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®EHOMEH I'EPOS B KOHTEKCTE BUPTYAJIbHOM PEAJIBHOCTH:
K BOITPOCY O B3AUMOBJIUSHUHA U COITUAJTBHON UHTEPAKIIUY B MMORPG

B cratbe paccmaTpuBaroTcs BONpOCH (YHK-
LUOHUPOBAHUS IWTHTANBHOTO Tella B BUPTYaIbHOU
peanbHOCTU. B (oKyce aHanm3a — MpakTUKK COLMAH-
3allul, CaMOMACHTH(UKAMKY U COLMAIbHOH KOMMY-
HUKallMd B LUGPOBOM mpocTpaHcTBe. OCHOBHOH ak-
LEHT B HCCICOOBAaHUM CAETaH Ha B3aUMOJCHCTBUH
BHUPTYaJIBHOT'O TepOsl U AUTUTAILHOTO TeJla, HOCKOJIBKY
9TO COBEPLIEHHO HOBBIM TN MHTepakuuu. Vccrnemys
cneurUKy BO3JIEHCTBUSI BUPTYaJIbHOTO Teposl Ha pe-
LUUIHMEHTAa U OCOOCHHOCTH MHTEPAKIMH B BUPTYaJIbHOM
MPOCTPAHCTBE, MBI MOIPOOHO aHAIM3UpYyeM (heHOMEH
MyJbTHIUIEepHBIX OHJaiH urp (MMORPG), koTopsle
coyeraloT B cebe 00a atu (hakropa. BnepBrie B ucro-
pUH  KyJIbTYPbl B3aUMOAEHCTBHE XYIIOKECTBEHHOTO
o0pasa M peuunueHTa HOCUT HEMOCPEICTBEHHBIN Xa-
pakTep B cwily TpaHcQopManuu Bced MopgoiIoruu
TEJIECHOCTH U (POPMHUpPOBAHUS IUTUTAIBHOTO Tea,
MOTPYKEHHOTO B BUPTYAIIbHOE IPOCTPAHCTBO.

KiioueBble cioBa: nururainbHOE TENO, BHp-
TyallbHOE TPOCTPaHCTBO, TenecHocTs, MMORPG,
KOMMYHHKALHUs1, CAMOUACHTH(PHUKALIHSL.

B OIIPOCHI COLMAIBHON KOMMYHHKALHH,
COLMANM3AMU U CaMOUIEHTH(DUKA-
LMY B MHOTONONB30BATENbCKUX OHNANH UIpax B

THE HERO'S PHENOMENON IN
THE VIRTUAL REALITY CONTEXT:
THE INTERRELATION AND SOCIAL

INTERACTION IN THE MMORPG

This article discusses the digital body function-
ing in a virtual reality. The focus of the analysis - the
practice of socialization, identity and social communi-
cation in the digital space. The main focus of the study
is made on the interaction of a virtual hero and the dig-
ital body, because it is a completely new type of inter-
action. Examining the specifics of the virtual hero's
impact on the recipient and the features of the interac-
tion in the virtual space, we analyze in detail the phe-
nomenon of multiplayer online games (MMORPQG),
because they combine both of these factors. For the
first time in the history of culture, the interaction be-
tween the art hero and the recipient is immediate be-
cause of the transformation of bodility’ morphology
and the formation of a digital body immersed in virtual
space.

Key words: Digital Body, Virtual Space,
Bodility, = MMORPG,
Identification.

Communication, Self-

CUJIy CBOEM YpE3BbIYAWHOW AaKTYaJIIbHOCTH J0O-
BOJIBHO 4YaCTO CTAHOBATCS IPEIAMETOM pPacCMOT-
peHus B 3amaJHOCBPOIICHCKOM M CEeBEpOaMepH-
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KAaHCKOM ryMaHuTapHoy Hayke. IIpuuem, temaru-
Ka Mojo0HOr0 poja HCCIeIOBAaHUNH HEBEPOSTHO
pasHoOOpa3Ha: 3TO M AaCMEKT WHIUBHUIyaTbHOU
MHTEPAKIMY B OTAEIBHO B3SITHIX UTPOBBIX IIPOEK-
Tax, U crenuduKa rpynnoBoii KOMMYHUKAINH, U
0COOEHHOCTH TOCTPOEHUS COLMAILHONW MEepapXUH
n T.4. Tak rpynma YYeHbIX M3 HaydHO-
uccienoBarenbckoro 1eHrpa Ilaomo-Anpro —
H. lauenoy, 3. Hukemn, P./lx. Myp u np. — no-
BOJIBHO JIOJITO 3aHMMAaJIach aHAJIM30M COLUAIbHON
UHTEpAaKIMM B paMkax BceneHHo MMORPG
«3Be3aHbIe BOMHBIY!. BBl cOOpan 0OUIMpPHBINA Ma-
TepHuall, IO03BOJIMBIIMN BBIICHUTh, KaK HMEHHO
B3aUMOJICHICTBYIOT MOJIb30BATENN — MPEANIOYNTA-
10T 71 BepOanbHOE OOIIeHNe WM OOIIEHUE B Ya-
T€, — BpPEMsI HHTEPAKIINH, JIOKALlUKU B CAMOM HIpE,
r/ie IPOUCXOAUT Hanbojee HHTEHCUBHOE B3aUMO-
JNeUcTBHE U IIp. BrosiHEe TpaaMLIMOHHBIMHU YK€
CTaJIl PEryJsipHBbIE ONPOCHI, KOTOPBIE MO3BOJISIFOT
OIIPEAEIUTh CTENEHb aKTYaJIbHOCTHU I FeiMEPOB
couunanbHo uHTepakuuun B MMORPG. Eme B
2003 romy Omaronmaps mojgo0HOH paboTe rpymnmbl
uccnenoBareneit — Mapky ['pudduny, Mapky
»Bucy u [lappeny Yarmeny — yaanoch BBISBUTD,
yto koMmMyHuKauusi B MMORPG sBnsiercst oniHuM
U3 CaMbIX IPUBJICKATEIbHBIX acleKkToB. Ei oTna-
nu npennourenue 41% mnonb3oBaTenei, U UMb
4% Ha3BaJIM BO3MOXXHOCTH yOMIICTBAa JPYrHX WT-
POKOB HauboJiee MPHBIIEKATEIBHBIM MOMEHTOM?,
HexoTopsle Tpyibl y’Ke 1 BOBCE CTalu KIACCUKOU

HUCCIICAOBaHNA COLMAJIBHOI'O aCIICKTA, KaK HaIllpu-

! Ducheneaut, N., Moore, R.J. The social side of gam-
ing: a study of interaction patterns in a massively mul-
tiplayer online game // In Proceedings of the 2004
ACM conference on Computer Supported Cooperative
Work, ACM Press, 2004. P. 360-369.

2 Griffiths M. D., Davies M. N. O., Chappell D. Break-
ing the stereotype: The case of online gaming. // Cyber
Psychology and Behavior, Ne6, 2003. P. 81-91.

Mmep pabora A.P. I'amnoysast «CouunanbHblil pea-
JIU3M B KOMITBIOTEPHBIX MIpax»’. HayuHble u3bic-
KaHHUS B 9TOW 00NAacTH MOAKPEIUISIOTCS U Oora-
THIMHU AMIUPUYECKUMU JaHHBIMU MAapKETUHIOBBIX
UCCIIEIOBaHUM, MPOBOAUMBIX KPYIHBIMU KOMIIa-
HUAMH, TAKMMHU KaK, Hanpumep, Wyzowl?,

B poccuiickoil Hayke aKTUBHOE U3Y4YEHHE
UI'POBOIl MHIYCTPUU U, KOHKPETHO, KOMIIBIOTEP-
HBIX UI'P HA4ajoCh OTHOCUTEIbHO HENABHO, IIPH-
YeM MPOXOAMT OHO B pyciie aHanu3a (peHomeHa
UIpbl B 1eI0M. BO3MOXXHO, 3TO CBSI3aHO C TEM,
YTO B Clly4ac C 3alaJHONM YHHBEPCHUTETCKOU Tpa-
IULKEH TOA0OHOTO PoJia HCCIEIOBAHUS IPOXOISAT
«1oxr Mapkoi» cultural research, B To BpeMms Kak B
Poccun — B Gonpliield CTENEHN B paMKax KyJbTy-
pOJIOTHH, & TO U BOBCE CONHMAIBLHOUN (hHUIocopum.
Tak, HampuMmep, LEJIOCTHBIM W, OAHOBPEMEHHO,
COBPEMEHHBIN aHanu3 urpsl npepnaraer J.b. I1u-
capeBcKas B CBOcH craTbe «PoseBbie Urpbl: mpu-
Mep ,,COIHATM3AMN CYOKYJIbTYpbl», oOparuas
BHMMAHHE Ha aClEeKT BHYTPH MIPOBOI'O B3aUMO-
NEUCTBUS, HO COCpPENOTAauMBAsICh HA «PEKOH-
CTPYKTOpax», JIMIIb KOCBEHHO COIIPUKACasCh C
WHBIMHU POJIEBBIMU UIPAMMK’.

3a mocineaHue rojsl HapabOTaH HEKOTO-
pBI ONBIT aHaIM3a KOMIBIOTEPHBIX UIp XKaHpa
RPG. B ocHOBHOM, 3TO CTaTbu, pacKpbIBAIOIINE
TOT WM WHOM acCleKT WIrpOBOM HHIYCTPUHU, —

3 Galloway R. Alexander. Social Realism in Gaming. //
Game studies. The international journal of computer
game research, volume 4, issue 1. Now., 2004. [Dnek-
TpoHHBIH pecypc] / URL:
http://www.gamestudies.org/0401/galloway/. Jlara
obpamenns 10.09.18.

* https://www.wyzowl.com/ Animated explainer video
company — 3TO HauboJiee aBTOPUTETHAsT MapPKETUHTO-
Basi KOMITaHHS B 00JIACTH BHICOUTP M BUICOKOHTCHTA.
> Mucapesckas JI.B. PoneBble UIphl: IIpEMEp ,,COLMA-
nu3anuu’ cyOKynbTyphl // DTHOrpaguieckoe o6o3pe-
Hue. 2008. Ne 1. C. 8-18.
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H.U. Bacunsesoii, I1.1. Epumonoii, T.A. 3omoro-
Boii, M.Bb. MHruareeBa, O.A. CTemaHIoBOH,
M.A. Kponauesoii, E.C. JIutBunoBoit u ap. Ilo-
SABWINCh M JUCCEPTALMOHHBIE HCCIIEIOBaHUS, B
4acTHOCTH, « KOMIIbIOTEpHBIE BUPTYaJIbHBIE UTPBI:
KyJIbTYPHO-aHTPOIOJIOTUYECKHE aCIEKThl aHaJIH-
3a» (Cyrman ULE., 2009)°. Ecth u BecbMa OpHIH-
HaybHbIe U1 Poccun paboThl, B KOTOPBIX M3yde-
HUE UTP MPOXOJIUT Yepe3 «IOTrPYKEHUE» B UTPO-
BOE MPOCTPAHCTBO, YTO BECbMa IOIYJISIPHO B CE-
BepoaMepuKaHCKOW Tpaauuuu cultural research.
Hanpuwmep, pabora M.B. Kamankunoii «Buneo-
UTpBL: 00IIasi MpobIeMaTHKa, CTPAHUIIBI HCTOPHH,
ONBIT HHTEPIpETAMU»’. IT0, ¢ HAmIEH TOYKU
3peHHsI, camasi ToJIHAsi MOHOTpadusi 10 UCTOPUU U
TEOpPUU KOMIIBIOTEPHBIX MIP Ha CEroJHAIIHUN
nenb B Poccuu, HO nake B Helt mpoOieMa corpa-
TU3AIUH |
MMORPG npakTH4ecku He 3aTparuBacTcs.

MHTEPAKIIMM B  TPOCTPAHCTBE

JIOBOJIBHO TOJPOOHBIN aHAIN3 MPOOIEMBI
uHTepakuuu nonsizoBareneit B MMORPG Ha wur-
poBBIX (hopymMax M BHYTPHU UTPOBBIX yYaTax Mpea-
craBneH B pabore M.A. Kponauesoii u E.C. JIut-
BUHOBOHM «['eliMepbl Kak CyOKYyJIbTYpHBIH (heHo-
MeH»S.

K coxanenuto, mpuxoauTcss KOHCTaTHPO-
Batb, yTo MMORPG moka He cTtajiu mpeaMeToM
CaMOCTOSITENIFHOTO PACCMOTPEHUS — T.€. BHE TOJIS

 T'yrman U.E. KommbloTepHbIe BUPTyalbHble MTPHI:
KYJIETYPHO-aHTPOIIOJIOTHYECKHE ~ ACTEKThl  aHau3a.
HuccepTauusi Ha COMCKaHHWE YYCHOW CTENEHU KaHIH-
nata ¢unocopckux nayk. Kadeapa kympTypomoruu
¢axynbrera punocopun CIIGIY. CII6, 20009.

7 Kamankuna M.B. Bujeourpsl: o6mas npoGiemari-
Ka, CTpaHHLbl HCTOPHH, ONMBIT MHTepnperanun / Ka-
manknHa M.B. M.: THH. Mio, 2016. 340 c.

¥ Kpomauera M.A., Jluteunosa E.C. Ieiimepsl kax
cyOKynbTypHBIH (eHOMeH // COIuo- U TICUXOJIUHTBH-
cruueckue uccaenoBanus. Beim.Ne3, 2015. C.104 -108.

KOMIIBIOTEPHBIX UIpP, WIPOBOM HMHAYCTPUHM WIU
(eHomeHa Urpsl BOoOIIIE.

Mexy TeM, HMEHHO acHeKT COlfalln3a-
uuu u uarepakuun B MMORPG kpaiine akryanu-
3upyercd B Hami AHU. M paccMaTpuBaThCsl OH
JOJDKEH 4epe3 Mpu3My (yHKIIMOHUPOBAHUS JIUTH-
TanpHOro Tena. Kak mokasblBaeT NMpakTuKa, MOp-
(omorust TENECHOCTH, MPEACTaBICHHAs B KJIacCH-
geckux Tpyngax M. ®@yko, M. Mocca, B.A. Ilogo-
poru, B.JI. Kpytkuna, 1.M. BeixoBckoil u mp., B
KOTOPBIX OOO3HAYEHO (HU3UYECKOE TEJIO0, COLHU-
QJIBHOE TEJO U, B HEKOTOPBIX CydYasX, KyJbTyp-
HOE Temo, cerofHs Oomnbine He padoTtaer. UHboOp-
MaIMOHHOE OOIIECTBO MPUBEI0 K POPMUPOBAHUIO
HOBOIO BHUJA TEJIECHOCTU — TEJIECHOCTU UTH-
TaTbHOW — MPENCTABISIONICH HAac B HHU(PPOBOM
npoctpancTee. [lpyyeM, He HMMeeT 3Ha4YEHUS, O
Kakoil MMEHHO «(pOopMe HPUCYTCTBUS» MBI TOBO-
pUM — aKKayHT B COLMAJIbHBIX ceTsX, Onor, ¢o-
pYMHOE OOIIeHHEe, TePCOHANbHBIA CalT-BU3UTKA
WIM TOJIHOLICHHOE IOTpYy’KEHUE B MUpP TOW WU
nHot MMORPG: cerojHsi npakTU4eCKU KaXKIbId
YeJI0OBEK IMBUIM30BAHHOIO MHpa MMEET Ty WIU
UHYI0O (GOpMy MpHUCYTCTBUS B LU(POBOM TpO-
cTpaHcTBe. VW IOCKOJIBKY JUIMTalbHas TeJec-
HOCTb — 3TO IIOJIHOIIPABHBIM ACIIEKT HAIlEH II0-
BCEHEBHOM pEaIbHOCTH, — TO OH aBTOMAaTHUYECKU
MEHSIET U BCE MEXAaHU3Mbl COLIMAIN3ALUN U CaMO-
uaeHTUGUKaKU TuaHocTH. Kak u3BecTHO, caMo-
UACHTU(UKAIMS CTPOUTCS HA COOTHECEHUH cels ¢
orpeAeNeHHOM TPYIION/4eI0BEKOM/00pa3oM.
CamouneHTuUKas B BUPTyaJlbHOM TPOCTpaH-
CTBE CTPOUTCS MO TeM e npuHimnaM. [{udposas
pearbHOCTh MOIYac aeT Kynaa OoJblie IpKUX 00-
pasloB AN CMOMICHTU(DUKAIIUH, YEeM «peajb-
HBI» Mup. HeoOXonumo Takke y4uThIBaTh, YTO
JUTUTAIBHOE TEJIO B BUPTYyaJIbHOW BCEICHHOU
HaXOAWUTCSA B HENOCPEICTBEHHOM KOHTAaKTE€ C Te-
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poem/o0pa3ioM, a MOTOMY HCIBITHIBAET KpaiiHe
cuipHOE BoszaeicTBue. [lo 3Toi mpuumHe coiu-
allbHAsi MHTEpaKIus M creuupuka BO3ICHCTBUSL
«BUPTYAJIIBHOTO TE€pOsD» JOJDKHBI HAXOAWTHCS B
¢okyce caMOro MpUCTAIBLHOTO BHUMAHHS KYJIbTY-
POJIOTMYECKOU HAYKH.

IIpoGsema B3auMOBIUSIHUS PeaTbHOIO H
BHPTYaJIbHOIO

O Bpene KOMIBIOTEPHBIX UTP U UTPOBOM
3aBHCUMOCTH T'OBOPAT MHOr0, HO cama 1o cebe
npobiemMa HECKOJIbKO TmpeyBenuueHa. Kak wus-
BECTHO, 3aBUCHUMOCTH BBIPA0ATHIBACTCS OT YEro
YIOJHO W OIPEIENAETCs, MPEkKIAE BCETO, ICUXO-
(U3NOTOTHYECKUMU  OCOOEHHOCTSIMH  JIMYHOCTH.
N, tem He MeHee, BpeMs OT BPEMEHU JEUCTBU-
TEJIBHO UMEIOT MECTO M CIIly4au CMEPTHU OT Cep-
JIEUYHBIX MPUCTYNOB, UHCYJIBTOB, NE€PEYTOMIICHUS
WIH, JaXe, CIy4au YOUHCTB WIM CyHIIMJA, CTaB-
IIMX pe3yJbTaTOM — HANpPSAMYK U KOCBEHHO —
YPE3MEPHOM YBJIECUEHHOCTH TOM WJIM UHOW UI'POM.
KpaTtko ocTtaHoBMMCS Ha JBYX NpUMepax, BECbMa
SAPKO JEMOHCTPUPYIOIIUX pOJIb U 3HAUEHHE BUp-
TyaJIbHOT'O T€pOsl AJIs [T0JIb30BaTENCH.

IlepBblil TPOMKHUI CYMIU CIIyYHIICS €IlE B
2004 romy, korga 13-;meTHUi MOAPOCTOK, YBIE-
yeHHbli urpoit World of Warcraft, mposen B urpe
noapsia 36 4acoB, MOCIE Yero MOKOHYHII ¢ COOOM,
OCTaBUB IIPEICMEPTHYIO 3aIllUCKy, B KOTOPOH
Hanucall, 4To «yXOIUT K TeposiM AzepoTa», KOTO-
PBIM OYKBaJIbHO MOKJIOHSUICA. DTO TpAaruyHbIi, HO,
BMECTE C T€M, BECbMa IIPUMEYATEIIbHBIN Cllydail,
IIOCKOJIBKY JacT HaM HOBYIO MHTEPIIPETALUIO PO-
MaHTUYECKOW Tpaauuuu IepBoil uderBeptu XIX
BEKa, KOIJa CyMIUJ Ieposi pOMaHa NPUBOAUT K
BOJIHE CYMIIMAOB IOHBIX uuTarenen («CrpagaHus
toHoro Beprepa» Horanna Bonbdranra I'ére).
CoOcCTBeHHO, TPAaBWIBHO B JaHHOM CIIyyae rOBO-

PUTH HE TOJBKO O YUTATENSAX, HO U O CO3AATENAX
POMAHTHUYECKUX MPOU3BEICHUNA: CaMOyOUICTBO
KaK IyTh BOCCOEAMHEHHUS C T€POEM WIH yTpauyeH-
HOM J1I000BBIO — OJIMH U3 CaMbIX PAaCHpPOCTPaHEH-
HBIX MOTHBOB HE TOJIbKO 3M0XH PoMaHTH3Ma, HO 1
Bcero XIX cronerus.

Bropoii mpuMep KOJIOCCATIBHOTO BIIMSTHUS
BUPTYaJbHOIO MHUpPAa Ha CO3HAHUE I10JIb30BaTENs
HE CTOJIb MevalieH U KyJia 6ojiee COBpEMEHEH — OH
oTHOcHUTCS K Tekyimemy 2018 romy — u umeer ot-
HOILIEHHE CKOpee K MCUXOJIO0ruu Macc. 14 aprycra
2018 roxa BBILILIO OYEPENHOE AONOJHEHUE BhIIIE-
ynomsinyToit kyabToBoii MMORPG World of
Warcraft. [lomonnenue Ha3wbiBaeTcsi «buTBa 3a
A3epoT», ¢ reposMH KOTOPOTO TaK CTPEMUIICA
BOCCOCAMHUTBCA HECYACTHBIM IOJPOCTOK W3
npenplaymero npumepa. KomnuecTBo mosb3oBa-
TeJel ATOI Urpbl B pa3HOE BpeMs Koyiebajaoch OT
5 o 15 mumonos’. s mo6oii MMORPG 510
BechbMa JlocToiiHas mudpa. Mbl emie BepHEMCs K
cneun(uKe TMOTPYXKEHUS B MHUDP BHUPTYaJIbHOH
MHOTI'OIIOJIb30BATEILCKOM WUIPBl, a Cerldac OTMe-
THUM, YTO JUIsI BCEX ATHUX JIoAeH — (PaKTHUECKU
oburareneit Azepora u npouux 3emens World of
Warcraft — coObITHSsI 3TOM BCeEHHOW Moa4Yac Ky/ia
3Ha4MMeEE TOr0, YTO IPOUCXOAUT B MHUpPE, KOTO-
pbIii MBI IIPUBBIYHO HA3bIBa€M «pEalIbHBIM». B
X0[€ MPEeANpONAXHBIX MapKETHMHIOBBIX aKLUN
NpUOJIM3UTENBHO 32 MECHI] JI0 BBIXOJAa 3TOTO J0-
IIOJIHEHUS, CO3JaTENIN WIPbl CPEOU IPOUYUX pe-
KJIAMHBIX aKIIMM Pa3MECTUIIN HA CAUTE CUHEMATUK
POJIMK, PACKpBIBAIOLIMN OJHY W3 LEHTPAJIbHBIX
CIOKETHBIX BETOK reMMIuies. B HeM ogHa us3
Bpakayrounx ¢pakiuii (Opra) CXKUraeT BEITHKOE

? Xorenoch ObI OTMETHTb, YTO 3TO BOBCE HE CaMbIC
BBICOKHE Moka3arenu. Tak Second life umena 6omnee 20
MHIIHOHOB MOJk30BaTenei, a Warframe — okomo 40
MMJLIAOHOB.
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npeBo Tenpapaccuil, Ha BETBIX KOTOPOrO paclio-
JlaraJjicst TOpoJl — CTOJIMIA UTPOBOM PAChl HOYHBIX
ab(}oB. OTMETUM TaKkKe, YTO 3TO OJHA U3 CaMbIX
KpPaCUBBIX M CTapbIX JIOKALUK JAHHOI'O UIPOBOIO
mupa. Jlaxke BecbMa MOBEPXHOCTHBIN aHanmu3 ¢o-
PYMOB U I'PYIII B COL[UAJIBHBIX CETAX C LEIBIO BbI-
SIBJICHUSI OCOOCHHOCTEH SMOIIMOHATIBHON peaKInu
MOJIb30BATENsl HA UTPOBOE COOBITHE, MOKA3al He-
BEPOSATHYIO TIyOMHY MEPEXHUBAHUA U SMIIATHH.
Ilo creneHy SMOLMOHAIBHOIO OTKJIMKA U KOJIUYE-
CTBa BOBJICYCHHBIX B OOCYXKJCHHUE COOBITHS Tei-
MEpOB, COXKeHue Tenbapaccuia He IPOCTO MOI-
70 OBl TOCHOPHUTH C AHAJOTHYHBIMU PEAKIHSIMU
Ha COOBITHS MEXIYHApOIHOW MOJUTUKU TOCIEA-
HUX JIET, HO B 3HAYUTEIILHON CTEIEHU OIEPEIUIIO
OBl UX.

Bce bsMonuoHanbHBIE pPEAKIUU MOYKHO
pa3leauTh HAa YEThIPE OCHOBHBIEC I'PYIIILI: OTKPO-
BEHHAasl HEHABUCTh K npenactaBuTesssM Opfpl, BbI-
paxaBlIascsd B IpHU3bIBaX K MECTH M HPAMBIX
OCKOpOJICHUSIX; MOKasHUE — A TOJIb30BaTENeH,
UrpaBIIMX Ha cTopoHe Op.bl, IPUHOCHUI W3BHHE-
HUS TIOCTpaJaBLIel CTOpOHE; TiyOokas CKOpOb
M3-32 YTPAYCHHOM JIOKALMU U 3JI0paJICTBO Haubo-
Jiee arpeCcCUBHO HACTPOCHHOM YaCTHU T'€UMEPOB CO
CTOpOoHBI Bce ToW ke Opael. B meHTpe xe Bcex
00CYX/IEeHHI OKa3aJMCh UMEHHO IepOH — BHHOB-
HUKU «Tpareium» # Oyayliue IMOTeHIUAIbHbIC
MCTHUTEIIN.

MOXHO OTMETHUTbH, YTO 00CYKJCHUE MOTHU-
BOB IIOCTYIIKOB TI€pOEB IPOXOIUIO C TEM K€
HAKaJOM SMOIIMA, KaK MOTJIO ObI IPOXOAHUTH 00-
CyKJEHUE MOTHBALMM peajbHbIX JIOAEH. B 1eH-
Tpe CKaHJaja OKa3ajgach OJHA U3 CaMbIX IOILy-
JSPHBIX FepouHb 3Toro Mupa — CunbBana Berpo-
KpbUIasi — U COTHM ThICSAY II0JIb30BATEIICH U3 ca-
MBIX Pa3HBIX CTpaH HelelsIMU OOCYXKIaIH ee Io-

BEJICHUE, KaK MOBEJCHUE HUX PEaJbHO CYIIECTBY-
IOIIETO COBPEMEHHHUKA.

IIpocTpaHCTBO HWIPOBBIX MHPOB, KaK U
MPOCTPAHCTBO MIPOBOM MHAYCTPUH B IIEJIIOM BCE
Yalie OKa3bIBAeTCs B MULEHTPE CEPhE3HBIX KOH-
(GIMKTOB, CO BCEH OYEBHJIHOCTBIO JEMOHCTPUPY-
IONMX TIIyOOuaililylo CTerneHb BOBJICYEHHOCTH
BCEX JEHCTBYIOIIMX JIMI, a TAKXe CTENEeHb 3Ha-
YUMOCTH JUIS COBPEMEHHOW KyJbTYphl JAHHOTO
CerMEHTa TBOPYECKUX MHAYCTPHIA.

C ydeToM BIMSHHS T€POEB BUPTYaIbHBIX
MHUPOB Ha IMOJIb30BATENs, 3Ty cdepy HUKAK He
MOTJIM 000MTH BHUMAaHHUEM Pa3HOTO poja MUHO-
pUTapHbIE IBMKEHHs, KOTOpbIC, TaK WM HHAYe,
OOpIOTCS 3a TEHJIEPHOE PABEHCTBO — OJHOM W3
HanOosiee JOXOOHBIX HA CETOMHSIIHUN JEHb
HaIlpaBJICHUN Hay4HOU u COLMAIBHO-
MOJIUTHYECKON >ku3HH. Ha BomHE 3TON OOpBHOBI
oOperaeT m3BecTHOCTh Hekass AHuta CapkucsH,
IIpU BCEH HEHAYYHOCTH €€ MOJX0/a K aHaIMU3y UTp
coOpaBIlias COTHU THICAY JIOJUIAPOB HA CBOU «HC-
CJIEIOBAHUS) u BUIE00JIOT -
https://feministfrequency.com/. Ilo cyTtu, momo6-
Hasi UCTOPHS MOTJIa MPOU30MTH JMIIb B TOCTHH-
(dbopMalMOHHOM MHpE, KOrja sl KapbepHOTO
B3JIeTa HE TpedyeTcs HaydyHOro OdKrpayHjia, 1a u
MPOCTO TMOHMMAHUS NPOOJIEMbI, HCCIEIOBAaHUEM
KOTOpOM 3aHUMaelbcs. YpesMmMepHas akTUBHOCTH
CapkucsH Ha HHUBE OOpHOBI ¢ OOBEKTUBAIUEH
KEHIIUH B KOMIBIOTEPHBIX MIpax MpHUBEIa K TO-
My, YTO OHa ObUIa BTSHYTa B TPOMKHH CKaHZIam
2014 ropa, BoOwWEOIIMII B HCTOPUIO HHIYCTPUU
(#GamerGate).

CapKI/ICHH noaBEpriach TpaBJi€ CO CTOPOHBLI KOH-

moj HasBaHueM ['eiMepreur

CEPBATUBHO HACTPOEHHBIX I'€UMEPOB U JAXKE BbI-
HyXJleHa OblIa TOKMHYTh CBOH JIOM H3-32 yIrpo3
¢u3nveckoil pacrpassl. braromapst cBoelr mosu-
MU U AKTUBHOM OOIIECTBEHHON ICATEILHOCTH
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MI03KE OHA MOJIYYaeT BO3MOYKHOCTb BBICTYIIUTH B
OOH ¢ rpoMKHMHU 3asiBICHUSMHU 00 YIIEMJICHUH
IIpaB KEHILKH B UTpoBoi uHAycTpuu. Cama ucro-
pusi reiiMepreiita TpeOyeT OTAETBHOIO aHaIM3a,
IIOCKOJIBKY BBIXOJUT B IOJIUTHYECKYIO MIOCKOCTh
U, K COXAJICHUIO, CIMILKOM YacTO MOJAETCS HE C
HAy4YHBIX NO3ULUH, a Yepe3 IpU3My MPOTUBOCTO-
SIHUSI KOHCEPBATOPOB M JHOEpaoB.

Annrta CapKHCSH BBIITYCKA€T CEPUI0 BH-
J€OpOIMKOB. B wacTHOCTH, psAl BUIEOPOIMKOB
oObenuHeH moja Ha3BaHueM «bapeiHg B Oene:
TPOIBI B BHUJICOUTpax MPOTHUB JKEHIIWH». AHaIu-
3upys 00pa3bl KEHCKHX TepOMHb B BUIACOMHIY-
CTpUH, OHA JaeT HEOOJBIIOW HMCTOPUUECKUIN SKC-
KypcC, B KOTOPOM COBEpPIIAET Psii HENOIYCTUMBIX
OLIMOOK ¥ MpeayaraeT yAUBUTEIBHO YCTApEBIINE
TPaKTOBKU CHO)KETOB. TeM HE MEHee, OHa clpa-
BE/UIMBO yKa3blBajlla Ha KPaWHIOK CTEIEHb Iac-
CUBHOCTH JXEHCKHUX T'€pOMHb, a TaKKE€ MX 4Ype3-
MEPHYIO CEKCYaJIbHOCTb.

KenmuHa — 370 00BEKT, BEYHO CTPaAAI0-
mas CTOpPOHAa, KOTOpas JIOCTaeTcsi TIeporo-
My>KUMHE Kak npu3. AHUTa CapKUCAH YKa3bIBAaeT
Ha HEKYH HMCTOPHYECKH CIIOXUBLIYIOCS Tpaau-
IIUI0, HO, K COJKaJICHHUIO, B CBOUX 0030pax BhIOpa-
CBIBAE€T KOJIOCCAJIbHBIE MCTOPUUYECKUE U XYOXKe-
CTBEHHBIE IUIACTBI, WIHOPUPYS CIOXKETHI, TJ€
KEHIIMHBI BBICTYNAJIM AaKTHMBHO JEHCTBYIOIIMMU
CyObeKTaMH U MMEHHO Ha HUX CTPOMJIACh BCS UC-
TOpHUs (Ccaru 3M0XU PaHHETO CPEJHEBEKOBbS CTPAH
CesepHoii EBponsl TOMy sipKuil mpuMep). ITO Ur-
HOpPUPOBAHME KacaeTcs HE TOJIbKO MCTOPUYECKHX
XyHOXKECTBEHHBIX CIOXKETOB, HO U MAaccOBOH
KyJnbTypbl. OfHaKo BHMMaHUE K MpoOiieMe OHa
Bce ke npuBiiekia: AHnta CapkucsiH Obuia IpaBa,
yKa3blBasi Ha HEECTECTBEHHO TUINEPTPOPUPOBaH-
HBIE JKEHCKUE (OPMBI F€POMHb U HAa OYEBHIHBIN

CCKCU3M BHUACOUTD. Tema cekcusma B urpax

KpalHe aKTyaJIM3upOBaJIach U3-3a MU3MEHUBIIEHCS
nemorpaduu camux reiimepos: ¢ 2000 roga pe3ko
BO3pAacTaeT KOJUYECTBO KEHIIUH-TEHMEPOB, KO-
TOpbIE, pa3yMeeTcs, XOTIAT BUJETh B HIPOBOM
IIPOCTPAHCTBE HECKOJIBKO IPYT'HE MEPCOHANKHU.

Bbopbba 3a reHiepHoe paBeHCTBO B BUJCO-
urpax npuHecina csou mioasl. IIpexne Bcero, 3To
CTaHOBHUTCS 3aMETHO B 0Opa3ax repouHsb urp. Ya-
e JpYyrux NpUBOAAT npumep cepun urp Tomb
Raider u ux 3namenutyio repounio Jlapy Kpodr,
KOTOpasi MPAaKTUYECKU [BaJlarTh JET CBOErO Cy-
LIECTBOBAHMSI M3 WUIPbl B UIPYy OTJIMYAJIACh Ode-
BUJHOM YpE3MEpPHOCTHIO (OPM M OTKPOBEHHO-
CTBIO KOCTIOMA, 3TH (hopMbI oadEépKuBaBmiero. B
ouepennoit urpe (2013) mbl BuIuM yxe Kyaa 60-
Jee peaJIMCTHYECKUI >KeHCKUi obpa3. M3meHu-
JIOCh U KOJIMYECTBEHHOE COOTHOLIEHUE MY>KCKHX
U )KEHCKUX NEPCOHAXXEW B CTPOHY SIBHOI'O YBEIH-
YEHMsI TTOCJIETHUX, a TAK)KEe MOSBWINCH aJIbTEpPHA-
TUBHbIE TEHACPHBIE IOBEIECHYECKHE CTPATErHH.
Takum 00pazoMm, COBPEMEHHBIE WIpPbI, C OIHOMH
CTOPOHBI, CTaJIH OOJIbIIIE OTBEYATh N3MEHUBILIEHCS
B HHAyCTpUHM jaemorpaduyeckoit curyammu. C
IpYyToH K€, — MPOBOJUTH UJEK0 TOJEPAHTHOCTU U
OOpBHOBI C CEKCH3MOM uepe3 MOBEICHYECKHE MO-
Jeni U 00pa3bl TEPOCB.

ConunokyabTypHasi HHTEPAKIHUS B
npocrpanctee MMORPG

MHorue CcOBpEMEHHbIE HCCIIeIOBATEIN
MPOBOJAT aHANU3 CHENU(UKH COIMAIBHON WH-
tepakuu B MMORPG u BIusiHUS MHOTOIOJIB30-
BaTEJIbCKUX UIP Ha PELMIHUEHTa Yepe3 HEeMmoCpe-
CTBEHHOE MOTrpYyXeHue, yyacTue B mpoiecce. Ta-
KOBBI, HampuMep, pabotsl Bussen Yen, ['enpu

Java'® u Beimeynomsayroit M. B. KaMaHKUHOI.

' Vivian Hsueh Hua Chen, Henry Been Lirn Duh. So-
cializing in an Online Gaming Community: Social In-
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B stux paborax moapoOHO MpencTaBieHbl NMPUH-
LUIIBl CO3/JaHUS TE€X WM HUHBIX TIPyNI B HIPE,
cieun(uKa COLUMAIBHBIX HHTEPAKIMHA B paMKax
9TUX TPYMI, MEXaHU3Mbl BIMSHUS COLMAIBHOIO
B3aUMOJICICTBUS HA YCIIECHIHOCTb I10JIb30BAaTEIICH
U ux mnporpecc B urpe. lHpIMu cioBamu, B HHMX
JlaeTcsl cepbe3Hasi sMIupuieckas 6asza. Yaie Bce-
ro B (hOKyce BHUMaHUs TOJOOHBIX HCCIEIOBaHUN
OKa3bIBA€TCSl OJIHA M3 CaMbIX M3BECTHBIX U CTa-
peHIuX Ha CeroAHsAIHUN AeHb urp — 3to World
of Warcraft.

MHOromnonp30BaTeIbCKUE OHJIAWH HUIPBI —
9TO, Kak IpaBUJIO, UTPBI POJIEBBIE, a IOTOMY B
JAHHOM KOHTEKCTE Ha INEPBBIM IJIaH BBIXOJIUT HE
TOJIBKO Mpo0JieMa COLMATBHOTO B3aUMO/ICHCTBHS,
HO U COLIMAJIbHOW PENpPE3CHTALMN U CAaMOUJEHTH-
¢ukamu. Urpa mpeayaraer Urpoky ONpeaenuTh
I0JI, pacy, KJIAcC, CKOHCTPYHMPOBATh BHEUIHOCTh
aBaTapa, a B JaJbHEWIIEM IOOLIPSAET €ro 3a CUeT
CIOKETHBIX IIETIOYEK MCHpoOOBaTh pa3HbIE POJIH.
B nexoropeix urpax (the Elder Scrolls on-line)
€CTb ONpECICHHbIE OrpaHMYeHHs — He Ooiee
BOCbMH TNepcoHaxkel. B npyrux — Ge3 orpanmde-
HuW. DaKkTUYECKH MBI TOBOPUM O BO3MOXKHOCTH
(bopMHUpPOBaHUS MOJEITH TOBEACHUS MOJIb30BATENS
3a CYeT HEHaBSI3UMBOTO (POPMHPOBAHUS TOBEICH-
YECKOW CTPATEruyl €ro JUrHTalIbHOIO TEJla B BUP-
TyaJbHOU BCEJICHHOM.

MHorue wucciaenoBaTeNd OTMEYAT, YTO
UTPOKU-MYKYMHBI HEPEIKO IPEANOYUTAIOT CO-
3/1aBaTh >KEHCKHE aBarapbl. Onupasch Ha IOJY-
YEHHbIE JaHHbIE, MO)XHO KOHCTaTHPOBAaTh, 4YTO
MY>KUMHA, UTPAIOIIMHA 3a JKEHCKOIO IEPCOHaXa,
MOTHBUPOBAH BIIOJIHE «3E€MHBIMM» IPUYNHAMU:
ero NepcoHaXxk MOPOil HAaUMHAIOT «OIEKaThy OoJiee

teraction in World of Warcraft // Virtual Community
Practices and Social Interactive Media: Technology
Lifecycle and Workflow Analysis. April, 2009. 528 p.

CHJIbHBIE U TIPOJIBUHYTBHIE «T'epom», cHalOXkas ero
«TEPOMHIO» TOJIE3HBIMU 3JIEMEHTaMH rapaepooa,
OpY’KHEM, 3aKIMHaHUSAMU U 11p. IHbIMU clloBaMmy,
Kak Obl HE IpOTMaraHIupoBalIach HJIesl TeHAEPHOTO
PaBEHCTBA, BIIOJIHE «3€MHON» CEKCU3M B OH-JIAWMH
urpax MmpojoJDKaeT UMETh MECTO M cpabaThIBAIOT
T€ K€ MEXaHU3Mbl B3aUMOJEICTBUS, YTO U B pe-
aJIbHOM MHUpE, C KOTOPBIMH JIECATUIICTUS OOpeTcs
¢demunucTcKoe ABmwKeHHe. OHAKO, C YUETOM akK-
TUBHOI'O BHEAPEHUS B UIPOBYIO MHAYCTPUIO UAECH
BAPUATUBHOCTU I'€HAEPHBIX CTPATEruil, CUTyalus
B Omkaiiiiee BpeMsi MOXKET KapJHHAJIbHO M3Me-
HUTBCS.

B pamxax MMORPG nons3oBaTens noiy-
4aeT BO3MOXXHOCTb COBEPILIEHHO HMHA4Ye HJCHTH-
¢unmpoBath cedss M NPOXKUTH ATbTEPHATUBHYIO
KU3Hb Onaromaps 1udpoBoil cBoOO/E AUTHUTANTB-
Horo Tena. [Iporecc coumanu3zanuu obieryaercs
TEM, 4TO BHYTPEHHSSI Mepapxus U CTPyKTypa Oe-
PET 3a OCHOBY IIPUMEpHI, BIIOJIHE NPUBBIUHBIE U
U3BECTHBIE U3 COBPEMEHHOCTHM WM MCTOPHH.
HIMeHHO 3TOT (PaKkT MO3BOJSIET HaM TOBOPHUTH O
cumyJsinuu peanpHoctu. B xopomeit MMORPG
MOJIb30BAaTENh HAWJET caMble pa3sHOOOpa3HbIE Op-
raHu3aluu, — TWIBIUM, (Qpakiuu, mnpodeccuo-
HaJIbHBIE 00BEAMHEHUS — MTO3BOJISAIOIINE PeaTn30-
BaTh CBOW TBOPYECKMH NOTEHLHAN, ONPOOOBATH
YMEHHUS U HaBBIKH, KOTOpPbIE IO TEM WM WHBIM
IIPUYMHAM HEBO3MOXHO HCIIOJIb30BaTh B «pealb-
HOM» JKU3HU.

CouunanpHas kommyHukanuss B MMORPG
BBICTPaNBAETCs MO-pa3HOMY. Bo-niepBbIX, 1onb30-
BaTellb MOXKET (POPMHUPOBATH 3TH OTHOIICHUS CO-
3HATEJILHO M Ha JJOOPOBOJIBHON OCHOBE, OIUPASCH
JUIIb HA CBOM IPEANOYTEHUS U PYKOBOACTBYACH
TOJIBKO CBOMMHU >kKelaHusMU. OH TOUHO 3HAET, B
KaKyl0 THJIBJIMIO XOYET BCTYNHUTb, KOMY MOXXHO
JOBEPSITH U KOIO UMEThb B JApy3bsiX. MHOW TuI
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KOMMYHUKAIIUH, KOTOPBIH MOXKHO YCJIOBHO 000-
3HAYUTh KaK «HEOYEBUIHBIN» MPOUCXOAUT CIOH-
TAHHO U UMEET, KaK MPaBHJIO, KPATKOBPEMEHHBIN
XapakTep. DTO MOXET OBITb HEKOE€ COBMECTHOE
nercreue. Hampumep, mokynka, mpojaxa, yda-
CTHE B COOBITHH, B TIOXOJE B Ty WJIM UHYIO JIOKa-
U0, KOT/Ia TIOAXO/sIIasi TpyIna BeIOUpaeTcs ca-
MO MpOrpaMMoi, a MOJIb30BATENb JIMIIb (PUKCH-
PYeT cBOE KeJlaHUe MPUHATH B 3TOM ydactue. Ho
TOJIBKO TEPBBIH BapUaHT yCTAHOBJICHHS OTHOILIE-
HHUI UMEET ILIAHC BBIMTHU 3a MPENEIIbl UTPHI, TIEpe-
MECTUTBHCS B CIELUAIN3UPOBaHHBIE (POpyMBI, Ha-
ThI, @ TO U B «PEAIbHYI0» JKU3Hb.

Kazanocs Obl, conmanpHas KOMMYHHUKAIIHAS
MMORPG 3aBepiiaercs B MOMEHT BBIXOJa W3
UTPBI, HO U 3]IeCh HE BCE TaK MpOcTo. Bo-nepBhIX,
B psiJie UTP JAUTUTAIBHOE TEJIO MPOJOIHKAET )KUTh
U TI0CJI€ TOTO, KaK OT HEro OTKJI0YaeTcs Teio (u-
3UYECKOE — OHO MOXET OBITh «yOUTO», @ MOXKET U
caMo HabupaTb ONBIT. BO-BTOPBIX, MOJIB30BATENb
UMeEeT BO3MOXHOCTh OCTAaBaThCsl B paMKax JOOu-
MOT'0 COLIMOKYJIBTYPHOTO IPOCTPAHCTBA U 32 Ipe-
nenamMu UQPoBON peaTbHOCTH Onarogaps Crieru-
anbHBIM KaHanaMm B YouTube mnm mporpammam-
npuiaoxeHusM tuna Twitch, paccuuTaHHBIM Kak
pa3 Ha cyOKynbpTypy reiimepoB. Kpome Toro, mo-
nyJsipHas KyJbTypa fajna HaM (eHOMEH KOCIuIes,
r7ie TeiMep MOXKET MOSIBUTHCS B CTOJIb MOJIOOMB-
IeMCsl €My KOCTIOME MJIU BCTPETUTHCS C IPYTHUMHU
reiiMepamu, 3Be3JlaMH WIp, CLIEHAPUCTAMH U pe-
xuccepamu. [Torpyxxenue B atMochepy 100uMon
UTpbl 00ECIEUnBAIOT U apT-OyKH, XyJIO0XKECTBEH-
Has JUTEepaTtypa 10 MOTHBaM WIp, CyOKyJIbTypa
¢daH(UKOB, HACTOJIBHBIE KApTOYHBIE WIPHI IO
CIICHapUsSIM HUIp KOMIIBIOTEPHBIX U T. 7. MHBIMH
CIIOBaMH, MapKETHUHIOBasi CTPATEeTUs] UTPOBOM MH-
OyCTpPUU TIOCTPOEHA CErOfHS TaKUM 00pa3oM,

4YTOOBI TeliMep MMeT BO3MOXHOCTh BOBCE HE BBI-
XOIHUTh U3 JIFOOUMOTO MUpA.

B MMORPG ™Mbl crankuBaeMcs C yHH-
KaJbHBIM COUYETAHUEM HECKOJBKUX BUIOB KOMMY-
HUKAIMK — BepOasbHOW (MHUKPOQOH), MUCHMEH-
HOW (YaThl) U BU3YaJbHOM, KOTOpas (haKTHUECKH
3aMeHsIeT HeBepOalbHYIO (MO3BI, JKECThI) KOMMY-
HUKAIUIO pEaJIbHOU KU3HHU.

[Ipexne Bcero, BU3yalbHas KOMMYHHKa-
U — 9TO HE TOJIbKO Tepenavya nHPOopMaIuu Io-
cpeacTBoM 00pa3oB B CaMOM LIMPOKOM CMBICIIE
3TOTO CJIOBa, HO M TOJIyueHHe WH(pOpMaluu 3a
CUeT MCKIIIOYUTEIIbHO BHM3YaJIbHOTO KaHajla BOC-
npusATHs (3peHue). BusyanbHas KOMMyHHUKanus
11 MMORPG — BHe BCIKMX COMHEHHH, SBIISIET-
csl BeMyIlel Ui mojab30BaTeNss. Mbl TOBOpUM 00
OOIIICHHH TMOCPEJCTBOM OOpPa30B: CKOHCTPYHUPO-
BaHHBI aBaTap yKe caM 1o cebe SBIIETCS HH-
(dbopMaMOHHBIM (PpeiiMOM AJIsT IPYTroro Mmojb30-
Batelns. BusyanbHas undopmarus oOpabarbiBaet-
cs ObicTpee moboit mHOM. «Ilo mccrnemoBaHusIM
Bce Toit ke Wyzowl (komMmaHusi, 3aHUMAFOIIASICS
MapKETHHIOBBIMU HCCIIEOBAHUSIMU Ha pPBIHKE
BUJICO- U LU(POBOro KOHTEHTA — IMPHM. aBT.),
80% nroe MOMHSAT TO, YTO OHH BHUJCIH M YTO
Jenanyu, a BU3yadbHas UHopMmaius odpadarbl-
BaeTcst Mo3rom denoBeka B 60 000 pa3 ObicTpee,
YeM MPOCTOH TEKCT — OYEBMJIHO, YTO BU3YaJb-
HOe OOIIeHHE B pa3bl MPEBOCXOIUT BepOabHOE
no >¢dexruBroctu»!!. Takum o6pazom, Gopmu-
pyercsi ompesenéHHas TPUBBIYKA IOTYYEHUS
uHpopmaruu. [lockombKy BH3yalbHBIH KaHa
BOCIIPUATHUSL YK€ CTall OCHOBHBIM, MOXHO TIpO-
THO3MPOBATh, YTO YHCIO BU3yaJlOB OyIeT cTpe-

"' Cuna Bu3yanbHO# KOMMyHHKAIMM. [DJEKTPOHHBIH
pecypc] // LPGENERATOR. Pexum mocryma:
https://Ipgenerator.ru/blog/2014/05/14/sila-vizualnoj-
kommunikacii/. Jlata o6pamenus 15.09.18.
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Tema Homepa / Topic of the Issue

TEPOH B KYJIbTYPE / HERO IN CULTURE

AHppeli FOpbesny YYKYPOB / Andrey CHUKUROV

| ®eHoMeH 'eposi B KOHTEKCTE BUPTYaJIbHOU peaJIbHOCTHU: K BOIPOCY O B3aUMOBJ/IUSIHMHU U COLU-

anbHOM uHTepakuyu B MMORPG / The Hero's Phenomenon in the Virtual Reality Context: the
Interrelation and Social Interaction in the MMORPG |

MUTENBHO BO3PACTaTh, BEITECHS IPYTrUe IPYIIIIbI
Ha niepudepuro.

BriBoabI

Ha cerogusamnuii 7eHp Mbl TOBOPUM O J€-
CATKaX MHJUIMOHOB YEJIIOBEK, KOTOPHIE MPOBOMSAT
MHOTHE Yachl, Oyay4H MOTPY>KEHHBIMH B BHPTY-
anpHble BcenieHHbie MMORPG. DTu BceneHHbie
OKa3bIBAIOTCS Kyna Ooliee MPUBJICKATEILHBIMU C
OJIHOM CTOPOHBI, a C APYrOil — BO3JEHUCTBYIOT Ha
MO3T M (PU3MYECKOE TENO IMOCPEICTBOM TEX Ke
MEXaHU3MOB, UYTO M COOBITHMHHBIN psj peanbHON
KU3HU: SIPKOE COOBITHE B BUPTYaJIbHOM MHpPE
TOYHO TaK e MPUBOANT K BBIOPOCY B KPOBH CEPO-
TOHMHA, AJPECHAIMHA U HOpaApeHainHa. MHbIMU
CJIOBaMHM, MbI MOJYYaEM Ty K€ XUMHUYECKYIO pe-
aKIMIo, 4 3HAYUT U SMOIMOHANBHEIA (poH. Kpome
TOr0, COBPEMEHHBIN YEJIOBEK MOTPYKAETCA B BUP-
TyaJbHBII MUpP OYEHb PaHO, MPHU 3TOM, HUKAKUX
TEHJICPHBIX PA3JIMYUi B 3TOM MOrPYKEHUU, KaK

MBI MTOKa3ajau, HeT. DaKTU4YECKH, MHOTHE MPOXO-
IST TIPOLIECCHl COLMATM3ALUU U CAMOUACHTU(H-
Kallu{, HaxO0/SICb UMEHHO B BUPTyaJIbHOM MHDE, a
3HAYUT, OPUEHTUPYACH B ITUX MPOLECCAX HA BUP-
TyaJIbHBIE )K€ COOOIeCTBa U XapakTepbl. IMeHHO
10 3TOM MPUYMHE CTENEHb U OCOOEHHOCTH BIIHSI-
HUS T€X WM HMHBIX XYJO0XKECTBEHHBIX 00pa3oB —
repoeB BUPTYAIbHBIX BCEJICHHBIX — TpeOyeT Ooiee
JeTaabHOro n3ydeHus. Kpome toro, repoit BUpTY-
QIIBHON BCENIEHHOM MO49ac OKa3bIBaeTCs Kyaa 00-
Jiee peallbHbIM, YEM I'epOM pPOMAaHOB WJIM KHHO-
(GWIBMOB HEABHErO MPOLUIOro, KOT/A MEXIy
XYJOKECTBEHHBIM TEKCTOM M PELMIIMEHTOM CO-
XpaHslach AUCTaHIMA. B curyanum «mpokuBa-
Hus» MMORPG MBI TOBOpUM O HENOCPENCTBEH-
HOM KOHTAaKT€ Ieposi TOW, APYrOW BCEIECHHON H
HaIIero JIUTMTAIBHOTO TEJa, a 3HAUUT, KaKk Mexa-
HU3MBI 3TOTO B3aUMOJCUCTBUSA, TaK U UX IOCIEA-
cTBHsI OyyT UMETh IPUHIUNHUAIBHOE 3HAUYCHHE.
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