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Abstract

The paper is devoted to the issue of virtual naturalism in computer games, in particular, to such

a gaming phenomenon as speedrunning. The author of the study analyzes the essence of speedrun-
ning as a special type of cybersport, as well as a form of counterplay that arose in the minds of gamers
around the 1990s. Particular attention is paid to the concept of virtual naturalism, which manifests
itself in speed running and can be understood as a form of empirical and materialistic study

by gamers of various games and their affordances. The purpose of the work is to establish the
features of speedrunning as a research and critical practice, similar to some types of academic anal-
ysis, but with different tasks. The central place is occupied by the problem of gamers’ experience
during the actualization of speedrunning activity, in which speedrunners study the nature of
computer game and call into question game design principles and manipulations, leading to some
resistance to artificial prohibitions. This form of confrontation, revealed in different types of
speedruns, shows certain nuances of the existence of virtual worlds, which makes it possible to better
understand the functioning of computer games as modern cultural artifacts. In result, a conclusion is
made about the significance of such borderline phenomena as speedrunning and the need for further
study of the counterplay practics.

Keywords

Computer Game; Game Studies; Counterplay; Speedrunning; Virtual Naturalism

ElE

This work is licensed under a Creative Commons «Attribution» 4.0 International License

223


https://creativecommons.org/licenses/by/4.0/

Galactica Media: Journal of Media Studies. 2022. No 4 | ISSN: 2658-7734
Uccnenosanus urp | https: //doi.org/10.46539 /gmd.v4i4.299

CrnugpaHHep KaK BUPTyaJibHbIN HaTypPauCT

Kupuuenko Biagucnas Baragumuposuy
HIY BIID (CI16). Cankr-Iletepoypr, Poccus. Email: kirlimfaul[at]gmail.com

Pyxonuce nosydena: 6 uiosst 2022 | [lepecmorpena: 12 okra6pst 2022 | [Tpunsta: 24 okTsi6ps 2022

AHHOTaALU4

Hacrosimas paboTa nocesiiieHa BOIpoCy BUPTYabHOIO HAaTypain3Ma B KOMIIBIOTEPHBIX UIPaX,

B YAaCTHOCTH, TAKOMY SIBJIEHMIO TEMIMMHTA KaK CIIMAPAHHUHT. ABTOD MCCJIE[JOBAHNS aHAJIM3VPYET
CYLIHOCTb CKOPOCTHBIX IIPOXOXKIEHMI1 KaK 0COO0T0 BAA KUOEPCIIOPTA, a TaKkke (OPMBbI KOHTPILTIES],
KOTOpasi BO3HUKJIA B CO3HAHNU reiiMepoB IpuMepHO B 1990-e rr. Ocoboe BHUMaHUE B CTAThE YIEIEHO
KOHLEMNIMAY BUPTYaJIbHOTO HATypaM3ma, KOTOpasi TPOSIBJIIETCS IPY CIIMAPAHHUHTE U MOXKET ObITh
IIOHSATA KaK (POpMa SMIUPHUIECKOTO ¥ MATEPUAIBHOTO U3YYEHMS FeIMEPaMU Pa3/IMYHbIX UTP U X
apdopraHcos. Llesbio paboTEI SIBISETCS YCTAaHOBJIEHWE OCOOEHHOCTEN CIIAPAHHUHIA KaK MCCIEeN0-
BAaTEJIbCKOW ¥ KPUTUYECKON IPAKTUKH, CXOQHOM C HEKOTOPBIMYU BUJIAMU aKaZIEMUYECKOTO aHAJIN3a,
HO C IPYTYMU 337a4aMU. LIEHTpaIbHOE MECTO 3aHMMAET BOIIPOC FEMMEPCKOTO OIIbITA MIPY aKTyaJIn -
3allUy CIIAJPAHHEPCKON AESITeIbHOCTH, B KOTOPOH CIIUAPAHHEPDI UCCIIEAYET IPUPOLY KOMIIbIO-
TEPHOM UTPBI U CTABAT 1107, COMHEHH S TEMAN3ANHEPCKYE IPUHLMIIB 1 MAHUITYJISIUY, TPUBOZS

K HEKOTOPOMY COIIPOTUBJIEHMIO UCKYCCTBEHHBIM 3aIlpeTaM. 9Ta (opMa NPOTUBOCTOSIHYS, BbIBE-
I€HHasl B pa3HbIX BUJIAX CIIMIPAHOB, BCKPBIBAET OIIPELE/IeHHbIE HIOAHCHI CYLECTBOBAHUS BUPTY -
aJIbHBIX MUPOB, YTO TO3BOJISIET JIy4lle NOHATh (PYHKIMOHUPOBAHME KOMITBIOTEPHBIX UIP KaK COBpE-
MEHHBIX KYJIbTypPHbIX apTe(aKToB. B 3aK/II04€HNN [1e1aeTCsl BBIBOJ, O 3HAYMMOCTY TaKUX I10Tpa-
HUYHBIX SIBJIEHWI KaK CIIMIPAHHVHT ¥ O HEOOXOMMOCTH JJaIbHENIIEro U3y4eHus BOIpoca
KOHTPIJIENHBIX [IPAKTHK B FEIMUHTE.

KiiroueBblie c10Ba

KOMIIBIOTEPHASI UTPA; UCCIIENOBAHUSI UT'P; KOHTPIUIEH; CIIUIPAHHYHT; BUPTYaJIbHbII HAaTypaIn3m
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BBeneHue

KoMIisroTepHO-UrpoBas VHOYCTpUS pa3BUBaeTC IIOCTETIEHHO,
HO CEPbE3HBIMU PhIBKAMU B O0JIACTY IOSIBJIEHMS HOBBIX KYJIbTYPHBIX IIPAKTHK OCBO-
€HUS BUPTYAJIbHOTO NPOCTpaHCTBA. K OIHOMY M3 TaKUX HOBBIX SIBJIEHUM MOJKHO
OTHECTU CIUJPAHHUHT, KOTOPBIM TOYEYHO BO3HUKAJI elle B 70-80-¢€ IT., HO IIPOYHO
3aKpEINuiICs B KaUeCTBE 0COO0OV HUIIY Fe¥IMEPCKOro 0Cyra yke B KoHLe 1990-X IT.
VcTtopuyecku I71aBHBIM TOTYKOM K 3aKPEIJIEHUIO TaKOM MPAKTUKU CTAJIO MOSIBJIEHNE
urpsl Doom B 1993 r.

CrnuppaH sBJISIeTCS ObICTPLIM MMPOXOXKIEHWEM KOMIIBIOTEPHOM WUIPbI B COOT-
BETCTBUM C OIpeJeJIeHHbIM HAaO00pOM IMpPaBW, CIUIPAHHUHI K€ IPEACTaBIISET
COGO DMEPPKEHTHYIO' MPAKTUKY WIPOBOTO TIPOIECca. B mepByi ouepenpb, 5Ta
HeCTaHJAPTHAs NIEeSITEJIbHOCTD IIPOSIBIISIETCS B IIPOXOXKIEHUM UTPbI HE TaK, KaK 3TO
ObUTO 33ayMaHO pa3pabOTYMKAMK, WM KaK €€ MPOXOMSAT KasyasibHble UIPOKU’.
CrnupaHHepbl NPEACTaBISIOT COO0I COLMAaIbHYIO OOLIHOCTb B Cpelie reliMepos,
KOTOpasi 4acTO OLIEHMBAETCSl KaK 4aCTb XapAKOPHON UTPOBOY KYJIbTYpbl HapaBHE
C JIOOUTETISIMU «JEJUIEHDKEN»’, OXOTHUKAMU 3a JOCTWKeHUsMU U T. 1. C OfHOM
CTOPOHBI, CIUJPAHHEPHl - KUOEpaATJIEeThl, MPOOErarye OUCTAaHLANA Pa3MEPOM
B UTPBl M UMEIOIIYE CBOU Ta0JIMIIbl PEKOPAOB, & C APYroil — HEOCO3HAHHbIE KPUTHKHU
yCTPOMCTBA Urp. VX CKOpPOCTHasl MPaKTUKA NOCTATOYHO CWJIBHO OTJIMYAETCS OT
Kubepcrnopra B OOIIENPUHSATOM MOHUMAHUU. HecMOTpss Ha TO 4TO 00a SIBJIEHUS
HaIIPaBJIEHbl HA CIIOPTVMBHOE CONEPHUYECTBO, CIIUJIPAaHHEPCKUE MapadOHbI CKOpee
HAllOMMHAIOT CBOEOOpPA3HbIE OJIMMIIMMCKUE WIPbl, HA KOTOPBIX HEOOS3aTEIbHO
OOCTVDKEHUE PEKOPA, HO IIPOCTO U3SIIHOE MCIIOJHEHME, B TO BPEMS KaK KUbGep-
CIIOPTUBHBIE UYEMIIMOHATBl KpEMYe CBA3aHbl C OMNIO3MLMEN [obenuTesns -
[IPOUTPABIIETO (ECTh KOMAH bl CO CBOUMMU GOJIEBIIUKAMU U T. 11.)*,

CrnuapaHHEPCKUI OMBIT 3HAYUTEIIBHO OTJIMYAETCS OT Ka3yaabHOro. B oTyinyue
OT PSOBOTO NPOXOXKAEHUS B CIUAPAHE AKLUEHThl CMELIEHbl HA CaMU IPaKTUKU
«3a0era», MpU KOTOPBIX CTAHOBSTCSI BaXXHBIMM HE3AMETHbIE HEBOOPYKEHHBIM
r71a30M JleTanu. V3meHseTcs Jake Monxon K Takoh (pyHAaMeHTaJbHOW MeXaHUKe
KaK [BVDKEHME, [IPUYEM BPEMSI OT BPEMEHU CIIMIPAHHEPCKOE IBVDKEHME MOXKHO
CYUTATh CTPAHHBIM B 3HAYEHUU «KBUP», IIOCKOJIbKY OHO CBSI3aHO C HapylIEHUEM,
HalpuMep, MpPeNJjIaraéMoro HEKOTOPbIMUA MIPaMU MCCJIENOBaHMUSI MHUpA IyTEM

1 Tlog «3MepIKEHTHOCTbIO» TI0/IPa3yMEBAETCsl HAJIMIME Y KaKO-JIM60 CUCTEMBI, IESITEIbHOCTH, TIPOLIeCCa,
(peHOMEHA U M. CBOICTB, KOTOPBIX HET Y COCTAaBJISIIOIIMX MX 3JIEMEHTOB.

2 B cnupapaHHUHTE CyIIECTBYET JUCKYPCHMBHO CJIOXKMBIIASICS OMIO3ULYS «CTIAAPAHHED,/Ka3yalbHbI UTPOK»».

Ioz, «KazyasibHbIM» TIOHMMAETCS1 JII0O0M UTPOK, KOTOPBI HE MIMEET COOCTBEHHBIX CKOPOCTHBIX [TPOXOKIEHUI.

JJaHHY0 OMIO3ULIMIO CIIENYET OTIMYATD OT OINIO3ULIMU «XapIKOPHBII /Ka3yabHbIN» UTPOK. B OTHOmEHNN

KJIACCHYECKOTO MPOTUBOIIOCTABIEHUS TEPMUHOB CM. (Juul, 2010).

[IpoxosKneHue Urpel C MPUBHECEHHLIMY OTPAHUYEHUSIMM.

4  CrnmppaHHMHT KakK KUOEPCIOPTUBHBIM (PEHOMEH YaCTO MOABEPracTCsl OCTPAKMU3MY 33 CBOE KaKyLIeecs IpEHe -
OPE>KUTEIBHOE OTHOLIEHNE K UTPaM, M3-3a YEro IMeeT MEHBIIYIO [OMYJIIPHOCTb, YEM KJIaCCUYeCKUi Kubep-
CIOPT. B 1€/ICTBUTEJILHOCTY 3Ta NIPAKTHKA SIBJIF€TCS] YHUKAJIbHBIM BUZIOM KMOEPCIIOPTa, B KOTOPbI IIPUBHO-
CSITCSl U3BHE 0COObIE [TPaBMJIA, B OTJIMYKE OT KJIACCMYECKOTr0 KMGEPCIIOPTA, KOTOPbIi CBS3aH C OIIPe/IeIEHHBIM
«CITOPTUBHBIMY» TEMMIU3ANHOM, T. €. U3HAYAJIbHBIM YCTPOMCTBOM UI'P J1JIs1 CODEBHOBAHMIA.
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bnanvpyiomero nepemerienvs’. HeKkoTOpble ydYeHble TaKKE OTMEYAIOT, YTO
HECMOTPS Ha OYEBUIHBIE PA3PbIBbI U KOJJIATNIC «MAaruiecKoro Kpyra», BO3HUKAIIIKE
IIpU CNIUJIPAHHUHIE, CamMa 3Ta NPAKTUKA YIVIyOsIsIeT CTOPUTEJUIMHT TEM, YTO YCTpa-
HSIET 3aCKPUIITOBAHHBIE 3HAYEHUE U FE€MMIM3aMHEPCKYI0 MHTEHIMOHAIBHOCTD KaK
naHHOCTb (McKissack, May, 2019).

CJIOKHOCTb WIP M CKOPOCTHBIE TIPOXOXJIEHMSI CBSI3aHbI B OIPENETIEHHOM
cmbicsie. HccnenoBaresb KOMIIBIOTEPHBIX Urp M. M. CKOMOpoOX, paccMaTtpuBast
Takou (EHOMEH, KaK Ma30KOPHbIE WIPbI°, OTMEYAET, YTO MCTOPUYECKU B CBI3U
C YIPOLIEHUEM TeVMILIEs MOMYJISIPHBIX UTP (Pafy paclIMpPEHHUs M0JIb30BaTEIbCKON
ayguTOpPUM) IPOUCXOIUT CBOEOOpa3Hasi NOCTEINEHHash TpaHCchopMaLys JIoAyca
(ot sar. Ludus - «urpa, 3a6aBa»), IPUBOAALIAS K MOSIBJIEHUIO XapIKOPHBIX UTPOBBIX
IIPOEKTOB M MpaKTUK. [lop BiausiHMEM 3TOM TpaHCPOPMALMM UIPAa KaK MIPOBOE
IIPOCTPAHCTBO «IIPEBPATMJIACh B HEYTO CAMOLIEHHOE, a JIIOAYC CTaJjl JIMIIb OJHUAM
13 BO3MOJKHBIX IIPOLIECCOB, KOTOPbIE TaM IIPOUCXOAAT (HapsiAy C OOlLIeHUEeM, 9CTe-
TUYECKMM CO3€PLIAHMEM, 3apAabOTKOM [EHEr, POJIEBOM WIPOVM U TaK MaJlee)»
(Cxomopox, 2016, c. 389). B TakoM KOHTEKCTE PACTYILYIO MOIYJISIPHOCTb CIUIPAH-
HUHra® MOXKHO pACCMATpUBaTh KaK PEAKIMI0 HA Ka3yasibHbIl I[MOBOPOT, WJIK
«1OBOPOT mocTymHOCTU» (accessibility turn?). B 9ToM KOHTEKCTe CHOMAPAHHUHT
IIBITAETCS BBICBOOOAUTDH JIIOLYC 4Y€pe3 CKOPOCTb, YHUYTOXUTb M3NUMIKU. CKOJb
CTPaHHBIM Obl 3TO HU I10Ka3aJ0Ch, CYHIECTBYIOT CIHJPaHbl CaMbIX Pa3HBIX WIP,
Hanpumep, Bu3yasibHbIX HOBEJ, MOBA- 1 MMO-urp, T. €. pedb UOET O Kpocc-
KyJIbTYPHOM (PEHOMEHE.

Wccneposarensy wurp JxerMmc HbloMaH 3amedaeTr, 4YTO CYLIECTBYET Li€JIbIN
KOMILJIEKC «CynepIiuiess» (superplay), KOTOpBII NPEACTaBasSeT COO00¥ Bapualuu
OCOOBIX UTPOBBIX MPAKTHK, CBSI3aHHBIX C FeMEPCKUM >K€JIaHUEM «IIPOJAEMOHCTPU-
poBaTb COOCTBEHHOE MAaCTEPCTBO IIOCPEICTBOM WIPOBOTO  IIPENCTABJIEHUS»
(Newman, 2008, p. 121). B HEKOTOPOM CMBICJIE CIUJIPAHHUHT MOMNAJAET I10], 3TO
OIIpeNeJIEHNE, OJHAKO MONOOHAS reHepaIn3alysl MOJHOCTbIO CTUPAET BCE CyIle-
CTBEHHBIE YEPTHI JAHHOTO (PEHOMEHA, XOTsl Obl MMOTOMY, YTO JKEJIAHUE «I10Ka3aTb
CBOE MaCTEPCTBO» SIBJISIETCS B [IPUHLMIIE YHUBEPCAIBHBIM ACIIEKTOM Y€JI0BEYECKOU

KYJIbTYDBL

1  Ilpumep 3TOMy MOKHO BUJIETD B CIIUZIPAHAX «CUMYJISITOPOB X0ABObI» Bpozie Gone Home (2013) (Ruberg, 2019).

2 Ma3oKOpHble UIPbl CKOHCTPYUPOBAHBI TaK, YTOOBI CO3/1aTh y reiiMepa OlIylIeHEe U3/IeBaTesIbCTBA HA/l HUM: OHU
Ka)KyT Cs1 HETIPEOOJIMMO CJIO’KHBIMU U OTBOJAT I/Il"pOKy POJIb XKEPTBLI — BEPHEE, CO30aI0T BUAVIMOCTbD, YTO OH
SIBJISIETCS KePTBOMH, pany Komudeckoro adgdexray (Ckomopox, 2016, c. 374). B Hamem IOHMMaHUU UMEHHO
TaKO¥ TUIT UTP MOKHO OMPEENUTb KaK «<KOHTPUTPY», KOTOPasl U3HAYAIbHA YCTPOEHA TAKUM OOPa3OM, YTOObI
MOZPbIBAaTh €CTECTBEHHbIE UTPOBbIE OKUIAHMS UTPOKA, 00J1/IAI0MIETO CPENHEN UTPOBOV IPAMOTHOCTBIO.

3 CM. CTaTUCTUKY Bepr(ULIMPOBAHHBIX CKOPOCTHBIX IIPOXOXKIEHMIL: https: /www.speedrun.com /statistics /
runs (zara obpamenus: 10.10.2021).

4  «Accessibility turn» cTouT NOHMMaTh KaK ONPEAEJIEHHBIN 3TAll Pa3BUTHSI UTPOBOY MHAYCTPUY (TIPUMEPHO
2012 1.), KOTOPBII CONPOBOXKAAETCS OCTENEHHBIM YITPOLLEHNEM KOMITBIOTEPHBIX UIP, 4TO JEJIAET UX bosee
JIOCTYIIHBIMY J17151 BCe Gos1ee 1 6osiee pasyIMyHbIX C10eB HaceseHVsl. C OJJHOM CTOPOHBI, MOSKHO TOBOPUTB, YTO
KOMIIBIOTEPHbIE UI'PhI B IPUHIIMIIE CTAHOBSITCS JIErde U JOCTYIIHEE He 6y1aroziapsi AesTebHOCTY pa3paboT-
YKKOB, HO B [IPOLECCE CTAHOBJIEHNS KOMIIBIOTEPHBIX UIP KaK MAaCCOBOTO passiiedeHus. C IPyroi CTOPOHE,
MOJKHO MPETIOJNIOXKHUTD, YTO 3TOT MPOLECC BENET K BOSHUKHOBEHMIO HOBBIX KAHPOB 1 3BOJIFOLIM HEKOTOPBIX
crapbix ¢popm refimruest. [TorpobHee cm. (CkoMopox, 2016; Wilson, Sicart, 2010; Juul, 2010).
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9ddeKT KOHTpILIES

CrnuapaHHUHT OKa3bIBAETCS BLIPLKEHUEM pe(IEKCUY B KOHTEKCTE BUPTYaAJIb-
HOIrO HaTypajvM3mMa W KPUTHUKMA YCTPOMCTBA KOMIIBIOTEDHOVW WIPbl Ye€pe3
KOHTPILJIEMHYIO' aKTUBHOCTb. [leATesIbHOCTh CITUIPAHHEPOB MHOTTA HATIPSIMYIO
CBf3aHA C YCTPAHEHUEM 3aJIOKEHHBIX T€VMIM3ANHEPCKUX IIPUHLUIIOB TOTO, Kak
HY>)KHO WIpaTh B Ty WJIM UHYIO UTPY, YTO IPUBOJUT K PA3MBITHIO I'PAHUL] UTPbI KaK
TaKOBOA’,

KoHTprisient s1B/isieTCs HEOThEMJIEMOM 4YacThbio U 3G HEKTOM CHMIPAHHEPCKON
IesTeJIbHOCTH, OJHAaKO 93TO He JI00as HeCTaHJApPTHAasi WIPOBas aKTUBHOCTb.
Hanpumep, npoxoxnpenue Dark Souls Il (2014) ¢ mnoBapemkon He SBIISIETCS
KOHTPIJIEEM, TIOTOMY 4YTO y WIPbl OTKPBITBIM JU3aiiH MUpA, HE HaBS3bIBAIOIIMI
Y3KOM JIOTMKM TeIMEPCKOMY I[OBeNeHUI0. He Bce [ONOJIHUTEsbHBIE IIPaBUIIA,
IIPUBHOCUMBIE XapAKOPHBIMU WUIPOKaMHU, OTHOCSITCSI K KOHTpILIEo. [IpoxoxkeHne
IIAHHOM UTPHI C ITOBAPELIKO SBJISIETCS IIPAKTUKOM, HE BBIXOAAILEN 32 PAMKU IIPET -
3Q[laHHOTO TEeVMIUIeS] M CPEXUCCMPOBAHHOIO HA00Opa BO3MOXHOCTEM WIPOKa.
OnHAaKO CYIIECTBYIOT UIPbl, B KOTOPBIX BOOOIE HEBO3MOXKEH KOHTPILIE, HATIPUMED
Minecraft (2011) ummu Kenshi (2018). ITogo6HbIe IPOEKTEI SIBISIIOTCS «IIECOYHULIAMUY
(sandbox) 1 He copepsKaT B cebe KOHLEMIMU 00s13aTeIbHOM ITporpeccuu. B takux
Urpax HErge BO3HUKHYTb KOHTPIUIEIO, IIOTOMY 4YTO HEYEMYy IIPOTUBOPEYUTS.
Kontpriniein Bcerga KoppenupyeT € HapylleHVMeM JIOTUMKM cuTyauuu. Hanpumep,
€CJIY 110 UTPOKY CTPEJISIIOT, @ OH IPUHLMIIMAIBHO HUYETO HE [1€J1aeT B OTBET, XOTS OT
HETO OKMIAETCs1 0OpaTHOE C TOYKU 3pEeHUs reiMan3ariHa. KoHTpIuieiiHas npakTrka
IpejjlaraeT OOHOBPEMEHHO OTKa3 OT BO3MOXKHOCTEN IEVCTBUSA U COOTBETCTBEHHOE
OTKPBITAE HOBBIX OCOOEHHOCTEN FEMMILIIESL.

CrnupapaHHephl OTBICKUBAIOT 0arv Y IJIMTYY [J1s1 YCKOPEHUS IPOXOXKIEHNUS, 3TO
MOXXET TOBJMSATh HA LIMPOKOro norpeduresns urp. Ha camom [ese HET Nnpsamon
KOPPEJISILIUM MEXIY TEM, CKOJIBKO B UTPE HEOYEBUAHBIX TJIMTYEN U MOMYJISIPHOCTBIO
UTPBl B UTPOBOM COOOIIECTBE, ITOCKOJIbKY 0OJIbIIAsk YaCTh OArOB U IJIUTYEN, UCIIOJIb -
3yeMbIX CITUPAaHHEPAMU, HEMOCTYIHbI OGBIYHOMY MIpOKy°. Hampumep, crnumpas
B KaTeropuu any%’ urpsl Prey (2017) 3anumaet 6 MuHyT 1 19 CeKyHI, Py STOM Urpa
ObUIa TEIJIO MPUHATA KPUTHMKAMU U OObIMHBIMM Urpokamu (Metacritic — 82 6asnina

1 Mbl uCHoJIb3yeM MOHSITHE «KOHTPIUIEN» C OCO3HAHMEM HEOOXOIMMOTO Pa3IMIeHMs TEPMUHOB «game» U
«play», KOTOpbI€ ONHUCHIBAIOT Pa3HbIE CTOPOHBI UTPOBOM peasIbHOCTU. «KOHTPILIEN» IOHMMAETCsl IUMEHHO Kak
0CO00bII 06pa3 UrpaHust, MPOTUBOCTOSIIUI NMEIOIIUMCS TPAOULIMOHHO-IUCKYPCHUBHBIM ITPEJICTaBIEHUSIM
GOJILIIMHCTBA TEMIMEPOB O TOM, KaK «HaJlo UTPaTh B UTPY», & TAKKE MOPOI HApYLIAIOLIMI 3a/I0)KEHHbIE [TPaBUIA
Y FeIMIM3aHEPCKYIO JIOTUKY F€MMILIEIHOTO Pa3BUTKSI UIPbl. MbI TAKKE CKJIOHHBI Pa3/INyaTh TaKUE MTOHSTHS,
KaK «KOHTPUTPa» U «<KOHTPreMMUHI». PeHOMEH KOHTPILIEs PULIEJIbHO U3ydaeTcs Jlabopatopueil uccuaeno-
BaHUI KOMITbIOTEPHBIX Urp (JIMKI) 11 B HEKOTOPBIX CIIy4yasix 0003HAYAETCS KaK «ArPOBAst MyTaLIMSL», «<MYTaLst
Jonycay U T. A, CM. TaloKe 0 3HAYeHNM CUHOHMMIYHOTO TEPMUHA («countergaming») B pabote A. ['a710yos,
KOTOPBIN OJJHMM M3 TIEPBBIX MOIMYJISIPU30Ba iaHHoe rousTye: (Galloway, 2006).

2 06 aroi npobieme rpaHul Urpbl cM. Tarcke. (IeBros, 2019; Ckomopox, 2019).

O posu rmTyYer B MEAHMANCKYCCTBE 1 UTPOBOM IIPAKTUKe CM. (/laTeiroBsa, 2016).

4  Kareropus «Any%» 03HauaeT HauboJsiee GbICTPbII BADHUAHT IPOXO>KAEHMS U3 BCEX BO3MOKHBIX, KOTOPbIE
MIPU3HAIOTCSI COOOIIECTBOM TOM MM MHOM UPbI KaK JIETUTMMHBIE, 4ACTO I10]], STUM I10[IPa3yMeBaeTCst HeUC-
T0JIb30BaHME YUT-KOJIOB 1 CTOPOHHETO CO(TA, BIMSIOErO Ha UTPY.
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s [TK-Bepcun). [1pu 5TOM BaXKHO IMOHUMATh, YTO JaXKe HaJInyue OYeBUIHBIX 0aros
B UT'PE JAJIEKO HE BCEr/a NIPYBOAUT K HETaTUBHBIM 3(PdeKTam Ha OTPEOUTEIILCKYIO
peueniuioo. BosbIIMHCTBO Kiaccudeckux urp Bpoze Baldur's Gate (1998) wunm
Arcanum (2001) copepskatr B ce6e MHOXECTBO HEKOPPEKTHO PabOTAIOIINX MEXAHUK,
OUCOANIaHCHBIX TPEIMETOB U CIOCOOHOCTEH, TIJIMTYel, 6aroB U 3KCIJIOUTOB
(exploit), KOTOpbIE TOPO¥ MO3BOJISIIOT I€JIATh HEBEPOSITHBIE BEIIIN .

Kak BepHO OTMeYaeT uccenoBaTesb urp JlalM MuTdes, CymecTByeT OCOObIN
POJL «UTPOKOB-TEOPETUKOB», KOTOPbIE OCBAUBAIOT UI'POBbIE IIPOCTPAHCTBA BHE €CTE-
CTBEHHO UrPOBOTO Tpoiiecca. Ciofja MOKHO OTHECTH U CO37IaTeelN MAIIMHUMbI® UIN
TEKCTOBBIX U BUIEONPOXOXKIEHUM, BHYTPUUTPOBBIX (HOTOrpadoB, INUTY-XYLOXK-
HuKoB (Mitchell, 2018, p. 147). CingpaHHUHT BO3HUKAET IPUMEPHO HA TEX K€ OCHO-
BaHUSIX, OJHAKO CO CBOMMU OCOOEHHOCTSIMU.

[IparMaTryeCcKy KPUTHKA YCTPOVICTBA UTPBl Y€Pe3 CIIMAPAHHUHT BEIPAKAETCS B
HaXOXJEHUU U WCIIOJb30BAHMU TJIMTYE, YCKOPSIOUMX €€ ITPOXOXKAEHUe.
Hanpumep, nomnynspusiii npuem «OOB» (out of bounds, T. €. BbIXO[, 3a IIpeesibl
€CTEeCTBEHHbIX TPaHUIL] WUIPOBOTO IPOCTPAHCTBA) YaCTO IIO3BOJISIET IIPOITyCKATb
YPOBHU WM OOJIbLIME PACCTOSIHUS B Urpe. Kak BEpHO 3aMedaeT MCCIIe0BaTeb Urp
JsHuen PeinHosbpac: «JI06asi urpa OTKPBITO IpenjiaraeT CBOMM MUIPOKaM OOHU
CBOOOJIpl, HO HE Hpyrue. B 5TOM BBIOOPOYHOM OrpaHUYEHUU CBOOOJ, OOYCJIOB-
JIEHHOM OTPaHMYEHUSMU TEXHOJIOTMYECKMMH, COCTOUT pasjinyue MeXIy UTrpou u
yeM-TO 60Jjiee ITOXOKMM Ha CUMYJISILIMIO JKU3HU. [osHas cBo6oa 6bl1a Obl HEMOO-
6arole XaOTUYHON C TOYKU 3PEHMS FeMILies; OrpaHUYEHUSs], HajlaraeMble UTPOW,
NOJYEPKUBAIOT €€ TEMY M II03BOJISIIOT UIPOKaM OTBeYaTbh HA €€ BBbI3OBHI OoJsee
nocyienosaresnpHO» (PeriHompac, URL). Takum 0o6pa3oMm, CIMAPAHHUHT HalpaBiieH
Ha OOpeTeHHe HOBBIX F'EMMILIENHBIX CBOOOM, a TaKkKe OOHapy)XeHUe Pas3INYHbIX
$opM CylecTBOBaHUS UIPhl. XOTS LIEJBIO CIUAPAHHEPA SBJISIETCS MAaKCUMAJIbHO
OBICTPOE TPOXOXKIEHUE, €MY YacTO YAAETCSl OOHAPYKUTb HOBbIE MAapUIPYThl U
00pa3pl UTPHL.

VccnenoBartesnb KOMIBIOTEPHBIX UTP Ce6 OpaHKIMH OTMEYAEeT, YTO CIUIPaH-
HEPBbl MCIOJIb3YIOT BO3MOKHOCTU WUIPbI HE I10 HA3HAYEHMIO U JEJIAIOT 3TO CYThIO
reyimIuiesl, MpUYEeM MHOTAQ [PUHLUINUAIBHO HOBOro. OH OTMEYaer, uTo
CIMIPAHHEP CTPEMUTCS OOOWTH KO, MPOrPAMMBbl IJIs1 OOJIETYEHUS] M YCKOPEHUS
IIPOXOXKAEHMS, HE conpukacasich ¢ HuM camuM (Franklin, 2009, p. 176) - ogHum u3
(PYHIAMEHTAIBHBIX IMPaBWI CIUAPAHHMHIA SIBJISIETCS 3allpeT Ha W3MEHEHUE
IIPOTPAMMHBIX COCTABJISIIOLIMX WIPbl U HCIIOJIb30BAaHME BHEIIHUX IIPOrpPamM,
CIIOCOOHBIX IIOBJIMSITb HA WUIPOBOM IIPOLECC, B KAYECTBE PEIKOIO WCKIIOYEHMS

1  Hanpumep, B Arcanum Ka)kZioe aKTMBHO HCIIOJIb3yeMOe 3aKJIMHAHVE [TOCTOSIHHO MOTPEOIIIeT OUKY MaHsl, T. €. B
OTIpeZeJIEHHOM CMBICJIE OHY BPEMEHHBIE U 3aBUCSIT OT KOJIMIECTBA MaHbI IIepCOHaKa. OZHAKO €CJIN HCIIOIb30~
BaTh JIFOOOE MOJIIEPKUBAEMOe 3aK/IMHAHME Ha CYILIECTBO, 8 IOTOM Ha HETO JKe IIPUMEHHUTSD 3aKyinHaHue Reflec-
tion Shield 1 oTMeHUTb CHaYasIa IEPBYIO CIIOCOGHOCTE,  TIOTOM CaM «OTPaKAIOMIMH IIUT», TO IEPBOE 3aKJINHA~
HYe GyZieT O/IeP>KUBATLCS BEYHO, HE TPATs! MAHY reposl.

2 Oco0blil pof, BUEOKOHTEHTA, IOAPAKAOIIMI IIPaKTUKaM KuHeMmaTtorpada, Ipu Co30aHrny KOTOPOTO YacTO UC-
TOJIb3YETCsI KaKasi-JIM00 KOHKPETHAs! UIpa UM ee IBIDKOK. [Tompobree cM. (Lowood, 2006; 3axaposa, 2017).
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TOITyCKAIOTCS IPOrPaMMbl, IIO3BOJISIOLIME CTAOUIM3NPOBATh CTApble UTPbl HA HOBOM
JKeJiese, a TakKe IMYJISITOPbl HEKOTOPBIX KOHCOJIEH.

Puc. 1 IIpumep Brixoga B OOB B Sekiro (2019)

Fig. 1 Example of entering the OOB in Sekiro (2019)

Ipyroi nccnenosaresns urp ®enan [lapkep 3amedaet, YTo CUIPAHHUHT 061a-
naet cpOpMyIMPOBAHHBIMU IPABUJIAMU, ITPH 9TOM BOKPYT HErO CJIOKUJIOCH OIIpe-
ZleJIeHHOE COOOIIECTBO, YTO OTJIMYAET €ro OT COOOIIECTB JIIOOUTEJIEN YeJlJIEHKENH,
IIPU 3TOM CIIMIPAHHUHT HE HaBSI3bIBA€T UTPe NOTOJIHUTEJIbHBIX MPaBUJl, KOTOPbIE
CIIOCOOHBI  BBI3BIBAaTH HOBBIE BO3MOXKHBIE coObITHsL (Parker, 2008). OpHako
nocjenHee yTBepKAeHrne HEBEPHO, TOTOMY KaK CYLIECTBYIOT Pa3Hble CIUIPaHHED-
CKU€ KaTeropuu, CBsI3aHHbIE C JOIOJHUTEIbHBIMUA OrpaHMYeHusIMA. Hampumep,
€CJIV B KaTerOpUU «any%» UrpoK MOXKET JesaTh BCE YTO YTOLHO, JIUIIb Obl 1OCTUYb
KOHI]a Urpbl, TO B kKatreropuu «100%» oH 006s13aH BBIIIOJIHUTb, [1OJIyYUTh, CIEaTh BCe,
4TO TPeOYeTCs M7 OCYILECTBJIEHUS STOTO IIPOXOXKIEHHUS (IepeyeHb HEOOXOIMMBbIX
NEeWCTBUN BapbUpyeTCS U 3aBUCUT pelleHus] CooOlllecTBa U OCOOEHHOCTEN
KOHKDETHON WIpPbl, HO 4YaCTO HYKHO BBIIIOJIHUTh BCE 3aJjaHus, CoOpaTh BCe
YHUKaJIbHbIE IPEIMETHI U T. I1.). HanpoTus, B kareropun «low%» OH JOJKEH NPONUTH
UTPY, He TI0JIy4rB HU OJHOTO YJIy4lIeHUsI UK OpY>KUs U np. Takum o6pa3oM, BUAHO,
4TO CIUIPAHHUHT KaK pa3-Taku OOGJIAAET «IKCIIAHCHBHBIM TeMMIUIEEM» U TEM

1 Tlop «3KCIaHCUBHBIM refiMILTIEEM» TIOHMMAETCS JII00ast IOTIONTHUTEIIbHASI, «PaCIIMPHUTEIbHAs» UTPOBast ITPaK-
THKa. Yalle BCero sra «dKCIaHCUBHHOCTb» TIPOSIBIISIETCS B IPHOABIEHUH JOTIOJHUTEIIBHBIX IIPaBUJL. DKCIIaH-
CUBHHOCTSb SIBJISIETCSI OCHOBOI JIFOG0TO KOHTPILTIESI.
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CaMbIM TOXOX Ha KOHTPILIEHHbIE NPAKTUKY M3 pasnuyHblx MMO-urp ¢ ux oops-
IaMu 3aXOPOHEHUsI', CBOGOJHBIMU OTHITPHIIIAMU U T. I,

BupTyanbHbIM HAaTypaaIu3M U KOHTPILIIEN

CnupaHHUHT SBJISETCSI 0COO0M (POPMON «KOHTPILIES», KOTOPbIM O3HAYaeT
COBOKYITHOCTb MIPOBBIX INPAKTUK, IIPOTUBOPEYAIIVX KOHBEHLVOHAJIbHOMY IIOBE-
IeHuro B urpe. Mrpa cama no ce6e BeIET K CMEHe KOHBEHIIMI MEXY Pas3/IndHbIMU
aKTYyaJIbHOCTSIMU (B JIOTUYECKOM CMBICJIE CJIOBA), Y€MY CIIOCOOCTBYIOT Pa3jIMyHbIE
MHTEP(ENCEI, [IPX 3TOM OHA UMEET BHYTPU CEOS CIIOKMBLIMECS MIAPAIATMBI I10BE-
IleHMs, KOTOpble MOIYT HapyLaTbCs B CUApPaHHUHTe. Hanpumep, HEECTECTBEHHO
UOTU B CTEHy UM 6€3pe3yJIbTaTHO IPBIraTh HA Hee, XOTSl B PaMKax CHUJpaHa 3TO
MOXXET OBITb OOBIYHOM MPAKTUMKON. KOHTpIIENl NEMOHCTPUPYET TO, YTO WMIPOBOU
OIBIT HE MOJET ObITb OTPAHUYEH CTPATETMSIMU, KOTOPBIE MPEIIONAraeT reMan-
3allHEDP, a Urpa KaK LEeJIbHOE POU3BEIEHNE UMEET HEYCTONYMBBIE IPaHULIbL [ToncK
Pa3IMYHBIX TJIMTYEN, KOTOPblE MOIYT IIOMOYb B YCKOPEHUM IIPOXOXKAEHUS, MIPE -
CTaBjsIET COOOM TO, YTO PEeMHOJBAC MMEHYeT «HATypaJu3MOM BUPTYaJIbHBIX
MUPOB», T. €. COBEPIIEHHO €CTECTBEHHBIM CTPEMJIEHMEM UIPOKA U3y4aTh OKpPY»Ka-
Iolee BUPTYaJIbHOE IIPOCTPAHCTBO. PeNHOIBAC JaeT Takoe onpepesnenue: «Harypa-
JIM3M BUPTYAJIbHBIX MUPOB — 3TO (POpPMa KOHTPILJIES, 3aK/II0YAIOIIAsCS B [IepecOOpKe
WUTPbl M3 €€ COOCTBEHHBIX CHIPBIX MATEPHAJIOB B 00Jiee CBOOOAHOE 10 gopme U
pacnosiarampuiee K MCCIeNOBaHUIO Liesioe. TeM caMbIM IIPOMCXOAMT BbISIBJIEHUE
“ecTeCTBEHHBIX CBONCTB JTHUX MAaTEPUAJIOB U AU3ANHEPCKUX PEIIEeHUN, CTOSIIUAX
3a HuMu» (PenHosbac, URL). B utore KpuTMKa yCTPOMCTBA MIPbl 3aKIIOYAETCS
VMIMEHHO B TOM, YTO HEKOHBEHLMOHAJIbHBIE NEMCTBUSI UTPOKOB IIPELICTABIISIIOT COO0M
IeSATEJIbHOCTD 110 U3y4YEHHUIO MUPA U 110 PACLIMPEHUIO €r0 IPAHNL, UMEHHO ITI09TOMY
BO3HUKAET OIPEAEJIEHHAs! CJIOKHOCTb C OOHAPY>)KEHWEM TIPaHUL, KOMIIBIOTEPHOMN
urpel. Bce npepnmnosnaraemele paspaboTynMkaMy JEWUCTBUSI B Prey B COBOKYITHOCTU
He SBJISIIOTCS TEM, YTO AEVCTBUTEJIBHO MOAPA3YMEBAETCS IO, 3TOM UIPoW (game).
B OObIIEHHOM MpENCTaBIEHNN KOHKPETHAsi UIPpa MOXXET OBbITh CBSI3aHA C TaKUM
IIPOXOXKAEHUEM, KOTOpPOe ObUI0O HAaMEYeHO pa3paboTyMKaMy, TOrAAa Kak
KOHTPIUIENHbIE IEVCTBUS BbIBOIAT HAC K COBEPIIEHHO OPYroil Urpe.

CrnppanHepbl He IIPOCTO  U3Y4alOT BUPTYAJIbHOE IIPOCTPAHCTBO WIP,
HO U XPaHAT O HEeM «TaiHy0 MH(popmauuio». OHU COCTABJISIOT IJIaHBl PACKOIOK U
3areyaTsieBaloT CBOM OTKPBITHS (PE3YJIbTAaT ITUX PACKOIIOK), CJIOBHO apPXEOJIOTU.
dopmbl XpaHEHUs TaKOU MH(OpPMaLKM MOTYT Pa3HUTBHCS: BHUIE03aNUCh CIMAPAHA
C OOBSICHEHUEM (KaK YaCTHBIN CJIy4all BUEO- WU TEKCTOBOE PYKOBOZCTBO), IIPSIMAst

1  Tlopgo6Hble KyIbTyPHO-UIPOBbIE IIPAKTHKH JIAJIEKO HE BCETIa PACCMATPHUBAIOTCSI IMEHHO KaK KOHTPILIEH,
[IOTOMY 4YTO IICUXOJIOTMYECKUE CBA3M MEXKIY aBaTapOM M UTPOKOM ropaszio Kpemye peainsyorcss B MMO-
Wrpax, HekeJiv B Urpax Jijist ofHoro urpoka. IlompobHee cM. (Servais, 2015).
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TPAHCJISILMS CIIULPaHa, 00CyXIeHre Ha popymax U T.J. [T0X0XKyi0 MBICJIb BbICKA3aJl
SIn boroct 06 urpokax B pUHLMIIE:

«B BUpeourpax pyku Urpoka yIpasisgioT IOTEPSHHBIMU UHCTPYMEHTAMU KPOXOTHOTO
TalHOrO Mupa redmausaiiHepa. Urpok - aTo apxeosior Morudimen IYBUIM3ALMHY,
KOTOpas PEINpe3eHTUpyeT co3uaresist Urpsl. Mrpa - ato packonku. Urpats ¢ co3pare -
JISIMM HAIIUX UTP - UIPaThb C NPU3PAKaMU, KOTOPble OXXUBUJIM OCTABJI€HHBIE HAM
cucremsl» (Bogost, 2010, p. 7).

B CBA3M C TEM YTO HEKOTOPBIM CHUJAPAHHEPAM NPUXOIUTCS Pa3drpaTbCs
B JIorukKe urpsl (¢ nomoupto Cheat Engine u ipyrux nporpamm), OH1 O6HapY>KUBAIOT
IIOPO¥ COBEPLIEHHO yIOMBUTEJIbHYI0 MHGopMauuio. K npumepy, B IEPBbIX YaCTSIX
cepun Resident Evil (1996-2019) urpoky TOYHO HE€ WH3BECTHO, CKOJIBKO OYKOB
300POBbSl Y €r0 MEPCOHAKEN M KaK MHOIO YPOHA MOXKET HAaHECTU TOT WU UHOU
MOHCTp. CTaHJApPTHO 3TO HE3HAHUE YCTPAHSETCS METOAOM IIPO0 Y OMIMOOK.
Tem He meHee crimmgpanHep Resident Evil 2 (1998) mon Hukom Resiyoyoyo' oGHa-
PY>XWI B KOZI€ UIPbI IOPA3UTEJIbHBIE CBEAECHMS 1 CO37aJl TaOJIMLbl IJ1s1 BCEX TI0Ka3a-
TEJIEW 3[0POBbS,, YPOHA BPAroB M OPYXXUS IEPCOHAKEN, C IMOMOILBIO KOTOPBIX
CIMIPAHHEPBl MOTYT BBICTPAMBAaTh TOT WIA MHOW MAapIIPYT NPOXOXKIEHUSI UTPBHI,
TECTUPYSl Pa3/IMYHble BO3MOXKHOCTM YK€ Ha YPOBHE MareMarTuKu. [TOCKOJIbKY
DAJIEKO HE BCE IVIUTYM MOTYT OBITb MCIIOJIb30BAaHbI 1JIs1 YCKOPEHUS ITPOXOXKAECHUS,
HEKOTOpbIE CTPATEerMy OCTAIOTCSl Hepeayn3oBaHHbIMU. HarpuMmep, B Resident Evil 5
(2009) n Metal Gear Solid 2 (2001) cymecTByeT BO3MOXKHOCTb «BbliTU» B OOB,
HO 9Ty BO3MOYXHOCTb HeJIb3s1 HUKaK [IPUMEHUTH B ciuzipaHe. [lonobHble samnpuye-
CKU€ WCCJIENOBAHUS JIEJIal0T CEPbEe3HbIN BKaL B udydenue abdopaaHcoB® BUPTY-
aJIbHBIX MUPOB.

Ce6 DpaHK/IMH NPaB B TOM, YTO CIUAPAHHEPDI, «CJIOBHO MCTHMHHbIE aBaHTap -
IVICTBI, N300paKalolle BpeMsl U JUHAMU3M Ha XOJICTE, CTPEMSTCSI OOOWTH KOn»
(Franklin, 2009), oHu ero He NPOCTO OOXOJSAT, HO IOPOY U O6EepyT HA BOOPY)XEHUE.
OpHako BakKHeEe He TO, YTO CHUIPaHHEPhl IOPOM 00pallaloTCs K KOy, HO TO, YTO
OHM «pa3pylIaloT CTPYKTYpPy MOJPa3yMEBAIOIIMXCS IIPAaBUJI U OTKPLIBAET SIBHBIE,
(daxkTrueckue mnpasusna urpel» (Cxkam-bBrisiikep, 2016, c. 461). «Pakrtuyeckue»
[IpaBWa OTJIMYAIOTCSl OT «IIOAPA3yMEBAIOLIUXCS» TEM, UTO IOCJIEOHUE SIBIISIOTCS
JIMIIb YCJIOBHOCTBIO F€MMM3alHA, TOTIA KaK MEPBbIE 0Y€PUYUBAIOT 60JI€€ NI MEHEE
peasibHble IPaHULIbI IEUCTBUI UIpoKa. Hanbosiee poCTbIM MPUMEPOM 4aCTO Hapy-
IIaeMOTr0 TOIPa3yMeBaOILErocsl MpaBujla SIBJISIETCS «OroHb 1o cBoum» (friendly
fire), KOTOPBIN IPUCYTCTBYET BO MHOKECTBE MYJIbTUIJIEEPHBIX UTP. 31ech (paKkTrye-
CKO€E ITPaBUJIO 3aKJIIOUYEHO B TOM, YTO «CTPEJISITh [10 CBOMM» MOXKHO (Ipyrue UrpoKu
[IOJIy4alOT YPOH), HO MOAPA3yMEBAETCSsl, YTO MIPOK 3TOrO JAejarb He Oyger.
[Tomo6HbIE TOApPasyMeBaoLecs IIpaBuiia PU3BAHbI YCJIOKHUTD UTPY.

1  Tlogpo6Hee cm.: https: /www.speedrun.com/re2 /guide /j3tpa (nata o6pamenus: 10.10.2021).

2 VImeercs B BUL TO, YTO MCCJIEOBAHYS CIIMAPAHHEPOB OTYACTY PACKPBIBAIOT TO, YTO CIIOCOGHBI ITOTEHIMAIBHO
IIPEJJIOXKUTh He TOJIbKO KOMITBIOTEPHBIE UIPbI, HO BOOGIIE BUPTYasIbHbIE IPOCTPAHCTBA. [IofjpoGHee 0 Teopuu
addopaancos cm. (Serada, 2019)
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C orkpeITHeM (AKTUYECKUX 3aKOHOB CBSI3aHA JESATEJIbHOCTb UCCIIEN0BATENIsI-
UTPOKa, OJIHAKO YTOOBI MIOCJIEIOBATENIBHO Y PALIMOHAJIBHO PACIIPENEsisiTh PECYPCHI,
CIIMIPAHHEPB! CO3JAIT «KApPThl NEWCTBUI» — MApLIPYTHI (routes), KOTOpble MpPes -
CTaBJISIIOT €lle OJVH 3JIEMEHT CIUIPAHHEPCKOM KyJIbTYpbl. MaplpyT B CIUIpPaH-
HYHT€ 3HAYUTEJIbHO OTJINYAETCS OT TUIIMYHOTO ONMCAHNS ITPOXOXKAECHMS, HAlIpUMEp
Ha carite GameFAQs'. HecMOTpst Ha TO YTO U T€ U [PYTHe BBITOJHSIIOT CXOIHYIO
(QYHKIMIO (CJIy’)KaT MHCTPYKLUMEHN K MPOXOXKIEHUIO), COUAPAHHEPCKME MapPIIPYTHI
[IpeIJiaraloT TOT WM WHOW BapUAHT OBICTPOrO IPOXOXKAECHMS, MIPUYEM OIHOBPE-
MEHHO MOIyT CYIIECTBOBAaTb HECKOJIBbKO BO3MOJKHBIX («OOMHAKOBO OBICTPBIX»)
MapuIpyToB* HEKOTOPbIE M3 HUX MOTYT OTJIMYAThCS JIMIIb HETAJSIMU (HATIPUMED,
IJ1s1 TIOKA3HBIX CIIUJIPAHOB Ha MapaoHax pa3pabaTbhiBalOTCsl «Oe30IacHblE CTpa-
TErU» IPOXOXKAEHMS), KOrga COOMpPAIOTCS JIMIIHME alTeYyKy, OpOHS, IaTPOHBI,
HallpuMep), a IPyrue MOIYT OTJIMYAThCS 3HAYUTEJIBHO: BIUIOTh O PA3JIMYHOIO
OOMYHIVMPOBAaHMSI, WCIIOJIb3yeMOrO OPYXKHs, KJIACCOB U T.II. (COMAPaHbl Cepuu
Dark Souls (2011-2016) 3HaMeHUTBI pa3IMYHBIMU COOPKaMU aBaTapa).

Co3gaHue MapuIpyTOB — €le OOUH BapuUaHT HATypaJIMCTUYECKOTO M3y4YeHUS
MHUPA C TOYKU 3PEHNUS UX HESBHBIX IIPaBUJI, KOTOPBIN PUBOIUT K AONOIHUTEILHON
paLoHaIM3auuy MPOCTPAHCTBA U BpeMEHU B uUrpax. K 9Toi «HaTypainCcTU4eCcKou
VICTOPUM» W3YYE€HUS] MUPOB MMEIOT OTHOLIEHWE TabJUIbl PEKOPAOB IO Pa3HbIM
Urpam, T. K. OHA MOTYT J€MOHCTPUPOBATh UCTOPHIO Pa3BUTUS CIIUIPAHOB COOOIIE-
CTBa Kakou-ymbo urpel. Tak, nojaroe Bpemsi He ObLIO U3BeCTHO, 4To B Silent Hill 2
(2001) (B Bepcuu myis [1K) «ciomaHo»® GhICTpOe coxpaHeHue. [1py HaKaTUK KHOTTKU
OBICTPOTO COXPAHEHMSI BOCCTAHABJIMBAETCS BBIHOCIUBOCTH [JIABHOTO TepoOsl, YTO
IIO3BOJISIET €My O€XKaTb 0€3 OCTAaHOBKU C XOPOLIEN CKOPOCTBbIO, K TOMY K€ 3TO
COXpaHEHME IO3BOJISIET IMPOIYCKAaTh HEKOTOPBIE CLIEHBI 32 CYET 3aXBAYEHHOTO
TEKCTOBOTr'O OKHaA. JI0 0OOHapy>KeHusl JaHHOM 0cobeHHOCTH cruppaH 1o Silent Hill 2
BBITJIS[IE€J] COBEPLIEHHO MHAYE.

B cdepe crnuppaHOB CyLIECTBYIOT U IPyrue IOJIE3HbIE HAXOOKU, O KOTOPBIX
He BCEr7la U3BECTHO JaKe T€M, KTO aKTMBHO CJIEJUT 32 Pa3BUTUEM CIIHAIPAH-CLEHBI
Ha Twitch.tv'. Hanpumep, Ha cBoem YouTube-kaHase crnumpaHHep Bigmanjapan
BBIJIOKWJI PSifi BUZIEO, KOTOPLIE HE OTHOCSTCS HEIOCPENCTBEHHO K CIIUJpaHaM,
HO IIPEJIJIaraloT KPATKYIO 3al1Ch KAKOrO-JIM00 TEXHUYECKOTO MOMEHTA UTPBL. Y HETO
€CTb Cepus TaKUX BUJIEO (KOTOPbIE MBI Obl HA3BAJIM «MEAMA-APXEOJIOTMYECKIMUY)
no Fatal Frame 2 (2003), Silent Hill 2 (2001), Kuon (2004) u 1. 1. Buneo nox Ha3Ba-
nuem «Kuon PCSX2 - Debug modes (geometry/wireframes)»® 1eMOHCTPUPYET, Kak

1 OpuH 13 cTapeiyxX CalToB, MOCBSIIEHHBIN IIPOXOKIEHUSIM UTP.

2 Yame Bcero, KOHEYHO, MApIIPYTHI AEJISTCS 110 IPUHLMITY CJIOKHOCTY HaYMHasl OT Haubosiee 6e3011acHbIX 1 He
3aBUCSIIYX OT a4y M 3aKaHYMBAsI CAMBIMY 3aBUCUMbIMH OT CJIyYaliHOCTH M TPEOYIOIMU YacCThIX Mepesa-
ITyCKOB CAMOT'0 CITH/IPaHa.

3 VImeeTcs B BULY, YTO NMOAOGHBIN 3 EKT paboTh! OBICTPOrO COXpaHEHMS He MOApa3yMeBasICs pa3paboTINKaMH,
TMIOCKOJIBKY JIOMAeT TEMII UIPbI 1 HEKOTOPBIE CIOKETHBIE CEKBEHIIUN.

4 CaMblii [IOMYJIIPHBIN CTPUMUHIOBbII CEPBUC UTD, TIOIIEP>KUBAIOILMI CITUAPAHHEPCKUE MEPOIPUSTHS.
[TogpoGHee cm. (Scully-Blaker, 2016).

5 URL: https: //www.youtube.com /watch?v=6Q5-
uuB5Y8E&Iist=PI1.8c2sKNaVVPRcIoITO7USTtKISNmu8997&index=1
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BBITJISIAUT F€OMETPHS M KapKac Mupa B Jiebar-pesxkxrme, KOTOPbIN PEKUM [103BOJISIET
YBUJIETh BHYTPEHHIOK, YUCTO PYHKIMOHAIBHYIO (GOPMY UTPhI 63 ee CTaHIaPTHOTO
rpauyeckoro BOILIOMEHUS (puUC. 2).

Puc. 2. Kuon B meb6ar-pexume

Fig. 2. Kuon in debug mode

[Tomo6HOE HEOCO3HAHHOE U3YYEHUE WJIM JIaKe IIPOCTO OOpalleHre BHUMAaHUS
Ha CKpBITblE€ ITPOTPAMMHbBIE 3JIEMEHTBI UTPbl PACKPbIBAET ICTETUUECKYI0 OCOOEH-
HOCTb BUPTYaJIbHBIX MUPOB M BTOPUT Unee PelHOIbACA O TOM, YTO «HATypaIU3M
BUPTYaJIbHOCTH CBOJUTCSI K OYHBIM HAOJIIOAEHUSIM, TPOU3BOAUMBIM UTPOKOM IIPU
HaBUTallUYM 1O BUPTYQJILHOMY IPOCTPAHCTBY. [lonazaHue B paHee HENOCTYIHBIE
UTPOBBIE JIOKAIMK MOKET 0OECIIEYNBATHLCS JIFOON KOMOMHAIEN TUETETUYECKUX' U
HEJIMETeTUYECKUX JENUCTBUN U UHCTPYMEHTOB» (PertHosbac, URL). Takoe sHIMKIIO-
NeJU4YEeCKOe CTPEMIIEHNE U3YYUTh U/WJIN NHBEHTApU3UPOBATh IPOCTPAHCTBO UIPBI
U €€ TEeXHWYECKUE DJIEMEHTHI, KKETCS, MO3BOJISIET MHAaye IOCMOTPETh Ha UIPY,
PacCUIMPUTh TPAHULIbI €€ DCTETUYECKOTO IPOCTPAHCTBA A0 TEXHUYECKUX IJIEMEHTOB,
C OJHOM CTOPOHBI, U, BO3MOXKHO, MUCIIOJIb30BaThb 3T TEXHUYECKUE [ETaIn
B CIUAPAHHEPCKUX LEJISIX, C APYrod. DTOT NpPUMEP OOHAPYKEHUS BHYTPEHHETO
YCTPOWICTBA M CKPBITOTO ITPOCTPAHCTBA WIP OOXOJHBIM ITyT€M IIPOLIYIIbIBAHUS
IeTajiell Mupa WM >K€ M3Y4EeHMsl CaMoro Koja HarnoMuHaer aHanu3 Dear Esther
(2012) A. I. My>xnaba, B KOTOPOM KCCJIELOBATENb IIPECTaBUJI HAPPATUBHYIO CTPYK-

1 Jlueresuc - BHyTpEHHEE IIPOCTPAHCTBO MUPA UIPbI.
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Typy urpsl (Myxna6a, 2014). B ero paboTte ecTb cxema pacloJIOKEHUSI TPUITEPOB,
WUIIOCTPUPYIOIIASL  Pa3j/IMYHblE BO3MOXKHOCTA KOMOMHMPOBAaHWS HappaTHMBOB
B [IOBECTBOBATEJIbHYIO KOMIIO3ULIMIO). [1711 OGHAPYKEHUS STUX TPUITEPOB IIPULLIOCH
00paTUThCsl K TMPOrPaMMHO-BHYTPEHHEMY YCTPOMCTBY WrphI. [lesSTeIbHOCTb
Bigmanjapan n Myxznaba mmeeT OOJIbIIOE CXOLCTBO C TOM JIMMIb PA3HULEMN, YTO
Myxzgaba moIbITajICsl T0Ka3aTh, KaK paboTaeT Happarus, a Bigmanjapan - kak
YCTPOEHO IPOCTPAHCTBO M €r0 T€OMETPUS, MPU ITOM 00a IMOTPyKaJINCh B CBOMN
IIPOEKT KaK KJIACCMYECKME HATypPIUCTbhl Wiand 3STHorpagbl. Takum 06pasom,
CIIMIPAHHUHT MOXKET PACCMaTpUBATbCSl KaK HEKUH BUJ LM(POBON apXeOJIoruy,
KOTZa I10JIb30BaTEJIM «PACKAIbIBAIOT» B UI'PAX COBEPLIEHHO HEU3BECTHBIE M HEIO-
HSITHble Bely. Takoy MoAxol, Kak M paVHUPOBAHHBIA KOHTPIUIEH, MOXKET
CYUTATLCS IPAKTUYECKMM METOJOM MCCJIEJOBAHMSI KOMIIBIOTEPHBIX WP, Oymy4du
BECbMA T10JIE3HBIM [IJ1S1 UX TIOHUMAHUSL.

Jpyroi B3risin MOXHO yBUzeTh B BUneo «Kuon - Dokai bossfight (Saiga and
Kugutsu Onna on Normal)»®. B pojiMKe HIEMOHCTPUPYETCS CIMIPAH-CTPATETHSI
OUTBBI C 60CCOM IO MMEHU JlOKail, KOTOpas 3aKJI04AETCs B TOM, YTO UTPOK BBI3bI-
BaeT [BYX CYLLIECTB CIIpaBa M CJIeBA OT 00CCa, a caM BCTAeT IIOCEpElIVHE U He
aTaKkyeT, IeMOHbI CaMU MOOEXKIAIOT Bpara. DTa CTpaTerusi — YHUKAJIbHBINA Ciy4ai,
IIOTOMY 4YTO TpY IOJyYE€HHWU YPOHA y 60CCa MPOXOIAT «KaIpbl HEYS3BUMOCTHY,
KOTZIQ €r0 HEJIb3sl PAHUTh, & NOCKOJIBKY YPOH Yy aBaTapa MEHbIIE, TO CIUIPAHHED
IIPpOCTO Oe3nencTByeT (puc. 3): IJIaBHAsl T€pOMHS YTCYKA CTOUT U O€3[erCTBYET
c3agu 60cca, Kotoporo artakylr Caira m Kyryrcy OHHa (Ha3BaHMS TIPU3BIBHBIX
cyiiecTB). TakThKa «KOPOOOYKM» OCHOBaHA Ha TOM, YTO, OyIy4uu B OKPY>KEHUH,
Jlokaii He Croco6EH NpPaBUJILHO LIEHTPUPOBATbCS HM HA KOTO M3 HANaJAoIINX,
MI03TOMY ITIOCTOSIHHO IPOMa3biBaeT. Camoe HEKOHBEHLMOHAJIbHOE JENCTBUE 3aKIII0-
4aeTcs B TOM, YTO CIIUJPAHHED JaXKe HE MBITAETCS aTaKoBaTh 60CCa, B 3TOM IIPOCTO
HET HEOOXOIMMOCTH, Ka3yaJlbHOMY UT'POKY TaKOE€ HUKOTZA HE IIPUIET B FOJIOBY.

BO B3aMMOOTHOIIEHMM C TNPOCTPAHCTBOM CIIMIPAHHEPHI TOXE YCBAUBAIOT
HEKOTOPbIE [IOIOJIHUTEJIbHbIE HEesBHblE IpaBwia. Hanpumep, B Pathologic /
«Mop (Yronus)» (2005) He Be3[ie OAVHAKOBO POBHAS [IOBEPXHOCTb 3€MJIA U CTEHBI
3IaHUI, 32 HEKOTOPbIE KYCTbl WJIA KyCKA JOMOB MOKHO 3aLIEIUTLCS M 3aCTPSTh
(puc. 4): ecny panblie NPOLOJDKUTH IIyTh IO JOPOre€ K JIECTHULE, TO MOXKHO
HATKHYTbCS Ha YYaCTOK, KOTODBIA TrpaUyYecKyd HE OTJIMYAETCS OT OCTAJIbHOM
MECTHOCTH, HO OH IIPEACTABJISIET COO0M Mperpasy OBWKEHUIO. B cinipaHHepcKoM
PYKOBOZCTBE MO>KHO BCTPETUTb YIIOMMHAHUSI OO «ONACHBIX MECTaxX», IJI€ MOXKHO
IIOTEPSTh BPEMS], 3aCTPSIB B TpaBe WJIM ABEPHOM KOCsKe. [IpocKasb3biBaHUE Yepe3
IIPOCTPAHCTBO CTE€H U YIJIOB YCTAHABJIMBAET MHbIE OTHOLIEHUS CIIMIPAHHEPOB
C IPeAMETHBIMUA MUPaMU UTP.

1 Takue uccrienoBaHMs MPOBOAATCS HE TOJILKO YYEHBIMU, HO U HEKOTOPBIMU UTPOBBIMU KPUTHMKAMU. SIpKUM
MIPUMEPOM MOXKET CITY>KUTb CKaHZasbHas cTaths Kioguu Jlo B >xypHase «Rock, Paper, Shotgun» nox Ha3Ba-
HueM «Kax kop, Rimworld onpepnesnset crporue reHuepHblie posm» (Lo, 2016).

2 URL: https: //www.youtube.com /watch?
v=pEFS58L0jl0&list=PI.8c2sKNaVVPRc9oITO7USTtKI3NmMmu8997&index=4
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Puc. 3. Kuon: 60ii ¢ JJokaiiem

Fig. 3. Kuon: The fight with Dockai

Puc. 4. YuacTok c oco60ii TpaBoii u3 Pathologic

Fig. 4. Site with special grass from Pathologic
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OpHOM 13 KIIIOYEBLIX XaPaKTEPUCTUK CIIUIPAHHEPCKOI'O OIBITA MOTYT CIIYKUTD
KOHIIETITBl «MEPBI», «M3MEPEHUSY, «3aMepay ((aKyJbTaTUBHO CIOJIAa MOTYT BKJIIO-
4aTbCs TOHATUS «PUTMa» U «LMKJIA»). [lepMaHeHTHass HEOO6XOAUMOCTb YCKOPEHNUS
IIOQYUHSET CBOEN JIOTUKE BCIO CIIMIPAHHEPCKYIO Y OKOJIOCIIUAPAHHEPCKYIO aKTHB-
HOCTHU, HaIllpuMep, BCE IPOLIECCHl UCCIIEIOBAHUSI UTPOBOTO OOBEKTA U MapLIPYTH-
3aLMI0 IPOXOXKIEeHMs. Ha moAroToBUTEIbHOM 3Talle CO3[IaHMs «IIEPBOrO CIIMIPaHa»
KaKON-JIM00 WIPBI, OCYLIECTBIISIETCS MOCTENIEHHOE OOPUCOBBIBAHME MaplIpyTa U
NOAPOOHOE M3y4eHHE OA30BBIX DJIEMEHTOB. BO BpeMsl TakoM [ESTEbHOCTU UIPOK
3amaer cebe psp, BOIPOCOB: Kak BBICOKO S MOTY IPBITHYTb C BOT 3TOrO BbICTYIA?
Mory 1 1 LEIUISIThCS. CBOUM TEJIOM 32 yIJIbl? Eciin 6eaThb 110 AuaroHany, 6ygerT v
9TO GbicTpee?' Bce 9TH BOMPOCH! TPOBEPSIOTCS C TAMEPOM, KOTOPBIil YIOCTOBE-
pSI€T, CTOUT JIX TO WM UHOE [EVCTBME MOTPAYEHHBIX HA HETO CUJI WU HET, T. €.
He BcIkuil mmmuT wiM 6ar 4YTO-TO YCKOpsSIET. 3amepsl SIBISIIOTCS Haubosiee
CYLUIHOCTHBIM 3JIEMEHTOM CIUAJIPAHHUHTA, KOTOPOMY OJIM3KO MOHSATHUE «MHBEHTAPU-
3alMM TPOCTPAHCTBA», T.e€. KIACCU(ULMPOBAHME BHYTPEHHEIO MHMpPA WIPBI
Ha OCHOBAHUU TEMIIOPAJIbHBIX KATETOPUI. DTOT MOAXOZ, 3aK/II0YAETCS B Pa3[ieJ/IEHUN
IIPOCTPAHCTBA WIPbl HAa CETMEHTHI (Camblil INPUMUTUBHBINA IIPMMEP — YPOBHU
B UIPAX).

JlesieHue urpbl Ha OTPE3KU CJIEYET MO0 JIOTUKE CAMOW UIPBI, JINOO COOBITUI -
HOMY IUIaHY, YTO TaKXKe CBS3aHO C HATYPAIMCTUYECKOW PALMOHAIN3ALMEN BUPTY-
a7bHOTO MHpa. DTa pallMOHANIM3ALMs CBOMCTBEHHA CTaHAAPTHOM JIOTUKE PabGOTHI
4esIoBeKa C MEIMyMOM, KOTOPBIM T€M MJIM UHBIM O0Pa3oM CTPYKTYpUpyeT UHGOP -
Mauuio. ¥V cnupaHHepoB cyuectsyeT npa tuna BpemeHu: RTA u IGT. RTA (Real-
Time Attack) — 3TO BHeIHUII 3aMep, UTPOK aKTUBUPYET TaliMep, KaK TOJIbKO HAYM -
HaeT HOBYIO UIPY WM IOJIYYaeT YIIPaBIE€HUE B UTPe. DTOT TUIl U3MEPEHMS BDEMEHU
NOAXOOUT OOJIBIIMHCTBY WIP, HO HE BCEM B CBSI3U C (PU3NUECKON HETOUYHOCTHIO
camoro criuzipanHepa’. Jlpyroii crioco6 usamepenus Bpemenn — IGT (In-Game Time)
4aCTO XapaKTEPU3YETCsl CBOEM HEYCTOMYMBOCTBIO, HO MIPUHST BO MHOTUX COOOIIE -
CTBaX, OH NPEACTaBJSIET COO0U NPENYCMOTPEHHBIN BCTPOEHHBIN pa3paboTiMKaMu
TaliMep. DTO pasesieHne PasHbIX CIIOCOO0B M3MEPEHMS BPEMEHU TUIIOJOTUYECKU
TOYHO COBMazaeT ¢ umeeit Mecmepa IOysa o [ByX TUIIa WUIPOBOrO BPEMEHHU:
1) play time (Bpems Urpoka) u event time (Bpemst cooertuii urpsl) (Juul, URL).

JJEKOHCTPYKTUBHbBIE ~ CIUIPaHbl TPAaHCHOPMUPYIOT MPOCTPAHCTBO  MIPbI
HACTOJIBKO, 4YTO OHa IIpUOOpETaeT HOBblE KayecTBa. Mopudukauys HrpoBOro
IIpoLiecca BEJET K CMEHE >KaHPOBBIX [1APaMETPOB UIPBbI, ITOCKOJIbKY OOJIBIINHCTBO
M3 HYX BbITEKAET U3 FeMMIUIENHBIX COCTaBIIAOMMX. OIHAKO NHOTA CaM I'erMILIEN
WIA JaKe TeVMIN3aliH OKa3bIBAIOTCS IOCTATOYHO HEYCTOMYMBBIMU. DTO BUIHO
Ha npumepe crapaHos 110 Fallout 3 (2008) B kateropuu «any%». JKaHp urpsl yrpa-

1 Crnmppannep nog HuUKoM TezurO HaMm IPU3HABAJICS, YTO €CJIA B UTPE MO>KHO IPBITaTh, TO CKOPEE BCETO
BO3MOJKEH KPACUBBIN CIIUIPaH.

2 Dramnpobsema penaeTcs HalyMcaHueM JOTIOHUTEIBHOTO KOZIQ, KOTOPBIH MOAXBATHIBAET HEKOTOPBIE M3MEH -
YMBbIE 3HAYEHMS B CKPBITBIX UI'POBBIX NPOLIECCAX [IJIs1 aBTOMATUYECKOI'0 MIEPEKIIIOYEHNSI MEXKIY CTaIVsSIMU
TarMepa.
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YUBA€T CBOM XapaKTepucTuku action-RPG, a HappaTuBHasi JIMHUS CBOJIUTCS
K OJIY)KIQHUIO B HaTypajJu3Me OTCYTCTBYIOUIUX TEKCTYpP, [IOTOMY YTO BCE OUAJIOTU
IIPOITyCKAIOTCSl, HAPYIIAETCSI €CTECTBEHHAS I10C/I€JOBATEILHOCTD JENUCTBUN ITPONM -
CaHHOTO CLIEHapUsl, OPY>KUE UCIIOJIb3YETCSl OAUH Pa3 JIULIb 1711 TOTO, YTOObI IIPOITY -
CTUThb KaT-CLIEHYy, IPOKAYMBAHME HABBIKOB HE HCIIOJIb3YETCS,, & MHOTME OIIaCHBIE
MecTta npoxogsarcs ¢ nomoupio OOB. JKanp Fallout 3 HaunHaeT 6o0JiblIe TSATOTETh
K TOMY, 4YTO TPUHATO HAa3blBaTh <«CUMYJATOpamu xoabbby (walking simulator)'.
Takum 06pa3oM, CIuApPaHHEPb! ONHOBPEMEHHO MEHSIIOT UIPOBble (POPMBI U PACIIM -
PSIFOT KOJIMYECTBO TEX CBOOO], O KOTOPBIX TOBOPUT PENHOMBIIC.

Puc. 5. IIpeBbI0 CKOPOCTHOTO IIpoxoKaeHus Fallout 3 or cnuapanHepa LMW

Fig. 5. Preview of the Fallout 3 speedrun by speedrunner LMW

VHBIM IpUMEpPOM MOTYT CJIyKUTb criugpansl Doom (1993) unu Postal 2 (2003)
B KaTeropuu «mnauuduct», B KOTOPOH 3arpelieHo youBaTb ITPOTUBHUKOB, YTO
COBEPILEHHO MeHsIeT nHTepdelic urp — Ux MeXaHuku cokpamaTcs. CriupaHHUHT
CO37]aeT KPUTUYECKUIl MpelesleHT, COBepIIaeT HarafKu CJIOKUBLIYIOCS CUCTEMY
WUTPOBBIX KaHPOB. CHnuppaHHepPbl YCTPAHSIOT KaKoe-JibO TMpelCTaBIeHUe
0 POJIEBOU cUCTeMe, TIoJIpaskaHue U Bepy B 06pa3, KOTOpPble HE MOTYT ObITh Peau-
30BaHbl B TaKOM TUIIE WUTrpaHusl. [JeKOHCTPYKTUBHbIE CHUAPaHbl 60Jiee WHTEePECHbI
C TOYKU 3PEHHUs HATypajiM3Ma UTPOBBIX MHUPOB, T. K. MOTYT MPO/IEMOHCTPUPOBAThH
IIOJJHOTOTHYIO MIPOBOTO IPOCTPAHCTBA. [lepeMelneHne CKBO3b OTCYTCTBYIOLIME
TEKCTYPbI, Pa3MbITHE YMHOKEHHOI'O M300paXkeHUs U T. I1. CIIOCOOHBI [10Ka3aTh TO,
YTO CKPBITO OT UTPOKOB, HO TOXE SIBJISIETCSI DCTETUKON WIPOBOrO IMPOCTPAHCTBA,

1  Tlogpo6uee cM. acce (Juul, 2018).
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KOTOPOE CTPEMSATCS OTPAIUTh M CKPBITh reMMau3anHepsl. Takue HamnpasieHUSa KaK
IJIMTY-apT WA BHYTpUUrpoBast ororpadusi Takoke HAIpPaBIEHbl HA M3BJIEYEHNE
ATOU PACIIMPSIONE OOBEKT ICTETUKH, IyCTb U HE B CTOJIb YTUJIMTAPUCTCKUX
TEPMMHAX, KaK 9TO JEJIaeT CIUIPAHHMHI. B TaKOM CBeTe NPUpPOLa KOMIIbIOTEPHOM
UTPbl OKa3bIBAETCS LIMPE U [IIyOKe CTAaHIAPTHBIX NPeACcTaBieHuil. HaknanpiBaemble
Ha Hee OrpaHMyeHus (TeMMIu3arHepamy, >XKaHpamM, IHMCKYPCOM Ka3yaJibHbIX
WUT'POKOB) NI€MOHCTPUPYIOT Y3KO€ IOHMMAaHME WIPhbl KaK 3aBEPUIEHHOrO LEJIOro,
B TO BpEMS KaK HaTypajibHblE [IPABUJIA U BO3MOKHOCTU OOJIBLIIMHCTBA WUIP CBUJE-
TEJIbCTBYIOT O KOMIIJIEKCHOM CTPYKTYPE KOMITbIOTEPHOW UTPBL

Puc. 6. [Ipumep IryIMTYEBOTO Pa3MbITHs 9KpaHa u3 cnugpaHa Hexen (1995)

Fig. 6. Example of a glitchy screen blur from Hexen (1995) speedrun

Ecin IeKOHCTPYKTHBHBIE CIIMAPAHBI SIBHO [TOKA3bIBAIOT N3MEHEHUS CTPYKTYPBI
WTPBI, TO BUPTYO3HbIE CIIMAPAHBI JEJIAIOT 3TO HE TaK 3aMETHO, XOTs OKa3bIBAIOTCS
VMHOTZA HE MEHee KOHTPIUIEMHBIMM, YE€M [EKOHCTPYKTMBHbIE. OTU [Ba BUAA
OBICTPBIX MPOXOXKIEHNN OTINYAIOTCS IO KOJIMYECTBY UBMEHEHNI, KOTOPbIE MPOSIB-
JIIOTCS B CIIMAPAHE 110 CPAaBHEHUIO C «KJIACCMYECKMM», Ka3yaJIbHbIM ITPOXOXKIE-
HyeM. YacTo MOXKHO TOBOPUTb O TOM, YTO €CJIM B UI'PE MHOTO SIBHBIX IJIUTYEH,
TO C HEM C GOJIBIIOV BEPOSITHOCTBIO OyIyT CBSI3aHbl IEKOHCTPYKTUBHBIE CIIUIPAHBL.
COOTBETCTBEHHO, €C/IM CIUAPAH COCTOUT IPOCTO B 3ay4EeHHOM [0 aBTOMAaTU3Ma,
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OBICTPOM U ONTUMU3MPOBAHHOM IPOXOKIEHUU 6e3 SIBHBIX IJIUTYEH, TO OH OTHO-
CUTCSI K «BUPTYO3HbIM» crujpaHaMm. C IaHHBIM Pa3jIMYEHUEM COIJIACHO U CaMO
CIIMIPaH-COOOIIECTBO, T. K. CyLIECTBYIOT «glitchless»-cniunpaHsl, B KOTOPBIX 3anpe-
IIEHO UCIIOJIb30BAaHME YCKOPSIOLIMX MIPOXOXKAeHMe rmTyen. B cnimapane Resident
Evil 3 (1999), KOTOpbI MOYTU MOJHOCTBIO IIOBTOPSIET BBICOKOKJIACCHOE IIPOXO-
XaeHue, caMm (akT MapLIpyTU3aLMK, BBIOOPKU OpPYXKMS, I0J00pa OIpeesleHHbIX
TIPEZIMETOB, a TAaKKE€ TEXHUKA «ObICTPOro BhICTpesa» (quick shot), mpu KoTOpOiA
COKpAIAETCSl BPEMSI aHMMALWU IIPULEJINBAHUS, YK€ CUTHAJIM3UPYIOT O HECTaH-
OAPTHOM BOCIPUSTAMA UIPOBOTO IIPOLECCA, OOHAKO OH HE OKa3blBAETCH
KOHTPILJIEEM.

3aKJIlI0uYeHue

CrnuapaHHUHT  SBJISIETCS YHUKAJIBHOM KOHTPIUJIEMHONM U DMEPIKEHTHOMN
WUTPOBOY N1€ITENbHOCTBI0. OH NPEACTABIISIET COO0M 0COOYI0 BEPCUIO0 KUOEPCIIOPTA U
IpefJjaraeT reiMepy HOBYIO COLMAJIbHYIO camoujeHTHduKanyo. CnuapaHHAHT
IaeT UTPOKY BO3MOXKHOCTb OCYIIECTBJIEHUS] arOHAIbHOWM” HESTENbHOCTU U TOJIy-
YEeHUs OPYroro YyBCTBEHHOI'O OIIbITA B3aMMOMEWCTBUS C MAIIMHOM, OCHOBAHHOI'O
Ha CKOPOCTM Y TOYHOCTU pEaKUui, MNPUYEM ITO aroHaJIbHOE B3aMMOIENCTBUE
B [IEPBYIO OY€peb NPOXOIUT C CaMUM MHTep(ENCcOoM, a HE C APYTUMU UTPOKaMH,
IIOCKOJIbKY CIIMJIPAHHMHT IIOYTH BCEI[la OPTaHM30BaH KaK «Urpa C CaMUM COOOM».
B cBa3u ¢ stuM l'enpu JloyByz, Ha3biBayl CIIUAPAHHUHI «OTTOYEHHOU MPAKTUKOMN»
(practiced practice) (Lowood, 2006), T. €. HEKOTOPbIM CTAHOBSILIUMCSI PE3YJILTATOM
MaCTE€pPCKOrO BJIQICHUSI TEXHUKAMU M MIPOBBIMU KOMIIETEHLUSIMU (OBICTPOTrO
IIPOXOKIIEHMSI).

CrinppaHHepbl BHOCAT CBOM BKJIAQJ, B HATypaIM3M WIPOBBIX MUPOB B TOM
CMBICJIE, YTO OHM OTKAa3bIBAIOT WMI'PaM B MX HApPATUBHOW U IPOCTPAHCTBEHHO-
BPEMEHHOM WIIO3UAX. MeTtacnuapaHHepcKass M SKCTpacHuipaHHEpPCKas aKTUB-
HOCTU IIPUBOJAIT K OPraHM3aly HE TOJILKO HOBOTO UTPOBOTO OIILITA, BOCIIPUSTUSA
CTPYKTYpbl WUIPbl U TE€UMIUIES, HO ¥ OPWIMHAJIBHOIO TUIIA B3aVMOOTHOIIEHUN
WUIPOKa U BUPTYAJIbHOTO IPOCTPAHCTBA. [JIaBHOE, 4YTO [ejaeT CIUAPAHHVHT,
[IPE0JI0JIEBast IIPUPOJY KOMITbIOTEPHOM WIPbI, 3TO BCKPBLITUE €€ MOJHOTOTHOM KaK
IIPOrPaMMBbl C HEe33/IeHICTBOBAHHBIM (DYHKIMOHAJIOM. DTa IMPAKTUKA CTAaBUT IOJ
COMHEHVE BOCIIPUSTUE UTPBI KaK «XYI0KECTBEHHOIO 1L[€JI0r0%», POPMaJIbHO OIPaHM -
YEHHOrO IPOU3BELEHUS, OIPEAEIEHHOIO AUEreTUYEeCKOro mnpocrpaHcTsa. CBOMM
OIIBITOM Y BULEOPE3YJIbTAMU CIIUIPAHHEPBI MOTYT IPOAEMOHCTPHUPOBATL HEKOre-
PEHTHOCTD, CKJIAZIKU, Pa3pbIBbl BUPTYaJIbHBIX MUPOB. PasinyHeie rautyu Bpoge OOB
B TOM 4YUCJIE CIIOCOOCTBYIOT KPUTHKE IIPELICTABJIE€HNUN 00 UTPOBOM NPOCTPAHCTBE,
XOTS$1 UX [IPUMEHEHME CYTy00 IParMaTUuyHoO.

1  TlogpoGHee cM. MHCTpYKIMY npuema: https: /www.youtube.com /watch?v=Nnnv0d4q24k (nata o6parieHus:
10.10.2021).

2 Agdn — urpa Kak copeBHoBanue (Kaitya, 2007, c. 52).
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B OCHOBaHMM CHUAPAHHUHTA JIEXKAT KOHLEMNTHl «M3MEPEHUS» (BPEMEHM) U
«MapUIpyTa», a TAKOKE NPEACTABIECHUS 00 «IKCIIAHCUBHOM TEMIMIIIEEe» U «MHBEHTA-
pu3aLMy IIPOCTPAHCTBA», HE COOTBETCTBYIOLIUE I1OBCEIHEBHBIM WUIPOBBIM IIpeT -
CTaBJIEHUSIM. J|€KOHCTPYKTUBHBIE CHUAPAHbl NEMOHCTPUPYIOT Haubojiee paju-
KaJIbHYIO0 BEPCUIO U3y4E€HNs IIPUPOJIbl BUPTYaJbHOTO MUPA, TOI[la KaK BUPTYO3HbIE
CIWJIPaHbI [IeJ1al0T 3TO HE TaK 3aMeTHO. TeM He MeHee 06e (POpMbI CIIMIPAHHMHTA
BJIMSIIOT HA MHTEP(QENCHbIE XapaKTEPUCTUKY UIP, C JIETKOM PYKU paHHepa MOAAAi0-
muecs Mopudukauyu. CpaBHeHue wuccienoBaHusi A. [l Myknaba M Haxomok
Bigmanjapan nokaspIBa€T, HACKOJIbKO IOXOKMMH JAPYr HAa Jpyra MOIYT ObITh
MIOJIXOJbl MCCJIENIOBATENS] KOMIIBIOTEPHBIX UIP U CHUJPaHHEpPA («UIPOKa-Teope-
THKa»). B 3TOM CMBIC/IE CIIMAPAHHVHI Y POYME€ KOHTPIUIEHHBIE IMPAKTUKUA MOTYT
paccMaTpuBaThCsl KaK MPAKTUYECKUN METOJ MCCIIEOBAHUS KOMIThIOTEPHBIX WIP'.
B uTore criyapaHHUHT - 3TO HE MPOCTO OOOCOOJIEHHAS IMPAKTUKA, JIIOOUTEIbCKAs
HUIIA, HO U YHUKAJIbHOE CPEeJCTBO, MO3BOJISIONIEE B3IJIIHYTh HA UTPHI 1107, IPYTUM
yIJIOM, YBUJZIETb UX B 60Jiee IIMPOKOM CIIEKTpe aKTyaJIbHbIX ITPaBUJI U IPaHULL, NCKa -
>KEHHBIX WJIM PACIIMPEHHBIX HAPPATMBOB, SCTETUYECKUX Bapualdii MUPA, U3HA-
YaJIbHO CKPBITHIX OT B30pa KaK OObIYHBIX UTPOKOB, TaK 1 MHOTMX UCCJIefoBaTelel.
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