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AHHOTAIUSA

B cratbe paccMaTpuBaeTcs XxapakTep 1 0COOEHHOCTH BU3YAJIBHOTO OTPAXKEHHSI KYJIbTYpPHOTO
KOHIIENTa «3arpoOHBI MHp» B BHJIECOMTPOBBIX HappatuBax. [loguepkuBaeTcsi 3HAYMMOCTh
MpPEJICTaBICHU O 3arpoOHOM MHUpPE B HCTOPHHM KYyJIbTypbl M OOLIECTBEHHOM CO3HAaHUU
yenoBedecTBa. DUKCUpPYyETCsl, UTO B aKTyaJlbHOM MEIua-IUCKypCe BUIEOUTPHI CTAIHM OJHUM M3
3HaYMMbIX (OPMATOB SKPAaHHOM pENpe3eHTAllMHd AapXETUINHYECKUX NPEACTAaBICHUH O
npeucnogneil. Ha mnpumepe Hambojee MaccoBO MOMYJSPHBIX BUACOUTP OCYIIECTBISETCS
KOMITapaTHBHAsI aHAJUTHKA Pa3IMYHBIX BapUAHTOB BUPTYaJbHOTO aAu3aiiHa Ana. BeisBistorcs
7IBa OCHOBHBIX KYJIBTYPHBIX HCTOYHHKA BH3YyaJIbHO-KOMITBIOTEPHOM PEKOHCTPYKIMH 3arpOOHOTO
Mupa: MU(OIOTHS (IpeBHErpeuecKas U CKaHAWHABCKAs) U XpUCTHAHCKas pelurus. Beinensiorces
obmue, (QyHAMPOBAHHBIE N300pA3UTEIBHON TpaaULUEH HMCTOPHM KYJIbTYpPbI, 3CTETUYECKHE
MOTHUBBI BHM3yaJM3allud 3arpoOHOro Mupa B Buaeourpax. OTAEIbHO NOJYEPKUBAETCS
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BO3MOXKHOCTh MHTETpAllMM BU3yaJbHBIX (opM Ana B HPOLEAYPHBI KOHTEKCT HWIPHI, YTO
MIO3BOJISIET CO3JaTh HOBBIH, IMMEPCHUBHBIN 3 GeKT X BocrpuaTHs. OTMedaeTcst, 4TO OTACIbHbIC
Buzeourpsl (Hampumep, cepuu «DOOM» u «Devil May Cry») mpemiaraioT OpUTrHHAJIbHBIC
IM3aifHEpPCKHUE pEeIIeHHs] BU3yalH3allud apXUTEKTOHUKH MPEUCIIONHEH U ee OecTuapusi, yMeno
codeTast TpaJAuIOHHbIE ()OPMBI 1 HHHOBAIMOHHO-TEXHOJIOTMYECKYIO CTHIIMCTHUKY.

J1si HATHPOBAHUSI B HAYYHBIX UCCI€T0OBAHUAX
bensies [I.A., Jlykammna B.J1., Tesuna E.A. KynbTypHblli KOHLIENT «3arpoOHBIA MHP» B
BUJICOUTPAX: MPAKTUKH BU3YAJILHOM a/IallTAlliy U 3CTeTHKa 00pa30B // KylbTypa u IuBIIIA3AIIHS.
2022. Tom 12. Ne 1A. C. 113-119. DOI: 10.34670/AR.2022.85.13.012

KuaroueBnle cjioBa
An, Buzieourpsl, game studies, npencroHsist, CTETHKA ajia, PETUT s, MU(POIOT s, SKpaHHasI
BHU3yaJIM3aIus aja.

BBenenue

K nauany tperbero necstunetust XX| B. BUICOUTPHI ABJISIFOTCS BITOJIHE JIETUTUMHBIM KYJIbTYPHBIM
¢denomenomM. [Ipu 3TOM, OHM BBIILIM 332 TPAHUIBI HCKIIOYUTEIBHO PAa3BICKATEIBHON UACHTHYHOCTH,
CTaB HOCHUTEJIEM pa3HOOOPA3HBIX CMBICIIOB M IIleHHOCTeH [benseBa, 2018, 182]. Buneourpsl opraHudHO
BIIMCAJINCh B COBPEMEHHYIO SKPaHHYIO KYJIbTYPY, C €€ aKI[EHTyalllei Ha BUIC0-BU3yallbHOM PUTOPUKE,
MIPUBHECS M pa3BHBasi HMHTEPAKTUBHOCTb M BUPTYaJbHYIO MIporenypHocTs [Tapacos, 2016, 55]. Oto
MIO3BOJIMJIO UM CTaTh MPOCTPAHCTBOM OPUTHMHAJIBHOM ajjanTallvy IIeJIOTO psifa SBJIEHUN KYJIbTYpHI,
HalrpuMep, OTJEIbHBIX BUJIOB HCKYCCTBA, 1 MEHTaIbHBIX KOHLIENTOB [['yr™an, 2009, 26; KamankuHa,
2016, 56-65]. «Buaeourpsl, Ha HaIll B3I, ABISIOTCS MOPOXKICHUEM TOCTHEKIACCUYECKOM KYIbTYpBI,
HOBBIMU CHMYJISTUBHBIMH TEXHOJIOTUSIMH, MPEAOCTABISIONIMMH OIIYIIEHUS KOHTPOJISA, aKTHBHOTO
ydactus U cBooozsl neiictBus» [["anmanuna, Berymmnackuii, 2019, 34]. B yacTHOCTH, B BUA€OUTpaX
HaIIlJIa OTPaKEHUS TeMa 3arpoOHOT0 MUpa (YCIOBHO «AJIan).

BooOmie wuaes 3arpoOHOrO Mupa, MPEICTaBICHHUS O <KH3HU TOCIE CMEPTU» SBISIOTCS
(dbyHIaMEHTATBHBIMU JIJIS1 KYJIBTYPHI B 1I€JI0OM, BBICTYIIAsl OJTHUM M3 IEPBUYHBIX MAPKEPOB pa3INUCHUS
KyJbTypHOTO B mpupoaHoMm mupe [Kommbenn, 1997, 56-62]. OHu MMMaHEHTHBI OOIIECTBEHHOMY
CO3HAHMIO, PAIlMOHATBHO U OOpa3HO OOBEKTUBUPYSACH B MHU(aX M PETUTHO3HBIX KynbTax. Jlamee
pa3nuYHbIe BUABI UCKYCCTBA QJIalTUPYIOT TeMy AJa, BbIpakas €€ B BU3YAIbHBIX XYy/JI0KECTBEHHBIX
o0pasax 1 TeKCTyalbHbIX HappaTuBax [Kupuuenko, 2017, 99-100; Crapkosa, 2011, 225-226].

C xonma XX B. BUICOUTPHI CTAHOBATCS HOBOW TEXHOJOTHYECKOH IIATHOPMO, HA KOTOPOM
BH3yam3upyercs KoHient Ana. C yd4eToM MacCOBOW MOIMYJISIPHOCTH BHUACOUTP, UMEHHO JTaHHBIA
(hopMaT KOHCTPYHUPOBAHUS U TPAHCISIMKE 00pa30B 3arpOOHOr0 MUpa SBISETCS OJHUM M3 BEIYIUX B
CTPYKType aKkTyalnpbHOro ooOuiectBeHHOro co3Hanus [Begy, 2017, 720-722]. Hame wuccnemnoBaHue
MOCBSIIIEHO PEKOHCTPYKIUU U aHAJIUTHKE BU3yaJbHOM ACTETUKH OTPAXKEHUsI KyJIbTYPHOTO KOHIIEITa
AJla B pa3ITUYHBIX BUJCOUTPOBBIX MUPaX.

OcHoBHAaf 4aCTh

MOKHO BBIIENHUTH JBa OCHOBHBIX KYJIBTYPHBIX IUIacTa — MHQoOIOTUs (B TMEPBYIO OYepeqhb
AHTUYHAS U, OTYACTH, CKAaHAMHABCKas) U penurus (Ipexiae BCero, XpUCTUAHCTBO), KOTOPbIE CTalU
MEPBOUCTOYHUKOM i OOJIBIIMHCTBA MOJIEJIeH BU3yallbHOM afanTanuu AJa B BUACOUTPaX.
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AHTUYHBIE MU(}BI, UX CIOKETbI U 00pa3bl, cHhOPMUPOBABILINE MHOTHE APXETUIIBI COBPEMEHHOM
KyJbTypbl, Y€ HauuWHas C OSM0Xu Bo3poxaeHus 3anaBajii BU3yaJbHbIE OPUEHTUPHI IS
OOJIBIIMHCTBA M300Pa3UTENLHBIX UCKYCCTB M XYJJOKECTBEHHBIX MPAaKTUK. B XX B. HOBBbIE 3KpaHHbBIE
Me/ra TakKe aKTHBHO OOpamlaiuch K HappaTUBaM M 3CTETHKE ApeBHerpedeckoro muda. [Tostomy
BIIOJIHE €CTECTBEHHO, 4YTO BHUJCOUTPHI CTald HOBOW IUIaTGOpPMON afanTalud aHTHYHOMN
MHU}OJIOTHH.

Taprap (win Aun) HEOTHOKPATHO HAXOJWJ BOIUIOIIEHNE B Pa3IMUHbIX UTPOBBIX MpoekTax. Tak,
€r0 pa3INYHbIC BU3YaJIbHBIC peaTH3aI[ii Mbl MOKEM BUPTYaIbHO moceTuTh B «God of War I1I» (2010)
u «Titan Quest: Immortal Throne» (2007). B mocnenueii genaercs yrnop Ha cepbie TOHA, KOTOPBIE 110
Mepe MPOJBMKEHHS WIpOKa B OTOM MHpPE TOCTENEHHO MEHSIOTCS Ha OJieqHO-3€JICHbIE.
Konopuctrueckuii nu3zaita npeucnogneid B «God of War I1I» 3naunTtensno mMpaynee. Ha oTKpBITBIX
IIPOCTPAHCTBAX UIPOK 3a4acTyl0 BUJUT MOTOKH JIaBbl, TEKYIIHE IO CTEHAM U yXOAslue B 0e3/IHy K
nevyansHo u3BecTHOM peke Crtukc. I[lpu 3ToM B 000OMX MpoeKTax MPHUCYTCTBYIOT XapaKTepHBIE
BHU3yaJIbHbIE MapKepbl [[peBHErpeuecKol KyJIbTYpbl, BIPAXKAIOLIUECS B Y3HABAEMbBIX apXUTEKTYPHBIX
pELICHUsX.

BecbMma opurnHanbpHble rpaduvecKre peieHus: MOKHO BCTPETUTh B Urpe «Apotheon» (2015), roe
BCSl BU3yaJIbHAsI COCTABIISAIONIAs BBITIOIHEHA B CTHIIC YepHOPHUTYpHOU Tpedeckoit Bazomucu. [Ipu sTom
COOCTBEHHO AW BHU3yallU3MPOBaH JOBOJIBHO CKYINO M KOJOPHCTUYECKH JamuaapHo. B Hewm
npeo0IiagatoT YepHbIe I[BETOBBIC PEIICHHS Ha 3eJIEHOBAaTOM (OHE.

[To-cBOEMY MHTEpECHOE U MHTETPUPOBAHHOE B TelMILIel Borutonienne Aua noinyuui B «Herc’s
Adventures» (1997). 3aech MpOTaroHUCT Momnagall B MPEUCIOIHIO KaXAbIA pa3, KOTa yMUpal, U
4TOOBI BEIOPATHCS U3 HEE MPUXOIUIIOCH IPEO010JIeBaTh MHOXKECTBO BEChbMa HEJIPY KETIOOHBIX CKEJIETOB
U CTPEJSIIOIIMX KUCIOTHBIMH Imapamu cratyil KynuaoHoB. BaHO, 4TO 3TO HENOCPEACTBEHHBIM
o0pa30oM BIIHAJIO Ha JaJIbHEHIINI UTPOBOI MpoIliece, T.K. aBaTap reliMepa BhIXONUI U3 MUPa MEPTBBIX
MMEHHO C TEM KOJMYECTBOM OYKOB 3JI0pPOBbS, KOTOPOE CyMeNl COXpPaHUTh IIOCII€ BCTPEUYH C
oOuTaTeIsIMU IOJ3€MHOT'0 11apCTBA.

[Tpubnu3uTenbHBIM aHaIOrOM Azla B CKaHJMHABCKOM MM(OIOTMH MOXHO CUMTAaTh XelbXeWM,
KyJia TIOTIaJJaJIi T€ BOMHBI, YTO MPUHSUIM CBOIO CMEPTh OT CTAPOCTU WJIM OOJIE3HU, WIN NPH KU3HU HE
YTHJIHM 3aKOHBI TIpeaKoB. [ToOkiBaTh B XenbxelMe, moo0aThCcsi ¢ OOTMHEH-BIaIBIYMIICH TOTO MUpa
Xenb, ee oTiioM Jloku 1 60rom XUTpOoCTH IcoM ['apMy npeaocTaBiiseT BO3MOKHOCTb BHJICOUTPOBOI
HappatuB «Rune» (2000). Ognako screTnka U JanAmadTHBHIN Tu3aifH 1oauH Xenbxeiima B «Rune»
BecbMa OeIHBI, MpeACTaBisist co00il memiepbl U MpayHble 3aMKH Pa3HOM CTEMEHH 3aT€HEHHOCTH.
3aMeTHBIMH OTJIMYUTENbHBIMH YepTaMH LapcTBa Xeldu MOXKHO Ha3BaTh JIMIIb IOBCEMECTHYIO
PKaBYMHY M IpyOOCTb MCIOJHEHHUS PA3IMUHBIX apXUTEKTYPHBIX OOBEKTOB, a TaKXe MPHCYTCTBHE
HECKOJIbKUX KeNbTCKUX KpecToB. Boun Kpatoc u3 mocnenneii yacre «God of War» (2018) Takxe B
Hayajie Urpbl mocemaer XenbxeilM, KOTOPBIN, BIpOUeM, TakkKe M300pa’keH J0CTaToOuHO cKymo. OH
npejcTaBieH B (opMe MyCTBIHHOTO JIESIHOTO IUIaTO, OKPY>KEHHOTO TOPHOM IpsA0oi, Ha KOTOpPOI
AMU30/IMYECKU BCTPEUAIOTCS CKAHIMHABCKUE TIOCTPONKH.

C TOuKH 3peHMs] AU3aHEPCKUX PEIICHNI HAMHOTO HHTEPECHEE JIOKAIUs XeabXelMa peann3oBaHa
B Buaeourpe «Hellblade: Senua's Sacrifice» (2017), rae mnpucyTcTByeT TOpaszno OombIe
CKaHJMHABCKOTO KOJIOPHUTA U BU3YyalIbHO-TeMaTUUeCKuX uTat. rpa, Ha 4To cripaBeiTMBO yKa3bIBAIOT
E.B. l'ananuna u [I.A. barypuH, «4epriaeT BIOXHOBEHUE U 3aMMCTBYET XY I0’KECTBEHHYIO 00pa3HOCTh
U3 KeIbTCKUX U TePMaHO-CKaHIMHABCKUX MU(OB u jerenn» [["amanuna, barypun, 2018, 28]. Tak, Ha
BOpOTax, BeAyUIMX B XenbXelWM, MOXHO 0OHapyxkuTh Wrrapacunb, a Ha cTeHax y30p TUIUYHO
CKAaHJIMHABCKOI'O JIEHTOYHOTO IJIETEHUS U 3HAKU PYHHOH BSI3H.

The Cultural Concept of “the Underworld” in Video...



116 Culture and Civilization. 2022, Vol. 12, Is. 1A

JpyruM KyJabTYpHBIM IUIACTOM, COJEpIKallleM KOMILJIEKC Pa3HOOOpa3HBIX IMpeICTaBICHUN O
3arpoOHOM MHpe, CTajio XpUCTHAHCTBO. IIpu 3TOM, YTO BechMa IMpHUMEUYaTENbHO, KOHKpPETH3alus
obOpa3a Ana B XpUCTHAHCTBE OblIa chopmupoBaHa, MPEKIE BCETO, B paMKax XyJI0KECTBEHHOTO
(;TuTepaTypHOTO M M300pa3UTEIBHOI0) UCKypca. Tak, HappaTHBHAs apXUTEKTOHMKA U BU3YaJbHBIN
abpuc KOHIIeNTa XpUCTUAHCKOM MpencnoaHel Obuta onpeeneHa B «boxkecTBeHHON Komenun» Jlante
Anurbepu. IlpousBeneHne HTaIbSIHCKOIO IO3Ta CTAJ0 KapKacHBIM ISl BCEM Mocheayrolei
KyJIbTYPHOH TpaauUuM 3KCIuMKauuu Ana. [losToMy HEyIUBUTENBHO, UTO B paMKax BUIEOUTPOBBIX
ajanTtauuii XpUCTUAHCKUX NPEeACTaBIEeHUIN 00 AJle IPUCYTCTBYET MHOKECTBO SIBHBIX U UMILIULIUTHBIX
OTCBIJIOK K CIOKETHBIM TpoIiaM U oopaszam «boxecTBeHHOM komeaun» [bensera, 2021, 18].

Tak, «Dante’s Inferno» (2010) npennaraer reiiMepy MOrpy3uThCs B MEPEOCMBICICHHBINH B AyXe
xaHpoBoil cimmep-RPG ontuku HappatuB mosmsl Jlante. 3aech TiaBHBIN repoil mpeBpamaeTcs B
KpPECTOHOCIIa, a Ha MecTO (prtocockux peduiekcHii 0 CyIp0ax IPEITHIKOB M IMTOJIOXKEHUS YeJIOBeKa B
YHHUBEpPCYME, MPUXOAUT IKIICH-COCTABIAMOMIAsA. B To e Bpems, MPOTaroHUCT BCE TaK K€ JKeJaeT
HaWTH Aynry cBoeil Bo3moOneHHOW bearpuue, Ha MyTH K KOTOPOH eMy HEOOXOJUMO MPEOJ0NIETh
NeBsATh KpyroB Ana. W MMeHHO apT-Iu3ailH MOCIEIHUX 3aCIy’KUBAaeT 0COOOro BHUMAaHUS. 3/1€Ch
aBTOpaM yAaJOCh TBOPYECKH aJalTHPOBATh IOJ BHICOUTPOBOM (opMaT YHUKaIbHBIE OOpa3bl
JAHTEBCKUX KpPYyroB Aja, B KOTOPbIX HAaXOJAT BU3YaJbHO-IPOLEAYPHOE  BOIUIOLICHHE
COOTBETCTBYIOIIIME JIOKALMSIM CMEpTHhIe Tpexu. Hampumep, npumedarenbHa OSCTETHKA «Jieca
camMoyOuiil», B KOTOPOM CaMOYOWHIIbI CTalli OpPraHMYeCKOW 4YacThlO Jieca, CBHCas C JCPEBbHEB U
yrposkas nporaronucty. Wnu tpetuii kpyr Ana — «UpeBoyroaue». OH npeacTaBieH Kak COBOKYITHOCTb
OTPOMHBIX PTOB U YEITIOCTEH, CTPEMSIUXCS TOTJIOTUTD I'eposl.

Eme oaHoll urpoif, MHOrue cOOBITHS KOTOPOH pa3BOpauMBalIvCh B AJy, SIBISETCS M3BECTHBIM
skieH «Painkiller» (2004). HecMoTpst Ha BCIO CXeMAaTUYHOCTh CIOXKETA, B HEM Takyke MOKHO YBUJIETh
napajuienu c croxeroM noamsl Jlanre. Tak, B «Painkiller» npucyTcTByer nenenue Ana Ha HECKOJIBKO
KpyroB, a TaKX€ B OCHOBE IOBECTBOBAHMS JICKUT MCTOPUS O NYTH K CBETJION aylie cBOe
BO3JII00JICHHOM.

OpnHako, KyJa 0ojiee OpUTMHAIBHO K IEpPeoCMbICiIeHUI0 «bokKeCTBEHHON KOoMeauu» IMOAOILIH
pazpabotuuku cepun «Devil May Cry» (2001-2019). HecmoTpst Ha TO, YTO €€ CIOKET HE
COCPEN0TaurBAETCS UCKIIIOUNUTENBHO HA MMy TEIECTBUU 10 Ay, y’K€ UMEHA LIEHTPAJIbHBIX TEPCOHAKEN
urpsl — Jlante u Beprunuii, BBOAAT reiiMepa BO BIIOJIHE OIPEAEIECHHBIN KYyJIBTYPHO-HAPPATUBHBIN
KOHTEKCT. B TO ’xe Bpemsi, W3 JMTEpaTypHOrOo NEPBOMCTOYHMKA B CEPUU OCTAIMCh pa3Be JIUIIb
OTJIENIbHBIE CMBICIIOBBIE 3JIEMEHTHI, HalpUMep, Pa3MbIIUIEHUS O MECTe 4YeJOBeKa B 3TOM MHpE U
MIPOTUBOPEYNBOCTH B3aUMOOTHOILIEHUI Mex1Ty JoapMu. B ocransHoM aBropbl «Devil May Cry»
IBITAIOTCSL  CO3/1aTh JOCTaTOYHO CaMOOBITHBIM MHpP, COYETAIOMIMHA 3ICTETUKY CpPEIHEBEKOBbS,
KkuOeprmaHka U aHuMe.

Haxonerr, He0OX0JMMO pacCMOTPETH JIBE KyJIbTOBEIE cepun Bupeourp — «DOOMy (1993-2020) u
«Diablo» (1996-2012), HappaTB U 3CTETHKA KOTOPHIX HEMOCPEICTBEHHO CBSI3aHBI C MPEUCIIOIHEH.
Hecmotps Ha MHOTOOO IIAtOMIIEE [TsI HAIlIel TeMbl HazBaHue B «Diabloy moObIBaTh B COOCTBEHHO Ay
reiiMepy yjaaercs JIMIIb BO BTOpoi yacT. IIpu 3TOM ee BU3yalilbHas COCTABISAIOIIAS HE CIUIIKOM
pazHooOpa3Ha u Oorata OpuUrHHAIBHBIMU pemeHusMu. [Ipeucnoanss B «Diablo» momaercs B Buie
JIABOBBIX PEK M 03€p, MEXAY KOTOPHIMH IPOJIOKEHBI Y3KHE TPOIbI, BEAYyIIHME MPOTAarOHUCTA, Kak
IIpaBWIIO, K IPEBHUM pyHHaM, B KOTOPBIX €/1Ba Y3HAIOTCS YEPThl CPETHEBEKOBOM MOTUKH.

B «DOOM)y, HecMOTps Ha TEXHOJOTHUYECKYI0 MHHOBALIMOHHOCTD MOYTH KaXKAOH YacTH JaHHON
WUTPOBOM CEepHH, M300pakeHHe AJla JOCTaTOYHO OaHAIBHO. 371eCh KOJUIOPUCTHYECKH COUYETAIOTCS
BapHallil OTHEHHBIX U TEMHBIX I[BETOBBIX pelieHul. JIOKaluu U UX UHTEPhEPbI CKYIIBI U, B LIEJIOM,
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0ZIHO00Opa3Hbl. JIaBOBbIE MOTOKM M KPOBb — BCE 3TO YK€ ObUIO HEOJHOKPATHO PEaIU30BaHO IMPHU
BH3yaJIM3allii MPEUCToNHeH. Jn3aifHEpCKUii MHTEpEC BBI3BIBACT JIUIIL JEMOHHYECKHN OecTHapuid
«DOOMy. Hannpumep, BecbMa koiopuTHb! Kakogemon, Umn u Manky0yc. X acreTnka KoMOMHUPYET
(GyTYpUCTHUYECKYIO TEXHOOPUEHTUPOBAHHOCTh, OMOJIOTU3M M KIACCHYECKHE BU3YAIbHBIE MapKepbl
JeMOHUYeCKuX (hopm.

3akJIoueHue

B urTore MO)XKHO KOHCTaTUPOBaTh, YTO TEMa 3arpOOHOr0 MHUpPa B €r0 HEraTUBHO-YCTpaIlaroIIeH
MOJIAJIbHOCTH TOJIyYHJIa JOCTAaTOYHO IMUPOKOE OTPAKECHHWE B HAppPATHBAX M BHU3YaJTbHOM JIHM3aiHE
IIEJIOTO PsiJia TOCTATOYHO Pa3sHOXKaHPaBhIX Buaeourp. OCHOBHBIMU KYJIbTYPHBIMH UCTOYHUKAMU IS
GOpMHUpOBaHUS €r0 ACTETUKU CTald MUQOJOTHs (IpEeBHErpeueckass W CKaHJAMHABCKas) W
xpuctranckas penurus [Klaus, 2010, 371-374].

Buneourpsr, Hapsity ¢ MPOYMMHU SKPAaHHBIMUA MEJMa, BHOCSAT 3aMETHBIM BKJIAJl B 3aKPCIUICHUE B
HOBOM HMH(OPMAIITMOHHOM ¢opMaTe MW MACCOBYIO TPAHCIAIHIO KYJIBTYPHO YCTOSBIIMXCS,
KJIacCuYeckux o0pa3oB Ana. OHHM CTAHOBSITCS YacCThlO MPOLEAYPHOTO KOHTEKCTa WIpPbI, oOperas
HHTEPAKTHBHOCTh U CO3/aBas HUMMepCHBHBIN > ekt BoBaeuennoctu [Meskin, Robson, 2016, 169].
Kpome TOro, oOTAENTBHBIC BHACOUTPHI MPEAJIATAIOT OPUTHHAIBHBIC JIU3AMHEPCKUE PEIICHUs
BH3YaJIM3aIluU ApXUTCKTOHUKH MTPEUCIIOAHCH U ee OeCTHapusi, yMeJIo coueTasi TpaJuIIHOHHbIC (POPMBI
Y MTHHOBAIIMOHHO-TEXHOJIOTUYECKYIO CTHIIUCTUKY .
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Abstract

The article examines the nature and features of the visual reflection of the cultural concept of
“afterlife” in video game narratives. The importance of ideas about the afterlife in the history of
culture and public consciousness of mankind is emphasized. It is recorded that in the current media
discourse, video games have become one of the most significant formats of screen representation of
archetypal ideas about the underworld. Using the example of the most massively popular video
games, comparative analytics of various versions of the virtual design of Hell are carried out. Two
main cultural sources of visual-computer reconstruction of the afterlife are identified: mythology
(ancient Greek and Scandinavian) and Christian religion. The general aesthetic motives of
visualizing the afterlife in video games, based on the visual tradition of cultural history, are
highlighted. The possibility of integrating the visual forms of Hell into the procedural context of the
game, which makes it possible to create a new, immersive effect of their perception, is separately
emphasized. It is noted that individual video games (for example, the DOOM and Devil May Cry
series) offer original design solutions for visualizing the architectonics of the underworld and its
bestiary, skillfully combining traditional forms and innovative technological stylistics.
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