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Abstract

Information and communication technologies significantly change the speed of social
interaction and thereby make it possible to consider the phenomenon of subjective time
from a new perspective. In the study, we analyzed the problem of time in computer
games, its relationship with physical time, as well as the perception of time by a person
and the possibility of managing it in a socio-philosophical aspect. The purpose of this
work 1s to consider the refraction of physical and philosophical concepts in modern
computer games related to time, and also to identify the mechanisms of time handling in
virtual worlds. The main findings of the study include the ability of game developers,
identified by the authors, to build alternative concepts of time, not limited by the laws of
the physical world. Preserving the main property — the unidirectional arrow of
causality (the ability of the past to influence the future), game developers are free to
choose how to transform the present / future depending on the change in the past and
the presence or absence of a time loop. Hundreds of games devoted to experiments with
time that have appeared in recent decades may indicate comprehension in society of
various approaches to the ontological nature of this dimension.
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AHHOTan U

NubopmanmoHHO-KOMMYHUKATHBHBIC TEXHOJIOTHH CYIIECTBEHHO H3MEHSIOT CKOPOCTH
COIMAJILHOTO B3aMMOJICHCTBUSL M TEM CaMbIM JAIOT BO3MOXKHOCTH PacCMOTPETh
(deHoOMEeH CyOBEeKTHBHOTO BpEMEHHM B HOBOM pakypce. B wucciienoBaHwM HaMu
MPOAHATU3UPOBAHA MTPOOJIEeMa BPEMEHH B KOMITBIOTEPHBIX UTPaxX, €r0 COOTHOIICHHE C
(GU3HYECKUM BPEMEHEM, a TaKKe BOCIPHUATHE BPEMEHH YEIIOBEKOM W BO3MOXKHOCTHU
yOpaBieHUsT WM B colnuainbHO-pmiocodpckom acrmekre. llens maHHONW pabOTHI
paccMOTpeTh mpejomiieHne (u3ndeckux U (GUIocOMCKMX KOHIICTIIMA BpPEMEHU B
COBPEMEHHBIX KOMIIBIOTEPHBIX UTpPax, a TaKkKe BBISIBUTH MEXaHHU3Mbl OOpaIleHHs CO
BpEMEHEM B BHUPTYyalbHbIX MHpax. K OCHOBHBIM BBIBOJAM HCCIIEOBAHUSI MOXHO
OTHECTH BBISBICHHYIO aBTOpaMHM CIIOCOOHOCTh pa3pabOTYMKOB WIP CTPOUTH
albTepHATUBHbIC KOHLIEMIUM BpPEMEHH, HE OrpaHUYEHHbIE 3aKOHOMEPHOCTIMHU
¢uznueckoro mupa. CoxpaHsis TJIaBHOE CBONCTBO — OJIHOHANPABICHHYIO CTPENy
MPUIUHHOCTH (CMOCOOHOCTh MPOILIOTO BJIHMATH Ha Oyayiiee), pa3pabOTYMKH WP
OKa3bIBAIOTCSI CBOOOJHBI B BBIOOPE CIOCOOOB MpeoOpa3oBaHMs HACTOSIIET0/0yayIero
B 3aBUCHMOCTH OT H3MEHEHHUS MPOLUIOr0 M HATUYUS WK OTCYTCTBUSI BPEMEHHOM
nemi. B mocneanee gecsaTtunieTHe MOSBUIOCH MHOXECTBO WP, B KOTOPBIX
pa3paboTYUKN IKCIEPUMEHTUPYIOT CO BPEMEHEM, YTO MOXKET CBUJETENILCTBOBaTH 00
OCMBICJICHUH OOILECTBOM DPA3IUYHBIX MOIXOJ0B K OHTOJIOTMYECKON MPHUPOJIe JTaHHOTO
H3MEpEeHUsl.
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BBEJAEHHUE

VYckonp3aomasi B 00bIIEHHON KU3HH CIOXKHOCTh KATETOPUU BPEMEHHU
HEOXKUJAHHO SIPKO MPOsBUIIA CeOs B Psiiec COBPEMEHHBIX KOMIBIOTEPHBIX
urp. YkasbiBas Ha NPUBBIYHOCTh U HEOOBICHUMOCTh (JeHOMEHA, ABT'YCTHH
bnaxennsiii nucan: «4to xe Takoe BpeMa? Eciau HUKTO MeHS 00 3TOM He
CIpallinBaeT, s 3Hal0, YTO TAaKOe BpeMs; €Ciu Obl s 3axoTell O0BSCHUTH
CIpalinBaKpIleMy — HeT, He 3Hato» (ABryctuH ABpenuii, 1992, p. 167).
HecMmoTpss Ha BaXXHOCTh BpPEMEHHM B JKM3HHU YEJIOBEKa, JJIsi OBITOBOTO
oOpamieHuss ¢ HUM B (U3UYECKOM MHUpPE JOCTATOYHO YacoB U
KJIACCUYECKOTO HBIOTOHOBCKOTO TMOHUMAaHMs BPEMEHHM KakK HENpEephIBHOMN
BEJIMYUHBI, allPUOPHON XapaKTEPUCTUKU MUPA, HUUEM HE OIpeesieMon U
HensmeHnHo# (HeroToHn, 1989).

OnHako HE TOJBKO COBpeMEHHas ¢u3uKa, HO H COIMaJbHas
peaNbHOCTh CTUMYJUpPYET Ooisiee TiyOOKoe oOpallleHue K MpoOiieMaThke
BpeMeHu. MHOopMalMOHHO-KOMMYHUKATUBHBIE TEXHOJIOTHUH CYIIECTBEHHO
U3MEHSIOT  CKOpPOCTh  couuanbHOro  B3aumojeictBusi  (Gashkova,
Berezovskaya, & Shipunova, 2018). bonee Toro, M. Kacrtenbc, onucsiBas
00IIeCTBEHHO-DKOHOMUYECKOE B3aUMOJICHCTBUE B PEXKUME PEaTbHOTO
BpEMEHHM B MaciuTa0e BCel TUTAHEThI, YTBEPXKIAAET, YTO B COBPEMEHHOM
Mupe Bpemsi «cxkumaetcs» Bce Oombie (Kactense, 2000, p. 105). CHoBa
BBIXOJHUT Ha MEpeaHul IiaH npoljieMa CyIIecTBa «HACTOSILIEro», Ternepb
KaKk MomeHTa npuHsATus pemeHus. Kak ormedaer [[x. Yurpoy, «u3
TPAIUIIMOHHBIX MOJAPA3/IeIEHN BPEMEHU HACTOsIIIIee SBIsSeTcs Hauboee
cinoxkabiM» (Yutpoy, 2003, p. 399), Tak Kak HET BHYTPEHHETO IS
¢uznueckor TEOpUU KPUTEPHs, MO3BOJSIONIETO BBIACIUTH KAaKyIO-THOO
TOYKY KaK «HACTOSAILEE», a OTHOCUTEIIBHO HEE ONPEEIUTh «IIPOILIOE» U
«Oymyieey.

B TOXe BpeMs KOMIIBIOTEPHBIE WIPhl JABHO BBILUIM 32 PaMKH
pa3BleYEHUSI U CTAHOBSITCS CHOCOOOM OCBOCHUS U MHTEpIIPETAIuUd MUpa
WIH JaXe «IOCTyMa K CYTH CYIIEro — OT OOHApy»XEHUsi COLHUAaJIbHO-
MOJINTUYECKUX TPOOJIEM U CIOCOOO0B XYyT0KECTBEHHOTO BBICKA3bIBAHUS 0
oOpeTeHus IMYHOCTHOUW 3aBEPIIICHHOCTH, HOBOTO SI3bIKa M (POPMUPOBAHUS
ompeaeraeHHOW dTuueckord mno3unuu» (byrnak, JlateimoBa, JleHkeBud,
OuepeTsiabiii, Ckomopox, 2017, c. 250).

BPEMSI UI'PbI

B3anmMoOTHOIIEHHST UTPOBBIX MHMPOB CO BPEMEHEM  OTYACTH
YHACJIeIOBaHbl, KAK 1 MHOTHE JIPYTHE MPaBUia, OT PU3NIECKOTO MHUPA U HE
MMEIOT BHYTpPEHHEro oOOOCHOBaHUS. Bpemsi urpoBoro mupa MOXKET
paboTaTh MO KOHBEHIIMOHAIBHBIM MpaBwiaM ¢uzndeckoro mupa. OmaHaKo
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OpyU HEOOXOAMMOCTH OHO MOMKET OBITh YCKOPEHO, Hampumep, s
JEMOHCTpAallMM  NPOTEKaHUS  MCTOPUYECKUX  WIH  OMOJIOTMYECKUX
IIPOLIECCOB, IIOCTPOMKU COOPYKCHUM, BbIpAllUBaHUs pPACTCHUM U
KUBOTHBIX B CTpaTerusix, TO €CTh, MPEXKIE BCEro, sl TOr0, YTOOBI
UMUTUPOBATh (PU3MUYECKYIO PEATbHOCTh, B KOTOPOU 3TU COOBITHS HE MOTYT
MIPOU30MTH MTHOBEHHO. X. DnbBepaaMm u J. OpceT nmpeaiararor Ha3bplBaTh
TH JIBa BapuUaHTa BPEMEHU MIPOBOTO MHpPa MOAPAKATEIbHBIM WIH
npou3BoiibHBIM (Elverdam & Aarseth, 2007, p. 9). X. Carans u M. Mareac
Ha3bIBAIOT TMOCJEAHUE BBIMBIIIJIEHHBIMU BpeMeHHbIMU pamkamu (fictive
time frames), koTopbie yCTAaHABIMBAIOTCSA «C TOMOIIBIO MPUMEHEHUS
COLIMOKYJIBTYPHBIX METOK K MOJAMHOXECTBY coObITHI» (Zagal & Mateas,
2010, p. 9) u yka3pIBaloT, YTO MPOIILIH T'OJa UIU CTOJICTHUS.

Wnorpa, HanpoTUB, MPOUCXOIUT 3aMeJICHUEe BPEMEHU B UIpe, Koraa
IPOLECChl MPOTEKAIOT J0JIbIIE, YeM B (PU3UYECKOM MHpE, Harpumep, AJis
BO3MOXHOCTH YBOpauMBaThCS OT IyJib BO Bpemsi noeauHka. MHorna B
UTrpax UMEIOT MECTO BPEMEHHbIE aHOMAJMHU, KOI/la HEKOTOpbIE COOBITHS
NPOUCXOJSAT B PEKHUME PEaTbHOrO BPEMEHHU, a APYrue UAYT YCKOPEHHO.
Hampumep, B GTA Il (2001) ctpensba U BOXKACHHE MAIIUHBI 3aHUMAIOT
CTOJILKO K€ BPEMEHH, KaK B (PU3NUECKOM MHpPE, a LIUKJI I€Hb-HOYb, JJIUTCS
BCET0 HECKOJIBKO 3eMHBIX MUHYT (Zagal & Mateas, 2010, p. 12). Bpems
BUPTYaJIbHOTO MHUpPAa MOMOTAET COPHUEHTUPOBATHCS B UTPOBOW CUTYyaluH,
OHO MOXET CIYXHUThb IIOKa3aTeJieM OIPAaHMYEHHUS  BBINOJHEHUS
ONpENEICHHOW MHCCUHU, OJHAKO B IE€JIOM OKa3bIBa€TCsl BCErO JMIIb HE
OYEHb CYIIECTBEHHOW XapaKTEpUCTUKOW HUIPOBOM BceseHHOM. [lomumo
BpeMeHn wurpoka X.Carasp u M. Mareac mnpeanararoT BBIIEHATH
KOOpJIMHAIIMOHHOE BpeMsi KakK OOBeAMHSIONIEe U CiyXKamee s
KOOpJIMHAIIMU JIEITEIIbHOCTH MHOXECTBA HWIPOKOB WM HEUTPOBBIX
nepconaxen (Zagal & Mateas, 2010). Taxxe npeacTaBisieTcss BO3MOKHBIM
BBIJCJIUTh BPEMS UTPOBOTO JABHWKKA (WJIM IPHIOKEHUSA), KOTOPOE B Pse
CIIy4aeB MOXKET Te4yb He3aBHUCHUMO OT mpucytcTBus urpokoB (Tychsen &
Hitchens, 2009, p. 185), a Takke BpeMs HUTPOBOTO cepBepa, TIe A
KQKJ0M MYJIBTUIONIB30BATEIBCKON HIPBl MOYXHO BBIIEIUTH HECKOJBKO

CJIOEB BPEMEHH HWIPOKOB W BpeMeHH HTpoBbiX IBWXKKOB (Tychsen &
Hitchens, 2009, p. 186).

BPEMS KAK PABBUTHUE CIOKETA

B 1o ke Bpemsi HaM MpEeJCTaBIAETCs, YTO Hauboyiee CyHIECTBEHHOM
XapaKTEPUCTUKON UTPHI ABISIETCSA MPOIECC U3MEHEHUM, pa3BUTHE CIOMKETA.
Hekoroprie nccnenoBarenu eHOMEHA BPEMEHU BHUIST B HEM «IIOHSATHE
7utst 0003HaYEHUST I3MEHEHHUS BOOOIIE, TO €CTh B CYIITHOCTH €r0 CHHOHHM)
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(PazymoBckuit, n.d.), a TeueHUE BPEMEHH KaK CMEHY COCTOSIHHI O0OBEKTOB
U IpoleccoB MarepuaibHoro mupa (Xacanos, 2011). II. Jlamxesen
onpeJensieT BpeMsi KaK «COBOKYNMHOCTb COOBITHUM, CIEAYIOIUX APYr 3a
APYyrOM B OJHOM M TOM K€ TOUYKE, <...> CBSI3aHHOM C JAHHOU CUCTEMOUN
orcuetay (Jlamkesen, 1913, p. 58). Ho cOBOKYNHOCTb J100BIX IPEIMETOB U
COOBITHII MOXXHO OIpEAeNaTh ABOSKAM 00pa3oM, KOJWYECTBEHHO WM
KaueCTBEHHO, TaK B HEMELKOH (pumocoduu 3To MOJ0KEHHE BIEPBbIE OBLIO
OPUMEHEHO KO  BpeMeHu: 1)  KoJM4YecTBEHHass  (BHYTPEHHsI)
OINpPEJICICHHOCTh BPEMEHU O3HA4YaeT, YTO BPEMEHHOW psii BHYTpPEHHE
NoJIpa3/esieTcsl Ha MHOXXECTBO PABHBIX OTPE3KOB, W 3Ta BHYTPEHHSS
«TpaHMIla BPEMEHHU TeKyda U <...> MEepecTynaeT camoe ce0s», Tak 4YTo
«BpPEMEHHOM psiJ B HEM He mporieln, a npogoikaeT uaru» (I'erens, 1970,
pp. 1314-1315), 2) kauecTBeHHasi (BHEIIHSSA) OMPEIEIEHHOCTh BPEMEHHU
O3HAYAEeT, YTO «KOTJa BCE BpEMEHa U BCE MECTa B 3TOM YHUBEpPCyMe OyayT
HAIIOJIHEHBI, BCE JK€ OCTAHETCS BEPHBIM, YTO HUX MOXHO OBUIO OBl
HANOJHUTh OECKOHEYHO Pa3HOOOPa3HBIMHU CHOCOOAMHU M YTO CYIIECTBYET
OECKOHEUHOE YHCJIO BO3MOKHBIX MUpOBY (Jleitonut, 1984, p. 136).
JIMHAMHYECKOE TIOHMMAHHE TEYCHHS BPEMCHH, CBS3aHHOE C
MOCJIEIOBATeIbHOM CMEHOM COOBITUH, HE HMEEeT KOJIMYECTBEHHOTO
3HaUEHUS B WrPe U HMEET CXOJCTBO C UTEHHUEM XYJ0>KECTBEHHOI'O
IPOU3BEICHUS, KOT/Ia U3MEPSIEMOe BpPEMSI Pa3BUTHSA COOBITUHN 3aBUCUT OT
CKOPOCTH M Tay3 B UTEHHWU U HE MMEET HUKAKOTO 3HAYCHHUS ISl Pa3BUTHUS
clokeTa. B 0HOMONIB30BATENHCKONW HIPE MOCIEN0BATEILHOCTh COOBITUIN
3aBUCHUT OT UTPOKa B OOJbIIE Mepe, YeM TOCe0BaTeIbHOCTh COOBITUH B
KHUATE OT yuTaTens. MIMeHHO ero BoJiS MO3BOJSET COOBITHUSIM CIy4YaThCA.
Jlaxxe ecnmu  NPOUCXOMAIIMH  CHOXKET  NOAPAa3yMEBAaE€T PpPE3KUE U
HEOKUJaHHBIE COOBITHA (HamaJeHHe Bpara, CTUXUiTHOE OEACTBUE W T.II.),
TO BCE PaBHO MX JajibHEIIee pa3BUTUE OYyI€T MPOUCXOAUTD, TOIHKO KOTIa
repoit mpuOyAeT K MECTy MPOUCIHIECTBUS, CKOJIbKO Obl UTPOBOT'O BPEMEHH
He OBUIO MOTpPavYeHO Ha OCYIIECTBIICHHE APYrux jacicTBuil. Kak oTmedaer
A. BerymmHuckwmii, korma B urpe The Elder Scrolls V: Skyrim (2011)
KPECThSIHUH YMOJISIET T€POsl CIIACTH CBOKO POAHYIO JEPEBHIO OT HAMABIIMX
0aHIUTOB, HEBA)XHO, KOT/Ia UMEHHO MIPOK peIuT Tyaa nourtu. Ilomyuyus
OUYepelHOE 3aJaHue, OH MOXET, HU O 4YeM He OECHOKOSACh, NOTPAaTUTh
HECKOJIBKO COTEH pealIbHbIX YacOB Ha COOMpPAHUE TPaB U IIPOKAUMBAHHUE
ymenuit  (Berymumnckuii, 2015). Takum oOpa3omM, HIrpoKk HMEET

! CymecrByer [Be KOHIEMIMHM BPEMEHHOrO YIOPSIOUEHHS SBICHHIL Ounamuueckas (IPOULIOE-
HacTosiee-0yaymee), Te COOBITHS MOCTOSHHO MEHSIOT CBOE IIOJIOKCHHE OTHOCHTENFHO MOMEHTA
HACTOSIIEr0 BPEMEHH, M cmamucmuyeckds («paHbIIE-TIO3Ke»), 3aJalomasi «MOJI0XKEHNE» COOBITHS B
YHUBEpPCAILHOM MPOCTPAHCTBEHHO-BPEMEHHOM KOHTHHYYME.
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BO3MOXKHOCTh ~ NMPUOCTAHOBUTH  HACTYIUICHHUE  «OYIyIIero», YTOOBI
JIOJKHBIM 00pa30oM K HEMY MOJTOTOBUTHCS.

OpHako cCylecTBYIOT ©Oojee JCHCTBEHHbIE BO3MOXHOCTH IO
yIOpaBJICHUIO TE€YEHUEM BpeMeHH. J[ake B XpOHOJIOTMYECKHX HUTIpax, T.e.
Urpax, TIJIe BpEMEHHas IOCIeOBaTeIbHOCTh COOBITHM COBMATaeT ¢
BPEMEHEM €€ MPOXOXKJICHUS aBaTapoM, CXOJICTBO C OJHOHAIPAaBICHHBIM U
yIOPSIOYEHHBIM BpeMeHeM (U3UYECKONW pPEaJbHOCTH MPOIMajaeT Hu3-3a
BO3MOKHOCTH «COXpaHEHHUsI», TO €CTh (PUKcaIuu ONpeeIeHHOTO MOMEHTA
B UIpe, K KOTOPOMY B TMOCIEJACTBUM MOXHO BEPHYThCS. DyHKIIHS
COXpaHEHHMs, TMPHUCYTCTBYIOIIas B OOJIBIIMHCTBE COBPEMEHHBIX I,
KOTOpPbIE CJIMIIKOM JUIMHHBI, YTOOBI HMX MOXHO OBLJIO TPOUTH HE
PEpPHIBAsICh, MPEBPAIAOT IOCIEAOBATEILHOCTh MPOXKUBAHUS WIPHI B
COBOKYITHOCTb TIPOJIBUKEHUNA U BO3BpallleHUH 1O OCH U3MEHECHUS
COCTOSIHMM. BMecTo TpaauuMOHHOM JIMHEWHOW CTpEeNIbl BPEMEHU MBI
nojiyyaeM JIaOMPUHT BPEMEHHM C MHOTOYHUCJICHHBIMU BapUaHTaMu
npouuioro. Ilpuyem ecnu B JHMHEWHOW wurpe (¢ mnpenonpeneIeHHbIM
Pa3BUTHEM CIOKETa) TYNMHKOBBIE BETKH IPOILJIOTO CBS3aHBI Yallle BCETO C
MPEeXKICBPEMEHHON THOEIBI0 TEepOsi, TO B OTKPBITHIX MHUpax H3MEHEHUE
«TPOIILJIOT0Y» BIUSET Ha HOBYIO MOJCIb «OYIyIIEroy.

QYHKIHS COXPAHEHUs MOSBHIACH KAK OCTAHOBKA TEYEHHUS UTPOBOTO
BpPEMEHH, YTOOBI UTPOK MOT BBIMTH U3 BUPTYaJIbHOTO MHpPA U BEPHYTHCA B
Ty K€ BpEMEHHYI Touky. OpHako Haldyue BO BPEMEHHOU
MOCJIEIOBATEIIBHOCTH CIOJKETA TOUYEK, KyJa MOKHO BEPHYTHCS, ITO3BOJIUIIO
UTPOKY TIEpPEeMEIIaThCsl M0 OCH BPEMEHHU, MEHAsS «HEeyJadHoe» Oymyiiee.
Cramo BO3MOXHO MHOTOKPaTHO IPEOJO0JIEBATh CIIOXKHBIM  Y4acToOK,
COXpaHsIsiCh, W JOOMBAaTBCA TEM CaMbIM HACAIBHOTO MPOXOXKICHUS
(penomen  «save scumming» WM  «IoWKW»). OTHOIIEHHE K
UCIIOJIb30BAHUIO COXpaHEHUH NIl O0Jee YCHEIIHOTO MPOXOXKACHUS UTPHI
Pa3JINYHO, U TMPEKIE BCETO 3aBUCHUT OT KaHpa (€CIM B 3KIIEHAX CO3JaHbI
CIEUUAJIbHBIE KHOIIKM, MOMOTAaIIINE MIHOBEHHOMY COXPAaHEHHUIO, TO B
CUMYJSIIUSIX — TIepeurpbiBanre OyAeT cuuTaThCs yuTepcTBoM). MHOTIa
pa3pabOTUMKH MBITAIOTCS NPEJOTBPATUTH MepeurpriBanne. Tak, B Fallout:
New Vegas (2010) mocne 3arpy3kd COXpaHEHHOHM HWrpbl B Ka3WHO
HEBO3MOXXHO monacTh B TeueHue 30 CEeKyHJ, B 3TO BpPEMsSI UTPOK MOXKET
BUJeTh coobmenus: «Kpynbe mMeHseT konoas» unu «Kpymbe mpoBepset
pyneTky». Bo MHOTHX ciydasx pa3pabOTUMKHA WUTP CTPEMSTCS K TOMY,
9TOOBI UTPOK HE 3J0YNOTPEOISUT BO3MOKHOCTHIO BEPHYTHCS B IMPOIILIOE.
JInst 3TOro MOTYT HCIOJB30BaThCS PA3JIMYHbIE METOAbI: OrpPAHUYECHUE
KOJIMYECTBA Pa3pelICHHBIX CcoxpaHeHnWd (Hampumep, B Hitman (2002—
2018)), coxpaHeHHe TOJIBKO B ONMPEACICHHBIX MECTaX WIHM B ONPE/ICICHHBIN
MOMEHT Ppa3BUTUSl CIOKE€Ta WJIM TOJBKO €CIM HWrpoK oOJajgaer
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ONpeeNeHHbIM apTe(aKToOM, YJaJIeHHE COXpPaHEHHOro Qaina B ciydae
cmeptu repost (Hanpumep, B Diablo 11 (2000) Ha BBICOKMX ypOBHSIX
CIOXHOCTH). Takke redMau3aiiHepbl NPUOEralT K pALy XUTPOCTEH,
9TOOBl OCTaBUTh WIPOKa B Wrpe. B dacTHOCTH, MPU «HEYJAYHBIX)»
BapuaHTax MPOXOXKACHUS Tepod He MojydaeT OONBIIOTO YpOHa, Kak B
Metal Gear Solid V: The Phantom Pain (2015), B urpe cymiectByet macca
BapHAHTOB MPOXOXKACHUS, KOTOPBIC HE SABISIOTCS MOJHOCTHIO YCIICITHBIMH,
HO U He npuBoaAT K rubenu. B Far Cry 2 (2008) mocTOSITHHO BO3HUKAIOT
HETIPUSATHBIC, HO HECEPhE3HBIE HEOKUTAHHOCTH BPOJIE OCEUKH OPYKHUS UITU
aTakl HAaCEKOMBIX, KOTOpPbIE MOTYT MOAIOPTHTH IMPOXOXKACHHE, HO HE
HACTOJIBKO CHJIBHO, YTOOBI HM3-3a 3TOro mnepesarpyxarbscsi. Kpome Ttoro,
NOpaXEHHWE Teposi MOXKET NPUBOANTH K 3aXBaTHIBAIOIIEMY Pa3BUTHIO
cobwrtuii: B Middle-earth: Shadow of Mordor (2014) u Middle-earth:
Shadow of War (2017) mpomnuioe CymecTByeT HE TONbKO s
NPOTaroHMcTa, HO U JJIA €ro BparoB, HAJCICHHBIX CIOCOOHOCTHIO
«IIOMHHUTBY 0JIaroiapsi CHCTEME UCKYCCTBEHHOrO UHTEsIeKkTa Nemesis.

HNEPEMEHNIEHUE BO BPEMEHU

Tak kak aOcCoNIOTHOE H3MEpSAEeMOe BpEeMsl JUIsl WIPHI Takas ke
YCIIOBHOCTh, KaK M CHJIa MPUTSKEHUS, UTPOKY MOXET OBITh NMPE0CTABICHA
BO3MOKHOCTb YIPaBISATh TEUYEHHEM BPEMEHHM (BMECTO HCIOJIb30BAHUS
COXpaHEHMS): 3aMemJIsAiTh, OCTaHABIMBATh, IEpEMaThIBaTh BpeMs A
HPOXOKICHHUS CIOXKHBIX MOMEHTOB Kak B TimeShift (2007), B Braid (2008),
Prince of Persia (2003-2010), Max Payne (2001), Singularity (2010) uiu
BO3BPAIIATHCS B MPOIILJIOE, YTOOBI H3MEHUTH MPUHSITOE pelieHne Kak B Life
Is Strange (2015).

JIabupuHT BpeMEeHHU, CO3/1aBaeMblii UTPOKOM JIJIsl IPOXOXKIICHUS UTPHI,
MOJITAJIKUBAET Pa3padOTUYMKOB K COOCTBEHHBIM UIpaM CO BpEMEHEM
BHYTPH UTPOBOro croxkerta. [Ipoiiie Bcero Mcmnoiab30BaTh MPOILIOE MPOCTO
KaK OpWTMHAJIBHYIO JIOKAIIMIO / CIOKETHBIH TIOBOPOT, COXpaHss
nuHerHocTh. [lyTemiecTBue B mpomnuioe 37€Ch CIYKHUT MJI CBSI3bIBAHUSA
CIOKETa C HWCTOPHEH MpeAbIIylnX HUrp, (GUIbMOB WM TOTPYKEHUS B
HUCTOPUYECKHE DOIOXH C COOTBETCTBYIOIIUM OOTaThIM  aHTypa)KeM:
Hanpumep, Evil Dead: Hail to the King (2000), Bugs Bunny: Lost in Time
(1999), Worms 4: Mayhem (2005), Duke Nukem: Time to Kill (1998).
CobctBenHo, urpel cepun Assassin’s Creed (2007-2018) ompapapIBaroT
pazHooOpa3ue 3MoX JEWCTBUEM MAIIMHBI, KOTOpas CYUTHIBAET MaMSTh
npeakos u3 JIHK, mo3Bossisi mpoTaroHUCTy nepekuBaTh COOBITUS TAIEKOTO
MPOLLIOTO.
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Korma mepememieHuss BO BPEMEHHM CTaHOBSTCS PETYJISIPHBIMH,
OPUXOAUTCS  BBIAEIATH  BpeMsl  NIEepcoHaxka (MIM  COOCTBEHHYIO
MOCJIEIOBATENIBHOCTh ~ COOBITHI),  OTIMYHOE  OT  BpPEMEHU WU
MOCIIEI0BATEILHOCTH COOBITHI HTPOBOTO MHpa. B urpax ¢ mepemerniennem
BO BpPEMEHH TMIOCIETHETO JIECATWICTUS «IPOLUIOe» OKOHYATEIHHO
nepecTaer ObITh MPOCTO COOTBETCTBYIOIIMM O0Opa3oM JIEKOPUPOBAHHOMU
JOKanuen, a npuoOpeTaeT CBOM HEOThEMIIEMBIM aTpuOyT — CIOCOOHOCTH
BIUSATh Ha Hacrosmee/Oyaymee (XOTs 3Ta BO3MOXHOCTb  Oblia
peanu3oBana eie B 1986 roay B TekctoBoM kBecte Trinity (1986), a B 1993
rojy B KiaccuueckoMm kBecte Day of the Tentacle (1993)).

Tem He MeHee B OOJIBIIMHCTBE CIIy4aeB BO3MOXKHOCTH BIIHMSIHHS W3
«IPOIIIOTO» Ha «OyAylee» peann3oBaHa B paMKaX aBTOPCKHX BapUaHTOB
NepenurphiBaHms ClokeTa. MedTa dYeloBeKa HCHPAaBUTh OLIMOKH WU
O00CTOATENhCTBA,  YTOOBI ~ M3MEHUTh  Tparudeckue  IOCIEICTBUS,
peanusoBanbl B Last Day of June (2017). B tak u He yBujeBmieil cBeT
Recoil: Retrograd mmanupoBanoch 0ojiece KpyHHOE BJMSHHE Ha OyayIee

BbIOOpa reposi — BIUIOTH J10 oOnuKa Bceil muBmimzanuu 2052 roxa.
Hanmpumep, B 3aBUCMMOCTH OT TOro, KTo OyAeT CMAaceH B MPOILLIOM:
BEJIMKUN YUYEHBI WA JOKTOP, — OHA CTaHET WM 00Jiee TEXHOJIOTUYHOU

win  OoJiee SKOJOTUYHOM, YTO JEMOHCTPUPYETCS BHU3yaJbHO IO
BO3BpAIICHUIO 4Yepe3 H3MEHEHUE OKpYXKalolero mnpocTpaHcTBa. B
poccuiicko-Hemenkoir urpe The Great Perhaps (2019) nporaronucty
HE0OX0IMMO, Jieasl BbUJIA3KU B MPOIILIOE, MOHSATHh MPUUYUHY arloKaJIUICcHCca
¥ BOCCTAHOBUTD MOJTHOCTHIO TOTUOIIYIO LIUBUIIA3AIIHIO.

[Ipu »TOM anbTEepHATHBHBIE BapUAHThI MPOLLIOTO0 OOBIYHO OCTAIOTCS
TOJIbKO Oarofaps maMmsiTH MIPOTAaroHUCTa U UTPOKa. B BU3yanmbHOM poMaHe
Steins;Gate (2009) momuepKuBaeTCs, 4YTO TJABHBIA Tepoil oOjamaer
YHUKAQJIBHOM CIIOCOOHOCTRIO 1Mo HaszBanueMm «Yrtenme IllTaiinepay,
MO3BOJIAIONIEH €My TIOMHHUTh, YTO MPOUCXOAHWIO C HUM Ha JIPYrux
BPEMEHHBIX BETKAaX, B OTJIWYHUE OT BCEX OCTaJbHBIX MEPCOHAKEH.
HNuTepecnas MHOIBITKA OJHOBPEMEHHOTO B3aMMOJECHUCTBUS
MHOTOYHCIICHHBIX aJIbTEPHATHUBHBIX BPEMEHHBIX Mapajuiesied npeanpuHsaTa
B BioShock Infinite (2013), ograko anbTepHATHBHBIC MHUPBI IIEPECEKAIOTCS
0e3 BIUSHUS MMPOTArOHKUCTA, CaMa Urpa JTMHEHHA.

Bo3sBpalieHus B 01HU U T€ K€ MECTa B MPOILIOE B pa3HOE BpeMsl, Kak,
Harpumep, B Apartment 327 (2019) BkIO4aOT B MPOCTPAHCTBO PEIICHUS
roJIOBOJIOMOK BPEMEHHOE U3MEPEHUE, U UTPOK BBIHYKJIEH PelllaTh, B KAKOU
MOMEHT MPOIUIOT0 OH JOJDKEH clieflaTh TO WM WHOoe AeiicTBue. Bmecto
BO3BpallleHUsT B MPOLIIOE MOXKET HCIOJIb30BAThCSI MHOTOKPATHOE
MOBTOPEHHE «HacTosmiero», kak B Elsinore (2019), roe mnporaroHuct
JIOJKEH 3aHOBO MPOXKUBATh KaXAbpl U3 4 nHeW nepex tparenuei. Takwue
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BO3BpAIllCHUs [IE€JAl0T MPOXOXKACHUE HWIrPBl OOJiee CIOXKHBIM, TaK Kak
TpeOyIOT BHUMATEIbHOCTH, YTOOBI HE TEPSITh JUHEHHYIO JIOTHKY Pa3BUTHUS
COOBITHH, HAXO/IICH BO BPEMEHHOM TeTIIe.

Kornma croxer urpbl 3aTparMBacT BO3BpalleHHE H3 Oyayliero B
«HACTOSIIEE», TMPOTArOHUCT JHOO JOKEH TMOJAMEHUTh CcO00l yke
CYIIECTBYIOIIETO «Ce0s» B ATOM BPEMEHH, JTMOO TepOeB CTAHOBUTCS JIBOE,
kak B Spider-Man: Edge of Time (2011), riae He0OX0UMO HIpaTh 3a JIBYX
moaei-nmaykoB. A B ¢unHane Back to the Future: The Game. Episode 5:
QOutatime (2011) BoBce coOOHMpArOTCS 4YETBEPO BEPCHUN MPOTATOHUCTA,
KaX/Iblii ¢ COOCTBEHHBIMH IJIaHAMH Ha Oynymiee. B ormnmmuume ot apyrux
UTP C BO3MOXKHOCTBIO «OTMAaThIBaHUs» BpeMeHH, B Blades of Time (2012) u
Super Time Force (2014) nmpoucXOAUT HE «IEPEUTPbIBAHUE» OTPBIBKA, a
NpUCOCIMHEHUE HBIHE JEHCTBYIOIIETO TEpCOHaXXa K  JIBOWHUKY
NPOTarOHUCTA, KOTOPBIN MPOAOIIKACT ACHCTBOBATH MO-TIPEIKHEMY.

Hpyras mpobiema ¢ BO3BpalleHHEM BO BPEMEHH CBsi3aHA C
BO3MOJKHOCTBIO TOSIBIICHUS «BPEMEHHOM METIH», B KOTOPOU Tepoii CHOBA U
CHOBa TMEPEKMBAET COOBITHS, TMPEANMICCTBYIOIAE IEPEMEIICHUIO.
[TomemieHne urpoka B TOJOOHYIO TETIIO MOXET CIY)KHUTh OCHOBOM
cioxera, Kak B Alan Wake's American Nightmare (2012).

JUis  skaHpa CTpaTeruié C  yNpaBI€HHMEM MHOIOYHCIIEHHBIMU
HNOJJaHHBIMU TEPEMELICHUs] N0 BpPEMEHHU 0oJiee CI0XKHO OpPraHu30BaTh
TEeXHHYECKH, OJIHAKO M 31eCh ecTh npeneneHtol. Tak, B Achron (2011)
rpynnsl  (FOHUTBI) MOXKHO  I€peMeIlaTh [0  IOCJEeA0BaTEIbHBIM
OPOMEXYTKaM BpEMEHM HE3aBUCUMO JIpyr oOT Jpyra. l3meHeHHOe
IpOIJIOE BIMSAET Ha HacTosllee U Oynyllee, HO HE MTHOBEHHO, a B BHJIE
«BPEMEHHOW BOJIHBI», KOTOpasi, MPOXOAsl C ONpEEIIEHHbIM HHTEPBAJIOM,
IPUBOAMT HACTOsIIEE U Oynyllee B COOTBETCTBUE C HOBBIM IPOLUIBIM, YTO
OTpa’kaeTcsi KaK BCIUIECK Ha BpPEMEHHOM Mmikaje. TakuM o0pa3oM, Mbl
UMEEM MpPUMEP UIPbl, B KOTOPOUM M3-3a U3MEHEHMsI MPOILIOr0 HACTOSIIEE
MEHSIETCSI HE B paMKaX HECKOJbKUX BapHaHTOB HEJIUMHEHHOIO pa3BUTHUS
CIOKETa, a MOJEJIUPYETCs IMOCTOSHHO W HEMOCPEJCTBEHHO B OTBET Ha
NPEINPUHATHIE IEHCTBUS.

INPOIIJIOE, HACTOAIIEE U BYAYIIEE B UT'PE

Takum 00pazoM, TpH MEpEeMEIEHUU Teposi BO BPEMEHH CTaHOBUTCS
HEOOXOMMMO pa3ianvaTh BpeMsl aBaTapa W BpeMsl HTPOBOTO MHpa, B
KOTOpOM OH mepememaercs. [Ipu 3ToM BpeMsi UTPOBOrO MHpa, KOTOpPOE
TEpsieT JTUHEUHOCTh U OJHOHANPABICHHOCTb, OMUCHIBACTCS B TEPMHUHAX
MPOCTPAHCTBA, @  E€JUHCTBEHHBIM  NPUHUUIHAIBHBIM  OTJIUYUEM
MEepEMEILICHHs] BO BPEMEHHU SIBIISIETCS HAJIW4YUE MPUYUHHO-CIIEICTBEHHBIX
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CBSI3€H, OCTAIONIMXCS OJIHOHAMPABJICHHBIMU: OT MPOILIOr0 B Oymyliee.
Hampumep, TakoBO «Bpemsi MPOABMIKEHHS B HIpe» MO TEPMUHOJIOTUU
Xutuenca (Hitchens, 2006). Cam CcMBICT MOHATHH  «IIPOILLIOE,
«HacTosIeey U «Oyayliee» CTaHOBUTCSA YCIOBHBIM, KakK OTMeYal
CTOPOHHUK 3HaKope]eKCHUBHOTO moxojaa ko BpeMenu b. Paccen, nanHbie
XapaKTEPUCTUKU TPHUHAJJIC)KAT HE BPEMEHH, a CO3HAIOIIEMY CYOBEKTY
(Paccen, 2001). Ilpu sToM guHaMH4YecKas W CTAaTUCTUYECKas KOHIEMIUU
BPEMEHHU MOTYT OBITh COIOCTABJICHbI CO BPEMEHEM HIPhl U BpPEMEHEM
aBaTapa COOTBETCTBEHHO. BpemeHHas 1mikana ¢ MpOIUIbIM, HACTOSIIUM M
OyIyIIMM CYIIECTBYET JUIsi MHpAa WUIrPhl, a JJs Tepos €CTh TOJbKO
NEPEABMIKEHUE OT «paHbIIE» K «IO03Ke» U HAo00pOT, MO JAOUPUHTY
BO3MOKHBIX UCXOJIOB COOBITHIA.

0. b. MonuanoB numet: «Jlnsa knaccuueckoir  pusuku  <...>
OJIHOBPEMEHHOCTh Pa3JIMYHBIX COOBITUH BBIPAXKAET UX TOXKIACCTBO “TIO
MecTy” B “motoke” adbcomoTHOro BpemeHu» (Momdanos, 1969, pp. 15-17).
[Io W. Kanty, HanpoTuB, pa3iauuHbie coObiTUd A u B He Moryr maxke
BOCIIPUHUMATHCS ¢ a0COJIFOTHON OJHOBPEMEHHOCTBIO; M JIJISl TOT'O, YTOOBI
CBECTH OTH [IBa PA3JIMYHBIX COOBITUS K OJHOMY MOMEHTY BpPEMEHH,
«HEOOXOAMM CHUHTE3 MHOr0OOpa3HOTro IMOCPEACTBOM  BOOOpPaKEHUS,
KOTOPBIHN Bceraa nocieaoBaresieH Bo BpemeHn» (Kant, 1998, p. 148).

B urpe nonumanue Toro, 4To €CTh MPOIILIOE, HACTOsIIEE U OyayIee,
OOBIYHO HaBA3BIBACTCS HM3BHE (HAIPUMEDP, B NMPEIBICTOPUHN YKa3bIBAETCS
roJl Havaja COOBITHH, JOJKHBIM CIYyXHUTh «HACTOSIIIIUMY, JIOKAIIUH
coJiepKaT BU3YaJbHbIE IMOJCKAa3KH, CBSI3aHHbIE CO BpemMeHeM U T.n1.). 1lo
YMOJIYaHHUIO (KOTrJa MYyTEIIECTBUS 10 BPEMEHH OCYLIECTBISIIOTCS HE IO
BOJIC aBTOPOB, a C MOMOIIBIO COXPAHEHUI) HACTOSALIUM OYIET CUUTATHCS
camasl «JajeKas» OT Hauajia Urpbl TOUYKA, aKTyaJlbHas JJIsl CYIIECTBYIOILIETO
B JIaHHBIA MOMEHT BapHuaHTa (BETBH) Pa3BUTHs COOBITHI. TeM He MEHee 10
IPEAOCTABISIEMBIM BO3MOYKHOCTSAM MOXHO Pa3AeiIUTh UTPhl CO BPEMEHEM
Ha «uepvl ¢ Hacmoawum» (TI€ MOXKHO 3aMEIJIATh U OCTaHABIHUBATh
TEYEHUE UIPOBOrO BpPEMEHU, M TMEpeMelaThCsi Ha CPABHUTEIBLHO
HEOOJBIITNE MPOMEXKYTKH BPEMEHHU Ha3aJl, 4TOObI UCTIPABUTH COOCTBEHHBIC
NEUCTBUSI) U «uepvl ¢ npowinbiMy (TA€ BBIICHSIOTCA MNPUYUHHO-
CIIC/ICTBEHHBIC CBSI3M MEXAy MPOUUIBIM M Oymymewm)'. Brpouem, o6a
BapUaHTa BO3JCHCTBUS Ha BPEMSI MOTYT HCIIOJIB30BAThCA OJHOBPEMEHHO,
Hanpumep B Chronology (2014).

! B mpeanoseHHOi TPAaKTOBKE, €CTM Mbl HA3BIBAEM «HACTOSIIMMY CAMYIO «IAJEKYIO» TPOHICHHYIO OT
Hadaja urpbl TOUKY, TO UIpaTh ¢ OyaymuM Hemb3s. IloHATHE «urpa ¢ OymaymnIiM» MOXET ObITh TOJIBKO B
TOM CITy4ae, €CJIM MBI IPUMEM 3a/1aBaEMOE aBTOPAMH «HACTOSIIIEE» KAK OMPEIEIICHHYIO TOUKY UIPHI.
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BBIBO/IbI

B nocnenHee necsaTuieTMe KOJMWYECTBO BBILIEAIINX WIp, T
pa3paboTyuKu HKCIIEPUMEHTUPYIOT co BPEMEHEM, MOJKET
CBUJIETEIBCTBOBATh 00 OCMBICIEHUM MAacCOBBIM CO3HAHUEM ATEpPHAIU3MA,
T.C. OPUHATUS ~ YETBIPEXMEPHOT'O MIPOCTPAHCTBEHHO-BPEMEHHOT O
KOHTUHYyMa B KauecTBe OOBEKTUBHO-PEAbHOM JEHCTBUTEIBHOCTH
(Ko3bipes, 1991). Kuno 1 KoMIbIOTEPHBIE UTPBI, OUEBUIHO, CIOCOOCTBYIOT
ATOMY MOHMMAaHHIO. XOTS KaK OTMEYaeT aMEpPUKAHCKUI (PU3MK-TEOPETUK
b.P. I'pun, «TO, 4YTO TEOpPUSA OTHOCUTEIBHOCTH pacCMaTpuBacT BCE
MOMEHTBl BpPEMEHU KaK paBHONpPABHbIC, SBIAETCA HE CIUIIKOM
NOMYJSIPHBIM CleACcTBUEM TpyaoB OiHmreitHa» (Greene, 2004). OgHako
NOCJEJHUE  pEIIeHUs  ypaBHEHHUsS  OWHIITEHHa,  JIONMyCKalolue
BO3MOXXHOCTb CYIIECTBOBAHUS 3aMKHYTOW BpPEMEHMIIOJOOHON KpUBOM,
no3BoJIAIONIEH mepeMeniatbes B npouuioe u Oynymee (Tippett & Tsang,
2017), natoT HOBBIM TOTYOK OCMBICIICHHIO (DeHOMEHA BpEMEHU. AKTHUBHOE
UCCJIEIOBAaHUE TEPEABUKEHUS BO BPEMEHHU B KYJIbTYPHOM IPOCTPAHCTBE
ocymiecTBisieTcst yxxe 6osee 100 yneT, kak MUHUMYM HadyMHas C pacckasa
I'epbepra Yoamnca 1888 roma «AproHaBThI», BIOCIEICTBUU BBIPOCIIETO B
pomaH «MainHa BpeMeHn». TeM He MeHee UCIOJIb30BaHue NepPeMEIICHH M
BO BPEMEHM B KOMIIBIOTEPHBIX UTPax IMPUBOJUT K HOBOM «IIPAKTUYECKON»
hopMe' OCBOGHHMS MIPOKAMH KAaTErOpHE BPEMEHH, KOTOPOE TPEICTABICHO
TEM UHTEpecHee, dYeM OoJjblle aJlbTepHATUBHBIX KOHLEMHIUN ero
MOJIEIIMPOBAaHMs yuuThIBaeTcs. IlpuueM ecim B psne CiydaeB UIPOKY
IPEIJIaratoTcs IMpPEeAyCMOTPEHHBbIE aBTOPAMM BapUAHTBHI JBHUKEHUS BO
BPEMEHHU, TO B JAPYTUX — CYILECTBYET HACTOsIas cBOOOAA MepeMeIeHus
BO BpeMeHH. [Ipexzae Bcero, B Urpax MOKHO ONBITHBIM ITyTEM H3y4aTh
3aKOHOMEPHOCTH MPUYMHHOCTH, B HEKOTOPBIX CiiydasX 3((eKT «yaBoeHUE
IIEPCOHAXa» IPHU BO3BPALICHUU B IIPOLUIOE, a MHOTAA CBS3b IPOLUIOTO C
aMsThIO CYOBEKTA.
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