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Computer Games: Grammars of Interfaces

The time we live in is characterized by the crisis of interaction: the interface is losing its
medial and communicative nature and no longer performs the function of linking
elements — rather, it becomes a source of immediate experience and an environment, a
signifier without a signified, an amedial mirror-like surface. In computer games, this
trend shows itself most vividly. In games, reflection about anything is transformed into
production of a new reality: game mechanics force their laws upon the narrative,
generate a special sensual-bodily experience, and set the perception of the categories of
space and time. The reality of the interface, eluding the researcher’s gaze in its entirety
but manifested in a variety of specific forms, often generates breakdown, glitches, and
phantom phenomena, which in turn bring forth various ludic mutations.

The articles included in this issue cover a wide range of issues related to computer
games as interfaces, i.e. media instances of gaming experience, from the general
characteristics of games as a media environments and total works of art
(gesamtkunstwerk of our time), inheriting the Bauhaus aesthetics, to the analysis of
certain game mechanics. Specifically, the methods for constructing time are analyzed,
the category of “phantom affordances” (a source of breakdowns in perception and a way
to frustrate users) is introduced, the narrative communication levels, the transformation
of cultural memory in “encyclopedic games” and the ways of constitution of gamer’s
body are investigated. Moreover, even when authors consider computer games as a form
of reflection about something external (for example, about history or about the nature of
time), the analysis also detects effects generated by internal features of the game as a
medium. This issue is based on the results of the Double Game Philosophy Conference
(October 21-25, 2019), organized jointly by the Centre for Media Philosophy, the
Laboratory for Computer Games Research, and the Game Philosophy Network.

Guest Editors:

Alina R. Latypova, Centre for Media Philosophy and the Laboratory for Computer
Games Research, St. Petersburg, Russian.

Margarita M. Skomorokh, Laboratory for Computer Games Research, St. Petersburg,
Russian.

Galactica Media: Journal of Media Studies is a periodic academic e-journal without
printed forms (since 2019). The journal publishes scholastic articles, reviews,
information resources, reports of expeditions, conferences and other scientific materials.

This project is a truly ambitious initiative that serves to disseminate scientific
intellectual knowledge and information in the field of media and popular culture
(history, cultural studies, anthropology, philosophy, etc.) in the modern world
community.
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It is not for nothing that we used the epithet ambitious, since from the very beginning of
its inception and preparation, it really is such. The project was started in 2018 by a
small group of enthusiasts, young scientists whose interests lie in the above-mentioned
areas of research.

First of all, we have assembled a truly big international team to become the members of
our editorial board, people from different parts of our “small global village” called
planet Earth, as media culture theorist Herbert Marshall McLuhan put it. Our editors are
leading scholars in the field of media and popular culture from Russia, USA, UK,
Spain, Austria, Sweden, India, Sri Lanka, China, Malaysia, Ghana.

Therefore, we chose English (the international language of science) and Russian (as the
project is an initiative of Russian scientists) as the working languages of the online
journal.

Openness, no charge, and peer reviews by leading scholars are the fundamental
principles of our project (Ethics). And the digital character of modern international
communications made us choose the electronic version of the journal (without physical
printing). Based on the above while choosing a platform we preferred an open and free
engine called Open Journal Systems, which ideally allows to organize the entire
publishing process.

This allowed us to automate each stage of publication through the user registration
system.

The names and e-mail addresses entered on the website of this online journal will be
used solely for the purposes indicated by the journal and will not be used for any other
purposes or passed to other individuals or organizations.

Journal publishes articles on quarterly basis.

Our online edition is devoted to the topical issues in the field of studies of media and
mass culture in the broadest coverage of: history, cultural studies, anthropology,
philosophy, etc.

The title of the journal was chosen as a reference to the work of the famous theorist of
media culture, Herbert Marshall McLuhan, who in his periodization of the invention
and assimilation by mankind of mass communications (media) introduced the concept
of "Galaxy" (Galaxy of Gutenberg, Galaxy Marconi, etc.).

Project goal: to create a virtual platform for exchange of views and discussions in the
field of studies of media and mass culture. We strive to ensure that our network
publishing performs an important scientific function — communication and information,
which allows not only to accumulate new achievements in this area, but also serves as
the basis for new discoveries and insights.

Online edition maintains its principles — to ensure the intercultural dialogue and to
reduce the conflict of civilizations. It adheres to the philosophy of non-violence, cultural
and religious tolerance. The editorial Board aims at removing language barriers while
maintaining respect for the national culture of each nation, residing on the small planet
Earth.
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We accept articles in the following spheres:

History including anthropology;
Philosophy;
Theory and history of culture.

But this does not mean at all that articles and other materials of the authors written in
other branches of knowledge will be categorically rejected. All materials submitted to
the editors will be carefully selected and sent for double-blind review.

Which does not mean though that any article sent to the editor will be accepted for our
online edition. Any unscientific or not based on facts article will be rejected by the
editors.

All articles are published FREE, but the fee is not paid to the authors.

Best regards,
Editors

e Certificate of registration issued by Roskomnadzor: 2J1 Ne ®C77-75215
since 07 march 2019

e Materials are intended for persons over 16 years old.
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KoMniboTepHbIC UT'PBI: TPAMMATHKA UHTEPPeiicoB

Ceronns, B SMOXy KpU3HMCa HWHTEPAKIHH, WHTEPENC yTpauyMBaeT MEAHAIbHYI0 M
KOMMYHHMKATHUBHYIO NPUPOJY U YK€ HE BBIITOJIHSIET (DYHKIHUIO CBSI3bIBAHUS 3JIEMEHTOB
— CKOpee OH caM CTaHOBUTCS HMCTOYHUKOM HENOCPEACTBEHHOI'O OIbITa U Cpenoi
oOHTaHMs, O3HAYAIOIINM 0€3 03Ha4aeMOro, aMeAnaabHOI 3epKaIbHON MTOBEPXHOCTBIO.
B KOMIBIOTEpPHBIX HWrpax 3Ta TEHIACHIHMS BOIUIONIAeTCs Hambosee spko. Pednexcus
Urpel 0 4eM Obl TO HH OBLIO 000paYMBAETCS MPOM3BOJICTBOM HOBOW PEATHHOCTH:
UTPOBBIE MEXaHMKHU JUKTYIOT CBOM 3aKOHBl HAppaTUBY, MOPOXKIAIOT OCOOBIH
YyBCTBEHHO-TEJIECHBIN OTBIT U 337a10T (pOpMaT BOCHPUSITUSI KATETOPUN IPOCTPAHCTBA U
BpeMeHU. PeasbHOCTE MHTEpQeiica, ycKob3atomas oT B3MIIAAa UCCIE0BATeNsl B CBOCH
MIOJIHOTE€, HO TMPOSIBIISIIOIIAsICS MHOTOOOpa3sueM KOHKPETHhIX (opM, 3a4acTyro
MOPOXKJIAeT COOM, TTIUTUU U (DAaHTOMHBIE SIBIIEHUS, KOTOPbIE B CBOIO OUYEPE/b BIEKYT 3a
co0O0l pa3In4Hble MyTALUHU JIIOyCa.

B craresx, BomeAmIMX B 3TOT HOMEpP, PACCMATPHBACTCS IMUPOKUN KpPYr BOIIPOCOB,
CBS3aHHBIX C KOMITBIOTEPHBIMH WIrpaMH Kak WHTepdeilicaMu, T.e. MeIuaabHBIMU
WHCTAHIIUSIMA HMTPOBOTO OIBITA, OT OOIIEH XapaKTePUCTUKH WIp KaK MeIuacpen |
TOTAJIbHBIX  MpoW3BeAeHUH  uckycctBa  (gesamtkunstwerk — coBpemeHHOCTH),
HacIleIyIoIuX dcTeTnke bayxayca, 10 aHam3a onpeeIeHHBIX UTPOBBIX MeXaHUK. Tak,
AHATM3UPYIOTCS CIIOCOOBI KOHCTPYHPOBATH BPEMsi, BBOJUTCS KaTeropus «(paHTOMHBIX
addopaaHcoB» (Kak MCTOYHMKA MEPLENTUBHBIX cO0E€B U (pycTpaluil moyib3oBaress),
UCCIENYIOTCS KOMMYHHKAaTHUBHBIE YPOBHM HappaTuBa, TpaHChopMalusi KyIbTypHOM
MaMATH B <«QHIUKIONEIUYECKUX UTPax» U CIOCOObI KOHCTPYHMPOBaHHUA Teja reiimepa.
[IpuueMm naxe B TexX cilydasx, KOT/Ia KOMIIbIOTEpHAsl UTpa paccMaTpHuBaeTcs Kak Gopma
pedaekcun 0 4eM-TO BHEIIHEM (Hampumep, 00 MCTOPUHM WM O MPHUPOJIE BPEMEHH),
aHanu3 OOHapy)XHBaeT TMPHUCYTCTBUE I(P(HEKTOB, MOPOKIACMBIX HCKIIOUATEIHLHO
BHYTPEHHUMHU, MeIUaIbHBIMU, 0COOEHHOCTSIMU Urpbl. HOMep MoAroToBieH Mo uToram
MexyHapoaHou koHdeperuu Double Game Philosophy Conference (21-25 oktsiOps
2019 r.), opranuzoBaHHOUW coBMecTHO llenTpom Mmeamadunocodun, Jlabopatopueit
uccnenopanuii  kommbiorepHbix urp (JIMKW) wm coobmectBom Game Philosophy
Network.

Bbinyckawimme peIakTopbl:

Ammna PawmneBHa Jlateimoma, llentp wmemmadmiocobun u  Jlabopatopus
uccinenoBanuii komnbroTepHbix urp (JIMKN), Canxr-IletepOypr, Poccus.

Maprapura MapkosHa Ckomopox, JIaGopaTopus ucciieJOBaHHI KOMITbIOTEPHBIX UT'P
(JIUKW), Caukt-IlerepOypr, Poccusi.

CereBoe wu3panue Galactica Media: Journal of Media Studies sBusercs
NEPUOANYECKUM HAayYHBIM H3JIJaHMEM, HE UMEIOIINM MeYaTHON (OpMBI, U BBIMYyCKaeTCs
¢ 2019 roma. B cereBoM wu3naHMM MYOJIMKYIOTCS HayuyHble CTaTbM, PpELEH3HH,
MH(GOPMALMOHHBIE PECYpChl, OTYETHI 00 3KCIEAULHUAX, KOH(EpeHLHUsX H Mpouue
Hay4HbIE MaTepUabl.

JlaHHBI TPOEKT ABIAETCA TMOWUCTHHE aMOWIIMO3HON WHUIIMATHBOM, CIyXKalleu
paclpoCTpaHEHUI0  HAYYHBIX  HMHTEJUICKTYalIbHBIX 3HaHUM ©  uHpopmanuu,
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MOCBSIIIEHHBIX HMCCICIOBAHUAM B O0JACTH MeIWMa M MAacCOBOM KyJIbTYpHl (HCTOpHS,
KyJIBTYpOJIOTHS, aHTponojorus, ¢uiocodpus W T.1.) B COBPEMEHHOM MHPOBOM
cooO1ecTBe.

Mpbl HEe 3ps HMCHOJB30BAIM AMUTET aMOWLIMO3HBIM, TaKk Kak € camMoro Hadajga €ro
3apOX/IEHUS W TOJATOTOBKH OH JICHCTBHUTENBHO SBIISIETCS TaKOBBIM. [IpoekT Obu1
3agymad B 2018 romy HeOONBIION TPYNIION SHTY3MACTOB, MOJIOJBIX YYEHBIX, cepoit
MHTEPECOB KOTOPHIX OKa3aJach BHINICYKa3aHHAs 001acTh HAYYHBIX HCCIIECIOBAHHM.

[lepBbIM 1€5I0M MBI COOpaiy MO-HACTOAIIEMY OTPOMHYIO MEXIYHAPOJHYIO KOMaHY,
KOTOpasi MpeJCTaBlIeHa B PEIKOJUIETUU CETEBOTO M3/JaHMS U OXBATHIBAECT OOJBITUHCTBO
KOHTHMHEHTOB, KaK BBIPA3UJICs TEOPETUK MeauaKyabTypsl ['epbept Mapimann MakitosH,
Haled «MaJeHbKOW TI00albHOM JEpeBHHU» IMOJ Ha3BaHuWeM IuiaHera 3emis. Croma
BOIIUTM BEAYIINE Y4YEHBIE B cepe MeIua M MacCOBOU KYJIBTYPHI CIEAYIOIMHUX CTPaH:
Poccus, CIIIA, BenmukoOpurtanust, Mcnanus, Actpus, [lIBenus, Unaus, [lpu-Jlanka,
Kwuraii, Manaiizus, I'ana.

[TosToMy B KauecTBe pabOYMX S3BIKOB CETEBOTO M3/IaHWS MBI BBIOpATHM aHTJIMACKHUI
(MeXIyHApOIHBIN S3bIK HAYKH) M PYCCKUM (TaK KaK TMPOEKT SIBISETCS WHHUIIMATHBOM
POCCUMCKHX YUEHBIX).

OTKpBITOCTh, OECIUIATHOCTb M PELEH3UPYEMOCTh BEAYIIUMHU YYEHBIMH  BCEX
MMOCTynaromux  1Ijisd Hy6J'II/IKaHI/II/I MaT€pruaioB ABJIAIOTCA OCHOBOIIOJIArarOIruMnu
HayYHbIMU IPHHOWIIAMMK HAIIETro IIPOCKTa (OCHOBHI)IC OTUYCCKUC TIPHUHIHIIBI
MPEJICTaBICHBI 371eCh). A IMPPOBOH XapakTep COBPEMEHHBIX MEXIYHAPOHBIX
KOMMYHHUKAITUH 3aCTaBUIJI HAC BHIOPATH 3JIEKTPOHHBIN BapUaAHT MyOJUKAIUU cTaTel (6e3
¢duszuveckoit meuvatn). Mcxons u3 BBIICTIEPEYHCICHHOTO B BBIOOpE TLIATGOPMBI TS
peanu3anuu 3ayMaHHOTO, Mbl OCTAHOBHJIMCH Ha OTKPBITOM M O€CIIATHOM JIBHKKE IO
naszBanuem Open Journal Systems, KOTOpBIi TO3BOJISET HICAIBHO OPraHU30BaTh BECh
M3JaTeIbCKUHI MPOLECC.

910 AajJlo0 HaM BO3MOXXHOCTb AaBTOMATU3HPOBATH Kﬂ)KI[I)IfI 9Tall Ha IMYTH K
OHY6J'II/IKOB3HI/IIO HAaY4YHBIX MaT€pHaJIOB Y€PE3 CUCTEMY PErUCTpallin IMOJIL30BaTEIICH.

Nmena u aapeca 3JEKTPOHHOM MOYTHI, BBEICHHBIE HA CAalWTE ATOTO CETEBOIO M3JaHUS,
OyIyT HCHOJIb30BaHbl HCKIIOUUTEIBLHO [UIS I1eJiel, O0003HAYCHHBIX AITHM CETEBBIM
W3aHWeM, M He OyAyT WUCIOJb30BaHbl JUIsI KaKUX-TUOO JPyrux Meled Wiu
MPEAOCTABJICHBI APYTUM JIULIAM W OPTaHU3aIUsIM.

MbI BBIXOIMM €:KeKBapTaJIbHO 4 pa3a B roj.

CeTeBoe M31aHUE MOCBSIICHO aKTyaJbHBIM BOIIpOCaM B cepe ucciaenoBaHuii Meua u
MaccoBOM KyJbTYphl B CaMOM IIHPOKOM HUX OXBare: HCTOPHS, KYJIbTYpPOJOTHS,
aHTpormnoyiorus, Gumocodus u T.1.

Haspanwue npoekra Ob1JI0 BEIOpAaHO B Ka4eCTBE OTCHIJIKM K TBOPYECTBY M3BECTHEHIIIETO
TeopeTuka MenuakynsTypel ['epOepra Mapmamia MakiosHa, KOTOpBIH B CBOEH
MEepPUOIU3alMU  H300peTEeHUsT ¥ YCBOGHHUS UEJIOBEYECTBOM CPEACTB MAacCCOBOM
KOMMYHHKAIMH (Meaua) ucroib3oBai noustue «l amaktuka» (['anakruka ['yrrenOepra,
lNanaktuka MapkoH# # T.1.).

IIe.m; MMpo€eKTa: CO3aaHUC BHpTyaHbHOﬁ IIOIIAaaKH IS oOMEHa MHEHHSIMH H
,Z[I/ICKyCCI/Iﬁ B o0jacTu HCCIeIOBaHUM Mearua U MacCOBOM KYJIBTYPBIL.
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Hcxons u3 uenu, Mbl CTpEMUMCS K TOMY, YTOOBI Hallle CETEBOTO HM3/aHHE BBITIOIHSIIO
BaXHBIC HAy4yHble (YHKIMH — KOMMYHHUKATHBHYIO U HH()OPMALMOHHYIO, KOTOpbIC
IIOCITY’KaT OCHOBOM JUIsl HOBBIX OTKPBITUI U O3apEHUM.

CereBoe M3/1aHUE BBICTYNACT C MO3UIUN «UICOJIOTHI» JUAIOTa KYJAbTYp U YCTPaHCHHE
ycioBuid KoH(pnukTa nuBuiau3anuid. OHO TPUICPKUBACTCS TPHHIUIOB (HUIocopuun
HEHACWINSA, KyJIbTYPHOU M PEIUTHO3HON TOJIEPAHTHOCTH. Penmakuus mpecienyer meib
YCTpAaHEHUS S3BIKOBBIX OapbepOB U YBWKHTEIHHOTO OTHOIICHUS K TpaHUIAM
HAI[MOHAJILHOW KYJIBTYPHl KKIOTO HApoja, MPOKUBAIOIIETO HA MAaJCHHKOM TUTaHETe
3emus.

OcHOBHEIC OTpacjii HaAYK, B paMKaX KOTOPBIX MOT'YT OBITH OHY6J'II/IKOB21HI)I MaTcpHraJibl B
JaHHOM H3JJaHHH, 3TO:

07.00.00 — UcTopuueckue HAyKn. B ToM ynciie M1 aHTPOMOJIOT WS ;
09.00.00 — ®unocodckue HAYKH;
24.00.00 — Teopusi 1 uCTOPHUS KYJIbTYPBbI.

Ho 310 coBcem He 03HayaeT, 4To CTaTbU W MHBIE MaTe€pHallbl aBTOPOB, HAITUCAHHBIE B
JIpYrUX OTpacisx Hayku OyIyT KaTeropuuyeckd OTBEprHyThl. Bce Marepuansl,
MOCTYHAIOIINE B PEAAKIINIO TIPOXOAT TIIATENbHBIN OTOOP U OTHPABISAIOTCSA HA ABOMHOE
CJIETIOE PELEH3UPOBAHHUE.

BMmecTe ¢ Tem 3TO He O3HawaeT, 4To JF00as, MPUCIaHHAs B PEIAKIUIO CTaThs, OyaeT
HaIli€yaraHa B HalIEM CECTCBOM H3IaHHU. JIro0as AHTHHay4YHad W HE NOJAKPCIIJICHHAsA
(haKTOJIOTHYECKH CTaThsl OY/IET OTKIIOHEHA PEIaKTOPAMH.

Bce crateu nyomukyrores B cereBom u3aannn BECIIJIATHO, Ho u roHOpap aBTOpam
HE BBIIJIAYMBACTCS.

C ysarcenuem,

peoaxkyus ycypHana

e (CBuueTenbCcTBO 0 peructpanuu BoigaHo Pockomuamzopom: DJI No ®C77-75215 ot
07 mapta 2019

e OnyOnuMKOBaHHBIE B KypHaJle MaTepHalibl IpeIHA3HAYEHBI IS JIHIl cTapiie 16 jer
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Editorial Team
Editor-in-Chief:

Penaxknus

I'J1aBHBIN peIaKkToOp:
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Guest Editors:
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Associate Professor at the Department of
Cultural Studies, Astrakhan State
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Copy editors:
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Energy University, Russia
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Isabeau Vollhardt, B.A.
Philosophy/English University of
Washington, Seattle WA graduate USA

TaiicuHa IMUIM AHBAPOBHA, JIOKTOD
bunocodckux Hayk, mpodeccop,
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MeauakoMmyHukanuu @I'bOY BO
"KazaHckuil rocyiapCcTBEHHbIN
SHepreTuueckuil ynusepcurer", Poccus

JumHa AnueBHa CapakaeBa, K. (QHUIION.
H., XalfHaHbCKHUH TpodeccuoHaTbHbIN
KOJIJIE/K SKOHOMHKH U Ou3Heca Xaiikoy,
Kuraii

Isabeau Vollhardt, B.A.
Philosophy/English University of
Washington, Seattle WA graduate USA
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International Editorial Board
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«AcTpaxaHCKUH rocy1apCTBEHHbIN
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WuTtepdeiic — areHT kenaromero npousBoAcTBa. llocTosiHHBIE
anrpeiapl  CTpeMATCs TMOKpPBITh BCE MHOroo0Opasue MOoTpeOHOCTEn
noyib3oBaTenia (Bce Oojiee BO3pACTAIOMIMX W MEHEe MPUBA3AHHBIX K
HEOOXOJIMMOCTH), OHM CO3JA€T JIaKyHbI, TpeOylouue 3amoiaHeHus. Tak,
UHTEpPENC CTAHOBUTCS AareHTOM aHTUIIPOU3BOJACTBA, IPOU3BOJSILETO
HexBaTKy. 3arpy3uwin oOHoieHue? [lonyuyaiiTe HOBYIO MOJENb >KEJIaHUS
— KeJlaHue MePeyCTaHOBUTh HOBBIA mopsanok. UHTepdeiic — 310 cpena,
TOPU30HT BO3MOKHOCTEN M 1u(poBasi OMKyMEHa COBPEMEHHOI'O YeJIOBEKa.
Ho wuzer 1 peus o ero ecrecrBernoctn? Wi, mono6uo «[Ipupome»’, o
yKe «HeHatypaneH»? Bue wuntepdeiica peambHocTn Her. Ho uyTo
npencrapisier coboil uHTepdeic? ToranbHyr CBSI3b, HUBEIMPYIOLIYIO
cBoe npucyrcTBue? I'paduyeckre 3JIeMEeHTbl, IPOrPAMMBbI, dJIEKTPUUECKUE
UMITYJIbCHI, MPOXOJSLIME MO MaTepuHCKON T1uiare? YUTo U3 3TOro Mbl C
NOJIHOM yBEPEHHOCTHIO Ha30BeM HHTep(elicoM B moiaHoM cMmbiciie? Bee u3
HA3BaHHOI'O — B OIPE/ICNIEHHON Mepe MHTep(eic, HO HUUTO U3 3TOTO HE
SABIISICTCS M.

Okka3noHaIBHBIM  OOpa3oMm wuHTepdec oOKas3pIBaeTCs Ha0OpOM
rpaduyeckux osnemeHToB (Kypro, 2014), meauanpbHOM WHCTaHIUEH
KyasTypbl (Manovich, 2001), npoBonuukom uaeosnoruu (Galloway, 2012),
UTPOBBIM MHUpPOM B ero TotaimbHOoCcTH (Jorgensen, 2013), «apmarypoii
BOCHPUSATHSY, UM HOBOUM (popmoii uyBcTBeHHOCTH, (JIeHkeBuy, JlaThinosa,
2016), ycranoBkoit Birisga (Myxkna6a, 2019), u T.m. Kaxabeiii pa3 Mmbl
UMEeeM JIeJI0 C KOHKpeTHhIM TposiBienueMm «MHTepdeiica», cxBaTuTh
KOTOPBII BO BCEH €ro MOJHOTE HE MpeACTaBiIseTcss BO3MOXHbBIM. He roBops
y)k€ O TOM, YTO €CIM MBI OrPAHMYMBAEMCS PACCMOTPEHHUEM
MOJIb30BATENIbCKUX ~ WHTEPPEHCOB  MOMYNSAPHBIX  TaKETOB WM
KOMIIBIOTEPHBIX HUTpP, TO TEpsieM BCAKUM HaMeK Ha pedepeHIHnaTbHyIo
cBs3b. MIHTEpdelic KOMITBIOTEPHOM UTPBI HE OTCHUIAET HAC K KAKOMY OBI TO
HU OBUIO OCHOBAHHWIO, HO TPEIBSIBISET HAM MHOXKECTBO  «JIHID»,

! Tumorn MopToH, ToBOpsi 00 SKOIOTHYECKOH CO3HATENBHOCTH, TpeIaraeT OTKa3aThCsi OT TePMHHA
«IIpupona», Tak Kak OH HE OTCHUIAET HAC HU K YEMY UyBCTBEHHOMY, 32 HUM HE CTOMT MaTepHaIbHAS
OIIPEIETIEHHOCTD, M y HETO HET «aHTHnoAa» B Bune He-nmpupoasl. «IIpupona Bce TO, YTO HE YENOBEK» —
MOrJI0 OBl CIyXXHTh HEKOTOPHIM OIPAaBJAHWEM TEPMHHA, HO AHTPOMOIEHTPHUYECKHE KOOPIUHATHI
IepecTaliy 3aJaBaTh MacTad coBpeMeHHOCTH. Kak TonbKo MBI HAUMHAEM HCKaTh rpaHuny llpuponst n
He-npuponsl, To TyT e OKa3bIBaeMCsl B HENENOM IIOJIOXKEHUH, KOTZa BBIHYXIEHbI NPHU3HATH, UTO
IIpupoga — 370 Bce MM HUYETO. PerylsaTHBHOCTh NMOHATHS HE Ja€T HaM CXBAaTHTh €r0 KOHKPETHOCTb,
YTO BBI3BIBACET IIENbIH P 320y KICHUI OTHOCUTENBHO IIPUPOJHOTO» M, KaK CIEICTBHE, €TO COCTOSHUH.
OKONOTMYECKUH JUCKYpC CTAJKWBAaeT HAc C SIBICHMSAMHM, KOTOPBIE HENb3sl HANpSMYyI0 CXBAaTUTh
(TmobanpHOE TOTpEbICHNE, 3aTPSI3HEHNE BOJOEMOB, HCYC3HOBCHIE BUIOB, MyCOPHEIE OCTPOBA U T.II.), HO
YbH KOHKPETHBIE MPOSABICHUS MBI MOXeM (HUKcHpoBaTh. ['0BOps 00 IKOIOTMH, MBI MUMEEM B BHAY
CTPYKTYpPBI, OTCYTCTBYIOIIME 3/1€Ch M CeHdac: MBI MOXKEM OIHCHIBATb MEXaHHW3MBI 3BOJIOLHN
(cmoxuBIIMECS 3aKOHOMEPHOCTH, OTCBHUIAIOIINE HAC K MPOIIIOMY, T.€. CTaBIIEMY WJIM K TOMY, YTO MBI
MOXXKEM Ha3BaThb (OpMOii), HO HHUKoraa He ykaxkeM Ha Hee (Moprton, 2019). He sBusercs nu
«HHTepdeiic» TakuM ke apXxamdeckuM TEPMHUHOM, Kak u «[Iprupoma», IOCKOIBKY €ro OnpeneleHHOCTh
KakK IIeJIOT0 YCKOJIB3aeT OT HAC B €r0 YACTHBIX MPOSIBIICHUSX ?
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MPOIMYIICHHBIX  CKBO3b  pa3JIMYHbIE  PENpPE3CHTALMOHHBIE  (OPMBI.

Nutepdeitc — dopma 6e3 comepxkanus. Ho dopma dero?
[Tonb3oBatensckoro onbita? udpoBoit marepuansHocTU? J(MrUTanbHOM
YyBCTBEHHOCTH?

Pabor mno ananmutuke UWHTEP(HENCOB KOMIBIOTEPHBIX UTP B
POCCHIICKOM aKaJIeMHMYECKOM TMPOCTPAHCTBE HE TaK MHOr0, BOIPOC O
CYLIHOCTH HHTepdelica, 0 TOM, KaK YCTpOeHa Ta WIM MHas ero ¢opma
(moxxoAuM 1M MBI K HEMY CO CTOPOHBI OHTOJIOTHMHU, SMHUCTEMOJIOTHH,
apxeoJIoruu Menua, MeauaduiaocoPuu U T.1.), OCTAETCS OTKPBITHIM. XOTS
yke ObUT MpojenaH psJ IIaroB, 4TOObl OTBETUTh Ha HETro. B yacTHOCTH,
JIaGopatopusi uccie0BaHUN KOMITBIOTEPHBIX HIP (HI/IKI/I)l, COTPYAHUKH
KOTOpPOW  BBICTYNWJIM  BBINYCKAIOIIMMU  peJaKTOpaMHU  JTaHHOTO
TEMATUYECKOT0 HOMEPA, He pa3 oOpalanuch K TeMe uHTepgeiica B pamkax
uccinenoBanus urp. Tak, corpynnuku JlabopaTopuu MNOATOTOBUIU PNl
nyOMuKanui 1o JaHHOW TemaTuke: «BTop)keHue si3blka KOMITbIOTEPHBIX
urp B mycTteiHio PeanmsHoro» (byrmak, 2013), «MuaTtepdelic kak mpeamer
pednexkcuny» (JlenkeBuuy, Jlateimona, 2015), «MHTepdeiic kak (c)moxHas
dopma uyBcTBeHHOCTH» (JlenkeBuu, JlateimoBa, 2016), «BusyanbHas
9KOJIOTHUSI KOMITBIOTEPHON WUTPHI: ONTHUKA TeliMepa W 1moOouHble () EKTHI
npu ee HacTpoike» (Ckxomopox, 2016) u «IlompoOyiiTe MOBEpPHYTHCS: K
re€HEeaJOTUM UTPOBOW MEPCHEKTUBHI OT mepBoro juna» (Myxkaaba, 2019).
Kpome Toro, B mae 2018 roma B pamkax cemunapa JIMKN B Muctutyte

! JlaGopartopus mccnenoanuii kommbiotepusix urp (JIMKH) chopmuposanacs B 2013 roxy npu Lentpe
menuaduinocopun (Mucruryr ¢unocopun CIIOIY). B 2013 roay cunamu Ilentpa u JIMKU Obiia
npoBefieHa Bceepoccmiickas mepBas  HaydHas KOH(EpEeHLMsS C  MEXIYHapOOHBIM  Y4acTHEM
«KommproTepable Urpsl — TeaTp aKTUBHBIX aeiictBuit» (20-22 monsa 2013 roma, UD CIIOIY),
MIOJTHOCTHIO TIOCBSIIEHHAs HCCIENOBaHMAM KoMmIbloTepHeIX urp. B 2014 romy cocrosiack BTOpas
koH(QepeHuuss 1o ¢uinocopun  KoMmmbloTepHBIX Urp «KommbloTepHbIE Urpbl  Kak  Crocod
KOHCTUTYHUPOBaHHUA coluanbHOl peanbHOocTH». Kpome Toro, JIMKU sBnsercs (co)opraHu3zaTopom
pa3nUYHBIX KOH(EPEHIHiA, MacTep-Ki1accoB U Kpyribix cronoB B Cankt-IlerepOypre, Mockse, Hixaem
Hosropone, Acrpaxanu, Bonorae, Ynan-Ym, Bunbhioce, CapatoBe u apyrux ropogax. CoTpyaHUKH
JIMKW npuHHMAIOT y4acTHe BO BCEPOCCHMCKHX M MEXIYHAPOIHBIX HAyYHBIX MeponpusaTuix (YiaH-
barop, Typun, Komenraren, Ilekun, bepren, Beiimap wu np.). CM. comcox KoH(pepeHIUH:
http://mediaphilosophy.ru/liki/conferences/. Crout ormeruth, uto ¢ 2013 roma JIMKU mpoBomut
PeryIspHBIA HaydHO-HccienoBarensekuil cemuHap (opranmsatop A. C. JIeHkeBWY), IETBI0 KOTOPOTO
SIBIISIETCS.  CO3J@HME  a/JeKBAaTHOTO  IOHMMAl0  KOMIIBIOTEPHBIX WIP  METOJOJOTHYECKOTO |
KOHIIETITyaTbHOTO ~ ammapara B JAHajore Mexay ¢miocopamu, (QIIOIOraMu, COLHOJIOTAMH,
reiMauzaiiHepamMy, reiMepamy, CHEMUAINCTaMH B OOJACTH NPOrPaMMHUPOBAHMA M TEOPHU UID,
KyJIbTYpOJIOTaMH, My3eeBenaMd U T.A. B 3amaum cemmHapa BXOAWT pa3paboTka psiza mHpooiieM,
BO3HHKAIOIIUX B 3IO0XY HOBBIX MeIua B CBs3M ¢ (peHOMeHamu reiimudukaimy, (1e)cyObeKTHBALUH
MEINaIBHOTO MO, 3CTETU3AMN JEeHCTBUTENBHOCTH, TpaHC(HOpMAIMK TEINECHOCTH reiiMepa u ap. 3a
ToABI paboTHI Ta0OpaTOPHS MMOATOTOBHIIA K TIEYaTH JBE KOJUIEKTUBHBIE MOHOrpaduu: 1) KoMisroTepHbie
urpsl: crparerud uccnenosanus. Komr. monorpadus. CII6.: M3a-Bo C.-TlerepOyprekoro ¢pumocodckoro
obmrectBa, 2014. — 328 c.; 2) Urpa unu peanbHOCTE? OTBIT UCCIETOBAHNS KOMITBIOTEPHBIX Urp. Ko,
Monorpadus. CII6.: @oupn paszsurus xKoH(muKTONOrHH, 2016. — 498 c. Tarkke ObUT MOATOTOBIEH K
reJaTH TEeMaTH4YeCKWid HoMep KypHana: KommbpioTepHBIEe Wrphl: TeiMmu3ailH KymbTypel //
MexayHaponHbeId KypHan wuccienoBaHuit KynbTypbl. Nel (34) 2019. (IlpurnameHHble pemakTOPHI
soMmepa: K.II. IlleBnos, A.C. JlenkeBrd).
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¢unocopun  CIIGI'Y  cocrosncs  kpyraeli  cron  «MHTepdeiich
KOMIBIOTEPHBIX UTP», B CEHTAOpE TO K€ Tojia Mpolula BTOpas ceccus,
MocBsllleHHass aHanuTuke uHtepdeiica «Muarepdeiicer 2.0. Jlumo wu
JUIEBOCTh IHUQPPOBON peanbHOCTH». KpoMme TOro, OTAENBHO CTOUT
OTMETUTHh KOH(EpEeHIMH, Ha KOTOphIX mpobiemartuke uHTEpderca
KOMITBIOTEPHBIX UTp OTBOAMIAach KitodeBas poib. C 19 mo 21 oxTsa6ps
2018 roma Jlabopatopusi uccinenoBanuii komnsloTepusix urp (JIMKW) u
Coumonornueckuit  uncturyr PAH  (CII6) nposenu  Hayuno-
npakTuueckyro KoHpepeHuss «KoMIbIOTEpHBIE UTPBI:  KYJIBTYPHBIE
UHTepQEHChl W COIMalbHbIE HMHTEpakuum», a ¢ 21 mo 25 oktabps
2019 roma JIMKU, Lentp meauadunocodpun u Game Philosophy Network
opraHu3oBaiu  MeXIyHApOAHYIO  KOH(epeHuuro 1o  ¢uiocopun
rxommbloTepHbIXx urpbl Double Game Philosophy Conference, rae npunsiio
yuactue Oonee 50 wuccnenoBateneid u3 Espombi, CeBepHoit AMepukH,
Wuaunu u t.1. B pamkax Double Game Philosophy Conference coctosioch
7Ba MEpONpPHSITHS: TpHUHAANaTas MexIyHaponHas KOH(EpeHIUsI 110
¢unocopun KOMIBIOTEPHBIX UIp «ICTeTHKa KOMIbIOTepHbIX Urp» (PCG
2019) u uetBepras Bcepoccuiickass KOHGpEpEeHIUS € MEXKIyHAPOJAHBIM
yuactieM «KoMIbIOTEepHBIE UTPBI: HHTEPPEHCH MeIHapealbHOCTI.

JlanHbiii TemaTnueckuii Homep xypHaia «Galactica Media: Journal of
Media Studies», MHOCBSIIEHHBIH HCCACIOBAHUIO KOMITBIOTEPHBIX I/IFpl,
coOpall cTaTh YYacTHUKOB KOH(epeHUUHn «KOMOBIOTEpHBIE WIPBI:
UHTEepQENChl MeIUapeasbHOCTH» U CTal €I1€ OJHUM Ba)KHBIM pyOEKOM Ha
OyTH K NOHMMAaHHUIO M KOHLENTyaJu3aluu uHTep¢elica KOMIBIOTEPHON
UTPbl KaK CJIOXHOW MeAuanbHOM (OpMBI, 3a4acTyl0 CKpbIBAIOLIEH cBOE
IPUCYTCTBHE B MEJUAIIMM UTPOBOTO OIBITA.

B craresx, Bomegmux B 3TOT HOMEpP, PACCMATPUBAETCS MIUPOKUMN
KpYyr  BOIPOCOB, CBfI3aHHBIX C  KOMIIBIOTEPHBIMH  HUIpaMH  Kak
uHTepdeiicaMu, T.e. MEAMATBbHBIMA HMHCTAHLUUSMU WMIPOBOTO OIBITA, OT
o011ei XapakTepUCTHUKU UIP KaK MeJuacpel U TOTaJbHBIX MPOU3BEIECHUMN
uckyccrBa (gesamtkunstwerk coBpeMeHHOCTH), HACIECAYIONIMX SCTETHKE
bayxay3a, [0 aHaimM3a OINpPENEIICHHBIX WIPOBBIX MEXaHWK. Tak,
aHAJIM3UPYIOTCST CIOCOObI KOHCTPYMPOBATh BPEMsI, BBOJIUTCS KAaTETrOpHUs

! Crour OTMeTHTb, YTO B CTAaThAX TEMATHYECKOrO HOMEPa B OCHOBHOM (HIYpHPYET TEpMUH

«KOMIIBIOTEpHAsl HIpa» BMECTO «BHAEOUIPa» W T.N., KOTOPHIA OTCHUIAET K MEIMATbHOW OCHOBE
COBPEMEHHBIX WP, K BBIYMCIUMOCTH WIPOBBIX IPOLECCOB M HE OrPaHWYMBACT WIPHl UX BHU3YaJbHOM
CoCTaBISsIfolIeH (Kak W3BECTHO, €CTh KOMITBIOTEPHBIE WIPBI, B KOTOPBIX BHU3YaJbHBIH 3JIEMEHT
OTCYTCTBYET WJIM HE SIBIISICTCS OCHOBOIIONATarOlIUM — AyAHOHMIPHI, a TaKKEe WIPHI, ONMUpArONIHecs B
NEepBYI0 odepelb He Ha 3peHWe, a Ha ApPyrue BHIBI IEPLEIIMH, HApuMep Ha MPONPHOLEHIINIO).
I'paduaeckmii naTepdeiic 1 BU3yarpHBIe 00pa3bl, 0E3yCIOBHO, SBIAIOTCS BAKHOW YacTHIO MHOTHX HTD,
HO TIOCKOJIBKY CYIIECTBYET DS MTP, KOTOpBIE HE ONMHMPAIOTCS Ha HUX (MIPHI JUIS CIIETBIX, HEKOTOpHIC
PUTM-UIPBl M T.IL), TO TEPMHH, OIMCHIBAIOIIMKA OOIIMEe MeAWajbHBIE YCIOBHS COBPEMEHHBIX HID,
npencrasisiercs Oonee NPeaIOYTUTEIEHBIM.
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«panTomMHbIX addopaaHCOB» KaK HCTOYHHMKA cO0eB H (pycTpauuid
MOJIb30BATelNs, HMCCIENYIOTCd KOMMYHUKATHBHBIE YpPOBHM HappaTuUBa H
TpaHchopMalMsl KyJIbTYpHOH NaMATH B <«OHLMKIONEIUYECKUX HIPax».
[Ipyuem pgaxe B TexX chOydasX, KOIrZJa KOMIIBIOTEpHas  uUrpa
paccMmatpuBaeTcsi Kak GopMa pedeKCuu 0 4eM-TO BHEIIHEM (HaAmpuMmep,
o0 WCTOpUHM WIW O TPUPOJE BPEMEHHU), aHAIU3 OOHAPYKUBAET
npucytcTBue 3G(EKTOB, MOPOKAAEMBIX HCKIIOUUTEIBHO BHYTPEHHHUMH,
MeIuaabHBIMUA, OCOOEHHOCTSIMU UTPHI.

B cratee K. A. OueperssHoro «Bo3BbIIICHHBIH UTPOBOM ONBIT: YTO
cjaeAyeT M3 KpHU3Hca MHTepakumum?» uHTepdeiic paccmaTpuBaeTcsl Kak
cpena Xu3HU, (OopMHpyIOIIas HOBOTO CyObEKTa: NPHOIUKEHHOTO IO
CBOEH OMEepaTUBHOCTU K MAIIMHE U CAMOOMPEIEISIOUIErOcs Yepe3 MOHTaX
06pasos’. CoBpeMeHHasi CHTYAIHs ONHUCHIBACTCS KAK KPH3UC MHTEPAKIIUN:
CeTh  CTAaHJAPTU3UPOBAHHBIX  B3aUMOJEHUCTBUNH CKOpEe CKOBBIBAET
MOJIb30BAaTeNsl B IpeiesiaX 3aMKHYTOW CUCTEMBbI, YeM OTKPBIBAET OMBITY. B
Urpax, Kak IOKa3bIBa€T aBTOP, BO3MOXHOCTb OTOWTH OT CTaHAAPTHBIX
ormepanuii  BEpHYTh TMOJb30BaTENsl K IOJHOTE TMPUCYTCTBUS U
KOJUIEKTUBHOMY OIIBITY, OTKPBIBAETCSl B TOMEXaX U HAPYIICHUH OKUJAHUN
Ha ypOBHE TEJECHOTO B3aUMOJIEHCTBUS C UTPOi. B TO ke BpeMst mogoOHbIe
cbou, Ha HaIl B3MJISA, JEMOHCTPUPYIOT, YTO MHTepdenc mpodieMaTHIHO
paccmMaTpuBaTh ~ KaKk ~ HMHCTPYMEHT,  HEMOCPEACTBEHHBIM  00pa3oMm
CBA3YIOLIMNA DJEMEHTBbl, — €CJIU CBS3bIBAHUE MW OCYIIECTBISAETCA, TO
OKOJIbHBIM U AK€ NapaJoKCaIbHbIM ITyTEM.

Pa6ora /I. A. KonecuukoBoii Bauhaus-Effect. From Design Utopia
to Interface Culture BeIABISICT HCTOPUYECKYIO MOOIUIEKY COBPEMEHHBIX
(B TOM 4YHCJIE WrPOBBIX) WHTEPPEHCOB, BO3BOJASA HX K ICTECTHYECKUM
OpUHOUIIAM  IIKOJBl  Au3aiiHa bayxayc, KoTopbele mpeamnojaraiu
COEeIMHEHUE Nu3aiiHa, (YHKIHMOHATHHOCTH, MCKYCCTBA W TEXHOJIOTMH B
€IUHOE 1IETI0e, a TAK)KE MUHUMAIN3M U UHTYUTUBHOCTh B3aUMOJECHCTBUS C
unTepdeiicom. KomnbrorepHbie UTpbl, ¢ TOUKU 3pEHUS aBTOPa, MOTYT OBITh
PacCMOTpEHBI KaK «TOTAJIBHBIE IPOU3BEIACHUS HCKYCCTBa»
(gesamtkunstwerk) — ToTalbHBIC CpEIbI, POXKICHHBIC COKO30M BCEX
HCKYCCTB M OTKpPBIBAIOIIME JIOCTYIl HE TOJIBKO K 3CTETUYECKOMY, HO U K
Muctuueckomy onbiTy (OuepersHbiii, 2019). B urpax TpaBmaTtuueckuit
ONBIT HAMNpaBIIIETCSI B KOHCTPYKTUBHOE PYCJIO, IE€PEOCMBICISAACH B

! 35eck K. A. Ouepersinbiii passuBaer Tesuc corpyanmka JIMKHU A. C. JlenkeBnda o6 ymozoGneHnn
reiiMepa MammHe (60TY):

«Buryucnumocms uzposbix cobvimuil asmomamusupyem uepogoti npoyecc u cmpo2o onpeoensiem munbl
nepeosicuganut, docmyntule uepoxy. Komnwsromep ucuucigem oocmynmuiii emy menecHsiti onvim. Jlo6ot,
KMo HAbmMoOan 3a KubepCHOpMCcMeHaMY, 3HAem, 4mo 8 npeoene uzposvle NPAKMuKy Mexanusupyromcs,
00800sMCst 00  MAWUHHO20 —COBEPUICHCMBA. USPOK  NOOpaxdcaem MawiuHe, ee  ali2opummam,
@ynxyuonanvrocmuy (Jleaxesnu, 2017, crp. 131).
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HEJIMCKYpCUBHOM (popMate, uepe3 OIIylIeHUE MPUCYTCTBHUSI, CIIABJICHHOE
C KapTUHOM MHPA, COLIMATIbHBIM U3MEPEHUEM U HAPPATUBOM.

B cratee «Mrpbl co Bpemenem» /[[. C. bouibeBa, B. B. Jlobatiok u
A. C. 3amopeB paccMaTpuBalOT COCOOBI pabOThl KOMIBIOTEPHBIX UTP CO
BpemeHeM. Wrpa oka3bIBa€Tcs, € OJHOW CTOPOHBI, MNPOCTPAHCTBOM
AKCIIEPUMEHTOB, TJI€ KOHCTPYHPYIOTCA aJbTEPHATUBHBIC KOHIIEIILIMU
BPEMEHH, C APYroil — CrocoOOM OCMBICICHUS PEACTaBICHUN O BpEMEHU
B COBpeMeHHOM ¢u3uku. DOTa aMOMBAJICHTHOCTh, CBONCTBEHHAas
uHTepdeicy (CmocoOHOCTh KaK OTChUIATh K BHEITHEMY, TaK U MPOU3BOAUTH
CBOM COOCTBEHHBIE d(DPEKTHI, TUKTyEMbIE BHYTPEHHEH JIOTUKONW HTPOBBIX
MEXaHUK), pacKpbIBaeTCs u B pabote B. B. Kupuuenko
€ JHIHUKJIOMEANYECKHEe  HMIPHI® KAk  Ccrnocod HCTOPHYECKOM
pediaekcumw», TOCBAIICHHONW  aHAIM3y  KOMIBIOTEPHBIX UIP Ha
UCTOPUYECKYIO TeMy. ABTOp BBIJIENSAET B OCOOYIO  KaTEropuro
(OHIUKIIOTIEINYECKUE UTPh» — PA3HOBUIHOCTH UTP, 00JIaIalOIINX BCEH
MOJIHOTOM OXBaTa HMCTOPUYECKOTO Marepuwaja M TOTOMY CIIOCOOHBIX
BBITIOJIHSITE COOPKY MCTOPUU MOBCEIHEBHOCTH. DHITUKIIONECIUUESCKUE UTPhI
paccMaTpuBarOTCsl KaK HMHCTPYMEHT COXPAaHEHUS M B TO XK€ Bpems
KOHCTPYHMPOBAHUSI UCTOPUUYECKOM MaMsiTh. OUIyIIEHUIO TPUCYTCTBUS B TOU
WJIM UHOM 3I10XE CIIOCOOCTBYET HE TOJILKO OOMJIME U TOYHOCTD JIeTajeH, HO
U CO3JaBa€MO€ WrpPOBBIMM  MEXaHMKAaMH  ONIYIIEHHE TEJIECHOIO
npucyrcTBusa. OAHAKO Te K€ CcaMble WIPOBbIE MEXaHUKH MOTYT
CTaHOBHUTHCS UICTOUYHUKOM JIKH, 3201y KIeHHUH, (paHTa3MOB.

Cratps P. B. Boponuna «ArpoBble MHCTAHIIUN: ABTOPbI, AKTOPbI U
PelUIIUEHTbI» COCPEAOTOYeHA Ha (POPMAJIBHBIX XapaKTEPUCTUKAX WUTPHI:
OHAa SBJIIETCS TMOMNBITKOW MPHWIOKEHUS HAppaTOJOTHYECKOM MOJEIu
KOMMYHHUKATHUBHBIX YPOBHEUN K KOMIIBIOTEPHBIM UTpaM. JleTallbHbIA aHAJIN3
KOMMYHHMKATUBHBIX UHCTAHIIMN B UTpax MOKAa3bIBAET, YTO UX MEAUATbHBIC
OCOOCHHOCTH JHMKTYIOT 3HAYHUTENIbHBIE OTIUYMS WIPOBOrO HappaTHUBa OT
HappaTuBa B JuTeparype u kuHemarorpade. CIOXKHYIO CHCTEMY
[IOBECTBOBATEIIbHBIX HHCTAHLIMN MOYXHO PACCMOTPETh KAK CKPBITYHO 4acTh
uHTepdeiica: ecnu rpadudeckuil nHTepEnc Urpbl — BeplIuHA aiicoepra,
TO HAppaTUBHAs MAalIMHEpUS — €ro IMOJBOJHAs YacTb, KOTOPYIO
MOJIb30BaTENIb OOBIYHO HE 3aMeyaeT WU He ocMbicisier. M Bce-Taku 3Ta
CKpBITasi CTPYKTYypa OTHOCHUTCSI HE K TIyOWHE, a K MOBEPXHOCTH — B TOM
CMBICJIE, YTO OHA SIBJISIETCA MCTOYHUMKOM 3aMKHYTOTO Ha ceO0si UTpOBOrO
ombita’. MOXKHO M CYMTATh IIOMIHHHOIN KOMMYHUKAIIMEN 3aIlyTaHHOE

! CoorHolIeHHE TTOBEPXHOCTH ¥ TTyOHHBI — JOBONBHO BAXKHBIA CIOXKET s (GHIOCOPCKOro aHaim3a
KoMIbroTepHbIX Urp. Tak, K. I1. IlleBuoB numer:

«Bonpoc cmoum npedicoe 6ceco 0 NOBEPXHOCMU, KOMOPYIO Hacensem (unu obpazyem) uepa. Oma
HeCcywecmseenHas u noymu Hecywecmeylowas 6elyb CMOoum Ha NYMu NO3HAHUA, YIAGIUBAS KAdicOoe
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B3aMMOJCHUCTBUE TEPEAATOYHBIX MEXAHU3MOB MEXAYy KOHKPETHBIM
aBTOPOM M KOHKPETHBIM HIpoKkoM? Mrpsl HE CTOJIBKO pPacCKa3bIBAaIOT
HUCTOPUM, CKOJBKO NPOU3BOIAT PEAIBHOCTh M TOTAJIBHBIM OIBIT €€
MPOKMBAHMS, & BMECTE C TEM MU 0CO00ro cyOBeKTa, MOAYMHEHHOIO
MaTeMaTU4YECKOM JIOTHUKE allOPUTMOB — €€ areHTOM, MO-BUAUMOMY,
ABJISIETCS U «<KOMMYHHMKAaTHUBHAsD» CTPYKTypa HappaTHUBa.

Pabora A.C. Cepenst Phantom Affordances in Video Games
aHANM3UPYET OJHY M3 TEXHUK (pycTpalMd Urpoka (HaMEepeHHOH WIn
HeBOJIbHOM). Onupasice Ha Teopuio adgopraHcoB, KOTopas pazauvyaeT
NO3UTUBHbIE M HeratuBHbIE aQOpIaHChl, aBTOP BBOJUT TPETHH THI —
(danTomHble aopaaHChl: TaKUE€ CBONCTBA OOBEKTOB B MIpax, KOTOPbIE
o0emaloT  WUrpoKy  BO3MOXKHOCTh  COBEpPUIMTH  HEBO3MOXKHbIE B
NeUCTBUTENBHOCTU JelcTBUs. DaHTOMHBIN addopaaHc — OUYEBHIIHBIN
npumep cOosi B pabore uHTep(eiica, CBUIETENBCTBO TOr0, YTO OH HE
BBIMOJHSAET OOCIIaHHYI0 (YHKIHIO CBSI3bIBaHUS, TO €CTh (PAHTOMHOCTHU
camoro wuHTepdeiica (nmmbo ero o3Hagaemoro). Ho ¢anTOMHBIE
addopmaHcsl He Bceraa sSBISIOTCS CIIECTBUEM OLIMOOK B redMan3aiiHe —
OHM MOTYT HCIIOJIL30BaThCA M KaK MpUEM, a 3TO 3HAYUT, YTO cOOW
MHTEPAKIIMU MOKET UTPATh U MO3UTUBHYIO POJib. BO3MOXKHO, OHA KaK pa3 u
3aKJII0YAETCsl B Pa3pylLIEeHUH MOPOYHOTO Kpyra CTaHAAPTU3UPOBAHHBIX
B3aumojeiicteuii, o koropoM mumieT K. A.Ouepersnbiii. Eciu  Mbl
NENUCTBUTENIBHO KUBEM B 3MOXY, KOTJla KPU3UC PENPE3CHTAMA CMEHUJICS
KpU3UCOM HHTEPAKLMH, TO BO3BpAIllEHHE HAa3aJl BpsAJ JIX BO3MOXKHO M
IpoCTasl WIUIIO3USL CBA3HOCTU BPSA JIM HCHPABUT MOJIOKEHUE — CKOpEe
MO>KHO CO3/1aTh HEKYIO HOBYIO (TIOCT)CBSI3HOCTb, IMOJBEPTras MOJIb30BATENS
IIOKOBOH Teparuu’ paspbiBaMd U (DAHTOMHBIMH OOJISIMH, TO €CTb HE
MacKupys, HO 0OOHa)xas MpoOJIeMaTHIHOCTh HHTEpderica.

Takum oOpa3omM, HECMOTpPST Ha TO, YTO KOMIIBIOTEPHBIE HIPHI
3HAMEHYIOT CO0OM HOBBIM ATall 3amaJHOCBPOINEHCKON KYyJIBTYpPhl — JTarl
KpU3Kuca WHTEPAKIMU, Korja TpeOOBaHUS K TEIECHOMY ONBITY H
CEHCOPHOMY MHOT000pa3uio B pa3bl Bo3pactaeT (JlenkeBuu, 2019),
NPEIIIECTBYIOUINE PEKUMBl (YHKIIMOHUPOBAHUS WIP COXpaHstoTcs. B
ATOM CMbIciIe uHTepdelic, Kak 06a3oBasi UTPOBasi CTPYKTypa, 0€3yCIOBHO,
crocoOeH paboTaTh B peXHME PENpe3eHTalluu, KakK, HallpuMep, B Urpax,
OCHOBaHHBIX Ha HUCTOPUYECKHX (PaKTax, WU COAECpPXKAIIUX PedICKCUIO O

Oelicmaue 8 cemb OMpadxtceHull U PGexmos, yBoOAwUX 0m HenocpeoCmEeHHOU 8cmpeyu ¢ Ovimuem
6 mepyarowguti u nenocmosnnwitl mup urnosuiy (Iesros, 2016, crp. 99).

Kpome Toro, oH orMeyaeT, 4To HIpbl GOPMHUPYIOT «ITAIKYIO IMOBEPXHOCTh, OECKOHEUHBIN YKpaH MHpA,
TO3BOJISIIOIIUNA TMEpeKMBaTh, NEHCTBOBATh M Ja)K€ KaK-TO OpPraHW3OBBIBATH ceOs, COBEPIICHCTBOBATH
HaBbIKH, OOLIATHCS C JIIOJBMH, U3MEHATh CBOW CTAaTyC, M Bce 3TO — 0e3 Mayeiiiero npoHUKHOBEHHS
BrIyOb, 0€3 OTKpBHITHS W BBIABICHHS TAWHOro, O3 3acTymaHWs IO Ty CTOPOHY, Oe3 HameKka Ha
npuodIIeHne K 00kecTBeHHOMY BHICHHIO» (Tam xe).

! SIpxum npuMepoM MOT0GHOM «Teparumy» SBISIOTCS Ma3oKopHbie Hrpbl (CkoMopox, 2016).
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NpUPOAE BPEMEHHM, U B TO K€ BpEMS OH HE MOXET HE BHOCHUTH
OINpEJEICHHbIE KOPPEKTUPOBKM M MCKaXKEHUS B CO3aBAEMYI0 WIPOU
Mozenb. UaTepdeiic, CTaHOBICH Cpelol pa3BOpaurBaHUsl UTPOBOIO OMBITA,
YCKOJIb3aeT OT IOJIB30BATENS M CO3JaeT WLTIO3MI0 MMMeHatbHoCTH . B
CTaThbAX HOMEpPA OCYILECTBISETCS OOpaTHas INpoLeAypa: INPeNbsSBICHUE
UHTEPPENCOB, aHAIIU3 UX CTPYKTYP U pa3d0p KIHOYEBBIX FJIEMEHTOB.
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SUBLIME GAMING EXPERIENCE: WHAT
FOLLOWS FROM THE INTERACTIVITY CRISIS?*

Konstantin A. Ocheretyany (a)

(a) St. Petersburg State University. 7/9 Universitetskaya emb., St. Petersburg, Russia, 199034.
Email: kocheretetyany[at]gmail.com

Abstract

The crisis of representativeness is a feature of the 19th century and at the same time a
symptom of socio-cultural and political-economic structure. Public consciousness - the
technological situation, new speeds, new masses, new opportunities for interaction. The
interactivity crisis is a meta of computer games of the first two decades of the 21st
century and at the same time symptomatic situations inside the media. If they suggest
mimicry - that is, on Wednesday, i.e. a set of instrumental and communicative skills,
uniform psycho-body techniques that are in the process of universal appropriation
gravitate toward the standard. The information environment in this case is more likely to
impede communication, because they do not have Other — non-distributive, unexposed,
some evidence of the presence of untranslatable in meaning. Computer games respond
to this situation with the phenomenon of “sublime gaming experience,” when gaming
situations lead to a contradiction with the use of familiar psycho-body techniques - i.e. a
game in the player’s body, the princess of his psychedelic practices for glitch, from
which an epistemic action is born - an awareness of what is being done through the
action itself. In the conditions of collective distribution of experience in the field of
developing new types of connections and interactions, new ways of developing human
capital are emerging.

Keywords

Computer Games; Epistemic Action; Interactivity Crisis; Representativeness Crisis;
Sublime Gaming Experience; Psycho-Physical Practices; Glitch
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BO3BBIINIEHHBLIU UTPOBOM OIIBIT: UTO
CJEAYET U3 KPU3NCA UHTEPAKIIUN?!

Ouepetsinblii Koncrantun AnekceeBu (a)

(a) ®I'BOY BO «Cankr-IletepOyprekuit rocyaapcTBeHHbIi yHUBepcuTeT». 199034, Poccuiickas
®enepanust, Cankr-IlerepOypr, YHuBepcuterckas HabepexxHast, 7/9.
Email: kocheretetyany[at]gmail.com

AHHOTan U

Kpusuc penpezeHratuBHOCTH — MeTa HCKyccTBa XIX Beka M OJHOBPEMEHHO CUMIITOM
OOLIECTBEHHO-KYJIBTYPHOTO M IMOJMTHUKO-IKOHOMUYECKOTO yCTpoiicTBa. M300pakenue
TaKKe IepecTargo OTBEYaTh MPEIMETHOCTH, KaK BOCIIMTAHHOE CTAPBIMU MHCTUTYTaMH
0OLIECTBEHHOE CO3HAHUE — TEXHOJIOTUYECKOW CUTyallud BPEMEHH, HOBBIM CKOPOCTSIM,
HOBBIM MaccaM, HOBBIM cIlioco0am B3anMmojieicTBus. Kpusnc HHTEpakKTUBHOCTH — MeTa
KOMIIBIOTEPHBIX UTP MEPBBIX ABYX AecsaTuwieTnii XXI Beka U OJHOBPEMEHHO CHUMIITOM
CUTyalluM BHYTpH Meaua. Ecom Menma — cpeapl CyIIECTBOBaHUS, TO OHHU
MPeNIoNaraloT MUMHKPUIO — BpacTaHHe B Cpelay, T.e. HabOp HHCTPYMEHTAJIbHO-
KOMMYHHMKATHBHBIX HAaBBIKOB, €IMHOOOpa3He IICUXOTENECHbIX TEXHHUK, KOTOpPOE B
Ipoliecce YHUBEPCAIbHOM amnpopualnuu TAroreeT K craHgapty. MHdopmannonHsle
Cpelpl B TAKOM CIIydae CKOpEe IPEMATCTBYIOT KOMMYHHKALMM, IOCKOJBbKY B HHUX
oTcyrcTByeT WHOe — HeaucTpuOyTHMBHOE, HEIKCIIOHUPYEeMOe, HEKUW mnuieid
IIPUCYTCTBUS, HENEPEBOAUMBIN B 3HadcHHE. KOMIBIOTEpHBIE UIPBI OTBEYAIOT HA JTO
(€HOMEHOM «BO3BBILIEHHOTO UTPOBOTO OIBITa», KOTJA UIPOBBIE CUTYAI[MH MPUBOJIAT K
IIPOTUBOPEUUIO UCIIOJIB30BAHMS IIPUBBIYHBIX IICUXOTEJIECHBIX TEXHUK, T.€. UTPA BXOJUT
B TE€JIO UI'POKA, BBI3BIBAET B €T0 MCUXOTENIECHBIX MPAKTUKAX COOM (TJIUTY), U3 KOTOPOTO
POXKIAETCsI AMUCTEMUYECKOE IEHCTBUE — OCO3HAHUE TOTO, YTO JIENAETCS, IOCPEACTBOM
caMmoro AeicTBus. B ycIoBHSAX KOJUIEKTUBHOM JUCTPUOYLUM OIBITA 3MUCTEMHUYECKOIO
NEUCTBUSL UIPbl CO3/Ial0T HOBBIE THUIIBI CBSI3€H M B3aUMOJEHMCTBUI, HOBBIE CHOCOOBI
OCBOCHUS YEJIOBEYECKOI0 KalluTaia.

K/iroueBbIe cJ10Ba

KOMHLIOTCprIe HI'PBI; SIIUCTCMHUYCCKOC HeﬁCTBHe; KpU3HUC MHTCPAKTUBHOCTU,; KPHU3HUC
PEIPEC3CHTATUBHOCTH BO3BBIIIICHHBIN HFpOBOﬁ OIIBIT, IICUXOTCJICCHBIC ITPAKTHUKH; I'NINTY

Ot10 mpomssenenue noctynHo mo Creative Commons Attribution-NonCommercial-
NoDerivatives 4.0 International License
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KPU3UC PEIIPESBEHTATUBHOCTHU U OTKPBITHUE
TEXHUYECKOI'O BECCO3HATEJIBHOI'O

JlnutenbHOe  BpeMsi  o0Opa3bl  ObUIM  OOWTATENsIMM  PEruoHa
CakpaJbHOI'0: OHU FOBOPUIIM O TOM, YTO MPSMOMY B3IUIS1Y HE AA€TCS M UTO
MOXXET OBIThb YBUJEHO JUIIb B OTpaXeHUU. B mepBOOBITHBIX 00pazax
KUBOTHBIX BUIUTCS BEJIMYME MPUPOJBI, B CBIIIEHHBIX oOOpa3ax Oonee
MO3JHUX BPEMEH — Teo(aHusl, WIH MOJHOTa 00KECTBEHHOTO PUCYTCTBHUS
napajoKcajibHO 0€3 yMalieHus sIBJI€HHAsl B MaJoM, B (DaMHJIbHBIX rajepesx
NPUBWIETUPOBAHHBIX POJIOB, HAMPOTUB, — HEYMOJHMMO MaJlo€, B CHIY
yepeabl MapajJoKCOB M aBaHTIOpP, CKJAJbIBalolleecss B BEJIUKOE —
CaMOCO3HaHUE YEeJOBEYECKON CyNnbObl, SBICHOE BO MHOTMX JIMKaX U
CBOOOJIHO MEHsIOIee Macku Tparenuud u komeauu. Co BTOpPON MOJOBUHBI
XIX Bexka 00pa3bl CTAHOBATCS TEXHUYECKH BOCHPOU3BOAUMBI (BeHbsiMUH,
1996), a 3HAaYUT — MAacCOBBIMHM, OHHM BBIXOJAST Ha YJIWILY, BTOPraroTCsS B
COLIMAJIbHOE CO3HAHHWE M KOJJIEKTUBHOE TEJNO, T.€. MPEBpallaloTcsi B TOT
HA0Op HMHCTPYMEHTAIbHO-KOMMYHHUKATUBHBIX HAaBBIKOB, BHE KOTOPOTO
YeJIOBEK HE MOXXET HU BBIPa3UTh, HU MOMBICIUTH cebs. OOe3nnyeHHbIe
Macchl  MOJy4yaloT  BMecTOo  Juima —  o0pa3sl.  Hamporus,
HEPENPE3eHTATUBHOE, HEIKCIOHUPYEMOE, HETHPAXKUPYEMOE BbI3BIBACT
KyTKkoe mojo3peHune. Ho KakoBbl Ipenenbl penpe3eHTalud M 4YTO HX
omnpenensier? J[As OCHOBONOJIOKHHUKOB (oTorpaguu  OTBET IOYTH
OUYEBUJECH — IMpUpoAa JODKHA BBINTU M3 TEHH, sABUTH ceOs cama. s
3TOr0 JIMIIb HEOOXOIMMO CO37aTh TEXHUYECKHE YCJIOBMs. Ammnapar,
OOBEKTHUB, CBET, 3allUCh — BCE IMOHATUS TOTO BPEMEHM YKa3blBalOT Ha TO,
YTO TEXHHMKA HACTOJBKO OJIM3KO MOJOIIIA K PACKPBITHUIO HPHUPOIBI —
OCBEIIAEMOM, PETUCTPUPYEMOU, MPEICKA3YEMOM M BCEM JOCTYITHOM, 4UTO
XYAOXKHHUKY, TMOJlaraiolieMycsi Ha uHble (HedoTorpaduueckue) TeXHUKH,
oCTaeTcsi yWTW MOAaJbIIe B TEHb M paboTaTh C «IOJ03PUTEIBLHBIMY,
HEOKCIIOHUPYEMBIM U HEPENpPEe3CHTUBHBIM — T.€. C HEBEIECTBEHHBIM,
J0CO3HATENbHbIM, JoNpeaukaTuBHbIM. Ha ypoBHe QoTrorpaduueckoi
penpe3eHTauuu BCE JOKYMEHTUPYEMOE CTAHOBWJIOCH CaKpPAJIbHBIM U
[OJIY4aJIO  alOJUIOHUYECKYH0  pa3sMEPHOCTb —  SIBIEHHOCTH, Kak
coOpanHocTu Tmiepen oObekTHBOoM. Ha ypoBHe HedoTorpaduyeckon
XYJOKECTBEHHOW TEXHHUKH, HAIPOTHUB, CaKpPaJIbHBIM CTaHOBHJIOCH BCE
HEJJOKYyMEHTHPYEMOE, IPUHIUIINATBHO HEPEIPE3ECHTUPYEMOE B
BEIIECTBEHHBIX ()OpMax — aHTUBEIIECTBO >KU3HH, PACTBOPSIOIIEE BCE
CTPYKTYpHbIE €OMHCTBa B Hrpe mnepBoctuxuil. CakpainbHOE 37€Ch
MBICJIUTCS CKOpee KakK JUOHUCHUIKCKOE. [ Ha TO €CTh CBOM MPUYUHBI, BEIb
MUp, B30pBaBIIMICS 00pazamu, MOTpyKajicd B IIyM U TpeOOBajd HOBBIX
OPUEHTUPOB, T[O3TOMY XYyJOXXECTBEHHbIE NPAKTUKH TENepb CKoOpee
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MPOKJIaAbIBAIM  IIYTh, OoJbIIE dopMHpoOBaNIM  HOBOE, 4em
pPENPE3CHTUPOBAIN WIN OOBACHSAIM HEUYTO cTapoe. XyIOKECTBEHHOE
HUCKYCCTBO — JHMAarHOCTHUPYET PENpPEe3€HTATUBHOCTh KaK PENpECCUI0 H

Tpebyer, 4TOOBl 00pa3 mepecTaqd MBICIUTh B TIEePMEHEBTUUYECKUX
KOOpJMHATaX M Hayald MOHMMAaTh B TEPMHUHAX CUTHANIA M IIymMa, T.€. B
TEpMHUHAX OJU3KUX TOH TEOPUU, KOTOPYIO MbI Obl ceiyac MpU3HAIN CKOpee
MH(POPMAIMOHHOM, YeM dCTETUYECKOI .

YauBuTenbHbIM ~ 00pa3oM  XYJIOKHMKH,  OTKa3aBIIMECd  OT
doTorpadrueckoil TEXHUKH, 3/1€Ch OKa3aJuCh OJUXKE K CYIIHOCTH
TEXHUKH, YeM caMa TEXHHMKa M Te€, KTO HAWBHO €€ HCIOJIb30Bal.
XynoKHUKHA, HTHTEPIIPETUPYs 00pa3 B TepMUHAX (DYHKIIMOHAJIBLHOCTH, a HE
pEenpe3eHTaTUBHOCTH, B TEPMUHAX CUTHAJIA U IIyMa, a HE F€PMEHEBTUKH,
MOKa3bIBAIOT, YTO CaMa TEXHHKa BOBCE HE CpPEACTBO JOCTyma K
OOBEKTUBHOW KapTUHE MHpa, a HOBas cpeJa >KU3HU, CO CBOUMU
npu3paKkaMyd U WILIIO3USIMUA, CO CBOMMM MEUTaMHU U CHaMH, CO CBOUMU
danTazusMu U (QaHTa3MaMM: TEXHHKA — HE SCHOE M OTYETJIUBOE
CO3HAHUE, HOBOM OJIMOXH, HO TEepMETUYHOE, T.e. TIyOOKoe B CBOEM
CUMBOJIU3ME OTKPOBEHHE €€ OecCO3HATEeNbHOro, a MOTOMY CIeJyeT
IpHUCTabHEEe BCMOTPETHCS HE B KOHTYPHI TOTO, YTO SIBJISIETCS, a CKOpee B
TO, YTO BBITJISAUT Kak moMexu. Kpusuc penpe3eHTaTuBHOCTH ObLI SBJICH
HCKYCCTBOM, HO MPOHU3BIBAJI OH Bce cepnl cymecTBoBaHus. B konie XX
BEKa

«CMAno 04e8uOHO, Ymo He MOAbKO Hel08eUeCKUll MO32 CMOJKHYICS C
Heobx00uMocmolo 0bpabamsieams OOIbLUIUE NOMOKU UHGDOpMaAyUl.
Ta oice npobrema 6 noaHwILL pocm 6CMANA neped KOPHNopayusmu,

npasumenbCmeom — 6 oougem, ToobiMu OONLUUUMY UHCIUMYYUIMU»
(ManoBuy, 2018, cTp. 58).

Korma-to yenoBek ctanm M3MEHSThCS OBICTpEE, YeM Cpefia, B KOTOPO
OH OOMTaJl — ® O3TOT CHBHUI CTajl HadauoM HUCTOpuu. CTpeMUTENbHO
BO3pacTarolee KoJIU4eCcTBO HH(popMaIuu, MOTOKKH 00pa30B, HABOAHUBIITUX
MOBCEAHEBHYIO >KHU3Hb, HOBBIE THUIBI COIMAJIHLHOTO B3aUMOJICHCTBHUS B
koHIe XX Beka nmpuBenu K ToMy, 4To HH(GOPMAIIMOHHAS Cpe/la Kak cpeaa
KU3HU, CTaja W3MEHATHhCS OBICTpee, 4YeM UYeJOBEK YyCIeBal K Heu
aanTHPOBATHCSA: HOBBIA  SI3BIK  POXKIAMOIMIMICS B  HOBBIX  THIMAaX
B3aMMOJICUCTBHUSI HE OTBEYAJT CTapbiM TpeOOBaHUSAM MyOJIUYHOCTH
OCO3HAHHBIM B Tpaauiuu [IpocBenenns Kak OTKPHITOCTh, TUCKYPCUBHOCTD

! O kpmsmce pemnpeseHTAIME TOBOPST B PA3NHUHBIX KOHTEKCTAX, HAIPHMEP, B OTHOMICHHH TONUTHKH
(Maryn, 2012) u Hayku (KympusHos, IlumoBamosa, 2017). 3neck ke mpemiaraetcss HOBBIM Pa3BOPOT
9TOH TeMBI — B KOHTEKCTE COLMAIIEHON pPeaThbHOCTH Yepe3 Meana (Menuaduiocoduro).
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u sicHOCTh. OOCyXJeHUE U TOHUMAHHUE, SBJICHHOCTh U TMOHSITHOCTD,
KOMMYHUKaIUs 1 UHGOpMaIus JUIIUIUCh CTapblX CBA3EH U TpeOoBalOCh
YCTAHOBUTH HOBbIE — IMYCTh Ja)K€ C TMO3UIIMHU CTApPhIX HUHCTUTYIUN ATH
HOBBIE CBSI3U BBITJISIACIH Obl KaK THOPUIBL.

['uOpuaHOil peanbHOCTH, AJEKBATHOM H3MEHEHUSIM B COLHUAIBHOM
B3aUMOJICMCTBUA U TEXHUYECKOM CpEIe KU3HU CTajJ0 KHHO, KOTOPOE
CyMeJIO TpEeJCTaBUTh TeXxHHUYeckoe OeccosnarenabHoe (Citton, 2016) kak
MaiuHy (pabpukanuu HOBOTO omnbiTa. KHHO 11amo BO3MOXKHOCThH MOKa3aTh
paznuuue  Mexay — uHbopManuMe M KOMMYHUKAIMEH,  MEXIy
perpe3eHTalMed ¥ OCMBICIICHUEM, MeXAy (YHKIMOHATBHOCTRIO U
uHTeprperanued. IlocKoapKy YenoBeK HBOJIIOIMOHUPOBAT HE TOJIBKO
IPUPOJHBIM 00pa3oM, HO M KYJbTYPHBIM, T.€. BBIHYXKJEH ObLII HE TOJBKO
OMOJIOTMYECKH, HO U CHUMBOJIMYECKU aJalTUPOBATHCS K HOBBIM Cpejaam,
eMy ObUIM HEO0OXOJIUMBI HOBBIE OpraHbl — KHHO CTajl0 OPraHOM HOBOTO
KyJbTYpHOTO Tena («KuHO-TJ1a3om» B cMmbicie J[. BeproBa), a TexHuku
MOHTa)Xa, acCOIlMallui, aBTOMAaTH3aIluu, (WIbTpalluk, YCKOPEHHE U
3aMejIeHue IUICHKH, YBEJIWYEHHWEe ¢ yMEHBIIEHHE Kajapa U T.1.,
UCIIOJIb3YEMbIE B KUHO, MOMOIJIM YBUAETh TO, YTO MPSIMOMY B3IJISAY HE
JTAeTCs: HOBBIC YCJIOBHS >KU3HU, HOBBIC THUIIBI B3aUMOJICHCTBUS, HOBBIU
OTBIT MPOCTPAHCTBA M BpeMeHH. KUHO B3s70 Ha cebs aganTalMOHHYIO
(GyHKITMIO, TTO3BOJISIS BCTPOUTH YEJIOBEKa B HOBBII MUP, BEPHYTh €My MECTO
B CHUMBOJIMYECKOM KOCMOCE, W3 KOTOPOrO OH, Ka3ajioch, OBLI YKe
UCKIIFOYUEH KOHBEEPHBIM  IPOU3BOJACTBOM, CYETHO-aHATUTUYECKUMU
MalllMHAMH ¥ M3MEHEHUSAMU B Bu3yanbHOH dkomorun® (KojecHUKOBa,
CaBuyk, 2015), cBsi3aHHBIMH C OKclaHcued o0pa3oB. Ecim  kpusuc
pPENpPE3eHTAaTUBHOCTA ~ yKa3ajJl  Ha  CYIIECTBOBAHHE  TEXHHUYECKOTO
Oecco3HaTeNbHOTO, TO TMEPBHIE OIbBITHI KUHO OBUIM HalpaBieHbl Ha
TPaBMaTHYECKOE CONPUKOCHOBEHHE c PEaIbHOCTHIO 3TOTO
6ecco3HaTenbHOro. M3 ombita mogoOHOTO CONPUKOCHOBEHUS POXKIAIUCH
HOBBIE HMHCTPYMEHTAJIbHO-KOMMYHHKATHUBHBIE TEXHUKH KaK TEXHUKHU
XKU3HM, aJCKBATHbIE TOHUMAHUIO TE€X CBA3€H H TEX CIOCO0OB
B3aMMOJICUCTBUS, KOTOpPBIE XapaKTEpHbI JJsi HOBOro mupa. Peus mua o
dbopMHUpPOBAaHUU HOBOTO CYOBEKTa, KOTOPOMY JOJKEH OBITh JOCTYINEH
HOBBIA OIIBIT, U KOTOPBIM yMEET 3TOT ONBIT UCHOJIB30BaTh. Ho ecnm yxe
MEpPBbIE AHAJTUTUYECKUE MAIIMHBI U TIEPBbIE MACCOBBIE ONTUYECKHE MEOua

! BHSyaJ'ILHaSI OKOJIOTHUA — JUCHUIUIMHA, KOTOpasd «HAaXOAWUTCA Ha TIpaHUIEC TYMaHUTAPHBIX U

ecrectBeHHBIX Hayk» (KomecnmkoBa, CaBuyk 2015), m3ydaeT BO3JCHCTBHE BH3YaJIbHBIX 00pa3oB Ha
BOCIIPHSATHE 4YEJOBEKa, WX KOHCTUTYTHBHBIA IOTEHIMAJ B YCIOBHMAX MEIHApeasbHOCTH, oOpamaer
BHHMaHHE Ha MPoOJeMy BH3YaJbHOTO 3arpsA3HEHHs OKpYXarollei cpensl (TOpoJCKOro IMpOCTpaHCTBA U
mudpoBsix naHmmadToB). OObekTaMu peQIIEKCHH BHU3YallbHON SKOJIIOTHH BBICTYIIAIOT: «TPAHCIIOPT,
NOJIUTHKA ~ pElpe3eHTalWid, pekiaMa, JAu3aidH, I[CHXO(U3MONOTHUS  BHU3yallbHOTO  BOCIIPHSTHS,
rymaHuTapHas odramemornorus» (Tam xe) u ap.
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B KoHle XIX Beka mocTtaBWId BONPOC O MATEPUATIBHOCTH Cpell OOUTaHUS
(T.e. O pa3IUYHBIX KOHTEKCTaX, B KOTOPBIX CHUHTE3UPYETCS ONBIT, U
TEXHHUKaX, OJ1arojiapsi KOTOPbIM OH CUHTE3UPYETCS ), €CIIA YXKE ITOT BOIPOC
BBISIBUJI pPaJUKaIbHOE HM3MEHEHUHM TEXHUK Tella U CO3HaHWs, T.. BCEX
BUJIOB BCTPOEHHOCTM B MHUpP OOIIECTBEHHOTO B3aUMOJECUCTBUS H
AK3UCTEHIIMANbHBIX HACTPOCHUM, €CIUM KHUHO JIEWCTBUTENBHO OBLIO
ycIIOBUEM  OOXUBaHMS  HOBOM  cpeAbl M HCTOYHUKOM  HOBBIX
MHCTPYMEHTAJIbHO-KOMMYHUKATUBHBIX HaBBIKOB, TO HET  JIH
HEOOXOAMMOCTH IOCTaBUTh BOIPOC O TOM, 4YTO CIOCOOCTBYET
MEIMAdKOIOTMH CErOaH?

3KOJIOTUKA TUCTPUBYTUBHOM PEAJIBHOCTH

B XX Beke (QeHoMeH KMHO ObUT OTBETOM Ha  KPHU3HC
pPENpe3eHTAaTUBHOCTH, BBISIBUB TEXHHUYECKOE OECCO3HATENbHOE — HOBBIN
croco0 CBsI3M BEIIEH U COOBITUI, 0 KOTOPOM HE JI0Ta/IbIBAJIOCh KYJIbTYpPHOE
co3HaHue, XOTs yke B HeM xuio. B XXI Bexke Mbl oOHapykuBaem cels B
CXOXEH CHUTyallMd »>MUCTEMHUYECKOTO pa3phiBa MEXAY KyJIbTYpPHBIMU
TEXHUKaMU U TOM UGPOBOI cpeaoii, B KOTOPOil Mbl oOuTaeMm. TexHomoruu
OOJIBIINX JaHHBIX, OJOKYECHH, MHTEPHET BENIEH M WHTEPHET KMBOTHBIX
(ITmepa, 2019), kubepdusnyeckue cucTeMbl, TUPpPOBHIC TBOMHUKHA U T.]I.
— BHEJPEHUE BCEX ATUX TEXHOJIOTMH B MMOBCEAHEBHOCTD MMPUBOJIUT K TOMY,
YTO HAIIM UHCTPYMEHTHI OyAYT U3MEHSThCS OBICTpEe, YeM Mbl CaMU — a,
NOCKOJIbKY MHCTPYMEHT HE€ TOJBKO CIYXKHUT JJIsl JOCTHKEHHUS LEIU, HO
4acTO U OMNpEJENsieT €€, TO pa3yM OyaeT paboTaTh B PEKUME TUCKPETHOU
pallMOHATBHOCTA W HMMUTAaTUBHOM  Kay3aJbHOCTH; BCEMOTYLIECTBO
UCIIONIb3YEMbIX HAaMH CPEJCTB OKAXETCS YPABHOBEIICHO OECCUIMEM
HaIlllero pa3ymMa B OTHOIIEHWM 3HAaHUS Leled. Psax  kpynHedmmx
TEOPETUKOB COBPEMEHHOCTH YK€ OTMEUAeT COIMYTCTBYIOIIME IU(GPOBOI
KyiabType (kak miargopme Mumyctpum 4.0) TeHACHIIUH. AMEpPUKAHCKHUN
¢unocodp Mapra Hyccbaym c omopoli Ha HCCIEIOBaHHS SKOHOMHCTA
Amaptuu Cen (Cen, 2004) oTMeuaeT, 4T0 3JKOHOMUYECKHUI POCT HE BCeraa
BEJET K YJIYUIICHUIO KayecTBa JKU3HH, a MPEHEOPEKEHHE HCKYCCTBOM H
T'YMaHUTApHBIMH HayKaMH HEM30E€KHO CHMKAET KaueCTBO KU3HU TPaXKIaH
U CTaBUT IOJ YIpo3y NPOLBETAHHE JAEMOKPATHUYECKHX TOCYAApCTB
(Hyccbaym, 2014). Dnoapno Kammanenna oTMedaeT B KauecTBE TJIaBHOM
SKOHOMUYECKOU 3arajJiku XXI BEKa YMEPEHHOCTh pocra
IIPOU3BOIUTEILHOCTH, HECMOTPSI HA MOSIBJICHHE NEPEIOBBIX TEXHOJIOTHI.
[lo mHeHuro nekaHa sKoHoMHUYeckKoro ¢akyiaprera MIY  Anekcanapa

! Peup mier o BKIIOUEHHH BEIICH M KHBOTHBIX B KOMMYHHKATHBHOE IONE UEIOBEKA C MOCTELYFOMIAM
pacuMpeHreM 9yBCTBEHHOCTH.
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Ay3aHa, MBI €Hle HE YyMEEM HCIOJb30BaTh YEJIOBEUYECKUH KaIluTad,
KOTOpPbI  OKa3aJicd  BBICBOOOXKJIEHHBIM  HOBBIMH  WHCTUTYTaMH,
CKJIAJbIBAIOIIMMHUCSI B LUPPOBYIO 3IOXYy, a IMOTOMY HE MOXEM
HCII0JIb30BaTh TEXHOJOTMH B MEHEE PECypCOeMKOM U Ooiiee 3pPEeKTUBHOM
kimoue (Ayzas, 2016). Uto B TakoM cilydae MOKET CTaTh OCHOBAHHEM JIJIsi
(opMHUpOBaHUS HOBBIX TEXHUK TeJa KakK CeTH MHCTPYMEHTAIbHO-
KOMMYHUKATHBHBIX HABBIKOB, MO3BOJSIOIIMX aJalTHPOBATHCA K HOBOM
cpele M OTBEUHalUIed CUHTE3UpyeMol B Hel omnbiTy? Bompoc o
BCTPOEHHOCTH TeJla B CpPelly — BOIPOC 3KOJIOTMH, HO TEXHHUYECKas cpeja
— DJTO €lle W Ccpela, TAe CBI3U MEXAy OObEKTaMU YCTAHOBJICHBI
TEXHUYECKH, a (IKO)JIOrMKa JTUX CBSI3e€M — ompejerneHa Kak YCJIOBHE
CUHTE3a WM KaK CyOBeKT.

B XIX Beke KOHBeepHOE MPOU3BOACTBO, CUYETHO-aHAJIUTUUYECKUE
MallMHbl ¥ U3MEHEHUS B BHU3YaJIbHOM 3KOJIOTMH C(HOPMHUPOBAIN HOBYIO
CyOBEKTUBHOCTh, TO TEXHOJOTMYECKU-MOaupUIMpoBaHHOE <«SI», B
KOTOPOM OIIBIT MpesoMIIsicss Kak coOcTBeHHbIH. B XX Beke kKMHO ObLIO
0oTBETOM Ha 3TOT onbIT. B XXI| Beke Takne MHHOBALIMM KaK KOMIIBIOTEPHBIE
uHTep(deiicel, mnepeganu BO3HUKIIME B KHWHO TEXHOJOTMM MOHTaXa,
YCKOPEHHE U 3aMe/JICHHE, YBEJIMUYCHUE U YMEHbIIIEHUE Ka/ipa, QUIbTpaluu
U MHTEPAKLIHMHU B PYKH MOJIb30BATENSA, BAOXHOBUB BO3HMKHOBEHHE HOBBIX
TEXHHK 3a00ThI 0 cebe. OTBETCTBEHHOCTH 32 IKOJIOTHYECKUI Oaanc Menua
Takke OblIa OT/aHa B PYKU IMOJIb30BATENs, KOTOPBIA OCTaBajCs TaKUM
TOJBKO TO Ha3BaHWIO, B JIEUCTBUTEIBHOCTH €My HaJIJeKalo OBITh
KOHCTPYKTOPOM HOBOM pEaJbHOCTH W MOHTaXEPOM HOBOIO OITBITA .
WNuTepdericel kak Obl MO3BOJISIIM 3KPAHUPOBATH OMbBIT, PAa3MECTHB €r0 Ha
paboyeM CTOJI€ U MOCPEACTBOM PA3IMYHBIX MPOTPaMM — OCYIIECTBUTH
neKoHCTpyKIuio. JIro0oi naTepdeiic oka3pIBajICcs He TOJILKO TEXHUUECKHUM,
HO W KYyJbTYPHBIM M JIa)K€ SMHUCTEMHYECKUM (PUIBTPOM PEATbHOCTH —
NEPBbIM YCJIOBUEM BBIKMBAHHUS B MHUPE TEXHOJIOTMYECKHU IOBBIIIEHHBIX
TpeboBanuii. [lelicTBMEe HauYMHAETCS HE B MBICIM W JIa)ke HE B CJIOBE,
CKOpee CII0OBO — caMoO SBIETCS AelcTBUEM. X. APEHAT, ONHUPasCh Ha
IPEYECKUN MO33UC, AAXKE MPEIIIONIAraeT, YTO MBICIb — JAJIBHEE 3XO0 CJI0Ba
(Apenar, 2017, ctp. 222) u He cpa3y HacTUraer roopsiiero. Jleicreue
CYILIECTBYET JO CJIOBA M JI0 MBICIH, HO €CTh YTO-TO, MPEALIECTBYIONIEE U
caMOMYy JICHCTBHUIO, @ MUMEHHO — HacTpoeHue. Mbl He omnbaemcs, Korja B
CJIOBE «HACTPOCHUE CJIBILIUM Urpy  SMOLHMOHAJIBHOIO u
MHCTPYMEHTAIIbHOTO, >KMBOrO TOYTH MAaHHMAKaJbHOTO HAMNpSKEHUs U

! Konmenr «MoHTax ombita» 65UT mpemtoken B 2016 corpyanukom Ilentpa mexuaduiocodun 1 3am.
3aB. Jlabopartopueii nccnemoBanuii kommbsioTepHbIX Urp (JIMKN) A. C. JlenkeBrdaem B mokiane «Hotline
experience: MOHTaX OITbITA B KOMITHIOTEPHBIX UTPax» B paMKax Bcepoccuiickoil HayqHOH KOH(DEpeHINH
«MennapeaabHOCTh: BO3MOXHOCTh PAllMOHANBHOTO TOCTIDKEHMs» (25 HosOps 2016 roma, WucTHTYT
¢umnocopun CIIOIY).
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MEIUTATUBHO-TEXHUYECKONW OTEPATUBHOCTH: HACTPOUTHCA — 3HAYUT
OTHOBPEMEHHO ¥ BYYBCTBOBAThCS, W BIAACTh COOOH, OTHATHCA W
OXpaHUThCS, OBITh B HE ce0s u B cebe. Jlo BCSIKOro NEMCTBUS €CTh
HACTPOWKM — HEKHWE OYEePTaHHWsS BO3MOXKHOTO, T€ CTHUXHH, KOTOPHIC
MOJIJICP)KUBAIOT W HANpPaB/sIFOT. KaHT Ha3pIBal 3TH CTUXUU CXEMaMH H
mpeamnosiaraj, 4Yro WMEHHO OHHM TPAHCICHICHTAJIbHBIM  00pa3oM
KOHCTUTYHPYIOT JJII HAC OMBIT TOTO, YTO COBIBAE€TCA C HaAMH, 4YTO
pOKIaeTcss B HaC W I Hac kKak mMup. KocMoc — HE TOJNBKO, CTpOd B
CMBICJIE TAPMOHUYECKOT'0 (ICTETUYECKOTO, OHTOJIOTHIECKOTO, STHYECKOTO,
AMUCTEMHYECKOTO W T.A.) TOpsAJKa, HO U Hacmpoenue, 0€3 KOTOPOTo
HUYEro He ObUTO OBbI BOBCE. ECiM MBI MOWMEM CIIOBO «ITOJTUTHKA» B CMBICIIC
OTKPBITOCTH HACTPOCHHIO: OOCYKICHHUIO, BCIYIIIMBAHUIO M BYYBCTBOBAHHIO
B JIpyroro 0e3 TPHUHYXKISHUSA, TO MbI, IMOXAIYH, OTKpOEM ISl ceOs
MOJIMTUKY KaK aHTPONMOTEXHHUKY — KaK OCBOCHHUE CTHXHH, B KOTOPBIX
gyenmoBek ceOsi oOHapyxkuBaeT. ColMalibHas OpraHW3alvs, HICOJOTHS H
KyJIbTYpPHBIC CBSI3M WMCIOT CBOH OajaHC — HACTPOCHUE YXOJHUT, U OHH
pymarcsa. B atom cmbiciie Gopmbl ¥ 3hdEKThI, ISHCTBUS M TCHACHIIHH,
UMEIOIIME MECTO B Cpelc OOUTAHUS YeJIOBEKa, B YXU3HCHHOM MHPE —
MOTYT YHTH B CHJIy II€PEMCHBI HACTPOCHHS, YCIOBEUYECTBO OKAKETCS
3aXBaY€HHBIM Y€M-TO APYTHM, U JIJI1 TOTO YTOOBI MIPEBPATUTH Y IYIIAIOIIHMA
3axXBaT B MOJJEPKHUBAIOIIUE OOBIATHS, HY)KHA HOBas TEXHHUKA >KU3HHU.
TexHUKu >KU3HM, KYJIbTYpHbIE TEXHUKM U COOCTBEHHO TEXHOJOTHUU
NEPeIUIeTaloTCS B CHHTETUUECKOW peallbHOCTH. YeloBeYeCTBO BPaCTaeT B
UCKYCCTBEHHYIO Cpeny >KM3HU, YKOPEHSSACh B HEM HOBBIMU OpraHaMu —
BUJICHUSI, UYBCTBOBaHHUA, B3auMOJEHCTBUA. OTNBIT CTAaHOBUTCS HE
YCIIOBUEM  BBISIBICHHS  PEAIbHOCTH M TOJNY4YeHHUS  CMBICNA, a
HEOOXOAMMOCTBIO Uepe3 TEeXHOJIOTHM U HHTepdelichl paboTaTh Ha
OMEpEeXKEHUE — U3MEHATH ce0s, BKIIOYAsICh B HACTPOCHHE MAPYTHX,
OTBEUaTh JPYrUM, OBITH JXOM-PETPAHCISATOPOM, B HYXKHBII MOMEHT
NOJIICP)KUBAsT M YCHIJIMBAsi MHOTOTOJIOCHE KOJUIEKTUBHOTO COMPUCYTCTBUS.
HeynuButenbHO, 4TO SKOJOTHUS BOOOpPAKEHUS B TEXHUYECKUX YCIOBHIX
(koTOpBIE TEM MEHEee OMacHBI, 4eM Oojiee CTaHAAPTU3HPOBAHBI, 4 TOTOMY
OTBETCTBEHHOCTh JIETKO 3aMEHSAETCS CTaHIapTOM), MOXXET M3 JHhajora
MIPEBPATHUTCS B ONIEPATUBHYIO MOJEIIb KOHTPOJIA.

MoHTaxX, TPOWU3BOAMMBIA CpencTBamMHu HHTepdeilica W3 MOHTaxa
OTbITa JIEWCTBUTEITHHOCTH W COIMAIBHBIM pPacTpeeICHUEM €ro, CTal
CPEIICTBOM aJlalTalliy K CO3JJaHHOW TEXHOJOTHUSMH HUIIIE CYIIECTBOBAHUA,
YCIIOBUEM CaMOM3OJSIIIMM W CTaHAapTu3anuu. HoBble TexHOIOTHH
00paboOTKH, OCBOEHUs, MOTPeOJeHUs 00pa3oB, BHINICANINX HAa YIWIY U
MOJIYYMBIINX MAacCOBO€ THPAXHPOBAHUE, BBI3BABIINX K J>KH3HU HOBBIE
nepreniui u apPexTol, MPEeBpaTUINCh U3 TEXHOJIOTUH B3aMMOJICHCTBHS C
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o0pa3oM B TEXHOJOTMU TIOJUTUKH BOOOpakeHHs — uHTEepdeic us3
CpeICTBa WMHTEPAKIMHM TMPUOIM3UI YelIOBEeKa MO CTENEHU aJanTHBHOCTH,
AUCTPUOYTUBHOCTHU, OTIEPATUBHOCTH K MAIIMHE M CTaJl HOBBIM CTaHAapTOM
cpensl XKW3HH. BooOpaxeHne Kak UCTOYHHK (DaHATU3MOB, HaBSI3UMBBIX
uael, MaHUAKAJIbHO MOBTOpAIOIIMXCA 00pa3oB — Bcerga ObUIO
npobseMol, a TOTOMYy TpeboBajgo KYyJIbTYPHOIO, PEJIUTHO3HOTO,
MOJUTHYECKOTO, COIMMAIBHOTO KOHTpoJis. Ho Toiapko Kkorma B pyku
KQKJO0r0 ObUIM IMepefaHbl CaKkpalbHble TEXHOJIOTMH PaboThl ¢ oOpazamu
(MOHTaXX, YCKOpEHHUE M 3aMeIJICHUE, YBEIMYCHWE W yMEHbBIIEHUE Kaapa,
GubTpansi ¥ WHTEPAKIMHK), KOTJAa OHH HM3 WHCTPYMEHTOB OCBOCHHS
OTBITa, TPEBpAIICHUS €r0 B IUCTPUOYTHBHBIE CEpUU OOBEKTOB CTalU
UMIICpaTUBAMHU CAMOOTIPEICICHNsT B HOBBIX TEXHOJOTHYECKUX Cpeaax
XU3HU  (IPUHLOMIIAMU ~ aJanTHBHOCTH,  pabOTBI  CO  CTPECCOM,
BOBJICYCHHOCTH, MOTHBAIlUU, OOpPAaTHOW CBsI3U) — BOOOpPaKEHHE CaMO
CTaJIO TEXHOJIOTUEH KOHTPOJIS.

BooOpakaembie MUPBI B TEXHUYECKHX YCIOBHUSIX CTAJIM KOJOHUSIMH,
MOCKOJIBKY 3/IECh HE TOJBKO OCBauMBAIOTCS HEKUE BooOpakaembie
NPOCTPAHCTBA M BpEMEHA, CIIOCOObI TIOMHUTh U JKeIaTh, YCTAHABIUBATh U
pa3phIBaTh MPUYUHHO-CIEACTBCHHBIE CBA3U — 371€Ch OOHATMYHMBACTCS
UCTHHA TEepPEeKUBAHUS U TPEBPAIAETCS B HEKHM cTaHAapT. DKOJOTHKa
TUCTPUOYTHUBHOM peaNbHOCTH, T.€. MHOrooOpasue MHUPOB, MPUHIUIIOB U
YCIIOBUM, B3aUMOJCHCTBUS U TEPEXOJIOB MEXIY HUMU H3 OTKPBITOrO
TEXHUKOMN rOpPU30HTA BOOOpaxeHus CTaHOBHTCS yCIIOBUEM
CTaHJApTU3AIMM TEXHUK Tela, NMaMsaTH, pediekcuu, skenanus. Mbl He
UCIIOJIb3YEeM YEJIOBEUYECKUM KamuTall, BBICBOOOXKIEHHBIM TEXHOJOTUSIMHU
UGpOBON  BMOXM, TMOCKOJbKY HAllle MBIIUICHHE YKOPEHEHO BO
B3aMMOJICHCTBHUH, & CAMO B3aUMOJICHCTBUU (MHTEPAKTUBHOCTH) MPEObIBACT
B KpHU3UCE CTaHIapTU3allMd — BMECTO OTKPBITOCTH JCHCTBUIO W
npeTeprneBaHnio B IMAPOBBIX HHTEpdericax Mbl HMEEM JIeI0 C
HACTPOMKAMH CBSI3M, CKOpPEE€ ONYyThIBAIOIIMX JECHUCTBYIOLIETO, YEM
MO3BOJISIIOIIETO €My CBfI3aThb ONBIT B HOBbIE THOpUABI — XKenas
OTKPBITOCTH OIBITY, Mbl OOpEUYEHbl pacHuHaTh ce0s Ha HKpaHe: MbI
OCETEBJICHBI HAIIUMU CBSA3SIMH, OCTEKJIEHBI 3KpaHaMU HAlllUX YCTPOMCTB,
napaan30BaHbl COOCTBEHHBIMU JICHCTBUSIMU.

POXXJEHUE SIIMCTEMUWYECKOI'O JJEMCTBUA U3
I'VIMTHA

I'ne wnaubonee oueBHAEH KpU3UC HUHTEepakTUBHOCTU? Kpusuc
pPENpEe3eHTAaTUBHOCTA OKa3ajicsi HamOoliee OYEBUIEH B HUCKYCCTBE, XOTS
BBISIBUJI OH TMPEXKJIC BCETO TPYMAHOCTH PENPE3CHTAIMU B TyOIUYHOM cdepe.
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Kpu3uc  WHTEpaKTUBHOCTH  BBISBISET  TPYAHOCTH  HMCIOJIH30BAHMS
YeJIOBEYECKOTO  KamuTajla B  HOBBIX TEXHHYECKUX  YCIOBUAX —
NapagoKCalbHYI0  CHUTYyallMi0, KOTJa pa3BUTHE TEXHOJIOTHYECKOTO
MOTYIIECTBA, OKAa3bIBACTCS YCHIJIEHHEM YEIOBEUECKOH OeCIoMOITHOCTH.
OOGHapy>xHuBaeTCs OH MPEXkKJE BCEro He B MHTEep(eiicax HAIIUX TraJKeTOB U
HE B CETCBOM B3aWMOJICHCTBHH, a B TOW cdepe, TIe KakIoe ACHCTBUE HE
TOHET B HMH(POPMAIIMOHHOM TIOTOKE, a BO3BpAIlIaeTCs KaK HOBOE
TpeOoBaHne — B cdepe KOMIBIOTEpHbIX Wrp. Pa3Buthe HrpoBoi
WHAYCTPUH, BHUMAaHUE J>KYPHAJIHMCTOB, OyiorrepoB u KpynmHbix CMMU,
HSKOHOMHYECKHE ITOKA3aTeIM M JUCKYCCHH Ha IMOJIMTHYECKOM YpPOBHE —
BCE OTO JOJKHO YyBepuTh B oOpatHoM. Iloka QuHaHCOBBIE U
WH(POPMAIIMOHHBIE TTOTOKHW OMBIBAIOT apXuIiejar KuOeppa3BICUYCHHH U
CO37al0T OJIAarONPHUATHBIA BO BCEX OTHONICHHSX KIUMAT — KaK MOYKHO
TOBOPUTH O Kpusuce? OaHAKO KPU3UC YacTO BO3HHKAET HE B YCIOBHSIX
OTCYTCTBUS BHHMaHHS K (EHOMEHY, a B YCIOBHSIX H30BbITKA 3TOTO
BHUMaHUs. JIJIMTEIbHOE BpEMs WMTPHI BEJIM CBOIO BOWHY 3a BOOOpa)KeHHE
reiimepa, rpejJiaras He CTOJIbKO HOBBIC CFOXKETBI U 00pasbl, CKOJIBKO HOBBIC
TEXHOJOTUM B3aUMOJCHCTBUS C WIPOBBIM MHPOM — 3a CHHTE3
MHOT0OOPa3HOTO B CJMHCTBE OIBITA, KOTOPBIH MO3BOIMI OBl CyOBEKTY
4yepe3 CONPUYACTHOCTh BHUPTYAIbHOMY, CTaTh AaKTyaJbHBIM, MEPEKUTh
CTpacTb pEaJIbHOrO0 B WIPOBOM IIpollecce, T.e. TOJYYUTb OIBIT
BOOOpakeHusl, Kejanus, adpdekra B TOM Maciitade, KOTOPhIH MPOCTO HE
JOMYCKAJCs B MHBIX CeMapaTU3UPOBAHHBIX, CETMEHTUPOBAHHBIX W
cTpaTu(UIIMPOBAHHBIX cepax COLHO-KYJIBTYPHOTO U  3KOHOMHKO-
MOJIUTUYECKOTO TPUCYTCTBUSI: WUMEHHO II09TOMY WIphl OOBUHSIIUCH B
3aXBaTe BOOOpPaXCHUST — OHW JlaBaJii HWHOM MacmrTabd, a pabora ¢
UTPOBBIMHU TTPaKTUKaMH, HEM30EKHO TepepacTana B paboTy ¢ MacimTaboM.
Otcroga KIHOYEBOM MPOPBHIB T'eMM3aiiHa — CO3JaHUE€ MHUPOB B CBOEM
Macitade OJM3KUX K OTKPBITBIM: 0€3 IIBOB 3arpy30K U 0€3 HEBHUIUMBIX
cred. Beimenmue B 2001 1 2002 rr. coorBerctBeHHo Grand Theft Auto 111
(2001) u The Elder Scrolls I11: Morrowind (2002) oTKpbUTH UTPOBOI MHD,
71aB HOBBIN TOJIOBOKPY>KUTEIBHBIN OIBIT, OJHAKO CO BPEMEHEM STOT OIBIT
CTaJI AKCIUTyaTUPYEMBbIM CTaHIApPTOM B TAaKUX CEPHUSIX UTP OT KOMIAHUU
Ubisoft Entertainment kax Far Cry (2004-2019) u Assassin’s Creed
(2007-2018), B urpe Watch Dogs (2014). NrpoBble MEXaHHKH OKa3aJIHCh
TUITU3UPOBAHBI, KaTaJOTU3UPOBAHBI, CTAaHAAPTU3UPOBAHBI HE TOJIBKO IS
pa3paboTYMKOB (YbM JEUCTBHSI — OTO YacTO VYIOBKH € COKPBITHS
MEXaHU3MOB), HO M I UTPOKOB (KOTOpbie 3a mociennue 10 ner Obum
MOCTABJIICHBl B YCJIOBUS BCTPEYM C CaMUM MEXaHH3MOM B 00X0f
nexoparuii). Wrpel craaum BOCHpHHHMAThCS Kak Habop ready-made
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00bekTOB U MexaHuk. HTepdeiic-paBeHCTBO BOZMOXKHBIX UTPOBBIX MUPOB
MIPUBEJIO K UX OHTOJOTHYECKOMY OMYCTOLIEHUIO.

«KoMmmbplOTEpHBIE UTPHI  YacCTO paccMaTPUBAIOTCS B KOHTEKCTE
WUTPOBOM 3aBUCHUMOCTH M 3cKanu3Ma. Bpsa 11 MOXKHO MOHSITH UTPY, CBEIS
€€ K IIaTOJIOTUM, OJHAKO XapaKTep ATOM MAaroJIorTMu cuMmiroMmathdeH. Ha
CMEHy (QUType a3apTHOTO UTpOKa MPUXOJIUT TeMep: MEPBBIM MOIMEHSET
cBOOO/Y BBIOOpa cilydaeM, HapaJoKCadbHBIM 00pa3oM HaxoJs MOKOW B
OCTPBIX OIYIIEHUSIX; BTOPOM OTNIa€TCsl BO BIACTh MAIIIMHbBI, PACTBOPSISICH B
MOHOTOHHOCTH TIOBTOPSAEMBIX JEUCTBUM. ['eliMepa 3axBaThIBacT HE
BBIMBIIIVICHHBI MHUP UTPBI, KAK MOXKET IMOKa3aThCsl HAa MEPBBIA B3TJISA, a
noutu (HU3NYECKOE YAOBOJBCTBUE OT €€ MHTEPAKTUBHOCTHU. Y TBEPKICHUE,
YTO PEeaIbHOCTh UTPHI MOJMEHIET COO0M MOMIUHHYIO PEaTbHOCTh, CETOIHS
3ByYUT HaWBHO. B  JeHCTBUTEIBHOCTH MPOUCXOAUT OOJIE3HEHHOE
OYapoOBaHHWE MAIIMHOMW, KOTOpas B OTBET Ha JIF00O€ JEWCTBUE BBIJAET
OTBETHYIO PEAKIMI0, TPEeOYIOIIYI0 HOBOTO JECUCTBUS, U TaK Jajee 0
oeckoneunoctu» (Ckomopox, 2014, ctp. 59). OgHako MMEHHO 3a ITOH
CTaHJapTH3allMell, pacmupeHrueM 0e3  yrIyOJeHus, HaBsI3UUBBIM
BO3BpAIIICHUEM OJHOTO M TOTO € JIS)KUT HOBBIM BUTOK PAa3BUTHS UTP, a
BMECTE C HUMHU M TEXHOJIOTHYECKOU cpeabl B 1ieioM. Korjaa urpoBoit omneIT
KaK pe3yJIbTaT TEXHUYECKOTO B3aMMOJECHCTBHUSI CTAHOBUTCS CTaHIAPTOM,
IPOTHO3UPYEMBIM OXKUJAHUEM, ONPENEISIONINM MICUXOTEIECHYI0 TEXHUKY
UTPOKA, JYUYIINil croco0 Cco3/1aTh HOBOE — BHECTH B OXHUJAHHE MOMEXH,
npuyYeM He TOJIbKO Ha YpOBHE MHTep(deiica u MEXaHHKH, HO UMEHHO Ha
YpOBHE TCHUXOTEJIECHOIO YKOPEHEHHUs B UTpe, T.e. TJIUTY, cOOM, ommoka
JNOJKHBI TOPa3uTh CTaHAAPTU3UPOBAHHBIE TEXHUKH Te€Jla, U U3 3TOTO
JNOJKEH POJUTHCS HOBBIA OMBIT AMOIMOHAIBHOIO CO-IIPUCYTCTBHUSA, CO-
CTpafaHus, CUM-iaTuu. M3manHas kommanuein Sony urpa Demon’s Souls
(2009) ot smoHckoi cryauu From Software (kak u mociemyromias 3a He
cepus Dark Souls (2011-2016)) BepHyma HUIpOKaM  YyBCTBO
CaMOMPEBO3MOTaHUsI — KOrJga MHUp, 3TO HE TMPOCTO 0003puUMoe
MIPOCTPAHCTBO, HO U MEPEeXUTast KOKei 00JIb U YAOBOJIBCTBUE, KOTJA OTBIT
HaXOJUT MECTO He B IU(POBBIX MMOKA3ATENAX, a B TEJIC U CO3HAHUH UTPOKA,
KOrJja Ba)XKHbl KOJUIEKTUBHBIE YCWIHS U JIOKAJIbHO-CUTYaTHUBHBIE CBSI3U C
JIPYTUMH UTPOKAaMHU, KOTJa BCE MCUXOTENECHBIE MPAKTUKU, OTPaOOTaHHBIC
B IMPOIUIBIX UTPOBBIX MUPAX, TPEOYIOT paauKalIbHOTO TTpeoOpa3oBanusi. B
Urpe KaK B pUTyaJle MHUKPOKOCMOC M MaKpOKOCMOC aHaJIOTHYECKU
MOMOOHBI JAPYT NAPYTY: IJIi WTPHl OTO O3HAYAET, YTO HM3MEHEHHE MHpPa
npuBeno Obl K H3MEHEHHIO TICUXOTEJIECHBIX MPaKTUK, a HW3MEHEHUe
MICUXOTEJIECHBIX TMPAKTUK TPHUBENO Obl K WM3MEHEHWI0 Mupa. OTKpHITHIC
MHUpPBI, CTaBIIME CTAHAAPTOM B OTHOILICHHM ICHUXOTEJIECHBIX MPAKTUK,
JOJKHBI ObUIM TPUBECTH K UIPE C IMCHUXOTEJIECHBIMU MPAKTUKAMHU IS
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OTKPBITHSI HOBOTO MHpA: YEM MEHBIIE B 3TOM HOBOM MHUPE MbI MOXEM
caenarh (MOCKOJIBKY PEalbHOCTh UTPhI COMPOTUBIISIETCS ), TEM OO0JIBIIIEE MbI
OTKpbIBa€M BHYTpU ce0s, OOHapyXuBas CHJIy B caMOM OeccHiuu
JIeHCTBOBATH JaJIbIIIE.

Urpsr ot From Software mpuBenu He TOJNBKO K MEPEOCMBICICHUIO
3HAUMMOCTH WHIWBHUAYAJbHBIX YCWIMH W K TIEPEOIEHKE IIEHHOCTU
WUTPOBOTO OMbBITa, HO W K JOMOJHEHUIO WHIUBUAYAIbHBIX YCUIUN
KOJUICKTUBHBIMH — TIpUYeM HE TOJIBKO B MParMaTUYECKOM KIIOUe
(mocTmxeHune pe3yabTarta), HO U SMUCTEMUUYECKOM (JOCTUXKEHUE CMBICHA).
Urpokam xoTenoch 3HaTh, YTO, COOCTBEHHO, B UIpe JAENAeTCs U JJIA Yero
NpPEeANPUHUMAIOTCS BCE WIPOBBIE JICHCTBUS, KAaKOW JIOTMKE, KaKOMY
CIOXKETYy, KaKOMy MHPY OHHM OTBEYAlOT — TaK HUrpa BhlIUIa 3a chepy
PUTYQJILHOTO B3aUMOJICUCTBUS B HOBYIO MH(OJOTHIO, KOJUIEKTUBHO
KOHCTPYUPYEMYIO U OO0XMBaEMyl0 Ha MHOTOYMUCIEHHBIX (opyMax B
TemMaTHueckux amckyccusix. Death  Stranding (2019) or Kojima
Productions — KkoMIbIOTEpHAsi Wrpa, CTaBllas HACTOSAIIMM Meua
COOBITHEM M CKOHIIGHTPUPOBABIIAs Ha ce0e MHTEpeC Na)ke HUKOTJa He
UTPABIIMX B KOMIIBIOTEPHBIE WIPHI JIIOJICH, €I CUJIbHEEC YYHUTHIBACT
3HAYMMOCTh MCUXOTEJIECHOCTU MIPOKA, 3aCTABJISISL €r0 B KOJUIEKTHBHBIX U
KOCBEHHBIX B3aUMOJECHCTBUSIX OCTABIATH CJEAbl B MUPaX APYTUX UTPOKOB,
KOTOpBIE (POPMUPYIOT SMOLMOHAIBHYIO TOHATBHOCTh IMOBECTBOBaHUS. BOT
Kak 00 3TOM roBoputr ee cozaatenb — Xuaeo Komsuma: «Bbl qOMKHBI
NOHUMAaTh, YTO 3TO WUrpa MIPO CBA3b, MPO CBA3b JIIOJEH, U MMEHHO OHa
oTpejeNsieT AMOIMOHAIBHBIN (OH Bceil Urpbl. Y KOro-to 3TO OyAeT
MO3UTUBHBIN (OH, T OyneT npyx0a, cyacTbe U J000Bb. Y KOT0-TO OyIeT
HETaTUBHBIA WM OTpHUIATeIbHBINH (DOoH. Tema cMepTH M KU3HM TOYHO TaK
K€ 4epe3 3TU CBSA3U PACKPBIBACTCS U SIBISETCS €€ HEOThEMIIEMOU YacCThIO.
VY Kaxa0oro mepcoHa)ka B UIpe €CTh CBOM MHIMBHUIYAJbHBIM XapakTep U
CBOIl 3MouMoHanbHBIN ¢GoH. Hanmpumep, rnaBubiii repoit Com — 370
YEJIOBEK, KOTOPBIM HCHBITHIBAET CIOKHOCTH MPH B3aUMOJIEUCTBUU C
IPYTUMU JIIOJbMH. Y HErO €CTh JIMUHAasl TpaBMa, U 3Ta TpaBMa OMpeAesieT
€ro MoOJieJib MOBEICHUS W OTHOIIEHUS ¢ JIpyrumu. M TOYyHO Tak *xe y
JIPYrUX TMEpPCOHA)KE€W €CTh CBOU JIMYHBIE TPaBMbl, CBOU JIMYHBIE JIPAMBI.
[...] B Kakoii-TO MOMEHT Bbl IOHUMAETE, YTO TOT MyTh, KOTOPHIM BbI UJIETE
B WIPE, T€ COCAUHEHMS, KOTOPBIE BBl CTPOHUTE, — OTO COECAUHCHMUS,
KOTOpBIE CTPOST U Ipyrue Urpoku. Koraa Bel IporyinBaeTech N0 KaKOM-TO
JIOKallUM, 3a BaMM OCTalOTCs cienbl. M KTO-TO Apyroil MOXeT YBUIIETb
BalllM CJIEMbl, 2 BBl — JIPYTOro UrpoKa, KOTOPBIA MpOXoaui 31ech xe. U
MOJIy4yaeTcs, 4YTO Bbl HE BUJWUTE JPyr Jpyra, HO BBl 3HAETE, YTO
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CYLIECTBYIOT IPYTHE€ HMIPOKH, KOTOPBIE IPOXOAAT JTOT IyTh BMECTE C
BaMu»’.

CrangapTuzanys OTKPBITOTO MUPA IIPUBEIA K KPU3MCY HHTEPAKIMU B
KOMITLIOTEPHBIX HIPAX:

«MUP CIMAHOBUMCSL WUPOKUM KAK OKeaH, HO 21yookum Kak ayacay (Y.
Cuexrop).

OTBETOM Ha 3TOT KPU3KC CTAHOBUTCS pab0Ta C TEJIOM UTPOKAa — C €T0
MHCTPYMEHTaIbHO-KOMMYHHKATUBHBIMIA HaBbIKaMU. KTpoBbie MeXaHUKH
HAYMHAIOT pabdoTaTh MPOTUB TEX CTAHAAPTOB, KOTOPHIC OBLIM YCTaHOBJICHA
M 3TO JOJKHO JIaTh JOJDKHBIM SMOIMOHAIBHBIA OTKIUK — 3TOT (PEHOMEH
CTOWUT Ha3BaTh augmented gaming (T.e. PaCIIUPEHHBIM UTPOBBIM OIBITOM,
WIH Ja)Ke BO3BBIIICHHBIM WTPOBBIM ONBITOM, T.K. OH HPHUIIOJHUMAET HaJl
OIBITOM, Haja co0oif). Augmented gaming — yAWBICHHE W B3TJSA CO
CTOPOHBI Ha BHEKOHTCKCTHOC HCIIOJIb30BAHUS UIPOBBIX IPAKTHK,
CPOCHIMXCS C YCJIOBHBIMM KOHTEKCTAaMH W CTaBIIUMHU cTaHAapToM. Ero
UCTOYHUK — TJIUTY, HE B ayJHOBU3YaAJIbHON TEXHOJIOTMH MPOTPAMMHOIO
WIM ammapatHoro obecrnedyeHus, He B software m He B hardware, a B
wetware — B HaIIMX MHCTPYMEHTAIbHO-KOMMYHHMKATUBHBIX HABBIKAX’, B
NICUXOTEJIECHBIX MPaKTUKaX, B CAaMOM HallleM MPUCYTCTBUHU B UIpe, KOTna
Halle JCHCTBHE M TMOHHMMAaHHE TEPEecTaeT ABUTAThCS OT KOHTEKCTa K
KOHTEKCTY M BBIHYXKJEHHO (POPMUPOBATh KOHTEKCTHI B YCJOBUAX HX
(pakTHUECKOrO OTCYTCTBHMS. BO3BBILEHHBI MIPOBOH ONBIT® yOHpaeT
OCHOBAHHUE U MOJIBEIIMBAET BCE CMBICIIBI, BCE CITOCOOBI IEUCTBUS, a TOTOMY
n30aBisisg NEUCTBHUS OT NMPAarMaTWKd — EAMHCTBEHHYIO 1€Jb, KOTOPYIO
JIEHCTBUE TEMeph MOTJIO OBl MpecieoBaTh — IEib AMUCTEMUYECKas, T.€.
TpeOyeTcsi He clenaTh HeUTO, a MOHATh, YTO K€ Bce-Taku jAenaerca. Mrpa
paboTtaeT ¢ BH3yaIbHBIM H a(pQGEKTUBHBIM pECypcoM. A TIOTOMY U
KOMMYHHUKallUsi B HWrpax wu3 OOMEHa TOHATHSAMHU, CYXKICHUSMU,

! «3ra wurpa cesspBaer monei». Xumeo Komsmma o6 yHukamsHoMm kampe Death Stranding. URL:
https://tass.ru/interviews/6968975

? Tnutan MOTYT GBITh HCIIONB30BAHBI B KAUECTBE MHCTPYMEHTOB VIS OTTAYHBAHHS HABBIKOB HIPHL B
TaKOM CIIydae peyb, JeHCTBUTENBHO, HE UIET O BU3yaJbHOM U3MEPEHHH 0ara, HO O €ro KOHCTHTYTUBHOM
MIOTEHIINAJIe: TJIINTY BEICTYIIAeT MEPUIIOM MacTepcTBa reiimepa (Jlatsimosa, 2016).

¥ MccremoBatenu Wrp BpeMs OT BPEMEHH OOPAIIAIOTCA K TeMe BO3BBIIEHHOro. KTO-To muer or
KaHTOBCKOI 3CTETHKM M pabOTaeT MO aHAJOTHH C BO3BBILICHHBIM, C KOTOPBHIM MOXKHO CTOJKHYTBCS B
TIPUPOJIE, U MIPBI B 3TOM CMBICIIC MOT'YT MPEIIOKUTh CXOKHU ONBIT YAUBICHHUS, BOCTOPTa, OIIYIICHUS
yapyromieid HecopasMmepHoctn daHmmagdToB (Martin, 2011). KTo-To TpogyMBIBaeT <«JTIOAHYIECKOE)
BO3BBIIICHHOE, KOTOPOE CTAHOBHTCS YHHKAJIbHBIM IS WIP KaK MEAWalbHOM (GOpMBI M BO3HHKAET
Oyaromapsi KeNaHWIO refiMepa OBJIQJICTh HMIPOH, OCBOMTH €€, BCTPETHTHCA C HEll JHMIOM K JIMIY B
npenensHOM ombiTe mpeomoineHus cedbs (Vella, 2015) Taxxe BO3BBIIIEHHOE B HWIrpax MOXET
paccMatpuBaThCs B Ooiee MHMPOKOM KOHTEKCTe «mu¢poBoro Bo3BemeHHOro» (Shinkle, 2012), a
XYIOXKECTBEHHbIC MPAKTUKH, OKCIEPHUMEHTBl C WIPaMH, pasiuyHble MOAU(GHUKAIMHA TOMOTraloT
mpopBatkcs K Hemy (Betts, 2014).
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pedaexkcusaMHu mOpeBpaniaeTcss B 0OMEH COCTOSHUAMH. Wrphl MO3BOJISIOT
TpPaHCIUPOBaTh NPHUCYTCTBHE, TO, YTO TPAAUIMOHHO CUHUTAIOCH HE
NOJJIeKAIIMM Tepefaye, U MMEHHO B 3TOM CMBICIE€ HUIPhl CTAHOBATCA
3aKOHOJATENbCTBYIOIIMMHU  JII1  BCEX LHU(PPOBBIX MeIuUa, KOTOphIE
MPETEHIYIOT Ha BBIPAKEHHWE HEBBIPA3MMOTO, MIIYT HOBBIE CPEACTBA IS
ATOrO BBIPAXKEHUSI U MOTOMY HEM30EKHO CTaBAT OOJE3HEHHBIE ONBITHI HA
couranbHoM Tene. [loHMMaHue KOMIBIOTEPHBIX WP MPHUOJIM)KAET Hac K
MOHUMAaHUI0 LU(PPOBBIX MeAHa M MPOU3BOJUMBIX HMH HOBBIX (OpM
CYILIECTBOBAHUS — T.€. COKPAIIAIOT JUCTAHIIUIO MEXAY TEXHOJIOTHYECKUM
MOTYILIECTBOM U 4YeJIOBe4YeCKOoM OecrnomolnHocThio. llpexne Bcero urpa
NO3BOJIIET  MPUOJM3UTCA K TOHUMAHHUIO KJIIOYEBOM  OCOOEHHOCTH
BBICOKOTEXHOJIOTHUYECKUX MeAua — HUX CYITeCTUBHOCTU. 3HAK M TeJo,
o0pa3 U MPUCYTCTBUE B KOMIBIOTEPHBIX HUrpa KaTacTpoduuecku OJIM3KU
(JlenkeBuu, 2019, ctp. 20-33). CnegoBaTenbHO UIPHI OTKPHIBAIOT TallHY
Meaua, KOTopasi COCTOMT B TOM, YTO ME€JIHMa HEBO3MOXXHO MOHSTHh M3BHE,
OHM OTKPBIBAIOTCS JIMIIb B YKUBOM ICHXOTEJIECHOM YKOPEHEHHU B HHX.
[looTOMy BaXXHO  OCMBICHSATH MEIHAa  M3-TE€X  JK3UCTEHIHAIBHO-
repMEHEBTHUECKUX (OpPM, KOTOpbIE OHHU mpeiaralor. Eciu  urpsel
OTKpBIBAIOT 3a IMparMaruyeckod (QyHKUuMeH JeWcTBUS  (PYHKIIHIO
AMUCTEMUYECKYI0, TO 3TO YyKa3blBA€T HA KOPEHHOW CABUI B IOHMMaHUU
MeaMa — B JEHCTBUSIX, KOTOPbIE OHM IIPEUIaraloT, IPOCIIEKUBAETCS
OpUEHTallUs HE Ha BEIIECTBEHHBIM pe3ynbTaT, a Ha BXOXIEHUE B
KOJIJIEKTUBHBIE (DOPMBI CONEPEKUBAHNS.

«HUumepgpetic,  A6n1AC6  MeOUYMOM  (8LINOJHAIOWUM — QYHKYUU
CBA3bIBAHUS), aMeOuaneH KAk COBOKYNHOCMb «30ecb U cetydacy
peanuzyrowuxcs Qopm — 3epKan, 3a KOMOPbIMU Hem HUKAKO020
pegheperma, cobvimue KOMOPLIX NPOUCXOOUM «HATUYO», He mdaM, a
30ecv. U oadice eciu unmepgetic pacmeopumcsi 8 upege mupda, OH 8ce
PABHO  OCMAHEMCsl Henpo3pPauvHol cpedol, ameOUudlbHOlU 30HOU
eHympu meouapeanviocmuy (Jlateimoa, Jleakesud, 2015, ctp. 188).

WNuTepdeiicel 6b11M c110cOOOM MOHTa)xa U (GUIBTPALMH OTBITA — T.€.
WHCTPYMEHTOM BBIKMBAaHUSA B D3MOXy HH(GOPMAIMOHHOTO KoJIjlanca u
MaccoBOM AUCTpUOyIMu o0paza, HO B YCIOBHUSX CTaHIAPTH3ALUU W
OTOpaKOBbIBAaHUS ~ QJIBTEPHATUB  —  OHU  JIETKO  CTAHOBATCS
OMOTIOTUTUYECKIUMHU WHCTPYMEHTAMH MICUXOIMPOTE3UPOBAHUS
(obecrieynBasi  ajanTanyio, MOTHBAlMIO, OOpaTHYIO  CBs3b). 3a
CTaHIAPTU3AIMEH TEJIECHBIX MPAKTUK HEM30EKHO CICAYET BUPTYATU3AIIHS
chep XKM3HEHHOTO MHpa, IMOCKOJBKY B 3TOM MHpE OOJbIIE HE OCTACTCH
HEKOHBCHIIMOHAJIBLHOTO, PpAJUKaIbHO WHOTO, HEAUCKYPCUBHOTO: BCE
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CTaHOBHUTCSI OOMEHHMBA€MbIM Ha BCE, a MOTOMY TEpSAETCSs BO B3aUMHOM
O0e3paznuuuy. YCWICHHOE TEXHUYECKHMMH CpEJCTBaMU BOOOpakKeHHE
MOTJIOIAET CBOETO CYObEKTa, OOBEKThl MPEBPAILAIOTCS B  MbUIb
(HMOyNSIUsT — TMOCJIEIHUNA BUTOK HH(POPMALMOHHON CHUpalH, KOrnaa
UCTUHA U JIOXKb, BBIMBICEN U (PaKT, CYOBEKT U OOBEKT CBOOOAHO MPOXOIAT
Apyr uepe3 apyra, He OCTaBisis clefoB). B 3TOM cMbIcie TEXHOIOTHMU
paboThl C ONBITOM, KOTOpbIE OTKPBUIM MEJIHa, KOMIIBIOTEPHBIE HIPBI
NEepeBOIAT HA UHOM YPOBEHb, HAIIOMUHAS, YTO SMUCTEMUYECKHE (DYHKIIHUH,
ropazo Oosiee Ba)KHbI, Ye€M IparMatuyeckue, a (aHTa3M MO3BOJISET
CKa3aTh HEYTO 3HAYUMOE O €€ KIIOYEBBIX MOMEHTAaX PealbHOCTH, KOTOphIE
3a/IeBalOT UYYyBCTBO, BpE3alOTCSl B MaMsTh, IPUKOBBIBAIOT K cebe Hu
OCTaBIIIIOT TpaBMy C OoOJibllIell BEPOSITHOCTHbIO, YeM OOBEKTUBHBIN (T.€.
JUIICHHBIN JIHIA, «CyOBEKTUBHOCTHY) QakT. Urpbl U3MEHSAIOT MOHUMAaHHE
MHCTPYMEHTOB — IpEBpalliasi uX U3 CPeJCTB MPOU3BOJICTBA (2 3HAUUT, U U3
CPEICTB JTUCHUIUIMHBI, TPUHYXXIEHUS, HEOOXOIMMOCTH) B CPEICTBO
NOHUMAaHUS (a 3HAYUT — MPOU3BOJIA), @ IOTOMY MO3BOJIIOT COOOIIECTBAM
KOHCOJIMJIUPOBATHCSI HA OCHOBE MEJIHMAa’MIIMPUOMOHM3MA: CO3/1aBasi MUPBI
PaBHOPACTIPEACIICHHOTO  aKTyaJbHOTO OIBbITA B 3MOXY TOTaJIbHOM
BUPTYaJbHOCTH:  WIPhl  BOCCTAHABIMBAIOT  ONBIT  HAa  YpOBHE
HMOLIMOHAJIBHOTO  CONPUYACTHUs, a I[OTOMY BBICTYHNAIOT CPEICTBOM
UCCIICZIOBAHUS aHTPOIIOJIOIMUYECKOIr0 KaluTajaa, BEICBOOOKIEHHOIO HOBOM
TEXHOJIOTUUECKOM AMOXOM. KomnerotepHble UTPBI, ObIBIIIME
MapruHajJbHbIM ~ (DEHOMEHOM LHU(POBOM PEATBHOCTH, TAKXKE JIMIIb
COIPOBOXAAJIN CHELMATU3UPOBAHHYIO JESTENBHOCTh, HO B YCJIOBMSIX,
KOTJa BCA JI€ATEIbHOCTh CTPEMUTENBHO JIeNpodeccroHaIu3upyercs,
CPEICTBa MEPECTAIOT CIYXUTh LENAM, a LIeJId — OIpaBAbIBaTh CPE/ICTBA,
KOTJa COOBITUS  BUPTYaJIU3UPYIOTCSA, IMOCKOJIBKY OHH  CIy4aroTCs
onuHakoBo mia Bcex (B CeTw, ¢ omHUX U TexX ke (ororpaduueckux
paKypcoB, B pacxoxeMm II1a0JOHE OLIEHOK) KOMIIBIOTEPHO-UIPOBOE
B3aMMOJICHCTBHE AKKYMYJHpPYeT Haubojee MOIIHYI0 3MOLUOHAIBHYIO
SHEPIUI0, JAIOT Han0O0JIeE€ MHTEHCUBHBIE IEPEKUBAHUSA, CIIEOBATEIBHO
3areyarieloT CcoObITHUS B CO3HAHMM MHAMBHJIOB U 0OYyCIABIMBAIOT
KOMMYHUKAIIMM BHYTPU COOOIIIECTB.

HauGonee moka3zatenen 3aech ciaydaii Demon’s Souls, xorma B
OJIHOIIOJIB30BATENIbCKOM HUIpe BAPYI HAYMHAIOT IOSBIATHCA HUIPOKH-
(aHTOMBI U3 APYTUX MUPOB, O0JIee TOTO, OAUH U3 KIIOUEBBIX IPOTHBHUKOB
(Crapsriit monax, Old Monk) — 3To Besikuii pa3 Apyroit UTpok, HO 00 3TOM
MO>XHO CYIUTbh TOJIBKO KOCBEHHO MO M3MEHEHHMIO MOJENH MOBeACHMs (10
CyTH, OOT WM WIPOK MOTYT B3aUMOJOIOJHATH W B3aMMO3aMEIaTh JPYT
Jpyra, 4ro CTaBUT rerMMepa B no3unuro Puka Jlexkapna w3 xauru Ounnna
Huka «MedTtaroT 71U aHApouapl OO0 3JIEKTPOOBLHAX?» U  BBI3BIBAET

43


http://code-industry.net/
http://code-industry.net/
http://code-industry.net/
http://code-industry.net/
http://code-industry.net/
http://code-industry.net/
http://code-industry.net/
http://code-industry.net/

I'pammartuka unrepdeticos | DOl 10.24411/2658-7734-2019-10035

; lamakTka Meaua: xypHai meaua uccnenoanuii. 2019. No 4 | e-ISSN: 2658-7734

JOTOJTHUTENbHBIA TCUXO(PU3NOIOTMYECKU PE30HAHC — MEPBOOBITHOE
BOJIHEHHE OXOTHMKA, WM YYBCTBO JETEKTHBA, 00a BOCIPUHUMAIOT OBITHE
HE B U3MEPEHUHU BOJIM WM pa3yma, a B U3MEPEHUU uyThs. [{pyroit mpumep
— Death Stranding, rae nanmmadt Bo MHOrOM OOYCIIOBJIEH CKPBITHIM
B3aMMOJIECTBUEM UIPOKOB, a IOTOMY MOKET BHE3allHO H3MEHUTHCS
(MrpOKM K MOMEHTY HallMCaHUsl TEKCTa YK€ Hay4YMJIUCh MCIOJIb30BaTh 3TU
M3MEHEHUs] He JJid MOMOIIM, a JJs Bpeda — Il MPOBEIEHUS IyTeH,
KOTOpblE BEAYT B XUTPO NpOAyMaHHbIe JOBYWIKH). W, KOHEYHO xe,
YIIOMSIHEM HMIPY-3TaJIOH MMMEPCHUBHOM cumyiisiuu (Immersive simulation)
— Deus Ex (2002), rae pa3Hble UTPOKH MEPEKHUBAINA Pa3HbIE CIOKETHBIE
UCTOPUH, B CIIEICTBUU PAa3HBIX JEHCTBUI, KOTOPbIE OHU MPEANPUHUMAIH B
TOM WJIM WHOW CHUTyalluu — OTO 3aCTaBisI0 HUX OOCYXJaTh
aNbTepHATUBHbBIE UCTOPUU U KUTh UTPOM BHE UTPbI, CHOPUTH O COOBITHSIX,
JO0CTpauBaTh MX, YYBCTBOBATh 3HAYMMOCTh M 3HAUUTEIBHOCTH CBOETO
neiictus .

B 1981 rony 6puranckuit apxeonor Duupto lllepparom BBen KOHIIENT
PEBOJIIOIIMU BTOPUYHBIX MPOAYKTOB MOHUMAS MO/ HUM TEXHOJOTHYECKYIO
U DKOHOMHYECKYIO TIEPECTPOIKY, HaBCErAa M3MEHUBIIYIO JKU3Hb APEBHUX
COOOIIECTB — BMECTO TOTO 4TOOBI 3a0MBAaTh KWBOTHBIX pajaud Msca
(«mepBUYHOE HUCIIOJIB30BAHUE PECYPCAN),

«CKOMOBOObL CMANU 0epiHcamsv ux O NOAYHeHUs B80300HOBIAEMbIX
BMOPUYHBIX NPOOYKMOS, MAKUX KAK MOJOKO Cblpbl, Ulepcmyv, d
makoice 05t mpancnopma u mseuy (Manko, 2019 ctp. 138).

TexHonoruveckas peBoaoNUs TPEOYyeT KOHTPPEBOIIOIIMH BTOPHUUHBIX
NPOJYKTOB — WM TEPEOCMBICIICHHS HETParMaTUYHbBIX, HEYTHIUTAPHBIX,
QHTUTPYNOBBIX () eHOMEHOB  1mudpoBoro wmupa. Eciam  jJerkocTthb
UCIIOJIb30BaHUS TEXHUKU MPOTOPIMOHAIbHA y>KECTOUCHHIO TPEOOBaHUM K
BHYTPEHHEMY PECYpPCY YelOBEKa — TO, OCBOEHHE ATOT0 pecypca JOJIKHO
UATA HE TOJIBKO W3BHE (CO CTOPOHBI TEXHUKH), HO M H3HYTpU (U3
OCO3HAHHS OMbITA COOCTBEHHOTO CYIIECTBOBAHHS B HOBBIX TEXHHUYECKUX

1 «IInotHOCTSH B3aMMOJCHCTBHA SABISETCA €IIe ONHOW cuibHOW cropoHoi Deus EX. Ero ypoBHm

3allOJTHEHbI BELIaMH, KOTOPBIE MOXKHO ITOATAJIKMBATh, TAIUTh, BKIOYAaTh M Opare — OT JeTayei
TUIAaHUPOBKH, TaKHX KaK CMBIBAEMBIEC TYaJeThl, 10 CIIOXHBIX CHCTEM 0€30MacHOCTH, KOTOPHIMH MOXKHO
MaHUITYJIMPOBATh, YTOOBI IOMOYE BaM NPOHUKHYTh Ha HOBBIH ypOBeHb. <...> UyBCTBO IOMOpa B HIpe
YacTO — Pe3yJbTaT 3TOM CBOOOMBI M MHTEPAKTHBHOCTH. Eciy Bac 3aHeceT B JKCHCKHMH TyasleT B IITa0-
kBaptiupe UNATCO Ha OctpoBe CBOOOABEI — a Bemb OONBIIMHCTBO WTPOKOB OYIyT OXOTHUTHCA 32
CEeKpeTaMH M CKPBITHIMH IpeaMeTraMu — Bar 6oce [Ixozed MaHnepnu caenaer BaM CTPOTUI BBITOBOD.
<...> DT0 MaleHbKas AeTalb, HO B TO )€ BpPeMs 3TO OJMH M3 OSCUHMCICHHBIX MOMEHTOB, KOTOpBIE
YCUITMBAIOT HIECI0, YTO BBl OKa3blBacTe BIIMSHHE HA MHpP WIPBI, a HE IIPOCTO CYIIECTBYETE B HEM).
Revisiting Deus Ex, Ion Storm’s classic cyberpunk RPG. URL: https://www.pcgamer.com/revisiting-
deus-ex-ion-storms-classic-cyberpunk-rpg/
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KOOpJuHaTax). BaxxHO HE MpocTo caenaTh 4YTO-TO, HO M MOHSTh, YTO,
COOCTBEHHO, JI€JIAeTCS U TaKOMY NMOHMMAaHUIO MOMOTAal0T KOMIIbIOTEPHbIE
UIPBI: B OTJIMYHME OT JAPYTUX TEXHOJOTMA UIphl HE O0OEIIalT yno0CTBO,
0e30MacHOCTh M MPOCTOTY, HO HMMEHHO II03TOMY OHH TMO3BOJISIIOT B
3aMHTEPECOBAHHOM U LIEJIEPAalMOHAIBHOM B3auUMOJCHCTBUM paboTaTh €
HalllUM TICUXOJOTUYECKUM, (PU3UOJOTMYECKUM U SK3UCTECHIUAIbHBIM
pecypcoMm, paclpeiensiaTb KUOepUMITylIbChl U UU(POBBIE  PUCKH.
KoMmbroTepHble Urpbl — BTOPUYHBINA WM MOOOYHBIN NPOAYKT U(GPOBOIL
pPEaNBHOCTH, HO B OCBOCHHUU 3TOrO MPOJYKTa, YEJIOBEK OBJIAJECBACT TEMHU
CTUXUSMH, KOTOpble BBICBOOOXKJAIOTCS TMpU TMEpexoie K HOBOWU

TEXHOJOTHYECKON (opmManum — 3TO MOTYIIECTBO, OOHApYy>KEHHOE B
MajoM (HemparMaTUYHOM, HEYTUIIUTAPHOM), OKa3bIBAETCS
AMUCTEMHUYECKUM MOTYIECTBOM — CIIOCOOHOCTHIO TMOHUMATh MHP Kak
1[eJI0€, CIOCOOHOCTBIO KHUTh IIEbIM — €IUHCTBOM HCTOPHUH, WJICH,

HAaCTPOCHU:A, T.C. UCIIOJIB30BATH IMPOAYKTBI KOJJICKTUBHOI'O YCJIOBCUYCCKOI'O
BSaHMO}ICﬁCTBHH paaun 9CJIOBCKA, 4 HC paJI MalllUHBI.
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BAUHAUS-EFFECT. FROM DESIGN UTOPIA TO
INTERFACE CULTURE
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(a) St. Petersburg State University. 7/9 Universitetskaya emb., St. Petersburg, Russia, 199034.
Email: Daria.ko[at]gmail.com

Abstract

The Bauhaus design code might be called the quintessentially industrial-modern
diagram. Its coded pattern figures the relationship between the abstraction of machinic
processes and that of mediaproduction under contemporary interface culture. The
Bauhaus school provided the possibilities for creating an aesthetic-technical production
orientation that recontextualizes technology as skilled practice, which sought to restore
the old unity of craft, technical and artistic production lost through industrialisation.
Nowdays there is a necessity to reconsider the concepts of the Bauhaus that realigned in
new technologies and media inherent in the interfaces and game design, to work out
new analytical approaches to transforming mediareality, where the idea of new design
forms and codes is gaining importance. The paper aims to explore the influence of the
principles of the Bauhaus movement on the interface design of both game and non-
game projects. Among the examples were examined some computer games inspired
directly by the work of the Bauhaus representatives, as well as projects that are
influenced by a leading school of minimalism only indirectly. The study of the stylistics
of game interfaces as part of the overall process of transforming design approaches can
be a promising direction and can develop into a serious detailed study of the design of
graphic interfaces inspired by the Bauhaus aesthetics.
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Bauhaus Effect; Interface Culture; Design Code; Computer Games; Graphic Interfaces;
User Environments; Minimalism Aesthetics; Visual Language; Aesthetic-Technical
Production

This work is licensed under a Creative Commons Attribution-NonCommercial-
NoDerivatives 4.0 International License

49


http://creativecommons.org/licenses/by-nc-nd/4.0/
http://creativecommons.org/licenses/by-nc-nd/4.0/
http://creativecommons.org/licenses/by-nc-nd/4.0/
http://code-industry.net/
http://code-industry.net/
http://code-industry.net/
http://code-industry.net/
http://code-industry.net/
http://code-industry.net/
http://code-industry.net/
http://code-industry.net/

lamakTka Meaua: xypHai meaua uccnenoanuii. 2019. No 4 | e-ISSN: 2658-7734
) I'pammatuka unrepdeticos | DOl 10.24411/2658-7734-2019-10036

BAUHAUS-3®®EKT. OT YTOIIUU JU3ANHA K
UHTEP®ENC-KYJbTYPE

KosecHukona Japbs AJjiekceeBHa (a)

(a) ®I'BOY BO «Cankr-IletepOyprekuit rocyaapcTBeHHbIi yHUBepcuTeT». 199034, Poccuiickas
®enepanust, Cankr-IlerepOypr, YHuBepcuterckas HabepexxHast, 7/9.
Email: Daria.ko[at]gmail.com

AHHOTan U

[llxona mu3aitHa bayxayc mpemocTtaBuiia BO3MOMKHOCTH JUISl CO3JIAHHSI ICTETUUYECKH-
TEXHUYECKOH MPAKTUKH, IIEJThI0 KOTOPOH OBLII0O BOCCTAHOBUTH €AMHCTBO PEMECIEHHOTO,
TEXHUYECKOTO M XYJO0XKECTBEHHOTO TMPOU3BOJACTBA, YTPAYEHHOTO B peE3yibTaTe
WHIycTpuanu3anuu. B Hacrosiee Bpemsi CyIIeCTBYeT HEOOXOIUMOCTh MEPECMOTPETh
KOHIICHIINHU IIIKOJIbI Bayxaysa, KOTOPEIC JICTJIM B OCHOBY COBPCMCHHHBIX TEXHOJIOTUH U
MeHa, MpHUcylie uHTepdeiicaM U UrpoBOMY JU3aiiHy, pa3paboTaTh aHATIUTHYECKHE
MOJXOJBl K TpaHChOPMAIIMU MEIuapeaibHOCTH, T/ Haes HOBBIX (OPM U KOJOB
nu3aifHa TpuoOpeTaeT Bce OoJplliee 3HaveHHe. llenpio cTaThu SABISIETCS W3YYCHHE
BIIUSIHUS MPUHIUIOB ABMKeHUs bayxays Ha nu3aiiH nHTEepdeiicoB Kak UTPOBBIX, TaK U
HEUTpOBBIX MpoekToB. Cpeau nOpuUMEpoB ObBUIM  PacCMOTPEHbl  HEKOTOpbIE
KOMITBIOTEPHBIE HUIPhI, BJIOXHOBJIEHHbIE HEMOCPEACTBEHHO pPAaOOTOM mpeicTaBUTENEH
Koyl bayxayc, a Takke MpPOEKThl, HA KOTOPbIE JUAUPYIOLIAas IIKOJa MUHUMAlIM3Ma
OKa3aja BJIHMSHHE TOJIBKO KOCBEHHO. V3yueHue CTHINCTUKYA UTPOBBIX HHTEP(ENcoB Kak
yacTH OOIIero rmpoiecca mpeoOpa3oBaHUs TOIXOM0B K JW3aifHy MOXKET OBITh
MHOTOOOEIIAIOMUM HaIlpaBJICHUEM U MOXET IepepacTH B CEpPhE3HOE JIeTAIbHOE
n3ydyeHue au3aiiHa rpadudeckux HHTepdeiicoB, BAOXHOBICHHOE dcTeTHKON bayxayc.

K/iroueBbIe cJ10Ba

Dddexr bayxayc; kymbrypa wuHTepdeiica; KOMIBIOTEPHBIE HWIPbl; T'paduuecKkue
UHTEPQPEICHI; MOJIb30BATEIBLCKUE CPE/Ibl; ICTETUKA MUHUMAIN3MA; BH3YaJIbHBINA S3BIK;
ACTETUKO-TEXHUYECKOE MPOU3BOICTBO

E% MG HD

Orto mpomsBeAeHue noctynmHo To Creative Commons Attribution-NonCommercial-
NoDerivatives 4.0 International License
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INTRODUCTION

Bauhaus was founded in Weimar by 1919 by Walter Gropius as an art
school. Its mission was to develop innovative ways of living for a more
humane society, to design functional and affordable products in a formal
language of great clarity.

The Bauhaus was a trailblazer, representing the modernism movement
that gained international acclaim. The actual Bauhaus inheritance is a
particular idea or mindset that can be found all over the world: in Tel Aviv,
Cape Town, Palo Alto, or Shenzhen. Today it is considered to be the most
influential German cultural export of the 20th century.

The Bauhaus was an idea to rebuild the world through the collective
effort of all the separate disciplines by working together on the art and
science of living. It was called, literally, the building house.

The Bauhaus has become known and effective above all as the
nucleus of what is now called ‘design’. Today, the name ‘Bauhaus’ has a
broader significance than simply symbolising the idea of design as such: in
popular reception it expressly signals exemplary notions of modernity and
even became a regulative idea in the digital age.

The significant legacies of the Bauhaus for interface culture are its
ideals and principles. If we go back to the ideas, we could find the
principles of collectivity, of radical experimentation and probing into
materials, the manifest for creating an aesthetic-technical production
orientation that recontextualizes technology as skilled practice, which
sought to restore the old unity of craft, technical and artistic production;
and of a set of responsibilities to other people, to techniques and to the
materials.

VISUAL LANGUAGE FROM TYPOGRAPHY TO INTERFACE

Bauhaus remains the 20th century’s most influential school of art,
architecture and design, even though it existed only for 14 years. Fort its
last two years before its eventual closing by the Nazis it resided in Berlin.
During the years of World War 11, many of the key figures of the Bauhaus
emigrated to the United States: Walter Gropius went to Harvard, Marcel
Breuer and Josef Albers taught at Yale and Moholy-Nagy established the
New Bauhaus in Chicago in 1937, where their work and their teaching
philosophies influenced generations of young architects and designers.
Among them is situated “the design heroine you’ve probably never heard
of”’(Rawsthorn, 2007), the pioneering designer Muriel Cooper, whose work
spanned media from printed book to software interface.
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Muriel Cooper (1925-1994) — was a book designer, digital designer,
researcher, and educator. For Muriel Cooper, who graduated from the
Massachusetts College of Art in 1951, the Bauhaus idea remained very
vibrant. As she later recalled, “The people and works of the Bauhaus were
my conceptual and spiritual ancestors, so | felt a particular bond with the
material” (Heller, 1989, p. 97). In her first design job in Boston, Cooper
freelanced briefly at the Institute of Contemporary Art (ICA), which is
likely where she first interacted with the Hungarian emigré and former
colleague of Moholy-Nagy, Gyorgy Kepes. Kepes had been teaching visual
design in the Department of Architecture at MIT, and designed the
exhibition and publicity for an ICA retrospective of his friend Walter
Gropius in 1952, the same year he retired as Chair of the Department of
Architecture in Harvard’s Graduate School of Design. Kepes recommended
Cooper for the role of in-house designer at MIT’s new Office of
Publications, where she began that year (Wiesenberger, 2017).
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Pic.1 The reference iconic designs from Cooper’s four-decade career at MIT.
Source: pentagram.com

By the mid-60s she was the first Design Director at the MIT Press,
where she rationalized their production system and designed a modernist
monument, the encyclopedic volume The Bauhaus (1969). The Bauhaus
project dominated her work for nearly two years, to enlarge, revise, and
completely redesign an American version of an earlier German edition. She
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set the book in the newly-available Helvetica typeface and used a grid
system page layout, giving the book a strong modernist appearance
(O’Neill-Butler, 2014). Cooper also made a film rendition of the book,
which attempted to give an accelerated depiction of translating interactive
experiences from a computer to paper. This endeavor was her response to
the challenge of turning time into space (Mai, 2014).

Muriel Cooper challenged the limitations of contemporary
communication. She used an offset press as an artistic tool, worked with a
large-format Polaroid camera, and had an early vision of e-books. She
conceptually (and literally) transformed conventional principles of design
into new strategies for visualizing information:

Integrating word and image on screen (“Typographics”), in a way
that  filtered and communicated information based on the
reader/user’s interest, was her goal. The computer screen offered
more depth, and information environments — real or simulated —
offered more possibilities for orientation within this space. It was
crucial to her that information be usable. She saw the designer’s job
as creating dynamic environments through which information would

stream, rather than designing unique and static objects
(Wiesenberger, 2017).

Cooper was influential in introducing computers to MIT Press design;
in 1967, she audited (Wiesenberger, 2018) MIT professor Nicholas
Negroponte’s course on “Computers and Design”, which increased her
growing fascination with developing digital technology (Mai, 2014).

In 1974 with designer Ron MacNeil she founded the MIT Visual
Language Workshop. Cooper taught there an interactive media design
(Abrams, 2015). She was recognized as a pioneer in designing and
changing the landscape of electronic communication (Rawsthorn, 2007).
Although she never learned to program computers, she could see the design
possibilities opened up by the technology, and worked closely with
programmers and engineers to experiment with new concepts in the
presentation of complex information. In 1976, her students literally broke
down the wall between design and production of media, experimenting
with a wide variety of new computing, electronics, and printing
technologies.

In 1985 the Visible Language Workshop, the MIT Architecture
Machine Group, and the Center for Advanced Visual Studies (CAVS) were
combined to form the MIT Media Lab. There Cooper joined its new
director Nicholas Negroponte and became a founding member of the MIT
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Media Lab, whose aim was to explore the human-computer interface. As
Cooper liked to describe it: “The Media Lab is a pioneering
interdisciplinary center that is a response to the information revolution,
much as the Bauhaus was a response to the industrial revolution.”
(Cooper,1989, p. 18.) The analogy is audacious and illuminating: both
institutions, with sponsorship from industry, shared a techno-utopian and
purportedly humanist vision, and an experimental, interdisciplinary
approach to reforming aesthetics in everyday life.

In 1994, at the TED 5 conference in Monterey, California, Cooper
presented a collection of work that had been recently done by her students
in the VLW. The demos demonstrated experiments in dynamic, interactive,
computer-based typography, themes which Cooper had been exploring
through much of her career. In 1978, had Cooper co-authored a ‘Books
without Pages’ proposal to the National Science Foundation to explore
computer typography and computer workstations.

Muriel Cooper began her four-decade career at MIT by designing
vibrant printed flyers for the Office of Publications; her final projects were
digital. If you “take all the strands that define contemporary media,
technology, and design, and follow them back in time to their source,”
suggests Pentagram’s Michael Bierut, “to your astonishment, you will find
all the strands converge in a single person: Muriel Cooper. If today’s ever-
expanding information universe began with one big bang, she was squarely
at the center of it.” (Bierut, 2017)

Muriel Cooper designed a bridge between the Bauhaus and the Digital
Age by predicting so much of our connection to interfaces and the need for
them to be intuitive and anticipatory.

MEDIA AS INTERFACES FOR THE BAUHAUS WAY OF
THINKING

From the beginning, it was clear that Bauhaus stood for creating
beauty through purposeful utilitarian design, uncompromised by mass
production. It was about simplicity and usefulness. It avoided the trappings
of decoration and it felt that any media could be an interface' for the
Bauhaus way of thinking.

Bauhaus considers the combination of design and functionality, of art
and technology as a new entity. The legacy of this idea comes across with

! The terms interface is used here close to Alexander Galloway’s definition. Interfaces are not simply
objects or boundary points. They are autonomous zones of activity. Interfaces are not things, but rather
processes that effect a result of whatever kind. Interfaces themselves are effects, in that they bring about
transformations in material states. But at the same time interfaces are themselves the effects of other
things, and thus tell the story of the larger forces that engender them (Galloway, 2012).
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rounded corners and touchscreens. If we want to discover the link between
the Bauhaus and the iPhone interface, we should have a look at post-war
German design school in Ulm. The Ulm School of Design was founded in
1953 by the graphic designer Otl Aicher, the Inge Aicher-Scholl and the
Swiss architect, designer and Bauhaus graduate Max Bill. Though the Ulm
school only lasted 15 years, it struck up a working relationship with Dieter
Rams’ design department at Braun, assisting the German electronics and
consumer goods manufacturer in coming up with its minimal designs
(Lovell, 2013). Steve Jobs and Jony Ive famously admired the work of
Braun designer Dieter Rams. And that admiration can often be found
seeping into Apple’s own products and iphone interfaces. The Apple
interface provides a graphic user interface to allow users to see their
computer in action, at the cost of being increasingly distanced from its
actual operation. Users had less ability to modify their computer’s running
code because the interface guards the running code from the user. Users
had far less capacity to program their machines, since most of the
configuration elements lay outside of their view on screen. Users enjoy the
platform’s design and ease of use, but lack access to the most of the
underlying code (Turkle, 1997).

Our presence confronts us with a new type of technology that shifts
our relationship with the art and the objects that we use every day in an
unusual way: smart technologies will not be operated for longer, as we are
used to. Rather, they develop their own ‘senses’ in order to already have
done, ordered or switched on what we only know at that moment that we
want or need it. Where direct input has not become completely redundant,
we communicate with devices via intuitively designed surfaces. The
processes inside have no purpose and have become invisible to us.
Invisibility is one of the basic tensions of contemporpary interfaces. They
are designed as “essential environments”, where the functionality of media
is covered under digital surfaces and mediality is camouflaged. “Interface
aspires to exit its boundaries as technical device” (Latypova, Lenkevich,
2016).

Computer games encourage us to discover interfaces, to connect new
extensions and build the brave new world, drawing inspiration from
Bauhaus visionaries.

In doing so, an architect Joseph Grima and the Space Caviar project
team follow the ghost of Walter Gropius through the limitless universe of
Minecraft (2011) in the digital docudrama Blockchain (2015).

The film follows the ghost of Walter Gropius on an extended deérive
through ten of the game’s worlds, shadowing him as he ponders the social
and political fundamentals of creativity. Fragments of conversations with
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the creators of maps and servers, memories from the past, observations,
speculations and conjectures of one of the 20th century’s great utopians
intersect with a transnational digital universe in which learning, labor and
play are all mediated by the basic shape of the block.

Drifting in childlike wonder through the imaginary landscapes of a
culture whose transition from the industrial to the digital is complete,
W_Gropius becomes a pioneer of uncharted spatial dimensions — intangible
meta-mechanics, utopian city plans, robotic prototypes, dream-like realities
— tracing, as he progresses, the art of construction from the physical to the
cybernetic.
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Pic.1 Still from Blockchain movie by ‘Space Caviar’
(Joseph Grima, Martina Muzi), 2015

The Bauhaus always wanted to use industry for a greater social
purpose, a higher goal. As a teacher at the Bauhaus and a freelance
architect in Berlin, Walter Gropius was obsessed with the idea of a “house
factory” within a modular technique' 1in  construction. The

! The theory of Modular Design, which allowed the system to be subdivided in smaller modules which
then can be replicated and mass produced resonated with the initial Bauhaus principles of “Form follows
function”. The principle of modularity is also fundumental for interface design and enables a particular
form of programmability. Modularity at the interface helps because it divides code into discrete functions
that are easily signified. Simply put, modules break complex code down into digestible bites. The cut-up
technique (Burroughs and Gysin, 1978) provides a better description of modular programmability.
William S. Burroughs popularised the technique of cutting up texts into short sentences or words and then
re-assembling these cut-ups into new works (Hansen, 2001). Modules are like cut-ups — snippets of code
assembled together by the author. Katherine Hayles notices a similar pattern in her description of new

56


http://code-industry.net/
http://code-industry.net/
http://code-industry.net/
http://code-industry.net/
http://code-industry.net/
http://code-industry.net/
http://code-industry.net/
http://code-industry.net/

Galactica Media: Journal of Media Studies. 2019. No 4 | e-ISSN: 2658-7734

Grammars of Interfaces | DOI 10.24411/2658-7734-2019-10036

Weissenhofsiedlung in Stuttgart and the Dessau settlement Torten were his
experimental fields. The first large-scale prefabricated housing program in
East Germany was developed by Bauhaus architects (among them Hans
Mayer, Konrad Piischel, Philipp Tolziner) who had fled Nazi Germany in
1933 to the USSR. When the mood shifted to the modern age — “better,
cheaper, faster” was their slogan — they came back. Since 1950™ East
Germany became the laboratory for their experiments, for example a
famous WBS70' series of dwelling that was built in the using slab
construction.

In the German language, there is a special word for building
constructed of large, prefabricated concrete slabs and it’s called:
Plattenbau. The word is a compound of Platte (in this context: panel) and
Bau (building).

Plattenbau blocks that make Berlin look like a grey Tetris game
underlies the video project Berlin Block Tetris (2015) by the Berlin media
artist Sergej Hein. The short clip was created with the help of Adobe's
After Effects for a project at the university. The project uses the typical
structure of the block houses in GDR and turns them into Tetris (1984)
game modules.

Sergej Hein came up with the idea for his Berlin Block Tetris
animation as he walked through the streets of East Berlin and realized that
the square blocks of prefabricated concrete buildings looked like Tetris
pieces. Hein grew up in Riga, but moved to East Berlin and lived in what
he called a “ghetto” of prefabricated buildings. In his own words:

The idea is based on a kind of parody of the former Socialist building
style. They used to build whole cities where each house was designed
identically to create cheap housing for workers. These ‘blocks’ were
so similar that in Soviet times, you could easily wake up at a friends
place in another city and still feel like you are in your flat. [..] I think
Alexei Paschitnow, the inventor of Tetris, had kind of the same Idea as
me in spring 1984. I bet he was looking out of the window of his Block
in Moscow and thought how do soviet architects actually plan this
buildings? (Walter, 2016).

media. “Fragmentation and recombination,” she mentions, “are intrinsic to the medium” (Hayles, 2004,
p. 76).

L WBS 70 (Wohnungsbauserie 70th series) is a type of dwelling that was built in the German Democratic
Republic using slab construction. It was developed in the early 1970s by the German Academy of
Architecture and the Technical University of Dresden. Of the approximately 1.52 million dwellings
constructed in slab construction to 1990, the Type 70 WBS is widespread, accounting for up to 42 percent
of housing constructed in the East.
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Pic.2 Still from the video project Berlin Block Tetris (2015) by Sergei Hein.

Among the art games there are projects that carry critical potential in
relation to the games themselves or to the surrounding reality. The critique
of social reality was realized within the conception of newsgames (with
their main project’s catalog on gamesforchange.org). It seems that the
ideals shared by the authors of newsgames did not come true and the
aspiration to make games for changing reality in general failed (Muzhdaba,
2016). However, inspite of the end of “newsgames project”, there are still
games trying to reflect on social reality, highlight socio-political issues,
historical and popular science projects.

One of the exampels of playful approach to capture changing
European cityscape and to create a more engaging interaction with the topic
Plattenbau architecture is the Tower Block (2018) game by interaction

58


http://code-industry.net/
http://code-industry.net/
http://code-industry.net/
http://code-industry.net/
http://code-industry.net/
http://code-industry.net/
http://code-industry.net/
http://code-industry.net/

Galactica Media: Journal of Media Studies. 2019. No 4 | e-ISSN: 2658-7734

Grammars of Interfaces | DOI 10.24411/2658-7734-2019-10036

designer Lukas Valiauga. Playing on a visual metaphor of tower blocks
being actual blocks in a Tetris-style game invites the player to take a
different and a more playful look into the architectural phenomena that still
surrounds and create your own tiny city of Plattenbau buildings. Whether
you want to create a harmonious and balanced landscape, sow chaos or try
impossible combinations you can do it in your own digital realm.
Developing project further goal is to expand narrative and showcase
particular style, era but also social problems defining examples of
architecture. Some are still around us and some are already demolished and
replaced by luxurious new condos (Artiaga, 2018).

The Plattenbau buildings of GDR time are not exactly conventionally
beautiful, but they are so characteristic, they symbolize urban life, concrete
architecture and a bit of nostalgia. Nowdays some people would experience
residential areas with blockhouses as alienating. But others still love their
aesthetics, the radical extraction of an idea and every physical form.
Plattenbau sees itself as a tribute to the spatial concept of the young
Bauhaus, as represented by the de Stijl movement, as well as a universal
means of visualization, learning and teaching, which serves the
understanding and communication of complex contexts.

From the beginning, the Bauhaus has been interested in the media.
Not only for newspapers, photography and radio, but also for the basic fact
of mediality.

Following the overall concept of synesthesia, the bauhaus artists
address different aspects of the interfaces design: the color-coded scores for
multi-sensory performances by the artist-engineer Molohy Nagy, the color-
sound theory of the synesthet Kandinsky, and the holistic ‘harmonization
theory’ by Gertrud Grunow. Paul Klee thematized the ‘air layer’ the
‘between me and you’ and saw ‘the pictorial thinking’ as a mediator
between earth and world.

The discourse of media science has evolved independently of such
experiments. Nevertheless, traces of a reference to the Bauhaus can be
found time and again with Walter Benjamin and Marshall McLuhan, with
Gilles Deleuze and Félix Guattari as well as with Friedrich Kittler.

To follow these traces is to explore the media practices that settled in
the Bauhaus in the open space between craft, material and aisthesis, but at
the same time also to understand better how media science can be
stimulated and questioned by this space today.
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SOME LESSONS THE BAUHAUS SCHOOL CAN OFFER
TODAY’S INTERFACE DESIGNERS:

1. Back to basics

For the Bauhaus, the lynchpin of the whole design effort was
simplicity. “Less is more”, Bauhaus architect Ludwig Mies van der Rohe
was known to say. This principle extended beyond just the simplicity of
form — those clean, geometric shapes and sleek surfaces should
encompass the function. The idea that our visual perception can be
enhanced through correct relationships of shapes and colour is fundamental
to visual design. Legible and intuitive interfaces will inevitably help the
user to complete the desired action with greater efficiency than ornate
embellishments (O’Donoghue, 2015).

Pic. 3 The Little Shipbuilder game kit (1923) by Alma Sidhoff-Buscher
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Pic.4 The iPad app ShapeKit (2015) by c+y

The use of the basic colors Red, Yellow and Blue and the geometric
shapes Square, Triangle and Circle originate in the Bauhaus in the classes
of Vasily Kandinsky “On the basic elements of forms”. The principles of
simplicity in geometry, the honoring of basic shapes and colors, versatility
and consistency formed the basis of the Bauhaus code.

The Little Shipbuilder game kit was developed by Alma Sidhoff-
Buscher, a student at the Bauhaus school in 1923. Twenty two wooden
blocks of the basic geometric shapes are decorated in the Bauhaus colors of
red, yellow and blue, complemented by green and white. The game is still
popular constructor kit in Germany.

The iPad app ShapeKit (2015) made by design team c+y, draws
inspiration from bauhaus design and stop-motion animation to make
learning shapes and colors fun. ShapeKit’s look and bright color palette
came from Paul Klee and Ladislav Sutnar, both of whom strongly
influenced Bauhaus aesthetics.

Design trimmed to its basics — works, and the success of many
games proves that minimalism goes well with most traditional game design
practices. When talking about the history of minimalism in games, it’s very
important to understand the difference between limitation and intention. By
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today’s standards, Pong is a minimalist exercise in art, input, sound, and
mechanics. But this was not entirely by design; it was mainly due to
hardware limitations (Bone, 2015).

The rise in popularity of iOS and Android devices also saw a rise in
gaming minimalism'. Touch-screen inputs and the nature of mobile gaming
creates an environment where quick, simple games get the most attention.

Michelle McBride-Carpentier’s 10S game Bauhaus Break (2012) in
the genre of drop & match, created under the influence of Set’ and Drop7
(2007) and the constructivist style, mixes the emphasis on the aesthetic
sensitivity of the graphical interface.

21 R

0

Pic.3 10S game Bauhaus Break (2012) by Michelle McBride-Carpentier's

! Minimalism in games reveals on the different levels: rules, mechanics, controls, interface (Nealen et al.,
2011); visual design is suppled by game design, fuctional principles of minimalism embody in game
actions.

% The game of Set was invented by German population geneticist Marsha Jean Falco in 1974. As a real-
time card game Set was published by Set Enterprises in 1991.
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Blek (2013) is the arcade puzzle game for iOS and Android by Kunabi
Brother. The game is minimalistic in design with references to the Bauhaus
and Japanese calligraphy. The brothers developed the game as a touch
screen adaptation to the legendary Snake’.

Pic.6 Blek (2013) arcade puzzle game by Kunabi Brother and Snake (1997)
by Taneli Armanto on Nokia.

2. Form follows function

What began as a German art school in Weimar grew to be a principle
which placed design and function in equilibrium. The “form follows
function” ideal, which is still popular today, was propagated by Bauhaus
founder Walter Gropius. Crucially this philosophy was encouraged by mass
production and not restricted by it. It saw mass production as something
that could still incorporate craft. It was about simplicity and usefulness.
Gropius drew on influences as disparate as Russian Constructivism and
even English Arts and Crafts exponent William Morris who had already
been talking about the importance of utility in the 19th century.

These core values remain as relevant today as ever for anyone
working in graphics and branding, product design, and even those working
in digital fields designing an app or computer games. This principle
invariably works in majority of computer games, as game developers try to
make both the interfaces and objects of the game world intuitive affordable,
that means: what is presented should clearly let the player understand what

! Among a variety of the games referring to the Snake, one of the most remarkable is Snakism (2017)
designed by Pippin Bar. The game ironically represents styles of thinking or philocophical conceptions
through variations of the basic Snake mechanic. For instance, in the regime “ascetism” the game ends,
when snake eats the first block; in the regime “idealism” after the launch a phrase appears on the screen:
“Imagine you are playing a game of snake”; in the regime “romantism” a romantic music is playing and
each time snake eats the block player sees the stylized phrase of the silent film, etc. — Editor’s note.
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it is, why is it here and how it works. In fact, this is how game conventions
of management are designed. For example, affordances in games are such
functional objects.

3. The principle of radical experimentation

The Bauhaus School’s learning culture encouraged experimentation at
a fundamental level. They stand to remind that rules and conventions are
there to be learned, but not always to be observed. Some design problems
call for radical solutions. The Bauhaus wanted to change society, to form a
modern type of human being and a modern environment for that human
being. It was oriented forwards and wanted to create nothing less than the
future.

[..]In a sense, the Bauhaus represents the 20th century — it defined
our whole idea of what it is to be modern. What a radical idea it was
for a school: this relationship between art and design, architecture,
between furniture, graphics, painting, sculpture. Bauhaus tried to
bring them all together and, in a true modernist sense, create a
utopia. It’s interesting that many of the things they designed were very
difficult for them to actually produce. So much of what they did really
only became available to people in the 50s and 60s when the
techniques for fabrication made it possible — they were so ahead of
their time that although these things were meant to be mass-produced,
they were unable to at the time (Craig-Martin, 2019).

The construction of indie artgames represents the specific principle of
radical experimentation. Such games suggest not only playing but thinking
about important things for every human (life, death, friendship, memory,
etc.). For instance, Passage (2017) plonges gamer not in the bright world of
the newest “realistic” graphics, but in 2D pixel world with extremely scan
functionality: the only action is going forward. The game represents a
metaphor of life passage. Art games do not follow the expectations of
players, they break them to build new senses. Experimenation is a crucial
component for artgames in their claim to artistic legitimacy.

A growing number of indie games shares the oppositional, punk-like
DIY ethos of queer games, and is framed as a hip, anarchic social
happening (in the vein of Fluxus) with games as a catalyst, and so they are
open form of game-based art (Stein, 2013)

The higly stylized, often lo-fi, pixelated, or deliberately “retro”
aesthetics of indie games, and their relatively brief duration, simplify the
production process and allow for smaller teams, making it easier to map the
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intent behind a game onto a single author compared to big AAA
productions, and thus to understand it as an intentional artistic object
(Bogost, 2016).

4. The principles of interaction and ‘Gesamtkunstwerk’

Another principle of the Bauhaus was the crystallisation of an earlier
ethos: the Gezamkunstwerk, literally the ‘total work of art’, in which art,
design, music and architecture combined to create the perfect, total
environment. Bauhaus core objective was a radical concept: to reimagine
the material world to reflect the unity of all the arts.

Bauhaus teachings were concerned with giving practical and craft
skills such as interior design, architecture, textiles and woodwork the same
sort of status as fine art. It also saw technology as a great enabler. Design
and colour theory, materials and process were part of the core curriculum
and a starting point for students. The Bauhaus design principles were easily
applied to any type of design within the school, often in unison, in the
name of ‘total’ art or design. Gropius explained this vision for a union of
crafts, art and technology in the Programm des Staatlichen Bauhauses
Weimar (1919), which described a utopian craft guild combining
architecture, sculpture, and painting into a single creative expression
(Griffith Winton, 2000).

Gesamtkunstwerk is a project of the union of arts, in which the
synthetic experience of the whole exceeds the sum of the impact of the
means of artistic expression included in it and claims to be not only
aesthetic (experience of form / experience of the limit), but mystical
(experience of the beyond ). As a continuation of the mysterious ritual by
other technological means, Gesamtkunstwerk functions as a machine of
symbolic codification of death, which makes it possible to turn its
destructive potential into a constructive one. Computer games are the
Gesamtkunstwerk of the modernity, because they transfer the experience of
alienation, reification, emotional exhaustion, which is scattered in our
culture, from destructive to constructive. If other media store and transmit
information, represent events, create values, then games have the ability to
generate pre-predictive experience — a sense of presence. Since the
traumatic, appealing to pre-discursive forms of attitude to the world in the
digital environment becomes stronger, more attractive, more effective than
the discursive one, computer game analytics can detect ways of being
present in digital reality that determine various behavioral models and can
be taken into account in the field of digital economy, digital law, everyday
digital life, in the practice and pragmatics of digital communication
(Ocheretyany, 2019).
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Games are not only equal in status and value to other art forms, but in
fact represent the union and apotheosis of all art — the principle of
gesamtkunstwerk. Among the art forms subsumed into games are visual art,
sculpture, film, music, and literature (Burch) and environments — with the
added feature of interactivity to complete the “perfect union” (Crislip).

In the game, the player manages to gather as a whole, to acquire the
image of bodily presence and social role, which is why the phenomenon of
computer games is so significant for the modern world, which bring a
completely new experience of sensuality and orientation in the world. If
traditional games are contrasted with narrative genres as non-verbal genres
versus verbal ones, and this relation is compared with the relation of ritual
and myth, then in computer games the narrative element becomes a
constructive component of the game world, and at the same time the game
affects the story being told (Shevtsov, 2019).

A significant impulse of the Bauhaus movement was curiosity, which
found expression through the embodiment of experience and ideas in new
forms of interaction (including gaming) with space and objects, which
modern media culture expresses through the interaction of the developer,
user, player and interface in the synthesis of art and technology.

FINAL CONSIDERATIONS

The following article is aimed at exemplifying some evidence of
relationships between the Bauhaus movement and the nowdays principles
in interface and graphic design. Among the examples were shown some of
personalities and projects inspired directly by the work of the Bauhaus
representatives, as well as that one, which are influenced by design school
only indirectly.

By focusing on Bauhaus design principles was examined how those
cultural and aesthetic values circulates in and through games and gaming
culture. In line with the reform efforts of the Bauhaus, were questioned the
principles and rules, reflecting on the socially changing potential of digital
games and celebrating the creative power of the games as constructs and
places of action.

Design for living with ubiquitous digital technologies needs to
consider the experiential qualities that come into play in interactive
environments. The exploration of experience of Bauhaus school in this
context supplements the existing vocabulary used in interaction and game
design.

The founders of Bauhaus understood aesthetics as a relevant factor in
the development of individuals and in human coexistence. Aesthetics were
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to become part of everyday life. And that is the bridge to the present day. In
the era of digitalisation, we are occupied by new questions in regard to
coexistence. Perhaps today, the principle that guided the Bauhaus school —
aesthetics should have become part of everyday life — is also relevant in
matters relating to coexistence and interaction with media objects.

Just like 100 years ago, however, Bauhaus today means questioning
functionality and design and critically examining current design trends.
Bauhaus is always also a pedagogy of making and touching, and Bauhaus
— these are concrete artists with their own styles, their own theories and
approaches.
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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.

K/iroueBbie cj10Ba

KOMHBIOTepHaSI urpa; BpeMsd; HCCICAOBAHUA KOMIIBKOTCPHBIX HIP; IMYTCIICCTBUEC BO
BpPEMCHU, (I)I/IJ'IOCO(bI/IH BpCMCHHU, JBHKXCHHC BO BpPCMCHH;, JIHHAMHUYCCKOC BpPCMI;
CTaTUYCCKOC BPCM; HpOH_IJ'IOC'HaCTOHH_[CC'6y,I[y1l[ee; BpPCMA UI'PBI

Orto mpomsBeAeHue noctynmHo To Creative Commons Attribution-NonCommercial-
NoDerivatives 4.0 International License
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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

74


http://code-industry.net/
http://code-industry.net/
http://code-industry.net/
http://code-industry.net/
http://code-industry.net/
http://code-industry.net/
http://code-industry.net/
http://code-industry.net/

Galactica Media: Journal of Media Studies. 2019. No 4 | e-ISSN: 2658-7734

Grammars of Interfaces | DOI 10.24411/2658-7734-2019-10037

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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Abstract

In this paper, I am looking for the common ground to judge video game’s formal
qualities, such as its interface, the rule system and game goals, which would include and
explain both intentionally and unintentionally subversive games labeled as ‘bad’ and
‘not games’. | start with two cases of games that subvert expectations to the degree
when players actively refuse to recognize them as games. Such games have inspired a
variety of research and critique, but there is surprisingly little agreement on what makes
them “bad” or subversive, as opposed to typical genre-conforming violent games, which
are supposed to be subversive or “bad” but rarely produce the same disruptive
experience. Relying on existing analysis of subversive and violent games, I apply user-
centered, goal-oriented approaches of UX design (Norman, 1998; Cooper, 2007) to
games and complement this framework with a new category, ‘phantom affordances’:
perceived formal properties of a game that actively afford an action but do not deliver
the expected outcome. This category can be productively applied to describe and design
subversions in games.
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AHHOTan U

B nanno#l pabote aBTOp MIeT OOMIMI MOAXOA K OLEHKE (OpMajbHBIX KadyecTB
BUJleOUTp (TakUX Kak HMHTepdeiic, cucremMa MpaBuil U UTPOBBIE II€JIM), KOTOPHIA Ol
OXBaThIBaJI U OOBACHAJ KaK MpPeJHAMEPEHHO, TaK U HENpPEeIHAMEPEHHO CyOBEpCHUBHBIE
UTPBI, OllEHUBaeMble Kak "tuioxue" u " He urpbl". ABTOp HAaYMHAET C JIBYX NPUMEPOB
Urp, KOTOpBIE MOJPBIBAIOT OKHUJAHUS JI0 TaKOW CTENEHH, YTO HUIPOKU AaKTHUBHO
OTKa3bIBAlOTCS BOCIHPUHMMATh HUX Kak UIrpoBoM mpoAykT. Takue wurpel craimm
HMCTOYHUKOM Pa3HOOOpAa3HbIX HCCIENOBAHUN U KPUTHKHU, HO NPH 3TOM HaOIIOJaeTcs
YAUBHUTEIBHO MaJIO0 COTJAcHsl B OTHOIICHWM TOTO, YTO JEJIaeT MX "TUIOXUMH' WIH
CyOBEpPCHBHBIMH, B OTJIMYUE OT TUIUYHBIX KAHPOBBIX UTP C MPUMEHEHHUEM HACHIIMS,
KOTOPBIE CO3/IaBAIMCh KaK CyOBEpCHUBHBIC WM "TUIOXHE", HO PEIKO MOPOXKIAINA TaKOU
e JEeCTPYKTUBHBIA OmbIT. OnMpasich Ha CYIIECTBYIOUIUN aHAIU3 CyOBEpCHUBHBIX U
arpecCUBHBIX WUTP, aBTOpP MPUMEHSET OPUEHTUPOBAHHBIE HA IMOJb30BATENs, LIEJIEBbIC
noaxoael Kk UX-mu3aiiHy (Norman, 1998; Cooper, 2007) k urpaMm u JOIOJHSET 3TY
CTPYKTYpy HOBOM Kareropuedd "dantomubix addopmancoB ": BOCIPUHUMAEMBIX
(bopManbHBIX CBOMCTB UI'Pbl, KOTOPbIE aKTUBHO MO3BOJISIIOT JIEHCTBUE, HO HE MPUHOCAT
0’KHJIaeMOT0 pe3yibTaTa. JTa KaTeropusi MOKeT ObITh d()PEKTHUBHO TpHMEHEHa ISt
OTIMCAaHUS U IPOEKTUPOBAHUS CyOBEpCUil B UTpax.
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“BAD GAMES”: EXPECTATIONS AND REALITY

What makes a game good? A renowned game designer Wolfgang
Kramer starts his short but influential article on this question with the
exclamation: “Games are a matter of taste!” (Kramer, [2010] 2015, 84)
before listing most important design qualities of good games. He also
warns that even good games are not necessarily successful (Kramer, [2000]
2015, 85). Carlo Fabricatore, an engineer and a researcher of human-
computer interaction, begins with customer satisfaction (Fabricatore 2007)
and arrives at meaning-making during play (Fabricatore et al, 2019) to
evaluate the quality of games. These, and many other researchers put their
analytical and practical knowledge into the definition of a good game but
pay little attention to its opposite, which is, a bad game. In this paper, |
propose to take a closer look at the games which are not just disliked, but
actively perceived as “bad”.

“Bad” games are not necessarily the games with the lowest score on
Metacritic (see Greenwood-Ericksen, Poorman & Papp, 2013, on assessing
video games on Metacritic), although they tend to sink lower in such
ratings than they formally deserve (see Rudenko & Shirokov, 2018 for an
example). For the purposes of this analysis, | turn to the games that subvert
expectations to the degree when players literally start shouting: “This is not
a game!” Such games have been in the focus of many studies, approached
with different research toolkits, and while a good game is relatively easy to
recognize, numerous “bad” games treat their players in very different ways.

Our first example is a ‘serious’ indie game That Dragon, Cancer
(2016), which was met with negative reception from players (Felzman,
2017) even though its underlying message gained critical acclaim (Schott,
2017). In his talk “Aptum, Agency & Aggressions — Player Reactions to
That Dragon Cancer given at the FROG Conference in 2017, Sebastian
Felzman approaches the problem from the principles of game design. He
suggests that “scripts”, or certain scenarios in the game are broken: “A
script can be defined as a learned set of actions that have to be used in
combination for achieving a specific outcome, so you don’t have to think
about every single step” (Felzman, 2017). As a result, players never arrive
at their goals no matter how much they try, and get irritated. This game
mechanic is somehow similar to the infamous Depression Quest (2013) by
Zoe Quinn (Quinn et al, 2013), as well as polarized critical assessment of
the game.

The second case is No Man’s Sky (2016), a much anticipated indie
game which has set high expectations during its development but was met
with negative backlash after its initial release. To explain low assessment
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of the game, Shirokov and Rudenko conduct review mining on Youtube
and already mentioned Metacritic. They apply the notion of ‘de-
monstration’ to explain why the imaginary version of the game created by
Youtube videos outperformed the first playable wversion in such a
devastating manner for both players and developers. Authors come to the
conclusion that promotional videos for the game “do not tell what is
allowed in the game and what is not”, so players hope for much interaction
with demonstrated in-game objects, while many of these objects are rarely
interactive or even present (Rudenko & Shirokov, 2018). To sum it up, the
game world is perceived as brimming with opportunities which never
materialize for players. Ironically, it still possesses most qualities of a good
game from Kramer’s list (originality, replayability, surprise, equal
opportunity, winning chances, uniformity, quality of components and so
on), while it definitely used to have problems with one of the last items on
this list - its target group.

The described two approaches to assess game quality can be
Characterized as “game-centric” and “player-centric”. As Fabricatore et al.
demonstrate, human computer interaction can become a much needed
common ground where these two approaches meet (Fabricatore et al.,
2019). Human—computer interaction as a practice, embodied in principles
of user experience design, can be particularly helpful for formal analysis
when the problem cannot be located neither in the game nor in its players.

What made players call aforementioned games “not games”? In both
cases players possessed enough ludic literacy: they knew what the game is,
and their expectations were set long before starting. Players of No Man’s
Sky were already aware that most videos and presentations normally show a
better version of a game. In the case of This Dragon, Cancer, as Schott
writes, “There is no win state” and a player approaches the game with full
knowledge of its circumstances (Schott, 2017, p. 8). On the level of
common knowledge, it may be argued that these games were not fun
enough, but Felzman rightfully notes that neither fun nor joy are mentioned
In any accepted academic definition of a game (Felzmann, 2017). These
games could also be called boring, but players generally tolerate inactivity
and even periods of boredom in games if they see it as an important part of
the game experience. Wolfgang Kramer names “reasonable waiting times”
as the eighth criterion of a good game but also provides a counter-example
of chess (Kramer [2000] 2015, 84).

The general question is: if the game is broken, what exactly is the
problem? Where is the ‘cancer’? Is it in the game rules, in its presentation,
In expectations of players? It appears that players were provided with
enough prior knowledge but got frustrated after they “put their hands on”
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games and started interacting with them. So let us situate the problem in
complex relationships between players and games through their interfaces.

GAMES AS SETS OF AFFORDANCES

Felzman claims that “the influence of new experiences on players is
always mediated by players’ past experiences, values, beliefs and attitudes”
(Felzman, 2017). This comes very close to general understanding of
affordances according to Don Norman (Norman, 1988), who built his work
on the theory of ecological perception by James and Mary Gibson.
Affordances are perceived properties of objects in a specific environment
(Gibson, 1986; Norman, 1988; Cooper, 2007). They afford actions, which
means, invite users, or players, to interact with them to achieve a goal, or
just to explore and experience the opportunities that the environment
provides.

Are affordances real? They are perceived qualities by definition,
which moves the debate about their ‘realness’ to the epistemology
department of philosophy. Orthodox Marxist-Leninists would stress once
again that "matter is the objective reality given to us in sensation™ (Lenin
[1908] 1977, p.46), which is generally debatable but still describes rather
accurately how affordances work. We sense particular qualities in objects
and then confirm their material presence in our version of reality by
actively interacting with them. In Gibson’s own words, affordances belong
neither to the world of matter nor to the world of mind: “For affordances as
distinguished from values, the debate does not apply. Affordances are
neither in the one world or the other inasmuch as the theory of two worlds
is rejected” (Gibson, 1986, p. 137). This is why affordances cannot be
“ethical”, as Miguel Sicart suggests, - ethics is abstract reasoning and
assigning values to objects and events, and affordances are discovered by
immediate perception and interaction before assigning values or labels.
Finally, Gibson’s affordances are always relational, which makes them
incompatible with virtue ethics of Sicart. As Gibson writes, “positive and
negative affordances are properties of things taken with reference to an
observer but not properties of the experiences of the observer” (Gibson,
1986, p. 137).

As Gibson writes, the theory of affordances “implies that the “values”
and “meanings” of things in the environment can be directly perceived”
(Gibson, 1986, p. 127). These “values” should not be understood as ethical
values, but as understanding that comes before judgement. Sicart is prone
to this mistake: in his version of affordances, they mostly are mentioned
together with constraints, and are shaped by the rules of the game. He
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writes, for example: “Rules create affordances and constraints for
interaction”. (Sicart, p. 56). Rules cannot create affordances because they
are executed, not visually perceived. Constraints do not belong to the
theory of perception altogether - even in a more general Gibson’s theory,
objects afford pleasure or displeasure, which he describes as positive and
negative affordances (Gibson 1986, p. 137). Further, Sicart writes: “In the
context of ethics, affordances have to be understood as those design
elements that narrow any action the player can take” (p. 56). In ecological
theory of perception, as well as in human-computer interaction, affordances
always add to experience and enhance the opportunities to interact with the
environment, not limit the user's options for it. If something cannot be
done, it means - in the classical version of this theory, at least - that there
has never been such an affordance. We will return to constraints in the final
part of this paper.

There are differences in understanding of affordances by the Gibsons
and Norman, and the clearest comparison between them can be found in the
analytical summary by McGrenere and Ho (McGrenere and Ho, 2000).

Gibson’s Affordances Norman’s Affordances

Offerings or action possibilities in the Perceived properties that may or may not
environment in relation to the action actually exist
capabilities of an actor

(In natural environments, there are no designed Suggestions or clues as to how to use the
clues or user guides — actors perceive and properties
interpret the environment by interaction with it
—AS)

Independent of the actor’s experience, Can be dependent on the experience,
knowledge, culture or ability to perceive knowledge, or culture of the actor

Existence is binary — an affordance exists or it Can make an action difficult or easy
does not exist.

Table 1. Comparison of affordances as defined by Gibson and Norman
(McGrenere and Ho, 2000)
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To put it shortly, in our ‘natural’ physical environment, Gibsons’
‘ecological’ theory of affordances is applicable. A digital environment
accessed through a visual interface is better described by Norman’s theory
of affordances. Also, in the usual understanding of the theory and
especially in Norman’s version, affordances are either present or absent. If
an affordance does not lead to goal completion, then it is simply not an
affordance.

c
-% Yes False Perceptible
= Affordance Affordance
L

£

©

=

& No Correct Hidden

5 Rejection Affordance
a

No Yes
Affordance

Table 2. False affordances are the same as no affordances, according to Gaver
(1991), as quoted by Cardona-Rivera and Young (2013)

This is logical in software design: there is no reason to spend valuable
resources on designing intentionally misleading elements, and
unintentionally faulty interfaces normally get corrected in later versions.
Still, we can find enough examples of deceptive affordances in wild nature:
for example, seadevils have lures on their bodies to attract prey.

Theory of affordances in its both versions has been continuously and
productively applied to digital games. Even games themselves, and the
process of playing them, have been conceptualized as sets of specific
affordances. One interesting example is the application of affordances to
ludic narratives by Cardona-Rivera and Young (2013) (Cardona-Rivera and
Young, 2013). Sometimes affordances are -easily recognizable in
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descriptions of game systems, even though the word “affordance” is not
mentioned. Jesper Juul describes “fun” as pleasure from afforded
interaction in “A Casual Revolution” (2009). “You can imagine the
satisfaction of moving the final piece, of finishing the puzzle. The jigsaw
begs you to complete it” (Juul 2009, p.2). Affordances are not mentioned
here, although Juul obviously loves the jigsaw metaphor, and reuses it,
together with a similar stock image from Fotolia, in another essay “The
Magic Circle and the Puzzle Piece”, with a different moral attached to it.

Figure 1. A jigsaw puzzle affording to put it in its right place. Source: Fotolia

Discussion on affordances in games is linked to definition of genre by
a significant number of authors. Here | rely on meticulous literature review
by Gareth Schott (Schott, 2017) on interfaces of first-person shooters and
their interpretation by players and researchers. If we analyze first-person
shooters as genres, they all share a specific generalized interface with
game-specific affordances, such as the usual position of a weapon in the
frame and the crosshair. A crosshair which turns red when it overlaps with
the projection of an enemy is consistent with Linderoth’s example of
‘highlighting’ as affordance in the interface of a game (Linderoth, 2010).
This is suggestive behavior of an element in the digital interface which
affords a certain action in a virtual world but is not present, and that much
helpful, in the real world.
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From this perspective, a first-person shooter is not an educational
murder simulator, even though it can be intentionally used as one. Yet
again, mediated violence is not the same thing as violent media. This is also
the perspective of Stephan Giinzel on specific mediality of computer
games. Giinzel argues that, just as one can “play with things that are not
meant to be played”, games can also be used for non-ludic purposes: “One
could certainly use it, for example, to train to kill people, as some people
believe to be the case when video-game-playing youth commit school
massacres” (Giinzel, 2012, p. 34). Still, the question of skill transfer
persists; as Schott demonstrates once again, weapons in games tend to be
stylized representations of real-world guns with cardinally different
affordances and enhanced effects. (Schott, 2015).

| have paid so much attention to violent games here because,
theoretically, they make ideal candidates for ‘bad’ games: what could feel
worse for a sane human than simulated killing? Games with such themes
are supposed to be ‘bad’ and disruptive based on their graphic content and
morally questionable goals, and yet, both research and common knowledge
show that their effects are principally different. Most players see first-
person shooters as sleek, familiar and well-adjusted sets of affordances
organized to create a certain experience, visceral and sometimes
shamelessly fun, but too specific to be projected back into the real world,
which they simulate. In addition to that, a typical first-person shooter needs
a major subversion in its design or narrative to problematize death and
killing, to estrange it from the genre conventions and make it feel ‘real’
(Schott, 2015; 2017).

GAMES AS VIRTUAL ECOLOGIES

As we have seen from the example of first-person shooters,
relationships between games and reality become particularly complicated
in the case of training simulators and simulation games. This opens the
never-ending debate about skills transfer in games, as well as gamification
of education and personal development. No strong evidence has been found
on positive effects of so-called brain-training games on healthy adults
(Bainbridge & Mayer, 2017). Unfortunately, science has not confirmed
personal experience of Jane McGonigal: games may make us better, based
on our self-reports, but objective measurements are ambiguous at best, and
actual reasons for improvement would lie outside of the game system, and
probably include socialization, increased self-awareness and self-control,
the placebo effect or more interesting and meaningful learning experience
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in general. However positive, these factors are not game specific, and
specific affordances of games may be to blame.

Naturally, playing games is usually more fun than doing tests and
exercises. Simulators with a higher level of perceived realism, such as
flight simulators or military-level shooting simulators, make better
educational tools than books and slideshows, and even films. Still,
Gibsons’ version of ecological approach would deny skill transfer in digital
simulators, and Norman’s approach would only expect it in simulators with
the most realistic interfaces — and empirical researchers generally agree on
the latter (see Bainbridge & Mayer, 2017 for literature review). One
methodologically reliable example is a series of studies of situation
awareness in highly realistic large scale simulators to train situation
awareness. These studies have been conducted in Norway by Saus et al.
(2006) and Saus et al. (2010). Military cadets consistently demonstrated
improvements in both self-reported and objective situational awareness, but
also, the results have pointed at the importance of perceived realism. This
means that affordances in the simulator should be as similar to affordances
in real life as possible to enable learning.

So, current state of research suggests that skills learned from video
games are domain specific and transferrable only in very detailed
simulators. Skills gained exclusively within games can be applied in the
same type of games but cannot improve performance in common real life
situations. Bainbridge & Mayer put it in the following words: "If you learn
to play chess in a park and then discover you can play chess on your
computer, your prior knowledge of chess will benefit you, but that prior
knowledge will not meaningfully benefit you in any other context"
(Bainbridge & Mayer, 2017). In case of a digital game or even a training
simulator, a virtual environment will offer a fixed set of specifically
designed affordances which can only be operated in the ways prescribed by
the system (say, a knight in chess can only make L or I' moves), while in
the real world, the opportunities are endless and continuously explored by
ongoing situated cognition.

According to ecological approach, properties of objects which are
learned in a certain environment belong to this environment only and in
relation with this specific agent. This constitutes the main argument of
Jonas Linderoth against James Paul Gee in his seminal talk “Why gamers
don’t learn more” (Linderoth, 2010). Linderoth argues against taking
didactics of educational games literally and procedurally, as if doing
something in the virtual world would unquestionably make us better at
performing the represented task in the real world. If we continue this
popular line of thought without acknowledging the specifics of both
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worlds, we will find violent games and educational games at the same
board or, at least, at different sides of the same coin.

The principal ecological difference between ludic and non-ludic
affordances allows us to decouple mediated and real-world violence,
although it becomes more difficult in cases when real-world violence is
enabled through digital interfaces, such as in the case of military drone
pilots. Anyway, there is still a higher level of general goal-setting: goals in
games belong to their fictional world only, however violent those games
are. An intent “to kill people” is predefined by basic moral choices (or lack
thereof) of a sociopathic individual, and not by the means they employ to
act on this intent.

Perception . , Application to
mode User goals Designer’s goals games
Visceral | Pre-conscious Experience Fun, joy,
level: how or goals: have fun, Desianing for playfulness, other
a user | subconscious feel cool, agffec? emotions derived
wantsto | immediate remain focused from play
feel | perception and in control (paideia)
Designing for
Behaviora Operational End goals: efficient and Functional
I level: Fe)rce tion perform specific positive interface of the
what a thFrJou hIO direct tasks with best experience, game, interactions
user wants inte?action possible enabling the user with in-game
to do outcomes to achieve their objects
operational goals
Designing for The end goal of
Conscious Life qoals: live long term the game, the
Reflective | consideration the 30 q Iii‘e be relationships with  bigger meaning of
level: who and g ular an1d the product, for  the game for the
auser | meaningful r%specte db conscious player, its
wants to reflection P y meaning-making, influence on their
peers, prosper : , e
be based on setting and life and vision of
and succeed .
memory achieving general self
life goals

Table 3. Three levels of cognitive processing for usability, based on Norman and
Cooper (Cooper, 2007), and applied to games by the author of this paper
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Similarly to ‘personas’, also a technique invented by Cooper, these
levels are conventional and somehow schematic: perception itself is a much
more complicated process. Still, this technique helps to address different
kinds of needs and achieve overall better usability when designing a digital
product. All three levels should be taken into account in UX design: “The
user experience of a product or artifact, therefore, should ideally harmonize
elements of visceral design and reflective design with a focus on behavioral
design” (Cooper 2007, p. 91)

Here we are talking about games that produce disruptive or frustrating
experiences. This framework allows us to decompose and analyze play as a
meaningful, goal-oriented process of active perception and interaction with
the game. Now we see that this process can fail at any step: sensation,
interaction or meaning-making, and failures at one layer also affect the
adjacent layers. The game that does not “spark joy” is no fun; the game that
is too difficult to play can be too demanding for a wider audience. Finally,
failing in the game at its reflective, meaning-making level can be
threatening to our conception of self and even the world view, or 'objective
reality’, if you wish.

As long as we have a readymade three level model of affordances
from Norman and Cooper, we can compare it to other models in game
studies. Still, we do not find much overlapping, which could mean that this
framework is actually a new development in game studies and design.
There are, for example, canonic three frames for every game action offered
by Juul (2009). Frame 1, which is “Desire to win”, belongs to our third
layer of reflective goals. Frame 2, “The game as experience” could be
associated with the affective first level and natural curiosity, but also, the
second layer of behavioral goals. The third frame is questionable: how
many of us feel a “desire of management of social situation” when they are
playing a digital game? It could be associated with another reflected aim of
being popular and respected by peers, which is also connected to “desire to
win”, but why are Frame 1 and Frame 3 disconnected then? Isn’t the desire
to “normalize” the situation fraught with negative consequences for the
gaming community? Finally, where are fun and joy, the ultimate qualities
of a good game? Their absence in formal analysis of games should be
compensated by bringing in other ideas and disciplines, such as user
experience and human-computer interaction.
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Frame 3: The game as
a social, normal context

Desire for mangement of social situation

Frame 2: The game as
experience

Desire for an interesting game

Frame 1:
The game as
goal-orientation

Desire to win

Figure 2. Three frames for every game action by Juul (2009)

“PLAYABLE UI” VS “PLAYFUL INTERFACES”

In the previous paragraph, | called for more active use of UX research
and design practices in game studies and design. In this paragraph, | will
point out at difficulties in marrying UX design and game design. In theory,
as has been shown above, these are very similar occupations which deal
with comparable tasks. Games can be seen as sets of affordances organized
towards their end goals, quite similarly to systems design in general.
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Similarly to any software solution in general, a digital game is also a goal-
oriented activity (Salen & Zimmerman, 2004; Juul, 2008) and both game
designers and UX designers design behaviors that are goal-oriented.

In practice, UX designers and game designers have different goals
themselves, even when they are working on the same project. To a game
designer, the game’s goal should not be easily achieved, because it
constitutes the challenge of the game. This approach is theoretically
grounded and practically proven to an almost universal level both in game
studies and game design: see, for example, Sicart: “A game is a device
created with the intention of providing a user or users with a series of
challenges and the tools to conquer those challenges, limiting them by a set
of rules hardcoded in the design” (Sicart 2007, 46). In many cases,
conquering game challenges may include dealing with a problematic game
interface, because the total merit of a gamer is often seen as the sum of all
difficulties mastered.

To the contrary, the mindset of a UX designer is usually shaped by
human-centered design concept as prescribed by Don Norman, Alan
Cooper and their followers. Their mission is to assist the diversity of users
as much as possible in meeting their most important goals. Conceptually, it
can clash with a game designer’s mindset, which is, to create the most
interesting challenge and leave it to players to overcome it.

The first potentially problematic situation is the application of game
design principles where user experience design methods should be applied.
Sometimes game designers extend this approach to game interfaces by
creating ‘playable UI”. One example is Toto Temple (2015), a creative
multiplayer indie game which enjoyed positive reception at game fairs but
appeared to be a commercial failure. Among other original and distinct
features, its designers introduced innovative playful menu design to
‘secretly’ teach new users to play (Langlais, 2014). However creative and
playful this menu is, according to my own experience, it presents a
challenge to the player instead of an easy means to achieve their goals such
as selecting the game mode to start playing. Developers have
acknowledged their mistakes in the end: “We should either have made the
controls simpler, or aimed at a more “experienced” crowd from the start”
(Langlais, 2016).

The second possible situation is when user experience design
substitutes game design to a prevailing degree. This is often the case of
casual social games, such as Farmville 2 (2014): their interfaces are
overflown with enticing animations, flashy highlighting and “Click me!”
messages which remind of “Alice in Wonderland”. Many interactions are
available at once, in any order, and neither of them leads to victory or
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failure, which made some researchers label them “challenge-free games”
(Bogost, 2010). I would prefer to describe these games as “playful
interfaces” which allow interaction with a high degree of freedom, and
also, periodically offer difficult time management challenges (Serada,
2017).

\ -. .“:". R ~. ;‘\_ l-‘ . »
@ Prized,WhiteChicken '
Hungry |5
Clicktofeed £.3 J'9
1.,} » ey & ?"=::. -

T

BRI CITRSCS

Figure 3. Nicolas Bourges. FarmVille 2 - User Interface. A “hungry”
combination of a cow, a donkey and two chicken in the centre is probably a glitch.
Source: Behance https://www.behance.net/gallery/7274877/FarmVille-2-User-
Interface

These games are actively disliked by many professional game
designers and researchers, starting from Bogost and his parody critique
Cow Clicker (2010). Still, it usually does not create a problem to players:
millions of them wholeheartedly enjoy games that offer no explicit
challenge and constantly prompt them on what to do next. On the other
hand, such games confuse game researchers and many game developers, as
they undermine their understanding of a game as a challenging goal-
oriented activity. It appears that casual social games do not require an
ultimate goal, and endless chains of so-called behavioral goals provide
enough satisfaction to their players. It can be argued that abundance of
affordances in casual games provides positive feelings of comfort and
safety to players, which they appreciate.
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PHANTOM AFFORDANCES AND THEIR VALUES

In Norman’s version of the theory of affordances, they either meet
individuals’ expectations or they don’t. In Gibson’s version, positive
affordances lead to positive outcomes, and negative affordances bring
negative consequences. What | propose is the introduction of a phantom
value for an affordance - a value which is supposed to be there, but is
materially absent, like a phantom pain in an absent limb. If we revisit the
Table 2 from this point of view, neutral “absence” of affordance will be
replaced with negative “lack”. In this position, a false affordance is not just
absence of affordance, but the presence of a negative affordance. In a very
common mode of exploration, affordances are often confirmed negative if
they are misrecognized or not relevant to the player’s goal. In case of a
jigsaw puzzle, it would be a piece which does not fit but still belongs to a
different place in the same puzzle. But sometimes, something is actively
lacking, which was “promised” to be there. In this case, frustration and
anger are caused by a critical failure to confirm ‘reality’ of an affordance or
its ‘betrayal’ of the general purpose.

The jigsaw puzzle analogy can be even more productive if we explore
it with more obsession. There are plenty of transgressive jigsaw puzzles,
such as solid black jigsaw puzzles (Krypt Black, n.d.) and even color
changing jigsaw puzzles (1000 Changing Colours, n.d.). “This is not a
jigsaw puzzle!” — one might say; still, 1 would prefer to call such
obscurities “borderline cases” of jigsaw puzzles. The most suitable (and
painful) example of a phantom affordance would be a jigsaw puzzle where
one element has been lost, or even worse, was never present in the package.
This is betrayal and deception of the game system, not just its inability to
function as it was expected. As in the mentioned example with Marxism-
Stalinism, which promises never-coming Communist future, a phantom
affordance promises fulfilment at first and then diverges from it halfway.
Anyway, such affordances have also been used as tools to create new and
meaningful experiences by game designers, and not only in That Dragon,
Cancer and Depression Quest. Felzmann also mentions 1378 Kilometer
(2010), a controversial game about crossing the border between East and
West Germany (Felzmann, 2017), and many more examples could be
mentioned. Serious games with frustrating outcomes are so common they
should be recognized as a separate genre.

This is where the original Gibson’s version provides an important
insight once again - affordances are designed for everyone but come into
play differently for each player. Phantom affordances can become negative
affordances for some players and positive for others - when lack of
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interaction is seen as relaxing and meditative in No Man’s Sky, and
helplessness resonates with real life experiences in That Dragon, Cancer.
There is no frustration if the game is simply no fun. Frustration comes
when the game affords a players’ goal at any of the mentioned levels and
then never takes them there. Diverse encounters are promised in No Man'’s
Sky, but they never happen. A player approaches That Dragon, Cancer
with hope and proactive attitude, and it proves to be a wrong attitude for a
game about cancer. In both cases, frustration of a player is caused by lack
of control: “Nothing is more boring for a player than the feeling that he or
she is being ‘played by the game’ instead of the other way round” (Kramer,
[2000] 2015, 84)

In some cases, we could speculate about setting a goal at one level and
delivering it at another, which is still subversive. In the early version of No
Man’s Sky, more objects to interact with were promised but not delivered
— but it failed to be fun at a visceral level. In That Dragon, Cancer
interaction does not bring resolution because it is supposed to happen on a
higher analytical level. The purpose of this game is bigger than completion
of behavioral goals, but it was taken by some players at face value. We
might say that this is where ‘procedural rhetoric’ fails to deliver the
message, because the intended message is not ‘literal’. It requires a higher
level of abstraction, and readiness to connect to bigger meanings and
priorities outside of the game.

CONCLUSION

In this paper, | have argued that there may be a third option in addition
to positive and negative affordances in games, and I call it ‘phantom
affordances’. Phantom affordances occur when an affordance is present and
perceived, but it does not assist the player in reaching their goals. Besides,
this affordance is so inviting, active or obvious that the player cannot
confirm it negative; it is also different from a negative affordance, which
affords negative outcome, and absence of affordance, which may be
ambiently perceived but does not afford anything. Phantom affordances are
almost never present in utility apps: it makes no sense to intentionally
design misleading clues in practical software interfaces. Even ‘dark
patterns’ of UX design still lead users to a certain goal, which is usually the
up-sale.

Phantom affordances create disruption in game experiences. Lack of
perceived quality of the environment, its incompleteness or
uncooperativeness leads to frustration of the player and is perceived as the
treachery of the game. In this way, it is different from the situation when
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the game is simply boring, underdeveloped or not fun. Anyway, like
‘normal’, or ‘full” affordances, phantom affordances can be directly related
to higher or lower level goals and understood according to Norman and
Cooper. The lack can be located at to the level of visceral satisfaction, the
ultimate goal of the system or even the player’s own life goals and
aspirations. Phantom affordances have been repeatedly used to create
‘serious’ games, and their understanding in practical terms of UX design
can help create more meaningful and granular subversive experiences by
use of ludic media.
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INGAME INSTANCES: AUTHORS, ACTORS, AND
RECIPIENTS
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(a) National Research University Higher School of Economics. 25/12 Bolshaya Pecherskaya str., Nizhny
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Abstract

The paper projects the theoretical and conceptual framework of narratology (particularly
Wolf Schmid’s tradition and some ideas of film narratology) to computer games. The
goal of the research article is an attempt to create a model of communication levels for a
computer game in a generic form, to define these levels and characterize level-specific
entities. Games are of a composite and syncretic media nature, for which interactivity
and user — program interactions are a key feature, thus the researcher does not focus on
exceptionally a story side of games (as it would be expected by structuralist
narratology), but rather adapts and develops the theory from the perspective of game
medium specifics. The paper analyses such game entities as the abstract author, the
narrator, the regulator, the narrative actor and addressee, the procedural player, the
explicit user and some others. It also problematises the explicitness, optionality, and
existence of those figures. Furthermore, the researcher investigates the connection
between game communication levels and different types of mediacy. The manifestation
of entities and some problematic points of the model are illustrated with brief analyses
of particular games. In the conclusion the paper author proposes possible implications
of the model in other fields of game studies and outlines some ideas for further research.
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Model of Communication Levels in Computer Games; Game Entities; Narrative
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UT'POBBIE THCTAHIINN: ABTOPBI, AKTOPHI K
PEIIUIIUEHTHI

Boponun Poman Baagumuposuy ()

(a) PTTAOY BO «HatmnoHansHbIi HCCAEI0BATEIbCKUI YHUBEPCUTET «BhICIIast IKOTa IKOHOMHUKIY.
603155, Poccuiickas ®eneparms, Hwxanit Horopon, yn. bonsmias ITeuepckas, 25/12.
Email: romanyasniy[at]yandex.ru

AHHOTan U

B cratee paccmarpuBacTCd NPUIOKEHUE HAPPATOIOTMYECKOrO TEOPETUYECKOTO
anmapara (mpexnae Bcero Tpaguuuu Bombda [lIMuma u  HekoTOphIX —uaeH
KMHOBEUECKOW HappaToJorvM) K KOMIbIOTEpHBIM urpam. Llenbto paboTel sBIsieTCs
IIOIBITKA TIOCTPOEHUS MOJIETN KOMMYHUKATHBHBIX YPOBHEH UIsl KOMIIBIOTEPHBIX UTP B
camMoM oO1IeM BHJE, OMHMCAHUA 3TUX YpPOBHEH U JAePUHULIMU COOTBETCTBYIOIIMX
YPOBHSM MOPOXKAAONMIMX M MpUHUMAaOMUX MHCTaHIUH. [lockonbky urpsl o6nagaroT
KOMIIO3UTHOM M CHHKPETHYHOM MEAWAIBHOW NPHUPOAOH, UIsI KOTOPOM KIHOYEBOE
3HAQ4YE€HHE MMEIOT MHTEPAKTHUBHOCTh M B3aWMOJECHCTBHE MOJIB30BATENS C IMPOTPAMMOM,
aBTOP HE KOHLEHTPUPYETCS HMCKIFOYUTENBHO HA CIOKETHOW CTOPOHE KOMIIBIOTEPHOU
UTPBI, KaK TOro Obl TpeOoBaja CTPYKTYypaJHCTCKash HappaToJorus, a aJanTupyeT U
HKCTPANOJIUPYET TEOPHIO, UCXOAs U3 creluduku Meauyma. B cratee aHamusupyroTcs
¢Gurypel aOCTPakTHOTO aBTOPA, HAappaTropa, peryiasTopa, HappaTUBHBIX akTopa u
azpecara, IpoLEeAYPHOrO UIPOKa, SKCIUIMIATHOTO MOJIb30BATENS U HEKOTOPHIE IPYyTHUE,
a TaKkKe MpoOJIEMATU3UPYIOTCA MX  OKCIUIMLUTHOCTb,  OINIHMOHAIBHOCTD U
CylmleCTBOBaHME  BHyTpH  urpel. Kpome  TOro, paccmarpuBaercs  CBS3b
KOMMYHHUKAaTUBHBIX YPOBHEW KOMIIBIOTEPHON UTPBbI ¢ MHTEP(PENCOM U Pa3HBIMHU TUIIAMU
MeAnanbHOCTU. [IposBIeHNs pa3aMyUHbIX UHCTAHIMHA M HEKOTOpbIE MPOOJIEMHbIE TOUKU
MOJIENIM WITIOCTPUPYIOTCS KPaTKUM pPa300poM KOHKPETHBIX urp. B 3axmoueHun
HaMeyarTCcsl BO3MOKHOCTH NPUMEHEHHsI MOJIEJIM B JIpyrux pasjenax game studies u
OYEPUYMBAIOTCA IIYTH Ul JAIBHEUIIUX UCCIEIOBAaHHUM.

K/iroueBbIe cJ10Ba

Mojenb KOMMYHHUKAaTUBHBIX ypOBHeﬁ B KOMIIBIOTCPHBIX HMI'pAaX; UI'POBLIC MHCTAHIIHNU,
IOBECTBOBATCIIbHBIC HWHCTAHLWUU, PETYIIATOPHBIC HWHCTAHLIUUA, a6CTpaKTHBIﬁ aBTOP,
UMILIMIMTHBINA HUI'POK; HAPPATOJIOruA; IIOBCCTBOBAHHMC B KOMIIBIOTCPHBIX HI'PpAX;
rurnepmMenanusa; uMMEananus; UCCIICAOBAHUSA UT'P, Zame studies; KOMIIbOTCPHBIC UT'PbI

E%W HMC HMD

Orto mpowusBedeHue noctynmHo To Creative Commons Attribution-NonCommercial-
NoDerivatives 4.0 International License

! ABrop Gmaromaput ydacraukos Double Game Philosophy Conference B Cankr-Ilerep6ypre, 0coGeHHO
BnamucnaBa Kupuuenko, Anekces Cammua m Anecio Cepany, 3a 3aMe4aHHsS W TUCKYCCHIO IO TeMe
HACTOSIIEr0 UCCIIEIOBAHUS
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BBEJAEHHUE

Hactosmass cTatbs TMOCBSIICHA MPHJIOKEHUIO TEOPETUYECKOTO
ammapaTta CTPYKTYPaJUCTCKOW HappaTOJOTHH, MPEXIE BCEr0 MOJACITHU
KOMMYHUKAaTUBHBIX ypoBHed (LlImwun, 2003), k KOMIBIOTEPHBIM HUrpaM U
Pa3BUTHIO COOTBETCTBYIOHIMX wHeh. [lOCKONBbKY KOMIBIOTEPHBIE HTPHI
MPEACTABIAIOT COOOM OOBEKT CIONKHOM MYIbTUMEAUINHON NPUPOJbI, B
KOTOPOM Ba)XHasl pOJIb OTBEJCHA MHTEPAKTUBHOCTH W B3aMMOCHCTBHIO
MEXIy TIOJb30BAaTENIEM W MPOTPAaMMOH, 4YTO PE3KO OTIMYaeT HUX OT
uHTepecoBaBmux  llIMuma  ouTepaTypHBIX — TEKCTOB, €ro  HJIEH
UCTIONB3YIOTCSI HE TOJNBKO M HE CTOJBKO KaK TEOPETHYECKHH, HO U
NPEUMYIIECTBEHHO KaK METOJOJOTHYECKHU HMHCTPYMEHT: TIOHSTHE
WHCTAHIIMM  JKCTPAlOJMPyeTCs  Jaiblie  «o0JacTh  CIOXKETHO-
MIOBECTBOBATENBHBIX ~ BBICKA3bIBAHUH  (JUCKYpCOB), COOTHOCHUMBIX C
HekoTopoit alynoit (uctopuert, uuTpurou)» (Troma, 2002, ctp. 5),
KOTOpOW 3aHWMaeTcs Happaroiorus. Takum o0pazom, HCCIEOBaHHE HE
COCPEIOTOYCHO WCKJIIOYHUTEIBPHO Ha IMOBECTBOBAHMAX B WIpax M HeE
SBIISIETCS ~ TOMBITKOH  MPOJO/DKUTH  CIOpP  JIFOJOJOTHYECKOTO |
HAppaTOJIOrMYECKOT0 MOAXO00B (TeM OoJjiee YTO 3TO YK€ MpPONIEHHBIN
ypoBeHb B game studies), a paccmarpuBaeT CTPYKTYypy HIPbI CO BCEMH
O0COOEHHOCTSIMU MEANYMa.

B paGote MBI A1 MpOCTOTHI HE yYUThIBaeM mpobiemy He-urp (Non-
games), OepemM UIpbl BO BCEM CIEKTPE OT CHUMYISTOPOB, «HUTPYIIEK)
(software toys) u nmpyrux urp, OpMEHTHPOBAaHHBIX Ha MPOIECC, O HUIP,
OpPUEHTUPOBAHHBIX Ha JIOCTWXKEHHWE 1end (To ecTb JI0  HUrp,
COOTBETCTBYIOIIMX KOHBEHIHMAM, KoTopsie Mecnep FOynp HazBan complete
theory of video games (Juul, 2007)). IlepcreKTHBHBIM JIsI CHSTHS JTOMH
METOJIMYECKON CIIOHOCTH HaM KaxkeTcss monaxon Xoce Caraisi M ero
KOJUIET, TpEICTaBICHHBIM B Jnokiaane Ha Double Game Philosophy
Conference B Cankr-IlerepOypre (Zagal et al., 2019). B Hem Ha ocHOBaHUU
a0CTPaKTHO BBIYWICHSEMBIX I'JIaBHBIX Iesied urpsl (ultimate goals, Tepmun
u3 (Heide-Smith, 2006)) nuccnenoBarenyu BBIACISIOT:

e urpsl Ha mMobeny (games to win) — HUrPHl C MOACYUTHIBAEMBIM
HTOTOM,

e urpsl Ha 3aBepiieHue (games to finish) — «urpel ¢ 3a7aHHON U
OTIpeJICIICHHON KOHIIOBKOW (KOHIIOBKamu)» (Zagal et al., 2019,

cTp. 2),

! 3meck moknmaguuku cebutatotes Ha (Juul, 2005), HO QaxkTHdeckn TOT BBOIUT MoHsTHE paHbIne (2003),
3amMCTBYs TepMuH quantifiable outcome u3 (Salen & Zimmerman, 2003).
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® Urpbl Ha IpoJoJKeHue (games to prolong) — «urpel, KOTOpbIE
B UJICalIbHOM CUTyallud BOBce He 3aBepiiatorcsi» (2019, c1p. 3).

Taxke BaXHO OTMETUTh, YTO B paboTe, TPEXKIE BCErO,
paccMaTpuUBarOTCA OJIHOMOJIb30BATEIbCKUE UTPBIL. s
MHOTOMOJIb30BAaTEILCKUX U YCJIOBHO-OECIUIaTHBIX ~ UTP  MOJENb
MPEICTABISCTCS NPUMEHUMOW, HO, BO3MOXHO, C OTFOBOPKamMH WU
KOPPEKTUPOBKAMU; 3TOT BOMPOC TpeOyeT JaTbHEHIIIEro U3y4eHHUS.

MOJEJIb KOMMYHUKATHUBHBIX YPOBHEHN "
WHCTAHIIM B KOMIIBIOTEPHOH UT'PE

Ha ocHoBaHMM KOMMYHUKATUBHOW Mojeau TpousBencHus Boibd
MIMua mpeayiokusl MoJiesib KOMMYHUKATHUBHBIX YPOBHEH M Pa3IUYHBIX
MOBECTBOBATEILHBIX ~WHCTAHIIMN, CYIIECTBYIOIIUX B JIMTEPATypHOM
noBectBoBanuu (LlImua, 2003, ctp. 40):

JIaTepaTypEOS NpoRIBEJEHHE

HaobpamaeMbIl MED

TloBecTBYeMBDT MED

MeTEpyeMBOi Mmp

J'na

i
| |
' |
! |
! |
! I
! |
| |
|
Ea aal:) iy I § —=1Il; | —u |ax 1 — Eq
|
I i mp
| |
' |
I |
' |
| |

Puc. 1. Mojenb KOMMYHUKAaTUBHBIX YPOBHEU B TUTEPATYPHOM
nosecTBoBaHuu 1o LImuny:

Ka — KOHKPETHBII aBTOP K4 —  KOHKPETHBII  4uTaTenb
aa — aOCTpaKTHBIN aBTOP ady —  aOCTpakTHBIM  4uTaTelb
(bH — QUKTUBHBIN HappaToOp ¢bu —  GUKTUBHBIA  YWTATEIb
I11, TI2 — nepconaxu na — IpeanoyjaraeMsli ajapecar
. — co3Jaer Up — HUJI€aJIbHBIA PELUITUEHT

[Ipoeunpys 3Ty cXemMy Ha KOMIIBIOTEPHBIE HWIPBI, MBI MHpPEAJIaracMm
CIEAYIOLIYIO MOJEIbh KOMMYHHUKATUBHBIX YPOBHEW U MHCTAHIIMW B UTPE:
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[lepen onucaHueM ypoBHEW M HWHCTAaHUUNA HEOOXOAMMO CJENaTh
HECKOJIBKO IPEABAPUTEIILHBIX 3aMEYaHUM 110 IOBOAY CXEMBI:

Cnenys 3a Kpuctun Véprencen, noka3sBaiomieil, 4To UrpoBoii
mup (gameworld), Kk KOTOpoMy WHCCIIeIOBATEIbHUIIA CBOJUT
0a30ByI0 CyTh WIPBI, M €CTh HHTEp(]EHC MEXKTy HUTPOKOM H
urpoBoit cucremoit (Jorgensen, 2013), Mbl moHHMaeM OKpaH
(MeauauHTepdeiic) KakK BBIBOJIHOE YCTPOMCTBO,
MYJbTUMEIUHHYIO0 HHTEPPEHCHYIO MPOCKIIUI0 MTPOBOTO MHUPA
Y UTPBI KaK MPOTPaMMBI JIJIs1 UTPOKA.

Bwmecte ¢ urpoBsiM KoHTposuIepOM, IIUPOKO TOHUMAEMBIM KaK
YCTPOICTBO BBOJAA, 3KpaH oOpasyer Ilmatdhopmy Ha cTopoHe
UTPOKA.

[TyHKTHpHBIC JTUHUU MapKUPYIOT OMIIMOHATBHOCTD
CYIIIECTBOBAHMSI.

KypcuB nmokaspiBaeT UMILTUIIUTHOCTh HHCTAHITUH.

UepHble cTpenku 0003HaYal0T Ipoliecc urpkl (play).

KpacHble ctpenkn 0003Ha4aloT B3aUMOJEHCTBUS MOJIb30BATEIsS
U TpOorpamMMbl BHE HEIOCPEIACTBCHHOW WIPhI: HACTPOWKH,
3arpy3Kd, COXpaHEHHs U T. I. — CO CTOPOHBI AKCILTUIIUTHOTO
MOJIb30BATETIS; HECAaHKIIMOHUPOBaHHBIE aBTOpaMu
MOIU(UKALMA U BMENIATENbCTBA B MPOrpaMMmy U JAp. — CO
CTOPOHBI KOHKPETHOTO UTPOKA.

3HaKu BOIIpOCa OTPaXKaroT MPOOJIEMHBIE Y3JIbl MPEJCTaBICHHON
MOJIETIH.

Taxum oOpazom, urpa BKIFOYAET B c€0s CIICTYIONTNE HHCTAHITUU:

KoHkpeTHbIi1 aBTOD.

AOGCTpaKTHBIN aBTOP.

Perynsrop.

Happarop.

Coznarens GUKIMOHATHFHOTO MHUpPa (B cXeMe€ O00O3HA4YeH Kak
«?» U3-3a HEOOXOAUMOCTH YTOYHUTH Ha3BAHUE WHCTAHIIUN ).
Urpogoii (playable) 06bekt’.

HaGmomarens  ¢GuKIMOHANBHOTO MHpa (Ha3BaHHWE  OTOM
MHCTaHIIUY TaKXKe TPeOyeT YTOUHEHHS).

HappartuBHsblii akTop.

HappartusHsblii anpecar.

! Mosuumst urpoka B Tepmumax Mecmepa IOymst (Juul, 2001) win aBatap y Dcmena Opcera (Aarseth,

2007h).
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N neanbHbIi IpOLELYPHBIN aKTOP.
DMEPAKEHTHBIN MPOLIEAYPHBIN aKTOpP.
IIpouenypHbIN UTPOK.

[IpouenypHeii agpecar.
OKCIUTMUNTHBIN MTOJIb30BATEND.
TpaHcrpecCUBHBINA UTPOK.
KoHkpeTHBII urpok

KOHKPETHBIN ABTOP U KOHKPETHBIN UTPOK

KoHkpeTHBIII aBTOp W  KOHKPETHBIH UIPOK —  pealibHbIC,
UCTOpUYECKHE (PUTYpBI: YEJIOBEK WM KOJUICKTHB JIIOJIEH Ui aBTopa u
ayIUTOPHS UTPHI (XOTS B UTOTE OTMIEIbHBINA YeIOBeK) il urpoka. [lepas
durypa ckopee OTKpbITa IS HCTOPHUYECKOTO M OHUOrpaduyecKoro
U3yUYeHUs1, BTOpas IpOHHUIIaeMa JIIsl METOI0B OOIIICCTBEHHBIX HAyK U player
studies. DTu MHCTAHIMK HE MPHHAJICKAT K UTPE, CYIIECTBYS OTACIBHO U
HE3aBHCHMO OT Hee.

Hcnonb3oBanue TepMUHA «aBTOp» MPEACTABISIET 3/1€Ch HEKOTOPYIO
npo0OsieMy, MOCKOJIbKY OH He 00s3aTeNIbHO MOAPa3yMeBAET KIACCUYECKYIO
aBTOpPCKYI0 Teoputo (auteur theory): mjis HEKOTOPOro MHOXKECTBA UTP —
T€X, YTO OPUEHTUPOBAHBI Ha MOOEAY WJIM CaMOAOCTATOYHBIN MPOIECC —
pa3paboOTYMKKU TpU BCEU MX BBIPAKEHHOCTH W IOPUIAMYECKOM aBTOPCTBE
(xak, Hampumep, Anekceil IlaxxutHoB mist «Terpucay (1984) wiu Cun
Meitep nmns cepum  Civilization  (1991-2016)) ckopee  sABIsIOTCSA
reimMan3aiiHepamMuy, a HE aBTOpaMHM B CMBICIIE aBTOPCKOM Teopuu. Kpome
TOTO, AaBTOPCTBO WIP YACTO KOJUJIEKTUBHO, YTO TOXE€ J00aBiseT
ONPENICIEHHBIX TEOPETUUECKUX TPYIHOCTEM.

I[Ipy >TOM Wrpel C MNOPETEH3WEW W YCTAHOBKOW Ha HEKOTOPOE
BBICKA3bIBaHHE (HAIPUMEpP, WIPbl KaK HCKYCCTBO WJIM SKCIUIMLIUATHAS
MpoILeaypHAsk pUTOpHKa). — 4acTo, HO He 00I3aTENBHO B (hOPME HCTOPHH
— 0e3ycI0BHO 00J1a7Jal0T aBTOPCKOM (PUTYPOii B OMMCAHHOM MOHMMAHHH,
MOTOMY YTO WX POJIb HE MOXKET OBITh CBEJCHA K POJH HCKIIOYUTEIHHO
reiiman3aiinepa. HecMoTpst Ha TO, 4TO JBa 3TUX THUIA ABTOPCKON (PUTYPHI
00JagaroT pa3HOW 3HAYMMOCTBIO U PAa3HBIM OTOJOTHYECKUM CTAaTyCOM, B
MEPBOM MPUOTIHKEHUN HaM Ka)XETCS JOMYCTUMBIM 0003HAYUTh UX OJIHUM
TEPMUHOM.

! 3j1ech OTAENBHO MHTEpECHA MPOGIEMa COOTHOMICHHH MEK/Ty HIPAMH C YCTAHOBKOH Ha BHICKA3BIBAHHE,
MIOBECTBOBATENIPHBIMA HWIPAaMH, WIPaMH KaK HMCKYCCTBOM W WIpaMH Ha 3aBEpLICHHE, OIHAKO, K
COXKAJIEHHIO, 3TOT BOMPOC BBIXOJWT 32 PAMKH HACTOSIIEH CTAThH.
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ABCTPAKTHBIN ABTOP

Benen 3a Bonbdpom IlIMumom, aOCTpakTHBINA, WM MMIUTUIIUTHBIN,
aBTop (implied author B aHTIOS3bIYHON TpaIUIMK) TOHUMAETCS HAMH Kak
oOpa3 (cieq) KOHKPETHOTO aBTOpa B MPOU3BEACHUHU, a Takxke Habop
MIPUHIIAIIOB, TOPOXKIAIOIIUX OTACIBLHOE MPOU3BEIACHUE U BCE OCTaJIbHbBIC
WHCTAHIIMU B HeM. AOCTPAaKTHBIA aBTOp HE OTHOCUTCS K (DUKTUBHOMY
MUPY UTPBI, €CIU TOT B HEH MPUCYTCTBYET, IMOCKOJbKY HE SBISETCS
nzo0paxaeMon Gurypoi.

N3menus 3ameuanue [muna (Lmua, 2003, ctp. 53), MOKHO CKa3aTh,
YTO aOCTPAKTHBIA aBTOpP B WUrpe HE HJCHTUYECH HHU OJHOW HHCTAHIUU
BHYTPH WUTPBI, & IPEACTABISAECT COOON MPUHIIUIT CO3/IaHUS dTUX WHCTAHIIUI
U BCEr0 UTPOBOTO0 M HrpaeMoro mupa. MHbIMU cioBamu, aOCTpakTHBIN
aBTOp — OTO W JI0 HEKOTOpPOW CTENeHUW TEeXHUYECKas HWHCTAHIUS,
POU3BOIAIIAS KOHKPETHYIO UTPY, M «KYJbTypHas JIET€HJa, CO3JdaHHas))
KOHKpeTHOW  wurpoit  (Branigan, 1992, ctp. 87) U yacTu4HO
PEKOHCTpyHUpyeMasi pEIUIIUCHTOM.

3amMeTuM, 4TO PEKOHCTPYKIIMS 00pasza aBTopa PEIUIMEHTOM B MOJTHOMN
Mepe Oyner paboTaTh B Urpax ¢ YCTAaHOBKOW Ha BBICKAa3bIBaHHE, ITOTOMY
YTO B HUX OH, BEPOSTHO, (DYHKIIMOHUPYET Kak B Oojiee TpaJUIIMOHHBIX
XYJ0)KECTBEHHBIX U TOBECTBOBATENBHBIX (opMax — Kak B OOJbIICH
CTENIeHU XYIO0>KECTBEHHO W HJEOJIOTMYECKH OKpalleHHbINM. B cBOOOMHBIX
OT 3TOT0, «UYUCTBIX» Wrpax TMOJA00HAsS PEKOHCTPYKIUS MOXKET ObITh
M30BITOYHOM: MIPEICTABISAETCA, YTO a0CTPAKTHBIM aBTOP B HUX JOCTATOYHO
OJIM30K K PeryJISTOPHON wHCTAHIMH . TaK, a0bcTpakTHbIN aBTOp «TeTpucay
eaBa JIM CKOJBbKO-HUOYAh KYyJbTYPHO HAIMOJNHEH U OTAEIUM OT
UCKITFOUUTEIILHO TEXHUYECKOW (DUTYpPBI, TTOPOXKIAIOMIECH W MOPOKIacMOi
reiimmieem. [lpu aToM, Hanpumep, adctpakTHbIN aBTOp cepum Civilization
0€3yCIIOBHO TPEACTABISACT KYJIbTYPOJIOTUYECKUM HHTEPEC, MOCKOJIBKY B
CBOEM CYIIICCTBOBAHUU SIBIIICT COOOH HEKOTOPBIM OTOOP MCTOPHOCODCKUX
U HJICOJIOTHYECKUX TMPEACTABICHUA 00 HMCTOPUYECKOM IIpoliecce,
MOIBEPTIINXCS O(DOPMIICHHIO B UTPOBBIE MEXAaHUKH, — TaKHUM 00pa3oM,
Civilization UMIUIMIIMTHO COJEPIKHT BBICKA3bIBAHHME, IIPOCTO B CHIIY €r0
HEUHTEHIIMOHAIBHON IPUPOJIbI HE OHO SIBJISETCS «CMBICIIOM» 3TOM UTPhI —
UrPOKaMU M3-3a CYHIECTBYIOIIMX CE€HYac KOHBEHIMM OH HE CUMTHIBAETCH,
IUTs1 €10 OOHAPYKEHHS HY>KHO CIIEIIMAIbHOE KPUTUYECKOE YCUIIUE.

Kpome ommcanHOTO BBINIE TPOSBICHUS, aOCTPAKTHBIN aBTOP MOXKET
ObITh HAWJEH BHE HEIMOCPEICTBEHHOW WIPHI, B «paMe MPON3BEICHU
(amantupyem TepmuH u3 (Jlamzuna, 2001, ctp. 848)): B 3aroiaoBoyHO-

! Bo3MOKHO, HIMEHHO B 5TOM KPOETCS MPHUUHMHA, OYEMy Pa3pabOTUMKK TAKHX HIP HE OMIyIIAIOTCS KAk
auteur’sl, aBTOPEI B CMBICIIE, TIPEAIIONAraéMOM aBTOPCKOM TEOpHEH.

115


http://code-industry.net/
http://code-industry.net/
http://code-industry.net/
http://code-industry.net/
http://code-industry.net/
http://code-industry.net/
http://code-industry.net/
http://code-industry.net/

lamakTka Meaua: xypHai meaua uccnenoanuii. 2019. No 4 | e-ISSN: 2658-7734
) I'pammatuka unrepdeticos | DOl 10.24411/2658-7734-2019-10039

(uHanbHOM KOMIUIEKce (3murpad, BBOAHAS U (UHAIbHAS KaT-CUEHBI,
CTWJIUCTUKA TJIABHOTO MEHIO, HAaCTPOEK M T. NI.) U B JPYIUX YCIOBHO
BHEIIHUX, HO CBSI3aHHBIX C Wrpold OOBEKTaX (HampuUMep, B HIPOBBIX
JOCTHXKEHUAX B Steam uim 1eMO-BEepCUsiX UTPhI), — MOCKOIBKY 3TO MOXKET
paboTaTh Ha UHTOHALIMIO, CTUJIUCTUKY U MMOATUKY MPOU3BEICHHUS.

[Tomumo aOGCTPAaKTHOrO, MOXXET BO3HMKHYTh U JKCIUTMIUTHBIHI
(buKTUBHBINA) aBTOp, NPUHAMICKAIIUA HUIPOBOMY MPOU3BEICHUIO,
NpUMEPOM OOBITpBIBaHUST 3TON Gurypel Oynetr The Beginner’s Guide
(2015), rne neiictByroT (ukTuBHBIN JleiiBu Pumen (coBmamaromuii 1o
UMeHU ¢ OuorpadpuueckuM aBTopom) u ero Apyr Kopaa, skoObl HacTosumi
aBTOp MPEICTABICHHBIX UT.

PEI'YJIATOP

Perynsarop — 3To MHCTaHIMA, HOPOXKIAI0Iasi MEXaHUKU UTPbl. Urpok
NMOHMMAEeT MEXAaHWKM M TpaBUja MCXOAS M3 CBOUX JEUCTBUH M UX
pe3yIbTaTOB — W TakuM 0Opa3oM BHUIUT PETYIATOPHYIO HHCTAHIUIO,
KOTOpasi OKa3bIBACTCs BCET1a UHTEP(PEHCHO IKCTUIUIIMTHOM

e [unepMenuaibHbId  (HEIMETETHUYECKUU)  WHTepderic —
UH(GOPMAIIMOHHBIE CIION «CYIIECTBYIOT» ISl UTPOKA, HO HE IS
UTPOBOTr0 O0O0BEKTa (HAampuUMep, CUMBOJ «BOCKIIMIIATEIbHBIN
3HAK» HaJl IEPCOHAXKEM C 3aJaHUEM).

e limmenuanbHBIN (quereTudeckuil) uHTEpdeiic — uHpopmaus
«CYIIECTBYET» W JJIA WIPOKa, W IS WUrpoBOro oObekTa (B
JAHHOM  clly4ae CKOpee JJIi WIPOBOrO  INEPCOHAXa).
Xotss wuHTEpderc B NPUHIMIE CIYKUT  OTpPaKEHHUEM
redMIUIEHHBIX ~ MCXOAO0B  (HampuMmep, IIOclie  yaapa 1o
HEUTPOBOMY [EPCOHAXY BO3HHUKIM KpacHbIE TEKCTYpHI,
0003Hayarome KPoBb, MOITOMY MOKHO MPEIANOI0XKUTh, YTO
KOJINYECTBO OYKOB 3J0POBBS Y 3TOI'0 MEPCOHAXKA CKOPEE BCETO
YMEHBIINIOCH), B AacleKkTe pabdoThl € TPOMEKYTOUYHBIMHU
ueiasiMi (B YaCTHOCTH, BblJaya 3alaHUM, HarpaxaeHue 3a HuX
YCHEIIHOE BBHINOJIHEHUE M HAaKa3aHUE 332 HEYCHEIIHOE)

UMMEIUAIIbHBIN uHTEpPEiic MOXKET IIPOU3BOIUTH
PETYISITOPHYIO MHCTAHIIMIO B JopMe:
O BHYTPUHUTPOBOIO o0BeKTa B Ka4yeCTBe

HapPaKTUBHOTO/TIPOLIETYPHOTO JIECKPHUITOPA (HApuMmep,
JHEBHUK HWIPOBOrO IEPCOHAXA, Kyaa TOT «Cam»
3alUCHIBAET UTPOBBIC 3aJJAHUS ),

o M00a, TO €CTh MCKIIOUYUTEIHHO (YHKIIMOHAIHHOTO,
IyCTOI0 MEPCOHAXA, IEUCTBYIOIIETO TOJbKO HAa YPOBHE
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reiimiuiess  (Hampumep, — MEePCOHaX,  MEXaHUYECKHU
BBIIAIOIINN 3a1aHUs WIIK UH(DOpMALHIO),

O KJACCUYECKOTO NEepCOHa)Xa, KaKUM MbI €ro 3HaeM II0
0onee TpaJULMOHHBIM (UKIMOHAIBHBIM (opmam, TO
€CTh € XOTS Obl MHUHUMAJIBHBIM COJAEpPKATEIbHBIM
HAINOJIHEHUEM (HampuMmep, 3aJaHus M PEIJIUKA 3TOro
nepcoHaXka MoJIJIepKaHbl €ro MOTUBaMu U Ouorpadueit).

Od4eBUAHO, YTO BHYTPH KOHKPETHOW WIPBI PETYISATOP MOXKET
CYIIECTBOBATh PACHpPEICICHHO M B Pa3HbIX, B TOM YHCJIC CMECIIAHHBIX,
dbopmax.

HAPPATOP

Ba)kHO OTMETHTH, YTO MBI BHIMM pA3HUIy MEXIYy HCTOpUEH
(HappaTHBOM B Y3KOM, CTPYKTYPaIHCTCKOM CMBICIIE) W OMEPIKEHTHBIM
HappaTHBOM (HAPPATUBOM B LIMPOKOM CMBICJIE): MEPBYIO MBI ITOHUMAeM
KaK TMpea3aaHHyl0 JIMHCHHYI0 WIA HEJIHMHEHHYIO IOCIIEI0BATEIIbHOCTh
CBSI3aHHBIX MEXIY €000 COOBITHH, HM300PaKEHHYI0 B IIPOM3BEICHHH
(marmpumep, ucropus riaasHoro repost Bioshock Infinite (2013)), Torna kak
BTOPOH — 3T0 HaObOp COOBITHH, MEXaHUYECKH CO3JaHHBIX CaMUM
MPOIIECCOM UTPHI (HAITpUMEp, UTPoBasi ceccus B « TeTpUC» WK B JIOOYIO U3
urp cepur The Sims (2000-2018)). XoTs HappaTHB B IIMPOKOM CMBICIIE
WITH CXOKHE TIOHSATHUS JIOCTATOYHO HMIMPOKO MCIONIB3YIOTCS B game studies ,
B HACTOSIIEM KCCJICIOBAHUM MBI ONUpAcMCs Ha TMOHITHE WCTOPHH,
JIMKTYeMOE TPAJAMIIMOHHBIMHA ME1a, U MCIIOJIb3yeM TEPMHUHBI «HCTOPHUS» H
«HApPaTHUBY» B3aUMO3aMEHICMO.

HUctopus — ypoBeHb i1 WUrP OMNIMOHAIBHBIN; TAaKOBa XK€,
COOTBETCTBCHHO, U HHCTAHIIHSI HAppaToOpa.

1. CymecTBOBaHHE HAPPATOPA B KOMIIBLIOTEPHOI UTpe

NMmmuiuTtHOe TPUCYTCTBUE OSTOM (PUTYpsl B HWIrpe MPEACTABISIET
OTIPEJICIICHHYI0 TEOPETUYECKYI0 MPOOJIIeMy: TO COJAEp)KAHUE TOHSATHUA,
KOTOPOE€ Mbl HAaxoAUM B JHUTEPATYpOBEICHUH (KOHCTUTYHUPOBAHUE
MMOBECTBOBATEIBHOIO  TOJIOCa), HE MpEeACTaBisAeTcs pabdounm s
KOMIIBIOTEPHBIX WIP, BEIb B ClIydae ¢ HUMHU Mbl JOJDKHBI IIPUHUMATh B
pacyuer Kak nNpupoay MeInuyMa, TaKk U APaMATHYECKYI0 MPUPOY UCTOPUM B
urpax. Jlaxe 0e3 yueta HHTEPAKTUBHOCTH MBI CTaJIKHUBAEMCS C BOIPOCOM,
CYIIECTBYET JIM 3Ta UHCTAHUWS B IPUHIIUIIE.

Urpel penst ayanoBU3yaJbHYI0 MEIHANIPUPOAY C KMHO U aHUMAalUEen
(rme moBecTBOBaHME KOHCTPYHPYETCS SIBHO WHAYE, HEXKEIH B JTUTEPATYpE),

117


http://code-industry.net/
http://code-industry.net/
http://code-industry.net/
http://code-industry.net/
http://code-industry.net/
http://code-industry.net/
http://code-industry.net/
http://code-industry.net/

lamakTka Meaua: xypHai meaua uccnenoanuii. 2019. No 4 | e-ISSN: 2658-7734
) I'pammatuka unrepdeticos | DOl 10.24411/2658-7734-2019-10039

MO3TOMY HaM KaXeTcs MPOAYKTHBHBIM OOpPaTUTHCS K KHUHOBEACHUIO W
MMOCMOTPETh, Kak OHO paboTaeT ¢ 3Tou purypoi. He nperennys Ha 00630p
BCEH AMCKYCCHUU O HAppaTHBaX W MOBECTBOBATEIBHBIX MHCTAHIIUAX B KHUHO,
OTMETHUM CIIEAYIOIIUE TTO3HUIIHH.

Boned HImun (IImua, 2003, ctp. 21) B cxeme, NpeacTaBisioONIeH
Momudpukanuo moaenu Cerimypa Yermana (Chatman, 1990, ctp. 115) u
MOKa3aHHOW Ha pHC. 3, BBACIAET MHMETHYECKHe (TOKa3bIBAIOIINE,
showing nmo YeTmMsHY) HappaTUBHbBIE TEKCTHI, K KOTOPBIM OTHOCHUT T€aTp U
KWHO, TIPOTHUBOIIOCTABIISI MX TUEreTHYecKuM (pacckaspiBaromuM, telling
no Yermdny). Kak oTMewaroT 3TH HCCIEIOBaTeNH, MHMETHYECKHUE
HappaTUBbI U300paXKalOT UCTOPUIO OE3 MOCPECTBA HAPPATOPA.

I TEKCThI I

HappaTHUBHBIC OIMUCATCIILHbIC

]
]
TEKCTHI :
1

TCKCTbI
1 ¢ mocpeAcTsoM MM 6e3
: NIOCpefiCTBAa HappaTopa: :
I OYEpPKH, OPTPETHI, TH- |
| TIOJOTHYECKHE TEKCTHI |
'n T.0 (npu HamMYMy |
: ONoCpeyIoER HHCTaH- :
' IMHM — TEHJEHIus K !
| nappaTustocT). )
NOBECTBOBATEJbHbIE MMMETHYECKHE
HappaTUBHbIE HappaTUBHbIE
TEKCTHI, TEKCTHI,
u3naralpolmye  HCTo- 6e3 mocpeAcTBa Hap-
pHIO NOCPENCTBOM paTopa M306paxalo-
HappaTopa.  pOMaH, e UCTOPHUIO: MbeCa,
pacckas, IOBECT> M KuHOGUMALM, Oaner,
T. . NIaHTOMHMMa,  Happa-
THBHAs KapTuHa o
T. IL.

Puc. 3. Tunbl TEKCTOB 10 NPUCYTCTBUIO HCTOPUHU U HappaTopa no HImuay

Kunosen JIpBun bopmysmn (Bordwell, 2007) cauraer, uto mjis KuHO
HET HEOOXOJUMOCTH BBOJUTH OTIEIbHYIO (HUTYPY (DUKTUBHOTO HappaTopa
(¥ gaxe UMIUTUIIUTHOTO aBTOPA).

Kunosemst Angpe T'oapo u ®pancya Moct npemnoxuin durypy
MEra”HappaTtopa B paMKax CIEIYIOIIEH MOJEIH, OINUCHIBAKOIICH
MOBECTBOBATEIbHbIC MHCTaHIMU B ¢uiabMme (Gaudreault, 1988, crp. 116;
BocnpousBoautes u3 (Gaudreault and Jost, 2007, ctp. 58)):
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articulation from
frame to frame
filmic monstrator :

unipunctuality

Meganarrator
(grand image-maker)

articulation from

shot to shot
filmic narrator :

pluripuncruality

Puc. 4. [loBecTBOBaTe/IbHbIe MHCTAHIIMUA B KHHO 110 I'oapo u ﬁOCTy:
Meranappatop (BepX0oBHbIi TBOpell 00pa30B); KHHOMOHCTPATOP: U3J105KeHHe OT
Ka/Jpa K KaJpy, OAHOTOYEYHOCTh; KHHOHAPPATOP: M3JI0KEHHUE OT IVIAHA K IVIAHY,

MHOI0TO4Y€4YHOCTh

[IpoGnema ¢ MPUMEHUMOCTBIO TIOCTIETHENH MOJENN K KOMIIBIOTEPHBIM
UrpaM B TOM, 4YTO OHa [OAPA3yMEBAET MOHTaX KaK OCHOBHYIO
MOBECTBOBATEIbHYIO TEXHUKY, KOTOpas HE CIMIIKOM paclpOCTpaHEHA B
UIpax, HO BCE K€ BCTPEUAETCS KaK MUHMMYM B KaHpPE MHTEPAKTUBHOTO
KWHO, — IO3TOMY BO3HHKAeT BOIPOC, MPUMEHUMA JId Takas (urypa K
UrpaMm Jpyrux xKaHpoB. JlJg CHATHS 53TOr0 MPOTUBOPEUYUS MOMKHO
NOHUMAaTh MEraHapaTopa IIHpe — KaK areHTa, OPraHU3YIOIIEro UrPOBYIO
ay/IMOBU3YaJIbHOCTh U UTPOBBIE CUTyallUd B UCTOPHIO, — OJHAKO TOTa
BO3HUKAET CJOXXKHOCTh C pa3inueHueM «QyHKIUW» Pperyniaropa u
Happaropa B CHJIIy HMX YaCTUYHOI'O HAJIOKEHHUS, YTO MOABOAUT HAC K
npo0sieMe TO3UIUN YPOBHS UCTOPUU BHYTPHU UTPHI, O KOTOPOU MBI CKaKeM
HIKE.

3aMeTHM, 4TO B HEKOTOPHIX UTPAaX — KaK M B pUIbMax — BO3MOXKHA
CUTYyalMs SKCIUIMIIMTHOIO HappaTopa U TEOPETUYECKHU AK€ HE OJHOrO, a
HECKOJIBKMX BJIOKEHHBIX (M Ja)e COPEBHYIOIIMXCS APYT C IPYroM, Kak B
The Stanley Parable (2013)). Hanpumep, cepust Assassin's Creed (2007—
2018) Bkirouaer B ceOsi ABE MCTOPUU, OJHA BHYTPHU JAPYroi, U OCHOBHAas
UCTOpPUS KOHKPETHOW WIPHI PACCKA3bIBACTCS/KOHCTPYUPYETCS CHUCTEMOM

! Tlon ommo- m MHOroToueuHOCTEIO (TepMuHbl Ceprest Dif3eHINTelHA) TOAPA3yMEBACTCS EIUHHIHOCTD
b0 MHOXKECTBEHHOCTH Todek 3peHms. Cwm. (Gaudreault and Jost, 2007, ctp. 167-168), a Taxxke
OnzenmreitH. C. (1964). Hzb6pannvie npoussedenus 6 wiecmu momax, 1. 2. Mocksa: HMckyccrBo. Ctp.
283. — Ipum. peo.
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Animus, BeICTyHaloOIIeH 3/1eCh KaK 3KCIUTMIUTHBIA Happatop. Ho 4ro 3a
MHCTaHIMUS B 000UX MpUMEpax KOHCTPYUPYET PaMOUYHYIO HCTOPHUIO?

Eme oguuM ciabbiM cOOOpa’keHHEM B IMOJIB3Y CYIIECTBOBAHUS ATOMU
WHCTAHIIMM MOXHO CUWTATh CJEAYIOIIEe: HappaTtop B JHUTEPATYpHOM
TEKCTE ABJISIETCS oOJiajjaTeneM 3HaHus 0 (UHAJIE UCTOPHUH, YTO CIEIYET U3
€ro TMpUpOJbl, — HO €CJIU HUCTOpUS B UIPE HE CO3JAET MOJI00HYIO
WHCTaHIINIO, KTO «3HAE€T» KOHI[OBKY WJIM BCE BO3MOKHBIC KOHIIOBKH JIJIsI
HenuHeWHoW wuctopun? OaHAKO MBI HE MOXEM TaKXke HE 3aJaThCs
BOIIPOCOM, MOXHO JIM TOBOPUTh O <«3HaHUM» (UHATA KaKOU-IHOO0
WHCTAHIIUEH JIJIT UCTOPUH, KOTOpas, Ja)Xe €CJIM OHA JIMHEHHA, I0CTaTOYHO
4acTO UCIOJNB3YeT OJHO W3 0a30BBIX BPEMEHHBIX CBOMCTB HIPOBOIO
MeIUyMa — pa3BUBAThCA CUHXPOHHO C HACTOAIIMM WIPOKA, «celyacy
(Juul, 2001); HenTUHEHHOCTD, CO3/AlOIIAsl MMOJIE BEPOSATHBIX MCXO0B, HJIH
UIPBI ¢ TEeMIIOpaNbHOCTHIO, Kak B Life Is Strange (2015) (rae, B oTiinyme oT
Prince of Persia: The Sands of Time (2003), BO3MOXHOCTbh OTMAaThIBaTh
BpEMs Ha3aJ U OTMEHSTh CBOM PEIICHUS — JJIEMEHT He TOJBKO TeimIuIes,
HO Y UICTOPHUH), €111 OOJIBIIE YCIOXKHSIIOT 3Ty IPOOIeMY.

2. ITonokeHHe NCTOPUU B KOMIIbTEPHOI UIpe

Hpyras npobiieMa, cBs3aHHAs C UTPOBOM HCTOpUEH, 3aKITIOYAeTCs B
TOM, YTO HE BIOJIHE SICHO, TJI€ BHYTPHU UTPHI Pa3MEIIAETCS UCTOPHSI.

OuyeBHIIHO, YTO OHA HE MOYKET BOBHUKHYTh IOBEPX UTPOBOrO0 MUpa —
B TAaKOM CIIy4a€ 3TO 3MEP/KEHTHBIM HAppaTUB, KOTOPBIA IMOPOKIAETCS
CaMHUM UTPOKOM, & HE BHYTPUUTPOBBIMU UHCTAHIIUSIMHU.

Ha mepBblii B3risig KaXeTCs, YTO B 3aBUCUMOCTH OT JIMHEWHOCTH
UCTOpHUSl BO3HHKAET JHMOO TOBEPX PETYISITOPHOTO YpPOBHS (JIMHEWHAs),
nu6o moa HUM (HenuHeiHas ). Bo BTOpoM ciiydae 04eBUAHO, YTO YPOBEHD
UCTOPUM A0 HEKOTOPOH CTENEHW MOAYMHSETCS PETYISTOPHOMY YPOBHIO,
YaCTUYHO COEJUHSASCh C HHUM, TaK Kak CYIIECTBYIOT IIpaBuIa,
3alyCKalIINe TE€ WIM WHbIE HAappaTUBHBIE HCXOAbl, a 3HAYUT U
COOTBETCTBYIOIIASl PEryaaTopHas MHCTaHIUS. OAHAKO HYKHO OTMETHTH,
YTO pa3BOPAYMBAHUE JTUHEMHON UCTOPUU TOXKE, CTPOTO F'OBOPSL, IOTUUHEHO
TeMMIUIEMHON YCTICITHOCTH M, TAKUM 00pa3oM, PETYISITOPHON MHCTAHIINN:
TEUYCHHsS] MCTOPUU HE OyAeT, eClIu HE CIeJ0BaTh Jaxe HCKIIOYUTEIHHO
MPOLEIYPHBIM IIpaBHiIaM UIpbl. Mrpa 3a1aeT MHTEPAKTUBHYIO PAMKY JUIS

! 35ech HyXHO cienmaTh pemapKy, 4To, GyIyun HampamMBaromMcs mpumepom, The Stanley Parable e
JTydmias WUTIOCTpanusl TpoOJeMbl HappaTopa HMMEHHO W3-3a TIPHCYTCTBUS mepcoHaxka Narrator
(«Paccka3umk» B pyCCKOM IEpPEBOJIC) M MOCTMOJICPHUCTCKON aBTOPCKOW MTPHI ¢ HUM M Happarmei. Jta
¢urypa — HETpOCTOW MaTepHan Uil aHajdh3a B paMKax IPeIaraéMoro Iojaxoja, IMOTOMY 4YTO OHa
OKAa3bIBAETCSI CIOKHOW KOHCTEIUTALMEH HECKONbKHX WHCTAHIMN: W TEPCOHaX, W pEryinsiTop, H
(BTOpHYHBIN, KaK BBIICHSETCS B IIPOLIECCE UTPBI) HAPPATOP.
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CloxeTa J000H JIMHEWHOCTH, M caMa HaJACTpOHMKa HCTOPUU TOBEPX
HEKOTOPOr'0 TeMMILIEs CO34aeT MEXAHUKY IPOJABUKCHUS 110 HEW, TO €CTh
elle OAUH CJIOW IeHMMIUIes, B KOTOPOM HAarpaaou SBISETCS CIIENYHOIUN
CIOXKETHBIN (parMeHT.

[Ipu cyiecTBOBaHMM K€ HMCTOPUM BHYTPH (PUKLIHMOHAIBHOTO MUpa
OHa OyJIeT npencTaBlIATb COOOW KIACCHUYECKU HappaToJIOTHYeCKU
O0O0BEKT: HalpuMep, BHYTPUUTPOBBIC KHUTU B cepusx The Witcher (2007-
2016) u The Elder Scrolls (1994-2019) (3a TeM HCKJIIOUEHHEM, YTO OHH
MOTYT OBITh Ba)KHBI JJIsl TEUMILIES, TO €CTh PETYJISITOPHOTO YPOBHS, HO MX
HApPAaTHBHAS MPUPOAA OT 3TOTO He MeHsercs) . JIpyrumM, Gomee CI0KHBIM
OpUMEpPOM MOXET BBICTyNmath wuctopuss B Journey (2012), koropas
OKa3bIBAETCSl HE UCTOPHUEH TJIABHOIO repost, a GaKTUYECKU UCTOpUEH Mupa:
OPUKITIOYEHUs]  O€3bIMSHHOIO  MPOTaroHMWCTa  CKOopee  SIBISIIOTCSA
AMEP/KEHTHBIM HappaTUBOM (KaK, CKa)K€M, UM SBIIIETCS ceccusi B Super
Mario Bros. (1985)), mnpuyeM 3SMeEpIKEHTHOCTh 3TOT0 HappaTHBa
CTAaHOBHUTCSI OCOOCHHO SBHOW TPH MPOXOXKIEHUU CO CIYTHHUKOM,
KOHTPOJUPYEMBIM JPYTHUM HMIPOKOM, B peXuMe MynbTHILieepa. Mcrtopus
&Ke, KOTOPYI0O Mbl Y3HAaeM IO Mepe MPOXOXKIEHUs, MPEICTaBIseT COOOi
U3JI0’)KEHHE COOBITUHM, MPUBEIIINX K TEKYIIEMY COCTOSHUIO, — TMepea
HaMU TPaJULMOHHOE BU3yaJIbHOE IIOBECTBOBAHUE, HAJI KOTOPHIM UI'POK HE
BinacteH. OlHaKo BO3bMEM Ha ce0s TepMEHEBTHUUECKUN PUCK CKa3aTh, YTO
3TO IOBECTBOBAHHUE, TEM HE MEHEE, OKa3bIBACTCS HE3aBEPUICHHBIM — €r0
KOHIIOBKOH 000paunBaeTcsi Kak pa3 MPOXOXKAEHUE WIPbl: UIPOK BHUJIUT
HOCJENCTBUS COOBITUN U B KAKON-TO CTEIIEHH UCIIPABIISET UX.

®UKIIUMOHAJIBHBIA MUP, ETO HHCTAHIIMA U AKTOPBI

[Ipobmematnka (HUKIMOHAIBHBIX MHPOB B WIpax pa3paboraHa
JOCTAaTOYHO TMOAPOOHO — cM. uctoputo Bompoca B (Tavinor, 2009), a
takxke (Aarseth, 2007a), (Juul, 2005) u (Atkins, 2003). Tem He MeHee, B
CBSI3M C HEW B paMKax Halmed MOJEIU BO3HUKAET HECKOJIBKO
TEOPETHYECKUX ITPOOIIEM.

Kax u ypoBeHb HCTOpHH, ITOT YPOBEHb TOKE MOKET OTCYTCTBOBATH B
Urpe, MOTOMY YTO HEKOTOPBIC WIPHI TOPOXKIAIOT TOJBKO MPOIEAYPHBIH
MHUp, COCTOSAIIUNA W3 HUTPOBOTO OOBEKTA, MPOIEAYPHBIX IK3UCTCHTOB,
MpaBWJI U WUTPOBBIX MEXaHUK: « TeTpuc» HE MpeasiaraeT HUYEro, Kpome
COOCTBEHHOTO TE€HMIUIEs,, MMPU ITOM BCE, YTO TPOUCXOIUT B ITOU HUTPE

! B kauecTBe MeHee IPO3PAYHOro MPUMepa MOXKHO MPHBECTH ayIHOXHEBHIKH B cepun Bioshock (2007—
2013), xoTopble MOPOXKTAIOT BOIPOC: BO3HHUKAIOIINE B JHEBHUKAX OTIENBHBIC «MHHHU-UCTOPHI
paboraror camu Ha cedst (WUIH, IPYTUMH CIOBaMH, Ha CETTHHI/(PUKIIMOHANBHBIA MHUP) WM HA OCHOBHOE
TIOBECTBOBAHHE.
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peanbHO WIM N0 KpallHed Mepe He(PUKIMOHAIBbHO, BEAb, KAaK IOKa3al
Hecnep FOyumb, npasuia peansusl (Juul, 2005).

[Tpu 5TOM MeHee aOCTpaKTHBIE WTPBI — HampuMep, cepust 1he Sims
WIN CUMYJSTOPbl — MPECTaBIsAI0T cOO0M MeHee MOHATHBIM cilydail: He
oOnafas SIBHO BBIPAKEHHONM M TPaJULMOHHON (DUKIMOHAIBHOCTHIO (B
nonnManuu, Harpumep, (Lmua, 2003, ctp. 22—-35)), oHM Bce ke KaxyTCs
HECBOAMMBIMH K MPOIEAYPHBIM MUpaM. JloCTaTOYHO JM HEAOCTPaKTHOCTH,
BU3YaJIbHOM peNpe3eHTalMK pealbHOro Mupa s GukuoHansHoctu? Mnu
e ITO MPOCTO O0JIee CIOXKHBIE MPOLEAYPHBIEC dK3UCTEeHThI? Vnu ass mupa
UTp TAKOTO THUIA HYXHO OTIEJIbHOE IMOHATHE (Hampumep, «BUPTYalTbHBIN
mup»)? Ha 3Tu BOMpOCH M TUIOTE3bl Y HAC MOKA HET BPa3yMHUTEIbHOTO
UCCJIeI0BATEIbCKOIO OTBETA.

OtpenbHOM MpOOJNEMON, KOTOPYIO Ha TEKYIIMd MOMEHT TaK e
HENPOCTO pa3pellinTh, SBIAIOTCS KaK CYIIECTBOBAHME W OOO3HAYEHUE
MNOPOXKJIAIOIIEH ITOT ypOBEHb WHCTAHIUM, TaK U (QUTYphl Ha CTOPOHE
pEeLUIUEHTa, 3TOT YPOBEHb BOCIPHUHUMAIONICH/pEeKOHCTpyHUpYIoleh (Ha
CXeMe OHa mpenBapuTeabHO Ha3BaHa «HaOmionmarens (QUKIMOHATIBEHOTO
Mupa»). OTOT YypOBEHb TOXE HYXJaeTcs B JaalbHedmeM u Oonee
JIETAIbHOM PACCMOTPEHUHU.

Tem He MeHee, KOT/ia ATOT YPOBEHb CYIIECTBYET U SIBHO BBIPAXKEH, HA
HEM MPUCYTCTBYIOT:

e Heurposbie nepcoHaxu:

O TMpOIEAypPHBIE SIK3UCTCHTHI (MOOKI);

O «cojepKaTeabHbIe» MePCOHAXKU (KaK Mbl X TTIOHUMAaeM B
JAUTEepaType, KUHO U TeaTpe):

"  CYIIECTBYIOIIME MPOLEYPHO U HAPPATUBHO,
" CYIIECTBYIOUIME TOJIHKO HAPPATUBHO (YACTUIHOU
aHaJIOTHEN 3/1ECHh MOXKET OBITH BHECLIEHUYECKUI
MIEPCOHAXK B Apame);
e Urpogoii (playable) o6bekT (urpoBbie 00BEKTHI). Takoi
yIPaBIseMblii 00BEKT MOXKET OBITh:

O MPOLELYPHO 3KCIUIMIUTHBIM (HaIIpUMeEDp, «cuia» B « TeTpuce»
wiu B Duck Hunt (1984), koTopasi BUHAa TOJIBKO B MOMEHT
JNEUCTBHI UTPOKA KaK NPOLETYPHBI OTBET HA HUX) — IO
BCEH BUMMOCTH, 3TO HEKOTOpAsl OTAEJIbHAas,
CBEepXHUMMepcuBHas (hopMa IMMEANAINH, KOTOPAst M 1aeT
UT'POKY OLIYIEHHE, YTO €ro JEHUCTBUS U IIpaBuia
He(DUKITMOHAIBHEI;
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O HMHTEP(PENCHO IKCIUIULHUTHBIM: KYpCop, pyKa H T. 1. (4acTo
BO3HUKAET B CTPATErUsIX) — 37€Ch Mbl BUJUM SBHYIO
rUIepMeIUalno;

O UIPOBBIM MEPCOHAXKEM (TPYNION UTPOBBIX MEPCOHAKEHN) —
KJIaCCUYeCcKasi UMMeIUaLUs:

" OuorpaguuecKku NycThiM U GYHKIMOHAIBHBIM (HacThIN
cilydail B IIyTepax OT IEPBOrO JIMLA),

" Ouorpadguuecku (U HAppaTUBHO) MPOPAOOTaHHBIN (3TO
e 0oJiee TUIMMYHO /JIs1, HAlpUMEpP, KOMITbIOTEPHBIX
poTeBBIX Urp)'.

NHCTAHLIMU UTPOKA

Urpox, SBISIOMIMICS HEOOXOAMMBIM YCIOBHEM CYIIECTBOBAHWSI
0001 Urpbl, MOKET ObITh A0CTPAKTHO pa3jelieH Ha clieayrolue Gurypsl,
KOTOpBIE CHOBAa COJBIOTCS B PEATbHOM UTPOKE (KYpCHBOM BBIJEIICHBI
OIIIMOHAIILHBIC):

e [laccuBHBIC UHCTAHIIUU, BOCITIPUHUMAIOIINE TTO3UITHUIO UTPOKA U
CYILIECTBYIOUIME JIa’Ke MPHU MIPOCMOTPE MPOXOKICHHS UTPHI (B
KaKOM-TO CMBICJIE OHU MMOTEHIHUAJIBHO 3a4al0TCsI DKPAHOM):

o Habmonarenb (GUKIMOHATIBHOTO) MUPA;

O IKCHAUYUMHDBIL HAPPAMUBHBIU adpecam, BEICTYNAIOIUN
PELUIINEHTOM TOBECTBOBAHUS;

O JKCIUIMLMTHBIN TPOLEAYPHBIN ajpecarT, MpeaCTaBISIOIIAN
c000l aHATM3UPYIOIIYIO (PUTYPY 11O OTHOIICHHUIO K
IPOIIETYPHOMY aKTOPY, — IpaBuja U TeUMIUICH X0Ts Obl
YaCTUYHO MOKHO BBIBECTH U MOHSATH, JAXKE CMOTPS Uy:KOE
IPOXOKJICHUE.

e AKTHBHBIE HHCTAHUIUHU (AKTOPHI), KOHTPOJIUPYIOLINUE MO3UIUIO
UrpoKa (OHHU, B CBOIO OYEPE/ib, IOTEHIIMAIBHO 3aJaI0TCs
Kontpomnepom):

O HappaTUBHBIN aKTOP;

! BosmokHBI M HeTpuBHAIbHBbIE THOpHIHBIe caydam: cepus mrp Orwell (2016-2018), cumymsirop
MOIMTHYECKOTO ChICKA, MpeacTaBisier coboit uatepdeiic mporpammer Orwell u3 gukunronanpHOrO Mupa
UTPBL, @ UTPOK 3aHUMAET MECTO CIISIOBATEIs — U ITOJb30BATeNsl 3TOM MPOrpaMMBl, TAKHM 00pa3oM cam
MIPOTarOHUCT OCTAETCs CIOBHO OBI «3a Kagpomy. (IToxoxwmii ciygait — urpa Her Story (2015) — Ipmm.
pen.) Kak 3mech BbIpakeHa NO3WIMMS WrpoOKa: HMHTEPPEHCHO WM BCE-TaKH KakK OHWOrpadudaecKuit
MIEPCOHAX B TOM 4uclie? DTa U HEKOTOpPhIE JPYrue OCOOCHHOCTH OpTaHHW3aIly IPOHU3BENEHHS TPEOYyIOT
NPUCTAJIBHOr0 IMMAHEHTHO'O M )KaHPOBOT'O aHAIH3A.
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O MPOLEAYPHBIA AKTOP:

"  {IeaJbHbIM NPOLEIYPHBIA aKTOP — €TI0 MOYKHO
NOHMMATh KaK HEOOXOAUMBIM U KaK MaKCUMaIbHBIN
YpOBEHb HaBbIKA JIJISl YCTICIIHON UTPBI; 3Ta PUrypa
UMIUTMIIMTHA U (AKTUYECKU HEBBISBIIsIEMA, C HEU
PEryasATOpHAs NMHCTAHIUS JIUIIb «CPABHUBAET»
JNENCTBUS IKCIUIMIIUTHOTO POLIEAYPHOTO aKTOpa,

" OMEPIKETHBIN IIPOLEAYPHBIM aKTOp — aKTOp,
UCITOJIB3YIOIINI MEXaHUKHU HE IPEAYCMOTPEHHBIM
aBTOPOM UT'PhI CIIOCOOOM 0€3 IKCIUTYaTalluu U «CIIOMa
UTPBI; TAKKEe UMIUTUIIMTHAS (UTYpa B CHILY CBOEH
NOTEHIIMATIBHOCTH, KOTOPasi MOXKET OBbITh
SKCIUIMIIMPOBaHA KOHKPETHBIM UTPOKOM,

" SKCIUIMLUTHBIN NPOLETYPHBIM UTPOK C €T0
NOTEHUMAJIbHBIMU MMOPAXKEHUAMHU U HEONTUMAJIbHBIMU
CTpaTEeTusIMU, KOTOPBIN MPOSBIISIETCS BCETIa U 3a/1a€T
UHTEPAKTUBHOCTb UT'Pbl, — UMEHHO 3TOT areHT
KOPPECTIOHAUPYET CO cheayromen Gurypoiu;

O OKCIUIMIUTHBIH [OIB30BATEIb — aKTOp, BBICTYINAIOLIUI HE
TOJIBKO KaK UI'POK, HO U KakK I0JIb30BaTEIb UTPOBOM
IPOrpaMMBbl U B pa3pelieHHOM 00beMe CIIOCOOHBIN Ha Hee
BIIVATD.

O TPaHCTPECCUBHBIN IT0JIB30BATENIb — UMILIMLUTHBIN,
MOTCHIUAITEHO BO3MOXHBIN aKTOP, IKCITYaTUPYIOIIUH
YS3BUMOCTH UTPOBOM MPOrpaMMbl WJIM MEHSIIOIIUU LEIb UTPBI
(HampuMep, C CIOKETHOTO MPOXOXKIACHUS Ha cm/mpaH)z; n3-3a
«CJIOMa» UI'PbI U, BUAUMO, KOHKPETHOCTH IKCIUIMKALIUU ITa
durypa GpakTUueCKH BBIXOJUT («BBUIAMBIBACTCS) 3@ MIPEIEIIbI
IIPOTrPaMMBI, HO TIPY 3TOM HE MOJKET ITIOKMHYTh €€ MOJHOCTHIO,
HaXO0JsCh B CBOET0 pOJa 3aBUCUMOCTH OT UIPBI.

OO6cyxaasi SKCIUIMIIMTHOCTh ¥ UMIUTAIIUTHOCTh MHCTAHIIMA UTPOKA,
Helb3sd He ydecTh paborel DcmeHa OpceTa, KOTOPBIM, CHPOCIUPOBAB Ha
urpbl KoH1EeNT Bonbdranra M3epa « AMITTUIIUTHBIN YATATETbY, MPEIITOKIIT
BBIJICJIATh ~HMHCTAHIMIO, CHayajga Ha3BaHHYHD UM  HMIUIMUUATHBIM

! Scmen Opcer mpemuraraer Tepmun interface addressee, «agpecar natepdeiica» (Aarseth, 2007b), Ho, Bo-
nepBeix, y Opcera 9Ta HHCTaHIWS HMIPOKA PACIIONAracTcss HaJ aBaTOPOM, HO IO HMMILTALUTHBIM
UTPOKOM, @ BO-BTOPBIX, HAM 3TOT TEPMHUH HE KAXKETCs yAAYHBIM, IOTOMY 4TO HHTep(EHC MPOHU3BIBACT
BCE YPOBHH HIPHIL.

? TIpo MeTacTpyKTypHI ¥ H3MEHEHHe Lielie B nrpax oM. (Zagal et al., 2019, ctp. 6-8).
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nosib3oBatenieM (Aarseth, 1997, ctp. 127), a 3aTeM UMITMOUTHBIM UTPOKOM
(2007b, ctp. 132). OxHAKO MBI CUMTAEM, YTO OCHOBHBIC HHCTAHIIMH UT'POKA
— Ha CXeM€ OHHU HIYT MO IEHTPAIbHONH OCH — BCE-TAKH HKCIUIHIIUTHBI,
MOTOMY 4YTO MIrpa MO camMOil CBOEH CyTH MpeAnojaraer 3To 0oJjiee WIH
MEHEE JKECTKO 3aJaHHOE 3USHUE HAa MECTE UTPOKa, KOPUIOP MeUMIUICHHBIX,
HappaTUBHBIX U MPOTPAMMHBIX BO3MOYKHOCTEH, IKCIUTMIIMTHO B3BIBAIOIIH I
K perunueHTy. OpceT caMm ke MPaKTHYeCKH MOATBEP)KIaeT HaIly HCHO,
Bo3pakass cebe: «Eme Oonblne, YeM UWMIUIMIUATHBIA  YUTATENb,
UMIUTAIMTHBIA UTPOK 00JIaJJaeT KOHKPETHBIM, MaTEPUANBHBIM OBITHEM,
MIOTOMY YTO UTPa HE CMOXKET CYIIECTBOBATH, MTOKA JJISI UTPOKA OTCYTCTBYET
cpeacTio BBoga» (2007b, ctp. 132).

NMIIMIATHRIMKA, Ha Hall B3I, OKAa3bIBAIOTCS HWICAIBHBIA |
OMEPKCHTHBIA MPOLEAYPHBINA aKTOPHI, a TAK)KE€ TPAHCTPECCUBHBIN UTPOK.
[lepBolii QakTHUECKH HE SBISETCS aKTOPOM B CTPOTOM CMBICIE ATOTO
ciioBa (pa3Be 4TO B MPEAeIie WU OTACIBbHBIX — XapAKOPHBIX — CIydasX,
KOTJa CIUBACTCSI C TIPOIECAYPHBIM HWIPOKOM), OCTaBasiCh HEKOTOPHIM
ATAJIOHOM WJIH, M0 KpaiiHeW Mepe, MUHHUMAaJIbHBIM ypOBHEM HaBbIka. /[Ba
IpYruX TMpPeACTaBIS0T co0o0il moOouHble QUIYpHl, HeoOs3aTeabHbIC
MIOTEHINH, HECYIIECTBEHHBIC /IS Pa3BEPTHIBAHUS UTPHI.

SAKVIIOYEHUE

B ¢unane craThu NYHKTUPHO OYEPTUM BO3MOXKHBIE TMPUIIOKEHUS
OMKMCAHHOW MOJIeNIM U 00JIACTH JaIbHEHUIITUX U3bICKAaHUM:

® [popaboTKa MOJIETH JIsl PA3HBIX TUIIOB KOMITBIOTEPHBIX UT'P —
IpEXJIe BCEro Jisl UTp KaK UCKYCCTBa, I1e, 0 HAllel TUIOTE3E,
Ha 3Ty MOJieTb OyJIeT HaKJIaAbIBaThCs Oosee TpaaulimoHHas
MOJENb XyA0KECTBEHHON KOMMYHUKALINY;

® ICCIIEIOBAHUE UTP 10 BCEMY JIFOJI0-HAPPATUBHOMY CIIEKTPY H
KOHTUHYYMY «HUI'Pa — UTPYLIKA», YTO MOKET IMO3BOJIUTH HAM
Jy4llle TOHUMATh CXOJCTBA U PA3JINUUs MEKY ITOIIOCAMU;

® YTOYHEHUEM MOJEIU Il MHOTOIIOJIb30BaTEIIbCKUX,
MYJbTUIIICEPHBIX M YCIOBHO-0ECIIIIATHBIX UTP;

® JCCJIECIOBAHUE OPraHU3allu KOMMYHUKATUBHBIX YPOBHEN B
Urpax pa3janyHbIX KaHPOB;

® JCCJICIOBAHUE OTACIbHBIX YPOBHEUN U X MHCTAHLINN;

® HCIIOJIB30BAaHME ITOM CXEMBI KaK 3JIEMEHTA IPUCTAIBHOTO
aHaNMM3a OTJIEIBHBIX UTP, OKA3BIBAIOIINXCS JTFOOOTBITHBIM
Ke¥icoM i pa3dopa B KAKOM-TO aCIEKTE MOJEIH.
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HecMoTpst Ha orpomHyro pa®oTy, MPOBEIECHHYIO HCCIEAOBATEISIMHU
KOMIIBIOTEPHBIX UIP, UX CTPYKTypa U YCTPOUCTBO INPEACTABIAIOTCA HaAM
elle HEeJI0CTaTOYHO M3yuyeHHbIMHU. [IpeasiokeHHas obOmas cxema — JUIIb
YEepHOBOM  BapuaHT,  TOMbITKA  MOCTPOEHUS  OOWmEed  Mojenu
KOMMYHUKAaTUBHBIX  YPOBHEM U  MEAWAJIbHBIX  WHCTAHLUWA IS
KOMIIBIOTEPHBIX UTP. Ta 4yacToTa, ¢ KOTOPOW HaM IMPUXOIUIOCH TOBOPUTH O
OyIyIIMX MCCIIEIOBAHUAX, OTPAXKaeT ABHYIO HEOOXOIMMOCTh JaJIbHEHIIEeH
paboThl W aKaJeMUYECKOW JUCKYCCHM: KaXKIbIH YpOBEHb M KaxKIas
WHCTAHIIUSI ~ OKa3bIBAIOTCA  MPOOJEMHBIMH, TIOPOXKAasi  MHOXKECTBO
TEOPETUUYECKHUX BOMPOCOB.
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Abstract

This paper is devoted to the analysis of the specifics of historical reflection in computer
games. The author shows how games can accumulate history, reflect on it, transform it
for the sake of game conventions, and also change cultural memory in some way.
Gameful historiography is sometimes associated with the concepts of "edutainment" and
"serious game", which have as their goal the teaching of historical material. However,
the author’s term “encyclopedic game” is used in the study to designate such types of
games that in their essence can be “read” as a form of reliable knowledge, but at the
same time, they were created as independent products with a partially fictional world.
The main objective of the study is an attempt to identify ways of organizing historical
material in the form of a computer game. During the study, the author describes the
general features of the history of games and its problems, justifies the use of the term
“encyclopedic game”, and identifies various types of “encyclopedicism”. As a result, the
author concludes that the "encyclopedic game" is a unique form of medium of computer
games that can embody the history of everyday life and mentality in the "total" form.

Keywords

New Historicism; Encyclopedic Games; Edutainment; Computer Games; Historical
Reflection; Serious Games; Places of Memory; Cultural Memory; History of Everyday
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AHHOTan U

Hacrosimmas paGoTta mnocpsiieHa aHalu3y CHEHUPHUKUA HCTOPUYECKOH peduieKcHuu B
KOMIIBIOTCPHBIX HI'Pax. ABTOp IMOKAa3bIBAC€T, KaK MWIPbl MOT'YT AaKKYMYJIHUPOBATh
HCTOPUIO, PAa3MBIIUIATE O HEW, TpaHCHOPMUPOBATH €€ B YTOAY UTPOBBIM YCIOBHOCTSIM,
a TaK)Ke B HEKOTOPOM POJI€ U3MEHSTh KYJIbTYpHYIO NaMsATh. «rposas» ucrtopuorpadus
MHOTJAa CBf3aHa C TOHATUSMHU «JJIBIOTEHMEHT» M «Serious game», KOTOpbIe
HampaBJieHbl Ha o0ydyeHune. OIHaKO B MCCIIEI0BAaHUU HUCIIONB3YETCSl aBTOPCKUN TEPMUH
«QHIUKJIONEeINYECKast urpa» JUisi 0003HaUEHUsI TAKOTO BUJA UTP, KOTOPHIE MOTYT OBITh
«MPOYUTAHBD KaK (opma JTOCTOBEPHBIX 3HAHUM, HO TPU ITOM OBUIM CO3/IaHBI Kak
HCE3aBHCHUMBIC MPOAYKTbBI € YaCTHYHO BBIMBINIJICHHBIM MHPOM. OcHoOBHOM I ECIBIO
HUCCIICAOBaHUA SBJISIETCA IIOIIBITKA BBIIBUTH CIIOCOOBI opraHu3ali UCTOPUUCCKOTO
Matepuana B ¢opMe KOMIBIOTEpHON Urphl. B Xone uccienoBaHus aBTOpP OMMCHIBAET
001mue 0COOEHHOCTH UCTOPUH B UTpax U €€ MpoOaeMbl, 000CHOBBIBAET MCIIOIh30BAHNE
TEPMUHA «IHIUKIONEINYECKas UTPay, BBIIEISIET Pa3IMUHbIE BUJIbI «IHIIUKIONEIN3MAY.
B wutore aBTOp MPHUXOAUT K BBIBOMY, UTO «IHLIMKIONEAWYECKAs HWIPa» SBISETCS
YHUKQJIbHOU (POPMOI MearyMa KOMIBIOTEPHBIX WUTP, CIIOCOOHON «TOBOPUTHY» HA TEMBI
HCTOPUU TIOBCETHEBHOCTU U MEHTAJIILHOCTH B «TOTAJIbHOM» BUJIE.

K/iroueBbIe cJ10Ba

HoBgrit HUCTOPU3M; SHIUKIONCAUYCCKHUE HIPHI; BﬂBIOTefIMeHT; KOMIIBIOTEPHBIC HIPHI;
HCTOPHUYCCKas pe(b.]'IeKCI/IH; CCPBC3HBIC HI'PBI; MECTa IIaMATH, KYJIbTYpHasd IIaMAThb,
HUCTOPHA ITOBCECAHEBHOCTH,; HCTOPUSA MECHTAJIbHOCTHU

EY HMC HMHD

Orto mpowmsBedeHue noctynmHo To Creative Commons Attribution-NonCommercial-
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BBEJAEHHUE

HUctopuss Tak wnum wWHAye 3aTparuBaeT pazivuHble  cdepbl
yesnoBedueckor xu3HU. OpHOM W3 Takux cdep sBIsSETCS HCKYCCTBO, a
BMECTE C TEM U BCEBO3MOXHBIE TBOPYECKHE MpakTUKU. VICKycCTBO He
MPOCTO KOMUPYET HCTOPUYECKHM (haKkT, HO Bcerma paboTaeT C HUM,
pediieKkcupyeT HaJl €ro COJIEPKAHUEM U CMBICJIIOM, HHOT/Ia TaKUM 00pa3oM
ero  u3MmeHsas.  Vcropuyeckoe — BIUSIHUE  TPOCIEKUBAETCS B
XyJO)KECTBEHHBIX ~MPAKTUKaX W AaKTUBHO wu3ywaercs. Hacrosiiee
UCCJICJIOBAHUE SIBJISIETCSl TIOMBITKOM PacCMOTPETh BOMPOC O BKJIAJE
KOMIIBIOTEPHBIX HIP B IOJIE HCTOPHYCCKOTO’, O TOM, KaK KOMIIBIOTEpHBIC
UTPBI, CTOSIIME HAa TpaHUIEe HCKYCCTBA, pa3BleueHUs W OOydeHUs B
IIUPOKOM CMBICJIE€, CTOCOOHBI TOBOPUTH 00 UCTOpUU. UTOOBI OTBETUTH HA
MOCTABJICHHBIA  BONPOC, KOTOPBIA  SABISETCS HE THUIOTETHYECKOU
YCTAaHOBKOM, HO HEKOTOPhIM TpPEOOBAHMEM BpPEMEHH, IIOCKOJBKY B
COBPEMEHHOM MHPE KOMIIBIOTEPHBIC UTPHI CTAHOBSTCS Bce Oojee U Ooliee
JIOMUHAHTHBIM KYJBTYPHBIM TIOJIEM, HEOOXOJIUMO UMETh MPEICTABICHUE O
TOM, YeM SBJISICTCS KOMIbIOTEpHass urpa. B manHOW pabore moHsITHE
«KOMIIBIOTEpHAs Wrpa»’ ONpejelsercs Kak wurpa (game), KoTopas
npejacTaBiceHa B (opMe KOMIIBIOTEPHON MPOTrpaMMbl, HCIOJIB3YyeMOU HE
JUIsE pelieHus (QYHKIMOHAJIBHBIX 3a7ad, HO [JIs pa3BleYeHHUs MyTeM
urpanus (playing). B cBs3u ¢ 3TUM omnpesieieHHeM, KaXeTCsl, BOSHUKACT
YETKUN CHEKTP KYJIbTYpHBIX apTe(aKkTOB, CIOCOOHBIX BIYCKaTh B ceOs
UCTOpHUIO. 37eCh HEOOXOJUMO OTMETHTh, YTO KOMIIBIOTEpHAs UIpa
M3HAYaJIbHO MPEJCTaBIsET COOOW HHTEpMEAHAIbHOE (CHHKPETUYECKOE)
IPOM3BE/ICHNE, BKIIIOYAIOIIEE 3BYK, BU3yaJbHOE M300paKeHUE, FJIEMEHTHI
aHAJIOTOBOIO YIPABJICHUS, TEKCT. DTH YEThIPE MPUHIIMITHAIBHBIX 2JIEMEHTA
(K KOTOpPBIM MOJKET TMPHOABIATHCSA e€mie psaa  Apyrux) GOpMUPYIOT
MeIUaNbHOE PO KOMIIBIOTEPHON UTPHI, OJTHAKO HAJl0 UMETh B BUIY, UTO
U3 B3aUMOJICHCTBUSA JAHHBIX YacTe BBITEKAET JIOMOJIHUTEIbHAs
OCOOCHHOCTh KOMITBIOTEPHBIX HMIP — O3TO WX UIPOBOM Tpolecc (Kak
HEKOTOPOE  DAMEPUKEHTHOE  Iiejoe), wWiau  redmruied.  ['efimruieit
XapakTepu3yeTrcs JBYMs BaXXHBIMH TlapameTpamu. Bo-mepBbIX, 3TO

! Crout ckasaTh, 4TO HCTOPHS B KOMIIBIOTEPHBIX HIPaxX aKTHBHO M3ydaeTcs B 3apyOexHbIX game studies.
A OIVH M3 BeIyIIMX CIEHUAIMCTOB MO 3TOM TeMe JaKe MPEeIUIOKUII pacCMaTPUBATh €€ KaK OTHCIbHOE
nanpasieane — historical game studies (Chapman, Foka, Westin, 2016¢)

2 CTouT yKa3aTh, 4TO B JAHHOM CIydae TEPMHH BBIOPAH HECTydaiHO, OH MPOHCXOMUT OT AHTJIHHCKOrO
rmarona «t0 COMPUte», T.e. «BBIYUCIATBH», YTO BCKPBIBACT OPUTHHAIBHYIO HPHUPOAY TEXHHKH, C
TIOMOIIBI0 KOTOPOH peanu3yercs KOMIBIOTEpHAs HIpa, M, TaKUM 00pa3oM, Jydile MOIXOOHUT IS
0000IIeHUS, YeM TEPMHH «BHICOMIPa», KOTOPBIA peIylupyeT BCe MHOrooOpaswe Hrp K TeM, 4YTO
obmamaroT rpadudeckuM uHTepdeiricom. To ecTh «...“KOMIbIOTepHas urpa’” sBJIseTcs Ooiee oOmUM
TIOHATHEM, ITOCKONBKY OTCBUIACT K 6bIYUCAUMOCHIU UTPOBOTO COOBITHS, YTO MPHHIMIHAIBHO OTIIMYAeT
KOMNbIOMEPHble UTPBl OT aHAI0206blX (BU3yalbHBIA KPUTEPHW, OYEBUIHO, HE JAET TOH K& Mepbl
BCEOOIIHOCTH B CXBAaTHIBAHHUH CIEITUPUKN KOMITBIOTEPHBIX UTp).» (JlerkeBnu, CaBuyk, 2016, ctp. 15).
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UTPOBBIE MEXaHHUKH, OTHOCSIIMECS K Urpe Kak MPOU3BEACHUIO U
BO3HHMKAIOIIME B CaMOM IIpolLecce UrpaHus. Bo-BTOPBIX, 3TO HUIPOBOM
OTIBIT, PA3BUBAIOIIUNCA B 3aBUCUMOCTU OT MPOJOIKUTEIHLHOCTU U (DOPMBI
urpanusi. Bce Bblle ONMMCaHHBIE XapaKTEPUCTUKH KOMITBIOTEPHON UTPHI B
nanapHeneM OyayT HaM IOJIE3HbI JIJIsl YCTAaHOBJIEHHUS CIIOCOOOB BHEAPEHUS
UCTOPUU B KOMIBIOTEpHYIO Urpy. lIpeacTaBieHHOE 3/1€Ch UCCIEIOBaHUE
HUCTOPUYECKUX U OKOJIOMCTOPUYECKUX UTP OCHOBAHO HAa BUJECHUU UCTOPUU
B JyXe TpaJulluii «HOBOTO HCTOPU3Ma», B YAaCTHOCTH, Ha IMOJXOJaX,
CBSI3aHHBIX C HCTOpUEH IOBCEHEBHOCTH (bnok, 1957; Bponenb, 1986),
MEHTaIbHOCTEH” (dapuron, 2002; Hlaptee, 2006) u «TOTaTBHOCTBION®
(Bpozenb, 1986), 4acTo CBOAMMBIX B 06IACTh KY/IBTYPHOI HCTOPHH .

besycnoBHo, mnpu  mepeHoce JAaHHOW ONTUKA B 00JacTh
KOMITHIOTEPHBIX UTP MPOUCXOAAT CYIIECTBEHHBIC U3BMEHEHUS B TOHUMaHUU
ATUX KOHIENU. B mepByto odepenb, CTOUT CKa3aTh, YTO KOMITLIOTEPHBIC
UTpbl TaK WM WHA4Ye OCTPAHAIOT H300pakaeMoe, a TaKKe 3acCTaBISIOT
UTPOKa OCBaWBaTh HOBBIC HaBBHIKU. 1 B TO ke BpeMs HE MEHBIIYIO POJIb
UTPAIOT U MOMEHTHI NMOBTOPEHUSI U PYTHHBI, KOT/Ia UTPOK BBIMOJHSIET B
UTpe YXK€ CTaBIIME TPUBBIYHBIMU JeicTBus . [locnmemnee, omHaKo,
3aTparuBaeT 00JaCTh «BHYTPEHHEH UCTOPUMY, T. €. UCTOPUU WIIU UCTOPUH,
KOTOpBIE CKJIAJIbIBAIOTCA W3 COOBITUH, MPOUCXOIANIUX C UTPOKOM WIIU
aBaTapoM; HAac JK€ HWHTEPECYIOT MEXaHU3Mbl BBEJCHUS UIPOKa B
IPOCTPAHCTBO MOBCEIHEBHOCTH TOM MM MHOM UCTOPUYECKOW 3MOXU — a
ATy pPOJb BBINOJHIET BOCIPOU3BEIIEHUE €€ YCIOBUM, OOCTOSTENBCTB H
aHTypaxka, TO €CThb CO3JaHue (BUPTYaJIbHOT0)  IPOCTPAHCTBO
HCTOPHYECKOr0®, MpHUYeM, KaXETCs, YTO KOMITBIOTEPHBIC HIPhI 0ONaNatoT
YHUKAJIBHOU CIIOCOOHOCTBHIO pabOThI C HUM.

! Ucropus noscennesnoctn (histoire du quotidien) sBisercss KOHIENIHMEH HCTOPHYECKOH IMIKOIBI
«AHHAJIOB», KOTOpasl CTABHT 3a/laueii MCCIICMOBAHMSA YCIIOBUM JKU3HH, TPyda W OTIBIXA, Pa3IAYHBIX
(akTOpOB, BIUSIOIINX HA KOHCTPYHPOBAHIE HOPM MOBEICHHSI, OONBIITHHCTBA JIFO/ICH KaKOH-T100 CTPaHbI
B KaKOH-JIHO0 Mepro 1. DTO HCTOPHS «OE3BIMSHHBIX) TTEPCOH.

2 Mcropus mentampHocteit (histoire des mentalités) — ocoGblit Bu mcTOpHOrpadHM, KOTOPHINA
KOHIIEHTPUPYETCA Ha MBIIUICHAM B KYJABTYpaX M CONHMAIBHBIX TPYyIIax mponuroro. IloapoOHee cM.
(Burke, 1986).

® «ToramsHas» wcropus (histoire totale) — Takoif BHI HCTOPHYECKOTO OIMKCAHHS, IMPH KOTOPOM
HCIIONB3YIOTCS  BCE  CYIIECTBYIOIIME B OOINECTBE OTHOMIEHHS (IKOHOMHYECKHE, KYJIbTYpPHBIE,
TIOJTUTHIECKAE U TIP. ).

* Ha BaHOCTh NpPHUMEHEHHS MOZOOHOrO MOAXOMa (KYIbTYPHO-HCTOPHUECKOr0) TAKKE YKA3BIBAKOT
uccrenoBaTend KommeioTepHbix urp Sakko Cyomumuen u FOccm Ilapmkka. Omupasch Ha JIOTHKY
TPAJNINA MEINAAPXEONIOTHH U KYJIbTYPHOM MCTOPHH, YUEHBIE TBITAINCEH MPOCICIUTH H3MEHEHHS OTBITA
TepeMeIIeHnsT B TOPOJIe B KOHTEKCTE mosiBiieHrst MoomsHbIX urp (Parikka, Sumionen, 2006).

® Urpsl, 0cOGEHHO Ka3yalbHEIE, JaKe MOIYT BCTPAHBATHCS B MOBCEIHEBHYIO JKH3HB HI'POKA, HATIPUMED,
COBIA/Ias TI0 BPEMEHH C TPOTYIKaMH, MOE3JKaMH B TPAHCIIOPTE W TMPOYUMH PYTHHHO BO3HMKAIOIMMH
may3amMu. OcTaercs OTKPBITHIM BOINPOC, €CTh JIH TIPUMEPHI Urp, TI€ 3TOT MEXaHW3M YJ9acTBYET B
PpeTpe3eHTAIIMH HCTOPHUH TTOBCEAHEBHOCTH. — [Ipum. peo.

® Bo MHOIHX MIpax CO3/aeTcsl y3HABAEGMOE MPOCTPAHCTBO, KOTOPOE TTO3BOJISET CYAUTh 00 HCTOPHIECKOI
TOBCEIHEBHOCTH, OTBJICUYEHHOM OT JKH3HHM CaMOr0 WIPOKa, HO TIOHMMAaeMO# Kak CyIIeCTBOBaBImas. B
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Bo-BTOpBIX, B KOMIIBIOTEPHBIX UTPaxX MPOOJIEMATH3UPYETCS TIOHSITHE
«ACTOPUM MEHTAJIbHOCTH». 3JECh COYETAETCS HECKONbKO (DAKTOB: a)
pa3paboTuuku Urp OOBIYHO HE WCTOPUKH U TMPOAYIHPYIOT CBOU
NpEe/CTaBICHUS, MHOTJA aHTaKUpOBaHHbBIC; D) Wrpoku wame Bcero He
UCTOPUKH, OHH MOTYT COMHEBAaThCA B HCTUHHOCTH, HO IOJICO3HATEIHHO
YTO-TO 3allOMUHAIOT (HAmpHUMEp, OILEHKY KaKUX-TO MOJUTHYECKUX
AeicTBuii). JTH ABa ¢dakTa CO3MAIOT YCIOBHS 7S BOZHUKHOBEHHUS HOBBIX
CMBICJIOB y HWCTOpPHYECKOro marepuana B urpe. Kpome Ttoro, mcropus
MEHTAIbHOCTH OTHOCHTCS K OOJACTH KYJIBTYPHBIX TIPEICTABICHUH,
KOMITBIOTEPHBIE UTPHI )K€ OOBIYHO IMOKA3BIBAIOT MOJUTHYCCKUE TCUCTBUS U
BOCHHBIC KOH(MIUKTBHL. C TOYKH 3pEHUS TEOPHH MEHTAJbHOCTH B HIpax
aKTyaTu3uPYIOTCS Pa3INYHbIE BBHICKA3bIBAHUS M BBIPAKAIOTCS OIECHOYHBIC
CYXKJCHHUS KYyJbTYPHOTO M TIOJUTHYCCKOTO 3HAYCHUS TOW WIM WHOU
CTpaHbl. B 3TOM cMpbICiie HCTOpHS B KOMIBIOTEPHBIX UTpPax MOPOKIACT
coOcTBeHHBIN apean BbiMbIcia 1 Mudosoruu (MacCallum-Stewart, Parsler,
2007).

B-TpeTbux, TOHITHE «TOTAJbHAs WCTOPHS» COBCEM TO-IPYroMY
3BYYHT, KOTJIa P€Ub HJICT O KOMIBIOTEPHBIX UTPax, MOCKOJIbKY B KaKOW-TO
CTCTICHW JIAaHHBIH MeauyM o0O0NagaeT MpaBOM Ha BCEOOBEMITIONIEE
UCIIOJIb30BaHUE BHUPTYAJIbHOTO MPOCTPAHCTBA (MTPHI BKIIOYAIOT B ceOs
3BYK, I'papuKy, TEKCT M T. I.). DTO 3HAYUT, YTO «TOTAIBHOCTH» TYT HE
TOJILKO TEKCTyajbHasi, HO MPOCTPAaHCTBEHHAs. B 3TOM KOHTEKCTE BaXKHO,
YTO KOMIIBIOTEPHAsI UTpa MOKET MOMBITATbCS OOPATUTHCS HE TONBKO K
TEKCTY 00 HCTOPUM HKOHOMHUKHM, KYJIBTYpPhl WM TMOJUTUKH, HO U K
CHMY/SIMM TIPOLIECCOB M HCiiCTBHH B 3THX obmactsax'. B oGmacTu
TOTAJbHOCTHU CKpbITa HauOoJee JIIOOOMBITHAS YaCTh KOMITBIOTEPHBIX UTP B
TOM CMBICIIE, YTO MCTOpHUS B MIpax 3aKJIIOUeHa CKopee B MPOCTPAHCTBE,
yeM B coObITHsX (Schut, 2007).

[fomumo  cka3aHHOTO, CTOMT YyKa3aTh e€HIe Ha HECKOJIbKO
0COOEHHOCTEW penpe3eHTAIlM UCTOPUH B KOMIIBIOTEPHBIX UTpax: 1) Urpsl
OOBIYHO paccMaTPUBAIOTCS KaK BHIMBIIIICHHBIE apTe(aKThl, 4aCTh 00JaCTH
pa3BleYeHUs, B CBSI3M C YE€M 3HAYUMOCTh WX BBICKA3BIBAHMM B TJIa3ax
myOJMKHA 3aMETHO CHW)KEHA; 2 WTPhI YaCcTO HE Pa3MBIIUISIOT 00 MCTOPUH,
HO JKCIUTYaTUPYIOT CTEPEOTHUIIBI, XOTSI MHOTJA OHU H30ETraroT OTCHUIOK K
«momysApHOM  mamsaTH»  (popular  memory) wum3-3a  redMIUIeHHBIX
YCIOBHOCTEH H TOJIHTHYECKOTO AUCKYpPCa BOKPYT TeHMHHIa’, 4TO MOXKET

3TOM CMbIcIe aOCTPaKTHBIE WUTPHI BPOAE CTpaTeruil kaHpa 4X HE MOTYT NMPETCHAOBAaTh Ha IOIO0OHBIC
XapaKTEPUCTUKH.

! Hexoropsie nrper Bpoge Hearts of Iron IV (2016) mpemiaraioT MpOBOIMTE «PEKOHCTPYKTOPCKHE
MIPOXOXKJICHNUS C LETBI0 CO3/IaHNS CUMYIISIIMHA NCTOPUIECKUX TPOIIECCOB.

? Tak, HccmeoBaTeNnb KOMIBIOTEpHBIX Hrp Agam Yarmven mokasan (Chapman, 2016a), 9to GONBIIMHCTBO
Wrp, NMOCBsIIEHHBIX [lepBoil MUPOBOIl BOITHE, MOCTYNAIOT C «IOMNYJSPHON NMaMSThIO» TaK )K€, KaK UIPbI O
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00€HATh WX NOTEHLUHMAT W MPUBOAMTH K CHUMBOJUYECKON peayKUHUU
FICTOPHYECKOTO 3HAHUS ; 3) HCTOPHS B MIPAX PEanlu3yeTcs HE TONBKO B
TEKCTe, HO U B M300paXEHUX, 3ByKax W T. Il.; 4) BCE UCTOPUYECKUE WIIU
OKOJIOMCTOPHYECKHE UIPHI BIMSIOT HA HAINY KyIbTYPHYIO MAMSTB’, JakKe
€clIM Mbl HE OTHaeM ce0e OoTdyeTra B 3TOM; 5) HE BCE WIPOBBIE KaHPbI
NPUTOAHBI JJII HMCTOPUYECKON peQuiekcuu, T. €. HEKOTOpble (QOpMBbI
KOMITBIOTEPHBIX WIP BBIHYKIEHBI «00pe3aTh» HCTOpUYECKOe; 6) yarie
BCETO UTPBI CIEAYIOT JIOTUKE IIKOJIBHOW» UCTOPHUH O TOJIUTUKE U BOMHAX,
peabHas HCTOPHS — IIHpe-.

WCTOPUSA B KOMIIBIOTEPHBIX HT'PAX’

[MpoBeneHHBIE B XOJ€ HCCIEAOBAHHS 0030p KOMIIBIOTEPHBIX WIP
MIOKa3bIBACT, YTO B OOJBIIMHCTBE CBOEM pa3pabOTYMKH HIP CTaparOTCS
BHOCUTH BHEIIHHN HCTOPHYECKUN (PAKT B CIOKETHOE IT0JE, KOTOPBIE
OOBIYHO BBIPAKEHO TEKCTOM W BHU3yalbHOW dYacThio. OYEBHIHO, YTO
BHEIHSAS KMCTOPHMS MPOSBIISIETCS TJIABHBIM 00pa3oM B «HCTOPHUECKUX
Urpax» pasHbIX JKAHPOB: 9TO MOT'YT OBITh CTPATErMH B PeallbHOM BPEMEHH
(Company of Heroes, 2006) uiau nomaroseie (Civilization, 1991-2016),
mrytepel  (Call of Duty, 2003-2019; America’s Army, 2002-2009),
HOpUKIoYeHUYeckre Hrpbl Tuma cepun Assassin’s Creed (2007-2018),
MOCBSIIICHHBIE ~ PA3IMYHBIM  HMCTOPUYECKMM  droxaM. Mcropuueckue
muuroctu (Bpoae Cramuua, Onbl HoOyHaru, I'anau u mp.) peanusyroTcs B
CHUMYJISITUBHBIX TJIOOANbHBIX cTparerusix (4X) KOCBEHHBIM 00pa3oM,
MOCKOJIbKY TIPEJCTABICHHBIE JIUAEPHl M HAIUH OOBIYHO HMMEIOT OYEHb
OIOCPEI0BAHHOE OTHOIICHHE K PeallbHO CYIIIECTBOBABIIEMY JBOMHUKY HIIH
rOCy/IapCTBY M TOCTPOEHBI Ha BHEIIHMX CTepeoTHNax (Hampumep, IaHau

Bropoit MupoBoii BoiiHe 00paIiarTcs ¢ COOBITHAMHU XO0JMOKOCTA: UX MPOCTO HE TOKA3bIBAIOT, MIOCKOIBbKY
CUMTAETCS, YTO WIPOBOM OIBIT CBHACTEIHCTBA MOXKET OKa3aThCAd CIUIIKOM TPaBMaTHYHBIM. OTO
HEeOoOBIYHOE CIIEICTBHE IT03BOJIIET MICATh HE COBCEM CTAaHIAPTHYIO HCTOPUH BOIH.

! BaxHO OTMETHTb, UTO 3TO JAJEKO HE OJHOCTOPOHHHIA Pe3y/IbTaT, MOCKOIbKY HCTOPHUECKOE B MIPaX
YacTO acCOLMATHBHO CBS3aHO C aKTYaJbHOCTBIO M MMEET OmpeleneHHble pedepeHTsl. Urpsl He criemar
J1aBaTh IIOJHBIE NPECTaBIICHHUS, HO JIMIIb IPHBOIAT «CCBUIKA Ha JIMTEPATypy», T. €. HCTOPHYECKOE B
Urpax 3aKperusiercs CKopee 3a CIIOBaMHM, Ha3BaHHMAMH, YeM 3a o0pa3aMHu. DTH YCIIOBHbIC HOMHUHALMU
«CIIOBapHO» OTCBHUIAIOT MIPOKA K pEalbHBIM SBJICHHSIM, KOTOpHIE MOKHO YTOYHHTH BHE MHpPA WIPBHL
[MomoOHbIe (GopMbI MOPOi UMEIOT OyKBanbHOE BoIUIOIeHHe, Hanpumep B urpax 80 Days (2014) u
Crusader King’s 2 (2012) ucTopriecKkre CChUTKH BBIBOJISAT HTPOKa Ha Bukwurmeamro.

2 TIpuMepoM paGoOTHI C HMCTOPHYECKON NaMAThIO MoxeT ciyxuts mrpa Medal of Honor (2010).
IMonpoGHee cM. meTanbHbIH anamms B pabore (Cooke, Hubbell, 2016).

® IMonpobHee 06 0bMMX MPoGIEMax WCTOPHUH B Mrpax cM. MoHorpadmio Axama Yammena (Chapman,
2016b).

* B HCCIeI0BAHMAX HCTOPHUECKOTO MaTEPHANA KOMITBIOTEPHBIX UIP OBBIYHO HEIOCTATOUHO YUUTHIBACTCS
crenudrka JaHHOro Meauyma. Hacrosimmas paGora Toke He NMpETEHAYeT Ha PACKPBITHE MeIHalbHOM
crielM(HKH, HO CTPEMUTCS YXBATUTHCA 3a HanOojee HeoOBIYHbIC, HECTAaHAAPTHBIC XOIBl U NPHMEPHI B
HUCTOPUM KOMITBIOTEPHBIX HWIP, II0O3TOMY B HalleM WCCIeJOBaHUM OyIeT BCTPEYaTbcsi MHOIO
MaJIOU3BECTHBIX IIPOEKTOB, B TOM YMCJIE BOCTOUHBIX.
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— mnauuduct, HoOynara — MI/IJIJII/ITapI/ICT)l. Cpenu HEOOBIYHBIX
HOCHUTEJIEH UICTOPUUECKOTO MaTeprasga MOXKHO Ha3BaTh COPEBHOBATEIIbHBIC
MHoromoibp3oBaTenbckue urpbl Bpogae World of Tanks (2010) u War
Thunder (2012), ckoHIEHTpUpPOBaHHBIE Ha TeMmaTuke BTopoit MupoBoi
BoMHBI. Takke HEOOXOAMMO OTMETHTh, 4YTO Haubojee akKTyalbHbIe
TEMaTU4YEeCKue OJIOKH UCTOPHUHM, PEATH3YIOLIUECS B KOMIIbIOTEPHBIX UIpax,
MOCBSILIEHbl BOEHHBIM KOH(IMKTAM JPEBHOCTH U 00Jee COBPEMEHHBIX
NEPUOJ0B, B YACTHOCTH, HaUOOJIbIIEEe KOJUYECTBO UI'P KACAETCS BOCHHBIX
coObITHii XX B., HAUMHAsI OT MAJOOKOKETHBIX TPOeKTOB Bpoje Qarabag
Wars® (2008) u 3akaHumBas MeiHCcTpuMOBBIMU cepusimu, Hanpumep Call of
Duty. TemaTtuka BOEGHHBIX KOH(JIMKTOB 0OOCHOBaHA, C OJIHOM CTOPOHHBI,
caMOil TpU3MOM «UIKOJIBHOW» HCTOPUM, KOTOpash CKOHUEHTPUpPOBaHA
IJIaBHBIM 00pa30M Ha BOMHAX M MOJUTHYECKUX ACATENSIX C UX 3aCIyraMu U
npeoOpa3oBaHUsIMUA, a C JAPYrod, cCaMUMU MEXaHMKaMHU MHOTHX HIP.
Hekoropbie >kaHpbl KOMIBIOTEPHBIX HIp C€JIa00 NPUCTIOCOOJEHBI IS
JIOCTOBEPHOM pealn3allid B HHUX HUCTOPUYECKUX (PAKTOB, B TMEPBYIO
ouepe/ib, K HUM OTHOCUTCS 0CO0O TMOMYJISIPHBIA KaHP «pOJeBas HUrpay
(RPG), TeM He MeHee ATO HE O3HAYaeT, YTO MOJOOHBIC MIPhl HE MOTYT
OCHOBBIBATbCSI HA HEKOTOPBIX MCTOPHUECKUX CUTYallUsSIX, BIUIETash B HUX
JIOTIOJTHUTEINIbHBIE BBIMBILIUICHHBIE AJIEMEHTHL. Tak, MOXHO NPUBECTH B
mpuMep smoHCKyr ponesyro urpy (JRPG) Shadow Hearts® (2001),
COOBITHS KOTOpOW mpoucxomsaT B mepuon ¢ 1913 mo 1914 rr. Ha
tepputopun Kuras (Illanxaii) u EBponsl (Jlongon). I'maBHbIe repon 1eMOH
HOpu Xrora (Yuri Hyuga) u sk3opruct Anmca Dmanor (Alice Elliot)
OKa3bIBAIOTCSI BIYTaHbl B BEPEHHI]y BOEHHBIX (HamazeHue SAnoHuM Ha
Kwurait) 1 MuctTideckux coObITHI (OBIBIIMN BaTUKAHCKUN KapAuHAI XOYET
BbI3BaTh amokaiauncuc). B wurpe ocoboe wecto 3aHmMaer Qurypa
oMoIIHUKa Tpotaronucta Pomxkepa bakona, dumocoda Xl B., koTOpHIi
ctan OeccmepTHbIM. HecMOoTps Ha TO 4YTO TepoM CHAcalOT MHUpP OT
MHUCTHUYECKOTO aloKaJUIICuca, YOMHCTBO JpIreprora aBCTPUICKOTO
O@panna PepauHanaa BCe paBHO ciaydaercs W npuBoauT K llepsoi
MUpOBOW BoiHE. Takum oOpa3oMm, AaHHasi WUrpa SIBISIET COOOM TpHuMep
aNbTEPHATUBHON HMCTOPUHU, CMEIIAHHOW C (DIHTEH3WIHBIM CEeTTHHTOM. B
SnoHnM Tak)Ke MMEET MECTO YHUKAJIbHBIM WIPOBOU JKAHP — «MYCO»
(musou), koTtopelii coctouT B cidmiepHoi (Slasher) Goesoii cucreme

! Hampumep, cm. mompobmee o Tom, kak Civilization V akryammsupyer cyryGo crepeoTHmHOe
OCMBICIICHHE DKCIIAHCHBHOM CTpaTerWy, a TakkKe 3ajaeT 00pa30BaTeNbHBIE PAMKH HCTOPHUYCSCKHX
COOBITHII C TOYKH 3pEHHS 3allaJHON MCTOPHH, B pabOTe HCCIEI0BATEIS KOMITBIOTEPHBIX HIP U (uionora
Jloma ®oppna (Ford, 2016)

2 ManomsBecTHas M MaJIoOKO/DKETHAsS a3epOaiikaHcKas Mrpa Mpo BOCHHBIH KOHGUKT B Haropaom
Kapabaxe or Azeri Games Production. He crout myrats ¢ moxoxkeit Under Occupation: Revenge (2017)
or AzDimension, mocBSAIEHHON TON kKE TEMATHKE.

¥ Cepusi MIp HOCHT TAaKOE K€ HA3BAHHUE.
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BEJIIMKUX T'€POEB IIPOTUB OPJ BPAKECKUX COJIAT, & CIO)KETHOM OCHOBOM
CTaHJAPTHO BBICTYNAET  BBIMBIIUIIEHHBI HCTOPUYECKHA  KOH(MIUKT
3aBoeBaHUs SMOHMM, HanOMHUHAKOMMK coObiTHs BpeMeH CeHroky
(Conroky azupai, «2mnoxa BOIOIOIIMX NPOBHHIMIY). Hanpumep, Kk Hemy
OpsiMO  OTChUIACT HA3BaHWE OJHOW M3 3HAMEHHWTHIX cepuii — Sengoku
Bassara (2005-2019). Ctporo roBopsi, eciu Ha 3amaje HCTOPUYCCKHUC
urpbl uHTepecyrorcs mnpeumymiectBeHHO XX B. (IlepBoit u Bropoit
MHUPOBBIMU BOMHAMH) U B MeHblIeH Mepe CpeaHeBekoBbeM, TO Ha BocToke
LEHTPAJTbHOE MECTO OTBOAMTCS COOBITHSAM 3MOXU D10 (TIaBHBIM 00pa3zom
Cenroky) u Meilinzu B AAnonun u nepuony Cpaxatouuxcs napcts B Kurae.

QHIOUKJIIONNEANYECKUE UI'PbI»

3necb HEOOXOAUMO cAenaTh HeOOJIbIIOe OTCTYIUIEHWE O TOM, YTO
TaKOe «IHIMKIIONEeANUecKas urpay. Haile moHMMaHue «3HIUKIIONEIUNY B
4eM-TO OJIM3KO TIpejacTaBieHusM YMOepTto Dko. B cBoeli pabore «Poib
gutatens»  (1979)  wuTanbsHCKUNA  Y4YEHBIH  BBOJUT  JIUXOTOMHIO
(GHLHUKIIONEUsT — cloBapb». IlepBblii 3JIEeMEHT OH OompeeNsieT Kak 0oiee
aMOWIIMO3HOE SIBJICHWE, TIOCKOJBKY SHIIMKIONEAUS «IOJDKHA JaBaTh
CBEJICHHS O TIOBEJAEHUU ONPEIEIIIEMOr0 BBIPAKEHHS B PAa3HbIX KOHTEKCTaxX
U TIPU pa3HbIX 00cTosTenbeTBax» (DKo, 2016, cTp. 610) — U UuyTh Hagee —
«OHUUKJIONEANS K€ C CaMOro Hadajla CTPOUTCS KaK CETh, B KOTOPOI
JMr00bIe eMHUIIBI MOTYT OBITh CBSI3aHBI C IpyrumMm» (Dxo, 2016, ctp. 611).
DKO, KOHEYHO, TOBOPUT O TEKCTaX, OJHAKO KaKeTCs, YTO HUYEro HE
MeniaeT MeTadhopruecKd MEPeHEeCTH 3TO 3HauyeHue B 00JIaCTb UTPOBOM
UHAyCTpUuH. B TakoM CMbICIE€ HCTOPUYECKUE SHIUKIIONEIUYECKUE HUTPBI
peanu3yroTcsi Onarojapsi pa3iu4HbBIM KOHTEKCTaM W OOCTOSTENbCTBAM,
UMEIOIIMM MECTO B MIP€ KaK B CIOKETHO-HAPPATUBHOM ILJIaHE, TaK U B
FeUMIUIETHOM, 3BYKOBOM MW Bu3yalbHOM. Ilpome roBOpsa, mox
«OHIIUKJIOINIE TNUECKON Hrpoﬁ»l [IOHUMAaeTCd HauOoyiee [oJHAsI U
YHUKaJIbHasi (opMa KOMIBIOTEPHBIX HIP, C MOMOIIBI0O KOTOPOH JaHHBIM
MEIUYyM CIOCOOEH TOBOPHUTH OO0 WCTOPHH, AaKTyaJlu3Wpys BCE CBOH
«MOITHOCTH» (TEKCT, 3BYK, TpaduKky, reimruieid u mp.). boIbmUHCTBO
KOMIIBIOTEPHBIX UTP HE ABJISIETCS «QHLUMKIONEANYECKUMMU», IOTOMY UTO HE
o0NagaroT MIMPOTOM OXBaTa HCTOPHYECKOTO MaTepuaia, KoTopas

! CTouT OTMETHTB, UTO TEOPETHUECKH «IHIIMKIONEIMUECKas HIPa» MOXET CTPOHThCS HE TOIBKO Ha
HCTOPUYIECKOM MaTepHuaiie, HO M Ha IIto0oM ApyroM (OHMOIOTHSA, XUMHUSA, aCTPOHOMHUS U T. I.), KOTOPBIH
MIPETEHAYET Ha ITOMHOTY PENPE3CHTALMH B KOHTEKCTE UTPOBOro Mupa. OAHAKO B JAHHOM CIIydae aBTOp
(okycupyercst Ha IpIMEpe UCTOPHIECKNX YHINKIONEANIECKUX UrpP, KaK Hanbomee SMOIEMaTHIHBIX JUIS
3TOT0 HaNpaBIICHNUS, TIOCKOJIBKY HCTOPUYECKHH TTaH OXOTHO BKJIFOYAIOT B UIPHI CAMbIX PAa3HBIX JKaHPOB,
MOpoi TpopabaTeiBasi €ro O4eHb AeTalbHO. bomee Toro, aBTOp MOAPOOHO paccMaTpPUBAET SIIOHCKHE
HCTOPHYECKNE WIPHI, YTO II03BONSET B3IJSIHYTh HAa HCTOPHIO B KOHTEKCTE HIP HE TOJIBKO C
3aIaTHOeBPOITEHCKOM TOYKH 3PEHUS, HO M C TOYKH 3PEHUS BOCTOYHOM KYINBTYpBL. — [Ipum. peo.
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JIOCTUTAETCSL TOCPEICTBOM JETATbHOCTH WIPOBOM CHUMYISAIUHU, OJIHAKO
CYIIECTBYeT  psSiI ~ NPUMEPOB, CIHOCOOHBIX  MPOJEMOHCTPHUPOBATH
COBEpILIEHHO HEOObIYHOE (B MEIUAIbHOM CMBICIIE) TOJie MepecOOpPKH
uctopun. [IprueM TO, Kak MPOUCXOIUT dTa MepecOOpKa, TUKTYEeTCs He
HAayYHBIMH WU 00pa3oBaTeNbHBIMH 3aJa4aMH, a JIOTUKOH WIpHl (Kak
0oco0oi (opMbl pa3BlICUCHUs] U HUCKYCCTBA), — HO PE3yJbTaT HMEET
3HAYUTENBHBIA  COIMANBHBIA  «UMIAKT-(haKTOp», TOCKOIBKY  HTPHI
ABISAIOTCA SAPKUMH H YOCAWTEIbHBIMH HOCHTEISIMU KYJIbTYPHOH W
UCTOPHUYECKOHN MaMSITH.

J17ist TOTO 4TOOBI JTydIlle MOHATh, KAKUM 00pa30M HCIOJIb3yeMOe HaMH
MOHATHE «IHIMKJIONEANYECKas Urpay» OTIMYAeTCs OT JAbIOTEHMEHTa U
«CEpBE3HBIX UTP», HEOOXOIUMO OOpaTUTBCS K PACCMOTPEHUIO JTHX
SIBJICHUU.

3IbIOTEMMEHT U «CEPBE3HBIE UT PhI»

Onnoit 3 hopM pean3alviii B KOMITBIOTEPHBIX UTPax UCTOPUUYECKOM
JCHCTBUTEIIBHOCTH SIBISICTCS  BIOTCHMEHT', MM WIPOBOE OOYUCHHE.
Kopnu sToit MmeTonuku 006yueHus: yxonart B [pesHioro ['pennto, B KOTOpoit
PaKTUKA oOy4eHus ObLITH OCTPOEHBI Ha aroHaJbHOM
(copeBHOBaTenbHOM) acrniekte. CaMO TOHATHE BO3HUKIIO eme B 1948 r. B
ctynuu Yonra JlucHes:, Korja ObUTH BBIMYIIEHBI (UIBMBI O IUKOUW MPUpPOJIE
«Hacrostmue npukimouenus» (True-Life Adventure). B cBoro ouepens,
«Cepbe3HbIe  WrPb»  («SErioUsS  gamesS»)  MpeACTaBIAIT  COOOM
CUHOHMMHYHOE SIBJICHHE: OSTO KOMIBIOTEPHBIE UIp, MparMaTHYECKU
HareleHHble (MX HMHOIIa HasbpiBaroT «applied games») Ha BBIpaOOTKY Y
UTPOKA-TI0JIb30BATEIIS ONPEEICHHBIX HABBIKOB M KoMIleTeHInd. OHM Tak
e, KaK W WUIPbl B JKaHPE OHABIOTEHMEHT, mosBuiuch emnie 1970-¢ wu
MOCBSIIIICHBl  PA3NIMYHBIM  chepamMu  KUZHENEATCIbHOCTH: OO0YYCHHIO
nepcoHana, o(QUCHBIX KIEPKOB, MEHEKEpPOB, OPUIIMAHTOB, PaOOTHHUKOB
3IpaBOOXpAaHECHUS, 0€30MMaCHOCTH, BOCHHOW M CIIOPTHBHOM AeATEIbHOCTEH
u T. 1. HekoTopele KoMMepYECKHE WUTPhI BBICTYMAIOT B POJIM «CEPHE3HBIX
UTP» U TIOMOTAIOT B peajbHOM paboTe yUEHBIX, KaK, HapuMep, B cliydae
MMO-urpst EVE Online (2003)°. IlepBoii 5ke Hrpoif B 5KaHPE «CEPHE3HBIX
urp» cuurtaetcs cepus Oregon Trail (1971). Cpeaun npencraBureneii 3Toro
’KaHpa TOYTH HE BCTPEUAETCS KIACCUUYECKUX IPOEKTOB, OCTAOIIUXCS
MOMYJSPHBIMA IO HACTOSIIETO BpeMeHH. B o0mux deprax Wrpsl
mo00HOT0 poja MOXKHO IOJISTUTh Ha JBa Iiacta: 1) cyrybo oOydaroniue

! Iomsitme BOSHMKIO TpM CIOMSHHM JABYX AaHDIMICKHMX ciioB: «education» (oGpasoBamme) u

«entertainmenty (passieuenue).
2 B urpe ectb BO3SMOXXHOCTD [TOMOTaTh aHAJIH3UPOBATh PEAIbHBIC aCTPOHOMHYECKHE JaHHBIE 32 0COOYIO
BHYTPHHTPOBYIO BairoTy (Ha MomeHT 2019 1.).
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UTPBI; 2) CaMOCTOSITENIbHBIE UTPHI ¢ 00pa30BaTENbHBIM aclekToM. Tak, K
MEPBOMY KJIACCY OTHOCUTCS OTPOMHOE MHOXECTBO MAJIbIX IMPOEKTOB IS
JeTel MIKOJBFHOTO BO3pPACTa, STOT BUJ MTP MOMYJISPEH MO CUX MOp, K HUM
MOKHO OTHECTH MHOTHE JHMHTBUCTUYECKHE W YUCTO MaTeMaTUYECKHe
UTPBI, KOTOPHIE ceiiuac MOMyJspHBI B BUAC MPUIOKEHHUHN AT CMapTQPOHOB,
a taoke Mickey’s Adventure in Numberland (1994), Big Brain Academy
(2005), Let’s Draw (2010) u ap. Bropoit tun wurp Oojee 3aMeTeH B
UCTOPUH WIPOBOM HWHAYCTPUH M CIOAa MOXKHO OTHECTH CIIEYIOIINe
npoekThl: cumynaTop pbeiObl Odell Lake (1984), cepuio TBOpueckux
wiatgpopmepos LittleBigPlanet (2007-2014), cumynasTop TBOPUYECKOIO
nrCchbMa C psiioM JIMHrBHCTHYeCKuX ynpaxHenuit Elegy for a Dead World
(2014)u T. 1.

Cpenu 00pa3oBaTeNbHBIX WUTP BTOPOTO THIIA TOXKE BCTPEUAIOTCS
IPOEKTHI Ha HCTOPUUECKYIO0 TeMaTHKy, Hampumep Versailles 1685 (1996).
Ota Wrpa MHTEpECHa TeM, YTO OHa MPEJICTABISET COO0H MPUKITFOUEHYESCK U
kBect B cerruHre Opanmuu koHna XVIIB. Bo BpemeHa mpaBiieHHs
JlropoBuka XIV, a coObiTUg TpoUCXOIAT B 3HaAMEHUTOM Bepcanbckom
nBopie. Bech  wHTEpBEp, IKHBOMUCH, pEATUd  COOTBETCTBYIOT
UCTOPHYECKUM, B JOINOJHEHWH K HHUM B HWIPe €CTh CEPbE3HBIN
SHIUKJIONIEINYECKU cloBaph ¢ u3o0pakeHusimu. Cama wurpa ObLia
3agymana emie B 1994 r. Corozom my3eeB @panmuu (Réunion des musées
nationaux) B 00pa3oBaTeIbHO-KYJIBTYPHBIX HEJIsIX. TakuM 00pa3oM, JaHHAs
Urpa OKa3bIBAETCS SIPKUM NPUMEPOM HE TOJIBKO 3IbIOTEHMEHTa, HO U
«QHLHUKIONEUYecKo urpe». Haubonee NPUHIMIHAIBHBIM OTIMYUEM
SIBIOTCHMEHTA H «CEPBE3HBIX UIP»° OT «IHIMKIONECIHUCCKUXY SBISETCS
TOT ()aKT, 4TO MOCJIEIHUE OTHOCATCA K HE3aBHUCHUMBIM MPOYKTaM HTPOBOM
UHAYCTpHUH (pa3pabaTbIBalOTCS B paMKaxX OOIIUX YCIOBHI PBhIHKA ), OHU HE
cTaBAT cebe 1enel 1Mo oO0y4eHHI0 KOTro-Iu00 HMCTOPUUYECKOMY MaTepHaTy

! B HEKOTOPOM CMBICIIE DJOTO HIpa MOXET CYATATHCA TIOYTH «BHPTYaJIbHBIM MY3€EM», T. €.

HereiMupHUIMpoBaHHOM cumynsipen myses (Bepcans). [TonpoOHsiii pazdop ocoOeHHOCTE# 3TON UIpPhI U
HCTOPHIO ee co3anus cM. y DaBmk JlenbeBp, uccienoBartels KOMIbIOTEpHBIX Urp U uctopuka (Lelicvre,
2016). Bropoit mpoekr Ofabulis (2014), o xoropom pacckasbiBaeT JlembeBp, OBUT TOCBSIICH
HAIMOHATBHBIM MamMsATHHKaM OpaHnuu, HO npocymiectBoBai b ¢ 2014 mo 2015 rr. B Hacrosmee
BpeMs IIPOEKT HEJOCTYIIEH.

% Tax, paspaborunkn Czechoslovakia 38-89: Assassination (2015) mbITamnuch CO31ATh «CEPHE3HYIO»
HCTOPUYECKYIO WMDY, MOCBALIEHHYIO BTOpol MUpOBOIH BOiIlHE, HA OCHOBE pEajbHBIX CBUIETENBCTB €€
yqacTHUKOB. OHH OIMUPANIHCh HA IISATh OCHOBHBIX TPHHIWIOB: 1) MHOXECTBO TOYEK 3pEHUS; 2)
AyTeHTUYHOCTD; 3) KOHCTPYKTHUBU3M; 4) MHKIIO3UBHOCTH, 5) KOHTEKCTyanm3anus. Ha mpumepe 3Toro
MOAXO0Aa MOXKHO BHIETh, YTO 3aJaYll «CEPhE3HOW WIPBD» Ha MCTOPHYECKYIO TEMATHKy 3HAYUTEIHHO
OTIIHAIOTCS OT «IHIMKIIONECTNYECKON WUTPBI». JeTampHBIN aHaIM3 Wrpel Ipo YexocIOoBaKWI0 W oOmIne
npoGIeMbl peanu3Ma HCTOPUH B HIPax CM. CTaThiO OJHOrO U3 paspaborunkoB Bura Ilucnepa (Sisler,
2016).

¥ K COKaNeHHIo, OTCYTCTBHE 3TOr0 MOMEHTA y 3IBIOTEHMEHTA U «CEPhE3HBIX UIPY BEIET K TOMY, 4TO OHU
HE TOTB3YIOTCS IIHPOKOH HOMYIISIPHOCTBIO.
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WU CIEIOBAaHUIO €My JOCTOBEPHO, MPHUYEM 4Yalle BCErOo OHM 00JIaaroT
(UKIIMOHAIBHBIM CIOKETOM.

SHIUKJIOIIEIN3M B UTPAX: IOBCEJHEBHOCTb

OHUUKIONEUYECKUE HUTPhl JIOOONBITHBI TEM, KaK OHHU MBITAIOTCS
BBECTH UIPOKa B MPOCTPAHCTBA BHYTPUUTPOBOM MOBCEIHEBHOCTU. OIHUM
U3 MPUMEPOB TaKMX HMIp MOoxkeT ciayxutb Rome: Caesar’s Will (2000),
KOTOpasi SIBJIIETCS MCTOPUYECKUM KBeCTOM B certuHre JlpeBHero Puma
nepBOro Beka Hameh »spbul. JleiicTBue pa3zBopauuBaercss B 44 r.,
noBcTpeuaTh B urpe MoxHo OxrtaBuana ABrycra, Mapka AHTOHUS,
Jlenuna u naxe Kneomarpy. WUrpoky mnpeiacToutr urpaTth 3a JIETHOHEpa
I'epkyneca [Ipa3unus, KOTOpbIN BIIOOJEH B 3aMYXHIOIO JaMmy, Y€l MYX
YMHpPAET OT s1/1a, 3aTeM JIEBYIIKY OOBUHSIOT B YOUIICTBE U MPUTOBAPUBAIOT
K cMmepTHO#l ka3Hu. Urpoky naercs 40 mHei, 4ToObl pacKphITh 110 00
otpaBieHuu. OJIHAKO HE CIOKETOM CHJIbHA Urpa, HO TeM (OHOM, KOTOPbIH
B Heil 3agaeTcs. HecMOTpst Ha OrpaHUYEHHOCTh 10 BPEMEHU UTPOK MOMKET
MOCETUTh MHOXECTBO PEAbHO CYIIECTBOBABIIMX MECT, BOCCO3/IaHHBIX IO
UCTOPUYECKUM JOKyMeHTaM. Takum o0pa3oM, MpeacTaBlieHHas UTrpa, Kak U
OPEABIAYIINI MPOEKT, ABISETCS TPUMEPOM SHIIUKIONEINYECKOW UTPBI, HO
IIPA 3TOM II0 CBOEM T€UMIUIEHHOW CTPYKTYpE OHAa HAllOMHUHAET HAy4YHO-
nonyispHbie padotel (Anmxema, 2007; Matuc3ak, 2018), mockoibKy
UTPOBOE BpEMsl OrpaHMYEHO, KaK M OrPaHUYEHbl OJIHH CYTKH
MOBECTBOBaHUSI B YKa3aHHbIX paborax. Kpome TOoro, Mup B 3TOil Hrpe
IPEACTAaBJIEH Yepe3 BUACHUE MPOCTO rpakAaHWHa PumMa, m XOTsS HCTOpHUS
€ro >KM3HU SIBJISICTCS BBIMBILIUICHHOW, IO (popMe 3TO, HaBEpHOE, JYUIIUN
npuMep IMepeHoca B MUIPbl MHUKPOMCTOPHYECKOTO mnoaxoaa . B srom
KOHTEKCTE CTOUT OTMETUTb, YTO KOMIIBIOTEPHBIE HIPbl MOTYT CIYKHTh
COBEPIIIEHHO WHOM (B YeM-TO Aake 0oJiee TOTHOM, YeM TEKCT WJIH (PHIIbM)
dbopMoii Tiepe1aun UCTOPUYECKOTO 3HAHUS U OTBITA, MOCKOIBKY OHU OoJiee
UMMEPCHUBHBI U3-32 UHTEPAKTUBHOCTH. B 3TOM KOHTEKCTE CTOUT OTMETUT,
YTO KOMIBIOTEPHBIC UTPHI B IPUHIIUIIE HE MOTYT OBITh TaK «IOJTHTHYHBDY,
KaK IIKOJBHBIN KypC MCTOPUH, OHU YACTO OOpaImarTcs K 0oyee mMpoKou
KapTHHE MHpa, OCOOEHHO €CIH pedb HJET 00 YHIMKIONEAUYECKUX UTpax.
Hampumep, BbicTpauBas naxe cyry0o (QUKIIMOHAIBHOE MPOCTPAHCTBO,
UCTOPUYECKAs] KOMIIBIOTEPHAsT WUIPa AaKTyaJIM3UpYyeT IIUPOKUH CIEKTP
«karteropuil KynbTypbl» (I'ypeBuy, 1972).

! Hampumep, B lyxe H3BECTHOH MUKporCTOpHdeckoil pabotsr (I'mucOypr, 2000). CTONTH HATIOMHHTB, YTO
B KOMITBIOTEPHBIX HIPa HIPEANPUHUMAIHNCh W TOMNBITKA aKTyalM3aliH PEealbHOr0 JOKYMEHTAJIBHOIO
MaTepuana, , OCHOBaHHAsI Ha MOKa3aHUSIX yJacTHUKOB BOWHBEI B HOkHOM Adranucrane urpa I/lpagda o
odegamoui pome (2008). [IONONHATENFHO aHANHW3 WCIONB30BAHUS JTOKYMEHTAIBHON COCTaBISIONICH B
KOMIIBIOTEpHBIX urpax cM. (Oldenburg, 2017).
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HaubGonee kadeCTBEHHBIM MPUMEPOM DHITUKIOTICAMIESCKOW WUTPHI B
ATIOHCKOU UTPOBOU UHIYCTPUH SIBIIIETCSL MaJIOU3BECTHBIN
sKcniepuMeHTanbHbI mpoekt Cosmology of Kyoto (1993). Dra wrpa
nocBsinieHa Kuoro mozgnero Bpemenu snoxu Xoian (X—XI BB.). Urpok
urpaer 3a OOBIYHOTO YEJIOBEKa, BHE3AITHO IEPEPOIUBIIETOCS B TYCTBIX
3apOCiIIX TPaBbl, COOTBETCTBEHHO, HE MPHUHAJICKAIMET0 K KaKOMY-TO
KOHKPETHOMY COCJIOBHIO, YTO SIBHO CJICJIAHO B TEMMIUICHHBIX MEJISIX, YTOOBI
UTPOK MOT IOCETUTh BCE aKTyaJbHBIC MECTa, MPUYEM C TOU KE CTCTICHBIO
cBo0oel, uto U B Way of the Samurai. ITo Bceli BUAUMOCTH, 3TO «caMas
UCTOPUYHAS» Wrpa MO UCTOpUU SIMOHHMH, TIOTOMY YTO B HEW OYKBaJIbHO
eCTh OMONMMOrpaUIeCKUil CIIMCOK HMCIOIB30BAHHBIX MPU CO3JTaHUU HTPHI
padot, Hampumep: E. Miner An Introduction to Japanese Court Poetry
(1968); J. M. Kitagawa Religion in Japanese History (1966);
H. C. McCullough Okagami, The Great Mirror: Fujiwara Michinaga and
his Times — A Study and Translation (1980) u ap. B memom, urpa
NpEeJICTAaBIseT COOOM MPUKITIOYECHUYECKUH KBECT, KOTOpPBIA IO3BOJISET
NOTPY3UTBC B MHP  CPEAHCBEKOBOW  SIMOHMM IO  TOSIBICHUS
BOCHU3UPOBAHHOTO COCJIOBUS camypaeB. Pa3pa0oT4Mku HE TOJIBKO
yaeIuin OO0JIbIIOe BHUMAaHUE BOCCO3/IaHUIO pealibHON KapThl KnoTo u ero
MeCT (phIHKaM, XpaMaM, MecTaM JJig OeIHIKOB, KPECThIHCKUM YTOJbSM U
np.), HO W TPHUBENH LENbI MIACT MPO3bl W TO33UHU JIAHHOTO MEpHoja:
CKa3Ku U ckazaHusi, oTpbIBKU U3 Coit Cénaron, «IloBectu o I'3Ha3m» U mp.
B camoif urpe ectb SHIMKIONEIUS PA3IUUYHBIX cdep KU3HU DTOTO
nepuoja, OHa JAENUTCS Ha: GUI0CcOPCKO-PETUTUO3HYIO MBICITh, TOJIUTUKY U
ASKOHOMHKY, 00pa3 >KW3HHM, ONUCAHUS MECT M CTPOCHMM, 3HAYMMBIX
JUYHOCTEW (Hampumep KpaTkuih pacckaz 00 A03-Ho Coiimdii ¢
U300pakeHneM ero xpama) u Jjuteparypy. OpHoil W3 ocoOeHHOocTen
Cosmology of Kyoto siBisieTcsi HEBO3MOXKHOCTD TONTYYHTh «KOHEI[ UTPhD»
(game over) mo mpUYHMHE CMEPTH Teposi, MOCKOJIbKY B CIOXKETHYIO OCHOBY
UTPHl BBEJEHO TNpEJCTaBIeHHWE O OYIIUNCKON KapMe U pEeUMHKAapHAIWU,
MO>XHO TIOTIAacTh B pail (HeOecHbI Mup) win B moazemusnii mup (Ctpany
Kopheii?), ogHako mocie OMNpeAeieHHOTO BpPEMEHU Tepod BEpHETCS
oOpaTHO Ha 3eMJII0 B BHJE 4YeJIOBEKa WU COOAaKM B 3aBHCHUMOCTU OT
MOCTYIIKOB UTpOKa. J[0CTOBEpHOCTh HCTOPUYECKUX (PAKTOB MPOSBIACTCS B
netansx. [lpumepoM TakoW JeTanu MOXET OBITh JOBOJBHO TOYHOE H
moApoOHOE OTpPa)KEHWE B WIPe HOBOTO Ha TOT MOMEHT OYIJIMCTCKOTO
yuaenns Yncroit 3emin’, CTABIIEro 3HAKOBBIM UIS CBOErO BpeMeHH. OHO

! Nlammbrii KyIIbT OBUI IMPOBO3TJAIICH MOHaXaMW XOHPHOM M HUTHpIHOM, KOTOpBIE OCHOBAIIM MBE
OTZAEIbHBIE MIKOJIBI, UMEBIINE HE MHOTO OTIIMYAN MeXay coOoi. Mnest KynbTa Oblila MpocTa, OH COCTOST
B TOM, YTO KaXKOBIA, KT0 Mommics byane Amuna, mocne cMeptu momagan B «OOUTENs OaXeHCTBAY.
[onpobHee cM. padoTy smoHCcKoro ucropuka (Manara, 1972. ctp. 109).
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MPEACTaBICHO (BIOJHE B COOTBETCTBUU C MCTOPUUYECKUMU JTAHHBIMH) KaK
MapruHajJbHOE PEIMTHO3HOE TEUCHHE B CPee MPOCThIX erCTBHHli B UTpE
MOXHO BCTPETUTH COOpHUIIE KPECThIH Ha Oa3ape, MOBTOPSIOMIUX MOJUTBY
«Hamy Amupna byny» («/a 3apaBctByeT bynna Amuna»). @eHoOMEH 3TOro
HEOOYITUCTCKOTO KYJIbTa CBSI3aH C 3CXATOJIOTMYECKUMHU MPECTABICHUSIMU
B obmecTse’, ¢ pacrpoCTpaHEHUEM «HApPOJHOT0 Oyaau3Ma», a TaKkKe C
YaCThIMU TMPUPOJHBIMU KaTaKJIu3MaMu (B UTrpe — IMaJCHUE METEOpHuTa),
snuaeMusaMu (001e3HN OSTHIKOB) M HECTAOMIBHOCTRIO 00IIIeCTBa (MATEKHU
U OecCMBbICIEHHAs JKECTOKOCTh T'OPOJCKOM apI/ICTOKpaTI/II/IS). Takum
obpa3oM, MOXHO ToBOopuTh 0 ToM, 4yro Cosmology of Kyoto ssnsercs
OJIHOW W3 JIYYIIUX B WUCTOPUU UTPOBONM HMHAYCTPUU TOMBITOK CO3JaHUS
UCTOPUYECKON CUMYISIMU, BOUparoliel B cebs ucropudyeckue (Qakrhl,
MyCTh U MPEJIOMJICHHBIE B KOHKPETHBIX CUTYAIUAX BBIMBIILICHHOTO TOJIKA,
UMEBIIIE CBOM  peajbHble  aHAJOTU, a TakKe  BO3MOXHOCTHU
WHTEPAKTUBHOTO HM3YYCHHUs HECYIIECTBYIOIIUX B HACTOSIIEE BPEMs MECT
JIPEBHOCTH.

SHIMUKJIOIIE/IN3M B UTPAX: TOTAJIBHOCTb

OHIMKIONEANYECKUE HWIPbl MOTYT MPETEHA0BAaTh HA TOTAJIbHOCTH
N300paXKeHus, KOTOpasi 4YacTO BOTUIOIIAETCS B OUIYIIEHUU OECIIOBHOCTH U
peaTucTUYHOCTH Mupa. IIpumMepoM 3TOro MOryT BBICTYNHUTH WUIPhl CEPUH
Way of the Samurai (2002-2011). IlepBast 4acThb CepHH YaCTHYHO
OCHOBaHa Ha pEalIbHBIX COOBITUAX JIPEBHOCTH U JEMOHCTPUPYET
MOBCEIHEBHYIO >KM3Hb OOBIYHOTO camypasi (poHuHa) 1o uMmeHu Kenmzu
Hayaja smoxu Meia3u Bo BpemeHa CamyMcKoro BoccTaHusa. [aBHOM
4epTOd WIphl SABIAETCS CBOOOJA JCHCTBUS B HEW, MOTOMY YTO HIPOKY
npeayiaraercsl JAeiarb 4TO YrOJHO Ha MPOTSKEHUH HECKOJbKUX JIHEH.
MoXHO TIOMOTaTh OOBIYHBIM JKUTENSIM, MPUCOCIUHUTHCS K KaKOM-IrOO0
bpakiuu caMypaeB WM MPOCTO HUYETO HE JelaTh U OCTaThCS B CTOPOHE
OT BBIMBINIJICHHBIX COOBITUH MUpa. 37€Ch BaXXHO OTMETUTH, YTO MHOTHE
COOBITHSI B WIPE TPOUCXOIAT CaMHU COOOM, a WrpoOK YyKe€ NPUHUMAET
pelieHre, Kak eMy Ha HUX pearupoBath. Tak, OAHOW M3 KOHIIOBOK MOKET
OBITH BCTpeUa ¢ pa300WHUKAMU, KOTOPBIC MOJIOKAT CBSI3aHHOTO TePOs 0T

! 10T KyIbT He MMeN OGHIMATLHOrO MPU3HAHMSA B SITOHMH, XOTS TOBJIHAI HA «TOCYIAPCTBEHHBI
Oynnm3m». B snoxy Xoitan oduipansHele OyIANCTCKHE CBSIICHHUKH HA3HAYAINCh NPABUTEIHCTBOM B
CBSI3M C HEOOXOIMMOCTBIO MO/IEPKUBAThH ONPEACICHHYIO WACOJIOTHIO, YTO, OHAKO, HE CHIIBHO MEIIajo
CYIIECTBOBATH T. €. KHAPOTHBIM (opMaM» OymaIu3Ma.

2 Kak cBUmeTeNnbCTBYeT smoHoBen A. A. HakopueBckuii: «bymma Awmmma cram BOCHPHHHMATHCS
SITMTOHI[AMH (HENMPABWIBHO M NCKa)KEHHO, €CIIM NCXOIUTh W3 M3HAYAIBHOIO OYyAIHICKOr0 KOHTEKCTa) KaK
CBOETO poJia KaMmu, BIACTENNH IOTYCTOpoHHEro Mupay (Hakopuerckwuii, 2003, ctp. 197).

$B urpe ecth SMH3071 C AETHMH, UIPAIOLINMHE B MSTY Y 10Ma 0COBOr0 BeTbMOXKH. Msd ciIyuaifHo momnagaet
B KOHS apHCTOKpATa, 32 9TO peOCHOK, KOTOPBIH MOIIENT MPOCUTH MPOIIECHHS, HA MECTE JIUIIAETCS TOTOBBI.
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moe3/l, — €clii OH He OyJeT CONMPOTUBIATHCA, TO MOTUOHET. bosbIioit
3aCcyroll  JTaHHOW WIphl SABIAETCS MOMNBITKA CO3JaHHUs aTMOC(EpHI
YKa3aHHOTO MCTOPUYECKOrO MEPUO/a, XOTh U B MPOCTPAHCTBE HEOOJBIION
BBIMBIIIJIEHHOM JIEpPEBHU, B KOHTEKCTE CBOOOHOIO UTPOBOIO BHIOOPA.
Caenyrommuii npuMep mpeactasisieT co0oit u3BecTHyIO Urpy Shenmue
(1999). [ns coero Bpemenu ee reiimamsaiinep IO Cym3yku 3amyman
HEMMOBEPHO «TOTAJIbHBIN» MPOEKT, KOTOPBIM OKa3ajcs o4eHb AoporuM (47
MJH. J0J1.). B wurpe maHupoBasoch BOIUIOTUTH IOBCEIHEBHYIO
OECIIOBHOCTh MHUPA, KOTOpasi ObUla TPYIOEMKOW M JOPOTOCTOSIIEH, T. K.
komanga Cya3ykd BO MHOTOM Obljla IEPBOMPOXOALEM (HOPMBI OTKPHITOTO
mupa. IloMumo mpouero, sTa urpa B KaKOW-TO CTENEHU SBIACTCS
MCTOPMYECKHM ITIPOEKTOM, OHA MOCBAMIEHA ropoay MoKkocyka, B KOTOPOM
pa3BHUBaeTCsl BbIMbIIIEHHas ucTopus repost Pe Xansyku. «ToTtaabHOCTBY
UCTOPUYECKOTO COCTOSHHUS TOpOJa JOCTUraeTcs pPsAJOM HOBOBBEICHMI,
CBSI3aHHBIX C PEATM3MOM ITOBCEIHEBHOTO: 1) BBEJICHNE CMEHBI JIHSI U HOYH
B PeallbHOM BPEMEHH; 2) CHCTeMa CMEHBI TOrO/bl ; 3) Hatmuue TenedoHa,
C TOMOIIBI0O KOTOPOTO MOKHO TO3BOHUTH Pa3IMYHBIM IEpPCOHAXKaM; 4)
MOJIHOC O3BYYHMBAaHHE WIPOBBIX PEIUIMK repoes; 5) cucrema Quick Time
Events nns BoBieueHus wurpoka B KaT-clieHbl. Haubonee BaKHbIM
OTKpbITHEM Shenmue sBnsieTcs cucTeMa TOBEICHUS  HEUTPOBBIX
NEepPCOHAXEHN, KaX bl U3 KOTOPBIX 00Ja/1aeT COOCTBEHHBIM PACIUCAHUEM,
YTO TIO3BOJISIET CO3[aTh €CTECTBEHHBIM OOJHMK TOpojJa M  CO31aTh
CHUMYJISALIMIO TOBCETHEBHOM KM3HU B MPOBUHIMAILHON SAnonuu B 1980-TT.

«CJIOBAPHBIN DHIIMKJIONEIN3M»

Korga DKo mpoTHBOMOCTABISET «CIOBAPbY» M «IHKIWIONEAUIO» B
HNOHSATUMHOM CMBICJIE, OH, KOHEYHO, XOUET yKa3aTh HaM Ha TO, UTO MEPBOE
ABJISIETCS YEM-TO TOYHBIM, KOHKPETHBIM, HIOAHCUPOBAHHBIM, B TO BpeMs
KaK BTOPOE OKa3bIBAE€TCS CUCTEMHBIM, IIMPOKUM, 33JaHHBIM MHOKECTBOM
napamerpoB. OZHAKO 3TO HE 3HAYUT, YTO HEKOTOPHIE CIOBApU HE MOTYT
OBITh PACCMOTPEHBI KaK SHIUKIONEAUU. Tak, cioBapu (CIpaBOYHUKH)
BHYTPH WTIPBI, KOTOpbIE BOOOIE (PYHKIIMOHUPYIOT HECKOJIBKO JPYyTUM
o0pa3oM, HeXEJH UX TeKCTyaJbHbIE aHAJIOTH, SIBJISIOTCA (OPMOIT UTPOBOTO
«QHIUKIIOTIEAU3MAY.

[IpumepoM MOKET CHyXUTb UWIPOBOM CJIOBaph B XEHTAMHOM
Bi3yansHOM pomare Uro no Shoujo (2013)%. Dra mureparypHas urpa-

! B urpe ecTb BO3MOKHOCT OLIYTHTH PEaNbHYIO TIOrOTy, KoTopas Obima B Mokocyke ¢ 1986 mo 1987 r.
Pa3paboTurky onupaiick Ha METEOCBOIKY TOT'O BPEMEHH.

2 JIutepaTypHO-HIrpOBas cepusi, BKIIOYAIONAs elie BH3yambHble pomambl Cartagra (2005) u Kara no
Shoujo (2008). Eporieiickoe u3manne Ha aHTIMNACKOM si3bike HocWT HaszBamme Kara no Shoujo: The
Second Episode.
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TPUJJIEP TMOCBAIICHA JETEKTUBHOMY PAacClEIOBAaHUIO €I O MpOomaxe
JeBylIeK B mocieBoeHHON Amonun B 1957 r. CroxkeTr uUrpel JOCTaTOYHO
JOJIOT U COJEPKUT MHOXKECTBO TNEPUIIETUH M BHE3ANHBIX IOBOPOTOB.
OJHaKO UCTOPUYECKON IIEHHOCTBHIO UTPHl CTAHOBUTCS €€ CETTUHT, a TAKKE
SIBHAsI OPUCHTUPOBAHHOCTH HA 3aMaJIHOTO UTPOKa (YTO OOJIBINIAS PEIKOCTD)
B CBSI3U C TEM, YTO B HEW COCTABJIEH TEPMHHOJIOTUYECKUN CIIOBAPh
YHUKAQJIBHBIX TOHATUH (B O(QUIIMATBLHOM  aHTJIMMCKOM  IepeBoe),
JEMOHCTPUPYIOIIUX KYJIbTYpY MOBCEIHEBHOM JKM3HM TOrO BPEMEHM.
[TepeBogunky M03a00THIIMCH O TOM, YTOOBI aHTJIOSA3BIYHBIE UTPOKU MOTJIH
MOHATH SIMOHCKYIO UTPY CJIOB, CBSI3aHHYIO C CIOKETHBIM PACCIIEIOBAHUEM,
HEKOTOPBIE OCOOCHHOCTH CJICHTa U KYJbTYPHBIE pealiud BPOJE Pa3IudHOMN
€6l ¥ MPa3JHECTB. ITOT CAydail COCTABICHUS CIIOBaps MpH OpUIIMATHEHOM
NEPEBOJIE UTPHI SABJISIETCS JOCTATOYHO PEAKUM, UMEHHO MOATOMY CTOHUT O
HEM YIOMSIHYTh Kak 00 0co00il popMme «dHIMKIoneAu3May. TeM He MeHee
HAJ0 TMOHUMAaTh, YTO BU3YaJIbHBIA POMaH SIBISET COOOM CHMHKPETHYECKHI
CJIy4ail B3aMMOJICMCTBUS JTUTEPATYPHOIO MPOU3BEACHUS U KOMIIbIOTEPHOU
UTPbl, COOTBETCTBEHHO, €CTh HEKOTOPOE HACJICIOBAHUE JIOTUKU KHUXKHOT'O
cioBaps. Hampumep, B Xy/IOKECTBEHHBIX POMAHaX 4YacTO TOXKE MOXKHO
BCTPETUTh KOMMEHTApUU TEPEeBOUMKA / PEIaKTOpa, BCTPOCHHBIC B BUJE
KOHEUYHOTO CJIOBaps, K KOTOPOMY MOXKET OOpamiaThCs 4YUTaTeIb, YTOOBI
JyYIll€ TTIOHATh KOHTEKCT UCTOPUH. B KOMIIBIOTEPHBIX UTpax CIOBApH Yalie
BCETO BOCIIPOM3BOIATCS B BHJE CIPABOYHUKOB, OTPANKAIOUIUX «JIOP»
(Iore)1 UTPBI, TUETETUYECKN HE BINHMCAHHBIX B €€ MUp. OHU TaK K€, KaK U
TyTOpUaJbl / o0ydJaronue Marepuajabl pa3IudHOr0 poja, CIOCOOCTBYIOT
0oJiee ri1y00OKOMY 3HAKOMCTBY UTPOKa C UTPOH.

MECTA TAMSATHU

SInouckas urpa Kowloon’s Gate VR: Suzaku (2018) memoHcTpupyeT
HECKOJIbKO MHOW TOAX0a K paboTe ¢ ucTopuueckuMm MartepuaioMm. OHa
IPEJCTaBIIIeT COOOM YHUKaIbHOE TPOM3BEICHUE B KAHPE «CHUMYJISATOpa
xomp0bl» (Walking simulator)?, a Takke nMeer He MeHee OCOGEHHOrO
npenmecrBeranka — Kowloon’s Gate (1997). OpuruHanbHas wurpa,
KOTOPYIO TaK M HE MEPEBEJIM Ha aHTIMUCKUH, ObLTA MECTHICCKUM KBECTOM
¢ RPG-anementamMmu 1 60eBOi cucTeMoi, oCHOBaHHOW Ha (aH-1rye. O6e

! COBOKYITHOCTD 3HAHMIA O MUpE HIPBI H €0 HCTOPHH. — [Ipum. peo.

2 «CHMYNATOp XOIBOB» — JOCTATOYHO TO3JHHI KAHP HIPOBOI MHIYCTPHH, OH CBSI3AH C JBYMS
TporeccaMu: JITepaTypu3aueil W Kasyannsanued (ympolmeHHeM) KOMIBIOTepHBIX urp. CaM jkaHp
COCTOHT B TOM, YTO HUI'POK JIOJDKEH XOJHUTh (MHOTO), HCCIEA0BATH MUP U TOJyYaTh CBEICHUS O MUPE, TEM
CaMBIM IIPOJBHTAsI CEOXKET. SIPKUM NPUMEPOM OJJHHX U3 TEPBBIX «CHMYIISTOPOB XOABOBD» sBiseTcss Dear
Esther (2012).
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MIPBI TIOCBSIICHBI HCYE3HYBIIEMY MECTy — ropoay-kpemoctn Koymyr',
KOTOpbId BO3HUK B 1950-err. m mnpocymectBoBan a0 1987 r., korma
MPaBUTENLCTBO ['OHKOHra OOBSIBUIO O CHOCE, @ Ha €ro MECTE€ OTKPBUIM
[IAPKOBYIO 30HY C MUHMATIOPOW JTOW HAPOJHOW «KPENOCTHW» B LIEHTPE.
Caoc KoynyHa B KakOH-TO CTENEHHM OKA3ajCsi CHIBHBIM YAApoOM IO
apXUTEKTYpHOMY Haclyiequto ['oHKoHra: 0oJplias 4yacTh Topoja 10 CHOca
npeacTaBisyia  coOOM  yHMKaJIbHOE  ApXUTEKTypHOE  SIBIIEHHE  —
YPE3BBIYANHO IUIOTHBIA CaMOCTPOM; KPOME TOI'0, KPENOCTh BO3HUKIIA €IIIE
npu auHactuu CyH (960-1279). OcHOoBHasi mpuUYMHA CHOCA COCTOsIa B
ToM, yTo KoynyH, Oyaydn MeCTOM CKOIUIEHHUS pa3IMYHbIX MaprUHAIbHBIX
Ipynn M MpocTo O€IHBIX JIOAECH, OKazajlcsd OYeHb MOAXOMASIIMM MECTOM
st OaHAMTCKUX TPYIIMPOBOK, PACHpPOCTPAHEHHsI a3apTHBIX UID,
OPOCTUTYLIMM M HApKOTOProBiu. be3yclioBHO, B CBSI3U C TeM, 4YTO 3TO
peasbHOE MECTO TOCHY)XWJIO HCTOYHUKOM BJOXHOBEHHUS JJIsI MHOTHX
nucareyied B JkaHpe kuOepnank, B Kowloon’s Gate VR: Suzaku owno
npuoOpesio  JOMOJHUTENbHOE (haHTacTUYecKoe paciupenue. OgHako
HamboJee BaXKHBIM aCHEKTOM HIPHI SBISETCS €€ MOMBITKA BOCCO31aTh TY
aTMocdepy, KoTopasi cedyac He JOCTyIHA JaKe MBITIIMBOMY TYpHUCTY, 3Ta
BO3MOXHOCTh OKYHYTHCSI B YK€ HECYIIECTBYIOIIMM MHUpP «KPETOCTHOM
apXUTEKTYPHI, HAllOJHEHHBIH  MHCTHUYECKMMH  MPOUCIIECTBUSIMH,
JETeHIaMH, «PaHOHHBIMU» MH(paMU U BCTPEYaMH C OOBIUHBIMHU JIFOJIBMH.
KoneuHO, B BUPTyaJIbHOM PEabHOCTH MPOIIIOE MPETEPIIEBAET HEKOTOPHIE
BBIHYKJCHHBIE MCKaXXEHUSI, U BMECTE C T€M 3TOT Meauadopmar sBISETCS
HOBOW (opmoOil KyIbTypHOM maMsATH. 37eCh OHAa KOHCTPYyUpPYeTCs
OCOOEHHBIM 00pa3oM — uYepe3 YyBCTBEHHO-TEJECHBIH KOHTAaKT C
CUMYJISIIUEA UCTOPUUYECKOTO MPOCTPAHCTBA: TEMEPh «TOT caMmblin» KoynyH
MO>KHO HE TIPOCTO YBUIETh B pUiIbMax U Ha GoTorpadusx, HO U OIYTUTH B
MEIUTATUBHOM OJIy>)KIaHUM IO TOCTENEHHO (TeHMIUICHHO) pacTyleMy
ropoay. B stom cmeiciie Kowloon’s Gate VR cTaHOBHUTCS KOMITBIOTEPHO-
UTPOBBIM TaMSTHUKOM ToMy «mecty mnamsatun» (Hopa, 1999), nononuss
paboTy mpeacTaBuTeNei Apyrux HanpasieHui (pororpadoB, XyJ0KHUKOB,
UCTOPHUKOB U T. I.). DTa Urpa sABJsETCS cOOOW HArJSAHBIN MPUMEp TOTO,
KaK OKOJIOUCTOPHYECKHE HIPbhl CHOCOOHBI COXPaHSATh/KOHCTPYHUPOBATh
namsATh 00 MCUe3aloLUX MPOCTPAHCTBAX.

! 06 ucropun u KynsTypHOIT 3HAUNMOCTH KoyimyHa MoxHO mpountats B padore City of Darkness: Life in
Kowloon Walled City (Lambot, 1999).
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SHIUKJIOIIEAN3M HA ITYTHU K BBIMBICJLY:
MEHTAJIBHOCTb

B 3aBepiienue ctouT oOpaTUTh BHUMAaHUE HA JIOOOMBITHBIA TIpUMEP
CBOEOOPA3HO SHIMKIONEANYECKON WIPhI, HMCKAXKAIOIIEH HCTOPUUYECKHUE
bakThl B Yrojly CIOXKETY, MOJIHOMY HHTPUT M PE3KHX MOBOPOTOB. DTOT
Cllydyall HHTEPECEH HaM C TOYKH 3pEHUs CBOEM HCTOPUYECKOU
AHTKUPOBAHHOCTA M TOJUTHUYECKOW OLIEHOYHOCTH IIPU HEOPSIMOM
pa3roBope Ha UCTOPUUYECKUE TEMBI. DTUM MPUMEPOM SIBIACTCS XCUHTalHAs
molmiaroBas crpareruss c¢ uHTepdercoM BHU3yaJIbHOTO pOMaHa, —
Daiteikoku (2011). JlelicTBue Urpbl BOCIPOW3BOAUT, XOTS M HE COBCEM
TOYHO, COOBbITUS BTopoil MuUpoBOW BOMHBI OT Jyuia SANOHWUU, OJHAKO
CEeTTUHT BBIMIOJHEH B JyXe KOCMHYECKOW (DaHTaCTHKHU, a Haluu-
rocy/apcTBa NPEACTaBICHBI 3BE3JHBIMH cHcTeMamu. Mrpa oTiamvaercs
XapaKTePHbIM  AMOHCKUM  TOAXOJAOM (B HEKOTOPOM  CMBICIIC
MOCTMOJICPHUCTCKHUM ), KOTOPBIM 3aKII0OYAETCsl B HUBEIIUPOBAHUM BHEITHEH
3HAYMMOCTH PENPE3eHTUPOBAHHBIX OOBEKTOB H CyObekToB. Tak, K
NpUMEPY, OTHOLICHUSI MEXAY MEPCOHAKaMHU KEHCKOTO IOJia U TJIABHBIM
repoeM HallOMUHAIOT TO, YTO MPUHATO HA3hIBATH ((FapeMHI/IKOM>>1. [Tomumo
aTtoro, Hampumep, Peruss (Anonwsd) I'utnep penpe3eHTHpPOBaHA Kak
MoOJIoiasi JAEBYIIKA CO CBETJILIMU BOJIOCAMH M TONXYOBIMH TIIa3aMu’. [Tpu
ATOM Wrpa TMOJIHA OTCHUIOK K pPEAIbHBIM HCTOPHUYECKHUM COOBITUSM H
TYHOCTAM. Tak, rinaBHbIM nepcoHax Toro Tcyécu oTchulaeT K Mapiiany
mopckoro duora® Smonckoit mMmepun Toro Xoiixatnpo (1848-1934),
ydyacTBOBaBlIieMy B Pyccko-simoHckord BoitHe 1904-1905, onna w3
IJTABHOKOMAHAYIOMMX JCCAHTHBIX mnoApasaeineHun Smacura Pukopu
OTChUIAET K TEHEpajly HMIIEPATOPCKOM SIMIOHCKOW apMuM TOMOIOKH
Amacuta (1885-1946), pacmupuBmieMy rpanuibl Anonun no Uaauu u
ABcTpanuu, U T. 1. VIHTEpEeCHO TakXe TO, YTO B KOHTEKCTE IOIIAroBOM
CTpaTeTUu UTPOKY TMPENOCTABISETCS BBHIOOpP, CIIOCOOHBIA NPHUBECTH K
anpTepHaTUBHOM uctopuu. K mpumepy, B onpeneneHubii MomeHT CCCP
NPEIJIOKUT fNOHMKM NOANMCAaTh NAKT O HEWTPAJIUTETE, €CIU €ro He

! Snonckuit YKaHp aHUME U MaHTa, 3aKII0YAIOMIUIACS B TOM, YTO TJIABHBINA repoil coOa3HsIeT MHOXKECTBO
JIeBYIIEK, KaXkIasi U3 KOTOPbIX BEpHA €My H JFOOHT ero. DTOT Noaxox Ooliee SIBHO pealn30BaH B APYroi
noxoxeit urpe Eiyuu Senki: The World Conquest (2012).

Z MetaMop(03bl 0JIa UCTOPHUECKUX JeATeNeil B AMOHCKMX KOMIBIOTEPHBIX UIPAX BCTPEUAIOTCS OUCHb
YacTo U TPeOYIOT OTAEIBHOrO paccMOTpeHus. boee Toro, daie Bcero B SIOHCKOM I'eMUHTE ITapaiIenn
MEXIy HEePCOHAXKEM M HCTOPUYECKHUM JIeATeleM OCHOBAHBI HE Ha IICHXOJNOTHYECKOM MOpTpeTe, a Ha
OTIpe/IeNICHHOM BHemTHel aTtpubyTrke. Tak, B MoOmisHOM urpe Harbingers — Last Epic (2019) wiu B
Eiyuu Senki Oma Hobymara oGmamaer >KEHCKAM TIOJIOM, TIPH 3TOM, KPOME M JOCIIEXOB CPEIHEBEKOBOTO
camypas W JIIOOBM K OTHECTPEIFHOMY OPYXHIO, NEPCOHa)X HE HMEET HUYEero OOLIero ¢ peajbHON
muaHOCTRIO. TO ke camMoe MOXKHO BHICTh W B ciiydae cMeHBI mona A03-Ho Coiimdiiem B mrpe Kuon
(2004).

*B cBs3m ¢ MIEPEKITMIKON (HII0Ta MOPCKOTO W KOCMHUYECKOT 0.
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MOJANKCHIBATh, Cpa3y ke HauHeTcs BoiHa Ha Tpu ¢ponta (CCCP, CIIIA,
bputanckas umnepus). Kpome TOro, moBTOpsItOTCS U HEKOTOPBIE IPYrue
coObITHsi BTOpoii MuUpoBOi#l BOiHBI Bpoje MaHUIBCKOM pe3HH, Iie BHIOOP
HEBO3MOXEH. B wurpe ectp Oe3yclloBHas HJI€OJIOTMYECKass CTOPOHA H
KyJbTypHasi OLIEHKa HCTOpUuYeckux coObiTui. Hanpumep, SAnonus
IIPEICTABIICHA KaK IIPOCBEIIEHHOE HEAarpeCCUBHOE TIOCYAAapCTBO, HA
KOTOpoe cHayana Hanajaaer Kurail, BbIHYX/asi 3aBO€BaTh ce0sl B OTBET, a
3ateM HakjanpiBaeT caHkumu CIIA, u ecim Ha HHUX COrJamaTbCs, 3TO
OPUBEJET K MPOUTPHIITY UTPOBOM NMAapTHUU. Takke CTOUT OTMETUTh, YTO B
UIpe €CThb U HE OTHOCSIUIUECS K MEepUOaY JaHHOW BOWHBI COOBITHUS BPOJIE
MOHTroIbCKUX BTOpXKEHUU B SIMOHMIO, KOTOpbIE BOOOIE MMETU MECTO B
Xl B. Urpa mnpeanaraeT HUrpoky MHOXECTBO CIIEHApUEB pa3BUTHUS
COOBITH, TaK WJIM MHAYE BEAYIIUX K TIOJHOMY 3aXBaTy MHpPA, YTO SIBIISETCS
ocobeHHocThio urp B ayxe Conroky. Takum o6paszom, Daiteikoku
OKa3bIBACTCSl CBOCOOPA3HOM  DHIUKIONMEAUYSCKON WrpOM, YaCTUYHO
OCHOBAaHHOM Ha cOoOBITHSAX BTOpoit MUPOBOIi BOMHBI M BKJIIOUalOIIEl B ce0s
MHOTHE Cyry0O SAMOHCKHE YepThl WIPOBOM HWHIYCTPUHU, CBA3AHHBIE C
MeTaMop(o3amMu UCTOPUUECKOTO U BHIMBILIJIEHHOTO.

SAK/IIOYEHUE

KommbpioTepHbIE UTPBI  OTKPBIBAIOT IMUPOKHE BO3MOXKHOCTH IS
peam3anuy ucTopudeckoro Marepuana. Kak Obpu10 oka3zaHo Ha mpuMepax
Pa3IMYHBIX UTP, CIIOCOOBI OpPraHU3alliid HCTOPUYECKON NEHCTBUTEILHOCTH
MOTYT OBITh pPa3HBIMH: OIHH WIPHl TIOJHOCTHIO OCHOBBIBAIOTCS Ha
JOKYMEHTAIBHBIX HMCTOYHHMKAX, B JIPYTUX HCTOPUYCCKUN MaTepual
BBICTYIIA€T B POJIM MOTHBHOTO oOpasina. B Hacrosmei pabore ObBLIO
BBEJICHO TMIOHSTHE <«OHIUKIONEINICCKOW WIphD», KOTOpas OJiM3Ka
«CepBhE3HBIM HUTPaM» © OABIOTCHMEHTY, OJHAKO U CYIICCTBCHHO
OTIMYaeTCss OT HUX. [loJ «IHIMKIONEIMYECKUMHU HTPAME» ITOHUMAETCS
MacIITaOHOE BOCIPOM3BEICHUE HCTOPUYCCKOTO MarepHhalia B KOHTCKCTE
MEHTaJIbHOCTH, KOHIICTIIIMHA TOBCEIHEBHOCTH U WTPOBOM TOTAIBHOCTH. B
UCCJICIOBAHUH ObLIH PacCMOTpPEHBI pa3TUYHbBIC IPUMEPHI
(QHIUKIIONEIUIECKOT0» B UTPOBOI MHAYCTPUHU CKBO3b MPU3MY KOHIEIIINN
HOBOT'O UCTOpU3Ma. Tak, ObUIM TpeICTaBIEHbI: 1) UTPphI, HATIPABJICHHBIC HA
HUCTOPUYECKYIO TTOBCEIHEBHOCTH; 2) WUIPHI, BHICTPAUBAIOIIHMECS B JIOTHUKE
«TOTATBHOCTUY; 3) OKOJIOMCTOPUUYECKHE UTPHI C BHIMBICIOM B KOHTEKCTE
HUCTOPUIECKON MEHTAITHHOCTH.

OHIUKJIONETUIECCKUE UTPHI, BOTUTOMIAIOIITUE JIOTUKY
MUKPOUCTOPUYECKOTO,  CYOBEKTHOTO  BOCHPUATHS  HCTOPHYECKOMU
JEUCTBUTENBPHOCTHA, YAaCTO CO3€pIATEIbHBIE W CIA0OMHTEPAKTHBHBIC,
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OKa3bIBAIOTCSI MPOU3BEIACHUSMU, B KaKOW-TO CTENEHU OJU3KUMHU K
AKCIIEPUMEHTAIBHBIM (POPMAM UCTOPUUYECKOIO MHCbMa BTOPOW MOJIOBUHBI
XX B. (manpumep, kak y K. I'mn3Oypra), B TOM yucie B AyXe «HOBOTO
UCTOpU3May, XOTS TeUMIUICHHbIE OrpaHMYEHUs YacTo BCTYyNalOT B
MPOTUBOpEYHE € HCTOpUYeckoil noctoBepHocThio (Kupuuenko, 2019).
HNmeHnHO nmo3TOMY OBUTO OBl HHTEPECHO YBUAECTH CPEAN UCTOPUUECKUX WUTP
Takue, KOTOpblE paboTaroT OOJbIlIE€ HA COXpAaHEHUE, MONYJIApPU3ALUI0 U
nepenady yxe o(OpMIEHHOTO HCTOPHUYECKOrO 3HaHUsA. TakKe OTMETUM,
YTO 1EJIbI0  HACTOSIIETr0 HUCCJIEeJAOBaHMS OBUIO BBECTH IIOHSTHE
SHIUKJIONEIUYHOCTH, @ BOIPOCHI O COOTHOLIEHUHU B KOMIIBIOTEPHBIX HUTPax
UCTOPUU M BBIMBICIA M O BIHUSHUM WX MEAHAIbHOM cHenupukd Ha
PACKpBITHE UCTOPUYECKON TEMAaTUKH OBLIM PACKPBITHI JIUIIb YACTUYHO. B
CBS3M C 3THUM TpeOyeTcs AaybHeillee U3yuyeHHEe KOHKPETHBIX HIPOBBIX
POEKTOB HAa UCTOPUUYECKHUE TEMBI.
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