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YTo KacaeTca BOIIPOCOB, BOT He Xy -
I U3 HUX: PaCCKa3bIBAIOT JIM UT'PBI
nctopuu? IIpu oTBeTe HA HETO MBI
y3HaeM OJHOBPEMEHHO U KaK CJeAyeT
U3yYaTh UTPHI, U KMO LOJIKEH UX U3Y-
4aTh. «/la» mompa3yMeBaeT, YTO UT'PbI
MOYKHO JIETKO U3y4aTb UCXOAA U3 Cy-
IeCTBYONMX napaaurM. «Her» o3Ha-
JaeT, YTO MbI JOJKHBI Ha4YaTh C HYJIA.
Ho orBer, koHEYHO, 3aBUCUT OT TOTO,
KaK BBI OIIpeJieJigeTe KasKgoe U3 CJIOB.
B cBoeii cTaTbe g xouy paccMOTpeTh
pa3Hble IOAXOAbI K TaHHO AUCKYC-
cyy. YToOBI He ITpeBpaIaTh ee B CIIop
0 cJI0Bax (TO ecTb CIIOP O IIpaBe oIIpe-
JleJIATH, 4YTO eCTh HappaTuB), g He I1J1a-

HUPYIO 3alliIaTh MJNM OTCTauBaTh KaKoM-TO

onpeneseHHbI TepMyH. OCHOBHAA MBICJIb CTa-
TbJ, CKOpee, 3aKJII0UaEeTCs B TOM, YTO HaM CJIeLyeT
IIPOBOAUTH PA3INUUA.

Omnepanusa peiiMuHra, TO €CTh PaCCMOTPEHME
4ero-HuOyIb B Ka4eCcTBe Yero-HuOyab ApPyroro,
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CTaTbs ABNAETCS NOMNbITKOM OTBETUTb

Ha BOMPOC O TOM, pacCKa3blBaoOT 1M UrPbl
nctopun. OTBET Ha 3TOT BOMPOC NO3BO-
€T 0AHOBPEMEHHO Y3HaTb U KakK cre-
[yeT u3yyaTtb Urpbl, U KTO AOJIKEH UX
13yyaTb. YTBEPAUTENbHbIM OTBET Noapa-
3yMEeBaeT, YTO UrPbl MOXHO NIEMKO U3Y-

4yaTb MCXOASA M3 CYLLECTBYIOLMX Mapaanrm.

OTBeT oTpuLaTeNbHbIN Npeanonaraer,
YTO Mbl AOJIKHbI HA4YaTb C Hyns. B ctatbe
CpaBHMBAlOTCA ABa KOHKYPUPYIOLWMX NOA-
Xxoja K Bugeourpam — niogonorus (pac-
cmMaTpuBatoLlas urpbl Kak cneyuduye-
CKUIN MeauyM, TPpeOByoWMi YHUKaNbHbIX
MeTOAOB aHanun3a) 1 HappaTtosaorus (pac-
cMaTpuBatoLwWwas urpbl Kak Gopmy Hap-
paTMBa) — C LeNblo yrnyéuTb NnpeactaB-
fIeHWe O CXOACTBAaX U PasiMynsax aTUX
METOZI0B U OGHaXKWTb UX CKPbITblE Npes-
NocCbIIKKU. ABTOP Ha4YMHAET ¢ paccMoTpe-
HUS HEKOTOPbIX CTAHAAPTHbIX aPryMEHTOB

B MONb3Y HAPPaTUBHOIO XapaKTepa urp.
ECTb KaK MUHUMYM TPW pacnpoCcTpaHeH-
HbIX apryMeHTa: 1) HappaTUBbl UCMONb3Y-
I0TCA Be3e; 2) B 60bWMHCTBE UIP eCTb
HappaTWBHble BBEAEHWS U NPEAbICTOPUM;
3) Y Urp ecTb HEKOTOpble obLMe YepThbl

C HappaTMBamu. B ganbHenwem oH nepe-
XOAUT K aHann3dy TPex BaxHbIX apryMeH-
TOB B NOJIb3Y He-HappPaTUBHOIO ONnucaHus
UIP: 1) UTPbI HE ABASIOTCS YacTbto Hap-
paTUBHOM MeanasaKonoruu, cdopmmpo-
BaHHOW KWHO, NUTEpaTypoi U TeaTpom;

2) Bpems B Urpax GyHKLUMOHUPYET nHave,
4yeMm B HappaTuBax; 3) OTHOLIEHWE MeXay
yuTatenem/3puTenemM u MMpoOM UCTOPUM
OT/IMYaeTcs OT OTHOLIEHUS MEXAY Urpo-
KOM 1 UrPOBbIM MUPOM. B 3aKkntoyeHune
o6cykpaeTcs BONpoc, MOryT I pa3Hoo6-
pasHble IKCNepuMeHTanbHble HappaTUBbI
XX BeKa Kakum-To 06pa3om NpuMUpUTb
Urpbl U HAPPATUBBI.

paboTaeT cienyromuM 06pazoM: OepyTCa HEKME NOHATUA U3 UCXOL-
HOIZ o0JlacTu (HappaTuBa) U IPUMEHAIOTCA K HOBOM o0JacTy (urpam).
OTO He HeNTpaJibHasA Ollepalllsd: OHA AKIEHTUPYeT OOHM XapaKTe-
PUCTUKM [IpeAMeTa U IIOAABJAET Apyrue. B otanune ot dpperiMuHra
aKT CPa8HeHUSs PACIIUPSAET IPEACTABIEHME O CXOACTBAX U Pas3Ju-
YUSAX Y MOKET O0HaKaTb UX CKPBITHIE ITPEAIIOCHLIKIL.

CraTbsa HAaUYMHAETCS C PACCMOTPEHUS HEKOTOPBIX CTAHIAPTHBIX
apryMeHTOB 8 N0Ab3Y HappPaTUBHOrO XapakTepa urp. EcTe Kak MMUHN-
MYM TPM PacCIIpOCTPaHEHHbIX apTyMeHTa: 1) HapPaTUBbI MICIIOJIb3Y0T-
cs Be3Je; 2) B OOJIBIIIMHCTBE UT'P €CTh HappPaTUBHbIE BBEIEHUSA U IIpe-
IBICTOPUY; 3) Y UTP €CTh HEKOTOPBIE 0011IVIe YePThI C HAaPPATUBAMIAL.

3aTeM B CTaTbe€ PaACCMATPMBAIOTCA TPM BaKHBIX apryMeHTa B
II0JIB3Y HE-HAaPPATVMBHOTIO OIIMICaHWUS UTP: 1) VITPBI HE ABJIAITCA 4Ya-
CTbIO HAPPATUBHON MeAMA’KOJOTUY, CPOPMUPOBAHHON KUHO, JIUTE-
paTypoil 1 TeaTpoM; 2) BpeMsA B UTpax (PYHKIVOHMPYET MHade, 4eM
B HappaTMBaX; 3) OTHOIIEHME MEKAY UMTATEJEM/3PUTEIEM U MU-
POM MCTOPUM OTJIMYAETCS OT OTHOIIEHUS MEKAY UTPOKOM UM UTPO-
BBIM MMPOM.

CraTbsa 3a7eliCTByeT AOCTAaTOYHO TPAAVIMOHHBIE OIIpeeseHNs
JMICTOPUM M HAppaTuBa, II0O9TOMY B 3aKJIOUEHMe s PacCMOTPIO BO-
IIpoc, MOTYT JIM Pas3HOOOpas3Hble DKCIEPUMEHTAJbHbIE HAPPATUBLI
XX BeKa KaKMM-TO 00pa3oM MPUMUPUTDH UTPHI ¥ HAPPATUBBL
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PaccKasbiBaTb MCTOPUH

Bce—HappaTtvB /Bce MOXET 6biTb MPEACTaBNEHO KaK HappaTuB

IlepBrIit aprymMeHT —O4YeHb MOIIHBIN, TaK KaK OH IIpejaJiaraeT oIpe-
JIeJIEHHBIVI XOJIMCTCKMI B3MIAJ Ha MMpP: pa3 Mbl MCIIOJb3yeM Hap-
PaTUBBL, YTOOBI IPUIABATH CMbICJ HAIIEN KU3HU, YTOOBI 00padaThI-
BaTb MH(OPMAIIMIO, M pa3 Mbl MOYKEM PACCKa3bIBATb MICTOPUU O TEX
Urpax, B KOTOPBIE MBI UTPAJIM, HUKAKOM SKaHpP MM (pOopMa He MOYKET
OBITH 8He HappaTUBa.

IIpobaema B TOM, UTO Ha CAaMOM JIeJie 53TO apTyMeHT a priori. Hap-
PaTUBBI MOTYT OBITH (DYyHIaMEeHTAaJbHBIMY JJIS YeJ0BEYECKOTO MbIIII-
JIEHV, HO OTCIOZA He cJenyeT, OyATO BCe HYNHCHO OMMCBIBATH B Hap-
PaTMBHBIX TepMMHAaX. VI TOT (paKT, 4TO HEYTO MOKET OBITH IIPEICTAB-
JIEHO B HAPPATMBHBIX TEPMMHAX, HE 3HAUNT, YTO OHO eCMb HappPaTUB.

MaeanbHble UCTOPUK /NIPESbICTOPUN

Bosee nHTEepecHbIT apryMeHT obpalllaeT BHMMaHME Ha TO 0DCTOs-
TEJIbCTBO, YTO OOJBIIVHCTBO UI'P MMEIOT UCTOPMIO, HAIIMCAHHYIO Ha
YIaKOBKe, B MHCTPYKIIMYM MJIM BO BBOJHON CEKLUM, IIOMEIAA UTPY
UTPOKa B KOHTEKCT 00Jiee MMPOKOi MCTOPUM (IPEeAbICTOPUM) /U
co3zlaBas MLIeaJbHYI0 VMCTOPUIO, KOTOPYIO UTPOK JOJIMKEH peajm30-
BaTh.

B urpe Space Invaders (puc. 1) HaM npezJiaraeTcs MUAeaJIbHAA
UCTOPNS, KOTOPYIO MbI JOJI?KHBI BOILJIOTUTH COOCTBEHHBIMU PYKaAMIU.
IIpensaraerca ciexnyromas IPeNbICTOPUA: BTOPIKEHME IIpeAIioa-
raeT CUTyaIMio 0 BTOpP:KeHUA. VI3 HaydHOM (PpaHTACTUKM MBI 3HA-
€M, YTO MHOILJIaHETsAHE — 3JI0, ¥ OT HUX HY’KHO 130aBJIATHCA. SHAYNT,
ysKe caMO Ha3BaHME IIPEeNIoJaraeT IPOCTYI0 CTPYKTYPY: MOJIOMKU-
TeJbHOE COCTOSIHME, HapyIIeHHOe BpaKAeOHOV BHEIIHEN CUJIOMN.
Posb urpoka — BOCCTAHOBUTH MCXOHOE MOJIOKUTEIHHOE COCTOSHHIE.
JTOo, pasyMeeTcs, II0CJIe0BATEJIbHOCTb COOBITMIL, YacTO BCTpPEYalo-
Iascsa B CKa3KaX: MCXOJHOE COCTOSHME, HapyIllIeHye VICXOLHOIO CO-
CTOSIHVSI, BOCCTAHOBJIEHVE DTOIO COCTOSHMSA.

Ho 3xecy Bce mpomcxonut mHaue: uzpas B Space Inmvaders, Mbl
oOHapysKMBaeM, 4TO y HAC He IOJYydYaeTCs IIO-HACTOSAIIEMY BOCCTa-
HOBUTH MCXOJTHOE COCTOSIHUE; MbI HE MOYKEM BBIUTPATH, ITOCKOJIBKY
3a OIHOI BOJIHOM IIPUIIIEJIbIIEB BCerga cienyet npyrasa. B kadecTse
UTPOKA MBI CTPEMMMCS PeaM30BaTh MIEeaJbHYIO0 II0CJEeN0BaTEIb-
HOCTBb COOBITUIA, HO COOCTBEHHO IIPOIIECC UTPHI HE COBIAJAET C ITOM
II0CJIeJOBATEJIbHOCTHIO.
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PLAY
UCLERR INUADERS

Puc. 4. Space Invaders
(Taito, 1977)

CREDIT @@

BosbHCTBO COBpEeMEHHBIX He-apKa HbIX UTP IJIA OGHOTO UTPO-
ka, Takux Kak Half-Life (Valve Software, 1998), Bce ke I03BOJAIOT
3aBEPIINTh UIPY: IyTeM OECUMCIIEHHBIX COXPAaHEHMI U Iepes3arpy-
30K BO3MOXKHO PEaJIM30BaTh UAEAJbHYIO [T0CJIEJ0BATEILHOCTD COObI-
TUIL, KOTOpas u onpenessercsa Kak Half-Life. OueBugHO, YTO JUIIb
MMKPOCKOIIMYECKAs YaCTh UTPOBBIX CECCHUIL IeTICTBUTEIILHO CIenyeT
uzeaJbHOMy IIyTH, onHako Half-Life Bce ke ymaeTcs IpeLbABUTH
(PUKCHUPOBAHHYIO IIOCJIELOBATEILHOCTL COOBITMIL, KOTOPYIO WUTPOK
MOJKeT IIOTOM IepecKasaTh’. OTO 03HAYAET, YTO HEeKOTOPbIE UTPHI
UCNOADBIYIOM HAPPATUBLI C KAKO-TO I[EJIBIO.

CxoncTtBa

Brunenpusenennsiit npumep Space Invaders Takike 03HauYaeT, YTO
Yy UT'P eCTb HEKOTOpPbIE 00IIMe YePTHI ¢ HAPPaTUBaMM: BO MHOTMX MI-
pax BCTpedaloTCA TaKyMe XOAbl, KaK ABMIKEHME OT HeJOCTadl K ee
BocriosHeHM0. Vienc ®.Vlencen ucnonssyeT sTo cBoiicTBO Space In-
vaders B IOATBePIKIEHNE Te31Ca, YTO KOMIIbIOTEPHbIE UTPHI IIpe-
CTABJIAIOT COOOI XOTb ¥ HETUNIWYHBIE, HO HAPPATUBbI .

BrobaBok MHOrME UTPHI UMEIOT KBECTOBYIO CTPYKTYPY, U B OOJIBIIH-
CTBE KOMIIBIOTEPHBIX UTP €CTh IIPOTArOHMUCT (XOTsS BTO MeHee pac-
IIPOCTPaHEHO B He-3JIEKTPOHHBIX urpax). Kar npexnmnosaraer IixaneT

1. 3aMeTbTe, 9TO B MHOTOIIOJIB30BATEJNbCKUX UTPAX PELKO COLEPIKaTCs Mae-
aJIbHbIE II0CJIEeOBATEJILHOCTY, TOPa3i0 dallle UIPOKaM I103BOJISIETCH Iepe-
UTPBIBATH OLHY U T€ K€ CUTYAaLN C HOBBIMM Pe3yJbTaTaMy — IPeLCTaBbTe
cebe maxmatsl uan Starcraft. Kak TakoBble OHM BecbMa JaJIeKM OT Happa-
TuBHOCTU. C APYTrOil CTOPOHBI, IIEpPECKA3 UTPOBOI CECCUM B OLHOIIOJIb30Ba-
TeJIbCKOI urpe («VI Torma d... a IOTOM ... a IIOTOM f...») MEHee MHTEPECEH,
4eM I[epecKas MHOTOIIOJIb30BATEJIbCKOM MIPHI, IOCKOJbKY IIOCIELHMUII MO-
JKeT BKJIIOYaTh MHTPUTH, JIOXKb UM O0OMaH Mexny JoabMmu («Mbl moroBopm-
JIMCh O0'BbEOVHUTD CUJIBI HA BOCTOYHOM (PPOHTE, HO 51 TOJIBKO B KOHI[E TIOHSLII,
4TO Ha CaMOM JeJie OHa CTOBOpMJIACh ¢ JI3Ko»).

2. Cm.: Jensen J. F. Adventures i Computerville: Games, Inter-Action & High
Tech Paranoia i Arkadia//Kultur & Klasse. 1988. Vol. 63. Ne 3.
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Miroppeli, TaKkMe CXOCTBA YKa3bIBAIOT Ha TO, UTO IMI(PPOBOI CTOPUTEJI-
JIVHT ¥ MHTEPaKTMBHBIE HAPPATUBBI JKJET MHOroodemaroliee Oymy-
III€€ ¥ 9TO UTPhI M HAPPATUBBI HE OYEHb JAJIEKO YN JPYT OT ApyTa’.

Taxskxe cylecTByeT 4acTO BOCIPOM3BOAMMAs, HO IIPOOJIeMaTud-
HadA TO4YKa 3PEHMs, COIJIACHO KOTOPOJ UTPOBBIE CECCUM IIePEKIBAIOT-
cA JIMHENHO, UTO U JleJlaeT UX MoJo0HbIMY HappaTuBaM®. I BepHYyCh
K HeJl [I03’Ke, 3aMeTMB TOJIBKO, YTO TaKas TOYKA 3PEHUA UTHOPUPY-
€T OIBIT UT'POKA KaK aKTUBHOTO YYAaCTHMKA — HTOT OIBIT HACTOJIb-
KO CMJIEH, YTO OOJIBIIMHCTBO JIIOJell HeBOJIbHO MeHSAIOT II0JIOMKeHNe
TeJla, CTAJIKMBAAChH C MHTEPAKTUBHBIMI dJIEMEHTaMI: HappPaTUB MbI
BOCIIPMHMMAEM, paccijabjleHHO OTKMHYBIINCH Hasal, UTPY ke — Ha-
MIPSAMKEHHO IONABIINCH BIlepek. A UrpaTh B UTPYy — 3TO 3HAUUT IIO-
CTOSHHO OCO3HAaBaTh, YTO JaHHAA KOHKPETHAs UTrPOBas CUTyaIa —
JIMIITH OFHA U3 MHOYKECTBA BO3MOYKHBIX.

M ato Bce?

VlTak, BO3MOKHBI pa3Hble BApPMAHTHI PACCMOTPEHUS UTP KaK HEKO-
TOpPbIM 00pa30M CBA3AHHBIX C HAappPaTMBaMM, HO OTBEYAET JIM 3TO
Ha MCXOOHBIN Bopoc? BrlmenepeunciieHHbIE yTBEPIKAEHNA 3aCTaB-
JISIOT IIPEATIOJNOKNUTD, YTO UTPHl ¥ HAPPATUBEI HE XKMBYT B PAa3HbIX
MMpax, HO MOT'yT HEKOTOPBLIM 00pa3oM paboraTb BMecTe: HApPaTUB
MOJKET JMCIIOJIb30BAThCHA JIJIA TOTO, YTOObI OO bACHUTD UTPOKY, UTO Jie-
JIaTh, MJIM KaK BO3HArpaskJeHue 3a IPONIeHHYI0 Urpy. VIrpel MoryT
IpejiaraTb UIPOKY HappaTUBBI, KOTOPbIE MOYKHO IIOTOM MCIIOJIb-
30BaTh, YTOOBI PaccKas3aTh, KaK IIPOXOAMIIA UTrpoBas ceccud. VIrpsl
¥ HappaTUBBLI MOTYT MMETb HEKOTOpPBIE O0IIMe 4epThbl. OTO 3HAUNT,
4TO pe3Kad 03UV, YTBEPsKAAOasa, YTO UTPbl ¥ HappPaTUBEI CO-
6epuULeHHO HUKAK He CBA3AHBI, HE BBIJIEPIKMBAET KPUTUKIAL
Ho cienyer paccMOTpeTh TakiKe M PasiInyus.

Mpo6nema nepeBoaa

Cettuac s BOCIIOJIB3YIOCH Teopmeﬁ HappaTMBOB AJIA OIlepannu, JJIS
KOTOpOf/'I OHa He IIpeJHa3Ha4Y€eHa. OcHoBHas HpO6JIeMa Happamusa —

3. Cm.: Murray J. H. Hamlet on the Holodeck: The Future of Narrative in Cy-
berspace. N.Y.: The Free Press, 1997.

4. Aarseth E.J. Cybertext: Perspectives on Ergodic Literature. Baltimore; L.:
Johns Hopkins University Press, 1997. P. 2.

5. Xopommnit npuMmep — Mol codbctBeHHBI TekeT: Juul J. A Clash Between
Game and Narrative. MA thesis. University of Copenhagen, 1999. URL:
http://www.jesperjuul.net/thesis/.
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TOT (paKT, YTO HAPPATUB HUKOTAA HE MOXKET pacCMaTpPUBaThCA He3a-
BUCUMO, an sich. Mbl He MOYKeM YBUZETb CaMy UCTOPHUIO; Mbl MOXKEM
YBULETH €€ TOJIBKO CKBO3b IPYroll MeIMyM: YCTHBIM paccKas3, KHU-
Iy, KuHouybM. Kiaccndyecknii apryMeHT B IIOJIb3Y CYII[eCTBOBaHMA
HappaTMUBOB, CJIeN0BaTEJIbHO, ONMpPaeTCsa Ha (PaKT, YTO UCTOPUSA MO-
JKeT IIePeBOAUTHCA C OJTHOTO MenuyMa Ha JIPYyTOoi:

JTa TpPaHCIOPTabeJIbHOCTD MICTOPUM — CUJIbHENIINI apryMEHT

B IIOJIb3Y TOTO, YTO HAPPATUBBI BCE-TaKM IIPEJCTABIAIT COOOM
6

CTPYKTYpPbI, HE3aBJUCUMBIE OT JI000r0 MeauyMa .

IInTep Bpykc roBopuT 10 3TOMY IIOBOLY:

HappaTus mosxeT OBITH HEKOEV CIIOCOOHOCTHIO MJIM KOMIIETEHII-
ell, KoTopad... OyAy<uM OCBOEHHOJ B COBEPIIEHCTBE, II03BOJIAET
HaM CyMMMpPOBAaTh U IIepefaBaTh HAPPATUBBI IPYTUMIU CIOBAMU
Ha APYyTUX A3BIKAX, IEPEHOCUTHb UX B APyTUE MeINa, COXPaHAd
y3HaBaeMOCTb U BEPHOCTb MCXOJHOJ HappPaTUBHONM CTPYKType

U MeccemsKy .

JaHHOe yTBep)KIeHMe MOKeT IIOKa3aTbCA HeCKOJIbKO M3JIMIIHE He-
Ipo0JieMaTUYHBIM: BCe-TaKyM Mbl HUMKOIZIA HEe MOKEM IIPOTallUThb
B IPYTOM MEANYM BCe, HO XOTS OBbI UTO-TO IIEPEHOCUTCS U3 OJJHOTO Me-
IuyMma B apyroii. Ilepeckasanuslii cioBamu puibM «'opgocTs u nipes-
yOeskIeHNe» OCTaHEeTCS Y3HABAEMbBIM JIJIA TOTO, KTO YUTAJ KHUTY.

Yrto nepeBoautca?

Mpsr mpuxonum K cienyroiiei mpobsaeMe: 4To Ke Mbl Ha CAMOM JeJie
MMeEM B BUJLY, TOBOPSI, YTO HEUTO IIEPEBOAUTCA U3 OJHOTO MEAUYyMa
B apyroit? IIpu HeCKOJIbKO TpyOOM pacCMOTPEHUM HAPPATUBBI MOTYT
OBITH pa3ObMTHI HA YPOBEHb AUCKYypca (TO, KAK PacCKa3bIBAeTCA MC-
TOpMUA) U ClOsKeTa (Ta UCTOPUsA, KOTopasa pacckasdbiBaeTcd). «CrokeT-
HYIO» 9aCTb MO’KHO, B CBOIO O4Yepe]ib, pa30MTh Ha JIBE: 9K3UCMeHRMbL
(mevicTBYyIOIIME JMUIA M OKPYsKEHME) U codbimus (meiicTBus m 00-
crostesiberea)®. Torma MCTOPMIO MOMKHO OMO3HATHL 10 OOIIMM BK-
3UcCTeHTaM (MMEIOIMM Te K€ caMble MMEHa) M OOLIMM COOBITUSM;
MMEHHO HTO MbI OOBIYHO ¥ MMEEM B BU/Y, KOTJ[A TOBOPUM O «TOM Ke
CcaMOil UCTOPUM».

6. Chatman S. Story and Discourse: Narrative Structure in Fiction and Film.
Ithaca: Cornell University Press, 1978. P. 20.

7. Brooks P. Reading for the Plot. Cambridge, MA: Harvard University, 1992.
P 3—4.

8. Chatman S. Op. cit. P. 19.
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Taxoit IogX0x, ONHAKO, MOKHO MICIIOJIL30BAaTh B KAYeCTBE IIPOBEP-
KM TOTO, ABJIETCS JIM KOMIIbIOTEPHAA MUI'Pa HAPPATUBHLIM MeEANY-
MoM. Ecii KoMIIbIOTepHAA UTrpa — HapPATUBHBIN MeAUYM, TO UCTOPUA
"3 OPYTUX Meaua MOTYT ObITh ITlepecKas3aHbl B BUIe KOMIIbIOTEPHBIX
UTP, & KOMITBIOTEPHBIE UI'PBI JOJLKHbI [IEPECKA3bIBATHCA B APYTUX Me-
nua. Ha GoJsiee MOBEpPXHOCTHOM YPOBHE 9TO MOKHO HAOJIFOaTh HEIIO-
CPeACTBEHHO, TAaK KaK MHOTYVE KOMMepPUYeCKMe (PMIIbMBI IIEPeeIbIBa -
I0TCA B UI'PBI, OYEBUIHBIN IPUMeP — «3Be3aHble BOMHb». O0paTHBIN
cJIydaii, Korga murpa nepeneJblBaeTcsa B (PUIbM, BCTPEUAETCs peske,
HO cpenu npumepoB — «Cynepbparba Mapno», «CmeprespHasa 0mT-
Ba» 1 «Jlapa Kpodt: Pacxuturenpuuna rpobuuip. OgHako gajabHeNn-
IIMe MCCJEeOBaHMs IIOKA3BIBAIOT, YTO CUTYALMS rOpas3 o CIA0KHEE.

OT punbma K urpe: «3Be3iHble BOWHbI»

Apxannaa urpa Star Wars (Atari, 1983) ocHOBaHa Ha OJTHOMMEHHOM
duneme Tsxopmaska Jlykaca (1977). B puavme «3Be3nHBIE BOMHBI»
apMus IIOBCTAHIIEB IepOMUECKM CPasKaeTcs IPOTUB 3JIOBEIel ra-
JIAaKTMUYECKOM uMmIepun. Jpamarudeckasd KyJIbMUHAIMA (PUIbMa Ha-
CTyHaeT, KOrja IOBCTaH4YecKasa apmmda u mporaronuct Jlrok Craini-
YOKEp LOJIKHBI aTaK0BaThb HOBOE OPYKME MIMIIEPUM, 3BE3LY CMEPTH.

VIrpa Star Wars umeet Tpu ¢asbl, B KasKI0M U3 KOTOPBIX UTPOK
yIpaBJsgeT KOCMUYECKMM KopabjeM M3HYyTpH, Oyaydum IIpenrosio-
skureabHo Jliokom Craintyokepom. IlepBas ¢pasa mpoucxoguT B OT-
KPBITOM KOCMOCE, IJleé MBI CPasKaeMCsA C BPa'KECKMM KOCMMIYECKUM
kopabiem. Bropasa dpaza—Ha 3Bes3ne cMepTH, MBI cCpaskaeMcs ¢ 00b-
eKTaMM Ha ee IIOBEPXHOCTH. B TpeTwel pa3e MbI JIETUM II0 TYHHEJIIO
BHYTPM 3Be3bl CMEPTY, UTOOBI aTAKOBATh TEILJIOBYIO ITaxTy. ITocie
3TOro 3Be3/la CMEPTU B30PBETCH.

IlepBas hasa oTcbLIaeT K IIOKa3aHHON B (pusipMe OUTBe nepen
rosieToM JIioka K 3Be3ze cMepTH, 38 UCKJIOYEHEM OTCYTCTBYIOIIe-
ro B urpe uiora moBcTaHIEeB. Bropasa daza He nMeeT ABHBIX KOP-
pesaToB B uabme. TpeTbsa (pa3a COOTBETCTBYET ClieHe M3 (PUJib-
Ma — CHOBa 0e3 ydJacTus oBcTaHueckoro dpsora. Ecsm BeI ycrienso
BBIIIOJIHAETE MUCCHIO, 3Be3Jla CMePTU B3pbIBaeTcs. To ecTh urpa Ko-
MpyeT OYeHb HeDOJIBIIION (pparMeHT (puIbMa.

IlepBoe, uTO mOnCKaszbIBaeT UIPOKY CBA3aTb UIPY € (PUIb-
MOM, — Ha3BaHMe «3Be3JHble BOMHBI» Ha KOPILyCE UTPOBOTO aBTO-
MaTa 1 Ha SKpaHe. Ecam Mbl nipencraBuM cebe, UTO 9TUX HAAINCEN
HeT, cBA3b OyZeT BOBCe He TaK O4YeBMJHA. JTO OyneTr urpa, B KOTO-
PO HeOOXOAVIMO IIOTIACTD B «TEILJIOBYIO MIAXTY» (IIPOCTO KBaIPATUK)
(puc. 2), 1 UTPOK MOKET IIOAMETUTb CXOJICTBO CO CI[€HO U3 «3Be3/-
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Puc. 2. Star Wars
(Atari, 1983)

HBIX BOJH», HO PEKOHCTPYMPOBaTh COOBITUA (DMIIbMA UCXOAA U3 UTPEI
HEeBO3MOYKHO. OTCyTCTBYET IIPeIBbICTOPUS, BECh OCTAJIbHOM (DUIIbM,
BCE JIMYHOCTHBIE OTHOIIECHMA. BO3MOYKHO, MBI Jaske He IIOHVMMAeM,
YTO CcpakaeMcs MMEHHO CO 3Be30l CMepTH (4To ObI 3TO HU ObLIO).
VI HakoHel, caMoe O4YeBMIHOE: €CM MBI He 3aBepIIaeM MUCCUIO, TO
BCAKOE CXOJCTBO C (PMJIbBMOM IIPOIaZiaeT; eCJiM MUCCUA 3aBepIIaeT-
csd, BOBHMKAeT Jpyras 3Be3Za CMepTH, UYTO TOXKe He COOTBETCTBY-
eT PUIbMY.

Takum 06pas3oM, HeJIb351 yTBEPIKAATD, YTO UI'Pa CONEPIKUT Happa-
TUB, B KOTOPOM MO’KHO OIIO3HATH (PUJIbM «3Be3JIHble BOWMHbBI»: OOJIb-
IIMHCTBO IIEPCOHAXKEN (PUJIbMa OTCYTCTBYIOT, & T€ HEMHOTME COObI-
TISA, KOTOPbIe BOLLJINM B UTPY, IPEBPATUINCh B CUMYJIALNH, ITle UTPOK
MOXKeT BBIMTPAThb MM IpourpaThb. To ke MOXKHO CKasaTb U O BTO-
poii cepun urp 1o «3Be3nHbIM BoltHaM». Star Wars: Racer (Lucasarts,
1999) n300paskaeT TOHKY 13 (PMJIbMa «3Be3HbIE BOMHBL Jnu3ox I»
(Tsxopmsx JIykac, 1999), HO TOJBKO €€ OIHY .

OT Urpbl K UCTOPUM

f smme BKpaTtiie 0003HaWy ciydan IiepeBofa UTP B MCTOPUM, IIO-
CKOJIbKY OHMU JOBOJIbHO penku. BozpmeMm urpy Mortal Combat (Mid-
way Games, 1993): 3T0 (paITUHT, B KOTOPOM pPa3JIMYHbIe IIPOTUBHY-
KM (MI'POKM MJIM KOMITBIOTEP) CpasKaroTcsA Ha apeHe. Takum o0pasowm,
repes HaMM AMHaMMUYecKas CHCTeMa, KOTOpas II03BOJISET B3aVMO-
Jle/iCTBOBAaTb MHOYKECTBY JIIOZEN M IOIIyCKaeT MHOYKECTBO Pa3JInid-
HbIX 1cxonoB. PusbpMm «CmepresbHasa oursa» (Ilon Armepcos, 1995)
He fABJIAETCA AMHAMMUYECKOM CUCTEMON — DTO MICTOPUSA C BIIOJIHE
ompeziesIeHHbIM HaOOPOM IIepCoHasKell, yuacTByoomux B urpe Mortal

9. 37ech BaXKHO YUUTHIBATb POCT UTPOBOI MHIYCTPUN: II€PBEI MUIbM «3Be3/-
Hble BOMHBI» NPUBEJ K MOABJEHMIO JIMIIL OJHOM UIPHI, TOTJa Kak IMocJjaes-
HUIt puabM paHmm3s! (Ha 2001 rog.— IIpum. ped.) IOPOAUI OKOJIO LECATKA
Pa3JMYHBIX UTP Ha Pas3HBIX MJIAaT(OPMax, 3aJelCTBYIOINX pasHble par-
MeHTH! (pusbMa 1y BceseHHOM «3BE3AHBIX BOWH».
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Combat 1 urpamImx ¢ BIIOJHE OIpeAesJeHHbIM UCX0I0M. JJ0BOJIBLHO
0e3JMKMe IEPCOHAXKI UTPBI U OTKPBITHIE TO3UIUY UTPOKOB B (PUJIb-
Me IIpeBpaIlaTca B 6oJiee eTan3MpPOBaHHbIX ITI€PCOHAMKE; CUMY-
JIAIMA IIPeBPaIlaeTcsa B KOHKPETHbIE COOBITHAA.

COOTBETCTBEHHO, €CIM MBI BOCCTAHOBMM B BUIIE MCTOPUM IIaX-
MaTHYIO [TapTHUio, IpoxoskaeHne Bcell Half-Life nau mysnpTumnieep-
HoO Starcraft, OynyT nepeaHbl SK3UCTEHTHI U COOBITHSA, HO HE AMHA-
mudeckne cuctemb '’ Hain nepeckas He OyeT Urpoii, U, OTKPOBEHHO
roBop#, OOIIMPHOE ITyTellecTBYe, HeOOXOAMMOe IJIA IIPOX0KIEHN
Half-Life, B X0Tb CKOJIbKO-HUOYAb MTOAPOOHOM II€pecKase OKasKeT-
Cs1 HEBBIHOCUMO CKYYHBIM.

IlousaTne sr3uUcTEeHTa OOJIBIIIE BCErO IIOAXOANUT IJIA (PU3UIECKUX
UTP, B KOTOPBIX YMCJIO YIIPABJSAEMbBIX DJIEMEHTOB (X0Ts Obl B IIPUH-
nuie) KoHeyHo. [Ipobiema B TOM, 4TO IIPOTPaMMBI 10 CYTM MAalIlly-
HBI II0 IIPOM3BOZCTBY 3K3MCTEHTOB: KOMIILIOTEPHbBIE UTPhI IT03BOJIA-
IOT JIETKO IIPOAYLIMPOBATH OECKOHEYHOE YMCJIIO 9K3UCTEHTOB, MHOTME
SKIIIEH-UTPBI U TIOAPA3yMEBAIOT OECKOHEUHOE UMCJIO DK3UCTEHTOB-
IIPOTUBHUKOB. [Ipyras 6esa B TOM, 4TO caMo 110 cebe IIOHATHE DK3U-
CTEHTAa He YTOYHSAET, KaKye MMEeHHO aTpuOyThl SK3UCTEHTa BasKHbI,
TOrZla KaK IpaBuUJia UTPhI BKJIOYAIOT CTPOTYIO MEPAPXUIO BAKHBIX
Y HEBA’KHBIX XapaKTEPUCTUK — IPBUHT 'opMaH Ha3bIBaET DTO «IIpa-
BIJIOM HEPEJEBaHTHOCTI» ',

Heobxogmumo TakKe OTMETUTH, YTO B OOJIBIIMHCTBE COBPEMEH-
HBIX UT'P €CTb CUL-CIIEHBI, TO €CTh TaKMe PparMeHThl, B KOTOPhIX UT-
POK BBIHYKJIeH B Oe3nelicTBuM HaOJIIOOATh 32 TeM, KaKk pas3Bopaydn-
BaroTcst coObITUsA. Cut-crieHbl OOBIYHO IOABJISIOTCA B BUE BBEIEHUI
¥ TeX BIM300B, ITle UTPOK 3aBEPIINJI HEKOTOPYIO YacCTh UI'PHIL.

To, KaK UTPHI IEPEBOAATCS B HAPPATUBLI U KaK HapPPaTUBLL ITepe-
BOZATCS B UI'PhL, B HanboJiee 00111eM BUAe OMMUCAHO B TAOJI. 1.

ObpaTture BHMMaHMe, YTO 00a HAIpPaBJIEHUs [I€PEBOJa OCTaB-
JIAI0T OOJBIIOE MTPOCTPAHCTBO AJIA MMIIPOBMBAILIMU U COLEPIKAT
MHOTO ONIIMOHAJIbHBIX oneparmit. CJI0BOM, UIPbl, OCHOBAaHHbIE
Ha (puyibMax, OOBIYHO IIPENCTABJIAIOT CO00M HECKOJIBKO M30PaHHBIX

10. JIpyras Gosbiias npobseMa COCTOUT B TOM, UTO UTPhI (DOPMaIN30BaHbI, CBsI-
3aHbl IPaBUJAMM M B 9TOM CMbICJIEe OOJbIIE MOAXOLAT AJSA MOLEJINPOBa-
HMA PU3MKM 1 6aJIIMCTUKM, YeM SK3MCTEHIMAJIbHBIX IIPobjeM, TaK KaK I10-
cyenHMe ¢ TpyAoM noxgparorcsa popmannsanyn. Cm.: Juul J. What Computer
Games Can and Can’t Do. Paper presented at the Digital Arts and Cul-
ture Conference. Bergen, August 2000. URL: http://www.jesperjuul.net/
text/wecgcacd.html. OTo 3HaUNUT, YTO HEKOTOPBIE COOBITUA KpaliHe TPYLHO
BOCCO3JaTh B BUJE AMHAMUYECKUX CUCTEM.

11. Goffman E. Encounters: Two Studies in the Sociology of Interaction. L.:
The Penguin Press, 1972. P. 19.
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Tabnuua 1. [lepeBOANMOCTU MEXAY HApPPaTUBOM U UTPOM

HappatuB M rpa

OK3UCTEHT  JK3UCTEHT
nnu
HenpepbiBHOE NPOM3BOACTBO 3K3UCTEHTOB (Hanpumep,
rpynmbl ONMOHEHTOB)

CobbiTve  CobbiTHe (cut-cueHa)
unu
CUMynaLma ¢ MHOroBapuaHTHbIM UCXO40M

MNMocnepoBatenbHOCTb  OTAENbHbIE COBLITUA KaK COObITUS NGO CUMYNALIMK
cobbITUI UK
MpoeanbHas nocneaoBaTeibHOCTb COObLITUM, KOTOPYIO UFPOK
[OJIKEH peann3oBaTb, YCNELWHOo 4ENCTBYSA B CUMYNaLMAX*

lMepcoHaxk  [llepcoHax (B cut-cueHe)
nnm
Mo3numsa urpoka (B urpe)

* EAMHCTBEHHYIO AeanbHYo NocniefoBaTebHOCTbL ropasfio TpyaHee peann3oBaTb,
4eM MHOXXeCTBO HenaeasibHblX,— B 3TOM CYTb UIpPbl.

SKIIIeH-CIIEH, KOTOpPbIe 3aTEM IIPEBPAIAIOTCA B UTPOBBIE IIOCJIEO-
BaTeJbHOCTU — KaK Mbl Buaesu Ha npumepe Star Wars. ObOpa3ssbl
U pasBUTHE MIEPCOHAKENH JIMOO0 UTHOPUPYIOTCH, JiMOO BBITOJIHS-
I0TCSA B BUJZE cut-clieH (Tak KaK UX CJMIIKOM CJIOYKHO BKJIIOYUTH
B urpoBoi mpoitecc). IIpu mepexozne sxKe OT Urpsl K (puIbMy urpa
mepecrtaeT ObITH UTPOI — LEMOHCTPUPYIOTCH, CKOPee, OTAEeJIbHbIE
IIPOXOKIEHUA, CHITPAHHbBIE OIIpeeIeHHBIMY [IePCOHAKAMHU C OIIpe-
IleJIeHHBIM McxonoM. IlepcoHasku cTaHOBATCA 0Oojiee pPa3BUTHIMU:
repousa Tomb Raider Jlapa KpodT nmomyumnsia ropaszo 6oJiee 1mo-
IpoOHO ITpopaboTaHHYIO JMYHOCTb U Ipolioe B puiabMe «Pacxu-
TUTEJIbHNUIIA TPOOHUI.

Bpems, urpa u HappaTuB

IloBecTBOBaHME €CThb BIBOJHE BpEeMEHHAs II0CJIEL0BATEIbHOCTD. ..
CyILIEeCTBYeT BpeMs M3JIaraeMoro 1 BpeMs [I0BECTBOBaHMA (BpeMs
03Ha4YaeMOT0 U BpeMsdA 03HaA4aloIero). ATOT AyaJjn3M He IIPOCTO AeJia-
€T BO3MOYKHBIMM BpeMEHHbIE VICKAKEHN s, KOTOpbIe ObLIO Obl CoImII-
KOM 0aHaJIbHO OTMEYaTh B IOBECTBOBAHUAX (TPU rofa KMU3HU Tepos
MOryT OBITH PE3IOMUPOBAHLL B ABYX (ppasax poMaHa UK B YCKOPEH-
HOM MOHTAake KMHO(PUJIbMA U T.11.); 00Jiee CYIIeCTBEHHO IPYyToe — OH
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3acTaBJIAeT Hac KOHCTATMPOBATh, YTO OJHA U3 (DYHKIMII [I0OBECTBOBA-
12
HISA COCTOUT B KOHBEPTMPOBAHNM OJHOTO BPEMEHN B APYTroe .

CorylacHO KJIaCCMYECKO) CTPYKType HappaToJorMy, B HappaTu-
BE €CTb JBa OTHEJBbHBIX BPEMEHU: 8pemsi UCMopuUU, TO eCTb BpeMs
CcOOBITMIA, 0 KOTOPBIX paccKkas3blBaeTcd, U JuckypcusHoe gpems, TO
€CTb BpeMs pacckasa 0 cOOBITUAX (B TOM IIOPAAKE, B KOTOPOM O HUX
pacckasbiBaeTcs). Uuras poMaH MM CMOTPS (PUJIbM, MBI B 3HAUM-
TEJIbHOJ CTeIleHY IIPOU3BOAUM PaboTy IO PEKOHCTPYKLMM VICTOPUN
Ha OCHOBE IIpeJJIaraeMoro IMCKypca.

B BepbasnpHOM HappaTuBe rpaMMaTHdecKoe BpeMs OyzmeT HeoO-
XOOMMBIM 00pasoM AeMOHCTPMPOBATH BPEMEHHOE OTHOILIEHME Me-
JKIy BpeMeHeM Happalmy (HappaTMBHBIM BpEMEHEM) M COOBITUAMM
(BpemeneMm uctopun). BnobaBok MOYKHO FOBOPUTH O TPETHEM Bpe-
MeH) — BpeMeHM uTeHusa uiyu npocmorpa . Torma Kak puiabM mim
CIIEKTAKJIb HE MMEIOT I'PaMMaTH4YeCKOro BpeMEeHN), KOTOPOe YKa3bl-
BaJIo ObI Ha BpeMeHHbIe OTHOIIIEHNA, B HIX BCE YK€ JIMEETCS YyBCTBO
TOTO, 4YTO, XOTSA 3PUTEJIb ¥ CMOTPUT (PMJIIBM WJIM aKTepPbI IIPEeCTaB-
JIAIOT IIbeCy Ha ClieHe cetiuac, n300pasKaeMble COOBITUA TPOUCKONIAT
He B OaHHBIV MOMEHT. «IIo cjioBaM OI3eHIITEeNHA, HAXOALMICA e~
peln HaMM TEKCT, CIIEKTaKJb MM (PUJIBM €CTb BOILIOLIEHUE ,IIpef-
mecTByloImeit* uctopum» 4, Mbl He Bcerjja B COCTOSHUM 0003HAYUTD
KOHKPETHOE TEMIIOPAJIbHOE OTHOIIeHME (0TCIOZa «IIPelIIecTBYIO-
IIieli»), HO B JIIOOOM CJIydae HaJIMYEeCTBYeT CYIeCTBEHHAs IVCTaH-
M MEeKAY BPeMeHEeM MCTOPMM M AVICKYPCUMBHBIM BpeMeHeM. Kak
IogMedaeT B [IpMBEAEHHOV Bblle Inrate Kpmuctman Mern, Happa-
TUBBI 3HAUUTEJIbHO ONMMPAIOTCA HA HTY AUCTAHIINIO MJIM HEe-TOKIe-
CTBEHHOCTb MEJKIY COOBITMAMM U NIPEe3eHTalel 3TUX COOBITUIA.

Bpems B KOMMNbIOTEPHOM UTpe

Ecau Mbl urpaeM B KOMITBIOTEPHYIO UTPY sKaHpa action, HaIpuMep
Doom II (ID Software, 1994), TPYLHO O0HAPYKUTb OUCTAHIINIO Me-
SKJIy BPEMEHEM VMCTOPUM, HAPPATUBHBIM BPEMEHEM U BPEMEHEM UTe-
HUs1/IpocMoTpa. Mbl MOYKEM HAiTH PENpPEe3eHTAIMI0 ¥ B KauecTBe
UTPOKa IOUBbITATHCSA PEKOHCTPYMUPOBATH HEKOTOPbBIE COOBITUS 3TOI

12. ITut. nmo: JKenemm JK. IloBecTBOBaTebHBLI AucKypc// @urypsr: B 2 1. M.:
VI3n-Bo um. CabamrHnKoBbIX, 1998. T. 2. C. 70.

13. Tam xe. C. 71.

14. Metz Ch. Essais sur la signification au cinema. P. : Klincksieck, 1968. P. 27.
ITut. mo: Bordwell D. Narration in the Fiction Film. Wisconsin: The Uni-
versity of Wisconsin Press, 1985. P. 15.
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Puc. 3. Doom Il,
2-1 ypOBEHb

pemnpeseHTanuu: rpyodoBaTas rpaduka o3BoJigeT cebsa MHTeprpeT-
pOBaTh POBHO B TaKO} CTEIEHY, B KAKOV UTPOK KOHTPOJMPYET IIep-
COHAa’Ka, Ybe BBIPAKeHNe JIMUIa M300paskeHo B HUIKHEN JacTy DKpa-
Ha. Ha puc. 3 3T0T mepcoHask BcTpedaeT OOJIBIIIOr0 PO30BOI0 MOHCTPA,
4bM BpasKkaeOHble HaMepPeHN YeTKO uaeHTudguuupyemsl. Ha urpoxos
HAIIaJaT MOHCTPBI;, 3aTaIKM HEOOXOIMMO PEIINTD, YTOOBI ITIePeiTI
Ha CJIeNYIOIINl YPOBEHD.

OueBuUHO, 4YTO N300pasKeHHbIEe COOBITIA HE MOT'YT OBITh MPOWABL-
MU I npeduecmsyowumu, TaK KaK MbI-UTPOKM BJIUSEM HA HUX.
Hasxas kiaBunry Ctrl, Mbl IpOM3BOAMIM BbICTPEJ 3 BEIOPAHHOTO OPY -
SKMA, 9TO BIMAET HA UTPOBON Mup. Takum oOpas3om, urpa KOHCTPYU-
pyeT UrpoBoe BpeMs KaK CUHXPOHHOe C HappaTMBHBIM BpeMeHeM
¥ BpeMEeHeM UTEeHUS/TIPOCMOTPA: BPEMs MCTOPUU IPOUCKOOUT ceti-
yac. Ceyfyac He TOJIBKO B TOM CMBICJIE, UTO 3PUTEJH HAOJIIOJAeT Co-
OBITUSA celfdac, HO ¥ B TOM CMBICJIE, YTO COOBITUA NPouUcrodsam ceim-
4ac, U TO, YTO CJIYUUTCS JaJIbIIle, ellle He OIpeeseHo.

B urpax tumna «<MHTEpaKTUBHAS UCTOPUS», TJI€ UTPOK CMOTPUT BU-
JIEOKJIMITBI ¥ MHOIZIA COBEPIIAeT BBIOOD, HAPPATUBHOE BPeMs U Bpe-
Ms YTEHUs/TIpocMoTpa OyAyT pasaenarbesa. Ho Korma UTPOK MOYKET
JleliCTBOBaTb, OHM HEOOXOAVMO CXJIOIBIBAIOTCS: HEBO3MOKHO BO3-
JIe/ICTBOBATb HA TO, UTO y3Ke IIPOM30IILIO. BEIXOAUT, YTO Heso3.m0odic-
HO UMemb 00HO8PeMEHHO UHMEPAKMUBHOCTb U HAppayuto. A 3T0
O3HAYaeT Ha MPAKTUKE, YTO UTPHI MTOYTU HUKOTAA HE BBIMTOJHSIOT
0azoBble HappaTMUBHBLIE OIlepallM, TaKue KakK (PIIDIIOSK M (PIIDIII-
dopsapz'®. VIrpel mo4Ty Beerma XpPOHOJOTUYHBL

Hacrosamias crarbss He 3aTparMBaeT BCEX CJOYKHOCTEN OTHOCU-
TeJIbHO BpeMeHM B urpax . II03BOJIbTE JUIIL OTMETUTD, YTO UTPI

15. PiuidpopBapn Gosee mpodsieMaTuydeH, 4eM PIIBMIOIK, TIOCKOJIbKY, €CJIM O -
CBIBAIOTCA COOBITUS OyAYIEro, UT'POK HE MOKET HUYETO CHEeJaTh.
16. ITonpobuee cm.: Juul J. Game Time. Forthcoming.
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Puc. 4. Missile Command (Atari, 21980) Puc. 5. Tetris (Atari, 1986)

TaKyKe MOTyT MMEeThb CKOPOCTb, HEPaBHYIO BpeMeHU WUTPHL IOeHb
¥ HOYb B MUpPE OHJIAHOBOJ MHOI'OIIOJIb30BaTeJbCKOM UTrpbl Ever-
Quest 3aHMMaeT 72 pPeaJIbHBIX MMHYTHI, a JECTBME WUIPBHI, IIPOX0-
JIVIMO} B 2001 TOZly, MOKET ObITb MapKMPOBAHO KaK MMEIEE Me-
cTO B 1941 roxy. Ho 4To0b! nrpatsb, He06X0AMMEI XOTSA ObI HEKOTOPbIE
TOYKM UM NEPUOABbI TEMIIOPAJbHOM KOHBEPTEHUMM, Ie BpeMs UI-
POBOTO MMpa M BpeMA UI'POKA CJIMBAIOTCS M UTPOK MOXKET peaJbHO
4TOo-HUOYAb cleaams.

Urpok u urpa

Crenyrommii BayKHbBIM BOIIPOC MeHee CTPYKTYPEH U OOJIbIlle OpMeH-
TUPOBaH Ha YMUTaTeJd: KaK B3aMMOJEICTBYIOT UTPOK U urpa?

B dpunbmax n gpyrux mcrtopuax mo OoJbLIel 4acTy IEeCTBYIOT
Joau (MIIM aHTPOIIOMOP(PHBIE CYIIIECTBA), C KOTOPBIMM 3PUTEIb/ M-
TaTeJb MOJKET KOTHMUTUBHO MIeHTU(MUUMpoBaThbcA. CMOTpeTh/um-
TaThb MICTOPUM, B KOTOPBIX HET aHTPOIIOMOP(QHBIX aKTOPOB, IIPOCTO
HeMHTepecHo. B ciydae urp aTo He Tak. VIrper 6e3 oTobpaskaeMbIx
Ha KpaHe aKTOpPOB IOABJAJNCH HAa HPOTSKEHUM BCE MCTOPUN
urposoii uuayctpun'’. MHorne m3 HuX OBLIM BecbMa IOMYJSPHBL
Paunuit npumep — Missile Command (Atari, 1980), Iie HECKOJIb-
KO TOPOZOB aTaKOBAaHBI apTUJILIEPMeEl], KOTOPYI0 HEOOXOAMMO yHU-
YTOKUTD, UCIIOJIb3Ys PaKeThbl U3 TPeX apTUJLIEPUICKUX OaTapein
(puc. 4). VIrpok He oTpaskeH Ha DKpaHE B BUJE CYIIECTBA UM aKTO-
pa, a TOJIbKO BUAUT Pe3yIbTAThI CBOUX AeicTBMiL. MosKHO ObLIO OBbI
OIMCATh «POJ, 3aHATUN» UTPOKA: COJAAT-aPTUIIIEPUCT — TUIINIHBIN
repoii ucropun. Tpynuee nouats Tetris (Anexcen IlasxkmuTHOB, 1985),
IJie UTPOKY IIPUXOOUTCA KOMOMHMPOBATD ManaIme O0J0KY (puc. 5).

17. TpaZU/ILU/IOHHI)Ie HaCTOJIbHBIE M KaPTOYHbIE UTPBI 00bIYHO GoJtee aﬁCTpaKTHbI,
YeM KOMIIBIOTEPHBIE UTPHI.
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B TeTpuce Tosxe HET BUAMMOIO aKTOpPa, U, CyZAs IO BCEMY, HEBO3-
MOJKHO CKOHCTPYMPOBaTh aKTOpPa, KOHTPOJUPYoero 6J0Kkn. JKpa-
HMBaIMA TeTpuca He BBINIAANUT KMU3HECIIOCOOHBIM KOHIIENITOM. Tem
He MeHee TeTPVC HEeBEPOSTHO IOIIYJAPEH, ¥ HUKTO He OcllapMBaeT
€ro CTaTyC KOMIIbIOTEPHON UTPHIL.

Ho kak KoMmbpoTepHasA Urpa MoKeT ObITh aOCTPaKTHOM, HE UMETD
KaKux-anbo TOYEK UAEHTU(MUKALIMM, OTHAKO IIPU 3TOM OCTABATHCSA
uHTepecHon? IIpoTaroHNCTHI B KOMIIBIOTEPHBIX UTPAX MOI'YT OBITH
CKOJIb YTOZHO pasHO00pa3Hbl UJIM BOOOIlE OTCYTCTBOBATD, & BOT MUI-
POK IPUCYTCTBYET Bcerga. UmrTaTesb/3pUTesb HY)KAAETCSA B IMO-
LVOHAJIBHOM MOTMBAINY, YTOOBI MHBECTMPOBATDH SHEPIUIO B (pUIBM
UM KHUTY; HyKeH 4eJIOBeKOOOpa3HbIM aKTaHT, C KOTOPBIM MOKHO
UaeHTUPUIMPOBaThCA. UTO, [IOMKAJIYIA, TaKKe BEPHO IJIA KOMIIbIO-
TEPHOI UTPBI, TOJIbKO AAHHBI aKTAHT BCErAa B HAJUYUUU — DTO UT-
pok. VITpOK MOTMBMPOBAaH MHBECTMPOBATH YHEPTUIO B UTPY IIOTO-
MYy, 9TO UI'Pa OLIEHNBAaEeT Ka4eCTBO UCIIOJIHEeHNA UTPOKA. BoT nmouemy
urpa MosKeT ObITh ropaszio 0oJiee abCTPaKTHONM, YeM (PUIBM UJIU PO-
MaH: UI'pa BOBJIEKAET UTPOKA HEIIOCPEeJCTBEHHO.

Takoe pacxosKIeHue BbIZbIBAET MHOKeCTBO mpobseMm. B urpe
JIeVICTBUS UTPOKA HaIpaBJIEHBI Ha HocTmskeHne nesn. CyThb B TOM,
YTO IIeJIb JIOJIKHA COOTBETCTBOBATBH CUTYyaIMyM Mrpora. K mpume-
Py, BpA4 v Urpa Morjia Obl MMeTh IieJib, KoTopas Obl moTpeboBasia
OT UTPOKa cOPOCUTH IpoTaroHucTa mnox mnoess ', Ilesb 1o/KHA ObITh
TaKoI, 9TOOBI UTPOK MOT TI0KEJIaTh K Hell CTpeMuThbea .

MocneaHuit apryMeHT: oluMGKa aBaHrappaa

HaKOHeI_I, TIOCJIE THUIA KOHTPaApPTryMEHT K npe,uJIaraeMoﬁ 31€Chb 103U~
oun: HpO6JIeMa C MOMM OIlMCaHMeM UCTOPUM KaK COCTOﬂHlef/'I N3 9K-

18. IIpumep c Annoit Kapeunnoi Obi1 npepsosxen Mapwu-Jlop Paitan. Cw.:
Ryan M.-L. Beyond Myth and Metaphor: The Case of Narrative in Dig-
ital Media. Paper presented at the Computer Games & Digital Textuali-
ties Conference. Copenhagen, March 2001.

19. VIpoHus 31ech BOBCE He MCKJIIOYAETCs, HO BCE M3BECTHBIE MHE IIPMMEPHI pa-
060TaloT IMyTeM IOMEIIeHUA UTPOKa B aKTUBHYIO IIO3UIMIO, IJle €My IPUXO-
AUTCA AeJsaTh HEeUTO, YTO OOBIYHO OLIeHNMBAETCSA OTPUIATEJbHO: pa3pyliaTh
noma u youBath Jsioneit B Rampage (Bally Midway, 1986), yduBars nermre-
xonoB B Death Race (Exidy, 1976) u Carmageddon (Sales Curve Interactive,
1997). {1 He 3HaI HU OLHOI UTPHI, B KOTOPOJN LEJbI0 UTPOKa OBLIO OBl yMe-
peTh min ObITh YHUYTOMKEHHBIM (BOBMOYKHBIM, XOTSA U CIIOPHBIM, IIPMMEPOM
TaKOJ UTPHl ABJAETCA dKcnepuMeHTasnbHasas Dear Esther (thechineseroom,
2012), B KOTOPO} CaMOyOMIICTBO IIPOTATOHMCTA SABJAETCS OOHUM U3 pellle-
HUJ TOJIOBOJIOMKU. — [Ipum. nep.).
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3UCTEHTOB U COOBITMIL, MOMM ONMCAHMEM BpPEMEHMU, MOVM OIVCAHU-
€M OTHOIIIEHUS MEXKY UI'PO U UTPOKOM KaK YHUKAJIBHOTO COCTOUT
B TOM, 4TO f UTHOPUPYIO SKCIIEPUMEHTAJIbHbIE HApPaTUBbI XX CTO-
JeTusd,— paboTel, KOTOpbIe He BIMCHLIBAIOTCA B AYaau3M MCTOPUs/
JIVICKYPC, TOpas3io O0JIbIlle BOBJIEKAIOT YNTATENSA U He VIMEIOT OTTeH-
Ka «IIPOIILJIOr0» MJIN «IIPEAIIeCTBYIOIero». Mbl MOKeM pacCcCMOTPETH
HECKOJIbKO M30paHHBIX [IPUMEPOB.

«Begywmunii IIvepo» Mana-Jlioka T'omapa corysxkur mpumepom
usibMa, B KOTOPOM CJIOYKHO CKOHCTPYMPOBATH CBA3HYIO MICTOPUIO
13-3a2 MHOTOYVCJIEHHBIX BPEMEHHBIX CKAa4YKOB M OTCTYILJIEHWI — Ha-
IIpUMep, aKTepbl, oOpalarIecs K KaMepe. OTO BbIIBUKEHME JINC-
Kypca Ha MepeJHUI IJIaH MMEET CMBICJI HEeIlOCPeACTBEHHOCTHU, KO-
Topas chesiasa Obl ero IPeKpacHbIM MaTepuasioM IJisA afanTaliuin
B UTPY, €CJu ObI TOJIBKO Mbl MOIJIM IOHSATD, O Y€M [IOJIKHA ObITH BTa
urpa.

A Bo Bpema co3nanusa «['osioro 3aBTpaka» YuabaMm bBeppoys nu-
LIeT cJenyollee noscHeHre AJjeHy I'MHB0epry: «...00bIYHBIN PO-
MaH CAYUUACS. DTOT POMaH cayuaemcsa»’.

Kaskerca oueBuAHBIM: 4eM 0OoJiee OTKPBIT HAPPaTUB IJIS MH-
TepupeTanyuyu, TeM OOJIbIIIE AKIIEHT Ha YCUJIUAX UUTaATeJs/3pu-
TeJsa celiuac. PaszHuia mMexnay «cemdac» B HappaTUBE U «cendac»
B UTPe B TOM, UTO IIePBOE «Celdac» 3aTparnBaeT CUTYalyio, B KOTO-
PO} MHTEPIPETATOPCKOE yCUJIME YUTATEeJS 3aTEMHSAET MCTOPUIO, —
TEKCT 8ecb IIPeBpallaeTcs B AVICKYPC, M, CJIEOBATEJIbHO, TEMIIO-
paJsibHOe HampsKeHue ocyabisgercs. «Celfuac» B UTpe 03HAYAET, YTO
BpeMs MCTOPUM M BPEMs MIPOKA COBIIAJAIOT, a MUP USPbL/UCTNO-
puu He ucue3aem. VIrpbel OCHOBBIBAIOTCS HAa IIEJIAX, KOTOPBIE MO-
I'yT OBITH pacm@POBaHbI UTPOKOM, U IIPENATCTBUAX, OTPAaHNYIMBAIO-
X BOBMOXKHOCTb UTPOKA OCTUYD Liesin. HappaTuB B OCHOBE CBOe
MHTEpPIIPEeTaTUBEH, Urpa e popMmaJbHa. Vau, B TepMuHax Kubep-
TEKCTa, UTPHI MMEIOT MHTEPIPETATUBHYI0 AOMUHAHTY, & UTPBI —
KOH(UTypPaTUBHYIO AOMUHAHTY>'. XOTSA YMTaTENb UM 3PUTEIIb, He-
COMHEHHO, DoJiee aKTMBEH, YeM IIpeAIoJarajy HEKOTOPbIe TEOpUH,
OH aKTMBEH MHBIM 00pas3oM.

Vlnes mcrionb30BaHNA SKCIIEPYMEHTAIBHBIX HAPPATUBOB JJIS OTBE-
Ta Ha VICXOJIHbIN BOIIPOC TEPIIUT HEYAAUy 13-3a TOT0 00CTOATEJILCTBA,
YTO CaM aKIeHT Ha MHTEPIPEeTalUy U OHTOJIOTMYECKOV HecTabuib-

20. Burroughs W.S. The letters of William Burroughs 1945—-1959. L.: Penguin
Books, 1993. P. 375.

21. Cm.: Eskelinen M. The Gaming Situation. Paper presented at the Digital
Arts and Culture Conference. Providence, April 2001.

MECNEP tON1 75



HOCTY, KOTOpas JieslaeT HappaTuB 0oJiee HEOCPEJICTBEHHBIM M Ta-
K1M 00pa3oM IpubIMKaeT ero K Urpe, Urpy Obl cieJIal Heurpaemoii’>,

3aknoyeHue

fA xores ObI 3aABUTDH, YTO YBEPEH B CJIEAYIOIIEM:

1. VIrpok MOKeT pacckasbIBaTh UCTOPMUM 00 UTIPOBOI CECCUM.

2. MHoOre KOMIBIOTEPHBIE UTPBI COAEpPsKaT HappaTUBHBIE 3dJje-
MEHTBI, ¥ BO MHOTUX CJydYasaX UTPOK MOYKET UrpaTh pagu TOTO,
4TOObl YBUIETH CUt-CIIeHY WJIM PeaJM30BaThb HAPPaTUBHBIN
ClieHapuii.

3. VIrpe! 1 HappaTUBBI MMEIOT O0IIMe CTPYKTYPHbIE YEPTHL

TeMm He MeHee A yTBEPIKIAIO:

4. VIrpel 1 ucTopmum Ha caMoOM JeJle He IIePeBOLATCA APYT B APY-
ra B TOM K€ CMBICJIE, YTO POMAaHbI U (DUIIBMBL

5. EcTb HeycTpaHMMBIV KOH(JIMKT MENKAY «celyac» MHTEepaK-
LMY W «IPOIIJIBIM» MM «IIPeIIIecTBYOmMUM» HappaTtusa. He-
BO3MOYKHO MMETDb HappalMio ¥ MHTEPaKTVBHOCTL OJJHOBPEMEH-
HO; He CYIIECTBYET II0CJe[0BaTeIbHO MHTEPaKTUBHBIX MCTOPUIA.

6. OTHOIIEHNSA MEKAY YUTATeJIEM M MCTOPMEN UM UIPOKOM U WUI-
POV COBEPIIIEHHO Pa3JIMYHBI — UTPOK OOUTAET B CyMepedHOil
30He, I7e OH(a) ABJSAETCA OLHOBPEMEHHO SMIMUPUIECKUM CyOb-
€KTOM BHE UIPBI U 8 MO JHce epems IPUHMUMAET Ha cebd poJb
BHYTPMU UTPHL.

Hasxke ecsu craTbsa Oblla HECKOJBKO CTPYKTYPHO OPMEHTMPOBAHA,
A XoTeJ OBl 3aABMUTH: CUMTAI0, HAM HYIKHO paboTaTh ¢ urpamMm Kak
C OTHOCUTEJIbHO HOPMAaJBHBIMM (POPMaJIbHBIMM CTPYKTypaMu, KO-
TOpBIE CJIOXKHBIM 00Pa30M IIPOBOLIMPYIOT M IIUTAIOT OIBIT MIPOKA.
OTO O3HA4YaeT, YTO MbI HE MOJKEM II03BOJIMTH cebe MTHOPMPOBATH
3(pPeKT MHTEPAKTUBHOCTI: HeJEeTEPMMHMPOBAHHOE COCTOSHME JIC-
TOPUI/UTPOBOTO MUpPa ¥ aKTMBHOE COCTOSIHME MIPOKA B XOJAE IIPO-
XOMKEHNMA UT'PBI OKAa3bIBAIOT OTPOMHOE BO3JIEVICTBME HA TO, KAK MbI

22. IIpy aTOM ocTaeTcsa OTKPBITBIM MHOYKECTBO TaKMX HepeaMn30BAHHBIX BO3-
MOSKHOCTE}, KAK MHOTOYNCJIEHHBIE IIPOTUBOPEYNBBIE LIeJN, —UTPa B TETPUC,
KOTOpas COIPOBOKAAETCA YHUUTOKEHMEM M3BECTHOrO IIPOM3BEIEeHM MC-
KyCCTBa B cOCeHEeM OKHe dKpaHa, 1 T.J. [JlaBHOe, UTO HaM He cJefyeT OKU-
naTh (nam TpeboBaTh) OT BKCIEPUMEHTAJIbHBIX UTP MONPaKaHUA HapPaTUB-
HBIM DKCIIEPMMEHTAM.
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BocnprHuUMaeM urpy. Jaske eciam MblI cvlzpaau ObI BCETO OHY Cec-
CUIO U3 TUIIOTETUYECKOM UTPhI U BBIILIO ObI TAK, YTO MBI BbIIOJIHU-
JY B TOYHOCTM Ty CaMYIO IIOCJELOBATEJBHOCTbL COOBITHUI, KOTOpas
cocTaBJseT nbecy «lamuieT»>?, MCHBITAHHLI HAMM ONBIT OTJIMHYAJI-
cs ObI OT TOro, Kak ecyy Obl Mbl nocmompeau «I'amsera» Ha cle-
He. MBI TakKe He co4Jiu Obl UTPY TEM K€ CaAMBbIM O0BEKTOM, YTO
U IIbeca, TAK KaK Mbl IIPUBBIKJIM IIOHMMATh IIOJ UTPOI AMHAMUUE-
CKYIO CUCTEMY, IO3BOJISIOIIYIO PEaJM30BbIBATh MHOXKECTBEHHbIE T10-
CJIeZIOBATEJIbHOCT.

HappaTuBHbI TOBOPOT IMOCJEAHMUX 20 JET pacCMaTpMBaeT Hap-
PaTUB KaK MPUBUJIETMPOBAHHOE IIOHATME JJIA OIMCAHUS BCEX ac-
TIEKTOB YeJIOBEYECKOro oOIecTBa M MNPOMBBOACTBA 3HAKOB. Pac-
IIMPEeHMe MHOHATUSA MOYKET BO MHOTMX CJIy4dasxX ObITh II0JIE3HBIM,
HO TIPOI[ECC PACHIMPEHUS TaKyKe Pa3MbIBA€T TPAHUIILI U 3arpss-
HAET MOHATUA, XOTUM MBI 3TOro miu HetT. IIpu mocraTouHo cBobox-
HOM ormpenejeHun X BCe UTO YTOJHO MOKeT ObITb X.JTO CTpeMu-
TEJIbHO PAaCIIMPSAET BO3MOYKHOCTU HPUMEHEHUS TEOPUM, HO TaKIKe
IIPMBHOCUT OITACHOCTH TAKOTO €€ MCTOIIEeHMA, KOTOPOe B KOHEYHOM
UTOTE IPUBOAUT K 3aKPBITUIO Kadep U muTaeT 6e3pasmdne: ycra-
HOBUB, YTO BCe eCTb X, HUYEro He OCTAEeTCs, KPpOMe KaK IIOBTOPSATH
5TO yTBEpsKIeHNE.

Vcnonb3ya ppyrue mMenma Kak OTIPaBHBIE TOYKM, Mbl MOYKEM
MHOTO€ y3HaThb 00 YCTpPOJCTBE BBIMBIIIJIEHHLIX MMPOB, II€PCOHA-
skeit... Ho, caiMIkoM cuiIbHO I0JIarasch Ha CYILIECTBYIOIME TEOPUY,
MBI MOYKEM 3a0bITh, UTO [leJlaeT UIPBhI UIpaMu: HAIIpPUMEp, IpPaBU-
Jla, 11eJIM, aKTUBHOCTb MUI'POKOB, IPOEKINS NIEMCTBUI UTPOKOB B UT-
POBOII MUp, TO, KAK UTpa ONpeniesseT BO3MOYKHbIE IEVICTBUA WUT-
poka. VIMeHHO BTM yHUKAaJIbHbIE MOMEHTBHI HaM CJIEAYET U3ydaTb
certuac. OnmMcaHHbIE HAMM IIPOOJIEMBI ABJAIOTCA KaK JECKPUIITUB-
HBIMH, TaK ¥ HOPMaTUBHbIMM. HeT cMbICJIa ONIMCHIBATDL 6Ce B OMHUX
U TexX ke TepMuHaxX. TOYHO Tak Ke BecbMa OTPAaHMUYMBAET IIPEJ-
IIOJIOJKEHME O TOM, YTO BCe KYJIbTYypPHBIE (DOPMBI padOTAaIOT OnMHA-
KOBBIM oOpasoMm. JIuckyccusa o0 urpax u HappaTUBax He OKOHYEHA,
U 5 He HaJeIOCh CKa3aTh B Hell ITOCJIeTHEE CJIOBO. JTa CTAThA — IIPU-
3BbIB K Pas3JIMIeHuIo.

23. Boobie-To «'amiyieT» — HeymadHOe MPOM3BEAEHME IJsI UTPOBOI amamTa-
MY, IIOCKOJIbKY OH (II0ZO0OHO MHOIMM HappaTyuBaM) BKJOYAaeT MHOKECTBO
ClLieH, B KOTOPBIX IIPOTAarOHMCT OTCYTCTBYET, IIPeLOCTaBJAsd TaKuM obpa-
30M ayauropun Gosblie nHMOPMAIMN, YeM JOCTYIIHO IIepcoHakaM. Takum
TUNNYHBIM IIpMeMaM o0pallleHMsa CO 3HAHMEM M CACIIEHCOM He CYIIeCTBYeT
OYEeBUAHBIX IIPUMEHEHNI B UTPOBOM (hopMaTe, IZie COBIAZNAIOT ayAUTOPUI
Y IIPOTarOHMCT.
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Games Telling Stories?A Brief Note on Games and Narratives
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The main question of the article: Do games
tell stories? Answering this should tell us
both how to study games and who should
study them. The affirmative answer sug-
gests that games are easily studied from
within existing paradigms. The negative
implies that we must start afresh. The arti-
cle presents a comparative analysis of the
two major approaches to video games: nar-
ratology and ludology, in order to further
the understanding of their differences and
similarities, and lay bare hidden assump-
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tions behind both approaches. The article
begins by examining some standard argu-
ments for games being narrative. There
are at least three common arguments:

1) we use narratives for everything; 2) most
games feature narrative introductions and
back-stories; 3) games share some traits
with narratives. The article then explores
three important reasons for describing
games as being non-narrative: 1) games
are not part of the narrative media ecol-
ogy formed by movies, novels, and thea-
tre; 2) time in games works differently than
in narratives; 3) the relationship between
the reader/viewer and the story world is
different than the relationship between the
player and the game world. As a final point,
it explores the question of whether various
experimental narratives of the 20th cen-
tury can in some way reconcile games and
narratives.
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