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KOMIIBIOTEPHBIE UTPbI KAK GESAMTKUNSTWERK ITU®POBOM MOXM *

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

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

COMPUTER GAMES AS
GESAMTKUNSTWERK OF DIGITAL AGE

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

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

Gesamtkunstwerk — €IMHOE NPOU3BE-
JIEHHE HCKYCCTBa, KOTOpPOE, IO 3a-
nymke P. Barnepa, NOJDKHO NpPUNUTH HAa CMEHY
MHOT000pa3uIo CYIIECTBYIOIIUX MCKYCCTB M Bep-
HYTb Ha HOBOM CEKYJISIpU3MPOBAHHOM OCHOBAaHUU
CHHKPETHUYECKYIO0 CIUSHHOCTH Teja, CI0Ba, o0pa-
3a, My3bIKH, CYIIECTBOBABIIYIO KOTJa-TO B (popme
PEIUTNO3HOTO
Gesamtkunstwerk He

puryana. llomnmuHHas 3agaga

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

ro. Gesamtkunstwerk — 3TO €IMHCTBO HCKYCCTB,

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

Key words: Gesamtkunstwerk, computer

games, digital reality, media, fake, networkization.

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

Gesamtkunstwerk B onpenereHHOM CMBbIC-
je ObUI OTBETOM Ha KPU3UC HUCTOPUYECKOTO CO-
3HaHus, Bo3HUKIMHN B XIX Beke. Mcropuueckas u
¢dwtonornyeckas Hayka JOCTUTIIN TaKHX YCIIEXOB,
YTO Ka3aJHCh CIIOCOOHBIMH OXXHMBHTH IPOIILIOE,
BIIPOYEM, JIMIIb B yuiepd Hactosimemy. [Ipomoe
YyBCTBOBAJIOCH M MEPEKHUBAJIOCHh KaKk HEYTO
HECpaBHEHHO 0oJjiee peabHOe, YeM HACTOsIIee —
B HEM HE BHJICJIM KOHIIETITYaJIbHOM MOJEIH, B HEM
BUJICTTH HETIPEXOAIIYI0 MpPaBIy >KU3HH, AyX, U3
riyOuH MUTAIOIIUK HAcTosIIee, KOTOPOE B CBOIO
oyepesb BBITIANENIO KaK BBIXOKEHHAs! MyCThIHHAS
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MOBEPXHOCTh. Penpe3eHTaTHBHOCTh, OTCHUIKA K
TOMY, YTO JIGKUT 3a TpaHULAMH (aKTHUECKOTO,
HO YTO TOJJICPKUBAET, IPOU3BOJUT €ro M MO3TO-
My SIBJSIETCS HECPAaBHEHHO OoJiee BaXKHBIM, YeM
OHO — KJIIOYEBasl 4epTa KyJbTypbl, UCKYCCTBa U
Hayku B XIX Beke. [Touck camux ¢akToB, naxe B
MO3UTUBUCTCKU-OPUEHTHUPOBAHHBIX  HCCIIEIOBA-
HUSX, MPUBOJAUT K TOMY, YTO Ha MeCTO (PaKTOB
CTaBSITCS UCTOPUH 00 MX MPOUCXOXKACHUU. brike
K nocneaHed uverBepty XIX Beka CTwib pernpe-
3€HTAaTUBHOCTH (3aMEILEHUs] BEIld HCTOpUe o
Hel) CTaHOBUTCS ONpPEAEISIONIe uepToil moBce-
naHEeBHOCTH. Hanbonpiryro cuity mpou3BOJAT MOA-
pakanus. «J[1000W MCHOIB30BABLIMICA B CTPOH-
TEJNbCTBE MaTepHall MPUKUIBIBAICA YeM-TO Ooee
[IEHHBIM, YeM ObLT Ha camoM jene. To ObuIo Bpe-
Msi “00MaHOK™: MpamMop Ipu Omrkaiimem pac-
CMOTpPEHHUH OKa3bIBAJICA PACKpAILIEHHBIM JEPEBOM,
Onectsamuii anebactp — rurncom. HoBoe MOMKHO
ObUIO BBITJISIETh HA MaHEP CTaporo: IpeyecKue
KOJIOHHBI yKpamanu ¢acan Oupxu, (padpudHoe
3/JaHHE HAIlOMUHAJIO CPEIHEBEKOBBIA 3aMOK, BO3-
BOJWINCh JITaXK€ HCKYCCTBEHHBIE “‘DYHHBI ...
VYBile4yeHHE UCTOPUYECKUMHU aCCOILMALUSAMH TIPH-
BOJIMJIO K TOMY, YTO Cy€OHbIC TOMEIIEHUS MTOXO0-
i Ha J[Boperr 1oxei, B 0ObIYHBIX OypKya3HbIX
KBApTHpPaX MOXKHO OBLIO YBUAETH CTYJbSI JMOXH
Pedopmarniy, OOBSIHHBIE Yallld M OKJIAJbl KHUT
u3 rtunorpadpun ['yrTenGepra, CiyKMBIIHE KO-
poOKamu [yist pyKoaenus» ..

CtpemiieHHE K TOBEPXHOCTH, K (peHOMe-
HAJIM3MY, 3alpeT Ha MOUCK WIUTIO3UU 3aHUX MHU-
POB, 3MUCTEMOJIOTUYECKOE ONpPaBIaHUE (E€CIU HE
KyJIbTUBUPOBAHHE SIBJICHHUSA), 3Bydaliee B (HIIO-
couu Ha BceM mpoTskeHnH XIX Beka, — KpUTH-
YEeCKUM OTKJIMK MBICIH, IIRITAIONICHCS CITacTH

HaCcTOAIICC OT CUMBOJIMYCCKOI'O I'py3a IMPOHIJIoro.

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

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

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

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

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

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

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

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

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

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

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

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

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

* Tecup Banbkupuii // Beoymsd. Crapmas Dnna.
Ilecup 0 Hubenynrax. M.: XyznoxxecTBeHHas IuTepa-
Typa, 1975. C. 349.
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Ja: OHO Temepb He Mepa 00KECTBEHHOU rapMo-
HHUHM, HO Mepa TOYHOCTU. M3MeHwWiCcs caM HpUH-
LHUI MEpbl: TENEPb B HU3MEPEHUM 3HAYUTEIBHO
qaimie MCIOJb3YIOTCS YHU(DUIIMPOBAHHBIE MEPHI,
€AMHUIBI TI0 CYTH, a HE 10 UIMEHHU (B TO BpeMs Kak
MPOCTPAHCTBEHHBIE Mephl B CpelHEeBEKOBbE ObLIN
(haKTUYECKN HECOM3MEPUMBI, a 4ac UMeIl Pa3HYyIo
MPOJIOJKUTENIBHOCTh B PA3JIMYHOE BpEMs TOJ1a),
WU3MEHHIIIUCH TPEOOBaHUS K MMOBEACHUIO YEIIOBEKA.
[Ipoueccsl panmoHanu3alMyu OPUBEIH K PACKOJI-
JOBBIBAHUIO MHPA, JHUIIWIM €r0 CTUXUMHOCTH. W
BMECTE C YTPATOW, OTUYXKIECHHUEM KOIJA-TO €CTe-
CTBEHHOI'O0 COCTOSIHHS, CaMO €CTECTBEHHOE, CTH-
XUHUHOE OTKPBIBAETCS KaK MHOE. Yen0BEK BIEPBBIE
YBUJEN TPUPOIY, TOIBKO KOTJa Tepectan ObITh
MOJHOCTBIO B HEe BKIKOYEHHBIM. [Ipupoma kak
MpEeIMET HACHaXIEHUs, KaK HEYTO LIEHHOE CaMo
o cebe U MpeKpacHOe BHE KaKUX ObI TO HU OBLIO
LEJICH: OT MparMaTUYECKUX J0 ICXATOJIOTMYECKUX
— IMPOAYKT TEXHHYECKHUX nporpamm Hosoro Bpe-
MeHU. Hay4yHO-TeXHHUYEeCKHEe MPOrpaMMBbl, CKOBAB
YeloBeKa CBOMMHU TpPEOOBAHHSIMH, OCBOOOIMIN
€ro Uil CO3€pLAHMS MPUPOJBI KaK 3CTETUYECKOTO
¢denomena. CeronHs, KOrJja CO3HAHUE 3aXBAuCHO
ceThi0 00pa3oB-iephOPMATUBOB, KOTJAa OHO BXKHU-
BAETCS B UYXKHUE COCTOSIHUS IO UHCTPYKIIUSAM, UM-
TUTMIIATHO TPEINOJIaraéMbIM TEXHUYECKUMHU 00-
pazamu, KOrja OHO >KMBET MEepPEKUBAHUSIMU JAPY-
TUX M 49acTo o0Ilee, YHUBEPCAIbHOE OKa3bIBACTCS
IUI Hero 0oJiee JIMYHBIM M 3HAYHUMBIM, Y€M YacCT-
HOE, OHO OKa3bIBAETCA OTUYXKIEHO OT CaMOro ce-
051, OT CBOHX COOCTBEHHEBIX cocTosgHui. TeMm ca-
MBIM OBITHITHBIC COCTOSIHUS, ONPEAUKATHBHBIC
MOJIyChl IPUCYTCTBUS OKA3bIBAKOTCA ISl HETO I10-
TEHI[MATBHO OTKPBITHI B OOJBINEH CTEIIEHHU, YEM B
npouuisie droxu. Eciou B 3nmoxy Hosoro BpeMenn
HWHTEPEC BBI3bIBAJIA MPUPOJA, TO TEIEPh UHTEPEC
BBI3BIBAIOT MPUPOIHBIE BO3MOKHOCTH YEJIOBEKA.
MBI KuBEM B MUpE, K KOTOPOMY CO3HAaHHE HE rO-

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

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

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

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

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

CoBpeMEHHbIE TEXHOJOTHH TpO3AT HC-
KJIFOUEHHUEM LIEJIOTO psAJia SMOLUUM U3 IIHUPOKOIo
psla SMOIMOHAIBHBIX COCTOSIHUM, JTOCTYIHBIX
yenoBeky. Hampumep, B yCIOBHUSIX TOTaJbHOIO
OCETEBJICHUS, KOrja BbIxod B MHTepHeT BO3MO-
KEH B JII000€ BpeMs M IMOYTH M3 JTHOOOr0 MecTa,
CTAaHOBUTCS HEBO3MOXHBIM MpenaThes ckyke. OT
HEe YCHEIIHO Orpa)kJacT MIHOBEHHBIA JOCTYI K
KEeIaeMOMY CETEBOMY KOHTEHTYy. Tak ke u He-
YIOBJIETBOPEHHBI MHTEPEC — HEYTOJICHHOE XKe-
JIaHWE€ 3HAHMS, HAYMHAs C BIIOJIHE MPAKTHUYECKOTrO
3HaHUSA YCTPOMCTBA IOAPYYHBIX BEIICH W 3aKaH-
9YUBasi 3HAHUEM O PA3IMYHBIX BOOOPAKAEMBIX CY-
[IECTBaX, PEAKUX KHHUTAX, CIOKHBIX (PU3HUECKUX
TEOpPUSIX — BCE MEHEE 3HAKOM COBPEMEHHOCTH,
MOCKOJIbKY WHTEpHET MeCTpUT BCEBO3MOKHBIMU
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wiki-cooOrmecTBaMu U 3IEKTPOHHBIMHU SHITUKIIO-
neausiMu. K ToMy ke B 3aJaHHBIX YCIOBUSIX ITO-
00l BOIIPOC MOXKET MCHOBEHHO CTaTh MPEAMETOM
myOIMYHOTO (WM JTaXKe SKCIIEPTHOTO) 00CYyXKje-
Hus. To e caMoe MOXKHO cKa3aTh U 00 OJMHOYE-
cTBe. MecCeHIKephI, COIMANLHBIC CETH, BHUIE00-
JIOTH, HATUBHAS peKJIaMa, oOpaIlaroIascs JINIHO
K TIOJIb30BATENI0, BCTPAUBAIONIASICSI B €T0 WHTEP-
(elicel U MOOMMBIEC CIOKETBI, HOBOCTH, MTOA0Upa-
€MbIe [0 TPUHIUIY HEJABHO MPOCMOTPEHHOMN
uH(pOpMaNUK, — BCE CO3/IaeT BIIEYATIIEHHUE TOTO,
9TO 4eM OOJbIle YENOBEK CYIIECTBYET B IUdDpE,
yeM OOJIBIIIE CIIENOB OH OCTAaBIISIET, TEM OOJIBIIIE
€ro 3aMBIKAIOT B COOCTBEHHBIX kenaHusx. OmHa-
KO caM (pakT BHMMAaHUS K €ro >KEJIaHWI0, CTPEeM-
JIEHUE ero MOoJAepkKaTh MPUBOJIUT K TOMY, YTO OH
MOCTOSIHHO YYBCTBYET JI0 HaBSI3UMBOCTHU 3a00TIIH-
BOE MPUCYTCTBHUE JIPYTOro, 4acTo B yIiepo cBoeMy
cooctBeHHOMY. HeynoBieTrBopeHHBII HHTEpeC,
CKyKa, OJJMHOYECTBO KOHCEPBUPYIOTCS B Hrpax, a
HE B MHBIX ME/INA, T. €. UMEHHO B OTBITE KOMITBIO-
TEPHBIX UTP OHH COXPAHSIOTCS KaK JOCTYITHBIC
YeNoBEKy NepexuBaHus. He ClIoXHO mpencTaBuTh
MYy3€H peIKUX MEPEKUBAHUN WIM IEPEKUBAHUM,
WCYE3HYBIIMX W3 apceHajga JOCTYIMHBIX SIOXHU
CPEICTB CaMOTIOHMMAaHUsI U CAMOBBIPAXEHUS, U
BIIOJTHE BO3MOXKHO, YTO MY3E€HHBIMH CPEIICTBAMU
XpaHEHUS! ATHX COCTOSHUN CTAaHYT KOMITHIOTEP-
Hble Urpbl. OTHAKO, TOMUMO TOTO, YTO UTPBI KOH-
CEPBUPYIOT LENBIN PAN COCTOSHHM, HUCUE3AIOIINX
W3 WHBIX MEJUa, a 3HAYHT, U U3 OIbITa MUPA, OHU
JAI0T COCTOSIHHS, KOTOpPBIE MOXHO TMEPEKUTh
MMEHHO B HUX U KOTOpBIC, BHE BCSKOTO COMHE-
HUs, OyAyT MepEeHUMAThCS U IPYTUMH MEUa.

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

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

€ro MCTOKaMm, 3a 3((HEKTOM OTKPBIBACTCS SHEPT U,
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3a NIPUPOJIOH, COTBOPEHHON B KOMIIBIOTEPHBIX UI-
pax, OTKpbIBaeTcs mpupona TBopsmas. OIMbIT
WHOTO — XUBOTO TPUCYTCTBUS TallHBI U €€ MPHH-
[UITHATHHON HEBBIPA3UMOCTH HU B OJTHOM U3 Y3-
KOCTICLIMAIM3UPOBAHBIX CETMEHTOB IM(PPOBOTroO
CYILIECTBOBaHMs, T.€. LU(pPOBas TOTAIBHOCTD,
OTBIT JIOTIPETUKATUBHOIO LU(POBOrO CYIIECTBO-
BaHUS, POXKIAIOUIUICS MpPU BHE3AITHOM OUIyIIIe-
HUU CWJIBI, CTOSIIICH 32 SIBIICHUEM, TaeTCs B UTPax,
1 UIMEHHO OH OCBOOOXKIAET BEIH, COOBITHS, JIHUIIA,
BO3BpalllaeT HUX K AaBTOHOMHH, CaMOIEHHOCTH.
Mup B urpax He JJaH B ”HOM MOJIyce, KpoMe JTN4-
HOTO, OH OTKPBIT AUAJIOTY, ¥ 3TOT JUAJIOT BEAETCS
C TeM, 4TO oOpallaercsi K UrparoliemMy, He Ipe-
TEH/Iysl Ha €ro CyUIECTBOBAaHME, HO MOJICPKUBas
U TIPOJIOJIKAS €ro.

Bo3pMeM  HECKOJBKO  IMOKa3aTeNbHBIX
npuMepoB. OOpaTiM BHUMaHUE Ha WTPbl CEPUU
Dark Souls (From Software), craBimme deHome-
HOM, U3BECTHBIM JIAJIEKO 32 MpeAesaMHu UTPOBOTO
cooOmectBa. HeoObruaiiHast CIOXKHOCTh HIPBI
MPUBOJUT K TOMY, YTO WIPOK BBIHYXKICH JeH-
CTBOBaTh KpailHE OCTOPOXKHO, yJeNsisi BHUMaHUE
BCEMY MI'POBOMY OKpYXKEHHIO. Bpems mepexua-
eTcs He KaK yCKOPSIOLIas XOJ CTpesika 4acoB, HO
KaK BpacTaHUE B TOPSAOK BEIIEH — IBUKCHHE,
OXBaThIBAIOIIEE BCE CYLIECTBO Wrparomiero. Bpe-
Msi BKJIIOYEHO B ITOBECTBOBAHHE, IEPEKHBACTCS
SK3UCTCHIMATBHO KaK BpEeMsS TPEBOTH, BpeMs
HAJIXK/Ibl, BpeMsl Cep/lia, Tarollero, Kak Bock. B
urpax cepun Fallout (Bethesda Softworks) sk3u-
CTEHIIMAJIBHO MEPEKUBAETCS MPOCTPAHCTBO — OHO
3/IeCh HE IMyCTO€ BMECTHJIMILE BEIleH, HAIpOTHUB,
BEIIM SMAaHUPYIOT MPOCTPAHCTBOM, OHU U3ITYHaIOT
ero u3 ceds, 3acTaBiisisi UTPOKAa MO HalJICHHBIM
OCKOJIKaM TMPOILIOr0 (MHpP WIPbl — IMOCTAIOKa-
JUNTHYECKas MyCTOLIb, HA KOTOPOM 3peeT HoBas
KU3Hb, MUP MOCIIE SAEPHON BOMHBI) BOCCO3/1aBaTh

B TCPCIKUBAHUU HC‘IG3HyBHIHﬁ MUp, KH3Hb,

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

[MudpoBsie Menua OpraHU3yIOT ONBIT MHU-
pa, OJHAKO KOMIIBIOTEpHAsh Mrpa SIBJISIETCS YHH-
KaJbHBIM (PEHOMEHOM, TOCKOJBbKY HIET Jalbllle,
IpeTeHaysl Ha HETpaHCIHUpyeMoe, HelepeaBae-
MO€, HEBBIPa3UMOE MPUCYTCTBUE IO Ty CTOPOHY
ero oopMIIEHHOCTH 3HaYyeHHEM. B To Bpems kak
Jpyrue Meaua XpaHAT M TPAHCIUPYIOT UHPOpMa-
U0, PENpPEe3eHTUPYIOT COOBITUS, CO3/IAl0T 3HAYe-
HUS, UTPHl BO3BPAINAIOT K JOMPEIUKATUBHOMY
OTIBITY, K JIOJMCKYpPCHUBHBIM, IEPBUYHBIM (hopMam
OTHOIIEHHSI K MUPY. MaccoBoe TEXHOJIOTHYECKOe
MIPOU3BOJICTBO COOBITHI B COBPEMEHHOM KYIbType
paboTaeT Kak HMHIYCTPUS CMEPTH, MOIJIOIIas
Hallle BpeMs, Halle TeJo, Hally JIMYHYIO >KU3Hb,
OCYIIECTBIIsIsE pabOTy MO CHATHIO UMEH U JIUII, I1e-
PEeBOJSI aKTyaJlbHOE B BUPTYyaJbHOE, INpeBpalnas
Hac B MPOAYKT WMH(pOpMAIWU, KOTOPYIO MBI HE
MOJKeM OOJIbIIIe TEePeKUBATh KaK YTO-TO, YTO JeH-
CTBUTEJIBHO 33/I€BaCT W TPEBOXKUT: HAIlla HJICH-
TUYHOCTb PACTOXKJIECTBIISICTCS U UCYE3aeT B MPH-
JIOKEHHUSIX, HOBOCTHBIX JIeHTax, amaTapax. Or
KOMIIBIOTEPHBIX UTP MBI KJIE€M TOT0, 4TO dYepe3

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

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

TeNbHOE HU(POBON PEaTHLHOCTH.
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