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PaccmarpuBaeTcss Xyq0)KECTBEHHBIN MPUEM «IOBECTBOBAHUE HYEPE3 OKPYKEHHE)
(«environmental storytelling») B HappaTHBax KOMIBIOTEPHBIX UI'P. PaCKpBIBacTCs CyIII-
HOCTB 3TOT0 MPHUEMa, YKA3bIBAIOTCS BO3MOXHOCTH €r0 IPUMEHEHHsI, TPUBOAATCS MPH-
MEphI pean3alry B CYIIECTBYIOIINX KOMIBIOTEPHBIX Hrpax. OGOCHOBBIBACTCS 3HAYM-
MOCTh ¥ 3G GEKTUBHOCTh AAHHOIO HAPPATHBHOrO mprema. OMUCHIBACTCS KOHIICIIIIUS
KOMITBIOTEPHBIX UTP KakK MPOCTPAaHCTBEHHOTro Menuyma. OObscHAETCS (yHKIHMOHATIb-
HOE 3HAYEHHE BUPTYaJIbHBIX IPOCTPAHCTB B KOMIBIOTEPHBIX UTPaX.

KitioueBble cj10Ba: MCCISIOBAHUS WP, HAPPATOIOrUsl KOMITBIOTEPHOM WIPBI, MO-
BECTBOBaHHE Yepe3 OKPYXKEHHe, HappaTHUBHbIE TPOCTPAHCTBA, BUPTYaIbHbIC MIPOCTPAH-
CTBa, HAPPATUB, FeUMN3aliH, JIEBEAU3aliH.
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ABOUT NARRATIVE DEVICES IN COMPUTER GAMES
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This study looks at the technique of «environmental storytelling» in narratives of
computer games. The study examines the essense of this technique, outlines the scope
of its applying, and gives examples of its implementation in actual computer games.
Substantiates relevance and efficiency of this narrative device. Describes the concept of
computer games as narrative environments. Explains functional purpose of virtual envi-
ronments in computer games.
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Happatonorus — Teopusi HOBECTBOBaHMS — BCErJa OTAABAJA MPEITOYTCHHE
aHAJIN3Y JIUTEPATYPHBIX TEKCTOB, HO IIPH 3TOM C MOMEHTA CBOETO MOSBICHMS pac-
CMaTpHBaia MOHATHE ITOBECTBOBAHMUS MpeenbHo mmpoko [1. P. 19]. Poman bapr
TIepeurcIsieT OOJbIIoe KOIMYECTBO MOBECTBOBATEIBHBIX (hOPM, Cpeay KOTOPBIX
YIIOMHUHAIOTCSI KHHEMaTorpad, KOMHKC, Ta3eTHast XPOHHKA, )KUBOIMCHOE MOIOTHO
[2. C. 196]. Kaxxpast n3 hopm 001amaeT CBOMMH OCOOCHHOCTSIMU M TIPUEMaMHU: B
KHHO HCTOPHS PACKPBIBACTCS Yepe3 ABIKYIIHECS H300pasKeHNs], KOTOPBIE CBSI3bI-
BAIOTCS APYTr C JPYroM HpH IOMOIIM MOHTaXa. JKMBOIMCH CTaTWYHA, TI03TOMY
XYIOKHUK-TIOBECTBOBATEIb, KaK MPABHUIIO, BKITIOYAET OOJIBIIIOE KOMYECTBO JIeTa-
Jieil B OTHO-€IMHCTBEHHOE H300paykKeHNe, KOTOPOE 3PUTEND JI0JDKEH BHUMATEIBHO
paccMaTpuBaTh. BIuATEIsHOE TEOPETHIECKOE TEUCHUE «PYCCKHH (hopMan3m» H,
B YaCTHOCTH, €ro npenacraBurenb Bukrop HIkiIoBckuid paccMaTpUBalOT HCKYCCTBO
B IIEJIOM KaK (pOPMaJIbHBINA MPUEM, JIENAIONINI NPHUBBIUHYIO, «aBTOMATH3UPOBAH-
HYIO» ICHCTBUTEIIFHOCTh CTPAHHOU M XyIOKECTBEHHOM [3].

Takum 00pa3oM, aHaIN3 IpHEMa MOXKET OBITh OYEHb BAXKEH VIS OIIpEeIIe-
HUS CYIIHOCTH HPOW3BEACHHUS (M B MEPBYIO ouepeap (opMata, )KaHpa IIPOU3-
BeseHHs). B nmaHHOW crathe OyayT OIMCaHBI HEKOTOPHIE XYAOKECTBEHHBIC
MIPUEMBI, XapaKTEepHBIC JUIS ITOBECTBOBAHUS B KOMIBIOTEPHBIX HMrpax. Llembio
3TOTO SIBIISIETCS JIydIllee NOHMMAHHE MPUPOJBI 3TOH (hOPMBI TOBECTBOBAHMSI.
BrinBuraercs crnemyrommid TE3UC: OJHUM W3 HamOonee d((EKTHBHBIX CIOCO-
00B ITOBECTBOBAHMS B KOMITBIOTEPHOI WIpe SIBJISETCS MOBECTBOBAHHE Yepe3
okpyxeHue («environmental storytellingy).

OmunOOYHO CUUTATh KOMIBIOTEPHBIE HIPHI HHTEPAKTUBHBIM aHAJIOTOM KHHO.
Baxxneiiimme npruemMsl BU3yaJlbHOTO sI3bIKa KHHEMaTorpada, Takue Kak MOHTaX U
JCTETUYECKN BBIOpAHHAS KOMIIO3MIMSA Kajapa, PEJKO HMPUCYTCTBYIOT B WIPax,
MIOCKOJIBKY MX HCIIOIB30BAaHHE MOXKET HCIIOPTHTH SICHOCTh, «UHTaOEIBHOCTEH)
TIOJIB30BATENBCKOTr0 HHTepdetica. M3o0pakeHne B urpax, Kak MpaBwiIo, BO MHO-
TOM YTHJIMTAPHO M 3aBHCHUT OT TOTO, KaK OPraHW30BaHO NEPEABIDKEHHE yIPaB-
JIIEMOT0 UTPOKOM TiepcoHaxka. Ecin BHyTpuHrpoBast Kamepa MOKa3bIBaeT BUJL OT
TIEPBOTO JIMIIA, TO UTPOK YaIlle BCETO CIIOCOOEH BpaIlaTh 3Ty KaMepy CBOOOIHO,
YTO 3aTPyJHSET CO3JAaHHE LENBHOrO ITOCIEA0BATENBHOIO Habopa KaJpoB, Xa-
paxtepHOro aist KuHO. K ToMy ke coOBITHS Ha SKpaHe BO BPEMs HTPHI IIPOUCXO-
JIT B PEAJIbHOM BPEMEHH U BKIIIOYAIOT B ce0sl MHOKECTBO CITyJaiHBIX, HHOTIA
COBEPIIEHHO HE NPETYCMOTPEHHBIX Pa3padOTYMKAMU WUIPHI CUTYAIlMi, HAIPH-
Mep IIporpaMMHBIe ommoOku «bugsy [4. P. 4].

CymiecTByeT MHEHHUE, YTO KOMIIBIOTEPHBIE UTPHI — 3TO B MEPBYIO OYEPEIh
MIPOCTPAHCTBEHHBIN MEANYM, OOJIBIIE ITIOXOXKHUN HA apXUTEKTYpPY, a HE Ha JIH-
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Teparypy win kuHo. ['eimamsaitaep Kpuc Kpoydopa ropopun o Tom, 4to Bce
KOMITBIOTEPHBIEC UTPhI TaK WM MHAa4Ye PabOTaroT C IIPOCTPAHCTBEHHBIM MBIII-
JICHWEM, BO BCEX TAaK WM MHAYE MPOHMCXOIUT IMEpPEeIBIKEHHE OOBEKTOB MO
orpezielIeHHol TeppuTopur. JlocTaToyHO OOpaTHTh BHUMAaHWE Ha OCHOBHBIE
TJIarojbl UTPOBOTO TIpOIecca: MATH, O0eXaTh, NPBITaTh, LEIUTHCS, COOUPATH.
Kpoydopa roBoput 00 3TOM B HETraTHBHOM KIIFOUE, KOMIBIOTEPHBIE HIPHI, C
€ro TOYKM 3PEHHUS, MOBEPXHOCTHBI, IMPOCTPAHCTBEHHOE MBIIIJIEHUE, 1O €T0
MHEHHIO, JTOJDKHO OBITH 3aMeHeHO coruansHbM [5]. Cunms [Tupe Taxoke cuu-
TaeT Urpbl MPOCTPAHCTBEHHBIM MEIMYMOM, HO OLIEHUBAET UX Pa3BUTHE CKOPEE
MOJIOKUTEIBHO. B acce «HappaTtuBHbIE IpOCTpaHCTBa» OHA YTBEPXKIACET, YTO
ropoja M pasiMyHbIe apXUTEKTYPHBIE COOPYXEHUSI MOKHO YHTAaTh KakK MCTO-
pun. Bee oHu comepikat B cebe onpeeneHHbIH HappaTHB, KOTOPBIH BO3SMOKHO
packpbITh. Hampumep, cTpoUTENHCTBO TOPOAa MOXKHO MPOYECTh KaK HCTOPHIO
sKcraHcuu Tepputopuil. OcobeHHO mMHTEpeceH cimydai JlucHeinenna, xoro-
PbIil CKOHCTPYHPOBAH Kak HEKU pacckas. IIpoxosas oT o1HOro aTTpaKLHoOHa K
JIPYroMY, TIOCETUTENh MOTPYXAETCS B «IUCHEEBCKUH HAPPATHBY.

Buneourpsl, no muenuto Ilupc, — cieayronuii mar 3B0oJIIOLMN HAPPATUBHBIX
npocTpaHcTB. OHM BHOCAT TP BAXKHBIX JJIEMEHTA: CONCHCTBHE, MICHTHU(HKA-
U0 U ycroiumBoe coobmectBo [6. P. 201]. Urpok MoXkeT He TONBKO B3aUMO-
JIEWCTBOBATh C OOBEKTAMH MHpPa, HO U MEHATH €ro. Coo0IIecTBO NTPOBOTO MH-
pa — 3TO, BO-TIEPBBIX, Hacesstomye ero nepconaku NPC, koTopble yate Bcero
MIPUBSI3aHBI K CTPOTO ONpENeNIeHHBIM MecTaM. Bo-BTOpBIX, ecin peub uaeT 00
OHJIAMH-WTpax, TO ATO aBaTapel JIONIeH, murparommx Ha cepsepe. B World of
Warcraft (Blizzard Entertainment, 2004) u mMOX0XHX CETEBBIX POJEBBIX HUTPAX
TIOJIG30BATENN BMECTE MYTEIIECTBYIOT II0 3apaHEe CO3JaHHBIM JIOKALHSIM.
B Takux nrpax, kak Second Life (Linden Lab, 2003) u Minecraft (Mojang AB,
Microsoft, 2011), moms30BaTeTN MOTYT CAMUA KOHCTPYHPOBATH OOBEKTHI U CTPO-
WTb 31aHMS, YTO €IIe OOobIne MPUOIMKAET UTPBI K apXUTEKTYPE.

Tepmun «environmental storytelling» MOXKHO TTepeBecTH KaK TIOBECTBOBa-
HHUE Yepe3 OKpPYKEHHE, pacCKa3blBaHWE MCTOPHU C MOMOIIBIO TPOCTPAHCTBA.
«cTopus» 37ech MOHNMAETCS HE KaK JIMHEHHAs MOCIEeI0BATEILHOCTh COOBI-
THH, a CKOpee KaK OCHOBHAS TeMa UTPHI U ee JAeranm3anys, op («lorey), «ob-
mas KapTHHA» BHUPTYaJIbHOro Mupa. Ilom «OKpyKEHHEM» WM «IIPOCTPaH-
CTBOM» IOZIPa3yMEBAETCS 3TOT BUPTYAIbHBII MUP KaK OH MPEACTABIICH UIPO-
Ky. HaGop mokarmii, «ypoBHEW», MECT, KOTOpPhIE IMOCEMIAeT WIPOK, a TaKXKe
odopmierne, mu3aitH STux Mect [7]. Iefimanzaiinepsr Martuac Bopu u Xapsu
CMuT B cBoeM Jokinane «Uto 3aech MpoM30mUIO?» PacKphIBAIOT CYLIHOCTh
TIOBECTBOBAHUS YEPE3 OKPYKEHHUE, HCXOJIS U3 CBOETO ONbITa Pa3pabOTKH HIP.
C ux TOYKHM 3pEHMs, OKPY)KEHNE B KOMITBIOTEPHOW UI'PE BBIIOJIHSET CIIEIYyIO-
e (YHKINU:
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1. Orpann4mMBaeT U HANPABIISAET ABWKECHUE UIPOKA.

2. YKa3bIBa€T HIPOKY HA TPAHMIIBI CUMYIISIIN M €r0 BO3MOKHOCTH.

3. YceunuBaer u GopMuUpyeT HASHTUHIHOCTH UTPOKA.

4. TIpemocTaBisieT HappaTUBHBIN KOHTEKCT [8. P. 6].

OrpaHuueHne W HanpasieHUE JBW)KEHHUS WIPOKA OCYIIECTBILIFOTCS C IO-
MOIIBIO «(PHU3NUECKUX» OOBEKTOB, TAKMX KAaK CTEHBI M JICCTHHIIBI, a TAKKE C
MOMOIIBIO TaK Ha3bIBAEMOM «HUTPOBOM JKOJOTHM», KOTOpas HAIPIMYIO 3aBH-
CHT OT IpaBWJI KOHKPETHOH Urpsl. K mpumepy, 3T0 MOXeT OBITH pacIonoxe-
HHE BparoB WM NOAOUPAEMBIX PEIMETOB B OoeBHKe. ['paHHIBI CUMYISIIUHA U
BO3MOXKHOCTH UI'POKA YKA3bIBAIOTCS C TIOMOLIBIO MIPEHMYIIECTBEHHO BU3Yallb-
HBIX HAMEKOB: SpKasl BbIBECKa ¢ OOKAJIOM JacT IOHATh, YTO BHYTPHU ITOMeLIe-
HUSL UTPOK CMOXKET OOHAPY)KUTB AJKOTOJIb, a IOJCBEUSHHBIH CHIIYIT OYTHLIOK
Ha CTOJIe JacT IIOHATh, YTO C OTHMMH OOBEKTaMH MOXXHO B3aUMOJICHCTBOBATH
(3a0patp, pa3OUTh WK BRINHTE). IEHTUIHOCTH UTPOKA BO MHOTOM (OPMHUPY-
eTCsl B IIPOLIECCe BOCTIPUATHS UTPOBOTO MHUpa: B MPauyHOM, TPSA3HOM IOpOJE U3
BioShock (Irrational Games, 2K Games, 2007), HanoJHEHHOM KapTHHAMH
MOpAJIBHOTO PA3JIOKEHHs, UTPOKY IPOIIE B3SATh Ha cebs poib OTYASHHOIO
reposi, KOTOPBIH MBITAETCS BBDKHUTH JIFOOBIM criocoOoM (puc. 1).

SURGERY

CremaTORIUM

FUNERAL

TTvices AbEA

10-0
[Machine Gun Rounds

Puc. 1. KomnbrorepHas urpa BioShock

CrepunbHoe okpyxenue urpsl Portal (Valve Corporation, 2007) 3actaBmns-
€T WIPOKa YyBCTBOBAaTh CeOs YYaCTHHUKOM OSKCIEPHMEHTa B JlabopaTopHu

(puc. 2).
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Puc. 2. Kommsrorepnas urpa Portal

T'oBopst 0 HappaTHBHOM KOHTEKCTe, Bopd u CMUT HPUBOIAT CICIYIOIIUH
CIHCOK JIeTasIel, KOTOPbIe MOKHO NepeaTh Yepe3 OKpY>KEeHHeE:

1. Micropus TOro, 9T0 IpON30ILIO B 3TOM MECTE.

2. Kto 31ech xxuBeT.

3. YcroBus UX KU3HU.

4. Yto MOXET IPONU30UTH Jajee.

5. OyHKIMOHAIBHOE MPEIHA3HAYEHNUE YTOT0 MECTA.

6. Ero nactpoenmue [8. P. 13].

Takum 00pazoM, TPy OCO3ZHAHHOM M YIaYHOM HCIIOJIb30BAHUH OKPYKEHUS
B HapPaTHBHOM KOHTEKCTE MOXKHO JOBOJIEHO MOAPOOHO PACKPHITH IEpeN Ur-
POKOM ONpEACIECHHYIO HappaTHBHYIO cHTyauuio. «Environmental story-
telling» kak mpueM 3aBUCUT OT 3TOW OCO3HAHHOCTH. DTO aKT OPraHU3aLMU
UTPOBOTO MPOCTPAHCTBA CO BCEMH €0 JICTAISAMHU TaKMM 00pa3oM, YTOOBI OHO
MOIJIO BOCIIPHHUMATHCS KaK 3HAYMMOE LIENI0e, COACHCTBYIOIIEE pa3BopadnBa-
HUIO HApPaTHBA.

[ToBecTBOBaHME Yepe3 OKPYKEHHE BO MHOTOM 33aBHCHT OT BOBJICUEHHOCTH
1 aKTUBHOT'O Y4acTHUsI HIPOKA. ABTOPBI HIPEI MOTYT CO3/1aTh Kak MOXXHO Oonee
BBIpa3UTENbHOE O(OPMIIEHUE MIPOCTPAHCTBA, HO €0 MCCIENIOBAHHUE B JIOOOM
Cilydae OCTAHETCs 32 UTPOKOM, KOTOPBIN JOJDKEH MHTEPIPETHPOBAaTh OOHApy-
JKCHHBIE JIETalI OKPY)KEHHSI KaK HEYTO OCMBICIEHHOE M LeNocTHOe. OTKpHI-
TOCTh MHTEPIIPETaluH — (yHIAMEHTAIBHOE CBOWCTBO IOBECTBOBAHMS 4epe3
okpyxeHue. K mpumepy, Urpok MOXeT OOHAPYXHTh pa3pyIIMTEIbHBIE MO-
CIIEZICTBHUS HEKOETO COOBITHS, HO HANIPAMYIO 00 3TOM COOBITHH €My HE CO000-
mat. Enie cnoxHee ¢ Tak Ha3bIBA€MBIMM ITacxXajKaMu («easter eggs»), Crpsi-
TaHHBIMU pa3paborunkamu cekperamu: B urpe Fallout 2 (Black Isle Studios,
Interplay Entertainment, 1998) ects HeOoibHION MIaHC OOHAPYXHTH Cpean
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ITyCTBIHM JIOKAIIMIO C OCTAHKAMM KHWTa W [BETaMH, OTCHUIAIOIIYIO K pOMaHy
. Amamca «ABtoctonom mo ['amaktukey». COOTBETCTBEHHO MPAaBHIBHO IIO-
HSTH 3HAYEHHE 3TON CLEHBI CMOTYT TOJBKO JIFOJH, 3HAKOMBIE C TBOPYECTBOM
mmucartens. K ToMy e macxaiaku 0OBIYHO HEeAWETeTUYHH [9], T.e. HAaIlpSIMYIO HE
CBSI3aHBI C HAPPATUBOM M BHPTYAJIbHBIM MHPOM HIPHI (A1 MEPCOHAXEH BO
BcenenHor Fallout Her mamarommx ¢ HeOa KUTOB M IIBETOYHBIX T'OPIIKOB, HO
i urpoka B Fallout orr ecTh B BUE NIYTKH OT Pa3pabOTIHKOB).

B cBsI3M ¢ OTKPBITOCTHIO HHTEPIIPETALIMH €CTh PUCK TOTO, YTO UTPOK IMPO-
CTO HE OOHAapYXHUT HUCTOPHUIO B Wrpe. IlokazaTenbHBIMHU SIBIAIOTCS CIIydau
Takux urp, kak Limbo (Playdead Studios, Microsoft Game Studios, 2010) n
Inside (Playdead Studios, 2016), pa3paOoT4HKH KOTOPBIX MOJHOCTHIO OTKa-
3aJMCh OT TEKCTa B HappaTuBe. B o0enx mrpax HYKHO YIpaBiIsATh MaJb4H-
KOM, KOTOpBII IPOJBUTAETCS B IBYXMEPHOM IIPOCTPAHCTBE CJI€Ba HAIpaso,
MIPEOI0JICBACT Pa3IMIHbBIC ONACHBIC MPEIATCTBUSA U CTAHOBUTCS YUYACTHHKOM
psila HEMBIX CIEH C APYrUMH IEPCOHAXKaMH, KaK IMpPaBMIIO, HACTPOCHHBIMHU
arpeccMBHO MO OTHOLICHHIO K HEMYy. BHUMarenpHOE M3ydeHHE JIOKAIMH U
TIOTIBITKA CBA3aTh B €AMHOE LIEJI0€ COOBITUS ATHX UIP CHOCOOHBI AaTh UTPOKY
KpacuBbI€ U INyOOKHE HCTOPUHU, HO HE KaKABIA UTPOK JKEJAeT U MOXKET 00-
Hapy>XUTh 3TH HCTOPUH. [0 MPOYTEHNSI TEKCTOB, AHATM3UPYIOIINX CIOXKET,
taknx Kak «TomkoBanue xonioBku Inside» [10], Limbo u Inside moryr ka-
3aTbCs UrpaMu 6€3 UCTOPHH.

JlpyruM Ba)KHBIM CBOIMCTBOM ITOBECTBOBAHUS 4€PE3 OKPYKEHHE SIBIISCTCS
BO3MOXKHOCTb «TeJerpa)upoBaHus», HESBHONW MOMOIIM WTPOKY B HaBHUIALIUH.
Hampumep, B xoppop-cermente urpsl Half-Life 2 (Valve Corporation, 2004)
MOXHO BUJETh 3JCKTPUUECKHE MCKPBI U TPYI IEPCOHAXKA PAIOM C METAIIIH-
YECKON PEIETKON, YTO YKa3bIBAaeT Ha OMACHOCTH 3TOTrO IyTH, HO B TO K€ Bpe-
Msl TIPUBJIEKA€T BHUMAHWE SPKOCThIO cueHbl. OT Wrpoka 37ech Tpedyercs
HAUTH CIIOCO0 OTKIIIOYUTD AJIEKTPUIECTBO (pHC. 3).

3HAYNTEIBHBIM MPEUMYILIECTBOM OBECTBOBAHMS UEPE3 OKPY)KCHHE SIBJISI-
€Tcsl TO, 9TO OHO HE OT/EJIEHO OT UTPOBOTO MpOIECcca, B OTIUYUE OT BUAECOPO-
JIUKOB U OJIOKOB TEKCTOBOW WH(pOpPMAINHU (IBYX IPYTHX IMOMYISIPHBIX CIIOCO-
00B 10/1a4M NCTOPHH B KOMIBIOTEPHBIX MIpax). Bo BpeMs mpocMoTpa posnka
WIN YTEHUS TEKCTa UTPOK MPEPBIBACTCS, B KAKOH-TO MEPE BHINATAET U3 CHUMY-
nsmmn. [Ipy uccnenoBaHny OKpYKEHUS! OH, HANPOTHB, €IIE CHIIbHEE MOrpyXKa-
eTcsi B MHp, CO3JIaHHBIN pa3paborunkamu. [loBecTBOBaHME Yepe3 OKpYy>KEHHE
BO3HarpaxaaeT: HHGOpPMALs, IepeAaHHas TaKUM CIOCOOOM, BOCIIPHHUMAET-
s KaK JIMYHOE OTKpBITHE. OTKPHITOCTh HHTEPIIPETANH BOBJICKAET B HAPPATUB
TIEpCOHABHBIC B3IJIABI UTPOKA, YTO JICNIAET HCTOPHUIO OoJiee 3aXBaThIBAIOLICH
(MMMepcHUBHOM, «immersivey).
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Puc. 3. Kommbrorepnast urpa Half-Life 2

Bce 370 mo3BonseT Ha3BaTh NMOBECTBOBAHUE UEPE3 OKPYKEHHE OJHUM M3
HanboJiee OpraHNYHBIX HAPPATHBHBIX IPUEMOB B KOMITBIOTEPHBIX Urpax. Eciu
cornacutbest ¢ Kpoydopaom u Ilupe B TOM, 9TO KOMITBIOTEPHBIE HIPBI — 3TO
OIIpEZIETICHHBIM 00pa30oM OpraHW30BAHHBIE MPOCTPAHCTBA, TO HCCIIECOBAHHE
MIPOCTPAHCTB OKAa3bIBAE€TCSI HAHOOJEE ECTECTBEHHBIM CIIOCOOOM DPACKPBITUS
HCTOPHHY B IJAHHOM MEIHyMe.
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