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ECJIM «MUP — 9TO KOMIIBIOTEPHAS UT'PA», KAK B HET'O UT'PATB?

B mpocTtpaHcTBE COBpEMEHHOU KyNbTYypbl BH-
7Ie0 / KOMIIBIOTEpPHAsI UTPa BBICTYNAeT HACTOJNBKO 3Ha-
YUMBIM SIBIEHHMEM, YTO HEPEAKO OKa3bIBacTCs TIJIaB-
HBIM T'epoeM MeTapHu3MUecKHX HappaTHBOB. B pabote
paccMoTpeHa Mertadopa «MHUpP €CTb KOMITBIOTEpHAs
Urpay», KOTopas ONMpaeTcs Ha UAEH NMOCTTYMAaHHU3Ma, a
TaKkKe COBpeMEHHOW ¢uinocopun co3HaHUs. ABTOP
CTaBUT BONPOC 00 OHTOJOTHYECKOM, aHTPOIOJIOTHYe-
CKOM U KyJIbTYPOT€HHOM MOTEHIHANEe 3TO MeTa(opsl.
[TokasbiBaercs, uTo Metadopa 0 MHUpe KaKk BHPTyalb-
HOW CHUMYJISIMH W/MIIM KOMIIBIOTEPHOU UTpe B OO0Ib-
LIMHCTBE CIy4aeB «paboTaeTy JIMIIb B peKUME OOHOB-
JICHHOW HJieu 0 «Mupe-MammuHey. [Ipemiararorcs KoH-
HEeNTyaJbHbIE YCIOBHS, PH KOTOPBIX MeTadopa O MU-
pe Kak KOMIIBIOTEPHOW HIpe 00peTaeT NeHCTBUTEIBHO
HOBBII CMBICIIOOOpasytomuii noteHnuan. OH CBs3aH,
BO-TIEPBBIX, C OHTOJIOTMYECKUMH HJIESIMH O KOHTHH-
TEHTHOCTH, PACCMOTPEHHBIMHM B aHTPOINOJIOTUYECKOM
U 3K3UCTEHLUAIBHOM paKypce; BO-BTOPBIX, 3TOT IO-
TEHIIMAaJ OCYIIECTBIsieTCsl Onarogapsi BBIXOAY Ha Iie-
penHUH IJIaH aHaldu3a caMOM MTPOBOM NpakTUKH. Ta-
KM 00pa3oM, OCHOBHOW 3afadell MccleJOBaHUS BbI-
CTymaeT He OOHapy)KeHHE apryMEHTOB WM KOHTpap-
TYMEHTOB 1O OTHOILCHHIO K MeTaM3H4YecKOH KOH-
LENIUN 0 «MUPE-CUMYJISLUI», & JEMOHCTpAlusi TeX
CJIEZICTBHM, KOTOPBIE IPOSABISAIOTCS, €CIIM HHTEPIIPETa-
st MeTadopbl «MUP — KOMIIBIOTEpHAs Urpa» He mpe-
HeOperaeT OMBITOM UTPOKA.

KaroueBblie ciioBa: Metadusnyeckas merado-
pa, KOMIBIOTEpHAs Wrpa, BUPTyalbHas CHUMYJIILUS,
reiiMep, KOHTHHTEHTHOCTb, BUPTYO3HOCTh, MOCTTyMa-
HU3M, puiocopus co3HaHUS.

IF “THE WORLD IS A COMPUTER
GAME”, THEN HOW TO PLAY IT?

In the space of modern culture, video / com-
puter game is such a significant phenomenon that it
often turns out to be the main hero of metaphysical
narratives. The paper deals with the metaphor “the
world is a computer game”, which is formed by the
ideas of post-humanism, as well as the modern philos-
ophy of consciousness. The author raises the question
of the ontological, anthropological and cultural poten-
tial of this metaphor. It is shown that the metaphor of
the world as a virtual simulation and / or computer
game in most cases “works” only in the mode of the
updated idea of “the world — the machine”. Conceptual
conditions are proposed under which the metaphor
about the world as a computer game acquires a truly
new meaning-making potential. It is associated, firstly,
with ontological ideas about contingency, considered
in the anthropological and existential perspective; sec-
ondly, this potential is realized due to the coming to
the forefront of the analysis of the game practice itself.
Thus, the main task of the research is not arguments or
counterarguments in relation to the metaphysical con-
cept of “world — simulation”, but a demonstration of
the consequences that occur if the interpretation of the
“world is a computer game” metaphor does not neglect
the player’s (gamer’s) experience.

Key words: metaphysical metaphor, computer
game, virtual simulation, gamer, contingency, virtuos-
ity, posthumanism, philosophy of consciousness.
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B IPOCTPAHCTBE COBPEMEHHOM KyJlb-
Typhbl OTYETIIMBO HPOSBIACTCS BIIHUS-

HUE MeTapu3nuecKoi MeTadophl, COrJIaCHO KOTO-
POl «MHp — 3TO KOMIIBIOTEPHAs UTpay (Jajnee Me-
tadopa «mup — K»). Ee pasHOBUAHOCTSMU BBI-
CTYIAIOT YTBEP)KJIEHUS «MHUP €CTh KOMIIBIOTEpHAs
CUMYJISILIUS» WM «MHUP €CTh BUPTyaJlbHAsl CUMY-
asuus»!. VI XOTS MOHATHS «KOMIBIOTEPHAS) W
«BUPTYyaJIbHasl» HE SIBJISIIOTCSI CEMAaHTUYECKH TOXK-
JECTBEHHBIMH, B KOHTEKCTE MeTadopbl «MUp —
KW» ux CHHOHUMHIO MOXKHO JOMYyCTUTh. OJIHAKO
Ja’ke O4YeHb MIMPOKOE pachpocTpaHeHue merago-
pBl B IIPOCTPAHCTBE KYJIbTYphl HE JI€JacT aBTOMa-
TUYECKH €€ CMBICH «IPO3pauyHbIM» JJs 3TOU
KyJnbTypbl. CoBpeMeHHast KyJlbTypa HpeIpUHH-
MaeT TOJBbKO IEPBBbIE IIaru IO HAIpPABICHUIO K
pedexcun uaeu 0 MUpe-CUMYJIISIIUH; Yallle BCEro
00CYKIAIOTCSI apTYMEHTBl «33» U «IPOTHB» Ca-
moii unen. Ho s ¢punocodekoro uccnenoBanus
OO0JIBLINI MHTEpEC MPEACTABIAIOT OCHOBAHUS, KO-
TOpPbIE BBI3BAJIM K XU3HU OIPEICIIEHHYIO IJIO-
OanbpHyI0 MeTadopy, a TakKe aHaJU3 CMBICI000-
pa3yloliel MepcreKkTUBbI, KOTOpas OTKPbIBAEcTCA
Omaronaps ei.

TpyaHo yka3aTb UCTOYHHUK WM aBTOPCTBO
camoii uaen «mup — KM». Mbl H0DKHBL Oyaem
TOBOPUTh M O IUIATOHOBCKOW MeTapu3uKe, U O
KOHILIEMIMN MHUPA-MANHU, U O LIOMEHIay3pOBCKOMN
MHTEpPOpETAllMi 3TUX 00pa3oB-uaeh, u 00 uX
Hay4YHOM YTOUHEHUH B TEpMHUHaX TeopeMsl ['ene-
T, U T. A., U T. . [loxkanyi, uMeeT CMbICIT BbIIE-
JUTH JUIIb HanOosee 3HAYMMBI MOMEHT aKTya-
JU3allN 3TUX NPEJCTABIECHUN B Ka4eCTBE CaMo-
olnyieHus KyapTypbl. B 1970-80-¢ rr. noiyuator

! Berymmuckuii A. C. «Mbl KHBEM B KOMIBIOTEPHOM
urpe»: BHUACOMTpoBas Meradopa M ee Meradpu3uye-
ckuit motenuman // dunocodekas mpicnb. Ne 10. 2017.
C. 164-172.

IIMPOKOE PACHPOCTPAHEHHUE KOHLEMIIMH O CUMY-
JSATUBHOM XapakTepe HSKOHOMHYECKOW OCHOBBI
P. Kypua).
K. bonpuiisip B cCBOMX pacCyXIEHUSAX O TUIIEppe-
QIBHOCTH 0000IIIaeT 3TOT MOTHB: COBPEMEHHOCTh

obmecTBa  (Hampumep, paOOTHI

— 3TO «aroHU3MpPYHOIIas PEealbHOCTbY, KOTOpas
OTHaeT MpeanouTeHue cumyskpam?®, OnHako Me-
tadopa 0 MHpe, IPEACTaBIAIONEM co00i IMEHHO
KOMIIBIOTEPHYIO  CUMYJILIMIO, TPOSIBUIACH B
KyJbTYpe TOTJa, KOIJa Ha MEPBbIM IJIaH BBILIUIN
CMBICIIOBBIE OTTEHKU «CIEIaHHOCTH», MCKYC-
CTBEHHOI'0 XapakrTepa 3Tod cuMyssanuu. IIpumep
Haubosee SPKO MPO3BYYABIIETO BOILIOLICHUS
JAHHOW WJIEU — 3TO, KOHEUHO, Tpuiiorusa «Matpu-
ua» Badocku (1999-2003). He Tonbpko xynosxe-
CTBEHHBIE JIOCTOMHCTBA (PUIIbMa CIIPOBOIIMPOBAIN
MOLIHBIM KYyJIbTYPHBIM PE30HAHC, HO U «IOArO-
TOBJIEHHOCTBY» MEHTAJIBHOM Cpellbl K HAee MHUpa
Kak BUpTyalbHOro apredakra. M sta moaroroBka
— peno He Toibko XX—-XXI BB. MOXHO yTBEp-
&Kmath, uto Meradopa «mup — KW» sBasercs
TOJIKO OTYACTH Pa3BUTHEM (PUIOCO(CKUX CIEKY-
i 00 yTpaTe 4yBCTBA peaibHOro; B HEH ak-
TUBHO TIPE/CTABJICHO Pa3BUTHE MeTa(Opbl «MHUP-
MalInHa.

«MamuHa» (Tped. unyovn) — «XUTPOyM-
HOE HM300peTeHHE», «YyJIOBKa». MallnHa MBICITH-
Jach JPEBHUMH Irpekamu 0coboil ¢popmoii moapa-
KaHUS TPUPOJE, C MOMOIIBIO KOTOPOW YeNOBEK
3acTaBigeT 3Ty npupoxy paborath Ha cebs. Co-
3/1aHUE «MHUP-MAIINHBD) KaK MUPOBO33PEHUECKOTO
KOHIIETITA TOXE OBLIO «JIEJIOM TEXHUKH» — 3Ty
MAIIMHHYI0 MeTa(opy BBICTPOMIHN YK€ HOBOEB-

poreiickue (Gumocoppl U ECTECTBOUCIBITATEIH.

? Cm. moxpo6uee: Camapckas E. A. XKan Bonpuiiap u
ero Bcenennas 3HakoB (ITocnecnosue) // bonpuitsap XK.
O6mmecTBO MoTpeOICHUSL. M.: KynsTypHas
pesomronns, Pecniyonuka, 2006. C. 251-264.
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P. 'yk — oquH U3 T€X, KTO OBLI BJOXHOBIIEH Uaeei
BUJICTb MHUP MAaIIMHONOAOOHBIM, TOBOPHI O IIpe-
HUMYILECTBAX <«3pbl ONEPATUBHBIX M MEXaHU4e-
CKUX 3HAHMID» KaK O BO3MOXHOCTH «pa3iINYUTh
BCe TanHble AevicTBus IIpupoasn» 1o aHamoruu «c
TakKUMHM TIPOM3BEJIECHUSMU HCKYCCTBA, KOTOpBIE
YIPABIAIOTCS KOJIECAMU, BUTATEIIIMU M IPYXKH-
HaMH ¥ KOTOpble ObLTM pa3paboTaHbl YerIoBede-
CKUM YMOM»’.

Kazasnoce Obl, COBpeMEHHYIO 110Xy YK€ HE
MOTYT 3aUHTEPECOBATh UAEHU PHTy3UMa3Ma U HEU3-
6exHocTH Tmporpecca. Ho mammHa npucyTcTByeT
B KauecTBE IJVIABHOTO JAEHCTBYIOUIETO JIMLA U B
metadope «mup — KW», moromy yto mammHa —
3TO HE «KOJIeca U MPYKUHBI», HO B MEPBYIO OUe-
peab  MIPOU3BEAEHHOE KEM-TO  «XUTPOYMHOE
YCTPOUCTBO», COBEPILAIOLIEE ONPEIEICHHYIO pa-
6oty. Huk boctpom — ¢dyTtyposor, pa3BuBaromuit
U MOCTTyMaHu3Ma (TpaHCTyMaHHU3Ma), AUPEK-
top Muctutyta Oynymiero yenoseuyectBa (Future
of Humanity Institute) B8 Oxcopackom yHHBEp-
CUTETE — MPUBOAUT JOBOJBI B MOJIb3Y MeTadhu3u-
YEeCKOro JOMYIIEHHUS] O TOM, YTO HAlll MUP MOMKET
SABJIATHCS KOMITBIOTEPHBIM IPOU3BEACHUEM IOCT-
YEeOBEUYECKON IMBUIM3anuu®. 3anaBasch PUTO-
PUYECKHUM, 1O CYTH, BOIIPOCOM O TOM, MOYEM JIH
MBI JI0Ka3aTh, YTO HE KUBEM B OJHON U3 CUMYJIS-
uuii, bocTpoMm paccykIaer 0 4eJIOBEYECKOM OITbI-
T€, «BOILIOIICHHBLIM in machine, a He in vivoy. U
OCHOBHas paboTa 3TOM MaIIMHBI — MPOU3BOJIUTH
CUMYJISILIMIO, YACTHIO KOTOPOI MBI U SIBJISIEMCSL.

> Hooke R. Micrographia. London: Printed by Jo.

Martyn, and Ja. Allestry, Printers to the Royal Society.
1664.

URL:  http:/www.gutenberg.org/files/15491/15491-
h/15491-h.htm (mara obpamenus: 29.01.2019).

* Bostrom N. Are You Living in a Computer Simula-
tion? // Philosophical Quarterly. Vol. 53, Ne2l1,
pp. 243-255.

HccnenoBarens B 00JacTH 3KOHOMUKU H
IIOJINTOJIOTUH, HAY4YHBIM COTpyAHUK MHcTHTyTa
Oynaytiero yenoBeyectBa PoOnH XaHCOH pa3BUBa-
€T MbICIIb bocTpoMa: MBI JKMBEM B OIPAaHUYECHHON
CUMYJISILIUU C HU3MEHSIOIIMMUCS ACTAIAMU U PO-
JeBBIMU XapaKTEPUCTHKAMH, TO €CTh MOJ00HO
TOMY, KaK CYLIECTBYIOT IIEPCOHAKU KOMIIBIOTEP-
HbIX urp. Ilocie Toro kak Bama BedyepuUHKA 3a-
KOHYEHA, JIFO/M, COCTaBIISIONINE ee (POH, MPOCTO
«CTUPAIOTCS»; 32 MpeJieslaMu KITIOYEBBIX COOBITHIA
UX HE CYLIECTBYET. DTH PACCYKIECHUS MOXKHO HH-
TEPIPETUPOBATh KAaK HOBBIM BHUTOK «OepKIInaH-
cTBa»°. B KauecTBe BBHIBOJIA ABTOP JA€T HECKOJIBKO
IIPOBOKALIMOHHBIM COBET: €CIIA BBl YBEPEHBI, YTO
JKUBETE B TAKOM CUMYJISALUHU, BaM CIIEyET MEHb-
e 3a00TUTBCS O JAPYIHX, OOJIbIIE JKUTh CEro-
THSIIHUM JTHEM, C/AeNaTh TakK, YTOObI Ball MHpP
BBITJIS/IET B KOHEYHOM HMTOTe OOraThiM, OXKUAAThH
U TIBITAaThCS yYacTBOBATh B KIIFOYEBBIX COOBITHSIX,
pas3BieKaTbCs M JepKaTbh BOKPYT ceOsi M3BECTHBIX
Jo/Ied, KOTOpBIE JOJDKHBI OBITh CYACTIMBBIMH U
3aMHTEPECOBaHHBIMU B Bac®. Boctpom nomyckaer
OECKOHEUHYIO  HEpapXUi0  MUPOB-CHMYJISLIUH.
PasBopaunBaHue 3TON 3aXBaTbIBAIOIICH KapTUHBI
MIPUBOJUT, OJHAKO, (TaKke, Kak U y XaHCOHA) K
JOBOJIBHO CKYYHOMY WTOIY: HMYErO MPHUHIIMIIU-
QIbHO HE IMOMEHsUIOCh. Peub muer o pas3Butuu

> CMm. crateio A. JlaTeimoBoii «MrpoBoif HCKyCCTBEH-
HBI MHTEIUIEKT KaKk MEIUYM COLHMAIbHOTO MHpPa» B
TOM HOMeEpe, B KOTOPOH paccMaTpUBaeTcsi, Kak CO-
BpEeMEHHBIE SKCIEPUMEHTHI TeiiMIN3aiiHEpPOB ¢ HCKYyC-
CTBEHHBIM HHTEIUIGKTOM B KOMIIBIOTEPHBIX HIpax
MPHUBOAAT K TOMY, YTO HEUTPOBBIE IMEPCOHAXKH, HACE-
JSIOIIME BUPTYaNbHBIE MUPHI, TPOAOIIKAIOT KUTh CBO-
el JKM3HBIO TMOCIE MPEKPalIeHUs] B3aMMOJCHCTBHUS C
WUTPOKOM, 4TO MPUBOIUT K MOCTECNIEHHOMY IPEoIoie-
HUIO TON OCPKIMAHCKOM MEepPCeKTUBHL. — [Ipum. peo.

6 Hanson R. How to Live in a Simulation // Journal of
Evolution and Technology. Vol. 7. 2001. URL:
https://jetpress.org/volume7/simulation.htm (zara o6-
pawmenus: 29.01.2019).
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«MHpa-MallluHbID», O TCXHOI'CHHOM XapaKTCpE Clia-

CCHHUA OUBUIIN3aIIUH, KOTOpas, 110 MBICJIN

boctpoma, HEyMOIMMO [ABMXKETCS K IpezaesiaM
CBOETO CYIECTBOBAHMS .
IIpencraBieHusi MOCTTyMaHU3Ma O MUpe-
CUMYJISIIUM HAXOAAT MHOIO TOYEK COIPUKOCHO-
BEHUS C KoHUenmumed ¢uiocoda-KorHUTUBHCTA
T. Metuunrepa. A 0CKOJIbKY OH aKTUBHO OIIUpa-
€TCs Ha SMIIUMPUYECKUN Marepuanl HEHPOKOTHHU-
THUBHBIX MCCIIE0OBAHUN, 3TO HACTOJIBKO YKPEIUISIET
UJed 0 MUPE-CUMYJISIMHU, YTO JaHHas MmeTadopa,
KaXeTcsl, YK€ BXOJIUT B CBOIO «YBSIAIONIyI0» (a-
3y: KOrJa €€ 3HAa4CHHUE MOMYUHACTCA IpaBUIIaM
CTaHJApPTHOM CEMAaHTHUKHU, UCUE3AET €€ NPUHLIUIIN-
allbHas HEOJAHO3HAYHOCTb, U 00pa3 mpuoodperaeTr
cratyc noHarus. Jla, MeTtuuHrep nporoBapuBaer,
YTO MMEET JIeJI0 ¢ MeTadopoil, OJHAKO TYT K€
yTBEpKIaeT: «Mbl KUBEM B BHUPTYaJbHOM MHU-
pe»®, — ¥ cpaBHUBAET HAII OTIBIT KU3HHU C ONBITOM
IIOTPY’KEHHOT0 B KOMIIBIOTEPHYIO UI'PY YEIIOBEKa,
I KOTOPOTO «BO3MOXKHOE MOXKET OBITH MEPEexkH-
TO KaK peanbHoe»’. LleHTpanbHbiii 00pas ero KoH-
LENIUU — «TYHHENIb Jro» (OHATUHHBIE KOpPEs-
ThI: «(pEHOMEHabHAasl CaMOCTb», «HEHPOHHBIN
KOppemsT co3HaHus»). Llenp — nokasaTs, 4T0 MUp
ropazzio Oorade BOCHPUHHMAEMOTo, HO Hall pa-
3yM 3anepT B HelpoHHOU cumymsiuuu. Co3HaHue
ecTb cucTeMa (QUIBTPYIOUIMX MEXaHU3MOB, KOTO-
pBIMU  OECCO3HATENBHO TEHEpUpyeTcss COOCTBEH-
Hasl «peabHOCThY. MeTLUHHTep HCIIONIb3yeT 00pa3
IJIATOHOBCKOM MELIepbl U TpEHaXepa CUMYJIALUN
IIOJIETOB, KOTOPBIE B CBOIO OYEpE/b SBIISIOTCS Te-
MU 00pa3zaMu, 9TO MOMOTAIOT MOHITH MeTadopy
MUPa-CUMYJIALUU. «MO3Tr — 3T0 BCe0OBEMITIOIHNIA

” Bostrom N. Existential Risk Prevention as Global
Priority // Global Policy. Vol. 4, Ne 3. 2013, pp. 15-31.
® Metuunrep T. Hayka o Mosre u mud o cpoem 5.
Tynnens aro. M.: UznarenscrBo ACT. 2017. C. 179.

? Tam xe. C. 184.

CUMYJISITOpP IIOJIETOB, CAMOMOJEIUPYEMBIH Ccamo-
JeT, KOTOPbIi, BMECTO TOT'O YTOOBI YHpPaBIATHCS
MUJIOTOM, MOPOXAAET CIOXKHBII BHYTPEHHUH 00-
pa3 caMoro cedst B CBOeM COOCTBEHHOM BHYTPEH-
HeM cumyJstope 1oieToB»’. Crennl «Heipode-
HOMEHOJIOTUYECKOH NEIIEephl» HEMPOHUIIAEMBI, a C
TpeHa)kepa NMUiIoTy He colTu. TyHHens Oro — 3To
«(yHKIIMOHANIBHAS TPaHULIA, OYEPUUBAIOIIAs OCT-
POB CO3HAHUS B OKEAHE U3 MUpHAJ MEHEE WHTE-
IPUPOBaHHBIX M  MEHEE

TECHO  CIIAPEHHBIX

HEMUPOHHBIX MHKPOCOOBITHIN!!,  3BOMIOIMOHHO
BO3HHKIINK cioco® o0paboTku mHpOpManmm, oc-
HOBOH KOTOPOTO BBICTYHNAIOT PEKyppPEHTHBIE CBSI-
3M KaK HeNpepbIBHbIC UKl OT HU3IIETO K BBIC-
UM TopsiAKaM uH(popMarmu. «IOro — (ukuus,
XOTsl W YyAECHOE YIPAaBIISAIOLIEE YCTPOHCTBO.
<...> S yrBepxknaio, uTo (peHOMEHAIBHBIN OMBIT
OT TMEPBOTO JIULA M BOSHUKHOBEHHE CO3HATEIHHOM
CaMOCTH — 3TO CIJIOKHBIE BHJBI BUPTYAJIBHOU pe-
abHOCTHY 2,

OctaBisisi B CTOpoHE BOmpoc 00 yOemu-
TEJBHOCTU JOBOJIOB O MUPOCHUMYJIALIUHU, COCPENIO-
TOYUMCSI Ha 3BPUCTUYECKOM IOTEHIMANE caMon
Mmetadopsl. Ecin «Mup-mammnHay 0bU1 He00X0 UM
IUISL TOTO, YTOOBI BCTAJIM HA HOTH TOHSTHUS «IIPO-
IPecc», «3aKOH IMPHUPOJBD», GKECTKUH IeTepMH-
HU3M» U T. II., TO, YTO JaeT HaM MeTadopa «MUp —
KOMIIbIOTepHas cumyisinus»? Co3naercs BHevar-
JICHHE, YTO ISl €€ aBTOPOB OHA BBICTYMNAET JOBO-
JIOM B T0JIb3Y (PyHJAaMEHTAIbHOIO U OKOHYATEINb-
HOTO0 TecCUMHU3Ma: «DBOMIONUA TPOCTO CIy4H-
nach, 0e3 MPOBUICHUS, MO CIy4yailHOCTH, Oe3 Iie-
mu. Hekoro mpes3uparb: HET TOro, MPOTUB KOO
MOKHO OBIJIO ObI MOAHATH OYHT, Belb Ja)K€ HAC

10 Tam xe. C. 186.
' Tam xe. C. 47.
12 Tam xe. C. 183.

| 1(34) 2019 |

© W3patenbctBo «3naoc», 2019. ToNbKO ANA ANYHOTO UCMOIb30BaHMA.
© Publishing House EIDOS, 2019. For Private Use Only.

MexayHapOoAHbIN }KypHAN UCCNea0BaHWUA KyAbTypbl

International Journal of Cultural Research
www.culturalresearch.ru

91



Tema Homepa / Topic of Issue
KOMIIBIOTEPHBIE UT'PhI: TEUM/IU3AWH KYJIBTYPbI / COMPUTER GAMES: GAME DESIGN OF CULTURE

CseTnaHa BuktoposHa OBO/IKUHA / Svetlana OBOLKINA
| Ecim «MUp — 3TO KOMNBIOTEPHAsS Urpa», Kak B Hero urpats? / If “the World is a Computer

Game”, then how to play it? |

camux He™»!3. To ecTh, KpOME MOTHBA GOIPHIAs-
POBCKOH TOCKM IO yTpaue€HHON peasbHOCTH 00-
HOBJIEHHasi MeTa(opa MaIIMHONOJA0OHOCTH MHpa
HUYEro HOBOro HaM He naet. Kakoe, B camoM ne-
JIe, HaM JIeJ10 JI0 TOT'0, YTO «X0351€Ba» CUMYJISALNH,
BO3MOXHO, HallMcalu KOJA B BUJE IJIOCKOW» OH-
tosioruu? Wnm uto bor-uacoBIMK, COTBOPUBIIMN
U KOHTPOJMPYIOIIMA MHp-MalluHy, OTMEHEH B
NoJIb3y IUBHIM3aIMK nocTioaei? He Gepercs B
pacueT M HOBM3HA CaMOW MallUHBI, MOCKOJIbKY
UTOTOM OKa3bIBAETCSl BCE TE€ € IECCUMUCTHYE-
ckue MoTuBbl: «HOBBIE Menmacpensl MOTyT IO-
pPOXIaTh HOBYIO (OpMY MPOOYKICHHS COSHAHMUS,
KOTOpas  HMMEeT  CXOJACTBO  co  cnabo-
CyObEKTUBHBIMH COCTOSIHUSIMH — CMECBIO CHa,
JEMEHLUM, MHTOKCUKALMU ¥ MH(MAHTUIM3aHN» 4,
[TosTOMy, HE 0COOEHHO pPacCUUTHIBas HA aBTOPOB
metadopsl «mup — KW», crout npeanpuHsaTh 60-
Jiee akKTUBHOE MCCIICIOBAaHHUE €€ KyJIbTYpOo(hOopMH-
pYIOILEro MOTEHIHANIA.

B nepByto odepens Opocaercs B riasza oj-
HO YMYIIEHHWE: Mbl HE CIBIIIMM O POJIU UTPOKOB.
Co3pmarenu KOMIBIOTEPHOI UTphl B OOJIbIEH cTe-
[EHU UMEIOT JIEJI0 C TEXHUYECKOW €€ CTOPOHOW:
KOJIOM, KOMIIBIOTEPHON TpauKoi, HrpOBOU
w1athopMoOi U T. . — U HE OHU KOHTPOJUPYIOT
[IOBEJICHUE UI'POBOM CUMYJIALMM B KaXKAbI MO-
MEHT, 3TO JieNaeT Urpok. Mrpok xe, He SABIAACH
CO3/1aTelleM MUPA-CUMYJIALUU, COBEpPLIAET HEMO-
CPEICTBEHHBIE MAHUITYJIALIUU B 3TOM MHpeE. «XO0-
3SIMH» U «UTPOK» B MPUHIIUAIIE MOXKET OBITh OJHUM
U TEM XK€ CyOBEKTOM, HO B 3TOM Cllyyae B Tpeie-
Jie MBI JOJDKHBI OyJIeM TOBOPHTH O TaKOM «XO3s-
MHE» MHpPA, CYLICCTBEHHON 4YEPTOM KOTOPOrO sIB-

JSETCSl «UIM30MAHOE PACCTPOMCTBO», MOCKOJIBKY

3 Mermunrep T. Hayka o mosre u mud o cBoem 5.
Tynnens sro. M.: UsparensctBo ACT. 2017. C. 368—
369.

' Tam xe. C. 413.

OH NEPMAHEHTHO «pa3/JIBauMBAECTCSA» HA aBTOpa WU
urpoka. Hukrto u3 aBTOpOB MeTadopsl «MUp —
KI» ne menmaer momoOHBIX 3asBieHuid. [losTomy
UTOIOM HEOECMOJIEe3HOI0 YTOUYHEHHS O CyOBeKTax
«vupa — KW» crnenyer BUaeTh Takyl KapTHUHY:
«XO3MH» CUMYJISIIUU BIAJCET TPAHULIAMH U TIpe-
JieJaMUA BO3MOYKHBIX JIEUCTBUM HACENSIOMIMNX ITOT
MHp CYLIHOCTEH; «HUI'POK» OCYILIECTBISECT CBOU
BBIOOpD B OTHX TMpenenax. A 3HAYUT, OCMBICTSS
Mup B ycraHoBke «vup — KHW», ocrtaBusath 3a
CKOOKaMH OIBIT HUIPAIOIIEr0 HEBO3MOXHO. B
JIAHHOM CIIy4ae Mbl TOBOPHM HE O JIFOIUYECKOM'>
acnekre camMou urpel. Peup nuiibe 0 TOM, 4TO Me-
tapopa «mup — KW» 06e3 urpoka m ero omeita
JNENCTBUTEIBHO HE MOYKET UMETh HUKAKOIO HOBO-
ro0 CEeMaHTHYECKOr0 U KyJIbTYpPO(OPMHUPYIOIIErO
noreHuuana. be3 ydera WrpoBOro omsiTa BCE
«OCTaeTcs Tak, Kak ObLIOY.

Ho crour Ham mo3BOJNUTH «IIPOSIBUTHCS
urpoky B «mupe — KW», MoxkHO OyneTr yBUICTH,
9YTO OHTOTEHE3 €ro OMbITa MOPA3ZUTEIBHBIM 00pa-
30M BOCHPOM3BOIUT (HIIOTEHE3 KYJIBTYpBI, 3aBO-
pOXEeHHOH MeTadopol MalIMHBI — 3TO IEPBOE
CIIEJICTBUE HAIIUX yTOuyHeHWH. BoT urpok Oeper
HOBYIO UT'PY M CHayaja BOCXHILAETCSA 3TOU HOBOU
«MamuHoN» !, onenuBag ee «caenaHHocTh». Io-
no6HeIM oOpazom uenoBek XVIII Beka Bocxu-
mancs «[luaHucrom» wiAM JPyruM «aBTOMATO-

HOM» TIPOU3BOACTBA 3HAMCHHUTOTI'O ceMelcTBa

5 Ot nar. ludus — «urpa, 3abaBa». [lox «wroguye-
CKUM» B KOHTEKCTE€ HCCIEIOBAHWN KOMITBIOTEPHBIX
UTP YacTO MOHMUMAETCSI TO, YTO OTHOCUTCSI K CHCTEMeE
npaBwI, (OPMAIGHBIM CTPYKTypaM WIPBl U T. I —
Ipum. peo.

' 3, Opcer roopur 0o KU kak o mammue: mpedukc
«kuOep» yKa3bIBaeT Ha TO, YTO TEKCT paccMaTpUBacT-
cs MammHo#: «He meradopruuecku, a kKak MexaHU4Ye-
CKO€ YCTPOHCTBO Uil ONPEACICHHOI'O MPOM3BOJICTBA
3HakoB U cMbIiciioBy (Aarseth E. J. Cybertext: Perspec-
tives on Ergodic Literature. Baltimore, MD: The Johns
Hopkins University Press. 1997. P. 12—-13).
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Kaxe-/Ipo. Ho Bocxuienue («kak HacTosiee!»)
paHO WJIM TO3JHO YCTyMaeT MECTO MOTPEOHOCTH
UI'POKa HCII0JIb30BAaTh MAIIMHY «HE 10 Ha3Hayde-
HUIO»: 3aJaBaTh TAKOM DPEKHUM WIPbI, KOTOPBIi,
CKOpee BCEro, YHHYTOXXWJI Obl «aBTOMATOH», HO
HE YHUYTOXAET KOMIIBIOTEPHYIO UIpPy. DTO BaXK-
HBIi MOMEHT SMaHCHUIIAIUM MeTadopbl «MUpP —
KW» oT Meradopsl «MuUp-MamInHa»: HOBbIE KOH-
HOTAIIUM CBSI3aHBI C TEM, YTO KOMIIbIOTEPHAs UIpa
— 3TO MalllMHa, KOTOpas JaeT YeJOBEKy OoJiblile
cTerneHeil cBOOOJbI B OTHOIICHHWH caMoOW ceOs.
Ecnu xTo-TO Hayas Urpartb B KOMIIBIOTEPHBIE UT-
pol (wum Brmroumiics B «mup — K»), y Hero ectb
IIaHC CTaTh FeMEpPOM-BUPTYO30M, TO ECTh 10 HE-
KOTOpOH CTemneHu mnpeHedperaTb TeM, «KaK BCe
ycTpoeHo». 1 3To Bce MEHseT.

II. BupHO, KOTOpBIM BHIUT B KaTErOpUU
BUPTYO3HOCTH KpalHE BaXKHYIO JUIsl COBPEMEHHO-
CTH TIEPCHEKTUBY pa3BUTUS KyJIbTYpbl, B TOM
YuCJie MOJUTUKH U 3KOHOMHKH, IPEINPUHUMAET
IIOMCK BO3MOXHOCTEH €€ «HE CEpBUIBHOIO» (TO
€CTb HE CBS3aHHOTO C IIOJHEBOJBHBIM TPYIOM)
xapakrepa. TpaJuIIMOHHO B aHAJINM3€ COLMAIBHO-
SKOHOMUYECKOW CHUTyallMd BBIIEISUIACH JESTEINb-
HOCTb, B KOTOPOI NMPOIYKT HEOTAEIUM OT IPOU3-
BOAMTEIBHOIO aKTa (HampHUMeEp, JAeATENbHOCTh
apTUCTa, Bpaya, YYUTeNIs U T. I1.), ¥ OTMEYaJOCh,
YTO TOCJEAHUN BapUaHT UMEET CXOJCTBO C Jes-
TEJNBHOCTBIO CIyTU: «TpyA Oe3 Mpou3BelNeHHs =
nuuHble yenyru»!’. OmHako MUp TOMEHSUICH, W
NESITEIbHOCTh UCIHOJHUTENS-BUPTY03a YXKE HE
MOXKET CTBIUIMBO IOMEIIATHCA B CEKTOP «Cep-
BUJIBHOCTH», HO, HA00OpOT, OTMEYaeTrcs poib
BUPTYO3HOCTH B JIeJie MPEOAoJIeHUsT (Popau3-
Ma/Teisopu3aMa (TO €CTh MPEONOJICHHUS BOILUIO-
IIEHHOW MeTadopbl «MHpa-MalinHay): «S mona-

7 Bupno Il. I'paMmaTHKa MHOXECTBA: K aHAIH3y

¢dopm coBpemenHol xu3HU. M.: An Maprunewm [Ipecc.
2015. C. 45.

raip, 4ro MMeHHO oHa (Bupryo3Hocth — C. O.)
copMupoBana TapaaurMy MOCT(HOPIUCTCKOTO
IPOM3BOJICTBA BO BCEH €€ claokHOCTH» S, MHy-
CTpHsi, B KOTOPOH €CTh MECTO BUPTYO3HOCTH, pea-
JU3yeT MOTEHIMAT «MHHMBIX OTOpOCOB (opaus3-
Ma», TO €CTh OCYIIECTBIISICTCSI B IMPOCTPAHCTBE,
«OCTaBJICHHOM He(opManibHOMY, HEO)KUTAHHOMY,
TOMY, YTO “BHE MPOrpamMMbl’» — OJarogapsi yemy
oJI00Hast MIPAKTUKA OKAa3bIBACTCS «HAIEKTPHU30-
BaHHOMU OyxyIum»'’.

Buptyo3HocTh TeliMepa HE MOXET OBITh
UCKITIOUEHHEM U3 cepbl BUPTYO3HOCTH MOCT(Op-
JUCTCKON «HMHAYCTpUM». I'eiimMep MBICIUTCS Kak
«Typy, KOTOPBIH BiIaJieeT COOCTBEHHBIM >KEJaHU-
€M M IepeMenlaeTcss Mo BUPTYAIbHBIM MEpPCIeK-
THUBaM, HE OTOXIECTBIISSICH TOJIHOCTBIO HU C OJ-
HOM U3 HHX, a TaKKe IEPEKII0YaeT OHJIAMH- U
oaitH-pe:KUMBI COOCTBEHHOT'O CYIIECTBOBaHUS,
B HUX He myTasch»?’. TI0M00HYI0 CHTYaIMIO CBS-
3BIBAIOT C TIUTYaMH (COOSIMU MPOTpPaMMBbI), KOTO-
pble «BO3HMKAIOT, JUIATCS U PEaTU3yI0TCS HMEHHO
BHYTpH reiimiies. [lepexxuts, npeoOpa3oBaTs U
Pa3BUTh MX MOXHO HAaxXOJsCh B WUIPOBOH CHUTya-
mun. U 31ech y)xe MpOUCXOOUT pa3BETBICHUE HA
HETOCPEJICTBEHHOE MEePEeKMBAaHUE, KOT/Ia UCTIOb-
30BaHMe Oara MpOUCXOIUT B MPOLIECCE UTPBI, U HA
OMOCPE/IOBAaHHYIO  aKTUBHOCTb,  KOTJAa  WI-
POK/XYIOKHUK MOAUDUIIUPYET KOJ, BU3YyaJIbHBIN
pSAA U T. ., 9YTOObI BHOBb OKYHYTBHCSI B UI'POBOM
IpoIecC C M3MEHEHHBIMH BXOIHBIMHU YCIOBHSIMU
Ha OCHOBE HAWJIEHHOT0/CO3JaHHOrO TriMTYa»>!.

'8 Tam xe. C. 51.

1 Tam xe. C. 52.

% Kopemxas M. A. § 9. BupTyansHas BoifHa B TepMu-
HaX TOCIOJACTBA: B MOUCKaX YTPaueHHOW CyBEpEeHHO-
cru // Meanadpunocodus XII. Urpa unu peansHOCTH?
OnbIT uccnenoBanust KommbioTepHbix wurp. CIIO.:
®onn pazutus koHpuukToaoruu, 2016. C. 171.

2l Jlatemosa A. P. §15. Kousepcust ONmMOKM: TIMTY-
apT B KOMIbIOTEpHBIX urpax // Memnadunocodpus XII.

| 1(34) 2019 |

© W3patenbctBo «3naoc», 2019. ToNbKO ANA ANYHOTO UCMOIb30BaHMA.
© Publishing House EIDOS, 2019. For Private Use Only.

MesKayHapOoAHbIN }KypHaa UCCNeL0BaHNI KyAbTYpbl A
International Journal of Cultural Research ‘

www.culturalresearch.ru

93



Tema Homepa / Topic of Issue
KOMIIBIOTEPHBIE UT'PhI: TEUM/IU3AWH KYJIBTYPbI / COMPUTER GAMES: GAME DESIGN OF CULTURE

CseTnaHa BuktoposHa OBO/IKUHA / Svetlana OBOLKINA
| Ecim «MUp — 3TO KOMNBIOTEPHAsS Urpa», Kak B Hero urpats? / If “the World is a Computer

Game”, then how to play it? |

OTmeuaercsi Ba)KHOE OOCTOSATENIBCTBO: BUPTYO30M
MOJKHO Ha3BaTh HE MPOCTO UTPOKA, KOTOPBI HE
MIPEMUHET BOCHOJIB30BAThCS COOEM MPOrpaMMbl B
CBOIO TOJIB3Y, HO TOTO, KTO 3aBEJOMO TpeAroia-
raeT HaJM4Yue «BUPTYaAJIbHBIX MEPCIEKTUB» B KO-
JMYECTBE, MPEBBIMIAIONIEM 3aTyMaHHbIE pa3pa-
O00TUMKaMU BapHaHTHI reiimMiies. Ecau paccmot-
PETb 3TOT MOMEHT B KOHTEKCTEe MeTa(dOpbl «MHP —
KI», To BUpTyo30M OKa3bIBaeTCs TOT, KTO (AJs
Hayaia) JOMYCKaeT He-HEOOXOJUMOCTh TOJIBKO
OJTHOTO BapHaHTa COCTOSHUSA aen. s Hero Bo-
IPOC «a Kak Ke WHaue?» He SBISEeTCS pUTOpUYe-
CKUM. A 3Ha4YMT, BUPTYO3HOCTb OKa3bIBAeTCs aH-
TPOMOJIOTHYECKUM PAKYPCOM OHTOJIOTHYECKOTO
10 CBOEH MpUpPOAE MOHSATHS KOHTHHI'C€HTHOCTH —
HE-HE00X0AUMOCTH (CITyYyallHOCTH WJIM HEoIpe-
JIEJIEHHOCTH) KaKOTr'0-TO MOJI0KeHus Bemen??. ITo-
3TOMY B MOHMCKAaX MOHMMAaHHUS CYTH BUPTYO3HOT'O
refiMepCcKoro OIbITa BBIACIATH B KauecTBe Oa3mc-
HOW XapaKTepUCTUKH €ro JOBKOCTb B HCIOJB30-
BaHUM OMIMOOK pa3pabOTKU MPOrpaMMHOTO odec-
nedeHus ObUIO OBl CIMIIKOM Y3KUM TOJKOBaHHEM:
BUPTYO3HOCTh HE CBOJAUTCS K 0aroro3epcTBy.
Ckopee CTOUT rOBOPUTH O CBOMCTBEHHOM TeiiMe-
py Ipea-3HaHUU O BCEr/a HATMYECTBYIOLIEH BO3-
MOKHOCTH OLIMOKM pa3paboTuuka (WM, eciu
YTO/IHO, B TOCTYEJIOBEUECKON ITUBHIU3AIMH — XO-
35lMHA CUMYJILIAN).

JUiss BUPTYO3HOCTH TIeiMepa BaKHa HUM-
MPOBU3ALMS, JIOBKME MAaHEBpBI, HE MpPEIyCMOT-
pEHHbIE TeHMIUIeeM, — WHOT/Ia 3TO Ha3bIBaeTcs
OMEPKCHTHBIMU TEUMIUICHHBIMU  [IPAKTUKAMHU
(emergent gameplay practice). Onu mo omnpenerne-

Urpa nnm peansHOCTh? ONBIT HCCIEAO0BAHHUS KOMITBIO-
TepHbIX urp. CII0.: @onx pa3BUTHS KOHPIUKTOIOTUH,
2016.

22 Cwm., Hanp.: Meitacy K. TTocne KoHeuHOCTH: dcce O
HEOOXOIMMOCTH KOHTHHTEHTHOCTH. ExarepunOypr;
M.: Kabunernbiii yuensii, 2015; Xwobuep K. Kputuka
HayuyHoro pasyma. M.: U® PAH, 1994.

HUIO COMPOBOXKJIAIOTCS OTKIOHEHUSMU OT TPEIy-
CMOTPEHHOI'0 TeMMJIM3alHEPOM MapuIpyTa B IIO-
UCKaX HEOXUAaHHBIX 3(dexToB. [lonckoBas ak-
TUBHOCTH TeiiMepa B JyXe HaTypalu3Ma OMUCHIBA-
ercs [. PeliHOIBACOM Kak «4eIoBedecKasi CKIIOH-
HOCTh K HCCIEIOBAaHUIO XapaKTEPHBIX CBOMHCTB
OKpYKaroIiel Cpelbl, CKJIOHHOCTh, MEPEKHUBIIASL
pacipoCcTpaHEHUE TEXHOJOTHU M PACIBET PYyKO-
TBOPHBIX CpPell U PaCHpPOCTPaHUBIIANCS TEIEeph Ha
MepPEeMEIEHUE 110 BUPTYaTbHBIM MUPAM U OCMBIC-
JIEHUE TaKOBBIX»>. OIHAKO WHTEHIIMH OMMCAHHO-
o UM GUPMYAIbHO20 HATypalu3Ma 1Mo OOJbIIei

YaCcTH HATIOMHHAIOT TepMeTU3M>*:

«Harypanuctsl
BUPTYaJIbHBIX MHPOB BBIMCKHBAIOT HE TOJBKO
MaTTEePHBl U CTPYKTYPBI, HO U YJIUKH, YKa3bIBaIO-
IIM€ Ha PELICHUs, CTOALIUE 3a 3TUMHU CTPYKTypa-
MH. TO OJHOBPEMEHHO BOBJIEYEHHOCTb B CpEy U
HHCIIPOBEPKEHHE WILTIO3UM»>>. B oTHX cloBax
yTajbIBaeTCs CXO/CTBO C INIaBHOM MOTPEOHOCTHIO
MaroB BCEX BPEMEH: «copBaTh MOKpbiBasio M3u-
IbD» B TOMCKax ee (TO €CTb CaMOW pealbHOCTH)
COKpOBEHHOW oOHaxxeHHOCTH. [la, reiimep B3au-
MOJICHCTBYET C 3TUMHU CKPBITBIMH CTPYKTYpaMH U
caMHUM pPa3pabOTYMKOM, HCIIONIB3YSl UTPy B Kaue-
cTBe mHTepdeiica (kak ykaseiBaer K. Mopren-

3 Peitnonsc JI. HaTypanusm BUPTyalbHBIX MHPOB //
Gamestudies.ru.

URL: http://gamestudies.ru/translations/virtual-worlds-
naturalism (mata obpamenus: 29.01.2019).

* T'epMeTH3M — H30TEpPHUECKOE yUEHHE, OIHPAIOIIEecs
Ha TPYZIbl JIETEHAApHOro aBTopa (Wi, CKopee, aBTO-
poB) I'epmeca Tpucmerucra (Corpus Hermeticum) u
npeacTaBisioniee co0old CHHTE3 AIUITMHUCTUYECKOTO
THOCTHLIM3MA U eTHIeTCKoro Maruzma. B Oonee mm-
POKOM CMBICIIE — KOMIUIEKC MHCTHKO-MarH4ecKuX
MPEICTaBICHUI W SHHCTEMOJIOTHYECKas YCTaHOBKa
«MHUCTHYECKOTO TEXHUIIH3Ma».

3 Peitnonsc JI. HaTypanusm BUPTyalIbHBIX MHPOB //
Gamestudies.ru.

URL: http://gamestudies.ru/translations/virtual-worlds-
naturalism (mata obpamenus: 29.01.2019).

| 1(34) 2019 |

© W3patenbctBo «3naoc», 2019. ToNbKO ANA ANYHOTO UCMOIb30BaHMA.
© Publishing House EIDOS, 2019. For Private Use Only.

MesKayHapOoAHbIN }KypHaa UCCNeL0BaHNI KyAbTYpbl
International Journal of Cultural Research
www.culturalresearch.ru

e

94



Tema Homepa / Topic of Issue
KOMIIBIOTEPHBIE UT'PhI: TEUM/IU3AWH KYJIBTYPbI / COMPUTER GAMES: GAME DESIGN OF CULTURE

CseTnaHa BuktoposHa OBO/IKUHA / Svetlana OBOLKINA
| Ecim «MUp — 3TO KOMNBIOTEPHAsS Urpa», Kak B Hero urpats? / If “the World is a Computer

Game”, then how to play it? |

con%), HO He camo 1o cebe «pa3zobiauenue M3u-
I BUPTYaJbHOIO MHpPA BBICTYIAET IIETBIO I'eii-
Mepa. [laxe ¢ yuetom otmedeHHOM PeitHosbacom
3HaYMMOCTH HCCIIEZOBATEIIbCKUX HMITYJIBCOB Y
reiiMepa u, 4To emie 6oyiee BaXHO, €ro CocoOHO-
CTH HETIPOTUBOPEUMBO COYETATh UTPY U ee pa3o0-
JayeHue, TyMaeTcs, CBOJUTb BUPTYO3HOCTH Ieii-
Mepa K KOHTpPIUIEIO OyJIeT ToXKe Y3KOH MHTepIpe-
taiuedd. XoTs Obl MOTOMY, 4YTO 3TO OBUT OBI
CTpaHHBIN HATYypPaJIHCT: OCYILECTBIISS UCCIIEAO0BA-
HUE MHpa, OH 3a4acTylO0 CO3HATEJIbHO HapyIIaeT
«IKOJIOTUIO UTPOBOTO MHpPa» (XOTS B UTOrE 3TO
MOJKET OKa3aThCsl €€ yJIydlIeHHeM). ArOH, COpPEB-
HOBATEJIBHBIN AyX UTpaeT I relMepa, HaBepHOeE,
HauOosbIee 3HaYeHue. Ectb cobna3H cBecTH 3TOT
IyX K «OKaxJ1e CKOPOCTH» — KaK 3TO OTYACTH Clie-
JIAHO B HCCIJICOBAHUM CIIUAPAHHUHTA, CKOPOCTHO-
r0 TMPOXOXKJEHHUS WIp, KOTOPOE MPHHAIICKUT
P. Cxannu-bmaiikepy.

OH paccykaaeT 0 BUPTYO3HOM MPOXOKIe-
Huu (finesse run) Kak 4YaCTHOM cllydae CIUJPAH-
HUHTa, IPOTHBOIIOCTABJISIS €r0 MPOXOXKIACHHUIO Jie-
KOHCTpYKTUBHOMY (deconstructive run). «B sup-
MY03HOM TIPOXOXKJICHUH CIUAPAHHED B3aUMOJICH-
CTBYET C UIpPOH Kak C SKCTPEMaJIbHBIM paclIupe-
HUEM, BBICTyIasl B KauecTBE “UECAIBHOT0” UIPO-
Ka, KakuM €ro IpeacTaBiiieT rehMausanHep. B
tepmuHax ae Cepro eupmyosHoe NPOXOXKAECHUE
SABISIeTCS HanOomnee IPPEKTUBHBIM MapIIPyTOM
10 MPOCTPAHCTBY HWIPBI, KOTOPBIA NPH ITOM HE
HapyIIaeT ee “HappaTUBHBIX rpaHuil»?’. JIekoH-

% Hoprencen K. Wutepdeiic urposoro mupa //

Gamestudies.ru.

URL: http://gamestudies.ru/translations/gameworld_int
erface (mara oopamenus: 29.01.2019).

27 Ckannu-Biiikep P.  CrimipaHHMHT:  OTTOYEHHAS
npaktuka. CkBo3b mpoctpancTBo ¢ Mutenem ae Cep-
to 1 [lonem Bupunso // Mennadunocodus XII. Urpa
WIH pealbHOCTh. ONBIT HCCIIEA0BAaHNS KOMITBIOTEPHBIX

CTPYKTHBHOE K€ IPOXOXKICHHUE «IOMAaeT Happa-
THUBHbBIE TPAHUIIBI, KaK B MPSIMOM CMBICIE BHOCH
U3MEHEHUS B HApPAaTUBHYIO CTPYKTYPY UIPBI, TaK
U MEHss IOCIENOBATEIbHOCTD €€ IPOXO0KICHHUS,
CO3/IaHHYI0 TeliMan3aiiHepamu (II0Apa3yMeBaro-
muecs mpasuia). <...> B ciyudae oexoncmpyk-
MUEHO20 TPOXOXKICHUS HACWIME CKOPOCTH IIPH-
CYTCTBYET yXK€ B CAMOM HPSAMOM CMEICIEN>S. Bpsiz
JI1 MOXKHO paccMaTpuBaTh BUPTYO3HOCTh I'elimepa
B KaQ4e€CTBE YaCTHOIrO Ciyd4as crnuapaHHuHra. Ilo-
CIIETHUI, CKOpee, SBIIETCS OCOOOH, cTaBmIed B
3HAQUUTEIILHOM MeEpe HEe3aBUCUMOM, IeHMEpCKOU
IIPAKTUKOW M CBOETO POJa IKCTPEMYMOM BHPTY-
o3HOCTHU rerMIuies. CnupaHHUHT UMEET JENI0 CO
CTpaTermyecKkoil 3amaveil, HO OOJbIIas YacTh
IIPUMEPOB BUPTYO3HOU UTPBI — JEJI0 KOHKPETHBIX
UTPOBBIX TaKTHUK. J[a, COPEBHOBATEIBLHOCTD CBS3a-
Ha CO CKOPOCTBIO, HO HE CBOIUTCA K Heil. He cko-
POCTh TPOXOXKACHHUS BBICTYINACT CHEIUPUKON
BHUPTYO3HOCTH TeiiMepa, HO U300peTaTesIbHOCTh B
pyciie arosa.

Opnako uccnenoanune Ckamnu-bislikepa
MOJYEPKUBACT BAXXHBIHK MOMEHT IOMHMO COO-
CTBEHHO 03a00YEHHOCTH CKOPOCTBIO: BHUPTYO3-
HOCTb CBSI3aHA C OIPEICIICHHBIM OTHOIICHUEM K
npaBuwiiaM urpbl. [IpoBoas rpaHully Mexnay BUp-
TYO3HOCTBIO U JEKOHCTpYKIHel, Ckannu-bialikep
HCIIOJb3YEeT KOHLENTYaIbHBIA anmapar, KOTOPbIU
ObLT pa3paboTaH KIACCHKAMHU HWCCIICJOBAHHUIA WI-
pBI Kak TakoBOW. I103TOMy OCHOBHYIO Harpysky B
ero aHaimu3e JOOpPOKAUYECTBEHHOCTH HUIPOBOTO
OIbITAa HECYT KOHBEHLIMOHAJIbHBIE NPaBUIIA, «Ma-
ruueckuii kpyr urpsd» (M. Xeiisunra)?®. Ero pas-

urp. CII6.: ®onn pazsutus koHpaukromoruu, 2016.
C. 463.

% Tam xe. C. 463-464.

¥ Cwm. crarbio Mapraputsl Ckomopox «Tamaroun u
MU} 0 KHOEpIPOCTPAHCTBE: K BOIMPOCY O MAarn4ecKOM
Kpyre» B 3TOM HOMEpe, B KOTOpOH MHOApOOHO pac-

| 1(34) 2019 |

© W3patenbctBo «3naoc», 2019. ToNbKO ANA ANYHOTO UCMOIb30BaHMA.
© Publishing House EIDOS, 2019. For Private Use Only.

MesKayHapOoAHbIN }KypHaa UCCNeL0BaHNI KyAbTYpbl
International Journal of Cultural Research
www.culturalresearch.ru

e

95



Tema Homepa / Topic of Issue
KOMIIBIOTEPHBIE UT'PhI: TEUM/IU3AWH KYJIBTYPbI / COMPUTER GAMES: GAME DESIGN OF CULTURE

CseTnaHa BuktoposHa OBO/IKUHA / Svetlana OBOLKINA
| Ecim «MUp — 3TO KOMNBIOTEPHAsS Urpa», Kak B Hero urpats? / If “the World is a Computer

Game”, then how to play it? |

pYLIEHHE — TO €CTh OTKa3 OT KOHBEHIIMOHAIBHBIX
NpaBWiI — OKasblBaeTcs ImumibopexeperBom’:
«Urpok ‘“‘coBepmraer Hacuiaue” B OTHOLUIEHUU
HAppaTUBHOM CTPYKTYpbl MIPbl M CO3JaeT COO-
cTBEeHHBIN HappatuB»’!. Takum o6pasom, Ckaiu-
bmiikep HE MOXET UTHOPHPOBATH TOT (PAKT, YTO
CIMJpaHHEP B JIOOOM cilyyae BTopraercs B chepy
JEUCTBUS TPAaBUJI, IMO3TOMY HCCIIEIOBATENb CIIe-
IUGUIHIPYET UX, BBIACTSSA T€, KOTOPhIe HAPYIIUTh
«IPOCTUTEIBHOY, U T€, KOTOPBIE «Pa3pyIIaOT Ur-
py». Ecth monpazymeBaemble (KOHBEHLMOHAJb-
HBI€) — «CBAIICHHBIE» JUIS UTPHI (WK, TOUHEE, IS
€€ HappaTHuBa) — IpaBUjIa U NpaBWIa SBHbIE (MU
(baxTHUECKHE) — T, «KOTOPbIE YIPABISIOT UTPOM
Ha caMoM Jiene». «VIMEHHO OHM WHTEpPECyIoT
CIHMJIPAaHHEPOB, KOTOPBIE HIIMYT CIIOCOOBI MPOMy-
CTUTH ONPEEIECHHBbIE OTPE3KU UIPBl, YCKOPUB €€
pOXosKAeHUEN>2, Bpsia 11 9T0 OBUIO HENBIO HC-
clieioBaTeNsi, HO UMEHHO 3TOT MOMEHT MapKupy-
€T HECBOJUMOCTh KOMITBIOTEPHBIX WMIP K HUIpam
TpaguIMOHHBIM.  braromaps  HeoOXoaAMMOCTH
UMETh «SBHbIC MPAaBUJIa» KOMIIBIOTEPHbIE HIPbI
MPEJCTABIAIOTCS CaMOJOCTaTOYHBIM MHpoM. [lo
BCEH BHUAMMOCTH, MMEHHO 3TO OOCTOSTEIHCTBO
MO3BOJIMIIO cOCTOAThCsl MeTadope «mup — KWy, a
HE, K IPUMEPY, «MUpP — LIaXMaTHas mapTus». SB-
HbIE MpaBUJIa B KOMIIBIOTEPHBIX UTpax — €e JBH-
KOK/KOJI — 3TO HE TOJBKO (hu3uUKa UTPBL, HO U (io-
cuc (¢pbog) sroro mupa. Bummmas TtaBTonorus
SBIISICTCS TAKOBOM TOJBKO OTYACTH, MMOCKOJIBKY HE

CMaTpUBAaeTCs BOMPOC O Marm4eckOM Kpyre W rpaHH-
nax urpsl. — [pum. pen.

3% Or mem. Spielbrecher — «paspymaromuii urpy»,
«JIOMAIOIIHUI UIPY».

31 Ckannu-Biiikep P, CrimipaHHMHT:  OTTOYEHHAS
npaktuka. CkBo3b mpoctpancTBo ¢ Mumenem ae Cep-
to u [lonem Bupunbo // Mennadunocodus XII. Urpa
WIH pealbHOCTh. ONBIT HCCIIEA0BAaHNS KOMITBIOTEPHBIX
urp. CII6.: ®onn pazsutus koHpamukromoruu, 2016.
C. 463-464.

32 Tam xe. C. 449,

BECh CMBICT «(IOCHCY» COXpaHUIICS B COBPEMEH-
HOM TOHATUH «(DUZUKAY.

«®Drocuc» eme y I'omepa — He TONBKO
€IMHCTBEHHO BO3MOKHBIN MOPSAIOK, HO U (hopMma
pocTa sl KaKOM-TO BEId, COOBITHS WM MUpPA B
L[EJIOM (YTO COXPAHWJIOCh B OJTHOKOPEHHOM MENHU-
LIMHCKOM IIOHATUH, O3HAYAIOLIEE «POCTKOBYIO 30-
Hy»). Ilo Apucrorento, MUp €cTb IEpMaHEHTHAas
U3MEHUMBOCTb U OJHOBPEMEHHO BOCIIPOM3BOJU-
MOCTh Oyarojjapsi HEKUM «IpaBUJIaM OpraHHU3a-
UM». DTO 3aKOHBI, HO HE T€, YTO CBOWCTBEHHBI
BEIIM «I0 YCTAaHOBJICHHIO» (HOMOC), HO CBOi-
CTBEHHBI €i «I10 IPUPOJIe» — TO ecThb ee ¢rocuc. U
€CITM HOMOC JUIsl HaC «IIPO3payeH», MOCKOIBKY MBI
CaMHM €ro aBTOpHI, TO ¢ (PIOCUC HE BCE TaK OInpejie-
JIEHHO — 3TO HEYTO *kHUBoe B camoMm cebe. Crop-
NpU3bl BO3SMOXKHBI — U MBI HE 3HAaeM, TO JH OHHU
MPOUCXOAT B CHIIy HEJJOCTATOYHOCTU 3HAHMSA, TO
JIM caM MHP «HE OKOHYATEJICH.

Cxkamnu-bmdiikep oTMuUaeT «HOMOC» UIPBI
(To ecTp HappaTHB KaK OCHOBY Ui (hOpMHpOBa-
HUS «Maru4eckoro Kpyra») OT «(haKTHUECKUX»
(WK «SIBHBIX») MpaBWJI;, CIIUIPAHHEP pa3pylIacT
TOJBKO Ty UTPY, KOTOpasl CBSi3aHA C HApPAaTHBOM,
HO HE TPOTaeT Ty, 4TO CBsA3aHa ¢ GU3UKOH (paKTu-
yeckue mnpasBuia). Takum o0pa3oMm, Mbl BBIIUIH K
CTapoMy CIOpY HappaToJIOroB M JIIONOJIOTOB, OJI-
HAKO BOCCTAHABJIMBATh IMO3UIMU CTOPOH HE BXO-
AT B Hamy 3amady>>. Xodercs MOIYepKHYTh
TOJBKO TO, YTO B PEATbHOM MPAKTHKE UTPbl HOMOC
HE SIBJIIETCSl CBAIICHHBIM Ui TeiimMepa (UTO He
JIeTIaeT €ro MpH 3TOM MIMUILOPEXEPOM, MOCKOIBKY
urpa NpoJOJKACTCS), OJHAKO HE SIBISETCS TaKO-
BOIl /1 Hero u ¢u3uka. He oOpamas BpemeHamMu

33 Monpobree 06 Tom crope cm.: boroct 5. Buneo-
urpsl — 3T0 Oapaak // Meauadunocodus X. Kommsio-
TepHBIe UTPBI: cTpaTerun uccienosanus. CII6.: U3na-
tenbeTBo Cankr-IlerepOyprekoro ¢uiaocodcekoro o06-
mectsa, 2014. C. 292-319. — Ipum. peo.
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BHMMaHHUs Ha HappaTuB (HOMOC) M HUTHOPUPYS
ydacTkd koaa ((pusuky), refiMep HpoJoIKaeT ax-
TUBHO JIeHICTBOBATh B UTPOBOM Mupe. OH HAXOAUT
«TOYKy pocTta» ((procuc) 3Toro mmpa, €mie OaHO
U3MEpEeHUEe MOMHUMO JBYX Oa30BBIX ypPOBHEW, U
«OHTOJIOTMYECKHI CTaTyc» 3TO U3MEPEHHE IOIy-
YaeT He OT aBTOPOB BUPTYaJbHOIO MUpA, a Onaro-
napsi mpaBy urpatomiero. biaarogapst stomy ¢usu-
Ka 3TOr0 MHUpa CTaHOBHUTCS OOJIbIIEC MOXOXKEH Ha
¢rocuc. B camom cebe BUpTyo3 oOpeTaer mpaBo
OCTaBaThCA B MpefiesiaX KOHKPETHBIX CO3UIAIOIINX
MHUp 3aKOHOMEPHOCTEH, HO, €CJIM BO3HUKAET HYXK-
7a U TMPENoCTaBIAETCS BO3MOXHOCTb, OTOpAchI-
BaTh MX KaK HEYTO HEBAXKHOE 110 CPABHEHHIO C €r0
xenmanueM. OH JienaeT uX He-HeoOXOIMMBIMU HE B
INPUHLUIE, & 6 KOHKpemHom ciyyae. VIMeHHO 1O-
3TOMY game (UIrpa «Io IpaBWJIaM) HE MpeBpalla-
ercs B paidia, koropas, cornacHo P. Kaiiya, ecTb
«IIeMEeHTapHasi MOTPeOHOCTh B OECIOKOWCTBE U
TBAJITE» M «IPOSIBISETCS BO BCSIKOM CYACTIMBOM
BO30Y)KICHUHU, BBIPAKAIOIIEMCS B HEMOCpel-
CTBEHHOH, HEYNOPSAJOYEHHON ICATENbHOCTH, 3a-
4acTyl0 YPE3MEpPHO aKTUBHOM, BaKHEHIIECH uep-
TOM KOTOPOM WJIM JaKe€ €AUHCTBEHHBIM €€ OCHO-
BaHMEM OCTAeTCs HMMIPOBHU3AIMS U OTCYTCTBHE
npasuw»>4. Paidia He MOXKeT BBICTYIATh CYIIHO-
CTBbIO KOMITBIOTEPHBIX UTP, TOTOMY YTO TeiiMep He
OTMEHsIET UTPOBbIE MpaBHia BooOIIe — 6e3 cBoei
¢usukun Mup He cyumectByer>>. Ho OHU KOHTHH-

3% Kaitya P. Urpsl u mou; CTaThk U 3¢Ce TI0 COIHUONO-
rum KyasTypsl. M.: OI'H, 2007. C. 64-65.

33 B game studies pasngenenmio urp Ha ludus (urpa-
cHcTeMa, MOAYMHEHHAas >KECTKOW CHCTeMe MpaBH U
npennucanuii) U paidia (cBoOoIHAS UTpOBast ACATEb-
HOCTB), KoTOopoe mpemnaract Poxe Kaiiya, cooTert-
CTByeT paznuuue Mmexay game u play (Cwm., Hamp.:
Frasca G. Ludology Meets Narratology: Similitude and
Differences Between (Video)games and Narrative.
URL: https://www.ludology.org/articles/ludology.htm
(mara obpamenus: 11.02.2019).). Hecmotpst Ha TO, 4TO
KOMITBIOTEPHBIE HIPbI JAOBOJBHO KECTKO CTPYKTYpH-

TCHTHBI B TOW MEpPE, B KaKOM TelMep OKa3bIBaeTCs
BHUPTYO30M.

B sToM MomeHTe 0oOpaTHMcsi BHOBb K HC-
crenyeMoil HamMu TioOanbHOM Metadope. Ecmu
Halll MUpP €CTh KOMIIBIOTEpHAs UIpa, TO 3TO Kak
pa3 MEHSET BCE — €CIIM Mbl, KOHEYHO, JIOIyCKaeM
BO3MOXHOCTh BUPTYO3HOCTH. [eiiMep-BHpPTYO3
CO3/1a€T HOBBIE IPaBUJIA, KOTOPbIE MOTYT JKUTh
OZJHO MI'HOBEHHME WJIM, Ojaromapsi KOJJIEKTHBHOM
NPAaKTUKE, CTaTh 4YacThi0 (PU3MKH 3TOrO MHpA.
Ckannu-bidiikep TOBOpHUT, UTO «3a4acTyl0 paHHE-
pBI 3HAIOT O (DaKTUUECKUX MPABUIAX UTPHI OOJb-
me, yeM ee paspaboTuMku»>®, a MccuenoBaTenu
KOMITBIOTEPHBIX UT'P MOTYT MPUBECTH MHOTO IPH-
MEpoB, Koraa Onmarojapsi OEMCTBUSM HIPOKOB Y
KOHKPETHOIO BHUPTYaJIbHOTO MHUpa IOSBISIOTCS
HOBBIE XapaKTEePUCTHKH. « YCTPaHUTH Oar, ¢ OHON
CTOPOHBI, O3HA4YaeT M30aBUTHCS OT “IIEPOXOBATO-
cTell” Koda, ¢ Apyrod — OT JAOMOJHUTEIbHBIX BO3-
MOYKHOCTEHl WIphl, HE IPENyCMOTPEHHBIX B €€
npoekre. XOTs B IOBCEIHEBHOW MPAKTUKE UIPO-
7IeTI0B MOOEKJaeT CKopee “‘yaalluTh, HENb3sl OCTa-
BUTB”, BCE K€ HEPEIIKU NMPUMEPBI COXpaHEHHs Oa-
roB. B 3Tom cityyae Mbl MOKEM T'OBOPUTH O KOH-
BEPCUHU OIIUOKH, T. €. O MPEBPAILIECHIUH HETAaTUBHO-
IO €€ CONEPIKAHUs B MONOKUTENLHOEY . Eciu ur-

pOBaHBI CBOCH (HU3HUKOH, T. €. game UrpacT B HUX 3HaA-
YUTENbHYIO POjb, play Bce paBHO HMEET B HUX MECTO —
B MEPBYIO OYEPENb B TEX CUTYaIUAX, KOT/1a MBI OTBJIE-
KaeMcsl OT MpaBWJl, IPENICaHuH, 3apaHee IpoayMaH-
HBIX KBECTOB U pa3BjekaeM ceds camu. — [Ipum. pen.

3% Ckannu-Biiikep P.  CrimpaHHMHT:  OTTOYEHHAS
npakTtuka. CkBO3b IpocTpaHcTBO ¢ Mumenem e Cep-
to 1 [lonem Bupunbo // Mennadpunocodus XII. Urpa
WM peabHOCTh. ONBIT HCCIEI0BaHN KOMITBIOTEPHBIX
urp. CII6.: ®onn pazsutus koHpaukromoruu, 2016.
C. 462.

37 Jlatemosa A. P. §15. KouBepcust OnmMOKM: TIMTY-
apT B KOMIbIOTEpHBIX urpax // Memnadunocodpus XII.
Urpa nnm peansHOCTh? ONBIT HCCIEAO0BAHHUS KOMITBIO-
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POKM Tak cMeJsio (M MaccoBo!) «IIyTaroT» Jauere-
TUYHOE U HEAUETETUYHOE, €CIM UM BEIOMO M3Me-
peHue (rocuc, ToO Mbl JIOJKHBI JOTOJIHUTH MeTa-
¢u3nUecKyl0 KapTHHY, KOTOpas CO3[aercs Io-
6anpHON Metadopoit «mup — KW»: «urpok» 00-
JaaeT TBOPYECKOM CIIOCOOHOCTBIO «BBIMVISIbI-
BaTb» 3a IpeAeibl MUPA-CUMYJIALUA — TOW CaMOU
«HEMPOJIOrMYEeCKOU Iewmepe» MeruuHarepa — u
KOPPEKTHPOBAaTh €r0 OHTOJIOIMYECKHE «HACTPOM-
Ki». DTO BapUaHT «COMPOTUBIICHUS paMKaM (op-
Mara»’®, To ecTh CIOCOGHOCTH PaCIIUPATH OHTO-
JIOTUYECKUE pPaMKH, TMpUYeM Oe3 BCAKOrO TOKY-
IICHUsI Ha cTaTyc cyObekTa TBopeHus. [eiimep He
IIPOU3BOAUT MHUPBI — 3TO 3a7ada «XO35IMHa» BUP-
TyanpbHOro mupa. Ho Wrpok HaxoguT BO3MOX-
HOCTb JTUCKPEIUTHUPOBATh OKOHYATEIBHOCTD U OJI-
HO3HAUHOCTb 3TOTO0 TBOPEHUS — pa3yMeercs, B
CBOIO TIOJIb3Y.

Takast oHTONOrMYEcKass CTpaTrerusi paspy-
IIaeT, TIOMHMO BCErO IpodYero, «0OazoBbIC
HACTPOMKM» caMOro OBITHS (TOro, K KOTOPOMY MBI
NpUBBIKIN). OHTOJIOTUS — 3TO HE KapTHMHA MUDA,
3TO UCCIEN0BAHUE YCL06ULL NOHAMHOCMU ONBITa,
PE3YABTATOM AEHCTBUS KOTOPBIX OKA3bIBAETCS Me-
Taduznyeckas KOHLENIMS U KapTuHa mupa. [lap-
MEHHJI CO37all KaK TaKOBOE pa3inyhe ObITHS-
MOJUIMHHOCTU U CYLIECTBYIOLIEr0-BUANMOCTH. OH
KE  3aJOXKWI  AKCHOJIOTMYECKH  BBIJICJICHHOE
HAIpaBJICHUE B IOJb3Y «HACTOAIIHOCTH» CKpBI-
TBIX CTPYKTyp (Hampumep, koma). OmHako Kynaa

Oomee HeﬁCTBeHHBIM B HalllUX MPCAMHCHUAX OKa-

TepHbIX urp. CII0.: @onx pa3BUTHS KOHPIUKTOIOTUH,
2016. C. 263.

¥ Cxomopox M. M. KoMIbIOTepHBIE MIPHl M yTOMHS
WHTEPAKTUBHOCTH: Ha YTO CIIOCOOHBI TehHMepnl //
MexTyHapoIHBIH JKypHaJl MCCIEIOBAaHMM KYyJIBTYpBI,
Ne 2 (15), 2014. C. 53-60.

3 Cm. moapo6uee: O6onkuna C. B. OnTomorus: or
[Mapmennga x Meiisicy // Becrauk BI'Y. Ne 1. 2017.
C. 50-58.

3ajcsl 3a/leNl IUIATOHOBCKOW MeTapHu3UKU: MHPY
MO/UIMHHOCTU TPOTHBOCTOUT HE IPOCTO HEUYTO
BCEro JIMIIb BHJIUMOE, HO HEIO-COBEPILEHCTRBO,
HEJI0-CBEPIICHHOE. AKCHOJOTHYECKUH MOMEHT
OKa3bIBaeTCs ONEPaTOPHBIM: BCSIKOE HECOBEPIIICH-
CTBO pPaccMaTpHUBaeTCsi B JIOTHKE Oeguyumos, a
«UCHLENIEHUE» — JEJI0 B0CHONHEHUs, NPUpoCcma
byHKIUH.

OnHako aHAJIM3UPYEMBIN 3[€Ch ONBIT I'ei-
Mepa, HaoOOpOT, NEMOHCTPUPYET JIOTUKY u30a8-
JleHuss om u30bIMKO8, TIOCKOJIbKY 3TO OKa3bIBACTCS
CIOCOOHOCTHIO TIpeHeOperarb B KAaKOH-TO MOMEHT
0a30BBIMH  YCTAaHOBKAMH  MHpa KaKk  He-
HEOOXOMMBIMH, U30BITOYHBIMU. Takum 00Opazom,
YCTaHOBKa KOHTHMHTEHTHOCTH TPEAIONaraeT Io-
UCK U30b1MOo4YHO20 B CUCTEME MPAaBUI — U 3TO, €C-
JU BIlyMaThCsl, TPUHIIUITAATHFHO HOBOE OCHOBAHHE
YCIIOBUM MOHATHOCTH OIbITa. B 3TOM CMBICHE TYy-
py-reiiMep coluaapeH ¢ Typy-TICUXOHEBPOJIOTOM
O. CakcoM, KOTOpbI oTMeuan: «MeHsl 3aHMMAaloT
He Ae(QULIUTH B TPAAULIUOHHOM CMBICIIE, @ HEBPO-
JIOTMYECKUE PacCTPOMCTBA, 3aTParvBaroIIve JINY-
HOCTh. CyIllecTBYeT MHOXXECTBO Pa3HOBHIHOCTEH
TaKUX PAacCTPOWCTB, MPUUYEM HEKOTOPHIE CBS3aHBI
HE C HEeJOCTAaTKOM HJIM YTpaTod (YHKLHH, a C ee
M30BITKOM, ¥ HIDKE 5 BBIJICTISIIO HX B 0COOYIO Kare-
roputo»*’. Ecii 10mycTUMO MCHONb30BaTh MeTa-
¢dopy Oone3HU B KadecTBE aHAM3a MeTadu3mue-
CKOM KapTHHBI, TO MOXXHO yTBEpXkAaTh: MeTadopa
«vup — K1» moroMy U HEe pacKpbiBajia JI0 CUX MOP
CBOETO TOTEHIIMANa, YTO OHTOJIOTHYECKH CyIIe-
CTBOBAJIa B IPEKHEH Mapagurme «1eUuinToBy.

[IpuMmepHO K TEM K€ BBIBOJIAM MPHUXOAUT
MBICTIb, pa3BHUBAIOLIAsICA B pycle KOHUEMIINU
MernuHrepa, npuyeM HMMEHHO B €€ HayYyHOU —

0 Cakc O. «Uenoek, KOTOPBIil IPUHAI 5KeHy 3a IUTA-
ny» W Jpyrde HWCTOpUH W3 BpaueOHON MPaKTHUKH.
CII0.: Science Pess, 2005. C. 26.
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HENPOKOrHUTUBUCTCKOW — yacTu. A. Kmapk*' ne
ocrapuBaeT MeTapu3NIecKo COCTaBIAIONIEH Me-
tadopel MeTIMHrepa, OJHAKO MEHSIET YCIOBUS €€
MOHATHOCTH, IPUYEM UMEHHO B CTOPOHY M3KMBa-
HUSI «OHTOJIOTMYECKHX aTaBU3MOBY» JIOTHKH Aedu-
muToB. Krnapk mokaspiBaer, yTo paboTy Mo3sra
MOJKHO IOHHUMAaTh W3 Pa3HbIX KOHLENTYaJIbHBIX
napagurM. Ilepsas (1) mompa3zymeBaeT, 4To MO3r
paboTaeT Ha OCHOBE BBICTPAWBAHUS CIIOKHOU
MPEABAPUTEIBHON MOJEIHU, KOTOPOU «aKKOMITAHU-
pyIOT»
¢ynkuuu opranusma. Eciu ciyuatorcst paccoria-

NnepuenTuBHAA W MPOIMPHUOLCITUBHBIC

COBaHHUS ITOH MOJIENIU C PeaTbHOCThIO, TO MPOUC-
XOJTUT 3TO B CHIIy HEAOCTaTKa JAaHHBIX WU Jedu-
1uTa QyHKITHA.

HerpymHo yBHIeTh, 4TO XOJ€ CO3JIaHUS
TaKOW KapTUHBI pabOThI MO3Ta AKTUBHO HUCIIOJbB3Y-
€TCsl CUCTeMa yCIIOBUYM TOHSATHOCTH OIBITA, KOTO-
PYIO MBI BBIJCIHUIN B KA4eCTBE IJIATOHOBCKOM.
Knapk, omgHako, MOKa3pIBaeT, 4TO MOAOOHAs CH-
creMa Obl1a ObI CIIMIIKOM 3aTPaTHON C TOYKHU 3pe-
HUS DKOHOMHUHU 3Heprud. Hactombko 3arparHas,
9TO BPSIJ JIM OHA UMEET OMOJIOTHYECKHE KOppes-
ThI, TOBOpUT OoH*2, TloaTOMY pa3zpabarbiBaeT apy-
roi moaxon (2): MO3r He BBICTPAUBAET MpEABAPU-
TEJIbHBIX MoJenerd Mupa. Mo3r 3aHUMAaeTcs BEPO-
STHOCTHBIM TPOTHO3UPOBAHUEM H  aHAJIU30M
OIMOOK, KOTOpBIE SIBISIOTCS CHUTHAJaMU BCEX
YyBCTBEHHBIX CUCTEM. «l OJOAHBIN 0 IpeAcKasa-
HUM MO3r»* paboTaer ¢ JIOKaJbHBIMHU TPOrHO3a-
MH, OH YTPOEH TaK, 4TO CMeJO MpoOpachiBaeT
MPOTHO3 B HEKYI0 «TEMHYIO» OOJIaCTh, aHAIM3H-
pysl OTKJIMK CHCTEM YyBCTBEHHOCTH; JICHCTBYET HE
B «MHUpE BOOOIIE», a B Mpeenax JIOKyca CHUTya-

1 Clark A. Embodied Prediction // T. Metzinger &
J. M. Windt (Eds). Open MIND. Frankfurt am Main:
MIND Group. P. 1-21.

2 Op.cit. P. 11.

 Op. cit. P. 15.

LUH.

Jla, Ha ypOBHE CO3HATEJIbHOIO KOHTPOJIA
MBI [TOCTOSITHHO HaBsI3bIBa€M MO3Ty cTpareruto (1):
«TIPOCUUTHIBAEM» MOJEIN U ACUCTBYEM B COINIa-
CHM C MOJENISIMU M TJITaHAMH, OIIMOOYHO Tojaras
3TO 3HeprocOeperawoeii BHYTpEeHHEH >KOHOMM-
KO u TpocTo Ooinee O€30MacHBIM CIIOCOOOM
KUTh. Ho Jake eciy 4eaoBEK B OOBIYHON XKU3HU
BBICTYIIAET CTOPOHHUKOM TAKOT'O *KHU3HEHHOTO IO-
BeieHUs, Oyay4d redMepoM-BHPTYO30M, OH, Kak
BBISICHSIETCS, IECTBYET TaK, KaK OINHUCHIBAET MO-
nenb (2): peanus3yeT aKTUBHOE BEPOSITHOCTHOE
MPOTHO3UPOBAHME, HCHONB3YS METOA Mpod u
oIMOO0K, a HE BHICTPAUBAET YMO3PUTEIIbHBIE CTpa-
TErMy, KOTOPHIE OH IPOBEPSET, CTPOrO CIEys
Iiady. J{is Hero BakHa BbICOKAas LIEHHOCTH OIIM-
OOK IpOrHO3a IUTIOC CIy4ai Kak HelpencKkazyeMoe
COEIUHEHNE HE3aBHCUMBIX JpPyr OT Apyra LEmo-
YEK BIIOJHE JIMHEHWHBIX 3aBUCUMOCTEU. leiimep
aKTUBHO JEHUCTBYET, WIOBUT yAady», OLIEHUBAET
omMOKH M (PUKCUpPYeT YCHELIHbIe CTpaTeruud —
IIpUYEM, KaK IpaBWIO, TyT XK€ Jenas UX HH-
TepCyOBEKTUBHBIM OMBITOM (Omaromapst (aHat-
CKUM coo01ecTBaM, (hopymMam U T. II.).

Takum oOpa3oMm, B TpakTHKe TreiiMepa
MOXXHO OOHapy>KUTh YTO-TO TOXOXKEE Ha MPAKTH-
YECKUE PEKOMEHJAIMU B OTHOIIEHWH TOTO, «KaK
KUThb, €CIIM MUP KOHTHMHIEHTEH»: IO BCEH BHUIHU-
MOCTH, CHUMAas M30BITOYHYIO KOHLEHTYaJTU3aIHI0
B OTHOIIEHMH BCSAKOTO LIEJIOTO B I0JIb3Y BUPTYO3-
HOTO ITPOXOXKIAEHUS JIOKAIBHbIX cUTyauuil. 11 koH-
TUHTEHTHOCTh CTaHOBUTCS Omke. Ilotomy uro
OJHO [€JI0 — HAacTauBaTb HA TOM, YTO YEJIOBEK
JOJDKeH TIeCTOBaTh B ce0e TOTOBHOCTh K BCerna
MHOMY (KOHTHHITE€HTHOMY) Mupy. Mmu TpeboBarh
MPELU3UOHHON 001Ieil KapTUHBI AEHCTBUTEIBHO-
CTH U KOHTpPOJIS, BCErJla B UTOTE UCIBITHIBAs Pa3o-
yapoBanue. Torma, JCMCTBUTEIBHO, BO3HUKACT
OIIyIIEHUE Hamed ymepOHoCTH, AedUIUTa cCMe-
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JIOCTH, CTOMKOCTH, peakUuH U T.I. DTO BIIOJIHE
MOXeT ObITh 4YpeBaTro (hyHJAaMEHTAIbHBIM IECCH-
mu3MoM. Ho coBcem apyroe — moHMMaTh KOHTHH-
TeHTHOCTh KaK Hallly CIIOCOOHOCTh CTaBHUTh I10J
BOIPOC HE3BIOIEMOCTh TMpaBWI (JaXe CcaMbIX
¢ynaamenTanpHbeix). He OyHT MpOTHB HHUX Kak
TaKOBBIX, HO TMOWCK HEOXHJIAHHBIX A(PQPEKTOB B
XOJIe TOCTOSIHHOM aKTHBHOCTH B JIOKQJBHBIX CH-
TyalusXx.

3aknouenue

¢mnocopus
(manpumep, T. MeTiuHrep) nokasplBacT, UTO MUP

CoBpeMeHHast CO3HAHUSA
— 3TO MECTO, B KOTOPOM MOXET OBITh «BCE, YTO
YrogHo». B TepMHUHAaX COBpPEMEHHOW OHTOJIOIMU
3TO MOXKHO ObUTO ObI Ha3BaThb KOHTHHICHTHOM pe-
anbHOCTBIO: MHp ecTh runepxaoc (K. Meiiscy).
Opnako MeTuuHrep HacTamBaeT, YTO YeJIOBEYe-
CKUH pa3yM TOpOXKIaeT (PUKCHPOBAHHYIO CHUMY-
JAIHI0 (BKIIFOYAsl TaKOM ICEBIOCTAOMIBHBIN 00b-
eKT Kak Jro) U BBIUTH U3 Hee OH He MOxeT. [loct-
rymanu3M  (H. boctpom) akTtuBHO pa3BUBaeT
MIPEICTABIICHUS] O CUMYJISTUBHOCTH PEAbHOCTU B
KOHTEKCTE MPOU3BOJACTBA U BIAJACHUS: TOBOPUTCA
0 HEKUX «XO0351€BaX» CUMYISIUU, B KOTOPOU MBI
3anepTsl. DT WJEU — MEpPLAHUE I'paHEed HOBOM
KapTuHbl Mupa. Kortopasi, ogHako, He OCOOCHHO
HOBasi: B HEH CIUIIKOM CHJIbHBl KOHHOTALIMU
«CHIETTAHHOCTU» B CMBICJIE «IPOU3BOACTBA» U
«KOHTPOJs». Hanmnune MHCTaHLMI TPOU3BOJCTBA
U KOHTPOJIS TMPEANojaraeT Haily «3amepToCTby.
[TapagurmMa «MHp-MamimHay BCErga OCYILECTBIIS-
Jach Kak KyJabT HEOOXOIUMOCTH U MOPSIJIKA: HEOO-
XOJIUMOCTh KaK 3aKOH MPHUPOJbI, HEOCTIOPUMOCTH
3aKOHOB OOIIECTBEHHOTO PAa3BUTHS M XapaKTepH-
CTUK PallMOHAIBHOCTH.

Meradopa «mup — KW», ogHako, packpsli-
BACT HOBBIM CMBICIOBOM IIOTEHIIMAT, €CIIH MBI
paccMaTpuBaeM HIpy C YY€TOM OIbITa reimepa-

BUpPTYy03a. VIrpok OKa3bIBAETCsI CO-TBOPIIOM 3aKO-
HOB 3TOTO MHpPA, @ KOHTUHIEHTHOCTbh — Xapakre-
PHUCTUKOH ero croco0a CyIecTBOBaTh B 3TOM MH-
pe. [axxe ecim HaM XO4eTcsl aKIEHTUPOBATh «CIe-
JAHHOCTBY» 3TOT0 MHUPA, TO C YYETOM 3TOr0 aHTPO-
MOJIOTHYECKOT0 MOMEHTA BO3HUKAIOT HOBBIE (Me-
cTaMH O0ECKypa)XKHBAIOIIUE CBOMM BBI30BOM)
cnenctBus. Hampumep, nomyckasi, 4To 3TOT MHUP
MPOU3BEACH BBICOKOPA3BUTHIMH «apXUTEKTOpa-
MUY, IPUXOTUTCS IPOAYMBIBATh COCMHEHHE JIBYX
JTUHUN TBOPYECTBA: UIYIIUX OT «TBOPIIOBY» MHUPA
U OT «urpokoBy. Ecnm ke ucmnonb3oBars OuOIei-
CKOe TMOHMMaHue TBopua, TO OOHAPYKUBACTCS
emie Oojee MHTEPECHOE CIEACTBHE: MPOSBIISCTCS
KaK HEYTO HOBOE OYEHb CTapas uies — yueHHE O
teosuce*®. B 9TON KOHLENIMU MHUP BBICTYIAET
TEeppUTOpUEH «OeC-YMHCTBA» YEJIOBEKa: MIIajIas
TBapb, OMPENEICHHO, NODKHA BECTH ce0s He MO
YHMHY, €CIIM Jep3aeT Ha Takoe. Ho u B pexume
«OE3TMYHOT0» TPOU3BOJCTBA CUMYJAIMU (Kak,
Hanpumep, y Meruunrepa) metadopa «MUp —
KW» taxke TpebyeT CylecTBEHHOro IepecMoTpa
¢dopm Hameil TBOpUECKOH aKTUBHOCTU. MBI BpSI
T «3alepTh» B TYHHENE-Oro OKOHYaTeIbHO.

B nr0o0om ciydae Mbl BBIHYKICHBI JTHOO
CTaTh CBOETO POJAA «OHTOJOTMYECKHMMH BUPTYO-
3amMm», JUO0 OTKazaThbCs OT ATOW Meraduszmde-
cKoit meTadopsl. Vcronbp30BaHue HIIEH «MHP €CTh
KOMITBIOTEPHAS] UTPA» B TOM PEKUME, KOTOPHIN B
XO0J1y Y COBPEMEHHOT0 IMOCTTYMaHNU3Ma M KOTOPBIN
OKa3bIBAETCS JIMIIb MOJHOBICHHON HUJIEEH O «MU-

* Teosuc, umu oboxkenne (O£WGIC) — XpUCTHAHCKAS
KOHIIENIIVSI, BOCXOJAIas K ydeHHsiM CBB. AdaHacus
Benukoro, I'puropust borocnosa, Bacumua Benmkoro
W JIp., COTJIIaCHO KOTOPOH 3a/1aua YesioBeYecTBa — BOC-
CTaHOBJICHHE COCTOSTHUS MUpa U Anlama (4eioBeka) 10
rpexomnaaeHus. YTo o3HayaeT mpuoOpeTeHus 1o Oia-
TOAaTH COCTOSIHHA 0CO00ro poaa 0Oromnogo0HOr0 Mo-
TYIIECTBA — BJIACTH HaJA CBOCH MpUPOAOH U MPUPOIOH
MUpa; CHHEPTHUS KaK CO-pa00THUYECTBO bory.
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pe-MallrHe», BBIMIAIUT HE O4YeHb OOHaIeKUBa- un. Tpebyercs yTO-TO MEHATH: MeTadopy, KOH-
IOIIMM B OTHOLICHMM HE TOJBKO Hamled crocod- LENLIHI0 IOCTTYMaHU3Ma WM XapaKTEPUCTUKU
HOCTH K BUPTYO3HOCTH, HO Y K KOHIIENITYaanu3a- Hallled UTpBblL.
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