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BBenenue

COBpeMeHHI)IC KOMITBIOTCPHEBIC UTPBI MPEACTABJIAIOT co00M CIIOKHBIE HHTCPAKTUBHBIC CUCTCMBI, B
KOTOPBIX HappatuB (GOPMHUPYETCS HE TOJIBKO MOCPEACTBOM TPAAUIIMOHHBIX MOBECTBOBATEIHHBIX
CTPYKTYp, HO M 4epe3 MEXaHUKH, ITpaBUJIa U IeHCTBUS UTPOKa. B oTiamyme oT auTepaTypsl U KUHO, I7Ie
CIOXET 3aJlaH aBTOPOM, UTPBI CO3AAI0T YCIOBHUSI AJIi COBMECTHOTO KOHCTPYHPOB aHMS IOBECTBOBAHUS,
4yTO TpeOyeT MepeoCMBICICHHSI HappaThBa Kak JWHAMHYECKOW, MHOTOKOMIOHEHTHOI cuctembl. B
TEOPETUYECKOM JUCKYpCE IMOCIEIHUX IECATUIICTUH BCE OoJblllee BHUMAHHUE YAENSETCS TaKUM
MOHATUSM, KaK areHTHOCTb, SMEP/PKEHTHOCTh, UMMEPCUBHOCTb M MPOLEAypHasi PUTOPHUKA, KOTOpbIE
MTO3BOJISIIOT OMUCATh YHUKAJIBHYIO MPUPOIY UTPOBOTO ToBecTBOBaHMs. PaboTsl /[>kanetr Mroppeit, SIHa
Borocra, Mecnepa FOyma, Katu Canen u Dpuxa 3uMMepMaHa 3aJadil OCHOBY JUIS aHATH3a UIP KaK
Meana, 00Ja1aoIero coOCTBEHHBIMH BHIPA3UTENIbHBIMU CPEJICTBAMHU.

HecmoTtpst Ha 3HaunTENbHBIM 00BEM HCCIEAOBAHMI, BONIPOC O TOM, KaK YKa3aHHbIE MPUHIIMIIBI
(GYHKIMOHUPYIOT HE OTHENbHO, a KaK B3aMMOCBS3aHHAs apXUTEKTypa HappaTuBa, OCTaércs
HCIOCTAaTOYHO CHCTEMATHU3UPOBAHHBIM. I/IHTepaKTI/IBHBIe IMOBECTBOBATCIBHBIC IIPOHECCHI PECIAKO
paccMaTpuBarOTCId KaK HCJIOCTHAA AWHAMHUYCCKad MOACJb, T/IC KaXKI0C U3 MMOHSATHUH BBHIMOJIHSICT
OTIpeNeNIEHHYIO POJIb U BIIMSIET Ha QyHKIIMOHUPOBAaHHE OCTANIbHBIX. HacTosmasi craThsl HanpaBlieHa Ha
BOCITIOJTHEHHE 3TOTO Mpo0esia U MpeyiaracT KOHIENTYaJIbHYI0O MOJENb, OMMCHIBAIONIYI0 B3aUMOCBSI3b
areHTHOCTH, SMEPXKEHTHOCTH, UMMEPCUBHOCTU U MPOILIEAYPHOU PUTOPUKUA KaK €IUHON CHCTEMBI,
ONPEIENAIOIEH CTPYKTYPY W BBIPA3UTENbHOCTh HAPPATUBA B KOMITBIOTEPHBIX HIPaX.

Lens wuccrnenoBaHUsi COCTOMT B TEOPETHYECKOM OOOCHOBAHMM M aHAIM3E€ CHCTEMHOIO
B3aMMO/ICICTBHUSI yKa3aHHBIX MPUHIIUIIOB, a TAKKE B JEMOHCTPALIMU IPUMEHUMOCTH TaHHON MOJAETH
Ha NIPUMEPE UTP Pa3IUUHBIX KAaHPOB. JlaHHOE MCCIIEIOBAHUE ONMUPAETCS HAa MEKIUCLUIIINHAPHBIA
MOAXO/, COCOUHSAIONMN  TeiiMau3aiiH, wmenuadunocoduio, KOTHUTUBHYIO TIICHUXOJOTHIO H
KYJITYPOJIOTHIO, YTO IO3BOJISIET KOMIIJIEKCHO PacCMOTPETh MPUPOLY HHTEPAKTUBHOIO TOBECTBOBAHUS
U BBISIBUTH MEXaHU3MBI (DOPMUPOBAHHUSI CMBICIIOB B IIU(POBBIX Cpeax.

Teoperuyeckue 0CHOBbLI HAPPATHBHBIX IPUHIHUIIOB B KOMIIBIOTEPHBIX
urpax

HappatuBHble IPUHLIMIIBI B KOMIIBIOTEPHBIX UTPaX MPEACTABISIOT COO0M KOMIIJIEKCHYIO CHCTEMY,
B paMKax KOTOpPOM B3aMMOJAEHUCTBYIOT KIIOYEBbIE€ KOHLENIMU: AareHTHOCTb, 3MEPIKEHTHOCTbD,
MMMEPCUBHOCTh U TPOLEAYpHas PUTOPHKA. DTHU MOHATHS, pa3paboTaHHbIE B TEOPUH HTPOBOTO
JM3aiiHa 1 MeIHa-UCCIIeOBaHUX, GOPMUPYIOT OCHOBY JUIsl aHAJIM3a TOTO, KaK UTPbl KOHCTPYUPYIOT
HappaTUBBbI HE TOJIBKO MOCPEACTBOM JINHEWHOTO CIOKETa, HO U YepPE3 MHTEPAKTUBHBIE MeXaHUKU. Jliis
MOCJIEYIOIIETO aHajlu3a B3aUMOCBSI3M ITHX NPUHIIUMIIOB U UX (YHKIMOHUPOBAHUS KaK €IUHOU
CUCTEMBl B KOHTEKCTE HappaTHBa KOMIIBIOTEPHBIX WIP CIEpBa CTOUT OOO3HAUYUTh OCHOBHBIE
OTIpe/IeTICHUs] C OMOpPO Ha pabOThI TakMX TEOPETHKOB, Kak J[xaHer Mroppeit (Janet Murray), Su
Boroct (Ian Bogost), Mecniep I0ya (Jesper Juul) n Katu Canen (Katie Salen), 3am0xuBImx hyHIaMEH T
JUTSL U3y4eHU S UTPOBBIX HAPPATUBOB.

Azenmnocms (agency) B KOMIBIOTEPHBIX MTPAX OMpeAeNseTcs Kak CIOCOOHOCTh UTPOKA aKTUBHO
BIIUATH Ha XOJ COOBITHU, IPUHUMATh pelieHus u GopMHpPOBaTh UTpoBOi onbIT. CormacHo Mroppeit
(1997), areHTHOCTB MpeACTaBISAET COOOW CTPEMIIEHHE MOJB30BaTElNs BHICTYNATh B POJIM aKTHUBHOTO
y4acTHHMKa, a HE NAacCUBHOro HaOmtojarens. B urpax areHTHOCTb MpPOSBISETCS 4epe3 BBIOOPHI,
OCYILECTBJISIEMBIE UTPOKOM: OT YIIPABJICHUS IIEPCOHAKEM JI0 PEILEHUS CIOKHBIX MOPAIbHBIX JUIIEMM,
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kak B cepuu The Witcher. AreHTHOCTh He OrpaHMYMBAaeTCs CBOOOJON NEHWCTBUM; OHA BKIHOYAET
OTBETCTBEHHOCTb 32 IOCIIEACTBUS, YTO CHOCOOCTBYET CO3aHUIO HAPPAaTUBHOHM IyOuMHBI. OmHAKO
areHTHOCTh MOXXET OBITh OTpaHWYEHa IU3alHOM WTPBI — HAaINpUMEp, B JIMHEWHBIX CIOKETax OHa
MHHHMaJIbHa, TOTZIA KaK B OTKPBITHIX MUpax, Takux kak The Elder Scrolls, ona nocturaer makcumyma.
B cBoeii paGote 2005 roma HMecmep IOyn momdepkuBaer, 4TO areHTHOCTb OATaHCHUPYET MEXKIY
MIPaBUIJIAMH UTPBI U CBOOO/ION UTPOKa, Jeiasi HappaTHB JHHAMHYHBIM U TIEPCOHATH3NPOBAHHBIM.

Omepoacenmnocms  (emergence) OMUCHIBAET IMPOLIECC, MPU KOTOPOM CIIOXKHBIE IMaTTepHbl U
HappaTUBbl BO3HUKAIOT M3 B3aUMOJCHCTBHS MPOCTBIX IMpaBUI M cHUcTeM 0e3 IpsIMOro
nporpammupoBanus. A1 boroct (2007) ompexnensier 3MEpKEHTHOCTb KaK «HENpPEIHAMEPEHHOE
IOBE/IEHUE, BO3HUKAIOILEE U3 B3aUMOJEHCTBU 3JIEMEHTOBY. B HIpax sMepPKeHTHOCTh MPOSBIISAETCS
B CUTYallHsIX, KOTJ]a UTPOK KOMOMHUpPYeT 0a30BbIe MEXaHUKH JIJIsl CO3J[AHMS YHUKAJIBHBIX CIICHAPHEB
— Hanpumep, B Minecraft mpocteie 670k U paBUiIa CTPOUTENBCTBA MPUBOAAT K dMEPKEHTHBIM
HappaTuBaMm, OT CTPOUTENHCTBA 3aMKOB J10 (POPMHUPOBAHUS CIOKHBIX MUPOB. DMEPKEHTHOCTh TECHO
CBfI3aHA C areHTHOCTHIO, MOCKOJIBKY MMEHHO JIEHCTBUS UTPOKa MHHUIIMUPYIOT 3TH HENpeIBUICHHbIC
narrepHbl. Caned u 3ummepman (2004) 0TMEYArOT, YTO IMEPHKEHTHOCTH JIeJIaeT UTPHI O0Jiee YK BBHIMA
U HENpeACKa3yeMbIMH, TI03BOJISII HApPaTHUBY pa3BUBATHCS OPraHMYHO, B OTJIMYHE OT
IPEIONPENICTIEHHOTO CIOXKETA.

Ummepcuenocms (Immersion) MPENCTaBIISET COOOM COCTOSHHUE MOJHOTO MOTPYKEHUSI UTPOKA B
UTPOBOM MHUD, MPU KOTOPOM TPaHMIIBI MEXKIY PEeaJbHOCTbIO U UIpOM ctuparoTcs. Mroppeit (1997)
OMUCBHIBAET UMMEPCHUBHOCTb KaK <«IIPOCTPAHCTBO, B KOTOPOM I10JIb30BATEJIb MOKET OLIYyIIATH ceOs
BHYTPH IOBECTBOBAaHUs». IMMEPCUBHOCTD JOCTHTAeTCsl MOCPEICTBOM CEHCOPHBIX M KOTHMUTHBHBIX
AJIEMEHTOB: BH3YyallbHBIX A(QEKTOB, 3BYKA, TaKTUJIbHOW OOpaTHOM CBSI3M U SMOLIMOHAIBHOU
BOBJICYCHHOCTH, a TaKKe, HappaTUBHBIX MpuéMoB. Tak, Hampumep, B urpax, nonoousix Half-Life,
MMMEPCUBHOCTb CO3JJA€TCS 3a CUET HENPEPBHIBHOTO AEHCTBUA O€3 3arpy30K, 4TO MOTPYXaeT UrpoKa B
ucropuo. IMMepCMBHOCTh B3aMMOJIEHICTBYET C areHTHOCTBIO M SMEP/KEHTHOCTBIO: areHTHOCTh
MO3BOJISIET MIPOKY <OKHTBH» B MHUpPE, a IMEPKEHTHOCTh I00aBIISET HEOXXKHUJIAHHOCTH, YCHIIMBAs
omrymeHue npucyrcrBus. OfHako, HMMEPCUBHOCTb MOKET ObITh HApyIlEHAa, €CIM MEXaHUKU He
COOTBETCTBYIOT HApPaTUBY, PUBOJS K «Pa3pbIBY YETBEPTOU CTEHBI».

IIpoyedypuas pumopuxa (procedural rhetoric) 3axarodyaercss B UCIIOIb30BAaHUU UTPOBBIX MEXaHHK
JUIs TIepefayu ujiei, apryMeHToB uian uaeosoruit. Sl boroct (2007) onpenensieT ee Kak MPaKTUKY
yOexX/1eHUs uepe3 MpaBHuila i MEXaHUKH UTPbl. B oTar4ne oT TpaAuiMOHHOM pUTOPUKH, ONTU paroILEics
Ha CJIOBa, MPOIICypHasi PUTOPHKA MCIOJIB3YeT CUMYIIIMK: Harmpumep, B Papers, Please mexanuku
MOTPAaHUYHOTO KOHTPOJSI MJUTIOCTPUPYIOT TEMbl OIOpOKpaTHM M AITHKU. l[IporemypHas puTopuka
MHTErPUPYET areHTHOCTh (UIPOK IPUHHUMAET PELICHH S, OTPaXarolpe apryMeHTbl), SMEpPKEHTHOCTh
(HempeaBUIEHHBIE MCXO/bl YCUJIMBAIOT PUTOPUYECKUN A(P(HEKT) U MMMEPCUBHOCTH (MOTpYKEHHE
JieNiaeT apryMeHThl 0ojiee yOequTeIbHBIMU ). DTO JIeNIaeT HappaTUB He TACCUBHBIM, @ UHTEPAKTUBHBIM.

B3aumocBsa3b INPUHIOHUIIOB KAK CUCTEMbI

JlaHHBIE HappaTUBHBIE IPUHIUIIBI B KOMIIBIOTEPHBIX UTPaxX HE PYHKIIMOHUPYIOT M30JIMPOBAHHO, &
00pa3yloT TMHAMHYECKYIO CUCTEMY, I7I€ KaXKJIbIi 3JIEMEHT YCHJIMBAET OCTAIbHBIE. ATEHTHOCTD CITY)KUT
(GyHIaMEHTOM CHUCTEMbI, MPEAOCTABJIAS UIPOKY HHCTPYMEHTHI Ul B3aWMOJIEHCTBUS C UIPOBBIM
MHUPOM, YTO HAPSIMYIO CTUMYJIUPYET AMEP/LUKEHTHOCTh. Korna Urpok akTuBHO BbIOMpaeT IeHCTBUS U
pelIcHUs, OH HENPEIHAMEPEHHO I'C€HEpPUPYET HOBBIEC NATTEPHBI IIOBEICHMSA: HAIPUMEP, B UIPE C
OTKPBITHIM MHPOM BBIOOp MapIIpyTa MOXET MPUBECTH K HEMPEIBUAUMBIM COOBITHSM, TaKUM Kak
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CllydallHble CTOJKHOBEHHSI WJIM H3MEHEHMS CIOXkKeTa. ODTa IMEPAKEHTHOCTb, B CBOIO O4Yepellb,
YCUJIIMBA€T MMMEPCUBHOCTb, CO37aBasi OLIYIIEHHE JKUBOIO, PEAJBHOIO MHpaA, IN€ TMOCIEACTB U
JEUCTBUI KaXyTCsi €CTECTBEHHBIMM M HEOTBPAaTHUMBIMH, IOTpY)Kasi HIPOKa NIyOXKe B HIUTIO3HUIO.
[IpouienypHas puTOprKa HHTETPUPYET BCIO CUCTEMY, HCITOJIB3Ys MPAaBUJIA M aJTOPUTMBI ISl IEPEAAYN
HappaTUBHBIX UJIeH — OHA "3aK0AUpYyeT" areHTHOCTh U SMEPIKEHTHOCTh B YOeAUTENbHYIO opMy, T
MEXaHUKUd HE IMPOCTO Pa3BJIEKAIOT, a apTyMEHTHPYIOT COLMaJbHBIE, ITUYECKUE WJIN KyIbTypHBIE
TE3UChl. DTa cucTeMa TpaHCcHOPMUPYET TPAAULIMOHHBIN HappaTUB B UHTEPAKTUBHBIH OMBIT, IJI€ UTPOK
CTAaHOBUTCS aKTUBHBIM COAaBTOPOM ITOBECTBOBAHMSL.

NMPOLLEAYPHAS WHTEPAKTUBHbIA

PUTOPUKA HAPPATHUBE

Pucynok 1 - Moaeab areHTHOCTH

CornacHO MOJIeH, TIPEJIOKEHHON B HACTOSIICH CTaThe (CM. puc. 1), arTeHTHOCTh pa3MeIaeTcs B
LEHTPE LUKINYECKON CHUCTEMbI KaK aKTHBHBIN AJIEMEHT. DMEP/DKEHTHOCTD CBs3aHa C HEW MPSAMbIMU
CBSA3AMM, NPEJCTaBIAA BBIXOAAUMI >(@deKr, KOTOpblii mUTaeT MMMepcuBHOCTh. [IpomenypHas
PUTOPHUKA HAKIAJbIBAECTCS HA BCIO CHCTEMY KakK CJIOM HMHTEpIpPETalyy, NpeBpal@s MEXaHUKU B
HappaTUBHBIE CPEJCTBA YOSIKICHU. DTa MOJIENIb OCHOBaHa Ha cuHTe3e padboT borocra (Bogost, 2007)
u Mioppeit (Murray, 1997), amanTHpoBaHHOM K COBPEMEHHOW TeHMIIM3aifH-TIpaKTUKE, |
WJUTIOCTPUPYET, KaK MPUHITUIIBI HHTETPUPYIOTCS IS CO3/IaHUsI KOMILIEKCHOTO HappaTHuBa, OA00HOT0
IKOCUCTEME, TJI€ U3MEHEHUS B OJJHOM AJIEMEHTE BIIUSAIOT HA BCIO CUCTEMY.

Teopernueckoe 000CHOBaHME B3aMMOCBSI3M IPUHLUIIOB OCHOBBIBAETCS HA HMHTETPATHBHBIX
IIOAX0/aX B TEOPUU HWIPOBOIO JW3aliHA, TAE€ areHTHOCTb, 3MEPUKEHTHOCTb, UMMEPCUBHOCTb M
IpoLEeAypHas PUTOPUKA PACCMAaTPUBAIOTCA KAaK KOMIIOHEHTBI €MHOM HAappaTUBHOM apXUTEKTYPHI.
Hecniep Oy 060cHOBBIBAaeT cucTeMy uepes moHsatHe "momypeambroctu" (half-real), rime mpasuma
UIpbl (3MEPPKEHTHOCTh U MPOLEAYpPHAs PUTOPUKA) B3aUMOJCHCTBYIOT ¢ (MKIMOHAIBHBIM MHPOM
(areHTHOCTP M HUMMEPCHUBHOCTb). ATEHTHOCTh OO0ECIeUMBAE€T KOHTPOJb, HO OIPAaHUYMBAETCH
npaBWIaMH, co3faBas OamaHc, kKoTopbli CaneH M 3UMMMEpPMaH ONMCHIBAIOT KaK "HIPOBOE
npocTpancTBo". B 3T0M ccTeMe HMMEPCUBHOCTD AEUCTBYET KaK CBSA3YIOIIMHI 3JIEMEHT, MUHUMU3UPYA
PasphIBBI MEXY PEATBbHOCTBIO U UTPOH, (POKYCHPYSICh Ha CEHCOPHBIX U KOTHUTHBHBIX aCIIEKTaX.

Teopernueckn cucremMa IpeoaoJIeBA€T OrPAaHUUYEHUS JIMHEHHOIO HappaTHBAa: areHTHOCTb U
AMEP/HKEHTHOCTD IIO3BOJISIFOT MHOXKECTBEHHBIE TyTH, UMMEPCUBHOCTH IIOIJIEPKUBAET KOTEPEHTHOCTb,
a rpolelypHas puTopuka 1o0asisieT rryonny. OlHako KpUTUKH, Takue kKak JcreH Jx. Opcer (1997),
YKa3bIBAIOT HA PHUCKU: Ype3MEpHas 3MEPIKEHTHOCTb MOMKET IIPUBECTU K IOTEpEe HAppaTUBHOIO
KOHTpOJI, a NpolLedypHas pUTOpHMKa — K MaHumyinsauuu. Tak, boroct mnpemynpexnaer, 4To
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IpolleypHas PUTOPHKA MOXKET HaBs3bIBATh MJICOJOTHH, Kak, Hampumep, B urpe Call of Duty, rne
areHTHOCTbH B CTPEIBb0E ¥ IMEPPKEHTHOCTh B MUCCHSIX UMMEPCHBHO ITOTPY)KAIOT B BOCHHBIH HApPaTHB,
putopuuecku omnpasabiBas Hacuime. OgHako CaneH W 3uMMEpPMaH MOpeLIararoT "KpUTHYECKUMN
nu3aifH" st 6anaHca, TIe cucTeMa IPUHIIMIIOB CIIOCOOCTBYET pequIeKCHH.

B nenom, TeopeTrueckasi MOJICNb MOAYEPKUBACT, YTO MPUHIIUITHI HE KOHKYPUPYIOT, a pabOTaroT B
CHHEpTHH, POPMUPYsT HAppPaTUB KaK TUHAMUYECKYIO CHCTEMY, aJalTHPYEMYIO K IIeJsM Au3aiiHa. JT1a
CHCTEMa pacCMaTPUBACTCS KaK SBOJIOIMOHHMPYIONAS MMapajurMa, WHTETPUPYIOIAsS KOTHUTHBHYIO
NICUXOJIOTHIO (BHUMaHWE W TaMsTh) C KyJIbTYPHBIMH HCCIICAOBAHUSMH, JA€ias WIPbl MOIIHBIM
cpencTBOM HappatuBa. Takoe B3aMMOJACHCTBHE eTaeT UTPhl YHUKAJIBbHBIM MEANYMOM, I HAPPATHB
HE TPEAONPEICIICH, 2 KOHCTPYHUPYETCSI UTPOKOM B PEaTbHOM BPEMEHH, YTO OTJIMYACT UX OT KHHO HJIA
JUTEPaTypHI.

Jlist  SMIIUPUYECKOTO TOJATBEP)KACHUS YHUBEPCATBHOCTH O3TOW MOJETH TPOBEAEM aHaIu3
KOHKPETHBIX MPUMEPOB M3 HMIPOBON HMHIYCTpUHU. BBIOOp UTp OPHEHTUPOBAH HA JEMOHCTPAIIHIO
pa3HO00pa3us KaHPOB U YPOBHEW MHTETPALMU IPHHIIUIIOB, YTO MIO3BOJISIET BBHISBUTH, KAK CHCTEMHOS
B3aMMO/ICHCTBUE YCHIINBACT MHTEPAKTUBHBIN HAPPATHUB.

B urpax ¢ otkpbIThIM MUpOM, Takux kak Grand Theft AutoV niu Red Dead Redemption 2, ciucrema
JOCTHTAeT MUKa YPPESKTUBHOCTH, MO3BOJISISI UTPOKY (OPMHUPOBATH YHUKAIBHBIC HAappaTHBHI. 31€Ch,
MOJIENTb TIOTYEPKUBACT HEIMHEHHOCTh: areHTHOCTh WHHUITMUPYET UK, IMEPKCHTHOCTD JOOABIISET
BapUaTHBHOCTb, UMMEPCUBHOCTh CTaOMJIM3UPYET OMBIT, & MPOLEAYpHAs PHUTOPUKA OOECIIeYHBaeT
KOorepeHTHOCTh. O/IHaKko IucOamaHc MOXKET MPUBECTH K MpodiieMaM: Ype3MepHasi SMEpPKEHTHOCTh
0e3 IMMEPCHBHOCTH BBI3BIBACT Xa0C, a Cl1adas areHTHOCTh CHUYKAET BOBJICUEHHOCTb.

B The Legend of Zelda: Breath of the Wild, mozmens neMOHCTpHpYET MHTETPAIMIO: aT€HTHOCTH
MO3BOJISIET CBOOO/HOE HCCIENOBAaHUE, SMEP/HKEHTHOCTh BO3HUKAET W3 KOMOHMHAIMH IPEIMETOB
(HampuMep, HEOXKHJAHHBIE PELENThl 3eNui), WMMEPCHUBHOCTh IOAJCPKUBACTCS OOIMPHBIM
OTKPBITBIM MHUPOM C HHTEPAKTHBHBIMHU 3JICMEHTAMH, a TPOICypHAs PUTOPHKA MOAICPKUBACT TEMBI
CBOOOJIBI M OTBETCTBEHHOCTH Y€pe3 MEXaHWKH, TJIe WIPOKH PEIIAIOT, ClacaTh JIM JICPEBHU HIIH
WUTHOPUPOBATH BHI30BBI. DTa CUCTEMA CO3/1aeT HAPPATHUB KaK CETh BOBMOYKHOCTEH, IJle KaXKIbIii BEIOOD
BJIIMSICT HAa DMEP/DKEHTHBIC MATTEPHBI, YCUIMBAs MMMEPCHUBHOCTh 4Yepe3 3MOIIMOHAIBHYIO CBSI3b C
nepcoHakeM. TeopeTHYecKH, MOJICITb MOXKET ObITh pacIIMpeHa Ha MHOTOTIOJIb30BATEIbCKUE UTPHI, TIIC
areHTHOCTh KOJUIGKTHBHAsI, @ IMEP/DKEHTHOCTh — pe3yibTaT koonepanuu, kak B World of Warcraft,
/i€ THIIBANY (QOPMHUPYIOT HappaTHBBI UePE3 COBMECTHBIC KBECTHI M KOH(UKTHI. OTHAKO B MOOMIIb HBIX
urpax, takux kak Pokemon GO, mopenp ympolmaercs: areHTHOCTh OrpaHHUYeHa TeOJIOKAIHEH,
IMEPUKEHTHOCTh — CIIy4aifHBIMU BCTpEYaMU, HMMEPCHBHOCTh — WHTETPAIKEH C peaTbHBIM MUPOM,
a MpoIeypHasi PUTOPUKA — TEMaMH KOJUICKIIMOHHPOBAHUS M COIMANM3alHK. B 11enom, Mojens
B3aUMOJICHCTBUS MOTYCPKUBACT, YTO CHCTEMa MPHUHIUIIOB HE CTaTUYHA, a aJATUBHA, TPeOys OT
Iu3aliHepoB GalaHca IS MPeIOTBPAIIEHHS TIeperpy3KH MM CKYKH, KaK B HccleoBaHuAX Mecmepa
Oyna 06 "urpoBom notoke" (flow), rae onTumanbHas CIOXXHOCTb MOACPKUBAET BOBJICUEHHO CTh.

Jlns Gojiee AETaNbHOTO aHAIM3a MOJEIbh MOXET OBITh PAacCIIMpPEHa ITYTEM BBEICHHS KOHICIIIHN
"MMHAMMYECKOTO paBHOBECUA", TNl€ KaXKJbI NPUHIUII UMEET BEC, ONPEIECISIEMbIA KaHPOM HIPBHI.
Hanpumep, B xanpe survival horror (kaxk Amnesia: The Dark Descent) areHTHOCTb OrpaHHYeHa, YTOOBI
YCHJIUTh UMMEPCUBHOCTbD Yepe3 CTPax, IMEP/HKCHTHOCTD MPOSBIISACTCS B HEMPEICKA3yeMbIX IOSBIIC-
HUSX MOHCTPOB, a MPOIEypHasi PUTOPUKA KPUTHKYET TEMbI U30JSIIHH. B TPOTHBOIOIOKHOCTb, B KO-
olepaTHBHBIX urpax (Hampumep, Overwatch) areHTHOCTH pacrpenessieTcss MEeXIy HITPOKaMH, dMep-
JUKEHTHOCTh BO3HUKACT M3 KOMaHIHBIX B3aMMOCHCTBUI, IMMEPCHBHOCTB ITOIICPKUBACTCS COLAATTh-
HBIM aCIIEKTOM, a IPOIIeypHas PUTOPUKA ITOTYCPKUBACT IEHHOCTH KOMaHIHOM pabOTHI.
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JIOTIOJHUTENBHO, MOJENb BKIOYAeT OOpaTHBIE CBS3U: YCIEX B AareHTHOCTH IOBBIIIAET
MMMEPCUBHOCTh (Y€pe3 UyBCTBO JOCTHIKEHHSA), UTO YCHIMBAET 3MEPIKEHTHOCTb (HOBBIE
BO3MOYKHOCTH ), ¥ TaK Jajnee. DTO CO3AaeT METIII0, AaHAIOTUYHYIO TEOPUH CHCTEMHOIO MBIIIUIEHHUS, T/1€
HappaTHB SBOJIIOLMOHUPYET OpraHudecku. B oOpasoBatenbHbIX urpax, takux kak Kerbal Space
Program, mopenb JAEMOHCTpPUpYET, KaK AareHTHOCTb (YIpaBJIEHHE pPAaKeTaMH) COYeTaercs cC
AMEPKEHTHOCTBIO (HENpeABUICHHBIE KATaCTPO(bl), UMMEPCUBHOCTHIO (pEaIiCTUYHbIE CUMYJISIIUN )
U OpOLEeAypHOH pHUTOpPHKOM (Ypoku ¢u3mku), GopMupysd oOydaronmii HappaTHB. OTa MOJEIb
afanTHpyeTcs K PasiindHbIM XKaHpaM — OT cuMyiATopoB 10 RPG, — noauepkuBas yHUBEpCalbHOCTb
IPUHLIMIIOB KAK CHCTEMBI.

3akJI04YeHue

IIpoBen€HHBIN aHanM3 IOKa3ajd, 4YTO AareHTHOCTb, SMEPKEHTHOCTb, HWMMEPCHUBHOCTb U
npoleypHas pUTOpHKa 00pa3yloT B3aMMO3aBHCHUMYIO CHCTEMY, KOTOpas OMpENeNseT CIlenupuKy
HappaTUBa B KOMIBIOTEPHBIX UTPAX. DTU NPUHIUIEI HEe QYHKIIHOHUPYIOT U30JMPOBAHHO: AaTCHTHOCTh
MHUIMUPYET B3aUMOJECHCTBUE UTPOKA C CUCTEMOW IMpaBHJI, MOPOXKAas dMEPKEHTHbIE ClIEHApUU;
AMEP/UKEHTHOCTh YCUJIMBAET MMMEPCUBHOCTb, CO3/laBas OUIYIEHWE >KUBOTO, HEIMHEWHOTO MHpA;
MMMEPCUBHOCTH MOIIEPKUBAET IIEIOCTHOCTD OTBITA; a MPOLIeAypHasi PUTOPUKA CBSA3bIBAET MEXaHUKH
C UJCOJOTMYECKUMHU U KyJIbTYPHBIMH CMBICIaMM, NpEBpal@as WIPoBOM mporecc B (opmy
aprymMeHTanuu. TakuM o0pa3oMm, HappaTHUB B UIpax He sBIsETCS (UKCUPOBAHHOM CTPYKTYpOHl, a
IpeacTaBiseT co00i AMHAMHYECKYI0, CAMOOPTaHU3YIOLIYIOCS CHUCTEMY, aIallTUPYEMYIO K JIEHCTBUSIM
U PELIEHUSIM UIPOKA.

AHalM3 TPUMEPOB U3 HUIPOBOM HHIYCTPUU TOATBEPIUJI YHUBEPCATBHOCTh IMPEIIOAKEHHON
MOJIENIM: HE3aBUCHUMO OT YaHpa UIPbl JAEMOHCTPUPYIOT 3aBUCUMOCTH MEXIY NPUHIUIIAMU U HX
BIIMSIHUE HA TTyOUHY HappaTtuBa. DTU HAOMIOACHUS MO3BOJISIOT TOBOPUTH O TOM, YTO MPEISIOKEHHAsT
cucTema npezacTaBiisgeT co0oi 3(PPeKTUBHBIN HHCTPYMEHT aHAJIN3a KaK YK€ CYLIECTBYIOUMX HIPOBBIX
HappaTUBOB, TAK U IPOEKTUPOBAHU HOBBIX. OHA MO3BOJISAET MIPEOI0JIEBATH OTPAHU YEHU S JINHENHOTO
HappaTuBa, CO3[aBas HWHTEPAKTUBHBIN, MEPCOHATU3UPOBAHHBIA OMNBIT, TIJ€ HUIPOK BBICTYHACT
COABTOPOM HCTOPHH, OaTaHCUPYS MEXKTy CBOOOIOMN U CTPYKTYpOil.

B memom wuccrnenoBanume momyEPKMBAeT  HEOOXOAMMOCTh  PACCMOTPEHHS  HappaTvBa
KOMITBIOTEPHBIX UIP B CUCTEMHOW MapaJurMme, IJe B3auMOJEHCTBHE MEXaHUK, PEIICHUIl UIpoKa U
HPOLEAYPHBIX CTPYKTYp 00pa3yeT YHMKaJIbHBIN THUII TOBECTBOBAHUS, HE CBOJUMBIN K TPAAUIIIOHHBIM
dopmam. BiaumopelicTBre 3TUX IPUHIIUIIOB OJYEPKUBAET CTATYC KOMITBIOTEPHBIX UTP KaK MOILHOTO
MenryMma, CIIOCOOHOTO HE TOJIBKO Pa3BlieKaTh, HO M apIyMEHTHPOBATh COLIMAJIbHBIC TPaHChOpMaIIiH,
Jienasi X HEOThEMJIEMOM YacThI0 COBPEMEHHOM KyabTyphl. JlampHelIme uccie0BaHus MOTYT OBITh
HallpaBJICHbI HA AMIIMPUYECKOE MOJICIIMPOBAHNE B3aUMO/ICHCTBU I BHYTPU CUCTEMBI, aHAIN3 BIUSHUS
COLIMAIBHBIX (JAKTOPOB Ha KOJUIEKTUBHYIO areHTHOCTb, a TakkKe H3ydeHHE MPOllelypHOH PUTOPUKA B
KOHTEKCTE HOBBIX (JOpM LM (POBBIX MeIua.
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Abstract
The article is devoted to a comprehensive analysis of the key narrative principles of computer
games — agency, emergence, immersion, and procedural rhetoric — considered as an

interconnected system that forms the unique architecture of interactive storytelling. Based on the
theoretical concepts of J. Murray, J. Juul, 1. Bogost, K. Salen, and E. Zimmerman, the definitions
and functional properties of each principle are clarified, and the mechanisms of their interaction
within the gameplay framework are revealed. The article proposes a model in which agency initiates
emergent scenarios that enhance immersion, while procedural rhetoric interprets mechanics as
carriers of meaning. Using examples of games from different genres, it is shown how the balance of
these principles shapes the interactive narrative and determines its expressiveness.
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