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TAMAI'OYU U MU® O KUBEPITPOCTPAHCTBE: K BOITPOCY O MAT'HYECKOM KPYI'E

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

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

TAMAGOCHI AND THE MYTH OF
CYBERSPACE: THE MAGIC CIRCLE
REVISITED

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

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

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

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

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

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

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

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

? Tamagotchi Graveyard / Tamagotchi DreamWorld:
[website].

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

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

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

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

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

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

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

10

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

> Tam xe. C. 43.

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

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

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

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

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

u 06a3 JaHHBIX'2

, «cepbe3Hble Urpei»!® u nepsa-
3uBHbIe Urpel 4. Bumu Jlexmousupra, 0600mas
BCEBO3MOJKHBIE HApYIICHUS Maruyeckoro Kpyra,
YIOMHUHAET B UX YHUCIIE HECKOJIbKO HEOUEBUIHBIX
MOMEHTOB: BbIOOp MApTHEPOB Uil UTPHI HA OCHO-
BaHUHU reorpaduieckoil OIM30CTH; CyIIEeCTBOBA-
HUE KPYHHBIX OOBEIUHEHHN TedMEepoB, KOTOpHIE
JEUCTBYIOT OJTHOBPEMEHHO B HECKOJBKHX Pa3HbIX
urpax; oduaifH-BCTpeun Ipy3eil 1Mo urpe u Tak
nanee'.

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

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

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

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

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

Bo Bcex mepedMclIeHHBIX —IpHUMEpax

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

[ToHATHE Marn4eckoro Kpyra KOppeKTupy-
€TCsl U TEPEOCMBICIISIETCS UCCIIEN0BATENSAMHU, KO-
TOpBIE PUICPKUBAIOTCS «TUIOTE3bI CIAOBIX Tpa-
uuiy (weak-boundary hypothesis)!’, Bospakas
NPOTHB TOHUMAaHMUS WIPbl KaK YE€ro-To, IOJIHO-
CTBIO  H30JMPOBAHHOIO OT  pEaJIbHOCTH.
3. KacTpoHOBa TOBOPUT O «IIOYTH Maruyeckom
kpyre» (almost-magic circle)'®, D. Xapsu — o

«TIOTPAaHUYHOM Marudeckom kpyre» (liminal mag-

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

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

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

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

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

Kak ¥ KpUTHKa HAppaTOJOrUH JIFOJOIOTH-

«metanp maszna»  (puzzle

€il, KpUTUKa Maru4eckoro Kpyra agpecoBaHa BO-
oOpakaeMOMY TNPOTUBHUKY: TPYAHO HaWTH yue-

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

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

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

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

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

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

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

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

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

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

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

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

@peiim — 3TO «oIpeaeseHHe CUTYaIun»,
OTBET Ha Bompoc «Yto 31ech mpoucxomaut?»??, ot
KOTOPOTO 3aBHCHUT 3HaUCHUE OOBEKTOB, ACHCTBHIA,
cioB u Tak panee. Kak ormeuaer C. [lerepauHr,
aBTOPBHI OOJIBIIMHCTBA PadOT, MOCBAIIEHHBIX MPO-
0JeMe MarmuecKkoro Kpyra, COBEpLIAOT OJHY U Ty
’Ke OIIMOKY: OHM OINHMCHIBAIOT TPAHHUILy KaK CaMo-
CTOSITENIBHYIO CYIIHOCTb, OTJICJIEHYIO OT Ipoliecca
UTPBl, U TEPMUHBI, KOTOPbIE MPEAIaraloTcs B Ka-

Kpyry
(Brimrouas gpeiim), UCTIONB3YIOTCSI UMH KaK MeTa-

4ecTBE  QJIIbTEPHATHBBI  MarmuecKomy
¢dopsl 3T0M rpaHulbl. s 0OBSICHEHUS IMIHUPHU-
YecKOro Marepualia ¢ TOYKH 3PCHHUS TEOpUHr
(bpeiiMOB Takasi JOMOJHUTENbHAS CYIIHOCTH HE
HY’XKHa: JIOCTaTOYHO IPOAHATU3UPOBATh, KAKUM

00pa3oM OpraHu3yercss U pa3BOpPAYMBACTCS CUTY-

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

39 Tam xe. C. 32.

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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