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MHOTI OSI3bIMHOCTb KOMIBIOTEPHOUM UT'PHI: O TEUMIIJIEMHOM ®YHKIINU 3BYKA

KommnbrotepHble UTpbl MPEACTaBIAIOT COOO0i
KOMIUIEKCHbIE 00BeKkThl. OHHM 0071a7aloT He OJHHM
SI3BIKOM, HO COBOKYNHOCTBIO Pa3lU4HBIX CPEICTB CO-
3naHus cMbicna. Kaxnapli M3 3TUX YCIOBHBIX «S3bI-
KOB» HMEET COOCTBEHHYIO CHeUM(pHUYHYI0 00JacTh B
00ILeH KOHCTPYKIHUU KOMITBIOTEpHOU UTpbl. OTHUM U3
TaKHX SA3BIKOB SBISETCA 3BYK. 3HAYMMOCTh 3BYKa JUIS
KOMITBIOTEPHOH UIPHI OOBIYHO OMIMOOYHO TTOHUMAETCS
TOJIBKO KaK CpPEACTBO JUISl CO3/IaHUS PEaIMCTHYHOCTH
BUPTYaJIbHOTO MHpPa U KakK CIOCO0 MOTPYKEHUS B WTI-
py. Ha camom nene, 3Byk B KOMIIBIOTEpPHOW HTPE MO-
eT BBINONHATH pa3Hble (QYHKIMU: OpHAMEHTAJIBLHYIO,
CEMAHTUYECKYI0O M TeWMIUIEHHY0. 3Ha4YMMOCTh IIO-
cienHeil QyHKIUM UMEET TPH CTETEeHH, KaKaas u3 KO-
TOPBIX MOKET aKTyaJlu3UpOBAThCA B TOM WM HWHOM
tunie urp. IlepBas creneHp BKIIOYAET UIPHI, MOCTPO-
€HHBbIE BOKPYT MPUHLIUINAIBHON Ba)KHOCTH 3BYKOBOM
cocrasisiromieii. Ko BTopoil cTeneHn OTHOCSTCS UTPHI,
KOTOpbIE HW3HAYalbHO TPeOOBaTEIbHBI K BHUMAHHIO
WIpOKa IO OTHOIIEHUIO K 3BYKY. TpeThsl CTelneHb
BKJTIOYAET UTPbI, B KOTOPHIX 3BYK PabOTaeT Kak MpHEM.
Ha xaxnplil u3 ciy4aeB NpUBOIUTCA PsiA MPUMEPOB C
WX TOCIIEAYIOINM aHaau30oM. B 3akmrouenne paboThl
aBTOp NPHUXOIUT K BBIBOAY O 3HAYMUTENBHON posmn
TeMIUICEHHON (YHKIUH 3ByKa Ui KOMIIBIOTEPHBIX
UTp, T. K. UIMCHHO 3Ta (YHKIHS PACKPHIBACT YHUKAIb-
HYI0 00NacTb 3BYKOBOTO, COCAMHEHHOTO C KOMIIBIO-
TEPHO-UTPOBHIM LIETBIM.

KuroueBble cioBa: ayamonusaiiH, 3BYK, My-
3bIKa, (DYHKLUWS, TeUMIUICH, S3bIK UTPBI, MHTEpQeEiic,
JMEeTe31c, KOMIbIOTEPHAs UTPa, BUACOUTPA.

MULTILINGUALITY OF COMPUTER
GAME. ON THE GAMEPLAY FUNCTION
OF SOUND

Computer games are complex objects. They do
not have one language, but a combination of several
ones. Each of these relative "languages" has its own
specific area in the complex construction of a comput-
er game. One of these languages is sound. The signifi-
cance of sound for a computer game is usually mistak-
enly understood only as a means of creating a realistic
virtual world and as a way of immersing player into
the game. In fact, the sound in a computer game can
perform various functions: ornamental, semantic, and
gameplay. The significance of this function has three
degrees, each of which can be actualized in a particular
type of game. The first degree includes games built
around the fundamental importance of the sound com-
ponent. The second degree includes games that initial-
ly require attention of the player to the sound. The
third degree includes games in which sound works as a
device. For each of the cases, a number of examples
are given with their subsequent analysis. Then, the au-
thor comes to the conclusion about the significant role
played by the gameplay function of sound for comput-
er games, since it is this function that reveals the
unique sphere of sound connected to a computer-game
whole.

Key words: audio design, sound, music, func-
tion, gameplay, game language, interface, diegesis,
computer game, video game.
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Beseoenue

B 2001 r. Mapkky OckenuHeH Hamucall
BECbMa IPOBOKAIIMOHHYIO cTaTtbio «MrpoBas cu-
Tyaiusa»!, B KOTOPOW OMNpeNenuiI, YTo HUrpa Kak
nporecc — 3TO KOH(PUTYpaTUBHAs TPAKTUKA, A UT-
poBasi cUTyalusl sIBIISIETCS KOMOWHAITMEH Lee,
CpeACTB, MPAaBUJIL, 000PYAOBAHHS U MAaHUITYJISLIUAHN.
Ota nrof0norudeckas U peayKUHMOHHAs MO3ULMS
XOpOULIO JIEMOHCTPUPYET H3HAYAIbHYIO TEOPETH-
YECKYyI0 JIeSITeIbHOCTh CHEIHMAINCTOB game stud-
ies Mo TOUCKY OMpeAeNieHU OCHOBHBIX TOHSATHUH,
MeTo/1a(-0B), TEPMHHOJIOIMYECKOIO ammnapara u
T. 0. OJHaKo, KaXeTcs, Ha IPAKTUKE KypHall
«Game studies» ¥ ero y4acTHUKH JIUIIb TBITATUCH
coOpaTh HanOOJIbIIIee YUCIIO PA3IUYHBIX B3IJISIOB
Ha TO, KaK MOXHO M3y4aTb KOMIIbIOTEPHBIE UTPHI,
a He BhIpabOTaTh COOCTBEHHYIO «IIOJIUTHKY» HC-
cienoBanuii. Ta cuTyanus, KOTopas IIpOU30LLIa B
JNEUCTBUTEIBHOCTH, XOPOLIO ITOKa3bIBA€T HACTO-
AlIMe OCOOCHHOCTH KOMIIBIOTEPHOM WIpbI, a
MMEHHO €€ KOMIUIEKCHYI0 CTPYKTYpY C pa3iud-
HBIMU acmekTamu (Tpaduka, 3ByK, TEXHUKA, MO-
JIeNU, CLIEHApUil U T.I1.), KaXKIbI U3 KOTOPBIX MO-
KET UMETh SCCEHIMAIBbHOE 3HAYEHHE MJIs1 KOH-
KpeTHOro ciryyasi. Takum oOpa3om, KaKeTcs, YTo
KOMIIBIOTEPHBIE MI'PbI 00Jaal0T HE MPOCTO Ka-
KHM-TO OJHUM SI3IKOM?, HO MHOKECTBOM pas3-
JIUYHBIX S3bIKOB, KOTOPbIE MOT'YT U3y4aThCs C I0-
MOILIbIO OTJIMYHBIX APYT OT Apyra meronos. Camu
9TH SI3bIKM M3HAYaJIbHO OTHOCATCS K PA3INYHBIM

! Eskelinen M. The Gaming Situation [D1eKTpOHHBIH
pecype] // Game Studies, Nel (1), 2001. URL:
http:/www.gamestudies.org/0101/eskelinen/.  ([lara
obpamenus: 22.01.2019).

? [IpoGrema A3bIKa Kak croco6a d(heKTUBHOCTH KOM-
MBIOTEPHON WTPBI paccMaTpuBajiach B IMpHUMeyYaTelb-
Hoi#t pabote: Byrmak C. C. BropkeHue si3pika KOMIThb-
IOTEpHBIX UTP B MycTHIHIO PeansHoro // Menunaduio-
copus IX. SA3pikm meamapmnocopun. CII6.: Mzna-
tenbcTBO PXT'A, 2013. C. 131-136.

00JIaCTsIM U CXOAATCS B KOHYCE KOMIBIOTEPHOM
Urpsl. B ynpoueHHOM NOHMMAaHHUU KOMIIBIOTEP-
Has Wrpa — 3TO Wrpa BOOOIIE C TEXHHUYECKUM
OCHAIIIEHUEM M MPOrpaMMHBIM O(OpPMIIEHHEM B
BHJI€ NTpOU3BeNCHUs. [laxe ompenencHue, JaHHOe
B TaKOM PEAyKLHOHHOM BHUJE, IPEICTABISIET CO-
O0oif cMech psama o00beKTOB. KoMIUIEKCHOCTH
CTPYKTYpbl KOMIIBIOTEPHOW WIPBI CTaBUT IEPEN]
HCCIIEI0BATENsIMU HE MPOCTO 3a/ady IO BBIJEINE-
HUIO PA3JIMYHBIX ACMEKTOB M UX U3YYEHMIO, HO U
[0 YJAEPKAHUIO B TOJOBE BCEM TOM OCTAIBHOU
MAaIlIMHEPUH, KOTOpasi OCTaeTcsl BHE (OKyca BHH-
MaHus yueHoro. Takum oOpa3zom, TOT GaxT, 4To y
KOMIIBIOTEPHOW UTPBI €CTh MHOI'O SI3BIKOB, Ha KO-
TOPBIX OHA «TOBOPUT» B OJHO U TO K€ BpPEM,
CBHUJIETEIICTBYET 00 OJHOBPEMEHHOH Ba)KHOCTH
JAHHBIX aCIIEKTOB.

B nacrosimei pabore peub moitner 06 oa-
HOM M3 TaKHX «I3BIKOB» — O 3BYKE. 3BYK SIBJIIETCS
OJTHOM M3 BaXXHBIX COCTABIIAIOIIUX KOMIIBIOTEP-
HOH WUrpbl. B HacTodIIee BpeMs JaKe CII0XKHO I10-
MBICJIUTB, YTO CTOJb CJII0)KHO€ CHHTETUYECKOE 1ie-
J0€ KaK KOMITBIOTEpHAsi UTpa MOXKET OOOWTHCH
6e3 aynmonusaitna. Kak u3BecTHO, 3BYK ompeje-
TsieTCsl KaKk 0OBEKTUBHO CYIECTBYIOIIas (hu3nde-
CKasi BOJIHA, KOTOpas MOXET OBbITh BOCIPHHATA
crymaroomuM. WrpoBoll 3Byk He HMeEET ecrTe-
CTBEHHYIO IIPUPOAY, a BOCIIPOU3BOAUTCS MEXaHU-
YEeCKH, XOTS TaKK€ CTAHOBUTCS 4YaCThIO Hallel
pEAIbHOCTH, HECMOTPSI Ha CMEILEHUE aKTyaJlbHO-
ro Mupa IpU HOrPYKEHUH B UTPOBOM IpoILECC.
AyauoauszaiiH CO3/aeT ONPENEIIEHHOE HAcTpoe-
HUE U atMocdepy, Aenaer urpy Oojee peasu-
CTHUYHOM / 0’)KMBIIEHHOM, MOJCKA3bIBAET UTPOKY O
€ro OKpY’KalolllEM IPOCTPAHCTBE, YBEIMUYUBAET
pa3BieKaTeNbHYIO IIEHHOCTh UIPhl, 00yCIOBIUBA-
eT TaKTWIbHYI0O M HUHTep(eicHyl0 o00paTHyIO
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CBsI3b, a Takke (GOpPMHUPYET HACHTUYHOCTH TOM
WM UHOM CTYIUH-pa3paboTunKa’.

3HaYMMOCTh 3BYKOBOT'O O(POPMIICHHUS OCO-
OEHHO 3aMeTHa Ha NpuUMepe aOCTPAKTHBIX HUTP.
CoracHO uccienoBanuio Amepa®, aroau, urpas-
mue B Osmos (2009) ¢ BKIIOUEHHBIM 3BYKOM,
umenu Oojiee YCHIIEHHOE cepiieOueHne M IpIxa-
HUE B CPaBHCHHH C TEMH, KTO Urpayi 0e3 3ByKa,
9TO YKa3blBaeT Ha TO, YTO 3BYK CIIOCOOCTBYET
00JIbIIEMY TIEPEIKUBAHUIO U MTOTPYIKEHUIO UTPOKA.
B cBow ouepens, . llentoH wu
I'. TI. Kymap n1oka3bIBarOT, 4YTO OTBETHAsI PeaKius

y4€HBIE

reiiMepoB NPOMCXOJUT HAMHOIO ObICTpee mpu
ayMaIbHBIX CTUMYJIaX, YeM NPH BHU3YabHBIX .
[To muenwuto ncuxomnora Cuy-Jlan TaH, 60ibIINH-
CTBO UI'POKOB, KOTOpbIE BIIEPBbIE HAa4alu MPOXO-
JUTh KaKylO-TO UIPY, JyUlle CIPABIISIIOTCS C HEH,
€CIIi B Hel MPUCYTCTBYET HEOTBJIEKaromas (hoHO-
Basi My3blka. C ee TOUKM 3peHusi, 6oyiee MpoaBU-
HyTble TeiMephl CTapaioTcs (OKyCHpPOBATHCS Ha
BU3YaJIbHOM MH(OpMaIuy, Toraa Kak npodeccuo-
HAJIbHBIE UI'POKH (HampuMmep KHOepCHOpPTCMEHBI)
PaBHBIM 00Pa30M PaCIPEENAIOT CBOE BHUMAHHUES,
KubepcrioprcMeHbl BBICOKOTO YPOBHSI CIIOCOOHBI
ONpENeNATh NCUCTBUS NPOTUBHMKA IO 3BYKYy. B

3 Marks A., Novak J. Game Development Essentials:
Game Audio Development. Course Technology. 2008.
336p.

* Usher R. How does In-Game Audio Effect Players
[OnexTpoHHBIN pecypce]. 2012.

URL: https://www.gamasutra.com/view/feature/16873
1/how_does ingame audio affect .php?page=3.
([aTa obpamenus: 22.01.2019).

> Shelton J., Kumar G. P. Comparison between audito-
ry and visual simple reaction times // Neuroscience &
Medicine, Nel (1), 2010. P. 30-32.

Tan S.-L. Video Games: Do You Play Better With the
Sound On or Off? The role of music and sound effects
in video games [DnekTponnsiii pecypc]. 2014. URL:
https://www.psychologytoday.com/blog/what-shapes-
film/201402/video-games-do-you-play-better-the-
sound-or. ([lata obpamenus: 22.01.2019).

HEKOTOPBIX ClIydasX 3THU 3BYKH OKa3bIBAIOTCS J0-
NOJTHUTENBHONH  MH(OpMaIuell, Mo3BOJAIOMIEH
JydIlle TOHUMATh UTPOBYIO CUTYAIIHUIO.

3BYyK B Urpax MOXET INPHCYTCTBOBaTh B
Pa3NIUYHBIX MOJIOKEHUAX 110 OTHOLICHHUIO K UTPO-
Ky ¥ mepcoHaxy. Tak, JMereTuueckoe’ 3ByKOBOE
oopmieHne AeMOHCTpHpPYET (DakT, YTO HMCTOY-
HUK 3ByKa OYEBUCH HE TOJBKO JUISI UTPOKA, HO U
i nepcoHaka. COOTBETCTBEHHO, HEAMEreTHYE-
CKO€ MPOCTPAHCTBO 3BYKa JOCTYIIHO TOJIBKO WI-
poky (3Byku MeHi0)®. OQHAKO €CTh HEOOBLIUHBIE
Clly4ad TPaHCAUETE€TUYECKOIO0 MPUCYTCTBUS 3BY-
KOBBIX 3()()eKTOB: peub MepcoHa)kei, HalpaBIeH-
Hasi HampsAMyl0 K UTPOKY, @ HE K MEPCOHAXY,
HarpumMmep, — 03ByUeHHas HH(POPMAIHS O TOM, YTO
IIEPCOHAXX UTPOKA MEPETPYKEH U HE MOKET HECTU
Oosibiie Bemied, win xe Qpasza: «MHBeHTaph HO-
JOH». ['MIOTETHYECKHM MOXHO MPEANIONOKHTD,
YTO CaM IEPCOHAX MPOU3HOCUT 3Ty PEILIUKY, XO-
T 0OBIYHO O3BY4YeHa (ppa3a HE TOJIOCOM aBarapa,
a HEKOTOPOTO «JIUKTOPa», UTO JIETKO 3aMETUTh Ha
npumepe ctpaterunt Warcraft Il1: Reign of Chaos
(2002). TpaHcouereTudeckue 3BYKH OJNHM3KU T. H.
«CUCTEMHBIM COOOIIEHHUSIM», KOTJa IO KaKOH-
1100 TEXHUYECKOM NMPHUYMHE MPEPBIBACTCS UTPO-
BOH IIpolLiecC.

" B naHHOM cilydae HOJ «IHEre3dMcoM» MOHHMAeTCs
«BHYTpPEHHEE MPOCTPAHCTBO MHPA UTPHI», UIH MPOCTO
«mup urpbl». HecMoTps Ha TO, 4TO TEPMUH Yallle BCe-
TO WCIOJB3YeTCs B JHUTEPATYPOBEACHUU, HCCICI0BA-
TEMH KOMIBIOTEPHBIX UTP TOXKE MPUOETAIOT K HEMY.
[MompoOHEEe O MOMONHUTENBHBIX OTTEHKAaX 3HAYCHHUS
nmoHsATHs «auere3uc» cM.: Genvo S., Pignier N. Com-
prendre les fonctions ludiques du son dans les jeux
vidéo [OnektponHsIii pecypc] / Communication, No28
(2), 2011.

URL: http://journals.openedition.org/communication/1
845. (Jlata oopamenus: 22.01.2019).

8 Ienmkun A. A. Mopenb JMEreTHYECKOTO aHAIM3a
3ByKa B OKpaHHBIX Menua // Meauamysbika. No2, 2013.
URL: http://mediamusic-journal.com/Issues/2_5.html.
([laTa obpamenus: 22.01.2019).
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[TonbITKM coO31aHUs KiIacCU(UKAIMU BHU-
JICOMTPOBBIX 3BYKOB TMPEANPHUHUMAINUCH JOCTa-
TOuHO MaBHO. OJIHA M3 MEPBBIX MPUMEYATEIbHBIX
paboT B »TOM obOnactu Obuia Hamucana B 2004 T.
@®pubeprom u I'apaendopcom. OHM MPEATOKIIN
CJIEIYIOLIYI0 TaKCOHOMHUIO: 1) 3ByKH aBarapa (1a-
r'H); 2) 3ByKH OOBEKTOB (OTKpBITHE IBepH); 3)
3BYKU TNEpCcoOHaxeu (peun); 4) opHaMEHTalIbHbIC
3ByKH (BeTep, ambient)’.

B 2008 r. uccnemoBarenu ayauoau3aiiHa
C. Xopro0eprc u P. Ban Ton pacuupuinum 3ty Kiac-
cupukanuo M paspaboranu cxemy ([EZA) nns
M3yYEHHUS KOHIENTYaJbHOTO JAW3aifHa 3ByKa B
KOMIIBIOTEPHBIX Hrpax. Cxema oOBSCHIET pa3iu-
Yre MEXIy JUETeTUYEeCKUM U HEeIUereTUYeCKUM
3BYKOM M BKJIIOYaeT 4eTblpe obmactu: 1) mHTEp-
deiic; 2) addext; 3) 30na; 4) apdexr. «UHTEp-
¢eiic» 0603HAYAET TO, UTO MIPOUCXOTUT B UTPE, HO
OTHOCUTCSI K Pa3HOTO poja MeHro. «Dddexr»
O3HAa4yaeT aKTHUBHOCTb B HIPOBOM MHpeE. «30Ha»
YKa3bIBaeT HA UTPOBOI «CETTUHI» KaK HA MaTepH-
anpHy0 (GopmMmy (reorpauueckuii, KyJIbTypHBIH,
tornosnornyeckuii). Haxonen, «addexT»
0003HAaYaeT «CETTUHT», TOJIBKO C TOUYKU 3PEHUS

TOXCEC

€ro SMOIUOHAJIBHOI'0, COOUAJIBHOIO U MOPAJIbHO-

[IEHHOCTHOTO HamoJHeHus ' °.

? Friberg J., Girdenfors D. (2004). Audio games: New
perspectives on game audio // Proceedings of the ACM
SIGCHI International Conference on Advances in
Computer Entertainment Technology. 2004. P. 148-
154.

1 Huiberts S., Van Tol R. IEZA: A Framework For
Game Audio [DnexrponHsbii pecypc]. 2008. URL:
http://www.gamasutra.com/view/feature/131915/ieza
a_framework for game audio.php. ([dara
obpamenus: 22.01.2019).

AvereTuyeckun

3oHa ekt

CeTTUHr AKTUBHOCTb

Adpekt WHTepdpenc

Heaueretuyeckun

Puc. 1. Cxema urpoBoro 3Byka

MOXHO TPEINONI0KHUTh, YTO TJIABHBIM 00-
pa3oM UIpOBOW 3BYK BBINOJHSET TPH 0a30BbIe
(pysxkuumn:

1) Ummepcusnasn, unu oOpHamMeHmManibHAs.
3ByK sBiseTcsl (YHIAMEHTAIBHBIM 3JEMEHTOM
nu3aiiHa urpbl. IIpoexTel, HE HUMEKIIHUE 3TOro
JJIEMEHTA, ITOKAXYTCS CPENHECTATUCTHYECKOMY
reiMepy CTpaHHbIMU. TeM He MEHee, YaCTUYHOE
OTCYTCTBUE IHETETHYECKOTO 3BYKa MOXKET OBITH
XOpOILIO OOBITPAaHO B MI'Pax, /i€ 3BYK CKOpEE BbI-
MOJTHSET FeMMIUICHHYI0 (PYHKIUIO, B TO BpEMSI KaK
OTCYTCTBHE HEIUEreTUYECKOTO 3BYKAa BEIET K
YXYALIEHHOMY IOTPY>KEHHUIO B UTPOBOU IIPOLECC.
OpHaMeHTalIbHOCTh 3ByKa CBsI3aHa HE TOJIBKO C
IIOJIHOTOM IOTPY’KEHUsSI B BUPTYaJIIbHBIA MHUp WUI-
pPbl, HO U C XapaKTEPUCTUKAMHU CAMOI'0 MHUpA, €ro
pPeaNMCTUYHOCTBIO. Tak OJUH U TOT XK€ 3BYK WIIM
My3bIKa MOTYT OBITH PAaCCMOTPEHBI C TOYKH 3pe-
HUsS OpPHAMEHTAIBHOCTU WM CEMAaHTHYECKOU
Harpy3ku. Hampumep, B urpax »xanpa xoppop ¢o-
HoBbIi dark ambient u pasHOpoaHbIe myraromue
3BYKH paboTaoT Ha atMocepy MpOoU3BEACHUS,
XOTsI MUHHMAaJIbHbIE U3MEHEHHS O0IIEero TOHA My-
3BIKM MOTYT CUTHAJIM3UPOBATh 00 M3MEHEHUH I10-
noxeHus nen B urpe. OOBIYHBIN CKpUI JBEPH,
MPOUCXOJIIUN MPH €€ OTKPBITUH, caM 1o cebe
OpHAMEHTAJIEH JUISI UTPOBOrO CyOBEKTa, OJHAKO
MOSIBIIAETCS PE3KOE CUTHAIU3UPOBAHUE, €CIIU ITOT
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CKpHII IIPOUCXOAUT IO NMPUYMHE NCHUCTBUU KOIO-
TO JIPYTOTO.

2) Cemanmuueckasi. 3ByK HMEET 3Haue-
Hue. Haubonee sipko 3TO 3aMeTHO B ciydae Oa-
TaJIbHON MY3BIKM WJIM MEJIOAPAMAaTHYECKOU CIie-
HBL. Bce 9TH npuMepsl 1 MHOTHE ApyTUe Mocpea-
CTBOM HX (POPMYJIBHOCTH MEPELUId U3 KHHEMAaTO-
rpada B BUACOUIPHI, 3aKPEMMBIIUCH HA HOBOM
CMeHbI

MCAUuyMme. MY3bIKaJIbHO-3BYKOBOT'O

HAaCTPOEHUS MOTYT OBITh HCIIOJIb30BaHbl Kak
CpeAcTBa Ui CO3MaHus Oojiee TUMHYHOW CLEHHBI,
TaKk Y JUIsl IPUBHECEHUS YETO-TO OPUTMHAIIBHOTO.
B cBsA3M ¢ MHTEpPaKTUBHOW MPUPOIOM IaHHOIO
MEJMyMa UIPOBOM 3BYK MOXET CUTHAIM3UPOBATh
0 (HE)BO3MOXKHOM JelicTBUM aBarapa. Hampumep,
3BYK IPOBOpPAYMBAHMS 3ap>KABEBIIEH IIEKOJAbI
WIM MOBOPOT PYYKH JIBEPH YAaCTO O3HAYAET, 4YTO
IBEPb 3aKpbiTa WK ciiomaHa. CeMaHTHYecKas
(GyHKIMS 3ByKa OIpENEeIEHHO MMEeT IMHaMHue-
CKyl0 IpPUpPOAY MW IIOYTH BCETAa COIYTCTBYET
reiMIieiHo QyHKIMM —  TOKa3aTeJIbHBIM HC-
ClleZIOBaHMEM Ha 3Ty TeMy sBJsercs padora
K. Hoprencen!' o World of Warcraft, rae ona
paccMaTpuBaeT 3BYK KaK CEMAaHTHMYECKHE CHUTHAI,
CYLIECTBYIOIIMIA HEOTPBIBHO OT TEUMIUIES, [0-
MOJIHAIOIUNA UIPOBOM MHP M IIOJCKA3bIBAIOLIMN
urpoky B PvP.

3) [etimnretinas. 3ByK MOXET OBITH 4Ya-
CTBIO TeWMILIES, IPUYEM CTEIIEHDb €TI0 3HAYMMOCTH
CWJIBHO pa3HMUTCS B 3aBHCHUMOCTH OT jkaHpa. Ka-
KETCsI, MOJKHO BBIJIENIUTh BCETO TPU CTENEHU 3BY-
Ka B urpax. Tak, K nepeoii cmenenu OTHOCATCS
UTPBl, CKOH(HUTYpUPOBAHHBIE BOKPYT 3ByKa BO-
o0Imie: WUrpel JjIsl HE3pSYuX, ayJUOUTPBI, PHUTM-

! Jorgensen K. Audio and Gameplay: An analysis of
PvP Battlegrounds in World of Warcraft // Game Stud-
ies. Ne§ (2), 2008.

URL: http://www.gamestudies.org/0802/articles/jorgen
sen. ([ara obpamenus: 22.01.2019)

UTPBl U HEKOTOpBIE YacCTHbIE MPOeKThl. Mrpsr co
eémopoil cmenenvlo TpeOYIOT CEPbE3HOTO BHUMA-
HUS UI'POKa K 3BYKY B IPHUHIIUIIE: XOPPOP-HUIPHI,
CTEJIC-UTPBI, CHUMYJIATOPBl U HEKOTOPHIE OCOObIE
ciyyau. K mpemveti cmenenu BaXHOCTH 3ByKa
OTHOCATCSI UTPBI, B KOTOPBHIX 3BYK pabOTaeT Kak
TEUMILICHHBIN NIPUEM: K OTOMY IIOJI0 OTHOCUTCSA
MHOKECTBO Pa3HOPOIHBIX IPHUMEPOB.

Ilepsas cmenens eelimniielinol QyHKyuu 38yKa

BriepBbie pUTM-UTPBI, WU MY3bIKaJIbHBIC
urpsl, (rhythm game) sipko 0003HaYMIIUCH C BBI-
xogoM PaRappa the Rapper B 1996 1., KoTOpas
onpexaenwia Oyaymiee xxanpa. Kak 3asBnser Tpu-
cran [lonoBan: «/lo mosBnenust PaRappa the
Rapper xoHIIENIIHS UTPBI, KOTOPAsi TO3BOJISLIIA UT-
poKaM JaBaTh CO3/1aBaTh MY3BIKY, (haKTHUeCKH
HMKaK He ObLIa BoIulomeHa»'?. BaxkusiMu mpes-
CTaBUTEISIMM JTOTO KaHpa sBisitorcss Dance
Dance Revolution (1998-2016), Guitar Hero
(2005-2016), osu! (2007), Audiosurf (2008), Just
Dance (2009-2017), Persona 4: Dancing All
Night (2015), Hatsune Miku: Project Diva (2009-
2016). PUTM-UTpHI SABISIOTCS a0CONIOTHOM peanu-
3anueil remreinoi ¢yHkuuu 3Byka. B 60ib-
[IMHCTBE CIIy4aeB MY3BIKAILHBIE HTPHl HCIIONb-
3yIOT JIOCTaTOYHO MPOCThIE MEXaHWKH C ab-
CTpakTHBIM OTOOpakeHueM. OHHU BO MHOTIOM
ONMM3KKU HIrpaM-cUMYyJIsiTOpaM 0e3 Tmpea3aJaHHON
KOHEYHOH IIeNId, XOTS B HEKOTOPHIX CIIydasX,
Hanpumep Persona 4: Dancing All Night, o6na-
JAI0T PEXKHMOM HCTOpUHU. B puTM-urpax mepen
UTPOKOM Yallle BCEr0 CTOMT 3ajada MPaBUIBHO
CIIBINIATh MY3bIKy, YyBCTBOBATh €€ PHUTM U BO-
BpeMsi HAKMMaTh 00O3HaueHHbIC KiaBuimd. [Ipa-
BUJILHOCTh Ha)KaTUsl OBIBA€T HECKOJIBKUX BHJIOB:
1) «mpomaxy»; 2) «xopoiioy»; 3) «BEITUKOJIECITHOY;

12 Towosan T. Urpaii! Uctopus Bumeourp. M.: Benoe
si01moko, 2014. C. 356.
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4) «upeanbHO». DTHU 3IEMEHThl MOT'YT HEMHOI'O
BapbHpoBaThcs (Hampumep, B Audiosurf UTpoky
HAJ0 yNpaBiATh MAIIMHON MOJ MY3bIKYy U YBOpa-
YUBATbCS OT MPEMSATCTBUI), HO CYTh OyZeT ocra-
BaTbCs TOU k€. HexkoTopeie My3bIKalbHBIE HUIPBI
MOTYT BBIXOJHUTHb 3a pPaMKH (PUKIHOHATIHLHOTO
IIPOCTPAHCTBA MIPBI MM BOBCE €r0 HE UMETh U
B3aUMO/JICHICTBOBATh HANPSAMYIO C TEJIOM HUIPOKA!
Just Dance, Guitar Hero. B Just Dance urpok
MOXKET TaHILIEBaTh IEPE]l MOHUTOPOM KOMIIBIOTE-
pa, UCIONIb3Ysl CHELMAIBHOE NPUJIOKEHUE HA Te-
nedoHe JUIS OTCICKUBAHUS €ro IepeIBHKEHHUS,
COOTBETCTBEHHO, CYLIECTBYIOT CIIELMAIBHBIE MO-
VIIeH KOHTpoJuiepsl (motion controller) mis mpu-
CTaBOK.

B KOHTEKCTE pUTM-UTP BO3HHUKIIA U 0co0ast
XapAKOpHasi UIpoBas JESITEIbHOCTb — «CKOppaH-
HUHI» (Scorerunning), KOTOpasi COCTOUT B JOCTH-
KEHUU MAKCUMAIbHO 3(PPEKTUBHOTO UCIOTHEHUS
NEUCTBUHM, YTO MPUHOCUIIO HAaMOONBIINHA Pe3yib-
TaT IO OYKaM. B JeHCTBUTEIBHOCTH SIBICHUE
CKOppPaHHHMHIa IPOMCXOIUT €IIe OT MEPBbIX UTPO-
BbIX AaBTOMATOB C IMOKa3aTelsIMH (PUHATIHLHOTO
cueTa ceccuu. B Hacrosiee Bpems 0co60ii mory-
JSIPHOCTBIO TOJIB3YIOTCS KUOEPCIOPTUBHBIE YEM-
nuoHatsl 1o osu! (osu! World Cup), B KOTOpBIX
Y4acTBYIOT KOMaHJbl IO YEThIpE MIpoKa U cpa-
JKAIOTCH 3a JIy4dlllee UCTIOJTHEHUE MEIOUH.

Taxxe cymectByroT urpsl Tuna Rez (2001)
wmu Child of Eden (2011), koTOpble mpeacTaBis-
0T COOON MEAWTATHBHBIN IIyTE€p OT TPETHETO U
nepBoro auna. OcoOEHHOCTh ATUX UTP 3aKI0Ya-
eTcs B TOM, YTO IOMAaJaHue Mo aOCTPAKTHBIM Lie-
JSIM  BBI3BIBACT Pa3NIUUHbIE 3BYKOBBIE 3()()EKTHI,
COBOKYITHOCTh KOTODPBIX CO3[a€T MY3bIKAJIbHYIO
KOMIMO3UIKI0. TakuM 00pa3oM, caM MpOLECC Ur-
Pl («MrpaHKe») CTAHOBUTCS HE COYMHUTEILCTBOM
My3bIKH, @ WCIIOJIHEHHEM IIpeA3a/laHHON paspa-
O6oTunkamMu kKommno3unuu. IlepBas U3 3TUX WP

Obula co3/1aHa B TEPUOJ CEPhE3HOW MOIMYIISIPHO-
CTH AJIEKTPOHHON MY3BIKH JKaHpa trance, B CBSI3U C
YeM Urpa yHaclieZoBajla KOHIIENT «3JIEKTPOHHON
MEIUTATUBHOCTH», TPOIIE TOBOPS, caMy HJICIO
TpaHnca. B Smonun mist Rez Obul naske BBIMYIIEH
CTELUANbHBII KOHTPOJUIED — «TPAHCBUOpPATODP».
Kak yTBepkaaioT pa3pabOTUMKH MEXaHU3Ma, 3TO
ObuIa IIyTKa 6€3 CeKCyallbHOro MOJTEKCTa, Ha ca-
MOM Jejie 3a7aya Obula B TOM, 4TOOBI YCHJIMTH
relMIieiinyio HeoObIYHOCTh Rez ¢ momorrsio
YCTpOWCTBA,  JOOABIAIOMIET0 K  BU3YAJIbHO-
MY3BIKaJIbHOMY TTOTOKY €IIIe U TEJIIECHYIO 00J1acTh,
kuHecteTuky'®. Ha mpakTuke ycTpoicTBO OBLIO
OOBIKHOBEHHBIM BHOpatopom ¢ USB-mpoBomom
st PS2, T. €. OH OCyIIECTBIISIT AOMOJIHUTEIbHYIO
BHOpAIMIO TI0O OTHOIIEHUIO K KOHTposuiepy PS2.
OcHoBHas mpobiema TpaHCBHOpaTopa cocTosia B
TOM, YTO UTPOKH HE MOHMMAJH, KyJa €ro KiacTb
IS TIOJYYEHUs IPaBUIIBHOTO () deKTa.

Jlpyrum JrOOOMBITHBIM CIy4YaeM SIBJISETCS
JKCIepUMeEHTanbHas urpa L-Zone (1992), cne-
JaHHas ToJ pykKoBoAcTBOM Xapyxuku CoHoO.
OTOT NPaKTUYECKH 3a0BITHIM SMOHCKUH MPOEKT
NpEeJCTaBIseT CcO00l YHUKANbHBIA MpUMEp HC-
MOJIb30BaHMs 3ByKa B KOMITbIOTEPHBIX Hrpax. Kak
YKa3bIBaJIOCh Ha CaMOM JMCKE C UTPOH, 3TO HE
COBCEM Hrpa, a «KMHTepaKTUBHBIN TeaTp». Croxera
B UI'pE TOYTH HET, B TO BPEeMs KaK TEKCT COBCEM
OTCYTCTBYET, BHHMAHHIO HIpPOKa IIpelaraercs
KaKoi-T0 (yTypUCTHUECKUI KOMIUIEKC, KOTOPBIN
OH HCCIIEAYET C MO3UIMHU HEU3BECTHOTO CyObEeKTa,
U 3BYK SBIISICTCSI €0 €JUHCTBEHHBIM IPOBOIHH-
koM. OCHOBHO} relMIUIEH UIPbl COCTOUT B IEpe-
MeleHuu B ayxe point-and-click m B3aummozeii-

13 Byford S. Tokyo Thrift: The Rez Trance Vibrator is
gaming's most intense peripheral [DneKTpOHHBIH
pecypc].

URL: https://www.theverge.com/2016/9/25/13046770/
rez-trance-vibrator-

ps2. (Jara obpamenwus: 22.01.2019).
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CTBHM C (DaHTACTUYECKMMHU TEXHOJIOTUSMH, 3Ha-
YeHHEe KOTOPBIX HE Bcerja MoHATHO. VIMeHHo B3a-
MMOJCHCTBHE C TEXHOJOTMEW M MallWHAMHU CTa-
BUTCS BO IJIaBY yIJia, MO3HAHHUE Yepe3 HaKaTHe Ha
BCE TMOJIPSII: pa3Hble MAIIMHbI U3/AI0T Pa3INYHbIC
3BYKH, 10 (hopMe HAIIOMUHAIOIIME KOPOTEHBKUE
CeMILIbl U3 TIEPBBIX MPOTpaMM 10 padoTe ¢ My3blI-
KOH. B 1e710M BeChb KOMIUIEKC BBIIIOJIHEH B JIyXe
aBaHrapJHOW My3bIKM M cTuis industrial, *u3HB
KOMILJIEKCa TepeslaeTcs Yepe3 ero 3By4aHue, Io-
BCEHEBHOCTb pPabOTHI «OJAMHOKHX MEXaHH3MOB)
KaK JKM3Hb OyIyIIUX aBTOMAaTU3UPOBAHHBIX KOM-
wiekcoB. CoBeplIeHHE «MY3BIKAIbHBIX M-
CTBHI1» B L-Zone He ObUIO TaKMM HHTEPECHBIM,
ecny Obl OHM OBUIM BITUCAHBI B KaKylO-TO OCMBIC-
JICHHYIO TIOCTIeIOBATEIbHOCTh, MUMEIH 3a COOOM
HEKOTOpYIO IIefieco00pa3HoCcTh. VIMEHHO 3a cyer
nepecOOpKH TOBCEIHEBHBIX Bellei, OCTpaHEeHUs
Pa3IUYHBIX HEECTECTBEHHBIX 3BYKOB MAIIIMH HIPa
oOperaeT cBoe aBaHrapjaHoe 3ByudaHue. Ceifuac
3Ta Urpa, SBHO ONEpeIUBIIas CBOE BPEMs, MOXKET
MPOYUTHIBATHCSA KaK (YTypUCTHUECKOE IpecKa-
3aHue O0e3monHOro (HO He OecyyBCTBEHHOTO)
«TaJKETU3MAY.

Camo Ha3BaHHME «UTPBI JJIS CIEIBIX» YKe
CBHUJIETEIILCTBYET O HE3HAUUTENBHOCTU Tpaduue-
CKOTO IJIaHa, HO He 00 ero o0s3aTeNbHOM OTCYT-
CTBHHM, U O B&)XHOCTH 3BYKOBOTO O(OpPMIICHHSI.
[IpenMyIIeCTBEHHO TaKHE WIPbl PabOTalOT Co
BKJIIOYEHHBIM «3KPAHHBIM JUKTOPOM», TPUIOXKE-
HUEM, 3aYUTHIBAIOLIEM UTPOKY TO, YTO HAXOAUTCS
MOJI €ro KypCOpOM HJIHM TPOCTO aKTUBHUPOBAHO,
YUUTBIBasA, YTO TaKTWJIbHAS Meperaya MHpopma-
UM 3aTpyAHEHa npu paboTe ¢ KOMIBIOTEPHOU
TeXHUKOU. [IpuMepamMu TakuX UTP MOTYT CIIy’KUTb
Smugglers 4 ot Niels Bauer Games — rpaduue-
CKasi KOCMUYeCcKasi MoIIaroBasi CTpaTerus ¢ yKio-
HOM B BOEHHOE WJIM IKOHOMHMYECKOE DPa3BUTHE,
r7Ie MOXXHO AaKTHBHUPOBATh SKPAHHOIO IHKTOPA.

Taxxe BCTpedaroTcsl JIOTMYECKHE WUIpbl OT 7-128
Software, KilaccCHueCKHe KapTOYHBIE HIPBI OT
Spoonbill Software'* u 1. 1. OOBIMHO TaKHE WIPHI
co3laroTcs Kak MHIU-TpoekThl (independable) u
pacripocTpaHstoTcst OecriatHo. M3BeCTHBI Takxke
cllyyau, KOTJa He3psYHe JIIOJU HEeTJIOX0 CIpaBIs-
JUCh C YINpaBJIEHUEM B HUIpax, HW3HAYaJIbHO HE
OPHEHTUPOBAHHBIX HAa TAKYIO ayJUTOpPHUIO, HO 00-
JaA0MKX TOJXOAAUINM 3BYKOBBIM O(OpPMIICHH-
eM Ul OPUEHTUPOBAHUS 0e3 BU3YalbHOM OMOPBI:
Hanpumep, cepun Qaitunr-urp (fighting) Mortal
Kombat (1992-2016) u Tekken (1994-2017).
ITomumo

3TOrO, CYLIECTBYIOT

«ayJIMOUTPBD», KOTOpPbIE NIENAIOT OCOOBINA aKIEHT

HPOCTO

Ha 3ByKOBOM cocTaBiistonel. Mcnonb3ys 3ByK Kak
[JIABHBIM KOMIIOHEHT ayJIUOMUIPbI, OHU MOIYT CO-
31aTh YCIOBHS JUIi HOBOWM aTMoc(epbl, HOBBIX
TEeUMILIEHHBIX BO3MOXKHOCTEH, KOTOPBIX HET Y BU-
3UyalbHBIX UIP. DTO CTPEMJIEHHE K HOBOMY OIIBI-
Ty HPOAMKTOBAHO HE MPAKTUYHOH HE0OXOIUMO-
CTBbIO, HO KOHIIETITyaJIbHBIM IOAXOO0M, IMOJA0OHO
TOMY, YTO MpeUlaraloT notgames HIM Serious
games, TMpU 3TOM HaOIIONAeTCs HEKOTopas HO-
CTaJIbTUS 10 PETPO, CTaphiM JOTrpauyYecKuM Hr-
pam. CriexTp >XKaHpPOB MOJOOHBIX UTP BKIIIOYAET
MHOXECTBO Bapuaumii: ot apkax 1 MUD no my-
TEpOB OT TepBoro uia ¥ MMORPG!,

Bmopas cmenens cetimnnetinou (hynxyuu 38yKa

[Ipu pasroBope o crenc-urpax (stealth)
CTOUT 0OpaTUTh BHUMaHME Ha cepuio Metal Gear
Solid (1998-2015) wmu Thief (1998-2014). B

JKaHpC «CTCIIC» KpaﬁHe Ba’XXHO CJIBIIIATh IIaru u

4 Blind Computer Games [DneKkTpoHHBIA pecypc].
URL: http://www.blindcomputergames.com/samplega

mes/samplegames.html. ([ara oOparteHus:
22.01.2019).
' Audiogames [Dmextponnbii pecypc]. URL:

https://www.audiogames.net/list-games/. ([lata oGpa-
menns: 22.01.2019).
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JEUCTBUSL BpParoB, YTOOBI MPEANONOXKHUTH WIN
y3HaTh, IZl€ OHHU HAXOAATCS, T.K. IedMIU3aiH
3TOTO KaHpa YCTPOEH TaKMM 00pa3oM, uTO cpa-
KaTbCs TMPOTHB OOJBIIOTO KOJMYECTBA MPOTHUB-
HUKOB — IIOYTH BCErja caMOyOMHCTBEHHBIH IO-
crynok. Ilostomy B crenc-urpax 3BYKOBOE
oopMieHre CTaHIApTHOTO 3ByKa IIaroB CTAaHO-
BUTCSl TeHMIUICHHBIM (DakTOpOM, BIMSAIONIUM Ha
BBIIIOJIHEHUS TIOCTaBJICHHOM IEpe] UTPOKOM 3a-
naun. TeM He MeHee CTOMT IpPU3HATh, HECMOTPS
Ha TO YTO Ha 3BYK MOYKHO OIIMPATHCS MPU MOUCKE
IIPOTUBHUKA M €r0 BBICJIEKUBAHUU, BU3YyaJbHBIN
¢dakTOp Bce-TakM MpeoOsIaaeT B ATOM JKaHpE.
Tak, HanpuMep, B CHAWIIEPCKOU Ty3JId CO 3HAME-
HuThIM 60ccom The End B Metal Gear Solid 3:
Snake Eater (2004) urpok MOXeT MPUCITYIITUBATH-
Csl K IIypLIAHUIO WM COIIEHUIO (Bpar MHOTIa 3a-
CBIIIA€T) C MOMOUIBIO YCHUIIUTENS 3BYKOBOTO CHI-
HaJla ¥ Tak OOHapyXuTh Oocca. OOpaTHBIN NpH-
MEp MOXHO BCTPETUTh B urpax cepuu Ilenchu
(1998-2009): oHm mpuMedaTenbHbl OTCYTCTBHUEM
MUHHUKApThl ¥ HEOOJBIIUM TOPHU30HTOM IPOPH-
COBKHM OKpY’KaloIIEero MpOCTPAaHCTBA, UYTO 3aTpy.-
HS€T BO3MOXXHOCTb YBHUJAETH IPOTUBHHUKA, 3aTO
pasroBopel ¥ maru HUIIoB (HeurpoBbIX mepco-
HaXkel) Bcerja xopouo ciblimHbl. Kpome Toro, B
CTeJIC-UTpax BCeraa ecTb (hakTop ILIyMa Camoro
aBarapa (HE BCerja SKCIUIUIMTHO BBIPAXKEH), KO-
TOPBII HYXKHO CTapaThes AepKaTb HA MUHUMYME,
4TOOBI HE OKa3aThCs 3aMEUYEHHBIM BparamH.
JIroOombITHOE SIBICHUS MOKHO BCTPETUTH
B cuHTeTnueckux RPG, Bxmroudaromux crelnc-
Mexanuku. Hanpumep, Persona 5 (2017) kak urpa
YETKO JAENUTCA Ha JBe TreiMIuieiiHbie yactu: 1)
CHUMYJISILIAS KU3HH OOBIYHOTO SITIOHCKOTO IIKOJIb-
HUKa, PeaTU3yIollas 3JI€MEHTHI COLUAIIbHOMN KU3-
HU aBaTapa, HAKOIUIEHUS Pa3JINYHBIX OYKOB, IPO-
KauMBaHUE JUYHOCTHBIX HABBIKOB W T. . 2) My-
TEIIECTBUS MO TMOA3EMENbsM / JTabUpUHTaM, B

nporecce KOTOPBIX MPOUCXOMAT IMOIIAroBbIe OOu
C TPOTHBHHMKAMH, C LEJNbIO O0E3BPEKHBAHUS HX
BiajenblieB. Onnako B Persona 5 Bctpeun ¢ Bpa-
raMy MPOMCXOJAT HE CIyYailHBIM 00pa3oM, Kak BO
MHOTHUX KJIaCCHUeCKUX sMoHCKuX RPG: urpok sB-
HO BUJUT MPUCYTCTBHE MATPYIUPYIOMINX MOBCIO-
Iy BparoB M CTapaeTcsi HE3aMETHO HamacTh Ha
HUX €33 U3-3a yIJIa, 4YTO MO3BOJIUT €My HAaHECTH
yJap MEepBBIM, YTO OKa3bIBACTCs KpailHe Ba)KHBIM
npu momaroBoit cucreme 60si. COOTBETCTBEHHO,
€CITi UTPOK OyneT 3aMeueH, ero 3aCTUrHYT Bpac-
IUIOX, U OH HAauyHEeT XOJ BTOpbIM. B urpe Taxxke
NPUCYTCTBYET TpadHUecKuil MoKa3zaTellb YPOBHS
nryma mpu oere.

Iefimrutelinoi (yHKINHU 3ByKa peanu3yer-
csi u B xoppop-urpax (horror). B stom xanpe
BAXHO TPHUCITYIINBATHCS K OKpPY’KaloLIle cpene u
pa3NIUYHBIM CUTHAJNaM (CTOHAX, MBIYaHUH, IIOPO-
Xy, 3BYKy IIaroB M T. [.), YTOObI HE MOIACTh B
HEXXEJaTeIbHYI0 CUTYallMI0 U He OKa3aTbCs yOu-
ThIM. Tak kak ¢ 2010-x rr. MHOrHue padUHUPOBAH-
HBIE XOPPOP-UTPHI IKCIUTyaTUPYIOT MEXaHUKY
OerctBa, a He OOpBOBI, TO 3BYKOBBIC YCIOBHS
HEOOXOIMMBI HE TOJIBKO ISl CO3AAaHUs MyTraromen
aTMocdepsl,
Hanpumep, QOutlast (2013) wnu Amnesia: The
Dark Descent (2010). IlepBbie urpsl cepuu Resi-

HO W A BBbBDKHBAHUA HWI'POKa,

dent Evil OblH celaHbl ¢ U30METPUYECKUM BH-
JIOM KaMephbl, YTO HE MO3BOJISLIO UIPOKY IOJHO-
CTbIO YBHMJIETh IPOCTPAHCTBO, B KOTOPOM Haxo-
IUTCSL €ro MEepPCOHaX, TAaKUM 0Opa3oM, omopa Ha
3BYK BBICTyIIaja HAJEKHBIM CPEICTBOM YAOCTO-
BEpEHUS (HE)IPUCYTCTBUS BParoB B JIOKALUH.

B HenmaBHel xoppop-urpe Perception
(2017) Oblna caenaHa MOMBITKA MPOJAEMOHCTPUPO-
BaTh AayTEHTHUYHBIH CIOCOO BOCHPUATHS MHpa
CIIENIBIM  YEJOBEKOM. OTa TIeWMIu3aiHepcKas
CTpaTerys MoJydyanach HECKOJIbKO YCIOBHOW: MI-

POK YMPaBIIsJT MEPCOHAXEM OT MEPBOrO JIMLA U
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OPHEHTUPOBAJICA B WUIPEe MO 3BYKY, OJHAKO 3BYK
MIOJICBEUMBAJ OYEPTAHUS MIPEIMETOB, UX (POPMBI U
mpocTpancTBO (A((HEKT IXOTOKAIUK), IO TOU Ke
JIOTHKE OCBEIIAJHNCh OOBEKTHI, KOTOPhIE CaMH H3-
JaBaiay 3ByKU. B 1enom mpuHIMI paboThl Majio
OTJIMYAJICS OT MOJICBEUMBAloIe kamepsl u3 Out-
last nmu paxe ctanmaptHoro ¢ouapuka. Clox-
HOCTBb MI'PBI COCTOSJTIA B TOM, YTO, €CJIM UT'POK XO-
TeN BHIETh, KyJla HaIlpaBiseTcs, HEOOXOIUMO
ObUIO CTy4aTh OEJOW TPOCTHIO, YTO MOTJIO MpPHU-
BJICYb MOHCTpA.

ITonoOHBIE MEXaHUKHA OWUTB C HEBUIUMBI-
MU BparaMd €CTECTBEHHBIM 00pa3oM SBIISIOTCS
IpUMEpPOM TeUMIUIeHHOW (YyHKIMM 3ByKa, IMpH-
YeM, OHa peau3yloTcs BCEr/a MPUMEPHO OJIMHA-
koBo. Hampumep, B Hellnight (1998) Bparos
MOXXHO OBUIO YCHBIIIATh 3apaHee, a YBUACTh
TOJIBKO Ha MMHHUKapTe, HO, KOTJa MPOUCXOIHIIA
BCTpeyYa JIMLIOM K JIMLY, TJIaBHBIM Iepoi cpasy ke
ymupai (WIM €ro HalapHUK). OTOT IPUHLMUII One-
hit-life («cMepTh OT ogHOTO ynapa») B JalbHEH-
[IEM CTaJl I[OJHOLEHHBIM TOMOCOM TOAO0OHBIX
urp. Iloxoxas cutyanus Oviia u B Enemy Zero
(1998), roe repouHst He MOIJIa BUAETh OMACHBIX
CYIIECTB, HO OTCIIeKHBajJa UX MEPEABIKEHHUE C
MIOMOIIIBIO MYTAOIIE MHKAIOIIEro yCTPOHCTRA.

Cepbe3Hylo ponib reiMIuIeiiHas (QyHKIUsS
3BYKa UTPACT B TAKOM SIBJICHUH, KaK CITHJIPAHHUHT
(speedrunning), T. €. IPOXOKJCHUN UTPHI HAa CKO-
pocTtb. CKOpOCTh MPOXOXKACHUS YACTO 3aBUCUT OT
A3bIKa, Ha KOTOPOM CJIEJIAaHO O3BYYEHHE WIPHL
Hanpumep, S.T'A.L.K.E.R.: Call of Pripyat (2009)
CIHMIPAHAT Ha (PAHILy3CKOM SI3BIKE, TIOTOMY 4YTO
Tak ObICTpee BCEro MPOXOAAT KaTcUEeHBI. | eiim-
IUIEHHO 3HAYUTENBHYIO POJIb MY3bIKa WIPAcT B
cuapanax Resident Evil 3, roe mpomycku anu-
MAaIMH OTKPBITHS JBEPH 3aBUCST OT TOTO, ObLIA JIN
CMEHa MY3bIKH B HACTOSIIEH JIOKAllMM WM HET.
Ecnu cmeHa mMy3bIku ObLTa, @ 3TO MPOUCXOIUT TO-

rJa, KOTrJa Ha TEepOMHIO BHE3AMHO HAalajaaer
Hemesunna, To Hy>)KHO Ha)KUMaTh KHOIIKY MPOMYcC-
Ka 4yTh C OOJBIIMM 3aMO3JaHHEM, YeM B CIIydae
OTCYTCTBHSI CMEHBI MY3BIKQJIbHON KOMIIO3ULIUH,
YTO CBSI3aHHO C TEXHMYECKHMMH OCOOCHHOCTSMU
JIBUKKA UTPBI.

[efimrutelinas QyHKIMS 3ByKa TaKXKe ak-
TYaIU3UPYEeTCsl B «XAPJAKOPHBIX YEJICHJKAX)
(hardcore challenge), cOXHBIX HCIBITAHHSX, KO-
TOpBIE YCTpauBalOT JJsi ce0s caMU WTPOKH WM
CTPUMEPBHI, T. K. TOJJOOHBIC MTPOXOXKACHUS UTP SB-
JISIIOTCST IOCTATOYHO YBJIEKATEJIbHBIMU B reimep-
ckoil cpeme. HamOonee W3BECTHBIE YEIUICHIKHU
9acTO BKIIIOUAIOT B ceOs KaKOW-TO TaHIWKAI IS
MPOTUBHUKA, HAMPUMEpP, UTPOK MPOXOAUT HIPY
0e3 HCIONBb30BAaHUS KAKUX-IMOO MPEIMETOB,
OpYXXHS M T.I. WIH, HA00OPOT, ¢ MPUMEHEHUEM
TOJIBKO uero-to ogHoro. K gemnenmxam, B KOTO-
PBIX 3BYK UMEET PELIAIOLIee 3HAYEHUE, OTHOCSTCSA
MPOXOKJCHUS BCIEMYI0, YTO a0COJIIOTHO TOBTO-
pSIeT UCTOPHUIO C UTPaMHU ISl HE3PSIUUX 32 UCKIIIO-
YEeHHEM TOr0, 4YTO IefMephl CTaparoTCsl 3apaHee
MOATOTOBUTHCS K A3TOMY, MOJIyYIlE 3allOMHUTH
BU3YaJIbHOE OKpY)KEHUE, 3BYKOBOE JEHCTBUS U
T. 1.

Iefimrutelinas GyHKUMS 3BYyKa UMEET Me-
CTO U B cumynaropax. Hecmorps Ha TO, 4TO CH-
MYJISITOPBl UMEIOT MHOXECTBO Bapualui, Ha4yM-
Hasi ¢ MOpPHOTpadUYECKUX M 3aKaHYMBAsS TPajo-
CTPOUTENBHBIMHU, HE BO BCEX THUIAaX CUMYJSTOPOB
3BYK UCHOJHAET reiimmieiinyio gynkuuio. B pea-
JTUCTUYECKUX CHUMYJSITOPAX MAIIUHHOW €316l /
IPY30BbIX TEPEBO30K / aBUAMOJIETOB U T. 1. 3BYK
OKa3bIBACTCSI HEOOXOAUMBIM 3JIEMEHTOM UTPOBOTO
mpouecca, T. K. IepefaeT CUTYalHI0 Ha JI0pOre,
OTpaXaeT COCTOSHHUE TPAHCIIOPTHOIO CpPEICTBA
(He 3aBOJUTCS JBUraTelb), MOMOTraeT KOMMYHHU-
LHUPOBATh C YYAaCTHUKAMHU JOPOKHOTO JBUKEHUS
(Mcnosib30BaHUE TYJIKAa UM BKIIIOUEHHUE MMOBOPOT-

| 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

110



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

Bnaaucnas Bnagumuposuy KUPUYEHKO / Vladislav KIRICHENKO
| MHOT0s1I3BIYHOCTh KOMNIBIOTEPHOM UTPhI: O redMIienHOM QpyHKIuU 3ByKa / Multilinguality of

Computer Game. On the Gameplay Function of Sound|

HUKa) U T. 1. Bce 3TH 3BYKOBBIE 3JIEMEHTHI MOKHO
BCTpeTUTh B urpax Euro Truck Simulator (2008)
WIK B PYCCKOM Y4eOHOM aBTOCUMYJISITOPE st
oOyuenust BoxaeHuto o ropony City Car Driving
(2007), B KOTOpPOM MOXHO CJaTh SK3aMEH IO
[T1J1. BaxxHOCTH BEpPHOTO 3BYKOBOTO odopmiie-
HUS ISl CUMYJISITOPOB 3a71aeTCs CaMOi OCOOCHHO-
CTBIO JKaHpa — CTPEMJICHHEM K Iepelnade peau-
CTHYHBIX TIPOIECCOB.

Tpemvs cmenens 2etiMnIeliHOU QYHKYUU 38VKA

MyBBIKaJIBHBIe 3arakm TOXE SBJIAIOTCA

reiMIieiHo  Oo(OpMJICHHBIMH  3JI€MEHTaMH.
OOBIYHO WTPOKY MPEIOCTABIISICTCS MEIOIHS, KO-
TOpasi JI0JKHA OBITh BOCIIPOM3BEJCHA Ha OIpE/e-
JICHHOM YCTpPOWCTBE, HampuMep, IIKaTyJika W3
Resident Evil 3 (1999) wim 3arajgka B KOCMHYE-
ckoMm kopabne u3 Real MYST (2000). B HexoTO-
PBIX KBECTaX HYKHO ChI'paTh KOMIIO3UIUIO IO
HOTaM: OofHAa W3 3arajok B Nine Persons, Nine
Hours, Nine Doors (2009). B The Curse of Mon-
key Island (1997) urpoxky mpeacTouT MPOUTH CO-
CTsI3aHHME 10 WUIrpe Ha OaHKO. B medanbHO U3-
Takeshi’s Challenge (Tekeshi no

Chosenjo, 1986) urpok DOMKEH MPOUTH HEMpPO-

BECTHOU

CTOE WCIBITAHKE, JIMYHO CIEB B Kapaoke'®,
Hekotopble MHAM-TIPOEKTH KOHLIENTYaJH-
3UPYIOT 3BYK KakK 3JIEMEHT UIPOBOTO Ipolecca.
Hanpuwmep, Beyond Eyes (2015) siBnsercst urpoit o
He3psiueil JeBOYKe, KOTOopas, IMEepe]BUrasich Ha
OLIYIb, BOOOpaxkaeT OKpyskarouuii mup. OmHaKo
TAHHBIM TPOEKT MPEICTABIAETCS HE COBCEM KOp-
PEKTHO pEaNM3YIOIUM CBOIO HJEH0, T. K. UIPOK
BUJHUT MHUp B LIBETE, KAK U caMy T'€pPOUHIO, U CO
cTopoHbl. CrernoTa BeIpa)KeHa JIMIIb C TIOMOIIbIO

' TIpu 5ToM MCHONB30BANACh OHA U3 HEOOBLIYHBIX
¢ynkuuii koutpoiuiepa NES. Hekoropeie monn naxe
HE TI0ZI03PEBAIH O CYIIECTBOBAHNN TaKOH (QYHKIMHU 1O
MIPUYMHE €€ PEKOT0 HCTIOIb30BaHNUS.

rpadudeckoil MeTadopbl, BHICTpaUBAIOLICIHCS de-
pe3 yBeIMYeHHE 30HbI BUIMMOTO IpHU Xonande. B
3TOM CMBICIIE KJIACCHYECKUE CTPATErHH B peajb-
HOM BPEMEHH UCTIOJIb30BAIH MTOXO0XKHHI MpHeM Ipu
«TyMaHe BOIHbI», Hampumep, Starcraft (1998) —
MOKa UTPOK HE pa3Benas o0IacTh, rae ObLIa TeM-
HOTA.

B Samurai Champloo: Sidetracked (2004),
CO3JIaHHOM 10 OJIHOMMEHHOMY aHHMMe, 0OeBasi CH-
cTeMa IMOCTPOEHA HA MY3BIKAJIbHBIX KOMITO3UIUAX
TakuM 00pa3oM, YTO, MEHss MY3BIKaJIbHYIO JI0-
POXKY, UIPOK TOJy4aeT Apyrod Habop KomoOo-
aTak, MPUYEM MOXKHO OJHOBPEMEHHO HOCHUTH C
co0oit 1Ba My3bIKaIbHBIX cemIiuia. CMeHa ceM-
IUIOB TMO3BOJISIET MOAOUPATh HEOOXOAMMBIE aTaku
MOJl Pa3HbIE TUIBI BParoB, U3MEHSS HE TOJIBKO
CTWJIb MX HCIIOJHEHUS, HO U MY3BIKaJIbHOE
oopmieHue, KOTOpoe, Kak U B OPUTHHAIHHOM
aHMMe, pa3pbIBACT AMETeTUYECKYI0 pealuCTHY-
HOCTB, T. K. COOBITHSI UTPBI IPOUCXOAT B SIMOHUN
B nepuoa D110, HO (OHOM MOXKET Urparh JDKa3-
pon wim xun-xom (rpynmna Nujabes). 3ToT npumep
XOpOILIO MOKAa3bIBAET, HACKOJIBKO MOTYT OBITh HE
CBsi3aHbl WHTepQeiicHoe 3ByKoBOEe O(hopMIiIeHHE
(3ByK-AJI-UrpoKa) U Npoucxojsiiee B urpe. bes-
YCIOBHO, 3TOT ()EHOMEH TMOSBWICA TOpa3Jio
paHbllle KOMITBIOTEPHBIX WUIp, €IIe B 3IOXY 3a-
poXIeHus KuHemarorpada.

B Luxuria Superbia (2013) urpok Moxer
MPUKOCHYTBCS K TIOCTETNIEHHO pACIBETAIOLIEMY
I[BETKY, aOCTpakTHO IMpPEJICTaBICHHOMY B BHJE
pasHoLBeTHOro TyHHeuns1. KpaliHue cTOpoHBI TyH-
HEJIS HY>KHO CTUMYJIMPOBATh MalbllaMH WM Kyp-
COpPOM, YHHYTOXasl JICTIECTKH, ISl MPOXOKIACHUS
ypoBHs1. CONPHUKOCHOBEHHE C JIETIECTKAaMH YKpa-
[IaeT MY3bIKAIbHYIO0 KOMITO3UIIMIO U MEHSET pac-
IBETKY TYHHeEINs. B CBsi3U C omnpenenieHHbIM 3BY-
KOBBIM HANOJHEHHWEM CcaM MWIPOBOW TMpoIecc
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HartoMHUHaJl MG,Z[I/ITaTI/IBHI:Jﬁ aKT aGCTpaKTHOFO
CCKCYAJIbHOT'O CTUMYJIMPOBAHU .

3aknrouenue

B utore MOXHO OTMETUTH, YTO 3BYK SIBJISI-
eTcs OIHUM U3 CEMHUOTHYECKUX KaHAJIOB KOMIIBIO-
TEPHOM WIpPBI, YaCTBIO €€ CTPYKTYpPHOI'O IIENIOTO.
Ero u3yuyeHue mo3BOJISIET JIydlle IMOHMMATh, Kak
paGoTaeT AaHHBIA MEIUYM, €CIH YYHUTHIBAeTCS
o0111asi KOMOMHAIS Pa3HBIX SBJICHUH, O KOTOPBIX,
Hanpumep, ynomuHan B M. OckenuneH. Wrposoit
Oynyun
OOJIBLIIMHCTBA UI'P, OPraHU3YET IUETeTHYECKOe U

3BYK, 00s3aTeIbHON  COCTaBJIAIOLIEH
HEJMETEeTUYECKOE IPOCTPAHCTBA MIPHL. 3BYK B
Urpe BBINOJHACT TpH (PyHAAMEHTaJIbHBIE (YHK-
nuu: 1) uMMEpCHBHYIO; 2) CEMaHTHYECKylO; 3)
reiimiieiinyro. [locnennss GyHKIMS OKa3bIBaeTCs
cieun(uveckoil A Meauyma KOMITbIOTEPHOM

UTPbL, IMEHHO II0TOMY €€ PACCMOTPEHHUIO JT0JIXK-

HBI OBITH yJIeJIeHO 0c000€ BHUMAaHHE, YUUTHIBAS,
4YTO OCOOCHHOCTH BMJICOMTPOBOTO ayAMOAM3aliHA
BCE €IE OCTAITCAd HEIOCTATOYHO HCCIIECIOBAH-
HeIMU. ['efimmneiinas QyHKIMS UMeeT TpH cTere-
HU, 3aBUCALIMX OT KOHKpeTHoro ciydas. K mep-
BOIl OTHOCSITCSI UTPBI, CKOH(PUTYPUPOBAHHBIE BO-
KPYT 3ByKa BOOOIIE: UTPhI U HE3PSUUX, ayJIHO-
UTPBI, PUTM-UTPbl U HEKOTOPBIE YAaCTHBIE IIPOEK-
ThI. Irpbl cO BTOPOU CTENEeHBI0 TPeOYIOT cephes-
HOTO BHUMAaHMsI UIPOKa K 3BYKY: XOPpOp-HIpBHI,
CTEJIC-UTPBI, CHUMYJISATOPBl U HEKOTOPHIE OCOObIE
ciaydan. K Tperbell creneHu BaXXKHOCTH 3ByKa OT-
HOCATCSL WI'PbI, B KOTOPBIX 3BYK paboTaeT Kak
TEUMILICHHBIN IPUEM: 3TOMY IOJIIO IIPUHAJUICIKUAT
MHOXECTBO PAa3sHOPOAHBIX MPUMEPOB. JlalbHEH-
1iee M3y4yeHue MmpoodsieM 3ByKa B KOMITbIOTEPHBIX
Urpax Mo3BOJUT YIiyOUTh UX TIOHUMAHUE B pyclie
KaK UCTOPUYECKUX (HOpM, TaK M OOLIEKYIbTYPHBIX
3HA4YCHU.
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