#1(34) 2019 ISSN 2079-1100

/+ HANERBD  9: HANPARBL

8 UBUPD |
4:HYCKUPHTE 5:CbPUCHTE
ol

1: NOKA3ATEL  CAE/ASHN
0: CTEPETb 3TOT TEKCT
IPOBEN - CbPOCHTD

MEXXJIYHAPO/IHBIN YKYPHAJI UCCJAEJOBAHWUH KYJIbTYPbI
INTERNATIONAL JOURNAL OF CULTURAL RESEARCH

o

JJIeKTPOHHOE U3/JaHue
web-journal

TEMA HOMEPA / The MAIN TOPIC of the ISSUE

KOMIIbIOTEPHBIE UTPHI:
rEUM/JU3ANH KYJbTYPHI /
COMPUTER GAMES: GAME
DESIGN OF CULTURE

© U3paTenbCTBO « Jugoc», 2019. TosIbKO /ISl IMYHOT'O MCII0/Ib30BaHMS. www.eidos-books.ru
© Publishing House EIDOS, 2019. For Private Use Only. www.culturalresearch.ru



#1(34) 2019

KypHau siBssieTCS IPOEKTOM

M3/1aTe/IbCTBA I'YMaHUTAPHOU JINTEPaTypPhl

«Iupmoc»
| Yupeaurens u usaarens |

HznatenbctBo«dMJ0C0»
editor@eidos-books.ru

| KoHTakKTh!I |

O61u1as peflakiMOHHAs T0YTa
editorial@culturalresearch.ru

['1aBHBIN peflakTOp
Amutpuit CIIMBAK
d.spivak@culturalresearch.ru

3am. ry1IaBHOTO peflakTopa
Anvna BEHKOBA
a.venkova@culturalresearch.ru

[lle¢-penakTop
Anna KOHEBA
a.koneva@culturalresearch.ru

International Journal of Cultural Research
is a project of the EIDOS publishing house
of humanitarian literature.

| Founder & Publisher |

PublishingHouse«EIDOS»
editor@eidos-books.ru

| Contacts |

Common e-mail
editorial@culturalresearch.ru

Editor-in-Chief
Dimitri SPIVAK
d.spivak@culturalresearch.ru

Deputy Editor-in-Chief
Alina VENKOVA
a.venkova@culturalresearch.ru

Associate Editor
Anna KONEVA
a.koneva@culturalresearch.ru

www.culturalresearch.ru ISSN 2079-1100

*KypHan 3apeructpuposaH B PesepanbHolt cnyxkbe no Haasopy B chepe cBA3MK,
MHGOPMALMOHHbIX TEXHOOMMIN U MacCOBbIX KOMMYHMKaLMI (PockomHaasop) MuHucTepcTea
CBA3M M MACCOBbIX KOMMYHUKaUMt Poccuitickoin depepaumu.

Ceunpetenbctso o pernctpaumm: 3n Ne dC77-39183 ot 17 mapTta 2010 r.

ISSN 2079-1100

Pepakuma NnpuHUMaEeT K Ny6MKaumMm maTepuasbl WMPOKOW r'yMaHUTApHOW HanpaBAeHHOCTU: Hay4Hble U
KPUTUYECKME CTaTbK, peLeH3nm, 0630pbl. Bce maTepuanbl npoxoaat oba3aTenbHOe BHYTPEHHee
peueH3npoBaHue. Pewerne o nybankauum npuHMMaeTca peakuMOHHbIM COBETOM Ha OCHOBaHUM
BHYTPEHHeW peLeH3nn. OCHOBHbIMU KPUTEPUAMU NPU NPUHATAM PELLEHWUA O NYBAUKALMK CayKaT
Hay4YHaa HOBM3Ha, aKTYa/IbHOCTb NPOBNEMATUKM, BbIPAXKEHHAA UCCeA0BaTENbCKaA NO3ULMA,
COOTBETCTBME BbICOKMM aKafeMUYECKUM CTaHAAPTaM Hay4YHOro TeKcTa. MUHUManbHbI 06beM
maTepuana — 20 000 3HaKoB. MakcumanbHbii — 40 000 3HaKoB. PefaKuma He 3HAaKOMUT aBTOPOB C
peueH3nAMU. MNpu OTKNOHEHMUM NYBAKaLMM peLLeH31A NpesocTaBAAeTCcA No 3anpocy. Matepuansl
NPUHUMAIOTCA K NYBAMKALMKU TONbKO B COOTBETCTBUM C 06BABNEHHOM TeMOI Homepa. KoHuenuuto
TEKYLLLEro HOMepa ¥ TEMaTUYECKMI NNaH Ha cnesyloLlime HOMepa MOXKHO HalWTU Ha TNaBHOM CTpaHuULe
caiita. MpeaocTtasnas B pefaKkumio pykonucb, asTop bepeT Ha cebs 0653aTenIbCcTBO He Ny6/MKOBaTh ee B
MHOM 13aaHuu 6e3 cornacua peaakunm 1 rapaHTUPYET, YTO HU Cam MaTepPUas, HU ero 4acTu He 6biin
0ony61MKOBaHbI HX Ha TBEPABIX, HU Ha 3NIEKTPOHHbIX HOCUTENAX, HU B CETU UHTepHET. ABTOp HeceT
OTBETCTBEHHOCTb 33 NOA6GOP M AOCTOBEPHOCTb NPUBEAEHHBIX HAKTOB, LUTAT, CTAaTUCTUYECKUX U
COLMONOTUYECKUX AAHHbIX, UMEH COBCTBEHHDbIX, reorpaduyecknx HasBaHui U NPOUYUX CBEAEHUIA.
My6a1Kyemble MaTepurasibl MOTYT HE OTpaKaTb TOUKY 3PEHWUA PEAKONNEIMUN U peaaKkumm. OTHOLEHUA
aBTOpPa ¥ peAakLuu peryampyoTca Ny6MyHbIM A0roBopom-odepToi, onybanMKoBaHHOM B pasaene

«ABTOpam» oduLManbHOrO caiTa XypHana.

*KypHan BbinycKaeTcsa UCKAUUTENBHO B LdPOBOM (31eKTpoHHOM) popmare. MeyaTHble
BEPCUU KYPHANa He NpesyCcMOTPEHbI.

International Journal of Cultural Research is registered by Federal Service for Supervision of
Telematic and Mass Communications

Registration Ne FC 77-39183, March 17, 2010

ISSN 2079-1100

The Editorial Board welcomes a wide range of articles, including scholarly and critical papers, analytical
studies, and reviews. All materials undergo peer review by members of the Editorial Board. The basic
criteria for publication are scholarly novelty, current subject matter, and adherence to high international
academic standards. The Editorial Board does not inform the authors of the results of peer review.
However, a copy of the review will be sent to the author upon his/her request, if the paper is rejected for
publication. Each issue of the journal has a theme that should be addressed by all texts accepted for
publication in the given issue. The theme of the current issue, as well as of the upcoming one, are posted
on the main page of the journal website. Upon acceptance, the author will be required to sign a contract
for publication. Once the contract is signed, no part of the article or other materials may be published
elsewhere in any form or by any means, without prior permission of the publisher. The author is
responsible for the accuracy of all information, including facts, citations, historical and sociological data,
names, and place names used in the text. Published materials do not necessarily reflect the views of the
Editorial Board or the publisher.

The Journal issued only in electronic version. Hardcopy is not provided.

| 1(34) 2019 |

© W3patenbctBo «3naoc», 2019. ToNbKO ANA ANYHOMO UCMOIb30BaHMA.
© Publishing House EIDOS, 2019. For Private Use Only.

MesKayHapOoAHbIN }KypHaa UCCNeL0BaHNI KyAbTYpbl
International Journal of Cultural Research
www.culturalresearch.ru

e



#1(34) 2019

| PepakumoHHbIi coBer |

AHaTonuii AJIEKCEEB-
AMPAKCHUH

Poccus, CaHkm-llemepbype
Bunbam APEHC

CLUA, Hoto-Mopk

TaTbAHa APTEMbEBA
Poccus, CaHkm-llemepbype
MapuHa BUPIOKOBA
Poccus, CaHkm-llemepbype
Enena B/INHOBA

Poccus, CaHkm-llemepbype
TatbaHa BYKUHA

Poccus, CaHkm-llemepbype
Anekceit BACU/IbEB
Poccus, Mocksa
KpbictbiHa BU/TIbKOLLUEBCKA
lMonvwa, Kpakos

Kpuctod BY/1b®
lepmaHus, bepauH
AHppen JEHNCOB
Poccus, CaHkm-llemepbype
BaneHtnHa JUAHOBA
Poccus, CaHkm-llemepbype
WapanH Xaggok CUTOPUL,
CLUA, 3anadHeid /lagpatiem
Bnagvumunp KOHEB
Poccusa, Camapa

Huna KOYENTAEBA
Poccus, Mocksa

Bopuc MAPKOB

Poccus, CaHkm-llemepbype
ApmeH MAPCYBAH

CLUA, Hbro-X38eH

Napuca HUKU®OPOBA
Poccus, CaHkm-lemepbype
Mapk-AHpy MU0
®dpaHyus, Mapurx

Kupwnn PA3/10IOB
Poccus, Mocksa

[OsxoH PAVOEP

CLUA, Hoto-Mopk

Oner PYMAHLEB

Poccus, Mocksa

Banepuin CABYYK
Poccus, CaHkm-llemepbype
Onbra CAMAHXA

Poccus, CaHkm-llemepbype
Casenuit CEHOEPOBUY
CLUA, Umaka

Anbmmpa YCMAHOBA
Jlumea, BunbHroc

www.culturalresearch.ru

| Editorial Board |

Dr. Anatoliy ALEKSEEV-
APRAKSIN

Russia, St. Petersburg

Dr. William ARENS

USA, Stony Brook, New York
Dr. Tatiana ARTEMYEVA
Russia, St. Petersburg

Dr. Marina BIRYUKOVA
Russia, St. Petersburg

Dr. Elena BLINOVA
Russia, St. Petersburg

Dr. Tatiana BUKINA
Russia, St. Petersburg

Dr. Gerald CIPRIANI
Ireland, Galway

Dr. Andrey DENISOV
Russia, St. Petersburg

Dr. Valentina DIANOVA
Russia, St. Petersburg

Dr. Nikolaj KHRENOV
Russia, Moscow

Dr. Vladimir KONEV
Russia, Samara

Dr. Nina KOCHELYAEVA
Russia, Moscow

Dr. Boris MARKOV
Russia, St. Petersburg

Dr. Armen MARSOOBIAN
USA, New Haven, Connecticut
Dr. Larisa NIKIFOROVA
Russia, St. Petersburg

Dr. AlImira OUSMANOVA
Lietuva, Vilnius

Dr. Marc-Henri PIAULT
France, Paris

Dr. Kirill RAZLOGOV
Russia, Moscow

Dr. John RYDER

USA, New York

Dr. Oleg RUMYANTSEV
Russia, Moscow

Dr. Valerij SAVCHUK
Russia, St. Petersburg

Dr. Olga SAPANZHA
Russia, St. Petersburg

Dr. Savely SENDEROVICH
USA, Ithaca, New York

Dr. Vyacheslav SHESTAKOV
Russia, Moscow

Dr. Richard SHUSTERMAN
USA, Boca Raton, Florida

| PepakumoHHbIi coser |

Hukonait XPEHOB
Poccusa, Mockea
Oxepanbg YANPUAHU
UpnaHdus, lonyai
BAuyecnas LUECTAKOB
Poccusa, Mocksa

Puuyapg LUYCTEPMAH
CLUA, Boka PelimoH
Nasug /1. KPEMBEH +
CLUA, 1951-2012
Mwuxann YBAPOB t
Poccusa, 1955-2013
Maono KbOLLMK t
Wmanusa, 1943-2018
OxoH Oxo3ed MAKOEPMOTT t
CLUA, 1932-2018

ISSN 2079-1100

| Editorial Board |

Dr. Charlene Haddock
SIEGFRIED

USA, West Lafayette, Indiana
Dr. Aleksej VASIL'EV
Russia, Moscow

Dr. Krystyna WILKOSZEWSKA
Poland, Kracow

Dr. Christoph WULF
Germany, Berlin

Dr. David L. CRAVEN *
USA, 1951-2012

Dr. Mikhail UVAROV t
Russia, 1955-2013

Dr. Paolo CHIOZZ| *

Italy, 1943-2018

Dr. John J. McDERMOTT t
USA, 1932-2018

| Pepakums |

Omutpnin CMUBAK
F'naBHbIN pepakTop

Poccus, CaHkm-llemepbype
AnvHa BEHKOBA
3amecTuTeNIb FNABHOMO peaakTopa
Poccus, CaHkm-llemepbype
AHHa KOHEBA
LWed-penakTop

Poccus, CaHkm-llemepbype
Ckalt BEPH

Pepaktop

CLUA, BennuHzem

No6osb BYTAEBA
Pepaktop

Poccus, CaHkm-lemepbype
Enena KABEPUHA
Pepaktop

Poccus, CaHkm-llemepbype
[ennc COBOJIEB
Pepaktop

U3pauns, Xaligha

Mpuna COKOJIOBA
Pepaktop

Poccus, CaHkm-lTemepbype
Mwuxann CTEMAHOB
Pepaktop

Poccus, CaHkm-llemepbype
Napuca PUA/IKOBA
Pepaktop

U3pauns, Xaligga

AHgpeit POMEHKO
Pepaktop

Poccus, CaHkm-llemepbype

| Editorial Team |

Dr. Dimitri SPIVAK
Editor-in-Chief

Russia, St. Petersburg
Dr. Alina VENKOVA
Deputy Editor-in-Chief
Russia, St. Petersburg
Dr. Anna KONEVA
Associate Editor

Russia, St. Petersburg
Sky BURN

Editor

USA, Bellingham

Dr. Lyubov BUGAEVA
Editor

Russia, St. Petersburg
Dr. Larisa FIALKOVA
Editor

Israel, Haifa

Dr. Andrey N. FOMENKO
Editor

Russia, St. Petersburg
Dr. Elena A. KAVERINA
Editor

Russia, St. Petersburg
Dr. Denis SOBOLEV
Editor

Israel, Haifa

Dr. Irina SOKOLOVA
Editor

Russia, St. Petersburg
Dr. Mikhail STEPANOV
Editor

Russia, St. Petersburg

| 1(34) 2019 |

© W3paTtenbctBo «3iaocy», 2019. ToAbKO A8 ANYHOTO UCMONb30BaHMA.
© Publishing House EIDOS, 2019. For Private Use Only.

MeXAyHapOAHbIN }KypHan UCCeA0BaHMIA KybTypbl
International Journal of Cultural Research ~
www.culturalresearch.ru



#1(34) 2019

Boinyck # 1 (34) 2019:

KOMIIbIOTEPHBIE UTPBI: TEUMAU3AWH KYJ/IbTYPhI

[IpyuryiaiiéHHble peJaKTOpPbI BbIYCKa:
KouncranTuH [laBnosuy IIIEBIJOB
Anekcangp Cepreesud JIEHKEBUY
OTBeTCTBEHHBIN pefaKTop:

AnvnHa BnagumuposHa BEHKOBA

www.culturalresearch.ru

ISSN 2079-1100

Issue # 1 (34) 2019:

COMPUTER GAMES: GAME DESIGN OF CULTURE
Guest Editors:

Konstantin SHEVTSOV

Alexander LENKEVICH

Managing Editor:

Alina VENKOVA

COJAEPXAHUE / TABLE OF CONTENTS

Tema Homepa / Topic of the Issue

KoHctanTuH Masnosuy LLUEBLIOB / Konstantin
SHEVTSOV
| Fpanuna urpel / Game Boundaries| s =rreeeeee 6

AnekcaHap Cepreesuny JIEHKEBUY / Alexander
LENKEVICH

| Ha myTH K Meua3cTe3uCy: Npou3BOJCTBO
NPUCYTCTBUS B KOMIBIOTEPHBIX Urpax / On the
Way to Media Esthesis: Production of Presence
in Computer Games |+« rsesmmmmsmmnmnmnann 20

KoHcTaHTUH Anekceesny OYEPETAHbIN / Konstantin
OCHERETYANY

| KomnbroTepHbie urpsl Kak Gesamtkunstwerk
nudposoii smoxu / Computer Games as
Gesamtkunstwerk of Digital Age |-=-==-=s=ssssssssene 34

AnnHa PannesHa IATbIMNOBA / Alina LATYPOVA

| ArpoBO# MCKYCCTBEHHBbIN UHTE/JIEKT KaK Me-
AAYM conuaabHoro mupa / Game Artificial Intel-
ligence as a Medium of Social World |=ssssseeees 46

Mapraputa MapkosHa CKOMOPOX / Liubov
IAKOVLEVA

| Tamaroyu v Mu¢ 0 KUGepIPOCTPAHCTBE: K BO-
npocy o maru4eckom kpyre / Tamagochi and
the Myth of Cyberspace: The Magic Circle Revis-

Bnaaucnas Brnagnmuposuny APXUMOB / Vladislav
ARKHIPOV

| KoMnbloTepHbIE UTPbI, <MAaru4ecKuii Kpyr» v
CMBICJ/IOBBIE Tpejesibl mpaBa / Computer Games,
“Magic Circle” and Semantic Limits of Law |-*+73

CseTtnaHa BuktoposHa OBOJIKMHA / Svetlana
OBOLKINA

| Eciu «MUp — 3TO KOMOBIOTEPHAs UTPa», KaK B
Hero urparb? / If “the World is a Computer
Game"’ then hOW to play lt? I ............................. 88

Bnaaucnas Bnagnmuposnd KUPUYEHKO / Vladislav
KIRICHENKO

| MHOTOSI3BIYHOCTb KOMINIBIOTEPHOM UTPbI: O
reiMIvienHON QyHKIMM 3ByKa / Multilinguality
of Computer Game. On the Gameplay Function
Of Sound I ......................................................... 102

KoHctaHTuH Cepreesmy LLUAPOB / Konstantin SHAROV
| MeTasi3bIK UTPOBOM TpWiorum «Beabmak»:
ArHOCTUIM3M WJIM HOBBIM BH /I IOCTMOAEPHHUCT-
CKOH peJIMru03HOoM nponoBegu? / Meta-
Language of PC Game Trilogy The Witcher: Ag-
nosticism or a New Type of Postmodern Reli-
gious Preaching? |=ssssrmmmrmmmnmnnnnnnnan, 113

CseTtnaHa AnekcaHgposHa MAPTbBIHOBA / Svetlana
MARTYNOVA | eHnc Cepreesuny BYTAEB / Denis
BUGAEV

| AHCcTpyMeHTa/IbHAsA 6a3a OpraHUu4YeCcKux npo-
LleCCOB B KMHO U KOMINIBIOTEPHBIX Urpax / Instru-
mental Basement of Organic Processes in Cine-
ma and in Computer Games |=:=«ssssrsersressens 128

Teopus KyibTypsl / Theory of Culture

AHa AnekcaHaposHa MAPXOMEHKO / lana
PARKHOMENKO | Banepusa lOpbesHa J/IABY3HASA /
Valeriya LABUZNAYA

| ’lepTBONpUHOLIEHHUE JeTEKTUBA: XKAHPOBOE
cBoeoOpa3ue cepuasa «True detective» / Detec-

| 1(34) 2019 |

© W3patenbctBo «3naoc», 2019. ToNbKO ANA ANYHOMO UCMOIb30BaHMA.
© Publishing House EIDOS, 2019. For Private Use Only.

"~

MesKayHapOoAHbIN }KypHaa UCCNef0BaHNI KyAbTYpbl
International Journal of Cultural Research
www.culturalresearch.ru

H



#1(34) 2019 www.culturalresearch.ru

tive Sacrifice: Genre Originality of the Series
True Detective I ----------------------------------------------- 139

AHapei Buktoposmy TACUSTINH / Andrey GASILIN |
Mapua HukonaesHa MPOPOKOBA / Maria
PROROKOVA

| Muanumasiu3sM u bapokko. CTpaTeruu nepeko-
AAPOBAHUA CEeTEBbIX CYOKYAbTYpP / Minimalism
and Baroque. Recoding Strategies of Network
SubCUItUres [rs:sssrerresss s smsssssssss s 154

Teopuu uckycctBa / Theory of Art

AnekcaHapa MuxannosHa OPJIOBA / Alexandra
ORLOVA

| 3BYK KaK IIaCTU4YeCKas COCTABJIAILAA UH-
CTA/UIAMOHHOr0 NpocTpaHcTBa / Sound as a
sculptural element of the installation space

ISSN 2079-1100

| 1(34) 2019 |

MexayHapOoAHbIN }KypHAN UCCNea0BaHWUA KyAbTypbl

© W3patenbctBo «3naoc», 2019. ToNbKO ANA ANYHOTO UCMOIb30BaHMA.
© Publishing House EIDOS, 2019. For Private Use Only.

International Journal of Cultural Research

www.culturalresearch.ru

e

(€]













































+,—."/0—,1."2"34567'48":: ;< !
KOMIIbIOTEPHBIE UTPBI: TEUMIU3AWH KYJIbTYPbl / COMPUTER GAMES: GAME DESIGN OF CULTURE
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Aunexcanap Cepreesud JEHKEBUY / Alexander LENKEVICH
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HA ITYTU K MEJUADCTE3HUCY:
IMPOU3BOACTBO IIPUCYTCTBHUA B KOMIIBIOTEPHBIX UT'PAX *

B cratbe mpoBoauTCS aHaNW3 TEIECHOTO OIMbI-
Ta WrPoKa, KOTOPKIA (opMHUpYET 0Aa30BYIO0 cOMaTHUe-
CKYIO MAaTpHILy I10JIb30BaTels MUPPOBBIX Meaua. [Ipo-
paboTKa COMATHKH 3aJaeT OCHOBY WIPBI, H, HECMOTPS
Ha MHOTo00pa3ue WHTEIUICKTyalbHBIX YIPaKHEHHUM,
KOTOpBbIE MPEUIaraloT KOMIBIOTEPHBIC WIPHI, TElec-
HOCTH TpopadbaThIBaeTCI B HUX B IEPBYK OYEPE/b.
KommnbioTepHble UTrpbl BEHYAIOT HCTOPHUIO Pa3BUTUA
MOCTNCYATHBIX MEWa, aKICHTUPYIOUINX TaKTHUIb-
HOCTh U OIBIT BOBJICUCHUS B CPEy BMECTO OMbITa JU-
CTaHIIMM W TOCIOJICTBA 3pUTENbHONU (QyHKIMU. Wrphl
BO3BpAILAIOT HaM TEJIECHOCTh, KOTOPYIO OTUYKAalu B
BHJIE BU3YAIIbHBIX U/WIN aKyCTHYECKUX 00pa3oB GoTo-
rpadus, KHHO, TSJIEBUICHHUE U TIP., U TIO3BOJISIOT OIle-
pUpOBaTh HE TOJBKO CUMBOJMYCCKUMU CTPYKTypamu,
WHTEPIPETHPOBATh 3HAKW M 00pa3bl, HO M OCBaMBAaTh
HUX HAa COMAaTUYECKOM YpOBHE. B KOMIBIOTEpHBIX UT-
pax HeT pa3pbiBa MEXIy 3HAKOM U TEJIOM, 00pa3oM H
MPUCYTCTBUEM, TaK KaK OMBIT MHTEPIPETALUU B UTPE
HOCHUT TIep(OPMATHUBHEINA XapakTep: T'eHMep MBICIHUT
TCIICCHBIM JKCCTOM. YHHUKAJIbHBINA M JIOKAJIbHBIA OIBIT
COMAaTHYECKON KOHIUEHTpPALNK, XapaKTePHBIN s TaH-
na, nepdopMaHca U BOCTOYHBIX EAMHOOOPCTB, KOM-
NBIOTEPHBIC HWIPHl JICNAI0T MACCOBBIM, JOCTYIHBIM
LUIMPOKOU ayauTOpHU. B CBsI3W ¢ 3TUM, HEBO3MOXKHO
WTHOPUPOBATh BIMSHHUE, KOTOPOE OHU OKAa3bIBAIOT Ha
(hopMHPOBaHUE TEIECHOTO OIBITA B COBPEMEHHOM MH-

pe.

KirodeBble cjI0Ba: KOMIBIOTEPHBIE HIPHI,
UHTEpQEHCh, MPOU3BOJICTBO
JIMadCTE3UC, MPOLEAypHas TEJIECHOCTb, BOOOpakeHHE

MNpUCYTCTBUA, ME-

TCia.

ON THE WAY TO MEDIA ESTHESIS:
PRODUCTION OF PRESENCE IN
COMPUTER GAMES

The article provides an analysis of the player's
corporeal experience, which forms the basic somatic
matrix of a digital media user. The elaboration of the
somatic constituent creates the ground of the game,
and, despite the variety of intellectual exercises that
computer games offer, corporeality is worked through
in them in the first place. Computer games crown the
history of the development of post-press media, em-
phasizing the tactility and the experience of engaging
in game milieu instead of the experience of distance
and the domination of visual function. Games return us
corporeality, which photography, cinema, television,
etc., alienated in the form of visual and/or acoustic im-
ages, they allow us to operate not only with symbolic
structures, interpret signs and images, but also master
them on a somatic level. In computer games, there is
no gap between the sign and the body, the image and
the presence, since the experience of interpretation in
the game is performative: the gamer thinks with a bod-
ily gesture. The unique and local experience of somatic
concentration, typical for dance, performance, and

* Hccnedosanue GbINOJHEHO NpU QUHAHCOBOU NOO-
Oeporcke epanma npesudenma Poccuiickoti @edepayuu.
IIpoexm MK-2256.2018.6, CIIoI'Y.
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AnekcaHap Cepreesuy JIEHKEBUY / Alexander LENKEVICH!

| Ha myTH K MeguasCcTe3uCy: NPOU3BOACTBO NPUCYTCTBUA B KOMIIBIOTEPHBIX urpax / On the Way to

Media Esthesis: Production of Presence in Computer Games |

martial arts, computer games make massive and acces-
sible for a huge audience. In this regard, it is impossi-
ble to ignore the influence that they have on the for-
mation of corporeal experience in the modern world.

‘{yecmeeHHocmb ajeopummudecKkozco meia

3azaya JaHHOTO TEKCTa — IPEACTaBUTh TO,
KaK KOMIILIOTEPHBIE UTPBI! y4acTBYIOT B (pOpMHU-
POBaHUU YYBCTBEHHOCTH UI'POKAa U — LIUPE — Te-
JIECHOCTHM II0JIb30BATENIsl HOBBIX MEAMA, KaK 3THU
KOMMYHUKaTHUBHBIE MAIIMHBI TPAaHCPOPMUPYIOT
BOCIIPUSATHE UI'POKOB, & TAK)KE TE€X, KTO 3HAKOM C

' 3eck M Janee MCHOJIB3yeTCs TEPMUH «KOMIBIOTED-
Has WUTPa» BMECTO TEPMHHOB «BHJICOUTPA», IUPPO-
Basi UTPa» M T. II., IOCKOJILKY OH OTCBUIAET K MEJHa, C
KOTOPBIMU CBSI3aHBI MTPHI B HAlll IU(PPOBOH BEK — K
KommbioTepaM. CIOBO «KOMIIBIOTEP», BOCXOISAIIEE K
aHTIUICKOMY TJIaroiy to compute (MM — K JIATHHCKO-
My computare), 03Ha4aeT «BBIYUCIHTEIBY (KOTOPHIM,
K CJIOBY CKa3aTh, MOXET OBITh HE TOJILKO MallnHa, HO
n 4enoBek). «KOMIBIOTEpHBIE WIPBD» OMUCHIBAIOT
MPUHIUNHATEHOE U3MEHEHHE, TPOU30IICAIIEee C UTPOH
B HAllle BpeMs: B KOMIBIOTEPHOH (opMe HIPOBOM
OTBIT CBS3BIBACTCSI C PAa3IUMYHBIMU BBIYHCIICHUSMU,
MaTeMaTHYCCKUMU OIepalusIMH, 3alu(ppPOBaHHBIMU B
KOJ€ U Mp., T.€. 0a30BBIM MeIUabHBIM YCIOBHEM
KOMNbIOMEPHOU WIPHL SIBISCTCA €€ GbIYUCIUMOCHID.
Jlpyrve TepMHHBI HE JAFOT HAM TOW K€ — MeauaguiIo-
co(ckoii — Mepbl BCEOOIIHOCTH, MTOCKOJIEKY OIHCHIBA-
0T YacTHBIE MOMEHTHI. Tak, TEPMHH «BHJICOUTPAY,
XOTS TIOPOH €ro M MOYKHO HCIONB30BaTh B KauecTBE
CHHOHHMMA, CKOpPEE OTCBHUIAET K BH3YaIbHOMY ACIICKTY.
Be3 momONMHUTENBHBIX OTOBOPOK K GuOeourpam mIo-
BOJIEHO TPYIHO OTHECTH MEKCMOGble UTPHl UM TaKhe
ayouonrpel, kak GMA Tank Commander (2002) u
Blind Survivor (2012), xoTopsle mpeaHa3HAYEHBI IS
CIIETIBIX WM Jrofiel ¢ aedexramu 3peHus. Ho Bce oHn
OOBEMUHSIOTCS EIUHCTBOM MEIUAIBHBIX YCJIOBUH,
YHHUBEPCAJIBHOCTBIO MeauyMa — Kommbilorepa. CTouT
TaKKe OTMETUTb, YTO B KOMNBIOMEPHOU uzpe PUKCH-
pyercs npoOneMaTndHoCTh (GPOPMBI, KOTOpas Mpenno-
JlaraeT CBSI3Ky CBOOONBI (MTPBI) ¢ HEOOXOAUMOCTHIO
(MaTeMaTHUYECKUE BBIYMCIICHUS).

Key words: computer games, interfaces, pro-
duction of presence, media esthesis, procedural corpo-
reality, imagination of body.

UI'paMU KOCBEHHO, B€Ib, B3aUMOJICWUCTBYS C WH-
tepdeiicamu cMapT(HOHOB, FIEKTPOHHOM IOYTHI,
JJIEKTPOHHOM TEXHUKH, COLMAJIBHBIX CETEH, BCE
MOJIb30BATEM OCBAWMBAIOT HHTEpQEHchl, 3HAKO-
Mbl€ reiimepaM. OTO HE INpa3fgHbId BONPOC, IO-
CKOJIBKY pEaJId KOMIIBIOTEPHBIX UIP CTAHOBSITCS
BCEOOIIMMHU YCIOBHSIMH (OPMHUPOBAHUS KYJbTY-
pBl, PKOHOMHKH, OOIIECTBEHHBIX OTHOIICHWI, B
HUX 337al0Tcsi 0a30BbIe MapamMeTpbl PalMOHAb-
HOCTH, TPUCYLIEH COBPEMEHHOMY uesioBeKy. Ha
2018 rox cratuctuka coobmana o 2,3 Mipa rei-
MEpPOB?, XOTsI BaKHEE ITUX LHUPP TO, YTO MPHBIIE-
KaTeJIbHOCTh MI'P, UX 0C00ast CIIOCOOHOCTH BOBJIE-
KaTh U BO3/EHCTBOBATh HA )KEJIAHWE NPUBOJAT K
TOMY, YTO UIMEHHO B UTpax pa3pabaThIBAIOTCS aK-
TyaJbHbIE TEXHUKU PabOTHl C PEaNbHOCTBIO, 3a-
JAI0TCSl TIaTTEPHBbl COLUAIBHBIX OTHOLIEHWH, KO-
TOpBIE €clii He ceiyac, To B Ommkaiimem Oyny-
IIEM CTaHyT KIIOYEBBIMU. B KOMNBIOTEPHBIX WI-
pax BOCHPOU3BOJATCS KJIACCUUECKUE U CO3JA0TCS
HOBBIE HAppaTHUBbI, YEPE3 KOTOPBIE UTPOK OCO3HA-
eT ce0st ¥ CBOE MOJIOKEHUE B MUPE, B HUX KOHCTH-
TYUPYETCsl TENECHBIN ONBIT U HOBBIE MEPLENTHUB-
HbIC HABBIKH, HEOOXOAUMBIE JUTS )KU3HU B LU(DPO-
BOU pEalbHOCTH.

MennanbHOCTh KOMIIBIOTEPHBIX UIP U CO-
BPEMEHHOM IU(PPOBON KyIbTYphI COBIAJAIOT, IMO-
CKOJIBKY OHM CTPOSITCSI Ha OJIHOM MPEANOChUIKE —

? Cm. mozpo6Hyto cratucTuky Ha 2018 rox: Newzoo’s
2018 Report: Insights Into the $137.9 Billion Global
Games Market.

URL:  https://newzoo.com/insights/articles/newzoos-
2018-report-insights-into-the-137-9-billion-global-
games-market (nara oopamenus: 25.12.2018)
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MaTeMaTH3allui, CYETHOCTH, anropurmax. baso-
BbIIl MeauyM HU(POBOIl peaTbHOCTH — CYEeTHas
MalluHa, KOMIBIOTEP BO BCEX €r0 BEPCUSX U Ba-
puaHTax (T. €. peub UJET HE TOJIBKO O IEPCOHAIb-
HOM KOMIIBIOTEpE, HO O Pa3HOOOPa3HbIX «BBIYHC-
auTenax»). KomneloTepHble UIphbl NMPEABSABISAIOT
IPOLELYPHOCTh — AITOPUTMUYHOCTL® — TEJa M-
pOKa, ¢ KOTOpPOil CBs3aHa BCS TEIECHOCTb, OT(OP-
MaTHpoBaHHas 1dpoii. Urpok morpyxeH B cpeay
uHTEepQEicoB, BKUBACTCI B Hee, JJIS JTydllend Ko-
OpAMHAIIMK C CHCTEMOMH, UTPOH, COOBITHITHOCTBIO.
JInsi yCHemHoro BOBJIEYEHHUS B 3Ty cpeny HeoO-
X0/IMMa KOHIIEHTPALUs U IPOpabOTKa COMAaTHKH B
IIpoLIeCCEe MOBTOPEHUS BJIEMEHTAPHBIX ONEPALUN
(Tak, K mpuMepy, YTOObI MPOMTH OOy Maio-
MaJIbCKU CIIOKHYIO MTPY, HEOOXOJHUM OIIBIT, 3HA-
HUE €€ YCTpPOWCTBAa, MHTYUTHBHOE YTrajblBaHUE
U3MEHEHUN Cpelbl, 4YTO JOCTUTAETCS 3HAKOM-
CTBOM C KOHKPETHBIM IIPOEKTOM WJIM C UTpaMH B
1enoM). 1o TpedyeT OT UrpoKa MOJTHON OTIayH,
€ro TeJNO JOJKHO CTaTh YyBCTBUTENIBHBIM, TOHKO
HAacCTpOoeHHBIM HHTepdericom. MccnenoBaTenbHu-
na renecHoctu reimepa P. T. Héprop B cBs3u ¢
TUM OTMEYaeT IIyOMHY BOBJICUEHHUS B UIPOBOU
nporecc U comnocTasiisieT onbIT urpsl B World of
Warcraft (2004) ¢ 3ansTusiMu kapare®.

3 ToHATUS AITOPUTMMYHOCTH M CYETHOCTH MOTYT BBI-
CTyNaTh CHHOHHMMAaMH, Pa3InYue MEKIY HUMH 3aKITIO-
YaeTcsi B TOM, YTO CUETHOCTh OTCBHUIACT K Pa3IMdHBbIM
BBIYHCIIUTEIBHBIM OMEPAlMsIM, a aITOPUTMHYHOCTH
TOBOPUT O HEKOEH IMOCIeN0BATENLHOCTH BBITIOTHEHHS
9THX (M Ipyrux) omnepanuii, 0 HEKOTOPOM MOPSIKE HC-
TIOJTHEHHMsI ICUCTBU, O peKUMax MPOU3BEICHUS TPO-
Henyp, K KOTOPBIM MOXKET ObITh MPHYUCIICH U CYET, U
METOAWYECKUE [BWKCHUS TeNla, W MOCIeI0BaTelb-
HOCTb UT'POBBIX IIATOB, U T. JI.

* Nergaard R. T. The Body under the Mask: Unveiling
the Corporeal Practice of Gamers // Perspectives on the
Gamer, Luton, UK, 2010.

Ho xoHueHTpamus, npopaboTaHHOCTh CO-
MaTUKH, YyTKOCTb BOCIPHSATHS XapaKT€pHbI HE
TOJIBKO JUIsl KOMIIBIOTEpHBIX Urp. To ke camoe
MOKHO CKa3aTh O PBIOAJIKE: COCPEIOTOYEHHOCTH,
MEUTATUBHOE IOBTOPEHHE 3JIEMEHTAPHBIX OIle-
pauuii, MoOMIM3aNKUs TEIECHOCTU. 3a4eM oco0oe
BHMMAaHUE yJIENATh TEIECHOCTH reiimepa? [leno B
TOM, YTO MI'POK — IPOU3BEACHUE UPPOBON Kyb-
TypBl, KOTOpas MOJIICpPKUBAaETCsl MHTepdercamu,
QITOPUTMUYECKUMH  CUCTEMAMH, CUYETHOCTBIO.
VYHuBepcanbHasgs MEIUAIbHOCTb KOMIIBIOTEPHOU
UIPbl — CUETHAsl MalllMHA, KOMIIBIOTEDP, BTATMBA-
I0lasi UTPOKa MOCPEACTBOM YMHO)KEHHS U Kallb-
KYJSLIMM €T0 KEJaHUM B OCBOCHUE HOBOW allro-
YIPOIIAOLIAs
BXOXKJIEHHE B IU(POBOE MPOCTPAHCTBO (HET,

puTMHYecKol  (MeTa)pHu3UKH,
HarnpuMmep, HeoOXOIMMOCTH CIETUTh 3a COOIo/Ie-
HHUEM IpaBUJI, MaIlIMHA JIEJIAeT 3TO cama, MoTped-
HOCTB, CKOpEe, BO3HUKAET B TMIOMCKE CIIOCOO0OB MX
HapyIllIeHus, B OOHApYXKEHUU Pa3pbIBOB M JIAKYH).
OTU aJrOpUTMBI CTPYKTYPUPYIOT YK€ HE TOJBKO
UTPOBOM IPOLIECC, HO U BCIO COBPEMEHHYIO KYJIb-
TypYy, B UTPE MBI IIOJyYaeM HaBBIKH, OIBIT, J€ja-
IOIIME BXOXAECHUE B IM(POBYIO pearbHOCTh 00-
Jiee MSATKHAM, BHATHBIM, €CT€CTBEHHBIM. Cienyer
3TOT MOMEHT 3a(MKCHUPOBATh: KOMIIBIOTEpHBIE
UTPbI HE CO3/1al0T HEKYIO aJIbTEPHATHBY PEATIBHO-
CTH, HAIIpOTHB, OHU B3pAILMBAIOT B HAC IIPUBBIUKY
K TOW HU(POBOIl pealbHOCTH, B KOTOPOU MBI BCE
TaK UM UHAYE Y’KE )KUBEM.
Mbl  TOpUBBIKIM K  CyOCTaHIMAIbHOMN
HAJEKHOCTH BEILlEH, KOTOPbIE, €CIIU Mbl HE HAXO-
JUMCSI B M3MEHEHHOM COCTOSSHUM CO3HaHHA (B
TOM YHUCJIE U B CUTyallud KapTE3UaHCKOIO COMHE-
HUs1), HE OOMAaHBIBAIOT HAC, a TakkKe K (DyHKIHO-
HaJIbHOCTM KOMMYHHUKAIlUM, HO HE IPHUBBIKIN K

URL: http://underthemask.wdfiles.com/local--
files/papers-2010/RNoergaard.pdf (mata oOpamenus:
11.12.2018).
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JI€aHTPOMOJIOTM3UPOBAHHON  JIOTHKE IU(POBOH
Cpedbl, K aJITOPUTMHUYECKON Pa3METKE CYyLIEro, B
KOTOPOM Ha MEPBOE MECTO BBIXOAUT KOJ, S3bIK
IPOrpaMM, a TaKKe 0aroB M IIIUTYER’, ECTECTBEH-
HBIX JUIS TU(POBOI Cpeapl KaK MEXaHU3M €€ 3BO-
mroruu®, Joruka HelpoceTel, 00Iaaarmux CBO-
UM CHOCOOOM YHOpSIOYMBAHUS NAHHBIX, HEIO-
CTYNHBIM 4YEJIOBEKY (Tak, HEHpPOCETH, OXBaThIBas
OTPOMHBIE MacCHBBI HH(OPMAIIUH, CTaBAT TOYHBIE
JMArHo3bl, MyThb K KOTOPBIM OCTAE€TCS HEMOHST-
HBEIM MeJMKaM U mporpammucTam’), big data u mp.
['efiMep HaxoaWTCA B BMULEHTPE ATUX S3BIKOB,
MPUBBIKAET K JIOTHUKE QJITOPUTMOB, OIEpalUO-
HAJIBHOCTM U OCBAaMBAET COOTBETCTBYIOLIUE WM

> Ecu Kpatko, To 06a TepMUHA — Oar M IJIMTY — OIH-
CBIBAIOT cOom B paboTe mporpamm. TepMUH «TJIATI»,
BBeIEHHBIH B 1962 romy /Ui onmcaHus TEXHHUUYECKUX
cO0eB, BIOCIECICTBHHM NMPOHUK B 00JAacTh HCKYCCTBa,
cran o0o3HavyaTh 0co0oe HampaBJeHHE — PabOTy ¢
omuOKamMu, TIUTY-apT. K HEMyY OTHOCSATCS Kak dKCIIe-
pUMEHTAbHBIE MY3bIKalIbHbIE IPOU3BEICHHS B JKaHpPE
9JIEKTPOHHOM MY3BIKH, TaK W BU3yallbHBIE XYyAOXKe-
CTBEHHBIE 00BEKTHI, B KOTOPBIX coaepkarcst coow, mo-
Mexu, nedexrtsl. [lonpobHee o rMUTY-apTe B UCKYCCTBE
U B KOMIBIOTEpPHBIX Urpax cM.: JlateimoBa A. P. § 15.
KonBepcust ommOKu: IauTY-apT B KOMIBIOTEPHBIX HT-
pax // Mennadunocodus XII. Urpa unn peanbHOCTH?
OnbIT wuccnenoBaHust KommbioTepHbix wurp. CIIO.:
®onn passutua koHdumkTonoruu, 2016. C. 263-280.
URL: http://artguide.com/posts/1251 (mata oOparue-
uus: 31.01.2019).

% Jra mblcnb, npuHamIekamas A. P. JlaTbimosoit, ObI-
na chopmynmrpoBaHa B foknane «[ mTUTY-oBOPOT: 00-
KUBaHUE 30H HMPPALHMOHATIBHOTO», MPOYMTAaHHOM Ha
cemuHape JIMKU (17.05.2018).

7 CwM., HanpuMmep, MCCIeOBaHHE O TOM, KaK MCKYyC-
CTBEHHBIN MHTEJUIEKT C BBICOKOH TOYHOCTBIO MpecKa-
3bIBaJl CMEPThH MAIIMEHTOB B TEUEHHE CIICAYIOIIUX IISATH
net: Oakden-Rayner L. et al. Precision Radiology:
Predicting longevity using feature engineering and
deep learning methods in a radiomics framework //
Scientific reports.

URL:  https://nature.com/articles/s41598-017-01931-
wi#Secl (mata oopamenus: 11.08.2018).

COMATHUYECKHE DPEXHUMBI, BapHalUN (U3NIECKUX
«JIBUYKKOB», CHCTEMbI aJIbTEPHATUBHON COMAaTHKH,
aJIbTEP-COMATUYECKHE BapHalluK ceOs’.

CTouT yTOYHUTH, YTO MHOTHE WIPBI, CKa-
xem, takue kak Contra (1987), Cuphead (2017)
wi Super Mario Bros. (1985), npuBuBaror mMano
SKCHOPTUPYEMBIX U3 WUI'Pbl HABBIKOB, HO IpHUyYa-
I0T K IPOLEAYPHOCTH KaK TaKOBOW, K aJrOpHT-
MUYHOCTH TEep(pOpMaTUBHOIO KECTa, CYCTHOCTH,
MHCTAJUIUPYEMON B Hac Ha ypoBHe Tena. [lpu
3TOM €CTh UTPbI, HE Xy’kKe 00yyaromue npoueayp-
HOCTH, HO IUIOTHEE paboTarollue ¢ pexuMaMu
YyBCTBEHHOCTH, IPEXKIE BCEro, 3T0 VR-Urphl u
IpyTUe IPOEKThI, OPUEHTUPOBAHHBIE HA PACIIH-
pEHME MEPLUENTUBHOIO OIbITA.

M. MaxkmosHn oOpaTui BHHUMaHUE Ha TO,
YTO IEPUEHNTUBHBIA OIBIT KHUKHOM KYJIBTYpPBI
HOCHUT BU3YaJIbHBIN XapakTep, 0COOYIO POJIb B HEM
UTpaeTr 3puTesibHas (YHKLHUSA, C KOTOPOW CBs3aHA
YCTaHOBKa Ha HMHIUBUIYaJIU3M, CIELHATIN3ALUIO
YyBCTBEHHOCTM M ONBIT JAUCTAHIUHU (IIpen-
METHOCTb, KOTOpasi pacrojyiaraercs nepej cyonex-
TOM, Ha paccTosiHuu). C MOsIBIIEHUEM 3JIEKTpUYe-
CKUX TEXHOJIOTHH Bce Oosbliee 3HaYeHHUE MpUo0-
peTaeT TaKTWJbHAs MEpLENuus: KHHO, paanuo, Te-
JeBUIEHUE HEeCcyT B ceOe yCTaHOBKY Ha TAaKTUJIb-

¥ O cxoskeM OIbITe MHIIET, TOBOPS O «MAIIMHHOCTHY
coBpemenHoi KynaeTypsl, 1 K. II. IlleBnoB: «B »ToM
CMBICTIE OBITH B UTPE, UTPATh B KOMIBIOTEPHBIC UTPHI —
3HAYUT TpeBpalaTh cebs B MallMHy, aBTOMAaTHU3UPO-
BaTh ce0s, HO HE paall IOCTIHKEHWS BHEIIHEH IenH
(kak paboumii, CHOPTCMEH, MOJUTHK U TIP.), & ISl TOTO
9TOOBI M3BJECKATh CBOM KBAHT YJOBOJBCTBUS M3 ITOU
aBTOMAaTHU3aIlUH, OBITh HE COOOM, OBITH IPYTHM, OBITH
marmHol B Mamuae» (Ilesros K. I1. KomnbroTepHbie
UTPBI Kak nmpeaMeT ¢punocodcekoro ananusa // Bectauk
Clior'y. Cep. 17. ®unocodpus. Kougaukromorus.
Kynsryponorus. Penurmosenenme. 2016. Bpm. 1.
C. 102.).
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HbIH ONBIT’. VI KOMIIBIOTEPHBIE UIPHI 3aBEPLIAIOT
9TO ABUKEHHUE, HAYaTOE PAHHUMHU DJICKTPUUYECKHU-
MU TEXHOJIOTUSIMHU, JOBOAAT TAKTWIBHBIA OIIBIT,
c(hOpMUPOBAHHBIN METUHHBIMA WHCTAHIIUSIMH, 0O
NPEIeNbHOr0 BBIPAXEHUs, MpeojoneBas «madoc
JUCTAaHUMW» KHHUKHOM KyJNbTypbl. Tak, HUIEMbI
BUPTYaJIbHOM pPEaIbHOCTH, KOCTIOMBI I IIOTPY-
KEeHHUA B LU(PPOBYIO Cpely, UTPhl C TaKTHJILHOU
00OpaTHOM CBSI3bIO YCHJIMBAIOT JTFOOOU JOCTYITHBIN
B IPEABIAYIIUX MeAua TEIECHBIA OIBIT, Pa3BUBA-
10T ero. «He wumess BO3MOXXHOCTH MpeOBIBATh
TOJBKO B M3MEPEHMHM OWOJIOTMYECKOTo Tena, —
Meanapunocodp
K. A. OuepeTrsiHblii, — YEIOBEK KOMIIEHCHPYET

MULIET neTepOyprekuii

’ HecMOTps Ha TO, YTO KMHO WM TEIEBHIEHHE TECHO
CBS3aHBl C AayJUOBHU3YaJIbHBIM OIBITOM, OHU TaK¥kKe
JAIOT MOUTHBIM UMITYJILC PA3BUTUIO OCSI3aHUSI, UyBCTBA
OpraHUYEeCKOM CBS3U BOCIPHUATHS CO CpPeloil, B KOTO-
poii oHO opmupyercs. Tak, ckaxkeM, BCe TEIO BKIIO-
YaeTcsi B BOCIPUATHE KHHO, a €ro JCQUIMT BIIOIHE
MOXKET MPUBECTH K HEMTOHUMAHUIO MPOUCXOISIICTO Ha
JKpaHe: 3pUTENh HE NPOCTO BOCIPUHHUMAET (WIBM
rJ1a3aMi, OH MPOKUBACT €ro 4Yepe3 TOTaIbHYIO Tejec-
HYI0 MOOWIM3AIHIO, OTBIT MPEACTbHOW COOpPaHHOCTH
(1t ATOTO, KOHEYHO, JIYYIlIE BCEro MOJXOJAT CICIIH-
IBHBIC TPOCTPAHCTBAa COOpKH — KuHOTearphl). Ere
sipYe ATU TEXHUKU MPEJCTaBICHBI B OMBITC TEJICBUIC-
HUsSI, BTATUBAIOLIETO HAaC B HMKOHUYECKOE IPOCTpaH-
CTBO CHUHECTE3UU M COINEPEKUBAHUSA. DICKTPUUCCKUE
MeJua B LIEJIOM MPEAaraioT YelIOBEKY OMBIT «BCEMpO-
HUKAWOIIEro BreyarTieHus» (MakitodH), TOTalbHOM
cOOpKH TEIECHOCTH, B KOTOPOH TacUTCS UMITYJIhC Ha
MEXaHWYECKH HW30JIMPOBaHHbIC Boctpustus. [loapoo-
HO 3TOT CIOXeT pasbupaerca Mapmamiom Makiro-
sHOM B kHure «lloHmManue menuayn, g IpUMepa
MOXHO TIPUBECTH HECKOJIbKO muTat: «lIpexHue tex-
HOJIOTHM OBUTH YaCTUYHBIMU M (pparMeHTApPHBIMH, TO-
Ila KaK JJIEKTpUYECKas — TOTalbHA M MHKIIO3UBHAY;
«INEeKTPUUECTBO, KaK U MO3T, 1aeT CPEACTBO BXOXKIIE-
HUS B KOHTAKT CO BCEMH TpaHsAMU ObITHS cpa3y. Jlumib
M0 CIYYaifHOMY CTCUEHHUIO OOCTOSTEILCTB IIEKTpHUe-
CTBO SIBJISICTCSL BU3YAIBHBIM U CIIYXOBBIM; IIPEKIE BCe-
ro oHO TakTwibHO» (Maximosu I'. M. Tlonumanue me-
mua: Buemnue pacmmpenus yenoBeka. M.: KyukoBo
noite, 2011. C. 69; C. 283.).

“He3allUILEHHOCTh, HEYBEPEHHOCTh, MaJIIECTh, B
M3BECTHOM CMBICIIE — OOr0OCTaBICHHOCTD ITOMC-
KOM KOJIJICKTUBHOI'O W/ CHMBOJIHMYECKOIrO Tela.
CerojiHs 4elIOBEK CTPEMUTCSI 0OPECTH CBOIO KOXKY
B 3J1eKTpOHHBIX Meaua»'?, Vike B. Benbsamun or-
MedJall, 4TO MeJfa, B YaCTHOCTU KHUHO, TpaHC(hOop-
MUPYIOT HAaIlly YYBCTBEHHOCTh: KOMIIbIOTEPHBIC
UTPHI JIENIAal0T 3TO HHTEHCUBHEE, TaK KaK TPeOyIOT
OOJIBIIIEH — COMATHYECKON — OTHAYH OT IIOJIH30Ba-
Tensi. YyBCTBEHHOCTb alTOPUTMHUYECKOTO Teja
WUrpoKa MOJpa3yMeBaeT HE JUCTAHIMIO, HO yda-
CTHE, BOBJICYEHHOCTb, KOTOPAsi dKECTKO MPUBsI3aHa
K cepusiM omnepanuid, Oiaromaps KOTOPBIM OCY-
LIECTBIISICTCS UTPA.

Beunoe so3epaujeHue 0mlly[)/6‘0€HH012 menecrHocmu

CormacHo wusBecTHOM MbIciH IlnaToHa,
BbICKa3aHHOM B muanore «®emon», ¢unocopus
€CTh NPUYTOTOBIEHUE K CMePTHU'!, TaK Kak H B XO-
ne GpuaocopcKoro pasMbIILICHHS, U B X0A€ YMH-
paHus Ayma otaensercs (M oTHansercs) oT Tena.
1o IInaToHy, MBIIUIEHHE MPEAIIOIAracT BBIXO/ Ha
YPOBEHb YHHMBEPCAJIBHOIO M JAUCTAHIINIO, KOTO-
PYIO MBI 3aHMMaeM I10 OTHOILICHHIO K Temy, CIe-
KYJIATUBHYIO OIlepaluio, Kotopyro Hurme cBs3an
C «UMAMOCHHKpa3ueil GpuinocopoB» — OTCYyTCTBUEM
MCTOPUYECKOTO UyBCTBA, YTO MOPOXKIAET HEIOBE-
pue K YyBCTBaM, a 3Ha4uT, U Teny'2. D1y onepa-

' Ouepersnbiit K. A. Kondurypauus MeamanbsHOKR

tenecioctn // Mennadunocodus XIII. YHuBepcym
ou(pPoOBOro pasyma: HOBBIE TEPPUTOPUH CMBICTA.
CII6.: Cankt-IletepOyprckoe dumocodckoe obre-
ctBO, 2017. C. 65.

' «Te, xto nmommuuHO npenan GpUIOCO(HH, 3aHATHI HA
CaMoM JieJie TOJIbKO OAHUM — YMHUPAHHEM H CMEPTHIO»
(ITmaton. denoH. 64a).

12 «BBITH unocodomM, OITH MyMHUeH, 1300paKaTh MO-
HOTOHOTEU3M MHUMHUKOW MoruibliukoB! — W mpexne
BCET0 NpOYb meno, 3Ty JOCTOWHYIO cokayeHHs idee
fixe uyBctB! Opmep:kuMoe BCEMH OLIMOKAMH JIOTHKH,
Kakue TOJNBKO €CTh, OIPOBEPTHYTOE, aKe HEBO3MOXK-
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LU0 MOKHO OINIO3HATh U B KapTE€3HMAHCKOM pasjie-
JICHUM MBICIIAIIECH W MPOTSHKEHHON CyOCTaHIHA,
KOTOPOE CTaJI0 OCHOBAHUEM YJaJICHUS OT «OBITHSI-
B-MHUpE» M HAyajJoM TOCHOJCTBA «IIPEACTaBIIe-
Hus» (Xaigerrep). Kazamoce Obl, cucremartude-
CKOE — HaBSI3UMBOE — HEJIOBEPUE K TEILy, KOTOPOE
JEMOHCTPHUPYET Kiaccuueckas ¢Guiocopus OT
[Tnarona no KaHTa, rOBOPUT O TOM, YTO MBIIILIE-
HHUE C TEJIOM PaJUKaIbHBIM 00pa3oM PacXoasTcs.
Ho pemenne aroro Bompoca B KOMIIBIOTEPHBIX
urpax, NpeACTaBJSAIOIIMX WMTOT Pa3BUTUS Meaua
MOCJIEAHUX ABYXCOT JIET (a eciau cBsA3aTb MX C
TEXHUKOM MEepCHeKTUBU3MA B KHBOIHUCH, TO U 00-
Jee), Apyroe — COEIMHEHUE MBICIU W Tela, YHU-
BEPCAJIBHOTO U YHHMKAJIbHOI'O, KOTHUTHBHOIO U
coMmaruyeckoro. Mrpas u BKIo4asicb B MUHTEpIpE-
TalUIO0 [TPOUCXOMSILEr0, Mbl HE yAalsieMcsl OT Te-
Ja, a HampOTUB, Kak cka3an Obl utmap Kammep,
MbICIUM MeNoM, TEIECHO IOTpy’KaeMcsi B WIpY.
3naku, uHTEpQEiics U Tena o0pazyloT KOMMYHH-
KaTUBHYIO MAIlIMHY, B KOTOPOH MBICIb HOCHUT
nepOpMaTUBHBI XapakTep', pokmaeTcs B Ke-
CT€, KOTOPBIH C IIOMOILbIO CUCTEMBI TIOCPETHUKOB
oroOpaxkaetcsi Ha sKkpaHe. HappaTtus B BUie Tek-
CTOBBIX U BU3yaJbHBIX JIEMEHTOB, T'€UMILIEH, Ma-

HOE, XOTS OHO JOCTaTOYHO HArjo Ui TOTO, YTOOBI
nzobpaxare u3 ce0s HeyTo AeHcTBUTENBHOE!..»
(Humme ®@. Cymepku uponos, win Kak gumocodcTso-
Bath MojiotoM // Huywe @. Counnenus B 2 11. T. 2.
M.: Meicib, 1990. C. 568).

1 3anmanHoeBpomeiickas Ky/IbTypa, KaK 3aMedaloT aMe-
puKkaHckue aHanuTHkd  Meama  JDk. boatep u
P. I'pycun, necer B cebe or Peneccanca (u nzobpere-
HUSI TIEPCIICKTUBBI) J0 HAIIEro BPEMEHH JBa MPOTUBO-
MOJOXKHBIX UMITysibca. C OTHOH CTOPOHBI, MBI CTpe-
MHUMCS YBEIUYUTEL YHCIIO MEIHa, raHKETOB, TEXHUYC-
CKHX amfapaToB B HANICH XM3HU, YTO MOXHO Ha3bl-
BaTh T'MIICpPMEIHAIIMEH, a C IPYTroil — XOTeIH Obl UMETh
HETIOCPEJCTBCHHBIH OIBIT pPEaJbHOCTH, YTO MOXKHO
Ha3bIBaTh MPO3PAYHOCTHIO MM aMeIHAITbHOCTBI0. CM.
noapobHee: Bolter J. D. Grusin R. Remediation: Un-
derstanding New Media. USA, 2000.

TEMaTU4YECKHE OINEpaluy MU TEJIO CIIMBAIOTCS B
€UHBIA MEAUYM.

Ho urpoBoit onbIT 3a4acTyro CBA3BIBAIOT C
TEJIECHOW JAerpajalveil, U psl TParudyeCKux Mmpu-
MEpPOB CBHIETEILCTBYET B MOJIB3Y ITOTO Te3uca'?.
K coxanenuto, HecuaCTHbBIE CITyyau, CBSI3aHHBIE C
riyOOKHM TOTPYKEHHEM B WUIpY, U 3JI0YyNOTped-
JIEHUE WIPaMH B LIEJOM, KOTJA JIOAM JIHUIIA0TCA
paboThl, CeMbHU, CHA, MPEACTABIISIIOT COOOH IUIaTy,
KOTOPYIO Y€JIOBEUECTBO BHOCHUT 3a IPABO PACIIH-
peHus cBoei — orM(ppPOBaHHON — YYBCTBEHHOCTH,
32 BOBMOXKHOCTb MPHOOPECTH HEOOBIYHBIH OIBIT U
UITH 10 IyTH SMaHCHUIIAluy kenanui!>. Bosnu-
Karolllas Ipu 3TOM KBa3MKapTE3MaHCKas WUIUTIO3US
OecTeNneCHOCTH reiiMepa Ha MOBEPKY OKa3bIBAETCS
noxxHOW. TpyaHO TpencTaBUTh IPOXOXKICHUE
Contra, Cuphead wim Beuep, HmpoBeAEHHBIH 3a
«Terpucom», 6€3 HOMKHON TENEeCHOW (M KOTHU-

4 B cepun «Make Love, Not Warcraft» momynspsoro
aHMManoHHoro cepuana South Park uponnyno oGwbIT-
PBIBAIOT 3TOT MOMEHT: IIEPCOHAKH, HE BBIXOIS M3 JI0-
Ma, WTPaloT B OHJAWH-UTPY, M3-3a Yero HaYWHAIOT
TOJICTETh M TEPATH 4YenoBeueckuii obiauk. Ho B nei-
CTBHUTEJIFHOCTH UTP OYEHb MHOTO U OHH MpEIIaraioT
caMblii pa3HOOOpa3HbBI ONBIT: K mpuMepy, Pokemon
Go (2016), HanpoTHB, BbIBENIAa HTPOKOB Ha YJIHILY.

!> KoHeuHo, 5TO He MPOCTO HEHTpanbHas ILIaTa, HO
arcepmea 1Mppe. AHATUTHKA KEPTBBI JaBHO MOAME-
TWIH, YTO COBPEMEHHBI MHUp MpeliaraeT pasHooO-
pasHble CyOCTHTYTHI apXaudeckod (OpMBI KepTBO-
npuHomeHus: «CMepThio Apy3el muTaercsl a3apT UT-
pBI, 0OpeTaloTCcsl caMOyBaKeHHE U 3HAYMMOCTh. Pery-
JSpHBIE  Tpareauu ATBIIMHUCTOB, TYpHCTOB-
0aii;IapOYHNKOB, aBTOTOHIIMKOB — 3aJI0T HE OymyIInx
OECKPOBHBIX MOXOAOB M COCTSI3aHMH, HO WX MPHUTSATa-
TebHOCTH. JKepTBbI, KOHEUHO K€, MOTYT OBITH HEOCO-
3HaHHBIE, HO HE HelleTble: OHU — KEJEe3HBIH 00pyY,
CTATHBAIOLINIA COPAaTHUKOB B €AWHCTBO. JKepTBa, He
OecrionesHa, eciy e OHa Oecroe3Ha, TO TOTAa 3TO He
XepTBa. IT0 cMepTh Ha mokoe» (CaBuyk B. B. XKeptsa
// Anthropology.ru.

URL.: http://anthropology.ru/ru/text/savchuk-
vv/zhertva (nara obpamenus: 25.12.2018).).
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TUBHOW) TpeHupoBku. [IpaBaa, adpdexrarus u un-
TEHCHUBHOCTh MOOHMJIM3AIMM COMATHYECKHX pe-
CYpPCOB BO3pPAacTalOT B MPOIIECCE UTPbl HACTONIBKO,
9TO TEJIO KaK Obl BEBIHOCUTCS 332 CKOOKH, MBI TIEpe-
CTaeM €ro 3ameuaTb. OTa WIIIO3US OTCYTCTBUS
TeJIa U €ro HEHY>KHOCTH B UTPOBOM IIPOILIECCE pac-
CeMBAETCs, €CIM MBI OOpaTMM BHHUMaHHUE Ha TO,
YTO B UTPE BaXHBI TOUYHOCThH JKECTOB, OINEpPATHUB-
HOE B3auMoOJeNCTBHUE cO cpenoil. Hapsaay ¢ Hop-
MaTHBHONH NPOPabOTKOW COMATUKH HIPOBBIMU
CpeACTBaMH, KOT/Ia WUTPOK YCBauBaeT CTaHIApT-
HBIE CIIOCOOBI YNpaBJICHUS, HHTEPHUOPHU3HPYET
HaBBIK BJaJIeHUs UMHTepdeiicaMu, KOTOPHIH BIIO-
CIICZICTBUU TOMOTaeT MpPU BXOXKJIEHHH B JIO0YIO
uppoByI0 Cpely, B WIpax pa3BOpayMBaeTcs M
OTrPOMHOE KOJMYECTBO COMATHYECKUX SKCIEepH-
MEHTOB.

Tak, nanipumep, B urpe Brothers: A Tale of
Two Sons (2013) urpox ynpasisieT HE OJHUM, a
IBYMsl aBaTapaMyd OJHOBpeMeHHo. Mrpa, OTchI-
Jamomas K KIACCHYECKMM o0pa3aM H3 CKa3oK,
CTPOUTCSI BOKPYT UCTOPHH JIByX OpaTheB: UX MaTh
YTOHYyJIa B MOpe, a OTell TshKeno OojeH. UToOwl
CIAacTH €ro, Oparbs JOJKHBI JOOBITH BOJIIEOHOE
JIEKapCTBO B ropax, IA€ KUBYT BEJHKaHbI (4eM
BbIIlIE OHM 3a0MparoTcs, TeM KpynHee U Oe3xa-
JIOCTHEE OHM CTAHOBATCS). B BH3yanbHOM IIaHe
Urpa O4eHb KpacuBa — M YMEJO BOCCO3/ae€T aTMO-
cdepy CKa304HOTO MPUKITIOUEHUS, HAITOJTHEHHOTO
OIACHOCTSIMHM, KOTOPBIM T'€pOH IPOTHBOIIOCTAB-
JSI0T CMEKalKy M HaxomuuBocTh. Ho rmaBHoe,
KOHEYHO, TelMIuIeii: OpaTbs NOJKHBI HAYYHTHCS
paboTaTh BMecTe, YTOOBI MIPEOA0JIEBATh PA3HOO0-
pas3Hble NpensaTCTBUSA. ['eMMIUIEd NOCTPOEH TaKUM
0o0pazoM, YTO WUIPOK, YNpPaBisis OJHOBPEMEHHO
IBYMsI aBaTapaMu, YYUTCS KOOPJMHHUPOBATH 00€
PYKH, KaK IIPU UIPe HA THTape, U yepe3 3Ty Mexa-
HUKY TPHUBBIKAET K B3aUMOBBIPYYKE, B3aUMOIIO-
Mouu. ['eliMIuIeN nepemieraercs ¢ HappaTUBOM,

NPUBHMBAs MBICIb O TOM, YTO OpaThs JOJKHBI
JIep>KaThCsl BMECTE, UYTO TOJIBKO KOMaHJHAs pabo-
Ta TIOMOXKET UM BEPHYTHCS C JICKAPCTBOM.

Eme Gosplre cOMaTHYECKUX 3KCIIEPUMEH-
TOB MOXXHO OOHapyXHTh B COBpPeMEHHBIX VR-
npoekTax'® u urpax 1y MOOWIBHBIX YCTPOMCTB ¢
WX TaKTWIBHOW OOpaTHO# cBs3pio. Hampumep,
COTPYAHUKH HCCIIEOBATEILCKON J1abopaTopuu
komrnaHuu Disney COBMECTHO € Yy4Y€HBIMH U3
MaccauyceTckoro TEXHOJIOTMYECKOro HHCTUTYTA
(MIT) u VYuusepcutera Kapnerun-Memnona B
2018 romy pa3paboTaid KOCTIOM JJsi BHUPTYaib-
HOW pearbHOCTH, WMUTHPYIOIUN (uU3ndecKue
3¢ deKThI, yaapel U Mp. B3aUMOACHCTBHS C TEIOM
urpoka'’. Bemyrtcs paspabOTKM yCTPOWCTB, CIO-
COOHBIX IepelaBaTh BKYyCOBbIE OLIYIICHHMS, 3aria-
X{, TEKCTYypbl mpeaMeToB u mp. Tak, Hampumep,
st cmaprdoHoB eme B 2016 romy paspaboran
crienuanbHbIi neBaiic Kissenger, ¢ momorpio Ko-
TOPOTO TIOLENYH MEPealoTCs Ha PACCTOSHUU (Ha
cMapTQOH Ha/AEBACTCs ClIEIUATbHAS CHIIMKOHOBAs
HacaJKa, KOTOpas 3allOMMHAET IOLETYH MOJIb30-
BaTels U MepelaeT ero ajpecary, HCIOJb3yIolle-
My TakKoil jxe JeBaiic /i1 pacum(poBKH «C000-
wenus»'®). Co3nanue Takux yCTPOUCTB, Kak 3a-
MEUaIOT UX pa3pabOTUMKH, UMEET OrPOMHOE 3Ha-

' Uutepec k VR-Urpam TosBUICS IABHO, HO MX Pa3-
BUTHE COTPSDKEHO C PSIIOM TPYIHOCTEH, Kacaromuxcs
Mpex/e Bcero npobieM (U3NOIOrHN BOCIPHUATHS, KO-
TOpBIE HE paspelieHbl 10 cux mop. JnurensHoe mpe-
ObIBaHME B LIJIEME BUPTYAIbHOW pealbHOCTH BBI3bIBA-
€T TOJIOBOKPY>KEHHE, TOIIHOTY | T. II.

7 Delazio A. et al. Force Jacket: Pneumatically-
Actuated Jacket for Embodied Haptic Experiences.
URL: https://s3-us-west-
1.amazonaws.com/disneyresearch/wp-
content/uploads/20180424165727/Force-Jacket-
Pneumatically-Actuated-Jacket-for-Embodied-Haptic-
Experiences-Paper.pdf (nara obpamenns: 11.08.2018)
'8 Cm. undopmarmio o6 ycTpoiicTBe Ha caiiTe:
http://kissenger.mixedrealitylab.org (gaTa oOpameHwus:
11.08.2018).
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YEeHUE JJIS Pa3BUTHS NEPUENIMUA MAIIuH, KOMMY-
HUKAIUS ¢ KOTOPBIMU BCKOpE CTaHET YeM-TO 3a-
ypsaaubiM. CKakeM, ceKc ¢ podoTaMu yXe ceilyac
BIIOJIHE JIOCTYIIEH B PAa3BUTBIX CTpaHax (HE Tak
JaBHO 3aBE/ICHUE, MPEIOCTaBIAONIee MOJI00HBIE
YCIYTU OTKPBIJIOCH U B MOCKBE), UTO MOPOKIAET
3aMpoc Ha MEePLUENTUBHYIO TPAMOTHOCTb MAIIIKH.
UYroObl BEpHYTHCSI K KOMITBIOTEPHBIM HI-
paM, MOXKHO BCHOMHHTH ycTpoictBo ShapeShift,
paspaboranHoe y4deHbIMH CT3HA(POPACKOro yHH-
BEpCUTETA, KOTOPOE UMHUTUPYET TEKCTYphI U (op-
MBI TIPEJAMETOB, BCTPEUAIOIIUXCS MOIH30BATENIO B
VR: urpok kacaercs CTepKHEH, MEHSIOLUX CBOIO
IUTUHY, YTO CO3/AeT WJUIIO3UI0 MPUKOCHOBEHUS K

npeameram'’.

Ha nansbplif MOMEHT mpubop He
MOJKET TepeaBaTh TOHKUE HIOAHCHI TaKTUIIBHBIX
OLLYLIIEHUH, HO BIIOJIHE CIIPABJISICTCS C Iepenaden
«obmiero miuaHa», GOpPMbI, TOBEPXHOCTH, MO KO-
TOpOH uaeT urpok u ap. B Onore kommanuu Mi-
crosoft B mapte 2018 roma aHOHCHpPOBAaHBI KOH-
TPOJUIEPHl A TAaKTHIIBHOTO B3aUMOJCHCTBHUS C
«BupTyanbHOil cpenoit»y — CLAW wu Haptic
Wheel, xoropsie Takke HUMHTHUPYIOT TEKCTYpPbI
NPEeIMETOB U JenaloT Ooyiee «MaTepuatbHBIM»
B3auMojeiicTBue ¢ UrpoBoii cpenoii?’. Paspabor-
KA B YKa3aHHOM HaIpaBJICHUU BEIYTCS MHOTMMHU

' Siu A. F. et al. ShapeShift: 2D Spatial Manipulation
and Self-Actuation of Tabletop Shape Displays for
Tangible and Haptic Interaction // CHI'18 Proceedings
of the 2018. CHI Conference on Human Factors in
Computing Systems Paper Ne 291, Montreal QC, Can-
ada, 2018.

URL: http://shape.stanford.edu/research/shapeShift/sha
peShift-CHI-paper-2018.pdf  (mara oOparteHus:
11.08.2018).

2 CwM. uHpOpMANHMIO O KOHTpoiiepax B Omore Mi-
crosoft: Touching the Virtual: How Microsoft Re-
search is Making Virtual Reality Tangible. URL:
https://microsoft.com/en-us/research/blog/touching-
virtual-microsoft-research-making-virtual-reality-
tangible/ (nata obpamenwus: 31.01.2019).

KOMITAHUSIMH, M C TOJaMH UX OyJeT CTaHOBHUTHCS
TOJILKO OOJIBIIIE.

Bcest aTa nuzaiinepckas pabota He OrpaHu-
YHMBAETCs dKCIIEpUMEHTaMH ¢ TenoM. Urpsl npen-
CTaBIISIOT T10JIE JJISI UCTIBITAaHHSI MBILIUIEHUS U CO-
O0pa3UTENbHOCTH, PAa3BUTUS BOOOpPAXKEHUS U

BHUMAaHUs, COCIUHAS HX C TIeUMIUIEHHO-
COMaTHUYECKHUMH orepanusMu. B mocnennee Bpe-
Msl TOSIBJIIETCSI BCe OOJbIlIe MPOEKTOB, Pa3BHBa-
IOIIMX KOTHUTUBHO-COMAaTHYECKUH  IMOTEHIHAI
urp. Tak, Hanpumep, HeTaBHO BO3HUKJIA KOHIIET-
ISl «HEUpOreMMHHIa», B KOHTEKCTE KOTOPOM
KOMIIBIOTEPHBIE MTPHI HCIIOJIB3YIOTCS IS Jiede-
HUS JeTell ¢ CHHAPOMOM JedHIMTa BHUMAHWA,
rurepaktuBHOCTH M aytusMa!. OcoOblit uHTEpEC
B KOHTEKCTE€ pasroBOpa O pa3BUTUU cOMAaTUYe-
CKHUX HaBBIKOB B UIpE MPEICTABISAIOT, KOHEUYHO,
Takue ycrpoicTBa, kak Wii Fit, Tpenaxep, pazpa-
6otannsblii Nintendo /i urpoBoit npuctaBku Wi,
KOTOpBIM  BKJIIOYAaeT deThIpe Kiacca  HIrp-
YIpaXHEHUH: Urpbl Ha OanaHc, adpoOMKa, CHIIO-
BbIE YyNpaxkHeHUs U Hora. Ha ocHoBe 3TOro
YCTPOWCTBA KWHE3UOJIOTH, 3aHUMAIOIINECS Jeye-
HUEM ayTHu3Ma, pa3padaTbIBalOT HIPbI, KOTOpHIE
MIOMOT'al0T «TPEHUPOBATHY YYBCTBO OaaHca?,
KoHeuHO, MHOTHE SKCTIEPUMEHTHI TeHMAN-
3aifHEpPOB OTPAHUYEHBbI TEMU CPEJICTBAMH, YTO JI0-
CTynHbl urpokaMm. He Bce MOryT mo3BoiuTh cebe
noporue (M 10 CUX IOp MajloMHTepecHble) VR-

TapHUTYPBI U CIIO’KHBIE JCBANChl BPOJE CUMYJIS-

! Tepuep JI. Game out: Kak Bujieourps! o6ydaroT fe-
TEH-ayTUCTOB JEPXKATh PAaBHOBECUE U y3HABATb JFOJCH
// Xatitek. URL: https://hightech.fm/2018/06/29/game
(mata o6pamenus: 10.07.2018).

22 Travers B. G. Biofeedback-Based, Videogame Bal-
ance Training in Autism / Waisman Center. URL:
https://waisman.wiscweb.wisc.edu/wp-
content/uploads/sites/69/2018/01/DWE-Autism-2018-
Present-Travers-VideoGames.pdf (mata oOpareHus:
11.08.2018).
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TOPOB TOHOYHOTO aBTOMOOMIIA. CKOpee peub UeT
0 paboTe C TeM reMMIUIEHHO-COMATUYECKUM SI3bI-
KOM, KOTOpBIA CTall Uil KOMIIBIOTEPHBIX HUIP
npumepy, miaardopmep-
rojoBosiomka Braid (2008) yuur HenmuHeHOMY

kimaccuyeckuM. K

BOCTIPUSITHIO BPEMEHHU: YTOOBI YCIEHIHO pa3pe-
IIMTh BCE 3arajK, MPOWTH YPOBHHU, HEOOXOAUMO
HE TOJIbKO OCBOMTH O€r M MPBDKKH, HO M BKIIIO-
YUTHCSI B UTPY C BPEMEHHBIMHU NIPOLIECCAMU: KOI'/1a
UTPOK, ynpaBiigs TUMOM, INIaBHBIM IepoeM, I0-
MyCKaeT ouMOKy, BpeMsi MOKHO OTMOTATh Hasal,
4TOOBI TIOBTOPUTH MONBITKY. Ha mpocreiimue ur-
POBBIE MEXAHUKHU, XOPOILIO U3BECTHHIE [0 PAHHUM
urpam cepuu npo Mapuo, reiimausansep /[Jxona-
TaH bioy HanoXui HOBBIE, CBA3AHHBIE C IEpEMeE-
LICHUSMH BO BPEMEHHU, U CBS3aJl UX C HAppaTu-
BOM, IIOCKOJIbKY TI'€pOil BOCCTAHABIMBAET CBOE
npouutoe. IloBepHYB BpeMs BCIATb, MBI MOYKEM
YBUJETb, KaK F'€POU CTAHOBATCS 3JI0ESMH, 3JI0-
JIEW — CIIACUTENSIMH, @ OTHOILEHUS MEXJYy NE€PCO-
HakaMH yCIOoXHstoTcs. HekoTopele mpenMeTrsl u
cymiectBa B Braid urHOpUpyIOT MaHUITYJISIH CO
BPEMEHEM, YTO MO3BOJSET UX HCIIOJIB30BATH IPU
pELIEHNHN 3araJjoK, HEKOTOpbIE YPOBHH INpezsiara-
10T apXUTEKTYPY, KOTOpas MpHUBs3aHA K JBUKCHU-
aM Tuma U T. 1., 4TO CO3AAET IONOJIHUTEIbHBIE
CIIO)KHOCTU U U3MEPEHUsl pe(reKcHu, pa3pyliaeTt
11a0JIOHHBIE — JTMHEWHBIE — CXEMbI MBILIUICHUS U
3aCTaBs€T UIPOKAa HAXOAWUTh HOBBIE PEIICHHUS.
OCHOBHOH NpPHUHLMII 3/1€Ch — YAWBHUTH HIPOKA,
BBIXBATUTbH €0 U3 NOTOKA YCPEAHEHHOTO BOCIPH-
ATHA. DTUM IPAaBUJIOM IOJIb3YIOTCS MHOTHE pa3-
pabOTYMKN MHAM-UTP, UM TaKKe He mpeHeOpera-
IOT CO3/aTeNId MacIITaOHBIX AAA-TIPOEKTOB, XO-
TS, CKOpEE, OHU JIENAIOT CTaBKy Ha IPUBBIYHBIC
[IaTTEPHBI B3AUMOJIECHCTBUS CO CPENOM.

CBs3bIBasi BOOOpaXKEHHE M CIIOCOOHOCTH
OIIEpUpPOBATh CHMBOJMYECKUMU CTPYKTypaMu C
COMATHUYECKOW MOOMIHM3aIel, KOMIbIOTEPHbBIE

UTPBl BO3BpAIAIOT HaM BJIACTh HAJ OLU(POBaH-
HOM U OTYYXKIEHHOM B MEIMATEIECHOCTBIO. UTO
3nech umeercs B Buny? Ilo kpaitHeit mepe ¢ cepe-
muHbl XIX Beka (ecnu He cka3aTb — C IEPBOro
TEXHUUYECKOTO M300peTeHus1, TpaHCHOPMUPYIOIIIe-
T'O U OIOCPEIYIOLIETO OIBIT TeJIa) HAaUMHACTCS OT-
qyKJIeHHEe OT 4YeJOBEeKa ero TtejecHocTu. Takue
Menua, Kak pororpadus, rpaMmMopoH, KUHO?, pa-
11O, OTUYXKJAIOT Hallu 0o0pasbl, royioca, Tejec-
HBIE JKECTBI, HANEISAIOT X aBToHOMuen>*, Cymie-
CTBYIOT HE TOJIbKO OaHKH XpaHEHHs T€HETUYECKOM
U MEIUIMHCKOW MH(OpPMALMU, HO M TaKue He-
OOBIYHBIE YCTPOICTBA, KaK ammapaThl 0 KOHCep-
BallMU 3amaxoB. TeMbl OTUYXAEHUS TEJIECHOCTU
KacaJliCh MHOTHE TEOPETUKH, B YACTHOCTH,
HEMEIKO-0pa3mibckuil (umaocod, uccienoBarensb
menua B. dmroccep, oOpaTuBIIMI BHUMaHHE Ha
JBM)KEHUE OT MHOTOMEPHOCTH K HYJIb-MEPHOCTH,
K TOYKE CXaTUsg BPEMEHHM M CBEPTBHIBAHUS IPO-

CTpAaHCTBA, OT XMU3HCHHOI'O MHUpPA K CHUHTCTHUYC-

2 KuHO, KOTOpOE, KaK OTMEUAJIOCh BBIIIE, aTleIHPyeT
K TaKTHJIBHOCTH, MPEIIONaraeT OIBIT BOBJICYCHUS
3pUTEINS B SKPAHHOE MPOCTPAHCTBO, IIPU ATOM BEICTY-
MaeT ¥ anmapaTroM OTYYXICHUS TelleCHOro obpasa, ero
KOHCEepBaluu (BCIEJACTBUE YEro, K MPUMEpPY, MOKHO
TOBOPHUTH 00 apXeoJOTHH TENeCHOro obpasa (B) KHUHO,
KOTJla COMAaTHYECKUe TEXHUKH, 3a(pUKCUPOBAHHEIC
CTapbIMU (PHIIBMaMH, TIPEIBSBIISIOT «CIOW» Pa3BHTHUS
COMAaTHKM Ha TMPOTSXKEHHH XX BeKa). JTH pa3HOHA-
MPaBJICHHBIC TIPOIIECCHI — PA3BUTHS TAKTHIIEHOCTH H
OTUYXKJCHHUS TEIECHOTO 00pa3a (B) KMHO — 3a/1al0T Ia-
pasokC MEOUITHOW KYyJbTYpHI, KOTOPBIA, B CYIIHOCTH,
pa3pemaeTcs TOJIbKO KOMITBIOTEPHBIMU UTPAMH.

24 OreuecTBenHblil nccenoBares mMeaua A. H. ®dop-
TyHaTOB, pa30upas pojb TEXHHUYECKUX MeIua B OT-
YYy>KJICHUU TEJIECHOCTH, TOBOPUT, uTo yxke B XIX Beke
— BMecTe ¢ u3o0perenueM ¢ororpaduu, poHorpada u
TenepoHa — «MemuitHasS OTUYYKICHHOCTH IPEBpPATH-
Jach B HOBBIM ATaJOH coruanbHoCcTH» (DopTyHa-
ToB A. H.  Oro-memna.  CormanbHo-(unocodcekue
WTPUXH K UCTOpUHU TeneBuieHus. M.: ®@nunta, 2018.
C.29.).
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ckuM mupam?, TTo cyTH, 3TO JABMXKEHUE BCeil 3a-
[1aJHOCBPOIIEUCKOMN KYJIBTYpPBI, KaK €r0 IIOHUMAET
yxe M. Xangerrep, nepexox OT «OBITUS-B-
MHpE» K MUPY-KaK-KapTHHE, KO «BPEMEHU KapTH-
Hbl MUpa». Bunem diroccep oTMedaeT TeXHUYE-
CKHM XapakTep 3TOro ABUXKEHUSA, €ro CBI3b CO
CpPEICTBAMU KOMMYHHUKALUH.

Ta xe camas curyanus 3angeBaer u K.-
@. JInorapa, CTaBIIEr0 OJHUM U3 OPraHU3aTOPOB
BbicTaBku «Hemarepuanbnoe» 1985 roga, Ha Ko-
TOPOM 3KCIIOHMPOBAJIACh HAIllA COMAaTUYECKas
BCTPOEHHOCTb B MUP TE€XHUYECKOW CUMYIISLUU U
kommyHukauu. To, uro s Jlmorapa Obuto He-
OOBIYHBIM M HOBBIM, CBUETEIHCTBYIOIIUM O Jie-
MaTepHalIM3allMy  OMbITa, JIOOOMY BIIAJCTIBILY
cMapTdoHa TOKAXKETCS TPHUBHAIBHBIM. Tak,
MapuIpyT, NPONACHHBIA IIOCETUTENIEM BBICTaBKH,
3aIMCBIBAJICS HA MarHUTHYIO KapTy U COXpaHsJICS
Ha KOMIIBIOTEPE — CErOJIHs TO K€ CaMOe IPAKTH-
YEeCKU JIIOOOH YEIIOBEK MOXKET cAelaTh C IOMO-

6

B0 COOCTBEHHBIX TamkeToB?®, Temm ke mpo-

6nemamu OblTH 03a004eHbl MakittosH, boapwuitsp,

% Tloapo6ro cxemy dmoccepa pa3oupaeT HeMEIKHi
aatpononior [lutmap Kamnep (Kammep I. «Tena-
abcTpakum». AHTPONOIIOTHYECKHH YETHIPEXYTOJIbHUK
W3 MPOCTPAHCTBA, MOBEPXHOCTH, JIMHUA W TOYKU. //
Kammep JI. Teno. Hacumue. Bons. CII6.: M3garens-
ctBo PXT'A, 2010. C. 65-86.).

26 Cp. TaksKe OMBIT CETEBOTO OOIIEHHs OPraHU3aTOPOB
BBICTaBKH, KOTOPOE B CBETE€ COBPEMEHHON KOMMYHH-
Kalui Kakercs OaHambHBIM: «B pamkax BBICTaBKH
“Hemarepuansubie” B Llentpe ITomnuny B 1985 roay
BbIatoImuecs (paHIy3cKhe XyIOXKHUKA W WUHTEIJICK-
Tyansl (B uucie npounx Hanudnb bropen, XKak ep-
puna, Toun Oycnep u Kan-Opancya Jlnortap) npuns-
JIM y4acTHe B KOJUIEKTUBHOM aKTE CO3JaHMs TEKCTa, HE
BBIXOZS M3 JIOMa M CBS3BIBasCH APYr C APYTOM IpH
MOMOILIM KOMIIbIOTEpa (3TO OBIJIO A0 MOSIBICHHUS 3JICK-
TPOHHOH TOYTHI), — 32 €r0 Pa3BUTHEM MOXXHO OBLIO
HaOII0aTh C KOMIIBIOTEPA, YCTAHOBICHHOTO B My3€e»
(Pamr M. Hoseie menua B uckyccrse // Aprrua. URL:
http://artguide.com/posts/1546  (mata  oOpameHus:
24.08.2018).).

Hene3, Kamniep u n1p., U3 HbIHE KUBYIIUX (PUII0-
cooB, Kk mpumepy, Aramben u Kimkek. OT Tena
Ha TMPOTSHKECHUH UCTOPUU MEAUA MBI JBIKEMCS K
ero obpasy, ot obpa3a — K CYETHON MaIIHHE, KOM-
NBIOTEPY, AITOPUTMUYECKOMY areHTy OHOMNOJIH-
TUYECKUX TMPOLEAYP B MUPE HUPPOBBIX TEXHOJIO-
TUH.

[Tapagokc 3akitoyaercss B TOM, 4YTO MEua,
OTPaHUYMBAIOIINE HAIl TEJIECHBIM OMBIT, OTUYX-
JAOIUE €r0, CO BPEMEHEM MOMOTAIOT OCBOMTHCS
B HOBOH peambHOCTH, BO3BPALIAIOT «B35ATOE
Hampokar» Teno ¢ moaudukanusamu. Ecou ¢goto-
rpadueil (WIM KHUBOIKCHIO) IOJIOKEHO HAYaio
TEXHUYECKON NECTPYKIHH «OBITHSI-B-MHUPE», OT-
qyKJIeHUs Tena, (pUKcalluu ero odpasza, KOTOPBIH
Mo3Xe, B KHHO, 00pesT IBUKEHUE, TO KOMITBIOTEp-
HBIE UIPbl U — MHpe — HU(POBBIE Meaua MO3BO-
JSIIOT BEPHYTh 3TO OTUYKJCHHOE TeJI0 00paTHO,
NpUCBOUTH ero cebe. JII0OOMBITHO, YTO B Halle
BpeMs CcaMH Meaua o00JajaloT  Iepurenuuen
(Taumapl, TAUCKPUHBI, MALTMHHOE 3PEHHUE, aHAJIN-
3aTOpBI 3BYKa M 3aIlaxoB U TIp.), @ Mbl OCBalBaeM
CBOIO YYyBCTBEHHOCTb, B3aUMOJCHCTBYS C HHUMHU.
KommnbroTepHble Urpbl IPEIOCTABIISAIOT PE3EPBHBIC
KOIIMH TEJI JJIS1 SKCIIEPUMEHTOB U OOYUYEHHUS JKU3-
HU B UPOBOI cpene. MbI MOronaeM ux B BUE
CJI0KHOM UHTEpQEC-ayBCTBEHHOCTH? .

B kadecTBe mpumepa pacCMOTPUM HIpPYy
Luxuria Superbia (2013) ot Genbruiickoii He3aBH-
cumoit ctynuu Tale of Tales. Urpa paspaborana
JUIsl IUTAHIIETHBIX KOMIIBIOTEPOB, U €€ T'eUMINICH
npencTaBisier coOoil B3ammojeicTBre ¢ udpo-
BbIM LIBETKOM ITOCPEICTBOM HAKaTHH M MPHUKOC-
HOBEHUH K 3kpaHy. CobOupas mpenmeTsl, yCKops-

27 Cm. noapoOHee: Jlaremosa A. P., Jlenkesuu A. C.
§ 24. Unrepeiic xak (c)noxxHas GopMa YyBCTBEHHO-
cru // BusyansHas sxonorus: popmMupoBaHue AMCIH-
mwmHel. CII0.: UsparensctBo PXT'A, 2016. C. 366—
401.
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ACh, HaOMpas OYKH, UTPOK JIOCTABISIET IIBETKY
YAOBOJIBCTBHE, O YEM pPACTEHHE — OTAAIECHHO
HaIlOMMHAIOIIIEE JIMHHEEBCKYIO KIUTOPUIO — IIO-
CTOSIHHO yBeAoMJIsieT. [IpOBOKALIMOHHBIN MPOEKT
cryauu Tale of Tales obHaxkaer mMoznenb KOMMY-
HUKAI[MM C COBPEMEHHBIMU MEJMa, B paMKax KO-
TOPOM MBI MMOTJAKUBAEM IKPaHbl HAITUX IJIAHIIE-
TOB U MOOMJIBHBIX TelIe(OHOB, BCTyIAas C HUMH B
TeCHbIM (WIM WMHTUMHBIA) KOHTAKT. 3/1€Ch Tak-
TUJIBHOCTD NEPEBOAUTCS B TEXHUUYECKHH (Qopmar:
BMECTO 4YEJIOBEUECKUX MPUKOCHOBEHUH WM Tak-
TUJIBHOTO OOIICHUS C JOMAIIHUMH KHUBOTHBIMHU U
ONMM3KUMHU  JIIOABMM  POXKIAETCSA — OcCs3aTeNbHas
KOMMYHUKAIUsI € TpeOOBAaTEIbHBIMUA TEXHOIH-
TOMIIaMH, TTOTJIOUIAIONIMMH BCE Hallle BHUMaHUE U
NPUYYAIOIIMMH K MHPY BHEYEIOBEYECKOH YyB-

CTBEHHOCTHZ®,

Luxuria Superbia — wu3geBaTenb-
CKHM IIPOEKT, KOTOPBI, OJHAKO, IEMOHCTPUPYET
HOBBIE PEXXHMbI YYBCTBEHHOCTH, YETO HE JAEIAIOT
BCE OCTaJIbHBIE UT'PbI JUII MOOMIJIBHBIX — TaKTUJIb-
HBIX — YCTPOMCTB.

Hanpumep, B urpe Let’s Create! Pottery
(2011) npemaraercst cTaTb PEMECIEHHUKOM,
IIPOU3BOJALINM TOHYAPHBIE W3JENHSI, KyBILIUHBI,

TFOpHIKU: 34CCh TAKIKC HMCECT MCCTO TAKTUJIbHOC

% [IpuMeuaTenbHO, YTO TOT OMBIT 3a00THI O IUPPO-
BBIX CO3JaHUSIX MPHUBHBAICA HIPaMH C JABHHUX MOP.
MoOXHO, K IPUMEPY, BCIIOMHUTH MOMYJISIPHYIO HTPYIL-
Ky «Tamaro4ym». YXoz 3a nu(poBbIMH TUTOMIAMH J0-
MOJTHUJI MJIK B Psifie CITydaeB 3aMEHMI 3a00Ty O HACTO-
SIUX XKUBOTHBIX. Tak, reiimauzaiinep Carocu Tanzu-
pH, co3maTenb MOKEMOHOB, B JIETCTBE KOJUIEKIIMOHH-
pOBaJl HACEKOMBIX M OOMEHMBAJICA UMH C IPY3bSIMU.
OTOT KOMMYHUKAIIMOHHBIM HPUHLOWI OH MOJOXHI B
ocHoBanue urp Pokémon Red Version (1996) u Poké-
mon Blue Version (1996), pa3pabotaHHbIX i miepe-
HOCHOM KoHcosnn Game Boy, B KOTOpBIX UTPOKU MOT-
1 OOMEHUBATHCS COOpaHHBIMU NTOKeMOHamH. Peannu
HaIllel Xu3HU, npuoOperamomel Bce Oojiee BBICOKO-
TEXHOJIOTHUHBIA (opMar, AMKTYIOT MOTPEOHOCTH B
MOKMCKE HOBBIX CIIOCOOOB pa3BUTHS U MPOSBICHUS 4e-
JIOBEYHOCTH.

B3aUMOJICHCTBHE C DKPAaHOM, BO3HArpakKJICHHUE 3a
yAauHble JEHUCTBUs, HO OTCYTCTBYET AaKLEHT Ha
3pOTHU3ME KOMMYHHUKAIIMU C HHTEppercoM, XOTs B
KAaKOM-TO CTEIIEHU OH MMEET MECTO BO BCEX TaK-
TWIbHBIX Meaua. B3auMoOnencTBys C IMOBEPXHO-
CTBIO DKpaHa, Mbl YYUMCsI YyBCTBOBATh CBOH COO-
CTBEHHBIE TeJa: CaMbli IIPOCTOM IIPUMEP — TO, KaK
COBPEMEHHBIC JIETH y4aTcCs JKUTb B MUPE HOBBIX
Melua, urpas C IUlaHuieramu. be3 TeXHHYeckux
YCTPOWCTB MBI HE MOXKEM IPUCBOHUTH ceOe CBOU
u(poBbIe Tella, HE 3HAEM CYTH CBOETO IMPHCYT-
CTBUSI B MHUPE, KOTOPBIM JaBHO YK€ TEXHUYECKHU
MOIUGUIIMPOBAH U TEpeBeieH B MeIUIHbIN (op-
Mar CyILIEeCTBOBaHUA. B CyIIHOCTH, ¢ IOMOILIBIO
HOBBIX MEJUNHBIX CPEICTB, CBA3AHHBIX C UTPOBOU
UHJyCTPUEH, YEIIOBEK YUMTCS YIPABIATH pealb-
HOCTBIO Ha COMAaTU4E€CKOM YPOBHE, Pa3BUBAET BO-
obpaxkenue cBoero tena. Yxe B XVIII Beke Jla-
METpH IUCaT O TEXHUYECKOW pa3BEPTKE TEIECHO-
CTH, B KOTOPOH POXKIACTCS HOBBIM THUII — TEIECHO-
ro — BOOOpa)keHHsI, KOMITbIOTEPHbIE UTPHI, TadIa-
abl 1 VR-rapHUTYpBI 100aBUIIA 3TOMY TEJIECHOMY
BOOOPaKEHUIO MPOU3BOJUTEIBHOCTH U HU3OIIPEH-
HOCTH.

IIpoussodcmeo npucymcmeus
8 KOMNbIOMEPHBIX USPAX

Ecmu Tenerpad, TenedoH, paamo, KHHO U
dororpadus oTUyKITamM HAIly TEIECHOCTh, CO-
XpaHss ee B KaueCTBE aBTOHOMHBIX H300paXKeHUH,
3BYKOB, ()OpPM, TO KOMIIBIOTEpHBIE HTPHI, VR- 1
AR-TexHonoruu, motion capture, a TakKe TEXHO-
JIOTHH TIOTPYKEHHUS, IPUCYTCTBHS U BOBJICUCHHUS B
MOTOK LM(POBOro BOCHpuUsATHs, Takue Kak Kinect,
Wii Remote, PlayStation Move, Hydra u ap.%,

¥ Tax, Jleppuk ne Kepkxod, yuennk M. MakmodHa,
MUIIET: «...B yu@pogyio SNOXY HHTEPAaKTHBHBIC CH-
CTEeMBI MOKA3bIBAIOT, KAK OHU aKTUBHO TPeOYyIOT OCs-
3aHHA MOCPEACTBOM Pa3HBIX MOIYJIALMH AHaNa3oHOB
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BOCCO3/IaI0T U3 3THX (OPM HOBYIO TEJIECHOCTH,
YIPaBIIsITH KOTOPOH, YyBCTBOBATH KOTOPYIO, MBIC-
JHUTh U BOOOpaXaTh KOTOPOW MBI YUHMCSI B KOM-
NBIOTEPHBIX UTPax, a TaKKEe UCIONb3Yys TEXHHKY,
YCBOMBIIIYIO CIOCOOBI WHTEpaKIHH, CHOpMHUPO-
BaHHBIC B HHUX. 37I€Cb HPOHM3BOJIUTCS HE TOJIBKO
ocobast — mudpoBas — ¢popma cyObeKTa, CIPOEK-
TUPOBAHHOTO Menua, HO M ocobas (opma coma-
TUYECKOTO MPUCYTCTBHSL.

B xuure 2004 roga «IIpousBoactBo mnpu-
cyTcTBHsA. Yero He MOXKET TepeaarTh 3HadeHne?» >’

¢bunocod,
KyJnbTypsl X.-Y. ['ymOpexT nucan o ¢opmupoa-

HEMEIIKO-aMEePUKaHCKHHA TEOPETUK
HUM 3CTETUYECKOT'O OIbITa B KOHTEKCTE JIBYX OII-
NO3UIMA: «A(pPEKTOB 3HAYCHUSA» U <«3(DP(DHEeKTOB
IPUCYTCTBUS». MeTtapu3nueckass Tpagulus, SB-
JSIOIIAsACS BOIUIONMIEHHEM 3(P(PEKTOB 3HAYCHHS C
CONYTCTBYIOIIMMH MM TEXHHUKAMH HHTEpIIpeTa-
IIUU, UTPHI ¥ BBIMBICTIA, OTAAISIETCS OT BCErO Be-
[IECTBEHHOT'0, OT MaTepHalbHBIX (PAKTOPOB KOM-
MYHHKallUU, paboTaeT B pexxuMe 3a0BEHUs Tela,
3a0BeHMs MpUcyTcTBHs. ['yMOpexT momjaraer, 4yTo
SMOXU 3HAUEHHS U SMOXU MPUCYTCTBHSI CMEHSIOT
Apyr nApyra, ¥ s WUIIOCTPAllMU IpeJiaraet
ONHUCBHIBATh UX C IOMOIIBIO psAAa OMIO3ULIUI

u 3ametHocTH HHTepdeiicoB. Nintendo Wii — oueBun-
HbId ipuMep. C MOMOILBIO 3JIeMeHTa 00paTHON CBSI3H
B KOpITyce 3TOT HHCTPYMEHT OYKBAJILHO 00JIafaeT ocs-
3aHueM. KoHeYHO, B HEKOTOpPOIl CTENEHN CBSA3b C BUP-
TyaJbHON cpelnol He3aBHCUMO OT HMHTepQencoB Bce-
rZla TaKTHJIbHA, BCIAECACTBHE TOTO YTO Ul HAaBUTAL[UH
MBI HCIIONB3yeM PYKH WM YYBCTBO HaIlpaBJICHUS,
9TOOBI MPAaBUJIBHO OLCHUTH TpaMuecKoe H3MEHEHHE
nponopuuii. Ha ocHoBe Hamiero onsita B tupoBoi U
OecnipoBOAHOH smoxe MakimiodH YTOYHSET HACIO O
Boccoequaenuu ayBcTB» (Kepxod /., me. Urak, Ma-
kmooH? Bcee eme mepts? / MenunapeansHocts. Kon-
LenThl ¥ KyabTypHble mpaktuku. CI16.: ®onx passu-
tus Koupmukronorun. C. 196-197.).

3% T'ym6pext X.-Y. IIpou3BoacTBo mpucyTcTBus: Yero
HE MOXeET nepenars 3HaueHne. M.: HoBoe nutepatyp-
Hoe 0003penue, 2006. — 184 c.

(yx/Teno, 3HaK/Belb, BPEMs/IIPOCTPAHCTBO, JKC-
LEHTPUYHOE OTHOIICHHWE K MUPY / OBITHE-B-MUpE
u T. a.). Tak, Hampumep, IS AMOX 3HAYCHHS Xa-
PaKTepHO MpEeHEOPEKEHUE TEJIOM B IOJIb3Y Pa3BH-
THUS JIyXa, a B SMIOXU MPUCYTCTBUS, HAIPOTUB, CO-
MaTHYECKUE TEXHUKH IMPEBATUPYIOT HaJa CIHPH-
TUYECKUMHU.

3TO UealIbHbIC TUIIBI, OHU HE BCTPEUAIOT-
Csl B UICTOPUH B «YHCTOM» BHJIE, CKOpPEE peub UIET
0 MpeobialaHuy OJJHUX TeHJCHLIUN HaJ JPyTUMH,
o OoJpIIeM BHUMaHHH, KOTOPOE B TOT MJIM MHOH
NepUoJ yAETseTCs MPOU3BOJCTBY 3HAUCHUS WIIH,
HaoOopoTt, mpucyrcrBus. K mpumepy, cam I'ym-
Opext cuutaer CpeTHEBEKOBbE — BETUKOM M0X0i
NPUCYTCTBUS, BPEMEHEM, KOT/Ia TENy YIENSIOCh
OCHOBHOE BHHMMAaHHUE, W 3aKpbIBAeT IJ1a3a Ha WH-
TEHCHBHOE pa3BUTHE B CPEIAHUE BEKa SK3ETre3bl,
TEXHUK TOJIKOBAHMs, MHTEPIPETAIH, TepPMEHEB-
TUYECKUX TPOIETYp, BCEBO3MOXHBIX CIIOCOOOB
paboThI CO 3HAKaMH, CIIOBaMH, TEKCTaMHU.

[Touemy 00 3TOM pa3feiIeHUU CTOUT MOM-
HUTH TIPU Pa3roBOpPE O KOMIIBIOTEPHBIX HUIpax?
[Toromy 4TO B Mrpe OCYIIECTBIISIETCS CHHTE3 3(h-
(eKTOB 3HAUYEHUS U TPHUCYTCTBHUS M JIETKO IIpe-
OJI0JIEBAETCS Pa3pblB MEXKJy HUMH: MHTEpIIpETa-
U TeHMEPOM TPOUCXOAIIETO HAa SKPaHE HOCHUT
TeJNecHBbI, mephopMaTUBHBIN XxapakTep. Peub
uner o0 ocoboit npoyedypuoii menrecHocmu, KO-
TOpasi CKJIA/IbIBACTCSl B MPOIECCe UTPHL. 3a4acTylo
UTPOBOI TMporecc CTPOUTCS Ha 3abBeHWH (U
HaIUIeBAaTEIbCKOM OTHOIIEHHE K HY)XJIaM) Tela,
HO Tepea ATUM HEOOXOIUMO HACTPOUTHCS Ha
CIIQAXKCHHYIO paboTy ¢ MTPOBBIMU MHTEpdericaMu
1 KoHTpoyuiepamu. lIpencrasienue o reimepe Kak
0 TOM, KTO OTOpPBaH OT CBOErO Telila B KOpPHE He-
BEPHO: Pa3phIB C TEJIOM OCYIIECTBIISIETCS KaK 0CO-
O6ass mpoueaypa abcTparMpoBaHUA,
NPEIIECTBYEeT WHTCHCHUBHAS TPEHUPOBKA U IIO-

KOTOPOH

BTOPCHUC. bonee TOro, MHOITM€ COBpPCMCHHBIC HI'-
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pBl HA00OPOT yuyaT BIAJETh CBOMM TEIIOM, 3ame-
4aTh €ro, moOy>XJAal0T K COMaTHYECKONW aKTUBHO-
cru’!,

Couerasi HHTEPNPETALMIO U TOJKOBAHUE C
nephOPMATUBHBIM HKECTOM>2, COENAUHASL — CJIOBHO
no 3aseram Jlutmapa Kammepa — MbllUIEHHE C
TEJIOM, DPACKpbIBasl PENPECCUPOBAHHBIE KaHAJbI
YyBCTBEHHOCTH, KOMIIBIOTEPHBIE UIPBI 3aBEpILa-
10T 60pb0yY C ONTUKOIICHTPU3MOM, HayaTyko Oosee
CTa JIET Ha3aj, IPEOJO0JIEBAIOT T'OCIOACTBO 3pH-
TeNbHOM (yHKIMHU B KynbType. HecMoTps Ha mim-
POKYIO pacIpOCTPAHEHHOCTh TEPMHUHA «BUICOUT-
PBI», UTPOBBIE Me/Ma MPeInoaaraT pa3Hoo0pas-
HBII IEPLENTUBHBIN OIBIT, KOTOPBIA HE CBOIUTCSA
TOJIBKO K BHU3YaJIbHON COCTABJIAIOLIEH, IIyCTh OHA

31 Cpasy BCIIOMHHAIOTCS T€ONOKAIMOHHBIE HIPhI Ha
OCHOBE JOMOJHEHHOH peanbHOcTH Ingress (2012) u
Pokémon Go (2016) ot crynuu Niantic, B KOTOpBIX
HEOOXOOMMO TIepeMelaTbcss MO TOpoAy B MOUCKaX
MOPTaJOB WM MOKeMOHOB. [IpunoxkeHust aist coBpe-
MEHHBIX CMapT(OHOB MpeJIaraloT LIMPOKUN CIIEKTp
pa3BiieuCHUN, KOTOpBIE CBSI3aHBI C HAIIeW TEIECHOU
AaKTHBHOCTBIO: HampuMep, NPOHACHHBIE PacCTOSHUS,
KOTOpbIe (PHUKCHUPYIOTCS (UTHEC-TPEKEpaMH, MOKHO
MEPEBOIUTH BO BHYTPUUTPOBYIO BATIOTY B HEKOTOPBIX
UTpax M CTPOUTH Ha Hee COOCTBEHHYIO TaJlaKTHUKY,
CTpaHy WM ropoJ. TakuMm ke 00pa3oM MOXHO «Harla-
raThy JOTOJHUTENbHBIE MerabaiiTel MHTepHEeTa U T. TI.
Crucok moJOOHBIX BO3MOXKHOCTEH € pacmpocTpaHe-
HUEM HUPPOBOIT SKOHOMHUKH TOJIBKO PACIIUPSICTCA.

32 35ech uMeeTcs B BHAY NephOPMATHBHOCTH TP B
LEJIOM, HO CTOMT TaKXe CKa3aThb O CYLIECTBOBaHUH
OTAEIBHOTO >XKaHpa mepdopMaHca B KOMIBIOTEPHBIX
urpax. [logpobuee cm.: Auccon M. Ot Plaintext Play-
ers 10 Avatars Actors: HEOOJIBIIOE HCCICAOBAHHE HA
TeMy TieppOpMaHCOB B OHJIAWHOBBIX urpax //
Gamestudies.ru.

URL: http://gamestudies.ru/translations/performance/
(mata oOpamenuss 31.01.2018); Cxomopox M. M.
[lepdopmaHCchl B OHNaHHOBBIX MIpax: K BOMpOCy 00
OTHOLICHUSAX MEXIY BHUACOUIPAMH U HMCKYyCCTBOM //
KomnbroTepHble HIpbl:  CTpaTeTHH  HCCIEIOBaHUSL.
CII6.: MzpatensctBo Cankr-IlerepOyprckoro ¢uiio-
cockoro obmectra, 2014. C. 142—-152.).

U 3aHMMAET HEMAIyl0 €ro 4acTb. AyAHOUIPHL,
IIpeIHa3HAYEHHBIE B IIEPBYIO OUEpEb AJIS JIFOAEH
CO Ca0bbIM 3pEHUEM WJIHM CIETMbIX, MPEACTABISIOT
cO0O# Wrpbl, B KOTOPBIX KIIIOUeBas MH(POpMAIUSI
NIEpPEIAacTCsl C MOMOIIBI0 3ByKa M OpPUEHTALUS B
MPOCTPAHCTBE UAET Ha CiyX. [ eMMIUIel B HUX HE
npUBs3aH K rpaduuecKuMu uHTEepdericam u apy-
roii BusyasnpHOW uH(popMmanmu. EcTb mpumepsl
TOT0, KaK CJIENble UTPOKU C OYEHBb XOPOILIUM CIIy-
XOM TPEBpAIlaI 6UOCOUTPBI, TAXKEe TAKUE CIOXK-
Hble M ObICTpBIC, KaK (AaUTHHTH W ILIyTEpbl, B
@ayOuouTphl, TyTeM MPoO U OMMUOOK yUUIIHCH UT-
paTh B HUX Ha ciyxX. Hapsangy c ayauourpamu B
rocjeHee BpeMsi 3a CYET HIKCIIEPUMEHTOB B 001a-
ctiu VR-TeXHONOruil nosBisieTcs Kiacc Urp, Ko-
TOPBIE MOYKHO Ha3BaTh «XalTHIECKUMU» >,
Maxuiro3H nosarai, 4To 3peHue yTpaTHio
CBOE€ JOMMHAHTHOE II0JIOKEHHUE B KYJIBTYpE C II0-
SBJICHUEM DJIEKTPUUYECKUX TEXHOJOTUH. OTOMY
CIOCOOCTBOBAIM M XYJOXXECTBEHHBIE SKCIEpH-
MEHTBI IIEPBOM MOJOBUHBI XX BEKa, U MaccOBOE
pacrpoCTpaHEHUE TaKOW TAaKTHIBHOM TEXHOJIO-
I'MH, KaK TEJIEBUACHUE (B NIEPBYIO OUYEpENb B paH-
HUX €ro Bepcusix), U pOXKACHUE KaHpa mepdop-
MaHCa C €ro CTpajarolleil, YyBCTBYIOIIEH, KPOBO-
TOYallled W >KUBOW TEIECHOCTBHIO. B cBere 3TOro
HEYJMBUTEIBHO, YTO MHOTHE TEOPETUKHU MUCAIH O
IIPEOJIOJIEHUM ONTUKOLEHTPU3MA B KYJbType, OT-

34

Ka3€¢ OT YIUIOIICHHOCTU BOCHPHUATUA™ ", a XYHOXK-

33 «CrnoBo “xanTuka” (M COOTBETCTBYIONIEE MPHUIAra-

TEJIbHOE “‘XalTHYECKHi’) 00pa3oBaHO OT IPEYECKOTro
cmoBa haphe (ocs3anue) m haptikos (ocsizaTenbHBIH,
TaKTHJIBHBIN), KOTOPBIE B CBOIO O4epenb 00pa3oBaHbI
ot haptesthai (Tporars, xBararp)» (DmmTeiin M. H.
Xantuka. YemoBek ocszarommii / OmmreitH M. H.
®unocodus tena / Tynpunuckuii I'. JI. Teno cBoboapbl.
CII6.: Anereiis, 2006. C. 16.).

* EcTpb yKke CcTaBIIMe KIACCHYECKUMHU TeKcThl Kamre-
pa, ®mroccepa, Bupmmo u np. B poccuiickoM KOHTEK-
CTe TaKXe Pa3MBIIUIAIOT Haj ATUMH Temamu. Cwm.,
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HUKH CO CBOEH CTOPOHBI MPUHUMAJINCH 32 pellle-
HUE 3TOW 3a7a4y XyA0KECTBEHHBIMU CPEACTBAMH,
IIKBAJIOM IMEPLENTOB, aTakoil B 0OJEBBIE TOYKU
KyJnbTypsl. IlpaBaa, 3TOT ombIT Beerna ObLT 3MH-
TapHbIM, JOCTYIHBIM W30paHHOMY KpYTY 3pHUTe-
Jei U yyacTHUKOB nepdopmanca. KommbioTepHbie
UTPBI CHIENATN €TI0 MACCOBBIM.

Jlaxxe KHMHO, IOCIIEOBATEIbHO pEeAINU3ys
YCTAaHOBKY Ha TaKTWJIbHOE COY4YacTHE€ M TOTajb-
HOCTb BOCHPHUATHS, HE CIPABWIOCH C 3adaueil
IIPEOJIOIEHHUST BU3YaJIbHOW CIELMAIM3ALUK, II0-
CKOJIbKY INEpLENTUBHAS aKTUBHOCTb 3pUTENS IPU
B3aMMO/ICHCTBUM C (PUIBMOM OrpaHuyeHa «mago-
COM JUCTaHIMM». B KOMIBIOTEPHBIX HUIpax OT
YCIEUTHOCTH COMATHYECKOW MOOWIM3aIMU 3aBH-
CHUT MPOXOKJEHUE UTPBI, KUTEHUE» €€ TEKCTa. ITO
y>K€ HE TOUY€YHasi MHBEKLUS CMbICIIA, POKIAIOIIIe-
rocsi U3 MyJibCcaluu (J€)KOHCTPYUPYIOUINX ceOst
Ten (kak B nepdopmance), HO BCeoOLHil yenoBe-
YECKUU OIBIT, BOIUIOLIECHHBIA B PEAJIBHOCTU WH-
TepdeiicoB u cooTBeTCTBYIOIIEH UM (am) mep-
nenuuu. B mosje 3Toro omeiTa Mbl Y4UMCS JKHTb,
JyMaTb BMECTE CO CBOUM TEJIOM M ue€pe3 HEro,
JeCTBOBAaTh, BXOAUTH B 00pa3 U BBIXOAWUTH U3
o0paza, MOJHHEHOCHO IPEOJ0JIEBaTh HEAKTyallb-
HOCTh LU(POBBIX CIIEOB, OCTABLIMXCS OT yCTa-
peBiueil KoHpuUrypanuu Menua. MpICIUTh TEIOM B
UGPOBYIO 30Xy — 3HAYUT MBICIUTH BCTPOCH-
HBIMH B HETO HHTEpeiicamu.

Nrak, kakue BBIBOABI MOKHO CHENaTh, OT-
TAJIKUBAsCh OT LICHTPAJIBHOM pOJIM COMATHKU B

nanpumep: bpenep A. [I. Konen ontuku // Xymoxe-
CTBEHHBIH JKypHAJL.

URL: http://moscowartmagazine.com/issue/65/article/
1379 (mata obpamenus: 20.12.2018); Casuyk B. B.
Uro wucnonuser nepdopmanc? // Wutenpoc. URL:
http://intelros.ru/subject/figures/valeriy-
savchuk/13593-chto-ispolnyaet-performans.html (mara
obpamenwus: 20.12.2018) u ap.

(OpMHPOBAaHUM HIPOBOTO OMBITA, OT TOrO, YTO
TEJIECHOCTh (TpaHC)popMuUpyeTCs B XOA€ UIPhI U
reiiMep Ha COMaTUYECKOM YPOBHE BXOIHT B IH(-
poByto cpeny? Bo-mepBbIX, cleIyeT OTMETHTb,
YTO KOMIIBIOTEPHBIE HUIPBI 3aBEPIIAIOT IIPOLIECC
MIEPUENTUBHON IEPECTPOMKH, HAYATBIA PAaHHUMHU
EKTPUYECKUMU MEIHA — [IEPEX0] OT BU3YaJIbHO-
OPUEHTUPOBAHHON YYBCTBEHHOCTH M JIOTHKH IIO-
CTPOCHUS JAMCTAHLUMUM K TAaKTWJIBHOW NEPUEILHH,
CONPSKCHHOW € IOTpy:KEHHEM B cpeny. Bo-
BTOPBIX, B HIPAX BO3BPAILACTCS OTYYKICHHas
IpeAbIIYIIUMH MEIUATEIECHOCTh: UIPOK YUUTCA
yHOpaBJsATh UHTEpdeiicaMu, Ha ypOBHE Tea OCBa-
UBACT SA3BIKU WIPBI, SI3bIKA AJITOPUTMOB, 3TO CTa-
HOBUTCS BTOPOM HATypOH, IPUBBIYKOM M JIETKO
JKCIIOPTUPYETCS BO BHEUIPOBBIE KOHTEKCTHI.
[MudpoBsie MUPHI TOYTH OYKBAJIBLHO BOILIOIIAIOT-
csi B HamMX (U3MYECKUX Tenax. B-TpeTpux, B
KOMIIBIOTEPHBIX HIPAX MEXaHU3Mbl CHUMBOJIMYE-
CKOT'O TIPOM3BOJICTBA M WHTEpIpETaluu, paboThI
CO 3HAaKaMU M CHOCOOHOCTh K TOJIKOBAHHUIO CO-
eNUHSIOTCS ¢ Nep(HOPMATHBHOCTBIO, C TEJIECHBIM
OIBITOM, TEPeXoJiAT B TO, uTo X.-Y.['ymOpexr
Ha3Bajl «IPOU3BOACTBOM IPUCYTCTBUsD. VHBIMU
CIIOBaMHM, B UI'Pax HET pa3pbIiBa MEXIy «ObITHEM-
B-MUPE» U «IIPEICTABICHUEM), IIPUCYTCTBUEM H
peduiekcueil, 3HAKOM H TEJIOM. B-ueTBepThHIX,
KOMIIBIOTEPHBIE UTPBI AEIA0T MACCOBBIM TOT JIO-
KaJbHBIM M YHUKAJbHBIN ONBIT TEJIECHON coOpaH-
HOCTH, KOTOpBIA paHee ObUI JOCTYIEH TOJIBKO B
nepdopMaHce, BOCTOUHBIX €IMHOOOPCTBAX, TaH-

Ic.
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KOMIIBIOTEPHBIE UTPbI KAK GESAMTKUNSTWERK ITU®POBOM MOXM *

Gesamtkunstwerk — npoexT oObearHEHHS HC-
KyCcCTB (M300pa3UTEIbHBIX, TEaTPAIBHBIX, MY3bIKAIIh-
HBIX), B KOTOPOM CHHTETUYECKHI OTBIT IIEJIOTO Ipe-
BBIIIIACT CYMMY BO3JICHCTBHSI BXOISIIMX B HETO
CPEICTB XYJ0KECTBCHHOTO BHICKA3bIBAHUS U TPETCH-
IyeT Ha TO, 4TOOBI OBITh HE CTOJBKO SCTETHUYECKHM
(omeiToM (hOpMEI / OIBITOM TIpesiesia), CKOIbKO MUCTH-
YeCKUM (OMBITOM 3aIlpeelIbHOTO). SIBisist coOoit mpo-
JODKEHUE MUCTEPUANBHOTO PUTYalla UHBIMU TEXHOJIO-
rudeckuMu cpeacrBamu, Gesamtkunstwerk ¢ynkmmo-
HUPYET KaKk MallliHa CHMBOJIMYECKOW KO (pUKAIIH
CMEpTH, MO3BOJIAIONICH OOpaTUTh ee AeCTPYKTUBHBIN
MOTCHIIMAT B KOHCTPYKTUBHBIH. KOMITbIOTEpPHBIE UTPBI
— Gesamtkunstwerk coBpeMEHHOW 3MO0XH, MOCKOJNBKY
MEPEBOJIAT PACCETHHBIA B HAIICH KYJNBType OIBIT OT-
YyKJICHHUS, OBEILECTBICHUS, ASMOLHOHAIBHOIO HCTO-
IICHHUS U3 JECTPYKTUBHOTO B KOHCTPYKTHUBHEIN. Ecim
OCTaIBHBIC MEAHMa XPaHAT U TPAHCIUPYIOT MH(OpMa-
LU0, PENPE3CHTUPYIOT COOBITHS, CO3JAIOT 3HAYCHUS,
TO Urpbl 00IaAal0T COCOOHOCTBIO TEHEPUPOBATh J0-
MPEIUKATUBHEIA OIBIT — YyBCTBO TpucytcTBus. [lo-
CKOJIbKY TpPaBMaTU4HOE, aleIUIMPYIOIIee K TOIUCKYP-
CHUBHBIM (opMaM OTHOIIECHUS K MHUpPY B muppoBoi
cpene CTaHOBHTCS CHIIbHEe, IpUBJeKaTenbHee, dpQek-
THBHEE JUCKYPCHUBHOIO, TO aHAIUTUKA KOMIIBIOTEPHOM
WTPHI TIO3BOJISIET OOHAPYKUTH CITOCOOBI IPUCYTCTBUS B
UU(pPOBOH PEANbHOCTH, KOTOPBIE ONPEACNIAIOT pas-
JINYHBIC TIOBEJICHYCCKUE MOJICITH M MOTYT OBITh ydTe-
HBl B oOmacTu 1MQPOBOH IKOHOMHUKH, IH(POBOTO
MpaBa, TOBCEAHEBHOTO MU(PPOBOTO ObITA, B IIPAKTHUKE
Y TparMatvke NuppoBOil KOMMYHUKAIIHH.

KnwueBble ciaoBa: Gesamtkunstwerk, kom-
MBIOTEPHBIE HWTPBI, NU(GPOBas pPeaTbHOCTh, MeEIWA,
(eiik, oceTeBICHUE.

COMPUTER GAMES AS
GESAMTKUNSTWERK OF DIGITAL AGE

Gesamtkunstwerk is a project to unite the arts
(visual, theatrical, musical) in which the synthetic ex-
perience of the whole exceeds the sum of the impact of
the artistic means of expression included in it, and
claims to be not so much aesthetic (experience of form
/ experience of the limit) as mystical experience (expe-
rience of the beyond). Being a continuation of the mys-
terious 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. Com-
puter games are the Gesamtkunstwerk of the modern
era, because they transfer the experience of death (ex-
perience of alienation, reification, emotional exhaus-
tion) that is scattered in our culture from destructive to
constructive. If other media store and transmit infor-
mation, represent events, create values, then games
have the ability to generate pre-predicative experience
— a sense of presence, and since the traumatic, appeal-
ing to pre-discursive forms of attitude to the world in

* HUccnedosanue 6bINOIHEHO HpU (QUHAHCOBOU HOO-
oepocke epanma Ilpesudenma Poccutickoti Dedepa-
yuu. Ipoexm MK-2256.2018.6. CIIoI'Y.
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the digital environment become stronger, more attrac-
tive, more effective than discursive, the computer ana-
lyst the game will allow you to develop ways of pres-
ence in the digital reality, defining various behavioral
models that can be taken into account in the field of
digital economy and digital rights, digital everyday

Gesamtkunstwerk — €IMHOE NPOU3BE-
JICHUE HCKYCCTBA, KOTOpOE, IO 3a-
nymke P. Barnepa, NOJDKHO NpPUNUTH HAa CMEHY
MHOT000pa3uIo CYIIECTBYIOIIUX MCKYCCTB M Bep-
HYTb Ha HOBOM CEKYJISIpU3MPOBAHHOM OCHOBAaHUU
CHHKPETHUYECKYIO0 CIUSHHOCTH Teja, CI0Ba, o0pa-
3a, My3bIKH, CYIIECTBOBABIIYIO KOTJa-TO B (popme
PEIUTHO3HOTO [TognuuHas

Gesamtkunstwerk He

putyana. 3agaua

CTOJIBKO  3CTETHYecKasd,
CKOJIBKO 3IMUCTEMOJIOTUYECKas U OHTOJIOTHYECKas,
Gesamtkunstwerk — npesxxie Bcero paboTa ¢ OIbI-
toMm. Gesamtkunstwerk paboTtaer c¢ ombITOM Tak
’&Ke, KaK ¢ HUM paboTaiu puTyai ¥ Xpam, HO LeNn
y HEro JIOJDKHBI ObITh MHBIE. B puTyane ombITHO
OOHapY>KUBAIOTCSI MCTOKHM >KMU3HU: HA4yaJlo CyIle-
CTBOBAaHHUSI M YYyBCTBO INPHYACTHUS 3TOMY Haydaily
OOHOBJISIET CaMO CYIIECTBOBaHHE, M30aBIisisi €ro
OT TpEXOB, JEMOHOB, Ooje3Hedd u T.m. B
Gesamtkunstwerk He Bo3BpaleHue, a UCX0J| CTa-
HOBHUTCS OCHOBHOHM LIENbI0 — HE aKTyalu3alus
OTBITa TMPHUPOJBI, posia WK 00XKECTBa, HO OCTaB-
neHue Bcex ¢(opMm paau OecopmeHHOro, paau
ONBbITa  PaAMKAIBLHO MHOro. PomaHTHYecKas
MBICTIb, B HEJIPax KOTOPOH POXKAAETCS U Pa3BHBaA-
etcs mpencrasienue o Gesamtkunstwerk, B cBoeit
ACTETHUKE OPUEHTHPOBAHA MPEXKJE BCEro Ha KOH-
LEMNIHMIO BO3BBIIIEHHOTO, a «BO3BBILICHHOE» — B
MPOTHBOIIOCTABICHUU IIPEKPACHOMY», — TO, YTO
HE YKJIAJbIBACTCS HU B OJHY U3 BO3MOXKHBIX
¢dbopM, TO, UTO YHUUYTOXKAET PEHPE3CHTANIO PaIi
OIbITa HECOU3MEPHUMOT0, OTIBITA PAJAUKAIBHO HHO-

ro. Gesamtkunstwerk — 3TO €IMHCTBO HCKYCCTB,

life, in practice and pragmatics of digital communica-
tion.

Key words: Gesamtkunstwerk, computer

games, digital reality, media, fake, networkization.

HaIpaBJICHHOE HAa pa3pylIeHUE €IUHCTBA CyObeK-
Ta, BBIBEJICHHUE €TI0 U3 ONbITa OTUYKICHHBIX (hopM
panu OOHapyXeHMs OIbITa CYyIIEeCTBOBaHHUS. Te-
nepb B HEM HE BOCHPOM3BOJIUTCS MaMATh POja, OH
HE 3aMKHYT B CBOEH WMHAMBHIYaJIbHOCTH, Y HETrO
HET TPAHCIEHJIEHTHOr0 00pa3a, C KOTOPbIM OH
MOT OBl OTOXJIECTBUTH ceOs: OTKa3 OT KOHCOJIH-
JaldU U PENpe3eHTAlH PUBOIUT K TOMY, UTO Y
HEro HE OCTaeTCs HHUYEro, KpOMe MPHCYTCTBHSL
Gesamtkunstwerk He ombIT posa, He ONBIT OOXKe-
CTBEHHOT'0, HE BOCCTAHOBJIEHUE JIETKO 0003pUMO-
ro Mupa (4ro SBISJIOCH LEIBI0 XpaMOBOIO JEH-
CTBa), HO OIBIT NMPHUCYTCTBUSA, T. €. MEPBUYHOIO,
JONPEUKATUBHOTO OTHOLICHHUS K MHUpY. VIMEHHO
B 3TOM cMbIcae koHuent Gesamtkunstwerk, B3s-
THI Ha MPULIET KPUTUYECKOTO PACCMOTPEHHS CO
BCEMH BO3MOXXHBIMU IONPAaBKaMH, SIBISETCS
KJIIOUEBBIM JUIS TIOHUMaHHs POJIM KOMIBIOTEPHON
Urpel B HU(GPOBOM pEaNbHOCTH, CTaBIIEH HAIIUM
KU3HEHHBIM MUPOM.

Gesamtkunstwerk B onpenereHHOM CMBbIC-
je ObUI OTBETOM Ha KPU3UC HUCTOPUYECKOTO CO-
3HaHus, Bo3HUKIMHN B XIX Beke. Mcropuueckas u
¢dwtonornyeckas Hayka JOCTUTIIN TaKHX YCIIEXOB,
YTO Ka3aJHCh CIIOCOOHBIMH OXXHMBHTH IPOIILIOE,
BIIPOYEM, JIMIIb B yuiepd Hactosimemy. [Ipomoe
YyBCTBOBAJIOCH M MEPEKHUBAJIOCHh KaKk HEYTO
HECpaBHEHHO 0oJjiee peabHOe, YeM HACTOsIIee —
B HEM HE BHJICJIM KOHIIETITYaJIbHOM MOJEIH, B HEM
BUJICTTH HETIPEXOAIIYI0 MpPaBIy >KU3HH, AyX, U3
riyOuH MUTAIOIIUK HAcTosIIee, KOTOPOE B CBOIO
oyepesb BBITIANENIO KaK BBIXOKEHHAs! MyCThIHHAS
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MIOBEPXHOCTh. Penpe3eHTaTuBHOCTb, OTCBUIKA K
TOMY, YTO JIGKUT 3a TpaHULAMH (aKTHUECKOTO,
HO YTO MOJJIEP/KUBAET, IPOU3BOAUT €r0 U MOITO-
My SIBJSIETCS HECPAaBHEHHO OoJiee BaXKHBIM, YeM
OHO — KJIIOUEBasl 4yepTa KyJbTYphbl, UCKyCCTBA
Hayku B XIX Beke. [Touck camux ¢akToB, naxe B
MIO3UTUBUCTCKU-OPUEHTUPOBAHHBIX  MCCIIEA0BA-
HUSX, MPUBOJAUT K TOMY, YTO Ha MeCTO (PaKTOB
CTaBSITCS UCTOPUH 00 MX MPOUCXOXKACHUU. brike
K nocneaHed uverBepty XIX Beka CTwib pernpe-
36HTaTUBHOCTH (3aMEILEHUsI BELIM HCTOPUEH O
Hel) CTaHOBUTCS ONpPEAEISIONIe uepToil moBce-
naHEeBHOCTH. Hanbonpiryro cuity mpou3BOJAT MOA-
pakanus. «J[1000W MCHOIB30BABLIMICA B CTPOH-
TEJNbCTBE MaTepHall MPUKUIBIBAICA YeM-TO Ooee
[IEHHBIM, YeM ObLT Ha camoM jene. To ObuIo Bpe-
Msi “00MaHOK™: MpamMop Ipu Omrkaiimem pac-
CMOTPEHUH OKa3bIBAJICS PACKPALIEHHBIM JIEPEBOM,
Onectsamuii anebactp — rurncom. HoBoe MOMKHO
ObUIO BBITJISIETh HA MaHEP CTaporo: IpeyecKue
KOJIOHHBI yKpamanu ¢acan Oupxu, (padpudHoe
3/laHUE€ HAIlOMHMHAJIO CPEIHEBEKOBBIN 3aMOK, BO3-
BOJWINCh JITaXK€ HCKYCCTBEHHBIE “‘DYHHBI ...
VBieueHne UCTOPUYECKUMH acCOLMALUAMU IPH-
BOJIMJIO K TOMY, YTO Cy€OHbIC TOMEIIEHUS MTOXO0-
i Ha J[Boperr 1oxei, B 0ObIYHBIX OypKya3HbIX
KBApTHpPaX MOXKHO OBLIO YBUAETH CTYJbSI JMOXH
Pedopmarniy, OOBSIHHBIE Yallld M OKJIAJbl KHUT
u3 rtunorpadpun ['yrTenGepra, CiyKMBIIHE KO-
poOKamu [yist pyKoaenus» ..

CtpemiieHHE K TOBEPXHOCTH, K (peHOMe-
HaJIM3My, 3alpeT Ha MOUCK WIUIFO3UU 33JHUX MHU-
POB, 3MUCTEMOJIOTUYECKOE ONpPaBIaHUE (E€CIU HE
KyJIbTUBUPOBAHHE SIBJICHHUSA), 3Bydaliee B (HIIO-
couu Ha BceM mpoTskeHnH XIX Beka, — KpUTH-
YEeCKUM OTKJIMK MBICIH, IIRITAIONICHCS CITacTH

HaCcTOAIICC OT CUMBOJIMYCCKOI'O I'py3a IMPOHIJIoro.

! Cadpancku P. Xaiiferrep: repManckuii Mactep u ero
BpeMsa. M.: Monoaas reapaus, 2005. C. 63.

Hamnbonee moxkasarenen onesiT ®. Hummre, xoto-
pBI, paccykaas O IOJIb3€ U BPEIE UCTOPUM JUId
KU3HHU, IPUXOJUT K BBIBOJY, YTO UCTOPUS YK€ 110
CTENIEHHU CII0)KHOCTH TOTO MaTepuana, KOTOPbII
OHa COJIEPXKHT, 10 MHOT000Pa3HIO TPAKTOBOK, KO-
TOPBIM OHa OTKPBITA, TATOTEET K MH(PHUECKON
dopme, TOATOMY M HE MOXKET HE MOPOXKIATH
YIPOIIEHHBIX 3P3aleB, OJHAKO TH 3p3allbl MOJIY-
YaroT JONOJIHUTENBHYIO CHIIy B Ty 3IOXY, KOTOpast
OTKpBITA BCEM BpEMEHaM, KpOME CBOEro co0-
cTBeHHOro. B sty ke smoxy Gesamtkunstwerk
ObUI MPHU3BaH JaTh OIBIT HACTOSILEro Kak HACTO-
AU ONBIT, BEIPBATH JKEJAHUE U BOOOpaXKEHHE U3
paOcTBa mamsTH, OCBOOOIUTH CO3HAHUS U Tella U3
TIOPbMBI pernpe3eHTauui. Peus ma He 0 peakry-
QIU3ULUN UCTOPUYECKON MCTUHBI, HE O JOCTHKE-
HUM HMCTUHBI Xy/J0KECTBEHHOH B 00XOJ UCTOPHU-
YeCKOil, He 0 CHHKPETHYECKOW UCTHHE, HE 00 HC-
THHE, TIOHATOM B paMKax TEOPUHM COOTBETCTBHUS
BOOOIIe, peub IIa TaKke U He 00 OmbITe, KOTO-
pBIi COOTBETCTBOBaJ 4eMy Obl TO HH OBLIO BHE
ero, peyp NUIa O CaMOICHHOM OIbITe, OopbOa
IIPOTUB PEIPE3CHTALMN BEJach 3a JCUCTBUTEIb-
HOCTb.
Ananu3upys (GEHOMEH HCTOPUYECKOTO
YyBCTBa KaK poJia MepeKUBaHMsl, HAIIPaBICHHOTO
Ha uctopuio, menuaduinocod A. C. JlenkeBuu n0-
0aBIseT K TPEM THUIIAM OTHOILEHUS K HCTOPHH,
BbIJIeIeHHBIM ele @. Hulme (MOHyMEHTaIbHBIH,
AHTUKBApHBIA, KPUTHYECKUI), YETBEPTHIH — Me-
JUUAHBIA TUII, OTMEYasi, YTO «B 3MOXY HOBBIX Me-
71a, B YaCTHOCTH KOMIBIOTEPHBIX UIp, UCTOPUS
oro3Haercs Kak Mu¢, (eik u dyZOBHUIIHO mepe-
I'PYKEHHBIN JIMTEPATyPHbINA JUCKYPC, U3 KOTOPOIO
YEPNAKT CHIIy WICOJNIOTH U MEIUAKPUIITAPXU» .

? Jlenkesnu A. C. VicTopuueckoe 4yBCTBO B DMOXY HO-
BbIX Meaua // Micropust kak (pyHIaMEHT TyMaHUTapHO-
ro no3nanus. K 100-neturo ncropuueckoro oopasopa-
Hus Ha JlanpHeM Boctoke: marepuansl MeXIyHapoO.I-
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Hctopus kak MeTaHappaTHB, Kak «OoJbIuas
uaeonorus» ocranack npodnemoit XIX Beka. Ec-
mn XIX Bek Ben OopwrOy 3a mpoIwIoe, 3aMbIKall
ce0s HCTOpHEW, orpaxkias OT HACTOSILEro, a
XX Bek, mpoaoiDKasi 3Ty TPAAULUIO, B KOHEUHOM
cueTe HAay4wJcs CO3/aBaTh Pa3IMYHbIC BapUAHTHI
JOKaJbHBIX HcTOpHil, To B XXI Beke mzolOumnue
UCTOpUN ypaBHOBEIIMBACTCS PaBHBIM Oe3pa3iu-
YHeM 0 OTHOIICHHI0 K HUM. XXI BEK MHOXHUT
UCTOPUU HE TOJILKO (DaKTHUECKUe, HO U (PUKTHUB-
HbIC, YXOIUT B «MaJibleé HACOJIOTUN» (CETTUHTHU
KOMHKCOB, CEPUAJIOB, MY3bIKQJIbHOW U KUHOKYJIb-
TypHBl), Kenasi y3HaTh ce0s B HuX. V3o00mnbHas
HACBHIIIEHHOCTh MH()OPMAIIMOHHOTO TOJsI, UMIIe-
paTuBbI, BBIABHIacMbIE COBPEMEHHBIMH KOMMY-
HUKAI[MOHHBIMU TEXHOJOTHSIMM, BO3BpALIalOT K
CUTyallUd KpHU3UCa DENpPEe3eHTaTUBHOCTH — BCE
Oonbinie coobmieHuii, 06pa3oB, ocTaroTcs 0e3 pe-
(epeHIH, TOCKOJIbKY €€ YacTO HEBO3MOXKHO 00-
HApy>XKUTh TOJ TIEHOW, MPOU3BEICHHBIX 3(QeK-
TOB. HeBpo3 moncka HCTOKOB CHUMAETCSl TEM, UTO
3¢ deKThl cTaHOBATCS 0Oo0Jiee MHTEPECHBIMU, YeM
NPUYMHBI, KOTOPBIMM OHM BBI3BAaHBI: Hamboiee
MPUBJIEKATEIbHBIM OKa3bIBAETCSI TO, YTO BHI3BIBA-
€T yJOBOJBLCTBHE WJIM OOJIb, PYrO€ B CHUTyalUH
MH(POPMAIIMOHHON TMeperpy3ku MPOCTO BBIXOIUT
3a rpaHulbl cepsl BHUMaHUA. VIMarmHaTUBHOE
CTaHOBHUTCS OoJiee MpHUBIIEKATEIbHBIM, YeM JHUC-
KypCHUBHOE: HE apryMeHT, a (haHTasm oOpaIaroT
Ha ce0st BHMMaHue. L{udppoByio peasbHOCTH yke
HEBO3MOXXHO ONHCATh B TPATUIMOHHBIX SIUCTE-
MOJIOTHYECKUX KaTeropusx. Pasnmuuue UCTUHBI U
K4, (akta U ¢eiika B 3TOM XU3HEHHOM MHUPE
NEPecTaloT ObITh MPOAYKTUBHBIMHU, MOCKOJBKY
IUIs TOTO, YTOOBI MOMACTh B I10JIE BHUMAHUS I0-

Horo cemuHapa 15-18 oktsa0pst 2018 r. Pen. xom.:
®. E. Asxumos, II.T. lobmaeBa, b. U. IIpyxunus,
T.T. lllenpuna. Bnamusocrok: W3n-Bo JlanbHeEBoCT.
¢denepan. yu-ta, 2018. C. 103.

TEHIMAJILHOIO YHUTATENs, WCTHUHA JOJDKHA OBITh
oopmiena kak jg0xb. Deiik-PpopMar, MOCKOIBKY
OH, B OTJINYHE OT CKyKH IIOBCEIHEBHOCTH, 00eIa-
€T HOBO€ KaK TaKOBOE, MHTPHUTY, PaJUKaIbHYIO
MO3UIIMIO, CTAHOBUTCS O00pasloM Uil MOJadu
¢daxTrueckorr uHpopmanuu. HepazamuumocTb
daxTa u (eiika co37aI0T MPELUeeHT, THOPUIHBII
(deHoMeH — helikm KaK HOBYIO €IMHHUILy CMBICIIA
udpoBoit peanbHOCTH. DEUKT — 3TO TO, YTO TO-
JTy4aeT ACUCTBUTENBHOCTh 3a CUET NMPHUBIICUCHUS
BHUMAaHHM, 32 CUET KOJIMYECTBA MPOCMOTPOB, 32
cueT BoyM Jipyrux. B ciydae delikra paboraer He
KOPPECIIOH/ICHTHAsl TEOpUsl UCTUHBI U HE TEOpus
UCTHHBI KaK 3(Q(EKTUBHOCTHU, a TEOPUS HCTUHBI
Kak 3(dekTHocTH — IpamaTHuUecKas TEOpHs HC-
TUHBI: UCTUHHO TO, YTO TPHUBJIEKAET BHUMAaHHE,
MHUIMMPYET pa3MbllUIeHUe (WM, CKOpee, 3KC-
Ta3), paHUT TEJIO, UCTHHHO TO, YTO CYILECTBYET 32
CUET MOETO CO3HAHMS U MOETO Tea.

HecmoTpst Ha TO, YTO KOMITBIOTEp MaTepHU-
aJieH, MPOU3BOJCTBO MPOrpaMM M MOJIEp)KaHUE
(YHKIIMOHMPOBAHUS TEXHOJIOTUH SHEPreTHYECKH
3arpatHo. XpaHeHue nHpopMaluu 1 padoTa Hax
omunOkaMu TpebyeT OOIMMPHBIX MPOCTPAHCTB,
BPEMEHH M CHELUAIU3UPOBAHHOTO TIEPCOHAIA,
nupoBele (2 B COBPEMEHHOCTH 3TO IOHSTHE
HEOTAETMMO OT «CETEBBIX») MeAHWa BOCHPUHUMA-
IOTCSl KaK MHCTPYMEHTHI MPOU3BOJICTBA TEKCTOB,
3BYKOB, 00pa30oB, SMaHCHIIUPOBAHHBIX OT JlaBJe-
HUS JTIOOBIX COLMATBHBIX WHCTUTYLUH, U 0OMEHa
uMH. V30aBIeHHbBIE Ta)kKe OT YCHIIUS, MPHCYIIEro
BCAKOMY TpYIy, IMOCKOJBKY OH HampaBlIeH Ha
MIPEOIOJICHHE TMPOCTPAHCTBA, CPAKEHHE CO Bpe-
MEHEM, OBIAJCHUE Marepuen. MarepuarbHOCTh
YCIIOBHM BBITECHSIETCA IKCTATUUECKOH 3¢ (heKTHO-
CTBbIO, TIPEAOCTABISAEMON IM(PPOBHIMU MeJua:
TEXHOJIOTUM KaK OBl MCYE3al0T 3a MPOrpaMMaMH,
porpaMMHbIe MHTEp(EHCH MCUe3aloT 3a colep-
KHUMBIM, JIETKOCTb, JIOCTYIHOCTb, IMPO3PauyHOCTh
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uHTepdeiica CKphIBa€T CypOBOCTh MMIEPATHBOB,
NPEIbIBIISIEMBIX YEIOBEKYy (Belb Onmaromapsi mpo-
cTrore uHTep(elica OH Temepb CHOCOOCH JenaTh
0OJIbIlle, a 3HAYUT, M JIOJDKCH JIeNaTh OOJIBIIE),
BCE ATO MPUBOAMUT K PAcCUEIOBEUYHMBAHUIO YETIOBE-
YEeCKOT0 — €ro MHONpHUCYTCTBHIO B mudpe. Lud-
POBBIE MeJlua JAI0T BCE3HAHUE U BCEMPUCYTCTBHE,
T. €. HAQJEISIOT OOXECTBEHHBIMU aTpuOyTamu, a
3HA4YMT, U OOKECTBEHHBIM MOTYIIECTBOM. B 3TOM
CMBICJIE OHU — HE MHCTPYMEHTHI TPyAa U Jaxe He
MHCTPYMEHTBI TBOPYECTBA, OHHM — HWHCTPYMEHTHI
TBOpeHus. Kaxk/plid, KTO UMEET K HUM JIOCTYTI, HE
UCTIBITBIBACT MpPUCYIIEe TPYIy COMPOTUBIICHUE
MaTepuH (a Takke BPEMEHHU, IPOCTPAHCTBA H T. JI.
— BCE 3TO MPEOA0JIeHO (PEHKTOM); OH TBOPUT -
(eKTBl BHE CBSI3KM C MPUYMHAMH, TBOPUT Kak ObI
u3 HU4Yero. B mudpoBbIX Menua 3a IeHCTBUTENb-
HOCTh OTBEYAET HE MaTepualIbHAsi CTOPOHA, a KO-
JMYECTBO PACCKA3aHHBIX HCTOPUN, KOJIUYECTBO
pa3MenieHnii (penocToB), OA0OpeHUU (JTANKOB),
nocemneHuit (mpocMoTpoB) u T. A. Uem Oosnbiie
3TUX HEeMAaTepUaIbHBIX UHIUKATOPOB, TEM, CUUTA-
eTcs, BakHEe COOBITHE, TEM BBIIIE CTENEHb €ro
peanbHOCTH. MBI MOXEM JIETKO MPEICTaBUTh cede
Oyaymue MOJenud HEepaBeHCTBA, B KOTOPBIX
MEHBIIUHCTBA OyIyT BBICTYNAaTh OT UMEHU JIalK-
KOJIOHU3UPOBAHHBIX, PEMOCT-CerperupyemMblx,
HEKOMMEHTHUPYEMBIX U T. 7. B KOHIle KOHIIOB He-
MHOTHE WHTEPECHbI MHOTHUM, a MHOTHE HUKOMY
HenHTepecHbl. CHIIOBBIE JIMHUU HOBBIX (opM ce-
rperauuu OyayT IPOXOIUTh HE 10 JIMHUHU UMYIIIe-
CTBEHHOT'O HEJOCTaTKa, a 10 JUHUM HEXBaTKH ca-
MO peasbHOCTH, KOTOpas Beeleno Oy/eT CBeaeHa
K 3pdexTy.

[TpucyrcTBue B uugpe — BoifHA 32 BHUMA-
HUE U npu3Hanue. [IpuyeM, B JIOBYIIKM BHUMAHUS
JIOJDKEH TONacTh HE OTAENbHBIM WHIMBHUI, a pa-
3yMHBI YHHBEPCYM B LI€JIOM, M3 BOBJICYEHHOCTHU
JOJDKEH CO37aThCsl LENbIH MUp, Lienas peaib-

HOCTh. HeT BoBiIeUeHHUs B COOBITHE — HET U CaMO-
ro coObITusl, HET 3PPeKTa — HET U PEaTbHOCTH.
BeccmbIcieHHO cripanBarh, BIPOYEM, O TOM, KTO
U Kak TpEACTaBI€H B 3TOM COOBITUH, O €ro
NPEBICTOPHH, JaXKe MPHUMHaX. BenecTBeHHOCTD,
NpUBSI3Ka K KOHTEKCTY, KOTOPBIA HEOOXOAUMO
BOCCTAHOBHTb, OYEBHJIBI U KOMMEHTATOPBI CO-
OBITHSI — BCE KUBET B MPOU3BOJIUMBIX UM dPPek-
tax. CoObITHE JHIIACTCS MPUYUHBI U CBOAUTCS K
abdekry. Iloaromy cymectBytomue B Cetn B
OIIPEJICIIEHHOM CMBICIIE TIOJY4aloT CTaTyC COpPEB-
Hyomuxcs: geMuyproB. Kak gemMuypru B rHOCTH-
YEeCKUX KOCMOTOHUSX HE 3HAJH O CYIIECTBOBAaHUU
IpyT Ipyra, TBOPST MHUPBI OJWH XYK€ IPYroro u
TEM He MeHee OOpsCh 3a Iy U 3a NMpU3HAHUE
(mockonbKy nymu 3a0biBasid ceOst B MPOU3BOMU-
MBIX AeMuypramu appexrax), Takke u HuppoBbIe
KOCMOIIOJIUTHI, OOpsICh 3a MPU3HAHUE, TBOPAT Kak
ObI cpa3y AJsl BCeX: HU OJHO COOBITHE, HM OJHA
UCTOpHS, HU OJMH 00pa3 37eCh YK€ He SBISEeTCS
WHIUBUAYATHHBIMU — OHU TIPETEHAYeT Ha TIpUMe-
HUMOCTh KO BCEM M K Ka)X/JIOMY, HA YHUBEpPCAIIb-
HyI0 3HauuMocTh. Hambomnee npuBaTHOE CTaHO-
BUTCS HauOoliee MyOTUYHBIM, YaCTHOE — OOIIHM,
Clly4aifHOe — HEOOXOUMBIM, Oe3paccyHoe — pa-
3yMHBIM. KOHEUHO ke, KOJUIEKTUBHOE NEepeKHBa-
Hue addexroB, coOOpHOE MPOKUBAHUE HACTPOE-
HUW U U He SBISETCS HETaBHUM H300pETCHU-
eM. Beerna cymectBoBaiu 4yBCTBa, SMOIIHH, JKe-
TaHUS, UJIEH, KOTOPhIE YrpOXKaIH WHAUBHUIY (-
3U4ECKOM WJIM IICUXUYECKOW TPABMOM, HaxKe Je-
CTpYKIMEH, a TOTOMY — MOIJIM TepeKUBATHCS
JIMIIb COBMECTHO: KOJUIEKTUBHOE TEJIO O€30I11acHO
MPUHUMAIIO B ce€0sl SHEPTUH Pa3pyIIUTEIbHBIC IS
TeNa HMHIUBUAYAIBHOTO, W3 3TUX TEXHUK 0e3-
OMACHOCTH BO3HMK pHUTyal U KynbT. OnHako B
clly4ae puTyaja U KyJbTa pedb IIja O TOM, YTOObI
NEPeXUTh HEUYTO KaK YHHKAJIbHOE, HECMOTpS Ha
€ro MOBTOPSIEMOCTh (BOCIIPOM3BEJCHUE B Pa3Nuy-
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HBIX Tpa3aHukax), B Cetu u mudpe xe mnoapasy-
MEBAaeTCsl, YTO HEUYTO YHUKAJIbHOE BCSKUH pa3
MPEJICTaBISAETCS KaK MOBTOpsieMoe (T. €. MOTyIiee
UMETh MECTO B CO3HAHUU KaXJOTO, B ONPE/IEIICH-
HOM CMBICIIE — TPHUBHAIBHOE). XapaKTEpHO, YTO
MHOTHE CETeBble U MU(PPOBBIC MYTaI[UU MPHUBEIN
K TOMY, 4T0 nudpoBoii oOpa3 mepectan ObITh HH-
TUBUAYaTbHBIM, CTal BCEOOIIUM, OH KaK ObI TO-
Ka3piBaeT BceoOmiee. To, uTo paHbie ObUIO Tpe-
pOTaTUBOI MOHSTHS, CETOTHS CAETAIOCH KITFOYe-
BOH 0COOCHHOCTBIO 00pasa.

B Gopnbe, Bemymeiics uuppoBEIMU MUpPa-
MU 3a MPU3HAHUE, MEAPO MpeIaraloTcs o0passl,
B KOTOpPBhIE MOKHO BXKUTBCS: KEPTBOIMPUHOIIICHUE
JUYHOTO BPEMEHH, MPOCTPAHCTBA, Tela OCY-
IIECTBIIICTCSA Paay MPUYACTHOCTU IU(POBBIM CO-
OBITUSIM, paJy MOAKIIOUEHUSI K BCceoOIemMy, paau
COXpaHEHUsI, B ICXaTOJOTUIECKOW TEPMHUHOJIOTHUHI
— pamu craceHus. BikuBaHUE OCYIIECTBISIETCS
gepes oOpazawm,
UICONOTusIM. XapaKTepHO, YTO HCCIIeN0BaTeNN

COIlEpPEKUBAHUE: UCTOPUSIM,
BU3YQJIbHOM KyJIBTYphl OTMEYAIOT, YTO IU(PPOBOH
o0pa3 sBIseTCs CKopee He OOBEKTOM, a MHCTPYK-
uue win nporpammoit. JI. A. KonecHukoBa B
CBOEM HCCJIEOBAHUU IIOKa3bIBAET, YTO MallMHA
co3JlaBajia MporpaMMHpyeMble N300paskeHUs elle
JI0 TOTO, KaKk craja paborarh ¢ uudpoi’. Orrain-
KHUBasICh OT PEKOHCTPYKLUHU IPOLECCOB BO3HUK-
HOBEHHUS U COBEPILIEHCTBOBAaHUS MepoKapT, KO-
TOPBIE UCIOJIB30BAIUCH B KAUE€CTBE MATEPHAIIbHO-
ro BBIPAXEHHUS MpPOrpamMM [Uisl paclpeiesieHus
HUTEHN B TKALIKUX CTAHKAaX, OHA IPUXOJIUT K BBIBO-
1y, 4TO JajibHEHIIee MAaTeMaTH4eCKoe IMpUMEHE-
HUE TPOrpaMM pacIpeneseHusi UIMeJI0 MHOTO 00-
LIET0 ¢ TKAI[KUM PEMECIIOM, C UCKYCCTBOM ILIETE-

3 Konecuukosa A. C. Ilepdopanus mudppoBoro pasy-
Ma. MenuanbHas ucropuorpadusi TEXHUYECKOTo oopa-
3a // Kpurtuka unudpoBoro pasyma / I'n. pen.
B. B. CaBuyk. CIIG., 2018. C. 225-240.

HUS KaK COEJIMHEHHs H3HAYAIbHO Pa3pO3HEHHOTO.
[MudpoBsie 00pa3bl TakKe COCAUHSAIOT pa3po3-
HEHHOE, MOCKOJbKY HE MMEIOT JIEHOTaTa M Jaxe
HE HMEIOT HeraTtuBa, COOCTBEHHOH MPOTHBOIIO-
JIO)KHOCTH, 3aKOHBI PEATbHOCTH HE TOJIKO 3a-
KJIIOYEHBl B HUX CAMMX, HO U OIpaHUYEHBl MMH.
Opranuyeckne, CHHTETUYECKHE U OINTHYECKUE
BOJIOKHA, HUTHU XU3HH, CYAbOBI, TUHUN SHEPTOIO-
Jayll OKa3bIBAIOTCSA COCAMHEHBI B IM(PPOBOM 00-
paze. Ilnerenue oOopauuBaercs IUIeHEHHEM. B
JpEBHEH AIAMYECKON MecHe BAIBKUPUHU TKYT IO-
JOTHO OWTBBI M3 TEJ €IIe CPAKAIOIIMXCS U YKe
naBMIMX BOMHOB: «Cremaem TkaHb / M3 KHUIIOK
yenoBeubrx; / Bmecto rpy3un / Ha cranke — ve-
pemna, / A nepeknanunsl — / Konbs B kpoBu / I'pe-
O6enp — sxene3Hblil, / Ctpensl — konku; / Bynem
meuamu / Tkaub nonbusars!»*. Eciam cranok
Kakkapna Tkana y30pbsl M3 IIBETOB U JIUCTHEB, a
aHaJIUTHYECKas MammHa b>00umka Tkana anreo-
panyeckue y30pbl, TO LH(pOBbIE 00pa3bl TKYT
HaIlly HHTEHLIUOHAJBHYIO IJIOTh MO TeM MHCTPYK-
UM, KOTOpBIE OHM B cebe conepxar. HauaBmue
CBOE CYIIIECTBOBAaHHE KaK TOUKHM Ha TIOBEPXHOCTH
MaTepHaIbHOW KapThl, HU(pPOBbIe 00pa3bl Tak U
ocTauch nepdopMaTHBaMU, OHU HUYErO HE CO-
00IIal0T, KPOME MHCTPYKIMWA, OHU UHCTPYKTHUPY-
0T KaK JIeHCTBOBATh: KaK MOHUMATh, KaK MEPexH-
BaTh, KaK YyBCTBOBATh.

N3BectHO, 4yTO € HactymieHueM Hosoro
BPEMEHH, C Pa3BUTHEM TEXHUYECKUX CPEJICTB, JI0-
CTYHHBIX YEJOBEKY, BO3HHUKIM OIpeeTICHHbIE
TpeOOBaHUS U K YEIIOBEUECKOMY MaTepHaly, U K
OpraHu3alluy MPOCTPAHCTBA, U K yYETy BPEMEHH:
B HOBOM MHpE CTaJli LIEHUTHhCS TOYHOCTH, €AUHO-
00pa3HOCTb, CTPYKTYpHBIE CBSI3U, OTBETCTBEH-
HOCTh M JUCUUIUIMHA. VI3MEHUIIOCHh TTOHSATHE YHC-

* Tecup Banbkupuii // Beoymsd. Crapmas Dnna.
Ilecup 0 Hubenynrax. M.: XyznoxxecTBeHHas IuTepa-
Typa, 1975. C. 349.
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Ja: OHO Temepb He Mepa 00KECTBEHHOU rapMo-
HUH, HO Mepa TOYHOCTH. M3MeHwmics cam IpHH-
LUI MEpbl: TENnepb B U3MEPEHHHM 3HAYUTEIBHO
qaimie MCIOJb3YIOTCS YHU(DUIIMPOBAHHBIE MEPHI,
€AMHUIBI TI0 CYTH, a HE 10 UIMEHHU (B TO BpeMs Kak
MPOCTPAHCTBEHHBIE Mephl B CpelHEeBEKOBbE ObLIN
(haKTUYECKN HECOM3MEPUMBI, a 4ac UMeIl Pa3HYyIo
MPOJIOJKUTENIBHOCTh B PA3JIMYHOE BpEMs TOJ1a),
WU3MEHHIIIUCH TPEOOBaHUS K MMOBEACHUIO YEIIOBEKA.
[Iporeccsl panvioHanU3aMy MPUBEIU K PaCcKOJI-
JOBBIBAHUIO MHPA, JHUIIWIM €r0 CTUXUMHOCTH. W
BMECTE C YTPATOW, OTUYXKIECHHUEM KOIJA-TO €CTe-
CTBEHHOI'O0 COCTOSIHHS, CaMO €CTECTBEHHOE, CTH-
XUHUHOE OTKPBIBAETCS KaK MHOE. Yen0BEK BIEPBBIE
YBUJEN TPUPOIY, TOIBKO KOTJa Tepectan ObITh
MOJIHOCTbIO B HEe BKIIOUYEHHBIM. [Ipupona kak
MpEeIMET HACHaXIEHUs, KaK HEYTO LIEHHOE CaMo
o cebe U MpeKpacHOe BHE KaKUX ObI TO HU OBLIO
LEJICH: OT MparMaTUYECKUX J0 ICXATOJIOTMYECKUX
— OPOJYKT TeXHUYECKUX mporpamm HoBoro Bpe-
MeHHu. HaydHo-TexHHuYecKHe MporpaMMbl, CKOBaB
YeloBeKa CBOMMHU TpPEOOBAHHSIMH, OCBOOOIMIN
€ro Uil CO3€pLAHMS MPUPOJBI KaK 3CTETUYECKOTO
¢denomena. CeronHs, KOrJja CO3HAHUE 3aXBAuCHO
ceThi0 00pa3oB-iephOPMATUBOB, KOTJAa OHO BXKHU-
BAETCS B UYXKHUE COCTOSIHUS IO UHCTPYKIIUSAM, UM-
TUTMIIATHO TPEINOJIaraéMbIM TEXHUYECKUMHU 00-
pazamu, KOrja OHO >KMBET MEepPEKUBAHUSIMU JAPY-
TUX M 49acTo o0Ilee, YHUBEPCAIbHOE OKa3bIBACTCS
JUISL Hero 0oJjiee JUYHBIM U 3HAYUMBIM, YEM YacT-
HOE, OHO OKa3bIBAETCA OTUYXKIEHO OT CaMOro ce-
051, OT CBOHX COOCTBEHHEBIX cocTosgHui. TeMm ca-
MBIM OBITHITHBIC COCTOSIHUS, ONPEAUKATHBHBIC
MOJIyChl IPUCYTCTBUS OKA3bIBAKOTCA ISl HETO I10-
TEHI[MATBHO OTKPBITHI B OOJBINEH CTEIIEHHU, YEM B
npouuisie droxu. Eciou B 3nmoxy Hosoro BpeMenn
HWHTEPEC BBI3bIBAJIA MPUPOJA, TO TEIEPh UHTEPEC
BBI3BIBAIOT MPUPOIHBIE BO3MOKHOCTH YEJIOBEKA.
MBI KuBEM B MUpE, K KOTOPOMY CO3HAaHHE HE rO-

TOBO: MbI HOJy4aeM Oojblie WH(POpPMAIUHU, YeM
CIIOCOOHBI OCBOMTh, MBI CTaJKMBaeMCsi C OOJIb-
IIMM KOJIMYECTBOM COOBITHIA, YeM T€, Ha KOTOphIE
CIIOCOOHBI aJIeKBaTHO OTpearupoBaTh, MbI BOBIIE-
4yeHbl B OOJIbIlIee KOJIMYECTBO COLMANBHBIX B3aH-
MOJICHCTBUI, YEM T€, HA KOTOPBIE MOKEM 3MOILHU-
OHaJIbHO OTBETUTH. OTCIOAAa UHTEPEC K MHIUKATO-
paM KaJlopuii, IIaroB, MyJbca, BpeMEHU Oo0p-
CTBOBaHUS. MOXXHO MpPEICTaBUTH cebe OTIasIeH-
Hoe Oynaymiee, I/ie MPUWIOKEHHUS HAIIUX YMHBIX
YCTPOWCTB IIpEeAJIararoT HaM Jpy3€d He IO UHTe-
pecaM, a MO OMOJIOTMYECKOH OJIM30CTH: HAINpH-
Mep, CalThl 3HAKOMCTB U COITyTCTBYIOIIME IPH-
JIOXKEHHUS CMOTYT YYMTBHIBaTh HE TOJBKO OOIIMiA
KyJIbTYpHBIA (DOH, HO M TOKAa3aTesd MOTOOT/AENe-
HUs, cepAreOneHusi, MHTEHCUBHOCTH PabOTHI JH-
JTOKPUHHBIX JKEJle3, CTENeHb aKTUBHOCTU U ypO-
BEHb HEPBO3HOCTU. VHTEepec K pecypcy HaIero
OMOJIOTUYECKOTO TeJa — He XKeJlaHHe HOBOM UCTH-
HBI 1ocnie mobenpl (eikT-popmaTa, a CTpacTb K
s dexTy. Bpsin mu npunoxeHus 3HakoMCTB Oy TyT
paboTtaTh Kak aeTeKTopsl JukU. KoHeuHo, ¢uzno-
JIOTMYECKUE TMOKa3aTend B LU(PPOBOM MHUpE
ciokHee c(habpUKOBaTh, YeM SPYAULHUIO, BKYC,
KyJIbTYpHBI ypOBEHb, HO B MHUpE, IJ€ I1aBHOE —
BOBJICYCHHOCTb M OTKJIMK, HHTEpECHO apyroe. Pe-
Cypc Tella MHTEPECeH KaK ypOBEHb OTJAuM, Kak
KOJINYECTBEHHBIN MOKa3aTeb CTENEHU BOBJICYCH-
HOCTH, KaK cuia >xenanus. HpIMHu cnoBamu, na-
e KOJIMYECTBEHHO BBIpaKEHHBIN (usnonornye-
CKHil pecypc UHTEpECEH Kak I QeKT.
KommnbroTepHble UTpbl BO3HUKAIOT KaK OT-
BET Ha CIIOKUBIIMECS YCIIOBHS, KaK 3€pKajio HO-
Beifero nugposoro mupa. Kuno 0b110 3epkagom
WHAYCTPUATBHOW IMBHJIM3ALMHM, OTpaXxas ee
Hanbosiee BaXKHBIE CBOMCTBA: CKOPOCTb, MAacCO-
BOCTb, CTPEMJICHHE BHJETh Jajibllie M OOJIbIIE.
To4yHO Tak k€ KOMIIBIOTEPHBIE WIPBI SBIISIOTCS
KOHIIETITYaJIbHBIM OTPa)KEHHEM KITIOUEBBIX (heHO-
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MEHOB COBPEMEHHOCTH, MOCKOJIbKY, coOMpas X
BOC/IMHO, OHU BIIEPBBIC JAIOT BO3MOXKHOCTH HX
yBUAETH U NMOHATH. L{udposoii popmar npereHmy-
eT Ha BOBJICUCHHE, BeAeT OOphOy 3a BHUMAHUE U
npusHanue. Ludpossie 06pa3el, Oyayuu, 1o cyTH,
nepopMaTUBHBIME 00pa3aMu, HUYEro HE OTOO-
pakaloT, HO TOBOPST, KaK JIEHCTBOBAaTbh, KEIATb.
[ToHnMaTh y4aT HHCTPYKIMH, KaXK/1as U3 KOTOPBIX
OPUBOAUT K TOMY, YTO CTENEHb PEAbHOCTH Kak
ObI BBIHY)XKJICHHO OTBOEBBIBACTCS Y JIPYyroro. Mel
6opemcs 3a peanbHOCTb, MPOU3BO IPPEKTHI, HO
yacTo pacTBopsieMcs B 3¢deKTax, MpOU3BEICH-
HBIX JpyruMH. D(ddekTr, KoTopsle B IUPPOBOH
cpeze MpeNCTaBIsAIOT COOOW KBAaHTHI PEalbHOCTH,
HaOMPAIOT CUJTY U3 BOBJICUCHHS B CONEPEKUBAHUE
apyrux. CoObiTHe TeM 6oiiee AeHCTBUTEIBHO, YEM
OoJiblIlee YHCIIO COYYBCTBYIOIIUX OHO TOJy4YaeT.
Ho xak BO3MOXXHO W3 BOBJICUEHUS B CONEPEKHUBA-
HUE JPYroro CTaTb HCTOYHHKOM HEpeXKHBAHUS
ce0s, CBOUX CIIOCOOOB OTKPBITOCTH JCHCTBUTEINb-
HOCTH BO BCE€H YHUKAIBbHOCTH, KOTOPbIE OHU MO-
ryT narb? Kak Bo3MoOxHa 3a00Ta 0 cebe, naxe
caM OIIBIT ce0s B YCIOBUAX OOpHObI 32 MpU3HAHUE
¥ BHUMaHHWE, 3a MPOCTPAHCTBO M BpeMs, Korja
Ka)XeTCsl, 4TO CYIIECTBOBaHHE KaK OBl pacceuBa-
ercs B MHPOPMaMOHHBIX MmoTokax? Kak Bo3Moxk-
HO OT MHCTPYKLUUHU K JEHCTBUAM IEPEUTH K IEH-
CTBHSIM JI0 BCSIKOW HX OIPENIENIEHHOCTH CO CTOPO-
HBbl MHCTAHLIMH, HAMPABIAIONINX PabOTy YyBCTBA,
xenanust, MpinuteHus1? «Ilocne okonuanus pan-
I[y3CKOW PpEBOJIIOIMM M HAMOJICOHOBCKUX BOWMH
EBpona Bomuia B NEepHOJ OTHOCUTEIBHOM CTa-
OUIBHOCTH U MHpa. JIoxXa IMOJIMTHYECKUX Mepe-
MEH U UCOJIOTHYECKUX OUTB, Ka3aJioCh, HABCET 1A
yloula B IpoHUIOE. ['OMOTEeHHBIN IOJIUTHKO-
OKOHOMUYECKUN IOPSAOK, OCHOBAHHBIM Ha CO4Ye-
TaHUHM TPOMBIIIICHHOTO MOJbEMa M TEXHOJOTH-
YEeCKOT0 Mporpecca ¢ MoJIUTHYECKUM 3aCTOEM, Ka-
3aJI0Ch, BO3BEIIAJT O KOHIIE HMCTOpUH. XyHOXKe-

CTBEHHOE JBIKEHHE POMAaHTHU3Ma, KOTOPOE BO3-
HUKJIO B 3TOT MCTOPUYECKUH MOMEHT IO BCEMY
€BpOIIEHCKOMY KOHTHUHEHTY, U CTaj0 TOW 30HOM,
rZie elle Me4Tajau 00 YTONHAX, IIOMHHMIIH O TPaB-
MaxX PEBOJIONUH M TPOKUBAIU aJbTEPHATUBHBIC
JKU3HEHHBIE TPOEKTHDY”. 3 9TUX «yTONHi» BO3-
HuK ¢penomen Gesamtkunstwerk kak >ku3HeHHOTO
MPOEKTa, T. €. MPOEKTa, B KOTOPOM ObL1a ObI CO-
XpaHeHa XKM3Hb KaK TakoBas BO BCEX €€ Iorpa-
HUYHBIX COCTOSIHUSX, BO BCEX YCHIIUSX, KOTOPbHIE
OHa TOJpPa3yMeBaeT, BO BCEH €€ OTKPBITOCTH
ombiTy. VicTopus yrposkana >KM3HU NPEBPALICHU-
€M B 3aKpBIThIM, pa3 U HaBCErJa PELICHHBIN IIPO-
eKT. BMecTe ¢ KOHIIOM HMCTOpHM HaMedajach OT-
MeHa SK3UCTEHIMAIBHON HANPSHYKEHHOCTH KakK Ta-
KOBOM. JKM3HEHHbIE yCUIIUS, YKOPEHEHHBIE B HUX
’KellaHhe, YyBCTBEHHOCTb, BOOOpa)kKeHHE, MBIIII-
JICHHE OKa3aJMCh IMOJI Yrpo30d IepeBellCHHUs B
CTaTyc HporpaMM, KOTOpble TeM OoJiee YCIEIIHO
(YHKIMOHMPYIOT, 4eM OoJjiee MOCIEeI0BATEIBHO
ux npunepxubarorcsa. Gesamtkunstwerk kak ¢e-
HOMEH TPU3BaH ObLI CTAaTh pa3pbIBOM B yCTOWYH-
BOIl paboTe mporpaMM, OTMEHOW IPOU3BOJCTBA
3HA4YCHUs paaud OOHApY)KEHUS TPHUCYTCTBUS —
MEPBUYHOTO OTHOIIEHHUS K CYHIECTBOBaHMIO, 00-
HapyXeHus (yHIAMEHTAIBHBIX MOJIYCOB 3K3HU-
CTEHLMAIBHOW pa3oMKHyTOCTH. Kunemarorpad,
no cyTH, mpopopkan padory Gesamtkunstwerk
WHBIMU CPEICTBAMHU M B HMHBIX HHJIYCTPHUAIbHBIX
ycnoBusix. PaboTtas co cKOpOCThbIO, MaCCOBOCTHIO,
peKUMaMH BUJCHHS, OH TO3BOJIST IPUCBOUTH TO,
YTO OBLJIO OTUYXKJICHO SKOHOMUYECKUMH, MOJTUTH-
YEeCKUMH, WHAYCTPHAIBHBIMU Mporeccamu. dDak-
TUYECKUM pe3yJIbTaToM KHHemarorpada IoJDKHa
Obula CTaTh HOBAas YyBCTBUTEILHOCTh, XapakTep-
Has Ui 3MO0XM CTEKJa M MEeTalla, TPAHCHOPTHBIX

> T'poiic b. Mapkc nocne [liomana, uiu XyJI0KHHK U
nBa ero tena // I'potic b. Ilomutuka moatuku. M.: An
Maprunem Ilpecc, 2012. C. 248.
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COOOIIEHUH U IIEKTPHUUECKOTO TOKa, ayIUOBH3Y-
aJIbHBIX CPEICTB KOMMYHHUKaIMH. KoMmbroTepHbIe
urpel — Gesamtkunstwerk mudpoBoit smoxu, mo-
CKOJIbKY, B TO BpeMsl KakK BCE aKTyaJlbHOE CTpe-
MUTCSI K BUPTYaJU3al[MMd, OHU IO3BOJISIOT JaKe
BUPTYQJIbHOE TMEPEXHUTh KaK akTyalbHOE, T. €.
KOMIIBIOTEPHBIE UTPBI CTAHOBATCS (hOPMaMU IK3U-
CTEHILMAJILHOTO OINbITa, aJIeKBaTHBIMHU IH(PPOBOI
peanbHOCTH. KOMITBIOTEpHBIE UTPBI pearupyroT Ha
Ty CHUTYaIlMlO, KOTJa MPOCTPAHCTBO, BpEMs, CO-
CTOSIHME, MHEHHUE JApPYroro OKa3bIBaeTcs Ooiee
3HaYMMbIM, YeM HalM coOcTBeHHble. OHU TpH-
3BaHbl BEPHYTh U3 COINEPEKHUBAHHUSA, T. €. U3 MEpe-
KUBAHHUS JPYroro MOCPEACTBOM ceOsl, B MPOXKH-
BaHUE, T. €. IOHUMaHUE APYruX U3 cels; mpu3Ba-
HBI U3 MepPOPMATUBHBIX 00pPa30B-IIPOrpaMM Bep-
HYTh HaC K JIOTIPOIrPaMMHOMY YPOBHIO, K CIIOH-
TAHHOCTH; M3 PaCTBOPEHHUS BO BCEOOIIEM — K YHH-
KaJbHOMY.

KomnbroTepHble UTpbl CBOPAYUBAIOT IPO-
eKT MHpa KakK MpEeACTaBICHUS U Pa3BEpPTHIBAIOT
IPOEKT MHUpa Kak BoiH. [Tockonbky nH(pOpMaIiu-
OHHOE TI0JIE MPHUBOAMT K KPHU3HUCAM pEIpe3eHTa-
UM M MHTEPIPETAIH, MOCKOJIbKY BUPTyalbHOE
(BO3MO)KHOE) CTAHOBUTCSI HEOTIIMYUMBIM OT aKTy-
QIIBHOTO (JIEHCTBUTENHLHOTO), ek HEOTIIMYUM OT
¢axTa, HanOoJIee UCTUHHBIM BOCIIPHHUMAETCS TO,
4yTo TpeOyeT OOJBIIEr0 BOBJICYCHUS, BBI3BIBACT
Oonpiuii ad ek, CHiIbHEee BPE3aeTcsl B MaMSTh.
OnHako 4enmoBeK OKa3bIBaeTCs OTKPHIT 00U JIpy-
T'MX, COUYBCTBHIO JIPYT'MIM, OH OTJIa€T CBOE TEJO U
CO3HaHHE Me/na, KaK Obl TUIIAsCh ce0sl, U UTPHI B
3TOM CMBICJIE TIO3BOJISIIOT €My BEPHYTH OIIBIT COO-
CTBEHHOTO NpuUCyTCTBUS. B wuH(popmarmonHo-
HACBHIIIEHHOM MHpE, TJle BeleTcsl BOWHA 3a BHH-
MaHHe, XenaHue M addexrt, rae UHAWBUI BCe
OoJibllle BOBJIEKAETCS B HMHTEPECHl BCEOOIIETO,
BILJIOTh IO PAaCTBOPEHHS B HEM M CaMO03a0BEHHH,
UTPBI BBICTYNAIOT HHCTPYMEHTaMH 3a00ThI O cebe,

BO3BpAIllCHUs] BPEMEHH, MPOCTPAHCTBA, MPSMOIO
npucyTcTBus. EciiM WMHbIE Meaua MpeacTaBisOT
Kak OBl OTBIT B PaCCPOUKY: OIEHKY, MHEHHE, 00-
30p, aHANUTHKY, — TO WTPHI, Onaromapsi AOCTYII-
HBIM UM HHCTPYMEHTaM B3aMMOJCUCTBHS C UG-
POBOI cpezoi, MO3BOJISAIOT coOpaTh celsi U3 pac-
TBOpPEeHHsI B WH(OPMAIMOHHBIX IMOTOKaX — Bep-
HYTh OIBIT BPEMEHH, MPOCTPAHCTBA, MOCTPOCHUS
MIPUYUHHO-CIICICTBEHHON CBS3U, OIBIT JAEHCTBU-
TEIBHOCTH Kak coOCTBeHHBIN ombIT. Kak pamm-
KaTbHBIC MeNua, padoTalolue He ¢ penpe3eHra-
UM 3HaYeHUs (MCTUHHOTO WJIM JIOKHOTO0), a C
MIPOU3BOJICTBOM MPUCYTCTBUS, UTPHI BO3BPAIIAIOT
ObITHE OT MEPBOrO JIMIA B MUPE HMH(POPMAIMOH-
HOTO OTYYXICHHUS U TEM CaMbIM CTAHOBSITCS 3a-
KOHOJIaTEJIbCTBYIOIIEN WHCTAHLIMER B OCBOCHHUH
ombiTa nudpoBoro mupa. [lorpyxeHue B KOMIIb-
IOTEpHBIE UTPHl PACLICHUBAETCS CO3HAHHEM Kak
BBIBEJICHHE €ro W3 OIbITa OTYYXICHHBIX (opM
paau oOHApYyKEHUS OMbITA CYIIECTBOBAHUS — JI0-
CTHKEHHUSI YEr0o-TO HACTOJBKO aKTyaJbHOTO, YTO
OHO MOKET OBITh IMOJAAHO TOJHKO B YIAKOBKE BHP-
TyaJabHOTO.

CoBpeMEHHbIE TEXHOJOTHH TpO3AT HC-
KJIFOUEHHUEM LIEJIOTO psAJia SMOLUUM U3 IIHUPOKOIo
psla SMOIMOHAIBHBIX COCTOSIHUM, JTOCTYIHBIX
yenoBeky. Hampumep, B yCIOBHUSIX TOTaJbHOIO
OCETEBJICHUS, KOrja BbIxod B MHTepHeT BO3MO-
KEH B JII000€ BpeMs M IMOYTH M3 JTHOOOr0 MecTa,
CTAaHOBUTCS HEBO3MOXHBIM MpenaThes ckyke. OT
HEe YCHEIIHO Orpa)kJacT MIHOBEHHBIA JOCTYI K
KEeIaeMOMY CETEBOMY KOHTEHTYy. Tak ke u He-
YIOBJIETBOPEHHBI MHTEPEC — HEYTOJICHHOE XKe-
JIaHWE€ 3HAHMS, HAYMHAs C BIIOJIHE MPAKTHUYECKOTrO
3HaHUSA YCTPOMCTBA IOAPYYHBIX BEIICH W 3aKaH-
9YUBasi 3HAHUEM O PA3IMYHBIX BOOOPAKAEMBIX CY-
[IECTBaX, PEAKUX KHHUTAX, CIOKHBIX (PU3HUECKUX
TEOpPUSIX — BCE MEHEE 3HAKOM COBPEMEHHOCTH,
MOCKOJIbKY WHTEpHET MeCTpUT BCEBO3MOKHBIMU
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wiki-cooOrmecTBaMu U 3IEKTPOHHBIMHU SHITUKIIO-
neausiMu. K ToMy ke B 3aJaHHBIX YCIOBUSIX ITO-
00l BOIIPOC MOXKET MCHOBEHHO CTaTh MPEAMETOM
myOIMYHOTO (WM JTaXKe SKCIIEPTHOTO) 00CYyXKje-
Hus. To e caMoe MOXKHO cKa3aTh U 00 OJMHOYE-
cTBe. MecCeHIKephI, COIMANLHBIC CETH, BHUIE00-
JIOTH, HATUBHAS peKJIaMa, oOpaIlaroIascs JINIHO
K TIOJIb30BATENI0, BCTPAUBAIONIASICSI B €T0 WHTEP-
(elicel U MOOMMBIEC CIOKETBI, HOBOCTH, MTOA0Upa-
€MbIe [0 TPUHIUIY HEJABHO MPOCMOTPEHHOMN
uH(pOpMaNUK, — BCE CO3/IaeT BIIEYATIIEHHUE TOTO,
9TO 4eM OOJbIle YENOBEK CYIIECTBYET B IUdDpE,
yeM OOJIBIIIE CIIENOB OH OCTAaBIISIET, TEM OOJIBIIIE
€ro 3aMBIKAIOT B COOCTBEHHBIX kenaHusx. OmHa-
KO caM (pakT BHMMAaHUS K €ro >KEJIaHWI0, CTPEeM-
JIEHUE ero MOoJAepkKaTh MPUBOJIUT K TOMY, YTO OH
MOCTOSIHHO YYBCTBYET JI0 HaBSI3UMBOCTHU 3a00TIIH-
BOE MPUCYTCTBHUE JIPYTOro, 4acTo B yIiepo cBoeMy
cooctBeHHOMY. HeynoBieTrBopeHHBII HHTEpeC,
CKyKa, OJJMHOYECTBO KOHCEPBUPYIOTCS B Hrpax, a
HE B MHBIX ME/INA, T. €. UMEHHO B OTBITE KOMITBIO-
TEPHBIX UTP OHH COXPAHSIOTCS KaK JOCTYITHBIC
YeNoBEKy NepexuBaHus. He ClIoXHO mpencTaBuTh
MYy3€H peIKUX MEPEKUBAHUN WIM IEPEKUBAHUM,
WCYE3HYBIIMX W3 apceHajga JOCTYIMHBIX SIOXHU
CPEICTB CaMOTIOHMMAaHUsI U CAMOBBIPAXEHUS, U
BIIOJTHE BO3MOXKHO, YTO MY3E€HHBIMH CPEIICTBAMU
XpaHEHUS! ATHX COCTOSHUN CTAaHYT KOMITHIOTEP-
Hble Urpbl. OTHAKO, TOMUMO TOTO, YTO UTPBI KOH-
CEPBUPYIOT LENBIN PAN COCTOSHHM, HUCUE3AIOIINX
W3 WHBIX MEJUa, a 3HAYHT, U U3 OIbITa MUPA, OHU
JAlOT COCTOSIHUSI, KOTOpPbIE MOXHO TEpPEKUTh
MMEHHO B HUX M KOTOpbIE, BHE BCSKOI'O COMHE-
HUs, OyAyT MepEeHUMAThCS U IPYTUMH MEUa.

J10 BO3HUKHOBEHHS OTBJICYCHHBIX KOHIICTI-
TyaJIbHBIX MHCTPYMEHTOB HM3MEPEHHS MPOCTPaH-
CTBA ¥ BpPEMEHH, YCTAaHOBIICHUS NPUIHMHHO-
CIICJICTBEHHBIX CBSI3€H JIOAM OCBAMBAIA BPEMsS U
MPOCTPAHCTBO TEJIECHO, YCTAHABIIMBAIN MPUYHH-

HO-CJICZICTBEHHBIE CBSI3M 4epe3 TEeJEeCHYI0 00b U
TEJIECHBIC YIOBOJILCTBUA. [IpEBHUI pUTyall JaBaj
croco0 cobupaHus Mupa Ui HOBOTO OIpeselie-
HUS NPUHIMIIOB OpUEHTAalUU B HeM. Mup cobu-
paJicsi KaKk MepBO3/IaHHOE TENO, €llle HE yCIeBIIee
OTIpeNIeNIUThCSl cOo cBouM obOpa3zom. [lostomy B
JIPEeBHUX pUTyallaX peyb Ija HEe TOJIBKO 00 00-
HOBJICHUHM MHUpa, HO U 00 OOHOBIICHUH TeNna: MpH-
pOIBI Kak Tefa, poja Kak Tena, Tejla TOro, KTO K
pony mpunamexut. Gesamtkunstwerk B ycnoBu-
X TEePerpON3BOJICTBA 3HAYCHHUS MPETEHAOBAI Ha
TO, 4YTOOBI TPEJOCTABUTH OIBIT MPUCYTCTBHSL
KommnbroTepHast urpa yCHJIMBaeT 3TH BO3MOKHO-
CTH, JieNas BO3MOXHBIM BEPHYTh ceOe 3K3UCTEH-
[IUAJIbHBIE OPUEHTHPHI, OTKpPhIBass MHP KakK IpO-
CTPaHCTBO COOBITHUH, KOTOPBIE CKPEIUICHBI CyIlle-
CTBOM HTPAIOILEro, €ro MCUXO0(PpU3UOIOTHUECKUM
pecypcoM, ero TenoM. Ecim ocTambHBIE Meaua
TpeOyIOT HaIlero Tena (MM CKOpee MbI IbITaeMCs
oOpecTd COOCTBEHHOE TENO B MeAwa), TO HUrpa
BO3BpAILlAeT TEJIO KaK YCIOBUE BCeX (hOPM OTKPHI-
TOCTHU JICHCTBUTEIILHOCTU WJIM BO3BPAIIAET K TEIY
KaK €IMHCTBY IlepekuBaHuil. Uepes Urpossie B3a-
UMOJICHCTBUSA, uepe3 TNpeaiaraéMble HIPOBBIM
¢dopmarom crocoObl pabOThl C MPOCTPAHCTBOM H
BPEMEHEM, NPUYMHHO-CIECJCTBEHHOW  CBS3BIO,
BO3MOKHOCTBIO MBI OTKa3bIBaeMcs OT Tena (T. e.
€IMHCTBA JKEJIAaHWH, YyBCTB, MBIILICHH), COOU-
paeMoro 3a Hac IHUQPOBBIMH  0Opa3ammu-
neppopMaTHBaMH, CETEBEIMU COOOIIECTBAMU, Ha-
TUBHOM peKJIaMOii, U cOOMpaeM CBOE COOCTBEHHOE
TEeJNO, BeAb B UTpax MUpP OOKHUBAETCS B MOJIyce
BOJIM KaK €IMHCTBO WHTCHIIMOHAJIBHOM IJIOTH, KaK
PHUTM, KaK CTUXMA, KaK JbIXaHHe, Kak cepAauedue-
nue. Eciiu B udpoBoit cpene Benercs 6opnda 3a
BHUMAaHHeE, 3a JKeJaHue, 3a MpPHU3HAHUE, T. €. TBO-
pATCS MUPHI KakK 3()(HEKThl, TO KOMITBIOTEPHAs UT-
pa IMO3BOJISIET MOWTH MO Ty CTOPOHY 3(deKTa, K

€ro MCTOKaMm, 3a 3((HEKTOM OTKPBIBACTCS SHEPT U,
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3a NIPUPOJIOH, COTBOPEHHON B KOMIIBIOTEPHBIX UI-
pax, OTKpbIBaeTcs mnpupoja TBopsmas. OmbIT
MHOTO — YXUBOT'O MPUCYTCTBUSI TallHbl U €€ IMpPHH-
LUIINAIbHON HEBBIPA3UMOCTU HU B OJTHOM M3 Y3-
KOCTICLIMAIM3UPOBAHBIX CETMEHTOB IM(PPOBOTroO
CYILIECTBOBaHMs, T.€. LU(pPOBas TOTAIBHOCTD,
OTBIT JIOTIPETUKATUBHOIO LU(POBOrO CYIIECTBO-
BAaHHUS, POXAAOIIMNCA IPU BHE3AIIHOM OILYyILE-
HUU CHUJIbI, CTOSIILIEN 32 SBJIEHUEM, 1AaeTCs B UTPax,
1 UIMEHHO OH OCBOOOXKIAET BEIH, COOBITHS, JIHUIIA,
BO3BpAla€T HMX K ABTOHOMHH, CaMOLIEHHOCTH.
Mup B Urpax He 1JaH B ”HOM MOJlyce, KpOMe JIn4-
HOT'0, OH OTKpPBIT JUAJIOTY, ¥ 3TOT JUAJIOT BEJETCS
C TeM, 4TO oOpallaercsi K UrparoliemMy, He Ipe-
TEHJys Ha €ro CyIlleCTBOBAHUE, HO MOAJEPKUBAL
U IPOJOJDKAs €rO.
Bo3bMeéM  HECKOJIIBKO  IOKa3aTeJIbHBIX
npuMepoB. OOpaTUM BHUMaHHME Ha HMIPbl CEpPUU
Dark Souls (From Software), craBimme deHome-
HOM, U3BECTHBIM JAJIEKO 3a IIpe/iellaMu UTPOBOTO
cooOmectBa. HeoObruaiiHast CIOXKHOCTh HIPBI
IIPUBOJUT K TOMY, YTO WMIPOK BBIHYXAEH JAEH-
CTBOBaTh KpailHE OCTOPOXKHO, YyJIENsisi BHUMaHUE
BCEMY UI'DOBOMY OKpYyXeHHUI0. Bpems nepexusa-
€TCsl HE KaK yCKOpSIOLIAsl XOJ CTpEJIKa 4acoB, HO
KaK BpacTaHUE B MOPSAOK BELIEH — IBUKECHHE,
OXBaThIBAIOIIlEE BCE CYLIECTBO Urparoiero. Bpe-
Ms BKJIIOYEHO B IIOBECTBOBAaHHUE, IEPEKUBAETCS
9K3MCTEHLUAIBHO KaK BpEMs TpPEBOT'H, BpeMs
HAJEKbl, BpEMsI cep/ilia, TAloLIero, Kak BOCK. B
urpax cepun Fallout (Bethesda Softworks) sk3u-
CTEHLIMAJIBHO NEPEKUBAETCS MTPOCTPAHCTBO — OHO
3/1eCh HE IyCTOE€ BMECTHJIMIIE BEIIEH, HANPOTUB,
BEIIY AYMAHUPYIOT IPOCTPAHCTBOM, OHU U3ITy4YarOT
ero u3 ceds, 3acTaBiisisi UTPOKAa MO HalJICHHBIM
OCKOJIKaM MpOLLIOro (MHp WIpbl — IOCTANoOKa-
JUNTUYECKAs MyCTOIIb, HA KOTOPOH 3peeT HOBasd
KU3Hb, MUP MOCIIE SAEPHON BOMHBI) BOCCO3/1aBaTh

B TCPCIKUBAHUU HC‘IG3HyBHIHﬁ MUp, KH3Hb,

ymeamyo u3 Bemeil. Urper cepun Metal Gear
Solid (Kojima Production) u BoBce mpeTeHIYIOT
Ha TO, YTOOBI UTPOK OBUI OTKPHIT BHEUTPOBOMY
BTOPKEHHUIO — TpaBMe: UTpa UMHUTHPYET TO IIO-
JIOMKY 000py/J0OBaHMs, HA KOTOPOM OHa BENETCH,
TO HEHCIPABHOCTh KOHTPOJUIEPA, TO CTAIKHBAET
UTPOKa C IOCJIEACTBUEM €T0 JECUCTBUM, KOTOPBIC
OKa3bIBAIOTCSl HE TAKUMH PYTUHHBIMH, KaK IpeJ-
noJjlarajioch BHayajie, TO JUYHOCTh UTPOKa (B T.4.
CIOKETHO B rocnienneit urpe cepun — Metal Gear
Solid V) okaspiBaeTcsi TOKIECTBEHHOW €r0 MTPO-
BOMYy aBaTtapy. UrpoBble MEXaHUKH IMPETEHAYIOT
3/IeCb Ha TO, YTOOBI CTaTh 3K3UCTCHLUAIBHBIMU
TexHUKaMu. Takue mpHueMbl, HCIOJb3yeMbIe B
KOMIIBIOTEPHBIX UTPaX, BO3BPAILAIOT Yepe3 OIBIT
BUYBCTBOBaHMS OCO3HAaHHE TOT0, YTO MHp COOHU-
paercsi BCAKUN pa3 B Telle MI'PAIOLIETO, Yepe3 ero
OTKPBITOCTh JICCTBUTENBHOCTH OH MOJYyYaeT HC-
TuHy. HecMoTps Ha TO 4TO TeXHUYecKu Oosee
CIIO)KHBIM SIBIISIETCS CE€pUiiHAs BEllb — BEIIb Mac-
COBOTO, aHOHMMHOTO IPOU3BOJCTBA (TIOCKOJIBKY
HEOOXOIMMO TMPOU3BOACTBO, OOCITYy’)KHBAaHUE 3TO-
ro IpPOM3BOJICTBA, AUCUUIUIMHA U HABBIKU CYyIIIE-
CTBOBaHHUSI B OOJBIIOM KOJUIEKTHUBE, BceoOIee
oOpazoBaHMe M T.J.), KOMIBIOTEpHAs Hrpa Kak
MPOAYKT HOBEHIIIET0 TEXHUYECKOT'O TPOU3BOICTBA
BO3BpAILlAeT K JIOMHIYCTPUAIBHOMY, AUHUIHOMY
U YHUKaJIbHOMY, KOTOpOE paccMaTpUBAETCs HE
Kak cOOH M MOJIOMKA, & KaK OTKPBITOCTb MPHUCYT-
CTBHIO, BO3BpAIlleHHE K caMuM Bemam. Urpsl, 00-
nanas ClKeToM, HHTep(deiicoM, MpOrpaMMHBIM
KOJIOM, MaTepHalbHBIM HOCHUTEJIEM, Ha KOTOPOM
3TOT KOJ COJCPKHUTCS, U, KOHEYHO Ke, Mojpa3y-
MeBasi yCTpOWCTBa, Ha KOTOPbIX OH OyneT Xpa-
HUTHCSI U BOCIIPOM3BOJIUTHCS, TEM HE MeHee 00a-
Jal0T €IIe OJHOM OCOOCHHOCTBIO — IK3UCTECHIIM-
aJIbHBIM M3MEPEHHUEM, TJie OCYIIECTBIISIETCS B3au-
MOJICIICTBHE TOJB30BATENS U 3JIEMEHTOB WIPHI,
Il CUTyallud, BO3MOXHOCTH, a HMHOTJa Jaxe
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cOOM M OMMOKM HIPOKa MOPOXKAAIOT YHHKAIb-
HOCTh COOBITHS. Ecnm Ui KOMIBIOTEPHBIX IPO-
rpamMM omuoOKa, cOOi YpeBaThl CMBICIOBBIM CIBH-
rOM U SMHCTEMHUYECKUM DPa3pbIBOM, HEH30€KHO
Be/sl K HEBO3MOXKHOCTH HOPMAJIBHOTO (DYHKIIHO-
HUPOBAHMS, TO KOMIIBIOTEPHBIE UTPbI, TPETCHIY-
IOT Ha TO, YTOOBI OBITH OOJbILIE KOMITBIOTEPHBIX
porpamm, IMOCKOJIbKY, TaK K€ KaK M YeJOBEK,
OTKPBITHI COOSIM, HECOOTBETCTBUAM, IMapagoOKcaM,
U3 KOTOPBIX POXKMAIOTCS HOBBIE CMBICIBI, MHPHI,
HOBBIN YHUKAIBHBIN OMBITS,

[MudpoBsie Menua OpraHU3yIOT ONBIT MHU-
pa, OJHAKO KOMIIBIOTEpHAsh Mrpa SIBJISIETCS YHH-
KaJbHBIM (PEHOMEHOM, TOCKOJBbKY HIET Jalbllle,
IpeTeHaysl Ha HETpaHCIHUpyeMoe, HelepeaBae-
MO€, HEBBIPA3UMOE MPUCYTCTBUE IO TY CTOPOHY
ero oopMIIEHHOCTH 3HaYyeHHEM. B To Bpems kak
Jpyrue Meaua XpaHAT M TPAHCIUPYIOT UHPOpMa-
U0, PENpPEe3eHTUPYIOT COOBITUS, CO3/IAl0T 3HAYe-
HUS, UTPHl BO3BPAINAIOT K JOMPEIUKATUBHOMY
OTIBITY, K JIOJMCKYpPCHUBHBIM, IEPBUYHBIM (hopMam
OTHOIIEHUS K MUpY. MaccoBoe TEXHOJIOIMYECKOE
MIPOU3BOJICTBO COOBITHI B COBPEMEHHOM KYIbType
paboTaeT Kak HMHIYCTPUS CMEPTH, MOIJIOIIas
Hallle BpeMs, Halle TeJo, Hally JIMYHYIO >KU3Hb,
OCYIIECTBIIsIsE pabOTy MO CHATHIO UMEH U JIUII, I1e-
PEeBOJSI aKTyaJlbHOE B BUPTYyaJbHOE, INpeBpalnas
Hac B MPOAYKT WMH(pOpMAIWU, KOTOPYIO MBI HE
MOJKeM OOJIbIIIe TEePeKUBATh KaK YTO-TO, YTO JeH-
CTBUTEJIBHO 33/I€BaCT W TPEBOXKUT: HAIlla HJICH-
TUYHOCTb PACTOXKJIECTBIISICTCS U UCYE3aeT B MPH-
JIOKEHHUSIX, HOBOCTHBIX JIeHTax, amaTapax. Or
KOMIIBIOTEPHBIX UTP MBI KJIE€M TOT0, 4TO dYepe3

6 CMm. mompoGHee 0 PONM TIUTYEH B KOMITBIOTEPHBIX
urpax: Jlateimosa A. P. § 15. KouBepcust ommoOku:
TIIUTY-apT B KOMIBIOTEPHBIX Hrpax // Meamnadumoco-
¢us XII. Urpa unu peansHocTs? ONBIT UCCIEIOBaHUS
KommbloTepHbIX Urp. CII0.: @onn pa3sutus KOHPINK-
tonorum, 2016. C. 263-280.

OTJa4yy CBOETO Tejla TEXHOJIOTHUSM, a CBOETO CO-
3HaHUs — MUQPPOBBIM HHTEpdeiicaM, MBI HE TOTe-
psieM uX, a OYUCTUM, OCBOOOJMM OT OITyTaBIIMX
UX JUCKYpCOB, TMOJY4YMM HEUHCLECHUPYEMBIN
ONBIT — HEYTO IO CTENEHH CBOEH pealbHOCTH
IIPEBBILLIAIONIEE BCE, YTO MOXKET J1aTh MIOBCEIHEB-
HOCTb, HEYTO HACTOJIBKO aKTyaJbHOE, YTO OHO
MOJKET OBITh MOAAHO TOJBKO B YIAKOBKE BUPTY-
AJIBHOTO. KomnbrorepHslie UTPbI —
Gesamtkunstwerk coBpeMeHHOI 3MOXH, MOCKOIb-
Ky IEepeBOIAT PACCEIHHBIM B HAlIEH KYJIbType
ONBIT OTYYXACHUS, OBEIIECTBICHUS, SMOILMO-
HaJIbHOI'O MCTOILEHUSI U3 ECTPYKTUBHOI'O B KOH-
CTPYKTUBHBIN. 3HaU€HUE KOMIIBIOTEPHON WIPHI B
U(GPOBYIO 3MOXY MOKHO PE3IOMHUpPOBATH CIEIY-
IOIIMM 00pa3oM: KOMIIBIOTEpHAs UTPa BHIXOIUT 32
paMK{ pENpe3eHTaluu TEM, YTO OHA IOPOXKIAET
CBOH OIIBIT KaK CaMOLICHHBIN; BBIXOAUT 34 PAMKHU
KOHCTPYUPOBaHUs, IOCKOJBKY B 3TOM OIIBITE J1A€T
HE BUPTYaJIbHOE, a aKTyaJIbHOE; BBIXOANUT 32 PaM-
K1 3(p(peKTOB, K TBOPAIIMM SHEPTHUSAM, TOCKOJIbKY
JAcT NONPEAUKATUBHBIA, JOIUCKYPCUBHBIA OIBIT
IIPUCYTCTBUSA. B 3TOM mocienHeM cMbIcie HIpa
CIOCOOHA CTaTh KIIOYOM K T€PMEHEBTHKE LU(PO-
BbIX MOjycoB cymecTBoBanusa. Gesamtkunstwerk
Y UMIUTMLUTHO IPEINOJ0KEHHbBIE UM TEHICHIINH,
rJIaBHBIM 00pa3oM KpuTuka Baruepa, ocymiecTs-
nenHass Huime, Bo MHOrom cran mpenredein ¢u-
JT0CcO(PCKUX MPOEKTOB, HANPABJICHHBIX MO Ty CTO-
pOHY 3HAYeHUs, K aHAIUTUKE (QyHIaMEHTaIbHBIX
MOJAYCOB cylliecTBoBaHUsA. KommbroTepHas wurpa
MOJKET IMO3BOJHUTh MHA4Ye aHAIU3UPOBATh IM(pO-
BbIE ME/IMa, HE YEPE3 UHTEPIIPETALMIO UX U3BHE, a
yepe3 (ukcanuio Tex (OpM OTKPBITOCTU Jei-
CTBUTEJIBHOCTH, KOTOpPHIE OHU [JAlOT Ha YpOBHE
NEepeXUBaHUS: B UTPaxX Mbl oOpeTaeM TO Telo, Te
9K3UCTEHLUAIbHBIE PUTMBI, T€ MOIYCHI NPUCYT-
CTBUS, B KOTOPBHIX JaeT o cebe 3HaTh Oecco3Ha-

TeNbHOE HU(POBON PEaTHLHOCTH.
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UI'POBOM NCKYCCTBEHHBIA UHTEJUIEKT KAK MEJIJUYM COIIMAJIBHOT'O MHUPA *

B nmanHO#l crathe paccMaTpuBaeTcs, KaKUM
00pa3oM HCKyccTBeHHBIH HHTEeKT (Al) mcmonssy-
eTcsi B KOMIIBIOTEPHBIX UIPax M KaK HIPbl IOMOTArOT
ero passuBarb. C OJHON CTOPOHBI, HAC MHTEPECYIOT
MIPOEKTHI, HalpaBJieHHbIE Ha 00yYeHHE MPOTPaMM, KO-
TOPBIC CITOCOOHBI MMOOEKAATH YeTI0BEKa B pa3HO0oOpas-
HBIX UTpax (M3HAYaJbHO 3TO OBUTM LIAIIKH, IIAXMAaThI,
T0, 3aTeM UM Ha CMEHY MPUILIH KOMIBIOTEPHBIC UTPHI,
Hanpumep Starcraft II), ¢ apyroii — Hac mHTepecyer
HEMOCPEICTBEHHO WIPOBOM MCKYCCTBEHHBI HHTEN-
JIEKT, KOTOPBIM 3aHMMAaeT CBOIO «TEXHOIKOJIOTHYe-
CKYI0» HUIIY CPEAH COBPEMEHHBIX BBICOKHX TEXHOJIO-
ruil 1 obJagaer coOCTBEHHOM cnenn(uKoi Mo cpas-
HEHHIO C «TPaIUlMOHHBIM» HCKYCCTBEHHBIM HHTEI-
JIEKTOM, JTAJIEKO HE BCET/Ia CBSI3aHHBIM C MHIyCTpHEH
pa3BlICUEHU M OPUEHTUPOBAHHBIM Ha pEIICHUE pPa3-
JUYHBIX BBIYMCIUTENBHBIX 3a1ad. McKyccTBeHHBIH
WHTEJUIEKT B KOMITBIOTEPHBIX MIPax MOXET OBITh HC-
MOJIb30BaH HE TOJNBKO B LENSAX COKPAIECHHUS 3aTpaT Ha
MIPOU3BOJICTBO WJIH U1 PACHIMPEHUS BO3MOXKHOCTEH
WUTPOBOTO ombITa (Hanboiee OYECBHIOHBIA TNpPHUMEP —
npolenypHas reHepanus ypoBHEH, KapT, IPEAMETOB H
T. I.), HO ¥ AJSl CO3JaHHS MPaBIONOIO00HBIX HEUTPO-
BBIX TIEpCOHa)KeW (TIOMOIIHMKOB, COOECETHHKOB, CO-
I03HUKOB, BparoB). Cucremsl, paboTaromue ¢ SMOLUs-
MH U COL[MAJIbHBIM OTIBITOM, TO3BOJISIIOT HAJENUTh He-
WUTPOBBIX TEPCOHAXEHW COLMATbHBIMU (DYHKIMAMH,
OoJiee TOT0, OHM MOTYT BCTYIATh B KOMMYHUKAIMIO HE
TOJIBKO C UTPOKOM, HO U JIpyT ¢ apyrom. Ilpumenenue
TEXHOJIOTHH HCKYyCCTBEHHOTO WHTEIUIEKTa B HIpax
CIOCOOCTBYET BO3ZHMKHOBEHHIO HOBBIX COLMAJIBHBIX
aKTOPOB, ACHCTBYIOIIMX B paMKax HHU(POBOW peasb-

HOCTH, U3MCHCHUIO KOH(l)I/IpraLII/II/I COIHMAJIBHOI'O IT0-
JIA.

KuroueBble cjioBa: UTpoBOM MCKYCCTBEHHBIN
WHTENJIEKT, HEUTPOBOW MEPCOHAXK, COLMAIbHBIC MPAK-
THUKH, KOMIIBIOTEPHBIE UTPBI, MEIHA, SMOLMOHAIBHBIN
WCKYCCTBEHHBIH MHTEJICKT, MAIIMHHOE 00yUYeHHE.

GAME ARTIFICIAL INTELLIGENCE AS A
MEDIUM OF SOCIAL WORLD

The following article presents how artificial in-
telligence (Al) is used in computer games and how
games help to develop AL On the one hand, we are
interested in projects aimed at training programs that
are able to win a person in a variety of games (initially
they were checkers, chess, go, then computer games,
for example Starcraft 1I, replaced them), on the other
hand, we are directly interested in gaming artificial
intelligence, which occupies its “techno-ecological”
niche among modern high technologies and has its
own specificity compared to “traditional” artificial in-
telligence, which is not always associated with the en-
tertainment industry and focused on the solution of the
variety of computing tasks. Artificial intelligence in
computer games can be used not only to reduce pro-
duction costs or to empower the gaming experience

* Hccnedosanue GbINOJHEHO NpU (QUHAHCOBOU NOO-
Oeporcke epanma npesudenma Poccutickoti @edepayuu.
IIpoexm MK-2256.2018.6, CIIoI'Y.
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(the most obvious example is procedural generation of
levels, cards, objects, etc.), but also to create believa-
ble non-player characters (interlocutors, allies, ene-
mies). Systems that work with emotions and social
experience endow non-player characters with social
functions, moreover, they can enter into communica-
tion not only with the player, but also with each other.
The use of artificial intelligence in games contributes

Bseoenue

Hcnons3oBaHue HMCKYCCTBEHHOI'O HHTEI-
JIEKTAa B KOMIIBIOTEPHBIX MIpax Ha CEroJHSIIHUN
JICHb SIBJIIETCS HEOOXOAMMOHN TMPaKTUKOW, €Clu
MBI TOBOPUM O KOMMEPYECKHUX KpYIHOOIKET-
HBIX TPOEKTaX!, MOCKOJILKY MOJOOHBIE TEXHOJIO-
I'MH N03BOJISIIOT HE TOJBKO COKPATUTH 3aTpaThl Ha
IIPOU3BOJCTBO, HO M PACIIUPUTH UIPOBBIE BO3-
MO>XHOCTH. 3@ CYEeT aBTOMAaTHU3MPOBAHHBIX IIPO-
IIECCOB MOYKHO COKOHOMMTBH Ha paboTe XyH0KHHU-
KOB M pPa3pabOTYMKOB, KOTOPHIE MOTYT TPaTHUTh
MHOI'0 BPEMEHHU Ha CO3/JaHHE OJHOTHUIIHBIX YPOB-
HEU U NEpCOHAXKEH, B TO BpeMs KaK TEXHOJIOTHUH
MIPOLICAYPHOIO T'€HEPUPOBAHUS CIIPABJISIOTCA C
3TOM 3amaueii OpicTpee (KOHEYHO, pedb HE UIIET 00
YHUKAIBHOCTH 3TOr0 KoHTeHTa)?. [ToMuMoO ycTa-
HOBKHM Ha DKOHOMUIO, BHEJPEHUE UCKYCCTBEHHOIO
MHTEJUIEKTa B UTPBI OOYCIIOBJICHO KEeJTaHHEM BHE-
CTM B HHUX pa3HoOOOpa3ue M CO03/aTh IPaBIOIO-
NOOHYI0 MMHTAIUIO0 «CHOHTAHHOT0» TIOBEICHUS
nepcoHaxeil. Hanpumep, B 2017 rony xoMmmnanus
Nvidia coBmectHo ¢ Remedy Entertainment co-

! Onpenenennoro ycmexa B 3Toit 061acTH I0OUIUCH
urpsl Left 4 Dead (2008), The Elder Scrolls V: Skyrim
(2011), Alien: Isolation (2014), Horizon Zero Down
(2017) u np.

? Artificial Intelligence in Games / Al Frontiers // Me-
dium. 20 September. 2018.

URL: https://medium.com/aifrontiers/an-overview-of-
artificial-intelligence-for-video-games-f491229c0e7d
(mata obpamenus: 12.01.2019).

to the emergence of new social actors operating within
the framework of the digital reality, changing the con-
figuration of the social field.

Key words: game artificial intelligence, non-
player character, social practices, computer games,
media, emotional artificial intelligence, machine learn-
ing.

3/1aJI1 aBTOMATH3UPOBAHHYIO TEXHOJIOTHIO TIy0o0-
Koro oOyueHHsI B peaJbHOM BpPEMEHH, KOTOpas
aHUMHUpPYET MUMUKY 3D-Mozeneil B COOTBETCTBUU
C mpeioKeHHbIME ayarodaiinamMu’. OcobeHHO-
CTbIO TOJOOHON TEXHOJIOTHH SIBJISIETCS HU3KOE
BpeMsl O)KMJIAHUS U JIOBOJIBHO BBICOKAasl CTEIEHb
MPaBJIONIO00HOCTH pe3ylibTaTa (10 CPaBHEHHIO C
APYTMMH CUCTEMAaMM aHMMAalLMHU JIML). DTO MOYKET
3HAUUTENIBHO YCKOPUTb M YCOBEPIIEHCTBOBATh
IIPOLIECC CO3/1aHUsI HEUTPOBBIX MEPCOHAKEN.
I'eHepaTUBHO-COCTA3ATENbHbBIE CETU MPH-
oOperatoT Bce OOJNBIIYIO MOMYJISIPHOCTh, IIO-
CKOJIBKY MOTYT HPE€UIOKHUTh ONPEIEIECHHBIN ypo-
BEHb CIIOHTAaHHOCTH M Hempenckazyemoctu. C ux
IIOMOIIBIO CO3/AI0TCS HE TOJBKO MIPOBBIE YPOB-
HU, NPEAMETHI, aHUMAIMs U JIBUKEHUS IIEPCOHA-
ke, HO u camu wurpel. Mccnegosarenn
M. T'azmuan (M. Guzdial) u M. Pugn (M. Riedl)
n3 Illkonbl WHTEPAKTUBHON BBIYUCIUTEIBHOU
texHuku (TexHonoruueckuit wuHcTUTYT JIXKOp-
JDKUU) pa3paboTaay METOJ MAIIMHHOTO 00yde-
HUS1, KOTOPbIN T€HEPUPYET UIPY HA OCHOBE «IIPO-
CMOTPEHHBIX» (00pabOTaHHBIX) BUIEO MPOXOK-
nenuit urp Super Mario Bros. (1985), Kirby’s
Adventure (1993) u Mega Man (1987), cnenan-

* TlonpoGHee 0 JAHHOM MeTOfe CKBO3HOTO OOYyuYeHHs
cm.: Nvidia Developer.

URL:  https://news.developer.nvidia.com/generating-
expressive-3d-facial-animations-from-audio/ (mara
obpamenws: 12.01.2019).
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ueix gt NES. PaGora npoOuiack Ha JBa TIIaBHBIX
HanpasJIeHUs: 1) reHepanys 3TaloB UIPbI, CTPYK-
Typbl, YPOBHEH; 2) CO3aHUE IpaBWJI, MEXAHUK,
JIMHAMUKH HTPbI*, OCTAILHOMY XK€ — HappaTuBY,
ayIMOBU3yaJIbHOM 4YacTU YAENsAJIOCh MEHbLIE
BHUMAaHUe, 110 KpaiHe Mepe, Ha IepBOHAYAIbHOU

CTaJlH pa3pabOTKH.

Puc. 1. Ckpunmor urpst M. IN'azauana u M. Puana.

Tpyano B Gmmkaiitem OyaylieM OXHIATh
CO3JIaHMsI HEOOBIYHBIX WP, YIOBIETBOPSIOIINX
MIPUTA3ATEIBHOMY BKYCY COBPEMEHHOIO Treiimepa,
paloTaronx Ha OCHOBE UCKJIIOUUTENILHO I'eHepa-
TUBHBIX JITOPUTMOB, B TO BpeMs KaK BHEAPECHUE
OTIETBHBIX AJIEMEHTOB, CICNAHHBIX C HUX IOMO-
mplo, yxe uMmeer ycrex. 2D-urpa Starbound
(2016) nperenayeT Ha POIb yIAYHOI'O IPOEKTA 110
MPOLEYPHOMY I'€HEpUPOBAHUIO KOHTEHTA. B Het
YpOBHH, OJIOKM BHYTpU YpOBHs, ¢uiopa u (ayHa
TeHEePHUPYIOTCs KaXbplii pa3 3aHoBO. KoHeuHo, B

* Tlogpo6uoe ommcanme Meroma cm.: Guzdial M.,
Riedl M. Automated Game Design via Conceptual Ex-
pansion // AIIDE 2018, University of Alberta, Edmon-
ton, AB, Canada, November 13—17, 2018. URL:
https://arxiv.org/pdf/1809.02232.pdf (mata oOparue-
aust: 12.01.2019). Buzgeo ¢ nemoHcTpanueil pe3yibra-
TOB MPOEKTA:

URL: https://www.youtube.com/watch?time continue
=3&v=PX5ig7r3G6U (nara obpamenus: 12.01.2019).

WUTpe €CTh NMPENYCTAHOBJICHHBIE 3JIEMEHTBI, HO UX
KOH(UTYpaIlMi YHUKAIBHBL. 3a cueT Oosee mpo-
cToil rpaduku u reiimmies 1mo cpaBHEHHIO ¢ NO
Man’s Sky> (2016), Starbound ymamoch cmpa-
BUTBCS C OCTABJICHHOW 3aJ1a4€e.

Puc. 2. CkpuHIIOT ypoBHS 13 Urpsl Starbound.

> MHoroobemaromas MonbITka pa3paboTynkoB No

Man’s Sky cozgate Oe3rpaHMYHBI MHp, HalOJIHEH-
HBIl YHUKaIbHBIMH, TpPOLEAYPHO-TEHEPHPYEMBIMH
TtaHeTaMu (Kakaasi co cBoed (iopoit u ¢ayHol) u
MOAJEPKUBAIOIIMA MyJbTUIUIEEp, NpoBamwiack. He-
cMoTpsi Ha obnoBieHne 2018 roga, KoTopoe 3HAYH-
TENbHO CKOPPEKTUPOBAJIO HECOBEPUIEHCTBA HIPHI,
MPOEKT BCE PaBHO COXPAHMI Psill HEAOCTATKOB (OJHO-
00pa3HBI U U3HYPHUTENIbHBINA TPUH], T. €. A00BIYa pe-
CYPCOB; CIMILIKOM CUJIbHas MPHUBSI3Ka TelMILIes K CIo-
XKeTy (B MIpe MOXHO OTHPaBUTHCSA B cBOOOIHOE IUIa-
BaHHE [0 KOCMHUYECKUM IIPOCTOPaM, HO B 3TOM CIIydae
BCE 3aHATUS UIPOKa OyOyT CBOAUTHCS K JOOBIUE pe-
CYpcoB, UYTOOBI BBDKHTH, BCE HMHTEPECHBIC 3aJaHus
MIPUBSI3aHBI K CIOKETHOH JIMHHUH ); HETIOJHAS TeHEePaLHst
KOHTEHTa MpH ObICTPOM NPHUOIMKEHUU K IJIaHETe H
T.1.). MOXHO KOHCTaTUpOBaTh, YTO TCHEPATUBHBIC
TEXHOJIOTMM HE TaHaues Juid relMauzaiiHa. ABTOMa-
TUYECKOE MOPOXKJIECHUE MHUPOB €IIE HE TapaHTHUPYET
YBIIEKaTEIbHYIO UTPY, IPOJYMaHHBIN CIOKET WIH Ipa-
BUJIBHO OpraHW30BaHHBIM KOONEPATUBHBIH PEXKHM.
Kakoti ObI cOBEpINICHHOUM HU ObLIa MPOIeaypHas TeHe-
pauus, oHa BCe paBHO HYXAAeTcsl B JOPaOOTKE CO CTO-
POHBI refiMan3aiiHepa.
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Ymo ckpvieaemcs o0 MACKoU UCKYCCMBEHHO20
uHmesniekma?

B nmanHoOIi craTthe peub uaeT He 00 UCKYC-
CTBEHHOM HHTEJUIEKTE B IIEJIOM, a 00 HUIPOBOM,
KOTOpbI oOnamaer cBoer crneuu¢ukoir. Ilo-
CKOJIbKY MCKYCCTBEHHBIM MHTEJUIEKT — 3TO LENbIN
COHM pa3JIMYHBIX TEXHOJOTUN M 00JIaCTh HAyYHO-
ro 3HaHHUSA, TOBOPUTH O KaKOH-TMOO eIUHCTBEH-
HOM 3a/1aue, CTOSILEH epell HUM, HE IIPUXOJUTCH.
Kaxnas cucrtema mmeer CBOE y3KOHAIpaBIEHHOE
Ha3zHaueHue (IporpamMma, CIIOCOOHas pacro3Ha-
BaTh 00pa3bpl, HE MOXET paclo3HaBaThb peyb WU
T. 1.). HecMoTpss Ha OyKkBanbHOE 3HAYCHHUE TEp-
MuHa®, KOTOpPBIH ObLI BBEJIEH B HAYYHbINH 000POT B
1956 rogy, UCKyCCTBEHHBINH MHTEIUIEKT JAJIEKO HE
BCErJia MpeanojaracT CUMYJISIHIO YeTOBEUECKUX
YMCTBEHHBIX  cIocoOHOcTed.  PomoHavanbHUK
HampaBJICHUs, aMepUKaHCKUN MHPopMaTuk J[>oH
MakkapTu yTBepKJal, uTo «HuHTesekT [intelli-
gence] — 3TO BBIYMCIUTENBHAS YaCTh CIIOCOOHO-
CTH JOCTUraTh Lened B mupe. PazHoro pona uH-
TEJJICKTYaJIbHbIE CIOCOOHOCTH BCTPEYAIOTCA Y
Joied, MHOTHX JKMBOTHBIX M JIa)K€ HEKOTOPBIX
Maiun»’. OYeBHIHO, YTO TOJ WCKYCCTBEHHBIM
MHTEJUIEKTOM HE MOJpPa3yMeBAaeTCsl yTOIHMYECKast
CHUMYJISLIMS YeJIOBEUECKOT'O MBIIIJICHHUS, 3TO BCETO
JUIIB Ha0Op TEXHOJOTHH, HANpaBJIEHHBIX Ha pe-
[IICHWE MHOXKECTBEHHBIX 33Jau C IOMOIIbIO BbI-
YHUCJICHUH, anropuTMoB U oOyueHus. KoneuHo,
TAHHBIE TEXHOJOTHH CTPEMATCS K HEKOTOPBIM
TBOPYECKMM WJIM YMCTBEHHBIM CIIOCOOHOCTSIM,
CBOWCTBEHHBIM YEJIOBEKY, HO B LIEJIOM IpE/ICTaB-

S Artificial intelligence (ot amrn. artificial — mckyc-
CTBEHHBIH, pYKOTBOPHBIH, U intelligence — pazym, uH-
TEJIJICKT, YMCTBEHHBIE CTIOCOOHOCTH).

7 McCarthy J. Basic Questions / What is artificial in-
telligence?

URL: http://www.formal.stanford.edu/jmc/whatisai/no
del.html (maTa obpamenus: 13.01.2019).

JSIOT cOOO0M MOJIENIM BBIUMCIIEHUH, KOTOpBIE aHa-
JU3UPYIOT,  COIMOCTABIISIOT,  KJIACCU(PHIHUPYIOT
JaHHBIE, WIIYT MYTH pelleHus 3agad u T. 1. Mc-
KyCCTBEHHBIE HEHpoceTH o0ydaroTcs, UX alro-
PUTMBI KaluOPYIOTCS TI0J] KOHKPETHBIE HYXKIbI, U
OHU TIOPOHl JEMOHCTPHPYIOT CHOCOOHOCTH, Tpe-
BOCXO/JISIIIIME YEJIOBEUECKUe (Hampumep, MpOTHO-
361 B MenunuHe). He Oyaem 3a0biBaTh, 4TO He-
CMOTpPS Ha BIIEYATISIOMINE DPE3YJbTaThl TEX Ke
HUCKYCCTBEHHBIX HEHPOCETEH, OHM BCE TaK K€
OCTaIOTCA «KUTAMCKUMU KOMHAaTaMH», B KOTOPBIX
COBepIIAIOTCS (OpMalIbHBIE TPOLEAYPHI: IYCTh
pe3yabTaT ux paboThl U COMOCTABHM B HEKOTOPBIX
CllyyasiX ¢ pe3yJIbTaTOM MBICIUTEIBHOU J1esTelNb-
HOCTH YeJIOBEKa, 3Ta paboTa OCHOBaHA HA MCIOJ-
HEHHH (OPMAaNBHBIX MPOLEIYP, U Mbl HE MOXEM
3aKJII0YUTh, YTO UMEET MECTO MbIIuieHHe®. AH-
pu beprcon, pasMpIIUIsist 0 TPUPOJE SBOJIOLUH,
MUCall «4TO TOXKIAECTBEHHBIE JICHCTBUS MOTYT BbI-
TEKaTh M3 Pa3IMYHBIX NMPHYUH, YTO K OJHOMY U
TOMY JK€ MECTy BEIET HE OAWH myTh»’. Tak u
3J1ECh TOXKJIECTBO PE3yJIbTATOB HE CBUACTEIBCTBY-
€T 0 TOXXJECTBE MpolieccoB ((hopMaNbHBIX Onepa-
UM U MbIIUIeHUs ). BoIXoIHbIE TaHHBIE HEHpoce-
TEH — 3TO HE CIIEJICTBUE MBIIIICHUS, HO PE3yIbTaT
aJlanTally TEXHUKH TO0J] HAally AeHCTBUTEIBHOCTD
NyTeM MWUIMOHOB Npo0 M OmHUOOK (OTKpHITHE
MeToaa OOpaTHOrO pacrnpoCTpaHeHus OmuoKu'”

¥ MogpobHee 06 HKCHEPUMEHTE C «KHTAHCKOH KOMHa-
TOW» M O TOM, MOYEMY MallMHA HE MBICIHUT, CM.
Cepn Ix. Cosznanue, Mo3r u mnporpammel. URL:
http://alt-future.narod.ru/Ai/searlel .htm# ftnl  (mara
obpamenus: 13.01.2019).

’ Beprcon A. TBopueckas ssomonus. M.: TEPPA-
Kawknsiii kmy6; KAHOH-nipecc-11, 2001. C. 85.

10 BrruncMTenbHBIA METOJI Hepepacipe/ieIeHUs BECOB
(cBsA3ell) B MHOTOCJIOMHOM MeEpUEnTpoHe (MaTeMaTH-
Yyeckasi WM KOMIIBIOTEpPHAash MOZEIb BOCHPHUSTHS HH-
¢dbopmanum) Ui mosrydeHust 0ojiee TOYHOTO pe3yJibTa-
ta. Ecnu HelipoceTh Ha BBIXOZAE MOJy4YaeT HECOOTBET-
CTBHE B CIETaHHOW el Kiaccu(uKaluu, OHa BO3Bpa-
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3HAYUTEIBHO MOBJIMSIO HA Pa3BUTHE UCKYCCTBEH-
HbIX HeMpocereit). OTCYyTCTBHE MBIILJICHUS HE
YMOJIIET BO3MOXKHOCTEM MCKYCCTBEHHOIO HMHTEI-
JIeKTa, MPOCTO BAXXHO IMOMHUTH O HEM IpU 0Opa-
IIEHUU K JaHHOM ob6nactu. VICKycCTBEHHBIH HMH-
TEJJICKT TpeAroaraet 1o0oe «pa3yMHOE» IOBe-
JICHWe TEXHUKH, T.€. KOIJla OHa pearupyer Ha
MOJIb30BATENs], TOJCTPAMBAETCS IO/ HEro, Kak
ecny Obl OHAa MOTIJIa YyBCTBOBAaTh, )KeJaTh, MpPHU-
HuUMarth pemrenus. Tak, urpa Nevermind (2015)
MEHSIET YpOBEHb CIOKHOCTH B 3aBUCHUMOCTH OT
peakiuii UrpoKa: eciay OH Jall BOJIIO CTpaxy, Urpa
CTaHET CJIOKHEE, ECIIM EMY yaloCh YCIOKOUTHCH,
urpa caenaercs nerue'!. CMapT-00BEKTHI COBpE-
MEHHOT'0 MHpa HEe MBICIUMBI 0€3 UCKYCCTBEHHOT'O
UHTEJIeKTa 2,

maeT omuOKy OOpaTHO MO LEMOYKE MCKYCCTBEHHBIX
HEHPOHOB U CETh MepepacnpeaensieT cBsa3u. Te Helpo-
HBI, YTO YYacTBOBAJIHM B Tepeladye «HEBEPHOI» WH-
(bopmaimm, yKe ¢ MEHBIIICH BEPOSATHOCTBIO OYAYyT Tie-
peloaBaTh CUTHAN 10 TOMY JKE€ IMYTH B CICAYFOLIHI
uuki1. Metox Obi1 OTKpHIT emie B 1970-x, HO mmpokoe
pacnpocTpaHeHHe TOJTYyYHI 3HAYUTEIBHO MO3KE.

"' D10 ocymecTBiseTCs MOCPEACTBOM «OHOOTKITHKA
(biofeedback), momyyaemoro uepe3 MOAKIIOYCHHBIE K
UTPOKY CEHCOpHl cepieuHoro putma. [logpoOHee 00
urpe: Nevermind.

URL: http://nevermindgame.com/about/ (mara oGpa-
menus: 13.01.2019). [pyroii mpoekT, B KOTOPOM HC-
MOJB3YIOTCS. OMOMETPUYECKHE MapamMeTpbl UTpoKa —
xoppop Bring to Light (2018).

12 CMapT-06BeKT — 3TO Bellb HMU(BPOBOI SHOXH, yCo-
BEPIICHCTBOBAHHAS! C IOMOIIBIO «YMHBIX» TEXHOJIO-
THH, KOTOpas MOXKET CaMOCTOSATEIbHO JEHCTBOBATb,
KaK poOOT-TBLIECOC, U BBIXOAUT U3 TCHU CYOBEKTHO-
00BEKTHBIX OTHOIIeHHH. HancTpolika B BUae «yMHOR»
NpOrpaMMbI UMEET Bce OOJIbIlIee 3HAUCHUE JUTS TOJb-
3oBarens. Bels n3 maccuBHO-BOCIIpUHHMAIOLICH TIpe-
BpalaeTcs B AelcTBytonnyto. Hanpumep, cnocoOHOCTH
NPUHUMATh TOJIOCOBBIC 3aKa3bl, OOMEHHMBATHCS CO00-
IICHUSMH, HCIIOJIb30BAaTh DJICKTPOHHBIH MTOMOIIHUK
JeNaeT XOJOAWIBHUK 0oJiee NPHBICKATEIBHBIM IS
MOKYTIaTeN sl Ha PBIHKE BBICOKMX TEXHOJIOTHM, YEM XO-
JOJUIBHUK 0€3 3TUX (QYHKIHH.

MHorre KOMIOaHUM CErojiHsl COPEBHYIOTCS
B CO3/1aHMM Hauboiee rMOKOil cucTeMbl paboThI €
MOJIb30BATEIEM: TOJIOCOBBIE TTOMOUIHUKH, TPHIIO-
KEHHS, COOMPAIOIIUE €ro METPUKH, MPOrpaMMbl
[0 PErYJIMPOBAHUIO TOBCETHEBHBIX MPUBBIUEK U
T. . Kommnanus Google pa3pabareiBaeT mpuiio-
«udposoe (Digital
Wellbeing), kotopoe cobupaer uHGOPMAIIIO O

KEHUE Onaromnoydney
MPUBBIYKAX I10JIb30BATENSI M MBITACTCSI HACTPOUTH
ra/pKeT TaKuM o00pazoM, 9YTOOBI IOJIb30BATEIIO
ObUTI0 KOM(OPTHO: 3BYK YCTPOHUCTBA OTKIIFOYACTCS
BO BpeMs CHa, OHO J]a€T COBETHI, HApUMEp Cre-
JaTh TEpephlB B MPOCMOTpE
YouTube, 3ammmniaer aereil oT «HEHYXHOH» HH-
¢dopmanuu. Ectb u npyrue chepbl conepHuvecTBa

pPOJMKOB  Ha

[T-ruranToB: KTO CO3/aCT JIy4lIyI0 CUCTEMY pac-
no3HaBaHus aun? peun? nouepka? Mccrnenosare-
JISIM COBPEMEHHBIX HJICOJOTUN €CTh Haa YeM I0-
pa3MbICIuTh. HOBBIE TEXHOJIIOTMU  CTPEMSTCS
OCBOOOJIUTH TOJIB30BATENSI OT MHOTUX PYTHHHBIX
Jea, B3ATh Ha ce0sg JacTh 3a00T, AaTh OOJIbIIIE
cB00OOABI ¥ BO3MOXKHOCTEH. HO Henb3s 3a0bIBaTh,
YTO pacUIMpEHHUE ITyjJa BO3MOXKHOCTEH BIJIEUET 3a
coOoii ycuiienue koHTpoiss. Cucrema pacrosHa-
BaHUA JTUI] B OaHKOMaTe WIM Ha MPOMYCKHOM
MyHKTE HKOHOMHUT BpeMmsi (HE HaJ0 HaOHWpaTh
[IMH-xox wnu pocraBaTh JOKYMEHT, YIAOCTOBE-
PAIOIINN TUYHOCTH), HO BMECTE C TEM OHA MOXKET
OTCJIEKUBATh JIIOJEN B TOPOICKOM IIPOCTPAHCTBE,
BecbMa Y(PPEKTUBHO KATaJIOTU3UPOBATH HAIIU TIe-
peMenieHus, MOBCeTHEeBHBIN Tpaduk u T. 1. [py-
TUMU CIIOBAMHM, CJIEIUTH 32 KAXKJbIM HAIKUM Ila-
rom. Emte B Havane 1990-x rr. XKuib Jlene3 nucan
0 Tepexojic OT AUCUUILTUHAPHBIX OOIIECTB U Xa-
PAKTEpHBIX JUISI HUX 3aKPBITBIX H30JSLMOHHBIX
MIPOCTPAHCTB, T/I€ YEJIOBEK KaXAbI pa3 HAUUHAET
«HOBYIO KU3Hb)», OCBAUBAET HOBBIE CUCTEMBI Ipa-
BUJI, K OOIIECTBAM KOHTPOJIS, OTKPBITHIM, IM(po-
BbIM, OCHOBAHHBIM Ha TEXHOJOTUAX KOMMYHUKa-

#0e Q#*1"
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IIUH, TJIe YEJIIOBEK BCE BPeMsI HAXOAUTCS Ha CBS3H,
B TIPOLIECCE COBEPILEHCTBOBAHUS/O0yUYEeHHUS, I/I€
KOHTPOJIb CTAHOBUTCS TOTaJdbHBIM. [IpoTHBOIIO-
CTaBIIsisl TUCUMIUIMHAPHBIE o0IecTBa oOIIecTBamM
KoHTpoJs, Jlene3 mumer: «B obmecTBax KoOH-
TPOJIsL, HANPOTHB, BAXHBI YK€ HE MOANUCH WU
HoMmep, Ho mm¢p. [Indp — 3o mapons, Toraa xkak
IMCUUIUIMHAPHBIE OOIIECTBa YHPABISAIOTCS JIO-
3yHTraMu (KaK ¢ TOYKH 3pEHHS MHTETPAIUH, TaK U
conpotuBieHus). LuppoBoii s36Ik 0OIIECTB KOH-
TPOJIst OCHOBaH Ha mmdpe'®, KOTOphIl K0MmycKaeT
BAC K MH(POPMALIUK MM OTKA3BIBAET B I0CTYyIE» 4.
Kenanue ObITH Ha CBSA3M, MOJIyYaTh AKTYaJbHYIO
nH(pOPMAIIHNIO, HOBOCTH O MHUpE, APY3bsX, KOJUIe-
rax, CONEpPHUKAX, XapaKTepU3yeT ueloBeka Hug-
POBOI AMOXH, OH OOUTCS OKa3aTbCs OTPE3aHHBIM
OT «MHpa», OOUTCS MPOMYCTUTHh BAXKHOE COOOIIIe-
HUE — NICUXOJIOTH Ha3bIBAIOT 3TO siBieHue FOMO
(the fear of missing out).

[TapagokcanbHO, HO C POCTOM BOBJICUCH-
HOCTH TI0JIb30BaTeNsl B MH(POPMAIIMOHHBIE TOTOKU
dbopMupyrOTCS Takke WHGOPMAIMOHHBIE «ITY3bI-

3 B opHTMHAIBHOM TecTe HCIOIb3yeTcs ciIoBo «le
chiffre», uTo B mepeBojie 0003HAUALT «IUPPY», KUHUC-
JI0», «KOI». Mlcnonb3yst 3T0 MHOTO3HaYHOE CIIOBO, Jle-
JIe3 UTpaeT CMbICTIaMu, MOApa3yMeBas He MpocTo OyK-
BaJIbHO MK(POBaHKE, KOAUPOBAHUE U JEKOAUPOBAaHHUE
JaHHBIX, HO TPAKTHYECKH OE3rpaHWYHbIA MOTEHIHAT
nudpsel. Biacts mudpsl MokeT ObITh TOTalbHA (eCIH
HE MpUIyMaTh CIocoObl CONPOTUBIICHUS €if), OHa pac-
npenemnsieT JOCTYN U 3a1aeT HOBbIE KOOPAMHATHI COLU-
anpHOTO mopsinka. B 2018 rony LlenTp mennadunoco-
¢un (CII0) BBIMYCTHJI KOJJIEKTUBHYIO MOHOTpadHIo,
MOCBALICHHYIO OCMBICJICHUIO IIU(PPOBOTO MOBOPOTA B
KyJIbTYpe, TpaHul IU(POBOro pa3ymMa M HCCIIEAOBa-
HUIO KOHKPETHBIX (PEHOMEHOB, CYILECTBYIOIIUX B
ycnoBusax mugpsl. [Hompobuee cm.: Kputuka mudpo-
Boro pasyma / ['m. pex. B. B. CaBuyk. CIIG., 2018.
305 c.

!4 Jlemes JK. Post scriptum k obrmecTaM KOHTpoIs //
Hene3 XK. Tleperosoper. CII6.: Hayka, 2004. URL:

pu»: HECMOTps Ha oOwiIne W pa3zHooOpasue HH-
¢dbopMaruu, moyib30BaTeh HE oOparmaercs K Hew,
a OrpaHUYMBaeTCs HAOOPOM yIOOHBIX M yXKe XO-
pOIIO 3HAKOMBIX WMCTOYHHMKOB, CAWTOB, T'PYMIl B
COLMANBHBIX ceTsX. Jlaxke pekiama moadHupaer
TOBApBI M YCIIYTU UCXOJIS U3 TMPUBBIUEK MOJIB30Ba-
TeJs, XOTS U paboTaeT 3/1eCh Ha ONEPEKEHUE: OHA
npeaBocxuiaer okenanue. [lomp3oBaTens ene
caM HE 3HAET, Yero XO4YeT, HO IMOJy4yaeT 3TO, TaK
KAaK MCKYCCTBEHHAsi HEUPOCETh WIH APYIOH Mexa-
HU3M, JIeXKAlIUil B OCHOBE PEKJIAMHBIX OOBSBIIE-
HUH, yKe€ IIpocuuTal ero npeanodyreHus. Hapsany
¢ poctoM ctpaxa ObITh offline, co Bce GombITUM
MOTPY’KEHHUEM B MPOLIECC KOMMYHUKAIIUH BO3HH-
KalOT U CIIOCOOBI COIPOTHBIICHUS MEXaHU3MaM
BOBJICYCHUS U KOHTPOJIS, CIOXKHMBIIUMCS B IH(-
POBOM PEAJIbHOCTH: MPAKTUKU MEIJICHHON KU3HU
(slow life)!, «uudposoii meTokc» U ycuiame mo
MIPEOIOJICHUIO 30HBI KoMdopTa, co3aaHHON IH-
poBbiM pazymoMm (B. B. CaBuyk). Hekotopsie yka-
3p1BalOT Ha nepexox oT FOMO k JOMO (the joy
of missing out), Koraa BbI pajibl OTKIIOYUTHCS Ha
HekoTtopoe Bpemsi oT CeTu (YTO aBTOMATUYECKU
3HAYUT: OT Ael, paboThl, OOIIEHHS) U OTJOXHYTb.
[Mudposoii  mup
(GyHKIHMOHATbHEE, B HEM MOSIBIISIOTCSI HOBBIE TEX-

CTaHOBHTCS pazHooOpas3Hee,

HOJIOTHH, TPAKTUKA W CHCTEMBI OOpabOTKH MH-
¢dopmanuu. BaxHyto ponb Ha cebst 6eper MCKyc-
CTBEHHBII HHTEJUIEKT, KOTOPBIA MOKET pPACIIH-
PHUTH BO3MOXHOCTH Kak B cepe Tpyna, Tak U J10-
cyra. Slpuaiimnii npumep 31eCh — KOMIIBIOTEPHbIE
UTPBI.

" TloapoGuee cM.: Hukonaesa XK. B. § 5. Slow life.
@dunocodus cozepuanus // BusyanbHas 3KOJOTHSA:
(bopMupoBaHre IUCUUILIMHBL KOJIeKTHBHAsS MOHO-

http://aitrus.info/node/754 (mata oOparteHus: rpadus / Ilom pen. B. B. Camuyka. CII6.: Uzn-Bo
13.01.2019). PXTA, 2016. C. 82-95.
e OQ#*" 1"
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Cneyughuxa uepo6ozo ucKyccmeeHHo20o
uHmennexma

HccnenoBanust CUCTEM HCKYCCTBEHHOT'O
MHTEJUIEKTa U pa3paboTKa KOMIBIOTEPHBIX HIP
JIOJITUE TOBI UM MapajyieIbHO U MepeceKaluch
TOJIBKO B «urpoBoi» uactu. C 1950-x romos
HACTOJIbHbIE WIPhl OBUIM TIOJEM MPUIIOKECHUS
BO3MOYKHOCTEHl ~ MCKYCCTBEHHOI'O  MHTEJUIEKTA!
CTpEMJIEHHE CO3/aTh AalrOPUTMBI, KOTOpBIE IO-
MOTJIH Obl MaIlIMHE MOOEUTDH YEIOBEKa B LIAIIKH,
[IaxMathbl, IO, CTAJO JABHUTraTeJeM Uil Pa3BUTHUS
TexHonoruu. C TMOSBIEHUEM apKaJHBIX HTPOBBIX
aBTOMATOB, HCCIIEIOBaTelM Bce daile oOparia-
JUCh K BUACOMTPAM, OJHAKO MOIIHOCTH CTapbIX
UTp HE TMO3BOJISUIM MPUMEHSTH pa3paboTkKu B 00-
JaCTU HMCKYCCTBEHHOTO HMHTEJUIEKTAa, Ja M CaMu
pa3paboTku ObTM HEe3HAYUTEIbHBIMH. B 1970-¢
ObUIM HAMEKH Ha HCIOJIb30BAHUE MOJOOHBIX TEX-
HOJIOTH, B YaCTHOCTU OBIJIM TOMNBITKA CMOJIEIH-
pOBaTh HEMI'POBBIX NEPCOHAKEH, KOTOpHIE AWHA-
MUYECKH pPearrupyroT Ha UIpOKa, OJHAKO MpaBHIIa
UX TMOBEIEHUs] ObUTM JAOBOJBHO MPOCTHIMH, €CIIU
HE CKa3aTh: NPUMUTUBHBIMU. Tosbko ¢ 2000-x
roJIoB B HU(POBYIO 30Xy HaYaloch Oojee WIn
MeHee MPOJYKTUBHOE B3aUMOJACHCTBUE HCCIEN0-
BaTeliell HMCKYCCTBEHHOTO HHTEIUIEKTa U paspa-
OOTYMKOB KOMITLIOTEPHBIX HIP'S.

[TonoGHast koomepauus HE JMIICHA pAa
TpyaHocted. Kak oTmeyaroT aBTOpBI KHHMTH IO
HCKYCCTBEHHOMY MHTEJUICKTY B urpax
1O. Torenmmnyc u I'. SInakakuc, MOXHO 3aUKCHUPO-
BaTh OYEBHUJIHBINA Pa3pbIB MEXKIY UCCIECIOBAHUSIMU
U UX NPUMEHEHHMSIMHU Ha TpakTHKe. Bo-mepBbIX,

UCCIIEIOBATENN M Pa3pabOTUUKU PELIaoT pa3HbIe

!¢ TompobHee 06 UCTOPUHM PA3BUTUS UCKYCCTBEHHOTO
WHTeJUIeKTa ¥ urp cm.: Yannakakis G. N., Togelius J.
Artificial Intelligence and Games. Springer, 2018.
URL: http://gameaibook.org/book.pdf (mara oGparie-
Hus: 14.01.2019).

3agaun. [lepBble, ecnu oOpamaioTcst K mpobieme
0o0y4YeHHs] HEUTPOBBIX IMEPCOHAXKEH B peaTbHOM
BPEMEHHU, HE YACTSIOT JOJKHOIO BHUMAHHUS IO-
CIICZICTBUSIM TAaKOT0o OOy4YeHHs (3a4acTyl0 UM XO-
4yeTcsi JOOUTHCS HENpelCKa3yeMbIX, HEOOBIYHBIX
pe3ynbTatoB). [ pa3paboTUMKOB ke TO, KaK Be-
7eT ceOst IepCOHaX 1O OTHOLICHHUIO K UTPOKY WIIH
urpe, BaKHO, BE/Ib HEa/IeKBaTHOE MOBEJCHUE, HE-
npeacKazyeMasi peakius U T. Il. MOTYT HapyIIUTh
XOJ1 UTPBI, Pa3pyLIUTh UTPOBOMl mporecc. Paspa-
OOTUMKHU JOJDKHBI OoJiee WM MEHee TOYHO 3HATh,
KakuM OyneT ucxon oOydyeHus mporpamm. Bo-
BTOPBIX, ABTOPBl CUUTAIOT, YTO TEXHOJOIMU HC-
KyCCTBEHHOT'O MHTEJJICKTa TPYIHO aJalTUPYIOTCS
K Cpelie KOMIBIOTEPHBIX WUIP, MOCKOJIBKY OCHOB-
HbIE€ MEXaHUKU U UTPOBBIEC MATTEPHBI CIOKUINCH
B 1980-¢ u 1990-e, korga mpakTu4ecku He OBLIO
BO3MOKHOCTH TPUMEHSATh HCKYCCTBEHHBIM HH-
TEJJICKT B UTPOBOM MHIYCTPHUHM, a 3HAUUT, UTPHI U
0e3 BHEOPEHUS MOAOOHBIX TEXHOJOTHH XOpOILIO
CIPABJISIIOTCS CO CBOMMHM 3aJjadyaMH. B-TpeTbux,
€CITM UCCIIeI0OBATeNN OO0JblIe KOHLIEHTPUPYIOTCS
Ha 3aJ]a4ax, CBSI3aHHBIX C MMOBEJICHUEM HEUTPOBBIX
HEPCOHAXKEN, MX MPaBIOIOL00HOCTBION, TO pas-
pabOTYMKH UTPOBOTO UCKYCCTBEHHOI'O MHTEIUIEK-
Ta OTUM HE OTrPaHUYUBAIOTCA.  3ay4acTylo
OOJIBIIYIO IEHHOCTh ISl HUX MPEICTABISIIOT TEX-
HOJIOTHH TPOIEypHOTO T€HEPUPOBAHUS KOHTECH-
Ta, KOTOPbIE MOTYT OOJIErYUTh MPOU3BOICTBO HID,
a 3To Mayo uHTepecyeT ydeHblX. Eciim No Man’s
Sky Morna craTe MpOpbIBOM JAJIsi UTPOBON HMHIY-
CTpHUH, TO Ui UccaenoBarenei Al sTa urpa Kynaa
npo3anyHee. HecMoTps Ha TpyAHOCTH, celdac Bce

7 3auacTy1o Takue IPOEKTHI MOIYT ObITh PEATH30BAHbI
HE TONBKO B HMHIYCTPUH pasBiedeHuit. Hampumep,
MHOTHE KOMIIQHAW BCE Yallle MCIOJBb3YIOT 4aT-00TOB,
CMOCOOHBIX BECTH MPEAMETHBIN Pa3roBOp ¢ KIUCHTOM,
MOJICTPANBATRLCS TIOJ] X €r0 AMOIIMH, OTBEYATh HA BO-
MPOCHl U MOMOTaTh B PEIICHHH BO3HHUKAOIIHMX MPO-
oneMm.
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Jaimie MOXKHO HaOII0AaTh KOJUTA0OpaIuio MEXITy
UCCIIEIOBATENIMU U pa3pabOTUYMKaMH  HCKYC-
CTBEHHOTO MHTEJJICKTAa M HCCIEIOBATEIIIMU |
pa3paboTYMKaMU KOMIBIOTEPHBIX Urp. BhIlie Mbl
yxe paccMmarpuBaimu mnpoekt Nvidia m Remedy
Entertainment mo aHuManuu U1l IEPCOHAKEN Ha
OCHOBE TIIyOOKOro OOYy4YeHHs, CYIIECTBYIOT U
IpyTHeE.

Jlo HelaBHETO BpPEMEHH pecypca HacTOJb-
HBIX UTP XBaTaJIO JJIS TOTO, YTOOBI OTKPHIBATH HC-
CIIEZIOBATENsIM HCKYCCTBEHHOI'O HMHTEIJIEKTa HO-
Bble TOpU30HTHL. [loCTeNeHHO MamMHe YAaJoCh
OOBITpaTh YEJOBEKa B IIAIIKM, [IAXMaTbl, a B
2017 roxy — B ro, OAHY U3 CIOXHENIINUX U MHOTO-
BAapMAHTHBIX HACTONBHBIX Hrp. Ilporpamma Al-
phaGo Master ot Google DeepMind Bemrpana
MaTd U3 TPEX WUIP y CUJIbHEWIIero, mo BepCcUU
peiitunra Rémi Coulom, B mupe urpoka B ro K»
[13e (Ke Jie). Temepr HacTana odepenpb KOMIIBIO-
TEPHBIX UTP CTaBUTb HOBBIE OAaphephl VI UCKYC-
CTBEHHOTO HMHTe/UIeKkTa's. Peub MOMXKET MATH Kak
00 OJHOMNOJIB30BATEIbCKUX UIpax, TaK U MHOIO-
MOJIb30BATEIbCKHX. mardk B 3TOM
HaIllpaBJIEHUE  YyXKe 2016 rony
«DeepMind coBmectHo ¢ Blizzard oObsiBIIIN 0

IlepBbIe
CHCIIaHbl: B

cozmanuu 1iargopmel  aus  pazpaborku  UU-
cuctem jutst urpsl B StarCraft I1 (2010) — omgHO# U3
CaMbIX Pa3BUTBHIX HA CETOAHSALIHUN JI€Hb IUIOIIA-

'8 K nmpumepy, cymecTByeT UrpoBoii TectT ThlOpHHTa,
KOTJa CYIbsIM HYKHO TIOHSTb, HTPAIOT KUBBIE HTPOKH
i 60oTel. B 2012 rony Ha koHdpepenuun Alan Turing
Centenary 00T, co3aaHHbIN B TexacCkOM yHHBEpPCHUTE-
te B Ocrune, mpomen Tect B wurpe Unreal
Tournament 2004 (2004). Cyapu oTMedanu, 4TO OH
Ben cebs Ooryee mpaBAOMoOm00HO, HEXKENTH MOJOBHHA
urpasmux moaei. [logpobuee cm.: Artificially intelli-
gent game bots pass the Turing test on Turing's cen-
tenary // ScienceDaily. September 26. 2012. URL:
https://www.sciencedaily.com/releases/2012/09/12092
6133235.htm (nara obpamenus: 14.01.2019).

JI0K Ha KubepcroptuBHOit apene»'®, a B 2018 roxy
ux nporpamma AlphaStar cmorna ozepxarts mo-
0ely B TECTOBBIX MaT4ax cO C4ETOM «5 — 0» y ur-
poka ¢ HUKOM MaNa, 0JHOro M3 JIydIluX revme-
POB, MIPAIOIIKX 3a pacy mpoToccos>’. OgHaKo 10
«TIOJTHOM» TOOebl ele AajeKko, Tak Kak Ha JaH-
HOM 3Talle porpaMma Urpaet TOJIbKO 3a OJIHY pa-
CYy U C HEKOTOPBIMM UI'POBBIMHM OTPaHUYEHUSIMHU.
OnucaHHble BBINIE 337aYd CTOSIT CKOpEE MEpeN
HCCIIEI0BATENIMU UCKYCCTBEHHOIO MHTEIJIEKTa B
LIEJIOM, UT'POBOH ke Al nMeeT cBOIo Crelu(uKy u
OpPHEHTUPOBaH OOJIbIlIE HE Ha CUMYJILHIO UTPO-
BOT'O OMbITa (KOrJa MporpaMma 3aMeHsIET JKUBOTO
UI'POKa), HO Ha MOJJIEP>KaHUE Pa3INYHbIX TEXHO-
JIOTUH, KOTOpBIE MOTYT CZENaThb WIPY YBIEKa-
TEJIbHEN, UHTEPECHEE IS reviMmepa. Birmsig pas-
paboTyMKa UTPOBOTO MCKYCCTBEHHOTO HMHTEIUIEK-
Ta yCTpemJieH BIIyOb WIpBI, OH HILET PELICHHUs
BHYTPUMUIPOBBIX 3a/Jau.

31ech MOXKHO BBIJCINUTH TPHU TIJIABHBIX
HarpaBlieHUs: 1) MoBeAEHHE HEUTPOBBIX MEPCO-
Ha)xxel; 2) OKpy>KeHHUe; 3) METaurpoBOi ypOBEHb.
MopenupoBaHue HEUTPOBBIX NEPCOHAKEN MOIPA-
3yMEBaeT HE TOJBKO KOJIUPOBAHHE CIIOCOOHOCTH
«roepkate Oeceny» (M caenarh 3TO MPaBaOIo-
NOOHO, 3/1eCh IOMOTaeT HEIMHEHHOCTh BETOK
JManora, aHuManys JIMLA U T. I1.), HO U IIOCTPOe-
HUE MHTEPAKTUBHOW Apambl (IIEPCOHAX pearupy-
€T, B TOM YHMCJI€ SOMOLMOHAIILHO, HA IEHCTBUS WUI-
poKa), ONMCcaHue AIrOPUTMOB IIOUCKA ITyTH HEUT-
POBOTO TepcoHaxa (Kak eMy BECTH ce0sl B OKpYy-

' Boponmos H. Starcraft Il cTamer moiuronom s
HoBoro MU ot coszmareneit AlphaGo // N+1. URL:
https://nplus1.ru/news/2016/11/07/hell-its-about-time
(mara obpamenus: 25.01.2019).

? Tlonpobuee cm.: AlphaStar: Mastering the Real-
Time Strategy Game StarCraft II // DeepMind. URL:
https://deepmind.com/blog/alphastar-mastering-real-
time-strategy-game-starcraft-ii/  (mata oOparueHus:
25.01.2019).
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KEHHUH, Kak OoJiee pealrCTUYHO J00paThes 10
UTpOKa WJIM JPYrou LeNH), alrOpUTMOB IOBEIE-
HHUS BPAroB U COKO3HMKOB B UIpax u jp.”!

Bropoe HampaBieHHe KacaeTcs reHepupo-
BaHUS yPOBHEH, IPEIMETOB, CIIOCO0a YIOPAI0UHU-
BaHUS MPEIMETOB Ha YPOBHE (KaK MBI yXKe OTMe-
YaJi — 3TO MEPCIEKTUBHOE HANPaBICHNUE B pa3pa-
O0TKe UTp), a TAKXKE OKPYKEHHsI B UTPAX B IIEIIOM,
KOTOPOE CTaHOBHTCS BCE 00Jiee «OT3BIBUMBBIM» K
JNEUCTBUAM IOJb30Bareid. i ycuieHus peanu-
CTUYHOCTH OHO TaK)X€ JOJUKHO OBITH «yMHBIM» U
pearupoBaTh Ha UTPOKA, MEHATHCS B 3aBUCUMOCTHU
OT €ro aKTMBHOCTH, TOJDKHO 00JIaJjaTh CBOETO po-
na nepyenyuei. Co3nanue MOJI0OHON «OT3bIBUH-
BOCTH» B TEXHHUYECKOM CMBICTIE OJIM3KO CO3AAHUIO
HEUTPOBOT0 MEPCOHAXA, KOTOPOTO MBI ACCOIMH-
pYEeM dHalie ¢ OAyIIEBICHHOW CYITHOCTBIO WM IO
KpaifHell Mepe aelcTByomeil (Hampumep, rpud
I'ymba B cepun urp Mario; pacrenus B Plants vs.
Zombies (2009);
atakyromue urpoka, B Cuphead (2017) u T. m.).

AHUMHUPOBAHHBIC NPCIMCTHI,

OxpyskeHue B UTpe BBICTYMAET MOTPAHUYIHON 30-
HOM, TJIe CTUpaeTCs TpaHuIla MEXITy CyOBEKTOM U
oObekToM. [IpemmMeTsi, MOXKET, U HE pasroBapu-
BaIOT C UTPOKOM, HO MOTYT «paccka3aThy (IOKa-
3aTh), YTO MPOU3OINIO, yKa3aTh MYyTh, OTKIUK-
HYTBCSI Ha €ro MPUCYTCTBUE, HAIIPUMEP TOCPE-
cTBOM ayanod(pdekToB, nepopMHpPOBATHCS, CIIO-
MAaTbCs, NEPEMECTUTHCA OT €ro JEHUCTBUU WM
HaBpeauth emy. B Half Life 2 (2004) moxxHo B3a-
MMO/ICHCTBOBATh CO MHOTUMH TPEIMETAMH: pa3-
OuBaTh KOPOOKH WM C TOMOIIBIO TPaBUTAIMOH-
HOW MYIIKK CpBIBaTh MPEAMETHl CO CTEH M KH-
natbest umu Bo BparoB. B Red Dead Redemption 2
(2018) Takux mpUMEpPOB yKe OOJNbBIIE: MyJIH MPO-

! Tlonpobuee 06 »Tom cm.: Yannakakis G. N., To-

gelius J. Artificial Intelligence and Games. Springer,
2018. URL: http://gameaibook.org/book.pdf (mata 06-
pawenus: 14.01.2019). P. 11.

JOJDKAIOT JBUTATHCS M0 MHEPIMHU TOCIIE CTOJIKHO-
BEHHUS C TNpEAMETaMM, BEIIM CKOJIB3ST Ha JIbAY,
HOTA TJIABHOTO Teposi MOXKET 3aCTPATh B CTpEMe-
HU, CTPEJIbl MOTYT IMPOOUBATH HECKOJIBKO MHUIIIE-
HEW MOAPAJ U €Ille MHOTO€ APYTroe.

CymiecTByeT O4eHb TOHKasi TPaHb MEXIy
IIPOrPaMMHOM YacCTbIO UIPbl U TEXHOJOTHEH HC-
KyCCTBEHHOT'O HWHTEJUICKTa, BEIb JIEPEBO peEIIe-
HUI?? JIEKUT B OCHOBE MHOTUX UTPOBBIX DJIEMEH-
TOB. DTO 3aJI0T UHTEPAKTUBHOCTH UTpPHI. I e mpo-
XOJUT TpaHUIa MEXIy KOJIOM, OTBEYAIOIIMM 3a
TO, YTO MBI MOXXEM Ha3BaTh JCHCTBHEM HCKYC-
CTBEHHOTO MHTEJUIEKTa, U KOJOM, KOTOpPBIH OIHu-
CBIBAET JACUCTBUE TOT'O UM MHOTO HJIEMEHTA B UT-
pe? Ecnu Mbl morpoOyeM MpOBECTH €€ MO JTMHHUU
«pa3yMHOCTH», TOTO, YTO CBOWCTBEHHO YEJIOBEKY,
€ro yMCTBEHHOH NESTEeIbHOCTH, TO TYT Y€ OCTa-
BHUM 3a OOPTOM BC€, YTO CBSI3aHO C MPOIETypHON
reHepanuei, Belb OHa UMEeT JeNl0 C MPOU3BOJ-
CTBOM KOHTeHTa. KoHeuHo, B HEll MOXXKHO yCMOT-
peTb HEKOTOpOe TBOPYECKOE Hayallo, a TBOpYE-
CTBO CBOIMCTBEHHO WYEJIOBEKY, HO 3TO KaKeTCs
BechbMa ci1aboi nmpuBs3koil. 1 kakyro Obl rpaHuUILy
MBI HE MPEUIOKUIH, BCETrla HalIeTcs psia METo-
JIOB, BBINAAAIONINX U3 TOr0, YTO 0003HAYAIOT 00-
JAcThI0 HMCKYCCTBEHHOTO HWHTeJUIeKTa. Bocmpus-
THE, UHTEJUIEKT, HHCTUHKT, pa3yM, Meplenuus —
3TO BEIIM CJIOXKHbIE U HEOJHO3HAYHbIE B OMpere-
JICHUHU, TIOATOMY NEPEHECEHHE MX B Cpely ajiro-
PUTMOB M BBIYMCIICHUI TONBKO YCHJIMBAeT He-
OIPEICIIEHHOCTb.

[Ipobnema He pemiaercs M B paMKax Tpe-
THEr0 HaIpaBJICHHUs Pa3pabOTKU UTPOBOTO UCKYC-
CTBEHHOTO HWHTEJUIEKTA: METaurpoOBOr0 YPOBHH,
KOTOPBIH ToOJpazymeBaeT padoTy C KaMmepow,
HampuMep aJanTUBHOCTH Kamepbl B Heavy Rain

22 JlepeBo pelleHUii — HHCTPYMEHT IS HPUHATHS pe-
LIEHUH, TPEeACTaBIseT COO0M AITOPUTM C YCIOBUSMH
Mepexo/a OT OJHOTO COCTOSIHUS K IPyTOMy.
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(2010), winm WHTEpakTUBHBIM HappaTuB, Kak B
Dear Esther (2012). /lanHoe HampaBlieHHUE OTBE-
YaeT 3a MOJCTPOMKY UIPhl K UTPOKY, OIEPUPOBa-
HUE HE3aCKPUIITOBAHHBIMH MOMEHTaMH, TEM, Kak
Urpa MOXET MOJCTPAauBaThCs I0J KOHKPETHOTO
UIPOKA, MEHATH CBOIO CTPYKTYPY MJIU DJIEMEHTHI,
«IIOMHHUTB» O €ro BbIOOpax u T. 1. JlaHHas Kiac-
cuuKalys HE MOXKET CUUTAThCA HCUYEPIBIBAIO-
IIel, OHA JIMIIb JIEMOHCTPUPYET MHOTO0O0Opasue
o0JiacTell MPUMEHEHHUSI UTPOBOTO UCKYCCTBEHHOTO
uHTeIuekTa. OTIeTbHO CTOUT BBIICIUTH 00J1acTh,
KOTOpasi TaKK€ aKTUBHO Pa3BUBAETCS: MCIIOJB30-
BaHHWE TEXHOJIOTWH big data u Apyrux MeTonoB
s coopa u 00paboTKU pa3zHOOOpa3Hoi HHGPOpP-
Maruu o0 urpokax u urpe. Kakue-to pe3ynbraTsl
aHaJIM3a JIOCTYIIHBI B OTKPBITOM JOCTYIIE, HalpHu-
Mep cratuctuka npoekta OpenDota, kakue-To
HCIOJIb3YIOTCS CO3/aTEIIsIMU UIP HA dTale Ipou3-
BOZCTBA. BplIenstoT cienyoomue 3ai1a4u Aas Uc-
KyCCTBEHHOT'O MHTEIIJIEKTa B UIPaxX, CBA3aHHBIE C
MOBeJICHHEeM Hrpoka: 1) pa3paboTka «yMHOro» U
YeJIOBEKOMOJOOHOT0 HEUTPOBOI0 MEPCOHAXKa IS
Jdyulled MHTEpakUuU ¢ reiimepamu; 2) mpeayra-
JIIBAaHUE TOBEJICHHUS] WIPOKOB, 4YTOOBI yCOBEp-
LIEHCTBOBAaTh IPOLECC TECTUPOBAHUS UIPHl U
reiiManzaitHa B 1eiaoM; 3) kiaccuuKaius moBe-
JICHUsI UTPOKOB, YTOOBI 3aJeiCTBOBATH IMEPCOHA-
TU3allii0 Wrpbl; 4) OTCleKUBaHUE Hamboliee Ya-
CTO BCTPEYAIOLIUXCSA MaTTEPHOB WIM IOCIEA0BA-
TEJIbHOCTEN JAEHUCTBUH, ISl ONPEACIEHUS TTOBEIE-
HHUS UTPOKA B UTpe?>.

 Artificial Intelligence in Games / Al Frontiers // Me-
dium. 20 September. 2018.

URL: https://medium.com/aifrontiers/an-overview-of-
artificial-intelligence-for-video-games-f491229c0e7d
(mata obpamenus: 15.01.2019).

Axmuenocms ob6vexma 6 uepax.
Heuzcpoevble nepCoHasCu

OnHOl M3 BaXHBIX COCTABJIAIOLUIUX XOPO-
e Urpbl SABIISETCS MPaBIONOI00HOCTh HEUTPO-
BBbIX NepcoHaxei. Kak TONbKO MBI cTanKuBaeMcs
C HEepEaTUCTUYHBIM TOBEJICHUEM, BO3HUKACT Kak
MUHUMYM KOMHYHBIHA 3QQeKT — Hanmpumep, u3-3a
Oara B urpe Fallout: New Vegas (2010) y noxtopa
Mutyemia mpu pasroBOope € HIPOKOM TOJIOBa
HauyuHaeT BpauiaThes Ha 360° (puc. 3).

Puc. 3. Ilepconax u3 urpsl Fallout: New Vegas.

Ecnu HeurpoBble NMEpPCOHAXKH NPUHUMAIOT
AKTUBHOE Y4YaCTHE B CIOXKETE, TO UIPOBOU HUCKYC-
CTBEHHBI MHTEIUICKT, JICKAIUMA B HX OCHOBE,
JOJDKEH OBITh CIOXKEH M K TOMY € XOpOILIO OT-
naxkeH. YToObl HEUrpoBOW MEPCOHAXK MOT BECTH
ce0s1 6osiee MpaBAONOA00HO, EMY HYXKHO «3HAThY,
Kak BemyT ceOst »kuBble Mrpoku. Hampumep, cu-
crema Quixote Al system oTcnexuBaeT u mpuMme-
HSIET MAaTTEPHbI COLMAIBHOTO MOBEIEHUS B JIUTE-
paTypHbIX Npou3BeneHusX. M3 MaccuBa ucropuit
nporpamma (GOpMHUPYET «IPEACTABICHUE)» O I'pa-
HUI[AX COLMAIbHBIX KOHBEHIMH U ACHCTBYET CO-
obpazHo um. KoHeuHo, peub HE HIET O MOHMMA-
HUU, JUIIL 00 00paboTke MHpOpPMAIUH, ee Kiac-
cU(UKAlUK U MPUHATUU PELICHUN Ha ee OCHOBE,
HO 3HAYMUTEIbHBIM IPEUMYLIECTBOM IO CpaBHE-
HUIO C TIOJHOCTBIO 3alpOrpaMMHUpPOBAaHHOM CH-

#0e Q#*1"

© W3patenbctBo «3naoc», 2019. ToNbKO ANA ANYHOTO UCMOIb30BaHMA.
© Publishing House EIDOS, 2019. For Private Use Only.

MexayHapoAHbIN }KypHAN UCCNefoBaHNUA KyAbTypbl A

International Journal of Cultural Research ‘
www.culturalresearch.ru



+,—."/0—,1."2"34567'48":: ;< !
KOMIIbIOTEPHBIE UTPBI: TEUMIU3AWH KYJIbTYPbl / COMPUTER GAMES: GAME DESIGN OF CULTURE

AnviHa PannesHa JIATbIMOBA / Alina LATYPOVA!

| UIrpoBO# MCKYyCCTBEHHBIN MHTE/VIEKT KaK MeJHyM coluaibHOro mupa / Game Artificial Intelli-

gence as a Medium of Social World |

CTEMOH SBJISIETCS CIEAYIOIIEEe: 3alporpaMMUpPO-
BaTh MATTEPHBI COLMAIBHOIO IOBEIEHUS BO BCE
UX TIOJHOTE€ HEBO3MOXHO, HOPMbI KOHTEKCTyallb-
Hbl M HE BCErJa MOTYT IMOAJCPKUBATHCS BCEMHU
YjieHaMH COOOIIecTBa B PaBHOM Mepe, MO3TOMY
IpONKCcaTh BCE BAapUaHTHI MPOOJIEMATUYHO, B TO
BpeMsI KaK MCKYCCTBEHHBIM MHTEJIEKT MOXKET 0e3
JUCKYPCUBHOM OINPEAEIEHHOCTH IPOMEKYTOUHBIX
3TarnoB (TO, YTO MBI Ha3BaIM Obl MIPONHMCHIBAHUEM
NpaBuiI) BeLIATh peuieHne. KommnpioTep criocobex
oOpabareiBaTh 0OJBIIOE KOJIMYECTBO HH(pOpMa-
UM ¥ KOH(HUTYpUPOBaTh €€ pa3zHOoOOpa3HbIM 00-
pasoM, YTO MO3BOJIAET OBICTPO aHAIU3UPOBATH
BapHaHThl M BbIOMpaTh HYXHbIH. Cucrema Quix-
ote Al oOpabaThIBaeT HCTOPUU U BBIJACT CBOM all-
TOPUTM JICWCTBUS, OCHOBBIBAasCb Ha TOM, Kak
«OOBIYHOY» JIIOJM JEUCTBYIOT B TOW WJIM MHOM CH-
Tyauuu. s npuMepa pa3paboTUHKH JEeMOHCTPH-
pPYIOT aJIropuTM Ioxojaa B anTeky. MckyccTBeH-
HOMY HWHTEJUIEKTY HHUKTO HE OOBSACHSI, 4YTO
KpacThb (TO ecTh OpaTh TOBap, HE 3aIUIATHUB) — TO
IJIOX0, OH caM JOUIEN JO PELIeHMs], YTO CHayasa
HY>KHO 3aIUIaTUTh JI€HBbIW, MOTOM 3abuparthb Jie-
kapcTBa®*, HaBepHoe, pa3paboTuMKaM HE CIIELyeT
YYUTh HEHPOCETH Ha POMaHaX O «OIAropOIHBIX»
madpuos3u tuna goHa Koprieone wnu mpousBeze-
HUSX aBaHTapJHOMN MPO3bI (A€ «PEIICHHUs» MOTYT
ObITh HETpPEeJCKa3yeMbIMH, MPOTHBOPEUYAIIUMHU
OOIIENPUHATHIM COLIMATBHBIM HOpPMaM, OJUO3HBI-
MU ¥ T. J.) WIH, 110 KpailHe mepe, AeNaTh 3TO C
ymoM. B nmanpHeiimem co3marenu cucteMbl Quix-
ote Al HazmelTCs HATU €l MPUMEHEHUE B UTPO-
BBIX IIPOEKTAX, I'JIEe HEUTPOBBIE IEPCOHAKU CMO-

** Tlompo6uee cm.: Riedl M. Human-Centered Artifi-
cial Intelligence // Medium. Jul 21, 2017. URL:
https://medium.com/@mark_riedl/human-centered-
artificial-intelligence-70b019f956d1 (mata oOparmie-
Hus: 15.01.2019).

I'YT BeCTH ceOsi MPUBBIYHBIM JUIs UTpoka oOpa-
30M%.

MozenupoBaHue peaTuCTUYHBIX HEUTPOBBIX
NEPCOHAXEH MpearnonaraeT CHMYJISLUIO COIH-
aJIbHOTO OTBITa. ODMOLIMH, JHAJIOT, OXHJAeMbIe
peaKkIMyu U MHOTO€ JIPyTroe€, CBSI3bIBAEMOE C MEXK-
JINYHOCTHOW KOMMYHMKALIMEN, — 3TO BBI3OBBI IS
pa3pabOTYNKOB HUIPOBOIO HCKYCCTBEHHOT'O HH-
TeiiekTa. HeurpoBble NEpPCOHAXXU BBIMOIHSIOT
MHO>KECTBO MPHUKIAJHBIX (PYHKLIUN B UTPeE: TTOMO-
raloT UTPOKY COPHEHTHUPOBATHCA B JIOKAIMM (KaK,
HarpuMep, KUTeIH mycroumu B urpax cepun Fall-
out), MPOJABUralOT UrPOKa IO CIOKETY, Mpeasara-
IOT KBECTBI, BBICTYNAIOT COIO3HHKAMHM M, 4YTO
HEMAaJOBa)XHO, BparaMu (a Bpard TakkKe JOJKHBI
ObITh COOOPA3UTENbHBIMH, YTOOBI YCHJIUTH THO-
rpy’keHue, OpOCHTHh BBI30B M CJHENaTh WUIPOBOU
nporecc pasHoobpasHee?®), BBICTYNAIOT UCTOYHH-
KaMH PECYPCOB (HampuMep, 3a yOUHCTBO KPUIoB?’

> Bompoc 0HIaHUIH MOTb30BATENS MOXKET OBITH He
TakuM OYeBUAHBIM. [lopoii MammHy BBIJACT TO, YTO
OHa BeneT cebs ciuikoM mnpenackasyemo. [logpobOuee
00 0COOCHHOCTSIX B3aUMOJCHCTBUS COLMANBHBIX OOTOB
cM.: Mrone ®@. «Couunanbusie 00Tbl» B Second Life.
CounonornuecKie pa3MbIIIICHUs 0 (aKTope HEUrpo-
BbIX nepconaxedt (NPC) B BupTyanbHbIX Mupax // Me-
mradunocopus X. KoMnbrioTepHble Urphl: CTpaTerHu
uccnenosanus. CII6.: M3n-Bo Cankr-IlerepOyprckoro
¢unocodcroro obmectsa, 2014. C. 62-72.

2% Hexoropsie po6otsl B Horizon Zero Down He Tipo-
CTO aTaKkylT WIPOKa, OHH MOTYT OOBEAMHATHCA B
TPYNIBI, PacIpeNeNisaTh POJH, 3aIUINATh APYT IpyTa.
IMogpoOHEe O camoopraHu3alMd HEUTPOBBIX IIEPCO-
Haxei B urpe cMm.: CembikuH B. Pazym po6o3Beps: kak
pabdoraer U1 B Horizon Zero Dawn // DTF. URL:
https://dtf.ru/gamedev/38458-razum-robozverya-kak-
rabotaet-ii-v-horizon-zero-dawn (mata oOparieHus:
03.02.2019).

27 Kpumsl (OT auen. creeps) — CyllecTBa, yIpaBiseMble
KOMITBIOTEPOM, C KOTOPBIMH MOXET B3aMMOJACHCTBO-
BaTh UTPOK.
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B DotA 2 (2013), xpsic u ctuueii’® B Time Zero
(2004) urpoku mosyyaroT pa3IM4HbIE PECYpPChl) U
np. Ipyrumu cioBaMu, SIBJISIFOTCS BaXKHOM 4aCThIO
reiiMiiest 0OJBIIMHCTBA UTP. B KOHTEKcTEe 1aHHO-
IO HUCCIEIOBaHMUsS HEUTPOBBIC TEPCOHAXKU HHTE-
PECHBI C TOYKH 3pEHHUS MX MHTEPAKIHH C UTPO-
KOM, BKJIIOYEHHEM HMX B COLIMAIBHOE MPOCTpaH-
CTBO TIOJIb30BAaTelNisi U BOOOIIE BO3MOXXHOCTU HX
conranbHOW are’HTHoctu. IlycTts mporpamma He
YeJIOBEK, OHA (DYHKIIMOHAIBHO OrpaHUYEHA, Y Hee
OTCYTCTBYET TMOHHMMAaHHWE M MBIILICHHE, 3TO BCE
’Ke He JITaeT OCHOBAHUS OTKa3bIBaTh € B COLMAIb-
HOCTH. Bo-miepBBIX, HOBBIE HampaBieHUs B (HUIIO-
copuu M COLMOJOTHM, TaKHe Kak aKTOPHO-
ceTeBasi TEOPHs, TUIOCKAsh OHTOJOTHs, OOBEKTHO-
OpHEeHTUpOBaHHas ¢uiiocodusi, HOBBIM MaTepua-
mu3M, Menuaguiaocopus U Ap. — BCE TOBOPAT O
TOM, YTO pa3IHuue MEXAY CyObEKTOM U OOBEK-
TOM B TIO3HAHUM CTHPACTCS, YTO BEIIU TAKKE MO-
I'yT OBITh BKJIIOUEHBI B MOPSAJOK COIHMAIHLHOTIO
B3auMoeicTBus. K nmpumepy, oTHUM U3 HaIpaB-
JCHUH COIMOJOTMU TIOBCEIHEBHOCTH MOKHO
Ha3BaTh COIIMOJIOTHIO BeEIIei, KOTOpas, OCHOBBI-
BasICh Ha BBIIICYKAa3aHHBIX MOCBUIKAX, pa3OupaeT
KOHKPETHBIE CIy4ad, KOrJa Mbl CMEIIaeM HcCie-
JOBaTENbCKUN (DOKYC C UEIIOBEUYECKUX aKTOPOB Ha
HeuenoBeueckue. L{udpoBbie 00bEKTHI, XOTh OHU
U JIMIICHBI MPSIMOM MaTepUaIbHOCTH, TAaKXKe MO-
I'YyT OBITh COLMANBHBIMH akTOpaMu. Ilockombky
U(POBOI 0OBEKT — 3TO KOPITYC OPTaHU30BaHHBIX
TAHHBIX, «EJUHCTBO, COCTOSIIEE W3 MHOXKECTBA
GopManbHBIX CBOCTB»??, a HEUTPOBBIE TIEPCOHA-

28 CTuu — BEIMBIILIEHHOE CYIIECTBO, HATOMUHAIOIIEE
30MOu. CEeTTHHT UrPbI IPENCTaBIsIeT CO00i MUp moce
SCPHON KaTacTpo(dbl, a CTHYHM — €ro HOBBIC OOUTaTe-
JTH.

2 Xyait FO. O cyiiecTBOBaHUM JUTUTAIBHBIX 00BEK-
toB // Pop-philosophy [MuTepBrio]. URL: http://pop-
philosophy.net/o-sushhestvovanii-digitalnyx-obektov
(mata obpamenus: 14.01.2019).

KA HE YTO MHOE, KAK OPraHU30BaHHBIA KOJ, MBI
HE MOXKEM OOOHTH BHMMAHHEM CTOJIb BayKHBIN
aneMeHT urpel. Kpome Toro, ecnm oOpaTtuthes K
o6bexra’’

MNpeaACTaBJICHHUIO 00 AKTUBHOCTHU

(B. B. CaBuyk), TO CTaHOBHUTCSI OYEBUJHBIM, YTO,

3% Ha Ty TeMy BBICKA3bIBAIOTCS MHOTHE TEOPETHKH M3
CaMbIX Pa3HBIX IUCHUIUIMH. Tak, HampuMmep, B 3HaMe-
HUTOM pa3MbllUIeHun Jlakana o KoHCepBHOI OaHke
CKa3aHo: «...ecyu cioBa Manpima JKana, Oynro Ganka
9Ta MEHS HE BUAWT, IPUHSTH BCEPbe3, OTyvaeTcs Bce
e, 4TO OHAa, B KAKOM-TO CMBICIIE, HA MEHs raaut. U
TTISANT OHA HAa MEHS B KaueCTBE CBETSAIICHCS TOUKH —
CpemoTouusl BCEro, YTO HA MEHs cMOTpUT. He mymaii-
Te, uro 510 wMmeradopa» (Jlakan XK. CemuHapsl
Kawra XI. M.: T'rosuc, Jloroc, 2004. C. 106.). Motus
aKTHUBHOCTH 00BEKTa, KaK 3TO MOXHO MPOCICIUTDH IO
paboTtam neTepOyprckoro Menuadunocoda
B. B. CaBuyka, MOXET OBITb HpEACTAaBICH B Pa3HBIX
BapHaHTax: BO-TIEPBBIX, B KOHTEKCTE PACCyKICHHUS O
noBopoTax B ¢punocopun XX n XXI BeKoB, KOTOpHIE,
MOMKMO BCETO MPOYero, PUKCUPYIOT CUTYAINIO, KOTaa
S3BIK 2080pum HaMH, 00pa3 6uoum HaMH, Meaua 60c-
npunumarom namu (IlogpoOHee o mMOBOpOTax CM.:
CaBuyk B. B. Menuadunocodpus. Ilpuctyn peanbho-
ctu. CII6.: U3narensctBo PXT'A, 2014. C. 8-57.). Bo-
BTOPBIX, B KOHTEKCTE TOTO, KaK MEAWa MPEIbABISIOT
ceOsl IIpH TIOJIOMKE — HarpuMep, KOrjia JJIOMaeTcsl MaT-
pHIla MOHUTOPA U ONOKHPYET BHIUMOCTH SKpaHa, MbI
HAauWHAEM 3aMeYaTh caM dKpaH: «...KOTJa ecTh cOOH B
pabote, Torga oHU cooOmaiT o cebe cBoel Hecro-
cobnocthio coobmate» (Tam xe. C. 62.). B-tpetbux, B
KoHTekcTe (ororpadun: Banepuit CaBuyk oOparuaer
BHHUMAaHHKE Ha TO, YTO He (oTorpad CHUMAET MpeaMeET,
a mpeaMeT opocaemcs 6 2aaza pororpady. Takum 00-
pasoM ¢miocod NpomoIKAET JIMHUIO Pa3MBIILICHUS
K. JlakaHa 0 KOHCEpBHOI1 OaHKe, IUTBIBYIIEH IO PEKe.
CoBepiuaercsi KOHBEpCHsI B3IJIs1a: HE OH CMOTPHUT Ha
Oanky, a ona HaOmonaer 3a HuM. (I[TogpoGHee o arce-
Januu 00beKTa OBITh coTorpadupoBaHHbM cM.: CaB-
gyk B. B. ®unocodus pororpapun. CII6.: Axkagemus
uccienoBanuii KyaeTypbl, 2015. C. 55.). MoxHo cka-
3aTh, YTO KYJIFTYpa MPOTOBApUBAETCS CKBO3b MPEIMET
u BiusieT Ha BbIOOp (oTorpada (3T0 paboraer HesB-
HBIM 00pa3oM, YeJIOBEK Ha OecCO3HATENFHOM YPOBHE
¢dukcupyer cetb 00pa3oB, KOTopas chopMHpPOBaIACEH B
KyJIETYpE B CBS3U C 3TUM IPEAMETOM U KOTOPYIO OH
X0YeT MPUCBOUTH, K KOTOPOH XOUYET MPUOOIUTHCS).
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€CJIM BEIIM ACHCTBYIOT HAMM, Mbl HE MOXEM HC-
KIII0YaTh MX W3 TOPSIKa COLUAIBHOIO B3aUMO-
JNENUCTBUA.

OOmieHne ¢ HEUTPOBBIMU TEPCOHAKAMU
CTPOMTCSI HAa JUCKYPCUBHOM M HEIUCKYPCHUBHOM
ypoBHE. B niepBoM citydae peub UIET O AMATIOTaX,
SI3BIKOBBIX MATTEpPHAX, UTPE CJIOB U T. I., BO BTO-
pOM cilydyae Mbl UMEEM JIEN0 C AEHCTBUAMU IEp-
COHaKeH, UX MUMUKOHN (€ClM y HUX eCTh JIUI0),
KECTaMH | T. II. B3anmojeicTBie MOXeT ObITh B
yXe CUMYJIALIMH, KOT/1a Mbl BEJIEM MOJHOLICHHBIN
(HACKOJIBKO MOJKET II0O3BOJIUTH HMCKYCCTBEHHBIN
MHTEJUIEKT) JUAJIOT C HEUTPOBBIM MEPCOHAXKEM (B
KaueCTBE MJUIIOCTPALIMU MOKHO B35ITh JUAJIOTH U3
urp cepun «Benpmak» wim cepun Fallout), mu6o
OCYIIECTBIIATHCS Yepe3 «OJIOKM aKTUBHOCTH, KaK
B urpax tmma The Sims, Korga Mbl HaKUMaeMm
KHOIIKY «paccKa3aTh aHEKIOT», «(IUPTOBATHY,
«MOJICTUTHCSA UACSIMU» U T. M., HO MPU ITOM HET
HUKAKOTO COJepXKaTeIbHOIO HAIOJHEHus, Ooiee
TOTO, MBI MOXXEM OIIEpUPOBATH HE TOJILKO KOH-
KPETHBIMU JIEHCTBUSIMHU, HO Cpa3dy HUX TIPYyIIOH,
MapKUPOBAHHON KAaKUM-JTHOO COIUAIBHBIM SIPIIbI-
KOM: «POMAHTHUKA, «JIPY’KECKUE IEUCTBUSY, «I1a-
KOCTb» U T. . C HEKOTOPBIMH JIEUCTBUSIMU CTOUT
OBITH OCTOPO’KHEE, BEb OT CHJIBHOTIO pazoydapo-
BAHUS Yy NEPCOHA)Ka MOXET CIY4YUTbCS DPa3pbIB
cepaua, a 6e300uaubIii xect «WooHoo»®! moxer
MPUBECTH K THOENTH MOXKHUIIOTO CMMa, TaK KaKk OH
YK€ CIIMIIKOM CTap JUIsl OI0OOHBIX aKTUBHOCTEH.

31 Yect, BBIpaKAIONINI BHICIIYIO CTEHEHb yIOBJIETBO-
peHusl.

MAY3A
!' > » pl»

Ry

Puc. 4. Cxpunmot urpsl The Sims 4.

9]%0141/{1/{ u coyuaibHoe noseoeHue 6 uepax

Co3pmate mporpamMmy, KOTopasi BUPTYO3HO
OTBEYAET Ha BOIPOCHI, 33a€T HYKHBIE BOIIPOCHI U
BBIICP)KUBACT May3bl, HEIOCTATOYHO ISl TOTO,
4TOOBI MEPCOHAXX ObUI B MOJHOW Mepe MpaBaono-
n00eH. DOMOIMH, HPpaLMOHAIbHOE MOBEJCHHUE,
COIL[MAJIbHBIE MPHUBBIYKM HEOOXOIUMBI ISl €ro
«oxxuBneHus». OTHAKO, KAK MOXKHO JI0TaJaThCs, C
3TUM Y pa3pabOTYMKOB BO3HHMKAET MHOTO IPO-
07eM, M 3a4acTyl0 TaKUMHU acCIeKTaMU MHTepecy-
I0TCSl  OOJIbIIIE HCCIEOBATENIN MCKYCCTBEHHOT'O
MHTEIUIEKTa, HEeXEeNW co3farenu urp. MHorue
pa3BUTBIE CUCTEMBI SMOIIMOHAIBFHOTO U COLMAIb-
HOT'O UCKYCCTBEHHOTO MHTEIUIEKTa CO3/Ial0TCs He-
3aBHCUMBIMHU CTYAUSMHU UM PEATH3YIOTCS B paMm-
Kax aKaJeMHYECKUX MCCIEIOBAaHUI M HE MOIyda-
10T OoJblION momyssipHOocTH. [Ipu 3TOM HEKOTO-
pBI€ MPOEKTHI 3aCTYKUBAIOT BHUMAHUS: B HUX UC-
MOJIB3YIOTCS TEXHOJIOTUU MAIIMHHOTO OOYYeHHH,
KOTOpOE B CBOIO OY€pe/b B IMOCIEAHUE OBl CTa-
HOBUTCS Bce Oosiee BocTpeOoBaHHBIM. C mOMO-
IIbI0 METOJO0B MAIIMHHOTO OOYyYeHHUS HEUTPOBBIC
MEPCOHAXH TOJIYYAIOT JOCTYN K OOUIMpPHBIM 0Oa-
3aM JJAaHHBIX COLMAIBHOTO ¥ SMOIIMOHAIBHOTO T10-
BeneHus. HaGop permieHuii, mpeaaraeMbix MHKe-
HEPOM, CMEHSETCS CaMOCTOSTENIHBIM BBIOOPOM,
CKOHCTPYMPOBAHHBIM Ha OCHOBE MacCHBa JaH-
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HBIX. MBI HE TOBOPUM 00 OCO3HAHHOM BBIOOpE, HO
O TOHKOM KaluOpOBKE W MOAOOpEe M3 MHOXKECTBA
BapHaHTOB, IMPOIUCATh KOTOpBIE BPYUYHYIO OBLIO
Obl HEBO3MOKHO: B CHJIy BPEMEHHBIX 3aTpart, C
OJTHOM CTOPOHBI, M HEAPTUKYJIMPOBAHHOCTH MHO-
TUX COLMAIBHBIX IMPAKTUK — C Apyrod. MoxkHO
MPEINONI0XKHUTh, YTO, €CIH Pa3BUTHE MCKYCCTBEH-
HBIX HeHWpoceTel W MAIIMHHOTO OOYYECHHs IpO-
JOJDKUTCSL B TOM JK€ TEMIIE, BCKOPE UIPhl CMOTYT
B TIOJIHOM Mepe BOCHPUHATH PE3YJIbTaThl ITOTO
pa3BUTHSL.

B uctopun yxe ObLIM MPUMEPHI TOTO, KaK
MCCIIEIOBAaHMsI B 00JIACTH MAIIMHHOTO 00y4eHUs B
Urpax MoBJIMSIIN HA BHEAPCHHE HOBBIX MEAMATEX-
HOJIOTHHM B NOBCEIHEBHYIO IpakTuky. Hampumep,
cumynaTop pecropana The Restaurant Game, co-
snanubiid [Hxkedpom Opkunom (Jeff Orkin) u [le-
6om Poem (Deb Roy) B Mennanabopatopuu Mac-
CayyCeTCKOr0 TEXHOJOIMYECKOr0 HWHCTUTYTa B
nanekom 2007 rogy*?: mporpamma HEUIPOBOTO
nepcoHaxka OQHUIIMAHTKU Yy4duiach OOIIATHCS C
KJIIMEHTOM (MTrpoKoM) B mporecce urpbl. Coctos-
70ch 0k0J0 10 ThICAY UTPOBBIX CECCUM, U C Kax-
IBIM Pa30M OHa COBEPIICHCTBOBAJA CBOM KOMMY-
HukaTuBHbIe HaBbIKU. B 2013 rogy OpkuH ocHo-
Bai komnanuto Giant Otter Technologies, kotopas
CIELUANN3UPYETCS Ha CO3JaHUU 4YaT-O0TOB, Tpe-
HUPYEMBIX Ha pasroBOpax C pPEATbHBIMH JIHO/b-
mu>3, Ha CeroqHsAIHui JeHb KPYIHEHIIHE KOM-
nanuu, Takue kak Facebook, IBM, Google, Apple,
Amazon, 3auHTEpECOBaHbl B Pa3BUTHU OJIOOHON

32 The Restaurant Game.

URL: http://alumni.media.mit.edu/~jorkin//restaurant/r
esearch (mara obpamenus: 16.01.2019).

33 Stuart K. Video games where people matter? The
strange future of emotional Al // The Guardian. 12 Oct
2016.

URL: https://www.theguardian.com/technology/2016/

oct/12/video-game-characters-emotional-ai-developers

(mata obpamenus: 16.01.2019).

texHonoruu. B wactHoctn, B 2018 romy Ha de-
ctuBaie Google /O kommanusi Google mpome-
MOHCTPHUPOBAJa TEXHOJOTHIO HCKYCCTBEHHOT'O
unTemuekra Google Duplex, koTopas MOXeT mo-
3BOHUTH B PECTOPAH, YTOOBI 3aKa3aTh CTOJIMK, WIN
3amucarh Bac K napukmaxepy 4. Eciu obpamarses
K MpuMepaMm U3 00JacTH UTp, TO MOXHO B3IJIs-
HyTb Ha IPoekT Malmo ot Microsoft®, B koTopom
TUTOIIAJIKOW JUI pa3BUTUS MCKYCCTBEHHOTO HH-
TesiekTa BeicTynaer Minecraft (2009): mporpam-
Ma y4uTCsl OOIIAThCS C UTPOKaMU M OOTaMu, CO-
3/1aBaTh MPEAMETHl M OPUEHTUPOBATHCS HA MECT-
HOCTH.

Kak 3T0 HHM mapagokcaibHO, HO, TIOMHMO
PEATUCTUYHOCTH PEAKLUMH, MPaBAONOA0OHOCTD
HEUTPOBBIX NMEPCOHAKEH MOXKET ObITh yCHUJICHA 3a
CUeT WX HE3aBUCHMOCTH OT UTrpoka. Peus uner o6
UX (OKU3HU», KOTJIa OHU HE B3aUMOJCHCTBYIOT C
urpokoM. Ecim ku3Hb mepcoHaxa HE OCTaHABIIH-
BaeTCsl M UJIET CBOMM YEpellOM, KOT/ia UI'POK OT-
BOpPAYMBAETCS WJIM YXOAUT W3 JIOKALMHU, 3TO JO-
0aBJsieT UTPOBOMY TpOIleCCy TIyOHHBI U HETpel-
CKa3yeMOCTHU: JICHCTBHSI UTPOKAa MOTYT OTPa3HUThb-
Cs Ha JaJbHEUIIEH WIpe U IPUBECTU K HEOXKHU-
JAaHHOMY IOBOPOTY cioxeTta. Tak, B urpe Middle
Earth: Shadow of Mordor (2014) cucrema uckyc-
CTBEHHOT'O MHTEIJUIEKTa BparoB Nemesis 1Mo3BoJis-
€T MM TOMHUThL cpaxkeHus ¢ urpokom>®. B The

* Google Duplex: A.I. Assistant Calls Local Business-
es To Make Appointments.

URL: https://www.youtube.com/watch?v=D5VN56jQ
MWM (nata o6pamenus: 16.01.2019).

3% Project Malmo.

URL: https://www.microsoft.com/en-
us/research/project/project-malmo/ (mata oOparieHus:
16.01.2019).

3¢ Stuart K. Video games where people matter? The
strange future of emotional Al // The Guardian. 12 Oct
2016.
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Elder Scrolls Online (2014) mepcoHaku MOryT
JacaMH IIATaThCsl 0 TOPOJCKUM YIIUIAM, & BOJIKH
— CpaxaThCs ¢ MeIBEIsIMHU (HE IO CIEHApHIO, a
MOTOMY, YTO OHH CITy4aifHO BCTPETHIIMCH Ha KapTe
u 0Oojee CUJIBHBIA BHJl TPOSBUI arpeccuio), B
Wildstar (2014) MOHCTPBI MOTYT MUTPHPOBATh U3
JIOKaIlMu B Jiokaruio, a B Black Desert (2014) He-
UTPOBBIC MEPCOHAKH — ITO IIOJTHOLIEHHBIC YKHUTE-
JU TIOCENICHUH, KOTOPhIE XOAST IO CBOUM JIENIaM,
OTABIXAIOT M CIIAT N0 Houam»’ . JIF0OOIBITHO, KaK
cMmermaercss (OKyC OT B3aUMOACUCTBHUS MEXKITY
UTPOKaMU ¥ HEUTPOBBIMHU TIEPCOHAKAMU K B3am-
MOJICMCTBUIO HEUTPOBBIX MEPCOHAKEN MEXKIY CO-
Ooii. Irpok He TO YTOOBI CTAHOBUTCS HEBAKHOU
9acThI0 WTPBI, OH MPOCTO PACTBOPSIETCS B HEW,
OTHBIHE OH «BeIllb cpeau Bemiei». Koneuno, ecnu
OH BBIKJIFOUUT HUTPY, TO BCE 3aKOHYUTCS, HO, OCTa-
BasiCh B HEW, OH MOJAECPKUBAECT HOBBIA OHTOJIOTU-
YECKUM IIOPSANOK, KOTOPBIM pa3BOpayMBaCTCA
BHYTPHU WTPOBOTO MHpa. ITO CIPOBOLUPOBAHO, C
OJTHOW CTOPOHBI, CTPEMJICHHEM K MPaBIOIN0100-
HOCTH WTPOBOTO MHpPA, €ro yHoJIoOJICHHIO MUY
HaIlle MOBCEAHEBHOCTH, TJIE AAaJEKO HE BCE IMPO-
X0KHE pearupyroT Ha HAC, UX KU3Hb HE OCTaHAB-
JTUBAETCS, KOTJ]a MBI MPOIMATacM M3 WX IO 3pe-
Hus. C Opyroi CTOpOHBI, BpeMsi TPOTrOBapUBACTCS
4yepe3 Wrpbl: MBI BCE Yalle HaOIogaeM, Kak cMe-
[IAIOTCS aKIEHThl B CYOBEKTHO-OOBEKTHBIX OT-
HOIIICHUAX, KaK IU(POBbIE TEXHOJOTHU BTOPra-
I0TCS BO BCE OONACTH HAIIeH XKU3HU, KaK Meaua
MPOSIBIIIIOT aKTUBHOCTH. boliee TOro, Mbl MOXKeM
KOHCTaTHPOBATh, YTO OCPKIMAHCKAs MapaaurMa B

URL: https://www.theguardian.com/technology/2016/
oct/12/video-game-characters-emotional-ai-developers
(mata obpamenus: 16.01.2019).

37 Monkosckuit K. YMHBIE «60IBAHUMKI» MHOTOMOMb-
30BaTelnbckux MHUpoB // Urpel. Mail.ru. 11.12.2014.
URL: https://games.mail.ru/pc/articles/feat/umnye bol
vanchiki_mnogopolzovatelskih mirov_by kpolkovski
y_mail_ru/ (gata obpamenus: 16.01.2019).

WUTPOBOM JAECHUCTBUTENBHOCTU CMEHSIETCS Iapajur-
MOl OOBEKTHO-OPUEHTHPOBAHHOW, KOTJa BEIlH
00peTaroT MpaBo TOBOPHUTH U JEHCTBOBATH OT CBO-
ero JuIia.

OnHako OBeleHHBIE A0 mperena 00beKT-
HbIE OTHOIICHUS BPSI JIM OyIyT HHTEPECHBI UTPO-
KaM, cKopee, OOJBINYI0 CTEIEHb MOTPYXEeHUs Oy-
OyT oOecrieunBaTh TUOpUAHBIE BapHaHThL Ilep-
Bble IIArd yXe chelaHbl B 3TOM HaIlpaBJICHHH.
Tak, B Watch Dogs (2014) BeI MOXeTe B3J10MaTh
TesneoH MPOXOAAIEr0 MUMO HEUTPOBOTO MEPCO-
Ha)Xa U y3HATh YTO-TO U3 €r0 JIMYHOM HKU3HH®.
KoneuHo, co31aBaTh aBTOHOMHO CYIIECTBYIOIIMX
HEUTPOBBIX MEPCOHAXKEU, KOTOPhIE MOTYT 3ar0OBO-
PUTH C UTPOKOM O€3 CIEeUMAIbHOTO CKPHIITA, HE
TaK MpOCTO, pa3pabOTYNKaM MPUXOAUTCS OpaTh B
pacyer OorpoMHOE KOJUYECTBO (PaKTOPOB: KaK TOT
WIM MHOM 4YenoBeK Bell Obl ceOsi B MOBCEIHEBHO-
CTH, KaKHe y HEro MOryT ObITh BOCIIOMHHAHUS O
MPOILJIOM, YTO OH 3a0bLI, IEpenyTal, 4ToO U3 3TO-
r0 OH HCHOJIB3YeT B 00uIeHuy U T. 1.>° JIpyrumu
CIIOBaMH, COLMAIbHAsI HH)KEHEPUS B UTPax — OJTHA
U3 CIOXHEWIIMX 3ajad, KOTOpas CTOMUT Iepes
pa3pabOTYNKAMU U YYCHBIMH.

3aknrouenue

Bynymiee MCKyCCTBEHHOrO HWHTEIUIEKTa B
UTpax HeNb3s Ha3BaTh OJHO3HAUYHBIM. OHO 3aBH-
CUT HE TOJILKO OT Pa3BUTHs TEXHOJOTHUH, U300pe-
TEHHUS HOBBIX METOJIOB HJIM COBEPIICHCTBOBAHUS
yKe CyIIecTBYIOIUX (MallMHHOE o0yueHue, ad-

3% Stuart K. Video games where people matter? The
strange future of emotional Al // The Guardian. 12 Oct
2016.

URL: https://www.theguardian.com/technology/2016/

oct/12/video-game-characters-emotional-ai-developers

(mata obpamenus: 16.01.2019).

* Ibid.
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40

(eKTHBHBI KOMIBIOTHHI"’, aITOPUTMUYECKOE

TBOPUYECTBO (computational ~ or artificial
creativity)*! u T. 1), BO MHOrOM OHO 3aBHUCHT OT
11€JIeCO00Pa3HOCTH TEXHUKU HIPOBBIM 3a/iauaM
(Korja TEXHMUYECKOE HE IpPEBATMPYET Hall CMbIC-
JIOBBIM, KOI'/Ia UCKJIIOYAETCS TO, YTO HE OTHOCHUTCS
HENOCPEACTBEHHO K KOHKPETHOW 3ajaue, Korjaa
peanu3anys crneudpPeKToB He CTAHOBUTCS CaMO-
LIEJIbI0, @ BBIIIOJIHAET MOACPKUBAIOLIYIO, OTIOJ-
HSIOIIYIO, YCHJIMBAIOIIYIO TeiMIuIed (pyHKIHIO).
Co3nanne MakCUMaJIbHO pPEAJIMCTUYHOM, MpaBIo-
0JIOOHON MI'PHI COBCEM HE O3HAYAEeT, YTO 3Ta UT-
pa Oyner xopoluieii UMEHHO B T'eHMILICHHON co-
crapnsitomieid. [lopoit urpsl ¢ mpocrot rpadukoit
OoJiee yBJEKAaTENbHbBI, HEKEIHU JAETAILHO Mpopa-
6oTaHHble MUpBL. WrpoBasi yCIIOBHOCTH OCTaeTcs,
KaK OHa OCTAaeTcsl B TeaTrpe, UTPOKU T'OTOBHI IPH-
HSTh MHOTO€, KaK €clid Obl OHO OBIJIO HACTOSIINM,
U [I0JIy4aTh YAOBOJIBCTBHE OT IIPOLIECCA UTPBI, TTO-
CKOJIbKY T€MMIU3aliHEepy YJIaJIOoCh XOpOIIO BbI-
CTPOUTH CTPYKTYpY, HappaTuB, cOaIaHCHUPOBATH
CJIOKHOCTB UTPHI U T. I1. FICKyCCTBEHHBIN HHTEI-

0" AbbeKTUBHBI KOMIBIOTUHT — HATIPaBIEHHE B 06-
JIACTH UCKYCCTBEHHOI'O MHTEJIEKTa, B paMKax KOTOPO-
TO CO3AAIOTCS AITOPUTMBI CUMYyJUpYIomue apQeKTsl,
CBOWCTBEHHBIC YCIOBEKY.

! TBOpYeCTBO, MPOM3BOJAMMOE KOMIBIOTEPAMH (BBI-
YUCITUTEISIMH ).

JIEKT MOKET IIOMOYb PEIIUTh ICTETUYECKYIO 3a/1a-
4y, 3a/1a4y IMOrPY>KEHHS, HO TOJIBKO B KOMILJIEKCE
C ApYrMMHM acnekramu remmausarnna. bosee toro,
MOPOM CIIOCOOHOCTH MCKYCCTBEHHOTO MHTEJUIEKTA
MPUXOJUTCS TOPMO3UTh, OTPAHUYHMBATH, YTOOBI
COXpPAaHHUTh MHTEPEC MIpoKa*?, uroObl mobena Ha
KOMITBIOTEPHBIM TPOTHBHUKOM HE ObLIa HEBO3-
MO>KHA, BEJlb MAIlIHHA CYUTACT B pa3bl ObICTpee U
Jdyudnie yenoBeka. Kpome TOro, HUKTO HE MOXET
rapaHTUpPOBATh, YTO HEUIPOBOM IMEPCOHAK, CIIO-
COOHBIN OJlecTsIIe OTBEYaTh HA BOMPOCHI, 3a/a-
BaTh HUX, SMOLMOHAJIBHO PEArupoBaTh Ha IMPOMUC-
XOJdlllee, He HACKY4YUT Urpoky. He pazpymmr namu
CIIMIIKOM TPaBIONOM00HBIA MCKYCCTBEHHBIN WMH-
TEJJIEKT Maruyeckuii kpyr urpsi? Hyxxen iu Oy-
JIET KOMY-TO CIIMIIKOM CJIOKHBIM HEUTPOBOU IEep-
coHaxx? Beab Bce paBHO OH HE CMOXET B MOJHON
Mepe MPOSBUTh CBOM MOTEHLHAN U3-3a2 TOrO, YTO
WTPOKY HE 3aX0YeTCs TPATUTh BPEMsI Ha Pa3roBO-
pbl. OTU U APyrue BOMPOCHI BAXHBI JIJIsT TOHUMA-
HUSI POJIM UCKYCCTBEHHOTI'O MHTEIUVIEKTA B KOMIIb-
IOTEpHOH Urpe.

*2 Tloapo6HO O XMTPOCTAX IedMM3aiHEpPOB, MpUMe-
HAOWMXCA Ul TOA/Iep)KaHUsl MHTEpeca U yCUJICHHS
BOBJICUEHHUS] WUTPOKA, paccKasbiBajl cOTpyAHUK Jlabo-
paropuu uccienoBaHuii komnbioTepHbix urp (JIMKN)
Cepreii Byrnak B goknane «Ilmane6o-refiMuHT: Urpo-
BBIE 3aMEHHUTENN, UICHTUYHBIC HATypalIbHBIM» B paM-
kax Bcepoccuiickoif HaydHOH KOH(EPEHIINU C MEXTy-
HApOJIHBIM y4yacTHeM «JTambl U (POPMBI CTAHOBIICHHS
MeauapanuoHanbHOCTHY  (23-24 HosiOps 2018 roxa,
Cankr-IlerepOypr).
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TAMAI'OYU U MU® O KUBEPITPOCTPAHCTBE: K BOITPOCY O MAT'HYECKOM KPYI'E

B craree Ha mpuMepe HEMMMEpPCHUBHBIX HUIP
(ramaroum, nurumMoHoB, Pokémon Go, mepBa3WBHBIX
HTp) paccMaTpUBaeTCs MpeIoxkeHHoe M. Xei3uuroit
MOHATHE MAarn4ecKoro Kpyra, TO €CTh TPaHHLbI MEXKIY
urpoit u He-urpoil. HemummepcuBHble Meara paccuuTa-
HBl Ha OCOOBIH pEXHUM MOTPEONECHUS: TMOJIb30BaTENb
JETUT BHUMaHWE MEXy HECKOJBKMMH MEANa U 3aHs-
THSMH, YTO MPUBOJUT K TECHOMY MEPEIUIETEHUIO BHI-
MBIIIEHHOTO MUpa U MOBCEIHEBHON KU3HU. SIBIEHUS
Takoro pojAa MO3BOJAIOT HCCIEN0BATENSAM KOMIIbIO-
TEpHBIX UT'P KPUTHUKOBATh MOHATHE MarMyeckoro Kpy-
ra, ONUCBIBasl €r0 KaKk MPOHUIIAEMYIO UIIH MOJBEPKEH-
HYI0 pa3pblBaM T'paHUIly. AHalIW3 JUTEpaTypsl MOKa-
3BIBAET, UTO 3Ta HHTEPIIPETALUSA SBIIACTCS CIEICTBHEM
omnGoyHOro moHuManus . Xeilsunru, a Taxke Teo-
pun QpeiimoB. Pasnnuenue Urpbl ¥ He-UTPHl B HEUM-
MEPCHUBHBIX UTpaxX COXPAHAETCs, OAHAKO, 3a CUET CBO-
el BpeMEHHOH CTPYKTYpbl OHH, MOJOOHO pHUTYyaly,
MPUJAIOT HOBBIE CMBICIIBI ITOBCEIHEBHOM KU3HU. Jle-
TeHJIbl, CTOSIINE 32 TaMaro4u M JIUTMMOHAMH, MO3BO-
JIAIOT MPENIOJIOKHUT, YTO HEUMMEPCUBHBIE UT'PHI BOC-
MPOU3BOIAT MU( O KHOEpIpOCTpaHCTBE Kak THOpH e,
CTHpPAIOLIEM Pa3HUILy MEXIY BOOOpaXkaeMbIM U MaTe-
puanbHBIM. ['paHuna, TakuM 00pa3oM, YHHUTOXKAETCS
B 9TOM aKTE€ CaMOOCMBICIEHHSI TOJIBKO CHMBOJIMUYECKH.

KuroueBble ¢j10Ba: Maru4eckuii Kpyr, Teopus
(¢peiiMoB, HEMMMEPCHBHBIE Menua, NU(POBON aHH-
MHU3M, TEXHOIIAMaHW3M, THOPHIBI, KUOEpPIpPOCTpaH-
CTBO, TICpPBa3UBHBIC UTPbI, TaMaroun, Pokémon Go.

TAMAGOCHI AND THE MYTH OF
CYBERSPACE: THE MAGIC CIRCLE
REVISITED

This article, drawing on the example of non-
immersive games (Tamagochi, Digimon, Pokémon Go,
pervasive games) discusses the notion of magic circle,
coined by J. Huizinga, which means a boundary be-
tween the game and non-game. Non-immersive media
are intended for a special mode of consumption: users
split their attention between several media and activi-
ties. As a result, the fictional world and everyday life
become closely intervened. Such phenomena encour-
age game studies scholars to criticize the notion of
magic circle: they describe it as a boundary that is
permeable or easily broken. A critical reading shows
that this interpretation is driven by misunderstanding J.
Huizinga as well as the frame theory. In non-
immersive games, the difference between the game
and non-game is not lost. However, their time structure
allows them to assign new meanings to the everyday
life, like rituals do. The legends behind Tamagochi and
Digimon suggests that non-immersive games repro-
duce the myth of cyberspace as a hybrid that blurs out
the distinction between the reality and fantasy. In this
self-reflective act, the boundary is broken only sym-
bolically.

Key words: magic circle, frame theory, non-
immersive media, digital animism, technology sham-
anism, hybrids, cyberspace, pervasive games, Tama-
gochi, Pokémon Go.
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TaMarqu, UTPYIIKA, CO3JaHHAs KOM-
nanueit Bandai B 1996 roxy, maBHO
Mepekusia MUK CBOSH MOIMyIsIpHOCTH; O0Jiee TOro,
OHa JTAJIEKO HE eAMHCTBEHHAst B cBoeM poje. On-
HAKO 3TO OOBEKT IIMPOKO WU3BECTHBIN, U TOTOMY
OH yJI00€H KaK MpuMep, He HYKIAIOIIHIACS B IIPO-
CTpaHHBIX pa3bsCHEHUSX. Peub TeM He MeHee Oy-
JeT UITH O IIHUPOKOM KpyTe SIBICHUN — Jmaxke 00-
Jee IMIHPOKOM, YeM BCE PA3HOBUIHOCTH JIICK-
TPOHHBIX MTUTOMIIEB.

Ectp nBa TMma MemuanpoAyKIHH, B TOM
YHCIIe ¥ KOMITBIOTEPHBIX UTP, KOTOPBIE pacCUUTa-
HBI Ha JiBa pa3HBIX criocoba motpedienus. B on-
HOM cIlyyae redMep BBIACTSET IUIsl UTPhI CTCIH-
aIbHOE BpEeMsi U B T€YCHHE TOT0 BPEMEHH HU Ha
9TO HE OTBIEKaeTcs. B npyrom ciydae OH HcC-
MOJIb3YET UTPY, YTOOBI 3aMOTHUTH JTAKYHBI MEXKIY
MTOBCETHEBHBIMU JIEIAMH, WU UTPAET Ha JIOCYyTe,
HO pEryJIspHO, a Wrpa TMOTEHIMAIBHO MOXKET
JUIMThCS OECKOHEYHO. TOYHO Tak e OTINYAIOTCS
cepuanbl M TOJHOMETPAXHOE KHHO. bonbiryro
pOJb UrpaeT 00CTAaHOBKA: UTPOBAsi KOHCOJIb U KU-
HOTEaTp 3aCTaBJIAIOT HAC KOHIIEHTPHPOBATh BHH-
MaHWEe Ha OJHOM KaHajie WH(pOpMaIluu, a Mepco-
HATbHBIA KOMIBIOTEp M CMapTPOH pPacCEUBAIOT
BHMMaHUe. Bnpodem, permraromum GhakTopoMm Bce-
r/1a SIBJSICTCS YCTAHOBKA ayAUTOPUU: TTOCIETHSS
00 CTPEMUTCS K TMOIHOMY TMOTPYKEHUIO B BO-
oOpakaeMblii Mup, 100 HeT. Tl Meaua, KOTO-
pBI€ COOTBETCTBYIOT 3TUM JBYM YCTaHOBKAM,
MO>XHO 00O03HAYUTh KaK UMMEPCHBHBIC M HEHM-
MEpCHBHBIE.

K HemMMepcHUBHBIM Meaua MPUMBIKAET Ta-
KoH (heHOMEH, KaKk TpaHCMeIna: YacTO MbI BUIAUM,
YTO OJIHA M Ta K¢ BBIMBIIIUICHHAS BCCJICHHAs 3a-
JIeCTBOBaHA BO MHOXKECTBE Pa3HOr0 PoJa MPOU3-
BEJICHUI MCKYCCTBA, B TOM YHCJIE CO3JaHHBIX (ha-

natamu!. TIpu BOCHIPUSTHH KaXKIOTO OTAEIHLHOTO
MIPOU3BEJICHNS BHUMaHUE MYOJIMKH MOXET OBITh
MOJTHOCTHIO CKOHLIEHTPUPOBAHO Ha HEM, HO B IIe-
70M 3 QEKT HECKOJIBKO JAPYroi: aBTOphI U (haHa-
ThI HAIIPABIISIOT COBMECTHBIE YCHIIUS HA CO3JJaHUE
OLIYIICHHS, YTO BBIMBIIUICHHBI MHUp HE KOHYa-
eTcs BMECTE C IPOU3BEICHHEM U IPOJODKACT
CYIIIECTBOBAThH MAPAIICIBbHO ¢ OOBIYHOMN JKHU3HBIO.

Tamaroun — HEeMMMEpCHUBHAsI UTPYIIKa, U,
MO-BUAMMOMY, UMEHHO 3a CYET 3TOTO IHUTOMELl
«0’KHMBAET», TECHO MEPEIUIETAsCh C MMOBCEHEBHOM
KU3HBIO XO35IMHA M CTAHOBSCH JUI HEro MOYTH
peanbHbIM. Koraa tamaroun ObUIM TOMYJISIPHBL, B
MHTEPHETE CO3JaBAIUCh BUPTyaJIbHbIE KJIQA0MINa,
r7Ieé X03s5i€Ba MOTHOIIMX MUTOMIEB OCTaBIISIIN
KpaTkue snuTapuu B UX MaMsATh, HAIpUMEp Ta-
kue: «Moii HeHarnmsagHeld Kyun ymep B ueTBepr
BO BpeMs ypoka (U3KyIbTypsl. MHE ObUIO OYEHBb
rpyctHo. OH 1utakai, korzpa ymep. S Oyay odeHb
CKy4aTb 0 HEMY U OYE€Hb )KaJIel0, YTO HeIoCTa-
TOYHO T03a0oTmIiICsA 0 HeM. Hazerock, OH TOKOUT-
cs ¢ mupom»?. EcTh Jaxke yNOMUHAHHS B ra3eTax
0 (pU3MYECKUX 3aXOPOHEHUSX UTPYILIEK .

! Cokonosa H. JI. «3To Baie 1moy!»: MaccoBble Kpea-
TUBHBIC IPAKTHKU B TPAHCMEIUWHBIX IpoekTax // Dig-
ital Icons. 2011. Bpim.6.

URL: http://www.digitalicons.org/wpcotent/uploads/is
sue06/files/2012/01/6.1_Sokolova.pdf (mara oOparme-
Hus: 26.12.2018).

? Tamagotchi Graveyard / Tamagotchi DreamWorld:
[website].

URL: http://shesdevilish.tripod.com/grave.html (mata
obpamenws: 26.12.2018).

3 1) A special place for Tamagotchi interment / CNN:
Breaking News, U.S., World, Weather, Entertainment
& Video News. January 18, 1998. URL:
http://edition.cnn.com/WORLD/9801/18/tamagotchi/
(mara oOpamenus: 26.121.2018); 2) Tamagotchi craze
takes over Hungary // Utusan Online: [website]. 1998.
http://ww1.utusan.com.my/utusan/info.asp?y=1998&dt
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B aToM mpeBpalieHun HEXUBOTO B KMBOE
(1 cMepTHOE), HECMOTPSI Ha PYTUHHOCTB ITpoliecca
UTPBI, YyBCTBYETCS YTO-TO BojmeOHoe. Uto eciu
B TaMarouu U BO BCEX HEHMMEPCHBHBIX Me€IHa B
CaMOM JIeJIe €CTb KAaKOM-TO HAJIEKMH OTIOJIOCOK
Marudeckoro MelimeHuss? Ho marus, ecnu oHa u
oOHTaeT 37ech, POXKAACTCA U3 MPOpHIBA BOOOpa-
KAEMOT0 B OOBIJICHHYIO JIEHCTBUTEIBHOCTh — TO
€CTb MapaloKCaJIbHBIM 00pa30M BO3HUKAET TOT/Ia,
KOTJla «Maru4ecKuil Kpyr», OTAeISIomuil daHra-
3MI0 OT PeaIbHOCTH, KaK OyATO pa3pyIIaeTcs.

CrnoBocoueTaHue «Maru4eckuii Kpyr» B
3HAYEHUU T'PAaHUIIBI MKy UTPOU U HE-UTPOil ObI-
JI0 BBEJICHO B 00OPOT HUJCPIAHACKUM KYJIbTYpO-
norom Moxanom Xeii3unroii B pabore «Homo
ludens», mocBsIeHHON (eHOMEHY WUTPBI M Halu-
CaHHOH B TO BpeMs, KOI/Ja KOMIIBIOTEPHBIX UIP
€lle He CYILIEeCTBOBAJIO. XEHU3MHIa YKa3bIBacT Ha
TO, YTO JI00asi UTpa UMEET BPEMEHHBIE, a TaKKe
pOCTpaHCTBEHHBIE orpanuueHus: «IlogobHo To-
My, KaKk (OpMaJIbHO OTCYTCTBYET Kakoe Obl TO HU
OBUTIO pa3IMuYue MEXAYy UTPOM U CBSIICHHOMCH-
CTBHUEM, TO €CTh CAaKpaJIbHOE IEUCTBUE IPOTEKAET
B TeX ke (opMax, 4TO U UTPa, TaK U OCBSILEHHOE
MecTO (hOpMaNbHO HEOTIUYUMO OT UTPOBOTO MPO-
CTpaHCTBa. ApeHa, UTPaJIbHBIM CTOJI, Marn4ecKuil
KpYT, XpaMm, CIIeHa, KWHOIKpaH, CyaeOHOoe IpH-
CYTCTBHE — BCE€ OHH, MO opMe U (HYHKIHHU, CYTh
UTPOBBIE TPOCTPAHCTBA, TO €CTh OTYY)KAEHHAas
3emiis, 00OCOOJICHHBIE, BBITOPOKCHHBIE, OCBSI-
LIEHHBIE TEPPUTOPUH, 1€ UMEIOT CUIIy CBOH OCO-
Oble TpaBuiIan”.

Marudeckuil Kpyr 31€cbh HE IIPOCTO MeTa-
¢dopa: «OCBSIIEHHOE JIEHCTBUE HEKOTOPHIMH CBO-

=0201&pub=Utusan Express&sec=Features&pg=fe 0
6.htm (mara oOpammenus: 26.12.2018).

* Xeitsunra 1. Homo ludens. OneIT onpeseneHus ur-
poBoro snemenTa KynsTypsl / Homo ludens; Ctarsu
nmo wucropun KynbTypbl. M.: Ilporpecc-Tpaaunus,
1997. C. 28.

MMM CTOPOHAMH BO BCE BPEMEHA OCTACTCS BKIIIO-
YEHHBIM B KATETOPHIO UTPB»’ . Takum 00pasoMm, 3a
(opManbHBIM CXOJICTBOM — 000COOJICHHOCTBIO OT
BHEILIHETO MHpa — IPOCBEUYMBACT U CYIIHOCTHAs
CBSA3b MEX/y UI'POU U CaKPAJIbHBIM JCHCTBUEM.
Maruyeckuii Kpyr 4acto yIOMHMHAeTCs B
MCCIIEIOBAaHMSIX KOMIBIOTEPHBIX UTp (game stud-
ies), U B TO K€ BpeMs LIEJIbIN psij SBJICHUHN, KOTO-
pble TIPOUCXOAAT B BUPTYaJIbHBIX MHpaX, 0COOCH-
HO B MHUpPaxX MHOIOIOJb30BATEIICKUX WIp, 3a-
CTaBJSIOT YYEHBIX YCOMHUTBHCA B aJCKBAaTHOCTHU
3TOro moHsATHs. Peub maer o Ttakux (heHoMeHax,
KaK MOBCEIHEBHBIE PA3rOBOPBI B UTpax’, pyTUHa,
IpeBpanlaonias urpy B nogaodue tpyaa’, BIUsSHUE
UIpHl Ha SMOIMOHAIBHOE COCTOSHUE Treiimepal,
HeYeCTHas urpa’, Mpoja)a MIPOBBIX IIEHHOCTEN

10

3a PCAJIbHBIC NCHBI'U ~, BBaHMOHeﬁCTBHG HUI'POKOB

> Tam xe. C. 43.

6 Castronova E. Synthetic worlds: the business and
culture of online games. Chicago, London : The Uni-
versity of Chicago Press, 2005. P. 147-160.

" Deterding S. The Game Frame: Systemizing a
Goffmanian Approach to Video Game Theory //
Breaking New Ground: Innovation in Games, Play,
Practice and Theory: Proceedings of DiGRA 2009
Conference. P. 2. URL: http://www.digra.org/wp-
content/uploads/digital-library/09287.43112.pdf (mara
obpamenws: 26.12.2018).

¥ Woodford D. Abandoning the Magic Circle // Break-
ing the Magic Circle: Game Research Lab Spring Sem-
inar.  Tampere, 10-11  April, 2008. URL:
http://www.dpwoodford.net/Papers/MCSeminar.pdf
(mata obpammenus: 26.12.2018).

? Consalvo M. There is No Magic Circle / Games and
Culture. Vol. 4. Ne 4. 2009. P. 408-417.

'%'1) Castronova E. Synthetic worlds: the business and
culture of online games. Chicago, London: The Uni-
versity of Chicago Press, 2005. P. 147-160. 2) Wood-
ford D. Abandoning the Magic Circle // Breaking the
Magic Circle: Game Research Lab Spring Seminar.
Tampere, 10-11 April, 2008. URL:
http://www.dpwoodford.net/Papers/MCSeminar.pdf
(mata obpamenus: 26.12.2018).
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¢ paspaboTunkamu'!, co3manue refiMepamu MOIOB

12 «cepwesnble urpei»'® u mnepsa-

u 0a3 JaHHBIX
3uBHbIe Urpel 4. Bumu Jlexmousupra, 0600mas
BCEBO3MOJKHBIE HApYIICHUS Maruyeckoro Kpyra,
YIOMHUHAET B UX YHUCIIE HECKOJIbKO HEOUEBUIHBIX
MOMEHTOB: BbIOOp MApTHEPOB Uil UTPHI HA OCHO-
BaHUU Teorpaduueckoil OIM30CTH; CYIIECTBOBA-
HUE KPYHHBIX OOBEIUHEHHN TedMEepoB, KOTOpHIE
JEUCTBYIOT OJTHOBPEMEHHO B HECKOJBKHX Pa3HbIX
urpax; oduaifH-BCTpeun Ipy3eil 1Mo urpe u Tak
nanee'.

" Castronova E. Synthetic worlds: the business and
culture of online games. Chicago, London: The Uni-
versity of Chicago Press, 2005. P. 147-160.

'2 Taylor T. L. Pushing the Borders: Player Participa-
tion and Game Culture // Structures of Participation in
Digital Culture / Ed. by J. Karaganis. New York: So-
cial Science Research Council, 2007. P. 113-130.

B Deterding S. The Game Frame: Systemizing a
Goffmanian Approach to Video Game Theory //
Breaking New Ground: Innovation in Games, Play,
Practice and Theory: Proceedings of DiGRA 2009
Conference. P. 2. URL: http://www.digra.org/wp-
content/uploads/digital-library/09287.43112.pdf (mara
obpamenust: 26.12.2018).

'41) Deterding S. The Game Frame: Systemizing a
Goffmanian Approach to Video Game Theory //
Breaking New Ground: Innovation in Games, Play,
Practice and Theory: Proceedings of DiGRA 2009
Conference. P. 2. URL: http://www.digra.org/wp-
content/uploads/digital-library/09287.43112.pdf (mara
obpamenus: 26.12.2018); 2) Harvey A. The Liminal
Magic Circle: Boundaries, Frames, and Participation in
Pervasive Mobile Games // Journal of the Mobile Digi-
tal Commons Network. Vol 1. 2006. URL:
https://pdfs.semanticscholar.org/d29/a841968f758797
b665dae25999a08781c7d4.pdf (mata  oOparueHus:
26.12.2018); 3) Montola M. Exploring the Edge of the
Magic Circle: Defining Pervasive Games // Proceed-
ings of DAC 2005  Conference. = URL:
http://citeseerx.ist.psu.edu/viewdoc/download?doi=10.
1.1.125.8421&rep=repl &type=pdf (mara oOpameHus:
26.12.2018).

15 Lehdonvirta V. Virtual Worlds Don’t Exist: Ques-
tioning the Dichotomous Approach in MMO Studies //

Bo Bcex mepedMclIeHHBIX —IpHUMEpax
IIPOCTpaH-

CTBCHHBIX, BPCMCHHLIX W COLUAJIBHBIX TI'pPaHUILL

HaOIIOaeTCsl  HEOIpeeNIeHHOCTh
urpeI'®, a TakKe B3aMMOBIIMSHUE BUPTYAILHOTO U
peasbHOr0 MUPOB, KOTOPOE CTaBUT CaMO HMX pa3-
JMYEHHUE MO BOIPOC. DTO KacaeTcsi ¥ TaMaroym.
Tamaroun — BHUPTyaJIbHBIA IIUTOMEL, KOTOPOIO
HA/I0 Be37le HOCUTH C COOOM, CIeTUTh 3a HUM Iie-
JBIA JIHb U CBOEBPEMEHHO PEarupoBaTh Ha €ro
norpeOHOcTH. CIOXKHO CKa3zaTh, TJ€ HaXOIATCS
MPOCTPAHCTBEHHBIE M BPEMEHHbIE T'PAaHUIIBI 3TON
urpel. Urparomuii B TaMaroyu He BBINAJAET I0JI-
HOCTBIO M3 O0BIICHHOMU Xm3HU. CKopee Hao00poT
— WIpyIIKa CTAHOBHUTCSA €€ YacTblo, (PAKTOpOM,
KOTOPBIH HAaJ0 TOCTOSHHO YYHUTHIBATh; SMOLUO-
HaJIbHAsl MPUBSI3aHHOCTH K MHUTOMILY HE OTrpaHH-
YeHa COOCTBEHHO MOMEHTOM HUTPHI.

[ToHATHE Marn4eckoro Kpyra KOppeKTupy-
eTcs U MEePeOCMBICISETCS UCCIEI0BaTEIsIMH, KO-
TOpBIE PUICPKUBAIOTCS «TUIOTE3bI CIAOBIX Tpa-
uuiy (weak-boundary hypothesis)!’, Bospakas
NPOTHB TOHUMAaHMUS WIPbl KaK YE€ro-To, IOJIHO-
CTBIO  M30JHMPOBAHHOIO  OT  PEAIbHOCTH.
3. KacTpoHOBa TOBOPUT O «IIOYTH Maruyeckom
kpyre» (almost-magic circle)'®, D. Xapsu — o
«TIOTPAaHUYHOM Marudeckom kpyre» (liminal mag-

Game Studies. Vol. 10. Ne 1. 2010. URL:
http://gamestudies.org/1001/articles/lehdonvirta (mata
obpamenus: 26.12.2018).

' Montola M. Exploring the Edge of the Magic Circle:
Defining Pervasive Games // Proceedings of DAC
2005 Conference.

URL: http://citeseerx.ist.psu.edu/viewdoc/download?d
0i=10.1.1.125.8421 &rep=rep 1 &type=pdf (mata oOpa-
menns: 26.12.2018).

7 Pargman D., Jakobsson P. Do you believe in magic?
Computer games in everyday life // European Journal
of Cultural Studies. Vol. 11. Ne 2. 2008. P. 225-243.

'8 Castronova E. Synthetic worlds: the business and
culture of online games. Chicago, London: The Uni-
versity of Chicago Press, 2005. P. 147-160.
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ic circle)!”, DBa HeuBmopn — 0 «mpoHHI[@EMON
mem6Opane»?’, M. Komup — o «cetn» (network)?!.
E. IOyn monaraer, 4To KPUTUKA MAardyecKoro
Kpyra SBJIAETCS CJIEACTBHEM HETOHUMAHUS WJEU
Xel3unru??, oHAKO TOXKE MpeJIaraeT ajlbTepHa-
TUBHBIH TEPMHH — «ueTaab mnasziaay (puzzle
piece)?.

Kak ¥ KpUTHKa HAppaTOJOrUH JIFOJOIOTH-
ell, KpUTHKA MAarnyeckoro Kpyra ajapecoBaHa BO-

oOpakaeMOMY TNPOTUBHUKY: TPYAHO HaWTH yue-

' Harvey A. The Liminal Magic Circle: Boundaries,
Frames, and Participation in Pervasive Mobile Games
// Journal of the Mobile Digital Commons Network.
Vol 1. 2006.

URL.: https://pdfs.semanticscholar.org/d29{/a841968f7
58797b665dae25999a08781c7d4.pdf (mara oOparme-
Hus: 26.12.2018).

2% Nieuwdorp E. The Pervasive Interface: Tracing the
Magic Circle // Changing Views: Worlds in Play: Pro-
ceedings of DiGRA 2005 Conference. URL:
http://www.digra.org/wp-content/uploads/digital-
library/06278.53356.pdf (mata oOparteHus:
26.12.2018).

I Copier, M. Beyond the magic circle: A network per-
spective on role-play in online games. PhD Disserta-
tion. Utrecht, 2007.

2 AHaJIOTMYHOE MHEHME BBICKA3bIBAETCS B CIIEIYIO-
mumx pabotax: 1) Crawford G. Forget the Magic Circle
(or Towards a Sociology of Video Games) // Proceed-
ings of the Under the Mask 2 Conference. 2009. URL:
http://usir.salford.ac.uk/19350/3/Garry Crawford-
1.pdf (mara obpamenus: 26.12.2018); 2) Deterding S.
Modes of Play: A Frame Analytic Account of Video
Game Play. PhD Dissertation. Hamburg, 2013. P. 26—
27, 206-218; 3) Glas K., Jorgensen K., Mortensen T.,
Rossi L. Framing the game: four game-related ap-
proaches to Goffman’s frames// Online gaming in con-
text: the social and cultural significance of online
games / Ed. by G. Crawford, V. K. Gosling. B. Light.
London, New York: Routledge, 2011. P. 143—-144.

# Juul J. The Magic Circle and the Puzzle Piece //
Conference Proceedings of the Philosophy of Comput-
er Games 2008 / Ed. by S. Ginzel, M. Liebe,
D. Mersch. Potsdam: Potsdam University Press. P. 56—
67.

HOT'0, KOTOPOM moJiaraji Obl, YTO MEXIy UTpOd U
JKU3HBIO JIETKO MPOBECTH TPAHMIy>*, 1a W cam
XeW3nHra 3Toro He YTBEPKIAET — OH YIIOMUHAET
Maru4yeckuii Kpyr BCEr0 HECKOJIBKO Pa3 W HHUT/IE
HE JaeT ero onpexaeneHus. CuuTai M OH Maruye-
CKHM KpPYI HEIPOHHULIAEMOW I'PaHMIECH, — BOIIPOC
uHTepnperanuu ero pador. Kak 661 To HU ObLIO,
CKa3aTh, YTO TpaHHUIa MPOHUIIAEMa KaKk MeMOpa-
Ha, 3HAYUT 3aMEHHUTh OAHY MeTadopy Ipyroi;
3TOr0 HEAOCTATOYHO JUIsI OOBSICHEHUS, KaKuM
MMEHHO 00pa3oM Hurpa MOXET B3aUMOJCHCTBO-
BaTh C KOHTEKCTOM U B TO K€ BpeMs HE PacTBO-
PATHCS B HEM.

Becpma momyssipHBIM pelieHueM npooiie-
MBI TPaHUI] KOMIIBIOTEPHONH HIPHI SIBISETCS 00-
pamenue k Teopun ¢peiimoB Mpsunra I'odpma-
Ha®, Ve Casen u LluMMepMman, aBToOpbI KIacCH-
4yeckoil paboTel mo reiimanzaiiny «Rules of Play:
Game Design Fundamentalsy 26, ony6aukoBanHoM
B 2003 rogy, OTHUMHU U3 NEPBBIX MPUMEHSIS TIOHS-
THE Maru4eckoro Kpyra K KOMIBIOTEPHBIM UTpaM,
OTOXKJECTBIISIOT ero ¢ ¢perimoM. Eme panbie, B
1983 ronmy, amepukanckuii coruonor I'. A. ®aiin
UCTOJNb30Ball aHanu3 (QpeiiMoB JUIs ONMMCAHUs
HACTOJILHBIX POJIEBBIX UTP>’, TIOBJIUSB HA TPaJH-

* Deterding S. Modes of Play: A Frame Analytic Ac-
count of Video Game Play. PhD Dissertation. Ham-
burg, 2013. P. 206.

23 C. JleTepaMHT yKa3bIBaeT, uTo Ha MoMeHT 2013 roza
HACUUTHIBACTCS] OKOJIO BOCBMHIECATH MyOIMKauid (Ha
TEMy KOMIIBIOTEPHBIX WIp), TIIe YINOMUHAIOTCS JIMOO
¢peiimbl, 60 ['opmaH, mpuveM NMOJOBUHA U3 HHUX —
2009 roma u mozxke: Deterding S. Modes of Play: A
Frame Analytic Account of Video Game Play. PhD
Dissertation. Hamburg, 2013. P. 32.

%% Salen K., Zimmerman E. Rules of Play: Game De-
sign Fundamentals. Cambridge, MA: MIT Press, 2003.
2" Fine G. A. Shared Fantasy: Role-Playing Games as
Social Worlds. Chicago, London : University of Chi-
cago Press, 1983.
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IUI0 M3y4YeHHs] pa3HOro0 poJa pOJEBBIX WP,
BKJTI0OYasl (BIIOCJIEICTBUM ) KOMIIBIOTEPHBIE.

Teopust ¢peiimoB TO3BONIIET OOBICHUTH
NIPUBEJICHHbIC BBIIIE (PEHOMEHBI, B KOTOPBIX HC-
ClIeZIOBAaTeNI YCMAaTPUBAIOT Pa3MBITHE I'PAHUIL UT-
pel. XOTS B HEKOTOPBIX CIy4asX Hrpa MOXET
HapyIIaThCsl WK TPaHC(HOPMHUPOBATHCA, B IIEIIOM
MIPOUCXOISIIEE B KOMITBIOTEPHBIX UTPaxX OKa3bIBa-
eTcs ¢ TOYKU 3PEHHsI TEOpUH (PpeiiMOB HE TaKUM
YK HEOOBIYHBIM II0 CPAaBHEHHUIO C J000H mes-
TEJBHOCTBIO YEJIOBEKAa; KOMIBIOTEpHAss Mrpa He
o0JiaziaeT Kakoi-ToO OCOOCHHOM XPYNKOCTBIO WIIH,
HA000POT, CIIOCOOHOCTBIO UPE3MEpPHO BIHATH Ha
BHEIIHUIA MUp?®,

@peiim — 3TO «oIpeaeseHHe CUTYaIun»,
OTBET Ha Bompoc «Yto 31ech mpoucxomaut?»??, ot
KOTOPOTO 3aBHCHUT 3HaUCHUE OOBEKTOB, ACHCTBHIA,
cioB u Tak panee. Kak ormeuaer C. [lerepauHr,
aBTOPBHI OOJIBIIMHCTBA PadOT, MOCBAIIEHHBIX MPO-
0JeMe MarmuecKkoro Kpyra, COBEpLIAOT OJHY U Ty
’Ke OIIMOKY: OHM OINHMCHIBAIOT TPAHHUILy KaK CaMo-
CTOSITENIBHYIO CYIIHOCTb, OTJICJIEHYIO OT Ipoliecca
UTPBl, U TEPMUHBI, KOTOPbIE MPEAIaraloTcs B Ka-
4ecTBE KpYry
(Brimrouas gpeiim), UCTIONB3YIOTCSI UMH KaK MeTa-
¢dopsl 3T0M rpaHulbl. s 0OBSICHEHUS IMIHUPHU-
YEeCKOro Marepuajga ¢ TOYKH 3pEHHS TEOpHU

AJIbTCPHATUBbLL Marmn4cCKomy

¢bpeiiMOB Takasi JOMOJIHUTENbHAs CYUIHOCTh HE
HYy’Ha: JIOCTaTOYHO IIPOAHAIM3UPOBATh, KAaKUM
00pa3oM OpraHu3yercss U pa3BOpPAYMBACTCS CUTY-

% Deterding S. Modes of Play: A Frame Analytic Ac-
count of Video Game Play. PhD Dissertation. Ham-
burg, 2013. P. 230-231.

¥ Topman U. Anamms ppeitMoB: dcce 06 opraHusaIum
MOBCETHEBHOrO ombita. M.: MHCTUTYT coumonoru
PAH, 2003. C. 68.

alysl, KOTOpasi ONpENENsIeTcs €€ y4aCTHUKAMU Kak
urposas’’,

ITo Topmany, «B m0OOH MOMEHT CBOEH
NESTENbHOCTH WHIUBUJ TPUMEHSET cpa3y He-
CKOJIbKO cucTeM (peiiMmo»®!. Tak, B MHOTOIOJIb-
30BaTEJIbCKUX OHJIAHHOBBIX UIPAX T'e€MMEp BUIUT
Ha OJIHOM M TOM K€ dKpaHe BBIMBIIIJICHHBIH MUD,
3NIEMEHTHI MHTepdeiica u Oecenpl B yaTe Ha CO-
BEPIIEHHO IOCTOPOHHUE TEMBI; BCE 3TO BPEMs U
9KpaH, U reliMep HaXOJATCs B pealbHOM (u3nde-
CKOM IPOCTPAHCTBE, TIJE€ TOXKE MOXKET 4YTO-TO
IIPOUCXOAUTh U MOTYT IPHUCYTCTBOBATH ApYyTUe
moau. Tak ycTpoeHsl Bce CUTyaluu.

Pasrpannuenue ¢pelMoB, Kak MpaBuio,
HE MPEJICTABIISAET HU ISl KOTO MPOOJieMbl. 3BYKO-
BOIl CHTHaJI TaMaroyu oIpesessieTcsi Kak coObITHE
B WIpe, KOTOpoe TpeOyeT OTBETHBIX NeHCTBUI
(MOKOPMHUTH MUTOMIIA), HO €CJIU BO BpEMsl 3THUX
JNEUCTBUI 3a3BOHUT TeliehOH, TO 3BOHOK OyJIeT
OTHECEH K Apyromy ¢peiMy u UrpyIiKa, BO3MOX-
HO, OyZIeT OTJIOKEHA — HO TOJIbKO Ha Bpems. Urpa,
TakuM 00pa3oM, HAUMHAETCS WM 3aKaHYMBAeTCs
B [IEPBYIO OYEPEAb OTOMY, YTO KTO-TO HAUMHAET
win mepecraer urpatb. OcoOble HpPOCTpaHCTBA
IUISL UTPBI U BbIJIEJIEHUE Ha Hee (PUKCUPOBAHHOTO
BPEMEHHU BCETO JIMIIb I103BOJISIIOT OPraHU30BaTh
3TOT MPOLIECC, HO HE SIBISIOTCS YE€M-TO HEOOXO-
IUMBIM, 0€3 Yero HUKakas urpa He OyleT cyiie-
CTBOBATh.

Kpome Toro, He Bcsakuii ¢peiim Tpebyer
KOHIIGHTpAallMM BHUMaHus. l'opmaH mpoBOAUT
paznuuue MEXIy IapaJHO-LIEPEMOHHAIBHBIMU
NPAaKTUKaMU M HACTOJBHBIMH HMIPAMHU: €CIHU BO
BpeMs IIEpEMOHHMANIa YYaCTHUKHU CTaparoTCsl KOH-

3% Deterding S. Modes of Play: A Frame Analytic Ac-
count of Video Game Play. PhD Dissertation. Ham-
burg, 2013. P. 206207, 217.

3! Topman U. Ananus ppeitMoB: dcce 06 opraHusaIum
MOBCETHEBHOrO ombita. M.: MHCTUTYT coumoioru
PAH, 2003. C. 85.
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LHEHTPUPOBATh BHUMAaHHWE W TMOJAABJIATH JIIOOBIE
napajienbHbele Gpeiimy codbiTus (Haxe huznoo-
THYECKUE TOOYXJEHHs), TO YYaCTHHKH HIPHI B
1axMaThl WM IIAIKA MOTYT OTBJIEKAThbCsl OT WUI-
pbl Ha BCEBO3MOXHBIE IIOCTOPOHHUE ICUCTBUS;
IPH 3TOM OJIHO JIETKO OTIENSAETCS OT JPYroro2,

Xel3uHra CUMTAaeT, 4YTO MEPEKIIOUYECHHUE
UTPAIOIIET0 Ha «OOBIYHYIO JKU3HB» pa3pyLIH-
TENBbHO JUIS UTPhl U MOXXET OBITh CIIEICTBUEM
pa3zodapoBaHus B nocienanei®’. Eciam 310 B Kakoii-
TO MEpE CIpPABENIMBO A MMMEPCUBHOM WIPHI,
TO HEMMMEPCHUBHBIE UI'Pbl YCTPOEHBI TaK, YTO UX
ropasio Impouie INpepblBaTh U COBMELIATh C IIO-
CTOPOHHEHN JesATeNbHOCThIO. JKenanue urparb u3-
3a 3TOr0 HE TepsAeTCs, MO KpallHEel Mepe HE Bce-
raat,

OpHako, ¢ TOYKHM 3peHMs] XEH3MHIH, TyX
HACTOSAIUI UTPBI CBSI3aH C MOJIHBIM IOIPY>KEHUEM
B IIPOILIECC, XapPAKTEPHBIM I LIEPEMOHHAIBHBIX
NPAKTUK: «...COCTOSIHME JyXa, B KOTOpPOM oOIie-
CTBO NEPEKHUBAET U BOCIHPUHHUMAET CBOM CBSTHI-
HU, OTJIMYAETCA B IMEPBYIO OYEpENb BBICOKOW H
CBAILLICHHON CEPbE3HOCTBIO... UCTUHHOE, BCEOXBA-
TBIBAIOIIECE COCTOSIHUE IIOIPYKEHHOCTH B UIPY
TaKKe MOXXET OTIMYaThes TiyOovaifieil cepbes-
HOCTBI0. Hrparomuil BceM CBOMM CYILIECTBOM MO-

32 Topman U. Anamus ppeitMoB: dcce 06 opraHu3aIum
MOBCEAHEBHOrO0 ombITa. M.: HMHCTUTYT comMoOOrH
PAH, 2003. C. 273-274.

33 Xeiisuara M. Homo ludens. Onpir ONPEACIICHUS UT-
poBoro snemenTa KynsTypsl / Homo ludens; Ctarsu
nmo wucropun KynbTypbl. M.: Ilporpecc-Tpaaunus,
1997. C. 38.

** Topman ykaspiBaeT, uto B XVIII B. Teatp ObLT TO-
pa3no MeHee MMMEPCUBHOM NMPaKTHKOM, yeM ceiluac, u
B OTJAEJBHBIX CIy4asX 3TO MPUBOAMIO K «KPYILICHHIO
TearpaiabHOro Qpeiima»: 'opman M. Anamuz dpeii-
MOB: 3cce 00 OpraHu3alyy NOBCEIHEBHOTO OMbITa. M.:
Huctutyt counonoru PAH, 2003. C. 278-279.

JKET OTAABaThes Urpe»>. OIMH U3 3aJI0r0B TAKOTO
COCTOSIHUS JTyXa — HAJIMYHe BPEMEHHBIX OTpaHU-
yeHnii. B pabore «B TeHM 3aBTpamiHero JIHS»
Xeizunra numet: «CaMpIM CYIIECTBEHHBIM IpH-
3HAKOM BCSIKOW HACTOAILIEH Urpbl, OyJb TO KYyJIbT,
NpEeJCTaBICHUE, COCTSI3aHHE, MPA3JHECTBO, SBIIS-
€TCsl TO, YTO OHA K ONPEACIEHHOMY MOMEHTY KOH-
yaemcs... U 31ech BBIABISAETCS 3JI0 HALIETO Bpe-
MEHH: UTpa Ternepb BO MHOTHX CIIydasiX HHMKOIJA
HE KOoHuaemcsl, a TOTOMY OHAa HE €CTh HacCTOALIAs
urpa»*S.

Wrpa B TamMaro4u, XOoTsi U KOHYAETCS BMe-
CT€ CO CMEpPTHIO NMUTOMIIA, CHJIBHO PACTSHYTa BO
BPEMEHH, M K TOMY K€ €€ MOXKHO OBICTPO B0O300-
HOBHTD, IEPE3arpy3uB WUIPYLIKY WM KyOUB HO-
BYIO, — TO €CTh 3TO UTpa, OIU3Kas K OECKOHEUHOM,
HE BBIJICJICHHAs] PE3KO U3 BPEMEHU W MPOCTpaH-
CTBa MMOBCETHEBHOCTH, J]a U HE JIMILICHHAs, KaK BCE
HEMMMEPCHBHBIE WIPbI, 3JIeMEHTa pyTHHBL. OHa
HE pa3pyllaeTcst OT HeJJOCTaTKa KOHLIEHTpaluu (B
yeM yOexaaer Teopus (peiiMos’), HO MOKeET 1
y Takoil Urpel OBITH YTO-TO OOIIEe C LIEPEeMOHH-
aJIbHBIMU TPAKTUKaMH M TEM HACTPOCHHEM, KOTO-
pO€ UM CBOICTBEHHO?

35 Xeitsunra M. Homo ludens. Omsit ONPEACIICHUS UT-
poBoro snemenTa KynsTypsl / Homo ludens; Ctarsu
nmo wucropun KynbTypbl. M.: Ilporpecc-Tpaaunus,
1997. C. 24.

36 Xeiisunra M. B TeHn 3aBTpamHero mHs. JMarHos
JlyXOBHOrO Hemyra Hameii smoxu // Xeiisunra M.
Homo ludens. B Tenu 3aBTpammuero mus. M.: M3na-
TEJbCKast rpymma «IIporpeccy, «IIporpecc-
Axanemus», 1992. C. 332.

37 310 crpaBeIMBO U B OTHONMIEHUH HEUMMEPCUBHOTO
OTIBITa B POJIEBBIX UTPAX >KUBOTO JIEHCTBUS U HACTOJb-
HBIX POJIEBBIX MTpax. PaccmarpuBas MX C TOUKH 3pe-
Hus Teopun ¢peiimos, H. Musep nokaspiBaet, 4to Ta-
KO OMBIT HE BCET/Ia YXYALIAET TPy, TaK KaK sIBJISETCS
JUISl HEKOTOPBIX YYAaCTHHKOB Ba)KHBIM €€ KOMIIOHEH-
tom: Mizer N. “Fun in a Different Way”: Rhythms of
Engagement and Non-Immersive of Play Agendas //
Analog Game Studies. Vol. 1. 2016. P. 9-14.
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B «Homo ludens» Xeiizunra nenaer uHTe-
pecHoe 3ameuanue: «MrpoBoe coobmecTBo 00ma-
71aeT, BOOOIIE T'OBOPs, CKIOHHOCTBIO COXPAHSATH
CBOM IOCTOSIHHBIM COCTaB U IIOCJIE TOTO, KaK Urpa
yKe KOoHumiach. Pasymeercsi, HE Kaxjas urpa B
KaMyIIKA WU TapTus B OpU/DK BeleT K BO3HUK-
HOBEHHIO Kity0a. U Bce ke mpucyliee yyacTHUKaM
UTPBI YyBCTBO, YTO OHU COBMECTHO NPEOBIBAIOT B
HEKOEM HCKIIIOUUTEIBHOM IOJIOKEHUH, COBMECT-
HO JeNal0T OJHO Ba)KHOE €TI0, 000COONSIACH OT
MPOYMX U MOPBIBast ¢ OOIIMMU JJIs1 BCEX HOPMAaMH,
IIPOCTUPAET CBOU Yapbl JAJIEKO 3a MPENENbl Mpo-
JIOJDKUTENLHOCTH OTAETBLHOM HIPhDy>S.

Hrpooe coobriectBo ecth ciabas ¢popma
0ECKOHEYHOH UTphl, HO XeW3uHra, HeIBHO MPOTHU-
BOpeya caMm cebe, He BUJIUT B UTPOBBIX CcOOOIIe-
CTBaX — KaK MOXHO 3aK/IIOYWUTh W3 KOHTEKCTa —
yIrpo3bl Ui Ayxa WUrpsl. bosee Toro, npuBeneH-
HBI OTPBIBOK 3aMeYaTeNIbHBIM 00pa3oM MepeKIn-
KaeTcsi C APYyTUM, ONKCBHIBAIOIIMM YK€ CBSIIECH-
HOJACUCTBUE: «YUaCTBYIOIIHUE B KYyJIBTOBOM JIEH-
CTBE YOEXJIEHBI, YTO OHO NPETBOPSET B KHU3Hb
HeKoe 05aro, M Mpu 3TOM BBICIIMH MOPSAIOK Be-
el JIeCTBEHHO BTOPraercs B MX OOBIYHOE CY-
1iecTBOBaHME. TeM He MeHee 3TO IPETBOPEHHUE
4yepe3 yCTpauBaeMOE€ MMM IPEACTaBICHHUE IPO-
JIOJDKAeT BO BCEX OTHOILICHHSIX COXPaHATH (op-
MajbHble TpU3HAKU WUrpbl. OHO pasbIrpeIBacTCA,
CTaBUTCSl B NpEJENaX PEalbHO BBIJCIIEHHOIO WI-
POBOT0 NMPOCTPAHCTBA, KaK MOJUIMHHBIN IPa3/IHUK,
TO €CTh PaJloCTHO M cBOOOAHO. Panu Hero Bhige-
JSIOT COOCTBEHHBIM, BPEMEHHO CYIIECTBYIOIIMN
mup. [Ipu 3TOM ¢ KOHLIOM UT'pBI JEHCTBUE ITO BO-
BCE HE MPEKpaIlaeTcs, HO MPOAOJIKAET 03apsATh
OOBIJICHHBIM BHEIIHUA MHUpP, — YKpEIUIis HaIexk-

38 Xeiisuara M. Homo ludens. Onpir ONPEACIICHUS UT-
poBoro snemenTa KynsTypsl / Homo ludens; Ctarsu
nmo wucropun KynbTypbl. M.: Ilporpecc-Tpaaunus,
1997. C. 30.

HOCTB, IOPS/IOK, OJIaromnoixy4ne TexX, KTo y4acTBO-
BaJ B Mpa3JHECTBE, BIUIOTh JIO0 TOH MOpPHI, KOrjaa
CBAIIEHHBIE JHU IPUOIHU3ATCA CHOBa»® .

Wrak, 61aronaps y4acTHIO B UTPOBOM CO-
O0IIIeCTBE UTPOKH MOMHST 00 WUrpe Jake B TOT
MOMEHT, KOTJia HE 3aHATHl €i, U 3TO IO3BOJISIET
UTpE «03apsTh» MOBCEIHEBHOCTh MOJOOHO TOMY,
Kak 3To fenaer puryal. Ho yacteie mepekiroue-
HUSI BHUMAHHS C UTPBl HA BHELTHUN MHpP U 00pat-
HO, KOTOpble HaONIONAIOTC B HEMMMEPCHUBHBIX
Urpax, TOXE SBISIOTCS B HEKOTOPBIX CIy4asx
CIIOCOOOM JITUTh UTPY U aKIIEHTUPOBATh €€ CBS3b
C COLIMAIbHBIM KOHTEKCTOM — U TIOTOMY IPOU3BO-
AT TOT ke 3¢ QeKT, 4To yyacTue B Kiy0e: urpa
HaunHaeT OpocaTrb (aHTACTUYECKHI OTCBET Ha
OOBIUHYTO KH3Hb.

To, Kak CTpYKTypuUpOBaHO BpeMsl B TaKUX
urpax, J1aeT JONOJHUTENbHYIO MUINY Ui BOOO-
pakenus. Urparommii Bcerga MOMHUT O TOTPEO-
HOCTSIX TaMaro4, a 3Ha4YuT, CXOJCTBO UTPYLIKHU C
HACTOSIIIMM MUTOMIIEM TOJBKO ycuiuBaercs. Ta-
KO€ IOJIOKEHHUE el IaXKe MPUUYUHIET HEKOTOphIE
HEyJ00CTBa, co3/1aBasi KOH(IIMKTBI C OKpYKaro-
IIMMH, B CBSI3U C YEM BCTAeT BOIPOC, MOXKET JIU
urpa, uUMesl TOCIEACTBUS B pEAJbHOW >KHU3HH,
OCTaBaThbCsl UTPOM.

[TocnencTBust €CTh Yy MHOTHX UT'P: 3TO CBA-
3aHO C TE€M, YTO OHHU CYIIECTBYIOT B pealbHOM
MUpe (HampuMmep, Ha HUX MPUXOIUTCS TPATHTh
BpeMsl), a TAK)Ke C TEM, YTO MOCIEACTBUS JENAIOT
nporiecc Oojee BOJHYIOUIMM. bbIBaeT Tak, 4uro ce-
PBE3HOCTH MOCIEACTBUI pa3pylIaeT Urpy, HO TO,
HACKOJIBKO TIOCJIEJCTBHS JOJDKHBI OIpaHUYUBATH-
Csl paZil COXpPAHEHUsI UTPOBOrO HACTPOS, 3aBHCUT
OT JIMYHBIX TPEeAnoYTeHni yyacTHukoB*’. Uto Ka-

39 Tam xe. C. 32.

0 Deterding S. Modes of Play: A Frame Analytic Ac-
count of Video Game Play. PhD Dissertation. Ham-
burg, 2013. P. 314-315.
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caeTcsl TaMaroyu, IMocCJIeACTBUS 3/IeCb MOTYT CTa-
HOBUTBCS YacThiO WUTphI, ycunmBas 3(hdekt pe-
aJIbHOCTH.

Counosiornyeckoe HCCle0BaHue, MpoBe-
nennoe III. Tepkn, mokaszano, 4TO JE€TH YacTo
BOCIIPUHUMAIOT TaMaroyu Kak KMBBIX CYIIECTB —
«JIOCTATOYHO KUBBIX», YTOOBI C HUMU MOKHO OBI-
70 apyxkutht!. I B TO ke BpeMs, KaK yKa3blBaeT
A. AnnncoH, eclii AETAM JAENAeTcsl CKy4yHO WM
CIIMIIKOM TPYAHO, OHH JIETKO MEPEeXoaiaT K BOC-
NPUATUIO UTPYLIKK KaK HEXHMBOTO 00ObeKkTa*?, — a
3HAYMUT, YTBEPXKJICHHE, YTO TaMaroyd — >KUBBIC
CYIIECTBA, CKOPEE BCEro SIBISETCS YaCThIO UTPHI.
To ke camoe, HO B OoJiee SIBHOM BHJIE, ITPOUCXO-
IUT B TaK Ha3bIBaeMbIX UTpax B aJbTEPHATUBHOU
peanbHOCTH (alternative reality games) — B pa3zHo-
BUJHOCTH TI€PBa3UBHBIX WIpP, KOTOpas LEIMKOM
MOCTPOEHA Ha COOOIIEHUH «3ITO HE UTpay: 4eM
Jyd4Ille yYaCTHUKAM WUTIPHl yAaeTcs JeNaTh BUJ,
YTO €€ COOBITHS BTOPraioTCs B MX PEATbHOCTD,
TeM 0OJIbIIE YI0BOILCTBHEY,

Kak u ydacTHMKM HUTpoBOro kiyba, mo-
KJIOHHUKU TaMaro4u WM WIP B aJlbTEPHATUBHOU
pearbHOCTH, HECOMHEHHO, YyBCTBYIOT, UTO IIpe-
OJI0JIEBAIOT HOPMBI OOBIACHHOUN XHW3HU. B oTIH-
YHe OT PUTYAJIOB, 37I€Ch 3TO YyBCTBO CO3AETCs 3a
CUeT TOro, 4TO WIpa HE MMEET MXECTKHUX Ipo-
CTPAaHCTBEHHBIX M BPEMEHHBIX T'PaHMIL: OObIIEH-
HOCTh HE€ HCKIJIIOYAeTCs Ha BpeMs, 4TOOBI 3aTeM
npeoOpasuThes, a MpeodpaskaeTcs MPsAMO 1O XOay
nporecca. [Ipy 3TOM CUMBONMYECKHI CMBICT WUT-

! Turkle S. Alone Together: Why We Expect More
from Technology and Less from Each Other. New
York: Basic Books, 2001.

2 Allison A. Millennial Monsters: Japanese Toys and
the Global Imagination. Berkley, Los Angeles: Univer-
sity of California Press, 2006. P. 181.

# Maxlonnrn JI. Hacrosmias manenbkas urpa: do-
¢ext [InHOKKMO B epBa3uBHbIX urpax // Jloroc. T. 25.
Ne 1 (103). 2015. C. 130-156.

PBI HE CBOJUTCS K TOMY, YTO €€ YYaCTHUKH KUBYT
no 0coObIM 3aKOHAM MJIM YTO B WX IOBCEIHEB-
HOCTBh MPUBHOCHUTCS (DAaHTACTUUECKUIN AIIEMEHT, —
B JIET€HIe, CTOSAIICH 32 TaMaro4u, OOHapyKUBaeT-
Csl elle OJMH IMOJATEKCT, BaXKHBIN ISl TOHUMAaHUS
POJHM KOMIBIOTEPHBIX UTP B COBPEMEHHOH KyJb-
Type.

CornacHo aHTJOSI3BIYHONM HMHCTPYKIUH K
TaMarouu IEepBOro IMOKOJEeHUs (Mrpyllka Obuia
BoinynieHa B 19961997 ronax), Tamaroun — «ku-
OepcyIecTBo, KOTOpoe MepeHecIoch 3a MUJLTHO-
HBl MHJIb OT CBOEH IJIAHETHI, YTOOBI y3HaTh, KaK
KUBYT 3eMistHe»*. PsagoM ¢ 9TOH  HaamUChIO
n3o0pakeHa netaromas Tapenka. Koneuno, ucro-
pust Moryia Obl OBITH COBEPIICHHO ApYyroil. Peup
Moria Obl UATH O MOHCTPax U3 MapajuIeIbHOTro
M3MEPEHUsT WM JMHO3aBPax, KOTOpPbIE IepeHec-
JUCh U3 TPOLUIOTO B HAllle BpeMs, U TaK jajee.
Jlerenne naxe He 00s3aTeNbHO OBITH (haHTACTH-
YEeCKOI: eCTh aHAJIOTMYHbIE UTPYLIKH, H300paxka-
IOIIME OOBIYHBIX KMBOTHBIX, K MPUMEPY IMPHIIO-
xKeHue a1 MoOmnbHbIX TenedonoB Talking Tom,
repoeM KOTOpOro sIBIsieTcs KOTeHOK. [IpuHiumnu-
aJIbHO JIPYro€ — TO, YTO TaMarodu IMpe/CTaBIIseT
co0oii kubepcymiecTBo. J[anexko He BCe UrPbI, TO-
IOOHO Tamarouu, cojiepxar pedaeKcHuio 1o MmoBo-
oy cBoeil 1udpoBoOi MPHUPOIBI, HO BCE OHHM HAce-
neHsl nudpoBeIMU co3manusmu, U gaxe Talking
Tom — He mpocToe yABOCHHE PEATHHOCTH.

Eme Gonee siBHOI pedriekcus cTaHOBUTCS
B MeaunadpaHIm3e, MOCBSIICHHON BCEIEHHOW U-
ruMoHOB. YacTeio ¢paHmm3bl Oblla WUIPYIIKA,
BBIMIYIIIEHHAs Takxke KommaHued Bandai, HO B
pacuere Ha APYTyIO LEJNEBYIO ayAUTOPHUIO: Tama-

* Tamagotchi (P1)/01 // TamaTalk: A community fo-
rum site for Tamagotchi fans. URL: http://www.tama-
talk.com/Gallery/TamaTalklmages/instructions/Tamag
otchi%20(P1)/01.jpg (nata oopamenus: 26.12.2018).
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ro4yu ObUIM MpeTHa3HaueHBb! s AEBOYEK, a JAUTH-
MOHBI — JUIsl MAJIbYMKOB.

CaMo0 Ha3BaHUE <JIUTMMOH», COKpAllleHUE
OT «JIUTUTAIBHBIA MOHCTpP», yKa3blBaeT Ha LUQ-
POBYIO NpUPOAY NUTOMIIEB. BceneHnHas aurumo-
HOB — KHOEPIPOCTPAaHCTBO, OJHAKO OHO TaK K€
0CsA3a€MO, KaK Halla peajJbHOCTb, a €r0 IPaHMIIbI
IIPY OIIPENIEIIEHHBIX YCIOBUSAX MOT'YT HapyIIaThCA.
B anume m MaHre o JUrMMOHax JI€TH HE MPOCTO
YIPaBJISIIOT MOHCTPaMH 4epe3 uHTepdeiic ramxe-
Ta, HO U MPOHUKAIOT B UX MHUpP; AUTUMOHBI IIPU
OTIpENICIEHHBIX YCIOBUAX TOXE CIOCOOHBI TO-
nactb B Mup jrofei. Tak, B TpeTbeM CE30HE aHU-
Me («YKpOTUTENN NUTMMOHOBY) POJb KJIIOYa, OT-
KPBIBAIOLIETO JBEPh MEXAY LU(PPOBBIM H peajb-
HBIM MHUPaMH, BBIIIOJHSAET OCOOBIH TEXHUUECKUI
(umu marmdeckuit?) apredakr — romyOast kapra
NaMsATU A UTPYLIKU: AOCTAaTOYHO IPHUMEHHUTh
€€, ¥ OKa3bIBAETCsl, YTO JUTMMOHBI BIIOJHE peallb-
HBI.

Bo ¢panmmse o qgurumMoHax ¢ npeaeabHoM
OTKPOBEHHOCTBIO O3BYYHMBAETCS MH(] O TOM, YTO
U(POBBIE TEXHOJIOTMH MOPOKAAIOT MHpP, KOTO-
pBlii 00mazaeT cBoel COOCTBEHHOW PeatbHOCTHIO,
— HE3aBUCHUMBIH OT 3aKOHOB (PU3NYECKOTO MHpPA, U
B TO K€ BpeMs CBS3aHHBIA ¢ HUM. DTOT MU CO-
JEepKUTCSL B OeCCO3HATEIHLHOM JIF00OH HIPhI U ca-
MUX IHU(POBBIX TEXHOJIIOTUH — HE CIy4aHO OHHU
TaK yCTOMUYMBO ONUCHIBAIOTCS U BOCIPUHUMAIOTCS
yepe3 MeTadopy MPOCTPAHCTBA.

Bpyno Jlatyp B pabore «HoBoro BpemeHu
He ObuTO»*® onmchiBaeT HOBOE BpeMs Kak KyJbTy-
py, KOTOpas, ¢ OJHOH CTOpPOHBI, JIEKIApUPYET
«Benukwnii Paznom» Mexmay oOIIeCTBOM U MPUPO-
JOH, a C Jpyroil, TOIBKO YMHOXaeT rMOpHIH,
COBMeMIaoNue B ce0e MPUPOAHOE U KYJIbTYypHOE,

* Jlaryp B. HoBoro Bpemenu He GbLI0. Dcce MO CUM-
MetpuuHoi antponoinoruu. CII6.: Uzn-Bo EBpom.yn-
ta B C.-Ilerepbypre, 2006.

— TO €CTb NMPOM3BOJHUT Ty K€ OINEPALHUIO, YTO H
«MPUMHUTUBHBIC» KOJUIEKTUBBL. HoBoe Bpems oT-
pHIIaeT 3TO, HO B TEXHUYECKHUX IMPHUCIIOCOOICHU-
X, KOTOPhIE OHO CO3/Ia€T, YEJIOBEUYECKOEe, 10 MHE-
Huto Jlarypa, coemuHsieTcs ¢ HEUYEIIOBEUECKUM
TOYHO TakK e, KaK B BEPOBAHUAX KAKOTO-HUOY b
sK30THYEeCcKOro tuieMenu. Ceroausi putopuka Ho-
BOTO BPEMEHHU MpOoOJIeMaTU3UPYETCs: K COBpe-
MEHHOCTH TPUMEHSIOTCS TaKHe TMOHATHS, Kak
«HEOTpaidanu3M» U «3aKOJIZIOBBIBAHHE MHPA»; B
TEXHOJIOTUSIX TENeph 3aMETHBI YePThl, KOTOpHIE
MBI Ha3bIBa€M apXaM4eCKUMH, XOTS OHM HHMKOI'Ja
HE B JICHCTBUTEIBHOCTH HE YCTapeBaJIH.

Onwupasce Ha uzneu Jlarypa, O. [IaBuc, aB-
Top KHUTH «TexXHOrHO3UC: MU}, Marust U MUCTH-
IU3M B HWHGOPMAIMOHHYIO SIOXY», pPa3BHBAeT
napaiesib Mexay MH()OPMAIMOHHBIMU TEXHOJIO-
TMAMU U MUCTULIM3MOM. B riase, mOCBAILLIEHHON
kubeprpocTpancTBy*®, J[3BUC cpaBHUBAET KUOEp-
MPOCTPAHCTBO C MPOCTPAHCTBOM, B KOTOPOE OT-
IpaBisieTcs IaMaH, Brajgaromuil B Tpanc. Kubep-
MPOCTPAHCTBO CTPYKTYPUPOBAHO KaK «SI3bIK Y-
IIM»: OHO IUIOXO TOJIaeTcs Kaprorpadupona-
HUIO; JIIOIU TEePEeMENIaloTCs MO0 HEMY HUHTYUTHB-
HO, OoJpIIIe Moarasich Ha BOOOpa)XKEHUE U acCo-
[UallMM, Ye€M Ha panuoHanbHOe MbiuieHue. C
3TUM, KCTaTH, CBSI3aH M «UIU(PPOBOH aHUMHU3M» —
Kak numeT J[3Buc, «paszauuHble OOTHI, MAyKd U
areHThl yxe 3acenunu MHrepHeT, u Oonee uem
BEPOSATHO, YTO 3TH HpPOrpaMMbl Bce OoJblIe U
Oosibie  OyIyT OCO3HABATHCS KaK AaBTOHOMHBIE
cymuocTH»? .

[MudpoBsie cymiecTBa U camMo KHOeprpo-
CTPaHCTBO, M3 KOTOPOTO OHHU IPOCAYMBAIOTCS B
Halll MHp, — 3TO T€ camble THOpU[BI, CIOCOOHBIE

46 TvBuc D. TeXHOTHO3HKC: MU, Marus ¥ MUCTHUIIH3M B
nH(opMarmoHHyto snoxy. ExarepunOypr: YibeTpa.
KynsTypa, 2008. C. 271-282.

47 Tam xe. C. 279.
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CBSI3bIBaTh BOEAMHO 3aKOHBI BOOOpa)KeHHS U 3a-
KOHBI (pr3uku. MHIUBUA e, y KOTOPOro ecTh J10-
CTyH K IU(POBBIM 0O0BEKTaM, YIoaoOnsercss Ma-
Iy, 3aKJIMHAIOLIIEMY AyXOB W3 JIPYroro HM3mepe-
HUS; TOJIBKO B POJIM MAarMuecKuX apTe(akToB BbI-
CTyHaloT TEXHUYECKue mpucrnocodnenus. Bos-
MOKHO, 3TOMY MH(]yY NPUYACTHO U TIOHUMAHUE
Maru4eckoro Kpyra Urpbl Kak IpPaHHUIbI: PacCyX-
JIEHUs O €€ IIPOHUIAEMOCTU HEIOCTATOYHO TOYHO
OINMCHIBAIOT KOHKPETHBIM MEXaHU3M DPa3INUYECHUS
UTPBl U HE-UIPbI, HO CXBaTBHIBAIOT MH]oIOTHye-
CKUI CMBICI KOMIIBIOTEPHBIX WP, BOCIPOU3BOIS
B 3aBYaJIMpPOBAaHHOM BHJE (PaHTa3UIO0 O BOJIIEO-
HBIX CyLIECTBaX M3 MEIUaMHUpa, BBIXOJAIIMX K
HaM IPsSIMO C IKPaHOB KOMIIBIOTEPOB.

BosBpamasice k mpoOiemMaTuke marmde-
CKOTO Kpyra, CTOMT OTMETUTb, YTO MHUP IUTHMO-
HOB M300pa)kaeTcsi KaKk MU, CYIIECTBYIOIIUH Ma-
pajuIeIbHO ¢ OOBIYHBIM, — UHBIMU CJIOBaMH, BCe-
JIEHHasi JUTMMOHOB (KaK M BCEJIEHHas TaMaroyu)
BKJIIOYAeT B ce0s Hally AEHCTBUTENBHOCTh. DTO
AQHAJIOTUYHO YIOMSHYTOMY BBILIE MPUEMY, KOTO-
pBI HCIIOJIB3YETCS B HEKOTOPBIX HUIpax: yTBEp-
KACHUIO, SKCIUIMIUTHOMY WM HMIUIMIIUTHOMY,
4YTO WUrpa He sABisgeTcs urpod. Ho urpa He npocro
pacckas3biBaeT O BTOPKEHHU KHOEpIpPOCTPaHCTBA
B IIPOCTPAHCTBO IIOBCEIHEBHOCTH, a PEAINU3YET
3TOT CHO’KET Ha IIPOLESYPHOM YpPOBHE, YEPE3 COB-
najieHue OOBbIIEHHOTO ¥ UTPOBOTO BPEMEHHU H pe-
QJIbHBIE TIOCIIEICTBUS VIl UTPAIOLLETO.

B 2016 rogy 6bu1a 3amymieHa Pokémon Go
— urpa B JOIIOJIHEHHOW PEaIbHOCTH, 3aXBaTHBILIAS

BECh MHUp CO CKOpPOCThIO MeauaBupyca. Pokémon
Go 3acTaBisieT y4YaCTHUKOB AaKTHUBHO IIEpEMe-
aThcsi B (PU3UUYECKOM MPOCTPAHCTBE pajy TOro,
YTOOBI JIOBUTH MIOKEMOHOB — CYIIECTB U3 €Ile O-
HOW SIMOHCKOM MenuadpaHIIU3bl, 3HAKOMOU poc-
CUHCKOM ayJUTOpPUH B OCHOBHOM IO aHume. B
npecce MOSIBIIIOTCA COOOLIEHUs O Pa3sHOro poja
IIPOUCHIECTBUSAX B XOJIE UTPhI: CMEILIHBIX CIIydasiX,
HEOKUJaHHBIX HAXOJKaX, aBapusiX U TpaBMax — TO
€CTh IIOCIEACTBUIX, B TOM YHCIIE HEXKEIATelb-
HbIX. [IpaBIuBBEl TakKe HOBOCTU WJIM HET, HO Tpa-
JULMOHHBIN ajapMU3M B OTHOIIEHMHM KOMIIBIO-
TEPHBIX UT'P Ha 3TOT pa3 TOJBKO YKPEIUISIET UILIIO-
310, CO3/1aBAEMYIO UT'POMl: IPUCYTCTBUE IIOKEMO-
HOB Ha4YMHAET Ka3aTbCs OcCsi3aeMbIM. Jlaxe ciyxu
0 3amperax W Hacrosuue 3anpersl Pokémon Go
Ha TEPPUTOPUU PABIUYHBIX YUPEKIACHUN BBIIIIS-
IST Tak, OyTO MUp COIIEJ C yMa U B UTPY BOBJIE-
KaloTcd BCE — BIUIOTH JI0 €€ NMPOTUBHUKOB. Jlis
UTPHl TAKOT'O POJA MOKHO IOIIBITaThCS BO3IBUI-
HYTh ()M3MYECKHE TPAHMIbI, HO HA CHMBOJIMYE-
CKOM ypOBHE OHa BCe PaBHO OyJeT BKIIOYATh B
ce0st BeCh MUp U COOCTBEHHBIE MTOCIIC/ICTBUSL.

To, 4To KakeTcss HapylIEHUEM TPaHMI] UT-
pBI, SBJISETCS BCETO JIMIIb ONpPEICICHHBIM 00pa-
30M OPraHM30BaHHOM WIPOW: OHA CHUMYJUPYET
pas3pbIB TpaHUl], YTOOBI MOJBEPTrHYTH pediekcun
ruOpUIHBINA XapakTep MH(OPMAIIMOHHBIX TEXHO-
JIOTHH U CTaTh MPOILeypHOH MUCTEPHEH, Te MU(D
0 KHOepIpoCTPaHCTBE HE TOJIBKO MPOrOBAPHBACT-
Csl, HO ¥ pa3bIIPhIBAETCS.
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KOMIIBIOTEPHBIE UTPbI, <MATUUECKHA KPYI»
N CEMAHTUYECKUE ITPEJIEJIBI ITIPABA

B cratbe mpemnaraercst B3I, COTIAACHO KO-
TOpOMY IpoOJieMa MPEAENOB PaCIpPOCTPAHEHUSI HOPM
«peajbHOTO» MpaBa Ha OTHOIICHUS, CKIIaAbIBAIOIINECS
B «BHUPTYaJbHBIX» HUTPOBBIX CpeAax (KOTopas B IOpH-
JIMYECKO JInTeparype u3ydaiach MPEUMYIIECTBEHHO B
CBSI3U C BHPTyaJlbHBIM uMyiiecTBoM B MMORPG), B
NCHCTBUTENBHOCTH, SIBISICTCS JIMLIb YacThlo OOIIEH
npoOJeMbl TOHMCKAa Pa3syMHBIX TPAaHHULl TOJIKOBAHHS
mpaBa B YCJIOBMSX MeAWAIBHOTO THoBopora. Hampwu-
Mep, CXOXHE TPYIHOCTH BO3HHMKAIOT MPH TOMBITKE
ONIpEeleNnTh, B KaKUX CIy4asX TIPaBOBbIE HOPMBI,
OTpaHMYMBAIOIINE pacpoCTpaHeHne HH(pOpMaIMK B
WHTepHeTe, MOTYT MPUMEHATHCA K XyIOKECTBEHHBIM
npousBeaeHusAM. [lo cyTu, pedp uaeTr o mpuUHIUNAX
pasrpaHUYeHus] MEXIY aOCypIoM W 3IpaBbIM CMBIC-
JIOM B MPUMEHEHUH M TOJKOBAaHUH MpaBa, a TaKKe B
MPaBOTBOpUYECTBE. ABTOP OTKa3bIBACTCS OT HEKOTOPBIX
W3BECTHBIX MHTEPHPETALNI «MAarndecKoro Kpyray st
IOPUCIIPYACHIIMH, TOCKOJIBKY OHH HE YYUTBIBAIOT
TJIaBHOE OOCTOSITENILCTBO, MO3BOJISIONIEE ONPEACITUTD
abCypIHOCTh B NpaBe — KayecTBO CAMOTO IMpenMeTra
OOIIIECTBEHHOTO OTHOIICHUS (a HE CYObEKTOB WU IIC-
Jiei Takoro oTHouIeHus). B cratbe mpeanaraercs me-
TOJIOJIOTHSI PEKOHCTPYKIMH CEMAaHTHYECKUX MPEEIIOB
mpaBa, OCHOBaHHasg Ha ABYX KpuTepusx. [lepBorii u3
HUX — «CEPbE3HOCTHY» — OIpPEHeNseTcsl COLHaIbHO-
BAIIOTHOW IIGHHOCTBIO MpPEIMETa, PAaCCMOTPEHHOTO
Kak BHEIIHUH pedepeHT LEeHHOCTH O00OLIEHHOTO
cumBonmdeckoro nmocpennuka (T. ITapconc, C. AGpy-
THH). BTOpoii — «peansHOCTB» — ompenensiercs CTpykK-
TypHO-(YHKIMOHAIBHON aJeKBaTHOCTBIO MpeAMeTa
LEHTPAIbHOMY 3HAUEHHUIO pPEJICBAaHTHOHW MPaBOBOM

HOpMEI (“‘core”, B oTiIn4ne oT “penumbra” B TEpPMHUHO-
noruu ['. Xapra). B norpann4Hoil cutyauuu TOJIKOBa-
HUSl WIN TPUMEHEHHUS NpaBa KOMOMHAIUS HMPU3HAKOB
MO3BOJISIET OTHCIHUTH MOJHOCTBIO a0CypAHBIE CUTYya-
WU OT CUTyalHui, B KOTOPBIX HEOOXOIUMO «B3BEILH-
BaHue» (P. Anekcr) npaBOBBIX LIEHHOCTEH, a TAKXKE OT
cllyyaeB, KOrja NpHMEHEHHWe NpaBa OyAeT COOTBET-
CTBOBAaTh 3]paBOMYy cCMbIcay. IlpuMeHuTENnBHO K
MIPaBOTBOPUYECTBY OINPEACISIOIINM SBISAETCA TOJIBKO
KpuTepuil «cepbe3HocTH». KoHuenmus cemaHTHUe-
CKUX TIPENIENOB MpaBa OPHEHTHPOBAHA, MPEXKIE BCETO,
Ha pa3pelieHue 3a1a4 TEOPETUIECKON U MPaKTUYECKON
IOPUCIIPYACHIINH, OTHAKO, MOKET OBITh MOJIE3HA U JIIS
nesieil o0Iero pa3BUTHs AMCKYypca MEIUAIBHOIO II0-
BOpOTA.

KuroueBble ci10Ba: nmpaBo, TEOPETUUYECKAS CO-
IUOJIOTHS, MEAUAIBHBIN TTOBOPOT, Marn4eCKHii KpyT,
nHpopmarus, abcypi, 37paBblii CMBICI, CEMaHTHYeE-
CKHU€ MpeAebl MpaBa.

COMPUTER GAMES, “MAGIC CIRCLE”
AND SEMANTIC LIMITS OF LAW

The article suggests an approach, according to
which the problem of applying the rules of “real” law
to the relationships that emerge in “virtual” game envi-
ronments (that has been considered in legal sources
mostly in connection to virtual property in MMORPG)
is actually a part of a broader problem of search for
reasonable limits of interpretation of law in the condi-
tions of medial turn. For instance, similar difficulties
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appear when we try to determine in which cases the
legal rules that limit dissemination of information in
the Internet may be applied to fictional works. In es-
sence, the question concerns the principles of demarca-
tion between absurdity and common sense in applica-
tion and interpretation of law, as well as in creation of
law. The author rejects certain interpretations of “mag-
ic circle” in jurisprudence because they do not consider
the main aspect that allows identifying absurdity in law
— qualities of the object of social relationship as it is
(but not subject or purposes of such a relationship).
The article suggests a methodology of reconstruction
of sematic limits of law that is based on two criteria.
First of them — “seriousness” — is defined by social
currency value of the object considered as an external
referent of value for a generalized symbolic medium
(T. Parsons, S. Abrutyn). The second one — “reality” —
is defined by structural and functional adequacy of the

KOMHBIOTepHBIe UTPHl  BBI3BIBAIOT
YCTOMYMBBIM HMHTEPEC IOPUCTOB —
TEOPETUKOB U MPAKTUKOB — YK€ HE MEPBbIi rox’.
Haubonee pacrnpocTpaHeHHBIM MNpPEIMETOM aHa-
nM3a, TOXaNyd, SBISIIOTCA MpoOsieMbl 000poTa
BUPTYQJIbHBIX OOBEKTOB 3a peajbHbIE JEHBIU .

KoHIIenIus «Maruyeckoro Kpyra»®, Kotopas B

' Cm. manp.: Duranske B. T. Virtual Law. Navigating
the Legal Landscape of Virtual Worlds. Chicago, Illi-
nois: ABA Publishing, American Bar Association,
2008. 461 p.; Fairfield J. The Magic Circle // Vander-
bilt Journal of Entertainment & Technology Law.
2009. May. Ne 1. P. 823-840; Apxunos B. B. Bupry-
albHasi COOCTBEHHOCTh: CHCTEMHBIE MPABOBBIE MPO-
OJeMbl B KOHTEKCTE Pa3BUTHS MHIYCTPHUH KOMIIBIO-
TepHbIX Urp // 3akon. 2014. Ne 9. C. 69-90 u ap.

2 Cwm. Hanp.: Casenbes A. 1. [IpaBosas npupoaa o0mb-
eKTOB, MPHOOPETAEMBIX 3a pealibHble AEHBIU B MHOTO-
MOJIb30BATENILCKUX WTpax // BecTHHWK TpakgaHCKOTO
mpaa. 2014. Ne 1. C. 127-150.

> CM. MO TeMe «Marmyeckoro Kpyra» craTthio Mapra-
putbl Ckomopox «Tamaroun u mud o kubeprpocTpan-

object to the central meaning of the relevant legal rule

“core”, in contrast to “penumbra” in terminology of
H. Hart). In a borderline situation of legal interpreta-
tion or application of law a combination of the afore-
said criteria allows to divide blatantly absurd situations
from situations where “weighing” (R. Alexy) of legal
values is needed and from situations where application
of law would correspond to common sense. As regards
the creation of law, it is the criterion of “seriousness”
that is only relevant. The concept of semantic limits of
law is oriented mostly to solving of the tasks of theo-
retical and practical jurisprudence, but it also can be
useful for the purposes of general development of the
medial turn discourse.

Key words: law, theoretical sociology, medial
turn, magic circle, information, absurdity, common
sense, semantic limits of law.

OoJIbIIICH CTETIEHW OTHOCUTCSI K IMPEIMETY KyJIb-
TYpOJIOTHM WJIM MEXIUCIHUIUTMHAPHONH 00JacTu
game studies, 1OpUCTaMH ObLIa C SHTY3Ha3MOM
BOCIIPUHSTA U IIE€PEOCMBICIEHA, NPEXKIE BCETO,
IUIS aHalu3a yKa3aHHOM mpoOieMsl (Jaxe He-
CMOTpSl Ha TO, YTO B IOCJIEAHEN U3 YIOMSHYTBIX
obJyiacTell 3HaHMH «Maru4ecKuil Kpyr» IojaBepra-
ercs HemamHou Kputuke'). ITo COCTOAHMIO Ha
2018 ron u Ha npumepe Poccuiickoit @exnepanuu
MO’KHO KOHCTaTUPOBATh, YTO B CyJeOHON MpaKTH-

CTBE: K BOIIPOCY O Marm4ecKOM Kpyre» B TEKyIIeM
Homepe. — [lpum. peo.

* Cwm. manp.: Consalvo M. There is No Magic Circle //
Games and Culture. 2009. Vol. 4. Issue 4. P. 408—417.
URL: http://journals.sagepub.com/doi/10.1177/155541

2009343575 (mata obpamenus: 25.12.2018); Zim-
merman E. Jerked Around by the Magic Circle —
Clearing the Air Ten Years Later // Gamasutra.

URL: https://www.gamasutra.com/view/feature/13506

3/jerked around by the magic circle .php (mata 00-
pamenus: 25.12.2018).
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K€ OTCYTCTBYET YCTOSIBIIMICS MOIXOJ K OIpese-
JICHUIO BO3MOXXHOCTH HPUMEHEHHUS «PEajbHOT0»
IpaBa K «BHPTYaJIbHBIM» OTHOILEHUSM JaXe B
TeX CIydasX, KOTOpble KaXKyTCsl OUYEBUIHBIMU —
CIOPBl MEXJY IOJIb30BATEIsIMH M UTPOBBIMHU
KOMIIAHUSMU BO3HHKAIOT PETYJSIPHO, OJHAKO
eIMHO00pa3usl MPAKTHUKHU HET.

Cynel TO paccMaTpuBalOT OTHOIICHHUS,
MOJIPa3yMEBAIOIINE CBSI3b C PEaJbHBIMHU JCHBIa-
MU, KaK TPakJaHCKO-TIPAaBOBOM JOTOBOP OKa3aHUs
YCIyT MOTPEOUTENI0, TO OTKa3bIBAIOT B YJOBJIE-
TBOPCHHH TPEeOOBaHMI, CCHUIASCH HA UTPOBOM Xa-
paktep oTHomeHui (m. 1 crarsu 1062 I'paxknan-
ckoro kojekca Poccuiickoit ®emeparuu’ npsMo
IpeayCMaTpUBAEeT, 4YTO TPeOOBaHMSA TPAKIAH U
IOPUJIMYECKUX JIUI, CBSA3aHHBIE C OpraHu3aluen
UTp U Tapu WIH C YY4acTHEM B HHUX, MO 00LIeMy
npaBuily, He Mojjexar cyaeOnoi sammure)®. On-
HAaKO KOHKPETHO B OOJIACTH OTHOLICHUHA MEXIY
UTPOBBIMHU KOMITAHUSIMU U TI0JIb30BATENSIMH CTPO-
ro IO TMOBOJAY BUPTYaJbHOH COOCTBEHHOCTH TakK
WIM WHAYe YK€ €CTh HECKOJIBKO CIIOKHMBIIMXCS
MOJIX0/I0B, M BBIOOpP MEXJy HHUMHU B OCHOBHOM
OTIpeJIeNIIeTCS] KOHKPETHBIMH 00CTOATEIbCTBAMHU
nena’. Kpome Toro, sra mpoOieMaTvKa BIIOJHE
YKJIaJbIBACTCSl B CICIUAIBHYIO MPEIMETHYIO 00-
JacTh rpaxJIaHckoro mpasa. Ho eciu B3risHyTbh
Ha JAHHYIO MPOOJeMy C TOYKU 3PEHHs] TEOpUU U
¢mrocopun npasa, MOKHO MOJYYUTh BeCbMa MH-

> Cwm.: T'paxnanckuii kogexc Poccuiickoit ®@enepanun
(vacte BTOpas): oT 26.01.1996 1. Ne 14-®3 (pexn. ot
29.07.2018). — JocTtyn u3 cnpas.-IPaBOBOW CHCTEMBI
«Koncynprantllnroc» (gara obpamenus: 25.12.2018).
 Apxumos B. B. BupryansHas cOGCTBEHHOCTB: CH-
CTeMHBIE TIPAaBOBbIE MPOOIEMBI B KOHTEKCTE Pa3BUTHUS
WHAYCTPUH KOMIBIOTEPHBIX Urp // 3akoH. 2014. Ne 9.
C. 75-76.

7 Cm. mogpo6uee: Capenbes A. U. Tpasopas npuposa
00BEKTOB, MPHOOpPETAeMbIX 3a peanbHbIe ICHBIH B
MHOT'OIOJIB30BaTENbCKUX Hrpax // BecTHUk rpakmaH-
ckoro mpagsa. 2014. Ne 1. C. 127-150.

TepecHbIEe pe3yJIbTaThl, 3HAYEHHUE KOTOPBIX, BEPO-
ATHO, BBIXOJUT JAJIEKO 3a TpeAessl MpoOIeMbl
BUPTyaJIbHOM coOcTBeHHOCTH. O YeM uaeT pednb?

Bompoc 0 BO3MOXHOCTH KBalu(UKAIIMH
OTHOIIEHUH 1O MOBOJY BHPTYaIbHOW COOCTBEH-
HOCTH C TOYKH 3pEHHs ITpaBa «peajsbHOr0» MHUpa B
caMoM 00IIIeM BUJE MOXKET OBITh IMOCTABIICH ClIe-
OYIOIUM 00pa3oM. B kaxux ciuyuasx npago (0as
npoCmMomul 803bMeM NOSUMUBUCTICKOE NOHUMA-
HUe npasa Kax COBOKYNHOCMU 00ujeodazamev-
HbIX HOpM, 00ecnedeHHbIX 20Ccy0apCmeeHHbIM
NPUHYIHCOCHUEM) MOMCEM NPUMEHAMbCA K OMHO-
WeHUAM, CKIAObIBAIOWUMCA 8 C8:A3U U NO NOBOOY
83AUMOOEUCMBUS 8 BUPMYATILHOM NPOCMPAHCINGE
KomnwviomepHoti uepel? 1loka oCTaBUM B CTOPOHE
BOIPOCHI OMpPEJENEHHs] TOr0, YTO TaKOEe «BUPTY-
aJIbHOE TIPOCTPAHCTBO» U MHbIE MOJOOHBIE — MIPU-
MEM B KayecTBE pab0ovyero y3Koe M TEXHUYECKOe
oIpeJieNieHNe, KOTOPOe yXKe HE pa3 BCTPEYaloch
Ha CTpaHUIAX IOPUIMYECKUX padoT, COOTHOCSIIEE
JAHHOE CJIOBOCOYETAHHME C CUMYJIMPYEMOH KOM-
NBIOTEPHBIMU  CPEACTBAMU MHOT'OIOJIH30BATENb-
CcKoli cpemon®,

EcTb MHTYWTHBHOE OHUMaHME, YTO B HE-
KOTOPBIX CIy4yasX MPUMEHEHHE MpaBa K TaKuM
OTHOWICHUSIM OYyJIeT abCcypOHbIM, BBIXOISAIIAM 32
TPaHUIIBI 30pA8020 CMbLCIA — 3TO U TIOCIYKUT OC-
HOBHOM THUIIOTE30H, ONPENEISAIONIEN X0 MBICIH B
naHHoi paborte. Hampumep, wacte 1 crarbu 105
VYromoBHoro kozaekca Poccuiickoit ®enepanuu
(manee — «YK P®»)’ mpeaycMarpuBaeT yrojos-
HYI0 OTBETCTBEHHOCTh 3a YOMICTBO, T.€. 3a

¥ Duranske B. T. Virtual Law. Navigating the Legal
Landscape of Virtual Worlds. Chicago, Illinois: ABA
Publishing, American Bar Association, 2008. 461.
P.2-3.

’ Vronosmblii komekc Poccuiickoit ®eneparmm: ot
13.06.1996 r. Ne 63-®3 (pen. ot 12.11.2018). doctyn
u3 cnpas.-paBoBoi cuctemsl «Koncynprantllmocy
(mata obpamenus: 25.12.2018)
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«YMBIIIJIEHHOE IPUYUHEHUE CMEPTH IPYTOMY 4e-
noBeky». IlpencraBnsercss abCypAHBIM TpUMe-
HATH JAHHOE OIPENEICHHE K TEM CiIydasiM, KOrjaa
BIIOJIHE YMBIILIEHHO B pamkax PvP!? omun urpok
B MMORPG npuumHsSET «CMEpTb» HNEPCOHAXKY
Jpyroro Urpoka, Urpopas paca KOTOPOIrO — «de-
J0BEK». B TO ke BpeMs, KcTaTu, 3HAYUTEIBHO Me-
Hee a0CypJIHO BBITJISAUT aHAJIOTHYHOE MHTEIUICK-
TyaJIbHOE yOPaXHEHUE B  OTHOLUEHUM 4Ya-
ctu 1 crareu 158 VK P®, ycranaBnuBarouieit
YTOJIOBHYIO OTBETCTBEHHOCTb 3a Kpaxy, T. €. 3a
«TalfHOE XWIIEHUE YYyXKOro umyuiectsa». B 00-
eM, C TOYKM 3peHHs (uinocopuu 3apaBoro
CMBICJIa Bpojie OBl JJOTMYHO: «CMEPTHY» UTPOBOTO
IIEpCOHaXka — HE TO XK€ CaMO€, YTO CMEPTh HACTO-
AIEr0 4YeJOBEKa, TOrja Kak MMYILIECTBO B
MMORPG, npuobpeTeHHOe 3a peaibHbIe JEHBbIH,
— TO X€ caMmoe umyuiectso... Mnu Her? Bompoc
HEOJIHO3HAYHbIM, MOCKOJIbBKY HOpUINYECKas KOH-
LEnusl BO3ME3THOIO OKa3aHUs yCIIyT IO OpraHu-
3allMM UTPOBOrO Ipoliecca, Ha CaMOM JIENe, UC-
KJIIOYaeT BO3MOKHOCTb NPU3HAHUA NPSAMOM 3KO-
HOMMYECKON LIEHHOCTH 3a BUPTYaJIbHBIM HMYILE-
ctBoM. J[a U Kak 3TO OOBSICHUTH PALMOHAIBHO?
Benp mpaBo HyKIaercs B palMOHAIBLHOW apry-
MEHTALUH.

Cutyauusi, K CIOBY, CTAHOBUTCSI HECKOJIb-
Ko OoJiee 3amyTaHHOM, €cld MbI OOpaTuMmcs K
«UH(OPMAITTOHHBIMY npeny-
cmoTtpenHbiM YK P®. U3BectHas craths 282 YK

IIPECTYILICHHUSM,

P® npenycmarpuBaeT YroJIOBHYXO OTBETCTBEH-
HOCTh 324 «JICHCTBUS, HAlpaBJICHHBIE Ha BO30YX-
JICHWE HEHABUCTU JHOO BpaXAbl, a TaKKe Ha

10 Player vs. player (amen. «MTpOK HPOTHB HTPOKA») —
BHJ] UTPOBOTO B3aWMOJCHUCTBUS, KOTOPHIH MOoApasyMe-
BaeT CTOJIKHOBEHHE UTPOKa C IPYTUM HIPOKOM. 3aya-
CTYyI0 OH MPOTHUBOIOCTABJISIETCS] APYrod MTPOBOM MO-
nenu Player vs. environment (auer. «MIpOK MPOTHB
OKpYKEHHS»), KOTJa UTPOK CpaKkaeTcsi ¢ IepcoHa)a-
MU, YIPaBIIEMBIMH KOMIBIOTEPOM. — [Ipum. peo.

YHIDKEHHE JIOCTOMHCTBA YEJIOBEKa JIMOO TPYIIIIBI
JIMI] 110 IIPU3HAKaM I10J1a, pachl, HALIMOHAJIILHOCTH,
A3bIKa, IPOUCXOXKICHUSI, OTHOLLEHUS K PEJIUTUH, a
PaBHO MPUHAIIECKHOCTH K KAKOH-THOO colMaib-
HOM rpynmne». DKCTPEMHUCTCKHE BBICKA3bIBaHUS B
OTHOIIEHUM TpPYINIBl JIUML, COBEPIICHHbIE B
MMORPG c¢ mnpaBunamu «role-play enforced»
BIIOJIHE BO3MOXKHBI M WHOT/IAa HEOOXOJUMBI s
OTBHITPBIILIA POJIM, HO MOTYT JOCTaTOYHO TOYHO
nojnanaTh IMOJ YKa3aHHYI0 (OPMYIHPOBKY C
TOUYKU 3peHUs] OYKBaJIbHOTO TOJKOBAaHUS U (op-
MaJbHOTO NpUMEHEHUS 3aKkoHa. CKOJBKO pa3 Ha
IIPOCTOpPax IOAJMHHO PpOJIEBBIX BHUPTYaJIbHBIX
IIPOCTPAHCTB BCTPEYAIUCH IPU3BIBBI YHUUTOXKE-
HUS OpPKOB, 3Jb(OB U MPOYHUX COLMATBHBIX
rpynn? [locneaauii mpuMep n00aBISET €Ile OJUH
HIOAHC — POJIEBOM XapaKTep UIPOBOrO Mpoliecca,
MPEBpAILAIOIINI KOMIIBIOTEPHYIO UTPY B 1ogo0ue
BUPTYaJIbHOM TE€ATPaIN30BAaHHONW MMIIPOBU3ALINH,
B KOTOPBIN aKTEPHI ¥ 3pUTENH, KaK IPAaBUJIO, OJHU
U T€ XK€ JMLA. DTO HaMEKaeT Ha NOJUIMHHBIN Xa-
paKkTep paccMaTpUBaeMOil MPOOIIEMBI.

B cBere 3TOro ans MOJHOTHI KAapTHHBI
IIpUBEAEM €Ille OAWH IpuMep. BBeneHHas B
2014 rony B YK P® craths 354.1 «Peabunurarus
HalM3Ma» CPEeIu MPOYEro IperyCMaTPUBAET YIro-
JIOBHYIO OTBETCTBEHHOCTb 3a «pPACIPOCTPaHEHHE
3aBEIOMO JIOKHBIX CBEJIEHUH O JA€ATEIbHOCTU
CCCP B roas! Bropoii MupoBoii BOIHBI, COBEp-
IIeHHbIe MyOonuuHo». Hu B Koem cityuae He ocma-
pHUBas LEHHOCTb OXPaHSAEMBIX OTHOLIEHUH, OTMe-
TUM TJIaBHYIO, HO HE BIIOJIHE OYEBUAHYIO ITPoOIIe-
MY OpUOUYEeCKO20 MOIKOBAHUs, KOTOpas TOXe
BECbMa HAIJISIIHO TIPOCIEXHUBAETCA HA IMPUMEPE
UMEHHO KOMIIBIOTEPHBIX urp: BOEHHO-
HCTOPUYECKHE WIPHl YACTO IO3BOJIIOT OTHIIPHI-
BaTb B IIPOM3BOJIbHOM IIOPSAKE CLIEHApPUM, Tl
cTopoHbl Benukoii OTeduecTBEHHON BOWHBI NOPOI

COBCPIIAOT TC HeﬁCTBHH, KOTOPBIC 3adar0T UM
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UTPOKH, a HE OOYCIIOBJICHHBIE HCTOPUYECKUMU
dbaxramu. Moowcem nu xyoodrcecmeenuwiil (U, oco-
benno, peanuzyemvili 6 HeOemepMUHUPOBAHHBIX
UHMEPAKMUBHBIX OMHOUEHUAX) 6bIMbICEL pac-
CcMampueamuvcsi KaK «3a6e0oMo JOJCHble ceede-
HUSLY C 10pUOUYECKOU MOYKU 3peHus?
CoBepIiIeHHO SIBHO JaHHas Mpobiema
OTIpEJIENIIETCSI B CBETE COBPEMEHHOTO PEryIupo-
BaHUS OTPAaHMYCHH Ha paclpoCTpaHEHHE HH-
¢dopmanuu B Murtepuere. Craths 15.1 denepans-
Horo 3akoHa or 27.07.2006r. Ne 149-®3 «O06
uHpopManuy, WHHOPMAIIMOHHBIX TEXHOJIOTUAX U
o s3amure uHboOpManuu»'! ycTaHaBIMBAaET P
OCHOBAaHMU JUIsI BHECYJICOHBIX OJIOKMPOBOK, KOTO-
pBI€ BIIOJIHE Pa3yMHO BIHCBHIBAIOTCS B KOHIEIIMN
rOCYJapCTBEHHOM IOJIMTHUKU U MHTEPECOB 0OIIe-
crBa. Tak, HanpuMep, 3arpeTy MOJUICKHT JIeTCKas
nopHorpaduss W HHPOpMAIUs, CBS3aHHAasA C
HapKOTHYECKUMH CPEJCTBAMHU U MX aHayoramu. B
3aKOHE YCTaHaBIMBAIOTCS KOHKPETHBIE BHJIBI 3a-
NpPEIeHHON MH(OpMaIlMu Takoro poja, a Jaiee
Ha YPOBHE MOA3AKOHHOrO akta'? — JuIsk KpaTKoCTH

"' Cm.: O6 unpopmaimy, HHGOPMAIMOHHBIX TEXHOJIO-
rUsX U 0 3amuTe uHpopmaunu: DenepanbHBIN 3aKOH
ot 27.07.2006 r. Ne 149-@3 (pexn. ot 19.07.2018). —
Hoctyn u3 cmpas.-ipaBoBoil cuctembl «KoHcynb-
tauTlLimrocy» (mara oOpamenus: 25.12.2018).

12 Cm.: O6 yTBepkaeHnn Kputepues oleHKH MaTepH-
anoB ¥ (W1M) HHPOPMaLUH, HEOOXOIUMBIX ISl TPUHSI-
Tusl peuieHuit denepanbHoi cinyk00l MO HAI30py B
cdepe cBa3H, WHPOPMALMOHHBIX TEXHOJIOTUH M Mac-
COBBIX KOMMYHHKauui, MUHHCTEPCTBOM BHYTPEHHHUX
nen Poccuiickoit @enepanyn, denepanbHol ciy:k00i
Mo Haa30py B cdepe 3alIuThl NpaB NOTpeduTeneil u
Onarormonmyuyusi d4ejoBeka, (enepanbHOW HaJIOroBOH
CITy>k00#1 0 BKIIIOUEHHH JAOMEHHBIX UMCH H (WJIH) yKa-
3aTeNiel  CTpaHWI CaWTOB B  MH(OPMAIOHHO-
TEJIEKOMMYHHKAaLMOHHOW ceTu «MHTepHeT», a Takke
CETEBBIX A/IPECOB, MO3BOJIAIOUINX HUICHTH(QHLINPOBATH
caiiTel B cetn «VHTepHET», copepiKallue 3ampellcH-
HYI0 WHPOPMAINIO, B €IUHYIO aBTOMAaTU3UPOBAHHYIO
nHpopMamoHHylo cucteMy «EauHbIii peectp moMeH-

HazoBeM ero «Kpurepum 3ampenieHHON HH)OP-
MaIm» — JaHHBIE BHJIBI ONPEICIAIOTCS erme 00-
nee KOHKpeTHO. Ho 4To 0coOeHHO MHTEpECHO, B
«Kputepusx 3ampenieHHOH HHPOPMALUN» €CTh
ocoObie oroBopku. Hampumep, nmynkr 1.4 «Kpu-
TEpUEB 3anperneHHol MHPOPMALUN») YIOMUHAET
«uH(pOpMAIIHNIO, HANPABICHHYIO Ha BO30YXJEHUE
CEKCYaJIbHBIX UyBCTB IO OTHOIICHHUIO K HECOBEp-
IICHHOJICTHUM JIHOO ONpaBAbIBAIOIIYIO CEKCyallb-
HOE€ TIOBEJICHHE B OTHOIICHWN HECOBEPIICHHOJIET-
HUX» C OrOBOPKOH «3a MCKIIOYEHHEM XyJI0XKe-
CTBEHHBIX MPOM3BEICHUH, B KOTOPHIX OIUCHIBA-
I0TCS. ONPAGOAHHbIE UX JHCAHPOM U (UNU) Clodice-
MOM OTHOILEHHS MEX]Ly HECOBEPUICHHOJIETHUMH,
a TaKKE HECOBEPIIECHHOJIETHUMH M B3POCIBIMH,
HE TOAMAJAIONIUE IO KPUTEPUH, YyKa3aHHbIC B
nyHkrax 1.1-1.3 Hacrosiuel riasbel (OTKPOBEHHO
nopHorpadudeckas nHpopmarus — B. 4.)». 3aec
SBHO TojJpa3zymeBaiicsi poman HaGokoBa «Jlomm-
ta». [pyroi mpumep: nmyHKT 2.1.6 ynomuHaer
«uH(pOopMaIHIO, HaNpaBlIeHHYI0 Ha (QopMUpOBa-
HUE y IEJIEBOH ayJAUTOPUH MOJOKHUTEIHLHOIO 00-
pasa JMII, OCYIIECTBIISIOIINX H3TOTOBJICHUE, Pa3-
pabOTKy H  HCHOJBb30BaHME  HAPKOTHUYECKHX
CPEICTB...» C OFOBOPKOM O TOM, YTO UCKJIIOUEHUE
COCTaBJISIIOT «Xy0ooicecmeeHHble TIPOU3BEACHYS], B
KOTOPBIX OIUCHIBACTCS WHGOpMALUs, ONpasoaH-
Hasi UX JHCaAHpom». 3]1eChb, BEPOSTHO, IPUMEPOB
MOJKeT OBITh Jaxxe OoJbllle — TOT ke cepuan «Bo
Bce TsuKkHUe» (Breaking Bad). IlpencraBieHHbIe

HBIX UMEH, yKa3zaTeJield CTpaHMIl caiToB B MH(OpMa-
LINOHHO-TEJIEKOMMYHHUKAIIMOHHON cetn “HHTepHET” M
CETEBBIX A/IPECOB, MO3BOJIAIOUINX HUIACHTH(QHULINPOBATH
caiiTel B WH(POPMALNOHHO-TEICKOMMYHHKALMOHHON
cetu “UHTepHeT”, comepxarmue WHGOPMAIUIO, pac-
npocrpaHeHue kKotopoil B Poccuiickoit ®epepanuu
sanpeuieHo»: Ilpuxaz Pockomuamzopa Ne 84, MBJI
Poccuu Ne 292, Pocniorpebnanzopa Ne 251, ®HC Poc-
cun MMB-7-2/461(@ ot 18 mas 2017 rona. Joctyn u3
crpas.-mipaBoBoii cucrembl «Koncymnprantllioc» (na-
Ta obpamenus: 25.12.2018).
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IIPUMEpPBl HAIVISAHO AEMOHCTPUPYIOT, YTO IIPO-

O671emMa OCO3HaeTcss M Ha 3aKOHOJATEIbHOM
ypoBHE. 1 3TO He ciaydallHO B YCJIOBHUSX COBpeE-
MEHHOIO JTama pa3BUTUS  HMH(OPMAITMOHHON
KYJIBTYPBL.

Kak BumHO, mpobiemMa BBIXOAUT HAa HOBBIM
YpOBEeHb 00001IeHHsT — TpolieMa BUPTyaJlbHOU
COOCTBEHHOCTH H, KaK CJIEJCTBHE, MpobiemMa mpa-
BOBOM MHTEpPIPETAIMH «Maru4eckoro Kpyray,
MOHATHIE IIHUPOKO, B JEHCTBUTEIBHOCTH IO3BO-
JSI0T ¢OPMYIHPOBATH TUIIOTE3Y O HAJTMYUHU CBO-
€ro pojJa «IpeAesioB MpaBa» (Ha aHTIIMICKOM 3TO
Obl 3Byuano kak «limits of law»'3). Kakoro pona
9TH npenensl? «TpaaulinoHHBIE» — T. €. COOTBET-
CTBYIOLIHME KJIACCHYECKOMY TUIy HAYYHOM paruo-
HAJIBHOCTH, B KOTOPOM OTCYTCTBYET BHHUMaHHE K
A3bIKy KaK K OCHOBHOM COCTaBJIAIOLIEH METOAA
COILIMAJIbHO-TYMaHHUTAPHBIX HAayK — IMpeJelbl Ipa-
Ba CBSI3aHBI, IPEXKE BCETO, C TEPPUTOPHEH U KPY-
TOM JIMI], HA KOTOPBIE PAaCIpOCTpaHsIeTCS Ta WU
uHas HopMa npaBa. Ceifuac MMeeT CMBICI MOCTY-
JUPOBAaTh HOBBIE NpEAETbl, KOTOPhIE COOTBET-
CTBOBaJIM Obl KOHTEKCTY HMH(OPMAIIMOHHOTO 00-
mectBa. VX MOXHO YCIOBHO OOO3HAYMTH Kak
«CMBICTIOBBIE» MM «CEMAaHTHUYECKHE» IPEJIEIIbI
npasa. IlpenensHo 00pa3HO (IOJUYEpPKHEM, YTO
MeTadopa MPOCTPAHCTBA MOXKET YBOAMUTH OT CY-
IecTBa NpobIeMbl) peub UAET O Mpezeax mpaBa
B MH(QOpPMALMOHHOM HpocTpaHcTBe. ['oBopsi Go-
Jiee CTporo, CieayeT OTMETUTh, YTO pedb HJIET O
TOM TOHKOW TpaHuULe, KOTOpas OTHCISIECT pa3yM-

13 TepMuH «T1pejiens! mpapa» HEPEIKO HCHONb3YeTCs B
Oonee y3KOM, HO POJCTBCHHOM 3HA4YCHHH, XapakTep-
HOM IS TUCKYpCa O COOTHOLICHHUH TIpaBa U MOpaJIH, a
Taoke dunocopun Mopanu kak TakoBoud. CM. Harmp.:
Stanton-Ife J. The Limits of Law // The Stanford En-
cyclopedia of Philosophy (Winter 2016 Edition), Ed-
ward N. Zalta (ed.).

URL: https://plato.stanford.edu/entries/law-limits/ (ma-
Ta obpamenus: 25.12.2018).

HOE€ TOJIKOBaHME MPABOBOI'O TEKCTa OT aOCypIIHO-
ro.

Jlro6ombITHO, UYTO B «crsiei ¢opme»
JnaHHas TpoOiieMa ObUTa HamMedeHa B TJIAaBHOM
muckyccun 1o ¢unocodum mpaBa XX Beka —
Mex 1y Opuranckum teopetukom I JI. A. Xaprom
¥ ero amepukanckuM kosuteroii JI. JI. @ymnepom!
— ¥ BIIOCJIEICTBUH 0003HAaUY€HA TOCIETHUM B Uy Th
OoJiee IBHOM, HO BCe paBHO HEOUEBUIHON (opme.
B knure «Anaromus npasa» @ymnep nucan: «B
paMkax J1o00ro oOIecTBa €CcTh MO3MIUHU, KOTO-
pBle HaAcmonb npomueHsvl 0o0Wepasdensembim no-
JIOJCEHUAM, YMO UX C JIe2KOCMbI0 ommemen Jio-
oot 30pasomvicaawuti (BBIICICHO MHOIO — B. A.)
cyabs. UenoBek yOMBaeT CBOETO OTIIA; OTBEYasl Ha
npeabsBleHHOE eMy OOBHMHEHHME B yOHiicTBe, OH
YTBEPKIAET, YTO €ro oTel ObUT JOOpOAeTEeIHHBIM
YeIIOBEKOM, KOTOPBIA ObLT yOEXKICH B CYIIECTBO-
BaHUU pasi; TAKMM 00pa3oM, JIMIIast €ro )KU3HU, OH
OTIIPAaBUJI €T0 B Kpail OECKOHEUHOr'0 CYACThs, KO-
TOpOE €ro OTell HUKOTa He Mo3Hall Obl Ha 3eMiIe;
a 3HA4YMT, TOT, KTO JIapyeT Takoe OJyiaro, JO0JDKEH
ObITh BO3HArpaXKJeH, a HE Haka3aH. UMHOBHHK
IPUCBAWBAaET OTPOMHYIO CYMMY TOCYIapCTBEH-
HBIX JICHET; B OTBET Ha BBIIBUHYTOE MPOTHB HETO
OOBMHEHME OH LIUTHUPYET MpeamOysy K KOHCTUTY-
UM, JCKIApUPYIOIIYIO, YTO TOCYIapCTBO CyIle-
CTBYeT JJsi TOro, 4YTOOBI CIOCOOCTBOBAThH
HauOOJBIIEMY CYACTbIO HAMOOJIBIIETO KOJIMYe-
CTBa TP@XIaH; JEHBI'M, KOTOPBIC MOJICYIUMBII
MPUCBOMII, CAETAU €ro O4YeHb CYACTIMBBIM; MpPU
3TOM CIenylolee U3 3Toro (akra yMEHbIICHHE
OorarcTBa Ka)XJ0TO M3 OCTAJIBHBIX T'pakJaaH Oec-
KOHEYHO MaJjio U He OBLJIO CIIOCOOHO MPOM3BECTH

4 Cm.: Fuller L. L. Positivism and Fidelity to Law — A
Reply to Professor Hart // Harvard Law Review. 1958.
Vol. 71. P. 630-672; Hart H. L. A. The Positivism and
the Separation of Law and Morals // Harvard Law Re-
view. 1958. Vol. 71. P. 593-629.
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OLIYTUMOE YMEHBUICHHE WX CUacTbsi (ECiIM 3TH
WUTIOCTPAIIMH KaXyTCs HEYMECTHBIMH B KOHTEK-
CTE€ CTOJIb )K€ CEPbE3HOM, CKOJIb U ATOT, TO MOXKHO
OTMETUTh, 4TO CB. Poma AKBUHCKUN YIEIINI
OIpeJIeIeHHOEe BHUMaHHUE MEpBOM M3 HUX, TOrJa
kak Mepemus bentam — BTopoi)... Ilo3ummu, no-
TOOHBIE TOJIBKO YTO MPEIOKEHHBIM, OTBEPraroT-
Csl HE HA OCHOBAHUM CTaTyTa, Cy/1e€OHOTO peIIeHUs
win o6bryas. X oTpuiianue 3aBUCHT HE OT IpaBa.
HanpotuB, MOXXKHO cKa3aThb, 4TO MPaBO 3aBHCUT OT
UX OTPUIAHMS, KOT/Ia OHM TPEJICTABICHBI HA CYyJl
OOBIZICHHOTO HENpPO(EeCCHOHATBHOTO CYXKICHUS.
OnpeneneHHblil BHEIPaBOBOW KOHCEHCYC OTHOCH-
TEJIBHO TOTO, YTO C OYEBUJHOCTHIO NPECTyMAeT
TPaHUIbI, HEOOXOMUM JJIsi TOTO, YTOOBI CY3UTh
nepudeprro SKCIUTMIUTHOTO IpaBa 10 paboTo-
CrocOoOHBIX M3MepeHuil. Kak HU mapaJokcaibHO,
MMEHHO MMO3UTHUBUCT, HACTAUBAIOIIUNA HA TOM, YTO
BCE MCTUHHOE IPAaBO CO3J]aHO IKCIUIMIIUTHO, BBI-
CTynaeT B poiii OeHeuIMapa 3TOro MOJYaIHBO-
ro OrpaHuyeHus; 0e3 TaKoro OrpaHUYEHHUsI €ro
“mpaBo” CTaHET M3JIMILIHE XaOTHUYHOMN BEIbIO NS
TOT0, YTOOBI MPEITIOKUTH KAKOe-INOO MpHUCTaHH-
e ero Bepen's.

MBICHIB O TOM, YTO «IIPABO 3aBHCUT OT OT-
PHIIAHUS» TAKUX IMOJIOKEHUI B KOHTEKCTE HACTO-
Aiei paboTbl MOXKET OBITh pa3BUTa MMEHHO B TOM
KJII04e, 4YTO 00JacTh, KOTOPYIO MBI OTHOCHM K
NpaBy, OrPAaHUYMBACTCS BHEIIHE pa3ensieMon
qJieHaMu OOIIeCTBa KOHIICTIIIUEH COIMaTbHON pe-
aJIbHOCTH, TPEACTABJICHUSMU O TOM, UYTO MOXKET
ObITh pallMOHATIBLHO O0BACHEHO B HeW (Oyap TO
00OCHOBaHHE Yepe3 OTCBHUIKM K MOpalii, HpaB-
CTBEHHOCTHU MJIM K «ECTECTBEHHOMY pa3zymy»). Bo
BTOpOU MosioBUHE XX BEKa 3Ta MBICIb yKE OCO-
3HaBajach, HO B Hadajge XXI Beka K 3TOM MBICIU

" ®ynnep JI. JI. Amaromus npasa / Ilep. ¢ aHrmL
B. B. ApxunoBa // Poccuiickuii €XeromgHuK TEOpUH
mpasa. 2009. Ne 2. C. 313-314.

YK€ HETOCPEJICTBEHHO U YOeTUTEeNbHO MOATAIKH-
BaeT OKpy’Karollas Hac WH(POPMAIMOHHAs Cpeja,
IUIs. KOTOPOM XapaKTepHO OecnpereieHTHOEe pa3-
BUTHUE UTPOBBIX ()OPM KOMMYHHKALIUU — OT TPOJ-
nuHTa B HTEpHETE 110 TeiiMudUKamy conuaib-
HBIX IPAaKTUK KaK TaKOBOW, — YTO MO3BOJISIET HAM
BBICKA3aTh HECKOJBKO KJIFOUEBBIX TE€3MCOB U IPH-
BECTH MX KpaTKoe 00OCHOBaHHWE JJIs JajbHEHIIe-
ro KpUTHYECKOro oOcyxaeHus. OTMETHM, 4YTO
KOHKPETHO B JJaHHOH paboTe peub UAET O BBIIABH-
KEHUU KOHKPETHOM MCCIIEOBATEIbCKOM TUIIOTE-
35 U TIOCTPOEHHUU IIPOrPAMMBI HCCIIEIOBAHMUS,
HEXEJIn 4YeM O JETaJbHOW apryMEeHTallUH, XOTs
IIPUBEACHHBIE BBIIIE KPAaTKUE IPUMEPHI yKE MO-
IyT CTaTb 4YacTbIO TakoW apryMmeHrauuu. [Ipuse-
JICHHBIE HIDKE TE3UCHI OTHOCATCS K Oosiee HIMpo-
KOMY KOHTEKCTY. TeM He MeHee yKakeM UX BCe, a
3aT€M COCPEJOTOYMMCS Ha IEPEOCMBICICHUN
KOHLENIMN «Maru4eckoro Kpyra» i 3aaad
IOPUCIIPYACHLIMM Ha COBPEMEHHOM 3Talle pa3BH-
TUs WH(OPMALMOHHOTO OOIIECTBA U MPEIOKHM
OJIHO U3 BO3MOXKHBIX pelreHui. Mrak:

1. IIpaBo He sBIsAETCS YHUBEPCAIbHBIM
WHCTPYMEHTOM DETrYJIMPOBAaHUS OOIECTBEHHBIX
OTHOIIEHU, B TOM 4YHCJI€ U B TOM CMBICIIE, YTO
IIPUMEHEHHE YK€ NPUHATOTO M JEHCTBYIOLIETO
IpaBa B HEKOTOPBIX Clyyasx OyAeT abcypoHvim,
npomugopedaujum 30pasomy CMoiCLy.

2. Ha ceromusmHuii AeHb Ciaydyau, Korja
IIPUMEHEHHUE YK€ NPUHATOTO MU JEHCTBYIOLIETO
npaBa OblTO0 ObI A0CYpAHBIM U MPOTHUBOPEUAIIUM
3[paBOMY CMBICIIY, HE SIBJISIOTCS PEIKOCTBIO W3
o0JIaCTH KYypbe3HOro. OTO OOBSCHSETCS cospe-
MEHHOTU UHPOPMAYUOHHOU KYAbmYPOTi'°.

' Bonee TOuHO, BepOATHO, Jaxe OyAeT cKas3aTh, UTO
3TO 00YCIIOBJICHO MeOUATbHBIM NOBOPOMOM B TIEIIOM, a
TaKXKe TeM OOCTOSTEIBCTBOM, YTO B COBPEMEHHOM
KyJIbTYpEe KaueCTBEHHO BO3PACTACT DJIEMEHT «BHPTY-
TBHOU PEATbHOCTHY, MOHATOW B IIMPOKOM CMBICIIC
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3. PaccmatpuBaemas mpobOiiema MOXKET
OBbITh KOHLIENTYAIU3UPOBAHA B TEPMUHE CMbICIO-
ébie npedenvl npasa. JlanHbI TEpMUH 0003HAYAET
NPUHLUIBI, OTHOCSAIIMECS K CEMaHTUKE MpaBa Kak
K TMparMaTHUecKOMYy acHeKTy HOPMAaTHBHOH KOM-
MYHHKAIIWH.

4. XapakTepHblil s paccMaTpUBacMOn
00JIaCTH MCTOPUYECKUI apryMeHT O TOM, 4TO al-
CYpIHOCTh TpPHUMEHEHHS TIpaBa OOBICHAETCS
TOJIBKO MPOTHUBOPEYNEM MPABOBBIX yCTAaHOBICHHUN
MOpaJId B TEKYIUX YCIOBUSX, HEBEpeH. [Ipomu-
gopeuue Mopanu Kax makogoe He AGNAemcs HU
HeoOX00UMbIM, HU OOCMAMOYHBIM KPUMEPUEM.

5. IlpemnaraeMast KOHLETIIUSA CMBICIOBBIX
NPEJeNioB MpaBa HE CBOAMTCS K PA3IMUMSIM MEXK-
Iy TUNaMu TpaBonoHuManus. [IpoGiema cmbic-
JIOBBIX MpPEJENOB MpaBa B TOM BHJE, B KOTOPOM
OHa paccMaTpUBAETCA B HACTOALICH paboTe, yHu-
eepcanbHa 0N pa3uUYHbIX MUNO8 NPAGONOHUMA-
HUS.

6. Te3uc o mpoGiieme CMBICTIOBBIX Ipese-
JIOB TIpaBa noomeepcoaemcs smnupuyecku. Pe-
NPE3CHTATUBHBIE MNpPUMEpPHI BKJIIOYAIOT B ceOs
Cllyyad, B KOTOPBIX IPABOINPUMEHHUTEIbHbBIE Opra-
HBl HE IPUMEHSIOT U3/1aHHbIe UMM pemieHus. Ca-
MBII PENPE3CHTATUBHBIN IIPUMEDP — KUTPOBBIE OT-
HOILICHUS.

7. OMIUPUYECKUI MPUMEP «UTPOBBIX OT-
HOIIEHMIT» 00yCIOBIMBaeT 0OpalieHne K KoHyen-
yuu «mazuieckozo kpyea». Kputuka qaHHOM KOH-
LENIMU OTpaBaHa, €CJIM pacCMaTPUBATh €€ JIUILb

KaK 4aCTHBIM MOAXOJ Il aHaju3a UTPOBOU Jesi-

KaK CUMYJISIMS, UMUTaLusl, urpa. OTHOCHTEIEHO KOH-
LENUUN MeIualbHOro mnoBopoTa cM.. Casuyk B. B.
Menmunadunocodus. IIpucryn peansHoctu. CII6.: Us3-
nmarenbcTBO PXT'A, 2013. 350 c. AHanu3 KOHIICHIIUHA
MeINAILHOTO TIOBOPOTa B KOHTEKCTE MPoOieM, 3a1aH-
HBIX HACTOSIIUM HCCIEIOBAaHHEM, — 3aJavya y>Ke IS
cleytomeit paboThlI.

TEIbHOCTU. B HeMCTBUTENBHOCTH, pedb HIET 00
OHTOJIOT'MH TIpaBa.

8. Kputuka KOHUENIMH «Maruyeckoro
Kpyra» OIlpaBJlaHa B TOW 4acCTH, B KOTOPOM JaH-
Hasi KOHLEMIMsS IpearoyiaracT pas3jindarb BUAbI
oTHomeHU. OHAKO eciu 6 Kauecmee OCHOBHO20
Kpumepusi UCnoib308ams Ux npeomem (a He camu
omHOWleHUs), KOHYenyus npeocmasiiemcs pa-
bomocnocobHol.

9. KoHTEeKCT aHanu3a UrpoBOM AESATEIbHO-
CTH HaXOAWUTCS B JUAJIEKTUUYECKOMN CBSA3M C aHAJO-
rueit npasa u urpsl (I'. Xapt, A. Pocc u np.). B
paMKax TaKOi aHAJIOTHUHU Npaso Moxcem memago-
puvecKu paccmampuéamsvcs KaxK A3vblKoeas uzpa
HYe801L CYMMOI, a CMbICII08ble Npedeibl Npasa —
KaK npasuia maxkou A3vb1K0GOU Upbi.

10. HoBbIM KIIIOUEBBIM NPUHIUIIOM IIpa-
Ba, OIIPENEIISIIOIINM S3bIKOBYIO MIPY IIpaBa M, Kak
CJIEICTBUE, OCHOBHON KOHTYpP CMBICIIOBBIX IIpeJie-
JIOB IIpaBa (a TakXe BBICOKOYPOBHEBOE pa3pellie-
HUE TPOOJIEeMBl OTKPBITOM TEKCTyphl IpaBa
I'. Xapra), sBnsercs npumsazanue Ha cepbes-
HOCMb.

11. Cmsicnosvie npedenvt npasa onpede-
JIIIOMCA CEPbe3HOCMbIO U PealbHOCMbIO npeoMe-
ma obwecmeennvix omuoutenull. Cepbe3HOCTh
IIpeIMeTa OTHOLIEHUH MOJIJIEKUT MCTOIKOBAHUIO
4yepe3 €ro «BAJMIOTHYIO LIEHHOCTb» B TEPMHUHOJIO-
run T. [TapcoHca, pearbHOCTh — uepe3 u3oMoph-
HYI0 KOPPECIIOHJEHTHOCTD.

12. KomOuHaust KpUTEPHEB MOPOXKIACT
TPH JIOTHYECKH U MPAKTUYECKHA BO3MOKHBIX CUTY-
aru. [Ipenmer Hecepwbe3eH, CTPyKTypa aHTa-
3uiiHa — IpUMEHEeHHe TpaBa abCypaHO. YaoBie-
TBOPEH OJMH U3 KPUTEPHEB — 3TO OOJIACTh B3Be-
IIMBaHUS MOPaJbHBIX LIeHHOCcTe. O6a — o0nacTh
YHCTOI0 MO3UTUBU3MA.

13. KoHuenuusi CMBICIOBBIX TPEIEIIOB

IIpaBa TO3BOJIIET PEKOHCTPYMPOBATh IIPEIENbI
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Memooono2uu paspeuienus KOHKPemHuIx npakmu-
YecKux 3a0ay npasa 6 YCl06UsAX HeonpeoeneHHO-
cmu («00JacTh MONYTEHW»), YTO OCOOCHHO aKTy-
aJIbHO B YCIIOBHSIX IIM(PPOBOI SKOHOMUKH.

14. CemaHTHueckass MHTEpIIpPETALNS IIpe-
JIENIOB IpaBa JAEMOHCTPUPYET O02PAHUYEHHOCMb
IKCKNIO3UBHO2O IOPUOUYECKO20 NOZUMUBUIMA U
0eOHMUYECKOU J102UKU, COCPEIOTOYECHHBIX Ha
CHHTaKCHCE, U MOXKET ObITh MCIOJb30BaHA B IO-
CTPOEHUU MOJIETIeH alropuTMU3ALINH TIPaBa.

OO600ImKM TJ1aBHOE M3 BBILIETIEPEUNCIICH-
HOTO JUIsl KOHTEKCTa HacTosimedl pabotbl. He-
CMOTpPS Ha KPUTUKY, KOTOPOU KOHLIETIIUS «Maru-
YEeCKOT0 Kpyray IoJBepraercsi B game studies,
JaK€ HEKOTOPBIM OTKa3 OT ATOM KOHLEIMUWH, B
YCIOBHSIX COBPEMEHHOT0 HMH(OPMAIIMOHHOTO 00-
iecTBa MpodjaemMa KOHKPETHO Ui IOPHCIIPYICH-
UM OCTAETCS] — KaK OMPEAEIUTb T'PaHMIbI 31pa-
BOTO CMBICJIa B TOJKOBaHWU IpaBa? MHBIMU cllo-
BaMH, [TOYEMY C TOUKH 3PEHUS PALMOHATIBLHOM ap-
rymeHTanuu «youiicteo» B YK P® He o3nauaer
«ybuiictso» B MMORPG? HenocraTok u3Becrt-
HOW KOHLIENIIMH «Maruyeckoro Kpyray» 3akKioda-
eTcs B TOM, YTO COTJIACHO TaKOW KOHLEMIIMU KBa-
TUQGHUIMPOBATH KaK «UT'POBBIEY» MM «HEUTPOBBICH
HY>KHO oOmiecTBeHHbIe oTHOmEeHHs. Cormacumcs
C TEM, YTO TAaKOW IOJAXOJ BIOJHE 3aCIIy>KUBaET
kputuku. Ho, mockonbky mpoOiema ocraerc,
HEOOXOMMO HAMETUTh IyTh €€ pa3pelICHHS.
[lepcneKTUBHBIM NpEACTaBIISACTCS cMelieHue ¢o-
KyCca BHHUMAaHUS OT OMHOWEHUN K npeomemy om-
HouteHull. AKIIEHT Ha KBaJU(UKAIMH CaMHUX OT-
HOIICHHH, KaK TOKa3aHO B COLIMOJIOTHYECKUX H
Oecriep-
criektBeH.!” OTHOLIEHUS BCETa CKIAIBIBAKOTCS

KYJIbTYPOJOTHYCCKHUX HCCICIOBAHUMAX,

7 Cm. manp.: Consalvo M. There is No Magic Circle /
Games and Culture. 2009. Vol. 4. Issue 4. P. 408—417.
URL: http://journals.sagepub.com/doi/10.1177/155541
2009343575 (mata obpamenus: 25.12.2018); Zim-

MEXAY «peaJbHbIMU» JIOAbMH, IOITOMY BHPTY-
QJIBHOTO B HUX Mayo. OfHAKO KOHLENIUS CTaHO-
BUTCS OoJiee THOKOM, €Cli KOHTYp «Maru4eckoro
Kpyra» BBIPUCOBBIBA€TCA MO JIMHUM IpeameTa(-
OB) Takux oTHoueHu#. [IpaBaa, nmpu Takom mon-
X0/I€ COMHEHHUIO MOXKET OBbITh IOABEPTHYT YKe
cam MeradopuuecKkuil o0pa3 Kpyra — 3/1€Ch MBI,
ckopee, OyJieM UMETh JIeJI0 ¢ KapTUHKOM, KoTopast
o0pazyeTcs MOCPEICTBOM COSAMHEHUS TOUEK, KaK
B pa3BJIEKATEIbHOM 3aJaHUM, U OHA MOXET IMpe-
CTaBISAITH COOOI BOBCE HE KpPYT, HO JIEJNO 3TO HE
MEHSET.

Kak, omHako, onpenenuTb MpeaMeT OTHO-
LIEHUN, KOTOPBIM MOXKET PEryJIupoBaThCs MPaBOM
(T. e. xoTOpHIN Oyner He abCypAHO BKIIOYATH B
JUCIO3ULIMIO MPAaBOBOM HOpMBI)? B pesynbrare
KPUTHYECKOTO OTOOpa KOHLEMNIMHA, pacKpbhITHE
Iporecca KOTOPOIO YK€ BBIXOAUT 3a paMKu
HacTosimeld paboThl (OTMETHM TOJIBKO, YTO KBa-
TuQUKaIK TpeaMeTa ¢ TOYKU 3PEHHs €r0 «UTrpo-
BOTO» XapakTepa Obla OTBEpPrHyTa 0co0o0, Io-
CKOJIBKY «UI'POBOE» €II€ HE 3HAYUT HE OTHOCSILE-
€csl K MpaBy — IOHATUE «UTPbD» MHOTOTPAaHHO U
caMmo 1o cebe He MCKII0YaeT BO3MOXKHOCTh BTOP-
KEHUS «PEAJbHOr0» IIpaBa Ha TEPPUTOPHUIO
UMEHHO «HI'POBOr0», MOCKOJIBKY «UTPOBOE» MO-
KET B TO YK€ BpPeMs OBITh M «CEPHE3HBIM ), MOXKHO
NpEMIOKUTD craeayrmui noaxon. HarmsagHo on
MOJKET OBITh MOSICHEH Ha MpHMEpe BeCchMa perpe-
36HTaTUBHOIO IIpUMEpa M3 AaKTyaJlbHOW IpaBo-
MIPUMEHUTEIBHON TPAKTUKU.

Kak MUHUMYM OJHMH pa3 ObLIO BBIHECEHO
cyneOHoe pemieHHe 00 OrpaHMYCHHMH JIOCTYyNa K
CalTy NOIYJISIpPHONM (M OBOJIBHO HEBUHHOM) KOM-

merman E. Jerked Around by the Magic Circle —
Clearing the Air Ten Years Later // Gamasutra.

URL: https://www.gamasutra.com/view/feature/13506
3/jerked around by the magic circle .php (mata 00-
pamenus: 25.12.2018).
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NBIOTEpHOW Wrpbl Minecraft, e coaepxancs
«pelenT M3roTOBJICHUS AUHaMHUTa». CaMm perent
ObUI BecbMa YCIIOBHBIM: HCIOJNB3Ysl BEpPCTaK,
HE00X0IMMO cMelIaTh Mopox U necok. Mudopma-
LIUs1 €1Ba JIN COOTBETCTBYET PEAJIbHBIM IIpOLIECCaM
W3TOTOBJICHUS JMHAMHUTA, HO MO (OpMaIbHBIM
OCHOBAHUSIM CYyJ| CU€l, YTO KPUTEPUU 3aIpEILEH-
HOW MH(pOpPMAIMK yIOBJIETBOPEHBI M MOCTAHOBHII
OTPaHMUYUTh PACIPOCTPAHEHHUE JaHHBIX CBeJle-
auii'®, Cam POCKOMHAI30p CUEN TAKOE PEIICHUE
aOCyp/AHBIM M HE cTasl OJIOKMpOBaTh caiit. B on-
HOM M3 MmarepuanoB CMU orpaxkena mo3unus u
pabotHuka PockomHamz3opa: «OnmHaxasl K HaMm
MOCTYNHUJIO PElIeHre CyJa o OJOKUPOBKe caiita ¢
nHpopManueld 00 M3rOTOBJICHUN TUHAMHUTA B WUT-
pe Minecraft. Ha caiite ObLIO CKa3aHO, YTO €CIIH
CMEIATh NIECOK U Yrojlb, TO MOJIYYUTCS AUHAMUT.
W BOT mymaennb, a 4TO C 3TUM CyJIEOHBIM perie-
HUEM JIeJIaTh: HeJb3s )Ke ero MCIOIHATh U OJOKU-
poBatb Minecraft. B WtOore Mbl MOTOBOPUIIH C
IOpUCTaMH M HAlMCAIH B TMPOKYpaTypy, UYTOOBI
OHHU 00paTUJINCh B CYJ] C IPOCHOOI epecMOTPETh
pemenue»!®. TlocraHoBKa TPOOIEMBI TPUMEHHU-
TEJBHO K JAHHOMY MPUMEPY MOXET OBITh CIEeIy-
roueii. C ogHOM CTOPOHBI, KOHKPETHO B paccMar-
pUBaeMOM clly4yae CHpaBeJIUBO Kaxercs abcypa-
HBIM IPUMEHEHHE MPABOBBIX HOPM, HalleJICHHBIX
Ha MPOTUBOJEHCTBUE TEPPOPUCTUUECKON Jesl-

'8 Pemenne 3aBonOyKOBCKOro paiioHHOro cyma Tro-
MeHCKoi obmactu ot 12 wmtons 2016 roma mo Jlemy
Ne 2-662/2016. URL: https://zavodoukovsky--
tum.sudrf.ru/modules.php?name=sud_delo&srv_num=
1&name op=doc&number=25808719&delo_id=1540

005&new=0&text number=1  (mara  oOpateHus:
25.12.2018).

19 PockoMHaa30p TOMpocua He 3ampemars Minecraft
u3-3a peuenta auHamuta, 03 ¢es. 2017 // Nadopma-
uuoHHoe areHTcTBO PBK.

URL: https://www.rbc.ru/technology and media/03/0

2/2017/58946a839a7947¢35f09¢cc7d (mara oOparie-
Hust: 25.12.2018).

TEJNBHOCTH, TOCKOJIBKY TAaKOBOW HET B MPHUPOJE
OoTHOWIEHWH B mpuHIMne. OAHAKO CUTyalus cTa-
HOBHTCS CJIOXKHEE, €CIIM B IpoIiecce MOAETHPOBa-
HUS TUMOTETUYECKUX aJbTEPHATUBHBIX YCIOBUHN
pELenT M3rOTOBJICHUS TUHAMUTA OBLIT OBl «peajb-
HBIM» (T. €. TIO3BOJISIOIIKUM BOCIIPOU3BECTH TpE-
MeT B ACHCTBUTENBHOCTH), @ HE TAKUM, KaK B CITy-
yae ¢ Minecraft. IT0 03HA4aeT, 4yTO caM 1o cebe
¢daxkT ucnonp30BaHUs WHPOPMAIUU B KOMIIBIO-
TEPHOI Urpe, T. €. B paMKaX «UTPOBBIX OTHOIIE-
HUI», HE sBIsAETCS HEOOXOIMMBIM M JOCTaTOY-
HBIM KpHUTEpPHEM JJIsl BBISBICHUS CMBICIOBBIX
npenenoB mpasa. Kak paz Ha 3ToM mpuMmepe 3a-
METHO, 4YTO CMEIIeHHEe BHUMAHHUSA OT CaMHUX OT-
HOIIEHHWH K IPEMETy OTHOIICHUH OyaeT MeTo0-
JIOTHYECKHU 00Jiee MPOTYyKTUBHBIM.

Ho uro He Tak ¢ npeamerom? Jleno B ToM,
4TO cmpykmypa npeomema (anmasuiina, T. €. He
COOTBETCTBYET MPEJICTABICHUSIM O IIEHTPATHHOM
3HaueHun» («core» B TepmuHoioruu I'. Xapra)
JUCIIO3ULIMY IIPABOBOM HOPMBI, OTPaHUYUBAIOLLECH
pacmnpocTtpaneHue mofao0oHou uHdopmaruu. Eciu
Obl CTpyKTypa mpeamera Obiia Obl M30MOp(dHa
(CTpYKTYpHO aJeKBaTHA) LIEHTPAJIbHOMY 3Haue-
HUIO, TO JUCKYCCHUs TIpUHsIIAa Obl MHOE HaIpaBie-
Hue. OfHaKo, KaK MOKa3bIBaeT MPAKTHUKA, CTPYK-
TypHas HEaJeKBaTHOCTh MpeaMeTa cama 1o cebde
elle He SBIAETCS JIOCTAaTOYHBIM KPHUTEPHUEM.
Hanpumep, ncnosnbp3oBaHue 370yMbIIIIJICHHUKOM B
LEJIAX COBEPIICHUSI MPECTYIUICHUSI UTPYIIEYHOTrO
OpYXHUsl, IOXOXKEro Ha HACTOsAIIEe, BICYET BIIOJIHE
peanbHBIE TpaBOBBbIE MoOciencTBUs. Hampumep,
yacTtb 4 IlocranoBnenus Ilnenyma BepxoBHoro
Cyma P® or 15.1.2007 Ne 45 ykassiBaer, 4TO
«MPUMEHEHUE B XOJE COBEPLICHHS XYyJIUTaHCTBA
HE3apsHKEHHOTO, HEHUCIPABHOTO, HEMPUTOTHOTO
OpyXHus (Hampumep, yaeOHOro) ITubo JeKopaTHB-
HOT'O, CYBEHUPHOT'O OPYXKHUS, OPYXKHUSI-UTPYIIKU U
T. II. ITa€T OCHOBAaHHUE JUI KBATU(UKALUU COJIESH-
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HOTO 10 NMyHKTy “a” wactu 1 crareu 213 VK PO
(“‘...c IpUMEHEHNEM OPY’KUS WIN NPEAMETOB, UC-
NOJBb3yEMBIX B KauecTBe opykus” — B. A )»*. B
4eM K€ BCe-TaKH elle AeI0?

Haubonee mepcnexkTuBHOU s pa3paboT-
KHA BTOPOTO HEOOXOJMMOT'O KPUTEPHUSI CMBICTIOBBIX
Npe/IeNioB NMpaBa KakK MOHSATHS, UMEIOLIEr0 B Kaye-
CTBE OTIPaBHBIX TOYEK MI'POBOI KOHTEKCT M KOH-
HEIMIUI0 «Maru4ecKoro Kpyra», MpeicTaBIIseTCs
MaJio pa3paboTaHHOE WMEHHO Ui IOPHCIIPYICH-
UM TIPEICTaBICHUE 00 0000WEeHHbIX CUMBOIUYE-
(«generalized  symbolic
media») T. IlapcoHca M TOCIEIYIONIMX aBTOPOB,

CKUx nocpedHuKax

Pa3BUBABIIMX U MHTEPHPETHUPOBABIIUX €TO UICH.
bpuranckuil u aBcTpanmiickuii couuosior bpaiian
Crannu Tepnep (poa. 1945) B npeaucioBun K HO-
BoMy u3nanuio kHuru T. [lapconca «CouunanbHas
cucreMa»?!, mpeacTaBiAOIEM CO0OM, MO CyTH,
CaMOCTOSITENILHYIO HAYYHYIO pa0boTy, TaK PacCKpbI-
BA€T OCHOBHOE COJEPYKAHUE MHTEPECYIOLIEro Hac
nonxona: «Bropas gopma, B KOTOpoil SKOHOMUKA
noBnusiia Ha uaen [lapcoHca, OblIa MOAETBIO CO-
uanbHOro obMeHa B oOmieM. 3amadeil 0OBIYHOMN
SKOHOMHUKH CIpOca M MPEATIOKEHUs OBLIO J0-
CTUYb MOHUMAaHUSI TPUPOABl MAKCUMHU3ZUPYIOILIErO
MOBEJCHUS B OOMEHE TOBapaMH MEXIy WHJIWUBH-
JaMH Ha phIHKE. Takue OTHOIIEHUS OOMEHa, Kak
MPaBUJIO, PEATTU3YIOTCS HE MOCPEACTBOM MaTepH-
abHOTO OOMEHAa TOBapamH, HO CHUMBOJIMYECKH,
MOCPEJICTBOM JICHET KakK CpelCcTBa (WM “Tiocpea-
Huka” — “medium” — B. 4.) obmena. Kanuranucr
MOKyMaeT padouyro CHIly, HEe TPEIOCTaBIsis pa-

2% MTocranosnenue Inenyma Bepxosroro Cyna P® or
15.11.2007 Ne 45 «O cyneOHOI MpaKTUKE IO YrONOB-
HBIM JIeJlaM O XYJIMTaHCTBE M WHBIX IMPECTYIUICHUSIX,
COBEPLICHHBIX M3 XYJIUTAaHCKUX NOOyxkIeHui». Jo-
CTyI H3 CHpaB.-paBoBol cuctembl «KOHCYIbTaHT-
[Trocy» (mata obpamenus: 25.12.2018).

2l Cwm.: Parsons T. The Social System. London:
Routledge, 1991. 404 p.

OOTHMKY HEMOCPEACTBEHHO CpEICTBa K Cylle-
CTBOBaHMIO (OJCXKAYy M €1Iy), a IOCPEICTBOM
omaTtel B BUjE AcHer. OIHAKO JAEHbIU CaMH I10
ceOe SIBISIOTCS JIMIIb CUMBOJIOM ILIEHHOCTH, TO-
CKOJIbKY B HPUHIUIIE PAOOTHUKY MOXHO OBLIO ObI
3aIJIaTUTh MTOCPEACTBOM ILIEHHBIX PAaKOBUH, I10Y-
TOBBIX MapoK, Y€Ka WJIM MHBIX CUMBOJIOB (B OpH-
rUHalle — TOKEHOB, “‘tokens” — BO3MOXHOCTH H
OyKBaJIbHOH  TpaHCIUTEpAallMd MOXKET  OBITh
OIpaB/iaHa yCTOSIBIIUMCS ceiiuac KOHTEKCTOM 00-
CYKIECHMSI KPUNTOBAIIOT U PACIpPEAEICHHBIX pe-
€CTPOB, TJIe 3TOT TEPMHUH UCIOJIb3YeTCs] OyKBalb-
HO B TOM € cMmbiciie — B. 4.)... Ilapconc pac-
CMaTpHBaJl IEHBI'M KaK 00O0OIEHHBIH CUMBOJ 00-
ME€Ha M, TI0 aHAJIOTHH, YTBEp)KIaJl, 4TO B 0OIIe-
CTBE €CTh U HEKOTOPBIE IPyTrue MoJ00HbIE CUMBO-
Jbl. B yacTHOCTH, OH IPUHMMAI B3I, COTJIAaCHO
KOTOPOMY BJIACTh, BIMSHHUE U 00s3aTEILCTBO (B
opuruHaie — “commitment” — B. 4.) Taxxe mnpen-
CTaBISIOT COOOM Haxozsmuecss B 000poTe cpel-
cTBa 0OMEHa, MO3BOJISIOIIUM COIHMABHBIM aKTO-
paM JIOCTUraTh kKeJaeMbIX Lened. JJaHHele cpen-
cTBa OOMEHa COOTHOCSTCS C MOJETBIO UYETBIPEX
noncucreM Ilapconca. Jlensru — cpeactso oome-
Ha MEXJIy AaNallTUBHOW MW IPUTPAHUYHBIMU €U
MMOJICUCTEMAMH; BJIACTb — 3TO OOOOIIEHHBIH IIO-
CPEIHUK MOJUTUYECKON TMOJCUCTEMBI; BIHUSIHUE —
WHTErPATUBHOM, a 0053aTENLCTBO — JIATEHTHOM» 2.

Crnenyromuil mar B MHTEPIPETALMU TOA-
xona T. IlapcoHca mpencraBieH B COBPEMEHHOU
MIOJINTUYECKOW HayKe. YIa4yHbIM JUIsi METOAOJIO-
T'MM HACTOSIIEH pabOThl MPEICTaBISETCS MOJIXO,
OTpa)KEHHBIH aBTOPCKUM KOJUIEKTUBOM y4yeOHHUKa
MI'UMO

A. 1O. MenbBunsi, HCHONB3YIOWET0 KOHLEMLIHUIO

IIOJIUTOJIOTUHN IoJ PYKOBOACTBOM

T. ITapcoHca mis paspellieHuss aHTUHOMUU MEXIY

22 Turner B. S. Preface to the New Edition // Par-
sons T. The Social System. London: Routledge, 1991.
P. 19.
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MOIXOJaMH K ONPEIEIICHUIO NTPUPOABI MOJUTHYE-
CKOW BJIACTH, KOTOpPbIE MCXOAAT JIMOO W3 KIIOue-
BoM pomu npunyxzaeHus (Ilmaron, Apucrorens,
T.T006c¢, I'. I'erens u np.) unm, B KpaitHeit dop-
Me, HaCHJIHs, JIMOO W3 OJHOCTOPOHHEro MOHUMa-
HUS BJIACTH KaK MCKIIOYMTEIBHO KOMMYHUKATHB-
Horo deromena (T. Bomn)?*. ABTOpBI IpeaIaraioT
HalTH KOMIIDOMHUCC B IIPEJICTABICHHUU BIJIACTU
«KaK CBSI3bIBAIOIIETO JCWCTBUS M 0053aTENIbCTBA
JI0JeH MOCPEeAHNKA, KOTOPBIA MOXKET IIPEACTaB-
JIATH €€ B pasHoM BHae»>*. OTMETHM, YTO TEPMUH
«TIOCPETHUK» 3/1€Ch HCIIONB3YETCd B TOM IKE
CMBICIIE, YTO U «CPEJICTBO OOMEHa» WMJIH Jaxe, ec-
o oOpamarbcss K COBPEMEHHOMY KOHTEKCTY
KOMMYHUKAIIUH JIMIIb ¢ HEKOTOPOH aoneit oOpas-
HOCTH, «TOKE€H». Kak yKa3plBarOT aBTOpBI, HaTy-
panpHBIA OOMEH OTpa)kaeT IMepBOHAYana IKOHO-
MUYECKUX OTHOIIEHWH, a HAacWIME — IOJUTHYE-
ckux. Ho monutuueckas [mon-|cucrema, Kak u
HKOHOMMUECKas, HYXJIAeTcsi B CTAOMIBLHOCTH W
YCTOWYMBOCTH, a 3HAYUT, €l TpeOyeTcs CBOM
00OOIIEHHBI CHMBOJI, OH €, COOCTBEHHO, H
cpeactBo oomeHa. [logo6HO TOMy Kak B 3KOHO-
MHUKE TaKUM 0OOOIEHHBIM CUMBOJIOM CTAHOBUTCS
YHUBEPCAIBHBIN TOBap (B TOM 4YHCIIE 30J10TO), B
MIOJINTUKE €r0 MECTO 3aHMMAET «MOHOIIOJUS JIie-
TUTUMHOTO (PU3MYECKOTO HACHIIUS) B TEPMHUHOJIO-
run M. BeGepa.

JlocTarouHo yOeTUTEeTbHO aBTOPHI pac-
CMaTpUBAEMOM MHTEPIIPETALNUU MOSICHSAIOT Pa3BU-
THEe npencraBieHHord aHaimoruu 1. Ilapconca:
«Bnacts, o IlapcoHCy, MOHMMaETCs Kak aHajo-
TUYHBIA JIEHbI'aM CHMBOJMYECKHN MOCPEIHUK,
LUPKYJIUPYIOIIUA BHYTPU ITOJIMTUYECKOU CHUCTE-

2 TMomuronorus: yueb. / A. FO. Mensuns [u ap.]. M.:
MOCKOBCKHH TOCYAapCTBEHHBI WHCTUTYT MEXKIyHa-
ponubix ortHoueHuit (Yuusepcuter) MU/ Poccun,
TK Ben6wu, U3n-so Ipocnekr, 2008. C. 75-76.

* Tam xe. C. 76-77.

MBI, HO CITOCOOHBIN IepeMenaTbCcst OTTy1a BO BCe
TpU cocefHHEe (PYHKUMOHAIbHbIE CyOCHCTEMBI
o0riecTBa — SKOHOMHYECKYIO (“Konsepmupysicv”
(BbLACTIEHO MHOI0O — B. A.) B Te camble JEHBIH),
MHTETPATUBHYIO  (COBOKYITHOCTb

OOIIHOCTEH C MOCPEIHWKOM B BHJIE BIUSHUS) U

COIIMaJIbHBIX

CTPOETIOICP)KUBAIOIIYI0  (KYJIBTypHYIO C TIO-
CpPeIHUKOM B BHJAE ILIeHHOCTeH). Tem caMbiM
BJIACTh OCMBICJIMBAETCS KaK CIIOCOOHOCTH olecrie-
YHBATh BHITIOJHEHUE CBS3BIBAIOIINX 0053aTEIHCTB
JJIEMEHTAMHU TOJUTUYECKONH CHUCTEMBI, KOTJa 3TH
00s13aTeIbCTBA TPU3HAHBI COOTBETCTBYIOLIUMH
KOJUIEKTUBHBIM IIeJISIM, a Ha CIIy4ail HEOBHUHOBE-
HUS KOro Obl TO HU OBUIO MPETyCMOTPEHO IpH-
HyXJIeHue. B COOTBETCTBUM C oOmpeaesieHneM
[TapcoHca cnenatb BO3MOXHBIM HCIIONHEHUE HE-
KOEro JKeNaHusl Jake Yrpo30d MPEeBOCXOSIIeH
CHJIBI HE O3Ha4yaeT HCIOJb30BaTh BiacTh. Cro-
COOHOCTh JTOOMTHCS TOCIYyIIAHHUs, YTOOBI ee
Ha3BaTh BJIACTHIO, JOJDKHA OBITH OOOOIIEHHOH, a
HE OJHOM JHIIb (QYHKIMEH KaKOoro-mubo eInHUY-
HOro BO31eHCTBHA»>. I10100HO TOMY Kak B JKO-
HOMHMYECKON MOJCHCTEME TMOCTENEHHO M IMO3Tall-
HO TIPOM3OIIEN MEPeXoa OT 0ObIYHOro Oaprepa K
CIIO)KHBIM (DHHAHCOBBIM B3aMMOJICHCTBHSIM, a0-
CTparupoOBaHHBIM OT TAKOBOT'O, HO TEOPETUYCCKHU
peayupyeMbIM K HEMY K€, TaK U B IOJHUTHYC-
CKOM TOJCHCTEME OT Pa30BBIX CIy4yaeB MPHMEHE-
HUS HACWIIUSl 4Yepe3 CO3JaHHE OPraHW30BaHHBIX
WHCTPYMEHTOB MPUHYKICHUS MMPOUCXOTUT Tepe-
XOJI K CITOKHOM CHCTEME B3aUMOJICHCTBHUS, BOCXO-
TSIl K JCTUTUMAINKM B He TpeOyrolle, mo 00-
meMy MpaBUly, PEAyLUPOBAHUS BO3JCHCTBUS K
Hacunuio. bonee moapoOHBI M COBpEeMEHHBIN
B3TJIsA] HA 00OOIICHHBIE CUMBOINYECKHE TIOCPE/I-
HUKHA M COOTBETCTBYIOIIUE UM BHEIIHUE pedepeH-
Tbl  LEHHOCTEU

npeacTaBieH B paborax

25 Tam xe. C. 77.
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C. A6pytuna®l, omHako I Lenel JaHHOM Iy6-
JHMKALUN OTPAaHUYMMCS TPUHIUITHATBHBIM U3J10-
»eHueM ocHoB 110 T. ITapconcy.

B koHTekcre Hacrosieil paboThl, TaKUM
o0pazoM, OYEBUIHO, UYTO JEHBIU («pEaTbHBICY
WM «(pHUaTHBIE») HE CIIy4ailHO BBICTYIWIIM TJIaB-
HBIM «3aITyCKaIOIINM 3JIEMEHTOM» JJISl AUCKYCCU
O BO3MOXKHOH CTEIeHH BMEIIATeNbCTBA MpPaBa B
OOIIECTBEHHBIE OTHOIICHUS, CKJIA/IbIBAIOIINECS B
BUPTYaJIbHBIX MHpaxX U MHOTOIOJIb30BATEILCKUX
OHJIaWH-Urpax. J[eHbI'M — 3TO MU €CThb KJaccude-
CKHUIl IpuMep 0000IIEHHOTO CUMBOJIUYECKOTO TO-
cpennuka. IloaToMy HEyIMBUTENFHO HHTYUTUB-
HOE OUIYIIEHHE TOT0, YTO B TEX CIyyasX, KOrja B
«BHUPTYAJIbHBIE» OTHOILICHHUS BTOPralOTCs OTHO-
IICHHUS, MPEIMETOM KOTOPBIX SBIISIOTCS «peajb-
HBIe» JEHBI'H, NPUMEHEHHE IIpaBa BO3MOXHO,
Be/Ib JICHBI'M CaMH 1O cebe MpeCTaBIsAIOT cOO0H
0000IIIeHHBI CUMBOJIMYECKUN MMOCPEIHUK, a 3HA-
YHUT, CUTyalUs B COLMOJIOIMYECKOM M TENepb B
IOPUJINYECKOM CMBICIIE BIOJHE cepbe3Ha. OHaKo
ecTb U Jipyrue o0OOIIEeHHBIE CUMBOJIUYECKUE TIO-
CPEIHUKH, COOTBETCTBYIOIIME CBOUM COLMAIIb-
HBIM TIOZICUCTEMaM, KaKk MHHUMYM BJIaCTh U BITH-
sauue. Takxe, moiaraeM, 10CTaTOYHO SICHO, YTO B
peanbHON COIMaNbHOW KOMMYHMKAILIUH, MOJIO00HO
TOMY KakK JEHBI'M BBIPAXAIOTCS B OIpeENeIEHHON
dopme (pusndeckue OOBEKTHI: MOHETBI, OAHKHO-
THI ¥ T. 1. — WK UH(OPMAIHSL: CBEIEHUS O COCTO-
SIHUM OaHKOBCKOTO CYEeTa, JICKTPOHHOTO KOIIEb-
Ka M T.II.), XOTd UX 3HAUYE€HUE MPHU ATOM CHUMBO-
JUYHO, W JApYrue OO0OOIIECHHbIE CHUMBOJIMYECKHE
MOCPETHUKH, JJISI TOTO YTOOBI OBITH COOOUeHHbI-
MU VI BbIPAXNCEHHbIMU, HYXKIAIOTCS B KaKOH-
m6o ¢opme. B ycioBusx coBpeMeHHONH HHGOP-

26 Cwm. mamp.: Abrutyn S. Money, Love, and Sacred-
ness: Generalised Symbolic Media and the Production
of Instrumental, Affectual, and Moral Reality // Czech
Sociological Review. 2015. Vol. 51. Ne 3. P. 445-471.

MAaIMOHHOW KYJBTYpBl M B CBETE 3aJlau HUCCIIEO0-
BaHUS, YaCTHYHO PACKPHIBAEMOI0 B HACTOSIIEH
paborte, 3T0, mpexae Bcero, HHGopManus B Q-
poBoM Bujae. M momoOHO TOMY Kak JEHBIH B
CMBICIIE 00O0OIIEHHOTO0 CUMBOJIHYECKOTO MOCpe-
HUKAa MOTYT NPHHHMAaTh CaMbIi pa3HOOOpa3HBIN
BUJ] — HE 0053aTEIbHO JISTUTUMUPOBAHHBIX MOHET
U OaHKHOT, HO ¥ BBIPAXKEHHBIX B CBOOOJHBIX
(hopMyIIHPOBKAX TOTOBOPA 00S3aTENLCTB, — TOYHO
TaK e BJIACTh M, HAIIPUMED, BIHUSIHUE MOTYT OBbITH
BBIPA)KEHBI B COBEPILICHHO KOHKPETHOM IpEIMETe
OTHOIIEHUNM — CKa)XXeM, B CaTUPUYECKOM KapuKa-
Type. W3 Bcero atoro cremyer, 4To He KaXJbIid
TaKoOM mpeaMer, 0ObeKT WM (hopMa UMEIOT «Ba-
JIOTHYIO IIEHHOCTbY.

Taxkum 00pa3om, MpeaMeThl OTHOIIECHUH, a
HE CaMM OTHOILEHHUS MOTYT UMETh WM HE UMETh
«BAJIIOTHYIO IICHHOCTB», TO €CTh MpPEICTABIAThH
co00ii crioco® BeIpakeHHsI 00OOIIIEHHOTO CHMBO-
JMYECKOro mnocpenHuka. Ecmu mpenmer umeer
«BAJIIOTHYIO LIEHHOCTBY», TO OH JIOJDKEH paccMar-
pHUBaTbCA KaK «CEphE3HBI», a €ClIM HeT — TO Kak
«HECEepBhEe3HBIi». DTO MpenonpenenseT OAWH U3
JIBYX KPUTEPHUEB CMBICIIOBBIX MpEAEIOB mpaBa. B
Cllyyae €Clii MPEeaMET «HECephEe3HbIN», T. €. OH He
BBIPA)KAET HU JICHBTH, HU BJIACTh, HU BIUSHUE, HU
WHBIE BO3MOXKHbIE CHMBOJHMYECKHE IMOCPEIHUKH,
UHTEPIPETUPYS]  COOTBETCTBYIOIIME IPAaBOBBIC
HOPMBI, MBI C HEOOXOJIUMOCTBIO BXOIHM B «00-
JacTh TOJYTEHW», a €CIU MPH ITOM CTPYKTYpa
npenMera sBiseTcs (aHTa3HMHOW, TO MBI JIBH-
KeMmcs Jajbllie M, repecekas «o01acTh MoiyTe-
HU», CTAIKUBaeMCsl ¢ adCypioM, Tie IpUMEHEHHE
IpaBa HEBO3MOXKHO, IOCKOJBKY 3TO HMPOTHBOpE-
YUT 3paBOMY CMBICITY, pa3pylIaeT (COLUAIbHYIO)
MPAaBOBYIO PEAJbHOCTh U HApyIaeT MpaBUia S3bI-
KOBOM UTPBI TIOJ] HA3BAHUEM «IIPABOY.

«Tect» Ha coUMANBHYIO BATIOTHYIO LIEH-
HOCTB COCTOUT M3 JIBYX 00s13aTEIbHBIX AIIEMEHTOB,
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NPUMEHSEMBIX  TIOCJIEOBaTENIbHO. Bo-NepBhIX,
3TO HAJIMYME Yy TMpeIMeTa KOMMYHHUKATHBHOI'O
3HA4YEHHUs, ONPEAETIEMOr0 KOHTEKCTOM COLMAb-
HOT'O B3aMMOJEHCTBUs. BO-BTOpBIX, 3TO KOHBED-
TUPYEMOCTh JAHHOTO KOMMYHHKAaTHBHOTO 3Haye-
HUS B TMPOM3BOJBHBIN 00O0OIIEHHBIN CHMBOINYE-
CKHM MocpeaHuK. B TeopeTndeckoil coluonoruu
U IOJINTUYECKON HAayKe C JOCTaTOYHOU SICHOCTBIO
pa3paboTaHbl JUIIb JIBA TAKUX CHMBOJHYECKHX
MOCpPEeTHUKA — ATO JCHBIM U TOJUTHYECKAs
BiacTh. OCTabHbIE HECKOJIBKO TYMaHHBI, HO 3TO
HE MMEeT NMPUHLIUIHNAIBLHOTO 3HAUYeHUs Ui pabo-
TOCIIOCOOHOCTH HaHHOTO TecTa. COOCTBEHHO, HE-
00s13aTeNbHO JTaKe KBATU(HUIHUPOBATH MCXOIHBIN
npeaMeT OOIIECTBEHHOTO OTHOILEHHS C TOYKHU
3peHusl OMpeAeNeHHOro BHIa O00OOIIECHHBIX CHUM-
BOJINYECKUX TMOCPEITHUKOB, JOCTATOUYHO IOKA3aTh
ero KoHBepTupyemoctb. Eciu, Hanpumep, BbICKa-
3bIBaHHME, COJEpIKalleecs B HIPOBOM dHaTe, II0
CBOMM OOBEKTHUBHBIM KaueCTBaM COOTBETCTBYET
IpU3HAKaM TPaKIaHCKO-TIPaBOBOM odepTsl (Mim
npomo-oQpepThl, C yU4ETOM TUCKYCCHOHHOCTH BO-
poca O BO3MOXKHOCTHU 3aKJIIOUEHUS C/EJIOK, CBA-
3aHHBIX C BUPTYAIbHBIM MMYILIECTBOM?’), TO CO-

2T «[Ipomo» (a He «K6a3u», HAIPHMEP) — TIOCKOJIBKY

Takoe COOOIICHHE MOXKET WM HE MOXKET SBISTHCS
oepToif ¢ TOUKM 3peHHS YAaCTHBIX OTPACIEBBIX MOJ-
XOJIOB TpakJaHCKOro MpaBa. Tak, MoJIb30BaTeNIbCKUE
COIVIAIEHHs, KaK IPaBUJIO, 3alpeliaroT IOoJb30BaTe-
JSIM y4acTBOBaTb B 00OpOTE BUPTYaIbHOTO HMYIIe-
CTBa 3a peanbHble JeHbIH. OFHAKO 3Ta MO3UIUSA HE
OJIHO3HAYHA, IOCKOJIBbKY TakKWe CIy4ad B3auMOJEH-
CTBHUS TIOJIB30BATENIEH MOTYT paccMaTpUBaThCA Kak
MPUMEPHl  TOTOBOPOB BO3ME3JIHOTO OKAa3aHUSA YCIyT
(o coBepIIEHHUIO OCUCTBHHA B OTHOIIEHHH HH(OpMa-
LUOHHOM CHCTEMBI — HUIPBI), KOTOPbIC, BEPOSTHO, B
CBOIO OY€peqb MOTYT paccMaTpUBaThCs KaKk Haxo[s-
myecs 3a ImpejesiaMid BO3MOYKHOW FOPHUCIUKIINN TIOJIb-
30BaTeNbCKUX coriameHnii. CoOTBETCTBYIOIUE IIO-
JIOKEHUSI TaKUX COTJIAIICHUH MOTYT B MOJOOHBIX CH-
TyalusiX paccMaTpUBaTbCs KaK OrpaHUYMBAIOIINE
TPaXIaHCKYI0 MPaBOCIOCOOHOCTh MOJB30BATENECH H

JiepKaHUE TAaKOT'O BBICKA3bIBAHMS WJIM CAMO TaKOE
BBICKA3bIBAHUE MOXET paccMaTpUBaThCA Kak
npeaMeT OOIIeCTBEHHBIX OTHOIICHUH, KOTOPBIN
UMEeT KOMMYHHUKATHBHOE 3HAa4€HHME, COOTHOCH-
MO€ ¢ O0OOIIEHHBIM CUMBOJIUYECKUM ITOCPEIHHU-
KOM.

He menee sicHO Tenepp Ipu TaKOM MOIXO-
7i€ BUJIUTCS] CUTYyallsl ¢ UHBIMU CUMBOJIMYECKUMU
MIOCPEHUKAMH, HE TAaKUMHU «IPSIMOJIMHEUHBIMUY,
KaK J€HbI'H, HAIIPUMED C NOJUTHYECKOHN BIIACTHIO.
Bricka3blBaHHE, KOTOPOE COJEPKUT INPHU3BIB
y4acTBOBaTh B HECAHKLMOHHUPOBAHHOM MHTHUHIE,
Ja)Ke €CJIM OHO COJAEPIKUTCS B UTPOBOM 4are, pas-
pBIBaCT «MaruyecKuil Kpyr» 1o nepBoMy U3 KpH-
TEPUEB — CEPHbE3HOCTH NPEAMETA — UMEHHO I10TO-
My, 4TO OHO MMEET COLMAIBHYIO BAIIOTHYIO LICH-
HOCTb. bosiee TOHKMI IpuMmep B paccMaTrpuBac-
MOM KOHTEKCTE, OJJHAKO, MPEANOoIaraeT Takoe Bbl-
CKa3bIBaHHE, KOTOPOE caMO MO cebe HEe OTChUIAeT
K OYEBUIHOMY — JIEHbI'aM WJIM MUTHUHTY, a Mpea-
CTaBIsieT co0OW MmpuMep 4yero-audo MeHee SIBHO-
ro. BeposATHO, XOpOILIUM IIPUMEPOM 31ECH MOKET
MIOCILYKUTh 6auAHue. Tak, B UTPOBOM 4aTe MOKET
IIPOU30MTH KOMMYHHUKALIMS, MpPEeArnosararomnas
CO3JJaHUE HWHCTUTYyTa BUPTYaJIbHOM COLMAIBHON
peaIbHOCTH, HampuMmep KiaHa win runpauu. C

TOYKHU 3pPCHUA TGOpGTH‘IGCKOﬁ COIMOJIOTHH 3TOT

MOTOMY HHUYTOXKHBIC. TeM He MeHee Ui HacTOSIIEro
WCCIICIOBAHUS BaXKHO HE 3TO, a TO, YTO caM (paKT ro-
JOOHOTO PacCyXJCHHS O3HA4YaeT MPUMEHEHHE K yKa-
3aHHBIM OTHOIICHHUSM TIpaBa, MOCKOJIBKY HMCXOIHOE
BBICKa3bIBaHHUE HMMEET JCHBI'H (OOOOIICHHBIH CHMBO-
JIUYECKUI TIOCPEIHUK) B KadecTBe pedepenta. [loaro-
My pa3pelicHHe CUTYallMl YaCTHBIMA MHCTPYMEHTaMH
TPaXJTaHCKOTO IpaBa — 3TO MPeAMET COOCTBEHHO
IOPUIMYECKON apryMeHTaIuu, 1 o0pamarbcs K HUM B
WUTPOBOM KOHTEKCTE yXke HE aOCypJHO UMEHHO B CHITY
«BATIOTHOW TEHHOCTH» TPEIMETa PacCMaTPUBAEMBIX
OTHOIIICHUH, KOTOpas B JIAaHHOM CJIy4ae MPsSIMO OTHO-
CUTCS K JICHbraM Kak K OOOOIIEHHOMY CHMBOJIMYEC-
CKOMY TIOCPEIHUKY.
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cilyyail mpencTaBisieT co00i UMEHHO NMPHUMEp HUC-
II0JIb30BAHMSI BIMSHUS KaK YacTH COLMAIBHOIO
Kanurtaina opraHusaropa(-oB). IloreHuumansHO
BIMSIHUE JIHJIEpa XOpOIIO (HYyHKIMOHHPYIOIIETO
UTPOBOT0O KJIaHA MOXET OBITh KOHBEPTUPOBAHO U
B JICHBI'M (HampuMep, Ha MoiepKaHue (PyHKINO-
HUPOBAaHHUS KJIaHA B KayeCTBE KOMIIEHCALIUU BpeE-
MEHHU WM pacxo/i0B OpraHU3aTopa), U B MOJIUTH-
YECKYI0 BJIACTh (HAllpUMeEp, €CIu JUAEp KiaHa
Oy/leT HCHOJb30BaTh CBOE BIHUSHHE MJS TOTO,
4YTOOBI WIEHB! KJIaHA MPUHSIN Y4acTHEe B KaKOW-
7100 MOJIUTHYECKON eI TETHHOCTH).
[IpumeHeHne npaBa B TaKUX ClIydasx yiKe
He OyJeT MCKIIOUUTENBHO aOCypAHBIM, KaK 3TO
NpoOu301UI0 Obl B CIy4yae COBEPILEHHS PsI0BOU
«CHENKH KYIUIM-TIPOJaXW» BUPTYAIbHOIO HMY-

LIECTBA M0 MpaBUiIaM | (UJIU) C UCTIOJIb30BAHUEM

MEXaHUKHM UIPBI JUIsl yIOBIETBOPEHUSI BHYTPUUT-
POBBIX TMOTpeOHOCTEH MepcoHaka Urphl. B mo-
TOOHBIX CHUTyalMsIX HEOOXOIUMO YYUTHIBATH WU
BTOpPOW KpHUTEpHi — (DaHTa3UIHOCTH CTPYKTYpPHI
npeaMeTa, 0 KOTOPOM TOBOPUTCS B HACTOSILEH
pabore. Eciam 3TOT KpuTepuil yHOBIETBOpEH W
CTpyKTypa (paHTazuiiHa, TO HEOOXOAMM IPOLECC
B3BEIIMBAHUS IICHHOCTEH JHMOO aHaJOrHYHbIC
JNEUCTBUS U1 OLEHKH BO3MOKHOCTH IIPUMEHEHUS
peaJIbHOTO IpaBa K TaKOrO poJa OTHOIICHMSIM.
Ecmu xe mpenmer, Oynydd cepbe3HBIM, €IIEe U
CTPYKTYPHO aJIeKBaT€H, a He (paHTa3ueH, MpPaBoO
MOJKET MPUMEHATHCS 0€3 OCYILIECTBICHHS MHTEN-
JEKTYaJIbHBIX IIPOLECCOB B3BELIMBAHUS LIEHHO-
CTeH — Toraa 3To OyNeT KIaCCUYeCKUi, OOBITHBII
clly4ail IPUMEHEHMSI 1IPaBa, MOJHOCTBIO COOTBET-
CTBYIOILLUHN ITPEACTABICHUAM O 3PABOM CMBICIIE.
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Hucmumym gunocopuu u npaga Ypanvckozo omodenenus Poccuiickoti Axademuu Hayx (VpO PAH), Examepun6ype,|Poccus
Hayunwiii compyonux cexmopa ucmopuu u ¢unocogpuu u Hayku
Cmapwuii npenodagamens xagedpul gpunocoguu
Kanouoam gunocoghckux nayx

Institute of Philosophy and Law Ural Branch of the Russian Academy of Sciences, Ekaterinburg, Russia
Researcher, Senior Lecturer of the Philosophy Department
Ph.D. in Philosophy
0bol2007@mail.ru

ECJIM «MUP — 9TO KOMIIBIOTEPHAS UT'PA», KAK B HET'O UT'PATB?

B mpocTtpaHcTBE COBpEMEHHOU KyNbTYypbl BH-
7Ie0 / KOMIIBIOTEpPHAsI UTPa BBICTYNAeT HACTOJNBKO 3Ha-
YUMBIM SIBIEHHMEM, YTO HEPEAKO OKa3bIBacTCs TIJIaB-
HBIM T'epoeM MeTapHu3MUecKHX HappaTHBOB. B pabote
paccMoTpeHa Mertadopa «MHUpP €CTb KOMITBIOTEpHAs
Urpay», KOTopas ONMpaeTcs Ha UAEH NMOCTTYMAaHHU3Ma, a
TaKkKe COBpeMEHHOW ¢uinocopun co3HaHUs. ABTOP
CTaBUT BONPOC 00 OHTOJOTHYECKOM, aHTPOIOJIOTHYe-
CKOM U KyJIbTYPOT€HHOM MOTEHIHANEe 3TO MeTa(opsl.
[TokasbiBaercs, uTo Metadopa 0 MHUpe KaKk BHPTyalb-
HOW CHUMYJISIMH W/MIIM KOMIIBIOTEPHOU UTpe B OO0Ib-
LIMHCTBE CIy4aeB «paboTaeTy JIMIIb B peKUME OOHOB-
JICHHOW HJieu 0 «Mupe-MammuHey. [Ipemiararorcs KoH-
HEeNTyaJbHbIE YCIOBHS, PH KOTOPBIX MeTadopa O MU-
pe Kak KOMIIBIOTEPHOW HIpe 00peTaeT NeHCTBUTEIBHO
HOBBII CMBICIIOOOpasytomuii noteHnuan. OH CBs3aH,
BO-TIEPBBIX, C OHTOJIOTMYECKUMH HJIESIMH O KOHTHH-
TEHTHOCTH, PACCMOTPEHHBIMHM B aHTPOINOJIOTUYECKOM
U 3K3UCTEHLUAIBHOM paKypce; BO-BTOPBIX, 3TOT IO-
TEHIIMAaJ OCYIIECTBIsieTCsl Onarogapsi BBIXOAY Ha Iie-
penHUH IJIaH aHaldu3a caMOM MTPOBOM NpakTUKH. Ta-
KM 00pa3oM, OCHOBHOW 3afadell MccleJOBaHUS BbI-
CTymaeT He OOHapy)KeHHE apryMEHTOB WM KOHTpap-
TYMEHTOB 1O OTHOILCHHIO K MeTaM3H4YecKOH KOH-
LENIUN 0 «MUPE-CUMYJISLUI», & JEMOHCTpAlusi TeX
CJIEZICTBHM, KOTOPBIE IPOSABISAIOTCS, €CIIM HHTEPIIPETa-
st MeTadopbl «MUP — KOMIIBIOTEpHAs Urpa» He mpe-
HeOperaeT OMBITOM UTPOKA.

KaroueBblie ciioBa: Metadusnyeckas merado-
pa, KOMIBIOTEpHAs Wrpa, BUPTyalbHas CHUMYJIILUS,
reiiMep, KOHTHHTEHTHOCTb, BUPTYO3HOCTh, MOCTTyMa-
HU3M, puiocopus co3HaHUS.

IF “THE WORLD IS A COMPUTER
GAME”, THEN HOW TO PLAY IT?

In the space of modern culture, video / com-
puter game is such a significant phenomenon that it
often turns out to be the main hero of metaphysical
narratives. The paper deals with the metaphor “the
world is a computer game”, which is formed by the
ideas of post-humanism, as well as the modern philos-
ophy of consciousness. The author raises the question
of the ontological, anthropological and cultural poten-
tial of this metaphor. It is shown that the metaphor of
the world as a virtual simulation and / or computer
game in most cases “works” only in the mode of the
updated idea of “the world — the machine”. Conceptual
conditions are proposed under which the metaphor
about the world as a computer game acquires a truly
new meaning-making potential. It is associated, firstly,
with ontological ideas about contingency, considered
in the anthropological and existential perspective; sec-
ondly, this potential is realized due to the coming to
the forefront of the analysis of the game practice itself.
Thus, the main task of the research is not arguments or
counterarguments in relation to the metaphysical con-
cept of “world — simulation”, but a demonstration of
the consequences that occur if the interpretation of the
“world is a computer game” metaphor does not neglect
the player’s (gamer’s) experience.

Key words: metaphysical metaphor, computer
game, virtual simulation, gamer, contingency, virtuos-
ity, posthumanism, philosophy of consciousness.
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B IPOCTPAHCTBE COBPEMEHHOM KyJlb-
Typhbl OTYETIIMBO HPOSBIACTCS BIIHUS-

HUE MeTapu3nuecKoi MeTadophl, COrJIaCHO KOTO-
POl «MHp — 3TO KOMIIBIOTEPHAs UTpay (Jajnee Me-
tadopa «mup — K»). Ee pasHOBUAHOCTSMU BBI-
CTYIAIOT YTBEP)KJIEHUS «MHUP €CTh KOMIIBIOTEpHAs
CUMYJISILIUS» WM «MHUP €CTh BUPTyaJlbHAsl CUMY-
asuus»!. VI XOTS MOHATHS «KOMIBIOTEPHAS) W
«BUPTYyaJIbHasl» HE SIBJISIIOTCSI CEMAaHTUYECKH TOXK-
JECTBEHHBIMH, B KOHTEKCTE MeTadopbl «MUp —
KW» ux CHHOHUMHIO MOXKHO JOMYyCTUTh. OJIHAKO
Ja’ke O4YeHb MIMPOKOE pachpocTpaHeHue merago-
pBl B IIPOCTPAHCTBE KYJIbTYphl HE JI€JacT aBTOMa-
TUYECKH €€ CMBICH «IPO3pauyHbIM» JJs 3TOU
KyJnbTypbl. CoBpeMeHHast KyJlbTypa HpeIpUHH-
MaeT TOJBbKO IEPBBbIE IIaru IO HAIpPABICHUIO K
pedexcun uaeu 0 MUpe-CUMYJIISIIUH; Yallle BCEro
00CYKIAIOTCSI apTYMEHTBl «33» U «IPOTHB» Ca-
moii unen. Ho s ¢punocodekoro uccnenoBanus
OO0JIBLINI MHTEpEC MPEACTABIAIOT OCHOBAHUS, KO-
TOpPbIE BBI3BAJIM K XU3HU OIPEICIIEHHYIO IJIO-
OanbpHyI0 MeTadopy, a TakKe aHaJU3 CMBICI000-
pa3yloliel MepcreKkTUBbI, KOTOpas OTKPbIBAEcTCA
Omaronaps ei.

TpyaHo yka3aTb UCTOYHHUK WM aBTOPCTBO
camoii uaen «mup — KM». Mbl H0DKHBL Oyaem
TOBOPUTh M O IUIATOHOBCKOW MeTapu3uKe, U O
KOHILIEMIMN MHUPA-MANHU, U O LIOMEHIay3pOBCKOMN
MHTEpPOpETAllMi 3TUX 00pa3oB-uaeh, u 00 uX
Hay4YHOM YTOUHEHUH B TEpMHUHaX TeopeMsl ['ene-
T, U T. A., U T. . [loxkanyi, uMeeT CMbICIT BbIIE-
JUTH JUIIb HanOosee 3HAYMMBI MOMEHT aKTya-
JU3allN 3TUX NPEJCTABIECHUN B Ka4eCTBE CaMo-
olnyieHus KyapTypbl. B 1970-80-¢ rr. noiyuator

! Berymmuckuii A. C. «Mbl KHBEM B KOMIBIOTEPHOM
urpe»: BHUACOMTpoBas Meradopa M ee Meradpu3uye-
ckuit motenuman // dunocodekas mpicnb. Ne 10. 2017.
C. 164-172.

LIUPOKOE PACIPOCTPAHCHUE KOHLENIUU O CUMY-
JSATUBHOM XapakTepe SKOHOMUYECKOH OCHOBBI
P. Kypua).
K. bonpuiisip B cCBOMX pacCyXIEHUSAX O TUIIEppe-

obmecTBa  (Hampumep, paOOTHI
QIBHOCTH 0000IIIaeT 3TOT MOTHB: COBPEMEHHOCTh
— 3TO «aroHU3MpPYHOIIas PEealbHOCTbY, KOTOpas
OTHaeT MpeanouTeHue cumyskpam?®, OnHako Me-
tadopa 0 MHpe, IPEACTaBIAIONEM co00i IMEHHO
KOMIIBIOTEPHYIO  CUMYJILIMIO, TPOSIBUIACH B
KyJbTYpe TOTJa, KOIJa Ha MEPBbIM IJIaH BBILIUIN
CMBICIIOBBIE OTTEHKU «CIEIaHHOCTH», MCKYC-
CTBEHHOI'0 XapakrTepa 3Tod cuMyssanuu. IIpumep
Haubosee SPKO MPO3BYYABIIETO BOILIOLICHUS
JAHHOW WJIEU — 3TO, KOHEUHO, Tpuiiorusa «Matpu-
ua» Badocku (1999-2003). He Tonbpko xynosxe-
CTBEHHBIE JIOCTOMHCTBA (PUIIbMa CIIPOBOIIMPOBAIN
MOLIHBIM KYyJIbTYPHBIM PE30HAHC, HO U «IOArO-
TOBJIEHHOCTBY» MEHTAJIBHOM Cpellbl K HAee MHUpa
Kak BUpTyalbHOro apredakra. M sta moaroroBka
— peno He Toibko XX—-XXI BB. MOXHO yTBEp-
&Kmath, uto Meradopa «mup — KW» sBasercs
TOJIKO OTYACTH Pa3BUTHEM (PUIOCO(CKUX CIEKY-
i 00 yTpaTe 4yBCTBA peaibHOro; B HEH ak-
TUBHO TIPE/CTABJICHO Pa3BUTHE MeTa(Opbl «MHUP-
MalInHa.

«MamuHa» (Tped. unyovn) — «XUTPOyM-
HOE HM300peTeHHE», «YyJIOBKa». MallnHa MBICITH-
Jach JPEBHUMH Irpekamu 0coboil ¢popmoii moapa-
KaHUS TPUPOJE, C MOMOIIBIO KOTOPOW YeNOBEK
3acTaBigeT 3Ty npupoxy paborath Ha cebs. Co-
3/1aHUE «MHUP-MAIINHBD) KaK MUPOBO33PEHUECKOTO
KOHIIETITA TOXE OBLIO «JIEJIOM TEXHUKH» — 3Ty
MAIIMHHYI0 MeTa(opy BBICTPOMIHN YK€ HOBOEB-

poreiickue (Gumocoppl U ECTECTBOUCIBITATEIH.

? Cm. moxpo6uee: Camapckas E. A. XKan Bonpuiiap u
ero Bcenennas 3HakoB (ITocnecnosue) // bonpuitsap XK.
O6mmecTBO MoTpeOICHUSL. M.: KynsTypHas
pesomronns, Pecniyonuka, 2006. C. 251-264.
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P. 'yk — oquH U3 T€X, KTO OBLI BJOXHOBIIEH Uaeei
BUJICTb MHUP MAaIIMHONOAOOHBIM, TOBOPHI O IIpe-
HUMYILECTBAX <«3pbl ONEPATUBHBIX M MEXaHU4e-
CKUX 3HAHMID» KaK O BO3MOXHOCTH «pa3iINYUTh
BCe TanHble AevicTBus IIpupoasn» 1o aHamoruu «c
TakKUMHM TIPOM3BEJIECHUSMU HCKYCCTBA, KOTOpBIE
YIPABIAIOTCS KOJIECAMU, BUTATEIIIMU M IPYXKH-
HaMH ¥ KOTOpble ObLTM pa3paboTaHbl YerIoBede-
CKUM YMOM»’.

Kazasnoce Obl, COBpeMEHHYIO 110Xy YK€ HE
MOTYT 3aUHTEPECOBATh UAEHU PHTy3UMa3Ma U HEU3-
6exHocTH Tmporpecca. Ho mammHa npucyTcTByeT
B KauecTBE IJVIABHOTO JAEHCTBYIOUIETO JIMLA U B
metadope «mup — KW», moromy yto mammHa —
3TO HE «KOJIeca U MPYKUHBI», HO B MEPBYIO OUe-
peab  MIPOU3BEAEHHOE KEM-TO  «XUTPOYMHOE
YCTPOUCTBO», COBEPILAIOLIEE ONPEIEICHHYIO pa-
6oty. Huk boctpom — ¢dyTtyposor, pa3BuBaromuit
U MOCTTyMaHu3Ma (TpaHCTyMaHHU3Ma), AUPEK-
top Muctutyta Oynymiero yenoseuyectBa (Future
of Humanity Institute) B8 Oxcopackom yHHBEp-
CUTETE — MPUBOAUT JOBOJBI B MOJIb3Y MeTadhu3u-
YEeCKOro JOMYIIEHHUS] O TOM, YTO HAlll MUP MOMKET
SABJIATHCS KOMITBIOTEPHBIM IPOU3BEACHUEM IOCT-
YEeOBEUYECKON IMBUIM3anuu®. 3anaBasch PUTO-
PUYECKHUM, 1O CYTH, BOIIPOCOM O TOM, MOYEM JIH
MBI JI0Ka3aTh, YTO HE KUBEM B OJHON U3 CUMYJIS-
uuii, bocTpoMm paccykIaer 0 4eJIOBEYECKOM OITbI-
T€, «BOILIOIICHHBLIM in machine, a He in vivoy. U
OCHOBHas paboTa 3TOM MaIIMHBI — MPOU3BOJIUTH
CUMYJISILIMIO, YACTHIO KOTOPOI MBI U SIBJISIEMCSL.

> Hooke R. Micrographia. London: Printed by Jo.

Martyn, and Ja. Allestry, Printers to the Royal Society.
1664.

URL:  http:/www.gutenberg.org/files/15491/15491-
h/15491-h.htm (mara obpamenus: 29.01.2019).

* Bostrom N. Are You Living in a Computer Simula-
tion? // Philosophical Quarterly. Vol. 53, Ne2l1,
pp. 243-255.

HccnenoBarens B 00JacTH 3KOHOMUKU H
IIOJINTOJIOTUH, HAY4YHBIM COTpyAHUK MHcTHTyTa
Oynaytiero yenoBeyectBa PoOnH XaHCOH pa3BUBa-
€T MbICIIb bocTpoMa: MBI JKMBEM B OIPAaHUYECHHON
CUMYJISILIUU C HU3MEHSIOIIMMUCS ACTAIAMU U PO-
JeBBIMU XapaKTEPUCTHKAMH, TO €CTh MOJ00HO
TOMY, KaK CYLIECTBYIOT IIEPCOHAKU KOMIIBIOTEP-
HbIX urp. Ilocie Toro kak Bama BedyepuUHKA 3a-
KOHYEHA, JIFO/M, COCTaBIISIONINE ee (POH, MPOCTO
«CTUPAIOTCS»; 32 MpeJieslaMu KITIOYEBBIX COOBITHIA
UX HE CYLIECTBYET. DTH PACCYKIECHUS MOXKHO HH-
TEPIPETUPOBATh KAaK HOBBIM BHUTOK «OepKIInaH-
cTBa»°. B KauecTBe BBHIBOJIA ABTOP JA€T HECKOJIBKO
IIPOBOKALIMOHHBIM COBET: €CIIA BBl YBEPEHBI, YTO
JKUBETE B TAKOM CUMYJISALUHU, BaM CIIEyET MEHb-
e 3a00TUTBCS O JAPYIHX, OOJIbIIE JKUTh CEro-
THSIIHUM JTHEM, C/AeNaTh TakK, YTOObI Ball MHpP
BBITJIS/IET B KOHEYHOM HMTOTe OOraThiM, OXKUAAThH
U TIBITAaThCS yYacTBOBATh B KIIFOYEBBIX COOBITHSIX,
pas3BieKaTbCs M JepKaTbh BOKPYT ceOsi M3BECTHBIX
Jo/Ied, KOTOpBIE JOJDKHBI OBITh CYACTIMBBIMH U
3aMHTEPECOBaHHBIMU B Bac®. Boctpom nomyckaer
OECKOHEUHYIO  HEpapXUi0  MUPOB-CHMYJISLIUH.
PasBopaunBaHue 3TON 3aXBaTbIBAIOIICH KapTUHBI
MIPUBOJUT, OJHAKO, (TaKke, Kak U y XaHCOHA) K
JOBOJIBHO CKYYHOMY WTOIY: HMYErO MPHUHIIMIIU-
QIbHO HE IMOMEHsUIOCh. Peub muer o pas3Butuu

> CMm. crateio A. JlaTeimoBoii «MrpoBoif HCKyCCTBEH-
HBI MHTEIUIEKT KaKk MEIUYM COLHMAIbHOTO MHpPa» B
TOM HOMeEpe, B KOTOPOH paccMaTpUBaeTcsi, Kak CO-
BpEeMEHHBIE SKCIEPUMEHTHI TeiiMIN3aiiHEpPOB ¢ HCKYyC-
CTBEHHBIM HHTEIUIGKTOM B KOMIIBIOTEPHBIX HIpax
MPHUBOAAT K TOMY, YTO HEUTPOBBIE IMEPCOHAXKH, HACE-
JSIOIIME BUPTYaNbHBIE MUPHI, TPOAOIIKAIOT KUTh CBO-
el JKM3HBIO TMOCIE MPEKPalIeHUs] B3aMMOJCHCTBHUS C
WUTPOKOM, 4TO MPUBOIUT K MOCTECNIEHHOMY IPEoIoie-
HUIO TON OCPKIMAHCKOM MEepPCeKTUBHL. — [Ipum. peo.
6 Hanson R. How to Live in a Simulation // Journal of
Evolution and Technology. Vol. 7. 2001. URL:
https://jetpress.org/volume7/simulation.htm (zara o6-
pawmenus: 29.01.2019).
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«MHpa-MallluHbID», O TCXHOI'CHHOM XapaKTCpE Clia-

CCHHUA OUBUIIN3aIIUH, KOTOpas, 110 MBICJIN

boctpoma, HEyMOIMMO [ABMXKETCS K IpezaesiaM
CBOETO CYIECTBOBAHMS .

IIpencraBieHusi MOCTTyMaHU3Ma O MUpe-
CUMYJISIIUM HAXOAAT MHOIO TOYEK COIPUKOCHO-
BEHUS C KoHUenmumed ¢uiocoda-KorHUTUBHCTA
T. Metuunrepa. A 0CKOJIbKY OH aKTUBHO OIIUpa-
€TCs Ha SMIIUMPUYECKUN Marepuanl HEHPOKOTHHU-
THUBHBIX MCCIIE0OBAHUN, 3TO HACTOJIBKO YKPEIUISIET
UJed 0 MUPE-CUMYJISIMHU, YTO JaHHas MmeTadopa,
KaXeTcsl, YK€ BXOJIUT B CBOIO «YBSIAIONIyI0» (a-
3y: KOrJa €€ 3HAa4CHHUE MOMYUHACTCA IpaBUIIaM
CTaHJApPTHOM CEMAaHTHUKHU, UCUE3AET €€ NPUHLIUIIN-
allbHas HEOJAHO3HAYHOCTb, U 00pa3 mpuoodperaeTr
cratyc noHarus. Jla, MeTtuuHrep nporoBapuBaer,
YTO MMEET JIeJI0 ¢ MeTadopoil, OJHAKO TYT K€
yTBEpKIaeT: «Mbl KUBEM B BHUPTYaJbHOM MHU-
pe»®, — ¥ cpaBHUBAET HAII OTIBIT KU3HHU C ONBITOM
IIOTPY’KEHHOT0 B KOMIIBIOTEPHYIO UI'PY YEIIOBEKa,
I KOTOPOTO «BO3MOXKHOE MOXKET OBITH MEPEexkH-
TO KaK peanbHoe»’. LleHTpanbHbiii 00pas ero KoH-
LENIUU — «TYHHENIb Jro» (OHATUHHBIE KOpPEs-
ThI: «(pEHOMEHabHAasl CaMOCTb», «HEHPOHHBIN
KOppemsT co3HaHus»). Llenp — nokasaTs, 4T0 MUp
ropazzio Oorade BOCHPUHHMAEMOTo, HO Hall pa-
3yM 3anepT B HelpoHHOU cumymsiuuu. Co3HaHue
ecTb cucTeMa (QUIBTPYIOUIMX MEXaHU3MOB, KOTO-
pBIMU  OECCO3HATENBHO TEHEpUpyeTcss COOCTBEH-
Hasl «peabHOCThY. MeTLUHHTep HCIIONIb3yeT 00pa3
IJIATOHOBCKOM MELIepbl U TpEHaXepa CUMYJIALUN
IIOJIETOB, KOTOPBIE B CBOIO OYEpE/b SBIISIOTCS Te-
MU 00pa3zaMu, 9TO MOMOTAIOT MOHITH MeTadopy
MUPa-CUMYJIALUU. «MO3Tr — 3T0 BCe0OBEMITIOIHNIA

” Bostrom N. Existential Risk Prevention as Global
Priority // Global Policy. Vol. 4, Ne 3. 2013, pp. 15-31.
® Metuunrep T. Hayka o Mosre u mud o cpoem 5.
Tynnens aro. M.: UznarenscrBo ACT. 2017. C. 179.

? Tam xe. C. 184.

CUMYJISITOpP IIOJIETOB, CAMOMOJEIUPYEMBIH Ccamo-
JeT, KOTOPbIi, BMECTO TOT'O YTOOBI YHpPaBIATHCS
MUJIOTOM, MOPOXAAET CIOXKHBII BHYTPEHHUH 00-
pa3 caMoro cedst B CBOeM COOCTBEHHOM BHYTPEH-
HeM cumyJstope 1oieToB»’. Crennl «Heipode-
HOMEHOJIOTUYECKOH NEIIEephl» HEMPOHUIIAEMBI, a C
TpeHa)kepa NMUiIoTy He colTu. TyHHens Oro — 3To
«(yHKIIMOHANIBHAS TPaHULIA, OYEPUUBAIOIIAs OCT-
POB CO3HAHUS B OKEAHE U3 MUpHAJ MEHEE WHTE-
IPUPOBaHHBIX M  MEHEE

TECHO  CIIAPEHHBIX

HEMUPOHHBIX MHKPOCOOBITHIN!!,  3BOMIOIMOHHO
BO3HHKIINK cioco® o0paboTku mHpOpManmm, oc-
HOBOH KOTOPOTO BBICTYHNAIOT PEKyppPEHTHBIE CBSI-
3M KaK HeNpepbIBHbIC UKl OT HU3IIETO K BBIC-
UM TopsiAKaM uH(popMarmu. «IOro — (ukuus,
XOTsl W YyAECHOE YIPAaBIISAIOLIEE YCTPOHCTBO.
<...> S yrBepxknaio, uTo (peHOMEHAIBHBIN OMBIT
OT TMEPBOTO JIULA M BOSHUKHOBEHHE CO3HATEIHHOM
CaMOCTH — 3TO CIJIOKHBIE BHJBI BUPTYAJIBHOU pe-
abHOCTHY 2,

OctaBisisi B CTOpoHE BOmpoc 00 yOemu-
TEJBHOCTU JOBOJIOB O MUPOCHUMYJIALIUHU, COCPENIO-
TOYUMCSI Ha 3BPUCTUYECKOM IOTEHIMANE caMon
Mmetadopsl. Ecin «Mup-mammnHay 0bU1 He00X0 UM
IUISL TOTO, YTOOBI BCTAJIM HA HOTH TOHSTHUS «IIPO-
IPecc», «3aKOH IMPHUPOJBD», GKECTKUH IeTepMH-
HU3M» U T. II., TO, YTO JaeT HaM MeTadopa «MUp —
KOMIIbIOTepHas cumyisinus»? Co3naercs BHevar-
JICHHE, YTO ISl €€ aBTOPOB OHA BBICTYMNAET JOBO-
JIOM B T0JIb3Y (PyHJAaMEHTAIbHOIO U OKOHYATEINb-
HOTO0 TecCUMHU3Ma: «DBOMIONUA TPOCTO CIy4H-
nach, 0e3 MPOBUICHUS, MO CIy4yailHOCTH, Oe3 Iie-
mu. Hekoro mpes3uparb: HET TOro, MPOTUB KOO
MOKHO OBIJIO ObI MOAHATH OYHT, Belb Ja)K€ HAC

10 Tam xe. C. 186.
' Tam xe. C. 47.
12 Tam xe. C. 183.
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camux He™»!3. To ecTh, KpOME MOTHBA GOIPHIAs-
POBCKOH TOCKM IO yTpaue€HHON peasbHOCTH 00-
HOBJIEHHasi MeTa(opa MaIIMHONOJA0OHOCTH MHpa
HUYEro HOBOro HaM He naet. Kakoe, B camoM ne-
JIe, HaM JIeJ10 JI0 TOT'0, YTO «X0351€Ba» CUMYJISALNH,
BO3MOXHO, HallMcalu KOJA B BUJE IJIOCKOW» OH-
tosioruu? Wnm uto bor-uacoBIMK, COTBOPUBIIMN
U KOHTPOJMPYIOIIMA MHp-MalluHy, OTMEHEH B
NoJIb3y IUBHIM3aIMK nocTioaei? He Gepercs B
pacueT M HOBM3HA CaMOW MallUHBI, MOCKOJIbKY
UTOTOM OKa3bIBAETCSl BCE TE€ € IECCUMUCTHYE-
ckue MoTuBbl: «HOBBIE Menmacpensl MOTyT IO-
pPOXIaTh HOBYIO (OpMY MPOOYKICHHS COSHAHMUS,
KOTOpas  HMMEeT  CXOJACTBO  co  cnabo-
CyObEKTUBHBIMH COCTOSIHUSIMH — CMECBIO CHa,
JEMEHLUM, MHTOKCUKALMU ¥ MH(MAHTUIM3aHN» 4,
[TosTOMy, HE 0COOEHHO pPacCUUTHIBas HA aBTOPOB
metadopsl «mup — KW», crout npeanpuHsaTh 60-
Jiee akKTUBHOE MCCIICIOBAaHHUE €€ KyJIbTYpOo(hOopMH-
pYIOILEro MOTEHIHANIA.

B nepByto odepens Opocaercs B riasza oj-
HO YMYIIEHHWE: Mbl HE CIBIIIMM O POJIU UTPOKOB.
Co3pmarenu KOMIBIOTEPHOI UTphl B OOJIbIEH cTe-
[EHU UMEIOT JIEJI0 C TEXHUYECKOW €€ CTOPOHOW:
KOJIOM, KOMIIBIOTEPHON TpauKoi, HrpOBOU
w1athopMoOi U T. . — U HE OHU KOHTPOJUPYIOT
[IOBEJICHUE UI'POBOM CUMYJIALMM B KaXKAbI MO-
MEHT, 3TO JieNaeT Urpok. Mrpok xe, He SABIAACH
CO3/1aTelleM MUPA-CUMYJIALUU, COBEpPLIAET HEMO-
CPEICTBEHHBIE MAHUITYJIALIUU B 3TOM MHpeE. «XO0-
3SIMH» U «UTPOK» B MPUHIIUAIIE MOXKET OBITh OJHUM
U TEM XK€ CyOBEKTOM, HO B 3TOM Cllyyae B Tpeie-
Jie MBI JOJDKHBI OyJIeM TOBOPHTH O TaKOM «XO3s-
MHE» MHpPA, CYLICCTBEHHON 4YEPTOM KOTOPOrO sIB-

JSETCSl «UIM30MAHOE PACCTPOMCTBO», MOCKOJIBKY

3 Mermunrep T. Hayka o mosre u mud o cBoem 5.
Tynnens sro. M.: UsparensctBo ACT. 2017. C. 368—
369.

' Tam xe. C. 413.

OH NEPMAHEHTHO «pa3/JIBauMBAECTCSA» HA aBTOpa WU
urpoka. Hukrto u3 aBTOpOB MeTadopsl «MUp —
KI» ne menmaer momoOHBIX 3asBieHuid. [losTomy
UTOIOM HEOECMOJIEe3HOI0 YTOUYHEHHS O CyOBeKTax
«vupa — KW» crnenyer BUaeTh Takyl KapTHUHY:
«XO3MH» CUMYJISIIUU BIAJCET TPAHULIAMH U TIpe-
JieJaMUA BO3MOYKHBIX JIEUCTBUM HACENSIOMIMNX ITOT
MHp CYLIHOCTEH; «HUI'POK» OCYILIECTBISECT CBOU
BBIOOpD B OTHX TMpenenax. A 3HAYUT, OCMBICTSS
Mup B ycraHoBke «vup — KHW», ocrtaBusath 3a
CKOOKaMH OIBIT HUIPAIOIIEr0 HEBO3MOXHO. B
JIAHHOM CIIy4ae Mbl TOBOPHM HE O JIFOIUYECKOM'>
acnekre camMou urpel. Peup nuiibe 0 TOM, 4TO Me-
tapopa «mup — KW» 06e3 urpoka m ero omeita
JNENCTBUTEIBHO HE MOYKET UMETh HUKAKOIO HOBO-
ro0 CEeMaHTHYECKOr0 U KyJIbTYpPO(OPMHUPYIOIIErO
noreHuuana. be3 ydera WrpoBOro omsiTa BCE
«OCTaeTcs Tak, Kak ObLIOY.

Ho crour Ham mo3BOJNUTH «IIPOSIBUTHCS
urpoky B «mupe — KW», MoxkHO OyneTr yBUICTH,
9YTO OHTOTEHE3 €ro OMbITa MOPA3ZUTEIBHBIM 00pa-
30M BOCHPOM3BOIUT (HIIOTEHE3 KYJIBTYpBI, 3aBO-
pOXEeHHOH MeTadopol MalIMHBI — 3TO IEPBOE
CIIEJICTBUE HAIIUX yTOuyHeHWH. BoT urpok Oeper
HOBYIO UT'PY M CHayaja BOCXHILAETCSA 3TOU HOBOU
«MamuHoN» !, onenuBag ee «caenaHHocTh». Io-
no6HeIM oOpazom uenoBek XVIII Beka Bocxu-
mancs «[luaHucrom» wiAM JPyruM «aBTOMATO-

HOM» TIPOU3BOACTBA 3HAMCHHUTOTI'O ceMelcTBa

5 Ot nar. ludus — «urpa, 3abaBa». [lox «wroguye-
CKUM» B KOHTEKCTE€ HCCIEIOBAHWN KOMITBIOTEPHBIX
UTP YacTO MOHMUMAETCSI TO, YTO OTHOCUTCSI K CHCTEMeE
npaBwI, (OPMAIGHBIM CTPYKTypaM WIPBl U T. I —
Ipum. peo.

' 3, Opcer roopur 0o KU kak o mammue: mpedukc
«kuOep» yKa3bIBaeT Ha TO, YTO TEKCT paccMaTpUBacT-
cs MammHo#: «He meradopruuecku, a kKak MexaHU4Ye-
CKO€ YCTPOHCTBO Uil ONPEACICHHOI'O MPOM3BOJICTBA
3HakoB U cMbIiciioBy (Aarseth E. J. Cybertext: Perspec-
tives on Ergodic Literature. Baltimore, MD: The Johns
Hopkins University Press. 1997. P. 12—-13).
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Kaxe-/Ipo. Ho Bocxuienue («kak HacTosiee!»)
paHO WJIM TO3JHO YCTyMaeT MECTO MOTPEOHOCTH
UI'POKa HCII0JIb30BAaTh MAIIMHY «HE 10 Ha3Hayde-
HUIO»: 3aJaBaTh TAKOM DPEKHUM WIPbI, KOTOPBIi,
CKOpee BCEro, YHHYTOXXWJI Obl «aBTOMATOH», HO
HE YHUYTOXAET KOMIIBIOTEPHYIO UIpPy. DTO BaXK-
HBIi MOMEHT SMaHCHUIIAIUM MeTadopbl «MUpP —
KW» oT Meradopsl «MuUp-MamInHa»: HOBbIE KOH-
HOTAIIUM CBSI3aHBI C TEM, YTO KOMIIbIOTEPHAs UIpa
— 3TO MalllMHa, KOTOpas JaeT YeJOBEKy OoJiblile
cTerneHeil cBOOOJbI B OTHOIICHHWH caMoOW ceOs.
Ecnu xTo-TO Hayas Urpartb B KOMIIBIOTEPHBIE UT-
pol (wum Brmroumiics B «mup — K»), y Hero ectb
IIaHC CTaTh FeMEpPOM-BUPTYO30M, TO ECTh 10 HE-
KOTOpOH CTemneHu mnpeHedperaTb TeM, «KaK BCe
ycTpoeHo». 1 3To Bce MEHseT.

II. BupHO, KOTOpBIM BHIUT B KaTErOpUU
BUPTYO3HOCTH KpalHE BaXKHYIO JUIsl COBPEMEHHO-
CTH TIEPCHEKTUBY pa3BUTUS KyJIbTYpbl, B TOM
YuCJie MOJUTUKH U 3KOHOMHKH, IPEINPUHUMAET
IIOMCK BO3MOXHOCTEH €€ «HE CEpBUIBHOIO» (TO
€CTb HE CBS3aHHOTO C IIOJHEBOJBHBIM TPYIOM)
xapakrepa. TpaJuIIMOHHO B aHAJINM3€ COLMAIBHO-
SKOHOMUYECKOW CHUTyallMd BBIIEISUIACH JESTEINb-
HOCTb, B KOTOPOI NMPOIYKT HEOTAEIUM OT IPOU3-
BOAMTEIBHOIO aKTa (HampHUMeEp, JAeATENbHOCTh
apTUCTa, Bpaya, YYUTeNIs U T. I1.), ¥ OTMEYaJOCh,
YTO TOCJEAHUN BapUaHT UMEET CXOJCTBO C Jes-
TEJNBHOCTBIO CIyTU: «TpyA Oe3 Mpou3BelNeHHs =
nuuHble yenyru»!’. OmHako MUp TOMEHSUICH, W
NESITEIbHOCTh UCIHOJHUTENS-BUPTY03a YXKE HE
MOXKET CTBIUIMBO IOMEIIATHCA B CEKTOP «Cep-
BUJIBHOCTH», HO, HA00OpOT, OTMEYaeTrcs poib
BUPTYO3HOCTH B JIeJie MPEOAoJIeHUsT (Popau3-
Ma/Teisopu3aMa (TO €CTh MPEONOJICHHUS BOILUIO-
IIEHHOW MeTadopbl «MHpa-MalinHay): «S mona-

7 Bupno Il. I'paMmaTHKa MHOXECTBA: K aHAIH3y

¢dopm coBpemenHol xu3HU. M.: An Maprunewm [Ipecc.
2015. C. 45.

raip, 4ro MMeHHO oHa (Bupryo3Hocth — C. O.)
copMupoBana TapaaurMy MOCT(HOPIUCTCKOTO
IPOM3BOJICTBA BO BCEH €€ claokHOCTH» S, MHy-
CTpHsi, B KOTOPOH €CTh MECTO BUPTYO3HOCTH, pea-
JU3yeT MOTEHIMAT «MHHMBIX OTOpOCOB (opaus3-
Ma», TO €CTh OCYIIECTBIISICTCSI B IMPOCTPAHCTBE,
«OCTaBJICHHOM He(opManibHOMY, HEO)KUTAHHOMY,
TOMY, YTO “BHE MPOrpamMMbl’» — OJarogapsi yemy
oJI00Hast MIPAKTUKA OKAa3bIBACTCS «HAIEKTPHU30-
BaHHOMU OyxyIum»'’.

Buptyo3HocTh TeliMepa HE MOXET OBITh
UCKITIOUEHHEM U3 cepbl BUPTYO3HOCTH MOCT(Op-
JUCTCKON «HMHAYCTpUM». I'eiimMep MBICIUTCS Kak
«Typy, KOTOPBIH BiIaJieeT COOCTBEHHBIM >KEJaHU-
€M M IepeMenlaeTcss Mo BUPTYAIbHBIM MEpPCIeK-
THUBaM, HE OTOXIECTBIISSICH TOJIHOCTBIO HU C OJ-
HOM U3 HHX, a TaKKe IEPEKII0YaeT OHJIAMH- U
oaitH-pe:KUMBI COOCTBEHHOT'O CYIIECTBOBaHUS,
B HUX He myTasch»?’. TI0M00HYI0 CHTYaIMIO CBS-
3BIBAIOT C TIUTYaMH (COOSIMU MPOTpPaMMBbI), KOTO-
pble «BO3HMKAIOT, JUIATCS U PEaTU3yI0TCS HMEHHO
BHYTpH reiimiies. [lepexxuts, npeoOpa3oBaTs U
Pa3BUTh MX MOXHO HAaxXOJsCh B WUIPOBOH CHUTya-
mun. U 31ech y)xe MpOUCXOOUT pa3BETBICHUE HA
HETOCPEJICTBEHHOE MEePEeKMBAaHUE, KOT/Ia UCTIOb-
30BaHMe Oara MpOUCXOIUT B MPOLIECCE UTPBI, U HA
OMOCPE/IOBAaHHYIO  aKTUBHOCTb,  KOTJAa  WI-
POK/XYIOKHUK MOAUDUIIUPYET KOJ, BU3YyaJIbHBIN
pSAA U T. ., 9YTOObI BHOBb OKYHYTBHCSI B UI'POBOM
IpoIecC C M3MEHEHHBIMH BXOIHBIMHU YCIOBHSIMU
Ha OCHOBE HAWJIEHHOT0/CO3JaHHOrO TriMTYa»>!.

'8 Tam xe. C. 51.

1 Tam xe. C. 52.

% Kopemxas M. A. § 9. BupTyansHas BoifHa B TepMu-
HaX TOCIOJACTBA: B MOUCKaX YTPaueHHOW CyBEpEeHHO-
cru // Meanadpunocodus XII. Urpa unu peansHOCTH?
OnbIT uccnenoBanust KommbioTepHbix wurp. CIIO.:
®onn pazutus koHpuukToaoruu, 2016. C. 171.

2l Jlatemosa A. P. §15. Kousepcust ONmMOKM: TIMTY-
apT B KOMIbIOTEpHBIX urpax // Memnadunocodpus XII.
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OTmeuaercsi Ba)KHOE OOCTOSATENIBCTBO: BUPTYO30M
MOJKHO Ha3BaTh HE MPOCTO UTPOKA, KOTOPBI HE
MIPEMUHET BOCHOJIB30BAThCS COOEM MPOrpaMMbl B
CBOIO TOJIB3Y, HO TOTO, KTO 3aBEJOMO TpeAroia-
raeT HaJM4Yue «BUPTYaAJIbHBIX MEPCIEKTUB» B KO-
JMYECTBE, MPEBBIMIAIONIEM 3aTyMaHHbIE pa3pa-
O00TUMKaMU BapHaHTHI reiimMiies. Ecau paccmot-
PETb 3TOT MOMEHT B KOHTEKCTEe MeTa(dOpbl «MHP —
KI», To BUpTyo30M OKa3bIBaeTCs TOT, KTO (AJs
Hayaia) JOMYCKaeT He-HEOOXOJUMOCTh TOJIBKO
OJTHOTO BapHaHTa COCTOSHUSA aen. s Hero Bo-
IPOC «a Kak Ke WHaue?» He SBISEeTCS pUTOpUYe-
CKUM. A 3Ha4YMT, BUPTYO3HOCTb OKa3bIBAeTCs aH-
TPOMOJIOTHYECKUM PAKYPCOM OHTOJIOTHYECKOTO
10 CBOEH MpUpPOAE MOHSATHS KOHTHHI'C€HTHOCTH —
HE-HE00X0AUMOCTH (CITyYyallHOCTH WJIM HEoIpe-
JIEJIEHHOCTH) KaKOTr'0-TO MOJI0KeHus Bemen??. ITo-
3TOMY B MOHMCKAaX MOHMMAaHHUS CYTH BUPTYO3HOT'O
refiMepCcKoro OIbITa BBIACIATH B KauecTBe Oa3mc-
HOW XapaKTepUCTUKH €ro JOBKOCTb B HCIOJB30-
BaHUM OMIMOOK pa3pabOTKU MPOrpaMMHOTO odec-
nedeHus ObUIO OBl CIMIIKOM Y3KUM TOJKOBaHHEM:
BUPTYO3HOCTh HE CBOJAUTCS K 0aroro3epcTBy.
Ckopee CTOUT rOBOPUTH O CBOMCTBEHHOM TeiiMe-
py Ipea-3HaHUU O BCEr/a HATMYECTBYIOLIEH BO3-
MOKHOCTH OLIMOKM pa3paboTuuka (WM, eciu
YTO/IHO, B TOCTYEJIOBEUECKON ITUBHIU3AIMH — XO-
35lMHA CUMYJILIAN).

JUiss BUPTYO3HOCTH TIeiMepa BaKHa HUM-
MPOBU3ALMS, JIOBKME MAaHEBpBI, HE MpPEIyCMOT-
pEHHbIE TeHMIUIeeM, — WHOT/Ia 3TO Ha3bIBaeTcs
OMEPKCHTHBIMU TEUMIUICHHBIMU  [IPAKTUKAMHU
(emergent gameplay practice). Onu mo omnpenerne-

Urpa nnm peansHOCTh? ONBIT HCCIEAO0BAHHUS KOMITBIO-
TepHbIX urp. CII0.: @onx pa3BUTHS KOHPIUKTOIOTUH,
2016.

22 Cwm., Hanp.: Meitacy K. TTocne KoHeuHOCTH: dcce O
HEOOXOIMMOCTH KOHTHHTEHTHOCTH. ExarepunOypr;
M.: Kabunernbiii yuensii, 2015; Xwobuep K. Kputuka
HayuyHoro pasyma. M.: U® PAH, 1994.

HUIO COMPOBOXKJIAIOTCS OTKIOHEHUSMU OT TPEIy-
CMOTPEHHOI'0 TeMMJIM3alHEPOM MapuIpyTa B IIO-
UCKaX HEOXUAaHHBIX 3(dexToB. [lonckoBas ak-
TUBHOCTH TeiiMepa B JyXe HaTypalu3Ma OMUCHIBA-
ercs [. PeliHOIBACOM Kak «4eIoBedecKasi CKIIOH-
HOCTh K HCCIEIOBAaHUIO XapaKTEPHBIX CBOMHCTB
OKpYKaroIiel Cpelbl, CKJIOHHOCTh, MEPEKHUBIIASL
pacipoCcTpaHEHUE TEXHOJOTHU M PACIBET PYyKO-
TBOPHBIX CpPell U PaCHpPOCTPaHUBIIANCS TEIEeph Ha
MepPEeMEIEHUE 110 BUPTYaTbHBIM MUPAM U OCMBIC-
JIEHUE TaKOBBIX»>. OIHAKO WHTEHIIMH OMMCAHHO-
o UM GUPMYAIbHO20 HATypalu3Ma 1Mo OOJbIIei

YaCcTH HATIOMHHAIOT TepMeTU3M>*:

«Harypanuctsl
BUPTYaJIbHBIX MHPOB BBIMCKHBAIOT HE TOJBKO
MaTTEePHBl U CTPYKTYPBI, HO U YJIUKH, YKa3bIBaIO-
IIM€ Ha PELICHUs, CTOALIUE 3a 3TUMHU CTPYKTypa-
MH. TO OJHOBPEMEHHO BOBJIEYEHHOCTb B CpEy U
HHCIIPOBEPKEHHE WILTIO3UM»>>. B oTHX cloBax
yTajbIBaeTCs CXO/CTBO C INIaBHOM MOTPEOHOCTHIO
MaroB BCEX BPEMEH: «copBaTh MOKpbiBasio M3u-
IbD» B TOMCKax ee (TO €CTb CaMOW pealbHOCTH)
COKpOBEHHOW oOHaxxeHHOCTH. [la, reiimep B3au-
MOJICHCTBYET C 3TUMHU CKPBITBIMH CTPYKTYpaMH U
caMHUM pPa3pabOTYMKOM, HCIIONIB3YSl UTPy B Kaue-
cTBe mHTepdeiica (kak ykaseiBaer K. Mopren-

3 Peitnonsc JI. HaTypanusm BUPTyalbHBIX MHPOB //
Gamestudies.ru.

URL: http://gamestudies.ru/translations/virtual-worlds-
naturalism (mata obpamenus: 29.01.2019).

* T'epMeTH3M — H30TEpPHUECKOE yUEHHE, OIHPAIOIIEecs
Ha TPYZIbl JIETEHAApHOro aBTopa (Wi, CKopee, aBTO-
poB) I'epmeca Tpucmerucra (Corpus Hermeticum) u
npeacTaBisioniee co0old CHHTE3 AIUITMHUCTUYECKOTO
THOCTHLIM3MA U eTHIeTCKoro Maruzma. B Oonee mm-
POKOM CMBICIIE — KOMIUIEKC MHCTHKO-MarH4ecKuX
MPEICTaBICHUI W SHHCTEMOJIOTHYECKas YCTaHOBKa
«MHUCTHYECKOTO TEXHUIIH3Ma».

3 Peitnonsc JI. HaTypanusm BUPTyalIbHBIX MHPOB //
Gamestudies.ru.

URL: http://gamestudies.ru/translations/virtual-worlds-
naturalism (mata obpamenus: 29.01.2019).
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con%), HO He camo 1o cebe «pa3zobiauenue M3u-
I BUPTYaJbHOIO MHpPA BBICTYIAET IIETBIO I'eii-
Mepa. [laxe ¢ yuetom otmedeHHOM PeitHosbacom
3HaYMMOCTH HCCIIEZOBATEIIbCKUX HMITYJIBCOB Y
reiiMepa u, 4To emie 6oyiee BaXHO, €ro CocoOHO-
CTH HETIPOTUBOPEUMBO COYETATh UTPY U ee pa3o0-
JayeHue, TyMaeTcs, CBOJUTb BUPTYO3HOCTH Ieii-
Mepa K KOHTpPIUIEIO OyJIeT ToXKe Y3KOH MHTepIpe-
taiuedd. XoTs Obl MOTOMY, 4YTO 3TO OBUT OBI
CTpaHHBIN HATYypPaJIHCT: OCYILECTBIISS UCCIIEAO0BA-
HUE MHpa, OH 3a4acTylO0 CO3HATEJIbHO HapyIIaeT
«IKOJIOTUIO UTPOBOTO MHpPa» (XOTS B UTOrE 3TO
MOJKET OKa3aThCsl €€ yJIydlIeHHeM). ArOH, COpPEB-
HOBATEJIBHBIN AyX UTpaeT I relMepa, HaBepHOeE,
HauOosbIee 3HaYeHue. Ectb cobna3H cBecTH 3TOT
IyX K «OKaxJ1e CKOPOCTH» — KaK 3TO OTYACTH Clie-
JIAHO B HCCIJICOBAHUM CIIUAPAHHUHTA, CKOPOCTHO-
r0 TMPOXOXKJEHHUS WIp, KOTOPOE MPHHAIICKUT
P. Cxannu-bmaiikepy.

OH paccykaaeT 0 BUPTYO3HOM MPOXOKIe-
Huu (finesse run) Kak 4YaCTHOM cllydae CIUJPAH-
HUHTa, IPOTHBOIIOCTABJISIS €r0 MPOXOXKIACHHUIO Jie-
KOHCTpYKTUBHOMY (deconstructive run). «B sup-
MY03HOM TIPOXOXKJICHUH CIUAPAHHED B3aUMOJICH-
CTBYET C UIpPOH Kak C SKCTPEMaJIbHBIM paclIupe-
HUEM, BBICTyIasl B KauecTBE “UECAIBHOT0” UIPO-
Ka, KakuM €ro IpeacTaBiiieT rehMausanHep. B
tepmuHax ae Cepro eupmyosHoe NPOXOXKAECHUE
SABISIeTCS HanOomnee IPPEKTUBHBIM MapIIPyTOM
10 MPOCTPAHCTBY HWIPBI, KOTOPBIA NPH ITOM HE
HapyIIaeT ee “HappaTUBHBIX rpaHuil»?’. JIekoH-

% Hoprencen K. Wutepdeiic urposoro mupa //

Gamestudies.ru.

URL: http://gamestudies.ru/translations/gameworld_int
erface (mara oopamenus: 29.01.2019).

27 Ckannu-Biiikep P.  CrimipaHHMHT:  OTTOYEHHAS
npaktuka. CkBo3b mpoctpancTBo ¢ Mutenem ae Cep-
to 1 [lonem Bupunso // Mennadunocodus XII. Urpa
WIH pealbHOCTh. ONBIT HCCIIEA0BAaHNS KOMITBIOTEPHBIX

CTPYKTHBHOE K€ IPOXOXKICHHUE «IOMAaeT Happa-
THUBHbBIE TPAHUIIBI, KaK B MPSIMOM CMBICIE BHOCH
U3MEHEHUS B HApPAaTUBHYIO CTPYKTYPY UIPBI, TaK
U MEHss IOCIENOBATEIbHOCTD €€ IPOXO0KICHHUS,
CO3/IaHHYI0 TeliMan3aiiHepamu (II0Apa3yMeBaro-
muecs mpasuia). <...> B ciyudae oexoncmpyk-
MUEHO20 TPOXOXKICHUS HACWIME CKOPOCTH IIPH-
CYTCTBYET yXK€ B CAMOM HPSAMOM CMEICIEN>S. Bpsiz
JI1 MOXKHO paccMaTpuBaTh BUPTYO3HOCTh I'elimepa
B KaQ4e€CTBE YaCTHOIrO Ciyd4as crnuapaHHuHra. Ilo-
CIIETHUI, CKOpee, SBIIETCS OCOOOH, cTaBmIed B
3HAQUUTEIILHOM MeEpe HEe3aBUCUMOM, IeHMEpCKOU
IIPAKTUKOW M CBOETO POJa IKCTPEMYMOM BHPTY-
o3HOCTHU rerMIuies. CnupaHHUHT UMEET JENI0 CO
CTpaTermyecKkoil 3amaveil, HO OOJbIIas YacTh
IIPUMEPOB BUPTYO3HOU UTPBI — JEJI0 KOHKPETHBIX
UTPOBBIX TaKTHUK. J[a, COPEBHOBATEIBLHOCTD CBS3a-
Ha CO CKOPOCTBIO, HO HE CBOIUTCA K Heil. He cko-
POCTh TPOXOXKACHHUS BBICTYINACT CHEIUPUKON
BHUPTYO3HOCTH TeiiMepa, HO U300peTaTesIbHOCTh B
pyciie arosa.

Opnako uccnenoanune Ckamnu-bislikepa
MOJYEPKUBACT BAXXHBIHK MOMEHT IOMHMO COO-
CTBEHHO 03a00YEHHOCTH CKOPOCTBIO: BHUPTYO3-
HOCTb CBSI3aHA C OIPEICIICHHBIM OTHOIICHUEM K
npaBuwiiaM urpbl. [IpoBoas rpaHully Mexnay BUp-
TYO3HOCTBIO U JEKOHCTpYKIHel, Ckannu-bialikep
HCIIOJb3YEeT KOHLENTYaIbHBIA anmapar, KOTOPbIU
ObLT pa3paboTaH KIACCHKAMHU HWCCIICJOBAHHUIA WI-
pBI Kak TakoBOW. I103TOMy OCHOBHYIO Harpysky B
ero aHaimu3e JOOpPOKAUYECTBEHHOCTH HUIPOBOTO
OIbITAa HECYT KOHBEHLIMOHAJIbHBIE NPaBUIIA, «Ma-
ruueckuii kpyr urpsd» (M. Xeiisunra)?®. Ero pas-

urp. CII6.: ®onn pazsutus koHpaukromoruu, 2016.
C. 463.

% Tam xe. C. 463-464.

¥ Cwm. crarbio Mapraputsl Ckomopox «Tamaroun u
MU} 0 KHOEpIPOCTPAHCTBE: K BOIMPOCY O MAarn4ecKOM
Kpyre» B 3TOM HOMEpe, B KOTOpOH MHOApOOHO pac-
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pYLIEHHE — TO €CTh OTKa3 OT KOHBEHIIMOHAIBHBIX
NpaBWiI — OKasblBaeTcs ImumibopexeperBom’:
«Urpok ‘“‘coBepmraer Hacuiaue” B OTHOLUIEHUU
HAppaTUBHOM CTPYKTYpbl MIPbl M CO3JaeT COO-
cTBEeHHBIN HappatuB»’!. Takum o6pasom, Ckaiu-
bmiikep HE MOXET UTHOPHPOBATH TOT (PAKT, YTO
CIMJpaHHEP B JIOOOM cilyyae BTopraercs B chepy
JEUCTBUS TPAaBUJI, IMO3TOMY HCCIIEIOBATENb CIIe-
IUGUIHIPYET UX, BBIACTSSA T€, KOTOPhIe HAPYIIUTh
«IPOCTUTEIBHOY, U T€, KOTOPBIE «Pa3pyIIaOT Ur-
py». Ecth monpazymeBaemble (KOHBEHLMOHAJb-
HBI€) — «CBAIICHHBIE» JUIS UTPHI (WK, TOUHEE, IS
€€ HappaTHuBa) — IpaBUjIa U NpaBWIa SBHbIE (MU
(baxTHUECKHE) — T, «KOTOPbIE YIPABISIOT UTPOM
Ha caMoM Jiene». «VIMEHHO OHM WHTEpPECyIoT
CIHMJIPAaHHEPOB, KOTOPBIE HIIMYT CIIOCOOBI MPOMy-
CTUTH ONPEEIECHHBbIE OTPE3KU UIPBl, YCKOPUB €€
pOXosKAeHUEN>2, Bpsia 11 9T0 OBUIO HENBIO HC-
clieioBaTeNsi, HO UMEHHO 3TOT MOMEHT MapKupy-
€T HECBOJUMOCTh KOMITBIOTEPHBIX WMIP K HUIpam
TpaguIMOHHBIM.  braromaps  HeoOXoaAMMOCTH
UMETh «SBHbIC MPAaBUJIa» KOMIIBIOTEPHbIE HIPbI
MPEJCTABIAIOTCS CaMOJOCTaTOYHBIM MHpoM. [lo
BCEH BHUAMMOCTH, MMEHHO 3TO OOCTOSTEIHCTBO
MO3BOJIMIIO cOCTOAThCsl MeTadope «mup — KWy, a
HE, K IPUMEPY, «MUpP — LIaXMaTHas mapTus». SB-
HbIE MpaBUJIa B KOMIIBIOTEPHBIX UTpax — €e JBH-
KOK/KOJI — 3TO HE TOJBKO (hu3uUKa UTPBL, HO U (io-
cuc (¢pbog) sroro mupa. Bummmas TtaBTonorus
SBIISICTCS TAKOBOM TOJBKO OTYACTH, MMOCKOJIBKY HE

CMaTpUBAaeTCs BOMPOC O Marm4eckOM Kpyre W rpaHH-
nax urpsl. — [pum. pen.

3% Or mem. Spielbrecher — «paspymaromuii urpy»,
«JIOMAIOIIHUI UIPY».

31 Ckannu-Biiikep P, CrimipaHHMHT:  OTTOYEHHAS
npaktuka. CkBo3b mpoctpancTBo ¢ Mumenem ae Cep-
to u [lonem Bupunbo // Mennadunocodus XII. Urpa
WIH pealbHOCTh. ONBIT HCCIIEA0BAaHNS KOMITBIOTEPHBIX
urp. CII6.: ®onn pazsutus koHpamukromoruu, 2016.
C. 463-464.

32 Tam xe. C. 449,

BECh CMBICT «(IOCHCY» COXpaHUIICS B COBPEMEH-
HOM TOHATUH «(DUZUKAY.

«®Drocuc» eme y I'omepa — He TONBKO
€IMHCTBEHHO BO3MOKHBIN MOPSAIOK, HO U (hopMma
pocTa sl KaKOM-TO BEId, COOBITHS WM MUpPA B
L[EJIOM (YTO COXPAHWJIOCh B OJTHOKOPEHHOM MENHU-
LIMHCKOM IIOHATUH, O3HAYAIOLIEE «POCTKOBYIO 30-
Hy»). Ilo Apucrorento, MUp €cTb IEpMaHEHTHAas
U3MEHUMBOCTb U OJHOBPEMEHHO BOCIIPOM3BOJU-
MOCTh Oyarojjapsi HEKUM «IpaBUJIaM OpraHHU3a-
UM». DTO 3aKOHBI, HO HE T€, YTO CBOWCTBEHHBI
BEIIM «I0 YCTAaHOBJICHHIO» (HOMOC), HO CBOi-
CTBEHHBI €i «I10 IPUPOJIe» — TO ecThb ee ¢rocuc. U
€CITM HOMOC JUIsl HaC «IIPO3payeH», MOCKOIBKY MBI
CaMHM €ro aBTOpHI, TO ¢ (PIOCUC HE BCE TaK OInpejie-
JIEHHO — 3TO HEYTO *kHUBoe B camoMm cebe. Crop-
NpU3bl BO3SMOXKHBI — U MBI HE 3HAaeM, TO JH OHHU
MPOUCXOAT B CHIIy HEJJOCTATOYHOCTU 3HAHMSA, TO
JIM caM MHP «HE OKOHYATEJICH.

Cxkamnu-bmdiikep oTMuUaeT «HOMOC» UIPBI
(To ecTp HappaTHB KaK OCHOBY Ui (hOpMHpOBa-
HUS «Maru4eckoro Kpyra») OT «(haKTHUECKUX»
(WK «SIBHBIX») MpaBWJI;, CIIUIPAHHEP pa3pylIacT
TOJBKO Ty UTPY, KOTOpasl CBSi3aHA C HApPAaTHBOM,
HO HE TPOTaeT Ty, 4TO CBsA3aHa ¢ GU3UKOH (paKTu-
yeckue mnpasBuia). Takum o0pa3oMm, Mbl BBIIUIH K
CTapoMy CIOpY HappaToJIOroB M JIIONOJIOTOB, OJI-
HAKO BOCCTAHABJIMBATh IMO3UIMU CTOPOH HE BXO-
AT B Hamy 3amady>>. Xodercs MOIYepKHYTh
TOJBKO TO, YTO B PEATbHOM MPAKTHKE UTPbl HOMOC
HE SIBJIIETCSl CBAIICHHBIM Ui TeiimMepa (UTO He
JIeTIaeT €ro MpH 3TOM MIMUILOPEXEPOM, MOCKOIBKY
urpa NpoJOJKACTCS), OJHAKO HE SIBISETCS TaKO-
BOIl /1 Hero u ¢u3uka. He oOpamas BpemeHamMu

33 Monpobree 06 Tom crope cm.: boroct 5. Buneo-
urpsl — 3T0 Oapaak // Meauadunocodus X. Kommsio-
TepHBIe UTPBI: cTpaTerun uccienosanus. CII6.: U3na-
tenbeTBo Cankr-IlerepOyprekoro ¢uiaocodcekoro o06-
mectsa, 2014. C. 292-319. — Ipum. peo.
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BHMMaHHUs Ha HappaTuB (HOMOC) M HUTHOPUPYS
ydacTkd koaa ((pusuky), refiMep HpoJoIKaeT ax-
TUBHO JIeHICTBOBATh B UTPOBOM Mupe. OH HAXOAUT
«TOYKy pocTta» ((procuc) 3Toro mmpa, €mie OaHO
U3MEpEeHUEe MOMHUMO JBYX Oa30BBIX ypPOBHEW, U
«OHTOJIOTMYECKHI CTaTyc» 3TO U3MEPEHHE IOIy-
YaeT He OT aBTOPOB BUPTYaJbHOIO MUpA, a Onaro-
napsi mpaBy urpatomiero. biaarogapst stomy ¢usu-
Ka 3TOr0 MHUpa CTaHOBHUTCS OOJIbIIEC MOXOXKEH Ha
¢rocuc. B camom cebe BUpTyo3 oOpeTaer mpaBo
OCTaBaThCA B MpefiesiaX KOHKPETHBIX CO3UIAIOIINX
MHUp 3aKOHOMEPHOCTEH, HO, €CJIM BO3HUKAET HYXK-
7a U TMPENoCTaBIAETCS BO3MOXHOCTb, OTOpAchI-
BaTh MX KaK HEYTO HEBAXKHOE 110 CPABHEHHIO C €r0
xenmanueM. OH JienaeT uX He-HeoOXOIMMBIMU HE B
INPUHLUIE, & 6 KOHKpemHom ciyyae. VIMeHHO 1O-
3TOMY game (UIrpa «Io IpaBWJIaM) HE MpeBpalla-
ercs B paidia, koropas, cornacHo P. Kaiiya, ecTb
«IIeMEeHTapHasi MOTPeOHOCTh B OECIOKOWCTBE U
TBAJITE» M «IPOSIBISETCS BO BCSIKOM CYACTIMBOM
BO30Y)KICHUHU, BBIPAKAIOIIEMCS B HEMOCpel-
CTBEHHOH, HEYNOPSAJOYEHHON ICATENbHOCTH, 3a-
4acTyl0 YPE3MEpPHO aKTUBHOM, BaKHEHIIECH uep-
TOM KOTOPOM WJIM JaKe€ €AUHCTBEHHBIM €€ OCHO-
BaHMEM OCTAeTCs HMMIPOBHU3AIMS U OTCYTCTBHE
npasuw»>4. Paidia He MOXKeT BBICTYIATh CYIIHO-
CTBbIO KOMITBIOTEPHBIX UTP, TOTOMY YTO TeiiMep He
OTMEHsIET UTPOBbIE MpaBHia BooOIIe — 6e3 cBoei
¢usukun Mup He cyumectByer>>. Ho OHU KOHTHH-

3% Kaitya P. Urpsl u mou; CTaThk U 3¢Ce TI0 COIHUONO-
rum KyasTypsl. M.: OI'H, 2007. C. 64-65.

33 B game studies pasngenenmio urp Ha ludus (urpa-
cHcTeMa, MOAYMHEHHAas >KECTKOW CHCTeMe MpaBH U
npennucanuii) U paidia (cBoOoIHAS UTpOBast ACATEb-
HOCTB), KoTOopoe mpemnaract Poxe Kaiiya, cooTert-
CTByeT paznuuue Mmexay game u play (Cwm., Hamp.:
Frasca G. Ludology Meets Narratology: Similitude and
Differences Between (Video)games and Narrative.
URL: https://www.ludology.org/articles/ludology.htm
(mara obpamenus: 11.02.2019).). Hecmotpst Ha TO, 4TO
KOMITBIOTEPHBIE HIPbI JAOBOJBHO KECTKO CTPYKTYpH-

TCHTHBI B TOW MEpPE, B KaKOM TelMep OKa3bIBaeTCs
BHUPTYO30M.

B sToM MomeHTe 0oOpaTHMcsi BHOBb K HC-
crenyeMoil HamMu TioOanbHOM Metadope. Ecmu
Halll MUpP €CTh KOMIIBIOTEpHAs UIpa, TO 3TO Kak
pa3 MEHSET BCE — €CIIM Mbl, KOHEYHO, JIOIyCKaeM
BO3MOXHOCTh BUPTYO3HOCTH. [eiiMep-BHpPTYO3
CO3/1a€T HOBBIE IPaBUJIA, KOTOPbIE MOTYT JKUTh
OZJHO MI'HOBEHHME WJIM, Ojaromapsi KOJJIEKTHBHOM
NPAaKTUKE, CTaTh 4YacThi0 (PU3MKH 3TOrO MHpA.
Ckannu-bidiikep TOBOpHUT, UTO «3a4acTyl0 paHHE-
pBI 3HAIOT O (DaKTUUECKUX MPABUIAX UTPHI OOJb-
me, yeM ee paspaboTuMku»>®, a MccuenoBaTenu
KOMITBIOTEPHBIX UT'P MOTYT MPUBECTH MHOTO IPH-
MEpoB, Koraa Onmarojapsi OEMCTBUSM HIPOKOB Y
KOHKPETHOIO BHUPTYaJIbHOTO MHUpa IOSBISIOTCS
HOBBIE XapaKTEePUCTHKH. « YCTPaHUTH Oar, ¢ OHON
CTOPOHBI, O3HA4YaeT M30aBUTHCS OT “IIEPOXOBATO-
cTell” Koda, ¢ Apyrod — OT JAOMOJHUTEIbHBIX BO3-
MOYKHOCTEHl WIphl, HE IPENyCMOTPEHHBIX B €€
npoekre. XOTs B IOBCEIHEBHOW MPAKTUKE UIPO-
7IeTI0B MOOEKJaeT CKopee “‘yaalluTh, HENb3sl OCTa-
BUTB”, BCE K€ HEPEIIKU NMPUMEPBI COXpaHEHHs Oa-
roB. B 3Tom cityyae Mbl MOKEM T'OBOPUTH O KOH-
BEPCUHU OIIUOKH, T. €. O MPEBPAILIECHIUH HETAaTUBHO-
IO €€ CONEPIKAHUs B MONOKUTENLHOEY . Eciu ur-

pOBaHBI CBOCH (HU3HUKOH, T. €. game UrpacT B HUX 3HaA-
YUTENbHYIO POjb, play Bce paBHO HMEET B HUX MECTO —
B MEPBYIO OYEPENb B TEX CUTYaIUAX, KOT/1a MBI OTBJIE-
KaeMcsl OT MpaBWJl, IPENICaHuH, 3apaHee IpoayMaH-
HBIX KBECTOB U pa3BjekaeM ceds camu. — [Ipum. pen.

3% Ckannu-Biiikep P.  CrimpaHHMHT:  OTTOYEHHAS
npakTtuka. CkBO3b IpocTpaHcTBO ¢ Mumenem e Cep-
to 1 [lonem Bupunbo // Mennadpunocodus XII. Urpa
WM peabHOCTh. ONBIT HCCIEI0BaHN KOMITBIOTEPHBIX
urp. CII6.: ®onn pazsutus koHpaukromoruu, 2016.
C. 462.

37 Jlatemosa A. P. §15. KouBepcust OnmMOKM: TIMTY-
apT B KOMIbIOTEpHBIX urpax // Memnadunocodpus XII.
Urpa nnm peansHOCTh? ONBIT HCCIEAO0BAHHUS KOMITBIO-
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POKM Tak cMeJsio (M MaccoBo!) «IIyTaroT» Jauere-
TUYHOE U HEAUETETUYHOE, €CIM UM BEIOMO M3Me-
peHue (rocuc, ToO Mbl JIOJKHBI JOTOJIHUTH MeTa-
¢u3nUecKyl0 KapTHHY, KOTOpas CO3[aercs Io-
6anpHON Metadopoit «mup — KW»: «urpok» 00-
JaaeT TBOPYECKOM CIIOCOOHOCTBIO «BBIMVISIbI-
BaTb» 3a IpeAeibl MUPA-CUMYJIALUA — TOW CaMOU
«HEMPOJIOrMYEeCKOU Iewmepe» MeruuHarepa — u
KOPPEKTHPOBAaTh €r0 OHTOJIOIMYECKHE «HACTPOM-
Ki». DTO BapUaHT «COMPOTUBIICHUS paMKaM (op-
Mara»’®, To ecTh CIOCOGHOCTH PaCIIUPATH OHTO-
JIOTUYECKUE pPaMKH, TMpUYeM Oe3 BCAKOrO TOKY-
IICHUsI Ha cTaTyc cyObekTa TBopeHus. [eiimep He
IIPOU3BOAUT MHUPBI — 3TO 3a7ada «XO35IMHa» BUP-
TyanpbHOro mupa. Ho Wrpok HaxoguT BO3MOX-
HOCTb JTUCKPEIUTHUPOBATh OKOHYATEIBHOCTD U OJI-
HO3HAUHOCTb 3TOTO0 TBOPEHUS — pa3yMeercs, B
CBOIO TIOJIb3Y.

Takast oHTONOrMYEcKass CTpaTrerusi paspy-
IIaeT, TIOMHMO BCErO IpodYero, «0OazoBbIC
HACTPOMKM» caMOro OBITHS (TOro, K KOTOPOMY MBI
NpUBBIKIN). OHTOJIOTUS — 3TO HE KapTHMHA MUDA,
3TO UCCIEN0BAHUE YCL06ULL NOHAMHOCMU ONBITa,
PE3YABTATOM AEHCTBUS KOTOPBIX OKA3bIBAETCS Me-
Taduznyeckas KOHLENIMS U KapTuHa mupa. [lap-
MEHHJI CO37all KaK TaKOBOE pa3inyhe ObITHS-
MOJUIMHHOCTU U CYLIECTBYIOLIEr0-BUANMOCTH. OH
KE  3aJOXKWI  AKCHOJIOTMYECKH  BBIJICJICHHOE
HAIpaBJICHUE B IOJb3Y «HACTOAIIHOCTH» CKpBI-
TBIX CTPYKTyp (Hampumep, koma). OmHako Kynaa

Oomee HeﬁCTBeHHBIM B HalllUX MPCAMHCHUAX OKa-

TepHbIX urp. CII0.: @onx pa3BUTHS KOHPIUKTOIOTUH,
2016. C. 263.

¥ Cxomopox M. M. KoMIbIOTepHBIE MIPHl M yTOMHS
WHTEPAKTUBHOCTH: Ha YTO CIIOCOOHBI TehHMepnl //
MexTyHapoIHBIH JKypHaJl MCCIEIOBAaHMM KYyJIBTYpBI,
Ne 2 (15), 2014. C. 53-60.

3 Cm. moapo6uee: O6onkuna C. B. OnTomorus: or
[Mapmennga x Meiisicy // Becrauk BI'Y. Ne 1. 2017.
C. 50-58.

3ajcsl 3a/leNl IUIATOHOBCKOW MeTapHu3UKU: MHPY
MO/UIMHHOCTU TPOTHBOCTOUT HE IPOCTO HEUYTO
BCEro JIMIIb BHJIUMOE, HO HEIO-COBEPILEHCTRBO,
HEJI0-CBEPIICHHOE. AKCHOJOTHYECKUH MOMEHT
OKa3bIBaeTCs ONEPaTOPHBIM: BCSIKOE HECOBEPIIICH-
CTBO pPaccMaTpHUBaeTCsi B JIOTHKE Oeguyumos, a
«UCHLENIEHUE» — JEJI0 B0CHONHEHUs, NPUpoCcma
byHKIUH.

OnHako aHAJIM3UPYEMBIN 3[€Ch ONBIT I'ei-
Mepa, HaoOOpOT, NEMOHCTPUPYET JIOTUKY u30a8-
JleHuss om u30bIMKO8, TIOCKOJIbKY 3TO OKa3bIBACTCS
CIOCOOHOCTHIO TIpeHeOperarb B KAaKOH-TO MOMEHT
0a30BBIMH  YCTAaHOBKAMH  MHpa KaKk  He-
HEOOXOMMBIMH, U30BITOYHBIMU. Takum 00Opazom,
YCTaHOBKa KOHTHMHTEHTHOCTH TPEAIONaraeT Io-
UCK U30b1MOo4YHO20 B CUCTEME MPAaBUI — U 3TO, €C-
JU BIlyMaThCsl, TPUHIIUITAATHFHO HOBOE OCHOBAHHE
YCIIOBUM MOHATHOCTH OIbITa. B 3TOM CMBICHE TYy-
py-reiiMep coluaapeH ¢ Typy-TICUXOHEBPOJIOTOM
O. CakcoM, KOTOpbI oTMeuan: «MeHsl 3aHMMAaloT
He Ae(QULIUTH B TPAAULIUOHHOM CMBICIIE, @ HEBPO-
JIOTMYECKUE PacCTPOMCTBA, 3aTParvBaroIIve JINY-
HOCTh. CyIllecTBYeT MHOXXECTBO Pa3HOBHIHOCTEH
TaKUX PAacCTPOWCTB, MPUUYEM HEKOTOPHIE CBS3aHBI
HE C HEeJOCTAaTKOM HJIM YTpaTod (YHKLHH, a C ee
M30BITKOM, ¥ HIDKE 5 BBIJICTISIIO HX B 0COOYIO Kare-
roputo»*’. Ecii 10mycTUMO MCHONb30BaTh MeTa-
¢dopy Oone3HU B KadecTBE aHAM3a MeTadu3mue-
CKOM KapTHHBI, TO MOXXHO yTBEpXkAaTh: MeTadopa
«vup — K1» moroMy U HEe pacKpbiBajia JI0 CUX MOP
CBOETO TOTEHIIMANa, YTO OHTOJIOTHYECKH CyIIe-
CTBOBAJIa B IPEKHEH Mapagurme «1eUuinToBy.

[IpuMmepHO K TEM K€ BBIBOJIAM MPHUXOAUT
MBICTIb, pa3BHUBAIOLIAsICA B pycle KOHUEMIINU
MernuHrepa, npuyeM HMMEHHO B €€ HayYyHOU —

0 Cakc O. «Uenoek, KOTOPBIil IPUHAI 5KeHy 3a IUTA-
ny» W Jpyrde HWCTOpUH W3 BpaueOHON MPaKTHUKH.
CII0.: Science Pess, 2005. C. 26.
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HENPOKOrHUTUBUCTCKOW — yacTu. A. Kmapk*' ne
ocrapuBaeT MeTapu3NIecKo COCTaBIAIONIEH Me-
tadopel MeTIMHrepa, OJHAKO MEHSIET YCIOBUS €€
MOHATHOCTH, IPUYEM UMEHHO B CTOPOHY M3KMBa-
HUSI «OHTOJIOTMYECKHX aTaBU3MOBY» JIOTHKH Aedu-
muToB. Krnapk mokaspiBaer, yTo paboTy Mo3sra
MOJKHO IOHHUMAaTh W3 Pa3HbIX KOHLENTYaJIbHBIX
napagurM. Ilepsas (1) mompa3zymeBaeT, 4To MO3r
paboTaeT Ha OCHOBE BBICTPAWBAHUS CIIOKHOU
MPEABAPUTEIBHON MOJEIHU, KOTOPOU «aKKOMITAHU-
pyIOT»
¢ynkuuu opranusma. Eciu ciyuatorcst paccoria-

NnepuenTuBHAA W MPOIMPHUOLCITUBHBIC

COBaHHUS ITOH MOJIENIU C PeaTbHOCThIO, TO MPOUC-
XOJTUT 3TO B CHIIy HEAOCTaTKa JAaHHBIX WU Jedu-
1uTa QyHKITHA.

HerpymHo yBHIeTh, 4TO XOJ€ CO3JIaHUS
TaKOW KapTUHBI pabOThI MO3Ta AKTUBHO HUCIIOJbB3Y-
€TCsl CUCTeMa yCIIOBUYM TOHSATHOCTH OIBITA, KOTO-
PYIO MBI BBIJCIHUIN B KA4eCTBE IJIATOHOBCKOM.
Knapk, omgHako, MOKa3pIBaeT, 4TO MOAOOHAs CH-
creMa Obl1a ObI CIIMIIKOM 3aTPaTHON C TOYKHU 3pe-
HUS DKOHOMHUHU 3Heprud. Hactombko 3arparHas,
9TO BPSIJ JIM OHA UMEET OMOJIOTHYECKHE KOppes-
ThI, TOBOpUT OoH*2, TloaTOMY pa3zpabarbiBaeT apy-
roi moaxon (2): MO3r He BBICTPAUBAET MpEABAPU-
TEJIbHBIX MoJenerd Mupa. Mo3r 3aHUMAaeTcs BEPO-
STHOCTHBIM TPOTHO3UPOBAHUEM H  aHAJIU30M
OIMOOK, KOTOpBIE SIBISIOTCS CHUTHAJaMU BCEX
YyBCTBEHHBIX CUCTEM. «l OJOAHBIN 0 IpeAcKasa-
HUM MO3r»* paboTaer ¢ JIOKaJbHBIMHU TPOrHO3a-
MH, OH YTPOEH TaK, 4TO CMeJO MpoOpachiBaeT
MPOTHO3 B HEKYI0 «TEMHYIO» OOJIaCTh, aHAIM3H-
pysl OTKJIMK CHCTEM YyBCTBEHHOCTH; JICHCTBYET HE
B «MHUpE BOOOIIE», a B Mpeenax JIOKyca CHUTya-

1 Clark A. Embodied Prediction // T. Metzinger &
J. M. Windt (Eds). Open MIND. Frankfurt am Main:
MIND Group. P. 1-21.

2 Op.cit. P. 11.

 Op. cit. P. 15.

LUH.

Jla, Ha ypOBHE CO3HATEJIbHOIO KOHTPOJIA
MBI [TOCTOSITHHO HaBsI3bIBa€M MO3Ty cTpareruto (1):
«TIPOCUUTHIBAEM» MOJEIN U ACUCTBYEM B COINIa-
CHM C MOJENISIMU M TJITaHAMH, OIIMOOYHO Tojaras
3TO 3HeprocOeperawoeii BHYTpEeHHEH >KOHOMM-
KO u TpocTo Ooinee O€30MacHBIM CIIOCOOOM
KUTh. Ho Jake eciy 4eaoBEK B OOBIYHON XKU3HU
BBICTYIIAET CTOPOHHUKOM TAKOT'O *KHU3HEHHOTO IO-
BeieHUs, Oyay4d redMepoM-BHPTYO30M, OH, Kak
BBISICHSIETCS, IECTBYET TaK, KaK OINHUCHIBAET MO-
nenb (2): peanus3yeT aKTUBHOE BEPOSITHOCTHOE
MPOTHO3UPOBAHME, HCHONB3YS METOA Mpod u
oIMOO0K, a HE BHICTPAUBAET YMO3PUTEIIbHBIE CTpa-
TErMy, KOTOPHIE OH IPOBEPSET, CTPOrO CIEys
Iiady. J{is Hero BakHa BbICOKAas LIEHHOCTH OIIM-
OOK IpOrHO3a IUTIOC CIy4ai Kak HelpencKkazyeMoe
COEIUHEHNE HE3aBHCUMBIX JpPyr OT Apyra LEmo-
YEK BIIOJHE JIMHEHWHBIX 3aBUCUMOCTEU. leiimep
aKTUBHO JEHUCTBYET, WIOBUT yAady», OLIEHUBAET
omMOKH M (PUKCUpPYeT YCHELIHbIe CTpaTeruud —
IIpUYEM, KaK IpaBWIO, TyT XK€ Jenas UX HH-
TepCyOBEKTUBHBIM OMBITOM (Omaromapst (aHat-
CKUM coo01ecTBaM, (hopymMam U T. II.).

Takum oOpa3oMm, B TpakTHKe TreiiMepa
MOXXHO OOHapy>KUTh YTO-TO TOXOXKEE Ha MPAKTH-
YECKUE PEKOMEHJAIMU B OTHOIIEHWH TOTO, «KaK
KUThb, €CIIM MUP KOHTHMHIEHTEH»: IO BCEH BHUIHU-
MOCTH, CHUMAas M30BITOYHYIO KOHLEHTYaJTU3aIHI0
B OTHOIIEHMH BCSAKOTO LIEJIOTO B I0JIb3Y BUPTYO3-
HOTO ITPOXOXKIAEHUS JIOKAIBHbIX cUTyauuil. 11 koH-
TUHTEHTHOCTh CTaHOBUTCS Omke. Ilotomy uro
OJHO [€JI0 — HAacTauBaTb HA TOM, YTO YEJIOBEK
JOJDKeH TIeCTOBaTh B ce0e TOTOBHOCTh K BCerna
MHOMY (KOHTHHITE€HTHOMY) Mupy. Mmu TpeboBarh
MPELU3UOHHON 001Ieil KapTUHBI AEHCTBUTEIBHO-
CTH U KOHTpPOJIS, BCErJla B UTOTE UCIBITHIBAs Pa3o-
yapoBanue. Torma, JCMCTBUTEIBHO, BO3HUKACT
OIIyIIEHUE Hamed ymepOHoCTH, AedUIUTa cCMe-
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JIOCTH, CTOMKOCTH, peakUuH U T.I. DTO BIIOJIHE
MOXeT ObITh 4YpeBaTro (hyHJAaMEHTAIbHBIM IECCH-
mu3MoM. Ho coBcem apyroe — moHMMaTh KOHTHH-
TeHTHOCTh KaK Hallly CIIOCOOHOCTh CTaBHUTh I10J
BOIPOC HE3BIOIEMOCTh TMpaBWI (JaXe CcaMbIX
¢ynaamenTanpHbeix). He OyHT MpOTHB HHUX Kak
TaKOBBIX, HO TMOWCK HEOXHJIAHHBIX A(PQPEKTOB B
XOJIe TOCTOSIHHOM aKTHBHOCTH B JIOKQJBHBIX CH-
TyalusXx.

3aknouenue

¢mnocopus
(manpumep, T. MeTiuHrep) nokasplBacT, UTO MUP

CoBpeMeHHast CO3HAHUSA
— 3TO MECTO, B KOTOPOM MOXET OBITh «BCE, YTO
YrogHo». B TepMHUHAaX COBpPEMEHHOW OHTOJIOIMU
3TO MOXKHO ObUTO ObI Ha3BaThb KOHTHHICHTHOM pe-
anbHOCTBIO: MHp ecTh runepxaoc (K. Meiiscy).
Opnako MeTuuHrep HacTamBaeT, YTO YeJIOBEYe-
CKUH pa3yM TOpOXKIaeT (PUKCHPOBAHHYIO CHUMY-
JAIHI0 (BKIIFOYAsl TaKOM ICEBIOCTAOMIBHBIN 00b-
eKT Kak Jro) U BBIUTH U3 Hee OH He MOxeT. [loct-
rymanu3M  (H. boctpom) akTtuBHO pa3BUBaeT
MIPEICTABIICHUS] O CUMYJISTUBHOCTH PEAbHOCTU B
KOHTEKCTE MPOU3BOJACTBA U BIAJACHUS: TOBOPUTCA
0 HEKUX «XO0351€BaX» CUMYISIUU, B KOTOPOU MBI
3anepTsl. DT WJEU — MEpPLAHUE I'paHEed HOBOM
KapTuHbl Mupa. Kortopasi, ogHako, He OCOOCHHO
HOBasi: B HEH CIUIIKOM CHJIbHBl KOHHOTALIMU
«CHIETTAHHOCTU» B CMBICJIE «IPOU3BOACTBA» U
«KOHTPOJs». Hanmnune MHCTaHLMI TPOU3BOJCTBA
U KOHTPOJIS TMPEANojaraeT Haily «3amepToCTby.
[TapagurmMa «MHp-MamimHay BCErga OCYILECTBIIS-
Jach Kak KyJabT HEOOXOIUMOCTH U MOPSIJIKA: HEOO-
XOJIUMOCTh KaK 3aKOH MPHUPOJbI, HEOCTIOPUMOCTH
3aKOHOB OOIIECTBEHHOTO PAa3BUTHS M XapaKTepH-
CTUK PallMOHAIBHOCTH.

Meradopa «mup — KW», ogHako, packpsli-
BACT HOBBIM CMBICIOBOM IIOTEHIIMAT, €CIIH MBI
paccMaTpuBaeM HIpy C YY€TOM OIbITa reimepa-

BUpPTYy03a. VIrpok OKa3bIBAETCsI CO-TBOPIIOM 3aKO-
HOB 3TOTO MHpPA, @ KOHTUHIEHTHOCTbh — Xapakre-
PHUCTUKOH ero croco0a CyIecTBOBaTh B 3TOM MH-
pe. [axxe ecim HaM XO4eTcsl aKIEHTUPOBATh «CIe-
JAHHOCTBY» 3TOT0 MHUPA, TO C YYETOM 3TOr0 aHTPO-
MOJIOTHYECKOT0 MOMEHTA BO3HUKAIOT HOBBIE (Me-
cTaMH O0ECKypa)XKHBAIOIIUE CBOMM BBI30BOM)
cnenctBus. Hampumep, nomyckasi, 4To 3TOT MHUP
MPOU3BEACH BBICOKOPA3BUTHIMH «apXUTEKTOpa-
MUY, IPUXOTUTCS IPOAYMBIBATh COCMHEHHE JIBYX
JTUHUN TBOPYECTBA: UIYIIUX OT «TBOPIIOBY» MHUPA
U OT «urpokoBy. Ecnm ke ucmnonb3oBars OuOIei-
CKOe TMOHMMaHue TBopua, TO OOHAPYKUBACTCS
emie Oojee MHTEPECHOE CIEACTBHE: MPOSBIISCTCS
KaK HEYTO HOBOE OYEHb CTapas uies — yueHHE O
teosuce*®. B 9TON KOHLENIMU MHUP BBICTYIAET
TEeppUTOpUEH «OeC-YMHCTBA» YEJIOBEKa: MIIajIas
TBapb, OMPENEICHHO, NODKHA BECTH ce0s He MO
YHMHY, €CIIM Jep3aeT Ha Takoe. Ho u B pexume
«OE3TMYHOT0» TPOU3BOJCTBA CUMYJAIMU (Kak,
Hanpumep, y Meruunrepa) metadopa «MUp —
KW» taxke TpebyeT CylecTBEHHOro IepecMoTpa
¢dopm Hameil TBOpUECKOH aKTUBHOCTU. MBI BpSI
T «3alepTh» B TYHHENE-Oro OKOHYaTeIbHO.

B nr0o0om ciydae Mbl BBIHYKICHBI JTHOO
CTaTh CBOETO POJAA «OHTOJOTMYECKHMMH BUPTYO-
3amMm», JUO0 OTKazaThbCs OT ATOW Meraduszmde-
cKoit meTadopsl. Vcronbp30BaHue HIIEH «MHP €CTh
KOMITBIOTEPHAS] UTPA» B TOM PEKUME, KOTOPHIN B
XO0J1y Y COBPEMEHHOT0 IMOCTTYMaHNU3Ma M KOTOPBIN
OKa3bIBAETCS JIMIIb MOJHOBICHHON HUJIEEH O «MU-

* Teosuc, umu oboxkenne (O£WGIC) — XpUCTHAHCKAS
KOHIIENIIVSI, BOCXOJAIas K ydeHHsiM CBB. AdaHacus
Benukoro, I'puropust borocnosa, Bacumua Benmkoro
W JIp., COTJIIaCHO KOTOPOH 3a/1aua YesioBeYecTBa — BOC-
CTaHOBJICHHE COCTOSTHUS MUpa U Anlama (4eioBeka) 10
rpexomnaaeHus. YTo o3HayaeT mpuoOpeTeHus 1o Oia-
TOAaTH COCTOSIHHA 0CO00ro poaa 0Oromnogo0HOr0 Mo-
TYIIECTBA — BJIACTH HaJA CBOCH MpUPOAOH U MPUPOIOH
MUpa; CHHEPTHUS KaK CO-pa00THUYECTBO bory.
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pe-MallrHe», BBIMIAIUT HE O4YeHb OOHaIeKUBa- un. Tpebyercs yTO-TO MEHATH: MeTadopy, KOH-
IOIIMM B OTHOLICHMM HE TOJBKO Hamled crocod- LENLIHI0 IOCTTYMaHU3Ma WM XapaKTEPUCTUKU
HOCTH K BUPTYO3HOCTH, HO Y K KOHIIENITYaanu3a- Hallled UTpBblL.
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MHOTI OSI3bIMHOCTb KOMIBIOTEPHOUM UT'PHI: O TEUMIIJIEMHOM ®YHKIINU 3BYKA

KommnbrotepHble UTpbl MPEACTaBIAIOT COOO0i
KOMIUIEKCHbIE 00BeKkThl. OHHM 0071a7aloT He OJHHM
SI3BIKOM, HO COBOKYNHOCTBIO Pa3lU4HBIX CPEICTB CO-
3naHus cMbicna. Kaxnapli M3 3TUX YCIOBHBIX «S3bI-
KOB» HMEET COOCTBEHHYIO CHeUM(pHUYHYI0 00JacTh B
00ILeH KOHCTPYKIHUU KOMITBIOTEpHOU UTpbl. OTHUM U3
TaKHX SA3BIKOB SBISETCA 3BYK. 3HAYMMOCTh 3BYKa JUIS
KOMITBIOTEPHOH UIPHI OOBIYHO OMIMOOYHO TTOHUMAETCS
TOJIBKO KaK CpPEACTBO JUISl CO3/IaHUS PEaIMCTHYHOCTH
BUPTYaJIbHOTO MHpPa U KakK CIOCO0 MOTPYKEHUS B WTI-
py. Ha camom nene, 3Byk B KOMIIBIOTEpPHOW HTPE MO-
eT BBINONHATH pa3Hble (QYHKIMU: OpHAMEHTAJIBLHYIO,
CEMAHTUYECKYI0O M TeWMIUIEHHY0. 3Ha4YMMOCTh IIO-
cienHeil QyHKIUM UMEET TPH CTETEeHH, KaKaas u3 KO-
TOPBIX MOKET aKTyaJlu3UpOBAThCA B TOM WM HWHOM
tunie urp. IlepBas creneHp BKIIOYAET UIPHI, MOCTPO-
€HHBbIE BOKPYT MPUHLIUINAIBHON Ba)KHOCTH 3BYKOBOM
cocrasisiromieii. Ko BTopoil cTeneHn OTHOCSTCS UTPHI,
KOTOpbIE HW3HAYalbHO TPeOOBaTEIbHBI K BHUMAHHIO
WIpOKa IO OTHOIIEHUIO K 3BYKY. TpeThsl CTelneHb
BKJTIOYAET UTPbI, B KOTOPHIX 3BYK PabOTaeT Kak MpHEM.
Ha xaxnplil u3 ciy4aeB NpUBOIUTCA PsiA MPUMEPOB C
WX TOCIIEAYIOINM aHaau30oM. B 3akmrouenne paboThl
aBTOp NPHUXOIUT K BBIBOAY O 3HAYMUTENBHON posmn
TeMIUICEHHON (YHKIUH 3ByKa Ui KOMIIBIOTEPHBIX
UTp, T. K. UIMCHHO 3Ta (YHKIHS PACKPHIBACT YHUKAIb-
HYI0 00NacTb 3BYKOBOTO, COCAMHEHHOTO C KOMIIBIO-
TEPHO-UTPOBHIM LIETBIM.

KuroueBble cioBa: ayamonusaiiH, 3BYK, My-
3bIKa, (DYHKLUWS, TeUMIUICH, S3bIK UTPBI, MHTEpQeEiic,
JMEeTe31c, KOMIbIOTEPHAs UTPa, BUACOUTPA.

MULTILINGUALITY OF COMPUTER
GAME. ON THE GAMEPLAY FUNCTION
OF SOUND

Computer games are complex objects. They do
not have one language, but a combination of several
ones. Each of these relative "languages" has its own
specific area in the complex construction of a comput-
er game. One of these languages is sound. The signifi-
cance of sound for a computer game is usually mistak-
enly understood only as a means of creating a realistic
virtual world and as a way of immersing player into
the game. In fact, the sound in a computer game can
perform various functions: ornamental, semantic, and
gameplay. The significance of this function has three
degrees, each of which can be actualized in a particular
type of game. The first degree includes games built
around the fundamental importance of the sound com-
ponent. The second degree includes games that initial-
ly require attention of the player to the sound. The
third degree includes games in which sound works as a
device. For each of the cases, a number of examples
are given with their subsequent analysis. Then, the au-
thor comes to the conclusion about the significant role
played by the gameplay function of sound for comput-
er games, since it is this function that reveals the
unique sphere of sound connected to a computer-game
whole.

Key words: audio design, sound, music, func-
tion, gameplay, game language, interface, diegesis,
computer game, video game.
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Beseoenue

B 2001 r. Mapkky OckenuHeH Hamucall
BECbMa IPOBOKAIIMOHHYIO cTaTtbio «MrpoBas cu-
Tyaiusa»!, B KOTOPOW OMNpeNenuiI, YTo HUrpa Kak
nporecc — 3TO KOH(PUTYpaTUBHAs TPAKTUKA, A UT-
poBasi cUTyalusl sIBIISIETCS KOMOWHAITMEH Lee,
CpeACTB, MPAaBUJIL, 000PYAOBAHHS U MAaHUITYJISLIUAHN.
Ota nrof0norudeckas U peayKUHMOHHAs MO3ULMS
XOpOULIO JIEMOHCTPUPYET H3HAYAIbHYIO TEOPETH-
YECKYyI0 JIeSITeIbHOCTh CHEIHMAINCTOB game stud-
ies Mo TOUCKY OMpeAeNieHU OCHOBHBIX TOHSATHUH,
MeTo/1a(-0B), TEPMHHOJIOIMYECKOIO ammnapara u
T. 0. OJHaKo, KaXeTcs, Ha IPAKTUKE KypHall
«Game studies» ¥ ero y4acTHUKH JIUIIb TBITATUCH
coOpaTh HanOOJIbIIIee YUCIIO PA3IUYHBIX B3IJISIOB
Ha TO, KaK MOXHO M3y4aTb KOMIIbIOTEPHBIE UTPHI,
a He BhIpabOTaTh COOCTBEHHYIO «IIOJIUTHKY» HC-
cienoBanuii. Ta cuTyanus, KOTopas IIpOU30LLIa B
JNEUCTBUTEIBHOCTH, XOPOLIO ITOKa3bIBA€T HACTO-
AlIMe OCOOCHHOCTH KOMIIBIOTEPHOM WIpbI, a
MMEHHO €€ KOMIUIEKCHYI0 CTPYKTYpY C pa3iud-
HBIMU acmekTamu (Tpaduka, 3ByK, TEXHUKA, MO-
JIeNU, CLIEHApUil U T.I1.), KaXKIbI U3 KOTOPBIX MO-
KET UMETh SCCEHIMAIBbHOE 3HAYEHHE MJIs1 KOH-
KpeTHOro ciryyasi. Takum oOpa3om, KaKeTcs, YTo
KOMIIBIOTEPHBIE MI'PbI 00Jaal0T HE MPOCTO Ka-
KHM-TO OJHUM SI3IKOM?, HO MHOKECTBOM pas3-
JIUYHBIX S3bIKOB, KOTOPbIE MOT'YT U3y4aThCs C I0-
MOILIbIO OTJIMYHBIX APYT OT Apyra meronos. Camu
9TH SI3bIKM M3HAYaJIbHO OTHOCATCS K PA3INYHBIM

! Eskelinen M. The Gaming Situation [D1eKTpOHHBIH
pecype] // Game Studies, Nel (1), 2001. URL:
http:/www.gamestudies.org/0101/eskelinen/.  ([lara
obpamenus: 22.01.2019).

? [IpoGrema A3bIKa Kak croco6a d(heKTUBHOCTH KOM-
MBIOTEPHON WTPBI paccMaTpuBajiach B IMpHUMeyYaTelb-
Hoi#t pabote: Byrmak C. C. BropkeHue si3pika KOMIThb-
IOTEpHBIX UTP B MycTHIHIO PeansHoro // Menunaduio-
copus IX. SA3pikm meamapmnocopun. CII6.: Mzna-
tenbcTBO PXT'A, 2013. C. 131-136.

00JIaCTsIM U CXOAATCS B KOHYCE KOMIBIOTEPHOM
Urpsl. B ynpoueHHOM NOHMMAaHHUU KOMIIBIOTEP-
Has Wrpa — 3TO Wrpa BOOOIIE C TEXHHUYECKUM
OCHAIIIEHUEM M MPOrpaMMHBIM O(OpPMIIEHHEM B
BHJI€ NTpOU3BeNCHUs. [laxe ompenencHue, JaHHOe
B TaKOM PEAyKLHOHHOM BHUJE, IPEICTABISIET CO-
O0oif cMech psama o00beKTOB. KoMIUIEKCHOCTH
CTPYKTYpbl KOMIIBIOTEPHOW WIPBI CTaBUT IEPEN]
HCCIIEI0BATENsIMU HE MPOCTO 3a/ady IO BBIJEINE-
HUIO PA3JIMYHBIX ACMEKTOB M UX U3YYEHMIO, HO U
[0 YJAEPKAHUIO B TOJOBE BCEM TOM OCTAIBHOU
MAaIlIMHEPUH, KOTOpasi OCTaeTcsl BHE (OKyca BHH-
MaHus yueHoro. Takum oOpa3zom, TOT GaxT, 4To y
KOMIIBIOTEPHOW UTPBI €CTh MHOI'O SI3BIKOB, Ha KO-
TOPBIX OHA «TOBOPUT» B OJHO U TO K€ BpPEM,
CBHUJIETEIICTBYET 00 OJHOBPEMEHHOH Ba)KHOCTH
JAHHBIX aCIIEKTOB.

B nacrosimei pabore peub moitner 06 oa-
HOM M3 TaKHX «I3BIKOB» — O 3BYKE. 3BYK SIBJIIETCS
OJTHOM M3 BaXXHBIX COCTABIIAIOIIUX KOMIIBIOTEP-
HOH WUrpbl. B HacTodIIee BpeMs JaKe CII0XKHO I10-
MBICJIUTB, YTO CTOJb CJII0)KHO€ CHHTETUYECKOE 1ie-
J0€ KaK KOMITBIOTEpHAsi UTpa MOXKET OOOWTHCH
6e3 aynmonusaitna. Kak u3BecTHO, 3BYK ompeje-
TsieTCsl KaKk 0OBEKTUBHO CYIECTBYIOIIas (hu3nde-
CKasi BOJIHA, KOTOpas MOXET OBbITh BOCIPHHATA
crymaroomuM. WrpoBoll 3Byk He HMeEET ecrTe-
CTBEHHYIO IIPUPOAY, a BOCIIPOU3BOAUTCS MEXaHU-
YEeCKH, XOTS TaKK€ CTAHOBUTCS 4YaCThIO Hallel
pEAIbHOCTH, HECMOTPSI Ha CMEILEHUE aKTyaJlbHO-
ro Mupa IpU HOrPYKEHUH B UTPOBOM IpoILECC.
AyauoauszaiiH CO3/aeT ONPENEIIEHHOE HAcTpoe-
HUE U atMocdepy, Aenaer urpy Oojee peasu-
CTHUYHOM / 0’)KMBIIEHHOM, MOJCKA3bIBAET UTPOKY O
€ro OKpY’KalolllEM IPOCTPAHCTBE, YBEIMUYUBAET
pa3BieKaTeNbHYIO IIEHHOCTh UIPhl, 00yCIOBIUBA-
eT TaKTWIbHYI0O M HUHTep(eicHyl0 o00paTHyIO
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CBsI3b, a Takke (GOpPMHUPYET HACHTUYHOCTH TOM
WM UHOM CTYIUH-pa3paboTunKa’.

3HaYMMOCTh 3BYKOBOT'O O(POPMIICHHUS OCO-
OEHHO 3aMeTHa Ha NpuUMepe aOCTPAKTHBIX HUTP.
CoracHO uccienoBanuio Amepa®, aroau, urpas-
mue B Osmos (2009) ¢ BKIIOUEHHBIM 3BYKOM,
umenu Oojiee YCHIIEHHOE cepiieOueHne M IpIxa-
HUE B CPaBHCHHH C TEMH, KTO Urpayi 0e3 3ByKa,
9TO YKa3blBaeT Ha TO, YTO 3BYK CIIOCOOCTBYET
00JIbIIEMY TIEPEIKUBAHUIO U MTOTPYIKEHUIO UTPOKA.
B cBow ouepens, . llentoH wu
I'. TI. Kymap n1oka3bIBarOT, 4YTO OTBETHAsI PeaKius

y4€HBIE

reiiMepoB NPOMCXOJUT HAMHOIO ObICTpee mpu
ayMaIbHBIX CTUMYJIaX, YeM NPH BHU3YabHBIX .
[To muenwuto ncuxomnora Cuy-Jlan TaH, 60ibIINH-
CTBO UI'POKOB, KOTOpbIE BIIEPBbIE HAa4alu MPOXO-
JUTh KaKylO-TO UIPY, JyUlle CIPABIISIIOTCS C HEH,
€CIIi B Hel MPUCYTCTBYET HEOTBJIEKaromas (hoHO-
Basi My3blka. C ee TOUKM 3peHusi, 6oyiee MpoaBU-
HyTble TeiMephl CTapaioTcs (OKyCHpPOBATHCS Ha
BU3YaJIbHOM MH(OpMaIuy, Toraa Kak npodeccuo-
HAJIbHBIE UI'POKH (HampuMmep KHOepCHOpPTCMEHBI)
PaBHBIM 00Pa30M PaCIPEENAIOT CBOE BHUMAHHUES,
KubepcrioprcMeHbl BBICOKOTO YPOBHSI CIIOCOOHBI
ONpENeNATh NCUCTBUS NPOTUBHMKA IO 3BYKYy. B

3 Marks A., Novak J. Game Development Essentials:
Game Audio Development. Course Technology. 2008.
336p.

* Usher R. How does In-Game Audio Effect Players
[OnexTpoHHBIN pecypce]. 2012.

URL: https://www.gamasutra.com/view/feature/16873
1/how_does ingame audio affect .php?page=3.
([aTa obpamenus: 22.01.2019).

> Shelton J., Kumar G. P. Comparison between audito-
ry and visual simple reaction times // Neuroscience &
Medicine, Nel (1), 2010. P. 30-32.

Tan S.-L. Video Games: Do You Play Better With the
Sound On or Off? The role of music and sound effects
in video games [DnekTponnsiii pecypc]. 2014. URL:
https://www.psychologytoday.com/blog/what-shapes-
film/201402/video-games-do-you-play-better-the-
sound-or. ([lata obpamenus: 22.01.2019).

HEKOTOPBIX ClIydasX 3THU 3BYKH OKa3bIBAIOTCS J0-
NOJTHUTENBHONH  MH(OpMaIuell, Mo3BOJAIOMIEH
JydIlle TOHUMATh UTPOBYIO CUTYAIIHUIO.

3BYyK B Urpax MOXET INPHCYTCTBOBaTh B
Pa3NIUYHBIX MOJIOKEHUAX 110 OTHOLICHHUIO K UTPO-
Ky ¥ mepcoHaxy. Tak, JMereTuueckoe’ 3ByKOBOE
oopmieHne AeMOHCTpHpPYET (DakT, YTO HMCTOY-
HUK 3ByKa OYEBUCH HE TOJBKO JUISI UTPOKA, HO U
i nepcoHaka. COOTBETCTBEHHO, HEAMEreTHYE-
CKO€ MPOCTPAHCTBO 3BYKa JOCTYIIHO TOJIBKO WI-
poky (3Byku MeHi0)®. OQHAKO €CTh HEOOBLIUHBIE
Clly4ad TPaHCAUETE€TUYECKOIO0 MPUCYTCTBUS 3BY-
KOBBIX 3()()eKTOB: peub MepcoHa)kei, HalpaBIeH-
Hasi HampsAMyl0 K UTPOKY, @ HE K MEPCOHAXY,
HarpumMmep, — 03ByUeHHas HH(POPMAIHS O TOM, YTO
IIEPCOHAXX UTPOKA MEPETPYKEH U HE MOKET HECTU
Oosibiie Bemied, win xe Qpasza: «MHBeHTaph HO-
JOH». ['MIOTETHYECKHM MOXHO MPEANIONOKHTD,
YTO CaM IEPCOHAX MPOU3HOCUT 3Ty PEILIUKY, XO-
T 0OBIYHO O3BY4YeHa (ppa3a HE TOJIOCOM aBarapa,
a HEKOTOPOTO «JIUKTOPa», UTO JIETKO 3aMETUTh Ha
npumepe ctpaterunt Warcraft Il1: Reign of Chaos
(2002). TpaHcouereTudeckue 3BYKH OJNHM3KU T. H.
«CUCTEMHBIM COOOIIEHHUSIM», KOTJa IO KaKOH-
1100 TEXHUYECKOM NMPHUYMHE MPEPBIBACTCS UTPO-
BOH IIpolLiecC.

" B naHHOM cilydae HOJ «IHEre3dMcoM» MOHHMAeTCs
«BHYTpPEHHEE MPOCTPAHCTBO MHPA UTPHI», UIH MPOCTO
«mup urpbl». HecMoTps Ha TO, 4TO TEPMUH Yallle BCe-
TO WCIOJB3YeTCs B JHUTEPATYPOBEACHUU, HCCICI0BA-
TEMH KOMIBIOTEPHBIX UTP TOXKE MPUOETAIOT K HEMY.
[MompoOHEEe O MOMONHUTENBHBIX OTTEHKAaX 3HAYCHHUS
nmoHsATHs «auere3uc» cM.: Genvo S., Pignier N. Com-
prendre les fonctions ludiques du son dans les jeux
vidéo [OnektponHsIii pecypc] / Communication, No28
(2), 2011.

URL: http://journals.openedition.org/communication/1
845. (Jlata oopamenus: 22.01.2019).

8 Ienmkun A. A. Mopenb JMEreTHYECKOTO aHAIM3a
3ByKa B OKpaHHBIX Menua // Meauamysbika. No2, 2013.
URL: http://mediamusic-journal.com/Issues/2_5.html.
([laTa obpamenus: 22.01.2019).
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[TonbITKM coO31aHUs KiIacCU(UKAIMU BHU-
JICOMTPOBBIX 3BYKOB TMPEANPHUHUMAINUCH JOCTa-
TOuHO MaBHO. OJIHA M3 MEPBBIX MPUMEYATEIbHBIX
paboT B »TOM obOnactu Obuia Hamucana B 2004 T.
@®pubeprom u I'apaendopcom. OHM MPEATOKIIN
CJIEIYIOLIYI0 TaKCOHOMHUIO: 1) 3ByKH aBarapa (1a-
r'H); 2) 3ByKH OOBEKTOB (OTKpBITHE IBepH); 3)
3BYKU TNEpCcoOHaxeu (peun); 4) opHaMEHTalIbHbIC
3ByKH (BeTep, ambient)’.

B 2008 r. uccnemoBarenu ayauoau3aiiHa
C. Xopro0eprc u P. Ban Ton pacuupuinum 3ty Kiac-
cupukanuo M paspaboranu cxemy ([EZA) nns
M3yYEHHUS KOHIENTYaJbHOTO JAW3aifHa 3ByKa B
KOMIIBIOTEPHBIX Hrpax. Cxema oOBSCHIET pa3iu-
Yre MEXIy JUETeTUYEeCKUM U HEeIUereTUYeCKUM
3BYKOM M BKJIIOYaeT 4eTblpe obmactu: 1) mHTEp-
deiic; 2) addext; 3) 30na; 4) apdexr. «UHTEp-
¢eiic» 0603HAYAET TO, UTO MIPOUCXOTUT B UTPE, HO
OTHOCUTCSI K Pa3HOTO poja MeHro. «Dddexr»
O3HAa4yaeT aKTHUBHOCTb B HIPOBOM MHpeE. «30Ha»
YKa3bIBaeT HA UTPOBOI «CETTUHI» KaK HA MaTepH-
anpHy0 (GopmMmy (reorpauueckuii, KyJIbTypHBIH,
«appexT»
0003HAaYaeT «CETTUHT», TOJIBKO C TOUYKU 3PEHUS

tonosiornyeckuit). Haxowner, TOXKE

€ro SMOIUOHAJIBHOI'0, COOUAJIBHOIO U MOPAJIbHO-

[IEHHOCTHOTO HamoJHeHus ' °.

? Friberg J., Girdenfors D. (2004). Audio games: New
perspectives on game audio // Proceedings of the ACM
SIGCHI International Conference on Advances in
Computer Entertainment Technology. 2004. P. 148-
154.

1 Huiberts S., Van Tol R. IEZA: A Framework For
Game Audio [DnexrponHsbii pecypc]. 2008. URL:
http://www.gamasutra.com/view/feature/131915/ieza
a_framework for game audio.php. ([dara
obpamenus: 22.01.2019).

AvereTuyeckun

3oHa ekt

CeTTUHr AKTUBHOCTb

Adpekt WHTepdpenc

Heaueretuyeckun

Puc. 1. Cxema urpoBoro 3Byka

MOXHO TPEINONI0KHUTh, YTO TJIABHBIM 00-
pa3oM UIpOBOW 3BYK BBINOJHSET TPH 0a30BbIe
(pysxkuumn:

1) Ummepcusnasn, unu oOpHamMeHmManibHAs.
3ByK sBiseTcsl (YHIAMEHTAIBHBIM 3JEMEHTOM
nu3aiiHa urpbl. IIpoexTel, HE HUMEKIIHUE 3TOro
JJIEMEHTA, ITOKAXYTCS CPENHECTATUCTHYECKOMY
reiMepy CTpaHHbIMU. TeM He MEHee, YaCTUYHOE
OTCYTCTBUE IHETETHYECKOTO 3BYKa MOXKET OBITH
XOpOILIO OOBITPAaHO B MI'Pax, /i€ 3BYK CKOpEE BbI-
MOJTHSET FeMMIUICHHYI0 (PYHKIUIO, B TO BpEMSI KaK
OTCYTCTBHE HEIUEreTUYECKOTO 3BYKAa BEIET K
YXYALIEHHOMY IOTPY>KEHHUIO B UTPOBOU IIPOLECC.
OpHaMeHTalIbHOCTh 3ByKa CBsI3aHa HE TOJIBKO C
IIOJIHOTOM IOTPY’KEHUsSI B BUPTYaJIIbHBIA MHUp WUI-
pPbl, HO U C XapaKTEPUCTUKAMHU CAMOI'0 MHUpA, €ro
pPeaNMCTUYHOCTBIO. Tak OJUH U TOT XK€ 3BYK WIIM
My3bIKa MOTYT OBITH PAaCCMOTPEHBI C TOYKH 3pe-
HUsS OpPHAMEHTAIBHOCTU WM CEMAaHTHYECKOU
Harpy3ku. Hampumep, B urpax »xanpa xoppop ¢o-
HoBbIi dark ambient u pasHOpoaHbIe myraromue
3BYKH paboTaoT Ha atMocepy MpOoU3BEACHUS,
XOTsI MUHHMAaJIbHbIE U3MEHEHHS O0IIEero TOHA My-
3BIKM MOTYT CUTHAJIM3UPOBATh 00 M3MEHEHUH I10-
noxeHus nen B urpe. OOBIYHBIN CKpUI JBEPH,
MPOUCXOJIIUN MPH €€ OTKPBITUH, caM 1o cebe
OpHAMEHTAJIEH JUISI UTPOBOrO CyOBEKTa, OJHAKO
MOSIBIIAETCS PE3KOE CUTHAIU3UPOBAHUE, €CIIU ITOT
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CKpHII IIPOUCXOAUT IO NMPUYMHE NCHUCTBUU KOIO-
TO JIPYTOTO.

2) Cemanmuueckasi. 3ByK HMEET 3Haue-
Hue. Haubonee sipko 3TO 3aMeTHO B ciydae Oa-
TaJIbHON MY3BIKM WJIM MEJIOAPAMAaTHYECKOU CIie-
HBL. Bce 9TH npuMepsl 1 MHOTHE ApyTUe Mocpea-
CTBOM HX (POPMYJIBHOCTH MEPELUId U3 KHHEMAaTO-
rpada B BUACOUIPHI, 3aKPEMMBIIUCH HA HOBOM
CMeHbI

MCAUuyMme. MY3bIKaJIbHO-3BYKOBOT'O

HAaCTPOEHUS MOTYT OBITh HCIIOJIb30BaHbl Kak
CpeAcTBa Ui CO3MaHus Oojiee TUMHYHOW CLEHHBI,
TaKk Y JUIsl IPUBHECEHUS YETO-TO OPUTMHAIIBHOTO.
B cBsA3M ¢ MHTEpPaKTUBHOW MPUPOIOM IaHHOIO
MEJMyMa UIPOBOM 3BYK MOXET CUTHAIM3UPOBATh
0 (HE)BO3MOXKHOM JelicTBUM aBarapa. Hampumep,
3BYK IPOBOpPAYMBAHMS 3ap>KABEBIIEH IIEKOJAbI
WIM MOBOPOT PYYKH JIBEPH YAaCTO O3HAYAET, 4YTO
IBEPb 3aKpbiTa WK ciiomaHa. CeMaHTHYecKas
(GyHKIMS 3ByKa OIpENEeIEHHO MMEeT IMHaMHue-
CKyl0 IpPUpPOAY MW IIOYTH BCETAa COIYTCTBYET
reiMIieiHo QyHKIMM —  TOKa3aTeJIbHBIM HC-
ClleZIOBaHMEM Ha 3Ty TeMy sBJsercs padora
K. Hoprencen!' o World of Warcraft, rae ona
paccMaTpuBaeT 3BYK KaK CEMAaHTHMYECKHE CHUTHAI,
CYLIECTBYIOIIMIA HEOTPBIBHO OT TEUMIUIES, [0-
MOJIHAIOIUNA UIPOBOM MHP M IIOJCKA3bIBAIOLIMN
urpoky B PvP.

3) [etimnretinas. 3ByK MOXET OBITH 4Ya-
CTBIO TeWMILIES, IPUYEM CTEIIEHDb €TI0 3HAYMMOCTH
CWJIBHO pa3HMUTCS B 3aBHCHUMOCTH OT jkaHpa. Ka-
KETCsI, MOJKHO BBIJIENIUTh BCETO TPU CTENEHU 3BY-
Ka B urpax. Tak, K nepeoii cmenenu OTHOCATCS
UTPBl, CKOH(HUTYpUPOBAHHBIE BOKPYT 3ByKa BO-
o0Imie: WUrpel JjIsl HE3pSYuX, ayJUOUTPBI, PHUTM-

! Jorgensen K. Audio and Gameplay: An analysis of
PvP Battlegrounds in World of Warcraft // Game Stud-
ies. Ne§ (2), 2008.

URL: http://www.gamestudies.org/0802/articles/jorgen
sen. ([ara obpamenus: 22.01.2019)

UTPBl U HEKOTOpBIE YacCTHbIE MPOeKThl. Mrpsr co
eémopoil cmenenvlo TpeOYIOT CEPbE3HOTO BHUMA-
HUS UI'POKa K 3BYKY B IPHUHIIUIIE: XOPPOP-HUIPHI,
CTEJIC-UTPBI, CHUMYJIATOPBl U HEKOTOPHIE OCOObIE
ciyyau. K mpemveti cmenenu BaXHOCTH 3ByKa
OTHOCATCSI UTPBI, B KOTOPBHIX 3BYK pabOTaeT Kak
TEUMILICHHBIN NIPUEM: K OTOMY IIOJI0 OTHOCUTCSA
MHOKECTBO Pa3HOPOIHBIX IPHUMEPOB.

Ilepsas cmenens eelimniielinol QyHKyuu 38yKa

BriepBbie pUTM-UTPBI, WU MY3bIKaJIbHBIC
urpsl, (rhythm game) sipko 0003HaYMIIUCH C BBI-
xogoM PaRappa the Rapper B 1996 1., KoTOpas
onpexaenwia Oyaymiee xxanpa. Kak 3asBnser Tpu-
cran [lonoBan: «/lo mosBnenust PaRappa the
Rapper xoHIIENIIHS UTPBI, KOTOPAsi TO3BOJISLIIA UT-
poKaM JaBaTh CO3/1aBaTh MY3BIKY, (haKTHUeCKH
HMKaK He ObLIa BoIulomeHa»'?. BaxkusiMu mpes-
CTaBUTEISIMM JTOTO KaHpa sBisitorcss Dance
Dance Revolution (1998-2016), Guitar Hero
(2005-2016), osu! (2007), Audiosurf (2008), Just
Dance (2009-2017), Persona 4: Dancing All
Night (2015), Hatsune Miku: Project Diva (2009-
2016). PUTM-UTpHI SABISIOTCS a0CONIOTHOM peanu-
3anueil remreinoi ¢yHkuuu 3Byka. B 60ib-
[IMHCTBE CIIy4aeB MY3BIKAILHBIE HTPHl HCIIONb-
3yIOT JIOCTaTOYHO MPOCThIE MEXaHWKH C ab-
CTpakTHBIM OTOOpakeHueM. OHHU BO MHOTIOM
ONMM3KKU HIrpaM-cUMYyJIsiTOpaM 0e3 Tmpea3aJaHHON
KOHEYHOH IIeNId, XOTS B HEKOTOPHIX CIIydasX,
Hanpumep Persona 4: Dancing All Night, o6na-
JAI0T PEXKHMOM HCTOpUHU. B puTM-urpax mepen
UTPOKOM Yallle BCEr0 CTOMT 3ajada MPaBUIBHO
CIIBINIATh MY3bIKy, YyBCTBOBATh €€ PHUTM U BO-
BpeMsi HAKMMaTh 00O3HaueHHbIC KiaBuimd. [Ipa-
BUJILHOCTh Ha)KaTUsl OBIBA€T HECKOJIBKUX BHJIOB:
1) «mpomaxy»; 2) «xopoiioy»; 3) «BEITUKOJIECITHOY;

12 Towosan T. Urpaii! Uctopus Bumeourp. M.: Benoe
si01moko, 2014. C. 356.

#0e Q#*1"

© W3patenbctBo «3naoc», 2019. ToNbKO ANA ANYHOTO UCMOIb30BaHMA.
© Publishing House EIDOS, 2019. For Private Use Only.

MesKayHapOoAHbIN }KypHaa UCCNeL0BaHNI KyAbTYpbl
International Journal of Cultural Research
www.culturalresearch.ru

e

106



+,—."/0—,1."2"34567'48":: ;< !
KOMIIbIOTEPHBIE UTPBI: TEUMIU3AWH KYJIbTYPbl / COMPUTER GAMES: GAME DESIGN OF CULTURE

Bnaaucnas Bnagumuposuy KUPUYEHKO / Vladislav KIRICHENKO
| MHOT0s1I3BIYHOCTh KOMNIBIOTEPHOM UTPhI: O redMIienHOM QpyHKIuU 3ByKa / Multilinguality of

Computer Game. On the Gameplay Function of Sound|

4) «upeanbHO». DTHU 3IEMEHThl MOT'YT HEMHOI'O
BapbHpoBaThcs (Hampumep, B Audiosurf UTpoky
HAJ0 yNpaBiATh MAIIMHON MOJ MY3bIKYy U YBOpa-
YUBATbCS OT MPEMSATCTBUI), HO CYTh OyZeT ocra-
BaTbCs TOU k€. HexkoTopeie My3bIKalbHBIE HUIPBI
MOTYT BBIXOJHUTHb 3a pPaMKH (PUKIHOHATIHLHOTO
IIPOCTPAHCTBA MIPBI MM BOBCE €r0 HE UMETh U
B3aUMO/JICHICTBOBATh HANPSAMYIO C TEJIOM HUIPOKA!
Just Dance, Guitar Hero. B Just Dance urpok
MOXKET TaHILIEBaTh IEPE]l MOHUTOPOM KOMIIBIOTE-
pa, UCIONIb3Ysl CHELMAIBHOE NPUJIOKEHUE HA Te-
nedoHe JUIS OTCICKUBAHUS €ro IepeIBHKEHHUS,
COOTBETCTBEHHO, CYLIECTBYIOT CIIELMAIBHBIE MO-
VIIeH KOHTpoJuiepsl (motion controller) mis mpu-
CTaBOK.

B KOHTEKCTE pUTM-UTP BO3HHUKIIA U 0co0ast
XapAKOpHasi UIpoBas JESITEIbHOCTb — «CKOppaH-
HUHI» (Scorerunning), KOTOpasi COCTOUT B JOCTH-
KEHUU MAKCUMAIbHO 3(PPEKTUBHOTO UCIOTHEHUS
NEUCTBUHM, YTO MPUHOCUIIO HAaMOONBIINHA Pe3yib-
TaT IO OYKaM. B JeHCTBUTEIBHOCTH SIBICHUE
CKOppPaHHHMHIa IPOMCXOIUT €IIe OT MEPBbIX UTPO-
BbIX AaBTOMATOB C IMOKa3aTelsIMH (PUHATIHLHOTO
cueTa ceccuu. B Hacrosiee Bpems 0co60ii mory-
JSIPHOCTBIO TOJIB3YIOTCS KUOEPCIOPTUBHBIE YEM-
nuoHatsl 1o osu! (osu! World Cup), B KOTOpBIX
Y4acTBYIOT KOMaHJbl IO YEThIpE MIpoKa U cpa-
JKAIOTCH 3a JIy4dlllee UCTIOJTHEHUE MEIOUH.

Taxxe cymectByroT urpsl Tuna Rez (2001)
wmu Child of Eden (2011), koTOpble mpeacTaBis-
0T COOON MEAWTATHBHBIN IIyTE€p OT TPETHETO U
nepBoro auna. OcoOEHHOCTh ATUX UTP 3aKI0Ya-
eTcs B TOM, YTO IOMAaJaHue Mo aOCTPAKTHBIM Lie-
JSIM  BBI3BIBACT Pa3NIUUHbIE 3BYKOBBIE 3()()EKTHI,
COBOKYITHOCTh KOTODPBIX CO3[a€T MY3bIKAJIbHYIO
KOMIMO3UIKI0. TakuM 00pa3oM, caM MpOLECC Ur-
Pl («MrpaHKe») CTAHOBUTCS HE COYMHUTEILCTBOM
My3bIKH, @ WCIIOJIHEHHEM IIpeA3a/laHHON paspa-
O6oTunkamMu kKommno3unuu. IlepBas U3 3TUX WP

Obula co3/1aHa B TEPUOJ CEPhE3HOW MOIMYIISIPHO-
CTH AJIEKTPOHHON MY3BIKH JKaHpa trance, B CBSI3U C
YeM Urpa yHaclieZoBajla KOHIIENT «3JIEKTPOHHON
MEIUTATUBHOCTH», TPOIIE TOBOPS, caMy HJICIO
TpaHnca. B Smonun mist Rez Obul naske BBIMYIIEH
CTELUANbHBII KOHTPOJUIED — «TPAHCBUOpPATODP».
Kak yTBepkaaioT pa3pabOTUMKH MEXaHU3Ma, 3TO
ObuIa IIyTKa 6€3 CeKCyallbHOro MOJTEKCTa, Ha ca-
MOM Jejie 3a7aya Obula B TOM, 4TOOBI YCHJIMTH
relMIieiinyio HeoObIYHOCTh Rez ¢ momorrsio
YCTpOWCTBA,  JOOABIAIOMIET0 K  BU3YAJIbHO-
MY3BIKaJIbHOMY TTOTOKY €IIIe U TEJIIECHYIO 00J1acTh,
kuHecteTuky'®. Ha mpakTuke ycTpoicTBO OBLIO
OOBIKHOBEHHBIM BHOpatopom ¢ USB-mpoBomom
st PS2, T. €. OH OCyIIECTBIISIT AOMOJIHUTEIbHYIO
BHOpAIMIO TI0O OTHOIIEHUIO K KOHTposuiepy PS2.
OcHoBHas mpobiema TpaHCBHOpaTopa cocTosia B
TOM, YTO UTPOKH HE MOHMMAJH, KyJa €ro KiacTb
IS TIOJYYEHUs IPaBUIIBHOTO () deKTa.

Jlpyrum JrOOOMBITHBIM CIy4YaeM SIBJISETCS
JKCIepUMeEHTanbHas urpa L-Zone (1992), cne-
JaHHas ToJ pykKoBoAcTBOM Xapyxuku CoHoO.
OTOT NPaKTUYECKH 3a0BITHIM SMOHCKUH MPOEKT
NpEeJCTaBIseT CcO00l YHUKANbHBIA MpUMEp HC-
MOJIb30BaHMs 3ByKa B KOMITbIOTEPHBIX Hrpax. Kak
YKa3bIBaJIOCh Ha CaMOM JMCKE C UTPOH, 3TO HE
COBCEM Hrpa, a «KMHTepaKTUBHBIN TeaTp». Croxera
B UI'pE TOYTH HET, B TO BPEeMs KaK TEKCT COBCEM
OTCYTCTBYET, BHHMAHHIO HIpPOKa IIpelaraercs
KaKoi-T0 (yTypUCTHUECKUI KOMIUIEKC, KOTOPBIN
OH HCCIIEAYET C MO3UIMHU HEU3BECTHOTO CyObEeKTa,
U 3BYK SBIISICTCSI €0 €JUHCTBEHHBIM IPOBOIHH-
koM. OCHOBHO} relMIUIEH UIPbl COCTOUT B IEpe-
MeleHuu B ayxe point-and-click m B3aummozeii-

13 Byford S. Tokyo Thrift: The Rez Trance Vibrator is
gaming's most intense peripheral [DneKTpOHHBIH
pecypc].

URL: https://www.theverge.com/2016/9/25/13046770/
rez-trance-vibrator-

ps2. (Jara obpamenwus: 22.01.2019).

#0e Q#*1"

© W3patenbctBo «3naoc», 2019. ToNbKO ANA ANYHOTO UCMOIb30BaHMA.
© Publishing House EIDOS, 2019. For Private Use Only.

MesKayHapOoAHbIN }KypHaa UCCNeL0BaHNI KyAbTYpbl
International Journal of Cultural Research
www.culturalresearch.ru

e

107



+,—."/0—,1."2"34567'48":: ;< !
KOMIIbIOTEPHBIE UTPBI: TEUMIU3AWH KYJIbTYPbl / COMPUTER GAMES: GAME DESIGN OF CULTURE

Bnaaucnas Bnagumuposuy KUPUYEHKO / Vladislav KIRICHENKO
| MHOT0s1I3BIYHOCTh KOMNIBIOTEPHOM UTPhI: O redMIienHOM QpyHKIuU 3ByKa / Multilinguality of

Computer Game. On the Gameplay Function of Sound|

CTBHM C (DaHTACTUYECKMMHU TEXHOJIOTUSMH, 3Ha-
YeHHEe KOTOPBIX HE Bcerja MoHATHO. VIMeHHo B3a-
MMOJCHCTBHE C TEXHOJOTMEW M MallWHAMHU CTa-
BUTCS BO IJIaBY yIJia, MO3HAHHUE Yepe3 HaKaTHe Ha
BCE TMOJIPSII: pa3Hble MAIIMHbI U3/AI0T Pa3INYHbIC
3BYKH, 10 (hopMe HAIIOMUHAIOIIME KOPOTEHBKUE
CeMILIbl U3 TIEPBBIX MPOTpaMM 10 padoTe ¢ My3blI-
KOH. B 1e710M BeChb KOMIUIEKC BBIIIOJIHEH B JIyXe
aBaHrapJHOW My3bIKM M cTuis industrial, *u3HB
KOMILJIEKCa TepeslaeTcs Yepe3 ero 3By4aHue, Io-
BCEHEBHOCTb pPabOTHI «OJAMHOKHX MEXaHH3MOB)
KaK JKM3Hb OyIyIIUX aBTOMAaTU3UPOBAHHBIX KOM-
wiekcoB. CoBeplIeHHE «MY3BIKAIbHBIX M-
CTBHI1» B L-Zone He ObUIO TaKMM HHTEPECHBIM,
ecny Obl OHM OBUIM BITUCAHBI B KaKylO-TO OCMBIC-
JICHHYIO TIOCTIeIOBATEIbHOCTh, MUMEIH 3a COOOM
HEKOTOpYIO IIefieco00pa3HoCcTh. VIMEHHO 3a cyer
nepecOOpKH TOBCEIHEBHBIX Bellei, OCTpaHEeHUs
Pa3IUYHBIX HEECTECTBEHHBIX 3BYKOB MAIIIMH HIPa
oOperaeT cBoe aBaHrapjaHoe 3ByudaHue. Ceifuac
3Ta Urpa, SBHO ONEpeIUBIIas CBOE BPEMs, MOXKET
MPOYUTHIBATHCSA KaK (YTypUCTHUECKOE IpecKa-
3aHue O0e3monHOro (HO He OecyyBCTBEHHOTO)
«TaJKETU3MAY.

Camo Ha3BaHHME «UTPBI JJIS CIEIBIX» YKe
CBHUJIETEIILCTBYET O HE3HAUUTENBHOCTU Tpaduue-
CKOTO IJIaHa, HO He 00 ero o0s3aTeNbHOM OTCYT-
CTBHHM, U O B&)XHOCTH 3BYKOBOTO O(OpPMIICHHSI.
[IpenMyIIeCTBEHHO TaKHE WIPbl PabOTalOT Co
BKJIIOYEHHBIM «3KPAHHBIM JUKTOPOM», TPUIOXKE-
HUEM, 3aYUTHIBAIOLIEM UTPOKY TO, YTO HAXOAUTCS
MOJI €ro KypCOpOM HJIHM TPOCTO aKTUBHUPOBAHO,
YUUTBIBasA, YTO TaKTWJIbHAS Meperaya MHpopma-
UM 3aTpyAHEHa npu paboTe ¢ KOMIBIOTEPHOU
TeXHUKOU. [IpuMepamMu TakuX UTP MOTYT CIIy’KUTb
Smugglers 4 ot Niels Bauer Games — rpaduue-
CKasi KOCMUYeCcKasi MoIIaroBasi CTpaTerus ¢ yKio-
HOM B BOEHHOE WJIM IKOHOMHMYECKOE DPa3BUTHE,
r7Ie MOXXHO AaKTHBHUPOBATh SKPAHHOIO IHKTOPA.

Taxxe BCTpedaroTcsl JIOTMYECKHE WUIpbl OT 7-128
Software, KilaccCHueCKHe KapTOYHBIE HIPBI OT
Spoonbill Software'* u 1. 1. OOBIMHO TaKHE WIPHI
co3laroTcs Kak MHIU-TpoekThl (independable) u
pacripocTpaHstoTcst OecriatHo. M3BeCTHBI Takxke
clly4ad, KOrJa He3psuue JIF0U HEIJIOXO CIIpaBJIs-
JUCh C YIpaBIEHHEM B Wrpax, HM3HAYAIbHO HE
OPHEHTUPOBAHHBIX HAa TAKYIO ayJUTOpPHUIO, HO 00-
JaA0MKX TOJXOAAUINM 3BYKOBBIM O(OpPMIICHH-
eM Ul OPUEHTUPOBAHUS 0e3 BU3YalbHOM OMOPBI:
Hanpumep, cepun Qaitunr-urp (fighting) Mortal
Kombat (1992-2016) u Tekken (1994-2017).
[Tomumo 3TOro, CyIIECTBYIOT IIPOCTO
«ayJIMOUTPBD», KOTOpPbIE NIENAIOT OCOOBINA aKIEHT
Ha 3ByKOBOM cocTaBiistonel. Mcnonb3ys 3ByK Kak
TJIaBHBI KOMIIOHEHT ayJUOWUTPbI, OHHM MOTYT CO-
31aTh YCIOBHS JUIi HOBOWM aTMoc(epbl, HOBBIX
TEeUMILIEHHBIX BO3MOXKHOCTEH, KOTOPBIX HET Y BU-
3UyalbHBIX UIP. DTO CTPEMJIEHHE K HOBOMY OIIBI-
Ty HPOAMKTOBAHO HE MPAKTUYHOH HE0OXOIUMO-
CTBbIO, HO KOHIIETITyaJIbHBIM IOAXOO0M, IMOJA0OHO
TOMY, YTO MpeUlaraloT notgames HIM Serious
games, TMpU 3TOM HaOIIONAeTCs HEKOTopas HO-
CTaJIbTUS 10 PETPO, CTaphiM JOTrpauyYecKuM Hr-
pam. CriexTp >XKaHpPOB MOJOOHBIX UTP BKIIIOYAET
MHOXECTBO Bapuaumii: ot apkax 1 MUD no my-

TEpOB OT TepBoro uia ¥ MMORPG!,

Bmopas cmenens cetimnnetinou (hynxyuu 38yKa

[Ipu pasroBope o crenc-urpax (stealth)
CTOUT 0OpaTUTh BHUMaHME Ha cepuio Metal Gear
Solid (1998-2015) wmu Thief (1998-2014). B

JKaHpC «CTCIIC» KpaﬁHe Ba’XXHO CJIBIIIATh IIaru u

4 Blind Computer Games [DneKkTpoHHBIA pecypc].
URL: http://www.blindcomputergames.com/samplega

mes/samplegames.html. ([ara oOparteHus:
22.01.2019).
' Audiogames [Dmextponnbii pecypc]. URL:

https://www.audiogames.net/list-games/. ([lata oGpa-
menns: 22.01.2019).
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JEUCTBUSL BpParoB, YTOOBI MPEANONOXKHUTH WIN
y3HaTh, IZl€ OHHU HAXOAATCS, T.K. IedMIU3aiH
3TOTO KaHpa YCTPOEH TaKMM 00pa3oM, uTO cpa-
KaTbCs TMPOTHB OOJBIIOTO KOJMYECTBA MPOTHUB-
HUKOB — IIOYTH BCErja caMOyOMHCTBEHHBIH IO-
crynok. Ilostomy B crenc-urpax 3BYKOBOE
oopMieHre CTaHIApTHOTO 3ByKa IIaroB CTAaHO-
BUTCSl TeHMIUICHHBIM (DakTOpOM, BIMSAIONIUM Ha
BBIIIOJIHEHUS TIOCTaBJICHHOM IEpe] UTPOKOM 3a-
naun. TeM He MeHee CTOMT IpPU3HATh, HECMOTPS
Ha TO YTO Ha 3BYK MOYKHO OIIMPATHCS MPU MOUCKE
IIPOTUBHUKA M €r0 BBICJIEKUBAHUU, BU3YyaJbHBIN
¢dakTOp Bce-TakM MpeoOsIaaeT B ATOM JKaHpE.
Tak, HanpuMep, B CHAWIIEPCKOU Ty3JId CO 3HAME-
HuThIM 60ccom The End B Metal Gear Solid 3:
Snake Eater (2004) urpok MOXeT MPUCITYIITUBATH-
Csl K IIypLIAHUIO WM COIIEHUIO (Bpar MHOTIa 3a-
CBIIIA€T) C MOMOUIBIO YCHUIIUTENS 3BYKOBOTO CHI-
HaJla ¥ Tak OOHapyXuTh Oocca. OOpaTHBIN NpH-
MEp MOXHO BCTPETUTh B urpax cepuu Ilenchu
(1998-2009): oHm mpuMedaTenbHbl OTCYTCTBHUEM
MUHHUKApThl ¥ HEOOJBIIUM TOPHU30HTOM IPOPH-
COBKHM OKpY’KaloIIEero MpOCTPAaHCTBA, UYTO 3aTpy.-
HS€T BO3MOXXHOCTb YBHUJAETH IPOTUBHHUKA, 3aTO
pasroBopel ¥ maru HUIIoB (HeurpoBbIX mepco-
HaXkel) Bcerja xopouo ciblimHbl. Kpome Toro, B
CTeJIC-UTpax BCeraa ecTb (hakTop ILIyMa Camoro
aBarapa (HE BCerja SKCIUIUIMTHO BBIPAXKEH), KO-
TOPBII HYXKHO CTapaThes AepKaTb HA MUHUMYME,
4TOOBI HE OKa3aThCs 3aMEUYEHHBIM BparamH.
JIroOombITHOE SIBICHUS MOKHO BCTPETUTH
B cuHTeTnueckux RPG, Bxmroudaromux crelnc-
Mexanuku. Hanpumep, Persona 5 (2017) kak urpa
YETKO JAENUTCA Ha JBe TreiMIuieiiHbie yactu: 1)
CHUMYJISILIAS KU3HH OOBIYHOTO SITIOHCKOTO IIKOJIb-
HUKa, PeaTU3yIollas 3JI€MEHTHI COLUAIIbHOMN KU3-
HU aBaTapa, HAKOIUIEHUS Pa3JINYHBIX OYKOB, IPO-
KauMBaHUE JUYHOCTHBIX HABBIKOB W T. . 2) My-
TEIIECTBUS MO TMOA3EMENbsM / JTabUpUHTaM, B

nporecce KOTOPBIX MPOUCXOMAT IMOIIAroBbIe OOu
C TPOTHBHHMKAMH, C LEJNbIO O0E3BPEKHBAHUS HX
BiajenblieB. Onnako B Persona 5 Bctpeun ¢ Bpa-
raMy MPOMCXOJAT HE CIyYailHBIM 00pa3oM, Kak BO
MHOTHX KJIaCCM4ECKHX sMnoHCKUX RPG: urpok sis-
HO BUJUT NPUCYTCTBUE MATPYJIUPYIOLINX MOBCIO-
Iy BparoB M CTAapaeTcsi HE3aMETHO HalacTh Ha
HUX C3314 U3-3a yIja, 4TO IO3BOJUT €My HAHECTU
yAap IEpBBIM, UYTO OKa3bIBAECTCS KpaliHE BaXKHBIM
npu momaroBoit cucreme 60si. COOTBETCTBEHHO,
€CITi UTPOK OyneT 3aMeueH, ero 3aCTUrHYT Bpac-
IUIOX, U OH HA4yHET XOJ BTOpBIM. B mrpe taxke
NPUCYTCTBYET TpadHUecKuil MoKa3zaTellb YPOBHS
nryma mpu oere.

Iefimrutelinoi (yHKINHU 3ByKa peanu3yer-
csi u B xoppop-urpax (horror). B stom xanpe
BAYKHO TPHUCIIYIINBATHCA K OKpY’KAIOUIE cpene u
pa3IMYHbIM CUTHaJaM (CTOHAX, MbIYaHWH, LIOPO-
Xy, 3BYKy IIaroB M T. [.), YTOObI HE MOIACTh B
HEXXEJaTeIbHYI0 CUTYallMI0 U He OKa3aTbCs yOu-
ThIM. Tak kak ¢ 2010-x rr. MHOrHue padUHUPOBAH-
HBIE XOpPPOP-UTPbI
OerctBa, a He OOpBOBI, TO 3BYKOBBIC YCIOBHS

JKCILIyaTUPYIOT MEXaHUKY

HEOOXOAMMBI HE TOJBKO ISl CO3JaHusl MyTraouien
aTMocdepsl,
Hanpumep, QOutlast (2013) wnu Amnesia: The
Dark Descent (2010). IlepBble urpsl cepuu Resi-
dent Evil OblH celaHbl ¢ U30METPUYECKUM BH-

HO W A BBbBDKHBAHUA HWI'POKa,

JIOM KaMephbl, YTO HE MO3BOJISLIO UIPOKY IOJHO-
CTbIO YBHMJIETh IPOCTPAHCTBO, B KOTOPOM Haxo-
IUTCSL €ro MEepPCOHaX, TAaKUM 0Opa3oM, omopa Ha
3BYK BBICTyIIaja HAJEKHBIM CPEICTBOM YAOCTO-
BEpEHUS (HE)IPUCYTCTBUS BParoB B JIOKALUH.

B HemaBHell xoppop-urpe
(2017) Oblna caenaHa MOMBITKA MPOJAEMOHCTPUPO-
BaTh AayTEHTHUYHBIH CIOCOO BOCHPUATHS MHpa

Perception

CIIENIBIM  YEJOBEKOM. OTa TIeWMIu3aiHepcKas
CTpaTerus IoJly4ajlach HECKOJIBKO YCIIOBHOMW: WI-

POK YMPaBIIsJT MEPCOHAXEM OT MEPBOrO JIMLA U
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OPHEHTUPOBAJICA B WUIPEe MO 3BYKY, OJHAKO 3BYK
MIOJICBEUMBAJ OYEPTAHUS MIPEIMETOB, UX (POPMBI U
mpocTpancTBO (A((HEKT IXOTOKAIUK), IO TOU Ke
JIOTHKE OCBEIIAJHNCh OOBEKTHI, KOTOPhIE CaMH H3-
JaBaiay 3ByKU. B 1enom mpuHIMI paboThl Majio
OTJIMYAJICS OT MOJICBEUMBAloIe kamepsl u3 Out-
last nmu paxe ctanmaptHoro ¢ouapuka. Clox-
HOCTBb MI'PBI COCTOSJTIA B TOM, YTO, €CJIM UT'POK XO-
TeN BHIETh, KyJla HaIlpaBiseTcs, HEOOXOIUMO
ObUIO CTy4aTh OEJOW TPOCTHIO, YTO MOTJIO MpPHU-
BJICYb MOHCTpA.

ITonoOHBIE MEXaHUKHA OWUTB C HEBUIUMBI-
MU BparaMd €CTECTBEHHBIM 00pa3oM SBIISIOTCS
IpUMEpPOM TeUMIUIeHHOW (YyHKIMM 3ByKa, IMpH-
YeM, OHa peau3yloTcs BCEr/a MPUMEPHO OJIMHA-
koBo. Hampumep, B Hellnight (1998) Bparos
MOXXHO OBUIO YCHBIIIATh 3apaHee, a YBUACTh
TOJIBKO Ha MMHHUKapTe, HO, KOTJa MPOUCXOIHIIA
BCTpeyYa JIMLIOM K JIMLY, TJIaBHBIM Iepoi cpasy ke
ymupai (WIM €ro HalapHUK). OTOT IPUHLMUII One-
hit-life («cMepTh OT ogHOTO ynapa») B JalbHEH-
[IEM CTaJl I[OJHOLEHHBIM TOMOCOM TOAO0OHBIX
urp. Iloxoxas cutyanus Oviia u B Enemy Zero
(1998), roe repouHst He MOIJIa BUAETh OMACHBIX
CYIIECTB, HO OTCIIeKHBajJa UX MEPEABIKEHHUE C
MIOMOIIIBIO MYTAOIIE MHKAIOIIEro yCTPOHCTRA.

Cepbe3Hylo ponib reiMIuIeiiHas (QyHKIUsS
3BYKa UTPACT B TAKOM SIBJICHUH, KaK CITHJIPAHHUHT
(speedrunning), T. €. IPOXOKJCHUN UTPHI HAa CKO-
pocTtb. CKOpOCTh MPOXOXKACHUS YACTO 3aBUCUT OT
A3bIKa, Ha KOTOPOM CJIEJIAaHO O3BYYEHHE WIPHL
Hanpumep, S.T'A.L.K.E.R.: Call of Pripyat (2009)
CIHMIPAHAT Ha (PAHILy3CKOM SI3BIKE, TIOTOMY 4YTO
Tak ObICTpee BCEro MPOXOAAT KaTcUEeHBI. | eiim-
IUIEHHO 3HAYUTENBHYIO POJIb MY3bIKa WIPAcT B
cuapanax Resident Evil 3, roe mpomycku anu-
MAaIMH OTKPBITHS JBEPH 3aBUCST OT TOTO, ObLIA JIN
CMEHa MY3bIKH B HACTOSIIEH JIOKAllMM WM HET.
Ecnu cmeHa mMy3bIku ObLTa, @ 3TO MPOUCXOIUT TO-

rJa, KOTrJa Ha TEepOMHIO BHE3AMHO HAalajaaer
Hemesunna, To Hy>)KHO Ha)KUMaTh KHOIIKY MPOMYcC-
Ka 4yTh C OOJBIIMM 3aMO3JaHHEM, YeM B CIIydae
OTCYTCTBHSI CMEHBI MY3BIKQJIbHON KOMIIO3ULIUH,
YTO CBSI3aHHO C TEXHMYECKHMMH OCOOCHHOCTSMU
JIBUKKA UTPBI.

[efimrutelinas QyHKIMS 3ByKa TaKXKe ak-
TYaIU3UPYEeTCsl B «XAPJAKOPHBIX YEJICHJKAX)
(hardcore challenge), cOXHBIX HCIBITAHHSX, KO-
TOpBIE YCTpauBalOT JJsi ce0s caMU WTPOKH WM
CTPUMEPBHI, T. K. TOJJOOHBIC MTPOXOXKACHUS UTP SB-
JISIIOTCST IOCTATOYHO YBJIEKATEJIbHBIMU B reimep-
ckoil cpeme. HamOonee W3BECTHBIE YEIUICHIKHU
9acTO BKIIIOUAIOT B ceOs KaKOW-TO TaHIWKAI IS
MPOTUBHUKA, HAMPUMEpP, UTPOK MPOXOAUT HIPY
0e3 HCIONBb30BAaHUS KAKUX-IMOO MPEIMETOB,
OpYXXHS M T.I. WIH, HA00OPOT, ¢ MPUMEHEHUEM
TOJIBKO uero-to ogHoro. K gemnenmxam, B KOTO-
PBIX 3BYK UMEET PELIAIOLIee 3HAYEHUE, OTHOCSTCSA
MPOXOKJCHUS BCIEMYI0, YTO a0COJIIOTHO TOBTO-
pSIeT UCTOPHUIO C UTPaMHU ISl HE3PSIUUX 32 UCKIIIO-
YEeHHEM TOr0, 4YTO IefMephl CTaparoTCsl 3apaHee
MOATOTOBUTHCS K A3TOMY, MOJIyYIlE 3allOMHUTH
BU3YaJIbHOE OKpY)KEHUE, 3BYKOBOE JEHCTBUS U
T. 1.

Iefimrutelinas GyHKUMS 3BYyKa UMEET Me-
CTO U B cumynaropax. Hecmorps Ha TO, 4TO CH-
MYJISITOPBl UMEIOT MHOXECTBO Bapualui, Ha4yM-
Hasi ¢ MOpPHOTpadUYECKUX M 3aKaHYMBAsS TPajo-
CTPOUTENBHBIMHU, HE BO BCEX THUIAaX CUMYJSTOPOB
3BYK UCHOJHAET reiimmieiinyio gynkuuio. B pea-
JTUCTUYECKUX CHUMYJSITOPAX MAIIUHHOW €316l /
IPY30BbIX TEPEBO30K / aBUAMOJIETOB U T. 1. 3BYK
OKa3bIBACTCSI HEOOXOAUMBIM 3JIEMEHTOM UTPOBOTO
mpouecca, T. K. IepefaeT CUTYalHI0 Ha JI0pOre,
OTpaXaeT COCTOSHHUE TPAHCIIOPTHOIO CpPEICTBA
(He 3aBOJUTCS JBUraTelb), MOMOTraeT KOMMYHHU-
LHUPOBATh C YYAaCTHUKAMHU JOPOKHOTO JBUKEHUS
(Mcnosib30BaHUE TYJIKAa UM BKIIIOUEHHUE MMOBOPOT-
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HUKa) U T. 1. Bce 3TH 3BYKOBBIE 3JIEMEHTHI MOKHO
BCTpeTUTh B urpax Euro Truck Simulator (2008)
WIK B PYCCKOM Y4eOHOM aBTOCUMYJISITOPE st
oOyuenust BoxaeHuto o ropony City Car Driving
(2007), B KOTOpPOM MOXHO CJaTh SK3aMEH IO
[T1J1. BaxxHOCTH BEpPHOTO 3BYKOBOTO odopmiie-
HUS ISl CUMYJISITOPOB 3a71aeTCs CaMOi OCOOCHHO-
CTBIO JKaHpa — CTPEMJICHHEM K Iepelnade peau-
CTHYHBIX TIPOIECCOB.

Tpemvs cmenens 2etiMnIeliHOU QYHKYUU 38VKA

MyBBIKaJIBHBIe 3arakm TOXE SBJIAIOTCA

reiMIieiHo  Oo(OpMJICHHBIMH  3JI€MEHTaMH.
OOBIYHO WTPOKY MPEIOCTABIISICTCS MEIOIHS, KO-
TOpasi JI0JKHA OBITh BOCIIPOM3BEJCHA Ha OIpE/e-
JICHHOM YCTpPOWCTBE, HampuMep, IIKaTyJika W3
Resident Evil 3 (1999) wim 3arajgka B KOCMHYE-
ckoMm kopabne u3 Real MYST (2000). B HexoTO-
PBIX KBECTaX HYKHO ChI'paTh KOMIIO3UIUIO IO
HOTaM: OofHAa W3 3arajok B Nine Persons, Nine
Hours, Nine Doors (2009). B The Curse of Mon-
key Island (1997) urpoxky mpeacTouT MPOUTH CO-
CTsI3aHHME 10 WUIrpe Ha OaHKO. B medanbHO U3-
Takeshi’s Challenge (Tekeshi no

Chosenjo, 1986) urpok DOMKEH MPOUTH HEMpPO-

BECTHOU

CTOE WCIBITAHKE, JIMYHO CIEB B Kapaoke'®,
Hekotopble MHAM-TIPOEKTH KOHLIENTYaJH-
3UPYIOT 3BYK KakK 3JIEMEHT UIPOBOTO Ipolecca.
Hanpuwmep, Beyond Eyes (2015) siBnsercst urpoit o
He3psiueil JeBOYKe, KOTOopas, IMEepe]BUrasich Ha
OLIYIb, BOOOpaxkaeT OKpyskarouuii mup. OmHaKo
TAHHBIM TPOEKT MPEICTABIAETCS HE COBCEM KOp-
PEKTHO pEaNM3YIOIUM CBOIO HJEH0, T. K. UIPOK
BUJHUT MHUp B LIBETE, KAK U caMy T'€pPOUHIO, U CO
cTopoHbl. CrernoTa BeIpa)KeHa JIMIIb C TIOMOIIbIO

' TIpu 5ToM MCHONB30BANACh OHA U3 HEOOBLIYHBIX
¢ynkuuii koutpoiuiepa NES. Hekoropeie monn naxe
HE TI0ZI03PEBAIH O CYIIECTBOBAHNN TaKOH (QYHKIMHU 1O
MIPUYMHE €€ PEKOT0 HCTIOIb30BaHNUS.

rpadudeckoil MeTadopbl, BHICTpaUBAIOLICIHCS de-
pe3 yBeIMYeHHE 30HbI BUIMMOTO IpHU Xonande. B
3TOM CMBICIIE KJIACCHYECKUE CTPATErHH B peajb-
HOM BPEMEHH UCTIOJIb30BAIH MTOXO0XKHHI MpHeM Ipu
«TyMaHe BOIHbI», Hampumep, Starcraft (1998) —
MOKa UTPOK HE pa3Benas o0IacTh, rae ObLIa TeM-
HOTA.

B Samurai Champloo: Sidetracked (2004),
CO3JIaHHOM 10 OJIHOMMEHHOMY aHHMMe, 0OeBasi CH-
cTeMa IMOCTPOEHA HA MY3BIKAJIbHBIX KOMITO3UIUAX
TakuM 00pa3oM, YTO, MEHss MY3BIKaJIbHYIO JI0-
POXKY, UIPOK TOJy4aeT Apyrod Habop KomoOo-
aTak, MPUYEM MOXKHO OJHOBPEMEHHO HOCHUTH C
co0oit 1Ba My3bIKaIbHBIX cemIiuia. CMeHa ceM-
IUIOB TMO3BOJISIET MOAOUPATh HEOOXOAMMBIE aTaku
MOJl Pa3HbIE TUIBI BParoB, U3MEHSS HE TOJIBKO
CTWJIb MX HCIIOJHEHUS, HO U MY3BIKaJIbHOE
oopmieHue, KOTOpoe, Kak U B OPUTHHAIHHOM
aHMMe, pa3pbIBACT AMETeTUYECKYI0 pealuCTHY-
HOCTB, T. K. COOBITHSI UTPBI IPOUCXOAT B SIMOHUN
B nepuoa D110, HO (OHOM MOXKET Urparh JDKa3-
pon wim xun-xom (rpynmna Nujabes). 3ToT npumep
XOpOILIO MOKAa3bIBAET, HACKOJIBKO MOTYT OBITh HE
CBsi3aHbl WHTepQeiicHoe 3ByKoBOEe O(hopMIiIeHHE
(3ByK-AJI-UrpoKa) U Npoucxojsiiee B urpe. bes-
YCIOBHO, 3TOT ()EHOMEH TMOSBWICA TOpa3Jio
paHbllle KOMITBIOTEPHBIX WUIp, €IIe B 3IOXY 3a-
poXIeHus KuHemarorpada.

B Luxuria Superbia (2013) urpok Moxer
MPUKOCHYTBCS K TIOCTETNIEHHO pACIBETAIOLIEMY
I[BETKY, aOCTpakTHO IMpPEJICTaBICHHOMY B BHJE
pasHoLBeTHOro TyHHeuns1. KpaliHue cTOpoHBI TyH-
HEJIS HY>KHO CTUMYJIMPOBATh MalbllaMH WM Kyp-
COpPOM, YHHYTOXasl JICTIECTKH, ISl MPOXOKIACHUS
ypoBHs1. CONPHUKOCHOBEHHE C JIETIECTKAaMH YKpa-
[IaeT MY3bIKAIbHYIO0 KOMITO3UIIMIO U MEHSET pac-
IBETKY TYHHeEINs. B CBsi3U C omnpenenieHHbIM 3BY-
KOBBIM HANOJHEHHWEM CcaM MWIPOBOW TMpoIecc
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Bnaaucnas Bnagumuposuy KUPUYEHKO / Vladislav KIRICHENKO
| MHOT0s1I3BIYHOCTh KOMNIBIOTEPHOM UTPhI: O redMIienHOM QpyHKIuU 3ByKa / Multilinguality of

Computer Game. On the Gameplay Function of Sound|

HartoMHUHaJl MG,Z[I/ITaTI/IBHI:Jﬁ aKT aGCTpaKTHOFO
CCKCYAJIbHOT'O CTUMYJIMPOBAHU .

3aknrouenue

B utore MOXHO OTMETUTH, YTO 3BYK SIBJISI-
eTcs OIHUM U3 CEMHUOTHYECKUX KaHAJIOB KOMIIBIO-
TEPHOM WIpPBI, YaCTBIO €€ CTPYKTYpPHOI'O IIENIOTO.
Ero u3yuyeHue mo3BOJISIET JIydlle IMOHMMATh, Kak
paGoTaeT AaHHBIA MEIUYM, €CIH YYHUTHIBAeTCS
o0111asi KOMOMHAIS Pa3HBIX SBJICHUH, O KOTOPBIX,
Hanpumep, ynomuHan B M. OckenuneH. Wrposoit
Oynyun
OOJIBLIIMHCTBA UI'P, OPraHU3YET IUETeTHYECKOe U

3BYK, 00s3aTeIbHON  COCTaBJIAIOLIEH
HEJMETEeTUYECKOE IPOCTPAHCTBA MIPHL. 3BYK B
Urpe BBINOJHACT TpH (PyHAAMEHTaJIbHBIE (YHK-
nuu: 1) uMMEpCHBHYIO; 2) CEMaHTHYECKylO; 3)
reiimiieiinyro. [locnennss GyHKIMS OKa3bIBaeTCs
cieun(uveckoil A Meauyma KOMITbIOTEPHOM

UTPbL, IMEHHO II0TOMY €€ PACCMOTPEHHUIO JT0JIXK-

HBI OBITH yJIeJIeHO 0c000€ BHUMAaHHE, YUUTHIBAS,
4YTO OCOOCHHOCTH BMJICOMTPOBOTO ayAMOAM3aliHA
BCE €IE OCTAITCAd HEIOCTATOYHO HCCIIECIOBAH-
HeIMU. ['efimmneiinas QyHKIMS UMeeT TpH cTere-
HU, 3aBUCALIMX OT KOHKpeTHoro ciydas. K mep-
BOIl OTHOCSITCSI UTPBI, CKOH(PUTYPUPOBAHHBIE BO-
KPYT 3ByKa BOOOIIE: UTPhI U HE3PSUUX, ayJIHO-
UTPBI, PUTM-UTPbl U HEKOTOPBIE YAaCTHBIE IIPOEK-
ThI. Irpbl cO BTOPOU CTENEeHBI0 TPeOYIOT cephes-
HOTO BHUMAaHMsI UIPOKa K 3BYKY: XOPpOp-HIpBHI,
CTEJIC-UTPBI, CHUMYJISATOPBl U HEKOTOPHIE OCOObIE
ciaydan. K Tperbell creneHu BaXXKHOCTH 3ByKa OT-
HOCATCSL WI'PbI, B KOTOPBIX 3BYK paboTaeT Kak
TEUMILICHHBIN IPUEM: 3TOMY IOJIIO IIPUHAJUICIKUAT
MHOXECTBO PAa3sHOPOAHBIX MPUMEPOB. JlalbHEH-
1iee M3y4yeHue MmpoodsieM 3ByKa B KOMITbIOTEPHBIX
Urpax Mo3BOJUT YIiyOUTh UX TIOHUMAHUE B pyclie
KaK UCTOPUYECKUX (HOpM, TaK M OOLIEKYIbTYPHBIX
3HA4YCHU.
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M. V. Lomonosov Moscow State University, Moscow, Russia
Faculty of Philosophy

Philosophy Department Senior Lecturer, Ph.D. in Philosophy
const.sharov@mail.ru

METASI3BIK HTPOBOM TPUJIOTI' UM «BEJIbMAK»: ATHOCTHUIIN3M NI HOBBIN BU/I
IMOCTMOJIEPHUCTCKOM PEJIUTUO3HOM ITPOITIOBEIN?

ITocne Toro, kak «Benpmak 3: Jlukas Oxorta»
ctana urpoit roga B 2015 romy, uHTEpecC MHPOBOTO
coobmiecTBa kK urpam cepuu «Beapmak» 1Mo Mpou3Be-
neHusiM Anpkes: CalnKkoBCKOTO 3aMETHO BO3pOC, Kak
cpeau reMepoB, Tak M CPeAM HccienoBaTeie Kylb-
Typbl. KylbTypoJioru u conmoiord o0paTHIIMCh B TOM
YHUCIE K CEMAHTUUYECKOMY aHall3y UTPOBOU TPUIIOTUH,
H3yyasi COlMaIbHbIE KOHTEKCThI UTp cepuu «BeapMak»
U UX CBSI3b C COLMAIbHBIMU IPOLIECCAMU M UHCTUTY-
TaMu, a TaKke (PEHOMEHaMH KYJIbTYPhl B pPEalbHOM
MHUpE BHE UTphl. B naHHO# cTaThe aBTOPOM aHAIM3H-
pyeTcst MeTasi3blKk UrpoBOM Tpuiioruu «Beapmak» Ha
HaJau4ue peIuruo3HbIX cMbichoB. [lokazaHo, 4TO cIie-
HapucTthl urp «Bempmaky» 3HAYMTENBHO paCIIUPUIU
IJIACT PEIUTHO3HBIX CMBICTIOB IO CPaBHEHUIO C pOMa-
Hamu CankoBckoro. Tam, rie y poMaHucTa Mbl BCTpe-
YaeM JIUIIh HEKUH PEeTUTHO3HBIA HaMEK, pa3paboTyu-
ku CD Projekt RED co3nmarot mensiii kKBecT, HHOTIA —
IIEMOYKY KBEeCTOB (Kak B ciydae ¢ KpoBaBeiM bapoHoM
B Benene B «Benmpmake 3»), a oauH ciay4yalh — mo-
HACTOSIILIEMY OCOOCHHBIH: Ha OCHOBE KpaTKOW 3apu-
COBKH B TOJBCKOM (POJIBKIOpE O MaHe TBapAOBCKOM
co3zatenu WUrpsl peanusoBaim orpoMHbelii DLC «Ka-
MEHHBIE CEp/la», BBOIAUINN B UIPY XPUCTUAHCKYIO
TeMaTuky B Oojee sIBHOH Qopme. ABTOpPOM Ienaercs
BBIBOJI, YTO, HECMOTPS Ha TIEPMAHEHTHYIO S3BIYECKYIO
U OKKYJIbTHYIO CUMBOJIUKY «Benbpmakay, a Takke sKc-
IUTUIUTHYIO KPUTHKY KaTOJUYECKOW ILIEPKBH BpPEMEH
VHKBU3UIIMY B BUJIC BBEJICHUS B HApPaTUB UTPHI HUACU
kynbra Beunoro OrHs, B HTpe MPUCYTCTBYET TITyOOKO

CKpBITI:IfI IJIaCT TOJIOKUTCIIBHBIX 3TUYCCKUX PCIUTU-
O3HBIX CMBICJIIOB, CBA3aHHBIX C XPUCTHUAHCTBOM.

KirodeBble cioBa: KOMIIBIOTEpPHas UIpa,
«Benpmak», Anmxkeil CankoBCKMI, HappaTHB HIpBHI,
XPUCTHUAHCTBO, S3bIUYECTBO, Marus, MponoBenp, (Gop-
MaTHPOBAaHUE BOCIPUATHUS, METASA3BIK UTPHI.

META-LANGUAGE OF PC GAME
TRILOGY THE WITCHER: AGNOSTICISM
OR A NEW TYPE OF POSTMODERN
RELIGIOUS PREACHING?

After The Witcher 3: Wild Hunt became the
game of the year in 2015, the interest of the world
community to the games of The Witcher series roughly
based on Andrzej Sapkowski novels, has significantly
increased, both among gamers and cultural researchers.
Cultural researchers and sociologists have turned to the
semantic analysis of the game trilogy, studying the
social contexts of The Witcher games and their rela-
tionship with social processes and institutions, as well
as the phenomena of culture in the real world outside
the game. In the paper, the author analyses the meta-
language of the game trilogy The Witcher for the pres-
ence of religious meanings. It is shown that the script
writers of The Witcher games significantly expanded
the layer of religious meanings in comparison with
Sapkowski’s stories. Where the novelist has only a
certain religious hint, the game developers from CD
Projekt RED create a quest, sometimes a chain of
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quests (as in the case of the Bloody Baron in Velen in
The Wild Hunt). Indeed, one case is rather special—on
the basis of a brief sketch in the Polish folklore about
Pan Twardowski, the game script writers created an
huge DLC Hearts of Stone. The author of the paper
concludes that, despite the permanent heathen, magic
and occult symbols of The Witcher trilogy, as well as
explicit criticism of the Roman Catholic Church during

T'epanom, y mebs noanoe
npaeo eepumv, UmMoO HAMU
ynpasisem  Ilpupooa  u
ckpuimas enympu Hee Cuna.
Tvr Oymaewv, umo sma cuia
caena... Ho I'epanom, kak no
MHe, 6epa no3gonum mebe
oolcudams om Mupa nopsokxa,
3aKkoHa, cnpageonusocmu. M
Ha0excobi.

Anoorcent Cankockui
Iocneonee acenanue

Beseoenue

[Toxa Anmxelt CankoBCKHM, aBTOpP KHUT O
BeapMmake ['epanbre u3 Pusuu, cyaurcs ¢ moss-
ckoii urpoBoii cryaueit CD Projekt RED 3a 60
MUJUIMOHOB 3JI0THIX, KOTOpBIE NMCATEIb BPOJE
KaK HEJOMOJYYHJI C MpUOBLICH OT MpPOAaX HUIp
«BenpMak», OH He yCTaeT MOBTOPATh, YTO KOM-
NBIOTEPHBIE UTPBHl HE JIIOOUT, HE MOHMMAET, HE
UIpaeT B HUX MU OLIEHUBAET HUX BECbMa HU3KO B
iane Happatosioruu'. TTonbckuii anTact HacTa-

' Yro NpOUCXOAUT MeXTy AHmkeeM CalKOBCKUM U
CD Projekt RED. TpynHble OTHOIIEHHsI aBTOpa W
ajanTalnuil ero KHUT [DIeKTpoHHBIA pecypc]. Pexum
nocryma:  https://dtf.ru/games/28521-chto-proishodit-
mezhdu-andzheem-sapkovskim-i-cd-projekt-red, (mara
obpamennst 15.12.2018).

the Inquisition era in the form of the Cult of Eternal
Fire, the game has a deeply hidden layer of positive
religious meanings associated with Christianity.

Key words: video game, The Witcher, An-
drzej Sapkowski, video game narrative, Christianity,
paganism, magic, preaching, perception formatting,
game meta-language.

MBaeT Ha TOM, YTO HE WIphl cepuu «BempMak»
NPUHECIIH €My TOIYJISPHOCTh, a HA00OPOT, MHO-
TOYHCIICHHbIE TEPEBO/bI €r0 POMAHOB CIENaln
UTPY Y3HABACMOM.

Tem HEe MeHee, MPUXOIUTCS ¢ HEOOXOIH-
MOCTBIO MTPU3HATH, YTO, €CIIM OBl HE TPUIIOTUS UTP
«Benpmax», To pomansl CanKkoBCKOTO U UX T€POH
HUKOTJ]a HE TPEBPATWINCH ObI B I100aJIbHBIC Me-
muasBneHust! B comuonoruu BUACOUTP J10Ka3aHo,
410 OoJiee ABYX TpeTeil reiMepoB y3HAIOT O HEKO-
TOPOM JIUTEPATYPHOM TPOU3BEICHHUH, JMUIIb CHIT-
paB B Urpy, HAppaTUB KOTOPOHl OCHOBaH Ha CIO-
JKETE TOTO TIPOU3BEIACHUS,

XOopoIio HW3BECTHO, YTO OOJBITUHCTBO
reiiMepoB BOOOIIIE HE IMOJO3PEBAJO JO BHIXOJA
urp cepun «Benpmak» HM 0 mucarene (AHTE3U
CankoBCKOM, HH O HAJIWYMH OOJBIIOrO KOJHYe-

CTBa ero pomanos’. JIMmurpuii [1yxoBCcKuii, aBTOp

? Mnaxosckuit 10. @., Manmmox M. JI. Bupeourpo-
Bbie cricHapuu: OCOOCHHOCTH ajanTaluu JTUTeparyp-
HBIX Tipou3BeneHuii // Tpyapl benopycckoro rocynap-
CTBEHHOT'O TEXHOJIOTUYECKOro yHuBepcuteTa. Cepus
4: Tlpunt- n menuartexHonoruu. 2017. Ne 2. C. 117-
118.

> A No Bullshit Conversation With The Authors Be-
hind The Witcher and Metro 2033. Witcher novelist
Andrzej Sapkowski says he doesn't owe games any-
thing, but Metro 2033 author Dmitry Glukhovsky
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pomaHoB cepun  «MeTpo», NOTYEPKHYJ, YTO Tax IpOU30ILIO0 U C PETUTHO3HOU TEMATHU-

MMEHHO WIrpoBas MHAYCTpHs clelajga U3 HUX C
CanKkoBCKMM BCEMHMPHO y3HABAEMBIX THCaTENeh?,

Ecan I'myXoBCKUM aKTUBHO COTpYIHHYAI
CO CTyIHel-pa3paboTYNKOM BHICOUTP HA OCHOBE
ero croxeroB 4A Games, TO IOJILCKUM IIHCATENb,
HA000pOT, UCcXoaHO monyuuB B Hayane 2000-x ot
CD Projekt RED mnaty 3a MCIONB30BaHHME €ro
cioxketoB B pazmepe 10 000 mosmapos, Brociea-
CTBUHU IOJIHOCTBIO OTKpecTmicss oT urp «Benp-
Mak», MPeAOCTaBUB pa3pabOTUYMKaM HUHTEPIPETH-
pOBaTh M PaCIIUPATH €ro CIOKETHI, KaK UM IMpea-
CTaBUTCS YMECTHBIM®. [103TOMY HEYIUBHUTENBLHO,
YTO MHOTME TEeMBbl BCeJeHHOH Beabpmaka Obuin
HCXOAHO CO3JaHbl MMEHHO WIPOBBIMHM CLIEHApH-
CTaMU U OTYACTH IeMMIM3alHepamH, a BOBCE HE
POMAaHHCTOM.

thinks games made them both [DnexTponHsIit pecypc].
Pexxum nocryna:
https://waypoint.vice.com/en_us/article/wn938w/a-no-
bullshit-conversation-with-the-authors-behind-the-
witcher-and-metro-2033, (mara oOpaleHus
24.11.2018).

* JImutpuit T'yXoBckuii Ha3Ban aBTopa KHUT O Befb-
Make "BBICOKOMEPHBIM yOmoaxkoM" [DIeKTpOHHBIH
pecypc]. Pexxum noctymna:
https://shazoo.ru/2017/04/19/51120/dmitrij-gluhovskij-
nazval-avtora-knig-o-vedmake-vysokomernym-
ublyudkom, (mata o6pamenust 21.11.2018); «On BBI-
COKOMEpPHBIN ***** 31 abconroTHO HE mpaBy. Jmutpuit
I'myxoBckuit 1 Anpmxeld CankoBCKHI HOCHOPUIH 00
OTHOLICHWHW K UTPaM I10 MOTHBAaM CBOMX KHHT [DJeK-
TPOHHBIN pecypc]. PexxuM nocryna:
https://dtf.ru/flood/603 1-on-vysokomernyy-i-
absolyutno-ne-prav, (zata obpamenus 21.11.2018).

> Witcher author Andrzej Sapkowski unsuccessfully
demands more money from CD Projekt [Dnexrpon-
HBIN pecypc]. PexxuM goctyna:
https://www.eurogamer.net/articles/2018-10-02-
witcher-author-andrzej-sapkowski-unsuccessfully-
demands-more-money-from-cd-projekt, (mara o6pa-
menns 21.11.2018).

KOH, KOTOpas MOJy4yWia $BHOE CYILIECTBEHHOE
pa3BuUTHE UMEHHO B uepax «Benpmax». B poma-
Hax o I'epaibTe MUp, B KOTOPOM JKUBYT M J€H-
CTBYIOT I'€POH, IPEJICTAET A0 HEKOTOPOU CTEIECHU
apeMriMO3HBIM®, a pEUIus TaM IPUCYTCTBYET
JUIIb JATEHTHO. B 3TOM pomaHBl O BeIbMake
oueHb moxoxu Ha Mmupsel J[x. P. P. Tonkuena.
Bcenomuum: B CpenHe3eMbe HET HU PEIUTUHU, HU
pasroBopoB o bore. Tem He MeHee, 3TO, B O0IIEM,
HE JieTaeT KHUTy npodeccopa aHTUPETUTrnO3HOM;
HA000POT, PsJl UCCIIeAOBATENEH, 1ake HEKOTOphIE
KIMPUKA XPUCTHAHCKOW LIEPKBH, B TOM 4YHCIIE
Pycckoii IIpaBocnaBHOM LIEpKBHU, TaKUE KaK HIY-
MeH CaBBa (Maxyko), MpU3HAIOT HECOMHEHHYIO
nonp3y pomaHoB TonkueHa, ocobeHHo «Brnacrte-
JUHA KOJIEL», A XPUCTHAHCKOM NpONOBEIU B
COBPEMEHHOM MHUDE’.

CxomnbiM oOpa3oM Mup CamkOBCKOTO ¢
MEPBOTO B3rJsa Kak OyATO HAYMCTO JIMIIEH pe-
Turuu (ecny pesuruel He CYMTaTh pazHooOpas-
Hble Maruueckue npaktuku). Ho Tak am 310 Ha
camom nene? He conmepxut nu HappatuB o ['e-
paJIbTe€ CEphE3HOI0 pENUruo3Horo mnoceuia? Benp
He Oynem 3a0bIBaTh, uTo CankoBckwid, kKak u Tosn-
KueH, U JIpiouc 10 Hero — yOexkIeHHbII KaTOHK,
KOTOPBIA ¥ B MMOBCEAHEBHON KU3HHU, U B OOIICHUN
C Jpy3bsIMH, U B TE€JICUHTEPBbIO, U B CBOMX (hUIIO-
co(ckux paborax paccyxnaer o bore, penurnos-
HBIX IIEHHOCTSX, MOpalIM, 3THUYECKOM IOChLIE
XpUCTHAHCTBA. BbII0 ObI YAMBHUTENBHBIM, €CIIH ObI

6 51 He TOBOPIO «AHTUPETUTHO3HBIMY, TOCKOIBKY TaKOE
CIIOBO Oy/IeT UMETh aTeHCTHYECKHE KOHHOTALIH.

7 Casga, uryMm. [om, xotopeid moctpoun [xon. O
CTHXax, KOTOpBIE HE CTOMT mpomyckaTs // @oma. 2013.
Ne 1(117). [Onextponnsiii pecypc]. Pexxum nmocryma:
https://foma.ru/dom-kotoryij-postroil-dzhon.html, (ma-
ta obpamenus 30.11.2018).
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MIOJICKAM aBTOpP CO3HATEIBHO CO3/all OTPOMHBIN ouepranus. CxomueiM oOpazom KoHcTanTtuH

MUD, TJI€ PEIIUTUU BOOOIIE HE MECTO.

Cuenapuctsl urp «Benpmak» nogounum k
penuruo3Hol KommnoHeHTe (CanKoBCKOIO BEChbMa
TBOpueckd. Tam, rae y pomMaHHCTa JIMIIb HEKas
penuruo3Has HeIOMOJBKa, paspaborunku CD
Projekt RED co3natoT 1iensiii kBecT, HHOT 1A — I1e-
IIOYKY KBECTOB (Kak B ciydae ¢ KposaBbiM bapo-
HoM B Benene B «BenpMake 3»), a oiMH citydail —
MO-HACTOsIEMYy OCOOCHHBIN: Ha OCHOBE KpaTKOH
3apHCOBKU B IMOJILCKOM (hosibkiiope o mane TBap-
JIOBCKOM CO3/aT€lIM HUIPbl PEATM30BAIU OTPOM-
Helii DLC «KameHnHsle cepauna», B LIEHTPE KOTO-
pOro — peIuruo3Has TeMaTHKa.

B nanHo#t craTthe monmpoOyeM pa3oOpaThes
C PEIUTHO3HOM COCTaBJIAIOIICH HappaToIOruu
«BenpMakay.

Kakylo MMEHHO PEIUTIHO3HYIO0 IPOIOBENb
MBI BCTpEUYaeM B cepuu urp «Beabpmax»: XpHUCTH-
aHCKY!0, HEOSA3BIYECKYI0, MAaruKO-OKKYJIbTHYIO?
Wnu ee BoBce HET, a OTAEIbHBIE OTCHUIKH K PEIH-
TMO3HBIM CIOJKETAaM B JIaHHOM CEpUU UTp HE I03-
BOJISIFOT Ha3BaThb 3TH UIPbl BO3MOKHBIM HHCTPY-
MEHTOM JUIsl PEJIMTMO3HOW IPOIOBEAN KaK TaKO-
BOI?

Bosmoorcnocms unmeepayuu coyuanvhvix
npobiem 6 crodxicem uepbol

A. TUTOpEHKO BBICKA3bIBAET UACIO O CBOE-
ro poAa YIBOCHUU PEAIBHOCTH B KOMIIBIOTEPHBIX
urpax, Korja B MpoCTPaHCTBE Urpbl (OpMUpPYyETCs
MapaJuIeIbHBIA MUDP C TEMU K€ UJIEIMU U BEILIAMM,
4TO U MHUp HacTosAuMi®. [elimMepsl, eciu creno-
BaTh €T0 JIOTUKE, HE YXOIAT OT PEaIbHOCTH B UIPE
— JUI1 HUX UI'Pa CTAaHOBUTCS OCHOBHOM PEAIBHO-
CTBIO, @ MUP BOKPYI HUX Pa3BOILIOLIAETCA, TEPSAET

¥ Turopenko A. A. Meradusuka sujeourp // Hayka
tenesunenus. 2011. T. 8. C. 150.

OuepeTsHbIil  YTBEPKIAET, YTO YENOBEK «CTpe-
MHTCS OOpPECTH CBOKO KOKY B 3JIEKTPOHHBIX Me-
nua»’. Tlpu 5TOM MOpaib, HPABCTBEHHOCTb, IIE€H-
HOCTH aBTOMATHYECKH YIBAUBAIOTCS B MIPE; UIPa
CTAHOBMTCA WX HCTHHHBIM mpocTpancTBom'’.
O@pannucka Dyprail BBICKA3BIBAET UACIO O TOM,
YTO «HCKYCCTBEHHBIE CHTYallUH, CO3JaBacMbIe
BUPTYAIHUTH, OTHOCATCS K PEATLHOCTH OOBIIEHHO-
CTH Kak OpelOBble BUJCHHS CHA K JEHCTBUTEIb-
HOCTH»!!, HO ¢ MOEi TOYKH 3pEHHMs, STOT BHIBOJ
MOKHO OTHECTH HE KO BCEM BHieourpam. Hampu-
mep, Koncrantun [1IeB1IOB MOKa3bIBAET, YTO B HE-
KOTOPBIX HIPax 4YeJIOBEK MOXKET (POPMHUPOBATH
OIIPEJIEIICHHBIE YEpPThl CBOCH HENMOBTOPUMON HH-
JMBHIYATBHOCTH M 0 Pa3yMHBIX TPAHUIl CO3/ia-
BATh CBOIO MICHXOJIOTHYECKYIO HAECHTHYHOCTD, BbI-
CTpauBaTh TCUXOJOTHYECKUH MOPTPET TaK Ke,
KaK peOEHOK TICHMXOJOTHYECKH B3POCIEET C TIO-
MOIIBIO OOBIYHBIX, HEBUPTYAIbHBIX UTp'2. B npy-
roii cratbe K. IlleBioB oTrmeuaer, 4Tto Meaua,
BKJIIOYAS DSl BUICOMIP, CO3MAIOT «HU30BITOUHYIO
peanbHOCTH» 3. OCHOBBIBAsCH Ha 3TOM, MOJAraro,
MBI MOYKEM JIONYCTHTh, YTO, B NPHHIIUIIE, JIFOObIE
CHUCTEMBI COIMAILHBIX MIEH U HAPPATHBOB MOT'YT

? Ouepersnniit K. A. ®oTorpaduueckas TelecHOCTh —
TEJIECHOCTh C HyJIeBO# neHorarmeti // Studia Culturae.
2015. Ne 1(23). C. 175.

19 Tam xe. C. 151, 156-157.

"' ®ypraii ®. deHOMeH BHPTYaIUTH B MaccOBOM
KyJIbType, uin «J{oOpo mokanoBaTh B Ham KoummMapy //
Bectauk JleHMHTpancKoro TrocyIapcTBEHHOTO YHH-
Bepcurera M. A.C. Ilymxuna. 2009. Ne 3. T. 2.
C. 119.

12 [1lepnos K. I1. KoMnbroTepHbIe UIPhI KaK IPeIMET
¢unocopckoro  ananmuza //  BectHuk — CaHKT-
[lerepOyprckoro ynuBepcutera. Duiocodust ¥ KOH-
¢mukronorus. 2016. Ne 1. C. 99, 102.

13 Ilenos K. I1. ®opmaius 1mudpoBoro pasyma u Me-
nuanonuTuka // Manyckpunt. 2018. Ne 11(97). C. 319.
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OBbITH TIEpEHECEHBI B UTPOBOM reimIuieii, a moobie
COLIMAJIbHBIE TPOOJIEMBI MOTYT HMMETh B HIpax
CBOE PELICHHUE.

O moTeHIMaTbHON MPUTOIHOCTH CLIEHApH-
€B KOMIIBIOTEPHBIX U JUIS aJaNTally IMpaKkTHye-
CKH JIOOBIX JIUTEPATYPHBIX CIOXKETOB TOBOPST
FOpuit nakoBckuii 1 Makcum J[aHWoK, moa-
YepKUBas, 4TO T'eMMIUIeH UIphl ¢ HEOOXOIMMO-
CTBIO TPaHC(OPMHUPYET TEKCT JUTEPATyPHOTO
MPOU3BEJCHUS, C)KUMAsi WM, HA000POT, pacTArH-
Bas BHyTpPeHHee Bpems crokera kuuru'*, B. Kai-
MBIKOB JIEMOHCTPUPYET aJeKBaTHOCTb JKaHPa BH-
JCOUTPHI ISl pealn3alui MOJUTUYECKUX CcTpare-
M Macc-Mequa, HalpuMep, A CO3/aHUs 3apa-
Hee MPeJ-CO3/1aHHOr0, MPEIONPEAEICHHOr0 00pa-
32 HEKOTOpPOro TOCyAapcTBa WM HalMu. Tak,
KOMIIBIOTEPHBIE UT'Pbl MOTYT CTAaHOBUTHCS TPUOY-
HOM marproTu3Ma Jubo kocMomnonutusmal’. Oser
I'pumine m JImutpuii WrnvH I1OKas3sbIBarOT, 4TO
KOMIIBIOTEPHBIE UTPHI MOTYT BBICTYNaTh B Kade-
CTBE DJIEMEHTA MOJUTUYECKON KYJIbTYpHI, a TAKKE
ObITH CpEICTBOM MJCOJIOTMYECKOH KOMMYHHUKa-
IIUM, TOCKOJBKY WIPbl CIHOCOOHBI TIepeaaBaTh
UJIC0JIOTUYECKHE TIOCHUIBI U CMBICIHBI, OBITh Cpea-
CTBOM pAaCIpOCTPAHEHUS KyJIbTYypHBIX HappaTu-

" lInaxockuii 10. ®., Janmmox M. JI. Vka3. coud.
C. 121; Hanumox M. JI., InakoBckuii 0. @. Pa3pa-
06oTka Buaeourp: IIpobreMbl COBpEMEHHBIX HCCIIENO-
Banuii // Tpyaet bBenopycckoro rocynapcTBeHHOTO
TexHojoruueckoro yuusepcurera. Cepus 4: [Ipunt- u
MeaunarexHonoruu. 2017. Ne 1. C. 120.

!> KanmbikoB B. A. Bujieourpsl ¥ natpuotusm: Bup-
TyaJbHBIE DKCTPACOLHAJbHBIC MPAKTUKA B (HOPMHPO-
BaHum obpasza Poccuu // Bectauk PITY. Cepus «Ilo-
mutonorusi. Vcropus. MexayHapoIHble OTHOLICHHS.
3apyOexHoe peruoHoBelcHHE. BoCTOKOBEIEHHE».
2014. Ne 1 (123). C. 296-301.

BoB!®, E. CamoiiloBa ymOMHHAEeT O TOM, 4TO B
00IIIeCTBE MAacCCOBOTO MOTPEOJICHUS CO3/IaBaeMble
KOMIIBIOTEPHBIMU UTPaMH BHPTYaIbHBIE «THIIEp-
peanucTudeckue» o0pasbl MepecTaroT ObITh BUP-
TyaJbHBIMU M TIPOHUKAIOT B peanbHOe (usnuye-
CKO€ MPOCTPAHCTBO; OHMU CTAHOBATCS OOBEKTOM
UJCO0JIOTUU, SKOHOMUKH, MOJUTHKH U PHIHOYHBIX
oTHOIEHUH!,

[TosTOMy Aymaro, 4TO HET HUYErO YAWBHU-
TEJIBHOTO B TOM, YTO B COBPEMEHHOM MHpE KOM-
IBIOTEPOB, MOOMJIBHHUKOB M IM(POBBIX HHTEP-
¢eiicoB Bupeourpa, MoHATass Kak MPOU3BEACHUE
uckyccTBal®, MOKeT HCHoNb30BaThCs B IENAX
pacrpoCcTpaHeHHsI PEIUTHO3HBIX UIEH TaK ke, KakK
U UjeH, 3aKII0UYEHHBIX B HCTOPUYECKUX, MOJTUTH-
YECKUX, TUTEPATYPHBIX CIOJKETaX.

CrniocoObl, BUABI, METO/BI M KaHPBI pelu-
T'MO3HOM MPOIMOBEAN SBOJIIOLUOHUPOBAIN C TEYe-
HUEM BPEMEHH, U B COBPEMEHHOCTH OHH HE TaKHe
kKe, KakuMU OblTM B aHTMYHOCTH. WrpoBoil Hap-
paTuB MOXKET BKJIIOYaTh B ceOsi TOMUIETUYECKUN
(IpOTOBETHUYECKUM) TOCHUT ISl ONpEACSICHHON
LEJICBOM TPYIIBI, I TOW ayJUTOPUH, NPEACTaA-
BUTEJIEH KOTOPOM Ta WU UHAs LIEPKOBb XOYET BU-
JETh B PsIly CBOMX CTOPOHHUKOB.

KitoueBbIM CBOMCTBOM 37€Ch  SIBJISETCS
aJIpeCHOCTh ATOTO TOCHUIA, Ha 4YTO OOpaIaer
aumanne C. Yepnbiii!®. BeccMbicieHHO anapeco-

' Tpummmn O. E., Urmun JI. A. KoMIbIOTepHbIE HTPbI
KaK 3JIEMEHT MacCOBOM NOJUTHYECKOW KYyJIbTYpHl H
kommyHuKanuu // PolitBook. 2015. Ne 1. C. 127-145.
7" Camoiinoa E. O. «Okoi0MrpoBbie (peHOMEHB» H
HUMIIEpaTUBBI COBPEMEHHOTO 00IIecTBa MoTpeOeHus /
Manyckpunt. 2016. Ne 12(74). C. 142-145.

'8 Nenuxun A. A. MoryT 11 BHAEOMTPHI OBITh HCKYC-
ctBoM? // MexayHapoOHbBIN >KypHaJI HCCICAOBAHHN
KynbTyphl. 2013. Ne 2(11). C. 91.

' Yepuprit C. }0. KoHCTpynpOBaHKe HPOINLIOro B BH-
neourpax: Mrpok kak moTpeOUTeNs U COABTOP HCTO-
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BaTh UIPYy KaK PEIUTHO3HYIO NPOINOBEb, HAIPH-
Mep, [UIsl TOKUJIBIX JIFOJEH, Ui JaBHO BOLIEPKOB-
JIEHHBIX MPUXO0XKaH, JUIsl MOJOJBIX MaM, JUIsl JI0-
MOXO35€K, Ul COLMAJIbHO AKTHBHBIX JKEHIIVH U
MOOOHBIX UM TPYTIIL.

Ho ecnu B uCTOpUIO UIPBI 3aJI0KUTH NIPO-
JYMaHHBII IUIaCT PENUIHMO3HBIX CMBICIOB, Halle-
JICHHBIX HA BOCHPUATHE, K NIPUMEPY, IIKOIbHUKA-
MU, CTYAEHTAMU TEXHUYECKMX M KOMIIBIOTEPHBIX
CHELMAIBHOCTEH, KYJBTYpHBIM aHAETPAyHIOM,
MIPEICTABUTENSIMU  Pa3MUYHBIX  MaprHHAJIbHBIX
WM aCOLUANBHBIX KYJIbTYPHBIX TPYIIL, TO IOYEMY
Obl TaKoW pEIUIHO3HOM TNPOMOBEAN HE HMETh
IIpaBa Ha cylecTBoBaHue? Beap urpa, B oTindue,
CKaXX€M, OT BOCIPHUATUS PEIUTHO3HBIX HOPM M
TUYECKUX YCTAHOBOK HCXOZsl M3 CTaHIApTHBIX
HCTOYHUKOB, MOJKET JaTh YEJIOBEKY HEKOTOPBIN
MaTEPUATIBHBIM OIBIT, OCTaBUTh B €0 CO3HAHWUU
ONPEIIEIICHHBIN IPAKTUYECCKUN CIIE.

Cepreii byrnak, Anuna JlateimoBa, Anek-
caunp JlenkeBnu, Koncrantun OdepeTsHbI U
Maprapura CkoMOpOX B CBOEH CTaTh€ MPUBOIAT
IIPUMEpP TOTO, KaK BOCHHBIE BUICOUIPHI C yCIIe-
XOM HCIIOJIb3YIOTCS B AMEpPHUKE KaK HIE0I0rude-
CKHE€ MHCTPYMEHTHI AJIs MOMYJISpU3alUU U TIOBBI-
IICHUS TPHUBIEKATENBHOCTH CIy>)KOBl B apMHHU
Cpeay MOJIOACKU. OTH aBTOPbI MOAYEPKHUBAIOT,
YTO YNOMSIHYTBIM «CJEJl OT UIPhbl», KOHEYHO XK€,
HE JenaeT W3 reiiMepa cojjara M He JaeT eMy
HacTosmel O00eBO TOATOTOBKH, OAHAKO 00pa3
apMUU HAYMHAET MPUOOpPETaTh JUIsi MHOTUX MOJIO-
JIBIX TEWMEPOB TpUBJIEKaTeIbHbIe uepThi?’. B npy-

puueckoro HappatuBa (mpoekT «Europa Universalis
IV») // Iaru/Steps. 2017. T. 3. Ne 2. C. 77-97.

20 byrnak C. C., JlateimoBa A. P., JlenkeBuu A. C.,
Ouepersnsrit K. A., Ckomopox M. M. O6pa3 [Ipyroro
B KOMIbIOTEpHBIX wurpax // Bectuuk CaHKT-
[lerepOyprckoro ynuBepcutera. Duiocodust ¥ KOH-
¢mukronorus. 2017. T. 33. Ne 2. C. 244.

roif pabore Maprapura CKOMOPOX YIIOMHHAET O
TOM, YTO OIBIT OTKPBITOM KOIHUTUBHON MHTEPAK-
TUBHOCTH, CBSA3aHHBIN C IICUXOCOMATUYECKUMU U
NICUXOMOTOPHBIMH ~ pedieKcaMu  YeJloBeKa, C
yCIIeXOM BbIpabaThIBaeT y reiiMepa ompesencH-
HbI€ MMPOBO33PEHUYECKHE U KOTHUTHBHBIE yCTa-
HOBKH, KOTOPbIE TP HEUHTEPAKTUBHOM BOCIIPHSI-
TUU HaOopa JaHHBIX U UAEH MOT'YT (hOPMUPOBATH-
csa HamHoro gonbine’!. KommbrorepHas urpa o
M3BECTHOU cTeneHu (opMaTUpyeT UIACHHBIA MHpP
U BooOpaskeHue reimMepa.

Jymaro, BUaeourpa Juisi HEKOTOpOU ayIu-
TOpPUHU MOXET OBITh WHOTAA Jaxke Ooiee dPdek-
TUBHOM B PaCIpPOCTPAHCHUM PEIUTHO3HBIX UIACH,
YeM YTEHHUE PEIMTMO3HBIX KHUT MM 00CYyKICHHE
PEJIUTHUO3HBIX BOIPOCOB B CEMbE M BOCKPECHOU
mKkoje (1100 B MHOM penuruo3Hoi olmuHe). 3a-
MKHYTbIE, HEOOIIUTENbHBIE TIOJJPOCTKU HE CKIIOH-
HBI JIeJaTh CBOW TYXOBHBIA MHUpP JIOCTOSIHUEM 00-
IIECTBEHHOCTH, 3aTO KOMIIBIOTEpHAsi HIpa He
IIPEJICTABIISIET ISl HUX YI'pO3bl HEYMECTHBIX BO-
IIPOCOB U HA30MIMBBIX PEIUTHO3HBIX HOTALUN.

C npyroii croponsl, Anekcannp JlenkeBuu
n Anuna JlaTbimoBa yHmOMHUHAKOT O TOM, 4YTO CO-
BPEMEHHBIE IIKOJIbHUKU, BOCIIMTAHHBIE B paMKax
KyJbTYypbl CMapT(OHOB M HMHTEPHETOBCKUX BH-
JICOPOJINKOB, TEPSIOT HHTEPEC K YTCHUIO OOJIBIINX
00bEMOB TEKCTa, KOUMH SIBISIOTCS KHUTH, dPpeK-
TUBHO BOCIIPMHUMAs JINIIb BU3YyaJbHYIO U 3BYKO-
ByI0 MH(popManuio®?, Pasymeercs, HU O[HA HMIpa
HE 3aMEHHUT YTEHHUE CBSLICHHBIX TEKCTOB, TaKHX

2l Cxomopox M. M. KoMmbloTepHble MIphl M yTOMHS
WHTEPAKTUBHOCTH: Ha YTO CIIOCOOHBI TehMmepnl //
MexTyHapoIHBIH JKypHaJl HCCIEIOBAHUH KYyJBTYpHL
2014. Ne 2(15). C. 53-55.

22 Jlenkesuu A. C., Jlatemoa A. P. UnTtepdeiic Kxax
npeamet pedaexcun // Bectauk Jlennnrpanckoro roc-
yaapctBeHHoro yHuBepcutera uMm. A. C. IlymkuHa.
2015. T. 2. Ne 2. C. 184-185.
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kak bubnus, Tanax, Kopan, Beapl, Ynanwuimambt
nin Tpunuraka. OgHaKO Urpa MOXKET npugecmu
YEJIOBEKAa M3 HEKOTOPOM LIEJNIEBOM ayIUTOPUM K
YTEHHUIO 3TUX CBSLIEHHBIX TEKCTOB. K M3yueHUIo
JTUX TEKCTOB JaHHBIN KOHKPETHBIN YEJIOBEK, €CIIH
ObI M MpHIIeN APYTUMU MYTSAMH, TO TOpa3ao Mmo3-
’Ke B CBOEH KHM3HH U C ropa3zo OOJBIIUMH CIOXK-
HOCTSMMU. Hamnpumep, CTYHECHTBI IT-
CrenuanbHOCTEH, BeO-AM3aifHephl, HpPOrpaMMHU-
CTBl 3a4aCTyl0 HACTOJBKO IIOIPYXKEHbI B MHP
KOMIIBIOTEPA M BHUPTYaJbHBIX KOMIIBIOTEPHBIX
TEXHOJIOTUH, 4TO y HUX IIPOCTO HE OCTACTCs Bpe-
MEHM Ha JyXOBHYIO JKM3Hb BHE 3TOIO MHUpa — B
peanbHOCTH, KOTOpas MX OKpyxkaer. Bupeourpa
I HUX MOTJ1a Obl OBITH XOPOLIUM TPAMILTUHOM B
JYXOBHOM CMBICJIE, & U1l T€X U3 HUX, KTO 3aX04YeT
— U PEIMTHO3HOM CTaHOBJICHUM.

Cama mo cebe urpa, pazymeercsi, HE cle-
JIAeT U3 4YEeJIOBEKA aJIeNTa TOW WIM UHOU PEIUIUH;
HO UIPOBOM IPOLIECC MOXKET BBICBETUTH IIPUBIIC-
KaTeJIbHOCTb OINPEACIICHHbIX 3TUYECKUX MAKCUM U
0a30BbIX YCTAaHOBOK HEKOTOPOW PENMTHH, BKIIIO-
yast xpuctuaHcTBo. Kak mnosaraer E. I'ananuna,
BUJeourpa (HopMupyeT HEKUil 0coOblii MHUp CO
CBOMMH BHYTPEHHMMH 3aKOHAMH, 10 KOTOPBIM OH
pa3BUBaeTCs, U OT BOJHM pa3paboT4YMKa 3aBUCHT,
BHEIPUTH JIU B 3TOT MUP peajibHble (PUTYpPBI HCTO-
pUM WIM JUIIb AJUTFO3UM Ha WJEH, CBSI3aHHBIE C
aumu?®, Tak, Hampumep, B cepun Assassin’s
Creed (Kpemo accacuna) pa3pabOTUMKK KaHal-
ckoii komnanuu Ubisoft monum mepBeIM ImyTeM,
CMellaB B HEBOOOPA3MMBbIl BHHErPET HCTOPHIO
Xpucra, pEHECCAHCHBIM KaTOIMLU3M, MAaCOHOB,
TaMILJIMEPOB, PEATBHBIX Mall PUMCKUX U BEIMKHUX
MarucTpoB, U HE CO3[1aJlM HUKAKOIO0 BHATHOIO pe-

2 Tamammna E. B., Axuenos E. O. A potentia ad
actum: Buptyansnslii Mup Buaeourpsl / ManyCKpUIT.
2016. Ne 12 (74). C. 45-46.

JIMTUO3HOTO MHUPAa B CBOECH UT'POBOM BCEIIEHHON. B
«Benpmaxe» monsiku u3 CD Projekt RED mocry-
WIA IPSIMO Ha00OpOT — M Ha BBIXOAE MOIYYHIN
CWJIBHYIO PEJIMTHO3HYI0 JOMHMHAHTY BHYTPH MWI-
POBOTO HappaTHUBa.

He o0s3arenbHO BBOAWTH B HCTOPHUIO U
reuMmInier KoMmnsroTepHo urpel Mucyca Xpucra,
arocrosnioB, Moucess, Maromera win bynny mis
TOr0, YTOOBI C(HOPMUPOBATH MPHUBIEKATEIHHOCTD
TOr0 WM WHOIO YYEHMs I TeMMEpOB — JI0CTa-
TOYHO OOpHUCOBATh KYJIbTYpPHBIH, HCTOPUUYECKHIA,
ATUYECKUN WA 3CTETUYECKHM KOHTEKCTBI BEPO-
y4eHHUs. A Belb UIMEHHO B paCIIpOCTPAaHEHUU 3Ha-
HUs, CJI0BA, MBICJIH, LICHHOCTEH B CPEIE HEBEPY-
IOIINX, 0€3pa3IMyYHBIX WM KOJEOIIOUINXCS U 3a-
KJIIOYAeTCs PEIMTMO3HAs IIPOIIOBEIb, B TOM YHUCIIE
XpUCTHaHCKasl!

B crarbe g mocraparoch 1okasarb, 4TO Ce-
pus urp «Beapmak» TpaHCIHUPYET OINpPEENECHHYIO
CUCTEMY PEJIIMTHO3HBIX UACH U — IpaBla C Oro-
BOPKaMHM — HEKOTOPBIE 3JIEMEHTBI UIPOBOIO Hap-
paruBa «Begpmaka» MOTYT OBITH Ha3BaHbBI CBOETO
poia pPa3sHOBUIHOCTSAMHM WHHOBAaLIMOHHOM IIOCT-
MOJEPHUCTCKOM PEIUTHO3HOM IPOITOBEIN.

T'epanom uz Pusuu:
KMO OH C penueuo3HOlU MOo4KU 3peHus?

To, yTto mporaroHuct urp Tpwioruu le-
panbT — gedbMak, €Ie He AeNaeT ero MpUCIel-
HUKOM TEMHBIX CHJI.

XOTs B aHIVIMHACKOW BEPCUM UI'pa Ha3bIBa-
erca The Witcher, 3TO CIIOBO U €ro MepeBobl Ha
WHBIC SI3BIKM MPAKTUYECKH HHUKOT/A HE yNoTped-
JSUIMCh B CTpaHax 3amnaaHoil EBpombl Bo BpeMeHa
«OXOTBl Ha BEIbM» — BMECTO HHUX B AHIUINH,
HarpuMep, UCIONb30BaICAd TEPMUH the sorcerer.
VYnorpebiieHre cioBa «BEAbMAaK» KaK MY)KCKOTO
SKBUBAJICHTA «BEAbMBD» — CIaBSHCKOE HM300peTe-
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HUE, U TOJIBKO TOBOPAILIME HA CIABIHCKUX SA3BIKAX
HapOJHOCTH, BKJIKOYas PYCCKUX, MOTYT BIIOJIHE
[I04YBCTBOBATh BCE IPULIEALINE CO BPEMEH DIIOXU
Bo3poxkeHuss HeraTMBHbBIE KOHHOTALlUU 3TOTO
CJIOBa, YIOTPEOJIEHHOT0 B MYXCKOM IpaMMaTHye-
CKOM pojie. Bedbmax U 6edbma — pazIuyuHbIe, HE
CBSI3aHHBIE JPYT C IPYIOM IOHSTHUSI B MUPE UIPbI
«Benpmax». Takum sxe obpazom Lupunina Pu-
aHHOH, NIpUEMHas A04Yb ['epanbTa — BeIbMaykKa,
HO HE BEIbMa, IIOCKOJBKY OJHAa M3 €€ 3aaad
(mpaBpaa, B ciryuae Llupu — 310 ckopee xo00w, a He
cpeAcTBO 3apaboTKa) — HE TBOPUTH 3aKJIMHAHUS U
HE 3aHMUMAaThCSl Maruei, a yOuBarh 4y TOBHILL.

Bo BcenleHHON UTPOBOM TPUIIOTMH, PAaBHO
Kak U B poMaHax CankoBCKOIO, BEIbMaK — 3TO HE
TOT, KTO BOPOKUT U HAKIAAbIBAET 3aKJIAThS. IDTO
— NPEACTaBUTENb BHIMUPAIOIIEH KAacThl MacTEPOB
— yOuiin gyoBuil. BeapMaku TOTOBHIUCH C JIET-
CTBa; MX TPEHUPOBAIM HE TOJBKO YMEHHIO 0Opa-
aThCsl ¢ MEYaMHM M IPOYUM OpPY>KHUEM, HO U U3-
MEHSJIM UX OPTraHU3M ITOCTOSIHHBIM IIPUEMOM TpaB
U OTBapoOB, JOOMBASACH TOTO, YTO MAJIBYMIIKU —
Oyaymue macrepa — MpHOOpeTanu HeuyelloBeue-
cKue pedeKchl M peakiuio Ha omacHocTh. Kak
KOHCTaTHpyeTCs B 3acTaBKax K WUIpPE, B CPEIHEM
TOJIBKO TPO€ U3 JECATH PEOSAT BBUKHBAIU TOCIHE
«HCIIBITaHUS TpaBaMu». B OIpeneneHHOM CMbIC-
J€e, JKU3Hb KaXJ0ro BeAbMaKa HauYMHAJIaCh C €ro
JYXOBHOT'O U MaTEpUaIbHOIO MEPEPOXKIEHUS TIPU
UCHBITAHUM TpaBaMH, YTO TIO3BOJSET YBHJIETh
HEKHE TMapajuieid CKopee He ¢ HIaMaHCKUMHU 00-
psgaMM HMHMLIMALMK, a C XPUCTUAHCKUM TauH-
CTBOM KpelieHusi. B o0psiae nHUIIMAMK yKpenis-
emcsi AyX — Ja; HO HE IPOUCXOIUT U3MECHECHUS
cywHocmu 4eyoBeka. B XxpucTuanckou xe 1orma-
THUKE YTBEP)KJIAETCs, YTO peajbHas >KM3Hb 4YEJlo-
BEKa HAUYMHAETCS TOJIBKO C MOMEHTAa KpEIIECHHUS,
KOT]a IIPOUCXOJUT «BTOPOE POKICHUE.

Opuako «BeabMak» — B MASHHOM CMBICIIE
urpa cyrybo maTepuanbHas, s Obl Jake cKazail —
MaTepualucTUdecKas. B reliMiuiee uUrpel Bce
IIPSIMO WJIA KOCBEHHO CBSI3aHO C TEJIOM U TeJec-
HOCTBIO IIEPCOHAXEH; BCE UICH, BKIIOYAs COLHU-
IbHBIE U KYJBTYyPHbIE, Yallle BCETO TPAKTYHOTCS
Marepuanuctuiecku. IloaToMy naxke MCTOKH pe-
JUTUO3HOCTH 3/1€Ch CBS3aHBI ¢ TpaHC(HOpMAUIMU
mena. B 3TOM KOHTEKCTE NpHUMedYaTeabHa Hes
Koncrantuna OuepeTsiHOro, 4TO 3HaK U UAES Me-
JMANPOCTPAHCTBA MOTYT JUCCUMYJIUPOBATh, 00-
peraTb TEIECHOCTb, BOIUIOIIATHCS B TEJIECHBIX
npakTukax>*. OIHO U3 MPOSBICHUN TaKOM BUPTY-
IBHOM TEJIECHOCTH — ITpueM I'epanbTom OoTBapoB
U JJIMKCUPOB, U3MEHSIOIIMX €ro TEJIECHBIE CIIO-
COOHOCTH, HaHECEHHE Macel Ha MEYH, a TaKkKe
CIIOCOOHOCTh BOCCTaHABIMBATh CUJIBI IPU Meu-
TalUH.

Ham nporaronuct I'epanst u3 PuBum Obin
OJHMM H3 T€X MaJIbYUIIEK, KOTOPHIE COCTABJIIU
TPETh BBUKHMBIIHUX I1OCIIE «OOEBOTO KPEIICHUS» —
UCTIBITaHUs TpaBamu. be3 poaureneii, 6e3 noma, ¢
rJ1aBHBIM BeIbMakoM ILIKOJbI Bonka Becemupom
BMECTO OTLIa ¥ TBepAbIHEN BeabMakoB Kasp Mop-
xeHoM B KasBeHe BMecCTO IOMaIIHero ovara, 00-
peueHHBIN Ha OeCIUIoue, C IOHBIX JIET BBIHYX-
JIEHHBI BHE 3aBUCUMOCTH OT CBOEHM BOJIM LIATATh-
Csl TIO JiecaM B TIOMCKaxX YyJOBMII M yOUBaTh HX,
JieNasi Halll MUp JIy4lle — KaKUM MOT CTaThb 4eJio-
BEK II0CJIC TaKUX yJapoOB CyIbOBI C PETUTHO3HON
TOYKM 3peHus? ['epanbT cTam arHOCTUKOM, YeJo-
BEKOM HEBEPYIOIIUM, U HUYErO YAUBUTEILHOIO B
sToM HeT. HaoOopoT, B pamkax HappaTuBa Bce-

** Ouepersausiit K. A. JIuccHMyIAIMS: OT 3HAaKA K TEIy
/" Bectauk Cankrt-IlerepOyprckoro yHuBepcuTeTa.
Cepus 6. Ilonuronorua. MexIyHapoaHbIE OTHOIIIE-
Hus. 2014. Ne 3. C. 70-75.
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neHHoi Bexgbmaka Ob10 ObI CTpaHHO, €Ciid ObI OH
HCIIOBENOBAJ Ty WIH UHYIO PEIUTHIO.

B pasrosopax Ha penurvosHsle TeMsbl ['e-
paJIbT B UTPE OOBIYHO WUITU COXPAHSET UPOHUYHBIH
TOH, WX OTKPBITO BBIPAXKAET CBOM CKEIICUC OTHO-
CUTEJBHO Pa3IMYHBIX KYJIbTOB. Kakue ke KyabThl
HaM BCTPEUYAIOTCSA BO BCEJIIEHHOW UI'POBOW TPHIIO-
ruu’?

Penucuosnwiii packnao ueposoii cenenHol
«Beovmaray

Ot pomanoB CamnkoBCKOTrO WUrpoBas TpH-
JIOTHUsl yHAcCJeI0Bala IIPOYHbIE AJIJIIO3UU Ha Cpel-
HEBEKOBYIO / peHeccaHcHyio EBpomy. B peimapsix
Opnena Ilputaromeidt Po3bl xopomio y3HaroTCs
IIPEACTABUTENN OPIECHOB KPECTOHOCLEB, BEPHYB-
muxcss u3 Cesatol 3emnu B poaHyro Espony u
OPOMBIIUIABIINX pPa300eM — MalbTUHIEB, TEB-
TOHLIEB, JIMBOHIIEB, TAMILIUEPOB. ['€poit Urpsl pbI-
uaps Opaena Ilsutaromeit Po3sl, a BocieacTsuu
maructp Opnena 3urdpun u3 [enecne — purypa
nokaszarenbHas. OH — PeNUrHO3HbINA (paHATHK, HO
¢danatuk ONaropoAHbIN, MCTUHHBINA BEPYIOIIUH.
Ero npoo0Opa3zamu ObulM T€ €IMHUYHBIE KPECTO-
HOCIIbI, KOTOpBIE OTHpaBsIMCh B CpeHue Beka B
[TanectuHy He 3a JeHbramMH, BJACTbIO U MPUKIIIO-
YEHUsIMY, a 3a Bepy B ['ocnoa.

B xynpTe npopoxka JleGenpl B 10MOTHEHUN
«KpoBb ¥ BHHO» MOXHO INPOYECTh AJUIIO3UM Ha
HaWBHYI0, HEMHOI'O JETCKYIO BEpy IPOCTOHAPO-
npsi B Xpucra. B kyinbre Menutane 0OTY4ETIMBO
IIPOCIIEKUBACTCS CPEIHEBEKOBOE JIMTOBCKOE S3bI-
yecTBO, KoTopoe emie B XIII B. Obuto Kpaiine
CHJIBHO, OCOOCHHO B CEJIbCKUX MECTHOCTAX Bo-
crouyHoi EBpomnbl. Kynsr ®peitn Ha ocTpoBax
Ckennure TOBOpPHUT caM 3a ce0s 1 HAMEKaeT Ha He
BIIOJIHE HUCTPEOJICHHYIO KaTOJIHUIIM3MOM sI3bIUe-
CKYIO BEpy CKaHJIMHABOB, TO TaM, TO 3J€Ch BCTpE-

qarolyrocs B cpeHeBeKoBbe B CeBepHOl EBpore
1 Ha ocTpoBax CeBEPHOIO MOPA.

Ecte BO BcenenHon Benbmaka u
MAHHCTpUMHas penurus — 1uepkosb Beunoro Or-
Hsl, ¥ TOJIBKO COBCEM HAWBHBIM MJIN I1013a0bIBIINN
HCTOPUIO FeliMep He MPOCIECANUT IapaljIesIel ¢ Ka-
TOJINYECKON IIEPKOBBIO IPOILIbIX BeKoB. Kak ka-
TONMYECKass WMHKBM3ULMA B H10Xy PeHeccanca
Krja U yOuBama BCeX HEYTOJHBIX €i, TOUHO TaK
K€ B UI'pe MOCTYIAT MIPEACTABUTENN ITOrO CIIU-
CaHHOI'O ¢ KarojauuusMa KyJibTa. MeCTHBIN IIpo-
00pa3 BOMHCTBYIOIIETO KaTOJIMYECTBA UMEET CBO-
uM orutotoM HoBurpaa — camblil 605Ib1I0# TOPOX
UIPOBOM BCEJICHHOM, HaMmeKkarouui Ha IIpary —
KpynHenmui ropox Bocrounoit EBponsl BpeMeH
WHKBU3MIIMK, B KOTOpoMm K Hayany XVII B. co-
KTJIM BEIbM W HEBEPHBIX OOJbIIE, YeM TIie-TH00
ele.

OO0 ucTHHHOM JHIe oynTaTeneil Beunoro
Orsst MBI MOXEM JI0TaJaThCsl Cpa3zy K€ IO MpHU-
obiTuu B HoBurpan B pamkax OCHOBHOM CIOXKET-
Hoy yimHuK. Ha mnomanu Hepapxa I'epansT cra-
HOBUTCS CBUJCTEIIEM COXIKEHHS CBSIICHHUKAMHU
u cayxutensiMu OTHS 4apoZeeB U «HEIIOAEH», a
BCcKope 3HakoMutcs ¢ Kamebom Menre — mect-
HbIM BenukuM MHKBU3UTOPOM M TEM €ILI€ U3Bpa-
LIEHIIEM, CaIUCTOM U MOPAJIBHBIM BBIPOAKOM, OJ-
HAKO BOIUIOIIEHHEM Mpoolpaza «Oo(pHUIHATHLHOIO
XpUCTHAHWHA» BBICOKOI'O PaHra, XpUCTUAHUHA HE
1o 1yxy, a 1o OykBe (Iojlararo, CO3By4HOCTb €ro
bamunun ¢ QamMCTCKUM MPECTYITHUKOM JIOKTO-
pom Mosedom Menrene Hecnydaiina).

OcyxaeHue cTaporo €BpOIEHCKOro XpHu-
cTuaHcTBa B «BenpMmakey, OeccriopHo, ecthb. Ho, ¢
IPYrO¥ CTOPOHBI, B UT'PE HET HUKAKUX WIUIIO3UU
M0 TIOBOJy SI3BIYECKOTO IMOKJIOHEHUsI OOXKEecTBaM
IPUPOJBl  HAamoJ00MEe BOCTOP)KEHHOI'O 3KCTa3a
Ha’BH NIPH MMOKJIOHEHUU «MaTepu» DiiBe B (puiibMe
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«ABarap». JlOCTaTouHO BCIIOMHHUTb XOTS OBl Hoii Pedopmarmeit u Cronerneit Boiinoi. Koru-

KBeCT «XO035MKH Jieca» U3 TpeTbero «Benbpmaxay,
rae Mbl BMecTe ¢ I'epanbTomM OKa3pIBaeMcsl — Kak
JUIsL MEHs, TaK B CaMOM 3JIOBELIEM MECTE BCETO
urposoro mupa — KpnBoyxoBsIx Tonsx B Benene.
MecTHbIE CyeBEpHBIEC KUTEIU U3 OKPECTHBIX Je-
pPEBEHBb MOYUTAIM TPEX BEIbM, IOCEIUBIIMXCS B
0oJ10Tax, 3a OOTMHbL U OTAABaId UM CBOMX JICTCH.
Brionne poBonbHO OyaeT moOpoAUThH MO TOMSIM U
3arJIsiHYTh B CBATHJIMIIE BEAbM, KaK MBICIIb O TOM,
4YTO pa3pabOTYMKU UIPHl, KPUTHUKYS SKCIECCHI
XpUCTHAHCTBA, MOATAIKUBAIOT YEJIOBEKA K S3bIUe-
CTBY, OTHAJIET cama coOOii.

Ocobyto rpymnmy B pEIMTHO3HOM IPO-
CTPaHCTBE BCEJICHHOM Urpbl 00pa3yloT YapoIeiKu
— JKCHILIUHBI, O0paIlaonmecs K OKKYJIbTU3MY H
Maruy, KOTOpbIe€ CO3Jajli CBOEro pojJa OpraHu3a-
LU0, PBYLIYIOCSI K BJIACTH — BO3MOJKHO, HEKUM
KEHCKUI aHaJOr TaHHOTO CpPEeJIHEBEKOBOro Opat-
CTBa PO3EHKPEHLIEpOB. 3€Ch Mbl BCTPETUM MHO-
rux noapyr I'epansra: Men, Tpucc Mepuromns,
Keiipy Meu. IloMruMo opraHM30BaHHBIX 3IUTap-
HBIX HOCHUTEJIBHHI] MAaru4eckoro 3HaHHs, KOTO-
PBIMH, TIO CYTH, U SBIIIOTCA YapoJEHKU, B MUPE
UTPbI MBI HATOJIKHEMCSI HA MHOYKECTBO OKKYJIbTH-
CTOB 3HAYUTEJIbHO MEHBUIETO paHra W 3HA4CHUS:
BEIbM, 3HAxXapoK, 3aKJIMHaTeNIel, TpPaBHUKOB,
OHEWPOMAHTOB, BbI3bIBaTENEH Iyml. OTAEIBHOTO
pacckasa JOCTOMHA COBEPIIEHHO I'OMEpUYeCKas
HUCTOpUs BOPOXKEU C KO30M u3 Benewna. J[aHHBIM
OKKYJIBTHBII IJIACT PEJMTMO3HBIX CMBICIOB J0-
TIOJIHSICTCSL KCTOPHUEH HENoJIei: 21h(POoB, KpacHO-
J0J10B (MECTHOT'O aHaJora THOMOB) U UyJIOBHIII.

HyxHo 106aBUTh, 4YTO COOBITHS B UTPOBOMA
TPUJIOTUM TPOXOAAT Ha (OHE MEePMAHEHTHOTO
rinobansHoro koHdnukra Hunbdraapaa ¢ Kopo-
nesctBaMu CeBepa (a B ciydae «Benpmaka 3» — B
CUTYalluu OTKPBITOM BOMHBI) — CBOEI'O pOAA MECT-

Mapbl BOGHHOTO BPEMEHH, HEypoXKau, pa30ooi, au-
KO€ CyeBEpHE IPOCTOJIOIUHOB, YXKacarwllas pe-
JIMTUO3HAsl HETEPIIMMOCTb U OXOTa Ha BEIBM U
HEJIOJIEN, KOCTPbl MHKBU3UIUU — TAKOB PEIUIU-
O3HBIN PaCKJIaJl UTPBl, B paMKaxX KOTOPOro renmMe-
py IpUXOAMTCS Aenarh 3a ['epanbra mogdac He-
NPOCTONH M HEOAHO3HAYHBIM MOpaJbHBINA BHIOOD.
Kak rosopur kputuk Xapnu Cumc (Harley Sims),
¢doHTe3uiHBI MUp BenpMmaka, XOTs M He Takoi
TEMHO-Mpa4HbIi, Kak mup «llecHu spna u nname-
HW», HO, Takoi

KOHECYHO, U HE

MO3UTHBHBIN, Kak Mup Hapauu®.

CBCTIJIO-

DOmuueckue ounemmol 6 «Beovmaxey:
penueusi He Ha CLO8aX, HO HA Oele

I'epanpT caMm mnOMYEpKUBAET CBOM arHo-
CTHIIM3M U CTPEMJICHUE YJAIUTHCS OT KaKOTO ObI
TO HHM OBUIO ITHUYECKOro BBIOOpa: «370 — 3TO
310... MeHblnee, OoJbiliee, CpeiHee — BCE €IUHO,
MPOTOPIIUY yCIIOBHBI, & TPAHMIIBI Pa3MbITHL. S He
CBSATOU OTIIENHHHUK, HE TOJHKO OJIHO JOOPO TBO-
pun B ku3HU. Ho ecnm mpuxomurtcs BBIOMPATH
MEXIy OJTHUM 3JIOM U JPYTHM, s IPEAMIOYUTAIO HE
BBIOMpaTh BooOmIe». OMHAKO BeIbMaKy HHUKOT/IA
HE yJaeTcs peaan30BaTh CBOIO MaKCUMY Ha Mpak-
tuke. OH BBIHYXJECH TO W JENO MOAJIEPKUBATH
OJIHY WJIH APYTYIO U3 MPOTUBOOOPCTBYIOMIUX CTO-
POH, BMEIIUBATHCS B KOH(IIUKTHI, IOMOTaTh APY-
3bsIM, 3alIMINaTh CiIa0bIXx. Mim... BcTaBaTh Ha
CTOPOHY CHJIBHOTO, KOTOPBIH TOIMYET W WU3/ICBACT-
csi Ham cnabbiM, OpaTh B3STKH, CTaHOBUTHCS

23 Sims H. I. A Polish Tolkien? The fantasy world of
Andrzej Sapkowski. ‘The Witcher’ stories have be-
come a huge hit with gamers. 13.12.2016 [OnekTpon-
HBId pecypc]. Pexum noctyma: https://www.mer-
catornet.com/features/view/a-polish-tolkien-the-
fantasy-world-of-andrzej-sapkowski/19137, (mara o6-
pamenus 20.01.2019).
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yOuiineil mo HaiiMy, BOpOM, MapoJIepoM U OXOT-
HUKOM 33 COKPOBUILIAMH.

MopanbsHblii  001MK HrpoBoro I'epanbra,
HAIIEro MPOTArOHUCTA, NOJIHOCMbIO U 6Ceyeo 3a-
BUCHUT OT BbIOOpa reiimMepa. A eciau BCIIOMHHTB,
yro ['epanpT Ha crpaHunax CamnkoBCKOrO BOBCE
He OblT OOpIIOM 32 CHpPaBEAIMBOCTh U HACAIH-
CTOM, a, B OCHOBHOM, pa0OTaJl Ha CBOHM KOIUIENeK,
IIPUHUMAsl 3aKa3bl Ha YyJOBHUI, TO BCE U BOBCE
3aIyThIBACTCH.

AHOHUMHBI aBTOp peuLeH3un Ha «Bexapb-
Maka 3» Ha somatra.ru, KPUTUKYS CEPUI0 UIp
«BenpMak», yTBEpXKAAET, UTO «MI'Pa 3aCTaBISAET
IIUTh aJKOrOJIb, pa3pyllacT HPABCTBEHHOCTb,
[IPONAraHupyeT KECTOKOCTb U HACUIIME U YUUT,
KaK TMPaBWIbHO pyratbes marom»?®. Ho Bemp Ha
caMoM Jieie HU4eMy M0J00HOMY JaHHasi Urpa He
yuum, OHA JMIIb KOHCMAamupyem, 4TO B MHpPE
CYIIECTBYIOT MOA0OHbIE Belu. B utore, Bce 3aBu-
CHT OT TeiiMepa U ero 0CO3HaHHOro BhIOOpa, — Ka-
KUM clenaTts I'epanbTa U 10 OIPENEIEHHON CTe-
neHu — Llupu. JlaHHBIN aBTOp kKadyeTcs, 4TO Urpa
MOJTANKUBAaET K TOMY, 4ToObl I'epanmbT ObLT HE
naii-ManbuyuKoM, a Oe3HPAaBCTBEHHBIM PACITyTHH-
KOM, XOISIIUM 1o OopaemnsiM, a Lupusia B cuib-
HOM CTEIEHU IMOAIUTHUS COIJIacuiIach CHENATh Ce-
6e Hakosiky. Ho Belb HUKTO HE 3aCTaBIIsieT Haule-
20 cobcmeennozo I'epanbra uaTu B OOpHelb, a
Hawy cobcmeennyo Llupu — MUTh TOPBKYIO 1O
najaeHus nox croi. Beibop I'epanbra u ero mpu-
€MHOM JJ04YepU — 3TO Haui cOOCMEEHHbl FTUe-
CKHUI BBIOOD.

% Anonumyc. Begpmak 3 JIukas oxora! Uemy yuut
urpa? 15.03.2016 [Dnexkrponnsid pecypc]. Pexum no-

Sl ObLT HECKOJBKO YIMBIICH, YBUAEB, YTO
MHOTHE JIIOJM 33Jal0T Ha reiMepckux (opymax
BOIIPOC: JOMYCTUMO JM XPUCTHAHHWHY HUIpaTh B
«Benpmaka», mockonbKy lepanbt — OnyaHUK U
YEN0BEK, MCTIOJB3YIonmil Maruo??’ Jleno B ToM,
yro ['epanbT, pasbIrpbiBaeMblii reiiMepom, abco-
JIOTHO BOJICH, YTO €My BBIOpaTh M C KEM O0IIaTh-
cs. OH MOXXET He 3aX0IuTh B Oopnenu, n3beraTh
OJIM30CTH CO CBOMMH IMOJPYraMy YapojeiHKaMu
Wen, Tpucc, Keiipoit u meauukoit u3 Oxcendypra
[lanu 1 BooOIIe HE MPUMEHATh Marun4yecKue 3Ha-
KM — HCIIOJIb30BAaTh TOJIBKO MEUYU U DIIUKCHUPBHL,
MPUTOTOBJICHHBIE HA TpaBax 0€30 BCIKUX Maruye-
CKUX PHUTyaJIOB. Torja BHOJHE MOXXHO M30€XKaTh
¥ BUPTYaJbHOTO OJy/a, U BUPTYaIbHON Maruu — u
BOMPOC Ui TeiiMepa-XxpucTHaHMHA OyJeT CHST,
JIONyCTUMO JIU UrpaTh B «Beapmakay ¢ XpucTuaH-
CKOM Touku 3peHus. Kak roBOopuUT 3THKa XpHUCTHU-
aHCTBa, JUIs OOJIBIIMHCTBA CHUTYyallMil B Hamiei
KU3HHU IJI0XO HE YTO-TO caMo Mo cebe, a Korja
MBI ONPE/ICTIEHHBIM 00pa30M 3TO BOCHIPUHUMAEM.

CueHapuCcThl UIpbl, IPEIOCTaBIsAsA reliMme-
Py MPaKTHYECKH IOJIHYI0 MOpPaJbHYIO CBOOOIY,
TEM HE MEHEE, HEKOTOPBhIM OYEHb HEHABSI3UMBBIM
00pa3oM MOJTATKUBAIOT €ro K MPHHATHUIO OIpe-
JIEJIEHHBIX MO3UTUBHBIX ATHYECKUX HOPM, IOrpa-
HUYHBIX C XPUCTHAHCKUMHU HOpMaMH WIH Jaxe
HESBHO XPUCTHAHCKHX.

B nenouke xBecToB, cBs3aHHBIX ¢ KpoBa-
BbIM bapoHOM, MBI B HTOr€ CTaJKUBaeMcs C
HACTOSIIIMM TIOKassHUEM OapoHa MOCJe TOro, Kak
OH 3aXOpaHMBAaeT WUromry. XpUCTHAHCKOE JIU 3TO
nokassaue? OHO Tak, pazyMeercs, He Ha3BaHO, HO,

27 Cm., anp.: The Witcher 3: Wild Hunt... Suitable for
Christians? Reddit [OnekrponHslii pecypc]. Pexum
JocTyna:
https://www.reddit.com/r/CatholicGamers/comments/4
m8r8x/the witcher 3 wild hunt suitable for christia
ns, (nata oopamenus 17.01.2019).

cryna: http://somatra.ru/video/the-witcher-3-wild-
hunt-taught-by-game.html, (mara oOpaleHus
24.01.2019).
PHEME" Q#*'1"
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[I0-BUUMOMY, CLICHApPUCTAMM I10Jpa3yMeBaeTCs,
4TO 3TO Tak. bapoH, Korjga-To rpadutens u ne3ep-
THpP, TOPbKUH IbSHUIA, PACIIyTHHUK, CEMEHHBII
TUpPaH, MOJ ACUCTBUEM OOPYIIMBIIMXCS HA €ro
rojoBy Oej, paauKambHO MpeoOpakaercs B Iy-
XOBHOM IIJIaHE, BBIPACTaeT HAJ caMuUM CcoOOH, a
I'epaneT emy B 3TOM nomoraer. beIBIIMN 31108€H
MHUPHUTCA C A0YEPbI0 TaMmapoi, IpOIIAeT XKEHY,
OCTaBJIIET MUD U YAaJseTcs B 3a0pOIIEHHBIN yro-
JIOK, YTOOBI BECTH TaM THXYIO KHU3Hb KalOIIErocs
OTILEJIBHUKA, IOJHOCTBIO IOPBABIIErO CO CBOUM
MIO30PHBIM U IPECTYNHBIM NpouabiM. OT Hac Kak
UTPOKOB 3aBUCHT, NMPEOOPA3UTCs U B KOHIE Oa-
POH B HOBOI'O, JIYYIIETrO Y€JI0BEKA WU IIOBECUTCS
Ha JIEpeBe, IPEIaBIINCh OTYAsTHUIO.

MHorue noO04YHbIE KBECThl UTPOBOM TpHU-
JIOTHH SIBJIIIOT COOOW aJIIO3UM Ha XPUCTHAHCKUE
ucTopuu, OHOJIECKUE MOBECTBOBAHHS U, B KO-
HEYHOM UTOre, Ha XpUCTUAHCKUE LICHHOCTH.

Hanpumep, Bamnup OmunbeH Peruc no-
YKEPTBOBAJI CBOEH JKM3HBIO, Cllacasi CBOMX JPy3eu
T'epanbra u Mennugep B Gutse ¢ Bunsredopuem,
a 4TO MOXeET OBITh 0oJiee JTOCTOWHBIM B paMKax
XPUCTHAHCKUX LIEHHOCTEH, YEM «OTAATh KU3Hb 32
npyru cBosi»? B kBecte «PacmyTbiBas KIyOOK»
MBI MOXEM JaTh ObIBIIEMY BeabMaky Taynepy
paBO Ha TMOKasHHE WIM B3SITh Ha ceds poib
CyIbM M Hajlada — HaMm pemars. To ke camoe B
Ooyiee OCTpOM BapuaHTe HaM HYXKHO CJeNaTh B
¢unane «Benpmaka 2»: okapaTh TJIaBHOTO aHTa-
ronucta urpel Jlero u3 I'yneTsl 3a yOHiCTBO KO-
poss donprecTta WUIM OTILYCTUTH €r0 BOCBOSICH,
IIPOSIBUB MUJIOCEPAUE — BCE-TAKU B CBOEM BpeMs
Jleto cmac Mennugep. Iloxaners mu IOMIYIO
[IpEAATENbHULLY, OJECPKUMYIO JIFOTOU TOPIBIHEN U
HEMMOBEPHOM >KaXJO0M BIacTu 4apoaeuky Du-
ounny DWiIbXapT, KOTOpoil B TIoppMe nanauu Pa-

JIOBHJIA BBIKAJIBIBAIOT IJ1a3a, MU CIENaTh BUJ, YTO
HaM BCE paBHO?

Onnako Hambonee OMM3KUM XPHCTHAH-
cKoMy nyxy M ¢unocoduu sBistercs croxer DLC
«Kamennsle cepana». JTa UCTOpUS NOJHOCTHIO
OTCYTCTBYET B poMaHax CamnkoBckoro o I'epainbre,
U TOJIBKO T€, KTO IPOXOAWUJI HUIPYy, CMOTYT IIO-
HACTOAILLEMY OLEHUTh PEIUTHO3HBIA IOATEKCT
JONOJIHEHUS. [laHHas UCTOPHUSI OCHOBaHAa Ha TBOP-
4YecKu TrepepabOoTaHHOW CLEHApUCTAMHU  HUTPbI
IIOJILCKOM HApOJHOW JIETEHIBI O KOJIIYHE IIaHe
TBaproBCKOM, IPOAABIIEM Iy AbSBOJY 33 HC-
IIOJIHEHUE CBOMX JKEJIaHUMl — HCTOPHM, KOTOpas
caMa BOCXOJHUT K HEMELKOW JMHYecCKOi (urype
®aycra®®.

KpaeyroibHbIM  MOMEHTOM  HappaTuBa
3TOr0 JIOTMOJHEHUS SBiseTcss TO, 4Tto Oubrepn
(oH DBepeKk — UTPOBOM BAPHAHT I'epost MOJIBCKOTO
¢donbkiopa maHa TBapIOBCKOIO — YeloBeK, Oe3-
YCIIOBHO, 3aCIYy’KUBLIMI CBOIO YyJOBHUIIHYIO
y4acTb. Bo3M0kHO, BO BceM mupe Benpmaka HU
OJIMH Tepoi He TBOpwWII 351a Oozee, yeM Onbrepn:
IIpoJaJl Aylly AbSBOJY, IOJYyYUB HEYS3BUMOCTH B
0010; TIpUHEC POJHOTrO OpaTa B KEPTBY TEMHBIM
cHJIaM, YTOOBI 3aIOJIyYUTh JKEJIAHHYIO KEHIUHY,
YIIYYIINTh TMOIIATHYBIIYIOCS PENyTALMI0O U BEp-
HYTb POJIOBOE€ MMEHHE; PA3pPYyLIUI CBOI CEMEMU-
HYI0 XHU3Hb U CBEJl KXEHY B MOTHWIY, 3aHUMAsCh
4YepHON Maruei, 4yToObl M3 TOPAOCTH CTaTh Jyd-
UM (HEeXTOBAIBIIMKOM Ha MEYax B MHUPE.

B nauane npoxoxnenus DLC don DBepek
IIPEJICTAET YyAOBUIIEM, HO B IIPOLIECCE UTPBI MbI
y3HaeM 00 3TOM ueloOBEKE MHOTHE MOJPOOHOCTH

Cro JXWU3HHU, KOTOPBIC CBUACTCILCTBYIOT O TOM,

28 Jlerenma o maue TBapnoBckoM. Mpakonenus [Dnek-
TPOHHBIN pecypc]. PexxuM nocryna:
https://mrakopedia.org/wiki/Jlereana o mane Teapmo
BCKOM, (nata obpamenus 17.12.2018).
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YTO M Y HEro ObUIO Cep/le, XOTS MOTOM OHO B Me-
Ta)OPUUECKOM CMBICIIE MPEBPATHIOCH B KaMEHb
(orcropa u HazBanue DLC). He nocnenHioo ponib
B TpaHc(opMauy Hamero oTHomeHus Kk Oabrep-
Iy WrpaeT TO, 4TO Pa3pabOTYMKU HAIMPSIMYIO 00-
paTUIIMCh K XPUCTUAHCKOMY IMMOHUMAHUIO OOPHOBI
TbMbI co cBeToM. CaraHa mpezcraer B «Kamen-
HBIX cepauax» B Buie CTEKISHHOrO 4YelOBEKa,
nmm Yenoseka 3epkano, Hekoro [toHTepa
O’luma. I'tontep nan Onprepay He TO, YTO TOT
XOTeJ, a TO, YTO OH HOIMPOCHJ — JbSABOJN OyKBa-
JUCT U CBOETO POJAA MPEJaHHbIA CIyXHUTEIb OyK-
Bbl. Kak u B nerennie o nane TBapaoBCKOM, Iibsi-
BOJI B KOHIIE ofypauuBaer Oubrepaa: 3ariaHupo-
BaHHAs Ha JyHe HEBO3MO)KHAsl BCTpEYa HUISIXTHYA-
payoputrepa ¢ O’/luMOM OKa3bIBaeTCsl BIIOJIHE
BO3MOKHOU U peajIbHOM, IIOCKOJIBKY IIPOUCXOIUT
Ha u300pajcenuu IyHbl B CTAPOM CBATUIIMIIE>.
Ham Bb160p 3akimoyaercst B TOM, 4To ['epanbt ju-
60 naer ['toHTEepy BO3IATh 3apBaBIIEMYCS IIJISX-
TUYy TI0 3aciayraM M 3a0paTh €ro AyIuly B aj, 100
BCTaeT Ha IyTU y AbsIBOJIA U IIpejIaraeT TOMy HO-
BOE TapH MO/ 3aKjaJl CBOe cOOCTBEHHOMN AyIIN U
ocBoboxaeHre Onbrepa oT CACIKU C CAaTaHOM.
Ocyauth GoH DBepeka Ha BEYHYIO CMEPTh
Oyner, BHE BCSKOTO COMHEHHS, MPABWIBHBIM —
IIPaBWJIBHBIM U CIIPABEUIMBBIM — HO NPAaBUIIbHBIM
C SI3BIYECKOM TOYKHU 3peHus. BCTynuThes 3a 3T0ro
KOIIIMapHOTO TpeIlHMKa OylneT HauBHBIM, HO HE
TakUM YK IIJIOXMM IOCTYIIKOM C TOYKH 3pEHHUS
XPUCTUAHCKOW Mopaiii, H00 JaBaTh AbSBOIY BO3-
MO’KHOCTbH HaBCErJa MOryOUTh €ro Qyuly, MycTh U
TAKOro0 TpelIHuKa, — emie Oojiee KOIMIMapHO —
BCIIOMHHM >KYTKYIO clieHy, korga O’Jlum 3acras-
aser Onbrepna 3a napy MUHYT APSXJIETh 0 TiIy-
OOKOI CTapOCTH, MEUIEHHO YMHUpas, a MOTOM C

2 Cpoman Pumy n xopume «Pumy» B JETeHJE O MaHe
TBapIOBCKOM.

CaTaHMHCKOW YXMBUIKOW JKOHIJIMPYET €ro 4epe-
oM, Kak MsuukoM. lIpu stom I'epanbt nosmken
OBbITH T'OTOB, €CITM 3aX0YeT BCTAaTh Ha MyTh Crace-
HUS payOpuTTEepa, OTAaTh HE TOJBKO JKU3Hb, HO U
CBOIO AyLIY 3a €Ba 3HAKOMOI'O €My TI'pEIIHOIO
4eJI0BEKA, KOTOPBI TBOPWJ B KU3HU IOYTH OAHO
3710 U, K TOMY K€, HAMEPEHHO IOJICTaBUJI CAMOI0
I'epanbra.

Kak cosnaerca Kaponuna Craxupa (Ka-
rolina Stachyra), crapmmuii cuenapuct «Bemgpma-
Ka», B MeTas3blke «KaMeHHBIX cepaem» MOKHO
IIPOYUTATh AJUIFO3UM HA €BAHIEIbCKYI) HCTOPHIO
Nucyca Xpucra, npunecuiero Cedst B xKepTBy 3a
3ozeeB U rpemHrkoB’’. Tak HEHABA3YMBO paspa-
OOTUMKU BBOJAT AJIEMEHTHI XPUCTHAHCKOM Ipo-
MOBEJIU B UTPY, KOTOpasi, Ka3aJloch Obl, HE UMEET C
XPUCTUAHCTBOM HHYETO OOIIETO.

3aknrouenue

Tpwiorus urp «BenpmMak» He IpuyKpa-
IIMBAECT UCTOPHUIO XPUCTUAHCTBA U BMECTE C TEM
HE MOATAJIKUBAECT I'eiiMepa K A3bIYECTBY.

Hekortopsie aBTOpBI BUAAT B UIpax CEpPUU
KpUTHUKY XpuctuaHctsa. J[. KatOept yTrBepxkaaer,
YTO Urpa, Kak U KHUr" CankoBCKOIO, MOKa3bIBAET
MajJbleM Ha XPUCTHAHCKYIO PEIUIMIO KaK Ha BU-
HOBHMKA BCEH HETepIMMOCTH B EBpore: pacosoil,
CEeKCYAJIbHOM, penuruo3Hoi: «HeyauButenbHO
IUHUYHOE OTHOILIEHUE K PETUTUU, 0COOCHHO eClin
IIPUHATH BO BHUMAaHUE IIUPOKOE IIPUCYTCTBUE Ka-

Tonuueckoi nepksu B Ionbime»’!. Jlymaro, aBTop

* The making of The Witcher 3's greatest villain
[OnexTpoHHBIN pecypc]. Pexum nocryna:
https://www.eurogamer.net/articles/2016-10-23-the-
making-of-the-witcher-3s-greatest-villain, (mara o006-
pawmenus: 14.01.2019).

31 Cuthbert D. Book Review: Baptism of Fire.
25.03.2014 [DnektponHbld pecypc]. Pexum mocryna:
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PELIEH3UN TYT HECKOJIBKO IOCIEIIEH B CBOMX BbI-
Bogax. Bce-taku CankoBCKUM — KaTOJIMK, U MHO-
rue u3 komanasl CD Projekt RED, xak onu camu
IIPU3HAIOTCS, — TOXeE. Bpsn nu co3nmatenu urpel,
HECMOTpS. Ha MX KPUTUKY XpUCTHAHCTBAa IIPO-
LIUIBIX BEKOB, 3aHSUIM LIUHUYHYIO ITO3UILIMIO 1O OT-
HOILEHUIO K XPUCTUAHCTBY KaK TaAKOBOMY.

To, uro cueHapuctsl «BenpMaka» IOKa-
3bIBAIOT B UI'PE AJUIIO3UU Ha MPECTYIJICHUS KaTo-
JINYECKOH LIEPKBU B 310Xy BO3p0KIeHUs, MOXKET,
HA00OPOT, JI0Ka3bIBaTh, UYTO Pa3pabOTUUKU HUTPbI
— qroau TojiepaHTHble. OHU HUKOTO HE XOTAT HU-
KyZia BECTH 3a YKy M HE JKEJAalT MOBTOPSTH 3a-
OmyxnaeHus: karonudecTBa. OHM MOHMMAIOT, YTO
HEJIb3s1 HUKOTO MPUOOIIUTh K PEIIMTHO3HON Bepe
HAaCHJIbHO, Tpy0O BTHUCKMBAas B YEJIOBEKAa OTKPHI-
TyI0 PEIMTMO3HYI0 IponaraHfy. Jletuiie mnomb-
CKOM CTyIMHU 3acCily’kKMBAaeT IOXBajbl UMEHHO 3a
3Ty HEHAaBSI3YMBOCTb M OTCYTCTBHE BCSKON BIIH-
XMBAaEMON B IelMepa pPEIUrMOo3HOM HICOJIOTHM.
W3 ananu3a mocToB B TeMEpCKHUX yYaTax, Ojorax
U BeOcalTaXx MOXKHO 3aKIIOYUTh, YTO COOOILIECTBY
reliMepoB y>K€ HaJ0€es0, KOrja UM HIE0JIOorude-
cku Manumymupyt. BioWare, DICE, Ubisoft,
Bethesda u eme macca pa3paGOTUYHMKOB MBITAIOTCS
cenaTb Hac C MOMOILBIO CBOMX WP IHOJUTKOP-
PEKTHBIMH M TOJIEPAHTHBIMH, IpyOO Hacaxjaas B
urpax HeonuOepanbHble HeHHOCTH. OTHaKO Lenen
3TH Pa3pabOTYUKU TMOAYAC JOCTHTAlOT MPSIMO
MPOTHBOIIOJIOKHBIX: HEKOTOpblE H3 HX 0C000
UJECOJIOTU3UPOBAHHBIX WMIP HWHOIAA IOJy4aroT
IIKBAJBHYI0 KPUTHUKY W OTTOPKEHHE HUIPOBBIM
COOOIIECTBOM — 4YEro CTOMT pasrpoMm ¢aHaTaMu
xoTsi 661 Mass Effect 3 wnin Dragon Age: Inquisi-
KOHTEKCTE

tion! B  »sTOM PEJIUTO3HO-

https://www.starburstmagazine.com/reviews/book-
review-baptism-of-fire, (nara obpamenus 21.12.2018).

UJCOJOTUYECKHI HEUTPAIUTET TMOJISIKOB Ooliee
4eM MOXBaJIEH.

Wrposas tpunorus «BegpMak» HeEmoxoxa
HU Ha ogHy RPG Tem, 4to ee co3garenu oco3HaH-
HO YIUIH OT TUXOTOMHH «0€3yCJIOBHOE H00pO —
Oe3yclioBHOE 3110». 37ech BCEe Tepou, BKIOYas
I'epanbra, coBEpIIAIOT, KaK U BCE HECBATHIE JIIOIU
B pealbHON KM3HM, HE OesHuss U HE noogucu, a
IIPOCTO NOCMYNKU — C OIPEHCICHHOW [OJIeH
no0pa u 371a, CIeAYIOIUX U3 ITHX MMOCTYIKOB.

B Ttpunornn «BegpMak» HET XOIyJIbHBIX
mTamMmoB o 6opebe mobpa co 3mom. OTCyTCTBUE
TOJUIMBYJCKUX 3TUYECKUX IUTAMIIOB  JIENAET
«Benpmaka» JOCTOMHBIM MPOU3BEICHUEM HCKYC-
CTBA, K TOMY € XOpOIIO MOAXOISAIIMM JJsl TO-
MUJIETUYECKUX XpUCTUAHCKUX uened. Crenai
CIIeHapHuCThl HMrpbl 00pa3 ['epanbra HOcuTEnEeM
PENUTHO3HBIX MJEH WM BBIPUCYH B UIPE aJlIo-
3MI0 HA XpPUCTUAHCTBO B BUJI€ XOIYJBHOTO I'OJUIH-
BYJICKOTO J100pa (Hampumep, pa3paboTUYUKU MOT-
71 Obl HEAAFHOBUIHO M300pa3uTh EPKOBL Beu-
Horo OrHs B BUAE cooOmecTBa 100pOAeTENbHBIX
MIPAaBEJHUKOB) — U MPOBAJI JIIOOBIX MONBITOK XPHU-
CTMAaHCKOW MPOMOBEM C OMOIIBIO UI'PbI OBLIT ObI
obecreueH.

VIMEHHO HemnpocTol MOpajbHBI BBIOOD
UIPOKa, Pa3MBIIUIEHUS, NPEIUYyBCTBUSA, K YEMY
IIPUBEAET TOT UM MHOM UCXOA — JyMaro, BOT 4TO
cOMMKaeT UrpoBylo Tpuioruio «BenpMak» ¢ Xpu-
CTMAHCKOW 3TUKOM. ATHOCTHK Ha CJIOBax, ['epanbT
1oJ4ac Ha4MHaeT Ha JieJie mpuolOperaTh Te WU
UHBIE YEPTHI, €CIM HE XPUCTUAHCKOTO NpaBEaHU-
Ka, TO XOT OBl IPOCTO PSAZAOBOTO XPUCTHAHWHA —
KOHEYHO, €CJIM TeiMep YBUIUT B IPENOCTABIIECH-
HOM €My BBIOOpE BapuMaHTOB DPa3BUTHUS CIOKETa
HEKOTOPBIA HESABHBIM ATUYECKUU MOATEKCT. ['e-
pansT — 00pa3 IBOSIKMI: OH — YEJIOBEK HEBEpYIO-
K, HO He 0€300)KHUK.
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B Merasaseike urp cepun «Benpmax» Her
SBHOW peIUruo3Hoil mpomoseau. OHa mnpuCyT-
CTBYET JIATCHTHO U TOJBKO JUIS T€X T€UMEPOB, KTO
JNEHUCTBUTEIILHO T'OTOB €€ BOCIPUHATHL. TeM He
MEHEE, 3TO BCE K€ HEKas IPOIIOBEIb — U IPOIIO-
BEllb SIBHO XPUCTHUAHCTBA, HE SA3bIYECTBA, HE OK-
KyJbTU3Ma, HE MarM4eCKUX MPAaKTUK U HE MPOYUX
MHUpPOBBIX penuruii. Ho B HappaTtuBe Urpsl Iuact
XPUCTUAHCKUX CMBICIIOB ITyOOKO CKPBIT U CTaHO-
BUTCSI OYEBUHBIM JAJIIEKO HE Cpa3y U, BO3MOXKHO,
HE IIpU IIEPBOM IPOXOKICHUU UTPBIL.

Hy>HO mpu3HaTh, 4TO BPSA JM KaTOJIWYeE-
CKHE IEPKOBHBIC KIHMPHKH, Ja)Xe MOJIbCKHE, KO-
r1a-1u00 OICHAT IO 3aciyram, OAO0OpSAT TaKyro
IPONOBEIs M BKIIOYAT €€ B apCceHal CBOUX IO-
MUJIETHYECKUX MeT0/10B. OIHAKO MPOMOBEIb €CTh
NPONoOBeb, U OHA OyneT 3¢(HeKTUBHOM, ecru Xo-
T Obl HEKas 4acTh W3 UrpaBIIuX B «Bempmaxa»
3aJyMaeTcs O PEJIMTHO3HOM IOATEKCTE, WM I0-
cieBKycuH Urpbl. Ilouemy Obl penuruo3Hoii mpo-
MOBEJM He MPHOOpeTaTh U Takue (GPOpMbI B MOCT-
MOJIEPHUCTCKOM ITU(PPOBOM MHpe?
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NHCTPYMEHTAJIBHASA BA3A OPTAHUYECKHUX ITPOHECCOB
B KHHO 1 KOMIIBIOTEPHBIX UT'PAX

B coBpemennoctn mpobiema pediexcun op-
TaHUYECKOTO COCTOMT B OOHApy>KEHHU €ro B pa3iuy-
HBIX 00JacTAX XM3HU: B KyJIbTYPHBIX JNaHImagTax,
TEXHUYECKOW pEanbHOCTH, ONTHKE KaMepbl, B MPO-
CTPaHCTBE OCETEBICHHOTO U OLU(POBAHHOTO JKU3HECH-
HOTO MHUpa. 3HaYeHNUE OPTraHUKU KaK MHCTPYMEHTA HJIH
TOTO, YTO CHAOXEHO WHCTPYMEHTaMH, B HCTOpUYE-
CKOM IIJIaHE OKa3aJoCh MPAKTHYECKH yTPadeHO, OJHA-
KO ceiiyac HaOIO#aeTcsl pe aKTyaau3alus STOro 3Ha-
4yeHus. PenpeseHTanuio MHCTpyMEHTaIbHON 0a3bl op-
ranndeckoro (MBO) Mbl paccMaTpuBaeM Ha Mmarepua-
Jie MPOIYKLNH, Kacaromeiicst TeMbl BBDKUBAHUSA JIIOACH
Ha miaHeTe Mapc. B meHTpe BHHUMaHUSI HaXOMASATCS:
¢uneM «Mapcuanun» (The Martian, 2015, pexwuccep
Punmu Cxort), cepuan «Mapey (Mars, 2016, 2018,
cozgarenn — ben SHr Meiicon, [xxactun Yunkc) u
KoMmmbloTepHass wurpa «BwbpkuBanme Ha Mapcey
(Surviving Mars, 2018). D1t npousBeneHuUs, SIBISACH
HE3aBUCHMBIMU TPOEKTaMH, ONHMPAIOTCS Ha OIM3KHUMA
BU3YQJIBHBI s, TMPEANOJIATAlOT CXOAHBIC YCIIOBHS
npeObIBaHMsI TepoeB Ha Mapce U TEXHUYECKYIO Cpey.
MBI IpUXOIUM K BBIBOIY, YTO B COBPEMEHHOCTH KOM-
MBIOTEPHBIE UTPHI OMPEICTISIOT «IyBCTBO KHU3HM» Ue-
noBeka. KynpTypa Oosblile He HaXOAMTCS B OIIO3U-
uuu K npupoge. «llepBasy» mpupona ecTb KylabTypa B
TOW CTEleHH, B KaKoW OHa crocoOHa MHCTPYMEHTANb-
HO MOJIAEPKMBATh OpraHWYecKue mpouecchl. «BTto-
pasi» MpHpoJa TaKXKe yTpayHBaeT CBOE IEPBOHAYANb-

Hoe 3HaueHHe. OHa OTOXKIIECTBIICTCS C OPTaHUYCCKH-
MU TMPOIIECCaMH, KOTOPBIE JJISi CBOETO OCYIIIECTBICHHUS
HYXXJAIOTCSI B WHCTPYMEHTAIBHOM COIPOBOXKICHHH.
[IpoucxoauTt BO3BpaIlleHUE CMBICIA OPTAaHUKH KaK WH-
cTpyMmeHTa. J{is Toro, 4roObl OopraHu3M (QyHKIMOHH-
poBall C TOMOIIBI0 WHCTPYMEHTAIbHOW 0a3bl, OHa
JOJDKHA OBITH TIOJI0O0OHA €My, B3SITh Ha ceOs 4acTh €ro
GyHKUUH.

KurodeBble cjioBa: TeXHUYECKas PEAbHOCTD,
onTHKa Kamepbl, Mapc, uudpoBu3anus, UrpoBas WH-
OyCTpHs, KOJUPOBAHHE OIBITA, JOTMCTHKA NOCTABOK,
IPafOCTPOUTENBHBIA CUMYJISATOP, 3amac MPOYHOCTH,
IUTATOHOBCKaA Melepa, TeppadgopMupoBanue.

INSTRUMENTAL BASEMENT OF
ORGANIC PROCESSES IN CINEMA AND
IN COMPUTER GAMES

In contemporary reflection of organic matter
originates from detecting it in different life spheres,
such as cultural landscapes, machine reality, camera's
point of view, in networked and digitized lifeworld.
Organics as an instrument or as something equipped by
instruments historically almost totally decayed, but in
contemporary there is a re-actualization of this term.
Representation of the Instrumental Basement for Or-
ganic Processes (IBOP) we explore in productions in
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which humans survive on Mars. We investigate film
The Martian (2015, director Ridley Scott), TV serial
Mars (2016, 2018, Ben Young Mason Justin Wilkes)
and computer game Surviving Mars (since 2018 till
now). These pieces form a common World united by
visualization, unified Mars conditions and machine
environments. We conclude that in contemporary
computer games determinate humans “sense of life”.
Hereafter the culture is not in opposition to the nature.
With time “the first culture” bases upon instrumental

OpraHquCKHe MPOIIECChl,  SIBIISSCH
NPEIMETOM HCCIEIOBaHUS TPEUMY-
IIIECTBEHHO €CTECTBEHHBIX HAyK, OCTAIOTCA Ha Ie-
pudepun MpeIMETHOro IMOoJs HayK TyMaHUTap-
HBIX, KOTOpBIE MPEICTABISIOT OPraHUKY C MO3H-
IIUU €€ TPEOJIONICHUS B Pe(PICKCUBHBIX, CTETUYE-
CKHX, IIEHHOCTHBIX IUIaHAX WHIMBUIAYAIBHOTO M
KOJIJISKTUBHOTO OBITHS, MPOBO3IJIAIIAIOT OCBO-
O0XXJIeHHE B MPOCTPAHCTBAX TBOPUYECTBA, BOJIU U
nyxa. IIpoGiema pedrexcuu OpraHu4ecKkoro B
COBPEMEHHOCTH COCTOHMT B NMPHHLHUIHAIBHO JIPY-
roM: oOHapy>KEHUH €ro B KyJIbTYPHBIX JaHmad-
TaX, TEXHUYECKOH peaJbHOCTH, ONTHKE KaMEphl,
MEXaHUKaX KOMIIBIOTEPHBIX WIp, MPOCTPAHCTBE
OCETEBJIEHHOTO U OLM(POBAHHOIO KUIHEHHOTO
MUpa.

[loHATHE «OpraHukKa» MPOUCXOTUT OT
JPEBHETPEUECKOr0 CioBa Opyfvov — «Opyaue,
CPeICTBO, HMHCTPYMEHT, MPUOOp, MpPUCIIOCOOIIe-
HHE; MaiuHa; opram»'. B umcropuueckoM IuiaHe
3HAa4YeHHWE OPraHMKH KaK MHCTPYMEHTa HJIHM TOrO,
YTO CHa0)KEHO MHCTPYMEHTAaMH, OKa3aJoCh Mpak-
TUYECKA YTPAu€HO, U OPraHHWKY B HACTOSIIEM
BPEMEHHU IMOHUMAIOT, KaK KUBOE WM KaK Pe3yib-

! JlpeBHerpedecko-pycckuii cioBaph B IBYyX TOMax.
T. 2. M.: T'ocyaapcTBEHHOE H3aTEILCTBO MHOCTPaH-
HBIX U HallMOHANBHBIX cioBapeit, 1958. C. 1187.

supporting for organic processes and “the second one”
means such processes supported by instruments. Or-
ganic processes re establish their meaning as tools. For
organism operated by the IBOP it should become alike
it, settle into some its functions.

Key words: machine reality, camera’s point of
view, Mars, digitization, gaming industry, coded expe-
rience, supply logistics, city builder simulation games,
resilience, Plato’s cave, terraforming.

TaT €ro JAESITENbHOCTH. JTO IPOM30ILIO BO MHO-
roM onmaromaps XUMHKA
A. bepuennyca. Kasyc cocrosn B Tom, uro bepue-

JINYC Ha3BaJl OPraHUYCCKUMHU BCIICCTBA, ABJIAIO-

HUCCICIOBAaHUAM

1{Uecs IPOU3BOJAHBIMU PACTUTEIBHBIX, )KUBOTHBIX
Y YENIOBEYECKUX OPraHu3MOB2. A IOCKOJIBKY BO
BpEMEHA NPOBOAMMBIX bepuennycoM ucciaenosa-
HUW TOCIIOJACTBOBAJIO YYCHUE BUTAIM3MAa, B PaM-
KaX  KOTOpPOrO  pacTUTENbHBIC,  KUBOTHBIC
U YEJIOBEYECKHE OPraHU3Mbl IIPU3HABAIUCH HaJe-
JICHHBIMH 0CO00M >KM3HEHHOW CWIJION, TO U Opra-
HHUYECKHE BELIECTBA CTAJIM aCCOLUUPOBATBCSA C
JKUBBIM.

Henp3s orpunarts, 4T0 OpraHu4ecKue mpo-
LECCHl JCUCTBUTEIBHO XapaKTEPU3YIOT ACATEIIb-
HOCTB JKMBBIX CYIIECTB, paboTy ux opraHoB. OHu
MPOSIBJISIIOT ce0s B pa3iIMYHBIX MOJIycax: B POCTE,
KaXIe, TOJIOAE, CTAHOBJIECHUHU, Pa3MHOXCHUM,
YCTaJIOCTH, YBSIAHUU, CTAPCHUH, YMUPAHUH.

K nauvany XXI Bexka mnpowusonuia TpaHc-
bopmanus
npoueccax. Hekoropele U3 HUX MOTYT IIPOHUCXO-

NpeJCTaBICHUN 00 OpraHUYeCcKUxX

JUTb TOJIBKO B orp GHGHGHHOﬁ XHUMHKO-

busznueckoil cpene, MOMACPKUBAEMON HCKYC-

CTBEHHO (BBIPALLMBAHUE PACTEHUN HA NUTATEIb-

? Berzelius J. J. Foreldsningar i Djurkemien. Stock-
holm, Trycte hos Carl Delén, 1806. S. 6.
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HOM pacTBOpE B FMIPOIOHHBIX TEIUIMLAX), a P
UX HACTOJIBKO MU3MEHWIICS, YTO HY)KJIAETCs B TEX-
HUYECKOM OO0ECreYeHUun (IKCTPaKOpIopaIbHOe
OIUIOJOTBOPEHUE U UCKYCCTBEHHOE COIPOBOXKJC-
HHE POJOBOrO IIPOLECCa C PEryJIsLUen ero npore-
kanus’). CHaGKEHHOE MHCTPYMEHTAMH IS COO-
CTBEHHOT'O OCYILECTBJIECHHSI OPraHUYECKOE SIBIIS-
eTcs IpeaMeToM peIeKCHH, OCMBICISIONICH ero
KaK KHBOE, MOJICPKUBAEMOE €CTECTBEHHO W/WIIN
uckyccTBeHHO. Croco0bl TaKoro MoaIep KaHus
COCTaBJISIIOT MHCTPYMEHTAIbHYIO 0a3y opraHuue-
ckoro (manee — MBO).

Pedpnexkcus MBO mpencraBineHa B coBpe-
MEHHBIX KHHemarorpade ¥ KOMIBIOTEPHBIX WT-
pax, B TOM YMCJIE Ha MPUMEPE UMIIOPTA KU3HU B
30HBI, I/Ie OHa HM3HAYaJIbHO OTCYTCTBYET. 3/I€Ch
IIPOUCXOANUT IIEPECEUEHUE PENPE3CHTALMN Opra-
HUYECKUX TPOIIECCOB U MHTEpdelica Kak MeToaa
UX OpraHM3alliH, MPOBOAUTCS (PU3NUECKUN U MH-
TEJJICKTYAIbHBIM TPEHUHT, YOXKTAIOUIHIA 3puTes
WIN TIOJB30BATElNIsl MPOrPaMMBbl, YTO 03 WHCTPY-
MEHTOB CO3/IaHUS U MOAJEPKAHUSA OPraHUKH EMY
B OyaymieM He 000 THCE.

NBO MBI paccMaTpuBaeM Ha Marepualie
MIPOYKIIMH, KACAIOLIEHCS TEMbl BBIKMBAHUS JIIO-
neH Ha mianere Mapce. B neHTpe BHUMaHUs Haxo-
nsres: puneM «Mapceuanuny (The Martian, 2015,
pexxuccep Puuin Ckorr), cepuan «Mape» (Mars,
2016, 2018, co3natenu — ben SAnr Meiicon, [[xa-
CTUH YWJIKC) M KOMIIbIOTEpHAas urpa «BeoxuBaHue
Ha Mapce» (Surviving Mars, 2018). Dtu npous-
BEJICHUS, SBJISSCh HE3ABUCUMBIMU IPOEKTAMH,
ONMPAIOTCS HAa CXOXKUH BU3yaJIbHBIM psii (OCHO-
BaHHBINA, KaK MOXXHO MPEANOJIOKUTh, Ha (OTO-
rpadusx, CHATBIX Ha OBepXHOCTH Mapca), npea-

3 Ater S. B. Digital electronic fetal heart rate and uter-
ine contraction monitoring system. Patent. URL:
https://patents.google.com/patent/US9693690  (nmara
obpamenws: 29.01.2019).

JaraloT CXOJIHBIE YCIIOBHS MPEObIBaHUS I'epOEB Ha
Mapce (HU3KHE TeMIepaTypbl, MbLUIEBbIE OypH,
COJTHIIC)
Y TEXHOJIOTHMUYECKYIO cpeny (au3aiiH ckadaHapoB,

HU3KOE JaBlICHUE U  spKoe
KHJIBIX OJIOKOB, KOCMMUYECKHX KOpaOieil u mexa-
HU3MOB).

[Mapannenu Mexay yKa3aHHBIMU IPOU3BE-
JCHUSMU MOXKHO PaccMOTPeTh B 0ojiee HMIMPOKOM
KOHTEKCTE — B PaMKax IMpeACTaBICHHUs 00 UCTO-
pUYECKOii cBsi3M KuHemarorpada® u KOMIBIOTEp-
HbIX urp. CnenuanucTt B 006IacTu MUGPOBLIX Me-
mua Oenepuko J[KHMOpIAaHO ¢ KOJJIEraMu MoJiara-
€T, YTO «CO CBOETO POXKJICHHSI MEIUYM BUICOHUTD
YCTaHOBHJI KECTKYIO CBSI3b CO CBOUM KHHEMAaTo-
rpaduuecKuM KOJUIETOH, ompenensisi ce0s B OT-
HOIIEHUH K HEMY M YacTO eMy IPOTHBOIIOCTABIIS-
Ack»°. MBI nosiaraeM, 4To 0COOEHHOCTh KOMITBIO-
TEPHBIX UTP COCTOMUT B TOM, YTO OHM AKKyMYJIH-
pyroT B cebe mHPOpMAIMIO U3 pa3IUIHBIX 00a-
CTel 3HaHUA U MpeUIaraloT THOKHE HHCTPYMEHTBI
IUISl pelleHUs] HAay4yHBIX M OKOJOHAYYHBIX IpO-
6nem. Takoii pe3ynbTaT CTAHOBUTCS BO3MOKHBIM,
MOCKOJIBKY «MHUPBI UI'P M UX CIOKETHI CIIOCOOHBI
pa3BuBaTh B UIpoke ocoOble (opMbl aHanM3a,
KJIaccu(UKAIMi, SCTETMYECKHX MPEANOYTeHUI
U 1axke BOOOpakeHUs (depe3 CONpPsHKEHHOCTh C
MPOXOKIACHUEM CaMOU MIPBI)»°.

* Cepuan «Mapc» sBIseTcs MO CBOeil CyTH MHOTOCe-
PUMHBIM (HUIBMOM, COCTOSIIUM M3 IBYX CE30HOB, B
KaXJIOM M3 KOTOPBIX 6 cepuil MpOoaOIDKUTENBHOCTHIO
okoso 40 muHyT. Ha 5TOM OCHOBaHMM MBI HE paccMmar-
pHUBacM cepHall Kak OTAEIbHBINA BHI MEIHA.

> Giordano F. etal. Re-framing video games in the
light of cinema // G|A|M|E. The Italian Journal of
Game Studies. 2015. Ne 4.

URL: https://www.gamejournal.it/intro_5/ (mara o0-
pawmenus: 29.01.2019).

S Briko E. M. Mrpodumupys Hayky: «(He)cepbes-
HOCTB» W ammaparbl yaoBosbcTBHs // Meaunadumoco-
¢us X: KomnbroTepHble UTphl: CTpATETHH HCCIIEA0BA-
uus / [on pen. B. B. CaBuyka. CII0.: U3narenscTBO
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B kaxmom paccMaTpuBaeMoOM HpOH3BEJe-
HUM VIS IPOCKTUPOBAHUS OPTaHUYECKUX MpoIiec-
COB UMEIOTCS CBOU MPO(ECCHH, MaTepUabl U UH-
cTpyMeHThl. [IoHATH, KaKk OHH (OPMHUPYIOTCH, B
KaKoil 3aBHCHMOCTH OT HUX HAaXOJHUTCS >KMBOE U
MOJKHO JIM BBIJICIUTh NMPUHIUIHATIBHBIE XapaKTe-
puctuku MBO kak HOBO# pa3pabaTbiBaeMoOi 00-
JacTd B KUHO- W UTPOBOM HHAYCTPUH, — LENb
HACTOSLIEH CTaThU.

UBO 6 kunemamoepagpe

Kunemarorpad, kak u nrobas apyras xy-
J0KECTBEHHAs! MPAKTUKA, HE MOXKET 00OHTHCH Oe3
peduexcun Toro, 4ro oH mnpexacrasiser. Ilo mHe-
HUlo ucrtopuka Hayku /Dx. Kananec, co Bpemenu
CBOETO CO3/IaHUSl «KMHOKamepa Oblila He TOJBKO
TEXHOJIOTUEH perpe3eHTaluu, HO U Memagusuye-
CKOU MAwuHoU, TO3BOJISIIONIEH OTHACINTD JKUBBIC
AIIEMEHTHI OT OE3)KU3HEHHOW MaTepuu KaK BHYT-
pu, Tak u BHE cebs»’. Tak, B puibMe «Mapcua-
HUH»® KaMepa CTAHOBUTCS UHCTPYMEHTOM PacIio-

Cankrt-IletepOyprckoro oOrecTna,
2014. C. 124.

" Canales J. Dead and Alive: Micro-Cinematography
between Physics and Biology // Configurations. 2015.
September 17. Vol. 23, Ne 2. P. 237.

URL: http://www.academia.edu/16032396/Dead_and_
Alive_Micro-Cinematography_bet-
ween_Physics_and Biology (mata
29.01.2019).

¥ TTo croskery ¢uibMa Ha ImaHeTy Mapc oTmpapJisercs
skcneaunus NASA u3 6 uenosek. B pesynbprare BHe-
3arHON OypH DKHIMaX TepsieT CBsI3b C WICHOM DKCIIe-
i 0otanukoM MapkoMm YorTHu. OH BBDKHBACT,
HO €T0 JaTYUKH BBIXOJAAT M3 CTPOS, U MHUCCHS NPHHU-
MaeT pelleHWEe HamnpaBUThCs 0OpaTHO Ha 3emIlro.
Ha ocHoBaHMK  OTOOp@XalolmKMX MECTO  IOCaAKH
martia cHUMKOB NASA ynaeTcs onpenenuTs npu3Ha-
KA OKU3HH M Tpenyrajarbh JeHCTBUS acTPOHABTa
1o HajaxuBaHuio cBs3u. OcraBmmmiica Ha Mapce
Mapk ycTpanBaeT CBOM OBIT U AJIsI MIPOMAJTICHUSI CBOETO
CYIIECTBOBAHMsI BBHIPAIIMBACT B MOCTPOCHHON UM Tel-
JUIE KapTOIIKy. B pe3ynbrare ouepenHoW aBapuu

¢dunocodckoro

oOparteHus:

3HABaHMsS JKU3HU: OHA II0Ka3bIBAET CTpPATETUU
BBDKMBAHMS acTpOHABTa Ha IuiaHere Mapc, a Tak-
e CBOIO CIIOCOOHOCTHh (DPUKCHPOBATH CO3JaHUE
IENIOYKH OPTaHUYECKHX MTPOIECCOB’.

B ycnoBusx 4pe3BbIYAMHONW CUTyallUu U
BBIHY)KJICHHOTO JIOJIFCOCPOYHOTO TNpeObIBaHUSA Ha
IUIAaHETE TepOH Pa3BOPAYMBAET CTPATEIMH BBDKH-
BaHUA B JIByX IaHax. OfMH U3 IUIAHOB CBSI3aH C
HaJI&)KMBAaHUEM KOMMYHUKAIlUM M COOOIICHUs
MeXay actpoHaBToM Mapkom YortHu (Mbotr
Heitmon) u NASA na mianere 3emius. Kommynu-
Kallis OCYILECTBISAETCS NOCPEACTBOM Pa3IMUHBIX
YCTPOWCTB, B X0 Hee Trepoil (pukcupyer curya-
uuto u ysenomisieT NASA o npousomeanem.

KommnbroTepHsle uHTEpQEchl HAa KOCMHU-
YECKOW CTaHILMU IO3BOJISIIOT 3alucaTh peyb, CO-
XpPaHUTh B MMAMATH yCTPOICTBAa 00pa3 U OpraHu30-
BaTh CaMOHAOMIOJICHHE, B XOJIe KOTOPOTO acTpo-
HaBT HE TOJBKO BUAUT ceOsl, HO U UMEET BO3MOXK-
HOCTh CJIEIUTH 3a NapaMeTpamMu: JaBJICHHUE, TEM-

TeIUIMIa NorudaeT, a BBIPALIEHHOTO YPOXKasi OKa3bIBa-
eTcsl KpUTHYECKH Mano. Y3HaBIIHe 000 BceX COOBITH-
SX YICHBI SKHIaXKa Pa3BOpavyrBalOT KOpadlb U craca-
10T Mapka, KOTOpBIH 110 BO3BpALEHUH Ha 3eMIIIO
HAauYWHACT NpPEnojaBaTh OyAyILIUM acTpOHABTaM KypC
M0 BEDKMBAHMIO B OKCTPEMAIIBHBIX CUTYaILUsX.

? TocynapcTBeHHBIH COBET 10 HccnenoBanuaM Harmo-
HanpHOW Akamemun CLIA yGexxaeH, 9ToO MOHMMaHHE
XapaKTEePUCTHK >KU3HU 3aBUCHT OT BHIOOpa CTpaTerHid
M0 PAcHO3HABAaHMIO JKU3HHU. YenmoBedeckui B3IIAL,
MPUBBIKIIUI CMOTPETh HA XKU3Hb 4epe3 MpU3My Aap-
BUHOBCKOH  TeOpuH, SABISETCS  OTPaHUYCHHBIM.
[Ipu 0cBOOOXKICHUN OT TaKOH TMO3WUIHMK BO3HHKACT,
HaTpuMep, BOIIPOC, «MOXKET JIH HHPopMaLusi, He0OXo-
auMasi Ui TIOAAEpKaHMsl JKU3HHU, OBITh pa3MelieHa B
MUHEpaTBHBIX (OPMax WIN Ha MaTpHIle, YTO HE SBIIS-
eTcsi MOJIEKYJISIPHBIM, OTHOCSIIMMCS K MpoLeccaMm,
ornucanHeiM [apBunom» (National research Council
of the National Academies. Introduction to the limits
of organic life in planetary systems // The Nature of
Life: Classical and Contemporary Perspectives from
Philosophy and Science. New-York: Cambrige Uni-
versity Press, 2010. P. 215.).
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nepatypa, KUcIopon (pressure, temp, oxygen).
Opranuzanus camMOHAONIONEHHUS] TPOUCXOTUT B
KPU3UCHOM CUTYaIlMM HEXBATKU €]Ibl, BOJBI U KHC-
J0poja, HEOOXOOUMBIX ISl TMPOTEKAHUSI OpraHH-
YEeCKUX  IPOIECCOB.

CTpaTCrusa MO3BOJIACT OTCICAUTHL MApPaMCTpPhbI, HC-

AyTOKOMMYHUKaTUBHAas

obxoaumeie a71st 3Toro. [1oaToMy MOXHO cKa3arts,
YTO KOJUPOBAHME OIBITAa C TOMOIIBIO HHTEpdeiica
NpPEJCTaBIseT COOOH JIMYHOCTHYIO CTpPATETuIo
BBDKHMBAHMS, BHAYaJ€ y aCTPOHABTAa HET HUKAKON
YBEPEHHOCTH, YTO 3TH 3aIHCH KTO-THOO eIlle yBH-
TIUT.

WuTepdeiichl Takke yKa3bIBalOT Ha IPO-
07eMbl, KOTOpbIe HEOOXOJMMO He3aMeUIUTEIbHO
pELINTh B NPOLECCE KOJOHU3ALUMH TEPPUTOPHH,
HE TIPUCIIOCOOJIEHHOM IS *KU3HU 0€3 CIeIUaib-
HBIX UHCTPYMEHTOB, U MepenaTh 00 3ToM uHpOp-
Maruio Ha 3emio. Mapk BO Bpems NpeObIBaHuUs
Ha Mapce coxpaHsieT 3ApaBblii CMBICI U CIIOCOO-
HOCTh K JICHCTBHSIM IO MOJIEp’KaHUIO U olecrie-
YEHMIO KU3HHU, a TaKK€ JIENIUTCS CBOMMH OTKpBI-
TUAMH ¢ yueHbIMU NASA.

Bropoii niaH BbDKMBAaHMS I'eposl CBSA3aH C
obecriedeHneM ce0si MPOJIOBOIBCTBUEM — BhIpa-
IIMBAaHUEM IIPOJIOBOJIbCTBEHHBIX KyJIbTyp. Mapk,
O0TaHUK MO CIEIMATBbHOCTH, A0 aBapUH CUUTAB-
IIUHA CBOE IMPUCYTCTBHE Ha Mapce H3IUILIHKUM,
HAXOJUT €IMHCTBEHHBIH CrOCO0 BBIKUTH Ha IUIA-
HETe JI0 MpHJIeTa cracaTelbHO Opuraabl B BOCCO-
3/JaHUU C TIOMOILBIO CIIEUAIIbHBIX HHCTPYMEHTOB
LENOYKH OPraHMYEeCKMX IPOLECCOB. ACTPOHABT
UCCIIEyeT CIOCOOBl CHAOXKEHUSI MOYBBI OpraHH-
YECKUMHU yJIOOPEHUSIMU M BBIPALIMBAHUS OBOIII-
HOM KyJbTYpbl B MECTE, N3HAYAIBHO Ul 3TOTO HE
pUCIIOcOOIeHHOM. BaHO OTMETUTH, YTO CTPOH-
TEJNBCTBO TEIUIMLIBI OCYLIECTBISETCA Mpodeccro-
HaJlbHO: Mapk OpUEHTHpYETCS Ha BHYIIUTEIbHOE
o pasmepy mnocobue, B KOTOPOM IEPEUHCICHBI
IIPOBEPEHHBIE METOIUKHU U T. II.

NBO, xotopyro opranuzyer Mapk Ha
Mapce, cocrout B cienyromeM. boraHuk BbIpa-
IIMBAET HA IUIAHETE KApPTOLIKY, UCIOJb3ysl HAaBO3
— DKCKPEMEHTHI JKCHEIAULUOHHOW TpyNIbl, yIe-
JEBUIMI KyCOK IUIEHKM JUIsl CO3/IaHUsl IapHUKA,
BOAY, IIOJIy4aeMyl0 U3 TOIUIMBA, 3JIEKTPUYECTBO,
3aMEHSIOIIEE COJHEYHBIN CBET, U KHUCIOPOJ, BBI-
pabaTbIBaeMblii ¢ TIOMOIIBIO CHIEUATBHBIX TEXHO-
goruii Ha craHuuu. CaMm Mapk noayuyuBIIMiCA
IPOAYKT 00O3HAYaeT KaK «HATypajbHYIO, Opra-
HUYECKYI0, MapCUAHCKYI0 Kaproueuky». U ee ko-
JMYECTBA XBATAET, YTOOBI BBDKMBATh HA IIAHETE
U HE yMHUpaThb ¢ roigoay. Pesynbrar, kK KoTopoMmy
IIPUBOJIUT CEJIbCKOXO3SMCTBEHHAs JIEATENbHOCTh
Mapka, CBUAETEILCTBYET O TOM, YTO AJS pOCTa
KapTOIIKH JIOCTaTOYHO OINPEAEICHHON (H3HKO-
XUMUYECKOM Cpeibl M HaJa)KCHHOW CUCTEMBI I10
ee noauepxkanuto. IIpu 3ToM KIIIOUEBYIO POJb B
CTPOUTENIbCTBE M OOCITY>KMBAaHUH TETUTUIIBI UIpa-
I0T 3amachl TOIUIMBA JUIs NPOM3BOACTBA BOJBL,
TeIla, & TaKK€ MHCTPYMEHTHI (IUIEHKH, IUIAHTH,
TpyOKH) M OpraHuka (KapToOIlIKa, JPEeBEeCHHa IS
pO3KHUTa, yI00peHus).

[Ipobnema 3akiroyaeTcs B TOM, YTO CO-
3manHas YotHu MBO oka3piBaeTcd HEHaAEKHOIA.
[TapHUK, KOTOpBIA OH CO3JAET U3 ILJICHKH, B XOJIE
necyaHoi Oypu JIOMaeTcsi, U BBIpAL[UBaHHUE Kap-
TOIIKM CTAHOBUTCSI HEBO3MOXXHBIM. ETWMHCTBEH-
HBIM CPEJICTBOM MAJIsi COXPAHEHMsI KU3HU CTaHO-
BUTCS pacTATMBAHUE 3araca MPOJOBOJILCTBUS A0
T€X IOp, [T0OKA HE NMPUJIETUT cllacaTelbHasi KOMaH-
Ia ¢ 3eMIIH.

Cnenyer 3akmounth, yto MBO B Quibme
«MapcuaHuH» uMeeT CIly4alHblii U HE IIOJHO-
CTBIO IIPOAYMAHHBIA XapakTep, YTO CBS3aHO C OC-
HOBHOM HWHTEHIMEH (uibMa — penpe3eHTaruen
pobun3oHaabl. B ¢punpme mokazano, uro ans UbBO
HYKHBI (2yTO)KOMMYHUKaIUs, MpodeccHoHab-
HbI€ HaBBbIKH, 3allacbl OPTaHUKH, a TAKXKE YCTOM-
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YUBOCTh MHCTPYMEHTAJILHOW 0a3bl, HEXBaTKa KO-
TOpPON HE TMO3BOJSET acCTPOHABTY OPraHHU30BATH
MHOT'OKpaTHOE BOCIIPOM3BOJCTBO JKU3HM Ha IUIa-
HeTe (yposkail KapTOIIKH ObLT CHSAT TOJBKO OJWH
pas).

Pan ydeHbIX monaraer, 4To «CO3/JaHuE
HAayYHO OOOCHOBAHHOM aHMMALMHU TIPEKIE BCETrO
TpebyeT coOpaTh BOSAMHO MHOXKECTBO TUIIOB WH-
dbopmManuy ¥ KPUTHUECKH MEPEOCMBICIIUTh CYMMY
HAIlUX 3HAHUH O paccMaTpUBaeMbIX OMOJIOTHYE-
CKOM Tpouecce wiam opranusme»'’. Tak ke Kak
¢mieM «Mapcuanuny, cepuan «Mapcey npeacras-
nsieT co0OM OMH M3 BO3MOXHBIX CIICHAPUEB Op-
FaHU3alMK KU3HU Ha KpacHOM Iuianere. B oTim-
yue OoT (uiabMa, cepuan KOHCTPYHPYET MOJENb
NPEeJHAMEPEHHOTO MHOTOJIETHETO 00yCTpOWCTBa
KU3HU Ha Mapce, KOTopasi UCIIBITBIBAETCS MECT-
HBIMHM TSDKEJIBIMU YCIOBUSIMH U aBapusMu. s
3TOro Ha Mapc 3apaHee HampaBJsl0OT 000pyI0Ba-
Hue (aTomMHble reHepatopbl CTUpIMHTA U COJHEY-
Hble OaTaped JUIs CO3/aHUS 3aracoB HSHEPrUU
U OpPraHU3aliy OCBELICHUS, OYUCTHBIE COOpYKE-
HUS U1 (PUIBTpAIMK BO3YXa, KUJIbIE MOJYJIH) U
cHapsbkeHue. OCHOBHBIE 3aJaui, CTOSIIME IEPEN]
HAy4YHOW KOMaH/OH, — HAalUTH yOeXHIle OT paaua-
UM U UCTOYHHK BOJBI, YTOOBI Pa3BEPHYThH PAIOM
C HUMM 3aIlUTHBIA KYIIOJI.

B memom mepBelii CE30H cepuana IOCBS-
IIEH HAy4YHbIM MHHOBALMSAM M MOIBITKaM acTpo-
HAaBTOB CO3/aTh PaCTUTENbHBIN Mup. HecmoTps Ha
BBICOKYIO NMPO(ECCHOHATBHYI0O KOMIIETEHIUIO 3a-
BEIYIOIEro TEIIUIEN (3TOT MOCT 3aHUMAET HO-
OeneBckuii Jlaypear Mo OWOJNIOTHH), Pe3yNbTaT —
HeraTuBHbIU. Elle 10 CHATUSA IEpPBOro ypoxas
YYEHBIN MPUBOJUT U ce0sl, U TOPYUEHHOE EMY XO-

0 Cm., mampumep: Bio—Cinema Verité? // Nature
Methods 9. 2012. December. Ne 12 (1127). URL:
https://doi.org/10.1038/nmeth.2284 (mata oOparue-
Hus: 29.01.2019).

3SMCTBO K THOENH, IPU 3TOM KOJIOHHH HAHOCHUTCS
TSDKEIBINA yIepo pasrepMeTu3anuei.

Bropoii ce3on mocsmeH npobieme B3a-
MMOOTHOILIEHUN MEXIY JIOAbMH B IIPOLIECCE CO-
3nanus BeeranetHoro MBO. 3asBnen KoHQIUKT
MHTEPECOB MEX]y KOJOHHMEH YYEHBIX U HOBOOO-
pPa30BaHHOM KOJIOHHMEH IIPOMBIIUICHHUKOB U3
kopnopauuu  «JIlykpym HWupactpus» (ot nar.
lucrum, «mopuObLTE, OOraTCTBO, KOPBICTOIIO-
ouen)!!.

U3y4eHHUE CIIOXKUBIIEHCS Ha Mapce mnpupoaHOu

Y4eHbie HalCJICHBI Ha COXpPaHCHUC U

cpenpl. [IpOMBIIIIEHHUKN CTaparoTCs MOJYyYUTh
npUOBLIb, HEIAJHO OSKCIUTYyaTHPYysl HPUPOIHYIO
cpeay B Ipolecce A00bIYM TOJEe3HBIX HCKOIIae-
MbIX. U Te, U Apyrue crepBa HE3aKOHHO OBJIaJe-
BaIOT MUMYILIECTBOM IPOTHBHON CTOPOHBI, a 3aTEM
YpE3MEPHO €TI0 UCIOJIB3YIOT.

B npouecce coznanust UBO B MexK0JI0HU-
aJIbHBIA KOH(IIMKT OKa3bIBaeTCs BTAHYTA TPEThs
rpynna JroAeH, 3aHATas IOCTPOCHUEM 3epKall AJIs
TeppagOpMHUPOBAaHUS Ha OPOMTAIBHOM CTaHIIUH.
KoH(muKT MeXIay NpOMBIINIICHHUKaMU U OpOu-
TaJbIIMKaMHU CBSI3aH C 3KCIUTyaTallued NpeaHa-
3HA4YEeHHBIX Ul OPOUTANIBIINKOB pecypcoB. bopb-
0a 3a BJIACTh U AaBTOPUTET B KOJIOHUSX HE MPEIIST-
CTByeT moctymnaTtensHoMy ¢opmupoBanuio UBO,
HO HE IT03BOJISIET BBDKUTH BCEM €€ CO3/1aTEIISAM.

HecMmoTpst Ha KOH(IIUKTHI, B IPOLIECCE CO-
3nanus MUbO ectb MecTo [uisl cOTpyIHHUYECTBA U
B3aumornomoluu. Tak, BO BTOPOM C€30HE YCIIEIIHO
pemaercs mpobiaemMa co3/IaHus YCIOBHUM Ui TOJ-
Aep)KaHusl KU3HU (PYHKIIMOHAIBHO Majo 3arpy-
KEHHBIX COLMAIBHBIX D3JEMEHTOB. B Xynoxke-
CTBEHHOH 4acTu Tejecepuaia 3T0 peOeHOK, CTpo-
UTENb C Yrpo30d aMIyTallud PyKH M cobaka, B
JOKYMEHTAJIbHOW — COLIEAIIMM C yma 4jIeH aH-

""" HoBblif JaTHHCKO-PYCCKHI U PYCCKO-TaTHHCKHIA

cimoBapb / Cocr. JI. A. Acmanosa. M.: Jlom CnaBsiH-
ckoit kauru, 2015. C. 267.
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tapkTuueckoi sxcneauiuu lexnrona 1914 roxa,
npoxoausineli Ha 3emue'?. Uepes pelienue He-
crangaptHbix 3amad  MBO wucnoeiThiBaeTcs Ha
Hanuuue THOKOCTH, 3amaca MPOYHOCTH M YCTOM-
YUBOCTH K BO3HUKAIOIIMM BbI30BaM. YCTONYM-
BOCTh COCTOUT B OOHApYy)KEHUHU aTbTEPHATUBHBIX
HMCTOYHUKOB SHEPTHMU U €€ MPOJyMaHHOH JIOTH-
CTHUKE.

B paccmarpuBaemoM cepuaie mnpeacTaB-
JIeH 3HAYUTENbHBIA 00bEM COBPEMEHHBIX 3HAHHN
o Mapce u npobiaemax ero ocBoenus. [1ozBonum
cebe MPEeANnmoNoKUTh, YTO HAy4IHAs OpPUEHTAIHS
cepuasia BOCHPOM3BOJIUT IJIATOHOBCKUU Mu¢. B
3TOM IUJIaHE CepHall MPOYUTHIBACTCS KaK CyIlle-
CTBOBaHME JBYX MHUpPOB — wupaeanbHoro (Mapc,
MPUTOJIHBIN JJIs KU3HU) U TEHEBOrO, HEMOJIHH-
HOro, HecoBepuieHHoro (Mapc B HaJIMYHOM CO-
crossaun). Mud [lnaToHa o memepe, 0HaKO, OKa-
3BIBACTCSl CYIIECTBEHHO TpaHchopmupoBaH. Te,
KTO JIOJDKEH OBITh OOpalleH K yMOIOCTIXEHUIO
WJICaJIbHOTO MHPA, CKPBIBAIOTCA B INELIEPE CO
np0M. TakoBa KOJOHMS YYEHBIX, KOTOpas Ha3bl-
Baet cebs Omumnyc Tayn (Olympus Town).

JIeHCTBHS y4YEHBIX OIPaHUYMBAIOTCA TEM,
YTO OHHU JIOKYMEHTHUPYIOT yTPAauMBaEeMbld U CTa-
HoOBsLIeHcs npuspauynsiM Mup Mapca. K naeans-
HOMY MHPY MOXHO OTHECTU KOJOHHUIO OpOUTAIb-
IIMKOB, KOTOPbIE aKTUBHO CO3JAIOT HOBBIA MHp
(reppadopmupoBanue Mapca). HeusmenHoe u
CTaHOBSILEECS MEHSIOTCA MecTaMu'’: HecoBep-

12’ JlokyMeHTaNbHOE M HENOKyMEHTATbHOE MepeceKa-
1oTcsl. B kaxkmoil cepum mokaszaHa omnpesaeneHHas mpo-
OneMa: ee CyIIECTBOBAaHHE M pEIICHHE B COBPEMEHHO-
cTi (HampuMep, OCBOCHHE ApKTUKH, AHTApKTHKH,
Cubupn, MOIETUPOBaHNE aBTOHOMHOTO CYILECTBOBA-
Hus Ha 3emie — «Mapc-500» B Poccun, Hi-Seas Mis-
sion Ha ['aBaiisix) u ee BooOpaxxaeMoe paspelleHue B
OymymeM mpu KosioHu3auu Mapca.

O ¢yHKIMM BpeMeHHM TpH Pempe3eHTalud OpraHH-
YEeCKHUX MPOIEeccoB cM., Hanpumep: Casarino C. Three

HIEHHBIH Mapc NOKYMEHTUPYETCs, UICaIbHbIA —
crpoutca. Hano npusHars, 4TO y4eHbIE KOCBEHHO
BKJIIOYatoTcsl B crpouTenibecTBO MBO 1 yuacTBytor
B CO3JIaHMM HOBOTO Mapca: 3aCTaBisIOT IIpeACTa-
BUTEINIeH Koprnopauuu «JIykpym MHmactpus» npo-
M3BOAMTH 3epKana Juis opOuTanbHOi cTanuuu. Ho
IIPY 3TOM OHM HE MOKUJAIOT cBOMO nemepy. Cama
K€ IPOMBIIJICHHAs KOpIIOpalus, HaACHOIIAsaCs
HalTH peCypchl Ha TEPPUTOPUU HECOBEPIICHHOU
IIJIAHETBl, TEPIUT IOPAXKEHHUE: IOIBITKU pa3Be-
JlaTh MOJIE3HbIE UCKONIaeMble Ha Mapce He UMEIoT
ycmexa.

Cepuan mokaspIBaeT, 4TO B COBPEMEHHBIX
HAy4YHBbIX U OKOJIOHAyYHBIX IPEJACTABJICHUAX IS
NBO HyXHBl yCTOWYMBOCTb HHCTPYMEHTAJIbHOMN
0a3bpl U TMPOUCTEKAIOIAas U3 3TOTO CTaOMIBHOCTH
NI00BIYM SHEPTUH, BOABI U Bo3ayxa. IIpu 3ToM BbI-
palIuBaHKE MIEPBOrO ypoxkKasi HE SBIISICTCS LENBIO.
B cepuane akueHt nenaercs Ha U3MEHEHUU KIIM-
MaTa U TeppadopmupoBanun Bcero Mapca. OT-
JEJIbHBIE TIONBITKY BOCIIPOU3BECTH JKU3Hb HA IUIA-
HEeTe MOKa3aHbl KaKk HecTaOWJIbHBIC, HEpe3ybTa-
THUBHbBIE, aBapUilHbIE, OIACHBIE (IIOJIOMKH 3JIEK-
TPOCTAHLUH, pa3pbIB TPYyOOIIPOBOJIOB H T. II.).

HBO 6 komnvromepvix uepax

Jns 4actu XyJ0KECTBEHHOM IMPOIYKLIHH,
1o melciii I'enpu JDKEHKMHCA, CBOMCTBEHHA Me-
JUAKOHBEPIreHIUs, B PAMKax KOTOPOH «coaepKa-
HHE, KOTOPOE YCIIEUIHO B OJHOM CEKTOPE, MOKET
pacnpocTpaHsThes Ha apyrue miarpopmen»'t. Ha
BBI30BBI, UMEIOIME MECTO B (MIBME U cepuaie
(BOCTIpOM3BOJCTBO JKM3HM Ha IIJIAHETE), MOXKET

Theses on the Life-Image (Deleuze, Cinema, Biopoli-
tics) // Releasing the Image: From Literature to New
Media, edited by Jacques Khalip and Robert Mitchell.
Stanford: Stanford University Press, 2011. P. 156-167.
4 Jenkins H. Convergence Culture: Where Old and
New Media Collide. New York: New York University
Press, 2006. P. 19.
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OTBETUTH I'elMep B KOMIIBIOTEPHON Urpe «Bblxu-
BaHue Ha Mapce». Urpa npexacrasmnser coOoii He
CBSI3aHHBIN ¢ KUHEMAaTorpadoM MpPOEKT, MPH ITOM
MMEET MOXO0XKUU BU3YAIBHBIN psANl, YCIOBUS IIpe-
ObIBaHMs TepoeB Ha Mapce M TEeXHHUYECKYIO Cpe-
ay.

KomnrerotepHas wurpa «BbDkuBaHue Ha
Mapce» BXOIUT B UUCIIO TPaJlOCTPOUTENBHBIX CH-
mynstopoB (takux kak Sim City, Foundation,
City: Skylines). Mbl monaraeM, 4To 3Ta Urpa He
SBJISIETCS. KJIACCUYECKUM IIPEICTABUTEIIEM 3TOrO
XKaHpa. 3ajadd, KOTOpble reiiMepy INpeasaraercs
HE3aMEUINTEIbHO PELIUTh MPU KOJOHU3ALNU
Mapca, He MCUEpNBIBAIOTCS CO3AaHUEM KYJBTYp-
Horo yanmmadTa (pa3MenieHne Ha KapTe >KUIIbIX
3aHUM, TPOU3BOACTB M T.I.), & COCTOST B JO-
CTHKEHHHM HEOOXOIMMBIX MapamMeTpoB JUId OCY-
LIECTBJIEHUS OPraHMYECKUX IPOLECCOB (pocT
yposkasi, poxaeHue pebeHka) U BbIOope HeoOXo-
JUMBIX JEUCTBUM I JOCTMXKEHHSI 3THX Iapa-
MeTpoBl.

Crnenuduka Urpbsl COCTOUT HE TOJBKO B
CTPOUTENIbCTBE IOpoJia, HO U B 0OECIEYEHUH OC-
HOBAHUM IJI1 3TOTO CTPOUTENIBCTBA, B CO3/IaHUU
«IIEPBOW» MPUPOJBI 1O CTPOUTENLCTBA «BTOPOM»,
B 00BEAMHEHUH TEXHUKH M OpraHuku. YUto sBis-
eTcsl «repBoi» npuponoit? «llepBas» npupona B
CUMYJISITOpE CBs3aHA C 0OO0ECIEYCHHEM CTaOWIIb-
HOCTH IIPOM3BOJICTBA, BO3MOKHOCTH PEMOHTa H
00CITy>)KUBaHUSI MHCTPYMEHTAJIbHON 0a3bl M BBI-

'® KommbloTepHas Wrpa BBICTYNAeT MCCIIEI0OBAHHEM
’KH3HEHHBIX (pOPM M CIOCOOOB MX CO3IaHMs. IJTa MO-
3UIMSI COTJIACYETCS C YTBEP)KACHHEM YYEHBIX, YTO
«TIOCIIEIHUE MCCICOBAaHMs KU3HEHHBIX (hopMm Oosee
HE SIBJIAIOTCS TPOCTO JCAYKTHBHBIM, WHIYKTHBHBIM
WM a0IyKTHBHBIM. bojiee TOro, oHM H00ABISIOT 3Je-
MEHT, KOTOPBIi MOXET OBITh Ha3BaH KOHCTPYKTHB-
HbiM» (Helmreich S., Roosth S. Life Forms: A Key-
word Entry // Representations. 2010. November 1.
Vol. 112, Ne 1. P. 42.).

CTpaBaHMEM JIOTHCTUKH, B pPaMKax KOTOPOM
OCYILECTBIISICTCS paclpeeNieHHe BOJIbI, b, KUC-
nopoxa. B reiimauzaiine urpsl 3aUKCHpPOBAHO,
YTO PsAJ] TEXHOJOTHYECKUX MPOLIECCOB, TAKUX KaK
BbIpabOTKa SHEPIUHU, BOJBI, BO3AyXa, cOOp pecyp-
COB C MMOBEpXHOCTH Mapca (METEeOpUTHOE KeJe30,
MOJIUMEpPHI, ChIpbe Ui OETOHAa), MOXKET OcCy-
IIECTBIATHCA 0€3 ueloBeKa.

OpraHuka Kak BTOpas IpUpOAa BbIpacTaeT
U3 MEpPBOH. DTO CTAHOBUTCS BO3MOXKHBIM II0CIIE
UMIIOPTa YeJOBEKAa M IMPOJYKTOBBIX 3alacoB Ha
Mapc, ¢ 3TOro MOMEHTa OTKPBIBAIOTCS BO3MOXK-
HOCTH BBIPAIlMBAHUS PACTUTENBHOW MUK (TpH-
Obl, PPYKTHI U OBOIIM) M POXKAEHUS pebeHka. 3a-
TaTUMCsl BOIIPOCOM: TOYEMY pOXKJIEHHE peOeHKa
Ha Mapce sBIsIeTCs KpPUTEPUEM YCIICIIHOTO Mpo-
X0XA€HUs UTphl? VICTOPUKY MCKYyCCTB OMaHy>3Jb
Kounsi mpuHamineXuT yTBEpXKAEHHUE: «...)KU3Hb
CYIIECTBYET B IIEPBYIO OUYEpE/Ib U MPEKIE BCETO B
COCTOSIHUM H300pakeHus, MOCKOJIbKY ee Hambo-
Jee TUIMMYHOE JBIKEHHE, HauOojiee THUIIMYHAsS
orepaiys cOCTOUT B mepenaue»'®. Takoe yTBep-
KJIEHUE TPABOMEPHO TOJKOBATH CIEAYIOIIMM 00-
pasoM: Tepenaya SKU3HHM, €€ BOCIHPOHM3BOJICTBO
ecTb OOHapy>KEHHE €€ OUEBUAHOCTH, MpEIbsBIIC-
HUe ee B oOpaze. IMeHHO Takas mepepaya u cTa-
HOBHUTCS KPHUTEPHUEM YCIEIIHOrO MPOXOXKIACHUS
UTPBI, BEKTOP KOTOPOW HAIpaBlieH HA MHOTOKpat-
HOE€ BOCIIPOU3BOJICTBO OPraHMYECKUX MPOIIECCOB.

CornacHo UTpOBOM MEXaHUKE MMIIOPT Op-
TaHWKH U YeJoBeKa Ha Mapc MpH OomnpeaeraeHHbIX
yCIoBUSIX (TpU HAIMYUK (PU3NYECKOTO: KUCIOPO-
712, BOJBI, €JIbl, CBETA U IIp.; a TAKXKe COIIMATILHOTIO
OJaromnonyydus: yJOBJIETBOPEHUE OT pabOTHI, YIO0-
BJICTBOPEHHUE MOTPeOHOCTEH B Mara3uHax M COLH-
QJIbHBIX MHCTUTYTaX, TAKUX KaK POJMIIBHBIN JIOM,

' Coccia E. Sensible Life: A Micro-Ontology of the
Image. New York: Fordham University Press, 2016.
P.97.
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KOCMUYECKHI 0ap M Ipyrue) IpUBOIAT K MOSIBIIC-
HUI0 MOJUGPUITUPOBAHHOTO YEJIOBEKA, POKICHHO-
ro Ha Mapce. Eciiu ¢ MoMeHTa puObITHS JTIoaen
B OIpENeNICHHBIH CPOK HE OyneT B JOCTaTOYHO
KOM(OPTHBIX YCIOBHSX POXJIEH pEeOCHOK, Hrpa
CUMTACTCS IIPOUTPAHHOM.

CrouT OTMETUTh, UTO IMPOILIECC pacHpo-
CTPaHEHHUSl KU3HM U €€ MPOTEKaHWE B HOBBIX
YCIIOBUSAX  COMPOBOXKIAETCs  TpaHchopmammeit
MPUBBIYHOTO 00pa3a KUBBIX CYIIECTB U HX XapaK-
TepUCTUK. Tak, redMIu3aiiH UIpsl MPEAIOIaracT
YCKOpPEHHE BPEMEHH, B OCOOEHHOCTH B OTHOIIE-
HUU «MapCOPOKICHHBIX», KOTOPBIE PacTyT OBICT-
pee, 4eM OCTAJIbHbIE JIETH, BOZMOXKHOCTH U3MEHE-
HUS UX TapaMeTpoB — OHHM CIIOCOOHBI TpuoOpe-
TaTb YCTOMYMBOCTh K MapCHAaHCKOMY KJIUMary,
Oosie3HAM, OOJIaZal0T MOBBIIMIEHHOW 00yyaemo-
CTBI0. «MapCcOpOXKIECHHBIE» HE TOCKYIOT 110 3eMJIe
U HE CTPEMSATCS YJIETETh Ha HEE.

NucTtpymenToMm, mpeaHa3HAYEHHBIM IS
U3MEHEHHsT 00pa3a J>KUBBIX CYIIECTB, SIBIISCTCS
«JlpeBo TexHonoruit». OHO COAEPKUT IIECTh Pa3-
nenoB: «buorexnonoruny», «mxenepus», «Podo-
ToTexHuka», «duzukay, «CoumanbHoey», «lIpo-
PBIBBDY, B KOTOPBIX €CTh BO3MOXXHOCTH ISl COLIU-
aJbHBIX, OWOJOTHYECKUX, IKH3HEOOECIIeUnBalo-
X MPeoO0pa30BaHMA, HAIPAMEDP 3HAYUTEIHHOTO
MIPOJUICHHUS KU3HHU U 0OJiee TMO3AHEr0 BBIXOJA Ha
neHcuro. Jlo mpoxoxaenus «/lpesa» mokazarenu
YyeIoBeKa B OOIIEM COOTBETCTBYIOT 3EMHOMY
YCPEIHEHHOMY COCTOSIHUIO, HO B KOHIIE MBI ITOJIy-
JaeM MOJU(PUITMIPOBAHHOTO YEJIOBEKa Oy TyIIero.

MHOroKpaTHoe BOCIIPOM3BOJCTBO OpraHu-
YECKUX IIPOLECCOB, IPOUCXOMAIIEE B HCKYC-
CTBEHHO CO3JIaHHBIX I 3TOr0 YCIIOBHSX, IPHU-
BHOCHUT HecTabmibHOCTH B UBO. 310 mpouncxoaut
CO BPEMEHEM B CBSI3U C TEM, YTO pean3alus CIIO-
COOHOCTEW WIPOBBIX MEPCOHAXEH U YIOBIETBO-

peHue uX TOTpeOHOCTEeH HMMEIT HEOOpaTUMBIC

nocuenctsus. [Ipoucxonsat usmeHenue reorpaduun
(ucTolieHre OAHMX MCTOYHHUKOB PECYpPCOB M Iie-
penoc ananornuyHoii UbO Ha HOBBIE MCTOUHUKH
pECYPCOB), M3MEHEHUE WHIYCTPUAIBHOIO JIAHA-
madra (MOsBIEHUE HOBBIX IMPOU3BOJACTB M CO-
OpYKEHUI Ha KapTe), UCTOIICHHE CHIPbEBON 0a3bl
6e3 BO3MOKHOCTH €€ BOCCTaHOBJICHUSI, B 1I€JIOM —
BHECEHUE Xa0Ca B OTJIAKEHHBIM MEXaHWU3M KU3-
HeoOecIeueHusl.

PerynupoBanue remmepoM CKOPOCTH HI-
pOBOr0 HappaTuBa SIBISETCS MOLIHBIM HHCTPY-
MEHTOM CO3JIaHHsI U OTCIIEKUBAHUS CTAOMIBHOCTH
NBO'. B urpe «BbbkuBanue Ha Mapce» CKo-
POCTh WI'POBOrO HappaTHBa MOXET OBbITH YCTa-
HoOBJIeHa B 4 pexxumax. ['efimep MokeT BBIOpaTh
OCTAaHOBKY BPEMEHH, HOPMAJIBHYIO CKOPOCTb IIPO-
XOXKJICHHUsI UTPHI, yobicTpeHue ee B 3 u 5 pas. Ko-
r7ia JOCTUTHYTO CTaOMIIBHOE COCTOSIHME M reiime-
py TpeOyeTcsi BHECTH W3MEHEHHs, COIPOBOXIa-
IOIHAECS JUIMTEIbHON aKKyMYJSILIUEH pecypcoB
(Hanmpumep, g MOCTPOMKHM KyIoja), JUIsl CKO-
peiiero TOCTUKEHUS 1IEJIN OH MOXKET IPUMEHUTH
YCKOPEHHE.

YcKkopeHHe  BpEeMEHHM  I1eJIeco00pa3zHo
TOJIBKO TpPU CTAaOMJIBHOCTU OCTAJIbHBIX IMapameT-
poB. Ecnu cutyanusi HecTaOuiIbHA, OHA TIPOUTPHI-
BaeTCsl B MEIUICHHOM pPEXHMeE, YTOOBI HE IpOITy-
CTUTh TOYKM Oudypkamuu. Tak, B Hrpe Bpems
MO>KHO OCTaHOBHTD JUISL TOTO, YTOOBI IOCMOTPETH,
YTO BBIIUIO M3 CTPOs. YCTAaHABIMBACTCS TaKOU
PEeKUM, KOTOPBIM sBIIsIeTCS Haubojee MOAXOMAs-

7 «MBbI MOeEM Ha3BaTh 9TO BPEMEHEM COYYaCTHSl, MO-
CKOJIbKY, OHO (DOKyCHpYyeTCsl Ha YYacTHH MOJIb30BaTe-
7Sl B UTpe MOCPENCTBOM HHTepdeiica, B MOTUPHUKALIUT
HappaTUBHOTO BpeMeHH reimiuieem» (Anyo L. Narra-
tive Time in Video Games and Films: from Loop to
Travel in Time / G|AJMIE. The Italian Journal of
Game Studies. 2015. Ne 4.

URL: https://www.gamejournal.it/anyo_narrative_time
/ (nata obpamenus: 29.01.2019).).
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UM i1 BHUMATEJIbHOTO MCCJEIOBAHMUS U KOH-
TpOJIE TEPPUTOPUU. PerynupoBaHue CKOPOCTH
MPOXOXKJICHUSI UTPbl — MHCTPYMEHT CO3JIaHUS U
nojepkanus cradbunbaoctn UBO'S,

Wrak, urpa «BepkuBanue Ha Mapce» — 310
HE CTOJBKO TPAIOCTPOUTEIBHBIM CUMYIATOD,
CKOJIbKO CHUMYJISITOP HMMIIOpPTa OpPraHUKM Ha HE
MPUCTIOCOOTICHHYIO JUI Hee TeppuTopuio. Bo3Hu-
KaeT BOINPOC, HE KaK MOJJIEPKUBATh XKU3Hb TO-
JIOJJHOTO pebeHKa, a KaKk BO3MOXKEH caM peOeHOK?
OcHoBHas npobiema B «BbpkuBanum Ha Mapce»
COCTOHT B TOM, MOXET JIK OBITh CO3/IaHa OPTaHHUKa
U, ecnu na, B KakoMm Buje? OpraHuka siBIsE€TCA
MHCTPYMEHTAIBHO CO3/1aBa€MOM U MOJIepKUBAEC-
MOW CHUCTEMOUM C BO3MOXHOCTBIO IIEPEOIpEese-
HUS, PETUKTUBALUU (HUCTOILEHHE MECTOPOXKIe-
HUW) U BO3SHUKHOBEHMSI HOBBIX AJIEMEHTOB, CBS-
3ei.

Urpa mnopnepkuBaeT WHIMBUAYAJIbHBIN
(dbopMaT IPOX0KACHUS, TPH KOTOPOM OTCYTCTBYET
KOHKpPETHAsl 11€JIb, HO BEKTOP UTPOBOrO Pa3BUTHUSA
HalpaBJieH Ha JOCTUXKEHHUE aBTOHOMHUHU KOJIOHHUHU
OT MOCTaBOK C 3€MJIM U €€ KOJIMYECTBEHHBI POCT

'8 B KMHO ¢ TOMOIIBIO PEryIUPOBaHUA CKOPOCTH HpPO-
CMOTpa MBI MOKEM CXBAaTUTh TO, YTO HE BUAUM HEBO-
OPYXCHHBIM B3TJISJOM: HampuMep, 3aMeAJICHUuE 3aIli-
CH MCTIONIB3YETCsI IJIsl IPEeTIapupOBaHus MOJIeTa KOIno-
pH, yObIcTpeHHe MpHUMEHseTcs Ui 0003peHusl pocTta
pacrenuii. Tak, JIx. Kannanec ormeuaer, d4ro
«C KMHOIUJICHKOH y4eHble TOIYYMIH HOBYIO TEXHOJIO-
THIO [T 0003HAYEHUS W ONpEeNICHUS Pa3HULBI MEXK-
Iy *KUBBIM U MEPTBBIM — Ty, KOTOpYIO B XX Beke 000-
3HAuWIIM Hayka U (uinocodus. KunoruieHka s kie-
TOYHOW OWOJOTMM HM MHUKPO(PH3UKH BBICTYIHIA
B KauectBe materia operandi» (Canales J. Dead and
Alive: Micro-Cinematography between Physics and
Biology // Configurations. 2015. September 17
Vol. 23, Ne 2. P. 251.

URL: http://www.academia.edu/16032396/Dead _and
Alive Micro-
Cinematography between_ Physics_and Biology (mara
obpamenws: 29.01.2019).

c HeoOxoauMol perymsiuued. ['eiiMauzaitH Urpel
ONMpaeTcsl Ha Mpeanocsuiky, yro ans MbO Tpe-
Oyercss HalW4he «IepBOi» (MHCTPYMEHTAlbHAs
6a3a) U «BTOpO» (OpraHuka) MPUPOJIBI, YTO BO3-
MOXXHO Onarojapsi COIJIACOBAHHBIM JICHCTBUAM
gyenoBeka U poOoToB. PoOOTHI obOecreunBaroT
YCTOMUMBOCTh HWHCTPYMEHTaJIbHOW ©0asbl, cTa-
OUIBHOCTH JOOBIYM SHEPruM, BOJABI M BO3/yXa,
HaJIaKUBAIOT IPOM3BOJCTBEHHYIO ILIEMOYKy. Ye-
JIOBEK HEOOXOAMM KakK HJIEMEHT OpraHMYeCKHX
IIPOLIECCOB Ul BBIPAIIMBAHUS PACTEHUN U IOSIB-
JeHus pebeHKa B UHCTPYMEHTAIBHO CO3/JaBaeMbIX
JUIS 9TOTrO yCJIOBUsX. B pesynbrare urpa akkymy-
JUpYeT WHAMBHUIYAJIbHBI OIBIT pa3pelieHus
npoOjeM KOJOHU3AIUH, IMPEJICTABICHHBIX B KH-
Hemarorpade, Ui Yero OCYLIECTBISET MHOTO-
KpaTHBII 3amycK BOOOpaKeHUs reiiMepa moj KOH-
KPETHBII HabOp BHI30BOB.

skokok

JUx. Kananec mosjaraer, 4To «OTHOIICHHE
MEeXy (HIBMOM KaK ME/IWa U HAIllUM COBPEMEH-
HBIM MTOHUMAaHHUEM >KU3HU OOHApPYKUBAET TECHYIO
CUMOMOTHYECKYIO CBS3b B JBYX acleKTax: (HiIb-
MBIl HE TOJBKO pEMPE3eHTUPYIOT >KU3HEHHBIN
OIBIT, OHU HCHOJB3YIOTCA Ul ONpEeAeTeHUus ca-
MOT0 4yBCTBA KHM3HI»'°. MBI MOXKEM MPOIOIKHUTE
9Ty MBICIIB: €clii 10 cepenuubl XIX Beka medranu
KapTUHaMH, JI0 cepeauHbl XX Beka — 4YepHO-
0elbIM KHHO, C CEePeIMHbI — LIBETHBIM KHHO, TO
Tenephb MBI UIEM K TOMY, 4YTOOBI MEUTaTh UTPAMH.

CoBpeMeHHbIE KOMIIbIOTEpHBIE Urpbl (OX-
ygen not Included (2017), Horizon Zero Dawn

' Canales J. Dead and Alive: Micro-Cinematography
between Physics and Biology // Configurations. 2015.
September 17 Vol. 23, Ne 2. P. 236.

URL: http://www.academia.edu/16032396/Dead_and
Alive Micro-
Cinematography between_ Physics_and Biology (mara
obpamenws: 29.01.2019).
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(2017), Surviving Mars (2018) B3pammBaroT
NpPEJCTaBICHUE O TOM, YTO KyJbTypa OoJbIle HE
HaxoAWTCA B onmo3unuu Kk npupoze. «llepsas»
IIPUPOJIa €CTh KYJIbTypa B TOW CTEIICHH, B KAKOU
OHa CIIOCOOHAa HMHCTPYMEHTAIBHO MOJIEPKUBATH
OpraHuyeckue Inpoueccel. «Bropas» mnpupona
TaKKe yTPayMBaeT CBOE NE€PBOHAYAIBHOE 3HaYe-
Hue. OHa OTOXJIECTBISETCS C OpPraHUYECKUMU
[IpoLecCCaMH, KOTOPBIE [UISl CBOETO OCYIIECTBIIE-
HUSl HYXJAIOTCd B HHCTPYMEHTAIBHOM COIIPO-
BOXJeHUU. I[IpomcxoauT BO3BpALlEHHE CMBICIA
OpraHMKHU KaK HHCTPYMEHTA.

OMnupuyeckue HaONIOJCHUS M TEOpeTH-
YECKUE UCCIEA0BAHMS IT0Ka3bIBAIOT, YTO Opra-

HU3M OO0JIaZlaeT TBOPUYECKOW CIOCOOHOCTHIO. OH
BOCCTAHABJIMBAET IOBPEXACHHBIE YYacTKHU Tela
(unHUT cebs), cmocobeH K BOCHPOH3BOICTBY,
HAXOJWUT ANbTEPHATHUBHBIC MYTH IJI1 MPOTEKAHUS
OpPTraHUYecKUX MpoLeccoB. Mbl BUAMM, YTO B CO-
BPEMEHHBIX KUHO-, 2 TAKXKE UTPOBON UHIYCTPUSIX
OCHOBHbIMM Xxapaktepuctukamu MBO mnpencras-
JSI0TCS  TPOYHOCTh, THOKOCTh M oOecreyeHue
AIBTEPHATHBHBIX IyTEH NI MPOTEKaHUS OpPTraHu-
YecKUX MporeccoB. i Toro, 4rodbl OpraHusm
(YHKIMOHMPOBAT C TOMOLIBI0 HMHCTPYMEHTAIb-
HOUM 0a3pl, OHa JOJDKHA OBITH MOJOOHOU emy,
B3SITh Ha ce0s 9acTh ero QyHKITHIA.
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KEPTBOIIPUHOHMIEHUE JETEKTHUBA:
KAHPOBOE CBOEOBPA3UE CEPHAJIA «TRUE DETECTIVE»

Crarbsg moOCBSILEHAa MpoOOJeMe >KaHPOBOTO
cBO€OOpa3usl MEpBOro CE30HA KyJIbTOBOIO Telecepua-
na «True detective». JIpamaTypruveckue, KOMIIO3UIIM-
OHHBIE U CTPYKTYPHBIE OCOOCHHOCTH CIO’KETOMOCTPO-
€HHUsl TPOM3BENECHMS PAacCMaTPUBAIOTCS B KOHTEKCTE
pa3BUTHUA JETEKTUBHOM Tpaanumu. Ha ocHOBe gaHHOrO
aHalM3a  CTPOUTCS  KOMIUIEKCHas

IMcKypcuBHas mozenb «True detective», oOHapyxu-

HappaTUBHO-

Baromias CTpEMJICHHUC XYHOKCCTBCHHBIMHU CPCACTBAMU
MEPCOCMBICINUTD YCTOABHIMECCA KAHPOBBIC KOHBCHIIUH.
Eé CHeI_II/I(l)I/IKa OIMpCACIIACTCA TaPMOHUYCCKUMU U CO-
HUOKYJIBTYPHBIMH XapPAKTCPHUCTHUKAMU:
Kak (bYHZ[aMeHTaIIBHBIM OpPraHu3yromuM MIpPHUHIUIIOM,

CUMMETpHEN

PEKYPCHUBHOM JIOTHKOH AOMHHHPYIOIIETO XPOHOTOIA
«CIUPANb-JIAOUPUHT» U apXETHUIINYECKUM CIOKETHBIM
MOTHBOM «caMmoyOmiicTBa Oora». Mx xoMOMHanms
OKa3bIBacT HEMOCPEICTBEHHOE BO3JCHCTBUE Ha JIHere-
3MC M 3HAaKOBYIO CHCTEMY CepUalia, a TAKXKe MPOBOLH-
pyeTr mporecc paspylieHus (HOpMaTbHOH WHTPUIH,
npeoOpasys KaHPOBYIO MCTOPHIO B MH(OIOTHYECKOE
MmoBecTBOBaHUE. TakuM 00pa3oM, UCCIeIOBaHUE JKaH-
poBoii npuponsl cepuana «True detective» mo3BossieT
CYAHTh O BO3MOXHOCTSIX SKPaHHOTO MPOW3BEICHUS
CTaBUTh M pa3pemiarh MeTa3ajadyd, BBIXOAALINE 3a

rpaHullbl KOHKPETHOTO CHOXKETA, U MCPCIICKTHUBAX, KO-
TOPBIC OTKPBIBAKOTCA JId ACTCKTUBHOTIO JKaHpPa.

KirodeBble cioBa: Tenmecepualn, AETEKTHB,
HappaTuB, AUCKYpC, CIOKET, DKpaHHBIE HCKyCCTBa,
XKaHp, Tepod, apXeTHIl, CTPYKTypa, MH(, TaOHPHHT,
MpeCTyIUICHUE, IPUHLIUI CUMMETPHH, KOH(IUKT, XpO-

HOTOII, «CaMOyOUKCTBO OoTay.

DETECTIVE SACRIFICE:
GENRE ORIGINALITY OF THE SERIES
TRUE DETECTIVE

The article is devoted to the problem of genre
originality of the st season of the cult television series
True detective. Dramaturgic, compositional, structural
and other specific principles of the plot are considered
in the context of the detective tradition development.
Complex narrative and discursive model of True detec-
tive is built on this analysis revealing desire to reform
with artistic means the established genre forms and
conventions. Its particularity is determined by the fol-
lowing harmonic and sociocultural characteristics:
symmetry as the fundamental organizing principle, the
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recursive logic of the dominant chronotope of "spiral-
maze" and the archetypical motif of the "dying-and-
rising god". Their combination has a strong influence
on the series' diegesis and sign system. It also propels
the destruction of formal intrigue, transforming genre
story into mythological narration. Thus investigation
of genre originality of True detective highlights TV-
series possibilities to formulate and resolve external

>< opxe Jlyuc bopxec nsareuecar ner
Ha3aJ C COXAJICHHEM IHCAl O TOM,

YTO JETEKTUBHBI JKaHP NEPEKUBACT YHAIOK.
«Benukuii OMOIMOTEKaph» KOHCTATUPOBAN, YTO
Ha CMEHY «JIETEKTHBY, B OCHOBE KOTOPOI'O JICKUT
TaliHa, packpeiBaemas paboToi yma»!, mpumum
peanuctudyeckue ucropun o Hacuiauu. «Iloazus
KJIOHUTCSI K CBOOOZHOMY CTUXY, ITOJlarasi, YTo TOT
jerde peryisipHoro»?, — sakmouan Bopxec. [le-
TEKTUB B KMHO U Ha TelleBUACHUM K Hadany XXI
BEKa JIEUCTBUTEIIBHO IIPETEPIENl MHOKECTBO

Tpanchopmanuii’

. CeromHs Ha 3KpaHax cocel-
CTBYIOT KaK IIPOU3BEICHUS, CO3JaHHBIC IO KJAC-
CUYECKUM KaHOHaM >KaHpa, TaK U MYJIbTHIKaHPO-
BbIC MHBapuaHTbl. BecbMma yCTOWYMBBIMM CTalH,
HallpuMep, JKAHPOBBIE COYETaHUS JACTEKTUBA C
IICUXOJIOTUYECKOW M COLMAIIBHOM JIpamMou, TpuUil-
JepoM, MEJOAPaMON, MPHUKIIOYECHUECKUM (Huih-
MoM u 1npod. OpHako B MYyJIbTHKaHPOBOM
HaIlpaBJICHUH HA4YMHACT Pa3BUBATbCA CHOKETUKA
MHOIO_IIOPSAKA, & UMEHHO, — CTaBslllas HOBBIU
KOMILIEKC XYyJ0KECTBEHHO-ICTETUUECKUX MeTa3a-

Aad MO0 OTHOIICHUIO K TPAAUIIMOHHOMY ITOBCCTBO-

' Bopxec X. JI. Jlerextus // Kak cienath NeTeKTUB:
cbopuuk. M.: Pamyra, 1990. C. 268.

2 Tam xe. C. 272.

3 Spina F. Crime films // Oxford Research Encyclope-
dia of Criminology. USA: Oxford University Press,
2016.

meta-problems, which opens up new opportunities for
the detective genre

Key words: TV-series, detective story, narra-
tive, discourse, plot, screen arts, genre, hero, arche-
type, structure, myth, maze, crime, principle of sym-
metry, conflict, chronos, topos, dying-and-rising god.

BaHUIO. Tak, BHUMaHHE K sy KBa3MHAppaTHUB-
HBIX NpOOJIEM, TaKMX KakK >KaHpPOBas COBMECTH-
MOCTb, YCTOWYMBOCTh M NPOHUIIAEMOCTH KaHPO-
BBIX TPAHHULl, BO3MOXKHOCTH CTPYKTYPHBIX M CTH-
JIeBBIX PEKOMOMHAIMNA U Jp. TPOBOLIUPYET aMepH-
kaHckuit cepuan 2014-2015 rr. «True detectivey.

AKTyanu3anusi KaHpoBOH NpoOiIeMaTuku
OCYIIECTBIISIETCSl YK€ B caMoM Has3BaHuM «True
detective» — «Hacrosiuii nerextun». Kateropus
«HACTOSIIET0» OTCHUIACT K LIEJIOMY DSy HETOX-
JIECTBEHHBIX TMOHATHH, TAKUX KaK «IIPaBIUBOCTDHY,
«ACTUHHOCTBY», «PEATHCTUYHOCTHY», «JIOKYMEH-
TaIbHOCTbY», «OPUTHHAIBHOCTBY, «IOJUIMHHOCTHY
U MpoY. BaxkHO OTMETHUTH, YTO CIIOBOCOUYETAHUE
«true detective» Takke KOppelupyer c «true
crime» — OCOOBIM KaHPOM JOKYMEHTAJIHCTUKH,
PEKOHCTPYHPYIOIIUM HCTOPUH HACTOAIIMX IIpe-
crymienuil. Kak sxanp «true crime» mmeer ropas-
10 Gosblie 0OIIETo ¢ KYPHAIUCTUKON, YeM C UT-
POBBIM KHHO M XYyI0KECTBEHHOM IMTEpaTypoit*.
[TomoOHBIE CIOXKETHI OMHPAIOTCS B KayecTBE HC-
TOYHUKOB Ha HE3aBUCHUMBIC pACCIICOBAHUS, ra-
3€THBIE OYEpKH, JTOKYMEHTaJIbHbIE HCCIIeI0OBAHNUS,
GuIbMBI, TeNenepenayn W Jaxe JIOOUTEIbCKUI
MHTEPHET-KOHTEHT KPUMUHAJIBHOU TemaTuku. He-
CMOTpA Ha To, yTo HazBaHue «True detective» ot-

4 Biressi A. Crime, Fear and the Law in True Crime
Stories. N. Y.: Palgrave Macmillan, 2001. P. 41.
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KpBITO JUIS PAa3HOIUIAHOBOM HWHTEPIPETALUH, B
HEM UMIUIMIUTHO IPUCYTCTBYET NMPOTUBOIIOCTAB-
JICHUE «HACTOSIIETO» U «HEHACTOSILEr0» JETEK-
TtBa. C OHON CTOPOHBI, 3TO MOKHO TPAaKTOBATH
KAaK BBI30B JXKaHPY JCTEKTUBA KaK TaKOBOMY: KakK
HaMepeHHe OTOHTH OT MIAOJIOHHBIX CIOKETHBIX
MOJICJIEH, CTEPEOTHUIIHBIX IEPCOHAXEN U Tpaau-
[IMOHHOTO PAlMOHAIUCTCKOro madoca’; Kak HH-
TEHLIMIO, PACIIUpsis, HO HE paspyllas >KaHPOBBIX
KaHOHOB, MPEOJOJIETh NPUBBIUHYIO (GOpMY IIO-
BECTBOBAHUs, CXEMaTUYHOCTb Pa3BUTHUS CIOKETA U
TUNEePTPOPUPOBAHHYIO YCIOBHOCTh «HEHACTOS-
IUX» NPECTYIUICHUH C LENbI0 IPUAATH YKPAHHO-
My IPOM3BENCHUIO XapaKTEP HEBBIMBIIIIEHHOIO U
He3anporpaMmmupoBaHHoro aeucrsus. Ho, ¢ npy-
roi, — Ha3BaHUE MOXXHO HHTEPIPETUPOBATH KaK
CKPBITYI0 MHCIIMPALIUIO: «A YTO TaKO€ HACTOSALIUI
nerekTuB?». W Torga Bech cepuan MpeacTaeT Mo-
IIBITKOM Ha HETO OTBETUTh CPEACTBAMU KUHOS3BI-
Ka.

«Ilapmuépcras mooens»

HcxonHnoe coObITHE cepuana JOBOJIBHO
OpPTOJIOKCAJIBHO Ul AE€TEKTUBHOIO CHOKETA: B Ma-
JIOHACECJICHHOM paiioHe Jlyn3uaHbl IPOUCXOIUT
yOUHCTBO MOJIOJON NEBYIIKH, SPKOW OCOOEHHO-
CTbIO KOTOPOTO BBICTYINAET MPEAINONATraeMblid pHU-
TyaJIbHbIN Xapakrep npecrymuieHus. K paccieno-
BAHUIO NPUCTYMAIOT ABOE nojuueiickux. Cas3aH-
Hasl NMapTHEPCTBOM Iapa IVIABHBIX I€POEB — OJIUH
U3 TPaJMLUOHHBIX YXAHPOBBIX NAaTTEPHOB, KOTO-
pele monaBepraercs JACKOHCTpykKuuu B «True
detective». B kiaccuueckoMm JETEKTHBE MEpCOHA-
KU-HAITapHUKN W3HAYAJIBbHO Pa3BUBAIUCH B Ipa-
HULAX OYaJbHOTO INPEACTABICHUS «BEIUKHUN CBI-

Hatigprmn B. Pamuonanu3m u moctMoaepHU3M //
Becrauk Poccuiickoro yHuUBepcuTeTa APYKOBI Hapo-
noB. Cepusi: ®unocodust, 2012, Ne 2. C. 12.

LUK U NIPENaHHbIN copaTHUK-pacckazuuk» (Ilep-
ok XonMmc u nokrtop Barcon, DOpkions [lyapo u
kamutad [acturrc). IlepBelii oOmamanm 3HaA4YM-
TeJNbHO 00Jiee BHICOKUM MPO(PECCHOHANBHBIM CTa-
TyCOM M TaJaHTOM, OH BBICTyNaJl JE€TEKTUBOM-
IIPOTarOHUCTOM, PACIlyThIBAIOIIUM IPECTYIUIEHNE
U PACcKpBIBAIOLIUM 3aMBbICEIl 3J10/1es-aHTarOHKUCTA.
Bropoii npezacraBan ¢urypoit BcomoraTenbHON
— «XpOHHKEPOM»®, €ro 3amada CoCTOsIa B TOM,
YTOObI CBOMMHM KOMMEHTApUsSMHU MM BOIPOCAMHU
OOBSICHUTBH JIOTUKY TIIOCTYIKOB M, YTO Ba)KHEE,
paccyxaeHuii nepsoro. C pa3BUTHEM XaHpa BTO-
PO HamapHHUK IMOCTENEHHO Tepsul (PYHKIHIO IO-
BECTBOBATEsI M MPHOOpETan JOMOJTHUTEIbHBIN
BEC B KayeCTBE CaMOCTOSTEIBHOIO Ieposi-
nomoinuka (Hupo Byned u Apun I'yasun, [lep-
pu Meiicon u [lenna Ctpur). 3aTemMm npousomén
IIEpPEX0]l OT HMEpPAapXUUYECKOW MOJENH K COH3Yy
PaBHOIIPABHBIX MMAPTHEPOB, KAXKIBIM U3 KOTOPBIX
obyiazanm COOCTBEHHBIM IOHMMAHHEM CUTYalluu
(Pemunrron Ctun u Jlopa Xonr, ®okc Mangep u
HMana Ckamnun). Y BTOpOro reposi nosiBUach CBO-
60/1a CyKJI€HUH U TIOCTYIIKOB, aKTUBHAs TTO3UIUS
U BO3MOXKHOCTb BIIMSTH Ha XOJ paccilelOBaHUs,
TO €CTh, — Ha pas3ButTue croxkera. «llapTHépckas
MoOJIeNIb» Oblia yJIoOHa Uit pacKphITHS JIBYX He-
CXO’KHMX aKCHOJIOTMYECKUX U, KaK CJIEJICTBUE, THO-
CEO0JIOTMYECKHUX MOJIX0J0B — HAallpUMEpP, — BEPHI U
pasyma, JOTMKH M MHTYHIWH, aOCTPaKTHOTO 3Ha-
HUS U MPAKTUYECKOI'O ONBITA, PAllMOHAIBHOIO U
UppalMOHAILHOTO METO/A ITO3HAHUS.

[TonoOHBIN KOH(DIUKTHBIA MPUHIMIT pea-

mu3oBaH U B «True detective». OOpa3bl nmepcoHa-

S Anmpideposa O. JleTeKTUBHBIH KaHp ¥ POMAHTHYE-
CKasl XyJoKecTBeHHas cuctema / HanmonanbHas cre-
uupuKa NPOU3BEACHUN 3apyOeKHOH JUTEpaTypshl
XIX-XX Bekos. I[Ipobiema >xaHpa : MeKBY30BCKHUI
cOOpHHK Hay4HBIX TpynoB ; o ped. B. H. leiikep u
ap. Usanoso : U3n-so UBI'Y, 1994. C. 30.
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xei-HanapHukoB Pactuna Koyna u Maptu Xapra
M3HAYAJIBHO CTPOSATCA Ha IPOTHBOIIOCTABIICHUM.
Koyn umeer xapakTepHble 4epThl «BEIUKOTO ChI-
IIUKa» U3 KJIACCUYECKOr0 IETEKTHUBA: €ro COLMU-
albHAas M30JMPOBAHHOCTH (OTCYTCTBUE CEMBH,
Apy3ed, MOJAEPKKH KOJUIET) BKYNE CO «CIIOXK-
HBIM» XapaKTepOM, HEMPHUATHEM OOIECTBEHHBIX
HOPM ¥ BBIJAIOIIUMCS YMOM O0€CIEYHBAIOT
ONPEIEIEHHYIO CTEIIEHb «HEIOX0XKECTU» U «HMHA-
KOBOCTU» U (POPMHUPYIOT 3HAYUTEIBHYIO JUCTaH-
LU0 MEXKJIY HUM M OKPYKAIOIIMM MUPOM. XapT,
HallpOTUB, TUIMYECKUN TIe€pOM IOIULEHCKOTO
npoieaypaiia, «mioxoil xopomwuit kom». OH He
MPOTHBOIIOCTABJIECH OOIIECTBY, @ KPENKO C HUM
CBsi3aH (OTHOLIEHHUS C CEMbEH, IJIOOOBHHUIIAMH,
TOBapUIaMHU MO0 paboTe MPOTUBOPEUUBBI, HO CO-
LMAIbHO CaHKLIMOHUPOBaHbI). XapT — IUIOTh OT
IUIOTH CBOEro OokpyxeHus. OH cTpemMuTcs OBbITh
«CBOUM TapHEM», «HACTOALIUM MY>KHKOM» U, KaK
CJIEICTBHUE, MEPEHUMACT CTEPEOTUIIHBIE MOJEIU
MOBEJICHHsI, T0OPOAETENIN U TIOPOKU CBOCH COIH-
anbHOU rpynmnsl. HecMoTps Ha TO, 4TO B 3aBA304-
HOM 31M30/1¢ 00a HamapHUKa 3asBJICHBI KaK CITy-
KUTEH 3aKOHa, XapT B OOJbIIel Mepe SBIseTCs
OTPaXEHUEM CYILIECTBYIOLIEH CHUCTEMBI IIPABOCY-
s, Hexxenn Koyn. Takum oOpaszom, B3auMoaei-
cTBue HamapHUKoB B «True detective» crpoutcs
Ha KJIaCCUYECKOW OMHApHOW MOJENHU U COOTBET-
CTBYIOUIEM KOH()JIMKTE MEXIY KOJJICKTUBHBIM H
VHJUBHUYaJlIbHBIM, IOPSIAKOM M BCEI03BOJIEHHO-
CTBIO, MCIOJIHUTEIBHOCTBIO U HE3aBUCUMOCTBIO.
Ho mono0OHast Moenb npeicTaeT UMb HCXOAHBIM
CIO)KETHBIM OCHOBAaHMEM Ui 0OoJiee CI0XHOM
JpaMaTypruyeckoidl KOHCTPYKIHMH. OTO TOJBKO
OJlHA OChb KOOpJAMHAT MHOI'OMEPHOM JUereTude-
ckolt BceneHHolt «True detectiver.

Ipunyun cummempuu

JluHaMu4ecKu JIaOMIbHBIN XapakTep B3a-
MMOOTHOIIEHUN TIJIaBHBIX TI'€POEB  BBICTYIIACT
CJIEICTBUEM CTPYKTYPHO-KOMIIO3ULIMOHHON Opra-
HU3AIUU CIOXKETa TeJleCepruaa, OCHOBHBIC IIO-
BECTBOBATEIIbHBIE DJIEMEHTBI KOTOPOIO 3aJaHbI
MOCPEJICTBOM CUMMETPHYECKUX OOBEKTHBALIUM.
Ha ypoBHE CHOKETOIIOCTPOEHUS IPUHLMUI 3€p-
KaJbHOTO OTPAXEHHS CUTYaIUU-COOBITUS-IETAITN
Cc HauOOJbIIEH OYEBHIHOCTHIO MPOSBIISETCS B
Mpouecce HMHTEpPaKLMU NepcoHaxenl. B creHax,
YY4aCTHMKaMM KOTOPBIX OKa3bIBAIOTCS 00a Hamap-
HUKA, OHH C HEM30€KHOCTHIO 3aHUMAIOT abTep-
HATHBHbIC TIO3ULIUH WM, YTO BayKHEeE, PEOBIBAIOT
B «IIPOTUBOIIOJIOKHO 3apsKCHHBIX» HIIOCTACSX.
Tam, rae oavH SpOCTEH, APYrOM CIIOKOEH, Tle
OJIMH IIPENaETCs OTUYASHUIO, IPYTOM IIPEUCIIOIHEH
yBEpeHHOCTH. «CKauKu» HANpsSDKEHUS MEXKIY
HUMM — OJIHO U3 KJIFOYEBBIX TMHAMMUYECKUX HA4all
cepuana. B cBOw ouepenb, CUEHbI, B KOTOPBIX
IIPUCYTCTBYET JIMIIb OJUH U3 ABYX IVIABHBIX I€PO-
eB, «3apu(MOBaHB» Ha YPOBHE IHUCKYypca, IO
[IPEUMYILIECTBY, IOCPEACTBOM IIPUHIUIA Iapal-
JIENTbHOr0 MOHTaxa. [IpuémM mo3BosiseT coCTaBUTh
CBs3HYIO (pa3y H3 OTHENBHBIX (ParMEeHTOB:
HampuMep, clieHa, B kotopod Koyn npuxogur B
CBOIO IIyCTYIO KBapTHUPY, IIEPEMEKACTCS KaJpaMHu,
n300pakaromMMU XapTa 3a CTOJIOM B OKPYXCHHU
cembH. [loyHasg B3aMMHOIO NPUTSKEHUS 3pOTHYC-
CKasi CIICHa MEXIy XapToM U €ro JIFOOOBHUIIEH
yepenyercsi ¢ cueHoi otkaza Koyrna ot ¢usnue-
CKOW OJM30CTH, pe3yJIbTaTOM KOTOPOT'O BBICTYIIA-
€T OTYYXKICHHOCTb Iepos M ero mapreépmu. B
JIpyroM ciy4ae XMmenbHas OpaBana Xapta nepen
KOJUIETAMM IIEPEMEXKACTCS KaJpaMU DKCTaTU4de-
ckoro crpemienus Koyna non nelicTBUEM jKecT-
KHX CTUMYJIATOPOB PacKphITh A€o, etc. Bo Bcex
3TUX cllydasx Onarojaps NPUHIMIYY CHMMETPHU
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JMCKPETHOCTD CIIEH TOJIBKO YKPEIUISET LEIbHOCTh
amu304a. A B mpeenie — JOCTUTaeTcsl opraHuye-
CKasl LIEJIOCTHOCTh BCETrO NMPOU3BEICHHS, TaK KaK
repou, MPOKUBAIOIIUE, HA TEPBBIA B3MJIAJ, Ma-
pajuleNIbHbIE KU3HH, OKAa3bIBAIOTCS B UJICHTUYHBIX
CUTyallUsSX U MPOXOIAT OJHH U T€ K€ dTambl. Tak
3ajaeTcs 00Iast TPACKTOPHs UX cyAe0, Bexyas K
rulenu u npeodpaxeHHUIO.

AHaJIOTUYHBIM 00pa3oM, MO MPUHLUITY BU-
3yaJIbHOM CUMMETPHUH M TOCIIEA0BATENbHBIX MPO-
TUBOMOCTaBJIeHH B cepuane «True detectivey
crpoutcsi oOpasHblit psin. Kontpact momuépkuBa-
€TCsl TIOCPENCTBOM ACCOLIMAaTUBHOIO MOHTAXKa.
Tak, HampuMmep, B IEpPBOM CEpUHM Kaapbl ABYX
BYJII'apHBIX JEBHIl B HOYHOM 3aBEJICHHM COIps-
raloTcs ¢ KajJpaMH ABYX MAaJCHBKHX, 3aCBINaro-
IIMX B CBOMX KPOBATAX JIEBOUEK. TaKue CIICHBI 110
CYTH SBISIOTCS MeTadopudyeckuMu (urypamu,
OOpeTaroIMMU CMBICIT TOJIBKO Onarojapsi cBoei
amOuBasieHTHOCTH. CIOKETHBIE TOMOCHI (TOHMMAa-
eMbIe 3/1eCh KaK «IPOCTPAHCTBEHHBI KOHTUHYYM
TEKCTa, B KOTOPOM OTOOpaKaeTCss MUP 00BEKTa» ')
TaKke 00pa3yloT pHU(MOBaHHBIE MApPhl: «LEPKOBb
— Oopaenby, «IONULEHCKUI ydacTok — Oap»,
«IIKoNla — KIIAOuIIe», «IIPUPOTHBIA Mei3ax —
MHAyCTpHaNbHBIA JanmmagpT». HecmoTpsa Ha ToO,
YTO CIOXKET CTPOUTCA B TPEX XPOHOJIOIMUECKUX
orpeskax — 1995, 2002 u 2012 rogax, B nepBbIX
IIECTH CEpUsX JICHCTBHUE Pa3BOPAUNBACTCS TOJIBKO
B JIByX XPOHOCAaxX — IMPOILUIOM M HACTOSIIEM. A
3TO, B CBOIO OYEPE]b, IPUBOIUT K IOBTOPEHUIO
3HaYMMBIX CHUTYyallMii W YJBOEHHUIO OCHOBHBIX
CTPYKTYPHBIX COOBITHI cepuana. HekoTopsie «ro-
BOPSIINE MOBTOPBD) CYIIIHOCTHO BIIUSIOT Ha apXu-
TEKTOHUKY CIokeTa. Tak JABaXAbl MOSBISETCS
wiakar ¢ Qororpadueil moruOme 1eBOYKU-

7 Jlorman FO.M. CTpyKTypa Xy/I0KeCTBEHHOIO TEKCTA.
M.: UckycctBo, 1970. C. 280.

noapoctka. Koyn BUAUT ero y JOpOrd B camMoOM
Hayajie paccieZIOBaHUs U CIYCTSl CEMb JIET MOCIe
TOTO, KaK TMpeArojaraeMblii MPEeCTYyMHUK ObLI
HaizieH u 3actpeneH. B 1995-m roqy 6anHep cBe-
#uil U sapkuil, B 2002-M — pBaHbIN U BBIIBETIINMN.
[Ipousomieniive U3MeHEHUS — 3TO HE MPOCTO CIEN
BPEMEHH, CBUJECTEIHCTBO MOCTENEHHOTO pasJio-
KEHUS W ynajaka. PazopBanHOe mormonaMm u3o0pa-
KEeHUe YOUTOW NIEBOYKH M TOOJEKIas HaJIUCh:
«BpbI 3HaeTe, KTO yOUII MEHS?» — 3HAK THIETHOCTH
BCEX YCHJIHMH, OECIJIOMHOCTH IOMIBITOK MPUOIH-
3UThCSI K HCTHMHE W TAaryOHOW WIUIFO30PHOCTH
IIPEACTABICHUN HamapHUKOB. Ilmakar 3HameHyer
Hen30e)KHOCTh Kpaxa YCTaHOBHBILETOCS MOPSIKA
U TpeaBapsieT TPSAYIINi epexo]] CIoKeTa Ha HO-
BbIil BUTOK. HO MOBTOpBI — 3TO ML CyOKOMIIO-
HEHT, YCHJIMBAIOIIUN M TOJJIEepKUBAOIMNA (yH-
JAMEHTAJIbHBIA ~ KOMIIO3ULMOHHBIA  MPUHLIMI
VABOCHUS KJIIOYEBBIX CIOXKETHBIX COObITHI. B
«True detective» IBe 3aBA3KH, OBE KyJIbMUHAIWU,
1B pa3Bs3Ku U aBa ¢uHana. B Jlynsuane nBax bt
OOHApY>KUBAIOT TeJla PUTYaIbHO YOUTHIX HIEBY-
IIeK, HAAPHUKHM JBKIBI OEpyTCS 3a paccliefio-
BaHUE, BBl HAXOIAT U YOMBAIOT MPECTYITHU-
ka. Ho meradusmka coOBITHIfHOTO psizia omnpee-
JIIeTCA TeM, YTO BCE ATO MPOMCXOAUT Ha Pa3HbIX
CMBICJIOBBIX YPOBHSX. JlpamaTypruyeckas TOYKa
cumMeTpuu npuxoautcst Ha 2002 ros, HA MOMEHT
pa3pbiBa Mexay HamapHukamu. Ho ecnu B nuere-
3UCE cepuaia MEXKIy UX pacCTaBaHUEM U BOCCO-
€AMHEHUEM MPOXOAUT JIECATH JIET, TO Ha JKpaHe
3TO 3aHUMAaeT HECKOJIbKO MHUHYT. Jluxoromus
pacmaza u CHHTe3a 00pa3yeT 0Ch, BOKPYT KOTOPOi
BBICTPAUBAETCS BCSI CTPYKTYpa 3KPAHHOTO MPOU3-
BEJICHUS.
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paspbiB Mexay
HanapHukamu 2002

1995
TE/10
B nNondax

BOJIOTAX
>KepTBONpUHOLLEe-

HUe AeTeKTUBOB MOHCTP
NY6UIACTEO  HanapHUKK C“Bg%“:;'(
MOHCTpa Ha nopore

nabupuHTa

>KepTBOMpUHOLLIe- l:g:;‘;g
Sy
y HanapHUKU
MOoHCTpa Ha nopore
nabupuHTa
Puc. 1.

Cnupanv 1abupunma

OueBuaHas B3auMOOOYCIOBICHHOCTh CIO-
KETOIOCTPOCHUS u IIPOCTPAHCTBEHHO-
BpeMeHHOro KoHTHHyyMa «True detective» ompe-
JeNII€T OHTOJOIMYECKYI0 LIMKINYHOCTh BCEW HC-
TopuHu. BpeMs nBHKETCA HE JIMHEWHO, a IO CIU-
pamu. CoOCTBEHHO, MMEHHO 3TO (opmyHpyer
Koyn, 3asBnss: «Bpemst — minockuit kpyr». IIpo-
11J10€, HacTosIIee U Oyaylee He MPOCTO CBSI3aHbI
HEpa3pbIBHO, OHH, 110 CYTH, OAHOBPEMEHHBI. BCE,
YTO MTPOUCXOJHT, YK€ IPOUCXOIWIO, M Oyner
MIPOUCXOUTh CHOBA U CHOBa. Tak ¢uiocodus ce-
puajia IpPUCBAaMBACT HULIIEAHCKYIO KOHLEIMLHUIO
«BEYHOT'O BO3PAIICHUSI», TO €CTh MUpPaA, OJOOHO-
IO «BEJIMKON UIPe B KOCTH» C aCTPOHOMHYECKHUM,
HO HE OECKOHEUHBIM KOJIMYECTBOM KOMOWHAIIMIA,
a MoTOMy OOpEYEeHHOro Ha moBTOpeHue®. B 3a-
MKHYTOM LIMKJI€ OTIEJIbHbIE JHU CTHPAIOTCA,
MEPKHYT, UCYE3AI0T: ITO «IIyCThI€ OHH, JHU Kak

¥ dpumpux Humme: vacneaue u npoekt / COCT. U OTB.
pen. FO.B. Cuneoxas, E.A. Ilonakosa; nep. A.I'. XKa-
BopoukoB, U.M. IlomsxoBa. M.: M3znarensckuii dom
SCK, 2017. C. 534.

NOTEpsIHHbIE TICB». Y BMecTe ¢ HUMH UCUEe3aloT U
JIOAW: CIy4Yad HACHIUS, NPECTYIUIGHHS U HX
’KEPTBBI JIMIIAIOTCS CBOEH €IMHUYHOCTU U YHH-
KaJIbHOCTH, TaK KaK MYYCHHsS IHPOJOJIKAIOTCS
6eckoHeuyHo. I'epoun cepuana 4yBCTBYIOT, YTO IO-
NaJId BO BPEMEHH)YIO METII0. XapT OCO3HAET, YTO
«Oynymiee Bceraa Obuto mo3aam». Koyn monuma-
eT, YTO 3a IpeeslaMH OrpaHMYCHHOH ueloBeue-
CKOHM BCEJICHHOM «BPEMEHU HE CYILIECTBYET», TaM
— JIMIIb «B3UpAIOLIasi Ha HAaC BEYHOCTb». Tam
«HUYTO HE PAacTET, HU POXKIAETCS, HE MEHIETCS,
a «CMepTh co3/ajia BpeMs, YTOObI BBIPACTUTH TO,
4T0 IOTOM YOBET». Takum 0Opa3oM, HUKINYECKOe
BpeMsl cepralia CMEpTOHOCHO, OHO — OPYHE TIbIT-
K{, C MEXaHUCTHYECKUM Oe3pa3iruueM BHOBb U
BHOBBH BOCIIPOM3BOJAIIECE COCTOSHHE aroHuu. B
3TOM Kpyre BPEMEHU HHUYEro HEBO3MOXKHO M3Me-
HUTH: « MBI poXKJ1aeMcs 3aHOBO, HO IPOKUBAEM TY
Ke KU3HBY.

Tak ke OTUETIMBO 33/JAIOTCS XapaKTEpH-
CTHYECKHE OCOOCHHOCTH XYJ0XKECTBEHHOTO IIpO-
crpaHcTBa. Jlynsuana mpencTaBisieTCs MECTOM,
TUIIEHHBIM KaKoi OBl TO HU OBLIO OTMpeeNEHHOM,
BeniecTBeHHOU (opmbl. CKBO3b OOJIOTHBIN TyMaH
MPOCTYNAIOT JIMIIL HEsICHble ouepTaHus. M, Bme-
CT€ C TeM, IPOCTPAHCTBO OCSA3aEMO, OHO OCTaBIIfA-
€T «HETPHUATHBIA MPUBKYC AIIOMUHUS U TIETIa BO
pPTY». 3/1eCb HM y 4Yero HeT TOYHBIX KOOpIUHAT,
OoJiee-MeHee TIOHSATHO JIMIIb O/HO HAINpaBleHHE —
K tory. IIpoctpaHcTBeHHbIE OOBEKTHI HUKAK HE
JIMIIEHBI

3aKpCIJICHBI B TKaHWU PCAJIbHOCTH,

ycronunBol Touku. [IIkonel, wnepksy,
OOJIBHUIIBI, KiIagOuina Aped(yroT Mo 3bI0KOW U

HEeTBEPIOH, BOJSIHUCTOM rmouBe. MHorma Oyaro Obl

JIoMa,

CIIy4yallHO Ha IOBEPXHOCTH MPOCTYIAIOT CIEIbI
IIPECTYIUICHUS: «TEJI0 HAa TPOCTHUKOBOM IIOJIEY,
«Teno Ha OonoTax», «IeTH B jecax». Ha crenax
CaMOIIPOU3BOJIBHO

IIOABJIAKOTCA YPOJIUBBIC
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¢bpecku, Ha nepeBbix — IueTéHele Gurypku. Ho
TakKe OBICTPO YIUKH TEPSIOTCS, MPOMANAIOT BO
«True
detective» HeT TakoO#l KIIIOUEBOI IS TETEKTHUBHO-

BpEMsl yparaHoB W HaBOAHCHMH. B
ro )aHpa MPOCTPAHCTBEHHON KOHCTAHTHI, KaK Me-
CTO TPECTYIUICHUS, 3a/1aeTcs JIHMIIb MEeCTO OOHa-
pyxeHnus tpyna. Hanapuuku Koyn m Xapt cro-
COOHBI BHJIETh TOJBKO MPUMETHI 3J1a, HO €ro 00-
JUK M €ro JESHUS OCTAIOTCS CKPBITBIMU OT HX
rna3. ChIIIMKM HE MOTYT COPHEHTHpPOBATHCS B
3TOM MEpUAIOIIEM U NPU3PAYHOM MHUpPE, OHU BBI-
HYXKICHbl «HAMaThlBaTh KPYI'H», pa3 3a pa3oM
npoe3xas OIHU M Te K€ JOpPOrd BIOJbL 00JIOT,
M30THYTBIX PEK M HENPOXOIUMBIX 3apocieil. Ho
OHU OUIYIIAIOT BPaXACOHOCTh MPOCTPAHCTBA M
yIIaBIMBAIOT yrpody. «Bcé€ mobepexxbe HM3pe3aHo
TpyOOIPOBOJIaMH, CIIOBHO MHJIAMM, Yepe3 TpUI-
1aTh JIET 3TO MECTO OYZET Moj BOJOH», — 3aMeyda-
er Koyn. IIpocTpancTBO, B KOTOPOM OHHM OKa3a-
JMCh, MO CBOEH MPHUpPOJE HE MPOCTO JECTPYKTHUB-
HO, OHO TUIOTOSITHO: OHO HE TOJBKO pa3pyliaer
70Ma U pa3belaeT jKeJae3Hble MOCTHI, HO U TOXKH-
paer moneit. Takoii «MoTuB KaHHHOanm3Ma |...]
BBICTYIaeT KaK Marunyeckoe MpHUCBOCHHUE HOBOTO,
MHOTO TeJiay’, Kak MposBlIeHHE Oe3yCIOBHON Biia-
CTH MPOCTPAHCTBA HAJ OKa3aBIIMMUCS B €ro rpa-
HHUIAX 00BEKTAMH.

Ha cumBoOnMuYecKOM ypOBHE yparaHbl M
HABOJHEHMS — 3TO U €CTh BPEMS M MPOCTPAHCTBO
«True detective». IlepBoe cmeraeT Bc€ U 3aKpy-
YMBAET B CIHPAIU, BTOPOE — MOXUIIAET U TOTJIO-
maer. Lluknuyeckoe Bpemsi cepuaia M €ro Hc-
KPUBJIIEHHOE MHOTOMEpPHOE MPOCTPAHCTBO 00Opa-
3YIOT JJAOUPUHT — CaMOOPraHU3YIOILIHILCA, Cropa-
JMYECKH W3MEHUYUBBIN, MOJOOHO MakaOpU4ecKo-
My TaHIly XpoHoTom. JIabupuHT, ¢ 0HOW CTOpO-

? SImmonbexuit M. Jlemon u nabupunt. M: Hopoe mu-
TepaTypHoe 06o3penue, 1996. C. §9.

HbI, O3HAYAET 3aKPBITOCTh W IE€PMETUYHOCTH!’
(McTOpUYECKH MPUCYIIUE KIACCHUYECKOMY JETEK-
TUBY), & C Ipyroil — MHOTOBapUAaHTHOCTb M HEHUC-
TOLIUMBIM TOTEHUHAT BO3MOXKHOCTEH, KOTOpBIE
JE3UHTETPUPYIOT JIEKAIIYI0 B OCHOBE JCTEKTUB-
HOTO JKaHpa TUIEPIETEPMUHUPOBAHHOCTB! !, CBsI3b
MEX]ly IPUYHHOM U CIIECTBUEM, BOIIPOCOM U OT-
BETOM, 3araJIkOd M pasrajJkou, NPEeCTyIHUKOM H
npectymieHueM u T.A. Takum oOpazom, «True
detective» OJHOBPEMEHHO paCIIUPSET T'PAHHIIBI
’KaHpa M TPEeoJIoJIeBaeT MX: OCTaBasiCh MOBECTBO-
BaTEJIbHO 3aBEPIIEHHBIM, MOCTYJIUPYET MOJENb
«OTKPBITOT0» MPOHU3BEACHUS, TO €CTh «IIPHHIIU-
MUAJILHO HEOJHO3HAYHOT'O COOOIICHUs, MHOXeE-
CTBEHHOCTH O03HAYaeMbIX, KOTOpBIE COCYILECTBY-
0T B OJIHOM O3HAYaroImeM» 2,

Wtak, 1abUpHHT — 3TO BpeMmsl, HOWMaHHOE
B JIOBYIIKY IMPOCTPAaHCTBA, a MOTOMY JIMIIEHHOE
CBOMX OCHOBHBIX CBOWCTB — IOJBW)XHOCTH M U3-
MEHYMBOCTHU. | TyOMHHBIE pa3ynops0YeHHbIC 3a-
KOHOMEPHOCTH Takoro XpoHOTona (Crupaib-
naOUpPUHT) OKAa3bIBAIOTCS CHJIbHEE, YeM WHIMBH-
IOyallbHasi «BOJS» TJAaBHBIX repoeB. HamapHuku
MOHUMAIOT, YTO OKAa3bIBAIOTCS B YYXKOW BIIACTH.
«MBpI Kak OyaTO HAXOJUMCSI B YbEM-TO BOCIIOMH-
HaHUM O TOpOJE... MPUYEM JOBOJIBHO YK€ IO-
onekmem»; «ITo Kakas-To (GaHTazusy, «IT0 Me-
CTO HAIlOMHHJIO MHE pacckas3bl OTLA O BBETHAM-
CKUX JDKYHIUIAX», — ToBopuT Koyn. JlaObupunt
npeacTaéT MakaOpHUYeCKH HEyNpaBsieMOM CyIl-
HOCTBIO, TO €CTh MOJIy4aeT B CIOXKETe CTaTyC Me-

' Mapkynan $1. 3apyGexnblii KuHOAETEKTHB. OMBIT
W3y4YEHHs] OJHOTO M3 XKaHPOB OypKya3HOHM MacCOBOM
KynbTypsbl. Jleannrpan: Uckycctso, 1975. C. 40.

" Bonbckuit H.H. Jlerkoe urenue. PaGoTel Ho Teopuu
U HUCTOpUHM [JIETEKTUBHOrO jkaHpa. HoBocuOupck
HITIY, 2006. 278 c.

12 9ko V. OtkpsIToe mpoussenenue / IlepeB. ¢ uran.
A.II. yp6enesa. CII6.: Cummosuym, 2006. C. 50.
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TalepcoHaka, KOTOPbIA HE TOJIBKO OKPYXaeT re-
pOEB, HO IPOHUKAET BHYTPh U 3aBIaJEBACT UX pa-
3yMOM. UTO OISITb 3aMBIKAETCS B JUATIOTUYECKYIO
dopmyiy: cozHaHHMe — «3amepras komHaTay. Ilo-
noOHasi CrokeTHast TpaHchopMarsl MpeacTaeT
Oosee TTyOOKUM YPOBHEM MEPEOCMBICIICHUS JKaH-
POBBIX KJIHIIE, @ UMEHHO — «yOHIICTBA B 3aKPBITON
KOMHaTte». «Bcsi TBos U3HB, BCS JIIOOOBb, HEHA-
BUCTh, IAMATh U 00N — BCE 3TO OJMH COH, KOTO-
Pl ThI BUAEN 3anepToil komHaTe. COH O TOM, YTO
TBI ObLT YeJIOBEeKOM. M KaK BO MHOTHX CHAaX, B HEM
IpsiYeTcsl 4yJOBHILE», — B JaHHOM peruinke Ko-
ylla 3aKioyaercs Merapu3udeckas C TO3HMLUU
JUEreTUYEeCKOM KOHCTPYKLMHM U METakaHpoBas ¢
MIO3ULIUHU JETEKTUBHOIO CHOKETOIIOCTPOCHUS Me-
tamopdosza cepuana. Benp eciaum «i1abUpUHT — 3TO
BHEIIIHUM PUCYHOK JBWKCHMS Te€la, YCTPEMIIECH-
Horo K Tpanchopmanun»'3, To B «True detectiver
— 3TO, IPEXKAE BCETO, PUCYHOK TEJIa «MOHCTPA».
Tonpko HEBHIMMBIA yOWia NeTel W KCHIUH
OPUEHTHUPYETCSI B MAHIPOBBIX 3apOCIIAX, XUTPO-
CIUICTEHUSAX JIOPOT M TPOIOK, 00JoTaX, MOJISIX U
U3BUIIUCTBIX pekax. [IoroMy 4TO OH M €CTh X034-
WH M BJIACTEIMH JIAOMPUHTA — «CETEH IbSBOJIAY.
«51 Bc€ mobepexxbe 3Hat0. Mosi ceMbst KHUBET 3/1€Ch
OYEHb U OYEHb JABHO...», — IPU3HAETCS MIPECTYII-
HUK B (UHAJE 7-i CepuM, pacKpbIBas TEM CaMbIM
CBOI0 CBEPXBECTECTBEHHYIO, XTOHUYECKYIO IIPHU-
pony. Pemumka moBucaer B BO3JyXe, OCTaBasiCh
HUKEM HE YCIBIIIAHHOW, a KaMmepa I0Ka3bIBAET
BHUJI CBEPXY — OJMHOKOIO TIa30HOKOCHUIIBIIMKA B
LEHTPE BBICTPUIKEHHOTO B (hOpME CIIUPATH OIS
CueHa HarjasiAHO JAEMOHCTPUPYET, UYTO «MOHCTP»
— EIUHCTBEHHOE OPraHM3YIOIIee HA4allo, 3TO OH
3a1a€T CMBICII U NOPSAIOK BCErO IMPOUCXOIAIIETO.
OH ynpaBisieT IpOCTPaHCTBOM U BpeMeHeM, Oy-

1 dmmonbekuit M. JleMon u nabupunt. M: HoBoe mu-
TepaTypHoe 06o3penue, 1996. C. 69.

Iy4d pacTBOPEH B HUX U, BMECTE C TE€M, OCTaBa-
ACh 3a IpeaenamMu Bcex usmepeHuil. OH Besfe-
CYIL, IIOBCIOAY €r0 IIPUMETHI: KOPOHBI U3 OJICHBUX
pOroB, Y€pHBIE KPECThI, IPUMUTUBHBIE PUCYHKH,
MKOHMYECKHE 3HAKU — CMELICHUE CHMBOJIOB BJIA-
CcTH U Bepbl. OH BCEBEAYIl, OH «BUAUT U y3HAET»
JIIOJIEH, 3aCTaBIIsICT UX COBEPIIATh Y KACHBIC BELIU
(sipxuit mpumep — «OonotHas Menes»). U Oynyun
MIOPOXKIACHUEM TEMHON BCEJICHHOM, I'AE «BpeMs
UIET 1O KPYry, COJIHIIE TOHET B 03€pe, KpyKar
JTYHBI-OMU3HEIBI W CBETAT UEPHBIE 3BE3[bD»,
«MOHCTpP» TPU 3TOM JKHUBET B KaXJOM — BHYTPH
«3aIepTod KOMHAThDY. «MOHCTp IpEacTaer Io-
JIOM HEraTHUBHOM CUMMETPHUH, KONHUEW, OTIEYaT-
KOM Hao00poT»'4. B 3TOM CMbICIIE OH — apXeTH-
MUYECKUN «TEMHBIM ABOMHUK», W3HAHKA YeIOBE-
YEeCKOI CYIIHOCTH, «IIePCOHU(UKALINS BCETO, YTO
cyObeKT He mpusHaér B ceben'S. BrirecHss
«TE€HbY» W3 CBOETO CO3HAHMWS, IE€POU IPOCLUPYIOT
e€ B mpocTpaHCTBO NabupuHTa. U B KauecTBe
SMaHallUM HUX TI'PEXOB, CTPACTEM M CTPAaxOB OHA
BOILIOIIAETCA B «MOHCTpe». JlyaauCTUYHOCTH
BHEILIHETO U BHYTPEHHETO0 MUPA, UX HEpa3pbIBHAs
CBSI3b M «OOOPOTHUYECTBO», HEMPEPHIBHOE Mepe-
TeKaHue, IpeoOpa3oBaHUE OJHOTO B APYroe — 3TO
MMEHHO TO, 4YTO JC30PUCHTUPYET HAIlapHUKOB.
[TosToMy HalTH nopory B JaOUpHUHTE, YBUAETH
CTPYKTYpPY 3a XaOCOM OHHM CMOI'YT TOJBKO TOI'Ja,
KOrja IOMMYT, 4TO IPUPOJA IPOTUBOCTOSIIEIO
UM 3J1a OJHOBPEMEHHO TPAHCLIEHJICHTHA U TPaHC-
LICH/ICHTAaJIbHA.

4 Tam xe. C. 221.

5 10ur K. Co3Hanue, Gecco3HaTeIpHOE U WHIUBUYya-
mm3anusg // FOur K. CTpykTypa NCHXMKH M TPOLECcC
uHauBHayanu3auu. M., 1996. C. 197-207.
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I'epou 6 nabupunme

B cepuane «True detective» Xapt u Koyn
BBICTYIIAIOT U B KauyeCTBE «aKTOpPOB», U B Kaue-
CTBE «HAppaTOpOB». SIBIAACH HENOCPEICTBEHHBI-
MU yYaCTHHKAaMHU COOBITUH, OHH, BMECTE C TEM,
BBICTYIIAIOT PAaCCKa3UMKaMH, MIOCKOJIbKY JA0T MO-
Ka3aHMs 110 ey CBOMM KOJuIeraMm, HOJULEHCKUM
U3 OTZAENIa BHYTPEHHUX paccienoBanuil. Hauano
JI0IIpoca — 3TO U €CThb UCTHHHAS 3aBsI3Ka CIOJKETA.
[ToroMy YTO UMEHHO H3J1aras CBOM COOCTBEHHBIE
BEPCUU MPOU3OLIEANINX COOBITUH, HaNapHUKU
II0JIy4al0T BO3MOKHOCTH YIIPABIISITh XOJIOM JEH-
CTBUS, IBUrasiCh OT PEYEBOr'0 aKTa K aKTy JpamMa-
THYeckoMy. Ha mpoTsKeHuM NepBbIX LIECTH Ce-
pHii UX MOBECTBOBaHHE O(OPMIISIET CIOXKET U JTUC-
Kypc cepuaina. J[MHaMH3M MOHTaXHBIX IEPEXO-
J0B, TEMIIOPUTMUYECKUM PHUCYHOK, IIOCIEN0BA-
TENbHOCTh M (pOKanm3anus CIEeH, CIOCOOBI CO-
MPSDKEHUs TUETETUYECKUX XPOHOCOB U TOIIOCOB,
TEMaTUKa M JOTMKa Pa3BUTHS 3MHU30]10B 3a1aI0TCS
caMUMH reposMu. B mporecce peanusanuu cBoen
HappaTtuBHOH QyHkuuu Xapt u Koyn nmocreneHHo
IIEPEXOJAT OT PETPOCHEKIUU K HHTPOCIECKLHU:
pacckas o MpOIUIOM 00OpayMBaeTCs OIBITOM Ca-
MOaHaJIn3a, JAILUM HIaHC Ha SK3UCTEHLUAIbHOE
ocBoOoxaeHune. [lpumeroil mocienoBaTenbHOro
(dbopMupoBaHHsT COOCTBEHHOTO BOJICU3BSBICHUS
CTAaHOBUTCS IPAaBO HA yMaTYMBaHUE U BBIMBICEI,
KOTOpPOE OTJIMYAET PacCKa3uhKka OT «XPOHHUKEpPa»
U SIBJISIETCS MPOSIBJICHUEM TBOpPYECTBA. Y4acCTBYS
B JIONIPOCE OTAEIBHO APYT OT Apyra, XapT u Koy,
TE€M HE MEHEE, HaXOIATCA B AUAIIOTMYECKOU B3au-
MocCBsi3H. M BMecTe co3/atoT 00bEMHYIO JIOTOIICH-
TPUYECKYIO BCEIECHHYIO, KOTOpas, C OJHOU CTOPO-
HBI, OTPAaHUYMBAET, a C JPYTroi — OCBOOOXKIAET UX
Kak nepcoHaxel. Tak, y’ke B CHILy CBOEH CIOXKET-
HOW (yHKIUHU (TMPOTArOHUCTHI-AECTEKTUBBI, pac-
CIIENYIOINE MPECTYIUIEHUE) OHM OKa3bIBAKOTCS

«mudonaoramu» B 0apTOBCKOM CMbICe!®, dbs
«kpuTHKa MHpa cOmmxaercs ¢ MupoOTBOpUe-
ctBom»!”. C 0JJHOM CTOPOHBI, B paMKax JHere3nuca
cepuasia OHM TMPHHYKICHBI HMPOU3BOIUTH OIepa-
MU 10 JIEKOJMPOBAHUIO, pPa300JaueHUI0 U
«BCKPBITUIO PEANBHOCTH», C JAPYroil — o0nagaroT
TeHEPATUBHBIM TOTEHLUAIOM JJISl CO3JIaHHs OpH-
THHAJIBHBIX CMBICTIOBBIX KOHCTPYKIIHH, CIOKETOB,
mugomnorem. Ix «cBoOoga» Kak HappaTopoB MpH-
IaéT UX CIOBaM COBEPIICHHO MHYIO 3HAYMMOCTb U
MHYIO CHIIy, JIXKAIyl0 KaK 3a TpeaeilaMHu KOH-
KPETHOM UCTOPHHM, TaK U 3a NpeaesiaMu kaHpa. B
nerektuBe Thna «whodunity!®, kak yxke ObLIO
CKa3aHo, MpsMas WIN 3aKaJpoBasi pedb I'epoeB
3a4acTyl0 HEOOXOIMMa 3pHUTENI0, YTOOBl OObBsC-
HUTbH, KaK CBIIIMK pa3rajan 3araaky. Ho B cepua-
ne «True detective» BBICTpaUBaHHE XPOHOJIOTHU
COOBITHI, COCTaBIICHHE MEpPEeyYHs yJIUK U CIUCKA
MOJIO3PEBAEMBIX YXOIAUT Ha BTOPOCTETIEHHBIN
wiad. Marepspio Xapra u Koyna dopmupyer Ho-
BbI€ CMBICIOBBIE KOPPENSIUH, CYIIECTBEHHO
TpaHc(hOPMUPYIOIIKE IpaMaTHUECKyI0 Tpobiema-
TUKY: Ha CIO’)KETHO-TIOBECTBOBATEIILHOM YpPOBHE
MOJHUMAETCSl TpoOjIeMa HEONpPEeNeIeHHOCTH pe-
aJIbHOCTU KaK TakoBOH (TO ecTh B (puznyeckoM U
MICUXUYECKOM MOJycaxX) B KOHTEKCTe OOBEKTHBA-
IIUU KaTETOPHU «HACTOAIIETO», & HAa KAHPOBOM —
OOHapY>KUBAIOTCSI HOBBIE KOHTEKCTyaJIbHBIE B3a-
MMOCBSI3M KaTerOpUi «pealbHOro» U «YCJIOBHO-
ro» B TPaHMIAX JIETEKTHMBHOI'O CIOXKETOIOCTPOE-
HUS. DTUYecKas IUIEMMa MOXET ObITh chopmy-
JTUpPOBaHA CIEAYIONIUM 00pa3oM: CIOCOOCH JIH

' Bapt P. Mucgonorun. M.: Akanemuueckue IIpoexr,
2010. C. 287.

7 Tam xe. C. 21.

'8 Jenner, Mareike. Investigating Detection: Methods
of Detection in American Detective Dramas // Ameri-
can TV detective dramas: serial investigations. New
York: Palgrave Macmillan, 2016. P. 55.
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XOpOIIUK YeNOBEK OBITh XOPOLIUM CBHIIIHKOM?
WNnu Oonee KaTeropuyHoO: BO3MOXKHO JIU OBITH
HACTOSIIIMM JETEKTUBOM, He paspymias B cebe
MOJJIMHHYIO 4esloBe4HOCTh? VIMEHHO 3Ta IuieM-
Ma, a HE MOTHUB (OPMAJIBHOTO paccieqOBaHUs,
OIIpEAEISAET CIOXKETHYIO apKy I'€pOeB KaK YJIHCCO-
BbI CTPAHCTBUS-UCIBITAHUS TIO JIAOUPUHTY — «Me-
CTy HaMsITW», TJIe OHU OyAyT BBIHYXJIEHBI BCTpe-
TUTBCS C CAMUMHU COOOH.

Tak, KaxIplii B CBOEH «3amepToil KOMHa-
te» XapT u Koyn nomkHbl HailTi ciocod 60pbObI
C «MOHCTPOMY», «IOXHPAIOIIUM Bpems». [l 3To-
ro UM HPUXOJIUTCS HE TOJIBKO O3BYYUTH CBOU
BOCIIOMHHAHUS, HO M ClIEJIaTh UX BUAUMBIMU. Bee
doro- u Buneozanucu B «True detective» mmeroT
KOHLENTyaJabHOE 3HaueHue. KpacHblli OroHEk
BKJIIOYEHHOM KaMepbl C IEPBBIX K€ KaJpOB BbI-
CTynaeT Kak MeTadOpHUYECKUil 3HAK COTPSDKEHUS
IBYX JMCKYPCHUBHBIX ypOBHEH. 3amuch JOIPOCOB
HallapHUKOB Ha TPOTSHKEHUM MIECTH Cepuid
oopmIIsieT Bce CroKeTHbIE JTMHUU cepruana. Porto
KEPTB — 3pUMBIE J0Ka3aTeIbCTBA CYIIECTBOBAHUS
TauHCTBEHHOro yOwuiinpl. CkpeiTas Kamepa B
TIOpEME (PUKCUPYET CaMOYOUICTBO €IMHCTBEHHO-
ro CBHJIETENS, CIOCOOHOTO BHIBECTH Ha CIIE] Ipe-
CTYIHHKA. OpPOTHMYECKHE CHUMKHU JIOOOBHHIIBI
paspymator Opak Xapra. Kaccera ¢ putyaabHbIM
youiicTBoM peOeHKa — camoe YXacHOe CBH/e-
TEJNbCTBO TOTO, YTO HAMAPHUKH HM3HAYAIBHO JI0-
myctunu omuoky. W, Hakonen, ¢otorpaduu mo-
KpAILLIEHHOTO B 3€JEHBIA LBET JOMa IMPUBOIAT K
JONTOXKIaHHOM pasrazke. Tonbpko Ha (HoTO- U BH-
JCOTUIEHKAX MMKIMYECKOe BpeMs JabupHuHTa 3a-
MHUpPAeT U KOCTEHEET, a YCKOJIb3aIOLIEe TPOCTPaH-
CTBO JIMILIAETCSI CBOEH M3MEHUYMBOCTH M TEKyde-
CTH. «3aCTUrHyTasi BpPacIIOX», 3aKperoliéHHas B
KaJpe peaJlbHOCTh MPEBpAIAETCs B 3HAK — IOJ-

TBEp)KJCHUE (QyHAaMEHTAIbHON HMPPAIOHAIBHO-

CTHU UCTUHBI, CTOJIKHOBEHHE C KOTOPOM BBICTYIIAET
HEMPEeNOXKHBIM ~ yCIOBHEM  TpaHC(HOpMAIIHH.
VIMEHHO MO3TOMY KJIIOUEBBIM IOCTYIKOM, KOTO-
PBIM KaXKAbl U3 HAIIAPHUKOB, TaK WJIM UHAYE, CO-
BEPILACT, OKA3bIBACTCS PELICHHE «OOJIbIIEe HE 3a-
KpBIBATh TJ1a3a», & CMOTPETh Ha MpaBay MpsSMO —
Kakoil Obl TpaBMHUpYIOLIeH OHA He ObuIa. A TpaB-
71a 3aKJI0YaeTcsl B TOM, YTO JETEKTUBHI B «True
detective» — He BHemHue HaOIrOHATENH, COXpa-
HSIOIIME AMCTAHIMIO MO OTHOLICHHIO K 3arajike-
KEHCy, a COyYaCTHUKHU IMPECTYIJICHHUs, COTBOPUB-
e «MOHCTpa» KakK CBOEro «TEMHOIO JIBOWHMU-
ka». ToJIpKO pacckazaB MUCTOPUIO J0 KOHIA, OHU
MOJyYaroT KOHTPOJb TOJ CBOMM IPOILIBIM,
CKPBITOM B IOJICO3HAHWHU, U OCO3HAIOT ceds ya-
CTBIO MPOOIEMBI, TO €CTh JIAOUPUHTA, B €r0 METa-
¢doprueckoM 3HaueHUU. TeM cambIM repou odpe-
TAIOT HOBBIE HHTEHLUMHU K TMPEOAOJICHUIO CO0-
CTBEHHOM DACILEINIEHHOCTU HAa «HappaTopoB» U
«aKTOpPOB», BO3BPATHOMY OBJIaJICHUIO JTMYHOU BO-
JIeH U CTPEMIICHHIO, BCKPBIB «3allEPTyI0 KOMHATY»
CBOETO CO3HaHUs, OOHAPYXUTh B JAaOUPUHTE HC-
TUHHOE «yOeXHIlle MOHCTpa» 1 mobeauTs ero. Ho
3Ta mobena HEBO3MOXKHA 0e3 >KepTBOMPHUHOIIE-
HUSL.

Kepmeonpunowienue

JlaGupuHT, Oyayyd HE TOJNBKO «MECTOM
NaMsATH», HO «MECTOM JKEPTBONPHHOLIEHUS»! Y,
KOPPECHIOHIUPYET C APXETUIIMYECKHM CIOKETOM,
Ha3BaHHbIM Xopxe Jlyncom bopxecom «camo-
youiictBom Gora»?’. B KOHTEKCT KpaHHOW Jjpa-
MaTypriuu OH ObLI BBEIEH MOCPEICTBOM KOHIIE-

1 SImmonbckuit M. JleMon u nabupunt. M: HoBoe mu-
TeparypHoe 00o3penue, 1996. C. 84.

2% Bopxec X. JI. Cobpanue counnenuii: B 4-x 1. CII6.:
Awmoopa, 2011. T. 1. C. 335.
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muu «MoHomudarn?! Jhxozepa Kommbemna u mo-
nenu «ytd reposin?? Kpucrodepa Bornepa. Ho
€CIT B JIPYTHX IKPAaHHBIX MPOHU3BEACHUSX MOTHB
CMEPTU M BOCKPELIEHUS BBIPAKEH HESBHO, TO B
«True detective» OH HEMOCPEICTBEHHO OOYCIIOB-
J€H CTPYKTypOH, XpPOHOTOIIOM, BHEIIHUM KOH-
¢nukTOM (3MHMYECKOe MPOTHBOCTOSIHUE CBETa M
THMBI) U BHYyTPEHHUMH KOH(DIUKTAMH KaKJ0T0 U3
repoeB (BbIOOP MEXAy YyBCTBaMH U J0JIroM). bo-
Jie€ TOro, NPUHLMI CIOKETHOW CUMMETPHUH IpH-
HY)XJIQ€T NEPCOHAXKEW COBEPLIUTH KEPTBOIPHU-
HOIICHHE ABAXJbl — B JBYX DPa3HBIX BpEeMEHaXx,
cUTyanusx, unocracsx. Xapt u Koyn ymuparor u
BOCKPECAIOT U KaK CIIY)KHTEJIM 3aKOHA, yTpaunBas
COLMANIHO-NIPO(ECCUOHATIBHBIN  CTaTyC, M Kak
JUYHOCTH, TIpeTepreBast (pu3nyeckue cTpajaHus u
pa3pylIeHUE LEJTOCTHOM CUCTEMBI LIEHHOCTEN.
1995 ron. Hawano paccnenoBanus. B uc-
XOOHOH TOYKe 00a HalapHWKa — IOJHIEHCKHE-
CJIEIOBATENH, NPEICTABUTENN aMEPUKAHCKOW CH-
creMbl npaBocynus. [Ipodeccust 00s3yeT ux moj-
Jep>KUBATh YCTaHOBJIEHHBIE COIIUAIEHO-TIPABOBBIC
KOHBEHIIMM U MHTYHILIHMH, TEM CaMbIM, 3aKII0Yast
BHYTPb AKCHOJIOTMUECKOTO I0JIsI, BKJIIOUYAIOLIETO
TaKue TOHATHS, KaK «3aKOH», «IOPAIOK», «CIIpa-
BENTUBOCTDY, «JO0JI», «CIyk0a». 3aKOHOMEPHBIM
oOpazom, paboTa JIeTeKTHBa cocCTaBisieT (yHna-
MEHT TPAJAULUOHAIUCTCKOTO, MaTpUapXajIbHOTO,
CEKCHUCTCKOro MHpoBO33peHuss Maptu Xapra. B
€ro CHCTEME IIEHHOCTEH BCE OJHO3HAYHO MU YIO-
PAI0YEHO, TEHJEPHBIE POIM U MOJEIH MTOBEACHUS
xEcTko 3aKkperieHsl. Ciryx6a s XapTa — CBOEro
pona WHIyIbreHIMs. TsoKENbId Tpya U HEO0OXO-

2! Komm6enn JIx. Teicsuenukuii repoit. CII6.: ITutep,
2016. C. 198.

2 Borsep K. Ilyrtemectsue mucatens. Mudomnorude-
CKHE CTPYKTYpHI B JUTEpaType W KuHO. M: AnbnuHa
HOH-¢uKIH, 2015. C. 27.

JUMOCTb CTQJIKUBATHCS C TEMHBIMH CTOPOHAMHU
YEJIOBEUECKON HATYPBI IO3BOJISIOT €MY OIpaBJIbI-
BaTh COOCTBEHHYIO MTOPOYHOCTh U MOJABJIATH YyB-
CTBO CThLAA 3a JIOXKb, IIOXOTb, IPEAATEILCTBO.
Ilepconax Pactuna Koyna ctpoutcst Ha HHOM Mo-
TUBAaIMOHHOW ocHoBe. OH oOnamaer He3aypsia-
HBIM, HO BMECT€ C TEM LIMHUYHBIM YMOM U JIBU-
UM CTPEMIICHHEM HCKYIUTh BUHY 3a COOCTBEH-
HOE HEeCOBEpIIEHCTBO M ommbku. B ero obpase,
10 CYTH, PACKPBIBACTCS KPUTHUYECKAS ITO3ULUA 110
OTHOILIEHUIO K IIEHHOCTHBIM YCTaHOBKaM IIO3H-
THUBHOI'O «IIPOCBEILIEHYECKOI0» IPOEKTA, IPOSIB-
JseTcs aBTOpCKas peaklus Ha HEeCIOCOOHOCTH
YeJI0BEeKa MPHU MOMOIIU «PAIHo» H30aBUTHCS OT
CBOEH MHCTUHKTUBHOM KMBOTHOU IIPUPOJBL.

Xon paccienoBaHUS OOHAXKAeT  YsA3BU-
MOCTb T'€po€eB: XapT He BUAUT 3113, a Koys Bcmar-
pHUBaeTCs B HErO CIUIIKOM IPHCTAIbHO. YOex-
NEHHOCTh XapTa B TOM, YTO KOMIIETEHTHOCTb U
npoeCcCHOHATN3M HUKAK HE CBSI3aHbI C JIMYHOCT-
HBIMU KaueCcTBaMH, J0 IIOCIEIAHEr0 He HAa€T emy
3aMEeTHUTb, YTO €ro CIyk0a 3aKOHY BBIPOJIMIACH B
Kapukatypy. TOJIbKO KOra ’K€Ha U JA0YEpU OTKa-
3bIBAIOTCS BBICTYIIaThb B KAaueCTBE I1aCCUBHBIX
00BEKTOB, HEOOXOJMMBIX JIHMIIb IS MOJIepKa-
HUS BUAMMOCTH ONaromoiydus, U NepexolsiT B
AKTUBHYIO MTO3ULIMIO, 3asBJISIS O CBOEH «CaMOCTH,
Xapt, HaKOHEL, OCO3HAET, UTO BCE BpEMsI JBUTAJI-
Csl IO MHEPLUU — IPOJOJKaN OekaTh, MOKa HE
okazascsi HaJy oopsiBoM». Koyil, B cBOIO ouepenp,
BBIHY)KJICH BEpPHYTHCS K paboTe 10 MPUKPHITHEM,
KOTOpas OJHAXKIBl YXKe JecTaOuiIn3upoBajia €ro
ncuxudeckoe cocrosuue. Ho B aTot pa3 emy npu-
XOJUTCSL BECTH emé 0ojee roJ0BOJIOMHYIO JIBOM-
Hyl0 urpy. Mmeer Mecro CroKeTHasi pEKypCus:
4TOOBI BBIMOJIHUTH JONT monuneickoro, Koymy
HY>KHO YO€IMTENIbHO NPUTBOPUTHCS MPECTYIHH-
KOM, KOTOpPBIM IIEPEOACBAECTCSA B IOJULIEHCKOIO,
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4TOOBI COBEpIINTH NpecTyruieHue. Takum oOpa-
30M, KpPH3HC CaMOMJIEHTH(HKALUU — 3TO TO CO-
CTOSTHHE, B KOTOPOM OKa3bIBAIOTCS 00a HaapHUKa
nepe]l NEPBBIM XKEPTBONPHUHOIICHUEM.

Ho paspymasice kak nudHOCTH, XapT u
Koyn mporpeccupyror kak paerektuBbsl. lleHoit
TYIIEBHBIX CTpaJaHui U (GpycTpalu UM yIaaéTcs
TOOUTHCSL YCIIEXOB B PACCIICAOBAHUHM M BBIUHC-
JUThH MEPBBIX Moji03peBaeMbIx. 1o mepe mpubu-
KEHHS HAIapHUKOB K «JIOTOBY MOHCTpa», Jlabu-
PUHT MaTEpUATIU3YETCs B BUJIE M3BUIMCTBIX TPO-
MIOK, BeIyIUX Yepe3 0010Ta K TaHOMY yOeXHIIy
HAaCWJIBHUKOB-TIe10puIoB. OIHAKO MPOU30MIEa-
mux ¢ Xaprom u Koysiom n3mMeHeHHni OKa3bIBaeT-
Csl HEIOCTaTOYHO, YTOOBI MOJTOTOBUTH HX K
HEIMOCPEACTBEHHOW BCTpeue co 310M. Bua pac-
TEP3aHHBIX JKEPTB OKAa3bIBAETCS CIUIIKOM CHUJIb-
HBIM TPUITEPOM, 3aIyCKaIOMNM apPeKTUBHYIO
SMOLMOHAIBHYIO PEaKLHI0. B KyJIbMUHAIIMOHHOU
CLEHE IOJIMLIEHCKUE PaCCTPENIMBAIOT I10103pEBa-
eMbIX. B maHHOM ciydae camocyn — 9TO U €CThb
caMOyOHMIICTBO HANapHUKOB KaK JIETEKTUBOB, TO
€CTb CMEPTh UX COLUaNbHOM posu. OHU ycTpau-
BalOT Ka3Hb U, TEM CaMbIM, IIOMHMPAIOT 3aKOH U
pohecCHOHANBHBIN JIONT.

Xapt craHoBuTcs yoOwiined, Koym — co-
yuyacTHUKOM. Ho «ymupasy) Kak CiykUTenu Ipa-
BOIIOPSIKA, OHU IEPEpOXKAAOTC Kak Jiroau. Ilo-
TOMY 4YTO HAKOHEL-TO YYyBCTBYIOT BO3MOYKHOCTb
YTO-TO MCHpaBuUTh. V3 3TON BHyTpeHHeH yOex-
NEHHOCTU B OYUCTUTEIBHOW CHIIE <GKEPTBOIIPH-
HOILIEHUS» BO3HUKAET MX BJIACTh KaK «HappaTo-
POB»: MHOTO JIET ciycTs Ha ponpoce Xapt u Ko-
yII, HE CTOBApHBasICh, CKPBHIBAIOT MPaBIYy O COOBI-
THUIX Ha 00JIoTax. DTO OAUH U3 HAanOOJIEee OUEBU/I-
HBIX CJIy4aeB, KOTJa 3aKaJpOBbIil TECT BBICTYIAET
KOHTPAITyHKTOM BU3YaJIbHOMY psIly, YTO Harysii-

HO JIEMOHCTPHUPYET, KaKylO BJIACTh OHU MOIYYHIN
HaJl CBOEN UCTOPHUEN.

1995-2002 rox. DddexT oT mepepoxe-
HUS JUIUTCA HECKOJbKO JieT. brmaromapst «oOHOB-
JeHn0» XapT MOIYy4aeT BO3MOKHOCTb BOCCTaHO-
BUTH ceMblo, Koyn — cocrosiTbest Kak npodeccro-
Hal. Ho 310 nummb wumo3uss koHTpousis. Enu-
HOXIBl OKa3aBIIUCh «I0 Ty CTOPOHY A00pa u
3712, HaapHUKU OOJbIIE HE MOTYT BEPHYThCS B
M3HAYAJIBHOE COCTOSIHUE. YIOTHBIM JIOM U pOJIb
«OTLA CEMEUCTBA» YK€ HE YIOBJIETBOPSIOT Xap-
Ta. «OTLOBCTBO 3HAYMT, YTO Thl OTBEYACIIb 32
apyrux moaein. Ho B onpeneneHHblii MOMEHT 3Ta
OTBETCTBEHHOCTb TEPSIET CMBICI», — FOBOPUT OH.
VYenexu Koyna Ha cimyx0e — pe3ynbTaT BBIHYX-
JNEHHOM, MEXaHUCTUYHOU OnepKUMOCTH. Ero un-
TEJJIEKT paboTaeT Kak MalluHa, Jeja pacKpbiBa-
I0TCS1, IPECTYIHUKH JAIOT MPU3HAHUSA, HO 33 3TUM
HET JXKMBOro uyBcTBa. Ha mecto cocrpananus
IIPUXOJIUT Pa3ouapoBaHUE, a 3aTE€M — pa3lpayke-
Hue U spoctb. Koy ykperuisercs B cBoelt «uiio-
copum HUTWIM3MA U TIECCHMH3May, yOexmaercs,
YTO B OKPYXKAIOLIEM €ro MHpPEe HOpMa HUYEM HE
OTJIMYAETCA OT aHOMAJIMH. 3710 U JKECTOKOCTb HE
UMEIOT HE TOJBKO ONpAaBIaHUS, HO M IPHUYUHBL
«Bce xorar ouucturhea. JlocTuub Katapcuca.
Ocobenno BuHOBHBIE. HO BHMHOBHBI-TO BCE», —
3aximouaeT Koyn m mpeiaraer 1mnomo3peBaeMbIM,
HE JO’)KHUJIAsACh CyJa, COBEPIIATL CyULU.

2002 rox. HanmapHukam ynaércsi UTHOPH-
poOBaTh HApacCTAIOIIKUE IPOTUBOPEUMS 10 TEX IOP,
[I0Ka XPYIIKOE PAaBHOBECUE HE HAPYIIAETCS U3BHE.
Kena Xapra uner Ha KpailHHE MepbI, YTOOBI IO-
KOHUYUTH ¢ ux OpakoM. Koyn y3Haer, 4To HacTos-
muii youiina mo-npexHemy Ha cBoOone. Kpyre-
HUE MOCJIEIHUX WIIIO3UM IPUBOIUT K Kpaxy TaH-
nema Koymna u Xapra: Kax/plii OOBHHSET JIpyra B
cobcTBeHHBIX omuoOkax. Xapt Koyna — B motepe
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cembu, Koy Xapra — B mpoeccuoHaIbHOM MPo-
Basie. O0a NMIIAIOTCS CBOUX CYIIHOCTHBIX OCHOB
U, KaK CIEACTBHE, TEPAIOT B3aMMOIIOHMMAaHMUE.
VYTpaTuB COlMATIbHBIE POJU, OHHU TEPIAT (PHACKO B
JUYHOCTHOM IIJIaHE.
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2002-2012 rona. IloonmHOuYKe HamapHUKH
MEHSIOT BEKTOp pa3BUTHs: XapT YXOAUT B pabo-
Ty, Koyn — B cebs. Ho o0a He mpeycneBaioT B
CBOEM 3cKammu3Me. XapT TepseT CIOoCOOHOCTh HT-
HOpUPOBAaTh HECOCTOSITEIbBHOCTh CUCTEMBI, Ya-
CTbIO KOTOpOH caM siBisiercs. OuepeqHol BOIHU-
IO CiTy4aid Ha CIy>k0e 3acTaBIIsIeT ero nopBaTh
3Ty CBSI3b, YBOJMTHCA M3 IOJMLMU M 3aHATHCA
yacTHBIM Ou3zHecoM. Koyn crapaercst yoenuTs ce-
05, YTO BCE MYYCHUKH U KEPTBBI, C KOTOPbIM OH
CTAJIKUBAJICA, CMOIVIM IIOJyYUTh YEPE3 CMEPTh

OCBOOOXXJICHHE OT MJUIIO3MHM COOCTBEHHOM 3HAYM-
MOCTH M JIOXKHBIX MpEACTaBICHUI 0 Onaroi u pa-
3ymHOU Bceenennoit. «S Buzmen ¢uHam ThICSYN
xu3Heil. Monozple, crapsle. Bece onu Obutn Tak
YBEPEHBI B CBOEM CYLIECTBOBAHHHU, B TOM, UTO UX
CEHCOPHBIN OIBIT JEJIaeT UX YHUKAJIbHBIMU JIMY-
HocTsiMu. C nenplo, cmbicioM. Ho mpaBny He
CKpBITh, U BCE BCE BUJAT, KOTJa HACTYNAET KOHELL.
Ilenena cnagaer», — paccyxknaer Koyn. Ho Takas
«(punocodus abcypna» B nyxe Kamio He mpuso-
CHT €My TOKOSl U CMUPEHHUs, a OCO3HaHUE OpeH-
HOCTH BCEro CyIIero He mpuTyruiser 6omnb. Koyn
JIOJIKEH BEPHYTBCS K PaCcClIeI0BAHHUIO.

2012 roa. Boccoenunenne Xapra u Koyina
MPOUCXOJUT, KOrga 00a, HEOCO3HAHHO IMOIYMHSA-
SCh MPUHLMITY CUMMETPHUH, 3aMbIKalOT KpPYT: 4TO-
Obl BHOBb CTaTh HAlapHUKAMH, OJHOMY IIpHU-
[IJIOCH OTOMTH OT pabOoThI CHIILKKA, a IPYTOMY — K
Hell Bo3BpaTuThesa. Beixon u3 npotuBodassl mo3-
BOJISIET UM IIPEOJOJIETH NMOPOI B3aUMHOI'O OTUYX-
JIEHHUsI U TIEPEUTH B HOBYIO MIIOCTACh — YACTHBIX
JETEKTUBOB. A 3TO YK€ NPUHLUIHUAIBHO JIPYyroi
CEMAHTUYECKUM psijl, BKIIOYAIOUN KaTEeropuu
«CBOOO/IBI BOJINY, «HE3aBUCUMOCTUY», «AHAUBUIY-
aIu3Ma» U «MHULIHAATUBB. VIMEHHO B 3TOM Kaue-
CTBE HANapHUKM MOJIY4YarOT MaKCUMaJbHYIO CTe-
MeHb CBOOOJIBI U BJIACTH HAJ] COOCTBEHHOU CYJib-
0011, OKpY>KaroIKUM MPOCTPAHCTBOM U BPEMEHEM.
C sroro moMeHTa (cenpMas cepusl) repou Iepe-
CTalOT OMYXXIaTh MO TEPPUTOPUU «MOHCTPAY, My-
TasCh 3aKOYyJKax MaMATH, U LEJEHAIPaBIECHHO
NPOKJIAIBIBAIOT  COOCTBEHHBIH IyTh, 3aJalOT
HallpaBJIEHUE 3KPaHHOro aencteus. IIpeononenue
IIPEKHUX OTPAaHUYEHHUH PACHIMpSIET AMAINa3oH HX
BO3MOXxHOcTeN. Koy, 0Tka3bIBasch OT NpEeTEH3UN
Ha MIIOCTACh JIEMUYpra, BO3BpallaeT cebe MpaBo
Ha YEJIOBEUECKHe YyBCTBA. XapT, NMPHU3HAB COO-
CTBEHHYIO OIPaHHYEHHOCTh, OOpeTaeT crocoo-
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HOCTb K HOBOMY BUJICHUIO IPUBBIYHOTO IOJIOKE-
HUS BelIeld W 0OHApY)KMBAET PELIAIOIIYIO YIIHKY.
Tak mposBisitoTcss TpaHcHopMaIi BHYTPEHHHUX
MHpPOB TJIaBHBIX IepcoHaxeil. OHM ycTpaHWIU
JMCTAHIIMIO MEXIY co00i 1 BpakaeOHOM cpeoH,
MHTETPUPOBAIHM CBOU TeJla B IUIOTH JJAOMPHHTA U
0CO3HAHHO YCTPEMHIIUCH K anodeo3y — mpuHece-
HUIO ce0sl B )KEPTBY.

B apxerunuyeckoMm ClOKeTe «caMOyOMii-
cTBa 0OOra» OCO3HaHUE MPOUCXOJIIEI0 HMEET
NPUHLIUIHAIBLHOE 3HaUEHHE: Tepol JOJKEeH 100-
POBOJILHO TIOWTH Ha THOeINb, MPUHUMAs €€ KaK He-
00XOMMYI0 YacTh KOCMOTOHHYECKOTO IIMKJIA
Beenennoi?}. TonbKO TOTjia OH BBINOJHUT CBOE
IIPEIHA3HAYEHUE U TOJIYYMT IIAHC HA IMEPEPOXK-
JeHue U BockpeuieHue. Xapra u Koyna 3toT mMo-
TUB 3aTparuBaeT B pa3Hoi creneHu. Oba, u3me-
HUBIINCh, HALIUIM TYTh B JIAOMPHUHTE — U OH,
HaKOHEIl, SIBIJI ce0s Bcelesno, mpuoOpen Bu pas-
pymenHoro ¢opra («Kapkosber»). Oba momyymin
CIIOCOOHOCTh YBHJIETh JIMK «MOHCTpPa» — 3MaHa-
LU0 TpaHCLEeHACHTHOro 31a. Ho mepen mocnen-
HUM HUCHBITAHWEM XapT €€ COXPAHIET NaTTEPHBI
npoaHHOTO MEBITUIEHUsT H PabOTOCIOCOOHBIH
MEXaHHU3M CaMOCOXpaHEHHs. B KyiapMuHanuoOH-
HBIi MOMEHT, B JJAOUPUHTE OH UAET HA CMEPTh HE
paay BBICIIEH LIENH, a paau Apyra. A MoToMy H
ero mepepoXxkaeHue UMeeT He MeTadu3nuecKkuii, a
JK3UCTEHIMANbHBIN Xapakrep. IloxeprBoBaB co-
60i1, XapT, HaKOHEI, OJIy4YaeT UCKYIUIEHUE U U3-
6aBneHue oT crbiia. Ero Harpaga — mporieHue u
MPUHATUE CO CTOPOHBI JIFOOMMBIX JKECHIIHH, KEHBI
u nouepeit. B cBoro ouepens, Koyn — ukonuue-
ckasi (urypa «yMHpAromero M BOCKPECAIOLIETO

2 Komn6emn k. Toicsuenukuii repoit. CII0.: TTutep, 2016.
C. 132.

Gora»?*. C caMoro Havana y HEro eCTh UHTYUTUB-
HOE IIOHMMAaHHUE CaKpaJbHOW 3aKOHOMEPHOCTH,
TpeOyYIOLIeH OT «reposi» MOTHOIO CaMOOTPEUCHHSL
Otcrona ero ¢paza: «5 paccyxmaro Haj CIEHOU B
cany, 00 uaee JONMYyIIECHUs COOCTBEHHOW Ka3zHUY.
OTO mpsiMOe yKazaHuE Ha OHMONEHCKUH CIOKET
«MOJIEHUS O Yallley), CyTh KOTOPOro BCE B TOM Ke
OCO3HAaHMM HEOOXOAMMOCTH >KEpPTBBL. B KoHIE
Koyn mpunumaer cBoé mnpeanazHaueHue: «Mos
KU3Hb 3aMKHYTBIA KPYT HACWIIUS U JIETpajialluil, U
s TOTOB C THM IMOKOHYMTH». VIMEHHO AJIsi HEro
«BHEUIHSSI TEMHOTA CTAHOBUTCS SKBUBAJIEHTHOM
Myralomeil TeMHOTE BHYTPEHHEro»?>, VYOuBas
«MOHCTpa» B JIAOMpUHTE, OH yOuBaer cedst, TeM
CaMbIM, Y4acTBYsl B KOCMHMYECKOW OHTBE MEXIy
CseroMm u TeMo#t u Gopb0OI MexAy H00pOoM U
37I0M B COOCTBEHHOM nymie. 1 uMeHHO mo3ToMy B
MUT CMEPTH U NEPEepOKICHHs HACTyIaeT mpo3pe-
HUE — 3nupaHus — BUJCHUE TUTAaHTCKON CIUpaH,
YXOIAIIEH NMPAMO B MEXK3BE3NHOE IIPOCTPAHCTBO.
«BBIT MOMEHT, 1 ObUT yXe BO TbME, 3TO yXKe ObLI
HE 5, a OTOJIECK CO3HAHHUS BO ThbME, M OLIYIIAll,
KaKk TaeT MOS JIMYHOCTh, a 3a 3TOM ThbMOH ObLia
apyrasi TbMa, TIy0sxe, Teriee, MaTepuaibHee, s eé
qyBCTBOBaJI. U s 3HAJ, YTO MOS JI0YKa XKIET MEHs
TaM, TaK sICHO 5 €€ 4yBcTBOBAJ. M gyactuiy moero
nansl Toke. Sl CJIOBHO OBbUT 4acThIO BCEro, YTO S
KOT1a-1100 B JKMU3HU J0OWI. VI MBI Tpoe Tasiiu BO
TbMe. JlocTaTouHo ObLIO JUIb coryiacus. U s ero
nain. W ucyes, HO BCe paBHO YyBCTBOBAJ €€ JIO-
00BB ke cuibHEe, yeM paHbine. Huuero He Obl-
70, HAYEro Kpome eé mooBu», — Tak Koyn omwu-
CHIBACT CBOM KAaTapCHYECKHE OUIYIIEHUS MO Ty
CTOPOHY XHM3HH U CMepTH. MHUr, Korja 4elioBeK

24 ®pazep k. 3omotas BeTBb. Mccie10BaHUE MATUH U pe-
suru / Iep. ¢ aurin. M. K. Peiimmnaa. M. Oxemo, 2006. C.
417.

% fmnonbexuii M. Jlemon u nabupunt. M: HoBoe nuTepa-
TypHOE 0003penue, 1996. C. 84.
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CTaHOBHUTCS OOrom, a Oor — uenoBekoM. Bo3poxk-
JIA€TCS OH YK€ «BJIACTEJIMHOM JBYX MHUpOB»?®. U
II0JIy4aeT B Harpaay NOKoW U Bepy B TO, uTo CBer
MOJKET MOOEIUTb.

Takum oOpaszom, «True detective» okasbl-
BAETCS HE CTOJBKO OPUTMHAJIBHBIM XYJI05KECTBEH-
HBIM IIPOM3BEIECHUEM CO CBOEH JpaMarypruei,
CTUJICBBIM peEIIEHUEM U 0Opa3HbIM PSAIOM, CKOJIb-
KO CBOEOOpa3HOH >KaHPOBOW camope]IeKCHen.
Hauunasg nepBblii BUTOK CIOKETHOH CIIMpaIu C
Y3HaBAEMBbIX JI€TEKTUBHBIX KOMIIOHEHTOB, CepUall
BBIXOAUT B IIPOCTPAHCTBO AK3UCTEHLUAIBHON
apaMbl Ha BTOpoM. OTcroja — yJIBOEHHE CTPYK-
TYpPHBIX D3JEMEHTOB M COOTBETCTBYIOLIEE IIpe-
YMHOKEHUE CYIIHOCTEW, BHYTPEHHSS pa3/IBOCH-
HOCTb T'€pOEB U MX MPOEKIMsS BOBHE, BOIUIOIIEH-
Has B pUrype JBOWHUKA-«MOHCTpay. 3a c4ET 3HA-
YUMBIX IOBTOPOB, CLIEH-NIEPEBEPTHILIEH, MapHBIX
00pa3oB MPOMCXOAUT TUNEPOOIU3AIMSL  CaMOM
HappaTUBHOM U TUCKYPCUBHOW MOJEIU CepHUalIa:
NpOU3BEJCHNE OOpaIlaercss K camomy cebe mo-
CPEACTBOM OTPa)KE€HUSs, BBIHOCS, TaKUM 00pa3oM,
CYXKJEHHE O jXaHpe B 1einoM. MmeHHo mosTomy
Takie KaHOHMYECKUE COCTABJISIOIINE JIETEKTUBA,
Kak cOOp yJIHK, IpopaboTKa BEpCUH U JaXKe JINY-
HOCTb IIPECTYITHUKOB ITOCTENEHHO YXOAAT Ha 3aj-
HUM 1U1aH. VIHTpUra B UTOre TOXKE OKa3bIBa€TCs HE
BaXKHA: JBAKIBI 3pUTENb OOHAPYKUBACT «3J0E-
€B» paHbllle, YEM MX HAXOJAT CBHILIUMKU. A mepBas
’Ke TIOKa3aHHasl CIIeHa pacKphIBaeT (UHAI: JBOE
YLEJIEBIINX IpYy3€H, NOEpKUBas APYyT ApyTa,

26 KomnOemn k. Toicsuenukuii repoit. CII0.: TTutep, 2016.
C. 185.

OpenyT K TOPU30OHTY MHMO TOPSIIEr0 OYUCTHU-
TEJIbHBIM OTHEM MOJiA. Bce 3TH neranu CIMILIKOM
«TOCIOCTOPOHHW» I 3aMKHYTOr'O B KOJIBLIO MU-
¢domoruyeckoro moBecTBoBaHUs. CrHupanb, BbI-
CTymnaroniasi Kak MMMaHEHTHBbIM OpraHu3yIOLUN
MPUHIMIT BHYTPU XYJIOXKECTBEHHOW pEaTbHOCTHU
IIPOU3BENICHHUS], IIPEOIOJIEBAET €ro MPEAEIbl U BbI-
pBIBAaETCA B HMHOE CMBICIOBOE IoOJe. JIeTEKTUB
OKa3bIBAETCSI UCXOMHOM XKaHPOBOH (hopMoOii, Tpe-
o0pazylomencss B MpoIecce pa3BUTUSL SKPAHHOTO
neicTBus. 3aragka HeoOXoaMMa Kak IpUriialie-
HHUE K JMAJOTy U croco0 BOBJIEYh B MTOBECTBOBA-
HUE DIHUYECKYI0, MeTapu3ndeckyro u Quiocod-
cKy10 npoOneMaTky. CroxeT — coObITHITHAsA 000-
JIOYKa, MPUAIOIIas 3aBEPLIEHHOCTb MPUHIIUIIN-
QIbHO «OTKPBITOW», HE3aBEPIIEHHOW, KOHTHUHY-
aIbHOWM MCTOpUU. B rpanumax croxera B cepuaie
pa3zBopauuBaercs nosieMuka: «Kto Takod Hacro-
Smui 1eTekTuB?». TOT, KTO MpoIén mo MmyTu ca-
MOTIO3HAHHUS, YOHII «MOHCTPa» B «3alepTON KOM-
HATe», TO €CTh HAIIEN U YHUYTOKHWI KOPEHD 3J1a B
cebe caMOM. A ¢ TOUKU 3pEHUs KaHPOBOU JieTep-
muHaiuu «True detective» oTBeuaeT Ha BOMPOC:
«YTo0 Takoe HACTOALIUN NETEKTUB CErOJHA?». DTO
KaHp, BBIXOJSIINKA 3a Tpelnenbl camoro cebs, B
KOTOPOM ycCTOsiBIIUECS (OPMBI TMPUHOCITCS B
KEPTBY T'€HEPUPOBAHUIO HOBBIX CMBICIOB U MC-
MOJIB3YIOTCS Kak pabouyuii Marepwan Jyisi co3/a-
HUsl TPAHCTPECCUBHOIO 10 CBOCH CYTH 3KPAaHHOI'O
[IPOU3BE/ICHHUSL.
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MHWHHUMAJIN3M U BAPOKKO.
CTPATEI'MU IEPEKOJIUPOBAHMUSA CETEBBIX CYBKYJIBTYP

B cratee paccmaTpuBaioTCs JABE 3HAUYUMBIC
TCHJCHIIMM PAa3BUTUS COBPEMEHHBIX CETEBBIX CYO-
KyJlbTyp, TPEICTaBISIONIMEe WHTEpec st (umocod-
CKO-aHTPOMOJOTHUECKOro aHanmu3a. llepBas TeHAEH-
WS, YCJIOBHO OOO3HAYCHHAas KaK «MHHHMATHU3M),
HaIleJIcHa Ha ONTHUMH3AIHNI0 WH(OPMAIIMOHHBIX MOTO-
KOB IOCPEICTBOM LIEJIOTO pPsifa KOMMYHHKATHBHBIX
CTpaTeruil, TakKuX Kak: KyJbTypa OCO3HAHHOCTH, KO-
HOMHUKA BHHUMAaHMS, MNPAKTUKH MEAJCHHOM KU3HU.
Btopas Tennenmus, B cBeTe MpeanokeHHoNn Murenem
Maddeconu KoHIenmueld 4YeloBeKa MOCTMOJCPHA,
YCIIOBHO 00O3HaueHHas Kak «0apOKKO», HAaIpPOTHB,
HarelicHa Ha (ppakTallbHOE yMHOXKEHUE WH(pOpMAaIu-
OHHBIX MATTEPHOB U CBsI3aHA C LEIBIM PSIOM KOMMY-
HUKATUBHBIX CTPATErWii, TAaKUX KakK: TUOPUAM3AIHS
posie U MACHTUYHOCTEH, UTPOBBIC MPAKTUKU COydYa-
cTusl, cereBoil Homaau3M. O0e yka3aHHbBIC TCHICHIIUN
paccMaTpUBAIOTCS KaK CTpaTerud TMEepeKOAUPOBAHUS
JOMUHUPYIOIIEH CETeBOM KyNbTYphl, XapaKTepU3YIO-
IIeHCs MMOCTOSIHHBIM YBEIMYCHHEM CKOPOCTH HHQOP-
MAallMOHHBIX MOTOKOB, CTPEMHUTEIbHON TEXHU3AIUEH U
JeTyMaHHU3aIeld MeXITMYHOCTHOTO OOIIEHUS, a TAaKXKe
CO3JaBacMbIX €10 MPAKTUK KOHTpoJs. B cratbe ananu-
3UPYETCs CBSA3b JAHHBIX TEHICHIMI C KIACCUYECKUMU
(opMaMu KPUTHUKU KyJIbTYPBI MOTPEOJICHUS B psje
COBPEMEHHBIX COLIMAIbHO-KPUTUUYECKUX KOHIECHIUH,

TaKUX Kak dHa(QU3M, aHTHKOHCHIOMEPU3M, aHTUKOPIIO-
paTUBU3M M KyJIbTypa MeIeHHOH xu3uu. Vccnenyer-
Csl TEHETUYECKasl B3aMMOCBSI3b YKa3aHHBIX TCHACHIIHI
C 3CTETUKOU MOBCEIHEBHOCTH U BECTCPHU3UPOBAHHBI-
MU BapHaHTaMH J3CH-OyAIu3Ma — ¢ OJHON CTOPOHBI
(MMHMMAaTN3M), 1 KOMMYHUKAaTUBHBIMA / 3CTETHYE-
CKUMH MOJICNIIMH Mepeaayll nHPOPMAaIui BHYTPH CO-
BPEMEHHBIX CYOKYJBTYp, & TaKKe C COBPEMCHHBIMH
TEHJICHIIUSIMU B HCKYCCTBE — C APYToi (0apoKKo).

KiroueBbie cioBa: MuUHHManM3M, OapOKKO,
00IecTBO TOTPeONICHHUS, MOCTMOACPH, WH(OpPMAIH-
OHHas KyJbTYpa, DCTETUKAa TOBCEJHEBHOCTH, aHTUKO-
CIOMEpU3M, KyJIbTYpPHBIH KOJI.

MINIMALISM AND BAROQUE.
RECODING STRATEGIES OF NETWORK
SUBCULTURES

The article considers two significant trends in
the development of modern digital subcultures within
the framework of anthropological analysis. The first
trend, conditionally designated as "minimalism," is
aimed at optimizing data flows through several com-
munication strategies, such as: practices of awareness,
attention economics and slow living culture. The sec-
ond trend, in the light of the human conception of
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postmodernism proposed by Michel Maffesoli, con-
ventionally designated as "baroque," is aimed at fractal
multiplication of information patterns and is associated
with a variety of communicative strategies, such as:
hybridization of roles and identities, game participa-
tory practices and network nomadism. Both trends are
presented as diametric alternatives to the mainstream
digital culture, characterized by a constant increase in
the speed of data flows, rapid technicalization and de-
humanization of interpersonal communication, as well
as the control practices created by it. The article ana-
lyzes the connection of these trends with the classical
forms of criticism of the consumption culture present-

Beseoenue

«Bce TexHONMOrMM CyTh pacUIMpEHUs
HAIIUX (U3UYECKUX M HEPBHBIX CHCTEM, Halle-
JICHHbIE Ha yBEJIMYEHUE PHEPTUU U TOBBILICHHUE
ckopoctu»! — or1a 3HameHuTas (GOPMyIHPOBKA
Mapiuana MakitosHa, COrjaacHO KOTOPOM 3BOJIIO-
U] ME/IMa COMPOBOKIAETCS] IOCTOSTHHBIM POCTOM
CKOpOCTH OOMeHa MH(POPMALUU U YBEIUYCHUEM
MPOMYCKHBIX CHOCOOHOCTEH KaHAIOB Mepeaayu
TAHHBIX, 33J]a€T OCHOBHOM BEKTOP COBPEMEHHBIX
uccrenoBaHuii tuppoBeix Meaua. OnuceiBas pas-
BUTHE ME/IMA KaK CEPUIO SKCIUIO3UBHBIX B3PHIBOB,
BKJIIOYAIOLIUX B ceOs n300peTeHue Koueca, anda-
BUTHOT'O TIMCHbMAa, IEYaTHOTO CTaHKa, Pajio U Te-
neBUeHUs, MaKiIiod9H NPEABUIUT BpeMs, KOTAa
YeJI0OBEYECTBO HAYUUTCS UCIOIH30BATH KOMMYHH-
KaTUBHYIO 3HEPTHUIO 3THX B3pBIBOB: «B Oymymem
eIMHCTBEHHbIE 3((EKTUBHBIE PbIUYArd KOHTPOJIS
Ha/l CpEeICTBAaMH KOMMYHHUKAIIMH JOJDKHBI IPH-
HATh TEPMOCTATHUYECKYIO0 (DOPMY KOJIMUYECTBEHHO-
ro HopmupoBaHusa. Kak celiyac MbI mbITaeMcs

B34Tb MOA KOHTPOJIb HCUPCABUIACHHBIC IMOCJICI-

! Maxmiosn M. Tlouumanre menua: BuernrHue paciu-
penus yenoseka. M., 2003. C. 101-102.

ed in several modern social-critical concepts, such as
enoughism, anti-consumerism, anti-corporate activism
and a culture of slow living. The article considers the
genetic interrelation of these trends with the aesthetics
of everyday life and occidental versions of Zen Bud-
dhism on the one hand (minimalism), with communi-
cative and aesthetic models of assimilation and transfer
of information within modern subcultures and modern
trends in art — on the other (baroque).

Key words: minimalism, baroque, consumer
society, postmodern, information culture, aesthetics of
everyday life, anti-consumerism, cultural code.

CTBHsI aTOMHON OOMOBI, TaK B OJWH MPEKPACHBII
JI€Hb MBI TONBITAEMCS B3STh MOJ KOHTPOJIb W
HETpPEeABUICHHBIE TOCIEACTBUS CPEICTB KOMMY-
HUKAIN» .

C0BO «KOHTpOJIb» B MPUBEICHHOW IMTa-
Te — KImoyeBoe. Ho kKakoB XapakTep 3TOro «KOH-
Tpossi»? O4eBHIIHO, peub UIET O pa3paboTKe Tex-
HUYECKUX CPEJICTB, 00ECTICUNBAIONINX HAICKHBIN
KOHTPOJIb HaJl TEMIAaMHU U HAIPaBJICHUEM B3pBIB-
HOTO DPAa3BUTHS CPEACTB KOMMYHMKALIMU. 3ame-
TUM, YTO CYIIECTBYET OYEBHJHAS KOPpEIALUs
MEXJy TeMIamH pa3BuUTHS IM(POBBIX Meaua,
HaXOJIIMNXCS B MPSAMON 3aBUCUMOCTH OT 3BOJIIO-
UM TporpaMmMHoro obOecreyenus (Opaysepsl,
MPUIIOKEHHS, TOMCKOBBIE CUCTEMBI H T.[I.), U TEM-
namMH pa3BUTHS BBIYMCIUTENBHBIX MOIIHOCTEH
anmapaTHOM YacTH, ONMHUCHIBAIOIIMMUCS 3aKOHOM
Mypa. laxe TOT (akT, YTO YHUBEPCAIHHOCTH 3a-
KoHa Mypa B TmocjenHee BpeMsl OCIapHBaeTCs
MHOTUMH TPOU3BOJUTEISIMUA 3JIEKTPOHHOTO 000-
PYIOBaHUS, HHMCKOJIBKO HE MPOTHBOPEYUT Ma-

2 Tam xe. C. 349,
> Waldrop M.M. The chips are down for Moore’s law
// Nature, February, 2016.
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KIJIFODHOBCKOM TE€OPUHM KOHTPOJIMPYEMOI0 KOMMY-
HUKaTUBHOI'O B3pbIBA, 4 HAIPOTUB — IOABOJUT
o] Hee CYyry00 TeXHHUECKHE OCHOBAHUSL.

BOonBIIMHCTBO COBPEMEHHBIX TEOPETUKOB
MeJMa CIEIYIT B pyClle MakKJIIO3HOBCKOM JIMHUHU
HKCIJIO3UBHOT'O HApaIIMBaHUSI CKOPOCTEH oOMeHa
U TpomyckHOW cmocoOHoctu. Tak, Hampumep,
AMEPUKAHCKUN  HUCCIENOBATElb  COBPEMEHHOMU
KyapTypbl I'eHpu J[KEHKMHC B KauyecTBE KIIIOYE-
BOU KOHILICTIIIUU CBOEH TECOPUU UCIIOJIB3YET IOHS-
THE «TPAHCMEIUNHOIO CTOPUTEIIMHIA», O3HAya-
I0Illee TOCTEIIEHHOE 3aMEIIEHUE TPaIULHOHHBIX
CIOCO0OOB JTMHEWHOT'O XYJJ0’KECTBEHHOT'O IMOBECT-
BOBAaHMS, UCIOJIB3YIOLUIUX PECYPCBHI OJHOTO THIIA
Me/ara, HOBBIMHM CTpaTervsMU Meaua (ppanmus,
Pa3BOPAYUBAIOIINXCA OJHOBPEMEHHO HAa MHOXeE-
CTBE DPAa3NMYHBIX MeauariaardopM, mpenmnosara-
IOIUX yXOJ OT JIMHEHWHBIX CIOKETOB U 3aKOHYEH-
HBIX (OpPM HappaTHBa B CTOPOHY YBEJIMYEHUS
CJIO)KHOCTH KOHEYHOI'O MEIHANPOAYKTA U, COOT-
BETCTBEHHO, — YPOBHS TEXHUYECKON KOMIICTECHT-
HOCTH moTpeduTeneil. B koneunom cuere, [[xeH-
KMHC IIPEJCKa3bIBACT IOSABJICHUE B HEIAJICKOM
OyaymeM 0coboil KyIbTypbl MOTpEOJICHUS WH-
dopmanuu, KOTOPYIO MCCIIEOBATENb Ha3bIBACT
«KOHBEPTEHTHON KyJbTYypoii»*. JIOMMHHPOBaHHE
TEXHOJIOTMYECKOr'0 aCIlleKTa B TOM TEOPUU HE BbI-
3bIBACT COMHEHHSL.

Jlpyroil KpynHbIi MeauareopeTuk Many-
b [lenanna, onuceiBas JIOTUKY JBOJIIOLUU «Ma-
IIMHHOTO (pUTyMay, BBIJIENSET OTYETIMBYIO TEH-
JNEHIUIO, COCTOSAIIYI0 B IIOCJIEJOBATEIIbHOM BbI-
TECHEHHUHU 4YeJIOBEKa KaK CyObeKTa MpPOU3BOJICTBA
Y UCTOYHMKA KOHTPOJISA HaJ IIPOU3BOJICTBECHHBIMU
IIpoLeccaMu B II0JIb3Y aBTOMAaTOB M MaluH. Jle-

URL: https://www.nature.com/news/the-chips-are-
down-for-moore-s-law-1.19338

4 Jenkins, H. Convergence Culture Where Old and
New Media Collide. New York, 2006. P. 129.

JIaHJA 3aMEYaeT, 4TO Ja)e IOCIEIHUE JOCTHXKE-
HUS B 00JaCTU Pa3BUTHH UCKYCCTBEHHOT'O MHTEIN-
JIEKTa CBsI3aHbl OTHIOJb HE C aHTPOIIOJIOrU3aluei
MAIlIMHBI, a HAIPOTHB — CO CIIOCOOHOCTHIO MPOEK-
TUPOBILMKOB MBICIUTh B MAaIIMHHOW JIOTHKE,
HalpuMep, 0TKa3aTbCsA OT €QMHOr0 IIPOrpPaMMHO-
ro LEHTPA YIPaBICHUA: «...JUIs CO3JaHUS IIpO-
rpamm, OOJbIlIe HaIOMUHAIOIIKUX YEJIOBEKa, KOH-
TPOJIb HaJ MPOLIECCOM JIOJIKEH OBITh HE y TTIaBHOU
IIPOrpaMMbl, & y CAMUX JAaHHBIX, C KOTOPBIMHU OHa
pabotaer. MOXXHO CUMTaTh, UTO «pa3sym» poboTa
COCTOUT M3 0a3bl JaHHBIX, B KOTOPHIX BHEIIHUH
MU TpeJCTaBIsAeTCs Onarojapsi «CeHCopam», OT-
paxkarolUM U3MEHEHHUS B 3TOM MUpPE, — KOpOYe
rOBOPS, MUTpalUsl KOHTPOJIS OT NMPOrpaMM K JaH-
HBIM TIO3BOJISIET BHEUIHUM COOBITHSIM 3aIlyCKaTh
BHYTPEHHHE Mpolecch»’. Takum 00pasoM, Io-
BCEMECTHOE pPACHpPOCTpaHEHHE ClaldbIX Bepcuit
HckyccrBenHoro MHremnekra (mporpaMmsl pac-
[I0O3HABAHUs JIULI, CEPBUCHI MAILIMHHOTO IIEPEBOA,
AIIEKTPOHHBIE CHHTE3aTOPhl PEUM, CaMOOOydaro-
IIMECs] CPEICTBA HABUTAlMM U IIP.) COAEPKHUT B
ce0e CKPBITYIO MPOHHIO: TO, YTO M3HAYAJIBHO 3a-
TyMBIBAJIOCh KaK TJ00ATBHBIA MPOEKT aHTPOIIO-
MophHU3alMi MalIMHBL, Ha JeJie OKa3bIBaeTcs
MHOTOYPOBHEBOW oOmepanued Mo MallWHU3ALUA
YeJI0BEKa.

ITocaenoBaTenbHBIM U BIIOJHE CO3HATEIIL-
HBIM yXOJ OT AHTPOIOLICHTPHU3MA B IIOJB3Y TEX-
HOLIGHTPU3Ma SBJISIETCS OOLIUM MECTOM COBpe-
MEHHOU Meauareopuu. llocTrymanucrtuyeckui
nadoc CBOMCTBEHEH Kak JJIsl paboT paJuKalbHbBIX
¢demuHHCTOK, Bpoae 3HameHutoro «Manudecra
kubopros» Jlonubl Xapaysit®, Tak u s counHe-

> llenanna, M. BoiiHa B 310Xy pa3yMHBIX MariuH. M.,
ExarepunOypr, 2014. C. 228.

6 Haraway, D, A Cyborg Manifesto: Science, Technol-
ogy and Socialist. Feminism in the Late Twentieth
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HUW IIPEACTABUTENEH MOCT-ACIE3UaHCTBA, B 4aCT-
HoCTH, couuoisiora bpyno Jlarypa, co3HaTenbHO
YXOISIIETO B CBOEM TEOPUU OT KIIACCHUYECKOU
CyOBeKT-00bEKTHOM OMNMO3ULUU B TOJB3Y 0Oe3-
JIUYHBIX AKTOPHO-CETEBBIX CTPYKTYp. Pacxoxkas
XApaKTEPUCTUKA COBPEMEHHOU 3MOXU KaK MOMEH-
Ta nepexoja K I0CT-4eJI0BEYECTBY, KOTOPOMY CO-
IIyTCTBYET «IIEPEOLEHKA BCEX LIECHHOCTEW» U TO-
TaJbHBIM MEepecMOTp KJlaccuueckoro oOpasza uye-
JIOBEKa, SBISETCS CBOCOOPA3HBIM MEHHCTPUMOM
COBPEMEHHOM Meaa TEOPUHU.

Bnpodem, TEXHOIOrHMYECKOMY MEWHCTpU-
My BCErJia COIyTCTBOBAJIU PAa3HOr0 poja OIIO3H-
LIMOHHBbIE TeueHHs. Ecinu Ha srane nepBbIX IIPo-
MBIIUICHHBIX PEBOIIOLMNA pedb Lula CKopee O
KOHCEpPBATUBHBIX COLIMAJIBHO-TTOJINTUYECKUX
NBUKEHUSIX (nBrokeHue nynauToB XIX B. U Heo-
JTyauToB KoHIAa XX B.), TO IPUMEPHO B HYJIEBBIX
rogax XXI HaMeTWJIOCH MACIITA0HOE M BIIOJIHE
OCO3HaHHOE IIPOTHUBOIIOCTABICHUE MEUHCTPUMY B
paMkax camoil nudpoBoit KyabTyphl. Boznukime
Ha OJaroJaTHoO# MouBe HOBBIX KOMMYHMKAIIMOH-
HBIX TEXHOJIOTUM, TU KPUTUYECKUE TEYECHUS, B TO
K€ BpEMs, IMPOTUBOCTOAT TEXHOJIOIMYECKOMY
MEUHCTPUMY, OCYLIECTBIISS IEPEKOAUPOBAHUE
CYIIECTBYIOIIUX KYJIbTYPHBIX IIPAKTHK, TOCIOJ-
CTBYIOLIMX B COBPEMEHHOM M€lna Cpele.

B 31001 paboTe MbI HE CTaBUM Tepe]] co00it
LN TOAPOOHO OCBETUTh BCE CYIIECTBYIOIINE
BAPUAHTHI CTPATETUH KYJIBTYPHOIO MEPEKOIUPO-
BAaHMS, OTPAHUYUMCS ONMCAHUEM JIUIIb JBYX IIO-
JSPHBIX TEHACHIUH. YCIOBHO 00O03HAYMM 3TH
TEH/JCHIIMN KaK «MHUHUMAIU3M» M «OapOKKOM.
[IpunsTeie 0003HAYEHUS JOBOJILHO YCIIOBHBI:
pedb HIET HE O CIOKMBIIMXCS HOPMATUBHBIX U
[EHHOCTHBIX CHUCTeMax, C(OPMUPOBABLIMXCS B
TE€X WU HMHBIX COLMAIIBHBIX IPYyIIIaxX, a CKOpee O

Century // Simians, Cyborgs and Women: The Rein-
vention of Nature. New York, 1991. Pp.149-181.

JIOKQJIBHBIX ABM)KECHMSIX, CIOKUBLIMXCS Ha IEpH-
¢depuun  MmaccoBoil KynbTyphl. llpeacraBnenue
JAHHBIX TEHAEHUUN B TEpPMHHAX, TPaJULMOHHO
IIPUMEHSIEMBIX K HalpaBIEHUSIM B MCKYCCTBE,
CBSI3aHO C OCOOCHHOCTBIO HAIETO MOJIX0/a, B KO-
TOPOM 3THYECKHUE ACIEKTBI KYJIBTYPHOI'O IIEPEKO-
JUPOBAHUS HEPA3PBIBHO CBS3aHBI C 3CTETUYECKHU-
MU (POPMaMU €T0 BBIPAKCHHUSL.

VYka3zaHHass TPOU3BOJILHOCTE B BbIOOpE
CTpAaTerui He pacIpOCTPaHAETCs HA YUCTO OIepa-
LIHOHAJIBHOE UX TOJIKOBAaHUE, B KOTOPOM MUHHMMAa-
JU3M U OapOKKO MPEICTABIIAIOTCS JBYMS CUMMET-
PUYHBIMU NIPOLIEYypaMU KyJIbTYPHOTO IEPEKOIM-
POBaHUs: MUHUMAIUCTUYECKON ONTUMU3ALMEU U
0apo4HbIM (pAKTATBHBIM YMHOXEHHEM. 3ame-
THM, YTO HECMOTpPS HAa BUJUMYIO KOHTPACTHOCTb
U Jlake IPOTHUBOIIOJIOKHOCTh YKa3aHHBIX IPOLE-
Iyp, MUHUMaIU3M U OapOKKO KaK KyJIbTYpHBIE
CTpPAaTeTMH BOBCE HE HCKIIOYAIOT Jpyr Jpyra:
IIpUCyLIasi UM DHEPIUsl OTPULIAHUS HAIIPaBJICHA, B
IIEPBYIO OYEPElb, HA KYJIbTYPHBIM MEHHCTPUM —
JUIsL HUX OH SIBJISIETCSI OCHOBHOM MJCOJIOTMYECKOU
MUIIECHBIO U TJIABHBIM OOBEKTOM KPUTHKH. Mex-
Iy coOOH K€ OHM HAaxXOHATCS B COCTOSIHUU He-
IJIACHOT'O COIO3HUYECTBA.

Munumanuszm

MuHuManu3M Kak 3THYECKas MO3MULMS BO
MHOT'OM SIBJISIETCS ITPOJODKEHUEM OJIHOMMEHHOTO
HAaIpaBJIEHUS B aMEPUKAHCKOM MCKYCCTBE, BO3-
Hukiero B 60-e rogsl XX B. 1 00beTUHUBILETO
NpeJCTaBUTENICH pa3IMYHBIX OOJIacTel XynoxKe-
CTBEHHOT'O TBOPYECTBA — IU3alHEPOB, ApPXUTEK-
TOpPOB, MY3BIKaHTOB, (POTOrpad)oB U XyI0KHHUKOB.
Hecmotpss Ha BHUIMMOE OTCYTCTBHE IPSIMOU JIH-
HUU TIPEEMCTBEHHOCTH MEXAY BEIYLIUMU IpEn-
(M. Moxann,
C. Jlesutt, P. Moppuc) u MUHMManu3Ma 3THYE-
ckoro (JI. baGayra, K. Paiit, JIx. MunnOypH,

CTaBUTCIIAMU apT-MUHUMAJIU3Ma
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P. Hukogemyc), mocieaHuii MOXXHO paccMaTpH-
BaTb KAk OCOBPEMEHEHHYIO BEPCHUIO IIEPBOIO,
YTPaTUBIIYKO aBaHTapAHBIA TyX XyJO’KECTBEHHO-
ro JIUTapu3Ma, HO OOOTATUBIIYIO CBOU AMUCKYp-
CHBHBIC MPAKTUKU PA3TUYHBIMU (OPMaMH COLHM-
aJIbHOM KPUTHUKU U CYLIECTBEHHO OOHOBHBILIYIO
TEXHUYECKUN WHCTPYMEHTApHUil 3a CYET MCIIOJb-
30BaHUS HOBBIX MEJUA.

3aMeTUM, 4YTO 3TUYECKUH MHMHHMAIU3M
OTHIOJb HE SIBIAETCA UACWHO OJHOPOIHBIM TE4Ye-
HUEM: CKOpee peuyb UIET O COOOIIECTBE EAUHO-
MBIIUIEHHUKOB, 00BEINHEHHBIX OOIIMM CTpemIie-
HHUEM K ONTHMMM3aLMM IIOBCEIHEBHOWU JEHCTBU-
TEIBHOCTU U BBICTPAUBAIOLINX KOHKPETHBIE PaK-
THUKH YTIPOILLIEHHUS Ha Pa3HbIX OCHOBaHMAX. OTCyT-
CTBHE €IMHON MpOrpamMmbl Mpeodpa3oBaHus, yHU-
BEPCAILHON CHUCTEMBI IICHHOCTEH U CKOJb-HUOY /b
BBIBEPEHHOM CHUCTEMBI IIOHATHH 4YpPE3BBIYANHO
POIHUT MHMHHUMAJIHUCTOB C IPEACTABUTEISIMH Tak
HAa3bIBAEMOI'0 «JBW)KEHMSI MEJUIEHHON JKHU3HW»
(slow movement), BO3HHUKIIIErO B paMKax MPOTH-
BOIIOCTABJICHUs  €BPOINCUCKOM  TpagUuLMOHHOU
KyJbTYpbl NHUTAHUS U AMEPUKAHCKON KyJbTYpPbI
«fast food». JlanHOE NBMXKEHHUE, TOJJOOHO MUHH-
MaJu3My, BJIETCS CETEBBIM KOHIJIOMEPATOM JIM-
JIEpOB MHEHMS U DPA3NIUYHBIX TEMaTUYECKUX pe-
cypcoB, Bpone xypHana Kinfolk (kinfolk.com),
OOBEJMHEHHBIX CKOpee [0 CTHIMCTHYECKOMY,
HEXEeIU WACWHOMY NpuHIMIy. HemHorouucnen-
HBIE «IIPOrpaMMHBIE TPOU3BEACHUD)» 000X Tede-
Hull, Bpone kuHur «Xu3Hp Oe3 cyers» Kapna
Onope’ u «The Power of Less» Jleo babaytei®, He

coZiep)KaT KakoW-mubo 3aKOHUEHHOW Teopuw,

" Onope K. Be3 cyersl: Kak nepecraTh CHEIUTh U
Hayath KUTh. M., 2017. 260 c.

¥ Babauta L. The Power of Less: The Fine Art of Lim-
iting Yourself to the Essential... in Business and in
Life. New York, 2009. 192 p.

NPUHAIIIEKA K TONYJIIpHOMY (opMaTy IpakTuie-
CKHUX PYKOBOJICTB «Ha BCE€ CIIy4au KU3ZHU.

[Iponomkast 5CTETUYECKYIO JTUHUIO IIPEEM-
CTBEHHOCTH, CIEAYeT TAKXKE OTMETUTb CHIIBHOE
BIIMSIHUE HAa MHUHHMMAQJIHU3M SIOHCKOW KYJIBTYpBI.
Kak u B SNOHCKOH 3CTE€THMKE, B MHHHUMAIU3ME
cdepa 3CTETHUECKOTO HE OTPaHUYMBAETCS MCKYC-
CTBOM, BKJItOYasi B ce€0s pa3NU4HbIE PEruCTphl MO-
BCEIHEBHOCTH — HAYMHAs C JU3aliHa UHTEpbEpa U
3aKaH4YMBasl KyJIbTypOU NUTaHUA. B AIOHCKOM 3c-
TETUKE IOBCEAHEBHOCTH, KaK U B MUHUMAIIUCT-
CKOHM JCTETUKE, HET CTPOrOro pasAciIiCeHUs MEXIy
IBYMS 3TUMHU c(hepaMu: OOBIICHHAS KU3Hb MOXKET
ObITh (POpMOIl HMCKyCcCTBa, a HUCKYCCTBO B CBOIO
oyepesib He UyKJIaeTcsi OOBIZICHHOM KU3HU.

Emé onHO 3aMMCTBOBAaHME 3aKIIIOUACTCS B
CMEIIEHNH c(pep ATUYECKOTO M ICTETUYECKOTO.
OO 3TOil TeHAEHIINH, XapaKTEPHOH JUIS SMOHCKOM
KYyJbTYpbl, TOBOPUT aMEpPUKAHCKUN HCCIEN0BA-
TeNnb 3CTETUKU mnoBcenHeBHoctH FOpuko Caiirto.
[To muenuto CaiiTo, BO MHOTUX TpPaJULUOHHBIX
ANOHCKUX IIPAaKTUKaX IIOBCEAHEBHOCTH, BpPOIE
CaJI0BOJICTBA, IIEYATHOIO JIeJIa, CEPBUPOBKHU €1IbI U
YalHOM LIEPEMOHUH, — 3CTETUYECKOE HAa4yaJlo BCe-
IZIa COILYTCTBYET 3TUYECKOMY, SBJIAACH €0 4yB-
CTBEHHBIM BbIpaxkeHueM. lccnenosarens mnoa-
4EPKUBAET, YTO SIMOHCKOM OJCTETUKE HE CBOM-
CTBEHHO IpoTtuBonocrasieHue Ilpuponer n Kyinb-
TypBI, XapakTEepHOE Ul 3alaJHONW CUCTEMBI L[E€H-
HOCTEHN: UCKYCCTBEHHOE 3/1€Ch SBJISICTCS OUYEIIOBE-
YeHHOW (OpPMOI HPUPOIHOTO, JIFOOOW SCTETHYe-
CKUH aKT mpenctaér cBoeoOpa3Hoil GopMol KOM-
MYHHMKALIUU — C KU3HEHHOW CPENOW U OKPYKAK0-
UMK JOABMHK’. DTHYECKUM MUHHMAJIU3M, BO3-
HUKIIMM Ha AaMEPUKAaHCKOW II04BE, pas3ieisier

TEHJICHLIUIO SIIOHCKOM KyJIbTYpbl OCHOBBIBATH

? Saito Y. The Moral Dimension of Japanese Aesthet-
ics // The Journal of Aesthetics and Art Criticism. Vol.
65, No. 1, 2007. P. 88.
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CTpaTEruy COBEPIICHCTBOBAHUS HA 3CTETHUECKUX
IpUHOMNAX ONTHMM3ALMM M TapMOHM3ALNH,
YPaBHOBEILIMBAHUS U YNOPSIAOYUBAHUS — ITOCPE-
CTBOM CIIELMAIbHBIX KOMMYHHMKATHBHBIX IIpaK-
THK.

OcobeHHO 3aMeTHa CBSI3b C SIMOHCKOM 3C-
TETUKOW IIOBCEIHEBHOCTU B TBOpuYecTBe Jleo ba-
6ayTbl — OJHOTO W3 BUJHEUIINX MpeAcTaBUTeNeH
JBYKEHUS] MUHMMAJIUCTOB. By yun mOCTOSHHBIM
MOCETUTENEeM JI3eH-OyIMCTCKOro meHTpa Tacca-
Xapa, paclolOXeHHOro B OKpecTHocTsx CaH-
@paHIMCKO U TPEACTABISIONIEro co0oi oduiu-
aJIbHOE TPEJICTABUTENBCTBO  JI3€H-OYIMCTCKOM
mkonsl Corto-cto Ha Tteppuropun CIIA!Y, Ba-
OayTa HUCHBITAI CWIbHEHIIEE BIUSHUE JI3€H-
Oyaau3ma, MO3auMCTBOBAB €r0 ACTETHUECKUH M
TUYECKUHA PUTOpU3M, UMIIEPATUB CACPHKAHHOCTU
U NPOIOBEAb OCO3HAHHOW KU3HHU. B MUHUMAaNIN3-
Me babayTsl MOKHO HAOIIOAATh aIaNTAIMIO J13€H-
OyIMCTCKUX PETUTHO3HBIX MPAKTUK K IOBCe-
JTHEBHOW JKU3HU CPEIHECTATUCTHUECKOTO aMepH-
KaHIla Yepe3 HUBEIMPOBaHUE, COOCTBEHHO, PEJH-
THO3HOM W aKIeHTUPOBaHHE CYry0o NpakThie-

CKOU COCTAaBJIAIOLIEH.

«Zen Habitsy Jleo babaymui

DTUYECKHI MHUHUMAIU3M — 3TO, TMPEKIE
BCEro, cereBas CyOKybTypa. OcHOBHOH (hopmoit
PCIPE3CHTAllMN OTOr0 TCUCHUA BBICTYIANOT IICP-
COHAJILHBIC CaAMTHI Y4aCTHUKOB IBHWXXCHUA, CTpa-
HUYKH OJIOrOB U AKKAayYHTBI B COIIMAJIbHBIX CCTAX.
Cnemmduka MUHHUMaIM3Ma KaK  3CTETHUKO-
ITUYECKOM MMO3ULUU MPOSBIIAETCS yKE B XapaKTe-
P€ BHU3YAJIBHOIO MNPCACTABJICHUA COOTBCTCTBYIO-

LIHUX CETEBBIX PECYPCOB.

10 Principles & Governance // San Francisco Zen Cen-
ter. URL: www.sfzc.org/about-zen-center/principles-
governance/lineage

Bo3pmem B kauectBe mpumepa Omor Jleo
babaytel «Zen Habits» (zenhabits.net). Cam nu-
3aiiH uHTep(deiica «Zen Habits» mpusBan crnocob-
CTBOBATh COCPEOTOYCHHUIO BHMMAHHS I10JIb30Ba-
TeJNs, CHIKEHUIO YPOBHS KOMMYHHKATHBHOM W3-
OBITOYHOCTH, XapaKTEPHOM I OOJIBIIMHCTBA CO-
BPEMEHHBIX MH(POPMALMOHHBIX pecypcoB. Cpens
COZIEP>)KMMOE CBOETO 0JIoTa K MPOCTOMY TEKCTY Ha
6enoM (oHe, MaKCUMAaJbHO ONTHMHU3UPOBAB CH-
CTeMy HaBUTAllUH, IMOJIHOCTHIO HMCKIIOYMB BH3Y-
aJlbHBIE TIOMEXH, BPOJE KPAaCOYHBIX KapTHUHOK,
O6anHepoB U peknamsbl, — Jleo babayra mpeBpaTuin
uHTepQeiic CBOEro CeTeBoro pecypca B MaHupe-
CTaLMI0 OCHOBHBIX IIEHHOCTEH MUHHMAaJIU3Ma: sic-
HOCTH, MPOCTOTHI M OCO3HAaHHOCTH. OCHOBHOM
TUYECKUN MMIIEPATUB, KOTOPBIM IOCIEAOBATEIb-
HO, OT IOCTa K IMOCTY, MpoBoauTcs B Osore Jleo
babayTsl, cBOIUTCS K TPeOOBAHUIO OTBETCTBEHHO-
ro, OCO3HAHHOT'O CYIIECTBOBAHMS, MPEAIOJIArar-
IIET0 CO3HATEIbHOE CONPOTUBICHUE M30OBITKY
uHpOpMalMY, BBICOKOW IUIOTHOCTH COOBITHH W
M30BITOYHOW KOMMYHUKAaTHBHOM  aKTHBHOCTH.
Brpouem, kak ciemyer U3 COIepKHMOro 0Oiora,
THKa MHHHMMAJH3Ma HE CBOJMTCA K IPOCTOMY
MPOTHBOIIOCTABJICHUIO CYETJIIMBOTO CYIIECTBOBA-
HUSl CPEAHECTATUCTHYECKOr0 TOpOYKaHWHA HEKOU
UJICAIbHOW Pa3MEpPEHHOMN JKU3HM, NPUCYILEH He-
PEBEHCKHUM JKHUTEISIM WJIM OOMTATENIIM MOHACTHI-
peii. bior baGayTel — 3T0 HabOp MpaKTHYECKUX
peILIeHHH, MO3BOJISIONIMX COBPEMEHHOMY OOuTa-
TEJII0 METarojuca ONTHUMHU3UPOBATh COOCTBEHHOE
KU3HEHHOE MPOCTPAHCTBO, CO37aTb B HEM 00-
IIMPHBIE JTAKYHBI JJIS1 BIyMUYUBBIX Pa3MBIIIJICHU,
TBOPYECKOM AKTUBHOCTH, JKUBOTO  OOIICHHS,
HACNAXJICHUS] TPOCTHIMU BELIaMH — BCEro TOrO,
YTO JIMIICH CPEeIHECTaTUCTUYECKHH TOpOXKAHMH,
KHUBYIIMHA IO MOCTOSHHBIM IPECCHHIOM COIIH-

QIBHBIX 0053aTEIhCTB, C OJHON CTOPOHBI, U COO-
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CTBEHHBIX HEBPOTMUYECKHUX PEAKIMUI Ha HUX — C
JIPYTOW.

bnor Jleo babayTsl mpexacraBiser coOoit
NnoJ0OPKY CIICHapHeB >KM3HEHHON ONTHUMH3AIINY,
OCHOBAHHBIX Ha aKTUBHOM IIE€JICNIOJIATAHUU B IIPO-
THBOBEC ITACCUBHOMY PEarMpOBaHUIO HA pPa3JIdy-
HbIC BIMAHUSA M TPeOOBAaHUS COIMAIBHOIO OKPY-
’KEHUs, CBOMCTBEHHOMY JOMHMHMPYIOLIEH KYJIbTY-
pe notpebnenus. CoueTaHne BHIBEPEHHON ATHYE-
CKOW TIO3MLMH, COBPEMEHHOro Qopmara Ipen-
CTaBJICHUS, JOCTYITHOM MaHEepbl M3JI0KEHUS, U
OTCYTCTBHUSI CIIO)KHOM TEPMHMHOJIOTMM, JENIAET
6mor Jleo babayTsl onHUM K3 Hanboee Momysp-
HBIX PECYPCOB B aMepuKaHckoM cermente Ceru'!.

IIoMHMO 3THYECKON COCTABIISIOLIEN MU-
HUMaJM3Ma, BBI3bIBAIOLIEH acCOLMAlUU C KIacCU-
YECKUMH JIUCKYPCAMH «OIPOLIEHUs» (AaHTUYHbBIE
KMHHMKHM, XPUCTHMAHCKOE€ MOHAIIECTBO, Y4YEHHUE
JI. H. Toncroro), oco6oro BHUMaHHUs 3aCIyKUBa-
IOT €r0 THOCEOJOTMYECKHE OCHOBBI, BOCXOAIINE
K J13eH-OyIZIUCTCKUM TyXOBHBIM IPAKTHKaM OCO-
3HaHHOTO cyliecTBoBaHUs. Kak yxe ObU1o ckaza-
HO, MUHUManu3M Jleo baGayTel BO MHOTOM cllo-
KHJICS TIOJ] BIMSIHUEM JI3eH-Oyn3ma mkoisl Co-
To-ct0. XapakTepHoil ocobeHHOCThIO COTO-CIO,
OTJIMYAIOLIEH 3Ty IIKOIY OT IAPYTUX HaIlpaBICHUN
I3eH-0yIn3Ma, SIBISETCSl 0co0as TeXHHKa CUAf-
yel MeIWTaluu — A33]133H. B Xo1e n3aa33H npak-
TUKYIOIIUN (POKycHpyeT BHUMaHHE Ha COOCTBEH-
HBIX TEJIECHBIX OIIYIICHUSX: IOJIO)KEHUU TeENa,
pUTME AbIXaHUs, BO3ACHCTBUM OKPYIKAIOLIECH cpe-
1Bl U Ip. 3a7ada 13a39H — MOJIHOCTbIO AIMMHHHU-
pOBaTh MBICIIEHHOE M OOpa3HOE IMPOU3BOJCTBO,

'"Sculte B. From overweight and unhappy to awesome
Internet guru // The Washington Post. URL:
www.washingtonpost.com/news/inspired-
life/wp/2015/03/3 1/from-fat-and-lazy-to-awesome-
internet-guru-heres-how-leo-batauta-did-
it/?7utm_term=.b403d16abdde

COCPENOTOYUTh BHUMAHUE Ha TEKYILEM MOMEHTE,
MOJYYUTh OIBIT YUCTOTO CO3HAHUS COOCTBEHHOT'O
TeJa — B BUJIE JIbIXaHUS, CepALICOMCHUS, TAKTUIb-
HBIX OINYIICHUN, BOCTIPUATHSI COOCTBEHHOU TO3bI
u mumuku'2, Babayra amantupyer Ty MeauTa-
TUBHYIO TEXHUKY K OOBIJCHHBIM MpPAKTHKaM, MH-
HUMU3HPYSI PEJIUTHMO3HYI0 COCTaBISIOLIYI0 U
OCTaBJISASL TOJIBKO TpeOOBaHHME YYTKOTO BOCHpPHUS-
THSA TEKYyIIero MOMEHTa, NPUMEHEHHOE K KOH-
KPETHBIM YYBCTBEHHBIM IPOSBICHUSIM COOCTBEH-
HOTO TeJa, pearupylomero Ha camoe ceOs U Ha
U3MEHEHHUs OKpyKawleh cpeabl. DokycupoBka
BHUMAaHMs, OyIy4d TpPaIUIMOHHBIM CIIOCOOOM
ONTUMM3ALMKY MEHTAJIbHON aKTUBHOCTH B BOCTOY-
HBIX JIyXOBHBIX MPAKTHUKAX, [IOMOTaeT HE TOJBKO
BBICTPOUTH MEPAPXUI0 IPUOPUTETOB B UEPENE CO-
ObITHIA, HO U UTPAET PoOjb CBOCOOPA3HOTO «pac-
TSKUTENSD) BPEMEHHOT'O IMOTOKA, MO3BOJISIIOIIETO
CYIIIECTBEHHO 3aMETUTh XOJI COOBITHI U MeperTH
OT NPHUBBIYHOIO JJIsi COBPEMEHHOI'O YEJIOBEKA
«KJIUTIOBOTO CO3HAHUA» B PEXUM CIUIOLIHOIO, 1ie-
JIOCTHOTO BOCHpHATHS U MbliuieHus. Co3HaTemb-
HOE CYXCHHME BXOISAIMIMX HH(OPMAIIMOHHBIX MO-
TOKOB, JUIUTEIBHOE COCPEJOTOYEHHE Ha CO0-
CTBEHHBIX TEJIECHBIX OIIYLICHUSX U 3aMEAJICHUE
BpeMEHH (MPOSIBIISIIOIIEECS B 3HAUYUTEIBHOM 3a-
MEJUIEHUU PUTMA JIbIXaHUS MPU YBEIUYEHHUH €0
riyOuHBI) TO3BOJISIIOT 3HAYUTEIBHO TOBBICUTH
JETaIN3alli0 BOCIPUHUMAEMOI0 U JOCTHYb Xa-
PaKTEPHOTO AJI1 MHOTMX PEJIUTHO3HBIX IMPAKTUK
NIEPEKUBAHNUS «MTHOBEHUSA-BEYHOCTH». DTO IIpe-
JIEIbHOE 3aMEJUIEHHNE U COIYTCTBYIOIIAsl KOHIIEH-
Tpauuss MH(MOPMAITMOHHBIX MOTOKOB COCTABIISIOT
BAXHYI0O  OCOOCHHOCTh  MHUHUMAJIUCTHYECKON
CTpaTeruu KyJbTYpPHOTO I€peKoAupoBaHMs. B
X0l MHHMMAJIMCTUYECKON ONTHMU3ALMU Iepe-

12 Suzuki S. Zen mind, beginner's mind. New York:
Weatherhill, 1995. P. 29-30.
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KOAHMPYETCS CaM XapakTep OTHOIICHHWI YelloBede-
CKOTO Tella C KYJBbTYPHBIM OKpPYXCHHEM: TPaju-
[IMOHHOE MJIsS 3alagHOW KyJIbTYPBI MPOTHUBOIIO-
CTaBJICHHE TeJa W CO3HAHUS CMEHSETCS KOHIICTI-
[[MeH CO3HATENHHOrO CYIIECTBOBAHUS B KOMILIEK-
Ce TEJIECHBIX IMPAKTUK, YEIOBEYECKOE TElo He
MIPOTUBOIIOCTABIISIETCS OKpYyXKalIeld cpene, a
paccMaTrpuBaeTcsl Kak TOYKa MepeceueHus pa3Ho-
POIHBIX TPOLECCOB — (UBNYECKUX, OMOIOTHYe-
CKUX, ICUXUYECKUX, HHTCIUICKTYaTbHBIX.

IIpoexm «The Minimalists»

AJNBTEpHATUBHBIA MOJIX0J K MHHUMAIU3-
My JIeMoHCTpupytoT [Dxomya MumnbypH (Joshua
Millburn) u (Ryan
Nicodemus), aBtopsl Omora «The Minimalists»

Paitan  Huxopemyc
(www.theminimalists.com). B ux ciy4yae mMunHu-
MaJIM3M BBICTYIIAET 0COOOH KU3HEHHOM cTpaTeru-
e, BBIpaOOTaHHOW B MOMEHT SK3UCTEHIIUATBHOTO
Kpusuca. XpOHHMKA 3TOr0 KpU3HUCa IIPEICTaBIIACT
co0O0# CBOETro pojia «TOUKY BXOJZIa» B MPOEKT MHU-
HUMAJIMCTOB — 3Ty uctopuio Mumnbypu u Huxo-
JEMYC BOCIPOM3BOIAT Ha KaXKJAOM KPYIHOU IIpe-
3€HTalUu CBOEro cereBoro npoekrall. [Ipumeua-
TEIBHO CTPYKTYPHOE CXOACTBO 3TOM MCTOPUU
IIPEOJIOJICHUST C KIIACCUYECKUMM HappaTUBaMHU
pazoOmavenusi, Bpoae ucropun bymuer ["ayramel,
OTKPBIBLIETO MIUIIO30pHYIO0 Ipupoay CaHcapsl, U
IUTATOHOBCKOTO «MH(a O Memepe», YTBEpikKAaro-
LIEro MapajIeIbHOE COCYILIECTBOBAHUE «HMCTHH-
HOT'O» U «WJUII030pPHOro» MUpPOB. Bripouem, ucro-
pus Ipy3eH-MUHUMAIMCTOB Majo0 IIOXOJUT Ha
IUCKypc O00KECTBEHHOI'O OTKPOBEHHS, €CIH He
IIPUHUMATH BO BHUMaHUE KOMIIOHEHT DHTYy3Ha3Ma,
XApaKTEpHBIA JUIs TNPEICTABUTEIECH aMEpUKaH-
CKUX IPOTECTAHTCKUX CEKT. DTOM BEPCUU MHUHHU-

B A rich life with less stuff. The Minimalists.
TEDxWhitefish 2014.
URL: https://youtu.be/GgBpyNsS-jU

Malu3Ma ropasfo ONKe MO OyXy HpOTECTHBIN
JUCKYpC aMEpPUKAHCKOM KOHTPKYJIbTYpbl 60-X,
UCTOJb30BaBIICH HOHKOH(QOPMHM3M B KadecTBE
IIPOTUBOSAMS IPOTUB TEXHOKPATUYECKOM JIery-
MaHHM3alMH U OTYYKIEHHOTO TOBApHOTO (heTu-
mu3Ma. Hekoropble amito3uu Ha KOHTPKYJBTYPY
60-x MOXXHO HaWTH U B cTuiuctuke caita «The
Minimalists»: TOMHUMO 3KCIUTyaTalluu «XHIICTEP-
CKOM» DCTETUKH, aBTOpBI CalTa aKTUBHO JKCIIE-
PUMEHTUPYIOT C MaJloi JINTepaTypHOH (opMoii,
BOCXOJAIIEH K aMepUKaHCKOMY aBaHrapay 50-x u
60-x rr. ([x. Kepyak, K. Ku3zu, P. bporunram).
MuHuMaIUCTCKass CUCTEMAa LEHHOCTEN M3J1araet-
csl aBTOpaMu B popmare HEOONBIIMX 3cCe Ha H3-
OpaHHbIE TEMBI, IJIsi KOTOPBIX XapaKTepHa Ipe-
TEH3MsI Ha JIUTEPAaTypHOCTb U XYIOXKECTBEHHBIN
CTUJIb, 3aUMCTBOBAHHBIN Y IIPEACTABUTEIICH «II0-
TEPSHHOTO TIOKOJIEHU» 4,

HoukoHpOpMHCTCKHE MOTHBBI MPOEKTa
«The Minimalists» ¢yHAMpYET TOT K€ MHHHMMA-
JIMCTCKUM IPU3BIB K ONTHUMM3aLMU, 4yTO U Yy ba-
0ayTbl, 3aXBaTHIBAIOLINIA Bce 00IACTH yesloBeye-
CKOT'0 OBITOBAaHUS — OT OPraHU3aALUU KUIHEHHOTO
MPOCTPAHCTBA 10 OCBOCHHUSI 0o0Jiee «ECTECTBEH-
HBIX» KOMMYHUKAaTHUBHBIX MpHUBbIYEK. OcoObIH
ynop Munmnbypun u Hukomemyc nenaroT Ha Jnd-
HOE OOILEHHUE: XOTsI OCHOBHBIM MCTOYHHKOM MH-
HUMAaJIMCTCKOIO JTUCKYpCa SIBIISETCS YK€ YIOMS-
HyTbI O5or «The Minimalists», ero aBTOpbI OT-
Jal0T TpeArnodTeHue (GopmMaTy BBIE3THBIX CEMH-
HapoB, Ha KOTOPBIX OHHU HMEIOT BO3MOXHOCTh
HETOCPEJCTBEHHO O0LIaThbCcs CO CBOMMHU EAMHO-
MBIIIJIEHHUKAMU, JIEIUTHCS MPOIYyKTaMH JIUTEpa-
TYpPHOTO TBOPYECTBA, YCTpauBaTb MY3bIKaJIbHBIE
ceccun. OziHa U3 KIHOYEBBIX 3aJja4 MUHUMAJIU3Ma,
Kak ee moHuMaroT MwubypH u Hukonemyc, 3a-
KIIIOYaeTcs B BOCCTAHOBJIGHUU TPAJUIIMOHHBIX

4 Cwm. acce «Live Like Stan» — URL: https://www.the-
minimalists.com/stan/
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YeJI0BEKOPa3MEpHBIX (POPM KOMMYHHUKALUH, OTO-
WEAMNUX Ha BTOPOM IUIAH B DIIOXY COLIMAJIBHBIX
ceTell M CepBUCOB AEKTPOHHBIX cOo0OIIeHH. Pe-
aNnu3alys dTOU 3aa4M MPEANOoIaracT IOCTPOEHUE
CBOCOOpa3HOM  HMepapXuu  KOMMYHHUKATHBHBIX
CPEICTB, B KOTOPOW HOBBIM M€Jua OTBOJUTCS CY-
ry0o BcrioMmorarenbHas poisib. [1ogo0HBIN «cHU-
’KEHHBII» cTaTyc HM(POBBIX Meana MpEeArnoiaraet
[IpOorpaMMy IO pPaJuKaJIbHOW ONTHUMHU3ALUU CETE-
BOIl aKTMBHOCTH, CBEJIEHHE €€ K HE0OXOIUMOMY
MUHUMYMY. MUHUMAJIHCTBI JIEJIal0T OCOOBII yrop
Ha CIIy’)KeOHOM XapakTepe TE€XHOJIOTUH U MPHU3bI-
BalOT BHOCUTBH OOJIbIIIE OCMBICIIEHHOCTH B TIPO-
L[ECC [TOBCEJHEBHONM KOMMYHHUKAIUU:

«Tonpko OT HAC 3aBUCUT TO, KaK HCIIOJb-
30BaTh HAIlll TIOBCEAHEBHBIM MHCTPYMEHTApHil,
Hamy TexHosioruu. Hamwm MHCTpyMEHTBI — 3TO
BCETO JIMIIb MHCTPYMEHTBI, U MBI JIOJIKHBI BpEMs
OT BPEMEHM 3a/aBaTbCsi BOIPOCOM O TOM, Kak
IIPaBUJIBHO HX HCIIONB30BaTh. lIpeBparutbcs B
HoBOro Jlymiura — 3HAYUT UCKIIOYUTH Ui ceOst
LEJIBI MUP BO3MOKHOCTEH, 0oJiee COBEpIICHHBIN
MHUp, OOOTalIEHHbII HOBBIM TEXHOJOTHYECKUM
HHCTpyMeHTapueM. lcnonb3yss TEXHOJIOrMU OT-
BETCTBEHHO U OCMBICIICHHO, MBIl MOYKEM U3MEHHUTH
Hall MUp K JIy4IlIEMYy, B IIPOTUBHOM CJIy4ae OHHU
MOTYT CTaTh MCTOYHHUKOM OOJBIIUX HEMPHUITHO-
crein !,

Takum oOpa3oMm, JBHKEHHE MHUHUMAIU-
CTOB HE SIBJISIETCS KOHCEPBATUBHOW PEAaKLUEH Ha
BO3PACTAOILYIO POJIb HOBBIX MEAUa U IIPOrPECCH-
PYIOLIYI0 TEXHM3ALHIO IIOBCEIHEBHOM JKHU3HU.
Ckopee 3T0 cpeAcTBO OaIaHCHPOBKU MHTEHCUBHO
pazpacraromieiicss TexHochepbl U HE yCIEeBAIOIICH
3a 3TUM OYypHBIM POCTOM aHTPONoc(hepbl, MOMbIT-
Ka CKOPpPEKTHpPOBAaTh MAIIMHHBIA ayTOIIO33UC C

!5 Millburn J., Nicodemus R. A Minimalist Approach
to Technology.
URL: https://www.theminimalists.com/technology/

y4€TOM Cyry0o 4YemoBEYeCKHX IMOTpeOHOCTeH —
noTpeOHOCTH B TBOPYECTBE, CBOOOAE M TOJIHO-
[IEHHOM MEXJIMYHOCTHOM OOIICHHH.

bapoxxo

«bapokko» — cocTosHHME, B KOTOpPOM
¢bpaniy3ckuii comuonor u ¢uiocodp Murens
Maddeconn Hax0AUT 0OBACHUTEIHHBIN TOTEHITH-
aJl AJ1s IPOLIECCOB M MOJENEN — COLMANIbHBIX, T0-
3HABaTEJbHBIX, PKOHOMUYECKUX — pa3BOpayuBa-
IOLIUXCS B IOCTHH/YCTPHAIBLHOM 001iecTBe .

B orpsiBe OT Bcero kopmyca INOHATUNA U
KOHLENIUH, IPUMEHSAEMBIX 3TUM HCCIIEI0BATENEM
JuIsl aHanu3a (TI0CT)COBPEMEHHOCTH, TaHHBIN Tep-
MUH MOXXET IIOKAa3aTbCs Yepecuyp SK30TUYHBIM,
OJTHAKO CTOUT CKa3aTh, YTO MOJI «0apOUYHOCTHION» B
YKa3aHHOM HaMH I10JIE€ MCCIIEN0BaHUS IIOHUMAET-
Csl HE KOHKPETHBIM CTHJIb B ICTETHUKE, a CKOpee
Ha0Op MPAKTUK U CIIOCOOOB OTHOIIEHUS YeJIOBEKa
K OKpY>Karolel ero JEMCTBUTEIBHOCTH U CBOEMY
MeCTy B Hell. B niepByro ouepenb pedb 371eCh UACT
O CTpaTerusix yCBOECHMsI U PACIPOCTPAHEHUs WH-
bopmanuu.

B 51O CBA3M BaXXHO BBIACIUTH YEPTHI,
IPUCYIIME 3TOMY TOHUMAaHUIO «OapodHOM mapa-
IUTMBD»: TEHJCHLHUIO K PACHIMPEHUIO U H30BITOY-
HOCTH, TMOPUAM3ALUIO POJIe M UICHTUYHOCTEH,
UTPOBBIE TIPAKTUKH COYYacTHs, CETEBOM HOMa-
IU3M, SKCIJIO3MI0 B OTHOLIEHHWM CTapblX COLM-
AJIbHBIX HOPMAaTHBOB.

[IpakTuku, CBSA3aHHbIE C UTPOH, TIepeoldia-
YEHUEM, CMEHOU POJIEH U MaCOK, KOTOpBIE Tpaau-
LIMOHHO OCYIIECTBIISJIUCh B ONPEAEICHHBIE NIEPH-
OBl TOJla U UMENU IO OOJbIIeH YacTH peryiis-
TUBHBIA XapakTep AJs >KU3HM COOOIIecTBa, Ceil-
4yac paccesHbl 110 COLUUAIbHOMY BPEMEHM U IIPO-

' Maffesoli, M. L'Ombre de Dionysos. Paris: Le Livre
de Poche, 1991. 243 p.
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HU3BIBAIOT BCE Cephl YETOBEUECKON )KU3HU. ITOT
NPUHLUI OpraHu3ali COOOIIEeCTBa, — HEOTpaii-

oanuctckmii!’

[0 CBOEU CyTH, — IOAPA3yMEBAET
KOMMYHHKAIIMIO BHE IparMaTU4yecKuX LeneH, a
TaKke OOJBIIYI0 TOJEPAHTHOCTh, COYYBCTBHE,
BBICOKYIO OMOLIMOHAJIBHYIO CBSI3b, M, YTO, BO3-
MOJKHO, CaMO€ Ba)XKHOE — OOIIYI0 UTPOBYIO paK-
THKY, CO3UJAIOIIYI0 HEKHI CBOJ IpaBuJl, NPUHU-
MaeMbIX BCEMHU yYaCTHHKaMH COOOIECTBAa, HO HE
HaBs3bIBaeMbIi UM. CrocoObI MBICTUTEH ce0sl U
CBOM COIIMAJIbHBIE CBSI3M, BeKaMH (PUKCHpOBaB-
IIMeCs eBPOMEWCKON MBICIBIO, MEPEeCTaloT OBITh
pEJIEBAHTHBIMM, KOIZAd pedb 3aXOIUT O peausx
CErOJHSAIIHErO JH.

[Ipumepom TOMy ciayXkaT pa3iIMYHbIE MUK-
pocooOriecTBa, 00pa3yroIecs, pacTylye u pas-
BHBaIOIIMECS KaK B BUPTYaJbHON PEAIbHOCTH, TaK
u B mupe odduaitH. [TonoGHOro pona cyOKyIbTy-
pBl, OOBEAMHEHUS — B TOM YHCIE U KOHOMHYE-
CKHe — C(OPMHUPOBAHBI HE TIO TENEOJIOTHUECKOMY
MIPUHLUITY IPEKHEN 3alagHON KyJIbTYphl, HE II0
NPUHLUIY CJIEJOBAaHUS HEKOHW oOmieil menu, a mo
6oJiee THOKUM M MOJIBM)KHBIM NPUHLIAIIAM.

SIpkuM TIpUMEpPOM TMOAOOHOTO THIMA 00b-
eIMHEHUs] MOXKHO Ha3BaTh COOOIIECTBa, 3aHMMa-
FOIIMECS UCTOPUYECKOW PEKOHCTPYKLMEH: Cylie-
CTBYSl BHYTPH COOCTBEHHOH 3I10XH, MpEICTaBUTE-
JM 3TUX COOOIIECTB MOTYT COBMELIATh aJeKBaT-
HYI0 CBOEMY BPEMEHHU JAEATEIBHOCTH (CYILIECTBO-
BaHUE B KA4e€CTBE IPEICTABUTEINS TOM WIM HUHOU
npodeccur, B KauecTBE COCE/a, HAJOrOoIaTeib-
1IMKa, etc.) ¢ MOMBITKOW BXKUTHCA B POJIb JIIOAEH
MPEeNbIAYIIUX 30X M BOCCO3/aTh HX IPAKTUKHU
IIOBCETHEBHOCTH, AJIEMEHThHl MaTEPHUATIbHON KyJIb-
Typbl. [lpuBeneM B kadecTBe IpUMepa OAUH U3

PEKOHCTPYKTOPCKUX KIyOOB, OpraHW30BaHHBIM

7 Maddeconun M. KaxmoMy cBost Tpuba: OT KOHTpaK-
ta K nakty // Ilocpemnuk. Maccmenna, oOIecTBO U
KynbTypa. M., 2016. 289 c.

HHTepecyromumuca ucropue Jlpesnero Puma:
http://www.legio-x.ru. B kauecTBe Apyroro mpu-
Mepa yMECTHO YNOMSHYTb KyJIbTypy peiBa — Io-
nyJsApHyto B 90-€ rojpl M NepeKUBAIOIIYIO HO-
CTaJIbIMYECKUI BCIUIECK CEMYAC — MOXKHO CKa3aTh,
9TO 3TO MpPAKTHKA OOBEAWHEHHS, BO3HUKAOIIAS
Ha SMIIATHYECKUX OCHOBAHHSIX OOIIEH 3MOIHO-
HATBHOW MPUBS3AHHOCTH M OOIIUX CTETHUYECKUX
MPEANOYTEHUH, U T0Ipa3yMeBaloIIasi ONpe/eIICH-
HbIC TMATTEPHBI W HOPMBI B mMoBencHHH (00pa3
KU3HH, PacCHopsIOK JHsI, CICHT, MaHEPY OJ/IeBaTh-
csl), HO HE PENpPEecCMBHO, a B UTPOBOH (opme.
Becbma nokazarenbHa periMka OJIHOTO U3 y4acT-
HUKOB MOCKOBCKOTO MY3BIKAJILHOTO (ecTuBas
«bonby» amepukanckomy xypHainy Dazed: «Omo
MY3bIKA, KOMOPAs HENpepul6HO 36Y4Um 6 meyeHue
8 uacos. M1 omHocumca Kk cebe ¢ uponuel, u 8
mo dice pema uckpenue. Ham ne npasumcs auye-
Mepue Hu 6 My3viKe, HU 6 dcusHu. Ham ne nyoicen
omowix. Tel modceutb Obl poK-cKumanbyem, non-
UHMENNeKMYANIOM ULU NOONONbHBIM PINEPOM — U
6ce osmo nam Hpasumcs »'®

OOBeUHSIONNM MPUHIMIIOM B pPEUB-
KYJbTYpE SBIISIETCS MYy3bIKa — BBOJIIAs B TPaHC,
My3blKa, KOTOPYIO CIIYLIAIOT, MOJ KOTOPYIO JIBH-
raloTcs, U KOTopasi 3aJ]aeT 3CTETUYECKYIO0 TOHAJIb-
HOCTh cooOmiecTBa. ComocTaBisisi Ba MPUBEICH-
HBIX MPUMeEpa, WU K€ 00paIrasich K APYruM IMpo-
SIBJICHUSIM «HOBOM TOPOJICKON COJIMIAPHOCTHY,
BXHO OTMETHTh, YTO OJHHU COOOIIecTBa CyIie-
CTBYIOT MapajuleIbHO C JAPYTMMH: HWHIUBUJ
BIIOJTHE MOKET OOJIAYUTHCS B KOCTIOM O(HCHOTO
paboTHUKA yTpOM, TMEPEBOILIOTUTHCS B peiBepa
BEUEPOM, OCTABAsICh U B TOM, U B JPYroM cllydae

'8 Fedorova A. Photos capturing the ecstasy of being a
young Russian raver // Dazed. 2017. URL:
http://www.dazeddigital.com/art-
photography/article/37586/1/sasha-mademuaselle-
photos-capture-the-ecstasy-of-teen-russian-ravers.
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coboif. CTOUT 1M yMOMHHATH 3/I€Ch MHOTOYHC-
JICHHBIE BO3MOYKHOCTHU TMEPEBOILIONMICHUS U CaMO-
penpe3eHTalnH, TPEAOCTABISIEMbBIE COIIHATEHBIMU
menua?

Hepa, a ne npouzeoocmeo

Otuactu «0apOYHOCTHY» SIOXM O3HAUYACT
JOCTYIIHOCTh LIUTHUPOBAHUS, BO3MOXHOCTH CBO-
00/IHO OTIEPUPOBATH PA3TUYHBIMHU ICTETUUECCKUMHU
napagurMamu. YesnoBeKk TeJIeOJOrn4ecKon Kyllb-
Typbl BIIMCaH B JIOBOJIBHO JKECTKYIO Hepapxuye-
CKYI0 CTPYKTypy, Cledys HAeaJaM U MOTHBaM,
HaBsI3aHHBIM €My OOIIECTBOM, OH CTPEMHUTCS K
OeckOHEUHOH «1opaboTke» cebs, Kk (popMupoBa-
HUIO COOCTBEHHOM LEIOCTHOCTH, K CIIY>KEHHUIO
ujeanaM, OH BIIMUCAH B PUTHIHYIO CUCTEMY I10
OoJIbIIIeH YaCTH PENPEeCCUBHBIX MPAKTUK. MOXKHO
CKa3aTh, YTO OH HAXOJUTCS B OECKOHEUYHOM CO-
CTOSTHUM MPOM3BOJICTBA — B TOM YHCII€ COOCTBEH-
HOTO MPOEKTa, OTTECH:S Ha Mepudepuro SMOoLUo-
HAJIBHYIO M YYyBCTBEHHYIO C(epbl, paBHO KaK U
KyJIbTypy MOBCEJHEBHOCTH, KaK OOJacTH OIbITa
MaJO3HAUUTENbHbBIE, A MOJYac M IpPEMSTCTBYIO-
[IMe pealn3aluu MPOeKTa, B KOTOPOM OH — CyOb-
eKT — SIKOOBI JIOJDKEH CBEPIIUTH HEKOTOPBIA MO-
CTYIOK, CIIeNIaTh BKJIA Ui OyIyIIMX MOKOJCHUH.
YenoBek ke KyIbTypbl OapOuYHOW OTpUIAET HE
TOJIKO IIEHHOCTh (POPMHPOBAHUS COOCTBEHHOIO
IIPOEKTa, OH B MPUHLMUIE IOABEPracT KPUTHKE
camMoO IOHSTHE TEJIEOJOTUYHOCTH KyJIbTyphl. WH-
IUBU, Ybsi UACHTUYHOCTh MPHOOpPETAET CBOEOO-
Pa3Hyl0 «BJIACTUYHOCTb», HAXOAUTCS B UIPOBOU
pearbHOCTH, B CUTyallUd OECIpepbIBHOW CMEHBI
pojeil, KyJIbTypHOro OOMEHa, IMTUPOBAHHUS,
Oy IaHUS 10 CETH THUIIEPCCBUIOK — U, YTO BaK-
HO, — B MOMEHTE «cendac». bapouyHoCTs Mao J0-
BepsieT «OyaymieMy» — U B 3TOM OTHOIICHUH €€
MOKHO Ha3BaTh (DyTypONECCUMHUCTUYHOH CHCTe-

MOH, — B IPOTUBOIOJIOKHOCTb YCTPEMIICHHOU
BIIEPE]] 110 «BPEMEHU-CTPEIIE» KyIbType MOJAECPHA.
Pexypcuenvie cmpamezuu pacuiupenus

Hapsny c ApYyTUMU
(mocT)COBpEMEHHOW 3IM0XM — TMOApa3syMeBas, B

pU3HAKaMH

NEPBYIO O4Yepelb, MNPUHIUI PACIPOCTPAHEHUS
uHpOpMalMK B COIMANBHBIX Menua — Maddeco-
T BBIAETSET TaK Ha3bIBaeMbli «(pakTambHBIN»
croco6 coobmienus'®. ITor crmocod nompazyme-
BaeT JBIDKEHHE MATTEPHA MOBEICHUS C JalbHEH-
el ero parmMeHTanue, HUHTErpauue ¢ Apyru-
MU MaTTepHAMH M C CO3JaHHUEM MO3aMYHOM Kap-
TUHBI, KOTOpas BOUpaeT B ce0sl pasziauuHble (par-
MEHTBI KyJIbTYPHBIX COOBITHM, MPOU3BEICHUS HC-
KyCCTBa, KOMMYHUKAaTHUBHBIC MPAKTUKUA U CTHIIH.
[To sTOMY IpHUHIUIY YCTPOCHO OOIICHHUE B COLH-
QIBHBIX CeTsX, OOMeH uH(dOpMalMel, pacIpo-
crpanenue HoBocteid B CMU. B pabote «Teopun
CO(T-KyIbTYpbl» aMEPUKAHCKUN HCCIIeI0BaTEeNb
Jlee MaHOBHUY BbIIENSET TOJOOHYIO CTPYKTYPY B
qucae MPUHIUIHAIBHBIX O0COOEHHOCTEH HOBBIX
Meaua:

«2TH 31eMeHTHl coOpaHbl B 0Ooiee Mac-
mTa0HbIE 00BEKTHI, HO MPOAOIDKAIOT OBITH CaMo-
cTosiTenbHBIMU. HakoHel, caMu 3TH 0OBEKThI MO-
ryT OBITb OOBEOMHEHBI B elle 0ojee KpPYIHBIC,
OIISATH K€ HE TEPSA CBOEH CAMOCTOATENBHOCTIH .

Maddeconn yTBep)KIaaeT, 4YTO, MPOBEIST
napajuiesib MEeXIy OOIIECTBEHHBIMU U OWOJIOTH-
YeCKUMHU TPUHIMIIAMH OpPTraHU3aluu, Mbl yOe-
IUMCS B TOM, YTO (h)paKTaJbHBIA THII OpraHu3a-
UM ¥ Tepenayd MH(OpMaIuM €CTECTBEHEH IS
o0IecTBa, — COBPEMEHHOE HMCKYCCTBO 00Ja/1alio

' Magdeconu M. Kasxaomy cBost Tpuba: oT KOHTPAK-
ta K nakty // Ilocpemnuk. Maccmenna, oOIiecTBo U
KynbTypa. M., 2016. 289 c.

2 Manoswuu JI. Teopuu codT-kyasTypsl. H. HoBropon,
2017. C. 23.
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BAKHBIMM HMHTYMIMSIMM B 3TOM OTHOIIEHUU 3a-
JI0JTO 10 TOSABIIEHUS COLMANbHBIX CETEH, HayaB
9KCIEPUMEHTHPOBATh ¢ TEMAMHM MO3aU4YHOCTH U
(bparMeHTapHOCTH; C COPACHOJIOKEHUEM YacTel 1
LEJIOTO U TpaHC(HOPMUPYs TPaIUIIMOHHBIE Tpea-
CTaBJICHUS O BHYTPEHHEM YCTPOMCTBE NPOMU3BE-
nenus. Pedrexkcus Haj COOTHOIIEHHEM IIEJIOTO U
qyacTeld, UHTEpEC K NEPEKOJUPOBAHUIO HOPMBI B
MIPOCTPAHCTBE CIIEKTAKII, O€3yCIOBHO, CBSI3aHbI C
IIOCTETIEHHBIM CMEIIEHUEM BJIACTHOIO JUCKypca
TEJIE0JI0rMYECKON apaIurMbl B OTHOLIEHUH HOPM
colMalbHOW KoMMyHMKauuu. [IpuBenem B mpu-
xopeorpadoB  [Iunbl
(http://www.pina-bausch.de) u Mepca Kannunre-

M€p  IMOIXOJIbI baym
Mma (https://www.mercecunningham.org), Temo B
nocraHoBkax baym u KanHuHrema BbICTyNano
CaMOCTOSATEIILHON €IUHULIEH, BXOJA B PE30HAHC C
JIPYTUMH TeJlaMH U pa30uBas KIACCHYECKYI0 MO-
nens crnekrakis (Cunningham). CxoaHylo KapTu-
HY MBI BCTpe4aeM B 0apO4HOM — B KJIACCUYECKOM
MOHMMaHUH 3TOT'0 TEPMUHA — APXUTEKTYpE: 10
CO3JIaeTCs M3 COBOKYIMHOCTH IEPEKIUKAIOIINXCS
MEXJy COOOW DJIEMEHTOB, KaXJIblil M3 KOTOPBIX
MOKHO paccMaTpuBaTh B OTAEIBHOCTH, MEXIY
TEM, HE Tepss U3 BUJy TAHOPaMy MPOU3BEACHUS —
NPUYY/UIMBYIO, CIOKHOCOYMHEHHYIO U BUTHEBA-
TYIO.

bapounas crpaTterusi mpoOTHBOCTOUT Tpa-
IULMOHHOHN KyJIbType MOJIEpPHA, U OHA €CTECTBEH-
HBIM 00pa3oM MPOHMU3BIBAET MACCOBYIO KYJBTYpY,
rzie, JajJeKko He Bcerza Oyaydd OCO3HAaBAaeMOH,
B3aMMO/ICHCTBYET C NPUBBIYHBIMU CTPATErHSIMU
noBesieHHsI. BapoyHOCTH 3aXBaThIBAET BCe OOJIbINE
cep ombiTa, KOHCTPYKTOB M HATTEPHOB B COO-
CTBEHHYIO Urpy, IpeoOpa)kasi Halle BHICHUE MHU-
pa 1 cCOOCTBEHHOW POJIM B HEM — Uepe3 pacuupe-
HUE U pacceMBaHUE KJIACCHYECKOTo KapTe3HaH-
ckoro cyowekra. Ilpu BuauMoi nHGaHTUIBHOCTH,
¢diekcuBHOCTH Oapo4Has CTpaTerus, MOXKalyH,

MOJKET OBITh OXapaKTepH30BaHa KaK HKCIIaHCHUB-
Has — IIOCKOJIbKY OHa IIOCTOSIHHO 3aXBaTbIBACT B
ce0s1 BCce HOBBIC (pparMeHTHl MEWHCTpUMa, Hepe-
pabaTbIBasi €ro M BKIIIOYast B LIUKJIBI COOCTBEHHOT'O
«(ppaxTampHOrO» NBMXKEHHUA. B 3TOM coctouT ee
MPUHLUIHAIBLHOE OTJIMYME OT CTPaTeTMd MHHHU-
Majlu3Ma: €CJIM IepBast CTPEMUTCS K CpEeIOLCH-
TPUYHOCTH M KOHLEHTpALUU, TO BTOPAss — IIPO-
noioKasi ObITh, 1O CBOEH CyTH, aHTPOIIOOPUEHTH-
POBAaHHOM CTpAaTETHEN, — K pacnaay Ha COCTaBIIA-
IOLLIHE.

Ho BmecTe ¢ TeM MexX Iy ABYMsS STUMHU MO-
JEJISAMU  IIEPEKOAUPOBAHMS  CYIIECTBYET OIHO
(byHIaMEHTAIbHOE CXOACTBO — IMPOTHBOCTOSIHUE
MEWHCTpUMY, BEIEHUE Juajora W Meauauus c
HUM B 4YepeJie B3aUMOIIPOHUKHOBEHUN, CMEILICHUN
U PEIUIUK.

ks

«O0Xx01» KIMIIUPOBAHHBIX, PEMPECCUB-
HBIX, TEXHOICHTPHUYHBIX MPAKTUK KOMMYHHKa-
IIUH, XapaKTEPHBIX VIS JOMHHUPYIOUIEH KyJIbTY-
PBI, OCYILECTBIIAETCS JABYMS NpPEACTaBICHHBIMU
CTpaTeTHsIMH TO-Pa3HOMY: €CIM MUHHMAJIU3M
MPOIYLUPYET MHOrooOpasue Onarogapst BBICOKO-
My YPOBHIO OCO3HAHHOCTH M (puibTpanuu, To 6a-
POKKO NPOIYLUPYET MHOrooOpa3ue 4epes3 IKCTa-
TUYECKUE MPAKTUKU «IIOTEPU CO3HAHUSN» B IMIOTOKE
KOJIOCCAIbHBIX 00beMOB HH(popMmarmu. Bwmecrte
K€ OHHU TPEACTABIIOT COOOM pa3zHbIe PEKUMBI
KyJIbTYpHOTO TEPEKOANPOBAHUS, CaMO HallM4ue
KOTOPOI'O SIBJIAETCS XapaKTEpHOM 4YEpPTOU COBpE-
MEHHOH KYJIBTYPBI U HE MOXET OBITh OCTABICHO
0e3 BHUMaHHs MEMaTCOPHEH.

3aMeTHUM, 4YTO OINHCaHHAsg TEHJCHLHUS K
ONTUMHU3AIMHM HMHPOPMALMOHHBIX IOTOKOB |
KU3HEHHOM aKTUBHOCTH HE SIBJIAETCS MCKIIOYH-
TEIBHON NPEpOraTMBOM MHHMMAIN3Ma, SBISACH
O0IIMM MECTOM COBPEMEHHOW 3amajHOW KyJbTY-
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pol. Jlns uHGOpMAaMOHHOTO OOIIecTBa XapakTe-
peH CcTaOWJIBbHBIM POCT cIpoca Ha pazIUYHbIC
CpeACTBa ONTHUMU3ALMUH, IPOrPAMMBbl JTHYHOCTHO-
ro pocra, CcuUCTeMbl J(PQPEKTUBHOTO  TailM-
MEHEJKMEHTa, TEXHUYECKHE CPEe/ICTBA aBTOMATH-
3allMu PYTHHHBIX IpoleccoB. Pacrtymas BocTpe-
OOBaHHOCTH MOAOOHOTO MHCTPYMEHTApHUs, Ha Hal
B3IJIS1/I, HANpsIMYIO CBS3aHa C JIABUHOOOpa3HBIM
YBEJIIMYCHUEM O0bEMa, CIOKHOCTH M CKOPOCTH
00paboTKu MH(POPMALMHU, COIYTCTBYIOIIMM 3BO-
moruu UpoBeIX Meaua. [Ipuuem moTpeOHOCTD
B MOJOOHBIX CPEACTBAX ONTUMHU3AIUU TEM BBHIIIIE,
YeM BBILIE J0JI HAYKOEMKHX U BBICOKOTEXHOJIO-
THYHBIX TPOU3BOJACTB B OOIIEH 3KOHOMHUKE TOU
WIM MHOM CTPaHbl WK PErMoHa. DTHM, B YaCTHO-
CTH, OOBSICHAETCS] BHICOKAS MOIYJISAPHOCTH dTHYE-
CKOT0 MUHHUMann3Ma Ha Tepputopuu CoeauHeH-
HbIx [IITaros.

Ha mpumepe MHHUManW3Ma MOXHO YBHU-
JeTh, KaK MpH JOCTHKEHUU OYEPETHOrO MUKa Ma-
TEPUATBHOTO M CUMBOJHMYECKOT0 0OMEHa KYyJbTY-
pa HayMHAET BBIpaOaTHIBATh COOCTBEHHBIC MEXa-
HU3MBI ONTHMHU3ALMH, HAIIPABICHHbIE HA pacIpe-
JeTICHUE Harpy3Kd Cpeld Y4YaCTHHUKOB COLMAJb-
HOW CHUCTEMBI U CHIDKAIONINE HH(POPMALIMOHHBIN 1
COOBITHMHBIN «IeperpeB» KyJIbTypbl B ILIEJIOM.
Mex 1y TeM 04eBUIHO, YTO METOIbI ONTUMH3AINN
HE BCErJa COMPSDKEHBI CO CTPATETUsSIMHU CKATHS U
GWIbTpallu MOCTYNAIOIIUX W3BHE JAHHBIX — U
OapoyHasi CTpaTerus, ONWCAaHHAsg HaMH, Ipel-
cTaBisieT co0O0i MPOTHBOIOIOXKHBI METO: pac-
IIMPEHHs], TIOTJIOIIEHUS M HEMPEPbIBHOIO «CO-

CKaJIb3BIBAHUA .

Kak y>xe ObLIO CKa3aHO, MBI CKJIOHHBI pac-
CMaTpUBaTh OAPOKKO M MUHUMAIHU3M B KaueCTBE
CPEIICTB KYJIbTYpPHOI'O MEPEKOJUPOBAHUS, Xapak-
TEePU3YIOMIETOCS] TPEOoONaJaHueM ATHYECKOTO H
ACTETUYECKOTO aCMEeKTOB HaJ TEeXHUYeCKuM. B
9TOM, Ha HaIll B3TJIS, 3aKJIFOYAETCS OCHOBHOE OT-
JTUYUE TPATULIHUOHHBIX CTpaTeruii ONTUMU3ALINH,
HAaIICJICHHBIX Ha CO3JIaHME YHUCTO TEXHUYECKUX
CPEIICTB U TOBBIIIEHUE «BBIYUCIUTEIBHBIX MOIII-
HOCTEW» M «IPOIMyCKHOW CIMOCOOHOCTH» areHTOB
KyJlbTypsl (IMHMA Makiito3Ha), OT pacCMOTpPEH-
HBIX CYOKYJIBTYpPHBIX CTpAaTeTHi, HAIICJICHHBIX Ha
BOCCTAHOBJICHHE HAapyIIEHHOro OalaHca U pac-
CMaTpUBAIOIINX YETOBEKAa KaK pa3yMHOE TBOpYE-
CKO€ HayaJio, CYIIECTBYIOIEE Ha TpaHUIE MpPHU-
POHOTO U TEXHUUYECKOT'O U MPU3BAHHOE CITYKHUTh
MOCPEAHUKOM-0aIAaHCUPOM MEXKIY ABYMS 3TUMH
obOmactamu. Kak B MUHUMAJIMCTCKOM, TaK U B Oa-
POUYHOM CTpaTerusix KyJabTYpHOI'O MEPEKOIUpOBa-
HUS MBI HaOJIOZaeM 3aMelleHUE TPaAULMOHHON
3TUKU TPYJla, CIOKUBLIEHCS B pyCie MPOTECTaHT-
CKOr0 MHUPOBO33PEHUS, HOBBIMU 3THKaMH COy4Ya-
CTHUSl U BOBJICYCHHOCTU — B CJIy4ae MHUHHMAaIH3Ma
BOCTOYHOW ATUKOW «ECTECTBEHHOCTH» U «PABHO-
BECHs», B KOTOPOI caM 4eJIOBEK BOCIIPUHUMAETCS
HE B KAueCTBE AKTHUBHOTO areHta cdepbl 0oxe-
CTBEHHOI'0,  HAJIEJICHHOTO  HEOrPAHUYEHHBIMU
MOJIHOMOYHUSIMU TI0 TIPe0oOpa3oBaHUIO TPOTHBO-
crosimero emy wmwupa Ilpupoasl, a B KadecTBe
CBOCOOpa3HON TpaHUIBl MEXIy PpPasTUIHBIMU
KOMITOHEHTaMH (DPU3HYECKOTO, CHMBOIUYECKOTO U
JTYXOBHOTO TIPOCTPAHCTB; B Cy4yae 0apOYHOCTH —
naocoM yTONMUH «CBOOOIHOT0» OOMEHa JaHHBI-
MU U KyJIbTYPHBIMH KOJITAaMHU.
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