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MYHUKAaTMBHOTO OIIBITA, KOMIIbIOTEpHbIE UTPbl CTAHOBATCSA NPUYMHOI M3MeHEeH)s IPYBbIYHBIX HAM
IIOBCEJJHEBHBIX NMPAaKTUK. MHOIMe MpOLiecchl, IPOTEKAIIe B 001eCTBEHHOI XMU3HY (IIPOU3BOJ-
CTBO, TPyf, 00y4eHIe, OTABIX, KOMMYHUKAI), IPUOOPETAIOT MeUITHO-UTPOBbIe GOPMBEL. 3a CUeT
IIPOLIeYPHI TIEPEeHOCA UTPOBBIX MEXAaHNK B HEUTPOBbIE KOHTEKCTHI (3TOT MPOL[eCC HOCUT Ha3BaHIe
«refiMnGUKaINs») OIbIT KOMIIBIOTEPHBIX UTP TPAHCIUPYETCA B T€ 00/IACTH, B KOTOPBIX, KAK MHOTHE
II0/IaTal0T, HET HIYETO UTPOBOTO — B cepy BOIHDI, 60/, HACU/INA, TeJIeCHBIX NepeXuBaHuil. B xo-
HEYHOM CYeTe MMEHHO 4epes3 UTPYy HauMHAIT (OPMIPOBATHCS MHOTME COBPEMEHHBIE COIMaTbHbIE
otHoureHnA. Tak, npocrpanctBo MMORPG 3agacTyio CTaHOBUTCA 1aboparopueit, B KOTOPOIt OT-
Ta4YMBAIOTCA COIMATIbHbIE HABBIKM, TIPOMCXOANUT NepBOe CTOMKHOBEHME C IPYTUM U 33/JAlOTCS KOH-
TYPbI BO3MO)XHOI MHTEPCYOBEKTUBHOCTI. B urpe yemosek naxe 6osee Ge33alyreH, 4eM Ha CIeHe,
B PeaINTH-IIOY JWIM Ha Iose 005, BeAb OH HE CTONbKO IPSAYETCH 3a MACKON, CKOIBKO PacKpbIBa-
€TCs1 HaBCTPedy APYroMYy, YTOOBL UTpa COCTOsIACh. UTOOBI Urpa Hava/mach, Mbl HO3BO/LIEM Jlpyro-
My — OYCTb JjaKe 0OBEeKTUBMPOBAHHOMY B (opMe IpaBUI — 3aXBaTUTh Hallle CYI[ecTBO. B cra-
The MpeJiCTaB/IeHbl IPUMePbI TOTO, KaK B UIPax KOHCTPyupyeTcs o6pas JIpyroro, Kak camo UIpoBoe
IIPOCTPAHCTBO, MeMAIbHOE II0JI€ UTPHI, IOPOXK/IAET OIpefe/IeHHbIe STIYeCK)e HOPMBI 1 CIIOCOObI
oTHOIIeHMA K JIpyromy, Kak CKlafibIBaeTcsl KOfIeKC UTPOBOTO MoBefeHuA 1 T.7. To, KaK Mbl BUAUM
IPYT Ipyra, ONpee/AeTCs B MHCTAHIVIAX Mefiia — U UTPBI B 9TOM KOHTEKCTe CTaHOBATCS Bce 6oree
B/IMSTEIBHBIMY, YTO HE MOXKET OBITH IIPOMTHOPUPOBAHO COBPEMEHHBIMY T'YMAHUTAPHBIMIU FUCLIU-
IUIMHAMY, TeM 60Jiee M3Y4aroluMy MeinapeanbHocTh. bubmorp. 33 Hass.

Kntouesvie cnosa: KOMIIbIOTepHbIE UTPBI, MefINa, MICCTEOBAHNA KOMITbIOTePHBIX UTP, game stu-
dies, Ipyroii, 06pa3s JIpyroro, ZomnonHeHHasA peajlbHOCTD, refiMuduKanms.

S.S. Buglak, A.R. Latypova, A.S. Lenkevich, K. A. Ocheretyanyi, M. M. Skomorokh
THE IMAGE OF THE OTHER IN COMPUTER GAMES

The article covers one of the topics explored by the researchers of the Laboratory of Computer Games
Research — the image of the Other (Alien, Different, Enemy, etc.) in computer games. Being a new
form of aesthetic, cultural, social, and communicative experience, computer games are beginning to
influence our everyday practices. Many of the processes in social life (production, labour, education,
rest, communication) become mediated and playful. Game mechanics are used in non-game contexts
(this process is called “gamification”), and due to this procedure, the experience of computer games is
transmitted to the areas that are considered to entirely lack playfulness: war, pain, violence, corporeal
feelings. All in all, nowadays many social relationships are formed by the game. For instance, the space
of MMORPG often becomes a laboratory, where social skills are perfected, the first encounter with
the other occurs, and the contours of new intersubjectivity are set. In games humans are even more
unprotected than on the stage, in a reality-show, or on the battlefield because they cannot hide them-
selves behind the mask and have to open their face in front of the other to make the game happen.
To begin the game, we let the Other (even if objectified in the form of rules) occupy our being. The
article considers the examples of how the image of the Other is constructed in games, how the game
space, the media field of the game, engenders certain ethical norms and ways of gaming behaviour.
The way we look at each other is is determined by media, and in this sense, the game becomes more
influential. This fact cannot be ignored by the social sciences, especially by those who explore media
reality. Refs 33.

Keywords: computer games, media, game studies, the other, the image of the other, augmented
reality, gamification.

B COBpeMeHHO]?I (bVUIOCO(I)I/H/I KOMIIbIOTE€PHbBIE UT'PbI 1 CBA3aHHbIEC C HYMU COLIM-
a/IbHbIE, KYJIbTYPHbIE€, MEHTAJ/IbHbIE U1 TEJIECHDbIE TpaHC(l)OpMa]_U/H/I BC€ Yalle€ CTaHOBATCA
aKTyaHbHOﬁ TOYKOI IIPpUJIOKEHUA MCCIIENOBATEIbCKIX YCMHMﬁl. HOCKOHbKY MMEHHO

! Cwm., Hamp., paborsr: [1-13] u pgp. CMm. Taxke MOHOrpaUIo, BBIIYIIEHHYK [0 UTOraM INEPBOIl
B Poccny HayYHO-MCCIE0BaTeMbCKON KOH(epeHIH, TTOCBAIIeHHON KOMIIBIOTEPHBIM urpam [14], u rema-
TWYeCKWIT BBITYCK XXypHasa «Jloroc», moceAmeHHb game studies [15]. Kpome Toro, cTaThy 1 MaTepyaibl
10 TeMe MOXKHO HaiiTy Ha caritax. URL: http://gamestudies.org u http://gamestudies.ru
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37leCb — B 00/1aCTU COEMHEHNS COLMATbHBIX IIPAKTUK, CUCTEM MBIC/IM U MEJUATEXHO-
nornit — GOpMMUPYIOTCA HOBBbIE STUYECKIE, SCTETUYeCKIe, COIMaNbHbIe Y MOMUTIYe-
CKUe 1IeHHOCTH, HOBbIe 9KOHOMIYeCKIe MOJIeNNn — TaK HasbpiBaeMblil nurposoit (ludic)
KartammaM (A.P.I'amnoysit), — OTKpBIBAIOTCA paHee HEM3BECTHBIE MICONTOTMYeCcKIe
anmapaTbl MeiMa, 3apOXKAAETCS HOBBIL TUII CYObeKTa C YHUKA/JIbHOI TeIeCHOCTBIO,
HOMUTIYECKON U COIMAIbHOI OpMEeHTAlMell, KyIbTypHbIM Oara>koM. 3/1ech MOsABIIA-
I0TCSI HeOOBIYHbIE TUIIBI KOMMYHUKAIVM, MHpOpMamuy, uHtepnensinun. K npumepy,
B CIIIA pabora ¢ urpamm ABIAETCA OFHOI M3 YacTell IMATPUOTUYECKOI IPOrpaMMbI
HNONY/IAPU3aLMM apMuK. Befb moce NpoxXoXXIeHNsA UTPhl B UTPOKE OCTAETCA CIIefl OT
Hee, CXOXKMWII C TeM, KOTOPBIIl OCTaB/IAIT KHUTY U (QUIbMBI, HO 60JIee «MaTepyaTbHbIi»
B CWJIY TOTO, YTO UTPOK Ie/ICTBOBAJ CaM, YTOOBI IIOJTYYUTh STOT OIIBIT, — IIPU3PAK OOIi-
na. CaM 1o cebe 9TOT CJIefl OT UTPLI He JIe/laeT U3 reiiMepa coijara, Ho 06pas apMuu
obperaeT [JIs HErO NpUBJIEKaTe/bHble YePThL. Bojiee TOro, B UTpe 4e/10BeK, BOSMOXKHO,
maxke 6oree 6e33alNTeH, YeM Ha 11ojie 6051, Beb OH PaCKpbIBaeTCA HABCTPEUy JPYroMy,
4TOOBI Urpa cocrosack. Kak samevaer Mapiamn MakioaH, «Arpa — 9TO MalllHA,
KOTOpasi MOXKeT ObITh IIpUBeJeHa B IefICTBUE JNIIDb IPYU YCIOBUNU, YTO UTPOKM COIJIAC-
HBl Ha KaKoe-TO BpeMs CTaTb MapyoHeTKaMm» [16, c.271]. KoMIbloTepHbIe UTPhI OT-
3bIBAIOTCA Ha aKTyas/IbHbIe MEX/[YHApOTHbIE COOBITIUA, COMANTbHBIE KOHPIVMKTDI, BOJ-
HBI, 5KOHOMIYEeCKle, CIIOPTUBHbIE, KY/IbTypHble I HayJYHbIe ABJIEHM:A, BCTPAUBAIOTCS
B 00pasoBaTe/NbHbIE IPOEKTHI U T.II., GOPMMPYS HOBbIE KOHTYPBI (M aHATNTUYECKYIO
IporpaMMy s IIOHMMaHMsI) COBpeMeHHOCTH. Tak, Genbruiickas MHAU-CTyaust LuGus
Studios BeIIyCTHIa KOMIIbIOTEpHYIO UIpy «buTBa 3a JoHelK» B 3HaK IPOTECTa MPO-
TUB BOJHBI Ha YKpanHe (cM. ofpo6Hee: [17]). Henb3st He OTMETUTD 1 IPYTYIO UTPY —
The War of Mine nonbckoit ctynuu 11 bit studios, B KOTOPOJL UTPOKY IPUXOAUTCS YIIPaB-
JIATH TPYIIOI /MIOfiell, BBDKMBAOIIMUX B pa3pyLIeHHOM BOJHOI ropoje. AyauTopus,
KOTOPYIO OXBAaTBIBAIOT UIPbI (M KOTOpask MOCTOAHHO PacIIUpSIeTCs?), OPUEHTUPYETCA
B MH(POPMALMOHHBIX KOOPAMHATAX U3HYTPYU UTPOBOTO HOJIS, YTO 3a4aCTYIO YCKOIb3aeT
OT BHMMAaHVsI CAaMUX [OIb30BaTesneli’.

B nporjecce urpsl (kak B Hanbojee pacipoCTpPaHEHHOII B COBPeMEHHOM Mupe Gpop-
Me KOMMYHMKAllMM KOMIIbIOTEpa 11 4YeloBeKa) TPaHCPOPMUPYETCSA caMa peaTbHOCTb.
Bce 60obl1Ie ITpOLIECCOB, TPOUCXOSANIVX B 001IeCTBEHHOI >KU3HY (IIPOM3BOACTBO, TPYH,
obyueHne, OTABIX, KOMMYHNKaLUA), NproOpeTaeT MefUITHO-UTPOBble (OPMBI. DTOT
IpOLIecC, 3aXBaThIBAIOIINII BCe O0/MIACTY KY/IBTYPBI, IIOTYy4YWI Ha3BaHUe «reiiMuduka-
mvst». Hammpumep, ocTaBieHne «4eK-1MHOB» (METOK TepPUTOPHATbHOTO TO3ULIMOHIPOBa-
HJsI — I0/Ib30BaTe/Ib OTMeYaeT, B KAKOM MeCTe OH 110006easl, IPUHI AyIl, IlepeHove-
BaJI, 32 YTO BIIOC/IEACTBMU MOXKET MOMy4aTb OA/Ibl OT TeX MM MHBIX KOMIIAHMIA, Kade,
TOCTVMHUIL) B COLMA/IbHOI ceTn Foursquare HOCUT UTPoBoI (reiiMudUIMpPOBAHHBIIT) Xa-
pakrep. B 2016 1. ctynusa Niantic mpejio>Kuia HOBOe pa3BeyeHle Ha OCHOBe OIpefiernie-
Hus Mectononoxenus (GPS) — mosmo mokemoHoB B urpe Pokémon Go, 9T0 pafnKanb-
HO TpaHC(OPMMPOBAIO 3HAKOMOE HaM IIOBCEJHEBHOE IIPOCTPaHCTBO. Ha mpuBBIYHBIX

2 Ha paHHBLT MOMEHT HacuuTbIBaeTcs1 6onee 1,2 Miapp Urpokos (cM. oppobHee: [18]).

3 Cp.: «Mrpa “urpaer ponp” Karanusaropa CIUIOYeHNs OOLIECTBA U PETYIUPYET er0 MOPaIbHO-3TH -
deckoe noBefieHne. Heb3st He 3aMeTUTDb, HAIpUMeP, HeOGXOAUMOCTI AeKOHCTPYKIUM CIIOCOOOB UE0II0-
IMYeCKOro BO3IENCTBYSI Ha pOPMUPOBAHIE aMEPUKAHCKOIT Bepcyyt BTopoit MUPOBOIT BOHBI, OTHOLIEHVISI
K JICTAMCKUM CTpaHaM, Poccnu, TpeTbeMy MMpy B KOHKPETHBIX Urpax (cM., Hampumep, urpst Red Alert,
cepuio urp Call of Duty u Assassin’s Creed)» [14, c.306].
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YINIIAX CKPbIBAIOTCA ITOKEMOHBI, YBU/IETh KOTOPBIX MOYKHO TO/IbKO C IIOMOIIbIO CIeLN-
a/IbHBIX TaJKETOB U IPUIOXKEHUI. DTU YCTPOICTBA MOYKHO CPAaBHUTD C TelTeCKONaMM
U MUKPOCKOIIaMM TIepyofia pacliBeTa HOBOEBPOIIENCKOI HayK!, KOTOPble OTKPBIIN I
Je/I0BeYeCTBA HOBbIe MUPbI — JAHANIA(THI IVTAHET M MUKPOMUD, HaCe/IeHHBIN paHee He-
U3BECTHBIMH CyljecTBaMu — MuKpobamu. Eciu JleBeHTYK 0XOTU/ICS 3a GaKTepUsAMM, TO
MOTb30BaTe/NN COBPEMEHHbBIX Mefina — 3a Yapmangepamu u [Iukauy. Hamra peanbHOCTD
BCe Goree cpactaercst ¢ urpoBoit. CTOUT /1 UTHOPUPOBATH STOT (GAKT WM JIyYIIe BOC-
H0/Ib30BATbCs [IPEUMYIIECTBAMY, KOTOPbIe JOCTYIIHBI B 3TOJ HOBOII peanbHOCTN? TaK,
HAIIpUMep, BIafie/IbLibl Kade CTamy UCIIONb30BaTh MHCTPYMeHTHI urpsl Pokémon Go ms
IpUBJIEYEHNA B CBOE 3aBe/jeHle IOKEMOHOB, BCIIE], 32 KOTOPBIMM IIPUXO/AT M HOBBIE I10-
cerutenn. VIHBIMU c/I0BaMu, 9T BOOOpaXkaeMble CYILIeCTBa, e/ICTBYIOMINE TOIbKO B TaK
Ha3bIBaeMOJi JIOIIOTHEHHONM peasbHOCTH, MEHAIOT CTPaTeruy MOBENEeHMs MOIb3oBaTe-
JIeit U TeX, KTO, BO3MOXHO, /Ja/IeK OT KOMIIBIOTePHBIX UTP, HO XOTe/I ObI M3BJIeYb U3 HUX
nonb3y. B coBpemeHHOM MMpe, Tfie BOIHA NprobpeTaeT NHPOPMAIVOHHBIN XapaKTep,
a TO/A CpakKeHMUII 3allONHAIT AMCTAHIVIOHHO yIpaBjsAeMble MAllMHBI; ITle BHMMaHUe
XMpypra B Ipoljecce onepanuy GOKycHpyeTcs Ha 9KpaHe, a B TeJIO allieHTa BTOPraeTcs
He pyKa CO CKa/bllelleM, HO MaHUNY/IAIVOHHBI TeXHUYeCKNI allapar; Ije yrpabie-
HIe TPAaHCIIOPTHBIM CPeiCTBOM BCe Yallle ITepefaeTCsl KOMIIbIOTePY, a pr3NO0IOornIecKyo
(MeXII0JIOBYI0) KOMMYHMKALIMIO BBITECHSET KNOEPCEKC, — aHa/IN3 KOMIIBIOTEPHBIX UTP
U IMKTYEMbIX MMM KOMMYHMKaIIIOHHBIX, TEJIECHBIX, MHCTPYMEHTAIbHBIX «ITPAKTUK» KaK
HUKOITA IPEeX/ie aKTyaseH.

IIpeopones mpeHeOpeXUTENTbHOE OTHOLIEHNE K «IEeTCKMM» Pa3BIedeHMAM, KOM-
IBIOTEPHBIM M BUJICOUTPaM, aKaJeMUdecKuil JUCKypc (1o kpaliHeit Mepe, B EBpome
u Amepuke) B 1990-e ronpl coKycupoBacs Ha paspaboTKe aKTyanbHBIX IIPoOIeM 9Toit
30HBI KynbTYphl. [lonbiTKa HaliTK afleKBaTHbIe HOBOJ PeaTbHOCTM METO/bl AaHA/I32 BbI-
NUach B co3faHue Ha pybeske 1990-2000 IT. ryMaHUTAapHON AMCUUIUIMHBL game studies
(MccnemoBaHMs UTP), TEOPETUKY KOTOPOIL, IIpefIaras afalTalyIio CTapblxX (aHTPOIIOJIO-
U, Ky/IbTYPOIOTUsA, COIMO/IOTNSA, HAPPATOIOTHA, MEAVIATeOPNs I TIp.) U paspaboTKy
HOBBIX (HAIIP., IOJO/IOTNS, IIPOLEAYPHAS PUTOPUKA 1 TepMEHEBTIKA) TIOAXO/{0B°, aHa-
MM3NPYIOT (peHOMeHBI refiMmuKanyy (IepeHoC UTPOBBIX TEXHONOIMIT Ha HEUTPOBbIE
MPAaKTUKIN), ICTETU3ALUY IeNICTBUTEIBHOCTH, conanusanumu yepes MMORPG (WoW,
Aion, Lineage II), BupTyanbnble Myupsl (Second Life, Minecraft) n np. B nocnennee Bpemsa
u B Poccuu nosiBUINCD MCCTIeOBATeNbCKIIe TPYIIIBI, BKIIOYeHHbIe B aHa/IUTUKY ludus-
peanbHOCTY (LeHTpbI 1 Mabopatopum Mocksel, Iletepbypra, Exarepun6bypra, Cama-
pol, Bonrorpaja, mposiBuBIInecss Ha (OHe [IBYX HayYHbIX KOH(epeHINil, IpOBeleH-

4 ITpumeyarensHo, uTo Poke Kaitya, ofyH 13 epBbIX nccefoBaTenell Urp, yKasblBaeT Ha ONTACHOCTD
CMelleHus Urp u peanbHocTin. bonee Toro, Kaitya momnaraer, 4To ofgo6HOe CMellleHte, HapylleHne rpa-
HIL| UTPBI BefleT K MCKAKEHMIO ee MPUHLMIIOB: «VIrpa ecTb IO CyTH CBOEN OT/I€/IbHOE 3aHATHE. .. BCAKAA
KOHTAMMHAIVSA C OOBIYHON XKM3HBIO TPO3UT ee MCKAXKEHNeM 1 paspyLIeHNeM CcaMoil ee Ipupoxs» [19,
c.76]. Kaitya momaraet, 4T0 HapylleHUe UTPOBBIX KOHBEHIIMII BC/IEN 3a TIepeHeCceHNeM UTPOBOIT AesiTeNb-
HOCTH B 00/1aCTh [TOBCEIHEBHOT )KI3HM BiledeT 3a co0OIT 1 0TKa3 OT UMBuIn3anuu. 110 ero MbIC/In, Urphl
«B UJIea/IbHBIX, )KECTKO OTPaHMYEHHbIX YC/IOBUAX» TTO3BOJIAIOT TBOPYECKY YHOBIETBOPUTD ITePBOHAYAb-
Hble MHCTVHKTYBHbBIE UMIIY/IbCI, CBOAAILMECA K COCTA3aHNUIO, CTPEM/IEHNIO K yjade, CUMY/IALUU, TOJIOBO-
KpyxXeHmo [19, ¢.85-86]. Hamo mpusHaTh, YTO UTPLI C «/JONOTHEHHOI peaJbHOCThIO» HE B MOTHOI Mepe
CTHPAIOT TPAHMUIIBI MEKIY UIPOIT I XKIMB3HBIO, CKOpee OHU [eMAl0T 9TI IPAHMUIBI YPe3BbIYAIHO THOKIMI
U TIPO3PaYHbIMY, [I09TOMY 9TV U3MEHEHMs He CTO/Ib IyOUTENbHbI A/Is UTP, KaK TOTO OHacajcs GppaHiys-
CKUIT MBICTTUTED.

5 Cwm., Hamp.: [20]. CM. Taxoke 0630p UCTOPUM AUCHUIUIMHDL 1 e ipobem: [21].
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HbIX LlenTpom Mennadunocodpun u Jlaboparopuert nccnegoBaHNil KOMIIBIOTEPHBIX UTP
B Canxr-IletepGypre B 2013 1 2014 rr.%). JlabopaTopus MUcCIefOBaHNUIT KOMIBIOTEPHBIX
urp (JIMK) BBIrOZHO OT/IMYAETCSA OT MHOTMX aHAJIOTMYHBIX IIPOEKTOB TeM, YTO OIM-
paercst B paboTe He TONbKO Ha pa3paboTku gamestudies-TeopeTKOB, HO 1 Ha (Mepua)
dunocodpckuit pynpament’.

B coBpemeHHOII cuTyanym, KOrjja HU IPOM3BOANUTENN NMHPOPMALUU ¥ TEXHOJIO-
T, HY 110/Ib30BATE/M ellie B ITOJIHOI Mepe He OCO3HA/IN IOCEACTBIIT KOMIIbIOTEPHBIX
1 KO6epBOITH, CKPBITBIX GOPM MeMaHACUINA U Teppopa, BHOBb aKTya/lbHOI CTAaHO-
BUTCA QUIypa aHAIUTHKA, KPUTKKA (B KAHTOBCKOM CMBIC/IE), puocoda (B Be4HOM).
B KoMIbIOTepHBIX MIpax MbI MMeeM fIe/I0 He TONbKO ¢ (uKcammer, perucrparyei
U cxBaTbIBaHMeM o6pasa [pyroro (Bapuant: Uysxoro, Bpara), HO 1 ¢ ero npousBof-
ctBoM. CaMO Hacunme MEHAETCA IOJ, BIMAHMEM TEXHOIOTUII KOMIIBIOTEPHBIX WUTP.
ITockonbKy KOMIIbIOT€pPHBIE UTPbl — IMacCUOHApHble MelMa, KaKOBBIM CBOMCTBEHHBI
U arpeccuBHbIe GOPMBI BO3JENCTBMA Ha BOCHPUATHUE, KaXKETCA BIIOTHE TETUTVIMHBIM
IIPUMEHNUTD K HUM aHAJIUTUKY HeMeljkoro ¢unocoda Iutmapa Kamnepa B oTHOIIEHNN
npupopsl HacwanA. Kamiep orMedaeT HeyOeaUTeTbHOCTb YTBEPXKIEHNA, YTO «HACHU-
JMie BCeTfa apXaMyHo M IMPUHAIEKNUT IPUPOLie YeloBeKa» 1, KaK C/IefiCTBIE, MOXKET
OBITH IIpeomorneno [22, ¢.59]. HanmpoTus, nMBUIM30BaHHASA COBPEMEHHOCTD IIPOHNU3A-
Ha HacuameM: «BapBapckoe u MOHCTPYO3HOE, KaXKeTCs, BO3pacTaeT B TOI Mepe, B Ka-
KOJI BCe CTPeMATCA K TYMaHHOCTH U IIpaBaM 4enoBeka» [22, ¢. 59-60]. MoxHO cKa3aTb,
4TO Hacuaue TpaHcopmupyercs (mpuobperas HeoueBUHbIe GOPMBL: CeAUPOBaHIIE,
HOPMa/IM3auys U Ap.) BMECTe C YeTIOBEKOM, U JOOABUTD, YTO MPOMCXOANUT ITO He 6e3
BIusAHMA Menna. PasBuBas npoext M. dyko, Kamnep 0co60 BbienseT poib BU3yalb-
HBIX Me[ya B IIpolleccaxX AUCHUIUIMHALINY, BOCIMTAHNUA M HaKasaHuA. VIHBecTupys
B BU3Ya/lbHYI0 OTKPBITOCTb ¥ OYE€BUJHOCTD, «JIIOM MUPATCA C TeM, YTO OHU TEPSIOT
MHOTOMEPHYIO TeJIECHOCTD CBOel XXU3HM» [22, ¢. 63]. BBepus ceb6s [Jpyromy — cBoemy
e 00beKTUBUPOBAHHOMY 4epe3 Mefiua KO/UIEKTVBHOMY B3ITIAMY-HAa/CMOTPIIUKY, —
JTIOAYI «CaMM TIPUTOBAPMBAIOT Ce6s K TOMY, YTOOBI CyIIeCTBOBATb TOTBKO HA IOBEPXHO-
cti 06pasos» [22, c.63]. Tak u urpel, akKyMy/IMpOBaB B cebe TeXHOTOT MM ONTUYECKNX,
aKyCTMYeCKUX, KMHeCTeTUYeCKNX Mefiya, BhIpabaThIBAI0T KOMIUIEKC HOPMUPYIOLINX,

¢ Becnoit 2013 r. B Llentpe megumadunocopuu (CII6TY) cospana JlabopaTopust UCCIeTOBAHMIT KOM-
nproTepHbIX urp (JIMKV, 3aBemyrommit — xaupupar ¢pumocopckux Hayk, goueHT Koncrantus ITasmo-
Bu4 IleBI10B), 06beaVMHNBILIASA TyMaHUTAPHEB, [IPOIPAMMUCTOB, HAPPATUBHBIX [M3allHEPOB, IeiiMepoB
U TelIMAM3aliHePOB B MCCTETOBAHUI KOMIIBIOTEPHBIX UTP U COIYTCTBYIOIINX UM HeHOMEeHOB (reitMudu-
Kalus, TpaHcOpMaIMsA BOCIPYUATHA reiiMepa, TpaHCPOpManusa CyObeKTUBHOCTU M TeIECHOCTY U T.J1.).
B uione 2013 r. Hentp Mepnadunocodpun u JIMKV nposenn nepsyio B Poccun HaydHO-MCCIEOBATeNb-
CKYI0 KOH(EPEeHIIO, ITOCBAIEHHYIO MICCIe0OBAHNI0 KOMIIBIOTEPHBIX UTp «KoMIbloTepHbIe UTPbI — TeaTp
aKTUBHBIX JICVICTBUIT», B KOTOPOJI IIPUHSAMN YIacTHe KaK POCCUIICKME, TaK U 3apyOeKHbIe MCCIIeOBATEN.
C centa6psa 2013 r. JlabopaTopust IPOBOJUT PETY/LAPHbII HAyYHO-MCCIeI0BATeIbCKIIT ceMIHap. B Hos6pe
2014 r. Ientpom mennadunocodun u JIMKY 6bi1a mpoBefeHa BTopast HayIHO-MCCIE[OBATEbCKAS KOH-
bepeHIA 110 TeMe KOMITbIOTePHBIX UTpP «KOMITbIoTepHBIe UTPhI KaK CIIOCO6 KOHCTUTYVMPOBAHMUSA COLMAIIb-
HOII pea/ibHOCTN». B paMKkax KoHpepeHun «Mennacpena: mojie OUTBDI MIM CTUXVA B3aMOIOHVMAHUA
(30-31 oxts16ps 2015 r.) JlabopaTopuert oprannsoBaHa cekuus «KoMIblOTepHbIe UTPbL: OT KOTOHU3ALNN
BYPTYa/IbHBIX MUPOB K (OPMUPOBAHMIO ITOBCeAHEBHOCTI». Ha pasnmmuHbix KoHdpepeHimax B CaHKT-
ITetep6ypre, Mockse, Bonrorpage, Exarepun6ypre, Yiman-Yua, Camape u T. 1. corpynuuku JIVIKI pery-
JIAPHO YCTPaMBAIOT KPYIJIbIe CTOJBI, IIPE3E€HTAIMN, BBICTYNAIOT C JOK/IaaMM, TIOCBAIEHHBIMYU aHA/TUTHKE
TOJT VIV VIHOJI TIPO6/IEMBI KOMITBIOTEPHBIX UTP.

7 C paboroit JIMKV MoxHO 03HaKOMUTBCA Ha caiite «BKonTakre» (https://vk.com/liki_lab) mwmm na
caitre Llentpa Megunadunocodnn (http://mediaphilosophy.ru/liki/).
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CBOETO pofia AUCUMUIUVIMHUPYIOIUX (IIPUYYAIOINX K OIpefie/IeHHBIM MOJe/NsM IOBe-
IeHus), o6pasyomux reiiMepa MpakTuK. VIrpel mponsBopAT HOBbIe (POPMBI HACKIVIA:
K IIPYMeEPY, K HUM OTHOCUTCSI HEOOXOAMMOCTD PETy/IsIPHOTO HaXKaTysl Ha KHOIIKU pajiu
BBITIO/THEHMSI KBeCTa (3TOT MOMEHT MPOHMYHO 0ObIrpaH B urpe The Stanley Parable, rne
UTPOKY IpefilaraeTcsi HeCKOTIbKO 4acOB HaXXMMaTbh Ha KHOIIKY, YTOOBI CIlacaTh Mila-
meHna or Oymyromero mramenn). Ilog BIuAHMeM urp Hacuane TpaHCPOpPMUPYeTCH,
npuobperas JONOTHNUTEIbHbIE HeOueBIHbIe (POPMBI, BHIXO/ALINE 32 PAMKY UTPOBOIL
IeVICTBUTENbHOCTH. [lel0 He B TOM, YTO KTO-TO XBAaTaeTCA 3a OPY)XKMe M BBIXOAWUT Ha
TPOIIY BOJIHBI, IEPEUTPaB B LIYTEPbl: NOAYMHEHHBIMI UTPOBOIL JIOTMKE OKAa3bIBAIOT-
CA HalllM PYTHMHHBIE eJICTBUA — 3aBTPaK, IIOXOJ] B MarasuH, c/jada 5K3aMeHOB I Jp.
B mpepene HacuMe BbIBOpaYMBAaeTCs HAaM3HAHKY, arpeccysi IIpeBpalljaeTcsl B 9KCTa3:
«HoBoMy mopabouieHno... y>xe HeT HY>KIbl UCIIONb30BaTh GOPMY HACU/INA, COBpe-
MEHHBIII ero 06pa3 cobupaeTcs Mo KOHTYpaM YB/IeKaTe/IbHOTO co0/1asHa, JOOPOBOIb-
HOCTM YYacTUsA, MHTEPAKTUBHOCTH: YeTOBEK CUANT 6€30TIyYHO U IO CBOEIl BOJIe Ha-
6rmrofraeT 3a skpanom» [23, ¢.309-310]8,

Vrpel ncnonp3yoTca Kak MHCTPYMeHT TpeHMpoBku conpaTr B CIIIA. Tpennposka
HEKOTOPBIX PYHKLMII COIfjaTa, HallpUMep KOMaHIHOTO B3aVIMOJIEIICTBIS, He Ie/laeT pas-
VYU MeXY TeM, I7ie OHa IPOMCXONUT — Ha IUTaly unu BHyTpu Battlefield desert com-
bat®. dtoT 06yyarOLMIT IOTEHIIMAT pa3nyeH BO MHOTMX KOMIIBIOTEPHBIX UTPAX — OffHI
00y4aoT TOMY, YTO NPENbAB/IACTCA HAIPAMYIO: OOY4IMBIINCH KOMAHIHOMY B3aMOfieil-
CTBUIO, TAKTHKE VI CTPATerni, UTPOK IOJIy4aeT MIMEHHO 3TO, WJIM Xe, U3y4IMB KOIIUIO Tpac-
CbI BHYTPM TOHOYHOII UTPbI, OH IOBBIIIAET LIAHCHI TPOITU ee BHe Urpbl. CItocOOHOCTD
K KOHTPOJII0 MHO>KECTBEHHBIX IIPOLIECCOB OCTAETCS HEM3MEHHO, IePeHOCsACh U3 UTPBI
B UTPY, ¥ BHe UTP. VI3BECTHO MHOXECTBO CITy4aeB, KOIIA UTPOKY KOMIIBIOTEPHBIX UID
YXOIAWIM UTPATh Ha OMPXKY MM B IIOKEP M MMM TaM 3HAYUTE/IbHBI YCIeX, IOTOMY
4TO TpebyeMas CIIOCOOHOCTD ObITa MIEHTUYHA TOM, KOTOPOIl y4aT Urpbl. MOXHO IIpH-
BecTy 1 60JIee OYEBUIHBIN NIPMMep: KOMIIbIOTEPHbIE UTPBI YYaT BUPTYO3HOMY obpalrie-
HIIO C KOMITBIOTEPOM, a BefIb CO BpeMeH MaK/IiosHa MBI 3HaeM, 4TO T1060e pacupeHne
4yBCTBEHHOCT! MEHsIeT U Hallle BOCIPUSATHE.

B pa3Ho06pasHBIX OHIAHOBBLIX UTPaX, HOCTPOEHHBIX HA B3aMMOJENICTBUU MeX-
ny nonb3oBatenamu, — Guild Wars 2, TERA, Arborea, EVE Online, League of Legends,
Dota 2 v T.J. — CTa/lIKMBAIOTCSA MPEICTABUTENN PA3HBIX KYABTYP, ¥ PA3ININA MEXIY
HVIMI, @ TAKOKe OXKWJAHUSA JPYT OT APyra MpelToM/ISIOTCA B KOHTeKcTax urpel. Ha urpo-
BOJI CTU/IBb JIpyroro mpoennpynTcsa HOMUTIYEeCKNe ¥ KyIbTypHbIe MUQBI, B pe3yIbTaTe
4ero BO3HUKAIOT TaKue PUrypbl, KaK KOpPeilCKIii refiMep, pycCKuii reiiMep, KUTaiCKuit
ronadapmep u np. B gactHoCTH, B urpe Eve Online cymecTByeT Mud o pycckoM reiime-
pe — nmb0e arpeccuBHOE, HAIOPUCTOE M — HEPEKO — BEPOTOMHOE IIOBefIeHNe TIPK-
MJICBIBAETCS TIPECIOBYTOMY «PYCCKOMY TeiiMepy». VcToku aToro Muda KopeHATCA Kak
B CIIel(uIecKOM UTPOBOM CTHUJIE «PYCCKOA3BIYHBIX TMIBANII», 00Pa3yIOIIX CUTbHBIE,
arpeccuBHbIe OJI0KM B UTPOBOJI BCETIEHHOI, TaK ¥ B TPAaBMAaTHYeCKOM OIIBITE XOJIOHON
BoltHbl. Henb3st He BCHOMHUTD B ¢BsA3U ¢ Eve Online u TeppopucTudeckoe moBefieHmne

8 Cp. Taxxe: «Meyya OKa3bIBAIOTCS B POJIY COLIMA/IBHOI aHTMMATepuL: abCTPaKTHAS COLUAIBHOCTD
Me[MaayAUTOPUN SB/IAETCS CETONHs CaMbIM BCEOOBEMTIOIVIM THUIIOM COLIMA/IBHOI O6IIHOCTH, 0becIe-
YMBAIOUM ITPEMYLIeCTBA “IICHXOIOTMYECKOIT IIO3UINMY COTAfaTas (061IecTBO 06eCITIOYeHHOTO I/1a3a)
¥ Hallleli Ky/IbTyPHOJ ITO3MINY KaK TYPUCTOB B 00IecTse 3pemymy’» [24, c. 12].

° OHJIaitH-NTPa, JAIOLIAsE UTPOKY BO3MOXKHOCTb O9yTUTHCS Ha Tearpe GOEeBBIX JeliCTBMIL.
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CaMOro MHOTOYNC/IEHHOTO B 9TOI BCEIEHHOI UTPOBOTO anbsAHca Goonswarm, KOTOPBII
BpeMeHaMI OOBABIIAET OUepeNHON «BeK Teppopa», aTaKys MMpPHbIE TOProBble KOpab-
/M, MIAXTEePOB Ha IUIAaHeTaxX M T.IL., BbIpe3as Iie/ble ralaKTU4ecKe ceKTopsl. Cutyanus
UTPBI, aKTYyaIn3upys Mu@, MO3BOJSIET eMy PasBUTHCA M OOPAcTV HOBBIMM KOHHOTA-
nyusMn. IIpyu 3TOM HeKOTOpble KOH(IMKTBI UMEIT CYTy00 UIPOBOE IMPOMCXOXK/EHNE,
KaK, HallpuMep, IPOTUBOCTOsIHME MeXAy pacamu B World of Warcraft, Aion, anpsiHcamn
B Eve Online v T.11.

Yy>koit HeM36eXHO BO3HNMKAET B KOMIIBIOTEPHOI UTPe U3 COeANHEHMs KY/IbTYPHBIX
CTpaTernii ¥ UTPOBBIX MEXaHMK, COLMATbHBIX 3alIPOCOB ¥ UTPOBBIX 3ajiayu (CpasuUTbCs
1 06eNTD), arOHAJIPHOTO JyXa M HappaTuBa, UrpoBoro telos'a u tenecHoro (1o Kpaii-
Hell Mepe Ha ypOBHe IIOTPY>KeHNs B aBaTap) B3aUMOJIe/ICTBIUSA: OH HEOOXOAMM KaK (PyHK-
1151, KaK MHCTaHILWsA, GopMuUpyolas CyObeKTUBHOCTb UTPOKa (depe3 0b6pas Apyroro
BBICTpaMBaeTCsi 00pa3 ce0s), BIMCHIBAIOLIAs arOHA/NbHBIN KOHQIUKT B paMKM IIOBe-
CTBOBaHMA M — IIMpe — B MOANUIMPOBAHHYIO PeaTbHOCTD Tea. Bpar, Bomomae-
MBIl B HEMTPA/IbHOI PACXOJHOI eUHMIIe, «delloBeKe Oe3 ymuua» (6e3/IMKOM Teppopu-
CTe, MHOITAHETHOM MOHCTpE, COJIJaTe BepMaxTa I T.II. — B 3aBUCUMOCTY OT CETTUHIA
U/WIN >KaHpa), BIVIETEH B IPOLecC IPOM3BOACTBA UIPOBOI PealbHOCTH, TUPAXUPYe-
MOJT — B Ipolecce reitMnuKanuym — B IpaKTUKaX IIOBCE[HEBHOI X13HNU. BocpusTue
IPOTUBHIKA, OIIOCPEJOBAHHOE HAPPATMBOM U UTPOBBIMU «CXeMaMI» Tela, BIIETACTCS
B TKaHb (aBTO)bOMOrpaduyeckoro (BHyTpeHHero) oOmmbITa reitMepa. V3 Hero mpomspac-
TAIOT HOBbIe (POPMBI IIOHATUII YeCTH, CIIPABE/IMBOCTI, TOCTOMHCTBA (PaBHO Kak 1 Oec-
4ecTs, HU30CTH, I1030pa).

B urpe Dark Souls chopmmpoBacs ycToiuuBbiil (Ha ypOBHE JJO/DKEHCTBOBAHMS)
00pa3 ToBefleHNA UTPOKaA, «00IafaloNiero 4ecToio». [Ipn BTOp)KeHNN B UYyXKOW MMP
(akT arpeccuu IPOTUB APYroOro UTPOKa, TOCTYIHBIN B MHOTOIIOIb30BATe/IbCKOM PeXI-
Me) CyLIeCTBYeT Her/laCHOe NMPAaBIIO — IOKIOHUTBHCS Iepef MOeANHKOM (CBoeoOpas-
HBIJ BBI30OB Ha JIy3/Ib). OTO COBEPIIEHHO He 3HAYMMBIN C TOUKM 3peHMA TefiMIIIes Mo-
MEHT, COTKaHHBDII1 13 OOPBIBOYHBIX IPEACTABICHMII O PBILIAPCTBE 1 B3aNMOYBaXXEHN,
KOTOPBII MOXKET OBITb MCTONKOBAH U B KaueCTBE XUTPOJ MAHUIY/IALUNA CO CTOPOHBI
reiiMAu3aiiHepa, KOTOPBI YMBILIJIEHHO OTHAI Y UTPOKOB pedb ¥ OCTAaBUJI B KaueCTBe
eIVHCTBEHHOTO KOMMYHMKAI[MOHHOTO MHCTPYMEHTa «s3BIK JKeCTOB» Te/la-aBaTapa.
B aT0it Urpe ecTb U fpyras nosefeHuecKas 0COOEHHOCTD, MPUCYIIAs «0OTafaoIeMy
4eCTbIO»: BO BpeMs 1ya/u Ha ApeHe (ApeHa — CIlelanbHOE AY3IbHOE IIPOCTPAHCTBO,
IPeAyCMOTPEHHOE B UTpe) TIOC/Ie IOK/IOHA UTPOK MOXKET OIYCTOIINTD OYTHIIb C «3CTY-
coM» (BOCCTAaHAB/IMBAOIIMM 3eIbeM). DTO JeficTBUe 6eCCMBICIEHHO C TOYKM 3PEHUA
reiiMIlIes — OHO He YBeINUYNMBAeT, HO paflKaTbHO CHIDKAET IIAHCHI UTPOKa Ha Mobexy
(oH He TONBKO /UIIAET Ce6s1 BOSMOXKHOCTY BOCCTAaHOBUTDBCS, HO U MOZICTAB/IAETCS TIOf,
yZap, IMoKa omycTouraeT 6yTbuib). EAMHCTBEHHOE paliOHaIbHOE 0OOCHOBAHNUE 9TOTO
HeCTBYUS — TATa K NPEKPAaCHOMY: BOMH 6e3 OYTbUIM He CTaHeT OTOeraTb B CTOPOHY,
CKPBIBAThCS OT IMPOTUBHMKA, YTOOBI BHITAJaTh BpeMs ¥ BBIMUTb BOCCTaHAB/IMBAIOLIE
KUJKOCTH, UCLIETUTBCS OT paH. BuTBa C HUM He IPEBPATUTCS B UTPY B JOTOHSIKA —
OHa MOXXeT IIOTTYYUThCS KPacuBOL. PaiKaIbHOCTb 9TOTO XKeCTa HU3BEpraeT TeX, KTO
He CII0COOeH Ha Hero, B paspsiji Npe3peHHbIX. Ec/u «IIpe3peHHbIl» Hallaa Ha UTPOKa,
OITyCTOMIAIOIETO OYTHUIb, OH MOXKET II0OeVTD; eCc/In MoCpeay OUTBBI OH Hadan oTOe-
raTb B CTOPOHY, YTOObI BOCCTAHOBUTBCS, OH MOXeT nobenuTb. Ho 9To He OyzeT umMeThb
3HA4YeHMs, IOTOMY YTO OH YK€ PaCIMCA/ICSA B CBOEI CTabOCTU U TPYCOCTH. 3PUTENN
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(a HaOIIOMAIOIIMX 3@ TTOEAVHKOM HeMasno — BeO-TPaHC/IALMS UTPOBOTO IIpolecca Jo-
BOJIHO IOIY/IIPHA) OCYAAT €0 He3aBUCUMO OT pesynbraral’,

Bompoc Tpebyrommuit ncciefoBaHms — Kak 1 OTKY/a MOSIB/ISIOTCS TaKye HeT/IacHbIe
(He mpemycMoTpeHHbIe TeriMan3aiinepamu) npasuna? Kak dopmupyiorcs o6pas [Ipyro-
ro B UIpe ¥ IpaBWIa B3aMMOJENCTBMA ¢ HUM? B Kakoil Mepe 3Tu «cxeMbl» TpaHcdop-
MUPYIOT Hallle COIMaNbHOe IMPOCTpaHcTBO? MoxeT /i JIpyroi ObITh OffOMallTHEHHBIM,
KaK paHbllle, B JOKOMIIBIOTEPHYIO 3II0XY, ObIIN OJOMAIIHEHBI AMKMe )XKUBOTHBIe? To, KaK
MBI BUJVIM IPYT JAPYTa, OIpefieAeTCsA B MHCTAHIIUAX Me/iia, KOTOPbIe, CIIMBasA KOMMY-
HMKAIVIOHHbIE PANBI, Pa3fIe/IA0T yemoBedeckue Macchl. «Ecmm, kak yreepxpaer JlakaH,
BUJIETb O3HAYaeT IOKas3bIBaTh cebs JIpyromy, BHICTAB/IATh HAIIOKAa3, TO B OCHOBE 3TOTO
BUJICHNS JJO/DKHA JIOKAaTb MTHOBEHHAs IIOTepsl PYroro, U MO-HACTOSIIEMY IyTaromias
HOTEPAHHOCTb B OTCYTCTBME APYroro. TolbKo B 9TOT MOMEHT MbI U1 MOI/IM OBbI IIPMCBO-
UTb cebe Yy>KOil B3IVIAM, TAaK YTOOBI BOCIIPOM3BECTY €TI0 B YHUKAIBHOM COOBITUY COO-
CTBEHHOTO BUJEHMA. <...> CyObeKT MOXeT COCTOSATHCH, JNIIb 3aNO0MHNUB (aTaTbHBII
paspsIB B ipyrom» [26]. VI aTa TpaHCcaALms cebst B «IIPOCTPAHCTBO» [IPyroro, Kak MOX-
HO IIPEeJIIONIOKUTD, OCYILeCTB/IAETCA IIOCPEACTBOM Meava. Ha JaHHBI MOMEHT Befy1ieit
MHCTAHIVeN Me[MaTbHOI Pery/ sy SBIAI0TCS KOMIIBIOTePHbIE UTPBI, B KOTOPBIX, KaK
B TEXHO3CTETUYECKMX NHKYOATOpaX, 3peeT ceMs HOBOII TeJIeCHOCTI, HOBOI Ky/IbTYPHOIA,
(Me>x/Ham)HAIMOHATIBHOM UIEHTUYHOCTY, HOBble (POPMBI HOMAajV3Ma, IOCYHapCTBEH-
HOCTJI, HOBBIE METOJbI M/IEO/IOTIIECKOTO BO3- 1 IpoTHBOAeicTBus'! u 1. 1. Temo reii-
Mepa KaK KOMIIIEKC MHCTPYMEHTA/IbHbIX TEeeCHBIX IPAKTUK B SIIOXY JUTMTA/TIbHBIX Me-
[Va CTAaHOBUTCS apXeTUIINYecKuM (HOPMATOM TeNeCHOCTH, IapafUrMaabHON MOJE/NbIO
BCSIKOTO TeJla, CYIIECTBYIOIIEr0 B MEAMITHOM peanbHOCcTH'2 VIrpbl CTAHOBSTCS OFHUM
U3 CIOCOOO0B JOCTyIA K CyTH CYILIET0 — OT OOHApy)XeHMs COIMATbHO-TIOTUTUYECKIX
npo6em!® 1 crioco60B XyH0)KECTBEHHOTO BBICKa3bIBaHMA'* [0 06GpeTeHNst TMYHOCTHOI

10 Tlomnmo 06parenns K IpeKpacHoMy B UTPax, MOXKHO OTMETHTH U TIOTIBITKM UCCIEfOBATeNIE 3a-
bMKCHpoBaTh WIIOANYECKOE BO3BBIIIEHHOE», IPOABIIAIICeC Ha CThIKe HEONPeIeIeHHOCTI UTPHI (ee OT-
KPBITOCTH, HEJIMHEIHOI apXUTEKTYpe, a MHOT/A JaXke HelopabOTaHHOCT) U MacTepCTBa reiimepa. Vrpo-
Basi pasMeTKa, GopMupyemast (OTHOCUTENBHO) HeIIPeACKa3yeMbIM IefIMIlIeeM, TO3BO/IAET UTPOKAM COBEP-
IIEHCTBOBATh HABBIKM, YTO Jie/laeT «TaifHy» KII04eBBIM MOMEHTOM KaK Il BO3MOXKHOCTH IIPOSIBIICHIA
MacTepCTBa B UTPe, TaK U /I PACKPBITYA IIOANYECKOT0 BO3BbILIeHHOTO. [Togpobuee cMm.: [25].

11 Cp. taxxe: «[loimHHas Urpa UCK/IIOYAET BCAKYH nporaranay. OHa COgepXXUT CBOK Lie/b B Ca-
Moit cebe. Ee nyx u ee arMocdepa — pajjoCTHOE BOOZRYIIEBICHME, @ He MCTepUYeCKas B3BHYEHHOCTD»
[27, ¢.336]. Ecnu V. Xeii3unra elje mojaraet, 4To UTpa HAXOAUTCs BHE UAEOIOTMYECKNX KOOPAUHAT, TO
MBI, K COKa/IeHUIO, BBIHY)KJI€HbI KOHCTaTUPOBATDb, YTO UI'POBBIE U UJEONOINYeCKe HOPANKMA BO MHOTUX
COBPEMEHHBIX UTPaX TECHO IlepervieTeHbl. IIpu aToM B urpax ke GOpMMPYIOTCA U IPAKTUKU YCKOTIb3a-
HUS U COTIPOTUBJIEHNS M/Ie0NOTNYECKM MalllHaM: UTPas 3a pasHble CTOPOHBI U1 B pasHbIe UTPbI, YeJIOBEK
IIPUBBIKAET CMOTPETDb Ha MUP LIMpe, YeM Ipefi(110)/1araeTcs HpORyKILeil Nie0I0roB 1 IIPOIaraHyCTOB.

12 Cm. nonpo6ree: [28-30].

13 Tak, urpa «12 ceHts16psi» reiimausaiinepa n gamestudies-reoperuka lancano ®@packn obpaiyaer
BHMMaHIe Ha IIPOO/IeMbl TePPOPMU3MA U HACIINSL: L1 OOPBOBI C TePPOPUCTAMIU B Hell IPUXOFUTCS UC-
HO/Ib30BaTh 6OMOBI, yOUBaIOI[Ie MHOXXECTBO MUPHBIX JKUTEIEi: YeM Bblllle CMEPTHOCTDb CPefiy HUX, TeM
OoJIbllIe TTOAB/IAETCA HOBBIX TEPPOPUCTOB.

14 BeposTHO, LIMPOKO M3BECTHO, YTO Psifi KIACCUYECKUX KOMIBIOTEPHBIX Urp B 2012 I. BK/IIOYEHbI
B Myseit coBpeMenHoro nckyccrsa B Hpio-Vopxke. Tonom panee Hauyonanbhbiit hoHp TORAEPKKH UC-
kyccts CIIA oduumanpHO Npu3HAA BUAEOUTPBI MUCKYCCTBOM (06 Mrpax Kak HOBOI (opMe MCKycCTBa
cM. mopobHee: [31-32]).
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3aBepuIeHHOCTN ®, HOBOTO s3bIKa'® 1 POPMUPOBAHVIS OTIPeENENIEHHO ITUIECKON 03K~
uyn'’. ObpaieHne K 91011 «ropstyert» (UTPOBOIL) 30HE KY/IBTYPBI, paspaboTKa cTpaTernit
conporusnenus ludus-nmapasuram, MeTOOB MCIIO/NIb30BAHNS MOTEHIINMA/IA UTPOBBIX Me-
iva SABJISIOTCS PELIAOIMMI B AUCKYPCe COBPEMEHHBIX I'YMaHUTAPHbIX AVCLUIIVH.
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