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This article deals with religious, specifically, Christian message in
the videogame “Dragon Age: Inquisition”, released in 2014 by Bio-
ware. In order to understand the specifics of this game, the article in-
cludes detailed analysis of traditional ways to present religion, gods
and believers widespread in the genre to which “Dragon Age: Inqui-
sition” belongs — the so-called role-playing games (RPG). Special at-
tention is given to the way “Dragon Age: Inquisition” utilizes com-
mon set of narrative techniques and game mechanics often presented
in the games of this genre. While borrowing many of them, the de-
velopers change them in small but significant ways. By doing so they
manage to create a unique approach to representing religion which
is strongly shaped by secular ideology dominating the genre. This al-
lows us to call “Dragon Age: Inquisition” a post-secular videogame
that adapts many traditional Christian narratives and conflicts with
the new and unfamiliar medium.
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DTOW crarhe paccMaTpPUBAITCA PEIUIMO3HbIE, KOHKPETHO —
XPUCTUAHCKHE MOTHUBBI, coJiepkalnyecs B urpe Dragon Age:
Inquisition (2014) ot crynuu Bioware. fI npeanosaraio, 9To
Ppa3paboTYUKU UTPHI, MBITASICh IEPEOCMBICTIUTD KJIACCUUECKUE [T
(sHTEe3u RPG 3j1eMEHTHI CIOJKEeTa, CMOTJIM HEOXKUIAHHO TOJIHO pac-
KPBITh 32J105K€HHbIE B HUX UCTOPUYECKU PeJIMTH03Hble cCMbICabl. Hap-
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Pesnurusa u GpaHTACTUKA B COBPEMEHHOH NONYJAAPHOH KYyJAbType
PaTUBHBIEC MOTHUBBI JOIIOJTHATCA COOTBETCTBYIOIIUMU JIIOAUYECKUMU,
CyIOECTBYIOIIIMMH HaA YPOBHE IIPDABUJI UI'DbI, 3JIEMEHTAMU. FapMOHI/IH
MeXAy ABYMA IIJIaCTaMU BUJEOUTDBI B TOM, YTO KaCae€TCA PpEIpPE3€H-
TalluX PEJIMTUU, U I1I03BOJIAET TOBOPUTH O Dragon Age KaK O II€JIbHOM
IOCTCEKYJIAPHOM XPUCTUAHCKOM BBICKAa3bIBAHUU.

MeTtoaosrorust

Bo3MOKHBIN MOJIXO/I K MHTEPIPETAIMN PEJIMTHO3HOTO COJIEPIKa-
HUA BHUJIEOUTPHI IpekpacHo onucan Muxann ®enoros B crathe «Pe-
HOMEHOJIOTUYECKAs] TepPMEHEBTHKA KaK MOCT MEXAY BUIEOUTPAMHU
U PEJIUTHO3HOM 3CTETHUKON», BOIIEeAIeld B cOOPHUK «MeToasl n3-
yUeHUs1 peIuruu B Buzieourpax» (Methods for Studying Religion in
Videogames)'. OH, B CBOIO OU€pE/b, OITUPAETCS HA MPEIIECTBYOIIHE
paboThI U3BECTHOTO CIIEIUAINCTA B 00J1actu game studies Benu-Mar-
T Kypxysaxty, a B 60jiee IIHUPOKOM CMBIC/IE — Ha TPAAUIHIO (peHo-
MEHOJIOTUYECKOU repMEeHEBTUKH, KakK ee omuchiBain XaHc-I'eopr I'a-
namep u Ilonp Puxkép.

I[IpuMeHUTENTPHO K BUIEOUTPAM TAKOU IIOJIXOJ] IIOZPa3yMeBaeT,
YTO WCCJIEZI0BATENh COCPEZOTAUNBAETC HA B3aUMO/IEHCTBUN MEXKIY
HApPATUBHBIM U «JIIOJIAYECKUM>» (TO €CTh CyI[ECTBYIOIUM HA yPOB-
He MPaBUJI) acreKkTamMu Urpbl. CyIECTBYIOT JIM 3TU 3JIEMEHTHI Mapasi-
JIEJIBHO JIpYT ZIPYTY, KaK B CJIydae ¢ MOOMJIBHBIMU T'OJIOBOJIOMKAMU,
r7ie HappaTUB IIPOJBUTAETCS UCKIIOUUTEIHPHO B HEMHTEPAKTHBHBIX 3a-
CTaBKaX, WJIX OHU B3aMMOCBA3aHbI? KaknuM s71eMeHTaM UTPHI y/IeJIEHO
00JIbIIIe BHUMAHUSA U CUJI CO CTOPOHBI pazpaboTunkoB? Hakorer, 4To
0COOEHHO Ba)KHO B KOHTEKCTE JIAHHOU CTaThU, CYIECTBYET JIU IIPO-
TUBOpEYNE MEXKAY HapPaTHBOM U UTPOBBIMU MEXaHUKAMU WJIN OHU
JIOTIOJTHAIOT APYT Apyra? B 9To# craThe s mOCTaparch MOKa3aTh, YTO
B cirydae Dragon Age: Inquisition JII0quYecKue acIeKThl, B YaCTHOCTH,
CUCTeMa JTUAJIOTOB M HEKOTOPBIE ACIIEKTHI MEXaHUKU 005, TOTIOTHAIOT
HappaTUB, I03BOJIAS UTPE MIPOU3BECTH II€JIbHOE BHICKA3bIBAHUE, KOTO-
pOe MOKHO paccMaTpUBATh KaK «XPHCTUAHCKOE».

CaMO NOHATHE «XPUCTHAHCKON BUIEOUTPBI» 51 BBOXKY, OIUPASCh
Ha KOHIEIIUIO «Pe30HAHCa», IIPEJICTABJIEHHYI0 B paboTax Azama

1. Fiadotau, M. (2017) “Phenomenological Hermeneutics as a Bridge Between Video
Games and Religio-Aesthetics”, in V. Sisler, K. Radde-Antweiler, X. Xenia Zeiler (eds)
Methods for Studying Religion in Videogames, pp. 165-174. New York/London:
Routledge.
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Jleouun Moiixkec
Yanmana?. Ilog HuM YanmMaH, 3aHUMAaBIINHCA BOIPOCAMHU PeIpe3eH-
TalWH peasIbHBIX UCTOPUYECKUX COOBITHI B BUJIEOUTPAX, IO pa3yMe-
BaJI CUTYAIIHIO, KOTZIa COOBITHS Ha SKpaHe HATIOMHUHAIOT U Pe30HU-
pyrom ¢ 4eM-TO 3a IpefeaaMu BUAEeOUTPhL. DTa KOHILENIUs, B CBOIO
ouepe/ib, MTO3BOJISIET IPUMEHUTDh K aHAJIU3Y BUIEOUTPHI HapabOTKU
KJIACCUKOB CEMUOTHKH, B yacTHOcTH Postana bapra ¢ ero xonunemnmu-
el «3HaKa» U «y3HABAHUSI».

YroTpebssa NOHATUSA «XPUCTUAHCKAsA BHU/IEOUTPA», A MO/APA3yMe-
Bal0 HE TO, YTO Bioware cO3HATEJIPHO 3aKJIa/IbIBAJIa B CBOU IIPOEKT
XPUCTHAHCKOe IIOCJIaHNe UM IIpeAIiosiaraja ero Kak CpeZicTBO IIpoIIo-
BeJIH, a TO, YTO MHOT'HE 3JIEMEHTHI ee UTPBI Pe30HUPYIOT C OIIpe/iesieH-
HBIM MTOHUMaHWEM XPHUCTHAHCTBA, HAIIOMUHAIOT O HeM. Paszymeercs,
KakK ¥ JI00as MHTEPIpPeTansa, 3TOT B3IJIAL HA UTPY OCTaeTCsA CyOBeK-
TUBHBIM. HO B paMKax JJaHHOH CTaThU S OCTAPAIOCh MOKA3aTh, UTO
Dragon Age: Inquisition COepKUT TEJbIA PAM 3JIEMEHTOB HJIH, BBI-
pakasich B TepMuHax bapTa, 3HaKOB, KOTOpPbIE UCTOPUYECKU CBSI3aHbI
C BKCIUIAIUTHO PEJTUTHO3HBIMU XY/I0KECTBEHHBIMU TPOU3BEIEHUSIMH,
B IIepBYI0 ouepenp — ¢ paboramu TonkuHa u JIponca.

CrouT Takke yIOMAHYTh KOHIENINIO «()aHTACTUIECKOU CPENbI»,
BIIEPBBIE BBeIEHHYIO0 J{aHmasu10t Kupbus. To rumoTeTHyecKas COBO-
KYITHOCTh UJIEH, CIO’KETOB, YCTOMYHBBIX THUIIAYKEHN IMEPCOHAXKEHN U JIpY-
TUX 3JIEMEHTOB TEKCTa, OObEIUHSAIONAs BCe TPOU3BENIEHUS B JKAHPE
(¢anTactuku. «Cpena» cyliecTByeT Ha llepeceueHUN KOHKPETHBIX TeK-
CTOB, ODII[ETO KyJIBTYPHOTO O3KTpayH/ia M KOHKPETHOU KyJIBTYPHI (a-
HaTOB, cCOOPMHUPOBAaHHOU 0O0OJIee pAHHUMHU TEKCTaMHU, KOTOPAasi, B CBOIO
ouepe/b, OIPe/ieIsIET BOCIPUATHSA y»Ke 3HAKOMBIX 3JIEMEHTOB B HO-
BBIX [IPOUBBEEHUSAX.

BaxkHO MOAYEPKHYTH, UTO, XOTS IPUHIIUIIHAIBHO «Cpeia» 00beau-
HSIET MIPAKTHUYECKHU Bce BUIBI (PAHTACTUUYECKUX TTPOU3BEIEHUM, MOTHU-
BBI KOTOPBIX CBOOOHO TIEPETEKAIOT APYT B IPYTa, OHA BCE-TAKH HE TO-
moreHHa. Tak, kommbioTrepHble RPG B xaHpe (poHTE3U yKe JAaBHO
0071a71a10T COOCTBEHHBIM HaOOPOM y3HABAEMBIX 3JIEMEHTOB, XOTS HC-
TOPUYECKH OHU, HECCOMHEHHO, CBA3aHBI C JINTEPATYPOH U KHHO B 3TOM
ke ctusie. CTOUT OTYEPKHYTD, YTO CPEAU CIENUMDUIHBIX /IS BUJIEO-
UTP 3JIEMEHTOB CpeJibl CYIIECTBYIOT Te, KOTOpble MOKHO Ha3BaTh JIIO-
JIOHAPPATUBHBIMU, TO €CTh MOPA3yMEBAIOIINME YCTOHYNUBYIO CBSI3-
Ky MEXIY KOHKPETHBIM CIOKETHBIM 00pa30M M HUTPOBOM MEXaHUKOM.

2. Chapman, A. (2016) Digital Games as History: How Videogames Represent the Past
and Give Access to Historical Practice, p. 35. N.Y.: Routledge.

3. Kirby, D. (2013) Fantasy and Belief, pp. 2—3. London: Equinox.
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Penurvusa u paHTaCcTHUKA B COBPEMEHHOU NMONYJASAPHOU KYJAbType
THOUYHBIM IPUMEPOM TAaKHX 2JIEMEHTOB CJIyKAT KJIACCHI IIEPCOHAKEH.
«®DanTactuueckas cpena» RPG copep:kut u cyrybo HappaTUBHBIE Jie-
TaJIu, TOJIpa3yMeBalolye pa3Hoe JI0JUUecKoe BOILIOIIEeHNE, B YaCT-
HOCTH, 00pa3bl OTAEIbHbIX (PIHTE3NHHBIX pac. HakoHell, cyIiecTByeT
HEOOJTBIIIOE KOJUYECTBO YHUCTO JIOUYECKUX 3JIEMEHTOB CPEJIbI, CO-
310X Yepe3 KOHKPETHBbIE TEXHIYECKHE PEIIEHU, TAKUE KaK U30-
MeTPUYECKOe ITOJI0KeHNe KaMephl, y (aHaTOB OIIyIeHUe TOro, YTo
OHU UTPAIOT UMEHHO B RPG.

Urpsl, BKIIOUAtOIIue OGOJIBIIOE KOJTUYECTBO JIeTAJIel, HE TIPUCYT-
CTBOBABIIIUX JI0 9TOTO B PaMKaX HX CerMeHTa «(aHTacTUUecKoil cpe-
JIBI», TIOJIyYAIOT PEIyTallui0 OPUTHHAIBHBIX WIH JIJKE «aBTOPCKUX»,
Kak ObLI0 ¢ mpoektamu Bpoge Tyranny wiu Kenshi. C gpyroi ctopo-
HBI, UTPHI, IOJTHOCTBIO CBOZAIIMECA K UX CETMEHTY «CPeJibl», OIlpefie-
JIAIOTCA KaK OaHAJIbHBIE WIN KJIACCHYECKHUE, TPUMEDPOM YETO CIIYKUT
The Elder Scrolls V: Skyrim.

Dragon Age: Inquisition nHTepecHa B 3TOM KOHTEKCTE KaK IIpuMep
TPETHETO MO/IX0/Ia, TI0 KPaliHel Mepe B TOM, YTO KacaeTcsl u3obpake-
HUSA pequruu. Bioware He MpUBHEC/IA HOBBIX JIEMEHTOB B «CPEIy»,
HO IIEPEOCMBICIINIIA LEJIBIA pAZ yKe ycroaBmuxca. Ee mogxon B me-
JIOM MOKHO Ha3BaTh peMmudosorusanueii. MHOTHE CIOJKeTbI, IEPBO-
HAYaJIbHO BBeJIeHHBbIE B «(aHTACTHUUECKYIO Cpely» BO «BiacrenmHe
KoJien», « CHyIbMapuwuIHOHEe» WU «XpoHUKax HapHum» u comepika-
1ue B cebe MOTeHITUA I PEJTUTHO3HON WHTEPIIPETAIUU, CO BpeMe-
HEM YTPaTWIHN CBA3b CO CBOMM IEPBOHAYAIILHBIM 3HAUEHHUEM, HO BCE
PaBHO OCTaBAJINChH MOIYJIAPHBIMHU 3JIEMEHTaMH «(paHTaCTUIECKOHN
cpenbl». Bioware MCHOJBb3yeT 3TU 3JEMEHTHI, HO U3MEHSAET UX, BO3-
Bpalas MOTeHIUA JJ1 TeX PEJIUTHO3HbIX NHTepIIPeTaI[Uil, KOTOPBIH
OHU UMeJIN U3HaYaIbHO. VIMeHHO 3T0 Aestaet Dragon Age: Inquisition
WHTEPECHBIM 0O'bEKTOM JIJIsl aHAJIN3A, BBIZIEJISAS €€ U3 JPYTUX UTP TOTO
JKe KaHpa.

XO0Ts HEKOTOPBIE U3 PACCMaTPUBAEMBIX 3JIEMEHTOB (PUTYPHUPOBAIN
TaK’Ke B IPEABIAYIINX YaCTAX CEPUH, B paMKaX CTaThU Bce BHUMaHUe
OyzeT cocpeIoTOUEHO UMEHHO Ha Dragon Age: Inquisition, Kak Ha TOMH
WTPE, Tl PEJTUTHO3HbIE MOTHBBI IIPUCYTCTBYIOT HAaNOO0JIee HATJISA/THO.
B cienyromieit gacTu cTaTthy A JjaM KPaTKYI XapaKTEPUCTUKY CaMOU
WUTPBI, €€ CIOJKETA, BBIYMAHHON BCEJIEHHON U OCHOBHBIX UTPOBBIX Me-
XaHUK. 3aTeM s IPOAHAIU3UPYIO P, KJIIOUEBBIX 3JIEMEHTOB pellpe-
3eHTalluu pesquruu B Dragon Age: Inquisition. fI mocrapatoch mpo-
JIEMOHCTPUPOBATh, KAKUM 00pa30M KK/l U3 HUX BCTPOEH B yIKe
cylecTByIolLyio Tpaauiuio RPG u 6aromapst 4eMy OHU IIPU 3TOM
COXPaHAIT YHUKaJIbHOCTh. Ocob0e BHUMAHUE CTOUT y/IEJIUTh TOMY,
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YTO 3TU crenudruUecKrue OTJINYHUA B I1eJIOM CKJIQ/IBIBAIOTCA B KAPTHUHY
0OJIBIIIETO CXOJICTBA WJIeH, 3a7I03KeHHBIX B Dragon Age, c clojkeTamu
U 3TUKOH, TPAAUIIMOHHO PE3OHUPYIOIINUMHE C XPUCTUAHCTBOM.

XapaKkTepucTHUKa UTPbI

Dragon Age: Inquisiton — urpa, BbIIIIeANIAsA B 2014 TOly KaK Ha mep-
COHAJIbHBIX KOMIIBIOTEPAX, TAK U HA HECKOJIBKUX KOHCOJISAX. ATO Tpe-
Ths YacTh cepun Dragon Age, 3amyiieHHON B 2009 roay. Ee cozmaTeb,
cTynusi Bioware, TeCHO accoruupyercs ¢ :kaHpoM RPG ellie ¢ KOHIA
9Q0-X TO/IOB, KOT/Ia OHA BBIMYCTHJIA KPallHe MOMYJISIPHYIO U BIUATEb-
Hylo ceputo Baldur’s Gate. Ilocsie BbIXOZ|a UTPa, HECMOTPS HA KPUTH-
Ky CO CTOPOHBI psifia (paHATOB KaHPA, B 11€JIOM OKa3ajlach KOMMepue-
CKH yCIellTHa U coOpajia BLICOKHE OT3hIBbI UTPOBOU ITPECCHI.

JlelicTBHE BcexX TpeX YacTed cepuu IPOUCXOJUT B MUPE O] Ha-
3BanHueM Tepac. 1o dhaHTE3U-BCesleHHAs, HAaceJleHHAas Ipe/iCcTaBUTe-
JISIMU 4 «pac»: JIofeH, 31b6¢0oB, IBOP(POB U BeJIMKaHOB-KyHapu. Tpu
MEePBBIX HAPO/Ia OCHOBHIBAIOTCSA HA 00pa3aX, BBEJAEHHBIX €Ile B IPO-
u3BeAeHusAX TOJIKMHA, U XOPOIIIO 3HAKOMBI BCEM JIIOOUTENAM (PaHTE-
3U. ITO HAIJIATHO JIEMOHCTPUPYET CTeleHb, B KOTOpOoH Dragon Age
OIMpaeTcs Ha YCTOSBINMECA KAaHOHBI kaHpa. Kakaa U3 gacreil ce-
puM pacckasbIBaeT MCTOPUIO HOBOT'O Te€pOs, OCBEIIAEeT Pa3Hble Peruo-
Hbl Tenaca. IIpeeMCTBEHHOCTh MEXK/AY YaCTSAMU JOCTUTAETCA 34 CUET
TOTO, UTO BCE OHU COCPEOTOYEHBI HA MEPEIUIETAIONINXCS TJ100asTb-
HBIX KaTaKJIN3Max, COTPSCAIONIUX STOT BhIAYMaHHBIA Mup. KoHKpeT-
HO B TPeTbeH YacTU UTPHI TJIABHBIM repoi OepeT 1o CBOH KOHTPOJIb
«V/IHKBUBUIIUIO» — PEJINTUO3HYI0 OPraHU3aIHI0, IBITAIOIILYIOCSI OCTa-
HOBUTbH MEJIBIA PsiJi KOHQJIUKTOB U KATacTpod, yrpoKamIux cTa-
OMJIBHOCTU BBIIyMAaHHOTO MUpA.

C ToukHU 3peHNA UTPOBOH MeXaHUKH, Dragon Age MOKHO Ha3BaTh
TpamuInOHHBIM RPG. VITpOK co3/1aeT mepcoHaka, KOTOPHIN 3aTeM HC-
cJIeslyeT MUP, Cpa’kaeTcs ¢ MPOTUBHUKAMU U BBITIOJIHAET 3a/JaHU, KaK
MIPOJIBUTAIOIIE IEHTPAJIbHBIN CIOKET, TaK U JIOTIOJTHUTEIbHBIE. Baxk-
HBIM 3JIEMEHTOM HUTPHI SBJISETCA IMOMCK KOMIAHBOHOB — II€pPCOHA-
JKel, KOTOPBIE COITPOBOXKAIOT TEPOS U IIOMOTaIOT eMy B 6010. KaxkbIii
13 HUX 00J1a/1aeT CBOEH UCTOPHEH, C HUMU MOYKHO BBICTPOUTD APYyIKe-
CKHe, a C HEKOTOPBIMHU U POMaHTUUECKHUE OTHOIIIEHUS.

®daKTUYECKU UTPOBOM IIPOIlECC CTPOUTCA BOKPYT CPaKeHUH, IJie
repoll KOMaH/yeT CBOUM IEPCOHA’KEM U HECKOJILKUMU CIIyTHUKAMH,
U JIMAJIOTOB, B KOTOPHIX OH BHIOWPAET OJWH BapUAHT OTBETA U3 He-
CKOJIBKUX IIPEJIOKEHHBIX. B paMKax IMajIoTOB MOTYT OCYIIIECTBJISATh-
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Penurvusa u paHTaCcTHUKA B COBPEMEHHOU NMONYJASAPHOU KYJAbType
cA riobayibHBIE BBIOODPHI, OTPAXKAIOIE MOPAJIbHBIE VTN MOJIUTHYE-
CKHe TIPEJIIIOYTEHNS I'eposi U YIPABJAIOIIEr0 UM UTPOKa. B aHHOM
CJIydJae MpeCTaBIsAETCA KOPPEKTHBIM TOBOPUTD O JIBYX OTAETbHBIX aK-
Topax. JTO CBA3aHO C TEM, YTO UIPOKU YacTO COBEPIIAIOT HE Te BbI-
0OpBI, KOTOpbIE MMOKA3aJIUCh ObI BEDHBIMU UM CAMHM, a T€, KOTOPbhIE
coBepuInyI ObI uX Tepoii. IIpu 3TOM OHHM MCXOAAT U3 XapakTepa U 6uo-
rpadun, KOTOPYIO CaMH K€ BBI[yMaJIH JUJISI CBOETO IEPCOHAXKA, OIIH-
pasch Ha IpeyIoKEHHbBIE Pa3pabOTUNKAMI BAPUAHTHI.

K 3TUM TpafiMIIMOHHBIM JJId KaHpPA 2JIEMEHTaM Takke /100aBie-
Ha cucTeMa yrpasieHUus «VHKBU3UNMENH»: UTPOK JIOJIKEH MOChUIATH
CBOUX areHTOB B 00JIaCTH, Ky/ia HE MOXKET OTIIPABUTHCS €0 IEPCOHANK,
pacmopsKaTbCA pecypcaMy M 3aKJII0YaTh COI03bI € IMOJIUTHIECKUMH
dpaknusavu. [TocaegHul 371eMeHT 3acTy:KUBaeT 0coO0TO yIOMUHA-
HUS ellle ¥ I0TOMY, YTO 3TO — OJHMH M3 HEMHOTHX IIPUMEPOB, KOT/a
WUTPOK B BUJIEOUTPE aKTUBHO PYKOBOJIUT PEJIMTUO3HOM OpraHU3aIuen.
Ho B niesiom Dragon Age: Inquisition MOKHO Ha3BaTh KJIaCCUYECKOU
KOMITBIOTEPHOH POJIEBON UTPOU B MUPE (DIHTEZH.

Is1aBHBIN repoi

[IepBbIil U3 aCIEKTOB, HA KOTOPBIX XOTEJIOCh ObI 0OPATUTh BHUMAHUE —
PEeTUrH03HOe U3MepeHue 00pa3a Iy1IaBHOTO reposi. KOHTEKCT, B KOTO-
pOM €ro HY»KHO paccMaTpUBAaTh — MOTHB «HU30pDAaHHOCTH» U «YHH-
KaJIbHOCTH » TePOsI ¢ TOYKH 3PEHUS BBIIyMaHHOU BCEJIEHHOH, HAJTUYE
y HETO 0COOBIX CBOMCTB M KaUECTB, OTCYTCTBYIOIINX Y PASOBOTO YEsI0-
BeKa. JTOT CIOKeT IIUPOKO PAcIpOCTpaHeH B KaHpe (3HTe3U U BO-
o011e B MacCOBOW KyJIBType: THIUYHBIMU MIPUMepPaMH «HM30paHHBIX»
repoeB aByA0TcA I'appu Ilotrep unu Heo nu3 tpunoruun «Marpuna»
BauoBcku. Ho yauBUTEIbHBIM 00pa3oM B paMkax kaHpa RPG Tema
n30paHHOCTH JIOJITOE BPEMsI OTCYTCTBOBAJIA.

B pannux RPG, 70-X, 80-X 1 Hauayia 9O-X TOJ[0B, IJIaBHBIN repoit
BBICTYIIAJ KaK «IIOCPETHUK» MEXKAY CAMHUM HUTPOKOM U BBIJIyMaHHBIM
MupoM. Pa3paboTuynKy Mpesnoaraiy, 4To YeM MeHbIIE ITePCOHAaXK
OyZeT UMETh YePT, He MPUBHECEHHBIX CAMUM HTPOKOM, TEM MEHb-
re Oy/IeT BO3HUKATh IIOMEX, OTBJIEKAIOIINX OT MOTPYKEHUS B BBIAY-
MaHHBIA Mup. Hanpumep, B cepuu Ultima r1aBHBIH Tepoii BBICTYIIAT
Kak tabula rasa ijist UTPOKa, KOTOPHIN MOT UBMEHHTD €r0 KaK YTOITHO
B IIpoliecce MPOXOXKIAEHUA.

[TosiByieHNEe «U30PAHHOTO» TJIABHOTO Ireposi B KOMIIbIOTEPHBIX
RPG MO03kHO, YCJIOBHO, OTCUMTBHIBaTh OT Urpbl Fallout 2 1998 ropa,
I7ie TJIaBHOTO reposi MpsMo 3Bain 30paHHBIM. A B kaHpe (IHTe-
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3u RPG OCHOBHAsl 3aC/Iyra MPUHA/JIEIKUT BBIIIEIIEH TOAOM MMO3XKe,
B 1999 rogy, Planescape: Torment. iMmeHHO B Hell mpoTaroHucrt, be-
3BIMSHHBINA, 00/1a/1a7T He TOJHKO XapaKTepUCTUKAMHU, KOTOPBIE WT-
POK B HErO 3aKJIaJ(bIBaJI, HO U COOCTBEHHBIMU CBOMCTBAMH U TIpe-
JIBICTOpHUEH, CO3IaHHBIMU pa3paboTuukamMu. Pazymeercsi, UTPOK
mo-npekHemy o006J1afan GOJIBIINM KOHTPOJIEM Haj CyAbboi Besbi-
MSHHOTO, B IIPOI[eCcCe UTPHI BbIOWpPAas MyTh PA3BUTHUS Teposi U pe-
IUTUKY B JIAAJIOTAX, TO3BOJIABIINE 33/1aTh TOT WJIM WUHOU 00pas mep-
conaka. Ho Be3bIMAHHBIN Bceria COXpaHsyI Psi/i BIIMCAHHBIX B TKAHb
BBIZIYMaHHOTO MUPA XapaKTEPUCTHUK, KOTOPhIE UTPOK HE MOT TI0 CBO-
el BoJie OTMEHUTH U MIPEOJOJIETh U BOKPYT KOTOPBIX, COOCTBEHHO,
CTPOMJICS CIOKET UTPHI.

ITocne Planescape: Torment MOTUB «U30PaHHOCTH» CTPEMHUTEh-
HO 3aBO€BAJI MOMYJISIPHOCTH B KaHpe ¢oHTe3u RPG. B monasisio-
1meM OOJIBIIIMHCTBE MOCTIEAYIOINX UTP TJIAaBHBIM T€POU BHICTYIAET
KaK MCKJIIOUUTEIHHBIN YeJIOBEK HE TOJIPKO B CHUJTYy CBOEH CIIOCOGHO-
cTu OGOPOTHCA CO 3JI0M, HO U B CUJIy HAJIMYUA Yy HETO KAaKUX-TO YHU-
KaJIbHBIX XapakTepucTuk. [Ipyu aTom MOTHB m30paHHOCTH ITpHUOOpe-
TaeT SBHO PEJIUTHO3HOE 3HaueHUe. BOJIBIIMHCTBO IJIaBHBIX TepoeB
TAKOTO POZIa MOTYT OBITH OMHCAHBI KaK PEJIUTHO3HbIE MEPCOHAKU.
OHHU MOTYT BBICTYNATh KaK MepepoxkaeHus apeBHero mpopoka (The
Elder Scrolls III: Morrowind, Arcanum: Of Steamworks and Magic
Obscura), motomku 60skectBa (Baldur’s Gate), n3bpaHHUKUA BbIC-
mux cui (Divinity: Original Sin) win npocto 06J1a71aTh 0CO00MH CBS-
3b10 ¢ peuruo3usiMu chepamu (Jade Empire, Neverwiner Nights 2:
Mask of the Betrayer).

N36paHHOCTD IJIABHOTO reposi, 3a7laHHas Ha HApPATHBHOM YPOBHE,
MOZKET TOJIKPEIUIATHCA HA JIIOJIUUECKOM — Yepe3 HaJleJIEHHUe IepPCo-
Haa YHUKaJIbBHbIMHA CHOCO6HOCT}IMI/I nu CBOI‘/)ICTBaMI/I C TOYKHU 3pE€HUA
npasut urpsl. Tak, Hepesapun B The Elder Scrolls II: Morrowind mo-
JlydaeT MMMYHHTET KO BceM 0ose3HsaM, a Iloromok Baana B Baldur’s
Gate 2: Shadows of Amn mpeBpaiaercsi B BOIUIOIIeHHE GOXKeCTBa.
Yariie BCero 3TH CiocOOGHOCTH TOSABISAIOTCS HA MO3THUX TATIaX CIOKe-
Ta, KOTZ]a UTPOK B JIOCTATOYHOH CTEIIEHU OCBOWJICA C OCHOBHBIMU IIpa-
BUWJIaMH HUT'DPbI, — I-ITO6I)I OL€EHUTHh 3HAYHNMOCTDH I/ISMeHeHI/Iﬁ U IIPpOYYB-
CTBOBATb HE TOJIbBKO Ha HAPPAaTUBHOM, HO U HaA JIIOJUYECKOM YPDOBHE
daxT 136paHHOCTH IPOTATOHUCTA.

BakHO MOZYEPKHYTD, UTO B GOIBITUHCTBE UTP «BXOXK/IEHUE» B CIO-
’KET OCYIIECTBIIAETCS Ype3BbIUaiiHO pe3ko. Kak mpaBuiio, n3Havyaib-
HO Trepoi BeZIET MACTOPAJIBHYIO WJIU, TI0 MEHbIIIEH Mepe, TOUEPKHYTO
OOBIZIEHHYIO *KU3Hb, KOTOPAsi B OZHOUAChE MEHSIETCS TOCJIe BTOPIKe-
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HHUS KaKUX-TO BpaKJeOHBIX cui. Hambosiee HArJIsATHO 3TO cresia-
HO B urpe Neverwinter Nights 2, koTopass HAUMHAETCSA C CEJIbCKOTO
Mpa3aHUKa, a MPOAOJIKAETCS aTaKOW Ha JIEPEBHIO, I1€JIbI0 KOTOPOI
SIBJISIETCSI UMEHHO MPOTaroHucT. 110/106HBIM 06pa3oM YCTPOEHBI CHO-
skeThl B cepuu Baldur’s Gate, Arcanum, Jade Empire. Bcex ux o6b-
eZuHAEeT OO MOTHB CTPEMHUTEJIFHOTO Pa3pyIIeHN JKU3HHU 110 IIPHU-
YrHAM, HEU3BECTHBIM CaMOMY T'epOIo.

[Iporaronucr, TakuM 00pa3oM, HAUMHAET CBOH IYyTh C TOTO, UTO
MIBITAeTCsl Y3HATH IPaB/Iy O CBOEH mpupoe. B pe3ysbraTe OH, Kak mpa-
BWJIO, ZIOCTATOYHO OBICTPO yCTaHABIUBAET (DAKT M3OpaHHUUYECTBA U TO,
4YTO ero oObIYHAas KU3Hb ObLIa JINOO JI0KBIO, CKPBIBABIIIEH OT HEro
€ro MOTeHIHAaJ, JIUOO CIIOCOO0OM IOATOTOBUTDH €ro K IOCJIETYIOIIM
HCIIBITAHUSM.

Ecou mpuHATH BO BHUMaHWeE, YTO MCTHHA O TJIABHOM Trepoe 3a-
YaCTyI0 UMeeT PeJIUTHO3HOEe 3HaueHUe, UTPHI IPEAJIaraloT CBOETO
po/ia mepeckas rHOCTUYECKOTO MUda, KaK ero UHTEPIPETUPYET IPUK
JaBUC, aHATM3UPYIOIHUNA THOCTUYECKHE 3JIEMEHTHI B COBPEMEHHOU
KyJbType. «boKecTBeHHBIN» repoi, TOTOMOK OOTrOB, IEPEPOKAEHUE
JIDEBHUX TepOeB WX OOEIaHHbI MeCCUs KUBET, He 3Hasd O CBOEH
TIPUPOJIE, B IJIEHY OOBIYHOM »KU3HU, ITOKA CIyYail He pACKPhIBAET MY
npasay. I[locjie 5TOro OH OTIpPaBJIsAETCA B IIyTENIECTBUE, TPU3BAHHOE
JlaTh eMy OO0JIbIlle 3HAHUSA O €r0 IpUpoze. B pe3ysbraTe 3TOTO OH HPU-
HUMAaEeT CBOIO CyZb0y, CTAHOBSACH TE€M, KEM €My ObLIIO CYKEHO CTaTh
€ caMoro Havasa.

Ha mepssrit B3tyisix B Dragon Age: Inquisition Mbl BUZUM aHa-
JIOTUYHYIO cxeMy. [JIaBHBIN repoil HauMHAET CBOE ITyTEIIeCTBUE KaK
OIMH W3 MHOTHX JlejieraToB Ha KoHKJaBe, IPU3BAHHOM 3aKOHYHUTH
BOEHHBIH KOH(JIUKT MEXAY MaraMd U XPaMOBHHKAMH — pPaJUKaJIb-
HBIMHU PEJIMTHO3HBIMU (baHaTI/IKaMI/I, CHUHUTAKIIUMH, YTO JIIOJH, BJIa-
JlefoIye Maruei, TOJDKHBI JKeCTKO KOHTpoaupoBarbes. Ognako KoH-
KJIaB YHUUTOKEH B3PBIBOM, B KOTOPOM IIOTH0AIOT BCE €r0 YIaCTHUKHU,
KpOMe TIJIaBHOTO Teposi, a TOT MOJIy4YaeT ClIOCOOHOCTD 3aKphIBaTh «Pas-
PBIBBI» — IIOPTAJIBI MEXKIY OOBIYHBIM MHPOM U «TeHbI0», MHPOM
JIyXOB, U3 KOTOPOTO MPOHUKAIOT JieMOHbI. Kurtenu Tenmaca cBA3BI-
BaIOT €ro CWIbl U CIIACEHHE C BMEIIATeJICTBOM AH/pacTe — JIereH-
JIApHOU MPOPOYHITHI, «I'epoJIbIoM» KOTOPOU OHU M ITPOBO3TJIAIIAIOT
MIPOTaroHMUCTA.

Ho ecyiim mpucMoTpeThesl K AeTalAM, TO BUAHO, UTO Bioware cra-
BUT MPUBBIYHYIO CXEMY «C HOT Ha TOJIOBYy». JIroauuyeckasi, UTpPOBas
CII0OCOOHOCTD TepOsi TYT — HE IMOATBEPKEHNE €r0 UCTHHHON IPUPO-
JIbI, a IIEHTPAJIbHAS YePTa, OIPEJIEsIAIoNIas OTHOIIIEHUEe K HEMY O0u-
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taresiedl Tezaca. BriepBrle MpOTaroHUCT IO/, YIIPpaBJIE€HUEM WUTPOKA
3aKpbIBaeT «Pa3phiB» MPHUMEpPHO Ha 5-H MUHYTE UTPBL. JTOT IOCTY-
IIOK U CTAHOBUTCA IPUUYUHOHN, 110 KOTOPOH ero ImpoBosriamant le-
ponbzoM AHzapacTe. B nanpHeiieM Ha MPOTSKEHUU UTPHL OH IPU-
MEHSET CBOU CHJIBI HEOJTHOKPATHO, MPAKTUYECKH PYTUHHO IO Mepe
TOTO, KaK 110 BCEMY MUPY BO3HHUKAIOT HOBBIE «Pa3priBbi». Cama cro-
COOHOCTD, a He, HaIPUMEDP, HApPATUBHOE H3JIOKEHHOE IIPOPOYECTBO,
JleJIaeT ero «u30paHHBIM».

Bosee Toro, mpITasgch BBIICHUTH, YTO C HUM CJIYYUJIOCH U KaKO-
Ba IPUPOJA €ro CWJ, IJIaBHBIA repoil y3HAeT, YTO OH He SIBJIAET-
¢ U30paHHBIM B TPAJIUIMOHHOM CMBIC/IE. AHIpacTe HEMPUYaCTHA
K €r0 CHACeHWIO, BO BCAKOM C/Iydae HANpPsMYIO, 1 HUYTO B €r0 JKU3-
HU /0 9TOTO He TOTOBWJIO €ro K MoJyydeHUIo Aapa. Ilepuop o Kon-
KJIaBa — He JIOXKb, CKPBIBaBIIIasl OT HETO y>Ke CylllecTBOBAaBIIlee, IIyCTh
elle He aKTyaJTM3WPOBAHHOE IpeJHAa3HAUEHHE. A ero criocoOOHOCTH
OKa3bIBAIOTCS HE «HATPA/ION» 3a YCTAHOBJIEHUE UCTUHBL, a, HAIIPOTHUB,
€IMHCTBEHHBIM (PaKTOM, KOTOPOMY CaM IJIaBHBIHM repoil u, yepes Hero,
WUTPOK, a TAKXKe JAPyrue obuUTaTes i BBIIYMAHHON BCEJIEHHOU MAIOT
cOOCTBEHHBIE MHTEPIIPETAINN, B TOM YHCJIE — PEJTUTHO3HBIE. Takoi
OTKa3 OT COOOIIEHNs eITMHCTBEHHOW BO3MOXKHOHM HICTUHBI PaJIUKaIb-
HO IpoTUBOMOCTaBseT Dragon Age: Inquisition urpaM ¢ «THOCTHYe-
CKOW» MOJIEJIBIO CIOXKETA.

3aTto ucropuio ['eposibjla MOXKHO CpaBHUTH ¢ ucropued ®po-
1o barruuca n3 «Biacrenmnna Kosen». Xota TosnkuH MHOTO paccy-
KA O cyZib0e M IpeHa3HAYEHUH, B KOHEYHOM UTOTE €My OBbLIT BaK-
HO MOAYEPKHYTh, uT0 ®pos0 — He Meccusa, a IpoCTOH CMEpPTHBIH,
B CWJIy KOHKPETHBIX IPUYUH CTOJIKHYBIIMUCSA C TSKEJIbIM MOpPaJib-
HbIM BBIOOpOM. Bo «Biacresimue Kosen» Ha mepBoM MecTe HaXOJIH-
Jlach He U30PaHHOCTH X0O0OUTA, a MparMaTUYeCcKui (pakT TOro, UTO
WMEHHO OH, a He KTo-Inb0 Apyrou obaazaer Kospom u pacropsoka-
€TCsI ero Cy/IbOO.

ITomo6Hy0 KapTHHY MBI BUAUM U B Dragon Age. Kak u ®pono, I'e-
poJiba He ObLT MpefHA3HAYEH K OOPETEHUIO BEJIMYNSA, HO BBIHYKAEH
JKHUTH CO CBUIMBIIIUMCSA Ha Hero AapoM. PaccieioBanre coOCTBEHHOMN
TIPUPO/JIBI HE JIaeT SICHBIX OTBETOB O €T0 MeCTe B MUPE, HO BBIHY?K/[a€T
reposi ¥ UTPOKA CAMOCTOSITEJIPHO PellaTh, KAK UMEHHO WHTEPIPETH-
PpOBaTh U UCIOJIB30BATh 3TU cUJibl. Ha jroAuyeckoM ypoBHeE 3TO MOJ-
KpeIUIIeTcs TeM, YTO criocoOHOCTH ['eposbzia czietanbl IpezieIbHO
OYEeBUHBIMU U CPABHUTEIBHO JIETKUMU B UCIIOJIb30BAaHUM, U3-3a UETO
€r0 YHUKQJIBHOCTh CTAHOBUTCS HE IPOCTO HAPPATUBHO COOOIIAEMbBIM
¢akToM, a Y4EM-TO CAMOOUEBUAHBIM JIJISI UTPOKA.
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Bor

WNHo#i moaxon K M300paskKeHHUIO TJIABHOTO repos B Dragon Age:
Inquisition OAKPEIISETCA WHBIM IOJXO/IOM K HM300pakeHuio 0o-
roB. Kak u Bo MHOTUX (h3HTE3U-BCEJIEHHBIX, B Teface MPUCYTCTBYET
HECKOJIBKO Pa3HbBIX PEJIMTHO3HBIX TPAAUIIUU. Dib(bI TOKIOHSIOTCS
COOCTBEHHOMY MAHTEOHY 00KecTB, ABOPGBI UCIOBEAYIOT KyJIBT IIPEJI-
KOB, a KyHapU OTKa3bIBAIOTCS OT IOYUTAHUS OOTOB, IPEATIOYNUTAS STO-
My ¢mnocodpcekoe yuenue Kyn. Ho B pamkax Dragon Age: Inquisition
0cob0e BHUMAaHUE Y/IeJIsIeTCs PEJIUTUM JII0JIed — TaK Ha3blBaeMOU
«IepkBu» (Chantry).

ITO MOHOTEUCTHUYECKOE YUEHHUE, MOCTIE0BATEN KOTOPOTrO MOYH-
TaroT «Co3/aresis», BceMoryiree 60KeCTBO, SKOOBI COTBOPHUBIIIEE M.
ICTETHKA U HEKOTOPBIE 3JIEMEHTHI 3TUKH «1[epKBU», OUEBUHO, OTCHI-
JIAIOT K TOIYJIIPHOMY B MacCCOBOH KyJIBTYpe M300paKEHHUI0 Cpe/THEBe-
KOBOT'O 3aI1a/THOEBPOIIEHCKOTO XPUCTHAHCTBA, O YeM OYZIET OTAEIbHO
YIIOMSIHYTO HUKE.

[TepBbIM mpuMeUaTesTbHBIM OTINUNEM Dragon Age: Inquisition
ABJIAETCA CaMO HAJIMYMe MOHOTEHCTHYecKoro y4yeHuA. Kak mpasu-
JIO, IPOU3BEZIEHUS 3TOTO JKaHpa (3HTe3n RPG 10/Ipa3yMeBaioT Ove-
BHU/IHYIO PEAJIbHOCTh BBICIIUX CWJI. BOrH, IyXu U JIEMOHBI Y4acTo Mps-
MO BMEIIUBAIOTCA B *KU3Hb IIPOCTHIX CMEPTHBIX, OOIAOTCA C HUMH,
JIAIOT TPsSMBbIE TIPUKA3bI U J]aKe MPOSIBIISIOTCS BO IUIOTH CPEI 0ObIY-
HBIX BEPYIOIIUX. B TaKUX yCIOBUAX MMOCTAHOBKA BOIIPOCA O MOHOTEM3-
Me HECKOJIBKO TepSeT CMBICII.

EnuHCTBEHHAasA CKOJIBKO-HUOY/Ih OM3Kasg K MOHOTEU3MY CUTya-
U TIPEeJICTAaBJIEHA B UTPAX, T7le TOT WJIU WHOHU OOT arpecCMBHO 3a-
MIpeNaeT MOKJIOHATHCSA APYTUM M BCEMH CHJIAMU CKJIOHSIET K IIO-
KJIOHEHUIO cebe, IpUMEPOM Uero ciy:kuT urpa Gothic. Xorsa takoi
cIokeT, 0cOOEHHO Ha yPOBHE BU3YaJIbHOTO PsZa, BAOXHOBJIEH 00-
pazaMu peJINTHO3HBIX TOHEHUU W HACUJIBCTBEHHOTO OOpalieHus
B Bepy, SCTETHYECKOE CXOJICTBO MACKUPYyeT MPUHIIUINAIBHO pas-
HBIU CMBICJI. BOXKeCTBO TYT BBICTYIAET KAK ITPABUTEJIb, IIBITAIONAICS
CUJIOH Y XUTPOCTHIO PACIIMPUTH COOCTBEHHYI0 TeppuTopuio. bosee
TOTO, UTPHI, KaK MPaBUJIO, U300 TUYAIOT MOJ00HBIE TIpETEeH3UN 6O0-
JKECTB KaK HEeZ[OCTOMHBIE, a UX CAMUX BBICTABJISIOT THPAaHAMU U 00-
MaHIINKaMU, YbHM IJIAHBI TJIABHBIA Tepodl pymmuT. Bokpyr Takoro
MIPOTHUBOCTOSIHUA Gora u reposi crpoutcs cioxker The Elder Scrolls
III: Morrowind, Gothic, a Ha ypOBHe JOIIOJHUTENbHBIX 3aJaHUN
OH IPUCYTCTBYET €llle B psifie Urp, Hanmpumep, B Baldur’s Gate 2:
Shadows of Amn.
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Ho mpsimoii KOHGJIUKT MEK/y TJIaBHbBIM repoemM U 60rom siB-
JISIETCS JIUIIb YACTHBIM CJIydaeM ryIo0abHOM TEHIAEHIIUH — He-
Pa3pBIBHOM CBSA3H MeEXAy OOraMH M CMEPTHIO, MIPUCYTCTBYIOMIEH
B mojasisomieM 6oapmuHcTBe GaHTe3u RPG. VITPOK MOJIKEH cra-
caTh 60oskecTB oT rubenu (Divinity: Original Sin 2, Jade Empire),
CTAJIKUBATHCS ¢ mocaeacTBusMu ux cmeptu (Baldur’s Gate), ca-
MOCTOATEIbHO YHUUTOKATh ux (Gothic) Win BBISCHUTDH, UTO cama
unes ux beccmepruss — obman (Arcanum: Steamwork and Magic
Obscura, The Elder Scrolls I1I: Morrowind). Tema cmepTHOCTH 0O-
OB — CKBO3HOW MOTHB ’KaHpPA, IIPOTUBOIOCTABJISIONUN UX «JIOMK-
HYIO» MPETEH3UI0 HAa BEUYHYIO JKU3Hb «HUCTHHHOMY» 0€CCMEPTHIO
[JIAaBHOTO T'epos.

CTOHUT YIIOMSHYTh, YTO CaM IOAXOJ] K CMEPTHOCTU 0OKECTB MOXK-
HO paszieJIuTh Ha IBa OT/IEJIbHBIX MOyca, KOTOPbIE, B 60JIee IUPOKOM
CMBICJTE, XaPAKTEPU3YIOT JBa OCHOBHBIX MOAX0/1a K H300PaKEHHUIO pe-
suruu B RPG BooG1te. OAUH IPOIOJIKAET YKe YIIOMAHYTYIO paHbIIe
«THOCTUYECKYI0» JIOTUKY. B Urpax, cjaeayrommux TakoMy MMOAXOAY, Ha-
npumep The Elder Scrolls III: Morrowind, urpoxk He IPOCTO BBISC-
HSIET, UTO €r0 MEPCOHAK NUMeeT 00KeCTBEHHYIO IIPUPOAY, HO U300IH-
YyaeT TeX, KTO MPETEH/IyeT Ha CTaTyC HeOOKHUTeIeH, KaK OOMaHII[UKOB
U MPECTYIHUKOB. B HEKOTOPBIX HUIPax 3TO paccjiefoBaHUe 3aKaHUU-
BaeTcs MPSAMbIM IPOTUBOCTOSHUEM «UCTHHHOTO» U «JIOKHOTO» CIIa-
cutess (Gothic), B IPYrUX UTPOK IEMOHCTPHUPYET CBOE IIPEBOCXO/ICTBO,
criacast 60kecTBa WM UX mocsezopareseit (Arcanum: Of Steamworks
and Magic Obscura). B takux urpax akt cMepTHOCTH 0OKECTB IIPO-
6/1eMaTU3UPYETCA W MO3UI[HOHUPYETCS KaK JIUIITHEE CBUETEIHCTBO
TOTO, YTO OHU HE 3ACIYKMBAIOT IIOKJIOHEHHUS U HE SIBJISIOTCS «HUCTHH-
HBIMU» OOTaMHU.

BoJtee mpoCToli MOAXO0/T, KOTOPBIM YCJIOBHO MOXKHO Ha3BaTh «s3bI-
YecKUM», BOOOIIe He mpobIeMaTu3upyeT CMEePTHOCTE 60xkecTB. OHA
BBICTyTIa€T KaK YacTh CKBO3HOU JIOTUKU BBIAYMAHHOU BCEJIEHHOU —
J11060€ CYIIIECTBO UMEET BPATrOB U COIO3HUKOB, U JII0O0E CyIIECTBO MO-
3KeT IMOTUOHYTh, BCTPETUBIIKCH C JOCTOHHBIM COEpHUKOM. KOHEUHO,
youiicTBo GokecTBa TpeOyeT CIEUaATIbHBIX JEUCTBUMN, BPOJE TOKC-
Ka CHEeIUAIbHOTO OPYKHsA, HO B KOHEUHOM UTOTe 6OTU B paMKaX 3TO-
r0 TO/[X0/Ia HE OTJIMYAIOTCA OT APYTUX MEPCOHAKEH. DTO MO3BOJISET,
B TOM YHCJIE, HE /]JaBaTh HUKAKOH MOPAJIbHOHN OI[EHKH TOMY, UTO OHH
MPETEHAYIOT Ha GOXKECTBEHHBIN CTATyC, OYEBUAHO He 00J1amas Bce-
MOTYIIIECTBOM. B HeKOTOpPBIX uUrpax, Hanpumep B Jade Empire, oHu
Jla’ke BBICTYIAIOT B aMIUIya «JlaMbl B Oefie», 0€33alUTHON (PUTypHI,
HY>KJaIoIelcs B CIIaCEeHUU.
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ITprunHa, 10 KOTOPOH BU/IEOUTPHI HACTOIBKO YACTO BBOJAT MOTHB
«cMepTu OOTOB», MOXKET 00BACHATHCA Teopuel Tomamra MaiikoBckH,
Mpe/IJIaraBIIIero PacCMaTPUBATh BUAEOUTPY C TOUKH 3PEHUS «KapHa-
BJIBHOU KyJbTypbl» BaxThHa* B 4acTHOCTH, OH yKa3bIBaJI Ha BaXK-
HOCTb JIJIS1 BUJIEOUTD (DUTYPHI «KapPHABAJIHLHOTO KOPOJIsi» — HETPaBe/I-
HOT'O 1 BPEMEHHOTO BJIACTUTEJIA KapHaBaJia, KOTOPI)II‘/)I JOJI2KEH OBITH
VHIDKEH ¥ YHIYTOXKEH K KOHITY Ipa3/iHUKA. TaKiMU, HECOMHEHHO, SB-
JISI0TCs «60CChI», VHUKAIbHBIE U CUJIbHBIE TPOTUBHUKHU, CPAKEHUE
C KOTOPBIMH 3aKaHUYMBAET OT/EIbHbIE YAaCTH BHUIEOUTPHI. boru ciy-
JKaT yIAYHOU OCHOBOU JIJIsl «KAPHABAJIBHBIX KOPOJIEL» UMEHHO B CHITY
TOTO, UTO MOHATHE HOTA ACCONUUPYETCS Y UTPOKOB C YEM-TO MOTYIIE-
CTBEHHBIM U HeHO6e[LI/IMbIM.

Bosee Toro, cXoCTBO MEXK/y BH/IEOUTPOU M KAPDHABAJIOM 3aYaCTYIO
[I0/Ipa3yMeBAaEeT, YTO B UTPe HEe MOXKET ObITh HEYA3BUMBIX WJIH II0-HA-
CTOSIIIIEMY BCEMOTYIIHMX IIEPCOHANKEM, & Te, KTO 110 3aKOHAM «OOBIYHOM »
JKU3HU TPETEH/IyeT Ha 3TOT CTaTYC, /IOJKHBI OBITh OCMESTHBI U YHUIKE-
Hbl. COOTBETCTBEHHO, BBO/ISI O0KECTBO B UTPY, pa3pabOTIHUKU IIPEIIIO-
JIaTaloT, YTO OHO Oy71eT n300pakeHo JIN00 MOOEXKIEHHBIM HTPOKOM, KaK
TTOJTHOIIEHHBIN «KapHABAIBHBIA KOPOJIb», JINOO OKaXKETCsT 6ECCHITBHBIM
U HY>KJJAIOIUMCA B TIOCTOPOHHEH MOMOIIY, MO0 yMpeT, CaMOU CBO-
el CMEPTHIO 3aKAHUMBAS «HOPMAaJIBHOE» BPEMsl 10 Hayajla UTPhl U Ha-
YKHAs IEPUOJT «KapHaBajIa», B KOTOPBIA UTPOKY U MPEACTOUT UTPATh.

Cnocob, kotopbiM Dragon Age: Inquisition pa3peniaeT 3Ty CUTya-
I[UIO0, IOCTATOYHO IPOCT — OH ocTtasJisieT Co3/1aress BHECIIEHUIECKIM
nepcoHakeM. CTpOTo roBops, K KOHITy UTPhI HEU3BECTHO, CYIIECTBYET
s Co3gaTesns BooOIe. [1aBHBIN Tepoil N3HAYAIBHO MOXKET IPUEp-
JKUBATHCA PA3ITMYHBIX PEJIUTUO3HBIX B3IJISAZIOB B 3aBUCHMOCTH OT CBO-
el pachl U MpEeANOUTeHUH Urpoka. Ho KOHKPETHBIN CIOKET UTPHI
B JIIOOOM CJTydae 3aCTaBUT €r0 BBA3ATHCS B CIIOPBI U KOH(JIUKTHI, CBS-
3aHHBIE ¢ YesioBeueckol 1lepkoBrio. [Ipu 3TOM pAJl COOBITHI MOXKeT
U 3aCTaBUTH €r0 IOMEHATH CBOE MHEHUE, ¥ YKPeNnUThCA B HeM. Ho Hu-
KaKOTO OJTHO3HAYHOTO OTBETA, ecTh jin Co3/1aTesb U KaK OH IPUYACTEH
K IPOUCXOAIINM COOBITHAM, Urpa He zaeT. biarogapsa satomy pas-
paboTyukam yjlaeTcs, B TOM 4YKCJie, NU30eTHYTh TEM CMepTU OoTa WJIH
IIPOTUBOCTOAHHA C HHUM. Ho uto kaxkercs OCO6eHHO Ba’>XHBIM — 3TO
II03BOJIET UM BBECTU B UTPY APYTOA MOTHB, KpPallHe PEIKO BCTPeYaro-
IUHCS B BUJIEOUTPAX: MOTHB PEJINTHO3HOU BEPHI.

4. Majkowski, T.Z. (2015) “Grotesque Realism and Carnality: Bakhtinian Inspirations in
Video Game Studies”, in Proceedings of the Central and Eastern European Game
Studies Conference 2014, pp. 27—45. Stuare, Brno, Czech Republic.
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Bepa

Bepa — sBieHUeE, yAUBUTEJIBHO PEJKO IPEICTaBIEHHOE B (DIHTe-
3u RPG, ecau y4decTh, KaK 4acTO B 3TOM JKaHpPE BCTPEYAIOTCH CIO-
JKEThl U MEePCOHAXKU, CBA3AHHBIE ¢ peaurneil. OT4acTu 3TO CBA3AHO
C yKe yIOMSHYTOHU crierudukon n3obpakeHus 00xxecTB. B ycioBu-
AX, KOTZ]a X CYI[eCTBOBAHUE SBJISETCA HEIPEJIOKHBIM (DaKTOM, pas-
TOBOP O BEPE YCTYIIAET MECTO BHIOOPY JIOSAJIBHOCTU. XapaKTEPHBIHI
IIpUMEP 3TOro TpucytcrByer B urpe Neverwinter Nights 2: Mask of
the Betrayer, CIo3KeT KOTOPOH CTPOUTCS BOKPYT CMEPTH U 3arpOOHOM
sku3HU («CreHa HeBepyromux»). Jta CTeHa B MUPE MEPTBBIX, B KOTO-
PYIO 3aTOYEHBI AYIIH aT€UCTOB, JIIO/IEH, HE MTOYNUTABIIUX IPHU KU3HU
HHuKakoro 6ora. Ho B Xoie MpOX0K/IeHUsA UTPOK IOHUMAET, UTO 3TY
cyip0y 3aCIIy?KHUBAIOT HE CTOJIBKO YOEK/IeHHbIE MaTEPUAIUCTHI, CKOJIb-
KO TIIEPCOHAXKH, CJIUIIIKOM TOP/bIE /IS TOTO, YTOOBI IPY KU3HU IPU-
3HATH [VIABEHCTBO KOTO-JIN00, B TOM YHCJIE ODOKECTBA.

O/THAKO TIPEJICTABJISAETCS, UTO 0COOEHHOCTH BBI[yMaHHBIX MHPOB —
He eJ[MHCTBEHHAs IPUYMHA OTCYTCTBHUsI TeMbl Bepbl. CKopee 0ba 3Thx
(daxra ABIAIOTCA CAEACTBUAMU AOMUHUpPOBaHUA B ¢daHTe3U RPG ce-
KYJIIDHOH W/I€0JIOTHH.

Ha mepBbIil B3I/, 5TO YTBEPIKAEHHE MOXKET IIOKA3aThCA CTPaH-
HBIM: CIO’KETHI MHOKECTBA UTP CTPOATCSA BOKPYT OOKECTB, IPOPO-
YyecTB M MeccuaHckux ¢uryp. Ho TyT HEOOXOAMMO YUUTHIBAThH J[BA
coobpazkeHusi. Bo-1iepBbIX, CEKYJIIPHOCTh — 3TO He aTeusm®. Wie-
aJI CeKyJIIpHOTO 00IecTBa — He 00IecTBO 6e3 pesuruu, HO obIe-
CTBO, B KOTOPOM DEJIUTHSA BbI/IEJIEHA B OTAEIBHYIO CEePY U He BIIUA-
€T Ha MMOJUTUYECKYIO U OOIIECTBEHHYIO KU3Hb. BO-BTOPBIX, COTJIACHO
Bapty u Apyrum npeacTaBUTENIAM CEMUOTHYECKOM IIIKOJIBI, XyZ0XKe-
CTBEHHOE ITPOU3BEJIEHUE COJIEPKUT B cebe MEO0IOTHI0 He Uuepes mpsi-
Mble BBICKa3bIBaHUsI, HO Yepe3 HopMaausanuio (uiu, B TEpMHUHAX
Bapra, HaTypasm3anuio®) Tol WM UHOW KapTUHBI MUPa U COOTBET-
CTBYIOIIIEH STUKHU.

HaryisgapiM mpuMepoM 3TOTO CIIYKUT IpobiieMa u300pakeHus
MyCYyJIbMaH B BHJIEOUTPaX. ITOT MEJAUYM YK€ JIOJITOe BpeMs KpU-
TUKOBAJIA 32 €ro SIBHYI0 aHTUUCIAMCKYI0. [T03UIUI0 B CTAThsIX BPO-

5. Kosmin, B.A. (2007) “Contemporary Secularity and Secularism”, in Secularism &
Secularity: Contemporary International Perspectives. Hartford, CT: Institute for the
Study of Secularism in Society and Culture (ISSSC).

6. Bapm P. Mudomnoruu. Ilep. ¢ ¢p. C. H. 3enkuna. M: UzgarenbcTBo uMmenu CabamHu-
KOBBIX, 1996. C. 255.
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ne «Digital Arabs: Representation in Video Games» Bura IlTuryiepa’
win «Critical Discourse Analysis: Studying Religion and Hegemony in
Video Games» Katpun Tpatuep®. IIpu 5TOM HccieIoBaTeNN COCPENO-
TaYMBAJIUCh HE HA TOM, UTO MYCYJIbMaH B BUJEOUTPAX HET, HO HA TOM,
YTO UX U300paKeHUEe COMEPKUT SABHOE HE0JIOTUUECKOE IMOCTaHue —
OHU HEM3MEHHO BBICTYIAIOT KAK aHTATOHUCTBI, TAKUM 06pa3oMm, Imo/I-
Jlep’KUBasi PACIIPOCTPAHEHHBIN B Me/[Ha CTEPEOTHUII O TOM, UYTO HUCIaM
IIpeBpariaer /el B yOuuIl.

HeuTo nmomo6HOe MOKHO HAOJIIO/IATh U B CIyyae U300paKeHus pe-
surun. Xotsi GopMabHO Pa3pabOTUNKU BBOASAT MHOMKECTBO PEJIUTHU-
O3HBIX aKTOPOB, CIOKETHI UTPHI U OT/IeJIbHBIE 33/TAHUSA SICHO JIAIOT TI0-
HSITh, YTO B HOPMAaJIbHOM CUTYAI[U¥ MECTO JIJIsI PEJINTUH U BCETO C HEH
CBA3aHHOTO — OT/IeJIbHAsA 3aKpbITad cdepa, U3 KOTOPOU OHA He BIIHSA-
€T Ha MMOJIUTUYECKYIO WJIN O0IIEeCTBEHHYIO KU3Hb.

CaMbIM HATJISIZTHBIM [IPUMEDPOM 3TOTO CJIYIKUT «THOCTUYECKHUM »
MO/IXOJ] K U300pasKeHUI0 DOXKeECTB, T7e 60TrH, MpeTeHAyIIue Ha bec-
CMEPTHE U MBITAIOIIHECS YCTAHOBUTH TEOKPATUIO, HEU3MEHHO BBICTaB-
JISTIOTCA 0OMaHIMMKAMU, KOTOPBIX MMOOEKAeT HACTOSAIINN Tepo, BOC-
CTaHABJIWBAIOIUH, TAKUM 00pa30M, IIPABUJIBHYIO U CIIPABE/IJINBYIO
KapTUHY MHPAa, re 60KecTBa «3HAIT CBOE MECTO» M HE IBITAIOTCS
MPETEH/IOBATh HA M3JINIIHIO BacTh. [Ipy 3TOM caM IJIaBHBIN IepoH,
XOTS U UMEIINH, GopMaibHO, 60KECTBEHHYIO NPUPOAY, B (pruHAIE
He 3aHUMAaeT MECTO ITOOEK/IEHHBIX «JIOKHBIX OOTOB» U HE IPETEH/Ty-
€T Ha BJIaCTh, HO BO3BpaIaeTcs K OOBIYHON KM3HU B PAMKaX BOCCTa-
HOBJIEHHOTO CEKYJIIDHOTO MHPOIIOpA/Ka. B Tex ke wurpax, rae BO3-
MOXKHOCTb «CHHCKATh 0OKECTBEHHOCTh» BCE-TAKH €CTh, OHA YETKO
MapKHPOBaHA KaK 3THYECKU 3JI0€ pelleHUe, ¢ HeM30eKHOCThIO IIpe-
BpaIl[aollee TJIABHOTO reposi B THPaHA.

B urpax, cjeAyoIux «sI3bYecKOMY>» IOJIXOAy K CMEePTHOCTH 6o-
JKECTB, MBI BUZUM JPYTOU, elne 60Jiee mMpoCTOU B3IJIsAA HA IpobiieMy.
Bokpyr Toro ¢daxra, 4To 60TM B HUX BCEI/Ia OTBEYAIOT HA MOJIUTBHI,
CTPOUTCH BO3MOXKHOCTH CBECTH BCIO PEJINTHO3HYIO JKU3Hb B (paHTE-
3u RPG k omnpejieJIeHHbIM, KOHTPOJIIPYEMBIM U HU3MepPseMbIM pe-
3ysbrataM. B Takux urpax, kak Baldur’s Gate, Xxpambl — He MECTO
KOHTaKTa MeX/y YeJIOBEKOM U BBICIIMMU CHJIAMU U JaKe He IEeHTP
pacupocTpaHeHUs TeX WU UHBIX B3IJIAI0OB, 8 MECTO OKAa3aHUsI OIIpe-

7. Sisler V. Digital Arabs: Representation in Video Games. E-source [http://www.
digitalislam.eu/article.do?articleld=1704, accessed on 23.04.2018].

8. Tratner, K. (2017) “Critical Discourse Analysis: Studying Religion and Hegemony in
Video Games”, in V. Sisler, K. Radde-Antweiler, X. Xenia Zeiler (eds) “Methods for
studying religion in videogames”. New York, London: Routledge.
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JleJIEHHBIX yoryT. IlepcoHak UTpOKa IMOCEIaeT XpaM, KOrjia eMy 5TO
MIPAaKTUYECKU HYKHO, Y YXO/IUT, ITOJIyIUB Bce HEOOXOTMMOE.

Tako¥ Mo/IX0/ MOKHO CPABHUTD C PEAJIbHBIM, HICTOPUYECKUM A3bI-
YeCTBOM, UTO OOBSACHSET U BhIOOp TepMuHA. HO «s3bIUecKue» pesiu-
THU B BUJIEOUTPAX OTJIUYAIOTCS OT PEAIBHOTO SI3bIYECTBA YETKOCTHIO
KPUTEPHEB: B yCJIOBUAX PHIHOYHOU SKOHOMUKH, IapsAIied B 60JIb-
IIMHCTBE BHU/IEOUTPOBBIX BCEJIEHHBIX, JKPEI[bI CBA3AHBI HCKITIOUUTEh-
HO (PUHAHCOBBIMH OTHOIIEHUAMHU C OKpYKaoImuMu JoasMu. OHI
HeCrocOOHBI KOHBEPTHPOBATh BO3MOXKHOCTh OKa3bIBaTh «00KECTBEH-
HbIE€» YCJIYTH B MOJUTUYECKOE BJIMSHUE WIM MOPAJIbHBIN aBTOPUTET,
MIpUMepHI Yero BO3HUKAIU Ha MPOTSKEHUU BCEN peayIbHOM NCTOPUU.

Te ke U3 HUX, KTO IIBITAETCSA 3TO CZeIaTh, HAIPUMEDP, OTKA3aThCs
HCLEJIATh HEBEPYIOIINX WJIN IOAYNHUTH cebe KaKoe-TO COOOIIECTBO,
HCIIOIb3Yys O0KECTBEHHBIE CUJIBI, N300paXKAOTCA KaK aHTAaTOHUCTHI
Y 110 MEeHBIIIEN Mepe 3a0J1y:K/Iaf0IIHecs JIIO/IH, KOTOPBIX Iepeyoesk/ia-
€T WK YOUBAET [JIABHBIN repoi. B TaKuX yCIIOBUAX PEJTUTHO3HAS Bepa
He TOJIBKO MCKJIIOYAETCHA, YTO MOKHO OBbLIIO ObI OOBACHUTH OCOOEHHO-
CTHIO YCTPOKCTBA BBIyMaHHBIX MUPOB, r7ie PaKT CyIeCTBOBaHUA 6O-
TOB He MOXKXET OBITH [TOCTABJIEH 107l COMHEHNE, HO CTUTMaTHU3UPYETCA.
EnuHCTBEeHHBIE TIEPCOHAMXKU, OE3YCIOBHO PYKOBOZICTBYIOIIHIECH PEJIH-
THO3HBIMHU JIOTMATaMH B *KU3HU, KOTOPHIX MOKHO YBU/IETh BO MHOTHIX
BUJIEOUTPAX — arpecCUBHbIE (DaHATHUKU, MBITAIOIINECS YOUTH WU 00-
paTUTh B CBOIO Bepy JItOOOTO BCTPEYHOTO, B TO BPEMS KaK ATHUECKHE
[T0JIOKUTEJIbHBIE TIEPCOHAYKH JIEMOHCTPUPYIOT CBETCKOE MHUPOBO33pe-
HHUE U WHCTPYMEHTAIbHBIN MOoaxo/ K penuruu. [logpobHee 06 3TOM
MOKHO IIPOYUTATh B MOEH CTaThe « BUIEOUTPHI U PETUTUSI»O.

XapakTepHbBIM IPUMEPOM OTCYTCTBUS MOTHBA BEPHI CIIYKHUT TO,
YTO B GOJIBIIMHCTBE UTP CPEAH CIIyTHUKOB UTPOKA MOXKHO HAUTH TIEP-
COHAaKeH, MO3UIMOHUPYIONUX cebsl Kak ciy:kuteseh Kyyabra. OHH,
O/THAKO, MPAKTUYECKU HUKOTZA HE HCIOJIb3YIOT 3TUKY CBOEU peJiu-
TUH KaK PYKOBOJCTBO K JIEWCTBUIO, HE IIPOBOJAT PUTYAJIBI, IIOMU-
MO TeX, KOTOpbIe HY:KHBI JIJIsI IOCTHKEHUS IPAKTUYECKOTO PE3YJIhTa-
Ta, ¥ TIOYTH YTO HE TOBOPAT O CBOEH Bepe. BaskHO MOAUYEpKHYTH, UTO,
HauuHasa ¢ Planescape: Torment u Baldur’s Gate 2, pa3roBopbl Me-
JK/Ty TJIABHBIM T'€POEM UM €r0 KOMIIaHbOHAMU 00 UX 3KM3HH, YyBCTBaX
U MPUHIUIIAX CTAJA BayKHOM uvacThio urpbl. Ho 3T mmuasnoru 3atpa-
TUBAIOT PEJINTHO3HBIE BOIIPOCHI TOJIBKO B PeAUANINUX cirydasax. bo-

9. Moibicec JI. Buneourps! u pesnurus // Buneourpsl: BBeieHue B uccaenoanus / Ilox pex.
E.B. T'ananuna. ToMck: u3aTenbckuil ;oM TOMCKOTrO rocy/1apCTBEHHOTO YHUBEPCUTE-
Ta, 2018. C. 238-266.
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Jlee TOrO, KOI/Ia 5TO BCE-TAaKU IIPOUCXOJUT, COOTBETCTBYIOIINE TepOU
YacTO BBICTYNAIOT B KOMUYHOM aMmiuiya. [IpuMepoM 3TOTO CIy>KUT
Bupmxun us Arcanum: Of Steamworks and Magic Obscura, Hectio-
COOHBIN BOCIIPOU3BECTH 0e3 OMMOOK [EHTPAIBHOE IIPOPOYECTBO COO-
CTBEHHOM IIepKBH.

TyT yMeCTHO BCIIOMHHTB IIPeJIOKeHHyI0 MaHom BorocTom KoH-
LENIUI0 «IPOIEeAYPHOH PUTOPUKN»°, BorocT yTBep»Kai, 4To BH-
JIeOUTPHI HEU3MEHHO COZEPIKAT KAKYIO-TO HEOJIOTHIO U CIIOCOOHBI
y0OexIaTh UTPOKOB B €€ MPABUJILHOCTU HE TOJBKO UEPE3 CIOKET WJIH
BUBYAJIBHBIN PsAJI, HO U IIOCPEICTBOM TeX WIN HMHBIX IpaBui. Urpas
B BUJIEOUTDPY, UTPOK OKA3BbIBAETCS B PA3JIMYHBIX CUTYalUAX, U UTPA
IpezIaraet eMy Habop BapHaHTOB, [TO3BOJIAIOIINX UX pa3pennuThb. Co-
BOKYITHOCTD 3TUX BaPUAHTOB U CJIY:KUT IPOBOJHUKOM Te€X WJIN UHBIX
B3IJIA/10B. bosiee Toro, urpa oreHUBaeT, KaKue U3 BapUAHTOB Jeli-
CTBUU OyAyT MPaBUJIbHBI, a KAKWEe — HET: UTPOK, JIEHCTBYIOIIHNH Ha-
MEPEKOP JIOTUKE UTPBI, PUCKYET MPOUTPATh U CTOJIKHYTHCA C HEOOXO-
JIUMOCTBIO HAuaTh CHaJasa.

Ho Boroct Tak:ke oTMeYaeT, YTO, AHATIMBUPYS «YOEKAEHUS Uepes
IIpaBWIa», BAKHO PacCMaTPUBATh HE TOJIBKO TO, KaK M300paKAIOTCA
BeIl[H, B UTPY BKJIIOYEHHBIE, HO U TO, YTO OBUIO pa3pabOTIYMKAMU HC-
KII09eHO. Tak, B OOJIBIIMHCTBE BOEHHBIX IIYTEPOB, ZIaXKe TEX, KOTO-
pble IpeTeH/IyI0T Ha peain3M, COBEPIIEHHO OTCYTCTBYET TaKasd KaTe-
ropus y9acTHUKOB KOH(JIUKTa, KAK MUPHBIe TpaxkzaHe. Ilepconax
WUTPOKA JIEUCTBYET B IIYCThIX TOPO/IAX, T/le KPOME HETO €CTh TOJIBKO CO-
I03HUKHU M BPary, a HOHKOMOATaHThI (PpUTYPUPYIOT B JIyUIIEM CIIydae
B poJIMKaxX. JTO YKJIa/iblBaeTcs B TPAAULIIMOHHYI0 MUJIUTAPUCTCKYIO
PUTOPHKY, H300pAKAIOIIYI0 BOMHY KaK KOHTPOJIUPYEMOE U, B KOHEY-
HOM UTOTe, YIOpsAloueHHoe 3aHATHe. JKepTBhl cpeau MUPHOTO Ha-
CeJIEHUs B TAKOW WJIEOJIOTHU OKa3bIBAIOTCSA HE HEM30EKHBIM CIIET-
CTBHEM CaMOT0 KOH(QJIMKTA, a PE3y/IbTaTOM CO3HATEJIFHOTO PEIleHNUs
KaKOH-TO U3 CTOPOH IIpeHeOpeysb Ux 6€30I1acHOCTHIO.

«BpIckazpIBaHUE» OCYIIECTBJISAETCA UCKIIOUUTETIBPHO Ha YPOBHE
mpaBui, OoJjiee TOTO, Uepe3 OTCYTCTBHE, a HE HAJIUYWE B UTPE OIpe-
JleJIEHHBIX MEXaHUK. JTO MEePEKINKAETCs C IIOCTPOEHUSIMU ellle Ofi-
HOTO HCCIefioBaTesIMu B obactu game studies — I'onzano ®packu.
OH yTBep:KAaj, YTO OOJBITUHCTBO BUJIEOUTD SBJISIOTCA CHUMYJISIIHS-
MH, & UX HUJIe0JIOTUA IPOSABJAETCA B TOM, KaKue dJIeMeHThl OHU HC-
KJIIOYAIOT U3 CUMYJIIDOBAaHUs, TAKUM 00pa3oM IMpU3HABAA UX «He-

10. Bogost, L. (2007) Persuasive Games: The Expressive Power of Videogames. Cambridge:
MIT Press.
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BaXKHBIMU»''. 11 B cilydae ¢ pesnurueid «HEeBa)KHbIM» OKa3bIBAETCS
Bepa. Pesmrusa nzobpaskaeTcs Kak HEYTO, YTO JOJDKHO OO He Ha-
MIOMUHATH O cebe, INO0 HECTH MPAKTHIECKU OOIIECTBEHHO MTOJIE3HYIO
¢dbyHKIMIO, HAIIPUMeEp, UCLEJATh U 3alUINATh HyXXAaomuxcs. B Ta-
KHX YCJIOBUSX Pa3HUIIA MEXK/TY OTAEJIBbHBIMU YIEHHSAMU TPAKTUIECKH
CBOJIUTCA K 3cTeTHYecKor. [IprHa/IIeKHOCTh K TOH WM WHON peJu-
rUU U300parkaeTcs Kak JIMIHBINA BIOOP BEPYIOIIEro, KOTOPBIH MOKET
OTpaXKaTh €T0 XapaKTep, CJAOKUBIINHCA O/ BIUAHUEM HHBIX (paKTo-
POB, HO He BJIUSET HA €ro IOBEJIEHHE, BO BCAKOM CIydyae — B 0OIIle-
CTBEHHOM cdepe.

Takum 00pa3oM, B paMKaxX BHUIEOUTP OOTH, TOTOBBIE JIEHCTBO-
BaTh IO OOIIUM JIJIS BCEX MPABHJIAM U yBaXKaTh BHIOOD CMEPTHBIX,
IePeXOANIUX U3 OJTHOTO XpaMa B JPYTOH, MOJKPEIUIAIOT CEKYJIAP-
HO€e YCTPOMCTBO oOIecTBa. A Te M3 HUX, KTO HAUMHAET arpecCUB-
HO 00palarh JIO/Ied B CBOE YUeHHE WIN KaK-JIM00 MHaye BTOpraer-
csl B He-CeKyJIAPHYIO cepy, HaIpuMep, B IOJIUTHKY, U300parKkaioTcs
KaK aHTaroHHCTBI, KOTOPBIM IJIABHBIH I'epOil IPOTHBOCTOUT. TaKum
00pas3oM, TPOTarOHUCTHI OKA3BIBAIOTCA XPAHUTEIAMH CJIOKUBIIIETOCS
MHUPOTIIOPSKA, & PEJINTUS — CBOEro pojia «JIMMUHAJIBHOH chepoii»,
MIPUCYTCTBHE KOTOPOU B OOBIYHOH KU3HU JOJIKHO JKECTKO KOHTPO-
JIMPOBaThCs. Bo MHOTHX HTpax BECh CIOJKET CBOAUTCH, (PAKTHUECKU,
K BOCCTAHOBJIEHUIO CEKYJIAPHOH cUTyalluu B MHPe, KOTOPOMY yTpozKa-
IOT Pa/INKaJIbHbIE BEPYIOIIE, IBITAIONINECS HABAZATh OKPYKAIOIINM
coOCTBEHHBIE B3IJIAABI U JIOTUKY JledicTBUH. IIpuMepom Takoi cutya-
WU CITy;KUT urpa Witcher'2,

BaXHO MTOAYEPKHYTH, UTO, TOBOPA 00 HEOJIOTHU B BUJIEOUTDAX,
OyZb TO MUJIMTApU3M WU CEKYJIIPHOCTb, 1 HE IOZApa3yMeBaro, Oy/-
TO GBI pa3paboOTUYNKH CO3HATEJIHO 3aKJIa/IBIBAJIN B CBOH IIPOAYKT Ka-
kue-To uzen. OUeBUHO, YTO KJIIOUEBas MMPUYMHA OTCYTCTBHUSA MHD-
HBIX JKHUTeJIed B IIyTepax — ¢puHancoBad. 1x co3manne nmotpe6oBaio
OBl BIIEYATJIAIONINX 3aTpaT JAeHer U BpeMeHU. [10/100HBIM 0Opa3om,
CUMYJIAINA PEJIUTHO3HOU BEPHI U MEPEXHUBAHUHN MoTpeboBasa Obl,
110 MEHbIIEH Mepe, OOJIBIIEro Yrcjia AUajaoroB, a, BO3MOXKHO, CO-
3/1aHN HOBBIX UI'POBBIX MEXaHUK, CIIOCOOHBIX OIHMCHIBATH JyXOBHYIO
JKU3Hb IIepCOHaXa.

C nmpyro#l cropoHbl, He0O6XO/IUMO OTMETHUTH, UTO TEXHUYECKU BbI-
IIOJTHUTD BCE 3TH 33/1a4¥ BO3MOXKHO. 1 3TO BO3BpaImaer K apryMeH-

11. Frasca, G. (2003) “Simulation Versus Narrative: Introduction to Ludology”, The Video
Game Theory Reader 2: 221—236.

12. Cm. COOTBETCTBYIOIYIO CTaThI0 B JAHHOM BBIITYCKE XXYpHaJia.
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Ty ®@packu 00 MCKIIIOUEHUH YETO-TO U3 CUMYJIANUY Kak 00 nj1e0so-
TUYECKOM aKTe — COYTSA UTO-TO HEHY:KHBIM, PACIPENIEINB PECYPCHI
TaK, 4TOOBI TOIPOOHO pa3paboTaTh UHOH CETMEHT UTPbI, Pa3paboTINK
PYKOBOJICTBYETCSI OIIPE/IEJIEHHBIM BHAEHUEM HTOTOBOTO MPOJYKTA.
A oHO, B CBOIO OU€pe/ib, IPOUCTEKAET U3 €ro KApTUHBI MUPA, TO €CTh,
B KOHEYHOM HUTOTE, UE0JIOTUUEeCKH 00ycyioBieHO. Bripouem, Bak-
HO IIOJTYEPKHYTH, YTO B COOTBETCTBUU C METO/IOM (HEHOMEHOJIOTHU-
YeCKOH TepMEHEBTHUKU B PaMKax 3TOH CTaTbU 51 COCPEAOTAYHBAIOCH
He Ha UHTEHI[USAX aBTOPOB, a HA TOM, KAK HMEHHO MOXKET OBbITh IIPO-
YTEHO UX MPOU3BE/ICHUE.

U 3TO MOABOIUT K BOIIPOCY O TOM, YeEM YHUKIHHO U300parKeHUE
Bepsl B Dragon Age: Inquisition. C 0fHO! CTOPOHBI, P/l OTJIMUHU
MOJKHO HAWTH Ha YHUCTO HApPATUBHOM ypOBHe. CIOXKET 3TOH WTIPBI
CTPOUTCS BOKPYT TOTO, UTO PEJINTHUA MOXKET U JIaXKe JI0JDKHA UTPaTh
GOJIBIILYIO POJIb B XKU3HU JIIOAEH. « IHKBUSULUA», PEJIUTHO3HAsI Opra-
HU3aIMsA, CO3/JaHHAS IJIaBHBIM T€POEM U €r0 KOMIIAHLOHAMU, CTABUT
CBOEH 1eJibl0 He TOJIBKO pedopmy I[epKBU, HO BMENIATEIBCTBO B TIO-
JINTHKY, TIPeIOTBPAIlleHHe BOUH U TJI00aIbHBIX KaTacTpod. Takum 00-
pasoM, UTPOK caM UTHOPUPYET TPAJAUIIMOHHBIE JJIA KaHpa TPaHUIIHI,
OT/IEJIAIONINE PEJIUTHO3HYIO chePY OT CBETCKOM.

ITO JOMOJIHUTEJIFHO MOJIKPEIUISETC yepe3 00pa3bl KOHKPETHBIX
IIEpPCOHAXKEN, B MEPBYI0 OUEpPEe/lb — CIIyTHUKOB M COBETHUKOB «['e-
poisibaa Auzipacte». OHU TOpasao 0oJsiee OTKPHITO, UEM ITEPCOHAMXKHU
JIDYTUX UTP, TOBOPAT O COOCTBEHHBIX PEIUTHO3HBIX B3TJIsSA/IaX, BBI-
IIOJTHAIOT PEJIUTHO3HBIE PUTYaJIbl, PYKOBOACTBYIOTCA yueHueM llep-
KBU IIpY NIPUHATUY KOHKPETHBIX PellleHui. B urpe ymaxe npucyrcTBy-
€T CBOero pojia pedJieKCUs IO MOBOAY CEKYIAPHOTO M IEPKOBHOTO
B3IVIA/Ia Ha Bepy. Upe3BhIYaliHO PEJIUTHO3HBIN COBETHUK IJIABHOTO
reposi, Kaccanzpa ITeHTaract, MOKeT paccka3aTh MIPOTATOHUCTY, UTO
elle O/INH ero KOMIIaHbOH, Bappuk, Ha caMOM JieJie pas/iesisieT yueHre
AHppacTe, HO He YyBCTBYeT HEOOXOAMMOCTh PAaCCKa3bIBaTh 06 3TOM.

Kpome aTux HappaTUBHBIX oTimuuil B Dragon Age: Inquisition
€CTh U JIIONYECKUE 3JIEMEHTHI, N300paKaroInre Bepy. ITO BO3MONK-
HO 6J1aroziapsi ”HOMY IOAXO/Y K IJIABHOMY T'epOI0 U O03KecTBaM, O KO-
TOPBIX S THUCAJ B IPEAbIAYIINX pasziesiax. Bioware mOMeIaeT Urpo-
Ka B CUTYaIlHIO HEOIpeeJIeHHOCTH, He /IaBasg eMy UCUYEPIbIBAIOIIEH
uHoOpMaIMU HU O CTaTyce ero nepcoHa)ka, Hu o peasbHocTu Cosfa-
TeJiA. BMecTo 3TOrO OHA 3aCTaBJIsAET €T0 BEBIHOCUTH COOTBETCTBYIOIIHE
CYK/IEHUS CAMOCTOATEJIBHO.

Ha mpoTs»keHuu UTrphl K TJIAaBHOMY TepOI0 MOJXO/ISAT KOMIIaHb-
OHBI, CIpAIIUBAIOIINE €r0 MHEHUE 110 TEM WU UHBIM BOIIPOCAM.
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B yacTHOCTH, OHUM yTOYHAIOT, BEPUT JIiK OH caM B Co3szaresd U cyu-
taeT su cebs1 «eposbioMm AHpacTe». [lepe HTPOKOM MOSIBIISIETCS
BBIOOp M3 Pa3HBIX BAPHUAHTOB — OT CTPOTO PEJUTHO3HOTO JI0 aTeu-
cTuyeckoro. U yepes Takyi MPOCTYIO, HO y/IMBUTEIBHBIM 00pa3oM
VHUKQIBHYI) MEXaHUKY OH IOJIy9aeT BO3MOKHOCTb IPOSIBUTH COO-
CTBEHHYIO BEPY MJIM OTCYTCTBHE TAaKOBOU. BaxKHO MOAYEPKHYTH, UTO
STH BOIIPOCHI OKA3BIBAIOT peaysbHOE BJIMAHUE HAa MUP WUTPHI: IIOCIIE-
JIOBaTeJIH TJIABHOTO T'epos, a MHOT/IA IeJIble CTPAHbl U OPTaHU3AINU
pearupymT Ha €ro CJIOBa, KaK Ha HApPPAaTUBHOM, TaK U Ha JIIOJ[AYe-
CKOM YPOBHE, IpefocTaBisasa « IHKBU3UIMU» MTOMOIIb WJIM MeIast
€ee OIlepanysIM.

Takum 06pa3om, Urpa JAaeT UrPOKY BO3MOKHOCTb, C OHOM CTOPO-
HBI, CHMYJINPOBATh aKT BepHI, YTBEPK/Ias CYIIeCTBOBaHUE 0OXKeCTBa
06e3 KaKux-JIM00 yKazaHWH Ha TO, KaKOU OTBET OyjieT mpaBUJIbHBIM.
OHOBpEMEHHO OHA JIEMOHCTPUDPYET, KaK TaKHe YTBEPIKAEHUS OIpe-
JIEJISTIOTCS B TOM YHCJIE U COIUAIBHBIM KOHTeKcTOoM. Ha HuX Moryt
BJIVSITH TIOJIUTUYECKHUE COOOPaKEHUsI, TUUHbIE CUMIIATUH U CHIOMU-
HyTHBIE jKeslaHusl. VIMEHHO 3Ta MexXaHWKa I03BOJISEeT TOBOPUTH, UTO
Dragon Age: Inquisition pejjaraeT oJiHy U3 CaMbIX TJTyOOKHX CUMY-
JIAIUH PEJTUTHO3HOHN BEPHI U3 TEX, UTO MOKHO HANUTH B COBPEMEHHBIX
KOMMEPUECKHUX BUJIEOUTPAX.

HenTpaabHbIA MU}

BaxHOCTB Bepbl 1 MOHOTEU3M B Dragon Age: Inquisition I03BOJISIOT
TOBOPUTH O TOM, UTO 3Ta UTpa ropaszao OJrKe K aBpaaMUUEeCKUM pe-
JIMTHAM, 4eM 0O0JIblllast YacTh MPOEKTOB B TOM JKe jkaHpe. mes 3T0
B BUZY, HEOOXO/IMMO COCPEZIOTOUUTHCSA Ha 3JIEMEHTAX UTPHI, HATIOMU-
HAIOIINX KOHKPETHO XPUCTUAHCTBO. I[OHATHO, YTO CPABHEHUE B 3TOM
ciayyae Oyzier He MEXKAY UTPOH M KAaKUM-TO TUIIOTETHYECKUM «pe-
QJIBHBIM XPUCTUAHCTBOM», & MEXKAY CEMHOTHYECKHMMHU 3HAaKaMH, KO-
TOPBIE MCIOJIB3YIOTCA MPH co37aHuU obpasa «IlepkBu Cosparesns»
B UTPE U PACIpPOCTPAHEHHBIMU B KYJIBTYPE MPECTABIEHUAMU O XPH-
CTHAHCTBe. BOIpoc 0 TOM, HAaCKOJIbKO 3TH IPEJICTAaBJIeHUs OJIU3KU
K PeaJIbHOCTH, KaK U TO, KAKMM UMeHHO 00pa3om oHU chOpMHUPOBa-
JIVICh, OCTAETCS 32 paMKaMu cTatbl. HeobXoauMo cpa3y OroBOPUTHCH,
YTO BCE BJIEMEHTHI 3TOTO pasjiesia JiexkaT B cepe HappaTuBa U 3CTe-
Tuky. Hukakux crenuduyeck TPOXPUCTHAHCKUX UTPOBBIX MEXaHUK
B UTPE HET, XOTS B CBETE COOTBETCTBYIOIIEH 3CTETUUECKON MapKUPOB-
KU TPEJICTABJISAETCS OCMBICJIEHHBIM IIPU3HATh MEXAHUKY U MpobiieMa-
THUKY BEPHI B UTPE, OTCHLIAIOIIEH UMEHHO K XPUCTHAHCTBY.
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CxopnerBo KysbTa Co3maTesnsa ¢ XpUCTUAHCTBOM CTPOUTCSA BOKPYT
obpaza IlepkBu U, KOHKPETHO, ee eHTpasbHOrOo Muda. B obpase
IlepkBH, B CBOIO OYeEPEAb, MOXKHO BBIJIEJIUTH ICTETUUECKHE U HAp-
paTUBHBIE KOMIIOHEHTHI. IlepBble — caMble OUeBUAHBbIE. BU3yasibHO
IepkoBb CosjiaTesist ABHO OOBITPHIBAET OOJIMK 3amaHOEBPOIIEHCKUX
XpamoB. JIJIMHHBIE OZIEXKIbI CBAIIEHHOCTYKUTENEH, crenududeckas
apxXUTEKTypa cOOOPOB, MEPEKTUKAIOIIASACI C TOTUUECKOH TPaUITHIEH,
BUTPa)KHBIE CTEKJIA — BCE 3TO YCTOABIINECH «3HAKH» CPETHEBEKOBO-
ro KaroiuyecrBa. Ellle sicHee K XPUCTHAHCTBY OTChLJIAET BBHIOOD Tep-
MWHOB: BOWHBI, IOKJISIBIINECSA 3aITUIIATh [[epKOBb, Ha3bIBAIOTCS Xpa-
MOBHHMKAaMHU, KPYITHbIe coOpaHus — KOHKJIaBaMH U Tak Jlajiee.

Hy’XHO NOAYEPKHYTh, YTO ITH 3JEMEHTHI JOCTATOYHO YHHUBEP-
caJIibHBI B paMKkax RPG. OcTeTHKa CpeTHEBEKOBOH IePKBH YacCTO HC-
MIOJTh3YeTCsA, YTOOBI 0003HAYUTD TY VTN WHYIO PEJTUTHIO KaK OJIM3KYIO
U «HOPMaJIbHYI0». FIHbIE BCTEeTHUECKUE PEIIEHU CIIY?KAT IPOTUBOIIO-
JI0:KHOMY 3D GEKTY, CUTHATTU3UPYS UTPOKY, UTO €TO MEPCOHAXK O
B CTPaHHOE U K30THYECKOE MECTO.

Bosbiliero BHUMAaHUs 3aC/IyKUBAIOT HappPaTHBHbIE 3HAKH — YCTO-
SIBIIMECA CIOXKETHI, KOH(IIMKTHI ¥ 00pa3bl IepCcOHAKEH, KOTOPBIE pe-
30HUPYIOT C IPEJCTABJIEHUAMU MHOTUX UTPOKOB O XPHUCTHAHCTBE.
OnuH U3 HUX — TeHJiepHas npobyieMaTHKa. Bee CBAIEHHOCITYKUTETN
B l[epKkBU — KEHINWHBI, YTO, HA TIEPBBIH B3TJIA, AesiaeT [[epkoBb WH-
Bepcuel peayibHOTO xpuctraHcTBa. Ho ¢ Touku 3peHust Teopuu Kup-
6u 0 «daHTaCTUUECKOH cpesie» MOTUB OTPAHUYEHUH 110 TeH/IEPHOMY
MIPU3HAKY Ka)KeTcsA 6oJiee 3HAUYMMBIM, YeM HX cyTb. JKpuiisr B Dragon
Age: Inquisition BbICTYIaIOT B aMILIya, B KOTOPOM OOBIYHO BBICTYIIAIOT
JKPEebI-MY>KYHHBI, 1 HE COOTBETCTBYIOT CTEPEOTHUIIAM O JKPHUIAX, CJI0-
JKUBIIUXCA B (DAHTACTUUYECKOU cpefie TI0J| BausHUEeM New Age U mo-
myJisipHOTO 00pasa Bukku.

CTOUT OTMETHUTD, YTO 3AIPETHI JIIOOOTO Po/Ia, TeM OOJIee CTOJIh IIPO-
0JIeMHBIE C TOUKHU 3PEHUS PEUTPHOU MOJIUTHUKH, YACTO CIIY’KaT B (HIH-
Te3u RPG MapkepaMu OpraHU3aIl[UA-aHTaTOHUCTOB. DTO, B CBOIO OUe-
Pe/b, YKJIaJIBIBAETCA B CKENITHUECKOE OTHOIIIEHUE K JIIOOBIM PUTyaIaM,
He CJIy:KallUM IparmaTudeckoidl 1enu. Ho B ciayudae ¢ «IlepkoBbio
Cozparesns» 3alpeT MYKUHH-CBSIIEHHOCTYKUTEJIEH HE CIUTHIBAET-
csl KaK IPU3HAK OrpaHudeHuil. YacTUYHO 3TO BO3ZMOKHO OJiarogaps
TOMY, YTO IIPEBOCXO/ICTBO JKEHIIWH B 1lepKBH «ypaBHOBEIINBAETCS»
C TOYKH 3pEHUS CIOJKeTa JOMHUHHUPOBAaHUEM MY)KYHH B APyrux obsa-
CTAX, IPOUCTEKAOIEM U3 00Iel BepHOcTH Dragon Age: Inquisition
HEOMEINEBAIMCTCKOMN MapaiurMe kaupa. Ho B yirob0oM ciiyuae mpu-
MeuaTeJIbHBIM (PAaKTOM OCTAETCs TO, YTO B JAHHOM CJIydae Urpa mpej-
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Jlaraet puMep PUTYaJIBHOTO 3aIIpeTa, He UMEIOIIEero CTPOTro HeraTuB-
HBIX KOHHOTAIUH.

Jpyroil 3HaK, OTCHUIAIOIIUN K XPUCTHAHCTBY, — Hepapxusf U MO-
TUB 6OphOBI 32 BiacTh. OH Tak:Ke He YHUKaJIeH Ay Dragon Age:
Inquisition. OpraHn3oBaHHbIe peJUTUH B RPG 4acTo BBICTPAUBAIOT-
¢S BOKDPYT CJIOXKHON M MHOTOCTYIEHYaTOU ODHUITNAIBHOU MepapXuH,
BJIOXHOBJIEHHOM KaTOJIMYECTBOM. B HEKOTODBIX CiIydyasx, KaK, HallpH-
mep, B urpe The Elder Scrolls III: Morrowind 3T0 MO€eT IPOTHBO-
peuuTh IpyTuM dJjIeMeHTaM, HallpuMep, BU3yaJbHOU DCTETUKE, KOTO-
pas B 3TO urpe BgoxHoBieHa [lanbaum Bocrokom. Otimune Dragon
Age: Inquisition cOCTOUT B TOM, UTO IaHHAS UTPa y/IeJisieT IEPKOBHOM
HepapXuu MPUCTAIIFHOE BHUMAaHUE, ITOAPOOHO 00BSACHSIS UTPOKY KaK
MMEHHO OPTaHU3aIlHsA YCTPOEHA U KaK B HEH ITPOUCXOAUT IIPOJBIIKE-
HUe€, I0KAa3bIBas €r0 KaK COIUAIbHBIN U MOJTUTUYECKHUH IIPOIIeCC.

ITocnennee, B cBOIO Ouepe/ib, IO3BOJIsIET BBECTHU ellle OUH Xapak-
TEPHBIHN CI0XKeT, PE30OHUPYIONUN B MOMYJIAPHOU KYJIBTYpe C BUZe-
HHEM XPUCTHAHCTBA — UCTOPHUIO BHIOOPOB miaBkl «IlepkBu». B3phiB
Ha KoHKJIaBe, ¢ KOTOPOTO HAUMHAETCS UTPA, YHOCUT >KU3Hb, B TOM
yuciie, augepa Bcer «llepkBu» — BoxkecrBenHou J»kyctunuu. B pe-
3yJIbTaTe BOIIPOC O TOM, KTO CTAHET HOBBIM JAYXOBHBIM JjinziepoM Teza-
ca U B KaKyl0 CTOPOHY OH moBezieT pedopMbl B «l]epkBU», CTAHOBUT-
Cs1 BXKHBIM JIOTIOJIHUTEIBHBIM CIOKETOM.

Haxkownel, TpeTH# 3HaK, ITO3BOJIAIOIIUN FTOBOPUTH, YTO «I[epKOBbH»
Tenmaca ocHOBaHA MMEHHO Ha MOMYJISAPHBIX IPEJCTABJIEHUAX O XPH-
CTHUAHCTBE, — CIOXKeT 0 60oprOe mMexay llepkoBbio u mMaramu. OTCBHI-
JIAIOMKUH K 00pa3y «OXOTHl Ha BEAbM», MOMYJIIPHOMY B KYJIBType
Ha MpOTSKeHUU Bcero XX BeKa, STOT 3HAK TaKyKe UacTO IIPUCYTCTBY-
eT Bo MHOKecTBe (hoHTe3u RPG. O6pa3 TOJIMBI BO IJIaBe CO CBSIIEH-
HOCJIY>KUTEJISIMHU, TIBITAIONIENCA YOUTh «ePEeTUKa» WU «KOJIAYHBIO»,
MpeZICTaBJIEH B I[E€JIOM Psijie BUEOUTP, Harpumep, B Baldur’s Gate II,
T7ie TJIaBHBIA Tepoil J0JKeH OYKBAJIPHO CHUMATH OJTHY M3 CBOUX KOM-
MMaHBOHOK C KOCTpA.

Ho Dragon Age: Inquisition oTsindaeTrcsi TeM, YTO He IIPOCTO
BKJIIOYAET 3TOT 3HAK KaK CIocob JIMIIHUN pa3 MOAUEPKHYTh, UTO Ka-
Kas-TO OpPTraHU3aIUs — aHTATOHKCTHI, a IOJPOOHO pa3bUpaeT ero, BhI-
CTaBJIASI KOHGJIMKT MaroB M PaJIiKaJI0OB-XPAaMOBHUKOB Kak mpooJre-
My, 3QJI0KEHHYIO B caMy CyTbh BepoyueHus «llepKkBu», KOTOPYIO UTPOK
JIOJDKEH TEM VI WHBIM criocoboM pemuTh. U XoTd pa3paboTIuky,
OYEBUIHO, IIOJPa3yMeBaIi, YTO CTOPOHA MAaroB 3acC/IyKHUBAaeT 00JIb-
IIIETO COUYBCTBUS, OHU OCTaBJISIOT BHIOOP Ha YCMOTPEHUE UTPOKA, CTa-
pasich MOUEPKHYTH, UYTO KaK/asi U3 CTOPOH JIBMKUMA COOCTBEHHBIMHU
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B3mIsiiamMu. Bopnba uzer He Mexay «1lepKOBbIO» M HAYKOM, a MEXK/ILY
Pa3HBIMH MHTEPIPETANNAME OHOTO YUEHUA.

Urpa comepkuT Iesbli pAJA JIPYTHUX 3HAKOB, TAKXKE OTCHLIAIO-
mux K [lepkBu, HO MpECTABIAETCA, YTO UX MOAPOOHOE TEpPEUnC-
JIEHUE y)Ke U3JIuIHe. HamucaHHOTO J0CTATOYHO JJIf TOTO, YTOOBI
npusHath: Dragon Age: Inquisition cofiep:XKUT 3JIeMEHTHI, OTChLJIA0-
Iye K HOIMyJIApHOMY 00pasy XpHCTUAHCTBA, a He HUcjIaMa, HyAanu3Ma
I abCTPaKTHON « MOHOTEUCTHYECKOU peTUTuU BooOIe». CToIb mo-
ZIPOOHBIN pa300p UMEIOIIMXCA 3HAKOB MIPU3BAH CJIY:KUTH €Ille OJHON
1[eJI1 — BBISBUTH OOIIYI0 CTPATETHIO B OOpAIEHUH C STUMH 3HaAKaMH,
KOTOPYIO £ MpeJjlaraio Ha3bIBaTh peMUuGOI0TU3aIe.

Kax/iplit 3 mpeicTaBJIeHHBIX 3JIEMEHTOB IITUPOKO U3BECTEH B Mac-
COBOU KyJIPTYpE W 3aHUMAET BAKHOE MECTO B «(DaHTACTHUECKOU cpe-
Jie». B Hee oHHM momasiy, B CBOIO OUEPE/lb, ellle U3 JuTepaTypbl XIX
BEKa, I/Ie OSBJISJIUCH KaK YaCTh OCMBICJIEHUS, PENPE3eHTAINH U KPH-
THKHU XpucTtuaHcTBa. Co BpeMeHeM 3T 00pa3bl YTPATUIIH MPIMYIO
CBsI3b C PEAJIbHOU PeJINTUEH U MPEBPATUIINCh B Y3HaBaeMble U y/100-
HbIe 3HAKW, KOTOPbIE aBTOPHI U KOMAaH/IbI Pa3pabOTUNKOB HCIOJIH30-
BJIN KaK UM 3a0J1aropaccy/IuTcs.

Ho Bioware BpicTpanBaeT U3 OTAEJIBHBIX 3JIEMEHTOB (paHTACTH-
YECKOU Cpelbl €IUHBIN CIOXKET, MOCBSIIEHHBI KOHKPETHON pETUTU-
O03HOH OpraHu3anuu W, TAKUM 00pa30M, YaCTUYHO BOCCTAHABJIMBA-
€T TOT KOHTEKCT, B KOTOPOM OHU BO3HUKJIU. DTO IIO3BOJISIET TOBOPUTH
0 boJiee TECHOU CBA3W MEXKAY 5TOH UTPOHM M XPUCTHAHCTBOM — B OT-
JIMYMe OT JIPYTHUX IIPOEKTOB, B KOTOPBIX OHA OIOCPE0OBaHA KYJIBTY-
poii, a UMEHHO — «(aHTACTHIECKOH cpeoti». FIMEHHO 3TOT Imporece
YaCTUYHOTO BOCCTAHOBJIEHUS B PAMKAX BBIJ[yMaHHOH BCEJIEHHOU TOTO
PEeJIUTUO3HOTO CMBICJIA, KOTOPBIN 31eMeHThl (haHTaCTUUECKOH Cpebl
UMeTU U3HAYAIBHO, 51 U HAa3bIBAI0 PEMUDOIIOTU3AIIUE.

[ToyoOHyI0 KapTHUHY MBI HAOJIIOJaeM W B LIEHTPAJILHOM Mude
«IlepkBu». 113 pasroBopoB C IepCOHAKAMU, 3ACTABOK U TEKCTOB WT-
POK MOJKeT y3HaTh, YTO, COTJIACHO JereH1aM, Co3/1aTesib HEKOT/IA CY-
IIECTBOBAJI B rapMOHHUU ¢ MupoM. Ho nmpaBuresnn rocygapcersa TeBuH-
Tep, UMIIEPUU MaroB, peluiu 3abpaTh cebe ero criibl. OHU IPOHUKIIH
B ero oburasuiie, 30J0TOU TOPOJ, B Pe3yJIbTaTe YEro pa3THEBAHHBIN
0or OTBEpHYJICA OT MHPa, a CAMHU BJacTuTenu TeBHUHTEpa MpeBpaTH-
JIVICh B TaK Ha3BIBAEMBIX «IIOPOXK/IEHUI THMbI» — UY/IOBHUII, KOTOPbIE
C TeX TOp YIPOXKAIOT BCEH ITUBIUIN3AIUU.

MHOro BEKOB MHP CYIIECTBOBaJ 06€3 BHHUMAHUSA CBOETO TBOPIA,
MIOKA JKEeHIIMHA 110 UMEeHHU AH/pacTe He 00paTUIach K HEMY CO CTOJIb
HCKpeHHEeH 1 KpacuBoil necHel, uto Co3zaresp mosepwit: st Tenmaca
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emie He Bce notepsaHo. OH mpoBo3ariiacui AHzpacTte cBoedl HeBecroit
U depe3 Hee OOBACHWI HApO/AaM, KaK UMEHHO OHU JIOJIKHBI JKUTD,
yTOOBI OH MOT BEPHYTHCS B IOJTHOM Mepe. B manpHelem AHzipacre
rmorubJia U3-3a MPelaTesbCTBa COOCTBEHHOTO CMEPTHOTO MY’Ka, IIOJI-
KYIUIEHHOTO Bparamu mpopouuniisl. Ho yueHUKu AHZIpacTe mpoonKu-
JIN ee JIEJI0, UTO U MPUBEJIO K BOSHUKHOBEHUIO «IlepKBI».

[Mapastenn MeXAy OTAEIBHBIMU 3JIEMEHTaMU 3TOT0 Muda U IeH-
TPAJIPHBIMU CIOJKETaMU XPHUCTHAHCTBA OYEBHUIHBI. BaskHO mOTUepK-
HyTb, UTO paspabotunku Dragon Age: Inquisition, ousTb-TaKH,
He BBICTYIIAIOT KAaK IepBOIPOXOoAIbl. Tak, MOTUB ApeBHeU uMIIe-
puw, Kotopasi morubsa u3-3a aMOUIUU ee MPAaBUTEJIEH, IPUCYTCTBY-
eT B oueHb MHOTUX RPG. OT4acTu 3TO UMeEeT YHUCTO MIPAarMaTHIECKIe
npuyuHbL. [[3HM5a Besia oTMedaeT, YTO pyHHBI — OYE€Hb BOCTpe-
OOBaHHBIA B BUEOUTPAX THUII IPOCTPAHCTBA'3, M CIOXKET O rubeyn
JIPEBHEN NUBUJIN3AIMU MOKET CTAaTh IPEKPACHBIM HAPPATHUBHBIM
000CHOBAHUEM ISl UX BKJIIOUEHHsA. TOYHO Tak ke B (haHTaCTHUIE-
CKOM cpejie y:Ke JaBHO MPHUCYTCTBOBAIX OOpasbl MMPOPOKOB M UX TH-
0esu OT pyK IpefiaTesieil, a TaKKe MOTHUB yXoza 00KeCTB M3 MHUpa
U WX BO3BPAIIEHUA.

Ho cnermuduka Dragon Age: Inquisition cocTouT He BO BKIIIOUEHUH
B (haHTACTUYECKYIO CPe/ly HOBBIX DJIEMEHTOB, & B PEKOMOMHAIINY CTa-
pbIx. BoccoemuHUB OT/ie/IbHBIE CIOJKETBI, KOTOPble B paMKax ¢aHTa-
CTUYECKOU CPeABI yiKe YTPATHIN CBA3b APYT C IPYTOM, pa3paboTInKU
cMoryIH (haKTUUECKU IPEAJIOKUTh COOCTBEHHOE MPOUYTEHHE OCHOBOTIO-
JIaraloNIuX XPUCTUAHCKUX CIOKETOB: UCTOPHH I1/IEHUS U UCKYTJIEHUS.
B stom cmbiciie HappatuB Anjipacte u Co3zaresiss MOKHO CPaBHUTD
¢ paboramu KiaiiBa JIpionca, Kak ¢ IpUMePOM Iepeckasa Oubsiei-
CKHUX UCTOPUI B UHBIX PEATHAX, KOTOPbIE IEeIAI0T [IEHTPAIbHBIE TEMbI
U KOHQJIMKTHI 60JIee BBIMYKJIBIMUA U SIPKUMHU.

IlepxoBsb

ITocnenHwuii acneKkT pellpe3eHTAllNN PEJINTHH, HA KOTOPOM CTOUT CO-
CPEZOTOUHTHCSA, CBA3AH C TEM, YTO UI'POK PYKOBOJIUT «VIHKBHU3WIIH-
eli», peJIMTUO3HOU OpraHu3aryel, paTyoimui 3a usamMmenenue «Illep-
KBU» U ee DoJjiee aKTUBHOE yJacTHe B IOJUTHKe. B paMKkax 3Tol yacTu
WUTPBI OH CTJIKUBAETCS C PA3JIMYHBIMU NIpo0JIeMaMu, KOTOpbIe IIOpPy-

13. Vella, D. (2011) “Spatialised Memory: The Gameworld As Embedded Narrative”, in
Conference Proceedings of the Philosophy of Computer Games 2011 [https://
gameconference2011.files.wordpress.com/2010/10/spatialised-memory-daniel-vella.
pdf , accessed on 8.03.2019].
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YaeT pemaTh CBOMM IOJUNHEHHBIM. JTU MIPOOJIEMBI MOTYT BapbHUpPO-
BaThCA OT MOJIMTHYECKOTO KPHU3HCA FJTH CJI0KHBIX ITEPETOBOPOB JI0 OP-
TaHU3AIUH TTOCTAaBOK MTPOJIOBOJIBCTBUS U CTPOUTEIHHBIX MaTEPUAIIOB.

Camo 1o cebe HajIMUMe MEXaHWKHU yIpaBjeHHUs KaKUM-TO BJia-
JIEHUEM WJIN OpTaHU3allhel, KOTopas JOMOoJIHsIa Obl COOCTBEHHBIE
IIPUKJIIOYEHUA Tepos, He HOBO. SpKUM IDUMEPOM CJIY>KHUT HUIPa
Neverwinter Nights 2, B pUHaIBHON YacTU KOTOPOH MPOTATOHKCTA
Ha3HAYAIOT KOMEH/IAHTOM KPEITOCTH U 3aCTaBJIAIOT CJIEJIUTD 32 ee Pas3-
BUTHEM U 000POHOM. B cBOIO 0uepe/ib, 3TOMY IIpPEAIIECTBOBAIA MeXa-
HuKa Biaageuunii u3 Baldur’s Gate II: Shadows of Amn u eie 6ostee
CTapbIX UIP.

Dragon Age: Inquisition oTaudaeTcs, ¢ OJHOHU CTOPOHBI, UHU-
CTO KOJIMYECTBEHHO. PYKOBOACTBO COOCTBEHHOM OpTaHMU3allENd TYT
He TOOOYHAS MeXaHHMKA, IPUCYTCTBYOIIAsd B KOHKPETHOH riaBe. Ur-
POK HauMHAET PYKOBOAUTH « IHKBUBHIIMEH» C CAMOTO Havasa UTPhI
U TPOJIOJIKAET IUIAHUPOBATHh ONEPAIUU U PACIIPENEATH PECYPCHI
OpraHu3aIUy BILUIOTH 10 (puHAIA. ITO MO3BOJSIET pa3paboTUnKam
IIPOBECTU YETKYIO CBA3b MEXY JIMYHBbIMU DEIICHUAMU U IIPUKIIIOYUE-
HUSAMHU T€POS U €r0 KOMIIAHBOHOB, U IIMPOKUM COITUAJIBHO-TIOJIUTH-
YeCKNM KOHTEKCTOM BBbIIyMaHHOH BCEJIEHHOM.

Ho kpoMe KOJIMUeCTBEHHOU pa3HUIIBI €CTh M KayeCTBEHHAas, 3a-
KJIIOUAloIascsa B crenuduKe OpraHU3aluu, YIPaBIsgeMOd UTPOKOM.
«IHKBU3UIUS» — 3TO PEJIUTHO3HOEe 00bequHeHne. Hannune y Hee
MTOJTUTUYECKUX IeJIel TI03BOJIAeT PEKPYyTUPOBATh B cocTaB VIHKBU3U-
MY TePCOHAXKeH, He mounTaromux Auzapacre u Co3zaresnsd, HO pas-
JIeJIAIONNX KOHKPETHBIE YCTPEMJIEHHA, YTO CHUMAEeT CJIOKHBIA BO-
poc obpaienusa. Ho Bce-Taku peub UIET O TPYIIIE, TECHO CBA3aHHON
C KOHKPETHOU BBI[yMaHHOU pesuruei. Irpok 10KeH IPUHUMATD pe-
IIEHUS] OTHOCUTEIHLHO TOTO, KaK €ro MOCJIe0BATEIM OTHOCATCS K pe-
JIMTUO3HOMY KOH(JIMKTY MeXKJy XpPAMOBHUKaMM U Maramu, Nojzep-
JKUBATh TY WIN WHYIO KaHUIATypPy Ha CTaTyC IJ1aBbl Beell «LlepkBu».

C penuruo3Hoi cTopoHoH «HKBH3UIMH» MOTYT OBITh CBSI3AHBI
U JacTHbIe mpobsaeMbl. Tak, meperoBopsl 4acTo MOXKHO 3aKOHYUTD,
cocJyaBIIMch Ha aBTopuTeT «['eposibma AHzpacre». B To ke BpeMs
MHOTHUE IIOJIMTUYECKHUE OC/IOXKHEHHA CBA3aHbl C TEM, YTO KOHCEpPBaA-
TUBHBIE KPYTH B llepKBU HEOBOIBLHBI OABIEHNEM HOBOUM OpraHM3a-
nuu. Ba>kHO IOT9epPKHYTH, YTO UTPA HE IPOBOAUT IPUHITUIIHATBHBIX
Pa3INYUi MEeXAY PETUTHO3HBIMU M HEPEJIUTHO3HBIMU MTPOOIeMaMH.
Bcé 3T0 MpocTO BHI30BBI, BOBHUKAIOIIME HA IIYTH IIPOTAarOHUCTA, KOTO-
PBIH BBICTYIIA€T KaK OJJTHOBPEMEHHO PEJINTUO3HBIA U CBETCKUH JIUJED.
U1 BbIOMpAas, Kak UX pa3peliaTh, UTPOK MOJKET OMHPAThCs Kak Ha pe-
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JINTHO3HBIE BO33PEHUA CBOETO IIEPCOHANKA, TAK U HA IOJIUTHYECKYIO
MparMaTyKy WU JII0ObIe IpyTHe GaKTOPHI.

Kak y»xe ObUIO CKa3aHO BHIIIE, TJIaBHBIE repou MHOTUX RPG sBiid-
IOTCSI PEJTUTHO3HBIMU (PUTYPAMU: BOIUIOIIEHUSIMHU WM U30paHHUKA-
MU GOTOB, IEPEPOKIEHUSIMU IPEBHUX TPOPOKOB. OZIHAKO CONMATBHOE
U TIOJINTHYECKOE 3HAYEHHE ITOTO CTaTyCa PEIKO HAXOAUT KaKoe-JIu00
OTpa)kKeHHe B paMKax ciokera. Kak mpaBmiio, pazpaboTuuku 1061Ba-
I0TCSA 3TOTO TpeMs: crocobamu. IIpoTaroHUCT MOXKET Ha MPOTAKEHUH
CBOETO MYTHU IMOJIYYUTh HH(POpMAIUI0, KOTOpass 00€CCMBICIUT CaMHU
OCHOBBI PEJIUTHH, YacTbi0o MUGOJIOTUN KOTOPOU OH BBICTyHaeT. [py-
TOU, CXOAHBIN MOAXO0/] MO Pa3yMeBAET, UTO MIPOTATOHUCT T0OPOBOJIb-
HO OTKa3bIBAETCSA OT CBOETO BBICOKOTO IIOJIOXKEHUS paau Oojiee mpo-
CTOM JKM3HHU, Yallle BCEro MPOZ0JIKasA CKUTAThCA 110 MUPY B IOMCKaX
npuksoueHni. HakoHell, B paMKax TPeTbero, caMoro peaKoro Ioj-
XO0/1a TJIABHBIN Tepoii 0OpeTaeT CBAIEHHBINA CTATYC U IIAHUPYET pea-
JIN30BaTh €ro, HO TOJIBKO B caMOM (UHaJIe UTPHI, U3-32 YEer0 MOJIUTHU-
YyecKue MOCJIE/ICTBUSA €r0 PENIeHUs OCTAI0TCs BHE UTPOBOTO IIpoIiecca.
[TokazaTesIbHO, YTO 3TOT MOJIXO/], KaK IPaBMJIO0, 0003HAYAETCs pa3pa-
00TYMKaMU KaK 3THYECKH HEO/IHO3HAYHBIH.

Bce 3TO BeTpamBaerca B OOIIYI0 MEOJIOTHI0 KOHCEPBATUBHOCTH
Y CEKYJIIPHOCTH, IOMUHUPYIOIIYIO B paMKaX JKaHpa. 3a/1aua reposi co-
CTOUT He B U3MEHEHUU MUPA, a4 B BOCCTAHOBJIEHNHU Pa3pyIleHHBIX Tpa-
HUI[ MEXK/Y PEJIUTHO3HBIM U CEKYJIIPHBIM IPOCTpaHCTBAMHU. J{Jist 3TOU
IIeJIN OH MCIIOJIB3YET JII00BIE CPEZICTBA, B TOM UHCJIe U O0KECTBEHHbBIE
CHJIBI, HO TIOCJIE TOTO, KaK €r0 MUCCHS BBIITOJHEHA, STH CHJIBI TEPAIOT
KaK CMBICJI, TAK U IIPUBJIEKATEIBHOCTD. VI3MeHeHIe MUpa peJIuTruo3-
HBIMH aKTOPaMH — 3TO TO, YEMY T'epOi IPOTHUBOCTOUT U K YEMY OH,
COOTBETCTBEHHO, HE JIOJI?KEH OBITh IPUYACTEH CAM.

JIt060MBITHO TTOTYEPKHYTH, UTO BO MHOTHX UTPaX JAPYTUX KAHPOB,
3aTpParvBalOIUX TEMY PEJINTHHU, COXPAHIETCs TaKas e cuTyanus. bo-
Jiee TOTO, CPeN HUX MOXKHO HAWUTU WUTPHI, TAK)KE IMO3BOJIAIONINAE WT-
POKY B34Th Ha ce0s1 PyKOBO/ICTBO BBIZ[yMAaHHOU PEJINTUO3HOU OpTaHU-
3anueil — Hanpumep, Cultist Simulator ot crynuu Weather Factory.
Ho u B HUX, KaK IpaBUJIO, COXPaHIETCA BCe TO Ke JKECTKOe IIPOTUBO-
TIOCTaBJIEHUE «CBETCKOM» U «PEJINTUO3HOU» cdep, IPOCTO MOKA3aH-
HOE C JPYTOU IepCIeKTUBBL. B Takom ciryuae 3aj1aua UTPpOKa CBOIUT-
s He K BOCCTAHOBJIEHUIO YCTOSBIIIETOCA IOPA/IKA, K U3MEHEHHIO €ro.
Ho npu sTOM penurus mo-npexxHeMy H300pakaercsa Kak HEUTO IPO-
THUBOIIOCTABJIEHHOE OOBIYHOM ITOBCETHEBHOM JKU3HU U €€ ITPOobIieMaM.

Dragon Age: Inquisition oTin4aeTcs, TEM, YTO B paMKax 3TOH UTPbI
OCYIIIECTBJISIETCS OTKA3 OT HATyPAIM30BAHHOU HE0JIOTHU CEKYISAPHO-
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cru. ITosutudeckue, 00IeCTBEHHbIE, STHYECKHE U PEJIUTHO3HbIe (aK-
TOPHI IlepeMelIaHbl HACTOJIBKO, YTO OBIBAET TAKEJIO IIPOBECTH IPaHU-
Iy Mexay HuMud. Mcrnosp3ys Kak HappaTHUBHBIE, TaK U JIIOJUYECKUE
cpezncTBa, pa3paboOTUYNKY IIOKA3bIBAIOT, YTO PEJIUTHUA B JIIOOOM CiIydae
BILJIETEHA BO Bce cdephl :KU3HU. U 3a71aua Urpoka cBOAUTCA He K TOMY,
4TOOBI «KOHTEHHUPOBATh» €€ OTAEJIBHO OT OCTAJIBHBIX cdep, a K TOMY,
YTOOBI UCIIOJIB30BATh OOPETEHHYI0 UM BJIACTD JJIS JIOCTHXKEHUSA CBO-
ux nesieii. IMEHHO 3TO ABJIAETCS CaMBIM SPKHUM IIOCTCEKYISIPUCTCKIM
BBICKa3bIBaHMEM, 3aJI02KEHHBIM B Dragon Age: Inquisition.

3axJIouyeHue

S co3HATENIPHO OCTABMJI 3a CKOOKAMHU BOIPOC 00 MCTOPUYECKUX WJIU
6uorpaduvecKkux IpUYNHAX YHUKaJIbHOCTU Dragon Age: Inquisition.
Iesbi0 3TOH cTaThu GBLIO TPOCTO MTPOZEMOHCTPHUPOBATH, KaK 3Ta UTPa
MOXKET PACCMATPUBATHCA B KAUECTBE MOCTCEKYJIIPHOTO XPUCTUAHCKO-
ro BbICKaszbiBaHUs. IIpu 3TOM 51 mipecienoBas jiBe 3ajaun. C oHON
CTOPOHBI, TPOAHATTU3UPOBATh T€HETUUYECKYIO CBA3b MEK/LY ATOH UTPOH
Y TPeJIIIECTBYIONINM KaHOHOM n300pakenus pesuruu B RPG. C apy-
roil CTOPOHBI, OOPATUTh BHUMAaHWE HA KAKYIHECS HEe3HAUUTETIbHBI-
MU JIeTaJIU ¥ U3BMEHEHVS B UTPOBOM MeXaHUKe U HappaTUBe, KOTOPbhIE
MPUBOJAT K CO3AHUI0 COBEPIIIEHHO YHUKAJIBHOU JIJII CBOETO JKaHpa
KapTUHBI PEJINTUH U PEJINTUO3HOM JKU3HHU.

BMecTO «IHOCTUYECKOTO» CIOJKETA O PACKPBITUH T€POEM CBOEH HC-
TUHHOW MPUPOJBI Mbl BUUM HCTOPHUIO AYXOBHOTO MOMCKA. Bmecro
3HAHUA O MHOKECTBe HOTOB — CHUMYJIAIIMIO aKTa BEPHl U HEBEPHS.
BMecTo repost, CTOSIIIEro Ha CTpakKe TPAHUI] MY JYXOBHBIM U CBET-
CKUM MHUPOM, — PEJIUTHIO, BIUIETEHHYIO B TKAHb O0IIECTBA, TOJIUTHKH
¥ 3KOHOMUKH. IMeHHO 310 nenaer Dragon Age: Inquisition moctce-
KYJISIDHBIM MIPOU3BEEHUEM, YHUKAJIBHBIM JIJIs TJIyDOKO CEKYJISIPHOTO
’kaHpa. A cuenuduyecKrie OTChUIKH, C/leJIaHHble HAa YPOBHE KaK Hap-
paTHBa, TaK U UTPOBBIX MEXAHUK, AI0T BO3MOKHOCTh CDABHUBATH €T0
WMEHHO C XPUCTUAHCTBOM.

BaxHO MOAYEPKHYTh: HUUTO U3 CKa3aHHOTO He Jieyaer Dragon
Age: Inquisition Jgy4iei win XyJiiei urpoi, yem npyrue. Ho BakeH
MpUMep aJIbTEPHATUBHOTO B3TJIsI/Ia, HHOTO MO/IX0/1a K PEIPe3eHTaAINT
penuruu. Y1 oco6eHHO BaKHO MOAUEPKHYTh, YTO CBOE YHUKAJIBHOE BbI-
CKa3bIBaHUE Pa3pabOTUYNKH CMOTJIU C/Ie/IaTh, OMUPAsACh Ha TOT Ke WH-
CTpyMEHTapHUH, YTO U UX MPEAIIECTBEHHUKHU. DTO HABOAUT HA MBICIb
0 TOM, YTO MIOTEHI[UAJ BUIEOUTD KaK CPEJICTBA PAa3TOBOPA U IAXKe TO-
JIEMUKH O PEJIUTHU ellle TaJIeKO He UCUepIIaH.
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