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AHHOTAIIHNSA
B cratbe paccmaTpuBarOTCs BHJIECOUTPHI KAk HSKPAHHBIM MEIUYyM HCTOPHUYECKUX
PEKOHCTPYKIUH ¥ MU(DOB, CIIOCOOHBINA BIHITH HA MAacCOBOE HCTOPUYECKOE CO3HAHHE U OBIThH
YacThIO aKTYyaJbHOM TMOJUTHUKHU MaMsITH. BBISBISETCS TpU OCHOBHBIX THIA «HCTOPHUYECKUX)
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BUJICOUTP — WIPHI-PEKOHCTPYKLUHU, WIPbl IO MCTOPUYECKUM MOTHBAM M HCTOPUYECKH-
CeTTUHTOBble uUrpel. Kaxknapli u3 HuX QopmMupyer o0coOyl0 MOJAIBHOCTh pPAabOTHI ¢
UCTOPUYECKHMMH TEKCTaMH, CO3JAIOUIYI0 CBOEOOpa3HbIE BHUPTYAJIbHBIE HMHTEPIPETALUH
HCTOPHYECKHUX COOBITHI U (akToB. OTMEUAETCs, YTO BUACOUTPHI OOPAIIAIOTCS K CAMBIM Pa3HBIM
HCTOPUYECKHUM CIO’KETaM U COOBITHSAM, HO 3a4aCTyI0 UMEIOIIMM BOEHHO-0aTalbHOE COJEpKAHHE.
3T0 00BICHAETCS KAaHPOBOW CIEUU(BUKON CO3IAaHUS «UCTOPUIECKUX» Urp. PackpeiBaercs, 4To
IpUpPO/Aa BHJIEOUTP, KOTOPOM IMpHUCylla MpOLEAypHass HWHTEPAKTUBHOCTb, BCTYNAEeT B
NPUHIUINAIBGHOE  NPOTUBOPEYHE C  BO3MOXKHOCTBIO  AQyTEHTUYHOW  HMCTOPUYECKOU
PEKOHCTPYKIIMU. OJTa OCOOCHHOCTh OOBEKTUBHO TMPHUBOJAUT K  TMOCTMOJEPHUCTCKOM
JNEKOHCTPYKIMHU ¥ MU(OJIOTHU3alMK UCTOPUYECKOTO HappaTHBa, pealn3yeMoro B BUJICOUTPOBBIX
JTUCKypcax M mpakThkax. Kpome Toro, moguepkuBaercs HMMeEOIlas MECTO HAEOJIOruueckas
MOJINTU3ALIMS HEKOTOPBIX BUACOUTPOBBIX HCTOPHUUECKUX ITOBECTBOBAHUM.

J1si HATHPOBAHHUSI B HAYYHBIX HCCJIEI0BAHUAX
benses JI.A., bensesa V.11, Jlykamuna B.JI., Tesuna E.A. Buaeourpossie HappaTuBbl Kak
MPOCTPAHCTBO HCTOPUYUECKHX peKOoHCTpykimid U mudos // Kynaprypa u nuswimsanus. 2020.
Tom 10. Ne 2A. C. 99-105. DOI: 10.34670/AR.2020.51.52.011
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JNEKOHCTPYKIUS UCTOPHUH, UCTOPUUECKHUE UTPHI.

BBenenune

CeroyiHsi BUIICOUTPHI SIBIISTIOTCS 3aMETHOM YaCThEO COBPEMEHHON IKPaHHOW TEXHOKYJIBTYpHI. [Ipu
TOM OHH BBICTYNAKOT HE TOJBKO CPepoil MHTEPAKTUBHO-IU(POBBIX pa3BICUCHH, HO M BIIOJHE
JETUTUMHO TPETCHIAYIOT Ha Ooyiee MUPOKOe (QYHKIUOHAIBHOE MPHCYTCTBUE B IPOCTPAHCTBE
aKTyaJIbHBIX KYJIbTYPHBIX IIPAKTHK, CMBICIOB 1 lieHHOCTel [Kartaes, 3emnsackas, 2020, 105-106]. Tak,
OTICNbHBIC BHJIICOUTPHI MOTYT 00JalaTh 3aMETHBIM XYIO0)KECTBEHHBIM COJICPYKAHHEM, BBI3bIBATH
ATHYECKHE CIIOPBI U CIIOCOOCTBOBATh POPMUPOBAHHIO HOBBIX COI[HAIBHBIX OOIIHOCTEH.

CpaBHHUTEIBHO HOBOW c(epoil KyJIbTYpHOTO TPUCYTCTBHSI BHJICOUTDP CTAIO0 MEIHAIbHOE
MPOCTPAHCTBO CO3JAHHS W TPAHCISAIMUA MUCTOPUYECKUX PEKOHCTPYKIMH M Mu(OB. Bumeourpsr Bce
Yaie BHICTYHAOT AJIEMEHTOM KOHCTPYHPOBAHUS IMOJIMTHUKY ITAMSTH U YACThIO aKTyalbHON CTPYKTYPBI
ucTopuyeckoro cosnanus [3aasopHos, 2019, 19-20]. IMeHHO O3TOMY HCCIIEIOBATEILCKUI TUCKYPC
3apyOexHBIX game studies Bce yaiie mepecekaeTcsi ¢ TeMaTHYeCKUMHE pasaenamu memory studies u
history studies [Koski, 2017, 400-402]. Kpome Toro, ajst Hac 0OCOOCHHO Ba)KHO, YTO B KOHTEKCTE
JAHHOW BHPTYalbHO-IIU(POBON TeHEepalud HCTOPHUYECKUX HAppPATUBOB HEPEIKO MPOUCXOAUT
oOpaiieHue K OTAEIbHBIM CIOKETaM OTEUECTBEHHOW HCTOPUH, KOTOpBIE YacTO TOJIBEpPraercs
3aMeTHOMY HcKakeHuto [benos, 2018, 98-101].

Bce 9T0 co3maer akTyalbHOCTh HAyYHO-MCCIIEIOBATENbCKOIO PACCMOTPEHHS BUICOUTDP Kak
(heHOMEHAa UCTOPUYECKOTO CO3HAHMS, CIIOCOOHOTO 3aMETHO BJIMATH HA MOMYJSPHOE MPEICTABICHHIE O
3HAYUMBIX COOBITUSX MHPOBOH HCTOpUHM U (HOPMHUPOBATH OMPEACICHHYIO MapajurMy uX
WHTEpIpETaIIH.
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OcHOBHAA YACTH

Vixe ¢ 90-x rr. XX B., KOTJ[a yCUIIMBAETCS POJIb U 3HAYCHHE CIOKETA B KOHTEKCTE BUJCOUTPOBOTO
MOBECTBOBAHMS, HAYMHAIOT TOSBIATHCS W TIOJIb30BATHCS 3HAYUTEIBHOW MOMYJISPHOCTHIO YCIOBHO
«HcTopuueckuey BUAeourpel. OHM Hamboyiee XapaKTepHBIC IS JKAHPOB «CTPATETHS», «IIyTEep» U
«rpukiIoyeHne». OCHOBOM /ISl WX CIOKETHOTO HappaTHBa W CETTUHTA CTAHOBSTCS KaKOWU-TO
OT/ICJIbHBIA UCTOPHUYCCKUI U301 WM 1ieiasi anoxa [27, ¢. 23-24].

[To xapakrepy oOpameHust K ICTOPUIECKON TeMaTHKE BUICOUTPHI MOTYT OBITh TIOJICTICHBI HA TPU
OCHOBHBIE Tpynmbl. K mepBoii MOXXHO OTHECTH HIPBI — HUCTOPUICCKHE PEKOHCTPYKIIMH, B KOTOPBIX
COBEpIAETCS TOMBITKA C U3BECTHON CTETIEHBIO TOCTOBEPHOCTH BHPTYAIbHO BOCCO3/1aTh KOHKPETHBIN
HMCTOPUYECKHUI CIOKET M Habop ¢akTthueckux coObITHH. Ko BTOpO# rpymme OTHOCSTCS uepvl no
ucmopuveckum momusam. B HUX Kapkac MOBECTBOBaHUS 0a3upyeTcss Ha HCTOPHYECKOM COOBITHH, B
CIO)KETE MOTYT IPHCYTCTBOBATh OT/EIBbHBIE MCTOPUYECKHE TMEPCOHAXH, HO KOHKPETHOE Pa3BUTHE
HappaTHBa MOXKET 3HAYUTEIHHO HE COOTBETCTBOBATH UCTOPHUECKUM (hakTam. M, HaKoHell, K TpeThe
TpYTIIe MOKHO OTHECTH UCHOPULECKU-CEMMUH208bLe Uepbl. B ATOM ciTydae HCTOPHUECKUI KOMITOHEHT
MPUCYTCTBYET UCKITFOUUTENFHO HA YPOBHE rpauiIecKoil SCTETUKH, JEKOPATUBHO-BHEIIHEH CXOKECTH
C BU3YaJIbHBIM CTHJIEM UCTOPUYECKOM JITOXH.

Temepp TmoOapOoOHEE OCTAaHOBHMCS Ha PAaCCMOTPEHHHM KaKIOW W3 yKa3aHHBIX TPYIIT
«rcTOoprUecKux» Buneourp. Cpa3y cieayeT OTMETHTh, YTO HE BCET/ia €CTh BO3MOXKHOCTh YETKO U
OJIHO3HAYHO Pa3rpPaHUYUTh UCTOPHUUECKH TOCTOBEPHBIE UTPHI U KBA3UNCTOPUYECKOE MU(POTBOPUECTBO.
D10 00yCIIOBIIEHO MHTEPAKTUBHON MPHUPOIONA BHICOUTP, KOTOPAsl MPUIAET HOMAJIUUECKHN XapaKTep
T000My, Jake MCXOJHO BIIOJHE JOCTOBEPHOMY MCTOPHYECKOMY HappatuBy. B 3ToMm cwmbicie
abCoNIIOTHAsT MCTOpUYECKass JOCTOBEPHOCTh MCKIIOYMIA Obl HUIPOBYIO COCTABIISIIOIIYIO, KOTOPOM
MMMaHEHTHa MpoIielypHas BApUaTUBHOCTb.

Mex1y TeM MOXHO BBIJCIIUTH LENbIH Psil UTP, B KOTOPBIX JOCTATOYHO TOYHO PEKOHCTPYUPYETCS
UCTOpHUYECKas JCHCTBUTEIBHOCTh. Hampumep, B cepun crparernueckux urp «Total Wary kamprii
OTJENBbHBIN 3MHU30]l TOCBSIIEH PEKOHCTPYKIMH KOHKPETHOW KyJIbTYPHO-UCTOPHUYECKON AIOXH C
aKI[EHTOM Ha BOECHHO-TIOJUTHYECKUX peausiX. 37eChb MOXHO BCTPETUTh oOpallleHue K HCTOPHUU
Jlpesuero Puma (Bpemennoit mpomexytok 270 r. 10 H.53. 10 14 1. H.3.), CpenneBexoBoii EBpors (1080-
1530 rr.), peomanpubix BoiH Smonnu (1530-1630 rr.), KoMOHHANBHBIX 3aBOeBaHMii HOBOro BpeMeHu
(1700-1799 rr.) u moxomoB Hamomeona. Kaxkngas d4acTh Ha T'€OMOJMUTHYECKOM YPOBHE BIIOJHE
JIOCTOBEPHO PEKOHCTPYUPYET HUCTOPUYECKHI HappaTuB »dnoxu. Ilpu STOM HrpoOK MOXKET
KOPPEKTUPOBATh JTOKAIbHBIE HUCTOPUUECKHE COOBITUS, CO3/1aBaii (PaKTUYECKH aJbTepPHATUBHBIC BEPCUH
HCTOpUH, I100aIbHO UHKOPIApUPOBAHHBIE B TOCTOBEPHOE (C TOYKU 3PEHHS OOIINX 3aKOHOMEPHOCTEH
JMHAMHKU HCTOPUYECKOTO IIPOIlecca) UCTOPUYECKOE ToBecTBOBaHuE. [IpiMepHO K TaKOMY K€ YPOBHIO
JOCTOBEPHOCTH W MOJENIN TPAHCISIIUA UCTOPUYECKOTO HappaTUBa MOXKHO OTHECTH CEPHIO HUIP
«Europa Universalisy [Uepusix, 2017, 79-82].

Takxke B CrokKeTax BHUACOUTP YACTO BCTpeyaeTcs OOpalleHHE K JOKATbHBIM HCTOPUYECKUM
CIOKETaM, IMEIOIINM, KaK MpaBuiio, OaTanbHOE coepkanue. B yacTHOCTH, Hanbosee MomyIsIpHbIMA
SIBIISIFOTCSL CEOYKEThI MHPOBBIX BOIH, pealn30BaHHbIE B TaKWX HMrpax kak «bmumkpur», «Medal of
Honor», «Battlefield 1», a takxke B mepBoit u Bropoil yactsix «Call of Duty». B Hux neiictBus
BHUPTYaTbHOTO MIPOTArOHUCTA BIUIETEHBI B IOCTOBEPHBIA UCTOPUUYECKUIN HAPPATUB, U OT YCHEIIHOCTU
MPOIEIyPHBIX aKTUBHOCTEH refiMepa 3aBUCHT akTyanusanus ucrtopuu [27, c. 159-162]. B cioyuae
UTPOBOI HEYauu TTOBECTBOBAHKE NIPEPHIBACTCS WIIH CO3JaeTCS abTePHATUBHAS BEPCHS HCTOPUU.

C onmHOHM CTOPOHBI, JAHHBIM KJIacC UTP MOXKET OBITh BEChbMa TMOJIE3€H C TOYKU 3PEHHS
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MOMYJISPU3ALMM  PEAJbHBIX HCTOPUYECKMX COOBITUM W HMMMEPCHOHHOTO BOBJIEUYEHUS B HHUX
[Kupuuenko, 2019, 132-135]. C napyroél cTOpoHBI, jAaxke 0a30BO HCTOPUYECKH JOCTOBEPHBIC
PEKOHCTPYKIMH [IOYTH BCETJa IPELyCMAaTPUBAIOT BO3MOXKHOCTh KOPPEKIIUU COOBITUMHOIO psiaa, u4To
MOJICITYAHO (OPMHUPYET TPEACTABICHHE O HEKOHCTAaHTHOCTH HCTOPUYECKUX SIBICHHHA, UX
otHocutenbHocTH [Tapacos, 2009, 172]. Bee 310 BIOIHE MOXKET UIACHHO MMOATOTABIMBAThH YEIOBEKA K
MUPOJIOTU3AIMHA UCTOPHH.

bonee Toro, HeKOoTOpble BHJICOUIPHl SBHO WJIM HUMIUIMUUTHO KOHCTPYMPYIOT HEKOE
MU(DOJIOTU3UPOBAHHOE TPEACTABICHNE 00 HCTOPHYECKOM pa3BUTHH. TakuM 00pa3oM, OHU HE TOIBKO
00pa3yloT HOBYIO BUPTYaJIbHYIO pealbHOCTh, HO M 00JIaJal0T MHTEHIMEH Ha BHEPEHNE UMEIOILENCs
HCTOPUYECKON PEaIbHOCTH B COOCTBEHHbIE BUPTYaIbHO-MU(OIOTU3UPOBAHHBIE KOHCTPYKTHI.

B caywae c¢ Bujgeourpamu, CO3JAIOIIMMUCSA 10 HCTOPUYECKMM MOTHBAaM, CHUTyalus C
Mudonoruzanueil ckiaapiBaeTcsi Haubosee siBHO. K 3ToMy Kiaccy OTHOCHTCSI MHOYKECTBO MIPOBBIX
MIPOEKTOB, MBITAIOIIKUXCS PHUBIIEYb TeMMEPOB OOPAILIEHUEM K U3BECTHBIM MCTOPUYECKUM TEMaM U UX
HEOKUJAHHBIM CIOKETHBIM  «IepeocMblicieHuemM». CaMblM MaccoBO TMOMYJISPHBIM PUMEPOM
MOJIOOHBIX TMPOEKTOB SBIIAETCS ceprst Urp «Assassin's Creed», rjie KOHIENTYalbHONW OCHOBOW CHOKETa
BBICTYIIAIOT UJEH O BO3MOKHOCTH U3MEHEHHUS MPOLLIOTO.

I'maBHBIM repoil BoJiell WUrpoOBOrO MOBECTBOBAHUSI OKAa3bIBAa€TCSI B CaMbIX pPa3sHOOOpa3HBIX
ucropudeckux jokauuax — Jlpesuem Erunte, Antnunoit I'peunu, CpenneBekoBoit EBpomne, CIIA
nepuoa 60psOBI 32 HE3aBUCUMOCTH, peBoMtornoHHON dpannmu konma XVIII B. u Aarnum XIX Beka.
B HuX OH BCcTpewaeT peanbHbIX HCTOpUYeCKHX mnepcoHaxkeill — llesaps, Kneomatpy, Ilepukia,
[Tudaropa, [lnarona, Puuapna | JisBunoe Cepane, H. Makuagennu, J1. CaBonapoay, [[. Bamunarrona,
b. ®panknuna, koponeBy Bukroputo, Y. Japsuna, K. Mapkca u MHOTHX JPYTMX M3BECTHBIX JIFOACH
nponutoro. Kaxaplii u3 HUX 00JaaeT onpeaeaeHHON MPOMUCaHHON POJIBIO M XapaKTEpPOM B paMKax
urpoBoro HappatuBa. [Ipu sTom (akTuueckue NeHCTBUS W TpaHCIUPYEMble HAEU YKa3aHHbBIX
MepPCOHaXeH MOTYT 3HAUUTEIHHO OTINYATHCS OT MOCTYIKOB MX PEAIbHBIX HCTOPUYECKUX TIPOTOTHUIIOB.

Taxxke HEOOXOAMMO OTMETHTh BECbMa AayTEHTUYHO BOCCO3JaHHBIM BHU3YyaJbHBIH CETTHHT
YKa3aHHBIX HCTOPUYECKHX OMOX, YTO YCHJIMBAET BIIEYATIICHHE OCTOBEPHOCTH. Mexay TeMm, B
JEHCTBUTEIILHOCTH BCE MpoHUcxojsiiee B «Assassin's Creed» sBIsIETCS MPUMEPOM HCTOPUYECKOM
JNEKOHCTPYKIMH. DOpMaNbHO UTPOBOM MUP HAMOJIHSAETCS OTACIbHBIMU UCTOPHUYECKU JOCTOBEPHBIMU
3JIEMEHTaMU, HO BCE 3TO BMECTE CKJIaJbIBACTCA B NICEBAOMCTOPUUECKOE oBecTBOoBaHue. OHO BOMpaer
B ce0s MHOXXECTBO KYJbTYPHBIX OTCHUIOK, HO B HTOr€ CO3JAa€T B CMBICIOBOM acIleKTe€ BecbMa
SKJIEKTHUYHBIN ucTopuueckuil Mud. OTHOBpPEMEHHO MOJAOOHBIE WIPHI, B CYIIHOCTH, MOXOXH Ha
HUCTOPUYECKHE pOMaHbl WM XYyJ0KECTBEHHble (WIBMBI, KOTOpPbIE TakKXKe CTpeMATCS K
MudoTBopuecTBy. M 37€Ch BaXKHO pa3inyaTh JEMAapKalldi0 MEXIy HUCTOPHUYECKHU JOCTOBEPHBIM U
BBIMBICTIOM, a TaK)X€ MMETh COOTBETCTBYIOIIUN (POKYC BOCHPHATHS JAHHBIX KYJIbTYPHBIX TEKCTOB
[Lewis, 2020, 57-61].

B sTOM cMmbIcie MOJOOHBIE UTPHI MOXHO CPaBHUTHh C XYJOXKECTBEHHBIMU MPOMU3BEICHHUIMH,
MIPEeX/ie BCero KNHO(MMIbMaMH U KHUTaMHU, OCHOBaHHBIMU Ha HCTOPUUYECKHX croxkeTax. K Tomy xke 3ToT
pUeM 0COOEHHO HEOOXOAUM JUIsl CYIECTBAa BUACOUTP B CUIIY UX MHTEPAKTUBHOW MPUPOJBI, KOTOPas
IpeIycMaTpUBAaeT HEKOHCTAHTHOCTh TPAHCIMPYEMOTO UI'POKY KHOepTeKCTa.

Ho ecmu «Assassin's Creed» momaercst ckopee, Kak pa3BICKAaTEIbHOE HCTOPUYCCKU
KOHTEKCTyaJIbHOE NMPUKIIOUeHHe 0e3 MpeTeH3uil Ha MOJIHYI0 HCTOPUUYECKYIO0 ayTeHTUYHOCTb, TO €CTh
P BUJICOUTP, KOTOPbIE JAEKIapaTUBHO HA ATO MPETEHIYIOT, HO (PaKTUUYECKH CO3/IAl0T UCTOPUUYECKUNA
MU}, IpUYEM B psijie CIydaeB UMEIOLINH IBHYIO HJICOJIOTHUECKYI0 aHTa)KMPOBAHHOCTh. K uncity Takux
NPOEKTOB MOXKHO oTHecTH Buaeourpy «Company of Heroes 11».

Belyaev D.A., Belyaeva U.P., Lukashina V.D., Tezina E.A.
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®opmanbHo «Company of Heroes Il1» oTHocuTCS K jKaHpy CTpAaTEruy, BBHIIIOJIHECHHOW B CETTHHIC
Bropoii Muposoii BoiiHbl. OnHako Ha ypOBHE CIOXKETHOIO HappaTMBa OHA COJEPKUT SIPKO
BBIPA)KCHHBIM MJICOJIOTHYECKUM, & UMEHHO aHTUCOBETCKUMU IOCBUI. Tak, OCHOBOW €€ I0BECTBOBaHUS
cTaHoBsTCA BocnomuHaHusi nuccuaeHta JILA. McakoBuua, orOpiBatomiero cpok B ['YJIAT'e 3a
AHTHCOBETCKYIO J€SITENbHOCTb, 0 ero ciayxk0e B psaax PKKA, npumenmmuxcs Ha Bpemst Benukoi
OteuecTBeHHOI BoiiHBI.

Cro)keT Wrpbl CTPOUTCS W3 BOCIIOMHUHAHMM 3TOTO JUCCHJIEHTA, KOTOpbIE OXBAaTbIBAIOT BCE
3HauuMble OatanpHble coObITUsI BOB, B KOTOpBIX refiMep U NpUHUMAET HENOCPEICTBEHHOE yYacTHe
IIOCPEJICTBOM BIIOJIHE TPAJULMOHHBIX JUI JAHHOI'O YKaHpa MIPOBBIX MeXaHWK. Ho mpumedarensHO
3/1€Cb UMEHHO COJEPKaHME HappaThBa. B HeM reliMep y3HaeT 0 «3BepCTBaxX KPAaCHBIX KOMaHIUPOBY,
paccTpenax COBETCKMMHM COJIJJaTaMU MUPHOI'O HaceJleHUsl U COOCTBEHHBIX BOCHHOIUIEHHBIX U T.II. Bcee
9TO CO3JIa€T OJIHOMEPHOE, SIBHO aHTaXHMPOBAHHOE BOCIPUSATHE BOEHHBIX COOBITHH Ha BocrouHom
(bpoHTE U AeHCTBUN KpaCHON apMUH, UTO KJIAJIETCsl B OCHOBY HOBOro Muda o Bropoit Muposoii Boiine
[Ocekun, 2016, 119-122].

Taxxke mnodyyaer pacnpocTpaHEHHUE HMIUIMLUTHOE co3AaHue Mudonoruu uepe3 ¢GUrypbl
yMOJIYaHHs. B 4acTHOCTH, 3a4acTyr0 CIOKETHBIE MIOBECTBOBAHUS B BUAECOUTpax 0 MHUpPOBBIX BOMHAX
o0xozsTCst BooO1ie 6e3 ynoMuHaHuil o ponu B Hux Poccuiickoit numnepun wim CCCP, 4ro sBHO yxe
CBHJIETENBCTBYET O MOJTUTHUKO-UIECOIOTHYECKON aHT Q)KMPOBAHHOCTH UT'POBBIX HAPPATUBOB.

3aKkjIo4YeHue

[lonBoast wurtor paccMOTpeHHI0 (EHOMEHAa YCIOBHO «HUCTOPUYECKUX» BHUACOUTP, MOXKHO
3aKJIIOYUTh, YTO OHHM CErOJHS BBICTYNAIOT MEIUAIbHBIM TPAHCIATOPOM CaMbIX Pa3HOOOpa3HbBIX
HCTOPUYECKHX I[OBECTBOBaHMNA. HekoTopele u3 HUX 0073Jal0T HCKIIOYUTENIBHO (POpMabHO-
ACTETUYECKON JOCTOBEPHOCTHIO, PENPE3CHTUPYS TOJBKO BHEIIHUNA OOMUK HMCTOPUYECKUX DIIOX.
Jlpyrue mNpeTeHayloT Ha HEKOTOPYI0 HCTOPUYECKYIO JIOCTOBEPHOCTh M JIaXe AayTEHTHYHOCTD,
PEKOHCTPYHPYS] OCHOBHOW MAacCCHB BIIOJHE JOCTOBEPHBIX (PAkTOB U coObITHH. OOHAKO B CHITY
MHTEPAKTUBHO-TIPOLEAYPHOU MPUPOIbl BHUACOUTP MOIIMHHBbIE HCTOPUYECKHE DPEKOHCTPYKLHMH H
JAaHHOW  MeauilHOW miaTgopMe NPUHUIUIUAIBHO HEBO3MOXKHBL. OHM  mpeBpamialTci B
KOHCTPYHUPOBAaHHUE MOJIENe HUCTOPHUYECKONH MHQOJIOTUU, IOCTMOJACPHUCTCKUA JEKOHCTPYUPYS
ucTopudeckuii HappatuB. Kpome TOro, OTIenbHbIE MOJMTUYECKUE TEMbl H3JaraloTcsi B SBHO
UJICOJIOTUYECKH aHTKUPOBAHHOM TOHANBHOCTH, B pse CIlydaeB HMMEIOIIeH aHTHUPOCCUMCKHIA
MOJITEKCT.
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Abstract
The article considers video games as a screen medium of historical reconstructions and myths,
which can influence the mass historical consciousness and be a part of the actual memory policy.
Three main types of "historical” video games are identified: reconstruction games, games based on
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historical motives, and historical — setting games. Each of them forms a special modality of working
with historical texts, creating a kind of virtual interpretation of historical events and facts. It is noted
that video games refer to a variety of historical stories and events, but often have a military-battle
content. This is due to the genre specifics of creating "historical” games. It is revealed that the nature
of video games, which is characterized by procedural interactivity, comes into fundamental conflict
with the possibility of authentic historical reconstruction. This feature objectively leads to
postmodern deconstruction and mythologization of the historical narrative implemented in video
game discourses and practices. In addition, the current ideological politicization of some video game
historical narratives is highlighted.
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