOTa Ha MOHCTPOB (encounter), IPOXOXIEHUE IMOA3EMEJNIA U BPaK-
neOHbIX JIOKALMH, GUTBBI C 60ccamy; 5) CBOOOAHAS CUCTEMA NepeMellleH Y s], CHapsI -
JKEHNs M OOIIEHUS] C HEUTPOBBIMU IEPCOHAKAMU. DTU U MHOTME [Ipyrue CTaH-
IAPTHBIE TEMMIIEVHBIE 3JIEMEHTBI CEPUM ObLIIM 3HAYUTEJILHO NIE€pPEeeIaHbl B HOBOM
BuTKe «IlocnenHei panTazum».

Fabula Nova usu Obscura?

[Tockonbky «Final Fantasy XIII» (2010) sBnseTcs Ha4daJoM MCTOPUU
«Fabula Nova Cristallis». HoBoe croxeTHOe oTBeTBeHHME B cepuu Final Fantasy,
0 KOTOPOM CTaJjI0 U3BECTHO Ha BbIcTaBKe Electronic Entertainment Expo B 2006 .
B cepuro Bxopar «Final Fantasy XIII» (2010), «Final Fantasy XIII-2» (2011), «Lightning
Returns: Final Fantasy XIII» (2014). M3nauanpHO «Final Fantasy Type 0» (2011)
IOJDKHA OblIa CTaTh IIEPBOM WIPOW, OTKPBIBAOLIEH HOBYIO WCTOPUIO, U UMEJa
HazeaHue «Fabula Nova Crystallis: Final Fantasy XIII», ogHako nosxe pa3paboTuuku
M3MEHWIN IIPEICTaBJIEHME O PAa3BUTUMU CEpUM. B Hacrosiee BpeMs OTHOLIEHUE
«Type-0» K BLIMBICITY BCEM TPUJIOTUM OCTAETCSA AUCKYCCUOHHBIM.

Kpome TOro, HaszBaHue HallEro WCCIENOBAHUS HECIY4allHO OTCHLIAET
K «0OCKYPHOCTH», HESICHOCTY BCEJIEHHOMU, B 3TOV TPUJIOTUM J€CTBUTEJIBHO JOCTA~
TOYHO 3aIlyTaHHAasi MCTOPUSL. [lesi0 B TOM, YTO JaHHAsl TPUJIOTMS BECbMa CEPbE3HO
OTJINYAETCS 10 CPABHEHUIO C MIPEIbIAYLIIMMUA UTPAMU CBOVMU HapPAaTUBHBIMU CTPa-
TerusiMu. Bo-niepBbIX, 9TO €UHCTBEHHas BcesieHHas B cepun «Final Fantasy», yen
CIOKET MMpa 3HAYUTEJIbHO BBIXOIUT 3a INPEAEJbl CyTy0O UTPOBOrO MPOCTPAHCTBA,
TOTIOJIHSIETCS 32 CYET JOIOJIHUTEJIbHBIX NAHHBIX, KOTOPBLIE TOXKE MHOTLA HENOCTa-
TOYHO IPSIMOJIMHEVHBI, U €CTeCTBEHHBIM 00Pa30M 3TOT CIOXKET MOXXET OBbITh ITOHSIT
10 KOHIIA TOJIBKO B KOHTEKCTE 3HaHMH Bcex Tpex urp. [IpuBeneM npumep HeoObIu-
HOTO HAappaTUBHOIO MOAXOAA: BUmeo o kocmoroHuu mupa Fabula Nova Cristallis
nokasasim B 2011T.), B 9TOM Buieo Obla MpeACTaBiIeHA SKCIIO3ULMS Oynymen
BCEJICHHON TPWJIOTMH, OJHAKO KakK ObLIO 00 3TOM y3HaThb UIpoKamM? BO-BTODBIX,

1  Haxondepenuuu Square Enix B SInoHuY, BUI,EO0 HEJOCTYIIHO B HACTOSILIEE BPEMS
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B 9TOV TPUJIOTMH, HECMOTPSI Ha TO, YTO BCE Ba’KHbIE COOBITHS JaHbl YEPE3 3aCTABKU
(4€ro 04eHb MHOTO), BCE [OIOJIHUTEJILHBIE TTOSICHEHNS IIPOUCXOMSAILErO CIIPSTAHBI
B MHTEpeice MEHI0O WIPbl, B KOTOPOM HJIMYECTBYIOT T.H. <«JATajlOTW»,
T. €. KpaTKuil Nepeckas ciayuyuslierocs. ['1aBHasi mpo6siema B TOM, YTO OHU MOPOWA
IOCTaTOYHO CWJIbHO HE COBIIQJAIOT C TEM, UYTO UIPOKY PENPEIEHTUPOBATIOCH KAK
BaXHasl MHPoOpmauys O MUpPE. B urTore Imosyd4aercsl, 4TO ITU <«IATaJIOTU» -
He COBCEM IepecKasbl, HO KOMMEHTApUU, OOBSICHSIOIINE CYTh CIOXKETA — 3TO COBEP-
LIEHHO HE OYEBUHO [JIS1 OIbITA MEPBOr0O MPOXOXKAEHUS, YTO, KaK KAKETCH, B CBOE
BpeMs IIPUBEJIO UTPOKOB K OTHOCUTEJILHO IIOBEPXHOCTHOMY ITOHMMAHUIO CIOJKETa U
MIOYT OTPUIIATENbHBIM BredatieHusm oT Final Fantasy XIII-2', kotopbie 6Gbutn
pPE3IOMUPOBaHbl B Psjie PELEH3UN B OHJIAWH-Mara3uHe WIPOBOM AUCTPUOYLIMMN
Steam (Ha JAaHHBII MOMEHT Yy WUIPbl CPEIHUI PEWTHHI, OCHOBaHHBI Ha 3,237
OT3bIBAX).

Puc. 1. U306paskeHus u3 BugeonpesdeHtanuu Fabula Nova Cristallis

Figure 1. Images from the Fabula Nova Cristallis video presentation

1 Hacamowm pesie 3T0O He eOUHCTBEHHAs MPOoGJIeMa reiiMIy3aiiHa WM HApPaTHBA UTPbI, MBI TIPUBOIIVIM JaHHBIHI
MIpUMeEp 3[€Ch KaK OfIMH U3 CaMbIX PETIPE3EHTATUBHBIX U HE TPEOYIOIIMX MHOKECTBA 00bsiICHEHN. Tak 1
VHaye, 6OJIBIIMHCTBO HEraTUBHBIX OT3bIBOB CXOIISTCS B IPOOJIEMHOCTH MMEHHO HAPPaTUBHO-CIOKETHOT'O ac-
TI€KTa UIPBbIL.
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Significant Persons

PAGE 1 /2

Chocolina is a time-traveling merchant who
can be found all over the world. There are
reports of this mysterious trader appearing
in almost every age in history. Some rumars
say that she is a certain creature that took
on human form...

Aside from offering an assortment of wares,

Chocolina is also an expert craftsperson,

able to synthesize special weapons and

items from raw materials. She will, however,
) always insist on collecting a fee.

v
®104:06858 © 749652 GIL & or =~ Previous/Next page & Advance

Puc. 2. IIpumep «JlaTasora»

Fig. 2. An example of “Datalog”

[TockospKy Halle KCCIeNOBaHME KAacaeTCsl MMEHHO BTOPOY 4YacTH [OAHHOM
TPUJIOTUA MMEET ONPENEeJIEHHbII CMBICI CHeaTb HeOOJIbIIOEe Pa3bICHEHUE
COOBITUI MEPBOY YaCTU. B urpe 1oCTaToyHO CTEPTAs HKCIIO3ULMS, I0ATOMY UTPOKa
«bpocaloT» ¢ MecTta B Kapbep. Bce HauMHaeTcsl C TOro, YTO TJIaBHbIE TepOU HAXO-
narcsi B KokoHe (ropop - maBy4Mil KOHTHMHEHT, HAXOASIIMNICS HaJ, IJIaHETOMN
[TysibC) B TO BpeMmsl, KaK ITPOMCXOIUT IepBasl aTaka Ha 3apPKEHHBIX >KUTEJIEN U
1paBuTebCTBO CaHKTYM BBICBUIAET HA IUIAHETY, HENPUTOOHYIO I LVBUJIN30-
BaHHOW JKU3HU, BCEX JIIOMIEN, OTMEYEHHBIX GOJIE3HBIO «3yI'cu»’. [J1aBHas repouHS
JlaiTHUHT BMecTe ¢ ToBapuileM CaskOM IbITAIOTCS [TIOMELIATh STOMY IIPOLIECCY, T. K.
CpeIy U3rOHSIEMBIX IPUCYTCTBYET cectpa JlauTHUHT — Capa. B TO XXe BpeMs Hauu -
HAaIOT [EMCTBOBAaTh MECTHBIE IIOBCTAHLBI BO IiaBe co CHoy. I'epou BCTpevaror
OCTaBIIErocsl 06e3 MaTepu IMOAPOCTKa XOyIa, KOTOPBI CTPEMUTCS CTaTh
[IOBCTaHLEM, U ero mnouapyry Banwiabe. Ha cectpe JIaTHUHI CTOUT METKA 3JI'CH,
Y [JIaBHbIE T€POU XOTAT CIIACTU €€, HO KaK TOJIbKO OHY €€ HaXOLsT, OHA BBIIIOJIHSIET
CBOIO 3JI'CU-1I€JIb U TIPEBPAILAETCS B KPUCTAJ. BaKHBIM MOMEHTOM SBJISIETCS
BCTpeya repoes ¢ ¢an'cu bapTranpmenycoM (aHTaroHUCTOM), KOTOPBIA OOBSICHSET
cyTh 06mero (Qokyca IMepCOHaXkeil — MpPEBPAaTUThCS B OOXECTBO ParHapek®

1  Cpenaem nosicHenue: 1) pas'cu - 60KeCTBa, CO3IAHHBIE CAMBbIM ITIaBHBIM O0rOM ByHMBeJI3€ /17151 BBITIOJIHEHUS
PasHbIX 331a4; 2) 9J1'CH — JIOAM, BBIOpaHHBIE GOXKECTBOM JIJIs1 BBIIIOJIHEHVSI KaKOH-IM00 BaXKHOM 17151 HETO 3371~
Yy (JTI0ZH, BBIITOJIHUBIINE CBOH «(OKYC» (3J1'CH-11€JIb), PEBPaNIAOTCst B KprcTasui); 3) CH'T — 0K, POBAJIVB-
mvie GOKyC 1 MPEBPATUBLINECS B MOHCTPOB /17151 BEYHOM CITY>KOBI OOXKECTBY.

2 Mudosornyeckre OTChIIKY, KaK ¥ TOBOPSILME UMEHA, IIPAaKTUYECKU U3 KJIACCUIECKOH JINTepaTyphl 7S
ATIOHCKUX pO]IeBbIX I/II'p.
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Y YHUYTOXUTD dasrcu nop HazBaHueMm OpdaH, apemioliee 605KeCTBO, MOIIEP>KU -
Baomee KokoH B HeBecOMOM cocTosiHMU. [lokoHuMB ¢ OpdaHOM, NEPCOHAXKU
VICTIOJIHSIIOT CBOE IpeJIHa3Haue€HUE Y IPEeBPallAlOTCsl B KPUCTALIBL, a BaHwib u
dawr, c/iMBasCh B €JUHOE CYIeCTBO ParHapek, GOPMUPYIOT MEKTY ABYMS MUPaMU'
KPUCTAJIJIMYECKYIO KOJIOHHY, 06Jlarofiapsi KOTOpoil KOKOH yIep>KMBAeTCsl BBICOKO
B Hebecax, 4Yro cracaer Ilyabc oT paspyumeHus. Kak MOXHO BUIETS,
yKe 3[€Cb CUJIbHBl 9KOJIOTUYECKUE Y OMOIOJIMTUYECKME MOTHBbI B HappaTUBE
«Final Fantasy XIII», orcpinaoomye (0COOEHHO B KOHTEKCTE COBPEMEHHBIX MTPOOJIEM
4€JI0BEYECTBA) K PEAJIbHOMY IOJIOKEHUIO [1€J1 THOCKA3aTEJIbHBIM SI3bIKOM BbIMBICIIA.
«Final Fantasy XIII-2» (2011) npencrasisieT cOO0M BTOPYIO 4acTb TPUJIOTMM U
HQUMHAETCSl B TOM K€ BCEJIEHHOW, HO B MAPAJIEJIbBHOM MHUpE (TO K€ BHE3AIHO U
0€3 YEeTKOI SKCIO3ULMH), B KOTOPOM YYUTHIBAIOTCSI COOBITHS IIEPBOI YaCTH, OGHAKO
Cpa3y 9TO HE COBCEM OYEBUIHO. B 9TOM YaCTU I7IaBHBIMU reposiMU ABJIA0TCSA Capa u
Hoa7b, phlLapb-3alMTHYK, IyTEIIECTBYIOMUI BO BPEMEHH, a Takoke Mor, BEpHbIN
CITyTHUK Y MaJIEHbKU IIOMOIIHYK F€pPOEB, KOTOPBIE CTPEMSITCS (Ha Cell pas) CracTu
cectpy Cepsl — JIJalTHUHT, KOTOPasi 0Ka3ayioCh B JIOBYIIKE O€3BPEMEHDSI (B MUPE IO
Ha3zBaHUeM «Basprasua»). B urpe ectb BO3MOKHOCTb IIyTE€LIECTBUS BO BPEMEHH,
BOKPYI KOTOPOM U BBICTPAaMBAE€TCS BECbh HAPPAaTHUB PACKOJIOTONM Ha pas3/In4yHblE
BPEMEHHBIE BETKU BCEJIEHHOM. [lyTemmecTBrsi BO BpEMEHU ITPOUCKXOIAIT C ITOMOLIBIO
BpemeHHBIX BpaT, KOTOpble aKTUBUPYIOTCSI HaXOAuMbIMU ApTtedakramu. Bee nepe-
IBWKEHUE WIPOKAa HAXOOUTCs B pamkax Historia Crux®, KOTOpBIN MPENCTaBIISIET
co60l MakpoMup® ¥ CONEPKUT B Ce6e MHUKPDOMHUPBI KaK MUHUMAJIbHbIE
IIPOCTPAaHCTBEHHO-BPEMEHHbIE TOUYKM HAXOXKIIEHUS [IEPCOHAKEN, a TAloKe «UCYe3-
HyBIe Mupbl» (void beyond)*. BeiMbllLIEHHAsS BCEIEHHAS UTPbI OGBEUHSIET B CEGE
IjBa HayaJsia: SHEPrUio )KU3HU U Xa0Ca, KOTOPBIE JIEXKAT B OCHOBE PA3JIMYHBIX MUPOB.

Boamosknbie mupsl B Final Fantasy XIII-2

[lepen Tem Kak OOpaTUTbCS K IOJHOLIEHHOMY aHAJIM3y BO3MOXKHBIX MHUPOB
WUTPBI, CTOUT CHEJATh HECKOJIBKO 3aMEUYaHUN O HIKECJIEAYIOIUX CXeMaX. AHAIM3U -
pyeTcsl IJaBHbIM 00pa3oM Tosibko camas repsas (Puc. 3). OHa omnpeneseHHbIM
00pa3oM MOBTOPSIET CBOU WUIpoBoil aHasor (Puc. 4-5), ogHaKO Mbl IIOCTApaJUCh B
Hell JOMOJIHUTEJbHO O3HAYMTh HEKOTOPble BaKHbIE BJIEMEHThI [Jis1 HappaTuBa,
KOTOpbIE MOTYT OBbITh IIPOITYIIEHbl B OPUTMHAIbHOM Bepcuu. OHAKO Ha HAIly CXeMY

1 Mexay IpurofHsIM J1st ku3Hu KoKoHe 1 HelpUrofHou I1aHeTol ITysbc.

2 DTO Takoe PalMOHAIU3MPOBAHHOE MOJIOTHO BPEMEHH, BBIIIOJIHEHHOE B KJIACCHYECKOI MApafiurme JIMHENHOCTY,
CXO3Kee C IpeJICTaBIeHUSIMU TeOPETUKOB I1apaUIe/IbHbIX MUPOB. B OueHb II0XO>KeM BHIIE BCTPEYAETCs B
SITIOHCKOM cepun urp «Zero Escape» (2009-2016) ot ctynun Spike Chunsoft.

3 B maHHOM HCCTIEOBaHNUY TEPMUH «MaKPOMUP» 1 «BCEJIEHHAS» UCIIOJIb3YIOTCSI KAK CUHOHKUMBI, B TO BpeMsI KaK
«BO3MOYKHbII MUP» — 3TO «MUKPOMUP».

4  TloCcKOJIbKY JJaHHAsl UIPa KacaeTCsl He IIPOCTO IyTeIeCTBHI BO BpEMEHH, HO 1 €70 U3MEHEHMs, TO €CTECTBEH-
HBbIM 06Pa30M BO3HHMKAIOT JUET€TUYECKU aKTyalbHO HEBO3MOKHbBIE MUPBI (T. €. 1715 IEPCOHAKEN), KOTOPbIE MBI
IJ1s1 TIPOCTOTBI 0003HAYAEM KaK «MCYE3HYBLINE», OJHAKO B BBIMBICJIE UTPbl OHU TEOPETU3UPYIOTCS KaK «IIPO-
CTPaHCTBO Xaoca 1 6e3/JHbI 110 Ty CTOPOHY PEaJIbHOTO MUPay, aJIETUYECKU HE COOTBETCTBYIOLIEE OHTOJIOTUU
MUpa IIEPCOHAKEN.
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HY>KHO CMOTPETb I10-Pa3HOMY U IMOYTH BCETJ]a YYUTHIBATE OPUTHMHAJ. B HEKOTOPBIX
CJIyyasx B Hallell BEPCUM CTPEJIOYKU IyTU JIydllle 3aMEHUTb Ha JIMHUW WJIU TpeJ -
CTaBUTh UX C OJJMHAKOBO OCTPhIMM KOHIAMM, OOO3HAYAIOUMMU OOpaTHOE
nBroKeHue. Jlesio B TOM, HAppaTUBHOE M3MepPEeHMe UTPhI He N0 KOHIIA COBIAMAET C
BKCTEPUOPUBNPOBAHHBIM MPUEMOM ITON CUCTEMBbI BpeMeHU. [0 3TOTO Mbl OTMe-
Yajii, YTO B Wrpe HaJIMYeCTBYeT palMOHAJIM3UPOBAaHHASI CHUCTEMa JIMHEWHOTO
BPEMEHHU, OHAKO ITO HE BCE, 4TO NoOKasbiBaeT HaM Historia Crux - 910 eue u
o6paser; Teopuu rpacdos!’ [[ppyeM COBEPIIEHHO HE CKPHITBIN, a BHICTABJIEHHbIN Ha
KapTy UIpOBOTO IMEpeMeEIIeHUs], YTO SBJSETCS PEeIKUM TreiMIn3aiiHepCKUM
ciayyaeM. B niesiom Teopus rpadoB HUKAaK He MPOTUBOPEYUT NAJbHEMUIINM paccy-
KOEHUSM C TIO3UIMM METO/la BO3MOXKHBIX MUPOB. Bosiee TOro, ocMbICieHHas B
KOHTEKCTE€ TEOPUM KOMMYHUKAI[MOHHBIX CeTel, NeMOHCTPUPYIOIMX pasjMyHble
OTHOIIEHUS! TOCTYITHOCTU MEXIy MUPaMU U ITPOUCKXOISIIIMMYU B HUX U MEXIy HUMU
COOBITHSIMY, HAOOOPOT, Naxke IMOJIE3HOMW, OJTHAKO aBTOP MCCJEHOBAaHUS ITPU3HAET
CBOI0 MaTeMaTU4YecKylo cjaboCTh B JAaHHOM BOIIPOCE U He PUCKHET NeJiaTh JajeKko
UyLI}e BbIBOZDL.

MaTpuua BoamoxHblx Mupos B Final Fantasy XIlI-2

+3 Q77 .__,A‘BOO .S‘;".-’400
[ T4 [» )
% AL Vileoo | AT?72 | ¥EO10
woo | | oo =" jaoo | '3
TN |4 4 |4
M S 2400/ AT200 Dwere | ASDD )
+1 ‘h .b__.h__ = W . N R
\ y 4
NB003 \ BRO05 swao | ovU) b \1 D700 /
0 —@—" >0 > >0 @ k> 0— 0
_ =TT LT ) —— [BT00
y asfyu ¥ ’ | [ 1
-1 BRIg ‘ .}'S\.-'ww _.0400 °
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2 L(mm; ‘.VWUU
Lo v voovE vIEvIE IX X XE XD XHNE XV

MpumMeqaHua: VP — Vile Peaks *<name> + UNpbl — BPEMS @ - npocTpaHcTBeHHO-
DW — Dying World nckauni nocne naneHns BpemeHHan Toqka (Beero = 33)
NB — New Bodhum V — Valhalla EZ“CC;%AF — after the fall of il - (void beyond)ncuesHyBLmit

BR — Bresha Ruins
YM — Yaschas Massif

SW — Sunleth Waterscape “<name> 777 - Mup BOSMOKHBI MUp (Bcero = 9)

— - Beero = 40)
— AS — Archyite Steppe KOHLOBKM-Napaokca ] - nyTs 4
O Cerba S — Serendipity (Beero = 8) P - CHOKETHBIN NYTb (19 ToMeK)

AT—Augusla Tower C — Coliseum “<name> YU (Year Uknown)  ~PUMCKue uwcbpblu- NOPSAKOBLINA
A —Academia I= KOHLOBKa-NapaaoKe HOMER BRPEMEHHON MUHWUK

Puc. 3. Marpuna Bo3MO>KHBIX MHPOB B Final Fantasy XII-2

Fig. 3. Matrix of possible worlds in Final Fantasy XII-2

1 BsIpakato 6;1aroflapHOCTb MaTeMaTHKy AHIIpero AHaTosIbeBIYYy 11IeBIISIKOBY 32 3TO CBOEBPEMEHHOE 3aMeYaHue,
CZieJIaHHOE Ha OHO KOH(EPEHIMHU 110 UCCIIeJOBAHMIO KOMIIBIOTEPHBIX UI'P.
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Gate Matrix

Puc. 4. OpurunasnpHas kapta Historia Crux

Figure 4. The original Historia Crux map

HISTORIA CRUX Gate Matrix
Total Fragments S/,1680

[}

TIME R&E Er"l.‘:/-\l_ TUNLOCK ED!

NE'W BGO'hum Ab03 AF- \ 3
# o 4

" New Bodhum -003 AF-
==
)

€3 Toeszle view B3 Close Gate f Save @ Main Menu

Puc. 5. Hayasio myTemecTBui Bo BpemeHH. IHTepdeiicHoe oToopa>kenue Historia Crux

Figure 5. The beginning of time travel. The Historia Crux interface display

[Tokasarenu ocu Y OEMOHCTPUPYIOT IO BbICOTE YAAJIEHHOCTb OT HAYAJILHOM
Touku nyremectsust (NBOO3), koTopas sIBisieTCs HyJIEM. YIal€HHOCTD 110 BEPXHEMY
WM HIDKHEMY IIJIACTY HE BCTYIAeT B OMIIO3ULMIO, Y 371eCh HAOJI0NAETCs MPOU3-
BOJIbHBIM XapaKTepP PacCIIOJIOKEHMs BO3MOXKHBIX MUPOB, T. €. HE3aBUCHMO OT TOTO,
HAXOJUTCS JIA TOYKA, NOMYCTUM, Ha -1 WM +2, 3TO HUKAK He OOYyCJIaBJIMBAET €€
BHYTPE€HHME xapakTtepuctuku (Hanpumep, VP200 u VP010 HaxopsaTcs Ha pasHBbIX
NO3ULMAX OCHA Y, HO OTPaXalOT OLHO IPOCTPAHCTBEHHO-JIOKALMOHHOE LIEJI0E),
OJHAaKO $ICHO, YTO OHU OIPENEJEHHO OTIMYAIOTCS [0 [PYTMM I10Ka3aTeJIsM,
HalpuMep, IO BPEMEHU NOEMCTBUA. Kpome TOro, BEPXHUI MHTEpPBaJI 0 ocu Y
60J1pIlIe HA OJHO 3HAYEHME, YEM HIDKHUM, YTO HE HAXOIUT HUKAKOTO OOBSICHEHUS
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B UTPOBOM IIpoliecce, HO, KaKETCs, 3TO MPOUCXOOUT B CBSI3U C OECIOPSIOYHBIM
IIOJIOKEHUH J1eJ1, OCOOEHHO B MTOCTEIIEHHO Pa3pyLIAIOIIEMCSI MAKPOMUPE UTPBI, 4TO
XOTSIT OCTQHOBUTDb NIPOTAroHUCTHL. [Tokasarenn ocu X TeMOHCTPUPYIOT YIAJE€HHOCTb
10 TOPM30HTAJIM OT HA4YaJIbHOM TOYKU. DTa OCh TAKKE HE PErjlaMeHTUPYET XapaKTe-
PUCTUKUA MUPOB, T. €. B JaHHOM MHTEPBAJE MOXXHO BCTPETUTb BO3MOXKHBIE MUPBI
pasHoro kayectsa, Harpumep, NBOO3 u BROOS: Kaxkzplii M3 3TUX MUPOB NPEACTaB-
JISIeT 3aKPBITYIO JIOKALMIO, YCTPOEHHYIO OIpeieJIEHHBIM 00pa3oM. [I0CKOJIBKy B Urpe
MUp HaM JIaH B OTpPBIBKax JIOKallMel, He MMEIOMUX <LEJIbHOU 6eCIIOBHOCTHY,
T. €. B KOHKPETHBIX  [TPOCTPAHCTBEHHO-BPEMEHHBIX  TOYKAaX, HOCSIIUX OJHO
Ha3BaHUe, JIOKaLUY 0671a1al0T IPOCTPAHCTBEHHON UIEHTUYHOCTBIO HA ITPOTSKEHUU
Pa3yIMYHbIX BDEMEHHBIX MTO3ULUN.

Hu och X, H1 och Y He YKas3bIBalOT TOYHO Ha BPEMEHHYIO nuddepeHnuanmio
MUPOB, @ CyLIECTBYIOT YCJIOBHO, NIOITBEP>KIASl XAOTUYHOCTb YCTPOVCTBA BCEJIEHHOM.
K nmpumepy, ecsiu NBOO3 (x = 1; y = 0) 1 BROOS (x = 2; y = 0) e1e BbIIVISIAAT KaK HEKO-
TOpas JIOTWUYHAsl IOCJIENOBATE€JbHOCTb, TO €CJIM CIIyCTUTbCS HAa OJWH YDPOBEHB,
KapTuHa pe3ko m3meHutcss — BR300 (x= 1,5; y= -1). To xe camoe 6ygner, eciu
MOJHSTBCS HA 0fuH ypoBeHb — YMO10 (x = 1,5; y = +1). Kak BUfHO, BpeMsi KOHCTPyU -
pyeTCst HappaTMBHO M30MPATENbHBIM 00pPa30M', OMHAKO CTOUT UMETh B BUMY, UTO
IIPOCTPAHCTBEHHO-BPEMEHHbIE TOYKH, I10 KOTOPBIM IyTEIIECTBYIOT I'€pOH, CYIIE-
CTBYIOT B CBSI3U C IIOSIBJIGHUEM B HUX MApPaflOKCOB (CO3JAIOUIMX HEBO3MOXKHbBIE
MUPBI), MEMIAOWMX UX [POJBIKEHHIO, IOTOMY YTO HEJIb3sl [IPOJIBUTaThCsl B HEBO3-
MOXHbBIF MUP°. J[OMOJIHUTENILHO OTMETHM, YTO 3HaHWE WIPOKa B CEpUn
«Final Fantasy» HuKoOr/ia He COBIAZAET CO 3HAHUEM TE€POEB — UTPOK BCET/ia 3HAET U
BUIUT HAMHOTO OOJIbLIE, YTO HE MEIIAeT MPUKIIYEHYECKOMY PaCCJIeOBAHUIO
OCTaBaTbCSl MHTPUTYIOUIUM, TIOTOMY YTO CKPBITOTO U MMILIMLIUATHOTO IpefocTa-
TOYHO 1 6€3 TOro. DTO MPUMEP COBEPIIEHHO HEOAHAJILHOM HAPPAaTUBHOM CTPaTEruH,
B Pa3HBIX BUAX BCTPEYAIOLIEICSl BHYTPY OOHOTO MEAUYMA, TaK U B OTJIMYHBIX JPYT
OT Jpyra, Py KOTOPOU 3MUCTEMOJIOTMYECKAsi MOJIaJIbBHOCTb MUPOB XOTb U OCTAETCs
BXXHOU (repou He MPOCTO CTPEMSITCSI YTO-TO CHENATh, HO U y3HATh UCTUHY) Happa-
TUBHO IOJIEP’KMBAaeT UTPOKa B MO3UTHMBHOM CTAaTyCE€ MHTYUTHMBHOTO MPENyrafibl-
BaHUSL.

1 Tepou nonagaroT B ONPEIETIEHHBIE BDEMEHHBIE TOUKU B CBSI3U CO CBOMMMU CIOKETHBIMU 33/1a4aMU
2 I'yzaBHag 3a7a4a repoes 3aaTh TaKoe HAIpaBJieHe BCeJIEHHOM, B KOTOPOH 651710 661 BO3MOXKHO CIIACTU
JlanTHUHT
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Puc. 6. Jueretuyeckoe opopmienue Historia Crux, KOTopoe HIPOK BHAHUT 0YEHb PEJKO

Figure 6. The diegetic design of Historia Crux, which the player sees very rarely

«/IcuesHyBIIYE MUPBI» MOKHO IOCETUTbH JIMIIb OJWH Pa3 3a OJHO IPOXO-
JKI€HNE UTPbL, OHU TOXKE SABJISIIOTCS MUKPOMUPAMU BCEJIEHHOM, OHAKO JEMOHCTPU-
pyIoT e€ obpaTHyi0 cTopoHy — «HeBemombiii mup» (World Unknown). B otimuun
OT aKTyaJIbHOM BCEJIEHHOU NepCOHaXeN HeBenomblil MUP SIBIISIETCSI O€3rPaHUYHBIM
IIOTOKOM, XaOCOM 0€3 YeTKOH reorpaduu, U TO MOJIOKEHUE 1] C HELETIOCTHOCTbIO
«HOPMAJIbHBIX» MUPOB HUIPbl KaK pa3 CBSI3aHO C IIPOHMKHOBEHMEM HEBEIOMON
peasnbHOCTU B rpocTpaHcTBO Historia Crux. HeBegomblii MUP HE SIBJISIETCS TIAapal-
JIEJIbHOM IIPOCTPAHCTBEHHO-BPEMEHHOM JIMHUEN, HO UHOM BCEJIEHHOM HEYeJI0BEYE-
CKOTO TIOPSJIKA, YTO JOKa3bIBAETCS TEM, YTO TaM MOTYT OOUTATh JIMIIb 60ruU. Vcyes-
HOBEHME 3THX MUPOB CBS3aHO C HapPaTMBHBIM HApYyLIIEHUEM €CTECTBEHHOIO XOna
COOBITMI ¥ BMEIIATEIbCTBOM Pa3HBIX FE€POEB.

B 1mMpPOKOM CMBICJIE ITPOCTPAHCTBEHHO-BPEMEHHbBIE TOYKU SIBJISIIOTCS aKTy-
aJIbHO BO3MOXXHBIMU MUPAMU [1Ji T[E€PCOHAKEN UIPBbI, MIOTOMY 4YTO STU MUPBI
NIPUHAAJIEKAT €OUHOM aKTyaJIbHOM BCEJIEHHOW. DTO O0YCJIaBIUBAET IPUYMHHO-
CJIEICTBEHHBIE CBSI3U U3MEHEHUI B K&KIOM U3 HUX, B 3TOM CMBbICJIE JaXKe Y MUPOB,
He O00JIaIAI0MIAX OJHOM IPOCTPAaHCTBEHHON WJEHTUYHOCTBIO, OOHAPYKUBAIOTCS
IPSIMblE OTHOLIEHMS JOCTYIHOCTH, KaK IIpu 3¢@ekre 6a604Ky, YTO JIMIIHUK Pa3
MOAYEPKUBAET XaOTUYECKYIO OHTOJIOTMIO MakpoMupa. Haripyumep, CTONIKHYBIIUCH C
napagokcom B SW300, repou nocienytoT B SW400, 4TOObI pEeLIMTh €ro, TEM CaMbIM
M3MEHUB XOJ] COOBITHI B Makpomupe'. HepeleHue mapasiokca MpUBOUT K TOSIB-

1 DroT ciyyail JeMOHCTPUPYET IMPOKO M3BECTHBIN B HAYYHON-(aHTACTHKE CIOXKET O TOM, UTO COOBITHS U3
OyZylLIero BAMSIOT Ha POILIOe
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JIEHVIO  JOIIOJIHUTEJIbHOIO  MMpa C  [IOKa3aTesleM  «???»,  SBJISIOLIErOCs
KOHILJOBKO/-T1apaJIOKCOM. Tak Kak repou 00s1ajal0T CIIOCOOHOCTBIO IEPEMEIIATHCS
BO BPEMEHM U IIPOCTPAHCTBE, MOSIBJIEHUE KOHLOBKU-TIAPALIOKCA HE BEIET K KOHILY
UIphl (game over), HO CUTHAIM3VPYET O TOM, YTO OHU JEJIAI0T 4YTO-TO HE TaK.
TeM He MeHee Hesb3sl IIPOCTO B3STh U HE PELIUTh MTApaZioOKC, [IOTOMY YTO IJIsI 9TOTO
UTPOKY HEOOXOAMMO 00J1a7jaTh CUJIbHBIMU NEPCOHaKaMU, KOTOPbIE CMOTYT CTaTb
TaKOBBIMU OJIVDKE K KOHILYy UTPbI (HO BEPHYTHCSI HUKTO He MemaeT). Takum o6pasom,
BO3MOJKHOCTb QJIbTEPHATUBHOIO PELIEHUS 33[a4X MOPOKIAET MHOM MUP KakK IS
WUTPOBOTO OIbITA, TaK M HAPPATMBHOIO PacCIMPEeHUs! (PMKLIMOHAJIBHO BO3MOXXHOTO
Burpe. C y4éTOM TOrO, 4YTO 3TO IMPOUCXOOUT YXKE II0CJIE CBEPIIEHUS MaCChl
OCHOBHBIX COOBITHI, 9TO PUBOIUT K 06€CCMBICIIMBAHUIO JOCTUTHYTOTO IIPOTPECCa,
T. K. OHA BpEMEHHA NapaJUIeJIb 3aMEHSET APYIYIO, IIPU 3TOM IIOCJIENCTBUS CABUTA
napaijieJii HUKOMM O00pa3oM HE OTPaXAETCsl Ha JIMYHOCTSIX U IIJIAHAX [IEPCOHAXKEN,
YTO, KOHEYHO, HE CTOJIbKO [M3aMHEPCKUM HEeNO4Y€T, HO (yHIAMEHTAJIbHAS
npo6sieMa — MapagokC JIMYHOCTH MPY MyTEIIECTBUSIX BO BpEMEHHU', KOTOPbIii BCTpe-
4aeTcsi B OOJIBIIMHCTBE XYAOXXECTBEHHBIX IIPOM3BENEHMN Ha 3Ty TEMYy.
VIMEHHO 103TOMY IIPOCTPAHCTBEHHO-BPEMEHHOM XaoC He TakKoM YK M Xaoc,
HO HApPATUBHO OCMBICJIEHHASI TPAEKTOPUS CIOKETA, B KOTOPOU €CTb OTHEJIbHBIM
MUHMCOOBITUSIM, KOTOPBIM Ha TEeVMIUVIENHOM YPOBHE OTKA3bIBAIOT B aJIETUYECKOMN
XapaKTEPUCTUKE.

Kpome Toro, Bbllle NpEeACTaBjIeHHAs CXe€Ma JAET IMOHMMAaHWE HEIOJIHOThI
BbIMBIIIJIEHHOTO MHpa II0 CPaBHEHUIO C MUDPOM peaIbHbBIM. MHOXECTBO
OCO3HAaHHBIX M HEOCO3HAHHBIX JIAKYH, TasIIMECS B BOIIPOCAX, OCTABJIEHHBIX 6€3
OTBETA, OTPAKAIOT JTy CUTyalMIO Hamiaydmum obpazoM. Tak, Hanpumep,
OCO3HaHHas JIaKyHa B KOHLIE€ UT'Pbl COCTOUT B TOM, YTO UIPOK HE€ Y3HAET, [IOYEMY
ymupaeTr C3pa, HO MOXKET JOrafplBaThCs. DTa MHGPOPMALMA OTKPbIBAETCS JIMIIbL B
CJIEyIOLEN YaCTX WIPBI, HO B LIEJIOM 3TO JOCTATOYHO ITOHSITHBIM HApPATHBHBIN
IIPUEM «CEpUHBIX clLeruieHn». C TOYKM 3pEeHMs HACBIIIEHHOCTH (Saturation)
MOJKHO BBIIEJIUTH [1BA TUIIA BO3MOXKHBIX MMPOB, IPOSIBJISIOIIMXCS B IAHHOU UIpe:
1) cro>)keTHBIE MUPBI, HACBHILEHHbIE COOBITUMHON MH(OpMaLMeEN, HO TeVMIUIENHO
OIHOOOpa3HbIe; 2) MOINOJHUTEJIbHbIE MHUPBI, CJIA0OHACHIIIEHHbIE COOBITUIHON
nHdopMaler, HO reidMIIeNHO pasHoobOpasHble. CloKeTHble MUPbl (OPMUPYIOT
OCHOBHOI MapIIPyT HappaTuBa, a JOIOJHUTEIIbHbIE — MUKPOMCTOPUY U JOIIOJIHU -
TEJIbHYI0 MH(OpPMaLIMIO O BCEJIEHHOU BooOwIe. bosblias 4acTb JIAKyH U MMILIM -
UUTHOU MH(POpPMALMM CBSI3aHA C «HEKJIACCUYECKUMMN» HAPPAaTUBHBIMU BETBSIMU
UTPbl — KOHIJOBKaMU-TIapPaJIOKCaMU C TI0KA3aTesIEM «???». OHU NIPEACTABIISIOT COOOM
BO3MOJKHBIE MUPBI, OTPXKAWIIME€ TOT WJIA WHOM BapyMaHT KOHLA WCTOPUM
BCEJIEHHOW WM IyTELIECTBUS F€POEB, KOTOPIN MOJAJIbHO-aKCHUOJIOTUYECKU PETpe-

1  Hanpumep, I71aBHbIE TEpOY COBCEM HE OCO3HAIOT CBOY G0’KECTBEHHBII MOTEHIMA KaK CYIIECTB XPaHSIIIX
MIAMSTh O Pa3JIMYHBIX MYTSIX BCEJIEHHOM, HO PYKOBOJICTBYIOTCSI TOJIBKO OLHOM LI€JIbI0, CBS3aHHOM C JOJITOM
criaceHus1. JIIoGOMbITHO, 4TO TO criaceHust JIAUTHYHT AeHCTBUTENIBHO 3aBUCHT Cy[Ib0a BCEJIEHHOH (3TO
PacKpeIBaeTCs B TpPETel YacTH, I7ie TepOVHS urpaet posib Mouces ripu I1oTorie), 0fHaKo I1aBHbIe TepO 3TOM
YaCTH JIaKe HE 3HAIOT 3TOTO.
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3EHTUPYETCS KaK HEYTO oTpuuaresabHoe. C TOYKU 3pEHNSI KAHOHUYECKOM KOHLIOBKU
WUIPbl, KOTOpas omnpenessieTcsl pa3paboTYMKamy, M[apafioKChl, BO3HUKAIOUIME
B IPYI'UX MUPAX Y 4aCTO BeAyliue K KOHIY CBETa, ITOPOXKIAIOT HEBO3MOXKHBIN MUP,
CYLIECTBOBAHUE KOTOPOTO IPOTUBOPEYUT CKIIAABIBAHUIO MO3aWKU OCTaJIbHBIX
MUPOB B €UHOE 11eyioe’. BaskKHOM 0COGEHHOCTHIO TAHHBIX KOHIIOBOK SIBJIIETCS TO,
YTO MUKPOMUPBI JAHHOW BCEJIEHHOW CBS3aHbl CTPOIMMU OTHOLIEHUSIMU LOCTYII-
HOCTH, Ha S3bIKE€ UIPHI 3TO 3HAUUT, YTO MIPOK MOXKET I€PEMEIIATHCS TOJIBKO I10
IOIyCTUMOMY MapIIPYyTy, OJHAKO 3TO BOBCE HE O3HAYAET, YTO WUIPOK HE MOXKET
YBULIETb OJHU U TE€ XK€ COOBITUSI IBAXKIbl (HAIPUMEP, KOHLIOBKU-TIAPAJOKChI), YTO
CHOBAa IIPUBOJUT K CTPAaHHOMY YyBCTBY (HOPMajbHO-UIPOBOM OrPaHUYEHHOCTH.
Kpome TOro, HEKOTOpPbIE BO3MOXKHBIE MUPBI YTPAYMBAIOT CBOW OHTOJIOTMYECKUN
CTaTyC B MPOLIECCE PA3BUTHS CIOKETA, XOTS HE MCYE3AI0T KAK «MCYE3A0IIE MUPBI»!

Tarcke oO6paTMM BHMMaHUE Ha TOT (PAKT, YTO OYEHb PA3BETBJIEHHAs CUCTEMA
MaKpOMHPa, COIJIACysIChb C UIPOBOM MHTEPAKTUBHOCTBLIO, CO3[AaeT Pa3HOOOPa3HbIE
CEMAHTUYECKUE U HAppPATMBHBIE COBUTY, KOTOPbIE CTAHOBATCSA OYEBUIHBIMU IIPU
YTEHUM KHTEPIIpeTalnil WUIPOKOB. Be3yCl0BHO, OCHOBHAS JIMHUS, KOH(JIMKT U
3aBsI3Ka OCTAIOTCSl IIPEKHMMU, OOHAKO IIPOU3BOJIBHOCTbL IOCJIEN0BATEIBHOCTEN
[I03HAHVS UTPOKOM [OIIOJIHUTEJIbHBIX MUKPOMUPOB [OIYCKAET BaAPUATUBHOCTD
PACCTaHOBKM CIOKETHBIX aKLEHTOB. Tak, NMPENJjIOKEHHBbIN HIKE BapUaHT CJENO-
BaHMS MOXKHO Ha3BaThb KJIACCUYECKU-CPEKUCCUPOBAHHBIM, UJIU FEVMIN3aNHEPCKU-
[OCJIeJOBAaTEIbHBIM. Takol MOAxXoH CKOpee BCEro OyAeT CBONMCTBEHEH IEPBOMY
WIPOBOMY OIIBITY B WUrPy, HO MOJKET II0Ka3aTbCAd OTYACTU KCKYCCTBEHHBIM
(T. K. HEBO3MOKHO OLI€HUTh MI'POBOE JIIOOOIBITCTBO), HO €ro IEPBUYHOM LIEJIbIO
SIBJISIETCS YETKOE YCTAHOBJIEHNE CIO>KETHBIX COOBITUM.

l'erimau3aiHepcKasi MapLIpyTH3aLUs

Kak u3BecTHO, reiMIu3aiHep — 3TO HE TOJIbKO CO3[aTeJlb MUPOB, HO U OCTPO-
YMHBII MaHUITYJIITOP aKklleHTaMU (B HalleMm ciydae — Moromy Topusima), u nopou
9YTOOBI BCKPBITb KO, U XOJI €r0 MBICJIY, HY’)KHO KPUTMYECKH OTHECTUCH K IPEMJIO-
JKEHHOMY Pas3BUTUIO EHCTBUS, [IO9TOMY B [IONOJIHEHUM K Hallel aHaJMTUYeCKON
CXEME CIieJIaeM HeOOJIbLION MTPOOJIEMHBIN Pa300p HAPPAaTUBHOU KOMITO3ULIUU UTPBHIL.
[lon BbIpaKEHMEM <«T€MMOU3AMHEPCKUN MAapILIPYT» IIOAPA3YMEBAETCS IIPE3a-
IaHHasl HappaTWBHAsI IPOrPaMMa, T. €. TO, YTO SIBJIIETCSI B MIEPBYIO0 OYepeb COObI-

1 BTO BasKHBII HAPPATUBHBIN 1 OJJHOBPEMEHHO IeIMIN3aiHEPCKUI XOZI, HAITPABJIEHHBIN Ha BOBJIEYEHME UTPOKA
Ha ITyTb «MCTUHHOM KOHLIOBKU» 117151 60J1e€ Ka4eCTBEHHOTO TIOHUMAaHKsI UTPOBOA BCcesieHHOM. Cama urpa
HE CWJIbHO HaCTauBaeT Ha TaKOM IOJXO0/IE JIjIsl UTPOKA, OIHAKO SIBHO HECTaHJJAPTHO CUTHAIM3UPYET, KOTAa I10-
cr1e pUHAIBHOM OUTBBI C 60CCOM, IOCTIETHNX 3aCTABOK U KAaTCLIEH, UTPa [IPOCTO HE 3aKaHYMBAETCS], 2 BO3Bpalla-
et urpoka B Historia Crux. Takum 06pa3oM, UTPOKY MPEJIaraeTcsl COCPENOTOYUTHCS Ha €€ HE TIOCEMEHHBIX
MHMPpax, HEPaCKpPBITHIX 1APATOKCax, YTOObI YEPE3 TEPHUCTBIH Iy Th IIOBCETHEBHO KM3HU ITyTELIECTBEHHMKA BO
BPEMEHH MOCPEICTBOM TlepebHpaHsl PA3IMYHbIX BAPUAHTOB OGPECTH HEOOXOIMMBIIT ICXO]I,

2 B wurpe HaJIMYECTBYIOT MUPBI-JIOKAIMH, B KOTOPBIE MO>KHO BO3BPAIIATHCS C KAKOWM-JIO0 PETPOCIEKTUBHOMN
11€J1bI0, HO COXPAHUBIIMMUCS 3HAHMSIMU 00 00IIEM COCTOSIHUY BCEJIEHHOM. 371eCh BO3HUKAET AeTaIbHAs
npo6JieMa HappaTyBa: COObITUMHO-(PaKTyabHOE HATIOJIHEHUE TaKUX MUPOB 00ECMBICJIEHHO U3MEHEHUSIMU B
OCHOBHOM TPEKE Pa3BUTHS BCEJIEHHOM
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TUIAHO BaXKHBIM [IJIsI UICTOPUU', OJJHAKO DTO BOBCE HE O3HAYAET, YTO C TOYKU 3PEHUS
WUIPOBOTO  IIPOLIECCa  HEOOS3aTEJIbHO  IOCEIIATh  JOIOJHUTEJIbHBIE  MUPHI,
T. K. HQ CAMOM [IeJIE 3TO TEXHUYECKM HEBO3MOXXHO B CBSI3M C T€M, YTO UTPOKY
IIPOCTO HE XBAaTUT apTe(aKTOB JJIsl TPOAOJIKEHUS IIyTU, €CIIN OH He OYZAET BBIINOJI -
HATb JIOINOJIHUTEJIbHBIE 33[JaHUSI B OPYTMX WUIPOBBIX JIOKALMSX. DTO BIIOJIHE CTaH-
IApTHBIM MPUEM TeMMIU3ANHEPCKON IPAKTUKU 110 aKTyaJIr3aluur LOIOJHUTEIIb-
HOTO KOHTEHTA, KOTOPBI MOXET ObITb MaJIOBRXKEH CaM IO cebe, HO COAEP>KUT
B cebe JII0IUYECKHE CPECTBA Jisl POBIKEHUS B MEpe’. B 9Toil yacTu paccmar-
PUBAETCS IJIABHBIM CIOKETHBI MapLIPYT, ONUPAIOIMIACS TOJIBKO HAa COOBITHS,
VMEIOIIME HAapPaTUBHYIO CWIY, T. €. TaKue, KOTOphle, 110 Happarosory B. IlImumy,
00/1aal0T  CIIEAYIOIIAMU  XapPaKTEPUCTUKAaMU: 1) PEJIEBAaHTHOCTb U3MEHEHMUS,;
2) HENPEICKa3yeMOCTb; 3) KOHCEKYTMBHOCTD; 4) HEOOPAaTUMOCTb; 5) HENOBTOpsE-
mocTs (Imug, 2008, ctp. 25-27).

B «NBOO3» Mosionoin 4esioBeK 0 UMeHU Hoanb 1OSBIISIETCS B [€pPEBHE
OJIHOBPEMEHHO C BpemeHHbIMM Bparamu. OH YTBEP)KIAET, YTO OH M3 OyAylEero u
BCTpevascsa ¢ JlanTHuHIr. EMy M3BECTHO, YTO OHA JKMBA, HO HAXOIUTCS THE-TO
3a BpaTaMy, B IDyTOM U3MEPEHNH, M103Ke OHU Y3HAIOT (B «YMO10»), yto JIaTHUHT
HaxoguTcs B Basbrase. Bech OCTasibHOM MyTh® IMPEICTABISIET COGOM YaCTHBIE
NIEPUIIETUY TI0 PELIEHUIO I1apaJlOKCOB BPEMEHU U YIOCTOBEPEHUM IPABUJIBHOTO
IIyTU BCEJIEHHOM (C momoupto ycrporictsa Oracle Drive), 4ToObI IONACTb B HY>KHYIO
BPEMEHHYIO TOYKY, KOTOPOM M3HA4yaJbHO HET Ha KapTe BCEJIEHHOW, AOCTYIIHOMN
nepcoHaxkaM. B ¢punanpHO# soKaumu «V(YU)» repoeB OXXUOAET MOCTEIHSSI CMEP-
TesibHAs cxBaTka ¢ Katocom®, mocse mo6efibl B KOTOPOU UTPOKY GYIET MPEJIOKeH
(PUKTUBHBINA BBIOOp: «YOUTH WM OCTaBUTh B >KuBbIX Karoca?». He 3aBucumo

1 Kak cripaBeyivBo OTMEYaeT yYeHUK A. I'periMaca, pyMBbIHCKAM TEOPETUK JmutepaTypsl T. [1aBest, B KaKmoi uc-
TOPUY HAJIMYECTBYIOT BO3MOXKHBIE MUPBI, 06JIa[Ial0IIie Pa3HOiA CTENEHb BKHOCTU U KOHCUCTEHTHOCTH, IO/~
IEP>KUBAIOLIE MUMETUIECKUE OCHOBAHNS BBIMBICIIA M €TO EPCUCTEHTHOCTD. TaKM 06pa3oM, OKa3bIBaETCsl
peaM3yeMbIM YCTaHOBJIEHHE HAaUOOJIee ¥ HAaMEHEE «MUPOBBIX MAPOB» 115 Bceli cuctemsl (Pavel, 1986). Bro
MPOLIE BCETO MPEICTABUTD KaK MOJIOTHO C PUCYHKOM, C KOTOPBIM MbI pab0TaeM HOKHALLAMMU. [Tpy KakoM KOJIu-
YECTBE 1 Ka4E€CTBE YAAJIEHNS TE€X WM MHBIX MUPOB BCEJIEHHAsI [TOTEPSIET CBOIO MOJIHYIO UIEHTUYHOCTb CAaMOM
ce6e? B xonrekcre «Final Fantasy XIII-2» MO>KHO CKa3aTb, YTO CEMaHTUYECKY BayKHAsI MH(POPMALIMSI MAPA 10~
BCEMECTHA, HO HapPaTMBHas LJeJIbHOCTb UCTOPUM CYTY60 FTOPU30HTAJIbHA Y MAJI0 COOTHOCUTCS C TEM CJIOXKHBIM
IyTEM 13 OPUTHHAIBHOM KapThl C ToMeTKamH (Puc. 4).

2 Hampumep, Tak Ha3bIBa€MBbI «'PUH/Y (grind) OUKOB OIIBITA IOCPEICTBOM «JIMIIHUX» OUTB C Bparamu U roce-
IeHHe JOTIOHUTEIIbHBIX JIOKALUI, HEOOXOAMMBI [1711 UTPOKOB, HAUMHAIOMIMX PA3BUTHE CBOEH «IIPOLIelypHOM
rpamoTHOCTU» (Bogost, 2007, pp. 233-260) B KOHTEKCTE SIIIOHCKUX POJIEBBIX UTP.

3 Eciu 6bITb JeTasibHO TOYHBIM, ITOJIHBIH yTh repoeB BhIrsiauT Tam: NBOO3 - BROO5 - YMO10 - 0200 - YMOIX —-
A400 - AT200 - A4XX - DW700 - NB700 - A500 - V (YU).

4  Karoc siBisieTcsi TeIMIUIEMHBIM, HO HE CIOKETHBIM aHTaroHUCTOM, Kak 1 baprenzenyc u3 «Final Fantasy XIII».
910 061K preM Beel Tputoruu Fabula Nova Cristallis 1 He TosbKo. Jles10 He CTOBKO B TOM, UTO €CTh HEKO-
TOPBIV CEKPETHBIM aHTarOHUCT, KaK B YbTuMenys u3 «Final Fantasy VIII» (1999), HO B TOM, YTO BCSI TPUJIOTYST
pacckasblBaeT UCTOpHUIo-Mu@ 06 youiicTse bora, UMEIOIIYIO IPEeBHESITIOHCKUE KOPHU. PeaslbHbli1 aHTarOHKUCT
BO3HHUKAET TOJIbKO B «Lightning Returns» — co3naresb BcesleHHOM ByHuBesn3e. DTo IOCTaTOYHO PaclpoCcTpa-
HEHHbIN CIOKET B SMOHCKUX Urpax. OHAKO Ba)KHO, YTO B ONPEIEIIEHHOM CMBICIE 3TO EIIE ¥ MICTOPUS O «PeC-
Iy6JIMKAaHCKOM PEBOJIIOLIMOHM3ME», OyHTE IPOTUB 60Ta, CO3/IaBIIEr0 MUP Y NOJIEP>KMBAIOIEr0 KPyrOBOPOT
JKU3HU ¥ CMEPTH. JIOCTaTOYHO BCIIOMHUTb (pasy JIANTHUHT 13 KOHLIA TPETEH YaCcTU O TOM, YTO JIFOJM CAMU X0~
TAT pelaTh, KOTJJa UM YMUPATh, ¥ PaJIi TOTO FOTOBbI IIPOVITU CKBO3b AlTOKAJIUIICHUC.
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oT BbI6OPa, Karoc yober cam cebs pykamu Hoesist', 4To CBSI3aHO C HEKOTOPOU UILTIO-
3uer CBOOOIHOrO BbibOpa B cepuu «Final Fantasy», B KOTOPOHM IOYTH B KaXKIOU
YaCTU HAJIMYECTBYIOT BbIOOPHI, NIPeA3aJaHHble pa3paboTINKaMU, aKe €CJIA UTPOKY
TPEJIJIaraioT BhIGOP AENUCTBUI-perunK’. ['epou criacatoT JIAUTHUHT U 11aHeTy [Tysibe
BMecTe ¢ KokoHoM. B Cape npoOy>knaeTcs CKpBITBIN ITOTEHLIMA [IPeCKa3aTeNb-
HULpl, U €Il NIPUXOOUT BULIEHUE, IIOCJIE KOTOPOro OHa yMmMupaeT. Takum oOpasom
KaHOHMYHAs KOHIIOBKA COCTOMT B IIPAaBWJILHOM [BWKEHMM II0 HappaTUBHO-
3HAYMMBbIM MUpaM. OLHAKO B «MCTUHHOM KOHLIOBKE», KOTOPas JOCTUTaeTCs BEPHBIM
pPEIIEHUEM BCEX HEOOS3aTEesIbHBIX I1apajOKCOB, YKA3bIBAETCS, YTO OOTMHS DTPO
norubaeT B CBSI3U C [ESTEJbHOCTBIO TIJIaBHBIX T'€pOEB IO CHAaceHuio JIauTHUHT,
YTO IPUBOOUT K OCTAaHOBKE KPYroBOPOTA JKU3HU M CMEPTU BO BCEJIEHHOMN.
KpaTko roBops, IyiaBHbIE TE€POU CJIyYAHHO yOMBAIOT OOora >KU3HU pagu JIaiTHUHT,
YTO NIPUBOJUT K KOHILy CBETA B CJIENYIOUIEN YaCTU. DTO COOBITUE JOJDKHO OLIETIO-
MUTb WUIPOKA U IOCTaBUTb I10[, BOIIPOC AKCHUOJIOTMYECKYIO CTOPOHY IIOBEIECHUS
repoeB, IOTOMY YTO B PE3YJIbTATE CJIYYMBIINXCS [IE€MCTBUM IOTUOHET BCE YEJIOBEYE-
CTBO, a Oorobopyeckuil mnagoc npucyrctsyer jmimb B «Lightning Returns».
B pesyzbrare, TOT (aKT, YTO YJABTUMATUBHOW CKPBLITOM LIEJIBIO T€POEB M3HAYATIBHO
ObLJIO yCTpaHEHUE OOXKECTBEHHOTO ITPOBUMEHMS B MHUPE, OKA3bIBAETCS CJIALIKOM
HEMOTUBHPOBAHHLIM. bosiee TOro, noyemy MMEHHO TaKasl KOHLIOBKA, KOTOPas I1OYTU
[apajiokcajibHa B IMOHMMAHUM Te€pPOEB, SIBJISIETCS [JI1 HUX YIOBJIETBOPUTEJILHOM,
BEb 9TO OHA TAaKXKe O3HAYAET KOHEL] CBETa, KaK Y HEKOTOPbIE NPYyrue KOHIIOBKU
[1apajioKChl? B IEeNCTBUTEILHOCTA OTBET HA OTOT BOIPOC MOXKHO IIOJIyYUTH JIMIIb
B CJIEIYIOLIEN UTPe, OHAKO 3TO HECKOJIbKO 0O0E€CCMBICIMBAET IEOHTUYECKUE TIPe], -
CTaBJIEHUS] NIepCOHaXeN. Kak BUAHO M3 NPEenpIaylIero pacCyXneHusl, (pruHaibHas
OTKPBITOCTb IE€PBOV M BTOPOM YaCTM [AHHOW TPWJIOTMU 0a3upyeTcs Ha CBSI3U
C [I0CJIEAYIOLM 3JIEMEHTOM CEPUM, HO TAKKE CTUMYJIMPYET HMHTENPETATHUBHYIO
aKTUBHOCTDb UI'POKA.

[[puMepHO TaK MOXKHO IIPOCJIEAUTb OCHOBHOM CIOXKET, HO HappaTuBHOE
IIPOCTPAHCTBO UTPbl BOBCE UM HE MCUYEPIIbIBAETCS, IIOCKOJILKY IIPU IIEPBOM IIPOXO-
JKIEHNY OCTAaHETCSI MHOXKECTBO BOIIPOCOB O TOM, II0YEMY IIPOUCXOIAT T€ WU UHbIE
coObITHs. Ha nepBbli B3I, IPOCTBIE CIOJKETHBIE XOJIbl UTPbI OKA3bIBAIOTCS AAJIEKO
VIYIVMU JIMHUSIMU C MHOXKECTBOM IIEPUIIETHIL, & C YYETOM IIE€PBOI U MOCIIEIHEN
4acTel TPUJIOTMY Ha Pa3HBIX YPOBHSIX UIPOBOM MH(pOpMaLuy 06pa3yeTcs: U BOBCE
PETPOAKTUBHBIN KOHTUHYUTET (retcon), HappaTUBHBIN MPUEM, 3AKIIOYAIOIUNCS
B YMBIIJIEHHOM 3aMaJIYMBAHMUY, WU3MEHEHUU WA OIIPOBEPKEHUU HEKOTOPBIX
(bakTOB, KOTOPbIE IOJDKHBI GbUIN COXPAHUTH TIPEEMCTBEHHOCTD .

1  Katoc He yMpeT Ha CaMOM JieJie, a IIPOCTO M306aBUTCs OT MPOKJIITUS «CepLie Xaoca», 3aCTaBIISIOWEro ero Ciy-
KUTb GOTIHE DTPO, OH TAKCKE MOSIBUTCS B CIIEAYIOMEH YaCTH TPUJIOTHY. Bo MHOTOM NMPONCXOSIIEE B UTPE —
Iiesio pyk Karoca: oH co3naeT BpeMeHHbIe MapaioKChl U MO3BOJISIET IPOHMKHYTH B aKTYaJIbHOM MUP SHEPTUU Xa-
0ca, 4TO6BI OCBOGOANTB CBOIO BO3JIIOOJIEHHYO IIPpoBU MLy FOJ1 OT 6ECKOHEYHOTO KpyTa IEPEPOsKAECHHIA.

2 DTOT acnekT Bechma IoJgpo6HO pa3obpaH B padote (Smith, 2002), ofjHaKO OH aHATM3UPYET CKOpee OCOOEHHBIH
ciy4aii «Final Fantasy VII» (1997), B KOTOpO# Agke OUaiory C WLUTI030pHBIM BBIOOPOM Ha CAMOM J€JIe UMEIOT
IIOCJIEZICTBYS, YMEJIO CKPBITBIE OT UTPOKA.

3 Haubonee spKo rpejicTaBsieH B HappaTuBe cepun «Metal Gear» (1987-2015).
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3akJjroyeHue

B urore MO>XHO BUZIETD, 4TO B «Final Fantasy XIII- 2» HaM4eCTByeT MHOXKECTBO
€IMHOBPEMEHHBIX [IJI1 TE€POEB, HO PAa3HbIX I10 CBOEM BPEMEHHOW I103ULINH,
BO3MOJKHBIX MUPOB, CO3[AIOIINI €OUHBII MaKpOMUP, 00JIaAAI0IINIA PSAOM Happa-
THUBHBIX BapyaLyi, OJHAKO 3TY BapyalU B CBA3U C UJI€N 3aKOHYEHHOCTH ITPOU3BE-
IEHVS CBOISATCS K JIIOAUNYECKON PErylaMeHTalyy, JOITYCKAOEN HEO0IbIINE OTKIIO-
HeHus. [IpOCTPaHCTBO-BPEMEHHOV KOHTUHYYM, IIPEICTABJIEHHBII B CXEME
BO3MOXXHBIX MUPOB WIPbl, CTPEMUTCS IPOJEMOHCTPUPOBATH XAOTUYHO PaCIIOJIO-
JKEHHbIE TOYKM, Yb€ MECTOIIOJIOKEHME U BpeMeHHas nud@epeHnuanys TOYHO
HE OIPEEJIAIOTCS B UTPOBOM I1OBECTBOBaHMU. Hasmyyue [OMOJHUTENbHbBIX, KBa3K-
CIOXKETHBIX MUPOB, 00Pa3yIoMKX MOCTBI C IJIABHOM CIOKETHOU JIMHUEN, pacIiipsieT
IeéMIIJIEMHbIE KOMIIETEHLMM Y HAppaTHMBHbIE CTPATEruu, IPUMEHSIEMbIE K UTPOKY
BCBSI3U C HEKOTOPOW IPOM3BOJIBHOCTBIO €ro CBOOOLHOrO IE€PEMELICHUSI.
KonnoBku-Tlapamokecel  CO30AaI0T  WUIIO3UIO  CMEILEHUS  IIPOCTPAHCTBEHHO-
BPEMEHHOM IMapaJUIrMbl BCEJIEHHOM, ITOCKOJIbKY KaXKYTCSl OHTOJIOTMYECKY BAXKHBIMU
IJIs1 TepOEeB TOJIbKO BHYTPU HX COOCTBEHHBIX MUKPOMHUPOB, IIPUYEM HIPOBOU
[IPOLIECC HA HUX HE OCTAHABIMBAETCS. B pesysbrare, TeOpuss BO3MOXKHBIX MUPOB
[IOMOraeT IIOHATD CTPYKTYPHO-(OpMasibHOE YCTPOMCTBO Happarusa
B «Final Fantasy XIII-2» n yJy4IlIMTbh €€ MHTEPNPETALMIO, a TAKKE MPENCTABIISETCS
3aC/YyKMBAIOIIMM ~ BHUMAHUA — [IOOXOOOM  IJI1  U3Y4EHUS  KOMIIBIOTEPHBIX
UTP, OCOGEHHO T€X, IZl€ HAJMYECTBYIOT CJIOKHBIE HAppPATUBHbIE CHUCTEMBI, KOIZA
Fabula nova obscura est.
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