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OT aHaNUTUKM OMHAMNYECKMX

0bpa30B Xunga denésa

K MICCNefoBaHMIo BU3YarbHOCTU CePbe3HbIX
KOMTMbIOTEPHbIX UMD

AHHOTauMsa. KoMmMbloTepHble Mrpbl NpeacTaBnaoT cobon GoraTylo Bu-
3yanbHyl0 cpefly, KOTopas OB6bl4HO acCOLMMPYETCA C yBheKaTebHbIM
BPEeMANPENPOBOXAEHNEM. HO YTO MOMXHO CKa3aTb O BM3YaSlbHOCTU Wrp,
HaLleNleHHbIX Ha pelleHne Cepbe3HbIX COLMasbHbIX, Hay4YHbIX, Mpa)aaHc-
KMX MNpobneM, roe WrpoBoe YAOBOMbCTBME [AOMKHO PeaniM30BbiBaTb-
Cca Hapaay C [OOCTUKEHMEM Heurposbix Lenen? CormacHO KOHUenumm
npoueaypHon putopukn (M. Boroct) nobas urpa ybexaaer uenoseka

* ABTOp, OTBETCTBEHHbIM 33 NEPENUCKY
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MoOenMpyeMbiMmU CUTyaUMAMIN ONa NMPUHATUA pelleHms 1 nocneayowero
nencremg. Mo MHEeHMIO aBTOPOB CTaTbM, M300paXkeHMe B Urpe Takxke
paboTaeT Ha MpoLedypHOCTb W Moadep)KMBaeT [OeNCTBUA  UrpoKa.
YTo6bl MOKas3aTb Hay4HylO OMCKYCCUIO O BOBMEKAIOLLEN BMW3yabHOCTW
KOMMbIOTEPHbIX UFP, B CTaTbe AaeTcd 0630p nyonmnKaLmin no gaHHon Teme
(I" Knpknatpwuk, M. ATknHcoH n @. Mapcan, A. ®pmnamaH). Janee aBTOpbI
CTaTbM MpennaratoT KnaccuobuKaumo obpasos AN aHanmM3a BU3yarbHOro
KOHTEHTa, KOTOPAas YYMUTLIBAET CTUMYNIMPYIOWYIO POMb W306paxKeHnn
B MPeodoNneHUN UIPOBbLIX MUCMbITAaHUM U KOHTPONe Hag UrPOBbIM MWU-
poM. CormacHoO 3TOM KNacCUPUKaLUMWM B BU3YasbHOW COCTaBNSIOLLEN
KOMMbIOTEPHOM MIPbl MOXHO OBHapPYXUTb crefytollme obpasbl: 0bpas-
oencTBMe; ob6pas-BocnpuaTME; 06pas-sMoumd; obpas-pasBuThe. Kak
N MHOMMe nccrenosaTenn AMHaMUYECKMX 06pa30oB, aBTopbl obpallatoTcs
K KOHLEeNTy «0bpasa-asmxeHma» . [enésa, o4HaKo, MepeoCcMbICNaIoT ero
naoen NPUMeEHNTENbHO K MPMPoae KOMMbIOTEPHbLIX UIP, BU3YyanbHbIM MnaH
BbIPaXKEHWNA KOTOPbIX ABMSETCA HE CTOMbKO 3PeNnLLEM O/15 3CTETUYECKOrO
nepexmBaHns, CKOMbKO cpedon, roe HabniogaemMoe — CTUMyn Ansg
du3myeckoro orteeta wurpoka. CTUMynMpyilowaa pofb M3006paXKeHWN
PacCMOTPEeHa B CTaThe Ha NpUMepe «CepbesHbIX» UMP, PaspaboTaHHbIX ANs
COLManbHO-MCUXONOTMYECKOM MOMOLUM YenoBeky. [1poaHanm3npoBaHbl
YeTblpe nrposblx kerca (Gris, 2018; Auti-Sim, 2013; SnowWorld, 2003; Dreams,
2020), Kaxdbl 13 KOTOPbIX BOMOLLAET AOMUHUPYIOLWNIA BapMaHT obpa-
3a — [eNCTBMe, BOCMIPUATINE, SMOLMIO U Pa3BUTME — NOATaNKMBaA UMPOKa
K Pa3nnuYHbIM peakumam. Ob6cyxaaeMas KnacCudmnKaLms 1 NpoBeaeHHbIN
aHanM3 cnocobCTBYHOT MOHMMAaHMIO MPUPOAbI KOMMbIOTEPHbIX UMP.
KntoueBble cnoBa: B13yasbHbli AM3aliH, 06pas, cepbe3Hble KOMMbIOTEPHblE
Mrpbl, NpoLeaypHaa puTopmKa, LMdbpoBasa aCcTeTHKa, LndpoBas KynsTypa,
BM3yalbHble NCCNefoBaHNS, BU3yalbHbIW aHaNu3

BnarogapHoCTU: ccnenoBaHme BbiMOAHEHO NPy GUHAHCOBOW MOAAEPXKKeE
PO®N B pamkax HaydHoro mpoekta N2 20-011-00625A «Pa3suTue
KOMTMbIOTEPHbIX MFPOBbLIX MPOEKTOB B COLMONOTMYECKMX NCCeA0BaHNAX.
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From Gilles Deleuze's Analysis

of Dynamic Images

to the Exploration of the Visuality
of Serious Computer Games

Abstract. Computer games involve a rich visual environment, which is usu-
ally associated with a fascinating pastime. But what about the visuality
of games aimed at solving deep social, scientific, civil problems, where gam-
ing pleasure should be realized along with the achievement of non-game
goals? According to the concept of procedural rhetoric (lan Bogost), any
game convinces a person, through simulated situations, to make decisions
and take subsequent actions. In the authors’ opinion, images in games
work in the same way for proceduralism and support of player’'s actions.
To illustrate the scientific discussions about the engaging visuality of com-
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puter games, the article reviews publications on the topic (Graeme Kirkpat-
rick, Paul Atkinson and Farzad Parsayi, Asaf Friedman).

Further, the authors offer an image classification for the visual content
analysis, which takes into account the stimulating role of images in over-
coming game challenges and gaining control over the game world. Accord-
ing to this classification, the visual component of a computer game may
contain the following images: image-action; image-perception; image-
emotion; image-development. Like many researchers of dynamic images,
the authors refer to G. Deleuze's concept of image-motion. However, they
rethink his ideas in relation to the nature of computer games, the visual ex-
pression plane of which is not so much a spectacle for aesthetic experience,
but rather an environment where the observed is a stimulus for the player’s
physical response.

The stimulating role of images is considered in the article on the example of
“serious” games designed to help people socially and psychologically. Four
game cases (Gris, 2018; Auti-Sim, 2013; SnowWorld, 2003; Dreams, 2020) are
analyzed, each embodying a dominant image variant—action, perception,
emotion, or development—spurring players to different reactions. The clas-
sification discussed and the analysis performed contribute to a better un-
derstanding of the nature of computer games.

Keywords: visual design, image, serious computer games, procedural rhet-
oric, digital aesthetics, digital culture, visual research, visual analysis
Acknowledgements: the study was supported by the Russian Foundation
for Basic Research as part of the scientific project No. 20-011-00625A “Devel-
opment of computer game projects in sociological research”.

BBEOEHUE

B MHOroo6pasuu urp, KoTopble BOCMPOW3BOAATCH COBPEMEHHbIMU
ragyxeTaMu, Pa3B1BalOTCH UIPbl, Ha3blBaeMble «Cepbe3HbiMU». ITO Te, B KO-
TOPbIX KOMMbIOTEPHbIE TEXHOMOMMK 1 COBPEMEHHasa BuaeorpadmKa MCnonb-
3yloTCa ANg Lenen TPeHUPOBKM KaKMUX-NMBO LIeHHbIX A8 obLecTBa HaBbl-
KOB, 0Oy4eHuUs, cbopa Hay4HbIX AaHHbIX WUAN FrapPMOHU3ALMN OTHOLLIEHWIA
MeXay NAbMU, B COYETAaHUN C SNEMEHTaMK HETPWBMAbHbIX BReYaTneHuin
v apanea. [epBblv BCNNECK MHTEPeCa K BHEAPEHMIO «CEPbE3HbIX UTP» MOX-
HO OBHapPYKMTb B KOHUe 60-x — Hadane 70-x . XX Beka, Koraa KommbtoTep-
Hble TEXHONOMMK, PACMPOCTPAHNBLLIMECS B HAYUYHbIX M BOEHHbIX NabopaTo-
PUAX, BbI3BaNM AUCKYCCUIO O TPEHWHIEe C MOMOLLBIO UFPOBbLIX CUMYMALMIA
1. K 26T, cumTalomitca pogoHaYanbHUKOM aKageMMYecKkoro MUCrosb-
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30BaHMS TEPMUWHA, TaK XapaKTepu3oBan OaHHOEe WIrpOBOe HamnpaBieHue:
«B Wrpbl MOXXHO UIFPaTh, CEPbE3HO COCPEAOTOUMNBLUMCH UM HEMPUHY>KAEHHO.
Mbl 03a604eHbI CEPLE3HBIMWN UTPaMU B TOM CMBbICIIE, YTO OHU UMEIOT YETKYH0
1 TLLATEeNbHO NPOoAYMaHHY 06pa3oBaTeNbHYO Liefb U He NpeaHa3HaYeHbl
N4 Toro, YTobbl UrpaTh B HMX B MEPBYI0 o4epeb A8 pa3BieyeHns. 370 He
03HaYaeT, YTO Cepbe3Hble UMPbl He ABNAIOTCA UM He AOMKHbI ObiTb MHTe-
pecHbIMMY [2, p. 9]. COBPEMEHHbI MOBOPOT K UIFPaM, Y KOTOPbIX Ha MePBOM
MecTe He pa3BfeyeHue, a HayyeHune, Npomsollen ¢ Havyanom 2000-x 1 Bbin
BO MHOIOM OOGYC/OBfieH CTPEM/IEHNEM WMIPOBOM MHAYCTPUM PacLUMPUTD
CBO€E NPeanoXeHMe 1 BbINTU 33 PaMKW HEraTUBHOIO UMKMOKA MOMYNAPHbIX
npoussefeHnn. Kpome Toro, noBnnana Bceobllas ragyeTmsaumg, No3Bo-
MBLUAA MHKOPMOPMPOBaTb KOMMbIOTEPHYIO UIPY MW €€ 3N1EMEHTbI B HEL,O-
CYyroBble MPaKTUKW.

OfHaKo, HECMOTPSA Ha TPaAMLMIO Pa3paboTKM 1 BoLLeaLWwnI B obuxon,
TepMuH, ouddepeHLMaLna rpynnbl CEPbe3HbIX UIP Mo-NpexHeMy Oeba-
TUpyeTcs. HeKoTopble nccnefoBaTenn yTBEPXAakoT, UTO CEPbE3HOCTb UMPbI
CTaHOBWUTCA OYEBUOHOM TOMBbKO MO PE3YNbTUPYIOLLMM M3MEHEHWAM BO MHe-
HUM M NOBEOEHUN UIPOKa, MO3TOMY U CTaHOAPTHbIE KOMMEPYECKNE UMPbI
MOTrYT QYHKLIMOHMPOBATb KaK CePbe3Hble, eCIN OHWM MePenatoT UFPOKY Ba-
HbIV KOHTEHT [3]; Apyrmve aBTopbl, HAMPOTMB, FOBOPSAT, UTO CEpbe3Hble Lenu
3aKNaAbIBaOTCA NPUY NPOEKTUPOBAHUM CAMOW UMPbI [4].

B cHATME C KOMMBIOTEPHbBIX TP NeYaTh UCKTIOYUTENbHO 4ETCKO-Moa-
POCTKOBOW 3abaBbl BHEC BKMag TEOPETUK M paspaboTtumk M. BorocT. Ero
BMIOEHWE Cepbe3HOro nMoTeHLMana urp 9BngeTca cneacrBMeM KoHuenuum
npoLenypHoOM pUTOPWKW. Boroct npennoxun HasbliBaTb MNpoLedypHOM
PUTOPUKOWM XapaKTePHble 19 MPOXOXAEHNI NP LLEeMOYKM AENCTBUI, BNN-
qloLme Ha MHeHWEe UFpoKa O YeM-TMbo 1 B JaNbHeENLWeM MeHaLWwmne co-
LmanbHble YCTaHOBKM. OpaTop MCMOoMb3yeT 419 yOexaeHWsa CnoBa, XyLoX-
HWUK — M306paxeHWd, co3naTenn Urpbl MOOENUPYIOT CUTyaLMK, TAe Hago
OEeNCTBOBaTb MO onpefeneHHbIM NpaBuiam. 3TW Npasuia 3adrKCMpoBaHbI
NPOrPaMMHbLIM KOOOM UMb, N OHU TOXKe TPAHCAMPYIOT MAEN U CMOCOBHDI
yb6exaaTtb. To eCTb apryMeHTbl MpoLeaypHON PUTOPMKM OCHOBAHbI Ha Mo-
OyoeHun kK oencTeuto [5, p. 125]. BorocT cumTaeT, yTo Gnarogaps npouenyp-
HOM PUTOPMKE KOMMbIOTEPHAA MUIPa MOXET OblTb CUMbHBIM YOeXAaoLLNM
(persuasive) MHCTPYMEHTOM, CHabXaloLWMM NUrpoKa 3HAHWEM M MOHUMaHK-
eM Yero-nnbo. Ero Bepcung cepbesHbiX Urp peanmsyeTcd B BUAe nepcyasms-
HbIX UTP, KOTOPbIM OH MOCBATUA KHWUTY [6] 1 ANS CO34aHUS KOTOPbIX OTKPbIS
CTyOMIO relm-pa3paboTku (caiT cTyanm — http:/persuasivegames.com).

Halue BCTynneHme B OUCKYCCUIO O CEPbE3HbIX MrPax HaxXO4MTCS B pycC-
e aHanm3a BM3yanbHOCTWM 3TUX MPOEKTOB. B KayecTBe Cepbe3HbIX Mbl MO-
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HUMaeM urpbl B dyxe K. 36Ta, To eCTb CNPOEKTUPOBaHHbIE 419 LOCTUXEHUA
MonesHoM Lenm, Kotopasa NogYmMHaeT cebe pasBneKaTeNbHble KOMMOHEHTHI.
CerofHs, Korga TEKCTOBbIE KBECTbl OCTaNNCh B MPOLUMOM, A1 KOMMbOTEP-
HOM Urpbl M306paAKEHNE — 3TO NePBOE, YTO BOCMPUHMMAETCA NOMb30BaTe-
NeM 1 XxapaKTepmnsyeT KOHUENLMIO Urpbl. MoK 3TOM Mbl MPUHKUMaEM OTUKY
npouenypHOM PUTOPUKK LU NpeaiaraeM cxemy aHanmsa n3obpasnTenbHoro
psaga Urpbl, KoTopasa Obl yYMUTLIBANA POb M306PaXKEHUN B MOLENMPOBAHWUN
noBefeHns nrpoka. Ecnm npogomkmTb naeto borocTa, To Mbl CTaBMM BOMPOC
0 NpoLenypHON BM3yanbHOCTM KOMMbIOTEPHbLIX UMP. B cTaTbe Mbl pellaem
HeCKOMbKO 3agau:

1) 0606LaeM HapaboTKM aBTOPOB, BUAALLMX B UTPOBOM BU3YanbHOCTM
CTUMYN AN OeNCTBMA U 3CTETUKY BOBEYEHUS;

2) NpegnaraeM cxeMy On9 aHanM3a BU3yalbHbIX 31€MEHTOB KOMMbIO-
TEPHbIX UTp, agdanTupya naen XK. Jenésa o AMHaMUYecKkmx obpasax;

3) aHanM3MpyeM BU3yanbHbI AM3alH CEPbE3HbIX UMD C TOYKM 3peHNS
PO M306PAKEHNI B MPEOAONEHNN UTPOBbIX UCMBITAHWIA 1 KOHTPONA Hafg,
NrPOBbIM MUPOM. BbIBOAbI O BM3yallbHOM AM13aiHe, AyMaeM, MOMOratoT BHe-
CTW BKNaA, B PaCCMOTPEHME NPUPOLbI MFPOBOIO BO3LENCTBUA 1 NePCreKkTnB
Pa3BUTNA CEPbE3HbBIX KOMMbIOTEPHbBIX UMD B KOHTEKCTE rmbpuamnsaumm und-
POBbIX MPAKTUK (3AbIOTEMHMEHT, MUHPOTEMHMEHT M T.M.).

MaTepunanoM gna aHanmsa CcTanu Urpbl, CO3gaHHble ANs MEAULIMHCKON
N COLMANbHO-MCMXONOrMYecKon nomMoLLy, o6o3HaYaeMble B MexmayHapopa-
HOM OMCKypcCe Kak caregiving u self-help nrpbl. Bbibop MMEHHO 3TUX Urp 06-
YCNOBNEH MX NHTEPECHOW «ABOMHOM» POSbIO: AaHHAA Pa3HOBUMAHOCTb UIMPO-
BbIX MPOEKTOB HaxOAMTCA B HEKOTOPOM MPOMEXYTOUHOM MONOKEHNN MeXay
Hay4HbIMW MrpPaMm, MOCPEOCTBOM KOTOPbIX BO3MOXHO arpernpoBatb Heob-
XOAMMblE MPOdPeccMoHanaM aMNMpUYeckme OaHHble (Hanpumep, AaHHble
0 TeYeHUK 3a6oneBaHNsd UNu 3bOEKTUBHbIX/HE3bDOEKTUBHBIX MPaKTUKaX yXo-
Ja U T.N.), U TPaXOaHCKUMKU UrpaMu, MPUMEHSAOLLMMKUCA ONA NPeofoneHums
coumanbHbix Npobnem. Kpome Toro, eCnin He cYMTaTb 0Opa3oBaTeNlbHbIe KOM-
MblOTEPHbIE UMPbI, Pa3pPaboTKa KOTOPbIX 4aBHO NepecTana 6biTb HOBUHKOM, TO
NVAEPAMK MO BHEOPEHUIO CEPbe3HbIX UMD KaK pa3 ABnsioTca cdepbl 300po-
BbSi M MEAMLMHCKOIO YXOAa, @ TakKKe MPaXKAaHCKOro akTMBM3Ma (CM., Hanpwu-
Mep, NpoeKTbl «Mrpbl BO MMA NepeMeH» — www.gamesforchange.org, «<Mrpel
BO MM$ 300pOBbs» — https:/www.gamesforhealtheurope.org). Mo nosogy
adpdpeKTMBHOCTN caregiving u self-help nrpoebix paspabotok BeayTca aebda-
Tbl NPOdeCcCMOHaNoB-BpaYen n coupaboTHMKOB, Mbl e MbITafIMCb OCMbIC-
NUTb UX BU3YanbHOCTb, MOCKOJbKY OLLYyLLEHMEe NOTOKa MM MaKCUManbHOM
BOB/IEYEHHOCTUN U YO0BNETBOPEHHOCTM UIPOM BO MHOMOM MpoayumMpyeTca
N306pa}eHneM.
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UIPOBAA 3CTETUKA KAK 3CTETUKA BOBJIEMEHUA

Ha nMpoTsKeHUU UCTOPUM KOMIMBIOTEPHbBIX UMD UX CMOCOBHOCTU Me-
pefaBaTb BM3yalbHOE U 3BYKOBOE OKPYXEHMWEe MMpa MOCTOSHHO COBep-
LUEHCTBOBAMUCD, U B OT/IMUYME OT PaHHUX apKaZHbIX UIP CO CraXKeHHbIMM
nepcreKkTMBaMm, BUOUMON MUKCenM3aumen n 8-6UTHbIM 3BYKOM MHOrMe
COBPEMEHHbIE UMPbl XapaKTepusytoTcs 6oraTbiM TPEXMEPHBIM MPOCTPaH-
CTBOM, MO KOTOPOMY MIPOKW MEPEMELLAIOTCA B PEXMME peasibHOoro Bpe-
MeHW. 1o Mepe Toro, Kak OTCTYyMaloT TEXHUYECKNE OrPaHNYeHUNd, ropa3go
605blle BHUMaHUG MpW CO3AAHUN UTP MOXHO YAENATb UX XYAOKECTBEHHbIM
CBOWCTBAM W AM3aiHy, YTO OTKPbIBAET BCce 6onee 060CHOBaHHYIO Mepcrek-
TUBY B OCMBICTIEHUWN M306PA3UTENBHON, My3blKanbHOWM, NTepaTypHO-CLIe-
HapHOM GOPMbl KOMMBIOTEPHLIX UIP. TaK, ecnn BU3yalbHO BOCMPUHWMA-
eMas cpefa KOMMbIOTEPHBIX UMD MOXET co34aTb MUP, CTOMb e 6GoraTblit
N OeTanmn3npPOoBaHHbIN, KakK 1 Nto6oe NPOCTPaHCTBO XyLOXKECTBEHHOW rasne-
peu, TO MonydyaeTcs, YTO Urpbl TakKe CMOCOBHbI OKa3blBaTb 3CTETUYECKOE
BO34EMNCTBME, KOTOPOE 0ObIYHO OT/IMYAET COMPUKOCHOBEHME C UCKYCCTBOM.
OnHaKo, MHTepeCytoLLLaa Hac BU3yallbHOCTb UIP B CPAaBHEHMW CO BCEMU APY-
MW NPON3BEOEHNAMM, Had KOTOPbIMM TRYOMMUCH XYOOXHMKN, doTorpadbl
1 CLLeHapWUCTbI, NPU3BaHa NOAAEPKMBATL AENCTBINA, COBEPLUAEMble UMPOKa-
MW. BONbLIMHCTBO MIFPOKOB OXKMAALOT, YTO BUAMMOE Ha 3KPaHe MO3BOMUT UM
BNUATb HAa MUP UIPOBOM MCTOPUKM. TO €CTb 3CTETUKA KOMIMbIOTEPHOM UMPbI
npencTaBnseT cobon ICTETUKY BOBIEUEHMS.

OOHWM 13 aBTOPOB, 0OOCHOBABLLMX creLMdUKy scTeTUYecKon dop-
Mbl B KOMIMbIOTEPHOM Urpe, ABNAeTCa BPUTAaHCKMI UccnefoBaTenb Meama
I KupknaTpuK. B ero noHMMaHuM NpomsBeaeHus, cnocobHble cerogHa ao-
CTaBNATb 3CTETUYECKOE YOOBOMBbCTBUE, MUTPUPYIOT OT TPAAULMOHHbLIX Ma-
TEPManoB XyOOXHMKA K LMPPOBON 31eKTPOHMKe. N ecnn oLleHMBaTb KOM-
NbIOTEPHYIO UIPY NtoQoNorMyecku, To ee UMdPOBas acTeTMYeckas popma
BOCMPOU3BOAUTCA 6rarofaps akTMBHOCTU UIPOKa B MOMEHT COMPUKOCHO-
BEHWNA M OCBOEHWA: «KOMMbloTepHaa MUrpa nepeBopayBaeT NOPALOK 3CTe-
TUYECKOM BCTPEYM. STO CMOXHbIN O6BEKT, CTaBALLMIA Mepen HamMM 3adadn
M NMOCTOSIHHO OrPaHNYMBAIOLLMIA Hally CBOOOLY NepenBmeHns. [LocTUrHyB
“0CBOBOXKAEHMA", KOTOPOE Yalle BCero ABMNAETCA KynbMUHALMEN UIPbl, Mbl
pa3pyLLaeM ee Yapbl, HO BO3BPALLAEMCS B MUP C HOBbIM OLLyLLIEHNEM BO3-
MOYXHOIO M ero npeaenos» [7, p. 89]. Mo MHeHMIo KMpKnaTpuKKa, n3obpaxe-
HWG B Urpe CyXaT A9 OPUEeHTUPOBaHMA YeNoBeKa Ha UMPY, KOTopad, no
CYTU, CBA3aHa C ObICTPbIM pelleHneM 3afad U yrnpasneHemM napaMeTpamm
OMHaMUYecKom cpedbl. Kaxkaoe n3MeHeHne CoCToaHMA Ha UTPOBOM UHTEpP-
dence Bcerga OQHOBPEMEHHO ABMSETCS CUMTHANOM ANna Urpoka. Kaxpoe
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«4TO 3TO?» BCEraa CONPOBOXAAETCS BOMPOCOM «4TO MHEe AeN1aTb?» NN cpasy
e gencremem [7, p. 83).

B TpaKToBKEe KOMMbIOTEPHbBIX NP KMPKNaTPUK MOAYEPKMBAET UX POSb
B 3axBaTe Tena urpoka. Anga Hero n3obpaxeHna Ha aKpaHe OTHOCATCA K COo-
OEPXKAHWMIO UTPbl, KOTOPOE BbI3bIBAETCA U3 «TEMHOW MaTepuUK KOMMbloTe-
pa» MOCPEeOCTBOM TeNeCHbIX ornepaLmin, B YacTHOCTU PYK U KOHTposepa
[8, p. 140]. Bu3yanbHbIn AM3anH UIp BCErda HaXOAMTCA B LIeHTPe BHUMaHMA
1N UTPOKOB, N KPUTUKOB, U MCCNefoBaTeNemn; Mexay TeM TO, YTO Mbl Ha3blBaeM
NUIPOW, HE MEeHbLLIE 3aBUCUT OT Nepefayvy HaMepeHMn YenoBeka UrpoBoMy
YCTPOMCTBY MOCPELACTBOM TENECHbIX MaHUNYNALMNI. NpKU3HaBag, YTo 3CTETU-
Yeckasd GopMa KOMMbIOTEPHbIX NP AaET KOMMIEKC OLLyLLEeHUN, KUPKNaTpmK
NoAYepPKMBAET: «H Aenato ynop Ha ocobyto NOBKOCTb PyK, KOTOPasa UCMOb-
3yeTcd B BMAaeourpax. Pyka BBOOAWT Hac B MPOCTPAHCTBO, KOTOPOe npeano-
flaraeTcs UrpoBOV NPOrpamMMon, NPKY 3TOM [M1a3 UrpaeT Ha yauBAeHWe BTO-
pocTeneHHyto ponb» [9, p. 119]. ScTeTndeckad dopMa KOMMbIOTEPHBIX UIP
6113Ka TaHLLy, MOTOMY YTO «TaHeL, U UrPbl MPEACTaBNAOT TeNa B ABMKEHNN»
[9, p. 120]. TakoW BbIBOL, OPUTAHCKOrO MCCNefoBaTensa Noa4YepKMBaeT 3Haye-
HWe NoOO0N0rMYECKON NePCNEKTUBDI, yHUTHIBAIOLLEN PAa3HULLY MeXay npo-
XOXOEHWEM UTPbl U HabnoaeHWEM 3a 306PaKEHNEM Ha IKPAHE.

Brn3yanbHbIN AN3aH KOMMBIOTEPHbIX NP, MUHULMWPYIOLWNI OeNCTBIe,
a He co3epuaHue, pasbupaeTca McCneqoBaTeNaMm MONyAAPHON KynbTypbl
M. ATknHcoHoM n @. Mapcaem [10]. N306paxkeHns B KOMMbIOTEPHbIX UIrpax
He Bcerga acCoLMMpyITCs C TUMOM 3CTETUYECKOrO CO3epLaHms, KOTopbIn
€CTb B MpaKTMKe B3aMMOOEWNCTBUA C M306pa3nTENbHLIM WUCKYCCTBOM, rae
06beKT ocTaeTcd PUKCUMPOBAHHBIM, @ OMbIT 3PUTENA MeHHAeTca CO Bpeme-
HeM 61arofaps BHMMaHWMIO K apT-06beKTy. Mpu TpagnUMOHHOM 3cTeThYe-
CKOM CO3€epLaHMK BaKHbl MPOAYKTUBHbIE OTHOLUEHWA Mexay Mno3uumen
BOCMPUHMUMAIOLLErO 3pUTENs U MPOM3BEAEHMEM, KOTOpble Nerko MoryT
OblTb MO4OPBaHbLI TpeboBaHUAMM AENCTBOBaTb WM WU3MEHATb BUOMMOE,
YTO CBOMCTBEHHO UrpaM. ATKMHCOH M lMapcan NPpUBOAAT NPUMEpP peaKLmnm
MIPOKOB Ha M300paXeHWe: B Urpe C OTKPbLITbIM MUPOM «Assassin's Creed:
Brotherhood» («Ubisoft Montreal», 2010) gBa urpoka MoryT cosepuaTtb C
TOYKWM 3PEHMS MMAaBHOro repos Sumo Ayamtope aa OUpeHLe OOHY U Ty ke
KPbILLY 30aHWNS, HO 3TO HE O3HAYaET, YTO MX BU3YyallbHOE BHUMaHME NOEHTUY-
Ho. OIMH UIPOK MOXET BOCXMLLATLCA KOlebaHMAMKM CBETa Ha MOBEPXHOCTH
TEPPAKOTOBOW KPbILWW, NPeacTaBnas B3aMMOCBA3b MEXAY WMCTOYHMKOM U
OTPa)keHHbIM CBETOM, B TO BPEMSA KaK ApYroM MNpOoCTo BHUMATEIbHO CMOTPUT
Ha CTeHy MO Kpbilen, YToObl HANTK onopy ANa pyk. B nocnegHem criyyae
HabnoLeHWe NPOAOSIKAETCS TOMbKO [0 TeX Mop, MoKa CTeHa He 06HAPYXKUT
CBOIO MONE3HOCTb. [MOCKOMbKY TaKOW B3rNa4 CBOAUTCA K JOCTMIKEHUIO Lienen
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B Pa3BUTUU ClOXeTa — TO eCTb, Hanaa 6onee yoobHy No3nLmMIo, UFPOK Mo-
YKET 3aBEPLUNTb MUCCUIO — TaKoe BHUMaHME K U306PpaXKeHUIO He Bbl3biBaeT
aBTOMATUYECKM 3CTeTUYECKOro cosepLanms [10].

Y106bl LOBUTLCA ICTETUYECKOTO CO3ePLIAHMNS B KOMMbIOTEPHbBIX Urpax,
NPUAETCA NOCTYMUTHLCA NIOO0NOMMYECKMM aCNEKTOM W BbIBECTU UIPOKa 3a
npeaenbl NOCTOSHHOM HEOBXOAMMOCTN OeNCTBOBATL, MW aTb €My BpeMmd,
4TOObI MOYKHO 6bI10 3aMEANNTb UM OTPAHNYUTL MHTEHCUBHOCTbL AENCTBUS.
TONbKO B 3TOM KOHTEKCTE MIpa MOXET BblTb COMOCTaBNeHa C MPOCMOTPOM
CKYNbMNTYPbl MW KapTUHbL. TUM WUIPOBOro MpPOoLIeCcca, KOTopbiM Hanbonee
Nerko LOMYCKaeT 3CTETUYECKOe CO3epLaHne — 3TO MHTePaKTUBHbIE MOBe-
CTBOBaHMS, B KOTOPbIX Mepe UMPOKOM He CTaBUTCA KOHKPETHbIX Lienen. He-
JapOM cerogHa paspaboTimkaMm 1rp NpeanpuHUMaTCA SKCNePUMEHTDI
MO aKLLEHTUPOBAHMIO MO3TUKM BHYTPUUIPOBbLIX MaHOWadTOB, Kak 3TO cae-
nanu, Hanpumep, M. CaMuH 1 A. XapBK, co3aaB B cTyamn «Tale of Tales» «The
Graveyard» [11]; nnn 3. Kn (Ed Key) n [. KaHra (David Kanaga) B «Proteus»,
nnu «Dear Esther» («The Chinese Roomy). XoTs npeanpuHMaemble nomnbiT-
KW YWTW OT CTaHOAPTOB «COPEBHOBATLCS, LOCTUIaTb, CPAXKATLCH» YHUUMMKN-
TenbHO 0603HAYAIOTCHA CKYYHbIMU «CUMYATOPAMM XOAbObI», HO CTPEMIEHNE
NPOOBMIraTb MOrPYXKAIOLLYIO MIPOBYIO BU3YanbHYyO Cpefly KaK rMaBHbIA OMbIT
KOMMbIOTEPHOM UIPbl CErogHs BCe LWMpPE PacnpoCTPaHAETC B pa3HbIX HU-
LWaX MHAYCTPUM (4ero TONbKO CTOAT AMUCKYCCUMM BOKpYr «Death Stranding»
X. Kogsnmbl).

KAK SMIMUPUYECKU AHANTU3UPOBATb BU3YANTbHOCTb UI'P?

MOCKOSIbKY KOMMbIOTEPHbIE UIPbl MPEACTaBAAT coboi AnHaMuye-
CKMe cpefbl, B HMX COBepLUatoTCA 3pUTETbHO Ha6n|o,u,aeMb|e CO6bITl/I$?I, TO U
aHam3 Bl/|3yaJ'|bHOl;| COCTaB}'IQIOLLI,ePI remmnneq OOMKeH y4nTbiBaTb ANHaAMU-
KY U BKMIOYEHHOCTb M306paXkeHns B MpoLienypy AeNCTBUG. B 3TOM cMbice
06palllaThbCa K MMetoLLIMMCA CnocobaM aHanmM3a CTaTUYHOIO U306paXKeH s,
TaKoOro, KakK CbOTOI'pad)l/lﬂ MW NNakKaT, TaKXXe BO3MOXXHO, MOCKONbKY OBMXKY-
LLleecsd M306paXKeHMe MOXHO Pa3buTb Ha COCTaBNSIOLIME ero eAMHUYHbIE
Kagdpbl, HO 3TO 03HaYaeT NpeHebpeyb NPoLeayPHOM BU3YanbHOCTbIO UMPbI
M OCTaBUTb 3a CKOBKaMM CyLLIECTBEHHYIO YacTb MaTepmana. NpusHaHHoM bu-
rypoW B aHanm3e ABMKYLLErocs M3obpaxkeHns cneayeT cuntaTh XK. [enésa:
06BbACHAA 06pa3HOCTb KMHeMaTorpada, [enés cMor NPUHATL BO BHMMaHWe
OMHaMMYecKyto Npupoay dunbMa U Npeasioxmn KoHLenT obpasa-aBuKe-
HUS, @ TaKkke pa3paboTan KnaccubuKaLmio ero nnocracen. KoMnboTepHas
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NUrpa U KMHO — ABa MEAMYMA, UMEIOLLMX CBOIO BbIPAXKEHHYIO CreLnduKy,
OOHAKO HaM KaXKeTCcs NPOAyKTUBHOM MAesd afanTupoBaTh KacCcuduKaumio
06pa3oB y [lenésa K aHanm3y OeaTenbHOCTHO-AMHAMMNYECKOW CPEMbl KOM-
NbIOTEPHOM UTPbI.

O6pa3 y [lenésa — MHOXeCTBO Toro, YTo siBfneHo [12, ¢. 109]. O6bacHas
cMblc Tesunca ¢unocoda A. BeprcoHa ns ero paboTbl «TBoOpYECcKasa 3BOJO-
umnay, 0enés dukcrpyeT pasHULY MeXOy MIHOBEHUEM KaK HEMOABUXHbIM
CPe30M ABMKEHMSA 1 COBCTBEHHO ABMKEHNEM, KOTOPOE BbIPaXKaeT N3MeHe-
HWe B ANMTeNbHOCTW [12, C. 49]. DTy MAEK OH UCMOMb3YET AN19 XapaKTepu-
CTUKKM 06pa3a: «CyLLECTBYIOT HE TOSTbKO MOMEHTasbHble 06pasbl, CyLLECTBY-
toT “00pa3bl-ABMKEHMA", KOTOPblE MPEACTaBAAT CO6ON MOABMKHbBIE CPE3bl
ONnTenbHOCTU» [12, ¢. 53]. O6pasbl-OBMKEHMS PA3HOMMIAHOBLI — cpeau HUX
ecTb obpa3-nepuenumsa, obpas-gencreme n obpas-amMoumd, 1 YTobbl Mpo-
ABUTb pa3HuLy, [ené3 obpalllaeTca K A3blIKoBOM MeTadope: «[o cyLlecTBy,
B HalLleM BOCMPUATUN U A3blKe Pa3nnyaloTcs Tena (CyLlecTBUTeNbHbIE), Ka-
YyecTBa (MpwnaratenbHble) U gencTeua (raronbl). (.) W aHanornyHo tomy,
Kak nepuenumsa COOTHOCUT OBMXKeHMe C “Tenamu” (CyLlecTBUTENbHbIMM),
TO eCTb C XeCTKMMU 06beKTaMU, KOTopble MOMyT ObiTb ABMXYLMMU 6O
OBWMXMMbBIMKW, OENCTBME COOTHOCUT OBMMKeHMe C “akTamMn” (rmaronamu),
NpeAcTaBNaloWLMMIN cobor abpuc NpeanonaraeMoro Cpoka MM pesynb-
Tata. Ho MHTepBan He onpefendaeTca TOMbKO Yepes creumanmn3aumio AByx
rpaHen-nNpenenos, NepLUenTUBHON M aKTUBHOW. Mexay HUMWU TOXe nme-
€TCca NPOMEXYTOK. M 3aHMMaeT ero amoums. (...) OHa COOTHOCUT OBMXKEHME
C HEKMM “KayecTBOM" KaK C MePEeXmTbiM COCTOSHMEM (MpunaraTesibHoe)»
[12,c.1M,c.n8].

MOHATUWHbLIM annapaT aHanw3a, pa3paboTaHHbli [enésom, B TOM
yncne knaccuodmkauma 06pasoB-ABUMKEHUN, — HE CTOMbKO 93blK OMUCaHMS
®UNbMOB, CKOMbKO A3bIK OMMCaHWA NPOLLECCOB YETOBEYECKOrO MblLUMeHUS,
aKTUBU3MPYIOLLMXCA 3KPAHHBIMW M300paXKeHUAMU. IMEHHO MO3TOMY Mbl
nonaraeM, 4To HoBauum [lenésa MoryT cTaTb OCHOBOW aHaNUTUKW BU3yanb-
HOro B Urpax.

MonpobyeM NMPUIOXKUTL KnaccubuKaumio 06pa3oB-ABMKEHNN K BK-
3yanbHOWM COCTaBNAAIOLLEN KOMMbIOTEPHbIX UIpP. Mo nosody KuMHo [enés ot-
Meyar, — M Mbl CYMTaeM, 3TO CNpaBeanmBO M ANg Urp, — YTO ONTENbHOCTb
npeacTaBnaeT cobom COBOKYMHOCTb PasHbIX 06Pa30B-ABMKEHWNI, U Hemnpa-
BWUbHO CBOAMTL BCE Pa3HOOOpa3me K KaKoMy-TO OOHOMY BWUAY, HO MOYHO
BbIAENNTb Hanboee YacTo BCTpedatowmiics. Mpo npuoputeT obpasa-gen-
CTBUS B UTPE MOXHO FOBOPUTD, KOrAa M306paXkeHne CTUMYNMpyeT NpoTaro-
HWCTa BbiBpaTbh HEKOTOPOE AENCTBUE U3 «<MEHI0». B 3TOM Ccriydae rmas Urpoka
BMAMWT NpendTcTBme (MPOTUBHMKA, Bapbep W T.N.) UKW 3agady (NpeaMeT 4nqa

HAYKA TENEBUOEHUA 17 (4),2021 20 THE ART AND SCIENCE OF TELEVISION



aKTUBALWMKM, GYenKy 019 3anofHeHUs W T.N.) U pearvpyeT Ha BU3yasibHO-
0dOPMIEHHbIN BbI3OB NITPOBOW MPOrpaMMbl.

O6pa3bl-BoCNpNATUS OydyT MMaBEeHCTBOBATb, KOr4a AOKTPWHA Urpsbl
HalleneHa Ha To, YTobbl Pa3byauTb B UFPOKE OLLYLLEHWNS Yepe3 HabNaeHWe
1 nccnefoBaHMe NPOCTPAHCTBa UK MOrpy)KeHre B npouecc. B otnnyne ot
obpasza-gencTBma Urpoky npednaraetcs pedneKCMBHO YyBCTBOBATb (TEM-
HOTY, BbICOTY, FMyOUHY, CKOPOCTb M T.A4.), @ HE MPOCTO BblIBUPaTh CNEAYIOLLMIA
LUar B IOMMKe «HaBedm U KNUKHU». Hanbonblumin addekT obpasza-Bocnpms-
VA gocTuraeTca npu pabote kamepbl OT NepBoro nunua. Obpasbl-Bocnpud-
TVS NPOaYLIMPYIOTCS MPEXAE BCEro B UrPax-CUMynAaTopax.

O6pa3bl-3MOLMM B KOMMBIOTEPHbIX MIPax e4Ba v MoryT BbITb TMANPY-
OLLMMWN B CUTY MEOMMHOM CrelndUKM, 0GHAKO UX MOXHO 3adUKCUPOBATD,
KOrfa BM3yanbHbI PAL Urpbl NPOBYXOaeT y UPOKa NINYHbIE MepeXmBaHu4,
obpalleHme K cebe caMOMy M CBOMM YyBCTBaM. TO €CTb 3TW NMePEXMBAHNS
He ABNAITCS CNeaCcTBMEM MPOXOXKAEHMWS UIPbI B LLENTIOM MK €€ YacTw, a Bbl-
3BaHbl KOHKPETHbIM 06pa3oM — HampuMep, KOraa BO3HWMKAKOT yOMBAEHME,
CTPax UM PagocTb NPy GUKCaLMKM KaMepor nuLa 1 Tena nepcoHaxka. O6-
pa3bl-BOCAPUATUS NPOOYLIMPYHOTCA MPEX4e BCEro B Urpax-CUMyNaTopax.

BCNOMHUM, 4TO N9 XapaKTePUCTUKM U3MEHMBLUENCA KMHO3CTETUKM
BTOPOM MonoBMHbI XX Beka [ené3 ncrnonb3oBan NnoHatne «obpas-Bpems».
O6pa3bl-BpeMs — 3T0 BU3yasbHble MeTabopbl, MOMOratoLLmMe NepeaTb 3pu-
TENMO CMbICN CMOXHbIX TPaHCHOPMaLMA B MUPE U YelloBeKe, KOTOpble He
MOKa3blBalOTCa Yepes ABMKeHMe. [lené30BCKMIM 00pa3-BpemMa JaeT BO3IMOX-
HOCTb OTpedneKCnpoBaTh MCKaHMUSA HEKMNACCUYECKOro KMHO. OTTanKmMBaschb
oT naewn [Jenésa, Mbl NpobyeM onucaTb TEHAEHLMIO B COBPEMEHHbIX UTPaXx,
OA0LLMX NTPOKY BO3MOXHOCTb TBOPYECKM OMNEPMPOBaTb OKPYXKAKOLLMM NpO-
CTPaHCTBOM M CO3[aBaTb HOBOE (HaMpWMep, MOOENMPOBaHME M NepcoHa-
nM3aumMa aBaTapa UM KOHCTPYMPOBaHWE OOBEKTOB B UIpaX-MecoyHMLax).
Ha 3To CBOMCTBO UIPOBbLIX MPOrpaMM, MNO3BONAILLMX MIPOKY MEHATH OKPY-
YKeHue, 0bpaTna BHUMaHMe 3aHUMaloOWLMINCA UCCNEQOBaHMEM B3anUMOaeN-
CTBUM B BMPTYaslbHOM MPOCTPAHCTBE M3PaUIbCKMIM yueHbIn A. OpuaMaH.
Pa36upaa BU3yanbHbIN OM3aMH KOMMbIOTEPHbLIX UIP W Takxe obpalladcb
K Jenésy, ®puamaH Ha3blBaeT 06pa3oM-3MoLMen TO N306parkeHne, KoTo-
poe NMpomOyLmMpyeTcs/TpaHchOPMUPYETCH UMPOKOM, Kak 3TO NMPOUCXOOMUT, Ha-
npumMep, B «Minecraft» npu KpadTnHre (cozgaHnm) npegmetos [13, p. 300].
Ecnn B Urpe ectb BO3MOXXHOCTb BapbMpoBaTh MPUMEHEHWe NpaBus, TO 3TO,
no dpuamaHy, 0CBOOOXKOAET IMOLIUN UIMPOKA. Mbl e cYMTaeM, 4To CTo-
NT OCTaBUTb MOHATME 0O6pa3a-amMouMmM 419 0603HaUYeHWA CUTyalLmii, Korda
WIPOK CTafIKMBAETCS C NMOKa3oM adpdeKTOB Ha MLAx, B KeCTax Mau no3ax
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nepcoHarkem, a 4Na BKMNa0B UIPOKa B BM3YanbHOCTb UIP Mpeaiaraem uc-
Monb30BaTb HOBOE MOHATUE — «OBpPa3-pa3BUTUEY.

OnpepeneHve oToeNbHON FPYNMbl M306PaKeHNI B UIpax Kak obpa-
30B-pPa3BUTUI 0BYCNOBEHO aKTyanbHbIMU NUCKAHUAMU FeiM-pa3paboTKu,
a UIMeHHO — MpPefoCTaBneHNeEM YenoBeky Bce 6obluen cBOBOAbI y4acTus
B WIPOBOM MpoOeKTe. POCCUMCKME aBTOPbl, ObCyaatoLme TBOpYECKME
acneKTbl KOMMbIOTEPHbIX UIP, OTMeYatoT: «B yeM cxoaaTca Bce MccnenoBa-
TeNM UCKYCCTBEHHOIO MHTENNEKTa, Tak 3TO B TOM, YTo Byaylllee MrpoBOro
OM3aliHa C OTKPbITbIM MUPOM OyaeT onpenensaTbcs He CTOSIbKO OMPOMHbIM
KOMMYEeCTBOM MPELOCTABIEHHONO UIPOKY CLIEHaPHOro Matepuana, CKoMb-
KO ero COTPYAHWYECTBOM C KOMMbIOTEPOM C LieNbio COBMECTHOIO CO30aHMNA
CBEXeW MepcoHanbHoOM nuctopumn» [14, c. 24]. Mbl BMAMM 06pa3-pa3BuTme
TaM, F4e UIPOK MOXET MPOBECTMN CHOPKY HOBOMO BUAMMOIO 06beKTa 13 3aro-
TOBOK Ha OCHOBE BHYTPUUIPOBOM MHCTPYKLIMW (KOTOPYIO TaKyKe MOXHO BU-
0eTb UNu cnblwaTb). CoOBpeMeEHHbIe UIpbl, BKItOYatoLLmMe 06pa3bl-pa3BuTmS,
B KaKOW-TO Mepe ABNSI0TCA OTBETOM Ha dKCMEPUMEHTbLI MIPOKOB C MOAAMMU,
YUT-KOAaMM (HampuMmep, YNTEPCTBO A9 BHYTPUUIPOBOM doTorpadum), NH-
TepPBEHLMAMM B UTPY (M3BeCTHbIM cnydam «Velvet-Strike» [15]).

B utore agantupoBaHHaa cxeMa 419 SMMUPUYECKOro aHanm3a Bu3y-
aNbHOCTM KOMMbIOTEPHbBIX UIP MOMOraeT Pa3NnyYmTL cedytoLime ocobeHHo-
CTW AM3anHa:

1) 06pa3-gencTeme (BMXKY — MPOBOXKY MOTOPHYIO peaKLimio);

2) obpasz-BocrnpuaTne (Habnaa M BCMaTpUBakOCh);

3) 0bpaz-aMoLna (BUXKY W NepexmBalo);

4) obpas-pa3BUTME (OOMNOMHSA BUONMOE).

AHANN3 BU3YANTbHOCTU UTP
COLMABbHO-NMCUXONOMMYECKOM MOMOLLIN U NOAJEPXKMN

Ha npuvMepax cepbe3HbIX UMp, CMPOEKTMPOBAHHbLIX A9 COLManbHO-
MCUXONOrNYECKON N MEAULIMHCKOM MOMOLLM, Mbl LEMOHCTPUPYEM BO3MOX-
HOCTW MPen/IOKEHHOWM Bblllle CXeMbl aHanM3a BM3yanbHOCTM KOMMbOTep-
HbIX MIP. KaXKabI Kerc BOMMOLWAET BapuaLmMmn U306paXeHWI, moaTankmsas
NIrPOKa K Pa3UYHbBIM peakLmnam.

Gris (Nomada Studio, 2018)

Nrpa-nnatdopmep, roe nyTelwecTBMe Npu3BaHO CHOPMUPOBaTbL Yy
NrpatoLLEero OLyLLEeHWe BbIXOda M3 TYMUKa KPU3MCHOMO COCTOAHMA. MIrpok
BedeT repouHio, Gris (B mepeBofe C UCMaHCKOro «Cepbiy), MO NOKaLMAM,
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CO3[0aHHbIM B ABYMEpHOM rpadmke B CTUNE aKBapErbHbIX PUCYHKOB. y-
TellecTBME HAYMHAETCA B OQHOOBPA3HOM CEPOM MUPE, HO C KaXdblM OT-
KPbITUEM FepOUHEN HOBOWM MIPOBOW CMOCOBHOCTU (MPOrpPeccomM UrPoBOro
aBaTapa) LBeTa NOCTEMNEHHO PaCcKpPaLLMBaOT NIPOBYIO peanbHOCTb. MNepBbiM
NOSIBASIETCS KPACHbIN LBET, 3aTeM — 3e/1eHbIW, MOTOM — CUHWK, U, HAKOHeL,
YKENTbIN.

N306pasuTenbHble XapakTepuctukn «Gris» CONMKalOT ee ¢ ncuxode-
INYECKNM NCKYCCTBOM, KOTOPOMY CBOMCTBEHHbI GpaKTabHble y30pbl, BUTU-
eBaTble PUCYHKM C MENKMMMK AeTaNgMM U TOHKOWM MpopmcoBkon [16, c. 117].
O6beKTbl Nrposoro naHawagTa «Gris» — BO3AYLLIHbIE 3aMKK, Nec, BETPAHbIe
MeNbHULbI M Ap. — Co34aHbl TaK, YToBbl B HMX BCMaTpmBaTbea. M ecnn ang
TPAOMLIMOHHOIO XYOOXHWKa ABMNAETCA BbI3OBOM «Mepefada Ha MOMoTHe
OBWXXEHUA, MOTOKOB IHEPI MU, MOCTOAHHOM M3MEHUYMBOCTU M3006paXKaeMOro,
€ro TeKy4eCTW, MHOTOCNIOMHOCTM U HeynoBMMOCTW» [17, €. 108], To MaTepuarnb-
HOCTb MUIPbl B MOMTHOM Mepe A0MYyCKaeT ANHAMNYECKMEe COCTOAHUSA YYacTHN-
Ka NpaKTuKW. BnonHe B oyxe NCUXo4enm UrpoK BMecTe C reponHen coBep-
LUAEeT TPMM OT «H», 3aMKHYTOrO B JIOBYLLKY FOpd, O OCBOOOXAEHHOIO «H».

OcHoBa 1rpbl «Gris» — 06pa3bl-4eNCTBMA, MOCKOMbKY UIPOK yNpaBnga-
€T NPOCTPaHCTBOM, pearnpys Ha BUAMMbIE NOACKA3KW. B oTnnume ot onbiTa
3puUTens, KOTOPbI MOr Obl TONbKO BOCAPUHMMATL KPacoTy aHUMauuu, ang
nrpoka «Gris» LiBET COMPSAXEH C aKTUBHOCTbIO: MPEOA0MER YTO-NNMBO, UTPOK
nony4vaeT 6onee KPaCcoYHbI MUP.

Auti-Sim (T. Kadayifcioglu, M. Marshall, K. Howarth, 2013)

STa uUrpa npeacraBngeT cobo CUMyNATOP OMbiTa YerioBeka C ayTms-
MOM W 6blna pa3paboTaHa BO BpeMsa xakaToHa «Hacking Health Vancouver
2013». Irpok nepeMeLLaeTcs No eTCKOW COPTUBHOM NNOLWAAKE, 1 Mo Mepe
NPUONMKEHNS K OETAM YPOBEHb LLyMa YBENUYMBAETCH, 3BYKU CTAaHOBATCA
Pe3KNMU, @ N30BPaKEHNE NOPTUTCH, NpUobpeTas MUTY-3ddeKTbl. Henrpo-
Bble nepcoHaxu (NPC) B «Auti-Sim» pa3paboTaHbl CXxeMaTUYHO: Nl U Tena
LeTel He [eTanmnsnpoBaHbl, Mbl BUOAWM pebeHKa «BoobLe», 6e3 MHAMBUAY-
anbHbIX YepT; BCe OAETHI B OAMHAKOBbIE KpacHble GyTOONKM 1 KOPUYHEBbIE
LWOopPTbl. TaKMM 06pa30M, C MOMOLLbIO B TOM YMC/E ONTUYECKMX COOEB U KK~
LWIMpPOBaHHOMO M306paykeHNa NPC nrpa o6bacHAeT HaM CTOXKHOCTU C COLM-
anbHOM KOMMYHWKaLMeN y oeTein ¢ 0COOEHHOCTAMM Pa3BUTUS.

BuayanbHbit on3anH «Auti-Sim» cTpoutcs Ha 06pa3ax-BOCNpUATUAX:
6narofaps KaMepe «oT MepPBOro NMLa» Mbl Mosly4aeM YyBCTBEHHbIe AaHHble
O HalleM BMPTYanbHOM MEeCTOHaxOoXAeHWW. Takad Kamepa «obecneymBaeT
6onee NonHoe NMOrPY)KEHWE B MIPOBOM MPOLLECC 33 CYET KpalHe BbICOKOM
CTeNeHM acCoLMMPOBAHNA UFPOKOM CBOEWN JIMYHOCTU C MEPCOHANKEM U
JaXke MepeHoca Ha Hero BCero MexaHnama uenenonaraHuas [18, c. 230].
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«Auti-Sim» Kak CUMynATop KOMMYHWMKATUBHbIX NpobrnemM no3Bonder
nrpatoLemMy nobeiTb B poNn aytcamaepa. M3o06pasnTenbHblii pag u 3aTpya-
HEHWe 3peHUs HaNOMUHAKOT NPUEMbI XOPPOP-Urp. Mo3TOMY Hecy4YanHo,
YTO CTPUMEPBI KOMMEHTUPYIOT «AUti-Sim» KaK «KyTKYIO UTpy», MepeaatoLLy o
CTPECCOBbIE OLLyLLEHMS.

SnowWorld (Washington HITLab, 2003)

Nrpa 6bina paspaboTtaHa «HITLab» B BalWMHITOHCKOM YHUBepCUTETE
1N CYNTAETCH MEPBbIM UMMEPCUBHbBIM BUPTYaNbHbIM MUPOM, NpedHa3HaveH-
HbIM ON9 yMeHblleHna 6onn. TepaneBTUYECKOE MNCMOMb30BaHWNE KOMIMbLO-
TEPHbIX UFP UMEET MO ANUTENBHOCT MOYTU TaKYIO XKe UCTOPUIO, KaK nHAOY-
cTpua urp B Lenom. C Havana 1980-X rofoB BbIXOAAT Hay4Hble My6nmKaLmm
0 MONyNAPHbLIX KOMMEPYECKUX UrPaX, MCMOMb3yeMbIX AN NedeHuns, peabu-
ANTaLMM M NOAAEPXKKM Pas3NNYHbIX Fpynn naumeHToB [19]. AHanu3npyemas
«SnowWorld» 6blna cneunanbHO BbiMyLeHa, YTOObl MOMOYb MaLMEHTaM
C ooraMu. MaumeHTbl HageBanm VR-0ukM BO BpemMa 06paboTkm paH 1 no-
naganu B TpexMepHbln Beno-ronybon Mnp xonoda v cHera. Mirpa cosgaBa-
f1a UNNI03KIo NMoseTa Yepes NeAsaHOM KaHbOoH, Fae TeYeT peKa C nnaBatoLm-
MW NbOMHAMK, a C Heba NETAT CHEXMHKM. MaLMeHTbl CTPENAIN CHEXKAMMN
B CHErOBMKOB W MWHIBMHOB, MPW MOMagaHWK CHErOBMKM MpeBpaLlannch
B CHEXHbIN BUXPb. B «SnowWorld» paboTana TaKTUbHO-LBETOBaA CUHe-
CTe3Md: LBEeTa 31Mbl BbI3blBaiM OLLYyLLEHWE Xonoda. Ho camoe rnaBHoe, 4To
3aHATbIN B BUPTYalbHOM MUpPEe MalMeHT MeHblle BHUMaHWAa yaenan ob-
paboTKe BXOAALLMX BONEBbIX CUTHAMOB, MCMbITHIBAA PE3KOE CHUXKEHWE WH-
TEHCUBHOCTU 601K, OBPa3bl-AeNCTBUA (CHEXKM, KOTOPbIE MOXHO KMAaaTb),
06pa3bl-BOCAPUATIA (HAXOXKOEHWE B apPKTUYECKOM MUpe), 06pa3sbl-aMoLmMm
(ynbibatoLmeca CHErOBMKM) — BCe BMECTe CTUMYNIMPOBANO TeNeCHbI OTBET
1 GYHKLIMOHMPOBANO KakK le4YeHune.

Dreams (MediaMolecule, 2020)

KoMMeHTUpys Bbixod «Dreams», »ypHanucTbl «MrpomMaHnm» gasanm
Takoe 3aksyeHue: «PaHblle CTyaua BbiMycKana MUrpbl CO BCTPOEHHbIMU
penakTopamu, a Tenepb NoyYnnocb HaobopoT: Dreams — 3T0 pedakTop
C “Ky4en” MHCTPYMEHTOB, rae MOXKHO AenaTb urpbl» [20]. MogobHO rmMuHe
ONA PYK XYOOXKHMKa UIpa CHabaeT YenoBeka Maccol 3aroTOBOK /19 p1Co-
BaHWg, 3D-MOOENMPOBaHNA 1 OKUBIEHNA/AHUMMPOBAHWS MPUOYMAHHOTO.
«Dreams» B MOHOM Mepe KyN5TUBMPYET NPaKTUKY MOAENNPOBaHNA UTPOBO-
ro MMpa C NOMOLLb0 06pa3a-pa3BmUTUA. MIHTepeCcHO 3a4yMaTbCe, Kak BKILO-
YeHbl B «MOACTPEKATENbCTBO» K AENCTBMIO MHOTOYMUCIEHHbBIE MHCTPYKLMM
(marke obyyatoLLme KypCbl), BCMbIBAOLLME MEHIO M COOCTBEHHO 06pa3bl-pas-
BUTKS, KOTOPbIe MPUCYTCTBYIOT B BWOE 3aroToBoK/MonydabpukaTos (Ky6u-
KOB, LLApOB W T.N.). PUCKHEM NpPeanonoXuTb, YTO co3aaTeNn Urp-necoyHuL,
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BOBJ/IEKAIOLLMX UFPOKa B CO34aHWEe MUPOB, anennmpyioT K HaleMy GOHOBO-
MY 3HaHWIO O BUOMMbIX XapaKTEPUCTMKAX MaTepmanoB 1 AeTanen Kak npe-
0b6pa3yeMblx MHIPeaneHToB. bnarogapsa TOMy, UTO Y BCEX HaC eCTb TaKTUMb-
HOe OCBOEHMeE PeanbHOCTH, B UTPOBbIX KyOMKax, necke, 6nokax, BbIrnagamx
KaK MNacTUAMH, y3HatoTca 06beKTbl 419 MPaKTUKK «caenam camy. M pa3ee He
C OMbITOM KOHCTPYKTOpa LEGO y mokoneHuin Y n Z COOTHOCKM BU3YanbHOCTb
«Minecraft» M. MepccoH?

3AK/TIOMEHUE

CoumarnbHoe 3HayeHWe UrpoBOro AM3alHa COCTOUT B ero Crocob-
HOCTM yNpaBnaATb AMHAMUYECKMMM OTHOLUEHWAMM MeXOy YCTaHOBKaMM
NUrpoKa U PasfMYHbIMU BO3MOXHOCTAMM, KOTOpble Npeanaraet urpa. MNpu
MOBEPXHOCTHOM B3INAAe BM3YanbHOCTb KOMMbIOTEPHbIX UTP, Bydy4m Ux 060-
JIOUKOWM, KaKeTCa HaM ellle OQHMUM 3KpaHHbIM 3penuiieM. OfHako Nthomno-
rMyeckas nccnegosaTenbckad Tpagnuma cdopMmpoBana 1 3allimMTnaa CBon
TE3UC O NMPOLELYPHON NPUPOAE UMP, B KOTOPbIX BCE MOAYNHEHO AENCTBUIO,
a He paccMaTpMBaHMIO. A 3HAYUT U B OTHOLLEHWM BU3YaNbHOCTU UIP NOMMY-
HO 33[aTb BOMPOC: KaKne peakLnmn npeaBapsatoTcs STUMU U300paXKeHNSIMU?
OcobeHHO aKTyanbHbIM, MO HalleMy MHEHMIO, ABAFETCS MOHUMaHWe BU3Y-
anbHbIX CTUMYMOB B UIPaX, HaLleNeHHbIX Ha TPEHWHT 1 MOMOLLb B PeLleHnM
TIMYHOCTHbBIX NPO6IeM, MOTOMY YTO B OTHOLLEHWM HUX, KaK BO BpadyebHOM
NpaKTUKe, OOMKEeH OeNCTBOBATb MPUHLMM «HEe HaBpeau».

YT106bl pa30bpaThCcd BO B3aMMOCBHA3M UMPOBOTO N306PaXKeHNS U peak-
LMW UFPOKA, Mbl MPUMEHWUNM NOMMKY aHanm3a KnHo denésa. Ero knaccnou-
Kaums AMHAMUYECKUX M300paXeHNN ABAETCS MOBOPOTHOM, MOCKOSbKY 06-
paLlaeTca K MPUHLUMMNAM akTUBM3aLLMKN MblLLINEHMS MOCPEOCTBOM BUAMMOrO
Ha aKpaHe. AganTupya vaewn [Oenésa, a Takke APYrnx aBTOPOB, MULLYLLMX
06 UMPOBOM 3CTETUKE He co3epLiaHmg, a BoBreveHus (I KnpknaTtpuk, M. AT-
KMHCOH 1 ®. Mapcan, A. DpunamaH), Mbl MPEONOKMAM pa3nNnyaTh B 06pasax
KOMMbIOTEPHbIX UTP AMANa30H CTUMYSOB 1) K «KMUKY», 2) MepexnBaHMio Npo-
CTPaHCTBAa, 3) MAEHTUOMKALMM SMOLINK, NMBO 4) K AOMOMHEH IO Cpefbl YeM-
TO, YUTO HAaXOAMTCA Ha MNepeceyYeH BO3MOXKHOCTEN UIPbl U UFPOKa.

Pa3roBop o AesTeNIbHOCTHOM MOTeHLMane B BU3yanbHOCTU CEPbE3HbIX
Nrp Tem Gosee BaXKeH, MOCKOMbKY OT AaHHbIX UIMP OXMOAETCH MO3UTUBHOE
M3MEHeHWe B COCTOSIHUI W HaBblKax UrpatoLlero. B obnacTu urp, paspaba-
TbIBaEMbIX A9 COLMANbHO-MCUXONOrMYECKOM N MEANLIMHCKOM MOMOLLM, Ce-
roOHs eCTb OYeHb pa3Hble MPOEKTbI C TOUYKM 3PEHNA NMPeaSIOKEHHON HaMM
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cXeMbl: KaK mnnaTdopMepbl, OPUEHTUPOBAHHbIE Ha YOAYHbIA «KMUK», TaK
N CUMYNATOPbI OLLYLLEHUX, U cpedbl ANg npeogoneHua npobnem yepes
TBOpYECTBO. HO AyMaeM, UYTo HECOMHEeHHa TeHOEeHLMNd, O KOTOPOM MULLIYT,
KaK 0 MocTreMMMUdUKaLMM — CXOOMMOCTM CEePbE3HOro U pPa3BeKaloLero,
Korda rpaHuLbl MeXay HayKoW, OTObIXOM, paboTon, NeYyeHneM 1 T.0. cMella-
lOTCA B HEKOTOPbIX HOBbIX TMBPUAHbIX MPaKTUKaX.

Bonpochl, 06cy)aaemble B CTaTbe, AyMaeM, nepcrnekTBHbl. OLeHMBag
NOEMHbIe «TOUYKM POCTa», Mbl Bbl BblAENMMM, BO-NEPBbIX, Aa/bHelllee pas-
BUTUE TeMbl MeanashdeKToB, CBA3aHHbIX C UIPOBbIM MOACTPEKATEbCTBOM
K OeMCTBUIO; BO-BTOPbIX, ABMMKEHME MO NyTU anpobaLmmn cxeM (U TEXHUK)
BM3YanbHOMO aHanM3a KOMMbOTePHbIX UMpP.
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