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CraTbaA NocBALLEHA PAAY NPobaem, KOTopble CBA3AHbI
C OHTO/NOrMEN, 06PA30BAHHON KOMMbIOTEPHBIMU Ur-
pamu. Mepea, uccnenoBaTenem BCTAET 3aja4a cucTe-
MaTM3aLLMM U YTOYHEHUS BbIBOAOB B OTHOLLEHUM W3-
MEHMBLLMXCA NAaPaMETPOB UrPbl B CBA3M C Pa3BUTUEM
CETeBbIX TEXHOMOTWI, @ TaKKe MUPOBO33PEHUECKOM
NO3ULMM YeNoBeKa, BOBNIEYEHHOTO B KOMMbIOTEPHbIE
UrpoBble B3aUMOAENCTBUA. MeTos, KpUTUYECKoro
aHanM3a Hanmpae/ieH Ha MPOACHEHME U YTOYHeHWe
aKTyanbHON GUNOCODCKOM MNO3ULMN B OTHOLLEHMM
MrPOBOI KOMMbBIOTEPHOI peanbHOCTU. B xoae uccne-
[I0BaHWA PACcCMaTPUBAIOTCA aKTyaslbHble KOHLIEMLMM
Urpbl, KOOPAMHATBI UIPOBOW PeanbHOCTH, CBOMCTBA
KOMMbIOTEPHOW  WUIPbl  KaK  BbITUA-HA-PACCTOAHUM
1 6bITUA-4aCTW. ABTOP NMPUXOAMUT K BbIBOAAM O TOM,
4TO TaK KaK KOMMblOTEPHAA BUPTYa/IbHOCTb BCTPOEHA
B COBPEMEHHble NpeacTaBieHna o BbiTuK, Ha coBpe-
MEHHOM YPOBHE KOMMbIOTEPHAA Urpa — 3TO He Mpo-
CTO YXOZ, OT PeasibHOCTU B MUP aHTas3nmn: OHa MOKET
CNYXKUTb KOHKPETHOM NPaKTUKOM, KOTOPas No3BONAET
NONYYUTb MHOFOMIAHOBbIN OMbIT, HEAOCTYMHbIN Ye-
NoBEKy B NoBCceAHEBHOCTU. Koppennpysa ¢ uHdopma-
LIMOHHO NeperpyeHHbIM U NPeAebHO paLyoHanb-
HbIM, MParMaTU4YHBIM MUPOM COBPEMEHHOTO Yeno-
BeKa, UrpoBOe MPOCTPAHCTBO MPEACTAET KaK BUPTY-
aNbHbIM MUP MeYTbI, BO3BPALLAA cocTosHUe Mubono-
rMYECKOW «OKO/A0BAHHOCTU» — MUP, CO34aHHbIN
LUMOPOBLIMM  TEXHONOTUAMM, HAYMHAET  YAMBNATL
1 BoCcxVWATb. OAHAKO BHUMATENbHbIA aHanu3 pe-
anbHOCTH, CHOPMMPOBAHHON KOMMBIOTEPHBIMU Ur-
pamu, AeMOHCTPUPYET, YTO OHa, NO3ULUOHUPYA NOA-
Hyto cBobOAy AEWCTBUIA UMPOKOB, ABMAETCA NOrUYe-
CKM NPOJYyMaHHOW CUCTEMOM, B KOTOPOI OBHapYK-
BaeTcA amBMBaNEHTHOCTb: C OAHOW CTOPOHbI, Wrpa
aBTOHOMHA M NPeAMo/araeT peannsaumio cobeTBeH-
HbIX YKENaHWIA UrPOKa; C APYroi — Haiuume npasui
Mrpbl OTPAXKAET KO/IEKTUBHbIE NOTPeGHOCTU. B Kom-
NbIOTEPHON UMPe COEAMHAIOTCA, MOAAEPMHMBAIOTCA
1 pa3peLLaloTcs HEeCOBMECTUMbIE MPOLLECChbl, KOTO-
pble CTaHOBATCA LUYTKOM Haj YesI0BEKOM, ero Heco-
CTOAITE/ILHOCTBIO B 3TOM Mupe. KomnbloTepHas urpa
NO3BOAAET 3aMAHYTH B a/IbTEPHATUBHYIO BCE/IEHHYIO,
uepes BocCnpou3sseAeHue COBbITUIA MPOYYBCTBOBATL
Ha cebe MHble 3aKOHOMEPHOCTH, KYNbTYPHbIe, 3Th4e-
CKMe MPUHLMMbI, @ TaKXKe NOCIEACTBUA UX NPUMEHe-
HUA.
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The article about problems arising around the on-
tology formed by computer games. The research-
er is faced with the task of systematizing and clar-
ifying conclusions regarding the changed parame-
ters of the game in connection with the develop-
ment of network technologies, as well as the ide-
ological position of a person involved in computer
and gaming interactions. The method of critical
analysis is aimed at clarifying the current philo-
sophical position in relation to gaming computer
reality. This research considers the actual con-
cepts of the game, the coordinates of the game
reality, and the properties of a computer game as
“being-at-a-distance” and “being-a-part”. The au-
thor concludes that since computer virtuality is
embedded in modern concepts of being, today,
a computer game is not just a departure from re-
ality into the world of fantasy, but may serve
avery specific practice that allows you to get
a multifaceted experience that is inaccessible to
a person in everyday life. Correlating with the in-
formation-overloaded and extremely rational,
pragmatic world of modern humanity, the game
space appears as a virtual dream world, returning
the state of the ancient / mythological “enchant-
ment”, when the world created by digital tech-
nologies begins to surprise and delight. However,
a careful analysis of the reality formed by com-
puter games demonstrates that, positioning itself
as a game with complete “freedom” of action,
upon closer examination it turns out to be a logi-
cally thought-out system based on ambivalence.
On the one hand, the game is autonomous and
assumes the realization of the player's own de-
sires; on the other, the presence of game rules re-
flects the collective needs. In a computer game,
incompatible processes are connected, supported
and resolved as a joke on a person, his or her in-
consistency in this world. A computer game al-
lows you to look into an alternative universe,
through the reproduction of events in the game,
to experience other patterns, other cultural, ethi-
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cal principles, as well as the consequences of
their application.
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Urpa ¢ apeBHEHIMX BpeMEH HCIOJIB3YETCSl YEIOBEKOM B KauecTBE
KyJIbTYPHOU MPaKTUKH, OJTHAKO TOJIbKO B XX B. ObUI MpU3HaH €€ oco-
Oblii oHTONOrMYeckuit ctaryc. JI. Munnema mumer: «[loutm Bcé
B IIOCTMOJICPHUCTCKOM KYJIBTYpe, Ja)Ke camMa KyJbTypa, MOXET ObITh
omnMcaHo B TepMuHax Urped (Muuuema, 2014, c. 1187). AkryanbHbIi
Hay4YHbI JHUCKYPC HEBO3MOXHO MPEACTaBUTh 0Oe3 ()eHOMEHa HIPHI.
Ona BBICTYIIA€T HC TOJILKO B Ka4CCTBC MeTa(bOpI)I B DKOHOMHMKEC, JIMHT-
BUCTHUKE, MaTeMAaTHKE, 3CTETUKE, HO U KaK MpPEAMET TEOPETUUECKHX
MOCTPOCHUH B PAa3MYHBIX OOJacTsX 3HaHWs. Ha ceromHsiiHuii JIeHb
Mbl UMEEM MHOKECTBO KOHLIENTYaJIbHBIX MOJIXOJO0B, JAIOUIMX ONpee-
neHue urpe. Cpeny HUX MOKHO BBIJCIUTh IMOHMMAaHHE UIPhl KaK CH-
cTteMbl ToBeZieHHst 4eioBeka (D. bepH), ¢opMbl MOpanu, peruruu
v nomutukn (M. X&iisunra), oIeMeHTa YeIOBEYECKOi peanbHOCTH,
B KOoTOpoM TmposicHsieTcst cyTh Obitusi (OK.-II. Captp), mHCTpymMeHTa
tBOpuectBa (I.b. Onpkonun, JI. C. Brrorckuil), cormmMaibHOTO CHEK-
takis (I, Tebop), marumyssitopaoit mpaktuku (K. Bompwiisp).

Jlist coBpeMEHHBIX HCCIIEJOBaHUIN XapaKTEpHO pas/ielieHue UIPbl U
urpamsanun. TepMHH «HUrpaM3anusy, WIH «reifiMupukanus» (aHri.
gamification), npumensieTcst st 0603HAUEHHUS CTOCO0A PEIICHHUS 3184
B 3KOHOMHKE, 00pa30BaHWHU, MEHEKMEHTE U IIOAPAa3yMEBAET «UCIIONb-
30BaHNE UTPOBBIX MEXAHUK M UTPOBOTO MBIIIICHHS JUIA PEIICHUS HEHT-
poBsix mpobiem» (3opuna, [loBopuna, 2016, c. 73), «BUI AEATEIbHO-
CTH B YCIIOBUSIX CHTYAlIlMH, HAIIPABICHHBIX HA BOCCO3/IaHHE U YCBOCHHE
obmectBenHoro ombitay (Cenesko, 2005, c¢. 127). Ecnu urpamsanus —
9TO 3aIUIAHUPOBAHHBIA MPOLECC, HUMEIOLMN ONpPEeAeNEHHYIO LENb,
TO WTpa CIIOHTaHHA, HE MMEET IeJIM M orpaHnyeHunil. B reiimudurmpo-
BaHHBIX NPAKTHKAX yYaCTHHK OCTA&TCs COOOH, COXpaHss CBOIO MOTH-
BAIMIO ¥ CMBICII IEWCTBHH, B UTPE K€ OH MPUMEPSIET POITH, TPOKUBAET
JPYTYIO KU3HB, MPOSIBISIET HE CBOWCTBEHHOE €My IOBE/ICHNE, TaK Kak
CMBICIT UTPHI THAMETPAILHO MPOTHBOIOJIOKEH UTPAN3alii U «3aKI0-
YaeTcsl B BOBJICUCHHH YEJIIOBEKA B WIPOBYIO CHUTYAIHIO C Pa3MbBITHIM
CMBICIIOM, YBOJIIIYIO OT KOHKpeTHOcTH» (ActamoBa, 2020, c. 84).
«H rpa UBET BOZMOXHBIM, U B 3TOM CMBICJIE JJIsl He€ HET HEBO3MOXKHO-
ro, 11 He€ BO3MOXKHO BCE, mist He€ Bc€é B Bo3MoxkHOM» (Curos, 1990,
c. 44), mostomy wurpa obmamaer «aOCONIOTHOM HEYyCTOWYHMBOCTHIO,
HU K 4eMy (HU K KaKOMY CO/IEpXKaHHIO, HH K KaKOMY BBIOOpY) HE BeJaeT
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nouteHus» (bapt, 1989, c. 421). Urpa kak HeorpaHHMYEHHAas] BO3ZMOX-
HOCTh YyXJa MOpaJM W HPAaBCTBEHHOCTH, OHa HE 3HAeT HHU 100pa,
HU 3J1a ¥ HAaXOJUTCS B IUIOCKOCTH Heompenenénnoctr (X&isunra, 2003,
c. 333).

B pesynbpTate pa3BuTHs ceTeBBIX TexHOmoruii u MuaTteprera B XXI B.
Urpa HAYMHAET acCOLUMHMPOBATHCS C 3JEKTPOHHON KyJIbTypOH, KOTOpas
B HanOosee 0OIIeM 3HAYECHUH «IIOHMMAaeTcs HaMU Kak cdepa aesTelb-
HOCTH YeJIOBeKa M €€ pPe3yJIbTaThl, CBS3aHHBIE C CO3AaHHEM DJIEKTPOH-
HBIX aHAJIOTOB JIyXOBHBIX M MaT€pPHAIBHBIX OOBEKTOB, a TAK)KE BHUPTY-
QIBHBIX IPOCTPAHCTB, IPOIIECCOB M SBJEHHI», a B Oojee y3KOM —
9TO «COBOKYITHOCTh PE3YJIbTATOB TBOPUECTBA Y KOMMYHHKAIUH JIIOJCH
B yCJIOBUsIX BHeApeHus |T-nHHOBaLMii, XapaKTepU3YIOMINXCS CO3AaHH-
€M eIuHOro uH(popMalmoHHoro mnpoctpanctBay (baeBa, 2020,
c. 15-16).

[TonyJssIpHOCTE M MTOBCEMECTHOE PACHPOCTPAHEHHE KOMITBIOTEPHBIX
(BU€O0-) UTP MHHUIMHPOBAJIO Pa3BUTHE TAKOTO HAYYHOT'O HAIpPaBJICHUS,
kak game studies (ucciaemoBanust Buaeourp). McciemoBaHus KOHIA
XX B. chokycHpoBaICh BOKPYT BOIIPOCA O TOM, YEM JKE SIBJISETCS BH-
Jacourpa — TEKCTOM, KaK B KMHO W KHHIAX, UJIK YEM-TO nupiM? U3na-
YaJIbHO Y4YEHBIE CKJIOHSINCH K MOHUMAHHIO KOMIIBIOTEPHON UIPHI Kak
cneuuduueckoir Gopmbl TekcTa. B uwactHocTH, D. Opcer mpeaioxkui
KOHLENIMIO KuOepTekcTa (110 aHaJIOTMH C TUIEPTEKCTOM), TaK Kak
KOMIIBIOTEpHAsl UTPa CTPOUTCA Ha CChUIKAX, MO KOTOPBIM MEPEXOIUT
urpok. I'iaBHOe CBONCTBO KHOEPTEKCTa — €ro HEOOPAaTUMOCTh; KOMIIb-
I0TEp 3alMCHIBAET BCE XOJBI UTPOKA, OTMEHA BO3MOXHA TOJIBKO Yepe3
BeIxox u3 urpel (Aarseth, 1997). Oxnako yxe B 2000-X IT. OT TOHHMa-
HUS KOMITBIOTEPHOH UIPHI KaK KHOEPTEKCTa OTKA3aIHCh, BMECTO ATOTO
e€ CTalu ONUCHIBATH KaK CHCTEMY IPaBHJI, BBICTYNAIOIUX CPEICTBOM
BbickasbiBanus. U. boroct B pabore «YOenurenbHble urps» (Bogost,
2007) paccMaTpuBaeT KOHILEIIIUIO MPOIEAYPHONH PUTOPHUKU: A0 YBIIE-
YeHHS BUJICOUTPAMH JIIOAN WCIOIB30BAIIM BepOaIbHYIO (CIIOBO) U BU3Y-
anpHyI0 (00pa3) pUTOPHKY, @ B KOMIIBIOTEPHBIX UTPaxX MBI HAOMIOIaeM
0OCOOBIN BHI PHUTOPUKH — MPOIEAYyPHYIO, TO €CTh YOeKIEHHE dUepe3
JEeWCTBHE, KOTOPOE COBEPINAET UTPOK BHYTPH WIPHI, TIOIyYas OIpeJie-
JIEHHBIA onbIT. Kak M3BECTHO, MHOTHE KOMIIBIOTEPHBIE UIPBI SBIISIOTCS
CUMYJISALMSMH POMAHTHYECKHX OTHOIICHWH, BOWHBI, YIPaBICHUS,
CTPOWUTENBCTBA M T. JI., MOITOMY YYACTHHK MOXET IIEPEKHTH OIIBIT,
HE JIOCTYIHBIA €My B peaJbHOW *XW3HU. JTO (HOpMHUPYET MOHMMaHHE
TeX WM WHBIX 3aKOHOMEPHOCTEH, JOMOMHSIET M MOAKPEIUIICT Ompesie-
JIEHHBIE MUPOBO33pEHUYECKHE YCTaHOBKU. [. dpacka cuuTaeT, 4ro AJis
TTOHUMAHHSI CUTYallud HEOOXOJMMO HCIBITATh €€, HEAOCTATOYHO MpO-
cTO HaOIIOMAaTh Kak B KMHO 3a ayAHOBH3yaJbHBIM BOCHPOW3BEICHHEM
coObITHs. KomItbloTepHas nrpa HaXxOAMTCS BHE IPaMaTHYECKOTO Ipo-
THUBOIIOCTABJICHUSI TPOMIIOr0, KOTOPOE€ HEBO3MOXHO H3MEHHUTh,
1 HAaCTOSIIETO, HE COOTBETCTBYIONIETO IPOM3OLIECAIIEMY, TaK Kak
«KOMITBIOTEpHASI CUMYJISLHS — 3TO opma Oyaymiero. OHa numeer Jeno
HE C TeM, YTO MPOU30IILIO MIIM IIPOUCXOIHUT CeHUac, a ¢ TEM, YTO MOXKET
MIPOU30ITH, — €€ CyTh 3aKiII0daeTCss B 0a30BOM IPEAINIOI0KEHHH: TIepe-
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MeHBI BO3MOXKHED» (Frasca, 2003, p. 233). B 3Tom cMEICIie KOMITBIOTEP-
Hasi Wrpa cOMMKaeTcsl ¢ NMpaKTUKaMH HMrpau3anuy. Takum oOpaszom,
Ha COBPEMEHHOM YPOBHE KOMIIBIOTEpHAs UTpa — 3TO HE IMPOCTO yXOJ
OT PEIbHOCTH B MHpP BBIMBICIIA U (DaHTa3WH, a BIIOJIHE KOHKPETHAs
MIPAaKTHKA, KOTOPasi MO3BOJISIET ITOMYYUTh MHOTOIUIAHOBEIN OIIBIT, HE/I0-
CTYIHBII YEJIOBEKY B TOBCETHEBHOCTH.

Tem He MeHee NMPOTHBOPEYMBOCTH CYIIECTBYIOIMX MHOTOUYHUCIICH-
HBIX KOHIEMIMH UIPBI, @ TAKKE HEONPeIeIEHHBI MIPOBO33PEHUECKHUN
CTaTyc 4YeJoBeKa, BOBJICYEHHOTO B UTPOBBIC B3aMMOJICHCTBHS, TPEOYIOT
MPOSICHEHNSI ¥ YTOYHEHUS! aKTyalbHOW (HIOCO()CKON MO3UIMU B OT-
HOILIIEHUH UTPOBOM KOMIBIOTEPHOI peabHOCTH.

Hepa 6 yugpposom bvimuu

ITo meiciu XK.-II. Captpa, Bc€ ObITHE BMEIIEHO B CO3HAHHUE YeJIOBe-
Ka: «5l Mory Tonmpko UrpaTth B ObITHE, TO €CTh BOOOpaxarth cebde, 4To s
um sBisiock» (Captp, 2000, ¢. 94). Uepe3 urpy 4eaoBeK «BBICTYIIAET
KaK OCHOBAaHHC CO6CTB€HHOFO 6I)ITI/I${, MOAYHUHSAACH TOJIBKO YCTAaHOB-
JICHHBIM U ONpeACNEHHBIM UM camMuM mpasiiam» (Captp, 2000, c. 584).
OnHAaKO ecli 0TKa3aThCs OT UAEH O TOM, 4TO OBITHE €CTh UIPa, TO BO3-
HUKaeT BOIpPOC O [apamerpax, ompezaenstomux urpy. Koneuno,
B IIEPBYIO OUYEPENb ITO NMPOCTPAHCTBO M BPEMsl, KOTOPbIE OYEPUUBAIOT
rpaHuLbl Urpel. IrpoBoe BpeMst olpeensier €€ JUIMTENbHOCTh: «MBbl He
HalJEéM TaKOM MapKUPOBKM TaM, IJI€ HA UTPY OTBOAUTCS HEONPEHEIIEH-
Hoe urposoe Bpems» (FOurep, 2012, c. 142). Bpemst urpsl MoxeT ObITh
aCTPOHOMHYECKHM — (DaKTHUECKUE Yachbl 1 MUHYTHI €€ ITPOJOJIKUTENb-
HOCTH, @ TaKXKe CYOBEKTHBHBIM, TO €CTh BOZHHMKAIOIIMM B CO3HAHUH
UTPOKa U OTPaKaIOIUM €ro MHIWBUAyallbHOE BOCIpPUATHE Mpolecca
urpbl. @akTnueckoe ¥ CyObEeKTUBHOE BPEMs MOTYT CHIIBHO OTJIMYAThCS.
To, 4TO MIHIIOCH HECKOJNBKO aCTPOHOMMUYECKHX YacoB, B BOCIIPUATHU
UTPAOIIETO MOXKET Ka3aTbCsi MUMOJIETHBIM, U HaoOopoT. Ilo moruke,
UTPOBOE BPEMsI OTPAaHUUMBACT UTPY, U TO, YTO IPOUCXOIUT BHE UTPOBO-
TO BPEMEHH, YK€ He UMEET K Hel HMKAKoro oTHomeHus. OpHako pea-
JUCTUYHOCTh KOMIIBIOTEPHOH HIPHI, IMOJHOE IOTPYKEHHE CO3HAHMSA
UTPOKa B €€ CIOKET M UTPOBBIE POJIM CHIIBHO CKA3bIBAIOTCA HA MEPEKH-
BaHUH CYOBEKTUBHOTO UTPOBOT'O BPEMEHH.

HrpoBoe mpocTpaHCTBO — 3TO KOOPAWHATHI, B KOTOPBIX MTPOUCXOIUT
JBIDKEHNE Hrpatomero. Ha mepBblii B3MISA, WTPOBOE MPOCTPAHCTBO
OTKPBITO M TpearnonaraeT cBodoxy neictsus. OHAKO B KOMITBIOTEp-
HBIX U CETEBBIX MTPax BHPTYaJbHOCTh CKOHCTPYHPOBaHA Tak, YTO OHa,
MOBECTBYS] HEKYI0 HCTOPHIO, BBI3BIBACT OIPEACIEHHBIE SMOIMHU H
HampaBiser AedictBust urpoka. [. C. @peliepMyT oTMEUaeT, 4TO IpH
pa3paboTKe KOMITBIOTEPHBIX WIP HCHOJB3YIOTCS T€ K€ IPUHIUIIBL,
9TO M B pasBiekareabHbIX mapkax Disney World — sto yuubukanms,
cHUCTEMaTH3anus U 0TOOp ONpeAenEHHON MHPOPMALUK C LENbIO TOIy-
YeHUs] KOHTposmpyeMmoro ombita B urpe (®peiiepmyr, 2021). Kapra
BHPTYaJbHOTO HIPOBOTO TPOCTPAHCTBA, PEKIAMUPYSI KOMITBIOTEpHBIE
aTTPAKUMOHBl W pPa3BJICUCHUS, CO3JAET NPEANMCAHHBIE OTHOIICHUS
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y4acTHUKOB. IHTEpdelic yCTpOeH Tak, YTO Y HTpOKa BCETa ecTh Habop
MATTEPHOB U ITO/ICKa30K, HAIPABJISIOLINX €r0, TO €CTh CYIIECTBYET Kap-
Torpaduueckas mpejackazyeMocTb. Ecimm yOpaTh M3 KOMITBIOTEPHOU
UTPBI BECh Pa3BJIEKATENbHBIH KOHTEHT, TO C JIETKOCTHIO MOXKHO OOHa-
PYXHUTh CHUMYJIILIUIO, B PaMKaX KOTOPOH IEpeIBHKEHHE MPOHCXOIUT
HE ciIy4aiiHbIM 00pa3oM. BEIIENsioT HeCKOJIBKO BHJIOB MTPOBOTO IPO-
CTpaHCTBA: JIMHEHHOE — TI0JIb30BATENh TPOXOINUT KaK OBl 110 KOPUIODY,
IOCJIEIOBATEIFHO OTKPBIBAsl Pa3IMuHbIe YPOBHH; KIIaCTEpPHOE — MayTH-
Ha, TO €CTh MHOMXECTBA KJIACTEPOB («IIpaBUIIBHBIC» W «HEMPaBUIIb-
HBIE»), UCCIIeNys KOTOpbIE TeiiMep HaXOJUT MyTh K MOOeNe; «COTh» —
cB00OOIHOE TIepeBMKEHHE B J1I000M HamnpasieHun (Jlexosunep, 2021,
web).

C opHOW CTOPOHBI, KOMIBIOTEpHAsi BUPTYalIbHOCTh BCTPOCHA
B COBPEMEHHBIE MTPE/ICTABIICHNUS O OBITHH, IM(POBasi CUMYJISINS BCETIa
HUMECT MapaMeTphbl, 3aIaHHBIC TEXHOJIOTUYCCKUMU ITpoLeccaM 1 (bop-
MUpYIoUIMe TpaHulbl. MrpoBas kaprorpadus paHo WM MO31HO OOHa-
PYXKUBACT Kpaﬁ U TEM CaMbIM HAIlOMHHACT, YTO KOMIIBIOTEPHAA HUI'PO-
Basi CUMYJisiiusi He paBHa Mupy. C Apyroil cTOpoHbl, B IU(PPOBOH pe-
AJIbHOCTU HI'POK, 3aBCPIINB CO6CTB€HHO KOMIIBIOTEPHYIO UI'PY, UMECT
BO3MOXKHOCTb TMEPEKIIOUUTHCS Ha APYTHE UTPOBBIE MPOCTPAHCTBA Kak
pa3IuUYHBIX COICeTel M CaWTOB, TaK W APYTHX WUIP, TO €CTb CMECHUTH
OJIHY KOMIIBIOTEPHYIO KapTy Ha JIpyryo. O. bEpH Ha MHOrOYHCIEHHBIX
IpUMepax MOKa3bIBAaeT, YTO UIPa MMEET CBOMCTBO 3aXBaTbIBATh 4YEJIO-
BeKa — YBJIEYEHHOCTb UTPOBOM POJIBIO OEPET BEpX HaJ JAPYTUMU aKTHB-
HOCTSMH YeJIOBEKa, OH jkenaeT urpats 6eckoneuyno (bépu, 1998). bonee
TOTO, co3JaBacMasl B KOMIIBIOTEPHBIX MIpax rpaduka, KoTopas Majo
OTIIMYAETCS] OT KApPTHHKU 33 OKHOM, IIPEJETIbHO Pa3MbIBACT I'PAHMUIIBI
peasbHOCTH, HE NO3BOJISAS YBICYEHHBIM UTPOMaHaM MEPECTYNUTh TOPOT
UTPBI U BEPHYTHCS K OOBIICHHON JKH3HH.

UrpoBasi kapra He HIPOCTO BOCCO3MAET MPOCTPAHCTBO WIPHL,
a mpuAaéT eMy OHTOJIOTHYECKHH CTaTyc 0coOOTO MeCTa, IZie MHp IIO-
BCEIHEBHOCTH YCTYMAeT CBOM MO3MLIUH MpaBuiaM Urpsl. KommeroTep-
Hasl UTPOBasi PEabHOCTD SIBISIETCS] TEXHOJIOTHYECKUM, JIOTHUECKH Op-
TaHU30BAHHBIM IPEACTABICHUEM, ITOHATHBIM JIMIIb Y3KOMY KPYTy CIie-
nuanctoB. OHAKO I UTPOKOB 3TOT (DaKT HE MPEACTaBIACTCS YEM-TO
3HAYMMBIM, TaK KaK OHM HE HILYT MOJIB3BI — JUI HUX UMEET 3Ha4dCHHE
TOJIBKO COOCTBEHHOE MPEObIBAaHIE B BUPTYAIBHOM 3a3€pKajbe, anbTep-
HAaTHBHON peaNbHOCTH UTPHL. Pa3pa0oT4WKKM KOMIBIOTEPHON CHMYILS-
UM TPEeIaraloT YYacTHHKY BOCIAPUTHh HaJl MHPOM, HApyIIUTh BCE
BO3MOXXHBIE 3aKOHBI, OYYTUTHCSA B MIUTIO3HMH, B KOTOPOH OH OIIyIIAeT
ce0sl eTMHCTBEHHBIM 00XXECTBOM HTPOBOTO MHpa, 0OJNAaTAIOIIUM MeTa-
CO3HaHWEM M cBepxcrmocobnocTsmu. Hamprmep, B Sims, momxo6HO Gory,
UTPOK CO3AET BEIMBINUICHHBIX JIOJIEH — CHMOHOBY, TTOCETSIET UX JI0Ma
U yrpasisieT ux ku3Hbio. B crparterun Civilization urpok Gepér ua ce-
051 pOJIb MIPABUTENS M MBITACTCS TOCTPOUTH UMIIEPHIO, YIIPABIISIS €€ T10-
JUTHKOW, SKOHOMMKOM, KyJIbTYpOH; OH TaKXXe MOXET BHIOpaTh CBOIO
HCTOPHYECKYI0 AMOXy — auamna3oH oxBaTeiBaeT or 4000 r. 70. H. 3.
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70 2100 r. H. 3., TO €CTh OT OPOH30BOTO BEKa IO KOCMHUYECKOH 3pHI OY-
JyIIEro.

Hzpa KakK ailbmepHamuea

CoriacHO KOHIIENIIMU «OJHOBPEMEHHOCTH» ANBTEPHATHB U IIEJI0T0
B. Tepnepa, urpa, Oyayun MopoxxJIeHUEM KyJIbTYpPBI, IpeiaraeT HHbIe
CIIEHApUH CYIIECTBOBAaHMs coLMaNbHOI cuctemsl (Turner, 1982). Pas-
BHUBas MbICIb TepHepa, A. Jlpyrepc ompenersieT Urpy Kak «CIoco0-
HOCTb MCIOJIb30BaTh TMIIOTETHYECKUM METOJOM HECKOJBKO BHJIOB pe-
anpHOCTH oHOBpeMeHHOy» (Droogers, 1996).

Breitne venoseka XXI| B. MpoHW3aHO palOHAIBLHBIME AYKOHOMHYE-
CKUMH OTHOUICHHSMH, CO3JAIOUIMMH JOCTATOYHO JKECTKHUE PAMKHU CY-
IIECTBOBAHUSI B collMyMe. TEeXHOTEHHBIH (haKTOp TOJIBKO YCHIIMBAET
9TOT 3(p(EeKT: MOBCEMECTHOE HMCHOJIb30BaHUE HHU(POBBIX YCTPOWUCTB,
PpOOOTOB, MalIMH — BCE 3TO MPUBOAUT K TOMHUHUPOBAHUIO «(POPMAaIBHO-
JIOTHYECKUX CXEM, B PaMKax KOTOPBIX NMPHU KOHKPETHBIX OOCTOSTEINb-
CTBax JNEUCTBHUS JIIOAEH OyAyT HampaBlieHbl HA MaKCUMH3ALUIO d(pQek-
TUBHOCTH, IIPOCYUTHIBAEMOCTH, KaIbKYJIUPYEMOCTH  pe3yJIbTaTa
(AcrtamoBa, 2020, c. 122). OTu cXeMbl MOAYMHSIOT cebe «CHUCTEMY
KyJbTYPHBIX YHUBEpCAJIUi, MHOTHE U3 KOTOPBIX aTpOopUpPYIOTCs, a apy-
THE TepAIT CBOIO mpuBiekarensHocThy (Tam ke, c. 161). [Ix. Putnep
B paboTe «MakmoHanbqu3alrs oo1ecTBa» odpaiaeT Halle BHUMaHHe
Ha TO, YTO «XOJIOIHBIE, MEXaHHUCTHYECKHE CUCTEMBI SIBJIAIOTCS aHTUTE-
30it mupa meuTs» (Putiep, 2011, c. 367). CnoxHO HE COTTIACUTHCS, YTO
nporecc panuoHamu3anuu (mo M. Bebepy), kak cTpemieHHE K YHH-
YTOXKEHHIO MYCTHIX M OSCIeNbHBIX IBIKECHHH, BEIET K yTepe «OKOJI0-
BAaHHOCTH» PEAIbHOCTBIO — Ka4eCTBa, KOTOPOE CYILECTBOBAIO B PeiH-
THO3HO-MU(HYECKON KapTHHE MUPA M ObIIIO OYEHb BaYKHBIM JUIS JIIOCH.
«XOTS MBI MHOTO MM€EM OT palHOHANM3alUK OOIIEeCTBAa B ILIEJIOM,
U B YaCTHOCTH SKOHOMHYECKUX OOYCIIOBIEHHBIX Ccep HesATeNbHOCTH,
OYEBUIHO, MBI M TepsAEM HEUYTO, UMelolee OONBINYI0, XOTS M TPYAHO
onpenenumyto, reHHoctb» (Tam ke, c. 365). JloctymHblii 1udpoBoii
(dopMaT UTpbl BO3BpALIaeT YEIOBEKY «OKOJJIOBAHHOCTB», B MHUp €ro
MIOBCEJHEBHOCTH BO3BPAIIAIOTCS YyJleca — OH CHOBA, KaK B JPEBHOCTH,
YIUBIISETCS U BOCXHUILASTCS MUPOM, CO3IAaHHBIM L (PPOBBIMU TEXHOJIO-
russmu. Koppenupyst ¢ mpeaesibHO pauoHaIbHBIM, IPArMaTHYHBIM MH-
POM COBpPEMEHHOH KyJbTYpbI, HTPOBOE NMPOCTPAHCTBO NPEACTAET Kak
BUPTYaJbHBI MUp MEUTHI, B KOTOPOM MOKHO CJ/IeNIaTh IIar HaBCTpedy
HEBO3MOXXHOMY, IOJHOCTBIO OTHAThCS AMOLMM, I00aBHTH Kpacok
B PyTHHY TOBceaHeBHOCTH. Hampumep, B urpe-ckaske Genshin Impact
YYaCTHHK ITONAIAeT B IPUKIIOUSHYSCKAI MUp aHHMeE, TJe BcTpedaeT 47
BBIMBIIICHHBIX TEPCOHAXEH: 3Tb(POB, NEBOYKY-KOIIKY, MOHCTPOB,
cemb OoroB u T. 1. Mnm B poneBoit urpe Honkai Star rail urpok myte-
LIECTBYET B KOCMOCE MEMXLy MUPaMH, TIOMOTast APYTHM LUBHIIM3ALHUSM.

Hpyroii acmekT mpoOneMbl CBsi3aH C TEM, 4YTO CYILCCTBOBAaHHE
B COBPEMEHHOM COLIMyME IIpeAroaracT NnpeaeiabHyo anddeperua-
LU0 JKU3HM, KOTOpast TpeOyeT OT MHANBHU/IA TIPE/ICIIFHOTO HAIIPSDKCHHUS:
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OH IIOCTOAHHO HepCK.HIO‘-IaeTCH C OHHOﬁ 3a1a4ud Ha I[pyl“yIO, HpOSIBJ'IHH
AKTUBHOCTH O,HHOBpeMCHHO B HCECKOJIBKHUX HaHpaBJ‘IeHI/IS{X. chxmca
HUCIIBITBIBACT CI/IJ'II)HyIO I/IH(i)OpMaI_II/IOHHyIO neperpy31<y, nu qT06LI KaK-TO
K 3TOMy a):[aHTI/IpOBaTI)CH, YCJIOBCK HAUYUWHACT PIFpaTB. HorpyxceHI/Ie
B BI/IpTyaJ'II)HYIO peaJ'H)HOCTI) KOMHI)IOTepHLIX I/IFp CBs3aHO C HOHLITKOﬁ
CHpaBI/ITI)CH C HEraTuBHbBIMU ODOMOIIHUSAMU. B Hrpe J'I}061>Ie N3MCHCHUS
BOCHpI/IHI/IMaIOTCH ropa32(o npome, KaK CMCHa HapTI/II/I C HOBBIMHU yCJ'IO-
BUSIMU U HpaBI/IJ'IaMI/I; PII‘pOKy KaK 6LI FOBOpSITI ((YCHOKOﬁCH, 3TO BCEIo
JINIIb Hrpa». I/Irpa, KakK aJ'II)TepHaTI/IBHHﬁ BapI/IaHT peaJ'II)HOCTI/I, npea—
JjaracT MHa4de B3FJ'I$IHYTI> Ha KOH(I)J'II/IKT YCJIOBCKA C MI/IpOM, nponrpaTL
€ro KakK I]_IyTKy HO Bceﬁ BUJUMOCTH, C IIOMOIIIBIO 3TOI'0 aCIICKTa MOXK-
HO O6’LHCHI/ITI) HOHyJ‘IHpHOCTL «C’I‘peJ'ISUIOK» nu «BOﬁHyLHeK», TAaKHUX KakK
Word of Tanks u Counter-Strike.

Ambusanenmnocms uepul

AHanu3 peaJbHOCTH KOMITBIOTEPHBIX UTP JEMOHCTPUPYET, YTO OHa,
XOTsI ¥ TIO3UIIMOHUPYET CBOOOY JEUCTBUII UTPOKOB, SIBIISIETCSI JIOTHYE-
CKM TIpOAyMaHHOW cucTtemMod. Takoe TmonoXeHHe Jel  OTHIOAb
He Ka)KeTCs yIUBUTEIbHBIM, TaK KaK B OCHOBE JIFOOOH MIPBI JEKUT I10-
PSIOK, YCTaHOBJIEHHbIM €€ nmpaBunamu. KiroueBbIM B MOHMMaHUM HI-
pOBOM CUTyaluu sIBIsIeTCsl NpU3HaHHWEe e amOuBaneHTHocTH. Cremys
sTomy npuHuuny, ®. boliTeHnaiik paccMaTpuBaeT UTpy Kak OWUITONSp-
HBII (peHOMEH: C OHOW CTOPOHBI, 3TO ObiMuUe-HA-PACCMOoAHUU, KOTOPOE
OTpa)kaeT CTpPEeMJICHHE K OCBOOOKICHHUIO, YCTPAHEHHUIO MPEIATCTBHH,
OOpeTeHNI0 HMHAMBHUIYaJbHOH AaBTOHOMHOCTH;, C APYrod — Ovimue-
yacmy, CO3JAIONIEE OIIYIIEHHE OOIIHOCTH M BOCIOJHSIONIEE MOTped-
HOCTh OBITH BMecTe ¢ apyrumu urpokamu (Buytendijk, 1976). HUrpa
CYILIECTBYET BO BHYTPEHHEH IMHAMHMKE MEXAY pacciabiIeHHEeM H Co-
CPENOTOUYEHHOCThIO, IIOBTOPEHHEM M HEOKHJIAHHOCTBIO, CBOOOION
1 OTPaHUYEHHOCTBIO.

ABTOHOMHOCTb OblmusA-Ha-paccmosHuu TpeOyeT peaau3anuu cod-
CTBEHHBIX IIPE/ICTABICHUH O TIOBEACHUH B UTrpe. rpa OTKphIBaeT mpo-
CTOp 7S BBIXO/a TAOYHPOBAaHHBIX 3allPEHIEHHBIX JKEIaHUH U (haHTa3ui,
MOJABJIIEMBIX B COUMAIBHON >KM3HU. Bripaxkasdch cnoBamu @. Huie,
«C TIOMOIIbIO HPAaBCTBEHHOCTH HPAaBOB M COIMAIBHON CMHPHTEIBbHOMN
pyOamky dYeixoBeK ObUI AEHCTBUTENBHO CHAENAH IPOTHO3HUPYEMBIM.
Ecnu, HanpoTuB, MbI EpeHECEMCS B CaMblil KOHEL 3TOT0 YyJOBHUILHOTO
mporiecca, ... MPEeACTaHeT HaM... YeIIOBEK COOCTBEHHON HE3aBHCUMOM
nonroit Bomm» (Hurmre, 2012, ¢. 273-275). Urpa npemnaraer pa3opsarth
KyJIBTYPHBIE PaMKH, IIPHHY>KAAIOIINE YEIOBEKa K IMA0JI0OHHOMY ITOBE-
JICHUIO, U OCBOOOIUTH NPHPOIHOE, CTUXUHHOE HAYajo, APEMITIOLIEEe
BHYTpHU HETO0, — OOHAKUTh MHIUBUAYAJIBHYIO CYIHOCTh. [IpH 3TOM, Kak
ormeuaer P. Kaitya, B urpe He 00s3aTeIbHO M30JIMPOBATHCA B MCKYC-
CTBEHHOM MHpE, UTPOK MOXET MPUMEPUTH Ha ceOs APYTyl0 JMYHOCTH
WM COBEPIIUTH MOCTYIOK, KOTOPHIH HUKOT/IA HE COBEPILIMII OBl B KH3-
HU, TaK KakK ITO3UIHMS NTPOKA HCKIIOYMTENIFHO pa3HooOpa3Ha. B wurpe
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riryOoKasi WHAMBHIyAIU3alys JMYHOCTH IPUOOPETaeT 3CTETHYECKHE
4yepThl Onaronaps Beiopannoit pomu (Kaitya, 2007).

bvimue-uacmu B Urpe CBA3aHO C HAIMYUEM MPABHJI, BBIPAYKAFOIINX
KOJUIEKTUBHBIE ITOTpeOHOCTH. [IpaBuia onpeaesstor To, C 4eM J0JDKHBI
CUHMTATHCS UTPOKU: HEMPHEMIIEMOCTH OIPEAETIEHHOTO BUIA NEHCTBHUS,
B pe3yJIbTaTe KOTOPOTO YYaCTHHUK OKaKeTCsl BHE UTPHL. «CBOOOIA UTPO-
Ka 3aJI0)KeHa B IpaBHJIaX WIpbl, a He BHe €& mpaBmwi. OHa COCTOUT
B TOM, YTO UTPOK COBEPIIEHHO CBOOOJHO NMPUHHMMAET IpaBHjIa HIPEI,
00s13ysich cnenoBath UM. OH CBOOOJIHO BHIOMPAET CBOI 3aBUCHMOCTb,
cBoro HecBoOoay» (FOHrep, 2012, c. 153).

B moBcemHeBHOW JXKM3HM BpeMsl OT BPEMEHHM MBI CTaJKHBAaeMCSI
C CHTYyalMsIMH, KOTOpPBIE PErJIAMEHTUPYIOTCSI OINpeAeIEHHBIMU PaBH-
JIaMH, OJTHAKO TPH 3TOM BO3HHKAIOT COMHEHHS B HEOOXOIMMOCTH Clie-
J0BaTh 3TUM IIpaBUJIaM. BOHpOC CHUMACTCs, €CJIIM OTHECTHUCH K 3TUM
mpaBujaM KakK K IIpaBHUJIaM HI'PbI: OHU CTAHOBATCSA HeO6$[3aTCJ'IBHbIMI/I
K UCITIOJTHEHUIO — CMBICJT UTPBI B eé AJIBTEPHATUBHOCTH, IIO3TOMY HaApy-
OICHUE YCTAHOBOK U IIpaBUJI HE MMECT 3HAUUMBIX HOCHC}ICTBI/Iﬁ JJIA
UrpokoB. VY. brieik cuuTaer, 94To «TeM, KTO 00y31bIBACT CBOM JKEJIaHU,
yllaéTCﬂ 9TO AClIaTh JHUIIb MOTOMY, YTO HX JKEJIaHUsI HE HACTOJBKO
CHJIBHBI, 4TOOBI ObITh HEOOy3JaHHBIMU. B KadecTBe CHIIbI, CIepKUBa-
IOLEH UX JKEJIaHUs, BbICTynaeT Pa3ym, KOTOPBIM U yNpaBisieT TAKUMHU
mromeMu»  (Bueiik, 2006, web). To ecTb MOXHO NPEANONOKUTH,
YTO YCTAaHOBKM W IPaBWJIa MIPHl HE BCTYNAIOT B INPOTHBOPEYHE C HC-
THUHHBIMHU JKEJIaHUSAMHU M 4yBCTBAMH, a CO3JAlOT NpHEMIIEMbIH (opmat
UX peau3aluH.

Takum 00pa3oM, ¢ OJHOH CTOPOHBI, MTpa CO3MAET ICTETUUECKYIO
(dbopMy peanuzaluu MPUPOAHBIX KETAHHH YEIOBEKa, C IPyrod — depes
IpaBWIa OYEPUMBAIOTCS TPAHMIBI WIPOBOM CHTYallUH, YCIIOBHS,
IIPY KOTOPBIX UI'pa MPEKPaIlaeTCs U HACTYIaeT peanbHas (coLuaibHasi,
KyJIbTYpHas) )KM3HB ¢ €€ TpeOOBaHUSMH K YETIOBEKY.

Komnviomepnas uepa: npobaema epanuy

B Bex moBceMecTHOTO pPacHpOCTPaHEHUS IH(PPOBBIX TEXHOIOTHA
TUNMYHOW CTAHOBHUTCSI CHTYaIWsl, KOTJa T'PaHHIAa MEXIYy HIPOH M pe-
QJIBHOHM JKM3HBIO HUBEJIMPYETCS MJIM MCYE3aeT BOBCE; UIpa IepecTaéT
OBITH «aHKJIaBOM, KOTOPBIA MOXXHO H30JMPOBATh U MPH 3TOM OKpY’Ka-
oW maHmqmadT HE HApYUINTCS, BHJOM JESTENBHOCTH, KOTOpas
HE IMeeT TPOJOIDKEHUS B OKpykaromed xm3Hm» (Mumkmm, 2017,
c. 34).

KommneioTepHas urposast HHAYCTpHS HACTONBKO I'TyOOKO MPOHHUKIIA
B MOBCEHEBHYIO XM3Hb YEJIIOBEKA, UTO TICHXOJOTH M COLMOJIOTH (hHK-
CUPYIOT TOSIBJICHHE LEJIOTO ITOKOJIEHHUS MOJIOABIX JIOJICH, MUPOBO33pe-
HHUE KOTOPBIX c(hOopMHpOBaIOCh Ha e€ ocHoBe. COTIacHO MOIXOMy, pa3-
paborannomy H. Xoysom m B. IIrpaycom (Strauss, Howe, 1991), sto
MTOKOJICHHE 0003HAYaroT Kak «IOKoJeHHe Z» uim «3ymepsn» (2000-e
rr.). J. TanckoTT BBEN Takke B HAy4HBI 00OPOT TEPMHH «CETEBOE
nokonenue» (NET-generation wim N-generation) (Tarnckott, Yuibsamc,
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2020). CereBoe MOKOJEHHE IEMOHCTPHPYET COBEPUIEHHO MHYIO MEH-
TaNbHOCTh, KOTOpasi OCHOBaHAa HAa BOCHPHUSTHM MHpPA CKBO3b JIMH3BI
KOMITBIOTEPHOM pealbHOCTH M MOXKET OBITh MpE/ICTAaBIICHA B KayeCTBe
UTPBI C U3MEHSIOIMMUCS MPaBHJIaMU U YCIIOBUSIMH. [IOKOJIE€HMSIM, BBI-
POCHINM B IIEPHOJI TOTAIFHOTO PaCHpPOCTPAaHEHHUS! KOMITBIOTEPHBIX TeX-
HOJIOTUH, XapaKTepHBI 3aBUCHMOCTh OT IU(POBBIX YCTPOMCTB, HaBs3-
YHBOE YKEJIaHUE MTOCTOSHHO OBITh OHJIANH U CUIIBHOE OECITOKOHCTBO MpH
orcytcTBum nocryna k Mareprery. JI. CTHiuIMaH 0TMEYaeT, 9TO «HOBas
reHepanys BooOlle He BHIMT Pa3HHUIIBI MKy BUPTYAIbHBIM U peailb-
HbIM» (Ctrsuiman, 2018, c. 81).

B cBsi3u ¢ mo700HOTO PoJia MUPOBO33PEHUYECKIMI U3MEHEHHUSIMH BO3-
HUKaeT Mpo0JiemMa BIMSHUS KOMITBIOTEPHBIX WIP Ha ITOBEJICHHUE YEJIOBEKa.
JleficTBUTENIbHO, «IIOBCEIHEBHAS JKM3Hb MPEIOCTABIIAET OYEHh MAJIO BO3-
MOXKHOCTEH [UIs yesioBeyeckol Onmuzoctd. Kpome Toro, MHOrue (opmsl
01130CTH (OCOOCHHO MHTCHCUBHOM ) st OOJIBIIMHCTBA JIFOICH TICHXOJIOTH-
yecKd HenpuemieMsl. 1103ToMy B cepbE3HON COLMATIBbHOM JKU3HU BEChbMA
3HAUUTENBHYIO YacTh cocTaBiLsitoT urps (bepH, 1998, c. 27). HaBsizunBas
NOTpeOHOCTh UIPaTh B KOMIIBIOTEPHBIE UTPBI U ObITH B MIHTEpHETE CTaHO-
BHUTCS TICHXMYECKOH 0COOEHHOCTHIO 1M(poBOro nokosneHwust. Vccnenosare-
JIM OTMEYAIOT LeMbIH Ppsi poOiIeM, CBA3aHHBIX C HUBEIMPOBAHUEM TPAHHIL
MEXTy KOMIBIOTEPHOU UIPOIl M KU3HBIO — M 3TO HE TOJNBKO OTKa3 OT 00-
LIEHUSI C PeajbHBIMU JIFOJIbMH, YXOI B ceOsi, arnatusi K padore u y4éoe,
HO U arpeccHBHOE, JECTPYKTHBHOE IIOBEJECHHE II0 OTHOIICHHIO K cebe
u okpyxatormM (baea (pex.), 2020, c. 87).

Be3bIBaeT onaceHus U TOT (akT, YTO B KOMIIBIOTEPHBIX HIpax II0-
BEJICHUE yYaCTHUKOB OIPaHMYEHO HE OOIENPUHATHIMA HOPMaMH MO-
paiu, a TOJBKO UTPOBOM KapTOH, Iie OTHOIIECHUS MEXIY YYaCTHHKaMU
CTPOSATCS Ha IPEICTaBICHHH O BCeNo3BOJNIeHHOCTH. [Ipu 3TOM ecTh mo-
HUMaHUE, YTO MOIBITKU IIPUBECTH UTPOBBIE OTHOIIEHHUS B PAMKH MOpa-
JIM IPOTUBOPEYAT 3APABOMY CMBICITY B CBS3H C T€M, YTO UTPOBOH KOH-
TEHT albTepHaTHUBeH. Hampumep, yMbIIUIEHHOE NMPUYMHEHUE CMEPTH
MEPCOHAXY IPYIroro Mrpoka — He TO e caMoe, YTO CMEpTh YeJIOBeKa
B peanbHOM MHpe. OIHaKO CHUTyalHs XUIIEHHUS YyKOro HMYLIeCTBA
He OyZleT BBINVIAETh TaK OJHO3HAYHO, IOCKOJBKY B KOMITBIOTEPHBIX
UTpax ©eCTb BO3MOXHOCTh IIPHOOpETaTh BHPTyalbHbIE OOBEKTHI
3a peansable neHbrH (CaBenbeB, 2014). Bo3HukaeT mormueckasi myTa-
HULA: CMEPTh UIPOBOrO IEPCOHAXKa — HE TO K& CaMoe, YTO CMepTh
HACTOSIIEr0 YeJOoBeKa, HO peajlbHble ACHBIW MOXHO KOHBEPTHPOBATH
B BUpTyaJlbHOEe uMymecTBO. B.B. ApxumoB cumraer, 4ro mpolieMa
perilaMeHTalil WIPOBBIX OTHOIICHHH B LU(POBOH cpele BBIXOIHUT
Ha HOBBI YPOBEHb CIIO)KHOCTH, ©CJII MBI OOpaTHMCS K «HH(pOpMAaIH-
OHHBIM NPECTYIUICHUSIM: YHIDKEHHE JJOCTOMHCTBA YeJIOBEKa JIHO0 TPyII-
el sy (Apxunos, 2019, c. 76). Urpok, NCTIONHSS POJib BHIMBIIUICH-
HOTO TMepCcCOHa)ka, IIpPeBpallaeT MpoHcXofsdimiee B urpe B ¢apc,
TJIe YYaCTHUKK UTPBI — M 3pUTEIH, U aKTEPHI OMHOBPEMEHHO. B pe3yiib-
Tare, BO3HUKAET «ioruka abcypaa» (Palmer, 1994), B koTopoii coem-
HSIOTCS, MTOJUIEPXKHUBAIOTCS M Pa3pelIaloTcs HECOBMECTUMBIE TTPOIIECCHI
KaK IIyTKa HaJ| YEIOBEKOM, €r0 HECOCTOSTEIFHOCTHIO B 3TOM MHpE.
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OpHako ecnu JOMyCTUTh, YTO BCE MPOUCXOAAIIEe LIyTKa, NEUCTBU-
TEJIbHO JIU JOIyCTUMA JBOMHAS JIOTMKA U JBOMHAas MOpajb, €CIH B CO-
3HaHUW WIPOKOB TPaHUId MEXIY HU(POBOH PEabHOCTHIO U JKH3HBIO
pa3MbITa WM BOBCE OTCYTCTBYET?

Ocmenumcsl IPeNONoKNATh, YTO COBPEMEHHAss KOMIIBIOTEpHAs WT-
pa, Bocco3aaBasi KOH(QIIMKT STHYECKUX CHCTEM (COLHMAIIBHO IMpHEMIIe-
MOHM MOpajaM M MOpajd BOWHA), IpeAjaraeT HaM IPOKUTH JydIlue
U XyAlLIMe BapuaHTHl Pa3BUTUA KyJIbTypbl 110 Bcell BUIMMOCTH, Cery-
€T paccMaTpUBaTh UIPy Kak MPOLECC CO3UJaHUS HOBBIX U JEKOHCTPYK-
LMY CYUIECTBYIOIMX KyJbTYpHBIX MATTEPHOB, MO3BOJIAIOIIMH 3ariis-
HYTh B aJIbTEPHATUBHYIO BCEJICHHYIO, Yepe3 BOCIIPOM3BEICHUE COOBITHIA
MPOYyBCTBOBATh Ha ce0E MHBbIE 3aKOHOMEPHOCTH, KYJIBTYpHBIE, dTHYE-
CKH€ MPUHIIMIIBL, a TaKXKe MOCIeCTBUS UX MpuMeHeHnd. OnHako mpu-
HUMasi BO BHUIMaHHME TO, YTO T'PaHMIIBI MEX]Ty UTPOM U peanbHOM Ku3-
HBIO B CO3HAaHMM HEKOTOPHIX COBPEMEHHHUKOB Pa3MBITHI, €/1Ba JIH MOKHO
C YBEPEHHOCTHIO TOBOPHUTH O TOM, YTO OYAYyT cIeaHbl KaKHUe-JIH0O0 BbI-
BOJIbI WM JOCTUTHYT HOBBIM YpOBEHb NMOHHMAHHS, KaK U O TOM, YTO
3aUTpaBUIMHCSA WUTPOMaH, BBIAIS Ha YJIMIY, HE MPOJODKUT «UTPATh»
YK€ C )KUBBIMH JIFOJIbMH.

Bobi6oowi

Uenosex XXI B. )KUBET B MHOTOKOHTEKCTHOM MHpE, T pealbHOE U
BUPTYaJIbHOE MEpeIuIeTaloTcs, 00pa3ys NpudyUIMBYIO MO3aUKy OBITHS
C MHOXECTBOM CMBICJIOB M 3HAYCHUIl. DTO OOBSICHSCT 3aLUKIEHHOCTb
YeJIoBeKa Ha Pa3HOTO poja IpaHMlaX, pa3pblBax, HECOBMAJCHUSAX, KOH-
¢iuKTaX, NIpaBWIaxX U YCIOBUAX, UX COOTHOIIEHUSX U T. 1. CoBpeMeH-
HBII 00pa3 >KM3HU CIIOCOOCTBYET HAKOMJICHHIO HETaTHBHBIX SMOLMH H3-
3a MOBBIIIEHHOTO YPOBHS cTpecca. JKECTkre paMKu TEXHOTEHHON KyJb-
TypBl, IPEAEIBbHO PALMOHAIM3UPOBAHHbBIE YCIOBHUS OBITHA HE [aroT
BO3MOXXHOCTH JJIsl BBIXOJ]d HAKONMBIIEHCS arpeccuy, pa3odapoBaHHS,
CTpaxa, HalpsDKEHWs HEPBHOW CHCTEMBI. B CO3HaHMM COBPEMEHHOTO
YeJI0BeKa MPUCYTCTBYET MBICb 00 yTpaTe €AMHCTBA C MUPOM, KOTOpOE
OH TIBITAETCsl OOPECTH BCEMH IOCTYIHBIMH CPEACTBAMH M CTaHOBUTCS
OJIEP’)KUM MEUTOW O CrokoHcTBHH. COCTOSHHE dYeloBeKa IU(PPOBOH
3MOXU YacTO OIPEAEIIIOT KaK MPeAeiIbHBI MHINBUAYaIN3M — 3aIUK-
JICHHOCTh Ha ce0e, CBOEM COCTOSHWH, JMYHBIX MPEANOYTCHHUSX, BBI-
CTpaWBaHUE UCTAaHIMH C OOBEKTHBHOW, NMPEIMETHOI pearbHOCTHIO,
KOTOpasi He yCTPaWBaeT, yXOIl B COOCTBEHHBI BHYTPEHHUA MHUp. AJb-
TEPHATHBHAsI PEANBHOCTh KOMITBIOTEPHBIX UTP (OpPMHUpPYET ocoboe Me-
CTO, B KOTOPOM KpaiiHe 3acTpecoBaHHBIN mHAmBHIyamncT XXI| B. Mo-
XKET pacciabuThCS M AATh BOJIIO CBOUM MCTHHHBIM 3MOLIUSIM U KETaHH-
SIM, OCBOOOJMTHECSI OT CTPAaxOB M HampspkeHus. OIHAKO Ype3MEepHOCTD
KOMITBIOTEPHOH UTPHI HE MOXET OBITh COOTHECEHA C PEaJIbHOM COIH-
QJIBHOM >KU3HBIO MHAMBHU/A — TaK BO3HUKAET ATHYECKHH BOIIPOC O JIO-
ITyCTIMOCTH ONIPEeNEHHBIX CUTYaIlMii B UTPOBOM IPOCTPAHCTBE.

BHuMaTenpHBIA aHaIM3 peanbHOCTH KOMITBIOTEPHBIX WIP JIEMOH-
CTPUPYET, YTO B JICMCTBUTEIFHOCTH OHA, IMO3ULMOHUPYSI CBOOOY Jeii-
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CTBUI YYaCTHHUKOB, SIBJIIETCSl JIOTHYECKU MPOJAYMAHHOW CHUCTEMOM, KO-
TOpOM XapaKTepHa aMOWBaJCHTHOCTh: C OJHOH CTOPOHBI, HTPa aBTO-
HOMHA W TIpeAnojaraeT peajn3aliio COOCTBEHHBIX JKEJIAHWH HIPOKa;
C Ipyrod — HAIMYKE MPABUJ UTPHI OTPAKACT KOJUICKTUBHBIC MOTPEOHO-
cTU. B KOMIBIOTEPHON UTpE COEAUHSIIOTCS, MOAJIEPKUBAIOTCA U pas3pe-
IAIOTCSI HECOBMECTUMBIE TMPOLIECCHl KaK IIyTKa HaJ YeJIOBEKOM,
€r0 HECOCTOSITEIBHOCTHIO B 3TOM MHUDE.

B urpe paHo mwim mo3aHO HacTymaeT (hUHA, KOTOPBIH HAIIOMHHACT,
YTO KOMITBIOTEpHAsI UTPOBAsi CUMYJISIIIUSL HE paBHA MUPY, OJJHAKO UTpa
MMEeT CBOICTBO 3axBaThIBaTh YeNOBEKa. YBJIEUEHHOCTH UTPOBOM poO-
JBI0 OepéT BepX HaJ IPYTHMH €r0 aKTUBHOCTSAMH, a HCIOJb3yeMas
B KOMIBIOTEPHBIX UTpaxX Trpaduka Majo OTIMYAcTCs OT (U3UYCCKOM
PEaNBHOCTH — BCE 3TO MPEJCIBHO Pa3MbIBACT MPAHUIIBI OBITHS, HE T03-
BOJISISI TIEPECTYNHUTH TOPOT UTPhl M BEPHYTHCS K OOBLICHHOW JKHM3HHU.
Takum 00pa3oM, MOXKHO yTBEPXKIAaTh, YTO UIPOBasi KOMITLIOTEPHAs pe-
AJIBHOCTH BCTPOCHA B COBPEMCHHBIC ITPEACTABIICHUA O MUPE.
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