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Game Studies— monogasa n ambuumMo3Has
06n1acTb Hay4YHbIX UCCiegoBaHW. BykBanbHO

Game Studies —MoJiomast u aMOu-
1IM03HaA 00JIaCTh HAYYHBIX UCCJIE-
IoBaHU. BykBaJIbHO 3a OZIHO fiecs-
TUJIETVE U3 JIOKAJbHOV MHUITMAT-
BBI COTPYAHNKOB KomeHnrareHckoro
VHUBEPCUTETA MHQOPMAIIMOHHBIX
TexXHOJIOTHi1' uccyIeJoBaHUA BUE0-
UTP OPEBPATUIIUCDH B ITOJTHOIIEHHBIN
UHTeJJIEKTYaJbHbI TPEH, a caMU
BUIEOUTPHI CTAIN 00BEKTOM HUUYTh
He MeHee IPUBJIEKATeJIbHBIM I Jie-
TUTUMHBIM, YeM KIMHO WJIV COBpe-
MeHHOe UCKycCcTBO. VI X0oTa nnoHa4da-
JIy UCCJIeIOBaHUA BULEOUTP ObLIN
BKJIIOYEHBI B TPAAUIMOHHY0 HOMEH-

1. HemasoBaskHas metasb — caM MHHOBaumMoHHBIN IT University of Copenha-
gen OBLI CO3LaH JIMIIb B 1999 roAy. BeposTHO, II0sBJIEHME I0L €ro STULO0N
CHavaJia JKypHaJa, a 3areM 1 lleHTpa McCIeOBaHUI KOMIBIOTEPHBIX UTP
(Center for Computer Games Research) —He CJIy4alfHOCTb, HO OCO3HaHHAsA
cTparerns B 60pbbe ¢ KOHKypeHTaMM 38 MHHOBALIMOHHOCTD, BHMMaHue CMIL
Y IPUBJIEKATEIBHOCTD ISl OyAYILMX CTYLEHTOB.

ANEKCAHAP BETYWMWHCKUNA 41



3a OfIHO flecsATUNETHE UCCeoBaHUS
BUAEOMUTP M3 NIOKaNbHOM MHULUMATUBbI
COTPYAHWKOB KOoMeHrareHCKoro yHusep-
cuTeTa MUHPOPMALMOHHbLIX TEXHONOM Ui
npeBpaTUINCh B NOHOLEHHbIW MHTEN-
NEeKTyasnbHbIi TPEHA, @ CaMu BUAEO-
Urpbl CTaIM 0GLEKTOM HUYYTb HE MeHee
npuBAeKaTeNibHbIM U IETUTUMHBIM,

4YeM KMHO UM COBPEMEHHOE UCKYC-
cTBO. U x0Ts noHavany uccnefoBaHus
BUAEOMUTP GbiaK BKIIOYEHbI B TPAAULM-
OHHYI0 HOMEHKAATYPY ANCLMMINH, yIKe
HECKOJ/IbKO JIET CMYCTA OHM OCTaBanChb
LOUCLMUMIMHOM NINLLb «M0 COBMAaAEHMIO».

CTaHOBATCH OpraHM4ecKon YacTbio Game
Studies n nerko npuceaunBatoTcs nocnea-
HUMW. B UTOre Mbl UMeeM [1ef10 He NPOoCTo
C OAHUM U3 MHOXeCTBa NOAXOA0B K CITOX-
HOMY ¥ HEOAHO3Ha4YHOMY 06 bEKTY —
BUAEOUTPE, HO CO CTPEMIEHUEM U3yyaTb
€ero BoO BCeM MHOroo6pasunu 1 ¢ y4HeTom
pasfnyHbIX UCCneaoBaTeNbCKUX Nep-
cnekTuB. CTaTbsa NoCcBsLEHa NOSBAEHUIO
n uctopumn passutua Game Studies, pac-
KPbITHIO cneundrKu ncenenyemMoro o6b-
eKTa. B cTtaTtbe aHanuaupyetcs aunemma
HappaTonorMu 1 IOA0SIONMKN KaK OAWH

13 ABYX MUDOB, Nexallux B OCHOBaHUM

YTO6bl U3y4aTb BUEOUTPbI CEFOAHS, YKe
Heo6a3aTeslbHO NPUHaANEeXaTb K COOT-
BETCTBYIOLWEMY AeNapTaMeHTy YHUBEepCH-
TeTa. MMy 3aHMMalOTCS UccneaoBaTenu
mMefaua, niuTepaTtypbl Ui BU3yasbHO-

CTW, K HUM 06paLLaloTCs KylbTyposioru,
MCUXOJIOTU U COLIMONOTH. M 6€30THOCH-
TeNIbHO UHCTUTYLLMOHABHOM NpUHaj-
NEXHOCTH MoSly4eHHble pe3ybTaThl

Game Studies. Bropon mud —o pefyk-
umun. lemoHCTpUpyeTcs HepeayKLMOHUCT-
CKMWI NoAXOf B UCCNef0BaHNAX BUAEOUTD,
CTaBWUTCH BOMPOC O POSIN U MecTe paspa-
60TYMKOB U reMman3anHepoB B Game
Studies. TaKXe aHann3npyeTcs TEKy-

Las cuTyaums B o6nacTu v ykasbiBaloTCcs
OCHOBHble COBPEMEeHHbIe HanpaBfeHus
nccneaoBaHuin.

KJATYyPy AVCIUILIINH, VK€ HECKOJBKO JIET CIIyCTS OHM OCTaBaJIUCh
JVCIIATLIIVHOM JIUIIb <10 COBIaJeHuo». YT0oObl M3ydaTh BULEOUTPHI,
CerofHs ysKe HeobA3aTeJ bHO IPUHAJIEKATh K COOTBETCTBYIOLIEMY
JellapTaMeHTy yHuBepcuTeTa. VIMy 3aHMMAIOTCA UCCIIe[OBATEN Me-
[1a, IUTEePaTyPhl UIM BU3YAJIbHOCTH, K HUM 00paIjaloTCA KYJIbTYPO-
JIOTH, TICUXOJIOTY U COIIMOJIOTN. VI 0€30THOCUTEIIbHO MHCTUTYIMIOHAIb-
HOJI IPMHAJIEIKHOCTHU TTOJIy Y€HHBIE PE3YJIbTAThI CTAHOBSTCS OPTaHU-
yecKoil yacTbio Game Studies u JIErKO IIPUCBaUBAIOTCS IOCJIE THIMIA,
B muTore MbI MMeeM 1eJ10 He IIPOCTO C OJHYM M3 MHOKECTBA IIOJIXOA0B
K CJIO}KHOMY U HEO[THO3HAYHOMY 0O'bEKTY — BUEOUTPE, HO CO CTPEM-
JIEH/EM U3y4aTh er0 BO BCEM MHOT000Pa3muu U ¢ yUeTOM Pa3JINIHbIX
JCCJIeIOBaTeJIbCKUX IepcreKTuB. OnHAKO Tak OBLIO He Bceraa.

Jlloponorua vs HappaTonorus

Posxenne mccsienoBaHuii BUOEOUTP OATUPYIOT 2001 TOLOM, KOTAa
BBIIIIEJI IIePBbII HOMEP MeKAYHAapOIHOTO PelLleH3MPYyeMOro MHTep-
HET-3KypHAJIA C ONHOMMEHHBIM HazBaHueM — Game Studies®. Ecom

2. Cm.: Game Studies. The International Journal of Computer Game Research.
URL: http://www.gamestudies.org/.
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00paTUTHCS K OTKPBIBAIOIIEN 3Ky PHAJ CTaThe, HAIIMCAHHON €T0 IJIaB-
HBIM PEeIaKTOPOM HOPBEXKIeM OCIleHOM AapceToM, CTaHOBUTCH
SICHO: CCJIeJOBAHNS BULEOUTP — 3TO U Pe3yJIbTaT, U CTaBKa B 3KECTO-
KoM Oopbbe MeKAy OUCIMIIIMHAMM-KOHKYPEHTaMM 3a IIPaBO IIpO-
U3BOJUTH HAay4HbIE BBICKA3bIBAHUA O Buieourpax . Ilpryem camas
IpOMKas II0JIEMMKA pas3BepHYyJach MEKIY CTOPOHHUKAMM JIHOJI0JIO-
TUM C OZIHOl CTOPOHBI ¥ HAPPATOJIOTUM — C APYTOli*,

XPOHOJIOTMYECKN ITePBBIMYM HACTAaMBAaTh HAa CBOEM VICKJIIOUUTEJIb-
HOM IIpaBe TOBOPUTH O BUAEOUTPAX, YTBEPIKAAHA, UTO MMEHHO UX MH-
CTPYMEHTHI ¥ TePMMHOJIOTMYECKII allliapaT HanboJiee IPUrogHbI 118
9TOrO, CTAJM MCCJIeL0BaTeN M HappaTuBoB. 110 NX MHEHNIO, BUJEOUT-
pa—DdTo B IEPBYIO OUepeab TEKCT. KOHEeYHO, He TOT 3Ke CaMblii, C KO-
TOPBIM MMEET JIeJI0 YNTAIOIINI KHUTY, M TasKe He TOT, KOTOPBIN «4uTa-
I0T», KOTZ[a CMOTPAT KMHO. Bumeonrpa — 0co0blii TeKCT, kubepmexem?,
Kak HasBaJ ero Aapcet. Ho naske KubepTeKCT oCTaeTCss TEKCTOM —
KeM-TO HallMICAaHHBIM, KEM-TO IIPOYMTAHHBIM, IIPOVHTEPIIPETIPOBAH-
HBIM U T. 1. VI ecsit MHOKECTBO aBTOPOB XX BeKa I'pe3UJM O TeKCTaX,
KOTOpPBIE IIMCAJMCH ObI IPSAMO B IIPOI[ECCE UX YTEHNMA, TO BOILJIOTUIIACH
3Ta rpesa MMEHHO B Bumeourpax. B 3ToM cMbIcje BUIEOUTPBI ABJA-
I0TCA He YeM MHBIM, KaK IIPOJOJIKEeHVEM JINTEPaTyPhL.

C TakuMm momgxomoMm (M TPUTABAHUAMM) KOJIJIET He MOIJIM COIJIa-
CUTBCSA MCCJIeOBaTeNN, Ha3BaBlne cebsa somonoramu (oT Jat. lu-
dus —urpa). Jlromosorus, Kak Hammucasa B 1999 TOAY aBTOpP TEePMMUHA
Toncano ©packa,—IIOKa ellle He CYyIeCTBYIOUaa AUCIUILINHA, U3Y-
Yalollas UrPhl ¥ UTPOBYI0 aKTUBHOCTL®. TepMMUH OKazaJsca HacTOJb-
KO yZa4HBIM, YTO JIIOIOJIOTaMM CTaJM Ha3bIBaTh ceba m gpyrue mc-
cJIe[oBaTe I, B TOM UMCJie M3BECTHLIN TeopeTuk Bumeonrp Mecrmep
Oun, aBTOp ommHommenuoro Gisiora The Ludologist. OcHOBHOI Te3uc

3. Cm.: Aarseth E. Computer Game Studies, Year One//Game Studies. July
2001. Vol. 1. Iss. 1. URL: http://www.gamestudies.org/oio1/editorial.html.

4. Haubousiee BasKHBIMM IJI IOHMMAHUSA 9TOTO CIOYKETa ABJIAIOTCA TeKCThI I'oH-
casno ®@packu u VMecnepa IOsna. O6a — He TOJILKO MCCIENOBATENH, HO M Pa3-
paborunku Buneourp: Ppacka —us Ypyraad, JOa—wus Jauun. Cm.: Frasca G.
Ludology Meets Narratology: Similitude and Differences Between (Vid-
eo)Games and Narrative. URL: http://www.ludology.org/articles/ludolo-
gy.htm; Idem. Simulation vs Narrative: Introduction to Ludology. L.; N.Y.:
Routledge, 2003. URL: http://www.ludology.org/articles/VGT_final.pdf;
Juul J. What Computer Games Can and Can’t Do. URL: http://www.jes-
perjuul.net/text/wecgcacd.html; a Takske crarbio Ousa «PacckasblBaoT Jaun
urpsel ucropunu? KpaTkas 3aMeTka 00 urpax u HappaTUBax» B HACTOSAIIEM
"HOMepe «JIloroca».

5. Cm.: Aarseth E. Cybertext: Perspectives on Ergodic Literature. Baltimore,
MD: The Johns Hopkins University Press, 1997.

6. Cm.: Frasca G. Ludology Meets Narratology.
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JIIOZOJIOTOB COCTOUT B CJIEAYIOIIEM: MOYKHO CKOJIBKO YT'OJTHO T'OBO-
PUTBH O HappaTMUBe B BUILEOUTPAX, HO HE HAPPATUB JeJaeT BULEOUT-
Py BUOEOUTPOIL.

BaHBJIHTb, YTO MeyKAy UrpaMm M HAappaTUBOM HET HUKaKOM pas-

HUIBI,— 3HAYNUT UTHOPMPOBATH CYITHOCTHBIE KadeCTBa obenx
7

KaTeropuii .
CyIiiHOCTHasA XapaKTEPUCTUKA UTPBI, KOTOPYIO, 10 MHEHUIO JIIOJIO-
JIOTOB, YIIYCTMUJIM HAppaToJIOrM,— caMa ee UrpoBocTb. HappaToso-
IV CJIOBHO 3a0bLiM, YTO B BUJEOMUIPHI B IIEPBYIO OUYEPEdb MUIPAIOT
¥ JIUIIb 3aT€M AYMAalT O HuX. VI meiicTBUTEJIBHO, MOKHO CKa3aTh,
uTo npecyoByThIN «TeTpuce» (Anercen IlaskuTHOB, 1984) —9TO MeTa-
dopa 3akoHa rpaBuTanyy. MoKHO ITyTUTE, 94TO «TeTpuc» yuuT TOMy,
YTO TPYZAHOCTEN CO BpPeMEHEM CTaHOBUTCS JIMIIL OOJIbIIE M JIFO-
Oble mocTmsxeHMs InpexonAmy. Ho Bce 3TO BTOPMYHO II0 OTHOIIIE-
HMIO K camoMy «TeTpucy», B KOTopoM BooOIlle HeT HappaTusa. Mosx-
HO IIBITAThbCA €r0 MHTEPIIPETVPOBATH, HO MICTOYHUK YIIOBOJBCTBUSA
OT Urpsl B «TeTpuc» He CBA3aH ¢ MHTepHpeTanmamu. «TeTpuc» —sTo
B IIePBYI0 odepenb reimiiell. VI MMeHHO reMMILIel fejaeT ero Jer-
KO y3HaBaeMbIM B JI000J1 113 MHOYKECTBA CYIIIECTBYIOIINX BapUaIMii.
Kax 661 HM MeHAIOCH ero odopMIIeHMe U KaKUM Obl HAppPaTUBOM €ro
Hu cHab:xasm, «Tetpuce» ocraerces «TeTpucom».

IIobena sromosioroB o3Havyasa, YTO U3yUeHMe BUILEOUTP NEVICTBU-
TeJIbHO TpeOyeT HOBOTO A3BIKA. A HOBBIV A3BIK IIOPOKIAET HOBYIO
IUCUUILINHY, KOTOpas Ha HeM roBoput. Tak nossuimcs Game Stud-
ies. VI3J0:KeHHAas IIOCJIEeIOBATEJIBHOCTD COOBITUI BBIMJIAAUT CTPOI-
HOJ 3a OZHMM YTOYHEHMEM — CTOJIb IIPOYHO YKOPEHMBIIAsCA B ca-
MOOIIMCAHNN AVICIUIIVHBL 60pb0a JII00JIOTUM C HappaToOJOTUel
HUKOTa He Ipoucxommia’.

Mudbl Game Studies

AHTUHAPPATOJIOTUYECKNE TEKCTbl B 00JIaCTM M3YYEeHUS BULEOUTP,
KaK [IpaBMJIO, YMaJYMBaIOT, IIPOTUB KOI'O MMEHHO OHM HaIlpaBJIEHBI.
Happatosor ny5 J110/10510T0B 1TOA00€H UAEANUCTY AJSA AUMaJIeKTUYe-
CKMX MaTepPUaJICTOB WY KOPPEJALMOHUCTY IJA CIEKYJIATUBHBIX

7. Aarseth E. Op. cit. P. 5.

8. Cm.: Frasca G. Ludologists Love Stories, Too: Notes from a Debate that
Never Took Place//DIGRA‘03— Proceedings of the 2003 DIGRA Interna-
tional Conference: Level Up. 2014. Vol. 2. URL: http://www.digra.org/digi-
tal-library/publications/ludologists-love-stories-too-notes-from-a-debate-
that-never-took-place/.

44 NIOroc. TOM 25 #1 [103] 2015



peaJICTOB, TO €CTh KOHIENTYaJbHbI IepcoHask. HapparTosor —ato
Unoe mroposiora, 6€3 KOTOPOro IIOCJIEIHETO BOOOINE HE CYILIEeCTBY-
eT. To ecTp peusb He uaeT 00 0OMaHe MJIM COKPBITUM HEKOETO «II0J-
JIVHHOTO IIOJIOMKEHMSA JIeJ», IIPOCTO B KA4deCTBe AVICKYPCUBHOM ou-
I'ypbl HAPPATOJIOT HUKOIZIa He OBbLJI BHENIHMM, HO BCEIZla OCTaBaJICA
BHYTPEHHUM BParoM — (PUIrypoii, KOTOPYO0 HEOOXOAMMO IIPEOOJIETD
B caMoM cebe. VI nelicTBUTEJNBHO, IPAKTUYECKNM BCE IIEPBBIE JICCJIIe-
IOBaTeJV BUIEOUTP — BBIIYCKHUKY JElapTaMeHTOB M3YUeHUs JIv-
Teparypbl’. II0aTOMYy KpUTUKa HAPPATOJIOTUM €CTh KPUTUKA TOTO
MHCTPYMEHTapMs, KOTOPbIN OKal3aJjiCs Ha PyKaxX y MccJenoBaTedel,
BIIepBbIe B3ABIIMXCHA 33 BUJAEOUTPHI BCepbes. S3aKOHOMEPHO, UTO Off-
HIM 13 IJIaBHBIX BBIBOJOB BBIIIYIIIEHHOV AapceToM B 1997 TOAY KHU-
1 «KubepTeKeT: IepCrIeKTUBEI 3ProguyuecKoll JIUTepaTypbl» Kak pas
¥ CTAJIO OTpaHMYeH)e IPUTA3AHMI HAPPATOJIOTUM Ha POJIb IJIABHOTO
MHCTPYMEHTA B JMCCJe0BaHUAX Bumeourp. Ilo ciaoBam aBTopa, ecom
M €CTb BUJIEOUTPEI, KOTOPbIE HAPPATOJIOrHsA CIIOCO0HA 00BACHUTD 0e3
OCTaTKa, TO BTO JIUILIb TEKCTOBbIe Urphl'’. Bee ocTanbHbIe, BRIIOYAS
Te, LIEHTPAJIbHOE MECTO B KOTOPBIX 3aHMMAaeT HappaTyB, HAPPATOJIO-
I MOYKeT 0O'bACHUTD yiKe C OTOBOPKaMIU.

Mwnd o 6opnde IFOLOJIOTOB € HAPPATOJIOraMM ABJSAETCA COCTAB-
HOJM dYacTbhio Apyroro mmda —muda o penykumm. OH OCHOBBIBa-
eTcA Ha YTBEPsKIEHMM, UTO HM ONHA IOUCIMILINHA, KpoMe Game
Studies, He criocoOHaA TOBOPUTH O BMUAEOUTPaX, HE BIAAAs B PENYK-
mmonu3M. CrasaThk, YTO BUJEOUTPA — DTO TEKCT, 03HAUAET CBECTU €€
K TEKCTY, Jaske ecJy 3TO U OyZeT TEeKCT B KaKOM-TO HOBOM BOILJIO-
meHuy. B urTore BMECTO BUIEOUTP MCCJIENOBAaTEb HAYMHAET U3Y-
9aTh YTO-TO, C BMUAEOUIPAMM XOTS UM CBA3AHHOE, HO SABJISIOIIEECS
MMM JIMITb oT49acTu. PaccMaTprBaTh BUEOUTPHI KaK TEKCT — He 00-
Jlee 4eM OAVIH M3 MHOXKECTBa TaKMX ITOAX0onoB. Hampumep, oueHb
BJIMATEJILHOM OCTaeTCA TOYKA 3PEHMsA, COIIACHO KOTOPOJ BUIEOUT-

9. T'maBHbI penakTop *KypHasa Game Studies OcieH AapceT OKOHYMI ILOK-
TOPAHTYPY B AelapTaMeHTe CPaBHUTEJBHOI'O JMTepaTypoBeneHus Bep-
rerckoro yuusepcurera (Hopserus). Mlecep ¥On — obsamarens marucrep-
CKOJl CTeIleHM IO JATCKON Jureparype B KoleHrareHCKOM yHUBepCUTETE
(Oanus). IlepBbiii npe3uaeHT Accoumanuy MccjaenoBaTetieil 1nudpPoBbIX
urp (DIGRA) u aBTOp nepsoro yuebHuka rno Game Studies @panc Maiipa
obydaJica IO IporpaMMe MCCJeNOBaHMU KyJbTYPhbl U JUTEePaTyphbl B YHU-
Bepcurere Tamnepe (Puraaaaus). VI gaske oAMH U3 CaMbIX BJIMUATEJb-
HBIX COBPEMEHHBIX TeOpeTUKOoB Bumeourp u Boroct nosyuns PhD uMeHHO
0 CPaBHUTEJIBHOMY JUTepaTypoBeneHno B KanndopHuiickoMm yHuBepCu-
TeTe (CIIIA).

10. Peub uner o kaaccuyeckux urpax tuna Colossal Cave Adventure (Yuibsam
Kpoyrep, 1975), Zork (Infocom, 1978) nin Trinity (Infocom, 1986).
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ppl — 9TO HOBBIe Menua. Ecau crapble aHaJIOroBble Meama (KHUTH,
raseThl, TeJeBUAeHNe, Pagnuo, KMHO) CBA3AHLL C Iepenaderi MHEPOP-
MallMM M MX IIOSBJIEHME TaK MJIM MHade CKasaJioch Ha crocobax Io-
JIy9eHVs 3HAHWSA, PEeIKMMaX BOCIPUATUA Y TUIIE KOMMYHMKAIUN, TO
KOMITBIOTED — HTO Y3Ke He IIPOCTO MeANYM, 3TO Memameduym, KOTO-
PBI II03BOJIUJ BCEMY «CTAPOMY» 3aTOBOPUTH HA HOBOM S3bIKE V-
dpoBoro roma. KHury, Mysblka, KMHO — BCE OKal3aJoch OIMQpoBa-
HO, BOBHMK €JMHBIVI TPaHCMEANAJbHBIN A3bIK, C IIOMOIIIHI0 KOTOPOTO
MOSKHO He TOJIbKO OIIMICAaThb CaMble pasHble MeAyua, HO Ha KOTOPOM
3TU IIOCJIEAHE «TOBOPST».

Bupeourpe! ABAIOTCA TaKMMM HOBBIMM MeAwua, HO, II0H00-
HO TEKCTY JAJIsI HapPaTOJIOrOB, He JII0Oble HOBBIE MeJya — BUJEOUT-
pbL. B KaszoM ciydae OHM IIPeACTAlOT JIMIIb CPENCTBOM, a He Ile-
Jab10. Game Studies B 9TOM CMBICJIE — HE TOJIbKO MCCJIEN0BATEJIbCKAA,
HO M 3THUYEecKasd IO3UIMUA: BUAEOUTPBI OKa3bIBAIOTCA HE IIPOCTO
4eM-TO, Ha YTO MOYKeT ObIThb HAIIpaBJIEHO BHMMAaHNE MCCJIEI0BATE,
HO T€M, 4YTO JIOCTOMHO TaKOT'0 BHMMaHMA caMo 110 cebe. OgHAKO HUKTO
U He IIBITAJICA BBIJATh CPEJCTBO 32 lieJib. KpUTUKyeMblil JII010510ra-
MM PeAYKIVIOHM3M yCMaTpPMBaeTCA JIMIIb B TOM CJIydae, eCJIM YUTATh
paboTbl TEOPETMKOB JIMTEePaTypbl MJM HOBBIX MeAMa KaK IIOCBA-
LIIeHHble UCKJIOYNUTEJBLHO Teopun Buneourp. Ha crpanunax «fI3bika
HOBBIX Meaua» JIbBa MaHoBu4a'' coBocodeTaHMe «KOMIBbIOTEPHASA
urpa» BcTpedaercsa bosiee ATUAECATH Pasd U KaKAbIN pa3 — TOJIBKO
B nnepeuncJyenun. IIpumepHo To 3xKe camoe — B «Pemenuanum» JIaBuna
Boarepa u Puuapaa I'pysuna'>. Ho mpeMeToM pacCMOTPEHMUSA BTUX
KHUT KakK pas ¥ ObLIM HOBble MeIua, a He BUIeOMUIphl. B aHasormny-
HOI cuTyauuy okasaJjach Jsxanetr Mooppelt —Ioskaayil, e [JMHCTBEH-
HBIJ MCCJIELOBATENb, 32 KOTOPBIM IIPOYHO 3aKPEIMJICA APJBIK «HaP-
partosor». B 1997 roxy y Mrioppeii Boimia kaura «I'aMmiieT B roJiofieke:
Oyaylllee HappaTuBa B KMOEPIPOCTPAaHCTBE» %, KOTOPYIO MpaKkTude-
CKM Cpasy e IIPOTUBOIIOCTABUJIM BBIIIEJIIEN B TOM K€ IOy KHMU-
re Aapcera Ipo KMOEpPTEKCT. OTOT MOMEHT ¥ CTaJl TOYKON OTCUeTa
«BEJIVKOTO IIPOTMBOCTOSHUA» (IIpaBJa, Ha3BaHUA «JIFOJOJIOIUA» TO-
raa erle He 6b110). Ho KHMra Mroppeil nocBsAIleHa HOBBIM BO3MOMK-
HOCTSIM JINTEPaTypPhI IIocJe IosABJIeHNsA Buneourp. [locienune 3ako-
HOMEPHO IIPEJICTAIOT B HEl JIUIITb CPESCTBOM.

11. Manovich L. The Language of New Media. Cambridge, MA: The MIT Press,
2001.

12. Bolter D., Gruzin R.A. Remediation: Understanding New Media. Cam-
bridge, MA: The MIT Press, 1999.

13. Murray J. Hamlet on the Holodeck: the Future of Narrative in Cyberspace.
N.Y.: Free Press, 1997.
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Hemuorum nporre cutyanmsa ¢ caMmoil JIIOA0JIOTHEN — IIPOEKTOM,
II0 CYIIECTBY He MeHee penyKIMoHucTcKkuM. Ecan HappaTosorn o0b-
ABJIAJN BUJIEOUTPBI YaCTHBIM CIIydaeM TEKCTa, & TEOPETUKY Mequa —
IIpMMePOM HOBBIX MeJMa, TO JIOA0JOTY HacTauBaJjM Ha TOM, UTO BU-
ZIeOUTPBI — HTO YACTHBI coryyait urp Boobie . Tak, Moxan XéiisuH-
ra c ero Home ludens craJ mepBbIM TEOPETUKOM BUIEOUTP HAPALY
C IIETCKMMM, CIIOPTUBHBIMY, a3aPTHBIMM U IIPOYMMU UTPaMu .

Mo Ty cTopoHYy peAyKuuu

K cepenuHe 2000-X rofioB IPOTUBOIIOCTABJIEHYE JIFOLOJIOTUN Y Happa-
TOJIOTUM OKOHYATEJbHO cebs aucKpeanTupoBaJo . BHyTpu ncciesno-
BaHUI BUAEOUTP BOZHUKJIIO MHOKECTBO HOBBIX TEM U CIO?KETOB, a Tpa-
Huisl Game Studies v JIIO0JIOTUY TTIEPECTAJN COBIAaTh. EnuHCTBEH-
HOe, YTO ellle II03BOJIAJIO IIOCJIeIHE COXPAaHUTD CBOJ 0COOBIN CTaTyC,
TaK 3TO yOerKIeHne, 4T0, XOTSA He TOJIBKO JIFOJIOJIOTA U3ydaeT BUE0-

14. VIMeHHO C 9TUM CBSB3aHO OTCYTCTBUE CJIOBa video Uian computer B Ha3BaHUU
sKypHasa u gucuniiuebl. Ho Tak kak Game Studies M3y4aioT MMEHHO BU-
IeOUTPHI, Mbl PEIINJIN IIEPEBOAUTh UX KaK «MCCJIeJOBAHNUSA BUILEOUTD.

15. ITokaszaTeJbHBIN B 3TOM OTHOIIEHMM IIPUMEP — UCTOPUA KypHaga Simula-
tion & Gaming, ogfHOTO U3 cTapeimux B 06JaCTU MUCCIeL0BaHMII Urp (mep-
BBIJ HOMED BBIIIEJ B 1970 ToAy). CeronHs Kak MMHMMYM TPETH KayKOTO BbI-
IycKa Tak MM MHade IOCBsAIleHa IM@MPOBBIM urpam. IToxoxkas curTyarms
nponsouwia ¢ sxkypHasoMm Play and Culture Studies (Berxogut ¢ 1998 roza,
HO m3pamias ero Accoumaimsa udyuenus urpsl (The Assosiation for the
Study of Play, TASP) pyHKUMOHMpPYeT C¢ 1987 roga M BBIIyCKaja TaKue
skypHaubl, kak Play and Culture (zo 1992 roma) u Journal of Play Theory
and Research (mo 1997 roga), B KOTOPBIX LU POBBIE UTPHI IIPECTABJIEHBI
He Obwmm). Cm.: Mayra F. An Introduction to Game Studies: Games in Cul-
ture. L.A.; L.; New Delhi; Singapore: Sage Publications, 2008.

16. Cm.: Pearce C. Theory Wars: an Argument Against Argument in the So-
Called Ludology/Narratology Debate //DiGRA ‘05 — Proceedings of the
2005 DIGRA International Conference: Changing Views: Worlds in Play.
2005. Vol. 3. URL: http://www.digra.org/digital-library/publications/theo-
ry-wars-an-argument-against-arguments-in-the-so-called-ludologynar-
ratology-debate/; Mateas M., Stern A. Build It to Understand It: Ludolo-
gy Meets Narratology in Game Design Space//DiGRA ‘o5 — Proceedings
of the 2005 DIGRA International Conference: Changing Views: Worlds in
Play. 2005. Vol. 3. URL: http://www.digra.org/digital-library/publications/
build-it-to-understand-it-ludology-meets-narratology-in-game-design-
space/; McManus A., Fenstein A. Narratology and Ludology: Competing
Paradigms or Complementary Theories in Simulation //Developments in
Business Simulation and Experiential Learning. 2006. Vol. 33. URL: https://
journals.tdl.org/absel/index.php/absel/article/view/546/515; Jones M. Lu-
dology «Versus» Narratology. URL: http://proceduralcreativity.com/
wp-content/uploads/2011/09/mcc232e1-ludology-versus-narratology-mat-
thew-jones-31120536.pdf.
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UTPBL, TOJIBKO OHA MMEET OTHOIIEeHMEe K CYLIHOCTH Buaeourp. K KoH-
1y OEeCATUJIETUS DTa TOYKA 3PEHUs IOABEPIJIach PaUKaJILHON pe-
BI3UM, KOTZIa CTAJIO IIOHATHO, YTO BUAEOUTPHI — DTO CJIOKHBIN 00BEKT,
He JCYepIbIBAEMBINl CpeJiCTBaMM OLHOTO A3BbIKA OIMcaHudA. KoHed-
HO, 9TO UTPHI, HO ¥ HE TOJIBKO OHI. OTO U OCOOEHHBIM 00pa30oM (PYyHK-
LVIOHMPYIOUINII TEKCT, ¥ MHTEPAKTUBHOE KMHO, U 1M poBoe Meaua,
U Jaske HOBaA (pOpMa MCKYCCTBa. OTY OTBETHI BEPHBI, HO KaXKIbINA
13 HUX B OTJIEJILHOCTU U BCE OHM B COBOKYITHOCTH SIBHO HEIOCTATOYHbL.
Ommbra 3akjOYaeTcss He TOJBKO B TOM, YTOOBI OTCTaMBaTh IIPUBU-
JIETVIPOBAHHOCTb KaKOTO-TO OJHOT'O OTBETA 10 OTHOIIIEHNIO K APYTIUM,
HO ¥ B TOM, YTOOBI CUMTATh PEaIN3yeMol caMy BO3MOKHOCTb OKOHYA-
TeJIbHO BCe MIOACYUTaTh. Beab BuieoUrpbl — 3TO 8cezda wmo-mo ewe,
3T0 00'bEKT, KOTOPBIN DoJbIle camoro cebs. Ha sTom HacrtamBaer du
BorocT B cBOeM HoKJaze 2009 roga «Bapaak B Bugeourpax» .

PasBe Buzeourpa —3T0 He TO, UTO UTPOK BUAUT Ha SKPaHE MOHMU-
Topa nau TeseBusdopa’? Hampumep, BOgoOnIpoBoguMK B KPAaCHOM KOM-
OuHe30He OeraeT ¥ IIpbIraeT B BEIMBIILIEHHOM Mupe u3 Super Mario
Bros. (Nintendo, 1985). 3TO eCcTeCTBEHHBIN B3IJIA, TEM HE MEHEE MO-
3KeM JIM Mbl Ha3BaTb €r0 IPaBUJILHBIM C MCCJEIOBATEJLCKOM TOY-
ku 3penua? Vrpa aBaseTca Urpoil JIMIIb B TOM Mepe, B KaKOl B Hee
KTO-TO UTPAET, & 3HAUNT, OHa YIKe He CBOIUTCS K BU3YAJBHOMY PALY,
HO ABJIETCA IIPE’KJe BCEro yIIpaBJIeHMEM STUM IIOCJEIHMM, B3au-
mozericTBueM ¢ HuM. OHAKO BUIeOUTpa — ellle U ITI0POXKaeMbIl €10
camMoyt 3peKT, ecau yromgHo, TO, YTO BbI3BIBAET B TOJIOBE UTPOKA
IIPOUCXOAIIEEe HA SKPAHE.

K uccrenoBannio BUAEOUTP MOMKHO MIOAONTY KOHKPETHO-IPAKTU-
YecKM, HallpUMep aHaJIM3MPOBaTh BU3YaJbHBIN DAL UTPEL, €e MeXa-
HIKY, coZlepsKallieecs B Hell IIOCJaHye M BO3JelICTBMEe, KOTOpOoe OHA
OKa3bIBaeT Ha UTrpoka. Ho MOKHO M3yd4aTh M MCTOPUIO MUCIIOJIb3ye-
MBIX BUJIEOUTPaMM BMU3YaJbHBIX 00pasoB, KJIACCUPUIMPOBATL UT-
POBBIE MEXAHUKY U OLIEHVBATH PE3YJIbTAThl BO3LIEMCTBUA BULEOUTD
B neJsioM. Takumy obmyMy mpobseMamMy U IIpensaraay 3aHNMaThb-
Cs HappaToJIOTUsA U JIIOAOJOIMA, MICXOAVBIIINE U3 BO3MOYKHOCTM CO-
3IaHNA VICUEPIIbIBAIOIIE] TUIIOJIOTUY, TO €CTb KOHEYHOTI'0, KBaHTN-
dumpyemoro Habopa UTPOBBIX HAPPATUBOB U cXeM '*. 371eCh MOYKHO
BCIIOMHUTH BuzeonpoekT AHuTbl Capkucsas «Tpornbl OpoTUB 3KeH-

17. Cm. mepeBOJ TEeKCTa B HacToAlleM HoMepe «Jloroca».

18. Jlo TOro CXOOHBIE IeJV CTaBMUIM Iepes coboil mmcaTes U MCCIIeL0oBaTe N
Jutepatrypel. Tak, B HoBeJle «HeTeIpe nukiaa» Xopxe Jlyunc Bopxec cBo-
OUT BCIO MUPOBYIO JUTEPATYyPy K deTbIpeM 0a30BBIM CIOYKeTaM. AHaJIOTMU-
Has NOIBITKA B paMkax Game Studies BbIBeJia Ha IIepenHUI IIJIaH IpobJie-
My JKaHpa.

48 NIOroc. TOM 25 #1 [103] 2015



IIMH Ha IIpuMepe BUIeouUTp»'’, B KOTOPOM OfHA MCTOPUSA — O «IeBe
B Oeze» — IPOXOOUT Yepe3 MHOKECTBO COBEPIIIEHHO HEMIOXOMKUX
npyr Ha npyra Bumeourp: The Legends of Zelda (Nintendo, 1986),
Crash Bandicoot (Naughty Dog, 1996) nau Devil May Cry 4 (Cap-
com, 2008). JIrozos10r1, B CBOIO OUepeb, CUMTAIOT TaKMe UTPhI, Kak
Mafia 11 (2K Czech, 2010) unu Sleeping Dogs (United Front Games,
2012), BapMaHTaMM, WM KJIOHaMM, ofHoil urpel — GTA. CpaBHeHUe
IpaBUJI U TeMILIes AeMCTBUTEJILHO O3BOJISET HAa3bIBAThb OYTHU
OAMHAKOBbIMU pasHble urpsl, Hanpumep Castlevania: Symphony of
the Night (Konami, 1997) u Metroid Fusion (Nintendo, 2002), Cas-
tlevania: Lords of Shadows (MercurySteam, 2010) u DMC: Devil
May Cry (Ninja Theory, 2013), The Elder Scrolls V: Skyrim (Bethes-
ta Game Studios, 2011) u Fallout 3 (Bethesta Game Studios, 2008).
W xora sra onTmra obJsiazaeT OYEBMUAHBIMMU OrpaHMYEHUAMMU (Tak,
JIJIS Hee He MMeeT 3HaYeHUs, KTO MMEHHO PaCXUIIAaeT TPOOHUIIBI —
WMunnana [Jxxouc nin Jlapa Kpodt), paccmaTpuBaTh BUIEOUTPEL € €€
IIOMOII[bIO TOYKE 03HAYAET UX U3ydaTh.

Pasymeercs, m06as1 Bugeonurpa — 9TO €I111e M KOMIIbIOTEPHAS TIPO-
rpamma. B 2008 roxy B cBoeM Gsore Vecmep IOn omyGiamxoBan
CCBLJIKY Ha MICXOIHBIN KOl KyabToBOM Urpsl Pac-Man (Namco, 1980),
COTIPOBOJMB €r0 CJEAYIOIINM TEKCTOM:

9To 1 ecThb TO, Kak Pac-Man Ha camoM peJjie BeIiaauT? To, yem
20
OH Ha caMOM JeJie sABJseTcs?

Hey:xenn xox BUIEOUTPHI U ABJIAETCSA €10 CAMOJ B HEKOEeM IIOJIJIMH-
HOM cMbIcsie? BeposaTHO, IJIaTOHMKM COIVIACUMJIMCH OBI C OTUM, BEOb
BCe, YTO UTPOK BUAUT Ha DKPaHE B IIPOLleCCe UI'PbL,— 3TO JIUIIbL MUP
CTaHOBJIEHUSA, UTPa TEHEeN, TOTga KaK MCXOOHBIN KO IIPeACTaBJIA-
eT coboil Maea bHBI MUP, IONJIMHHBIN IOpARoK ObiTuA. IlpaBna,
Jlaske OJHA ¥ Ta sKe Urpa MOYKeT ObITh HalliCcaHa II0-pasHoMy. B ciy-
4Jae [MOPTUPOBAHMUSA C OJHOV UTPOBOI IJIAT(OPMBI Ha IPYTYIO ee 3a-
YaCTyI0 IPUXOIUTCSA IOJHOCTBIO IIepenucaTh: ofHo nesio Pac-Man
Ha apKaJHbIX aBTOMAaTaxX M coBceM Apyroe —Ha Atari-2600 (Atari,
1982). Peubr He TOJNIBKO O KOJIMYECTBE IIBETOB M KadeCTBE 3BYKA,
HO 1 O TOM, 4TO Ha Atari-2600 Ha SKpaHe MOIJIM OJHOBPEMEHHO Ha-
XOAUTBCA JINIIBb ABA ABVIKYIINXCS 00bEKTa, KOTOPBIX B OPUTMHAJIb-

19. Tropes vs Woman in Video Games, BBIIYCKM KOTOPOrO0 MOYKHO YBUIETH
Ha YouTube-ranase Auutel Caprucsau Feminist Frequency, cm. URL: http://
www.youtube.com/user/feministfrequency.

20. Juul J. What Pac-Man really looks like//JesperJuul.net. June 30, 2008. URL:
http://www.jesperjuul.net/ludologist/what-pac-man-really-looks-like.
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HOJ BEPCMM UTPBI LEJBIX IATh. UTOOBI OCTaBUThH BCE YETBHIPE IIPMU-
BUJEHNA U IIPY 9TOM He HAPYIIUTH IIJIAT(OPMEHHOTO OIPaHMYEeHNS,
pas3paboTUMKY MCIIOJIBL30BAJN IIPYEM, KOTOPBIN Ha3BaJ MePYaHUCM
(flicker). B uTore mpMBUOEHUA CTAJIM HEIIPEPBIBHO MUTATh, U, XOTA
UTPOKM BUJIEJIV Ha DKpaHe BCe AT 00bEKTOB, B KaXK bl OTAEJIbHO
B3ATBI MOMEHT X OBLIO TOJBKO 1Ba’'.

OTOT IPUMEP AEMOHCTPUPYET, UTO UTrPa HE CYIIECTBYET B MIe-
aJIbHOM ILJIATOHOBCKOM MMpe, HO BCErZa 3aBUCUT OT CBOEr0 MeIuy-
Ma*’. U make ceromms, KOrha JIO0YIO KJIACCHMYECKYIO UTPY MOYKHO
SMyJIMPOBAaTh Ha II€PCOHAJBHOM KOMIIBIOTEPE, Pe3yJbTaT He MIeH-
TUYEH TOMY, C KOTOPBIM MMeJIN [eJI0 UI'POKY Ha TeJIeBU30pax C JIy-
yeBoii TpyOKoii>’. B 3TOM cMbIC/e 3HaYEeHME UTPOBON IIAT(OPMbI
TPYZLHO IIEPEOIEHUTH: OT Hee 3aBUCAT U dPQPEKTHI, KOTOPhIE UTpa
IIOPOKIAET, ¥ BU3YAJIbHBIM PAM, U CIIOCOD B3aMMOJEICTBUA MEKIY
UTPOKOM M MaIlIMHONI. BaskHo, 0OlHAKO, IIOHMMAaThb, UTO BCE 3T yPOB-
HJ PacCMOTPEHMsS BOBCE He 00pas3yloT MepapXudecKO} OHTOJIOTU-
4yeckoyl Mozesn. Peub He 0 TOM, 4TO M3 IJIAT(OPMBI «3IMaHUPYET»
BCE OCTAJIbHOE, @ O TOM, YTO Bce cIlocoObl omicaHuda paBHBL He cy-
LIeCTByeT HU OoJiee TTyOOKOTO PacCMOTPEHUS BUIEOUTP, HU Oojee
IIOBEPXHOCTHOI'O, HM OoJiee BepHOro, Hu 0Oojiee Hay4Horo. [lyia aHa-
JIM3a BUAEOUTDP TaKKe YPe3BbIYalfHO BasKeH COIMOKYJIbTYPHBIN KOH-
TeKcT. Benb BU3yaJIbHBIN PAM, UTPOBBlE MEXAHUKM U JaKe TeXHU-
YecKlue OrpaHMYeHMS UTPOBBLIX IJIAT(IOPM He BO3HUMKJIM U3 HUYETO,
HO IPUMHAJJIEXKAT KOHKPETHBIM MECTY ¥ BPEMEHM, a PaBHO IIPOM3-
BOZHBI OT JIIOZEN, yYaCTBYIOIINUX B UX pa3paboTke U NOTpedIeHnN.

Takoy X0 YKJIabIBAETCA B TEHIEHIIVIO Pa3BUTIUA COBPEMEHHO
TyMaHUTApPHOM MBICIU U He ABJAETCA HU IONBITKON YIITH OT OTBe-
Ta, HY IOTAaKaHMEM TOTAJBbHOV PeIATUBM3AIMN. Y BUIEOUTP €CTb
CYIITHOCTb, KOTOPas COCTOUT B MX INPUHIMIINAJIBHON MHOYKECTBEH-
HOCTM ¥ KOMILIeKCHOCcTH. KoHCTaTMpoBaTh MX He MOAJAIOUIYIOCS
cUcTeMaTM3alMy PasHOPOSHOCTh He 03HA4YaeT OTKas3a OT IIO3UTUB-

21. Cm.: Montfort N., Bogost I. Racing the beam: the Atari Video Computer
System. Cambridge, MA: MIT Press, 2009.

22. CrasaHHOE BBI3BAJIO K YKU3HU MOLAEPIKaHHbBIN B MIT mccienoBaTebCKMi
npoekT Huxka MouTtdopra n fIna Borocra no Platform Studies. Ha naHHbII
MOMEHT B paMKaXx IIPOEKTa BBINYII[eHbl YeTbipe KHuru: obo Atari VCS (Rac-
ing the Beam), Nintendo Wii (Codename Revolution), Commodore Amiga
(The Future Was Here) u Adobe Flash (Flash).

23. Ilnardopma — 3T0 bmM3UUecKas KOMIBIOTEPHASA CUCTEMA, BKJIOYAIONIAS
B ce0s OIepanMOHHYIO CUCTEMY, A3bIK IPOrPaMMUPOBAHNS U IPOrPaMMHOE
obecrieyenne (C y4eToM KOMIIOHEHTOB BBOJa/BbIBOJA, TAKMX KaK KJABUATY-
pa, MBIIIIb, TeIMIIal, MOHUTOP/TeJIeBU30pP, KOJIOHKY U T.1.). BaskHeiimeir ya-
CTBHIO UTPOBBIX KOHCOJIEH CJIYIKMUT COBMECTUMBIN C HMMU TEJIEBU30P.
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HBIX yTBepskaenuii. Tesuc «BuaeoUTrpsl pa3HOPOAHbBD YIOBJIETBOPS-
eT Kpurepuio QanbcnuuypyeMocTy, HO IPUHATb €r0 PaBHOCUIIb-
HO TOMY, YTOOBI OTKa3aThbCA OT nputasanuit Game Studies Ha cTaTyc
CaMOCTOATEJbHON HAyYHOV AUCIUIIIMHBL OTHBIHE KasKIbIN, KTO
CTaBUT BOIIPOC O BUAeOUTrpax,— BHE 3aBVICVMMOCTV OT MHCTUTYIMO-
HaJIbHOM MPUHAIJIEIKHOCTY — CTAHOBUTCS YAaCTbIO OOJIBIIIOTO ITPOEK-
Ta nox HaszBaHueM Game Studies.

MecTo 1 ponb Teopum

MosxeT mokasatbest, uTo Game Studies — 310 TOsbKO Teopusa. Of-
nako Toncano ®packa, Vecniep FOu, Iu BorocT u mpyrue maBecT-
Hble JMCCJIeOBaTeN M BULEOUTP He TOJBKO M3ydaloT, HO ¥ caMU Jie-
snatoT Bumeourpsl. VI mepexon ot Game Studies Kak IUCIAIIINHBI
K Game Studies Kak He-IUCIIUILIMHE — 3TO, B YACTHOCTU, UCTOPUS
0 TOM, KakK MIPaKTUKM CTaJM BJIMATb HA TEOPMUIO. JIIOJ0JIOrMS Kak
JVICHMILIVHA MCXOJIHO pacriojiaraja COOCTBEHHBIM OOBEKTOM — UT-
POJi B IIIMPOKOM ITIOHMMAaHUY U BUJIEOUTPOI KaK €e Pa3HOBUIHOCTHIO.
YT0o0bI 0THEMNUTH CeDA OT APYTUX AVCHUILIMH U JIyUIlle IIOHATH CO0-
CTBEHHBIE I'PAHMUIIBL, JIIOJOJIOTY 3aJaJINCh IIeJIBI0 C(DOPMYINPOBAT,
4TO Takoe Bupeourpa. Takux ompenesieHuil He ObLIO y Xel3MHIU
nmn y Kaitya, Ho, pagdymeeTcs, OHM BO MHOKECTBE IIPYCYTCTBOBAJIN
Y IPYTUX aBTOPOB.

BmMmecTe ¢ TeM pan xapaKTepMUCTUK, depe3 KOTOpble 3aziaBajicsa
caM OO'BEKT, ABJIAIOTCA KpaliHe yCTOMYMBBIMU. K HUM, B YacTHOCTH,
OTHOCATCSA BapMATUBHOCTH COOBITUII (OT Pas3jmMyumii B CIOKETe B 3a-
BUCHUMOCTM OT IEMCTBUI UTPOKA 10 CaMO} BO3MOYKHOCTM BBIUTPATh
WY TIPOUTPATH), HaJu4Me 1eJiu (10 MeHbIel Mepe BBIUTPBIBATh,
a He IPOMIPBIBATB) UM JIOTMKA pocTa (IlepeXof Ha HOBBIM yPOBEHb,
«rIpoKauka» u T.z.)>% Tak Kak I0J 8TY XapaKTePUCTUKM MOANa ai0T
IIPaKTUYECKM BCE CYILIECTBYIOUIVE BUAEOUTPDI, JIOAOJOrM 000CHO-
BaHHO I10JIATaJIN, YTO [IOJNOLULIN K YKECTKOMY AAPY BULEOUTDP, K TOMY,
49TO ZeJaeT UX BUAEOUTPaMIU.

OpnHako ¢ cepenyHBI 2000-X T'OJIOB HAYaJy BBIXOAUTH UIPHI, Ca-
MMM (PAKTOM CBOETO CYIIECTBOBAHMS OIIPOBEPraBIIIMe BHIBOILI JIIO-
noJioruy. VI ecoy cHa4aJsa 3To ObLIM DKCIIePUMEHTAJbHbIE UTPHI CTY-
nuit Borocra m ®Ppacky, To B JasibHeNIIeM, HauMHAA II0 KpaliHen

24. Cm.: Juul J. The Game, the Player, the World: Looking for a Heart of Game-
ness//Level Up: Digital Games Research Conference Proceedings/M. Cop-
ier, J.Raessens (eds). Utrecht: Utrecht University, 2003. P. 30—45. URL:
http://www.jesperjuul.net/text/gameplayerworld,/.
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mepe ¢ urpsl Fasade (Procedural Arts, 2005)*°, paspaboTka HecTaH-
JapTHBIX MUIP CTajJa CTPEMMUTEJbHO IIpeBpallaThCcs B TpeHn. Peub
uzeT o HabuparIeM 000pOThI C MOMEHTA 3aIlyCKa CEepPBMCOB TUIIA
Steam pBUMREHUM MHIOM-UTP — CBOEOOPA3HOTO apTXayca UTPOBOI MH-
LYyCTPUM, IPETEHAYIOIET0 Ha CTATYC UCKYCCTBA U IPUHIININAILHO
He pacCYMTaHHOTO Ha IMPOKyIo ayautopuio’®. VI xors onpejesie-
Hue «yHIM» > HebecnpobiaeMHo’®, paspaboTunKaM TaKUX UTP BCe ke
yIOaJoCh 3aHATH JIOKAJbHYIO HUIIY, & K HA49aJly 2010-X TOLOB CJIO-
SKMJICS CBOETO Pofa IAaHTEOH KYJIbTOBBIX MHIMU-CTYILUI, TAKMUX, Ha-
npumep, kak Tale of Tales, The Chinese Room, Ice-Pick Lodge n np.
B 2011 rogy oTyacTu BeaencTBIE IEPENIPOMBBOCTBA MHAU-UTP PAL
CcTyauii 00 beJMHUINCH B MHTEPHET-co0b1ecTBo Notgames, KOTOpoe
JIOJIPKHO OBLJIO CIIYKUTH FapaHTOM KadeCcTBa UTP, BBIIYCKAEMBbIX €T0
yuyacTHMKAMU. VI XO0TA B HACTOAIINMIT MOMEHT OJIOT yiKe He (DYHKIIMO-
HUpPYeT OOJIKHBIM 00pas3oM, caMma cpopMyImMpoBaHHAA B MaHU@ECTe
He-UTP UedA 3aCIyKUBaeT BHUMAaHMA .

He-urpbl — ynaunblit KOHIIENT AJ151 0003HAUEHNUS UTP, CAMUM CBO-
UM CYIIIECTBOBAHMEM OIIPOBEPTrAOIINX CTEPEOTUIBI O IPOAYKIIUNA
3TOM MHAYCTpuM. UTO, ecam OTKa3aTbCA OT OMHAPHOCTM MCXOLOB
M CIeJaTh UTPY, B KOTOPOJ HEBO3MOYKHO HM BBIUI'PATh, HU IIPOUT-
pate? UTo, ecay JIUIINTDL reyMILIei 1ean? UTo, ecay OYUCTUTD BU-
IIEOUTPY OT JIOTMKY HaKOILJIEHU, YyeuJIeHusa u oporamennsa? Pe3ymn-
TaTaMI TAaKUX HKCIIEPMMEHTOB CTaJM, K IIpUMEpPY, TaKue He-UTpPH,
kak Bientét 'été (Tale of Tales, 2013), Dear Esther (The Chinese
Room, 2012) unu Proteus (Ed Key and David Kanaga, 2013). He-
UI'paMy OHM ABJSAIOTCA HE IIOTOMY, UTO B HUX HeJIb3fA UTpaTh, a II0-
TOMY, UTO He OTBEYAIOT OIIpeeJIeHNAM TeOPETUKOB. VIMEeHHO 103To-
MY BUIEOUTPBI — 3TO 00BEKT, KOTOPLI Hosibite camoro cebsa. Benw

25. 3aMedeHHasa O0IEeCTBEHHOCTBIO U YOCTOEHHAs PALA MPECTUIKHBIX Harpamg
Facade Oblna cosmana Ouapro IIIteprnom m Maiikaom Martuacom. ITocaen-
HUJL ABJISETCS JUCCJeL0BAaTeJeM BUAEOUTD, IPOPEeccopoM B LermapTaMeHTe
KOMIIBIOTEPHBIX Hayk KanmdopHMiICKOro yHMBEPCUTETA.

26. CMm. MaHUdecCT UCKyccTBa B peasbHOM BpeMmeHu cryaun Tale of Tales B: Har-
vey A., Samyn M. Realtime Art Manifesto//Gaming Realities: the Chal-
lenge of Digital Culture. Mediaterra Festival of Art and Technology. Ath-
ens, 2006. URL: http://tale-of-tales.com/tales/RAM.html.

27. Ot aHnI. independent — He3aBUCUMBIIL.

28. Cm.: 3atiyes O. «Pa3 yJonAaM HPaBUTCA BelIaThb APJIBIKY — AaBaiiTe IIOTOBO-
puM 00 5TOM»: MHTEPBBIO C He3aBUCUMbIMU paspaborunkamu//IGN Poccwus.
12.09.2014. URL: http://ru.ign.com/vse/65871/feature/indi-iarlyk-marketin-
govyi-triuk-ili-stil-zhizni.

29. Cm.: Samyn M. Not a manifesto// NotGames.org. March 19, 2010. URL:
http://notgames.org/blog/2010/03/19/not-a-manifesto/.
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JlasKe ecJyyl TEOPETUK OEVCTBUTEJIBHO CMOKET IIOCTPOUTH BCEOOb-
€MJIIOIIYI0 TEOPMIO BUIEOUTP, BCETLa eCTh pas3paboTyumMk, KOTOPBIN
CMOSKET IIOCTaBUTb 3Ty TEOPUIO II0J] BOIIPOC. B 9TOM cBA3M cienyeT
ynoMmanyTh JoHa [InHubeka, KpeaTMBHOrO nupekrtopa cryauu The
Chinese Room 1 aBTOpa MaHM@EeCTa IPOU3BOACTBEHHO-OPUEHTUPO-
BaHHOTO M3ydenusa Bupeourp’’. OcHOBHaA ujaes MaHugecTa COCTO-
MUT B TOM, 4TO, €CJIM C YeM-TO HYKHO pa30o0paTbcs, 3TO YTO-TO CJe-
nyet usobpectu. IInauber chopMynmpoBas 9TOT IOAXOL B IIpoIiecce
paboThI HaJ OOKTOPCKON AyuccepTalyel, ITIOCBAMIEHHON Mccaen0Ba-
HIIO HappaTuBa B IIyTepax oT IepsBoro Jmna. [Ipuerynas x pabo-
Te, OH M €ro KOJIJIETM COCTAaBUJIN CIIMCOK M3 34 WUTP, IOAIANAIOIINX
oz, Kpurepuu xaHpa. Ho gyeM mimpe cTaHOBUIICS CIIICOK, TEM Oojiee
3BbIOKMMHM OKa3bIBAJILCh CAMIM KPUTEPUM — KaKAbINi HOBBI 0Opaser;
’KaHpa B TOM MJIV MHOM OTHOLIEHMM IIOPBIBAJI ICXOLHOE IIPeCTaB-
JleHyre 0 HeM. OTo npuBeJio [InHaubeka K MbICIIM, YTO aZE€KBATHOE U3-
ydeHMe BUAEOUTP BO3MOIKHO JIMIIL B Xoze ux paspaborknu. To ects,
4TOOBI IIOHATH, YTO TAKOE LIyTEepP OT IIePBOTO JIMIIA, CIENYET CLeJaTh
IIIyTEep OT IIEPBOTO JIMIIA, & YTOOBI IOHATH CYIIHOCTDH ITOTO KAHPA,
HY’KHO IIOIIBITATBCA CHeJaTh 3Ty UTPy MIPeNeJbHO HECTAHaPTHOM,
HapylIamolelt Bce pacxoue IpeicTaBieHns o Heir’'. PesyabTaToM
cTaHeT JuOO PACKPBITME HOBBIX BO3MOYKHOCTEN $KaHPa, MO0 HEeYTO,
YTO He II03BOJISET €My OCTaBaTbCSA caMMUM COOOIA.

OsHayaeT J1M CKa3aHHOE, YTO Cyry0O TEOpeTUYecKMUIl II0IXO
K BUJIEOUTPAM OTHBIHE CUMUTAETCSA AVICKPEIUTUPOBAHHBIM, & IIPUOPU-
TEeT NPUHALJIEKUT pasdpaboTumram, 3a KOTOPBIMYM TEOPETUKM TOJIb-
KO U MOT'yT cJieZioBaTh 110 naTam? B cratbe 2001 roga Ocnen Aapcer
BBIZIBMHYJI TE€3JC, COIJIACHO KOTOPOMY BMIEOUTPHI — BCETZla TOJBKO
IIPOCTPAHCTBO, IIPOCTPACTBEHHOE B3aMMOJIEVICTBME OOBEKTOB APYT
¢ npyrom*’. TeueHue BpeMeHM B BUEOUTPAX OOBIYHO CILYKUT JIAIITh
BU3YaJBbHBIM (POHOM, B 3aBYCUMMOCTM OT KOTOPOTO TeJIMILJIEN IIpoTe-
KaeT IIpM CBeTe JIHA, Ha 3aKaTe WM BO Mpake Houn. Ha urpy, onHaxo,
9TO IPAKTUYECKM HUKAK He BJINAET — BpeMeHa CyTOK HOCAT Heobs-
3aTeJIbHBIN XapaKTep U BIIOJIHE B3auMo3aMeHsaeMbl. Jlaske poJieBble

30. Cm.: Pinchbeck D. I Build to Study: A Manifesto for Development Led re-
search in Games//Under the Mask. June 2, 2010. University of Bedford-
shire. URL: https://www.yumpu.com/en/document/view/9o24697/i-build-
to-study-a-manifesto-for-development-led-thechineseroom.

31. Takum skcriepuMeHToM A [Inaubera 1 ero komaHb! crasa urpa Korsak-
ovia (The Chinese Room, 2009).

32. Cm.: Aarseth A. Allegories of Space. The Question of Spatiality in Comput-
er Games//Cybertext Yearbook 2000/R.Koskimaa (ed.). Saarijarvi: Re-
search Centre for Contemporary Culture, 2001.
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urpbl, mim PIIT??) B KOTOPBIX HOYb CMEHSET JIeHb B pPeaJbHOM Bpe-
MEeHJ, a CTATUCTMUKA OTpaskaeT obllee YMCIIO IIPOKUTHIX B UTPOBOM
MUpe OHEeN, CUTyalMio CYIIeCTBEeHHbIM 00pa3oM He MeHAT. Korzpa
B urpe The Elder Scrolls V: Skyrim (Bethesta Game Studios, 2011)
KPECTbSAHMH YMOJISET Tepos CIIacTy CBOI0 POLHYIO JEPEBHIO OT Ha-
MIaBIIMX 0AaHAUTOB, COBEPIIEHHO HEBAYKHO, KOT/a MMEHHO UT'POK pe-
mnT TyRa moitu. IlosyunB ouepeiHOe 3aaHMe, OH MOYKET, HU O UeEM
He 0€eCIIOKO0ACH, IOTPATUTh HECKOJIBKO COTEH peasbHbIX YacoB Ha CO-
OupaHMe TpaB U IPOKAYMBaHME YMEeHUN. 3agaHua OyIyT COXPaHATD
aKTyaJIbHOCTD JI0 TeX IIOp, II0KA UI'POK HE PEIINT IPUCTYIUTDb K UX
BBIITOJIHEHUIO.

Takum 06pa3oM, BpeMs BULEOUTP — ITO BCETZIa BpEMSA UTPOKA, KO-
TOPBIM OH MOJKET PaCIOPAKATHCA ¥ KOTOPOe, KaK IIPaBUJIO, IPUHA -
JIEXKUT BHELIHEMY MUY, @ He MUPY UI'PBL. PeIKNMY MCKIIIOUYeHNAMU
CJIysKaT 3aZaHMUsA Ha BpPeMsd, a TaKyKe WUIPHI, IIPOXOKIEeHME KOTO-
PBIX CTPOro JMMMUTMPOBaHO. Hampumep, Ha IPOXOKIEHME UTP ce-
pun Dead Rising oTBOOUTCS POBHO 72 daca. Ho 1 3TO JMIIIL BHELIHEE,
a He BHYTpPeHHee OorpaHmMueHue: 72 daca renmiies B Dead Rising
TpaHCLIeHAeHTHB Mupy Urpel. CoObITHA UIPOBOrO MMpPa BCE PaBHO
SKOYT UI'POKa U 0e3 Hero, 0e3 ero akTUBUPYIOIETO ydacTuUsA BOOO-
11e He cyIiecTBYOT. Ha aT0 yKasas pykoBoaurtess crynuu Ice-Pick
Lodge Huronait [Ib100BCKMIT Ha OHON U3 JeKIuii B paMKax KoHde-
penrmu paspaboTumkos urp>* U ecom mia AapceTa Kak McCJIejoBa-
TeJIs BTO IOBOJ, CLIeJIaTh BBIBOJ, O IIPUPOJE U YCTPOMCTBE BUAEOUTD,
To JIpI0OBCKOrO OOJIBIIIE MHTEPECYET caMa IpaHmuia (PaKTUIHOCTH,
KOTOPYIO MOKHO IorrpoboBaTth nepentu. Ysxe «Mop. Yronua» (Ice-
Pick Lodge, 2005) cTajia pe3yJabTaTOM BHEAPEHUS B UTPOBOI MUP
BpeMeHM KaK JIefICTBYIOIIEro [rapaMeTpa.

ITo npusnanmio camoro JIp160BCKOro, B IIOJTHOV MEpPe Peasn30BaTh
3amymaHHoe B «Mope» He yZajoch, U B CBOE JIEKIMU OH, IO CYTH,
npezJiaraeT cyry0o CIIeKyJIATVBHBIA IIPOEKT UTPbl, BO3MOKHOI B He-
onpenenenHoM Oynymiem. IIpencraBmum, TOBOPUT OH, UYTO UTPORY Oy-
LYT OTBEZEHBI BCETO TPM Yaca Ha UTPOBYIO CECCUIO, B X0OJ[e KOTOPOL
HeJIb3sI COXPaHATBCHA, 4 CaMO BpeMs OyZeT IIOJIHOCTHIO COBIAJATh
C TeM, B KOTOPOM MBI CYILIECTBYEM II0 3Ty CTOPOHY dKpaHa. To ecTb
pedp OyZeT MATM O peasbHBIX TPEX YacaxX He TOJBKO IJIA UTPOKA,
HO U AJIA yIIpaBJsgeMoro uM repos. OCHOBHAsA uzaes 34eChb 3aKJI0Ya-
€TCA B TOM, YTO JaKe IIPY II0JIHOM IIaCCUBHOCTY CyObeKTa MU UTPbI

33. Ot aumt. role-playing game.
34. Cm.: Juiboeckuti H. Bpar 3a moeii cimaoi! O posut BpeMeHU B UTPOBOM IIPO-
necce//GameStudies.ru. 15.10.2012. URL: http://gamestudies.ru/post/443.
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OyZeT IpoJOJLKATh KUTh COOCTBEHHOM 3KM3HBIO, B HEM OyAyT IIPO-
MICXOOUTDH COOBITHA, IIPOCTO IIOTOMY YTO OH OOJIBIIIE UT'POKA U HE Cy-
LIECTBYET JIUIIb NIJIA TOTO, YTOOBI TEIIUTH CaMOJ0OMe IocJemHe-
ro. 3a 3T TPpU d9aca, I1I0 OKOHY9aHMIM KOTOPBIX, AOIIyCTUM, MUD KAET
I‘I/I6eJ’Ib, VITPOK MOJKET IIOIIbITAaTbCA YTO-TO BBIACHUTDHL, MOJKET ORa-
3aTbCSI CBUIETEJIEM KaKUX-TO COOBITUIL, & MOYKET IIPOBECTU BPEMSI
B IIOJIHOM HeBeJeHIY OTHOCUTEJIEHO IIPOUCXOAAIIEr0 BOKPYT. Bpema
B TaKOJ UTpe TeueT He3aBUCUMO OT BOJIX U CYO'bEKTVBHOIO BpeMeH!
urpoka. OHO cTaHOBUTCA (PAKTOPOM, BIMAIOIINM Ha BCE OCTAJIBHOE:
rAe ORayTCA Te MJNM MHBbIE IIePCOHaXM UM IIpeaAMeThbl, KTO YMPET,
a KTO BbIKMBET, KaKasa MH(OPMAaLMsA MOKET ObITh HaliZieHa, a KaKas
0e3B0O3BpPATHO yTpadeHa.

ITOT IpUMep MO03BOJAET [I0Ka3aTh, YTO IIPOM3BOICTBEHHO-OPU-
€HTMPOBAHHOE UM3Yy4YeHNE BIAEOUTPD HEe CBOAUTCA K HaIllMICAHNMIO KOJa,
HO IIPeZIIoJaraeT CIOCOOHOCTDb MBICJIUTD BUAEOUTPAMH, TIOPOIKIATD
"X OpUrMHaJIbHble KOHIIEIITHI. MCCJIe,Z[OBaTeJIb He yMeeT IIpaBa OT-
HOCUTBCS K TEKydeMy, IPUXOTIUBOMY O0BEKTY KaK K CTabUIbHOMY,
eMy HY’KHO HAyUMTbCS BUAETH CUHTYJISAPHOCTY, B KOTOPBIX 00BEKT
MOJKET IIPEB30TU caMoro ceds, yMeTb IIPEeJICKa3bIBaTh MX.

UccnepoBaHnsa uayT BOBHE

Game Studies, Takum 00pa3oM,— 3TO BCErJa CILJIaB TEOPUM U IIPaK-
THUKMY, B KOTOPOM IIOCJIEIHAS MOKET ObITb TEOPETUUHOI, a IlepBas —
PaKkTUYHONM. TeopeTuKy ToKe CO3NAI0T PeajsbHOCTb, a HE TOJIBKO
ocMbICAIOT ee. HamboJslee o4eBMIOHBIN IpuUMep — reiiMmudpuramsa’.
VI xoTsa reliMuuIMpoBaTh pa3Hble TUIILL IeATEJbHOCTY HadaJu 3a-
JIOJITO ZI0 2009 T'OZia, CAM TEPMMH OKa3aJICA YPEe3BbIUANHO yAaYHbIM
¥ 3aMHTepecoBaJ IpeiacTaBuTesell ousHeca. Ecom reiimepsr He Oe3
YIIOBOJIbCTBUS OTKA3bIBAIOTCA OT YacTM CODCTBEHHBIX JEHEr pajn
KaKOT0-TO JPyTroro, HeMaTepMabHOTO KalyuTasa, TPaTAT CBOOOIHOE
BpeMA U, Jaske IIPOUTPBIBasd, CIEUIAT BEPHYTHCA B UTPY, YTOOBI JO-
BECTM HadaToe IO KOHIA, KaK MOKHO He IIOIBITAaTHCS 3aIOJYUIUTH
B LIITAT CTOJIb K€ MOTVBMPOBAHHBIX COTPYAHMKOB? Bee, 4To 1151 9TO-
IO HY’KHO,— CJieJiaTh paboTy MUIpoii, B YEM UM COCTOMT 3ajiada reliMu-
duraTopa, a ero 11eJb — CO34aTh YCJIOBUSA AJIA 3aMETHOTO POCTa MO-
TuBauyu. VIMeHHO ¢ 3TMM CBA3aH BBICOKMII CIIPOC Ha reiMUQPUKAIINIO
¥ CO CTOPOHBI 00pa30BaTeJIbHBIX yupesxaenuii. Her sgyuqrme criocoba
MOTMBYPOBATh IIKOJIBHMKOB ¥ CTYZEHTOB XOPOIIIO YYUTHCH, KaK CO-
3aTh IPUJIOKEHNSI, KOTOPBIE IIPEeBPaIaloT 00pa30BaTeJIbHBIN IIPO-

35. CM. crarpio Asekces CaJsmHa B HacTodAleM HoMepe «Jloroca».
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11ecc B UTPY, B HA0OP pas3IMYHbIX KBECTOB, OMTB ¢ «boccamm», TpedyIo-
X KOOoNepaluy UM KOHKypeHImu’®, B coBpeMeHHOM 00ydeHum
BO3pacTaeT 3Ha4YeHNe 00pa30BaTeNbHbIX UTDP, IPMUUEM 3TO CIIPaBe-
JIMBO KaK JJI KJIACCUYECKON JIMHENKM Ha4daJbHOIO—BBICIIIEro obpa-
30BaHUsA, TaK U IJIA [Tepeady KOHKPETHBIX TEXHUYECKNUX HABLIKOB.

Hapsany c mpons3BoACcTBEHHOI NIeATENIBHOCTBIO U 00pa3oBaHMEM
BIUZIEOUTPHI BCe MIy0sKe IPOHMKAIOT B HayKy. Kak moxasasu crerma-
auctel Center for Game Science ipu BammHITOHCKOM YHUBEPCUTETE
(cyiiecTBy!OIIEM Cpean IIPOYero Ha JeHbru (PoHaa cynpyros levitce),
BUIEOUTPBI CIIOCOOHBI HE TOJIBKO PACCKa3aTh O HayKe, HO U IPOABMU-
HYTb ee Buepen. IIpumep Tomy — HarrymeBiiasa urpa Foldit, ubm ur-
POKM B KpaTdallline CPOKM AOCTUNIN PEeYJIbTATOB, HEAOCTUKIMbIX
IJ1A yYeHBbIX Ha MPOTSKeHuu mgecAaTmieruii’’. ObJamaoT BUIAEOUT-
Pbl ¥ OYEBUHBIM MapKETUHTOBBIM, IIyOJIMUIMCTUYECKUM, COIMAIIb-
HBIM U TOJUTUKO-KPUTHUYeCKUM moTeHmmasnom’®. Ho ux sHadeHume
He JCUepIbIBAeTCsA MOTUBUPYIOIIMM BO3IelicTBMeM. Bumeourpsr —
9TO ellle U 0CODOBIN crocod mepenayum CooDIeHMI, MMesa B BUAY TakK
Ha3bIBAEMYIO IIPOIEAYPHYIO PUTOPUKY.

Buneourps! sKCIIyaTUpyOT cpasy TPU PUTOPUUECKUX YPOBHS:
BepOaIbHOM pUTOPUKM (yOesKaeHMe ¢ IIOMOIIBIO CJIOB), BU3YaJIBHOMI
putopuru (ydesxageHme ¢ IIOMOIIBIO 00pas30B), IPOLEAYPHON PUTO-
pukn (ybesxmeHue ¢ IMOMOIIBIO Iponeayp, uan reiimmesn)’’. eso
B TOM, YTO BUJEOUI'PBI MMEIOT LOBOJIBHO YKECTKYIO CTPYKTYPY:

1) UTPOK Ha’KMMaeT KHOIIKY/COBepIllaeT NejiCTBIE;

2) Ha)KaTMe KHOIKM/LEeVCTBME BEAET K ONpEeLesIEHHBIM M3MeHe-
HUAM B UTPOBOI CUTyaIN;

3) urpoBas CUTyalMs IIPOBOLMPYET UTPOKA HAYKATb HOBYIO KHOII-
Ky /COBEPIIUTHL HOBOE NEVICTBUE.

VIMeHHO 3Ty CTPYKTYpPY MOYKHO MCIIOJIb30BATb B PUTOPUUECKUX Iie-
aax. Hanpuwmep, ecsim UTPOK IPOUHTEPIPETUPYET HEPEIalIKy B Su-
per Mario Bros. (Nintendo, 1985) 3a apyra, a He 3a Bpara, OH IIPO-

36. ITapagurmMaJbHBIM IIPUMEPOM ABJIAETCA aMePMKaAHCKad IIKoJa Quest to
Learn: http://q2l.org/.

37. Cum. cratbio EBrennsa BrikoBa B HacToseM HoMepe «Jloroca».

38. Cm.: Bogost I. How to Do Things with Videogames. Minneapolis, MN: Uni-
versity of Minnesota Press, 2011.

39. VIHTepec K mponenypHON PUTOPUKE II0 BPEMEHM COBIIaZlaeT C NPU3HAHNEM
HerOIIyKTI/IBbIM HpOTI/{BOHOCTaBJ’[eHI/IH JIFOOOJIOTUM U HappaTOJ’IOI‘I/H/L Bu-
Jeourpa — He TOJIbKO TEKCT, B KOTOPbI UTPAIOT, CJIEeAys OIpeldeseHHbIM
IIpaBuUJIaM, HO ¥ caMy IIpaBuMJIa, 10 KOHIIa HeCBOOOAHBIE OT HAPPaTMBa, IIpa-
BUJIA, CIIOCOOHBIE TOBOPUT.
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cro-Hanpocrto norubuet*’. B urpe Torcano ®packu September 12th
(Newsgaming, 2003) mepe UTPOKOM CTOUT 3a4a49a YHUYTOKUTD TepP-
popucToB. BHavaJse or BuanT riepes co00il BOCTOYHBIN FOPOJ, 3aII0JI-
HEHHBIJI KaK TEePPOPUCTaMM, TaK ¥ MUPHBIMMU sKUTesamu. OH HaBO-
AT IIPULIEJI HA TePPOPUCTA, 3aITyCKAeT CHAPAL U C HeM30eKHOCThIO
3aJ7leBaeT KMUJIble 3aHNA U rpaskaaHckux juil. Co BpeMeHeM OH IIbI-
TaeTcsa CTpesATh Oojiee aKKypPaTHO, HO BBIACHAET, YTO 3TOMY IIpe-
IIATCTBYET CaMa MEXAaHMKA MUIPBL IIONBITKA YHUYTOMKUTb TEPPOPU-
CTOB JIMIIb OOJBIIE paspylIaeT TOPOJ, N3 KOJIOHOK BCe IpoMUe pas-
JlaeTcs SKEeHCKMI IJIad, a IIoTepsABIINe OJIM3KMX MUPHBIE SKUTEJN
caMM CTaHOBATCS TEPPOPUCTAMM, KOTOPBIX UT'POK TeIlephb TOKE JI0JI-
JKeH yOuThb. 3a BpeMs UTPOBOI CECCUM K UTPOKY ITOCTEIIEHHO IIPUXO0-
JIUT MOHMMAaHMe TOrO, YTO IJIaBHBI TePPOPUCT B KOHEYHOM CUETE —
OH caM. VI enuHCTBEHHON aJleKBaTHOM peakIuell Ha urpy OyzeT oT-
Ka3 OT JaJbHEMIIIero y4acTus B TeHOIM/IE, TO ECTh €€ BBIKJIIOUEHNE.
«12 CeHTAOpPA» HeIBYCMBICJIEHHO KPUTUKYET aHTUTEPPOPUCTM-
yeckylo nporpamMmy CIIA, mpepJiarasgs UI'POKY NOTOBYIO puUTOpUYe-
CKYIO CTpaTermmo ee auckpenurtauyu. Ho B oTomume oT myOmIm-
CTUKM WJIM Jaske KMHO CyO'BbEeKT IIoJIydaeT BO3MOYKHOCTb HE TOJBKO
YBUAETDH ¥ IIPOAHAJIM3VPOBATE IIPOVICXOASAIIEE, HO ¥ MICIIBITATb €0
Ha coOCTBEHHON HIKype. VIcxomHble HaMepeHNa MOTYT OBITEH BIIOJIHE
O6yaruMu (HampMMep, IOKOHYNUTL C TEPPOPMU3MOM), OJHAKO IIPOIiect
uUrpsl yoeskzaeT ero B TOM, UTO OH M MMEHHO OH IIOCTYIaeT IIPeCTyII-
Ho. [ToHMMaHMe TPUXOIUT B PEaIbHOM BPEMEHH, B «37€Ch U Ceifdac»
MUI'POKA EMY OTKPBIBAETCA IIOCJIAHNME, 3aJI03KEHHOE B TPy paspador-
qyKaMy (pa3yMeeTcs, eCJIM CAEJIAHO TO JOCTATOYHO $KECTKO, YTOOBI
MMHMMM3MPOBATh KOJIMYIECTBO BO3MOYKHBIX MHTEPIIPETAINIL).
OnTuMycTidecKknii B3IVIAL Ha reliMM(MKaIMiO M BO3MOXKHOCTD MC-
II0JIb30BAHUSA BULEOUTP B PEKJaMe, JKYPHAJIMCTUKE, IIOJIUTUYIECKO
KPUTYMKE U IPOIaraHjie aKkTyaJM3VPOBaJIM ellle ONHY (PYHKIMIO MC-
CJIe[IOBaHMIi BULEOUTD B IIyOJMUHOM IT0Jie — KpuThdecKyo*'. Tuas-
Has 33/7a4da KpUTUKa — pasobiaderHne HaTypaamusanuy 6a30BbIX I
TOW WJIM MHOJ UTPBI IIPEAIIOChLIOK. B Joruke HerupoBbIX UTP IIpa-
BIJIA IIPEJICTAIOT CBOETO pojia ODIIECTBEHHBIM yCTAHOBJIEHMEM: YTO

40. Cm.: Arjoranta J. Do We Need Real-Time Hermeneutics? Structures of
Meaning in Games//DiGRA ‘11 — Proceedings of the 2011 DiGRA ‘11 Inter-
national Conference: Think Design Play. January, 2011. Vol. 6. URL: http://
www.digra.org/wp-content/uploads/digital-library/11310.17396.pdf.

41. Cm.: Trammell A., Sinnreich A. Visualizing Game Studies: Materiality and
Sociality from Chessboard to Circuit Board//Journal of Games Criticism.
2014. Vol. 1. Iss. 1. URL: http://gamescriticism.org/articles/trammellsinn-
reich-1—1.
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3ampeleHo, To KpaliHe HeskeJaTeabHo. CoBepIlleHne 3apeieHHbIX
JIeVICTBUI — IPU HAJIUYNY CBUJIETEJIE — MOYKET II0BJIEYb 3a cO0O0I Co-
orBeTcTByomme caHkuyu. OpgHako 0007t IOMMAaHHBI Ha Hapylle-
HUU UTPOK MMeEEeT BO3MOYKHOCTD OIPAaBAaTh CBOU AeNCTBUA. Takum
00pazoM mpaBmsa HEIUM(PPOBBIX UTP MOT'YT OBITH ITOCTABJIEHBI I10] BO-
IIpOC ¥ HaXOLATCSA B 30HE KOHCeHcyca. B 1iupoBbIx urpax npasmia
SABJIAIOTCSA CBOETO poa PMU3MIECKMMY 3aKOHAMM: YTO 3aIIpeIreHo, TO
IPMHIUNINATIBHO HEBO3MOYKHO. ['J1aBHOI 0COOEHHOCTHIO 9TUX IPABUI
SABJIAETCA UX KBa3MEeCTECTBEHHBIN cTaTyc. VccienoBaTesb BULEOUTD
B DTOM CMBICJIE HE TOJIBKO OIMUCHIBAET CBOM OO'BEKT KaK HEYUTO HAJINY-
HO€e, He TOJIbKO MBICJIUT UM PaZiyl PaCKPbITUA ero NoTeHI[Maja U MIo-
JICKa HOBBIX IIPUJIOKEHUI, HO ¥ CO3HAET, YTO JII000e IOJIOKEHME Jel
aKTMUHO, JI00bIe TpaBUiIa — JUIIb PE3YJIbTAT HEKOTOPOTO IpeBa-
PUTEJILHOTO COTJIAIIIEHNsI, KOTOPOE MOYKHO 1 HEOOXOAMUMO BCKPBITh.
Game Studies nponosxatorcs. VI ecau He 60saTbCss MeTagop, TO
HUCCIIeIOBaHUA BULEOUTP — 9TO MHOTOIIOJIb30BaTeJbCKasA Urpa ¢ oT-
KPBITBIM MMPOM ¥ OTPOMHBIM IIOTIOJIHAEMBIM apCEHAJIOM MHCTPYMEH-
TOB, B KOTOPYIO MOYKHO UI'PaTh BEYHO, TaK KaK HEBO3MOYKHO IIPOITH
IO KOHIIa. Buaeourps! BcAKMiI pa3 BBIHYKIAIOT CHEJIATh eIlfe OOUH

miar. You can always can press START to contunue...

To Play Game Studies Press the START Button
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The article is dedicated to the origin and
history of Game Studies. It starts with an
analysis of the ludology/narratology
debates. The author claims that these
debates are one of the two myths under-
lying Game Studies. The second myth
states that only Game Studies can inves-
tigate video games without reduction.
The author demonstrates that even the
ludological approach is a reductionist
one. The author then demonstrates an
important shift in Game Studiesto a
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non-reductionist approach. From now on
Game Studies are a post-discipline rather
than a discipline. Video games have been
studied by researchers from media stud-
ies, visual studies, cultural studies, etc.
Regardless of institutional affiliation, the
results of these investigations create an
integral part of Game Studies and are
easily assigned by it. It is because Game
Studies is not about methods, but about
an object. It is dealing with the intention
to study video games in all their diversity,
taking into account different research
perspectives. The author discusses the
role that game developers and game
designers play in Game Studies. He
claims that not just practice can produce
or change theory, but the theory needs to
be practical as well. Then the author pro-
ceeds to a current situation in the field
and analyzes the most promising areas
of contemporary research, e. g. proce-
dural rhetoric and video games criticism.
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