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Annortauus. OTHOH U3 OMYJISIPHBIX POPM HOBBIX ME/INA SIBIISIOTCS] KOMITBIOTEPHBIE UTPHI, TOTPYKAIOIINE
UTPOKa B MUP BUPTYAIbHOU peanbHOCTH. IHTepakTHBHAS IPUPOJIA KOMITBIOTEPHOI UIpbl 00yCIOBIMBACT
€e HeJIMHEMHYI0 CTPYKTYpY, 00€CIIeurBaIOIIyI0 UIPOKY IIPAaBO MPHHATHS PELICHUS B CUTyalllu BbIOOpA.
HecmoTpss Ha Oosblioe KOJMYECTBO IyOJMKALMKA, MOCBSIIEHHBIX M3YYEHHIO KOMIIBIOTEPHBIX HIP,
CHUCTEMHBIE W MHOTOTPaHHBIE HCCIEJIOBaHMs (EHOMEHA HEIMHEHHOCTH B TyYMaHHTapHOW HayKe
NPAaKTUYECKH OTCYTCTBYIOT. Llenb JaHHOro MCClieHOBaHMSA — BBIABUTH OCOOCHHOCTH HETMHEHHOCTH Kak
OJTHOT'O U3 OCHOBHBIX IIPUHLUIIOB KOMITBIOTEPHON UIPBI, ONIPEAETIUTH CIOCOOB! €€ pealn3aliy B CTPYKTYpe
UTPOBOTO OMbITa. ABTOpaMH TNPOBEJIEH aHAJIN3 HAyYHOH JIMTEpaTyphl, a TakkKe TedMIuies, MeXaHuK U
HappaTUBa KOMIIBIOTEPHBIX UTP C HEJIMHEUHBIMU 31eMeHTaMu. [IokasaHo, 4TO HEITMHEHHOCTh HappaTUBa
CBSI3aHA C HAJIMYHEM CIOKETHBIX Pa3BMJIOK M OOJIBIIOTO KOJIMYECTBA KOHLIOBOK, BO3MOKHOCTBIO BbIOOpa
JIMaJIOTOBBIX peruiiK. HelmmHeHOCTh reMILIes: 3aKiTIoYacTcsi B BHIOOpE HTPOKOM COOCTBEHHOM CTpaTeruu
IIPOXOXKJEHUS, HAJIU4YMKM QJIbTEPHATUBHBIX HWIPOBBIX MEXAaHHUK, OTKPBITOCTH MIPOBOIO MHpa H
WHAWBHTyaJIbHBIMU IIOCTAHOBKAMH IIeJIEN MTPU MPOXOKIEHUH UTPHl. McciaenoBaHye MO3BOIMIO BBISIBUTh
aMOMBAJICHTHBIN XapaKTep HEMMHEHHOCTH B KOMITBIOTEPHBIX UIPaX, CBA3aHHBII C HETIOBTOPUMBIM OIIBITOM
KaXJIOTO UIPOKa U OTPAaHUYECHMSIMHU IIPOTPAMMHOIO KoJa. Pe3ynbTaTsl MCCIIE0BAaHUS OTKPBIBAIOT HOBOE
TEOPETUUECKOE HaNpaBlieHHE B U3yYeHUH (DEHOMEHA HETMHEHHOCTH B KOMIIBIOTEPHBIX UTPax.

KuroueBble c10Ba: COBpEMEHHOE OOIIECTBO, HOBBIE MEIHA, COINMAIBHBIN WHCTUTYT, KOMIBIOTCPHBIC
WTPbl, HEIMHEWMHOCTh, FEUMILIEN, MEXaHUKH, HAPPATUB
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Abstract. Computer games, which immerse players in virtual reality, are a popular form of new media.
The interactive nature of computer games determines their nonlinear structure, providing the player with
the right to make decisions in a choice-making situation. Despite the large number of publications devoted
to the study of computer games, systematic and comprehensive studies of the phenomenon of nonlinearity
in the humanities are virtually absent. The purpose of this study is to identify and analyze nonlinearity as a
constructive principle of computer games and determine methods for its implementation. An analysis of
the scientific literature, as well as the gameplay, mechanics, and narrative of computer games with nonlinear
elements, revealed the main methods for implementing nonlinearity. Nonlinear narrative is associated with
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the presence of plot branches and a large number of endings, as well as the ability to choose dialogue lines.
Nonlinear gameplay involves the player's choice of strategy, the presence of alternative game mechanics,
the openness of the game world, and individual goal setting during gameplay. The study revealed the
ambivalent nature of nonlinearity in computer games, linked to the unique experience of each player and
the limitations of the program code. The results of the study open a new theoretical direction in the study
of nonlinearity in computer games.

Keywords: modern society, new media, social institution, computer games, nonlinearity, gameplay,
mechanics, narrative
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BBenenune

Habupatomuii cuny mporecc mu@poBU3alUU, CTPEMUTENbHOE PAa3BUTHE HOBBIX Meaua
(MHTEpaKTUBHBIX UQPPOBEIX WHPOPMAIMOHHO-KOMMYHUKAIIMOHHBIX PECYpCOB B HWHTEPHET-
cpelne), KOTopble aKTUBHO BHEIPSIOTCS BO Bce Cepbl KU3HU U ACSITEIbHOCTH COBPEMEHHOTO
YEJIOBEKA, OMPEENsisi XapaKTep €ro COLHAIbHBIX MEPEKUBAHUM, OMBIT COIMATBLHON MBICITU U
HPABCTBEHHOCTH, SBIIETCS OJHOW U3 CaMbIX aKTyaJbHBIX U TPEOYIOIIUX CBOETO OCMBICICHHS
npo6yiem. HoBeie Mena kak iudpoBas popma JyXOBHOH ACSITEILHOCTH OOIIECTBA, OKa3aBIIETOCS
mepen  JUIOM  KOMMYHUKAIIMOHHO-TEXHOJOTMYECKMX  BBI3OBOB  3moxu (B (dopme
«KOMIBIOTEpU3AIUHY, U(GPOBU3ANMK M MUHHUATIOPU3AIMN KOMMYHUKAIIMOHHBIX YCTPOMCTBY»
[Montgomery, 2018]), oOpenu ctaTyc KJIHOUYEBOIO COIMATBHOTO HWHCTUTYTA, OKA3bIBAIOIIETO
KaueCTBEHHOE BIIMSIHUE HA 4YeJIOBEKa, (DOPMHUPOBAHHE €TI0 KapTUHBI MHpPA, €r0 KYyJIbTYpHbIE
MpakTUKU (TpodecCoHaIbHbIe U TOBCEIHEBHBIE) U 00pa3 U3HU — KaK OOIECTBEHHOMN, TaK U
nugHo. OxHOM M3 (OpM HOBBIX MeNMa SIBISIOTCS KOMIBIOTEPHBIE UTPHl KaK WHTEPAKTUBHBIC
MYJIbTUMEANIHBIE POTPAMMBI, TEXHOJIOTHYECKH, TPOrPAMMHO U COJepKATeNbHO 00eCIIeYeHHbIE
nu(poBBIe PECYPChI, TOTPYXKAIOIINE UTPOKA B MUP BHUPTYAIbHOM PEATbHOCTH U CTaBSIIHE €0
nepes He0OXO0AUMOCTBIO MPUHATHS 3HAYUMOTO PEIIEHUS KaK BO3MOXKHOCTH BBHIOOPA, OT KOTOPOTO
3aBUCHUT JIBIDKCHHME CIOKETAa, a UMEHHO TMOCJIEA0BATEIIbHOCTh COOBITHI, CUTYyallNi, TEUCTBUN U
MOCTYINKOB, & TaK)X€ BKJIOYEHHOCTh T€X WM HMHBIX MEPCOHAXEH, UX POJM U CMEHAEMOCTb,
paspenieHne MOpaabHbIX TUJIEMM.

KommbroTepHbie Urpbl — 0J1HA U3 MOMYIISIPHBIX (JOPM JI0CyTa, UCKYCCTBA, O0yUYEHHUS U CIIOpTa,
COIMAIBHBIM M KYJIBTYPHBIA TOTEHIMAT KOTOPBIX 1O CHUX TOp CHUCTEMHO HE OCMBICIECH. JTa
MEXIUCIUIUTMHAPHAS cdepa HCCIEAOBaHUN, OCTaBasCb OJHOW U3 CaMbIX NPOOJEMHBIX U
MHOTOACIIEKTHBIX, aKTyaJlbHA KaK JUIsi HAyKH, TaK M JIsl 0OIIecTBeHHON Mbiciu. MccnenoBanus B
00JIacTH KOMIMBIOTEPHBIX WIP HAIeJICHbl Ha W3y4YeHHE Me/na, KOTOpPhIe «aKKypaTHBIM 00pa3oM
MIPOSIBIISIFOT CJIOKHYIO JITMHAMUKY MEXKTY MPOYKTOM TEXHUYECKOUN EATEILHOCTH U ero dPPerToM»
[CocHa, ®enoposa, 2014, c. 8], 1 MexaHH3MOB (HOPMHUPOBAHHSI MACCOBOTO CO3HAHUSI i MJICHTUYHOCTH
COBPEMEHHOTO YeJIOBEKa, KOTOPBIN, «BCE TUIOTHEE OKPYKAEMbIil IU(PPOBBIM MEIUATIPOCTPAHCTBOM,
U Kak MpodeCCHOHAN, W KaKk MOTpeOuTeNh, M KaK TPaKIaHWH, M KaK YICH DPa3HOOOPa3HBIX
COOOIIIECTB. .. CTAHOBUTCSI KPUTHUECKHU 3aBUCUMBIM OT Mearay [ Bapranosa 2015, c. 8].

CeroiHsi KOMITBIOTEPHBIC UTPHI BBICTYIAIOT B Ka4eCTBE HE TOJIBKO OJHOM U3 popm mocyra,
HO U YCTOMYHMBOTO TPAHCIATOPAa KOTHUTHUBHBIX, HPABCTBEHHBIX M JCTETHUYECKUX CMBICIOB
KYJIbTYpPBI, SIBISACH JIMOO CPEIACTBOM OOECHEUEHHUS «TJIYOOKOrO M BOBJICUYEHHOTO OCBOSHUS
KYJIbTYPHOT'O HacJeIus, Te 3HaHue MpeBpalaeTcs B akTUBHBIN onbIT» [Panora, HoBukosa, 2025,
c. 318], ombIT MBICTTH U TBOPUYECTBA, THOO CPEICTBOM UCKAKEHUS CO3HAHMUS, JIUIIICHHUS YeTIOBEKa
MEePCIEKTHB WHTEJUIEKTYaJIbHOTO W HPABCTBEHHOTO pocTa. KOMMIBIOTEpHBIE WTPHI CIIOCOOHBI
OKa3blBaTh KAYECTBEHHOE BJMSHUE HA JIMYHOCTH YEJIOBEKa, €ro MHUPOBOCIPHUSATHE U
MHUPOOIIYIIEHHE, MEHSITh €ro IEHHOCTHbIe mpelcTaBieHus. Ha MUPOBBIX M pocCHICKUX
TUIOIIAIKaX pacrpocTpaneHus nudpossix ToBapos (Steam, Epic Games, VK Play) npeacraBneHb
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COTHH THICSIY KOMITBIOTEPHBIX WUTp. Pa3zHooOpaswe COBPEMEHHBIX BUIACOUTP, OXBATHIBAFOIIUX
MHOKECTBO JKaHPOB W HAppaTUBHBIX (GopM, GOPMHUPYET HEOOXOIUMOCTh MX T'YMaHHUTAPHOIO
ocmbicnenus [ Kupuuenko, 2024, c. 378].

Bueourpsl SBISIFOTCS OJHUM M3 BOKHEWIIHUX THUIIOB HOBBIX MEIIHMA, KOTOPBIE TPEOYIOT K
ce0e MOCTOSIHHOTO HCCIIEOBATEIbCKOIO BHUMAHMUS, MAHOPAMHOTO BHJICHUS SMIUPUYECKOTO
MaTepuaja M aKTyaJIbHOTO, BIHCAHHOTO B OOCTOSITEIIbCTBA TEKYIIEH KWU3HH aHAIUTHUKO-
KPUTHYECKOT0 KOMMeHTapus. OJTHUM U3 KOHCTPYKTUBHBIX MPUHIIUIIOB KOMIIBIOTEPHBIX BUJCOUTD
SBJISICTCS HEMMHEHHOCTh. HENMMHEHHOCTh B KOMIIBIOTEPHBIX UIpax paccMaTpuUBacTCs B
ryMaHUTapHbBIX HccienoBanusx [Fabricatore, 2007; I'aBpuiios, 2017; Kyrnanues, 2012; Cadapos,
2025] kak MHOTOMEPHBIN (DEHOMEH, TTPOSIBIISAIONINNCS B pa3HBIX AJIEMEHTaX UTPOBOM CTPYKTYPHI,
B YAaCTHOCTH B HappaTuBe M reimiuice. DEeHOMEH HEJIMHEWMHOCTH B BHJICOMIPAx 3aKIIOYACTCS B
WHTEPAKTUBHOM MPHUPOJIC KOMIBIOTEPHBIX WIpP, BKJIIOUYAIOIICH B CeOSI MHOXKECTBO AaCIIEKTOB:
cBOOOMY BHIOOpPa W MHOTOBAapPHAHTHOCTH PA3BHUTHUS CIEHAPHS, B3aMMOJICHCTBHE BHPTYaTbLHOTO
MUpa M UIPOKa, CUCTEMBbl ILIEHHOCTeH. HecMoTpss Ha OoOJbIIOe KOIMYECTBO MYyOIMKaIUH,
3aTParvBarOIINX OTACIIbHBIC ACTIEKTHl KOMITBIOTEPHBIX UTP, MEXKIUCITUTUITMHAPHBIE KOMILICKCHBIC
WCCJICIOBAaHUS HEJIMHEHMHOCTH KaK OCHOBOIIOJIATArOIIEro TMPHUHIMIA KOMITBIOTEPHON HWIPhI
MPaKTUYECKH OTCYTCTBYIOT.

Ilenb mccnenoBaHUsS — BBIIBUTh OCOOCHHOCTH HEIIMHEMHOCTH KaK OJHOTO M3 OCHOBHBIX
MPUHIIMIIOB KOMIIBIOTEPHON UTPBI, OMPEIETUTh CIIOCOOBI €€ peann3aiuu B CTPYKTYype UTPOBOTO
OITBITA.

MaTepI/IaJ'II)I H METOAbI HCCJICT0OBAHUA

OCHOBOI TEOPETUYECKOI0 MCCIEeI0BAHNS BBICTYIUIM pelieBaHTHbIE TeMe (PyHIaMeHTalb-
HblE Hay4YHbIC MyOJMKAIMK 3apyOe)KHBIX U poccHiickux MenuanccienoBareneit [Jenkins, 2002;
Fabricatore, 2007; Tlonounckuii, 2014; Manosuu, 2018; Kapmnenko, Jlob6anosckas, 2019;
Xéinsunra, 2019; Kupuuenko, 2024]. KomnbroTepHbIE WIrpbl SBISIFOTCS CIOXKHBIM U
MHOT'0OACIEKTHBIM (DEHOMEHOM COBPEMEHHOM MAacCOBOM KYJIbTYpPbI, MO3TOMY HMCCIEI0BaHUE
IPEeIoIaraeT UCIoJIb30BaHHE HE TOJIBKO OOIIEHAYYHBIX, HO U MEXIUCIUIUIMHAPHBIX METOJIOB,
TaKUX Kak HappaTUBHBIA aHamu3, (GOpMajbHBIA aHajdu3, CPaBHUTENBHBIM  aHaNU3,
AKCUOJIOTHUYECKUH aHanmn3. MeTOM0IOTHYECKUM SIIPOM BBICTYITHIT OTIHCATENILHBIA METO/I.

HeunueitHOCTH M HHTEPAKTHBHOCTH
KAaK XapaKTEePUCTHUKH KOMIBIOTEPHBIX TP

JIrobasi KOMIbIOTEpPHAs Urpa MHTEpaKTHUBHA MO CBOEW Mpupoje, Kak M Jrboe Meaua,
npeJroiaratoiee 3amyck U paboTy Ha 3JIeKTpOHHOM Hocutene [Manosuu, 2018, c. 91].
WHTEepakTUBHOCTb B UTPE 3aKIIIOYAETCS HE TOJIBKO B aKTUBHOM 00paboTKe MHpOpManuu, HO U B
CYIIIECTBEHHOM BKJaJie B pa3BuTHe camoro meauamnpoaykra [Klimmt, Hartmann, 2005, c. 133].
HenuueiltHOCTh B Mrpe HEpa3pbIBHO CBA3aHA C MHTEPAKTHBHOCTHIO, MOCKOJIBKY MpEAroyaraer
Kakoe-1100 BIUSHUE UTPOKa Ha GYHKIIMOHUPOBAHNE UTPOBOTO MHpa U ero nepcoHaxen. Ho eciu
MHTEPAKTHUBHOCTH CBS3aHA C aKTUBHBIM B3aUMOJICHCTBUEM, TO HEJTMHEHHOCTh B MIEPBYIO OYEpEIh
BO3HHUKAET B CUTYaIlMd MHOXXECTBEHHOT'O BBIOOPA, IPEOCTABIIIEMOTO UTPOKY CIICHAPHEM.

Br160op B urpe MokeT ObITh MPEAOCTABIEH B Pa3HBIX BapHALUAX U DJIEMEHTaX UTPHI: BBIOOD
MEePCOHAXA, BHIOOP CIO)KETHOT'O OTBETBJICHHUS, BHIOOP OpYXHUs, BBIOOP YpOBHS, BHIOOP UTPOBOI
MEXaHUKH [T Ipeo1ofieHust mpensTcTBrst. O1Hako BEIOOp, KOTOPBIN HE 1aeT BIUATH HA UTPY, 110
Oonblieit Mepe OKasbIBaeTcsi OeccMbIcieHHBIM. B mpumep ausaitnep JI. Illemn (Je. Schell)
NPUBOIUT HAIMYHME B TOHOYHOM Urpe OOJIBIIOro KOJIMYECTBA PA3HBIX MALINH, UMEIOIIUX IPU 3TOM
oauHaKoBbie Xapaktepuctuku e3s1 [Schell, 2008, p. 210]. Beibop 1uanoroBeix perivK riIaBHOTO
reposi/reporrn B urpe Genshin Impact (2020) gacto npenocTaBisieTcss UTPOKY, HO HE U3MEHSIET
CIO)KETHBIC JINHUU M HE BIUSET HA CTAHOBIICHHE MEPCOHaXa. TakuM oOpa3oMm, JJIsi TOTO YTOOBI
HEJIMHEHHOCTh B UTPE pean30BbIBATACH KaK OJHA U3 ()OPM MHTEPAKTUBHOCTH, BHIOOD JOJKEH
NPUBOJUTH K Pa3IMYHBIM BapUaHTaM TIOCIIEICTBHA.
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HeJimHeiiHOCTH U HAPpPAaTHUB

PaccMoTpuM HEKOTOPBIE 1TOAX0/1bI K OCMBICIIEHNIO HEJIMHEWHOCTH B KOMIIBIOTEPHBIX UT'PaX.
B nayyHoM cooOmiecTBe B KauecTBE IMpHUMepa BBEACHUSA HEIMHEHHOCTM B HappaTUB Yalle
paccMaTpuBalOTCS WIPbl, B KOTOPBIX CIOKETHAs COCTABIIAIOINAs CUUTAETCd OAHOM U3
OCHOBOIOJIArarux — 00bIYHO 3TO UTPHI KaHPA «KMHTEPAKTUBHOE KUHOY, BU3YaJIbHbIE HOBEJIJIBL.
«BupTyanbHblii HappaTUB KOMITBIOTEPHOM WIPBI CIIOCOOCTBYET MOTPYKEHUIO B BHPTYAIbHYIO
PEAIbHOCTh U B MIEPBYIO Ouepeib OOBSACHSIET UTPOKY UCTOPHUIO 3TOTO MHPA, PACCKA3BIBAET EMY,
KaKo# I100abHOM 1eJIHM OH JAOJKEH qocTHuby [ Camoiinosa, Illaes, 2016, c. 172]. UccaenoBarenu
paccMaTpuBalOT BHUPTYaJIbHYIO PpEajbHOCTh BHJICOMIPHl KaK CHEHU(PUYECKU HappaTuB,
1 OCMBICIIMBAIOT €70 B OCHOBHOM 4Y€pE3 CIOKETHBIC JIMHUM, Pa3Zeiisisd UX Ha JIMHEHHBbIE (IPSIMbIE)
1 HenuHelHbIe (TpeBoBuaHbIC) [Camorinonsa, [1laes, 2015].

JIuHelHblE CIOKETBl HMEIOT YETKYH0 II0CJIEI0BaTEIbHOCTh, IPEIONPEACIEHHYIO
pa3paboTYUKOM: OHH HE MPEAINOIaraloT BApUaTUBHOCTH MPOXOXKIEHUS, HE UMEIOT, KaK MPaBUJIO,
Oosblie OHOW KOHIIOBKM W 3aKJIIOUEHBl B JKECTKHE XPOHOJOrHYeckue pamMkud. OgHUM U3
PUMEPOB WMIPbI C JIMHEHHBIM CIOKETOM BbicTymaer kympToBas Mafia Il (2010), B xoropoi
uctopusi riaBHoro repos Buro Ckanerra uetko mnpenonpeneneHa. Camy K€ UIPYy MOKHO
CPaBHUTH C POMAaHHOM CTPYKTYpPOI, HECMOTPS Ha OTHOCUTENIbHYIO CBOOO1Y A€UCTBUN B UTPOBOM
MUpe (KOTOpas HE BIIMSAET HA MPOIPECCUI0 BHE CIOXKETHBIX PaMOK), — C IOMOIIBIO KaT-CLIEH
(3MM30/10B, B KOTOPBIX MTPOK HE MOKET BIIMATH HA MPOUCXOMSIINE COOBITHS), ITOBECTBOBAaHUE
IIPOXOAUT YEepe3 HKCIIO3UIMIO, 3aBSA3Ky, PA3BUTHE M KyJIbMUHALMIO. TakoW K€ CHOKETHOH
CTpYKTYpbI npuaepxuBactcs u Rise of the Tomb Raider (2015), HecMOTpst Ha OTKPBITHINA MU,
KOTOPBI MOKHO MCCIIEIOBaTh U UCKATh B HEM HEOOXOAMMBIE pecypchl. OJHAKO, KaK OTMEYAIOT
UCCIIEIOBATEeNIM, MHOTHE COBPEMEHHBIE CIOKETHBIE WIPHl HMEIOT HEIHMHEHHYIO CTPYKTYpY
[Camoitnona, Illaes, 2015; benos, Ky3uemnos, 2025].

[Ton HEMUHEMHBIM CIOKETOM HUCCIIE0BATENIN TOHUMAIOT «HAJIMYUE MO0 OJHOIO CIOXKETa U
HECKOJIbKUX €r0 OTBETBJICHUH, TMOO HAJIMYKME COBEPIIEHHO Pa3HBIX CIOKETOB, KOTOPBIE 3aBUCAT
OT JAEUCTBHMS WUIpoKa WIM OT THINa BbIOpaHHOrO MM mepcoHaxa» [Camoiinosa, Illaes 2015,
c. 2034]. T.X. KyrnanueB TeXHUKaMHU BBEICHUS HEIMHEWHOCTH B CIOXKETbl KOMIIBIOTEPHBIX UTP
Ha3bIBa€T pa3BUWIKY (BBIOOP OJHOIO M3 HECKOJBKMX BAapHUAHTOB COOBITHI); HEJIMHEHHOCTS,
OCHOBaHHYI0O Ha KIIIOYEBBIX CII€HaX (MEXIy CIOKETHbIMU COOBITUSAMHU HUIPOK IOJy4YaeT
OTHOCUTENIBHYIO ~ CBOOOJy  JeHCTBHIf); MHOXECTBO  CIOKETHBIX JIMHUH; aBTOHOMHO
pa3BUBAIOIINNCA CIO)KET M HEJIMHEHHOCTb, OCHOBAHHYIO Ha COYETAaHWU CHUCTEMBbl MPaBUI U
ciaydaiiHoctn [Kytnanues, 2012]. B kauecTBe mpumepa BHUIEOUTPHI JKAaHPA «MHTEPAKTUBHOE
KHHO», UMEIOIIEH HEeNMHEHHBIN crokeT, ykakem Detroit: Become Human (2018). B wurpe
CYIIECTBYIOT TPU OCHOBHBIE CIOKETHbIE UCTOPUH, MEPECEKAIOLIUecs MEXIy COOOH, NMpH 3TOM
KaK7[asi UCTOPHS COJIEPKUT JIECTHULIBI BBIOOpA, BIMSIIOIINE HAa PAa3BUTHE CIOXKETa, IIEPCOHAXKEN U
B3aMMOOTHOIICHUSI MEXIY TeposMu. BbIOOp, KOTOpBII MIpOK cOBepuIaeT Ha MPOTSHKECHUU
UTPOBOTO TPOIIECCa, MOXKET MPUBECTH K OOJIBIIOMY KOJMYECTBY MPOMEXYTOUYHBIX HCXOJOB U
pa3HbIX KOHLOBOK. Mrpa mmeer OGonee 100 BapuaHTOB pa3zBuTusi nocienHux cueH. Ilocne
MIPOXOKJCHUS] UTPOK MOXKET OCMOTPETh Pa3BUIIKU CIO’KETa U CPaBHUTH CBOM BBIOOP C MUPOBOI
CTaTUCTHKOM M CTATHUCTUKOM BBIOOpA Jpy3ei (CM. PUCYHOK). DMOLIMHU, KOTOpPhIE UTpa MOXKET
CTUMYJIHPOBATh MOCPEACTBOM MPEJOCTABICHHS UTPOKY MOPAJIILHOTO BBIOOPA, YCUITMBAIOTCS, €CIH
BBIOOP MPUBOAMT K HEU3MEHSEMBIM MTOCIEICTBUAM. J[J1s CO31aHMsI CUTyallui MOPaJIbHOTO BEIOOPA
UTPbI HEPEAKO aKTYaIU3UPYIOT OMMO3UIMK 0a30BbIX, O0LIEUETIOBEYECKUX [IEHHOCTEN, TAKUX KaK
KHU3Hb U CMEPTh, CEMbS M OJIMHOYECTBO, JIOOOBb U HEHABHUCTH, APYKOa U mpenaTenscTBo. Tak,
HarpuMep, B urpe ¢ nociencteusmMu Heavy Rain (2010) smoumonansHbiil 3¢ dekt oT BeIOOpa
YCUJIMBAETCSl UCTOPHEN IJIaBHOTO Teposi, HAXOASIIErocs B JENPECCUU IOCIE TParnuecKux
COOBITHH B CEMbE U BBIHYKJICHHOTO UJITH HA PUCK PaJIH CITACCHHS OJM3KUX JIFOICH.

Cpenu KyJabTOBBIX UTP C HEJIMHEHHBIM CHOKETOM MOJYKHO BBIIEIHTH Takke Heavy Rain
(2010) u Beyond: Two Souls (2013), Dragon Age: Origins (2011), cepuro The Witcher
(2007-2015).
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CTATUCTUKA

€y MVPOBAA CTATUCTMKA ® CTATUCTWKA APY3ER

u CTATHCTVKA APY3ER OTOBPAINTE AEFEHAY n NPOMOTATH. NPUEANINTS ! SArPY3NTb BLIEPAHHYIO KOHTPOABHYIO TOUKY E HAZAA

JlectHuia BeIOOpa mocie npoiiaeHHoi rnasel, Detroit: Become Human (2018)
The choice ladder after completing a chapter, Detroit: Become Human (2018)

Psn  uccnemoBatenelt  yTBep)KJaeT, 4YTO CYMTaTh MIPOKAa COABTOPOM CIOKETa B
KOMITBIOTEPHBIX UTPAX JKaHPA «MHTEPAKTUBHOE KUHOY» HENb3s: CEOXKETHBIE TIOBOPOTHI U ICUCTBUS
MEPCOHAXKEN PETYIUPYIOTCS 3apaHee 3aJaHHBIM CLIEHApUEM, M, €CJIM OTPEIeTIEHHBIN CIOKETHBIN
MOBOPOT 3alporpaMMHPOBAH B OMHU307€, OTMEHHUTHh €ro OyAeT Helab3sd HE3aBHUCUMO OT
peann30BaHHBIX BRIOOPOB Urpoka [DPomenko, 2025]. Oanako, B OTJIHYKE OT IpYyrux GopMm Meaua,
HappaTUB B UIPE COCPEJOTOYEH HE TOJBKO HAa MOBECTBOBAHMHM KaK Ha IOCJIEI0BATEIBbHOCTH
($akTOB M COOBITHI B CIO)KETHOM BOIUIOLIEHUH, HO M TPEACTABISIET COOOW 0OoJiee CIIOXHYIO
CTPYKTYpPY — OT KaT-CLIEH JI0 ONUCAHUS MPEIMETOB U MY3bIKAJIbBHOTO COMPOBOXKIEHUSA, TO €CTh
BCEro, 4ro 0OecrneyrBaeT UIPOKy IOJIHOE NOrpykeHue B urpooil mpouecc. I'. J[keHKuHC
3aMeyYaeT, 4To TelM-Iu3aiiHepa cleAyeT paccMaTpuBaTh CKOpee HE KaK pacCcKa3uMka, a Kak
«HAppPaTUBHOTO apXUTeKTOpa». I[lo MHEHWI0O aBTOpa, HE BCE WIPhl MMEIOT HappaTHBHBIC
YCTpEMJIEHHSI U MOTYT OBITh CKOpee aOCTpakTHOW, ombITHOM (opmoii. B kauectBe mpumepa
npuBoautcs Tetris (1985), Snood (1996) [Jenkins, 2002]. HenunelinocTh HappaTHBa MOBBIIIACT
BOBJIeUeHHOCTh Urpoka [Cadapos, 2025, c. 79], a Takke oOecreyuBaeT UTPy TaKUM KaueCTBOM,
KaK peurpadebHOCTh — BO3MOYKHOCTh TTPOWTH WUTPY HECKOJBKO pa3, HE Tepsish MHTepeca K Hew.
PaccmarpuBasi HappaTHBHYIO COCTAaBJISIOIIYIO KOMITBIOTEpHOM posieBoit urper Disco Elysium
(2019), B OombINeil cTENMEeHW MOCTPOCHHOW Ha AMANOraX C pa3HBIMH BapUaHTAMH OTBETOB,
M.B. llubaeB 3amedaer, 4To «OOIIEHHE C MEPCOHAXKAMH U 3HAKOMCTBO C HCTOpUEH CO31aéT
YHUKQJIbHOE MPOCTPAHCTBO JUIsI ar€HTUBHOCTH, TJE€ KaXKIbI BOJICH JEHCTBOBATh M BHIOMpATH
ctpateruto urps» [[lIubaes, 2022, c. 39].

C TOUKM 3peHUs CTPYKTYPBI HAppaTUBa 0COOCHHO MHTEPECHBI UTPHI, COCTABIISIOIINE OCHOBY
coBpeMeHHOro kKubepcmnopra — Counter-Strike 2 (2023), Valorant (2020), Dota 2(2013), League
of Legends (2009), mpencrasnennbie B xxanpax MOBA (MHOTOMOIb30BaTEIbCKAX OHIAWH O0EBBIX
apeH), WIM MHOIOINOJb30BATENbCKUX IIyTepoB. (OCHOBA BBIMBIIUIEHHBIX MHpPOB (J0p)
dbopMHpyeTCsl B HUX Yepe3 OMUCAHMS TepOeB, IPEAMETOB, Ppa3 nmepcoHaxkei. [lo MoTHBaM UTPhI
League of Legends (2009) 6but maxe cHAT cepuan «Apkern» (2021-2024). OxHako HappaTuB
KHOEPCTIOPTUBHBIX UTP BBIXOAMUT 32 PAMKH NMPUBBIYHOTO MOBECTBOBAHUS, IMOCKOJIBKY HCTOPHS
KQ)KJ0r0 MaT4a TeHEPUPYETCS KaXKIbIH pa3 3aHOBO 0J1aro/1apsi COBMECTHBIM JICHCTBHSIM UTPOKOB.

86



el  Bonpochl XypHanuCTvkK, neaarorviku, sisblkosHadus. 2026. T. 45, Ne 1 (82-91)
w‘ Issues in Journalism, Education, Linguistics. 2026. Vol. 45, No. 1 (82-91)

HeauHeliHOCTL B MEXaHUKAX M redMILiee

CnoXHOCTH € ONpelIeJICHUEM TeUMIUIEHOM HETWHEWHOCTH CBs3aHbl B TOM YHCIIE C
HEYCTOMYMBBIM OIIPEJICIICHUEM CaMOr0 TOHATHUS «TEeUMIUIEN» W €ro Crpykrypol. Tak,
N.C. KynpsmoB oTMedaer, 4TO «HEYETKOCTb IOHATUSl 2eumnieli SIBIAECTCA 3HAYUTEIIbHOU
npobiemoii s game studies, Benb B 337124k 3TOH MEKAUCIUIIMHAPHON 00JaCTH HCCIICTIOBAHHS
BXOAMUT onucanue GyHKIHMA U CTpyKTyp Buaecourp» [Kyapsmos, 2020, c. 428]. HccrienoBareinb
paccMarpuBaeT MoJX0JIbl TEOPETUKOB game Studies k ynoTpeOseHHI0 ATOro MOHATHS, 3amMedas,
YTO TIeHMIUIEH IOJy4yaeT pa3Hble AaKLEHThl IPU PACCMOTPEHUM €ro Ha pPa3HbIX YPOBHAX
[Kyapsmos, 2020, c. 438]. Tak, HanpuMmep, CTPYKTYpPHO I'e€MMIUIEH MOKHO IPEICTaBUTh Kak
HaOOp UTPOBBIX MEXAHHUK, KOTOPBIE YEPEAYIOTCS B XOJI€ B3aUMOCHCTBHS UTPOKA C dJIEMEHTaMHU
urpel [AkuenoB u aAp., 2016]. C Touyku 3peHHs 3TOr0 MOAXO0JAa K ONPEACICHUIO TehHMILIes
HEJIMHEWHOCTh MOXKET OBbITh CBf3aHA C BO3MOYKHOCTBIO BbIOOpA pa3HbIX UI'POBBIX MEXAHUK B
pamMKax UrpoBOM CECCUU WM NTPOXO0KAEHUS ypoBHS. Tak, eciiu urpa npeaocTaBiisieT BO3SMOXHOCTh
IIPOXO’KJEHUSI OJTHOTO U TOTO XK€ MPETSITCTBUS C TOMOLIbIO UTPOBBIX MEXAHUK IPBIKKA, BBICTpEIIA
WM YBOPOTa, OHA OyJeT HeMMHEeHa B CPAaBHEHUH C UTPOIl, KOTOpasi MPEeI0CTaBISET TOIBKO OAHY
MEXaHHKY JIJIs MPOXOoKaeHus npersitcTeust. Hanpumep, Phasmophobia (2020) ve npennomnaraer
MEXaHHUKY MpPbDKKA, U3-3a Yero MHOTHE MEJKHE MPEMSATCTBUS CTAHOBSTCS HEMPEOAOIMMBIMU
(Hanpumep, mopor 0e3 cTyreHel uim OpeBHa BOKpyT Koctpa). B urpe sxe Shadow the Tomb Raider
(2018) mpennonaraercs BBIOOP MPEOI0JICHHUS MHOTHX ITPEIISTCTBUI C TOMOIIBIO IIPBIKKA, 00X0/1a
WM ToJBKa. B urpax or omHoro paspaborumka HOYoOverse mexaHuku M cucrema 0ost OymyT
pasubivu. Tak, B Genshin Impact (2020) peanusyercst 60if B pealbHOM BPEMEHH, IJI€ YAaphl
MOYHO KOMOMHHUPOBATh, IEPEKITI0YATHCS MEKIY FepOsSIMH U YKIOHAThCs. B urpe sxe Honkai: Star
Rail (2023) 60eBbic MEeXaHUKH 3aBs3aHbI Ha ITOIIArOBOM CHCTEME, TI€ HET BO3MOXKHOCTH IPSIMOTO
MEPEKITIOUYEHNs] KOHTPOJISI M YKIOHEHHs OT yJaapoB BparoB. IIpu 3TOM B OTHOIIEHHWH pa3HBIX
3JIEMEHTOB MIPOBOM CECCHHM MHOTHE WIPbl MOTYT MpeasiaraTb Kak HEJIMHEHHOCTh B BBIOOpE
MEXaHMK, TaK U OTCYTCTBHUE BBIOOpA.

MHorue wucciaenoBaTeNy CBS3bIBAIOT TeMMIIe ¢ OCOOEHHOCTSIMM UIPOKa — €ro
MPEANOYTeHUAMH 1 criocodHocTsaMu. Taxk, JI. Dpmu u @. Maiipé (L. Ermi, F. Mayrd) cceinarores
Ha ytBepxkaeHue K. Kpoydpopaa o ToMm, yTo reiimmsieil mMpoMCXOAWUT U3 COYETaHMsS TeMIa U
KOTHUTHBHBIX YCWJIMH, 3aJ0XeHHbIX B urpe [Ermi, Mayrd, 2005, p. 2]. K. ®dabpukatope
(C. Fabricatore) 3ameuaer, 4ToO, HCXO/s W3 TOAX0/a, OPUEHTHPOBAHHOTO HAa MIPOKA, TeiMILIei
OyZeT omnpeaensaTbCs Kak HaOOp AEMCTBUM, KOTOpbIE «MOTYT COBEpPUIATHCS UTPOKOM B XOJE
UTPOBOTO OIBITA, a TAKXKE IPYTHUMH dJIEMEHTaMHU, IPUHAITIKAIIUMU BUPTYaTbHOMY MUDPY B OTBET
Ha JeMCTBUS WIPOKa, W/WIM Kak aBTOHOMHBIE KYypChl JI€HCTBUN, KOTOpBIE CIIOCOOCTBYIOT
OXKMBJICHHIO BHpTyanbHOro Mmupa» [Fabricatore, 2007]. CnenoBarenbHO, HEIMHEHHOCTh B
refiMiiee MOKeT MPOUCTEKATh U3 CIOCOOHOCTH UTPOKA U UTPOBOTO MUPA COBEPILAThH JEHCTBUS,
Hecylmue 3a coboil ompenenénHble mnocienctBus. lloaxona, BrIOYAOMUMN B ompejaeieHue
reimiiess yyacTue Wrpoka Kak CcyObeKkTa, pacHIMpseT M caMO IMOHMMAaHHE HEJIWHEHHOCTH.
B.B. I'aBpuiioB CBSI3BIBAET I'EUMIUIEHHYIO HEIIMHEMHOCTH C BO3MOXHOCTSMH MIPOBOIO MHUpa U
CIOCOOHOCTBIO TMOCTAHOBKHU PA3HBIX IIeNIel: «HEIMHEWHOCTbh IelMIlies KOMIBbIOTEPHON HIpbI
OyZleT 3aKiYaThCsi B CBOEOOPA3HON NPOCTPAHCTBEHHOH OTKPBITOCTH MIPOBOTO MHpPA U
OJIHOBPEMEHHOI BO3MOYKHOCTH YIIPaBJISITh MHOKECTBEHHBIMU 1iensiMu» [["aBpuiios, 2017, c. 68].

HenuneitHocTs B urpe Oyner amOuBajieHTHA MO CBOEH mpupoje: nobas UrpoBas ceccust
WHIUBUAYaJIbHA, TOTOMY YTO OIBIT UTPOKA HETIOBTOPUM; B TO K€ BpeMsl JIt00asi urpa orpaHndeHa
apxuTeKTypoi kona. «KoMMyHUKa1Ms, BOSHUKAIOIIAsI MEKTy UTPOBBIMU 2JIEMEHTAMU U UTPOKOM,
MIO3BOJISIET CO3/1aBaTh MHOXKECTBO BapUallMii UIPOBBIX MPOCTPAHCTB, 3aBUCSILUX HE TOJIBKO OT
CTPYKTYpPBI UTPbI, HO U OT AEMCTBUI ONpeAenéHHOro UTPOKa U ero BrevariaeHui» [Jlsaxosa, 2023,
c. 379], HO TP 3TOM JJa)Ke CUCTEMBI ITPOLIEAYPHOM T'eHEepaLuK, TTO3BOJISIIOLINE CO3/1aBaTh UTPOBOM
KOHTEHT ITPH IOMOIIIH AJITOPUTMOB CAMOCTOSITENTFHO MJIM COBMECTHO C UTPOKAaMH, KakK, HallpuMep,
B No Man’s Sky (2016), orpann4eHbl 3apaHee 3aJaHHBIMU pa3padOTYNKaMU CBOHCTBAMH.
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HCJ'II/IHef/'IHOCTL B KOMHLIOTeprIX I/II‘an 3a4acTCA HpI/IHSITI/IeM I/II‘pOKOM 3HAYUMOT' O
pCIIIeHUs B CUTYaI[MU CBOOOIBI BEIOOPA, KOTOPYIO B IIPOIECCE UTPOBOM CECCUU CO3/AI0T Pa3HbIC
CTPYKTYPHBIE 3JIEMEHTHI UTPHL. [[puBEIeHHOE OpeeeHre MOKHO PACCMAaTPUBATh KaK IOIBITKY
OXapaKTepHu30BaTh (PCHOMEH HEJIMHCHHOCTH B  KOMIBIOTEPHBIX HIPax C  Y4€TOM
Me)KI[I/ICL[I/IHJII/IHapHOFO xapaKTepa COBpCMCHHbIX I‘YMaHI/ITapHLIX nu ﬂH3aﬁHepCKHX I/ICCJICI[OBaHI/II\/JI
MeHa.

3akiiouenue

Takum 00pa3oM, HETUHEWHOCTh — KOHCTPYKTUBHBIM MPUHLMII KOMIIBIOTEPHOH HIPHI,
KOTOPBII CBSI3aH ¢ HEOOXOIUMOCTBIO MPUHUMATH PEIICHUS B CUTYallMd CBOOOIHOTO BBIOODA,
IIPEIOCTABIIIEMOr0 UTPOKY B IIPOLIECCE UTPOBOM CECCUM Pa3HBIMM CTPYKTYPHBIMH 3JIEMEHTAMU
UIPbI, TAKUMHU KaK HAappaTUB, IE€MMIUIEH U UIPOBbIE MEXAHUKU. HeIMHEMHOCTh Kak OJHA W3
OCHOBOIIOJIATalOIINX XapaKTEPUCTUK KOMIIBIOTEPHBIX WIP HE TOJBKO BIMSICT Ha HMHTEPEC U
BOBJICYCHHOCTh AYJUTOPHHM, HO M IIPEIOCTABISAET KAYECTBEHHBIM ONBIT, B KOTOPOM WIPOK
OKa3bIBAETCsI B CUTYallUSAX CJIOXKHOIO HPABCTBEHHOIO BBIOOpPA M HECET OTBETCTBEHHOCTh 32
COBEPILCHHBIC JEHUCTBUS B PAMKAax UI'POBOM ceccuu. HenmHeHHOCTh HappaTHMBa BBIPAXKAeTCs B
0COOEHHOCTSIX NMOBECTBOBAHMSI, BKJIIOUAIOIINX B c€0s HaJIMYUE HECKOIBKHX CIOXKETHBIX JIUHUN U
KOHIIOBOK, BO3HUKHOBEHHE CIOXKETHBIX Pa3BUJIOK, BHIOOp TUAIOrOBBIX peIvivK. HennHelHoCTb
relMIuies 1 UTPOBBIX MEXAaHUK CBSI3aHA CO CLIOCOOHOCTBIO UI'POKA U UIPOBOIO MUPA COBEpLIATH
JIeMCTBUS, KOTOPBIE BIEKYT 32 COOO0M BIUSIOIINE HA X0/ UTPHI COOBITHS, B TOM YHCIIE MEHSIOIIHE
IIOCTPOECHHUE BHYTPUUTPOBOTO IIPOCTPAHCTBA.

Bknan aBTOpoB 3aKiodaercs B (hOpMHpPOBaHMM Oosiee TIIyOOKOro MOHUMAHUS CYIIHOCTH
HEJIMHEWHOCTH B KOMIIBIOTEPHBIX UTPaxX U UX POJIM B COBPEMEHHOM KYJIBTYpE.
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