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IIpeacraBaena cBoOOJHasI pelleH3V-pPa3MBIIIAeHIe HaJj, KHNUIOV COBpe-
MEHHOTO KaHaJCKOTro MeAMaceMMOTHKa 1 nccaeAoBareas Bugeonrp Jx. Xas-
peasika «MyabTUMOAaAbHasl CEeMIMOTHKA U PUTOPUKaA B BUAeOUTpax». Buaeon-
TPEL, cO34aBas M TPAHCAMPYs CMBICABI Yepe3 CAOKHBIE CeMMOTMYecKUe aH-
cam0ay, SBASIIOTCS OAHMM W3 CaMBIX MYABTUMOAAABHBIX Meama. OgHaxo
INPUHLINIIBL IIPUMEHEeHNsI MyAbTUMOAAABHON METOAOAOTUHU PV aHAAU3E BU-
Aeourp pa3pabOTaHBI CPaBHUTEABHO cAa00, AVICCOHMPYSI C X MYABTUMOAAAD-
HOII CyIIHOCTBIO. MoHorpadgus XaspeasKka BHOCUT Ba’KHBIN BKJAaJj B KOHBEP-
TeHIINIO AVICKypcoB game studies n multimodal studies, paspabarbiBast HOBEIT
MeTOJ40A0TMIeCKIIT MHCTPYMeHTapuii A4 aldeKBaTHOM DKCIIAMKAIINI CEMUIO-
TIYECKNX PeXXUMOB BrAeourp. OCHOBHas IeAb CTaTbM 3aKAIO4aeTcsa B pac-
KPBITUI KOHLIEIITYaABHBIX UAEIN U MCCAeA0BATeAbCKUX VHTYULIUI, COAepIKa-
IIUXCS B KHMUTe XaBpeAsKa, U — Yepe3 VX IIPU3MY — aKTyaAu3aluy 3Ha4UMO-
CTVM MYABTMMOAAABHOTO 104X04a HMpM paccMoTpennu sugeourp. Cogepka-
TeABHO 3ajadlM CTaTby OOBEAVHAIOTCS B ABa OCHOBHBIX KAacTepa: IepBhIIl Ha-
IpaBJeH Ha I1eA0CTHOe M3A0KEeHUe OCHOBHLIX DTAroB paboTsl XaBpeaska U
pacKpBITHE XOAa €TO MBICAM; BTOPOI CBA3aH C KOHTEKCTYaAbHBIM PacCIlIVpeHN-
eM U KpUTUIEeCKON MHTepIipeTaliueii Hanboee 3HAYMMBIX TeM U CIOXKETOB,
paccMarpuBaeMbIX XaBpeAdKOM. B craTpe BbIgeAseTcsl AMCKYypCHUBHas paMKa
OCHOBHBIX Hay4YHBIX paboT, MCCAEAYIOLIUX MYAbTUMOAAABHOCTD Bgeourp. Ha
OCHOBE CTPYKTYPHOTO AeAeHNsA KHUTU XaBpeAsKa BbIAEASIOTCI U Ipob.1eMHO
OPMEHTMPOBAaHHO OIMCHIBAIOTCA IIeHTpaAbHbIE TeMaTHJecKue CIOXKeTHI Ka-
K401 cMBIcA0BOM Yactu. OOpalrjaeTcsl BHMMaHIe Ha peAeBaHTHYIO 0asdy M-
MUPUIECKUX TIOATBEP>KASHNI IIPU AeCKPUIILIIY MOAycoB Bugeourp. IToauép-
KIBAETCs BasKHOCTD «II€PEOTKPBITI» UAEN KAacCKa COBPEMEHHON Meayiace-
muotukn /. Mioppeii 1o Bompocy ornpegeAeHus poAu IponeiypHOCTH B ce-
M1mocdepe IMepCcreKTUBHBIX MeauaTekCToB. Bo BTOpoil 4actm MoHOTrpadpum
0CODYIO DBPUCTUYECKYIO IIeHHOCTh A4 multimodal studies nmeer Brkarouenne
¢axTOpa 1M0.1b30BaTEABCKOTO OIBITA B CTPYKTYPY MYABTMMOJAABHOTO KOHCO-
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HaHCa BUAEOUTP, CTAHOBSIIETOCs DA€MEHTOM «DMIIMPUYECKON PUTOPUKN».
Taxoke akIeHTHpPYeTCsI BHMMaHMe Ha ABYyX MOAycaX MHTepIIpeTaunn (peHoMe-
Ha «peaan3Ma» B BUACOUTPOBBIX BUPTYaAbHBIX IIPOCTPaHCTBaX — CECHCOPHOM U
MpoLIeAYPHOM, KOTOpBIe (POPMUPYIOT ABe CEeMUOTIIECKIe CTpaTernn yoexxae-
HISL B KOHType UIPOBOM peaAbHOCTU. DKCILAMIIMPYETCSl aBTOPCKasi HOBM3HA
HOHSTHUSL «MOAAaAbHas MPOHMS», KOTOpOEe NMepPeOCMBICANBACT CeMaHTHUKO-Ce-
MIOTUYECKUI CTaTyC AyAOHappaTUBHOIO AMICCOHAHCA, CO34aBasl 445 HEro I10-
3UTUBHYIO ONTHUKY MHTepHperanuu. B 3akaroumTeabHON 4acTM KHUIM pac-
KpbIBAaeTCs 3HaUeHNe «CeMMOTINYECKON HeCcTaOMABHOCT» BUAEOUTP U IPUH-
LUIOB MyAbTUMOAAAbHOCTU IIPU MEPCIIEKTUBHON peaan3anyl Ha HOBBIX TeX-
HoAormdecknx maatrdopmax. IloaydyeHHble pesyabTaThl IpM3BaHBI BHECTHU
BK/AaJ B CO34aHNe HOBBIX 1CCAeA0BAaTeAbCKIUIA TOIMK U pacIliipeHue Ipeamer-
HOTO (POKyCa aHaAUTUKU BUAEOUTP.

KaroueBble ca0Ba: BUAEOWUTPH], MyAbTUMOZAaabHOCTh, Hawreliak, game
studies, ceMMoTNIKa BIAEONUTP, KMOEPTEKCT, CEMIOTIYIECKIIE PEKIIMBI BUACOUTP

VIDEO GAMES IN A MULTIMODAL PERSPECTIVE
(REFLECTIONS ON MULTIMODAL SEMIOTICS
AND RHETORIC IN VIDEOGAMES BY JASON HAWRELIAK)

Dmitriy A. Belyaev
Lipetsk State Pedagogical University, Lipetsk, Russia
dm.a.belyaev@gmail.com

Video games, which create and convey meanings through complex semiotic
ensembles, are one of the most multimodal media. However, the multimodal
methodology per se is hardly ever used in the analysis of video games in the Rus-
sian game studies discourse. The article aims to introduce a multimodal approach
to the Russian game studies discourse by presenting the key ideas and conclu-
sions of Jason Hawreliak’s book Multimodal Semiotics and Rhetoric in Videogames.
The work of the Canadian media semiotician seeks to solve two major problems:
firstly, the development and explication of a theoretical approach to the semiot-
ic definition of video games through the prism of multimodality and rhetorical
analysis; secondly, the creation of a theoretical basis for a deep, sustainable di-
alogue between game studies and cognitive linguistics based on multimodality
as a common denominator. Methodologically, Hawreliak uses an approach to
multimodality based on discourse analysis and social semiotics. Structurally,
Hawreliak’s monograph comprises three parts. The first part considers specif-
ic types of semiotic modalities realised in videogame media texts. Hawreliak
pays special attention to the explication of procedurality as a particular semiotic
mode of video games. Here the author refers to the book Hamlet on the Holodeck:
The Future of Narrative in Cyberspace by Janet Murray, which adds novelty to the
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explication of the language of procedurality. Murray’s work still has heuristic
value, containing a number of original insights about the dynamic interplay be-
tween cybertext and the process of its reading within the consolidating contour of
language. Therefore, its rediscovery in the monograph by Hawreliak is important
for contemporary media discourse. In addition, the Canadian media semiotician
identifies the non-sensory nature of procedurality as the main factor account-
ing for its being underexplored within the framework of multimodal studies.
The second part of the monograph investigates various modal configurations
that result from combining different kinds of semiotic modes of video games.
Hawreliak studies the phenomenon of multimodal consonance, i.e. the form of
a special organisation of semiotic modes within a single ensemble, when they
enhance each other’s influence, creating the effect of “rhetorical multiplication”.
He introduces into modal consonance the element of user experience, which
turns out to be a factor and the most important constituent of the “empirical rhet-
oric” of video games. Hawreliak expounds the mechanism of phenomenological
persuasion in the video game space through the convergence of semiotic modes.
The author proposes changing the traditionally negative understanding of game
dissonances. He introduces the concept of “modal irony”, demonstrating how it
contributes to the formation of new game options for the user through “positive
tension”. In the final part of the book, the author empirically proves that video
games are unstable semiotic objects. In the final chapter, which is predictive in
character, Hawreliak models hypothetical scenarios of possible convergences of
multimodality and promising technologies capable of creating new elements of
the semiotic design of video games. In terms of style, the work strikes a good bal-
ance between comprehensibility and academic rigour. Hopefully, the considera-
tion of multimodality in video games through the analysis of Hawreliak’s book
Multimodal Semiotics and Rhetoric in Videogames will contribute to the practical
convergence of game studies and multimodal studies.

Keywords: video games, multimodality, Hawreliak, game studies, semiot-
ics of video games, cybertext, semiotic modes of video games
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CeroaHst MyapTUMOAaAbHasl OIITHKA ABASETCA OOIIUM MeCTOM IIpU
paccMOTpeHN CeMMOTUKU Pa3AMYHBIX MeauaTekcToB. HoBble »aek-
TPOHHBIE MeAla IIPUHIINIINAABHO PaCIINPUAU CIIEKTP (POPM 3HAKOBOI
BBIPa’KeHHOCTM MHQOPMALMOHHBIX MaccuBoOB. /100011 COBpeMeHHBII
MeAMaTeKCT UAU MeAMaAVCKYPC MMeeT MHOXKEeCTBO pa3AMYHbIX CeMU-
OTUYECKUX PeXKIMOB, KOTOpble GpOPMUPYIOT HeOBIBAAYIO paHee 3HaKO-
ByI0 nmoandonuio. ITocaeanss co3zgaér MHCTpyMeHTapuil 448 TOHKOI
HIOAHCHPOBKU 10 TPAHCAALIMA U TeHepalii CMBICAOB.

Cpean MHOXecTBa COBpeMeHHBIX DAeKTPOHHBIX Me/AMa C TOYKM 3pe-
HILS peaaAmn3aliuy CA0XKHBIX MyAbTMIMOAAaABHBIX aHcaMO.aell ocoboe Me-
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CTO 3aHMMAaIOT BUAEOUTPEI, ABASIONINECs OPUTMHAABHOV PasHOBUAHO-
CTBIO MeAMaTeKCTOB — KubepTekcTaMu (B TepMuHoAornuu 3. Aapcera).
OHu nepeHMMarOT NpakTUKU ay4MOBM3yaAbHOM pelpe3eHTanun Apy-
TMX MYABTUMOAAABHBIX MeAMa, TaKuX KakK ¢puabMbl. O4HOBpeMeHHO B-
AEOUTPBI TeHepUPYIOT IPUHIIMIINAABHO HOBbIe CeMUOTUYECKIe PeXKU-
MBI, K IpUMepy IpolieAypHble U — 3HAUUTEABHO MeHee 00Cy>KiaeMEble,
HO, AyMaeTcs, He MeHee NHTepecHbIe — rarrndeckue. Bee 1o mossimaer
KOHIIEHTpPaIMIO Pa3AMYHbIX MOAYCOB 3HAaKOBOTO pasHOOOpasus B Buje-
OHUTpax, I03BOAsS YTBEP>KAaTh, YTO OHI 001a4al0T BEICOKON «MOJaAb-
HoOM aoTtHOCTBIO» [Norris 2004, 102]. boaee Toro, Ha Halll B3ras4, He
AVIIIEHO apTyMeHTOB yTeep>kaeHne /. ['mu, 4To oHu ABASIOTCS CaMBbIM
MyAbTUMOAAAbHBIM MeauyMoM [Gee 2014, 44].

Bce »T0 npeseabHO akTyaansupyer u geaaeT BIIOAHE €CTeCTBeHHBIM
U3y4yeHye BUACOUTP yepe3 NpU3My MyAbTUMOAaAbHOIO aHaAmn3a. Mex-
Ay TeM B AMCKypce game studies MOXKHO BBIA€AUTDH BCEIrO HECKOABKO
pyHaaMeHTaAbHBIX PadOT, MOCBSIIEHHBIX CIIeIINalbHOMY paccMOTpe-
HUIO JaHHOI MeTodoAorun. Cpeay HUX 0cODOe MeCTO 3aHMMaeT MOHO-
rpadus Ax. Xaspeasika «MyabTuMoOgaabHas ceMIOTHKA ¥ PUTOPMKa B
Bugeourpax» (Multimodal Semiotics and Rhetoric in Videogames).

VsnavyaabpHO npoOaemMHoe 1moae padoT J:K. XaBpeaska nmeeT Pu-
A0A0TMYECKYIO HaIlpaBA€HHOCTh C AVMHIBUCTUYECKON aKIleHTyalluell.
B 2013 1. on noayuna crenens PhD mno aHramiickomy sI3bIKy U AUTe-
patype B YHuBepcuteTe Batepaoo. Yike B cBoell AgmccepTaliuy OH CO-
BMeliaeT POKyC KaacCudeckoil pua0A0Tnu ¢ AMCKypcom game studies.
IIpeameTHO-TeMaTMyecKasl ONTHKa pabOTHI HalpaBJeHa Ha paccMo-
TpeHne (GopM ANMCKYPCUBHOI pelpe3eHTallyl PUTOPUKU IepousMa
n OeccMepTusi B HOBBIX Medua. KoHIlenT reposi MHTepnpeTupyercs B
KauecTBe PUTOPUYECKOTO TpoIa, KOTOPBIN, MMesl MMMaHEeHTHYIO CBA3b
¢ OeccmepTHeM, CAY>KUT MOIIHBIM YOeXAaIOIINM IIPUEMOM, YTBEpPK-
AQIOIINM B KyAbType DK3JCTeHIIMaAbHYIO MHTEHIIUIO K IIPe0A0AeHUIO
cmeptHocTu [Hawreliak 2013, 338-339].

C 04HO1 CTOPOHBI, B AVICCePTaLIUIV IPOUCXOAUT KOHBEPTeHIIUS ABYX
MOy ASIPHBIX MCCA€A0BaTeAbCKMX TOMMUK, PYHAMPOBAHHBIX paboTaMu
110 cpasHUTeAbHON Mudoaorun J. Kemmnodeaaa (mpexae scero, «Tuics-
JeAMKUII repoii») U MeAua-KyAbTypoAormdeckumy mryauamu M. Ma-
KA109Ha. OAHOBpeMeHHO XaBpeAsK pacliupseT MeAuaAbHYIO pPaMKy,
BBO/s B He€ BUAEOUTPEI B Ka4ecTBe HOBOTO ITePCHeKTVBHOTO MeAuyMa.
B wactHOCTH, B paboTe g0oKa3bIBaeTcs, YTO MeAMaTeXHOAOTUN B 11€10M
U BUAEOUTPEHI B YAaCTHOCTM BBIIIOAHSIOT BaXKHYIO DK3MCTEHIIMAABHYIO
PyHKIIUIO «OTpUIIaHMs CMepTI», KOTOpas U30AUPYeT MHAUBUAOB OT
y>Kaca CMEepTHOCTH.
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Ceroans XaBpeasiK — accOIIMMPOBaHHLIN Tpodeccop Kadpeaprl UTPO-
BBIX MccaedoBaHUl u Aupekrop lLleHTpa 1u@poBBIX T'yMaHUTapHBIX
HayK B YHuBepcutere bpoka (Onrtapno, Kanaaa). Kpome toro, on sABas-
eTCsl OAHUM I3 OCHOBaTeAell OHAAITHOBOTO IepUOANIECKOTO M3AaHIs
First Person Scholar 1 pykoBoguTeaeM HECKOABKUX MarucTepcKux Ipo-
rpaMM B paMmKax game studies.

rak, paccmarpuBaeMasi HaMu MOHoOrpadus XaBpeaska Oblaa OITy-
6aukosaHa B 2018 roay. Toraa Auckypc MyapTMOAaABHBIX MICCAeA0Ba-
HUI BUAEOUTP OBIA IIpeACcTaBAeH BCETO HEeCKOABKMMM Hay4YHBIMU TeK-
cramu. B niepByio ouepeab He0OXOAMMO Ha3BaTh IPOPBIBHYIO, XOTs I,
0e3yCcA0BHO, He AUIIEHHYIO CAa0bIX CTOPOH, paboTy A. DHcCAUH «SI3BIK
urp» (2012), B KOTOpOI1 aBTOp aHAAU3UPYeT IIPUHIIUIIBI OpTaHU3aI I
MeauaaucKypcos B Bugeonrpax [Ensslin 2012]. Tema My ApTIMOAaABHO-
CTU He Obl1a OCHOBHO TP pacCMOTpeHnM DHCCANH, HO OHa Hem30eX-
HO 3aTparyuBalach B CBSI3M C aHAAM30M HappaTMBHOIO SI3bIKa BUAEOU-
TP, UTPOBOI CEMMOTUKIU TeliMepOB U B OCOOEHHOCTU MPMU PacKpPLITUI
MyABTUMOAAABHBIX XapaKTePUCTUK B AM3aliHe UTPOBLIX MHTeP(eicoB.
OgaHoBpeMeHHO B paboTe MOUTU He PacKpBIBAIOTCA COOCTBEHHO DBPU-
CTIYeCK/ie BO3MOXKHOCTH, KOTOpble OTKpbIBaeT MCIIOAb30BaHIe MYAb-
TUMOAAABHOI METOAOAOTUU MPU UCCAEA0BAaHUI MeAUaTeKCTyaAbHBIX
ocobenHocrei1 Bugeourp [beases 2023, 190].

Taxcke caeayeT OTMeTUTh HaydHBle IITYyAUM B paMKax COLMaAb-
HoWt cemmoTuku Bugeourp B. Toxa. VI ecam ero mssectHas MOHOTpa-
Pusa «MyapTHMOAAABHEIN I10AX0/A K BUAEOUTPAM U UTPOBOMY OIIBITY»
(A Multimodal Approach to Video Games and the Player Experience)
BBIXOAUT uepes rod nocae padotsl Ax. Xaspeaska [Toh 2019], To gox-
TOpcKas amccepraums «MyabTUMOJAaAbHBIN AVICKYpPC-aHaAU3 BUAEOU-
Ip: AyAoHappartusHas Mogeab» (A Multimodal Discourse Analysis of
Video Games: A Ludonarrative Model) 6514a 3amuiiieHa 3aMeTHO paHb-
11e. TO BecbMa KOMILIEKCHOe 1ccAe0BaHme, B KoTopoM Tox msydaer
0CODEHHOCTM MHTepIIpeTaluy UTPOKaMM B3aMOCBA3U MeXXAy Happa-
TUBOM U TelIMILAeeM, BLISIBASIeT CTpaTerny KOHCTPYUPOBaHUsI CMBICAOB
IIOCPeACTBOM Pa3AMIHBIX MOJAABHBIX PEKMMOB BUAEOUTPHI, a TaKxKe
nx komOuHatopuku [Toh 2015, 37].

Il B 06111€M-TO 13 OCHOBHBIX MCCAeJ0BaHUII — 9TO Bee. besycaosHo,
B 9TOT AMCKYPC MOXHO OBIA0 OBI BKAIOUUTD «I1O KacaTeAbHOI» pado-
TBI psida KAaccukos game studies — f1. borocra no npoueaypHoit pu-
Topuke, OD. Aapcera 110 K1OepTeKCTyaAbHOM CyIIHOCTH Bugeourp. Ho
IpeAMeTHBIT POKYC MX pabOT AMIIL OTYACTM 3aTparubal BOIIPOCHI
MyAbTUMOAaABHOCTH. Emé Mo>xHO BcrmoMHMTH cTaThio P. Kpomxayra
n Y. Popcsnaia, B KOTOPOI paccMaTpUBaANCh IIPYHIIUIIBI MCIIOAB30-
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BaHIs TeOpUM KOHIIENTyaAbHOV MeTaOpbl IpM aHaAM3e BUALOUTP
[Kromhout, Forceville 2013, 100], a Taxxe nmyoaukanmio Jx. AGoycH-
Hyra u /. MeunHna, rae 3aTparmsaAacs CIOXKeT O poAM BUACOUTP B IIPO-
ABVIKEHII BOEHHOI! IIpoIlaraHAbl IIOCPeACTBOM BU3YyaAbHOM CUTHUDU-
karuu [Abousnnouga, Machin 2008, 116]. Kcratu, mocaeasss padota, B
11e/0M IIOCBSIIEHHAsl MyAbTUMOAAAbHOMY IOAXOAY B MHTepIIpeTarumn
BU3yaAbHBIX AVICKYPCOB BOJHBI, BeCbMa aKTyaAbHa I IIpUMedaTeAbHa,
HO BUAEOUTPHI KaK BU3YaAbHBII MeAUyM paccMaTpUBAiOTCs B HeN B
9JacTHOM IOpsIAKe U IIpeiMeTHO 3ay>KeHHOI ONTHKe Oe3 crielaabHOM
aKIlleHTyall! Ha UX CeMMOTUYECKON DKCKAIO3MBHOCTM.

CoOOTBEeTCTBEHHO, CTAHOBUTCS ITOHSTHOM HOBU3HA MCCAE€AOBAHIS
XaBpeasiKa, a €er0 BOCTpeOOBaHHOCTb A4 MEXAVCIUIIAMHAPHBIX IITY-
AU IO BUAEOUTPaAM HOATBEP>KAAETCSI MHOTOYMCACHHBIMU CChIAKaMU
Ha Hero. O4HaKo ®Ta IIpakTUKa He KacaeTcs OTeYeCTBeHHOTO AMCKypca
game studies, T4e OHO ocTaaoCh IpaKTUYecKu HezameueHHbIM. CoO-
CTBEHHO, DTOT (paKT M MOTUBUPYeT Hac 0OpaTUTLCs K paboTe KaHaJ-
CKOTO aBTOpa, 4TO, HadeeMcs, OyJeT CIIocOOCTBOBaTh €€ y3HaBaHUIO B
PYCCKOsA3BIYHOM HayYHOM IIPOCTpPaHCTBe.

Boob111e ropopsi, B 0OTeueCcTBeHHOM 1ccAeA0BaTeAbCKOM AVICKYpce 10
OTHOIIIEHUIO K MYAbTMMOAAABHOCTU CAOXKMAACh ABOSKasl CUTyallVs.
C 04HOJI CTOPOHBI, CaM MeTOJ, Ha TeOpeTUIeCKOM YPOBHE A0CTaTOYHO
XOpOIIIO M3BEeCTeH POCCUIICKMM aBTOpaM. Tak, Ha OCHOBe CHCTeMHOTO
0030pa MCII0AB30BaHMUA MeTOAa MYAbTUMOJAAABHOTO aHaAu3a B pocC-
CUIICKOM Hay4YHO-MCCAe40BaTeAbCKOM IIPOCTpPaHCTBe, ITPOBeAEHHOTO
M. B. 3aruayaamnHoOi, MOXHO KOHCTaTMPOBaTh €0 BOCTPeOOBAaHHOCTD
IpU U3YYeHUM aKTyaAbHOI MeArapealbHOCT! U KOMMYHUKATUBHBIX
npakTuk [3arnayaanna 2023, 95-96]. BuactHocTy, MyAbTMOAAABHOCTD
aHa/AM3MpPyeTCcs B KayeCcTBe MMMaHEeHTHOTO CBOJICTBA U XapaKTepUCTUKI
coBpemeHHOro Meauarekcra [IIcreira 2021], a Takke paccMaTpuBaIOTCs
0CODEHHOCT MYABTUMOAAABHON PUTOPUKU B COBPEMEHHOI >KypHa-
aucruke [Tyazhlova et al. 2021]. C gpyroit CTOpOHBI, B OTedeCTBeHHOM
AUCKypce game studies, KOTOpPEIII 3a ITOCAeAHee AecsTUAeTIe 3aMeTHO
MacIITabMpoBaACs, MyAbTUMOAAABHBIN METOJ, IIpaKTUIecK He IIpu-
MensteTcsa. CerogHs BRIXOAUT AOCTaTOYHO MHOTO OPUIMHAABHBIX padoT,
B KOTOPBIX BUACOUTPBI pacCMaTPMUBAIOTCS B HOAUTUYECKON U UCTOPHU-
yecKkol npeaMeTHON ontuke. Hampumep, nccaeayrorcs BO3MOXKHOCTI
BIAEOUTP IO KOHCTPYMPOBAHNIO UCTOPUUECKNX CUMYAsunii [YepHbIit
2017], co3aaHuIoO IOy ASIPHOTO MeAMAaKOHTypa MOAUTUKY HaMsTu [be-
208 2022; Belov 2024] n pernpeseHTaliny MA€0AOTMYECKIX KOHIIEIITOB
[Moitxec 2020; beasiepa, Konanmniia 2023]. Ognako B Tux padborax mc-
II0Ab3yeTcs], IIpeXAe BCero, HappaTUBHBIN I104X0A. ABTOPBI paccMa-

186



A. A. Beases. Budeouzpot 6 MYAbmMuMooarvHoli onmuke

TPUBAIOT B IIEPBYIO OUYepPeAb CIOXKETHYIO M IIPOLIeAYPHYIO COCTABASIO-
ITJie UTP, BBIBOASA «3a CKOOKI» BCe OCTaAbHBIE CeMMOTIYeCKIIe MOAYCHI.
COOTBETCTBEHHO, Y HIX He BO3HMKAeT IOTPeOHOCTI B MYAbTUMOAAAb-
HOM I104X0Jg€.

JTak, KoHIIenTyaAbHO XaBpeAsK B CBOEM UCCAEAOBAHNI CTABUT JBe
T1aBHBIX I1eAu. Bo-IlepBBIX, OH IIpearioAaraer paspaboTaTh U DKCIIAN-
LIMPOBaTh CUCTEMATU3MPOBAHHBIN TEOPETUIECKIIT ITIOAX0A K CEeMUOTU-
YeCKOMY OIlpeAeAeHNIO BIUACOUTP Yepe3 IIPU3MY MYAbTUMOAAABHOCTI
U PUTOPUYECKOTO aHaAM3a. DTO AOAXKHO PACHIMPUTh ONTUKY TpaAu-
LIMIOHHOJ MHTepIIpeTaliyl BUAEOUTP, PACKPBIB MeXaHU3MBI CO3AaHIS
VIX CMBICAOBOTO IIOTEHIINAA], ¥ DKCIIAUIIVPOBATh 3HAKOBbIE POPMBI OT-
pa’keHus B HMX aKTyaAbHBIX COITMOKYABTYPHBIX ITOCAAHNIL U UA€0AO0TU-
9JeCKIX II0BeCTOK. Peaamsariust AaHHOI 1lean paOoTaeT Ha yraybaeHue
COOCTBEHHO AucKypca game studies uepes pa3dpaOOTKy HOBBIX MOJeAelt
CHICTEMHOTO OIIpejeAeHUs] BUACOUTPOBOII CEMUOTIKU B €€ Koppeas-
LIV C IIPAKTVKOV PacCIIVPeHs II0AsI CMBICA0B. BO-BTOPBIX, KaHAaACKUI
aBTOp IIpecaeAyeT Apyryio, 0oiee OOIIYIO M MeEXAMCHUIIAUHAPHYIO
11eAb — IIBITAeTCs CO34aTh TEOPETNUIECKIIT 0a3UC A5 TAyOOKOTO, YCTOM-
9IBOIO AMasZora MeXJay game studies M KOTHUTUBHOV AVHIBUCTIKOI
Ha OCHOBE MY/ABTUMOJAABHOCTH KakK oOIero sHameHaTeas [Hawreliak
2018, 8-9]. I, 3aberast Briepéa, MOKHO OTMETUTD, YTO aBTOPY HPUHIIN-
MIaABHO YAAETCsl peaan30BaTh IIOCTABJAEHHBIE 1AM, TaK KaK OH Ha-
CTOIYMBO CTPEMUTCS BBIIITHU 3@ pPaMKU IIPOCTOTO OIMCAHUS MYAbBTIMO-
AAZBHBIX B3aUIMOAEVICTBUIL B BUAEOUTPAX, AEMOHCTPUPYSI, KaK Te UAN
VHBIE MYABTUMOAAAbHBIE aHCaMOAM (POPMUPYIOT OIIBIT UTPOKA U Kak
OHM MOTYT UCIIOAB30BaThCs (M MCIIOAB3YIOTCS) AAs co3AanHust dddex-
TUBHBIX CTpaTernii yoexx AeHysl.

Mertoaoaormueckn XaBpeAsK UCIIOAB3YET TOAXOA K MYABTUMOAAAb-
HOCTY, OCHOBAHHBIII Ha AVMCKypC-aHaAu3€e I COLMAAbHON CEMUOTUKE.
OcobeHHO MTOAUYEpKUBaEeTCsl 3HaueHue rocaesHerr. Ilosromy Bugeon-
IPHI 34eCh IIOHMMAIOTCS B KadecTBe 0COOOTO CeMMOTIYECKOIO pecypca,
KOTOPBINI BCErda MHTEPIPETUPYETCS B KOHTEKCTe KOHKPETHBIX COLIV-
aABHBIX CUTYaLII U IIPaKTUK. /IMEHHO COIMaAbHO OpUEHTUPOBAHHAS
KOHTEKCTYyaAbHOCTh OKa3bIBAETCs PellaioIuM (paKTOpoM B OIpeee-
HIUM 3HaYeHIS OTAEeAbHBIX 3HAKOB, MOAYCOB 11 MOAAAbHBIX aHCaMO el

CrpykrypHO MOHOTrpadus XaBpeasika COCTOUT U3 BOCBMU I1aB, KO-
TOpble 0ObeAVHEHEI B 00Aee OOIINIT TPEXIACTHBIN HappaTUB.

ITepBas yactp — «TeopeTnueckue MpeAnOCHLAKI» — HOCUT BBOAHBIIA,
IIpeABapUTEABHBIN XapaKTep, 3a4aBasl B 11€A0M TEOPEeTUIECKYIO U I1O-
HATUIHYIO PaMKy AAs ITOCAeAYIOIIeTo TOBOPEHIIS O MYAbTUMOAAABHO-
CTU B BUAEOUTPaAX. 34eCh KaHAACKUIT YIEHBIN BbIAEAseT TPU IAaBbI.
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B nepsoit raase «Vrpa, Bugeourpsl u mnpodaema cMbicAa» IIpea-
CTaBAeH 0030p HEKOTOPBIX CeMMOTHYECKUX U (PUA0COPCKO-TepMeHeB-
TUYECKUX Ipo0aeM, TPaAMILIVMOHHO IMPUCYIIUX M3YYeHUIO BUAEOUTP.
B gactHocTi, Ha ocHoBe koHuenuyu CarroH-CMuta 00 MUMMAHEHTHOMI
ABYCMBICA€HHOCTM MTIPOBBIX HpakTuK [Sutton-Smith 2001, 235-236]
apryMeHTHpyeTcsl Te3UC 00 OHTOAOTMYECKOI Pa3dMBITOCTU KaTeropuu
«urpa» 1 o peHoMeHe Urpel. CaMO pacKpbITHe DTOM TEMBI SIBASETCS A0-
CTaTOYHO TE3UCHBIM U Ja’Ke KOHCIIEKTVBHBIM, He IIpeTeHAysI Ha 1cdep-
IBIBAIOII NI XapakTep. Ero ocHOBHasI 11e4b — cO34aTh OOIINIT UAEMHBIN
KOHTEKCT BOKPYT BOIIpOCa O IIpoliecce CUTHM(PUKAIUN B BUAEOUTPAX: C
O/HOI CTOPOHBI, 0003HAUNTH TPOOAE€MHBIE 30HBI B IIPaKTUKaX POpMI-
pOBaHIA CMBICAOB, C APYTON — HAMETUTD IIYTU UX IpeojoaeHns. Tak, B
IIepBOM CAy4yae OTMedyaeTcs MPpUHIUINAAbHAsA ceMMUOTIYecKas! HecTa-
O1ABHOCTh BUAEOUTP, OCOOEHHO B CpaBHEHUM C APYIUMU Meaunadop-
Mamu. OHa GasupyeTcs Ha CyObeKTUBHOI ITPOIeccyalbHOCTU Kubep-
TeKCTOB, VX HeITPeACKa3yeMOCTH B CBSI3M C BO3MO>KHOCTBIO COBePIIIeHNs
reiiMmepaMm HellpeA3ajaHHBIX (HallpuMep, HeoOs13aTeAbHBIX) UTPOBBIX
AEVICTBUII, MEeHAIOIIUX coJep>KaHne MejguaducKypca. B packpsitun
DTOI TONMKM XaBpeAsK onupaeTrcs: Ha Teopuio Metareiimuara C. boay-
ka u Il. /lembe, B KOTOpOI1 pacKpbIBAIOTCs «aAbTepHATUBHBIE ICTOPUIT»
UTPOBBLIX IPAKTUK, HETUIIMYHBIE Mepe>XXMBaHI U HeOXXMAaHHbIe D(-
¢exTsI, Bo3HMKaomue B sugeonrpax [Boluk, LeMieux 2017, 369-371].
Bce »TO mMHTepmpermpyercs KaHaACKMM aBTOPOM B CeMIOTUYECKOI
OIITUKe, CO34aBasl A0CTaTOYHO OPUTMHAABHBIN B3IAs4 Ha IIPOTrPaMMHO
HEeHOPMAaTMBHBII UTPOBOII Ipouecc. O4HOBpeMeHHO BBIAeASeTCS PsIA
Pa3HOMIOPSIAKOBBIX (TeXHMYECKMX UM COLMOKYABTYPHBIX) OTpaHUYITe-
el BUAeOUTP, KOTOphIe B 13BECTHOM CMBICA€ YPaBHOBEIINBaIOT [IOTeH-
1aa UX CeMMOTUYECKON MOABMKHOCTU U CO34aI0T BO3MOXKHOCTD AASI
X CMBICAOBOTO aHaAu3a. B 11eaom mepBasi raasa, XOTsI 1 He IIpeAJAaraer
KaKIX-TO 0COO0 OpPUIMHAABHBIX aBTOPCKUX HAXOAOK, ITOAHOCTBIO BbI-
IOAHsET CBOIO OCHOBHYIO 11eAb — HEIIPUHY>XXAEHHO, HO aKajeMMJecKn
BBIBEPEHHO BBOAUT UMTaTeAs B CMBICAOBOII KOHTEKCT IIpejMeTHO-Te-
MaTI4YecKOl TOMMKM pabOTHl U B TO K€ BpeMsI CTAaHOBUTCSI OTIIPaBHOI
TOUYKOI BXOXAEHMS B DTOT AUCKYPC A Oolee IMIMPOKOI ayiUTOpUn,
crenaAbHO He CBSI3aHHOI C McCcAeJ0BaHIeM BUACOUTP.

Bropas raasa «Moaycsl BAeOUTp» MOCBsIIIeHa OO30pHOMY paccMo-
TPeHUIO KOHKPETHBIX TUIIOB CEeMUOTUIECKIX MOJaAbHOCTell, peaansy-
eMBIX B BIA€OUTPOBLIX MeJuaTeKcTaxX. BblAead1oTcs TeKCT, craTUdHoe I
ABIDKYyIIIeecs] M300pakeHne, My3blKa, 3ByKOBble D(PQeKThl 1 raInTuka,
TO ecTb XaBpeAsK II0Ka HaMepeHHO MCKAIOJaeT U3 DTOro psda Ipolle-
AYPHOCTB, YTOOBI AaAblIle YAeAUTD €€ pacCMOTPEHNIO OTAEAbHYIO TAaBy.
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ITpu onmcaHny ceMMOTUIECKMX KOHPUTYypalMii B paMKaxX pa3ANIHBIX
3HAKOBBLIX PeKMMOB aBTOP aKTMBHO OOpaIaeTcs K 00ABIIIOMY MacCUBY
KOHKpeTHBIX Urp. OH IBITaeTCsa OXBaTUTH MIpeAeAbHO IIUPOKIUIL CIIEKTP
BIIA€OUTPOBBIX O0Pa3YNKOB, a4 pecysICh B CBOEM OIMCaHUM KaK K ITPOeK-
taM 70-x rogoB XX Beka, ITOsBUBIINMMCA €111€ Ha 3ape UTPOCTPOeHMs, TaK
U K CaMBbIM aKTyaAbHBIM Ha MOMEHT HaIMCaHNUs KHUIY BUAEOUTPAM.
Hampumep, ocoOyio HOCTaAbTMYECKYIO TEIIAOTY U yBaskeHNe C TOUKU
3peHIs ICTOPUM BUAEOUTP BBI3BIBAeT TO, YTO IIPU PacCMOTPEHNN TeK-
CTyaABbHOI CeMMOTUKM BUAeouUrp XaBpeAsK oOpalljaeTcs K IpapoAn-
Teaio ®Toro KaHpa — Colossal Cave Adventure (1975). BoobGie raasa
HachplllleHa TeIMIIAeIIHO Pa3HOILAaHOBLIMM IIpUMepaMU UTp, 9TO Je-
MOHCTPUpPYeT IOTeHIIalbHOe MHOroOOpasue My AbTUMOAAABHBIX KOH-
¢urypanmii, peaansyeMsix B KuOepTeKCTyaAbHBIX IpaHuiax. Hapsay
C IIpoeKTaMli, B KOTOPBIX peaAn3oBaH BIIOAHe TPajUIIMOHHBIN HaOOp
CeMIOTIYECKNX peXXnMoB, HanpuMep Mass Effect: Andromeda (2017),
B 9TOI YacT! aHaAU3UPYIOTCA U O0Aee OpUTMHAAbHBIE, OPMEeHTUPOBaH-
Hble Ha MYABTVMCEHCOPHYIO CEeMMOTHUKY ITPOEeKTHI, IIpeAcTaBAeHHBIE B
1epBy10 odepeab Ha koHcoan Wii. Tak, wepes Wii Sport (2006) mnsyuga-
eTcs paboTa KMHeCTeTYeCKUX U ralTnIecknx MoAycos. OmnmcaHne Tex
UAV VHBIX PEXMMOB COIIPOBOXKAAETCSI A4OCTaTOUYHO COAMAHBIM 0030-
POM aKTyaAbHOI Hay4HOI AUTepaTyphl 110 BUAEOUTPOBOI CeMUOTIKE
TeKCTa, 3ByKa, Tpadpukn u T.4. Takum oOpa3oM, dTa raasa, O CyTH, SIB-
AsieTcss 0030pOM  pacIpOCTpPaHEHHBIX MOHOMOAAABHBIX METOA0AOTUIA,
y>Ke MpUMeHseMbIX B BUA@OUTPOBOII IIpaKTIKe, CHAO>KEHHBIM aBTOPU-
TeTHBIM Hay4IHBIM ITOACTPOYHIKOM.

TpeTbs raasa IIOAHOCTBIO MOCBAIIEHa KOMIIA€KCHON DKCIIAMKALIII
MpoLeAyPHOCTI KaK OCOOOMY CeMMOTUYECKOMY PeXUMY BUAEOUTP.
CBoé paccMoTpeHne XaBpeasik OCHOBLIBaeT Ha pabOorax S. Borocra u
4. Moppeii. B nepsoMm caydae 9TO 40CTaTOYHO OXMAAEMO U COAep-
>KaTeAbHO IIpeAcKasyeMo: B AuMcCKypce game studies Teopmus borocra
[Bogost 2007] ouens xopo1io ussecTHa, 004ee TOro, PUKCUPOBAHHOCTD
Ha Hell MHOTAa KaXkeTcs Aake n30bITouHON. OAHOBpeMeHHO oOpalile-
HIte K uaesaM MIoppeit BHOCUT CBeKee 3BydaHIe B DKCIIAMKAIIUIO SI3BI-
Ka MpoleAypHOCTH, 9TO Ka’KeTcsl Ha IepBblil B3I As4 MapaloKcaabHBIM,
TaK Kak eé 1ccaeoBaHMe BBHIIAO B cBeT Ha 10 aeT panbie «YOexxaa-
IOLIMX UTP» M3BECTHOIO reiiMAausaliHepa U Ipodeccopa BalllMHITOH-
ckoro yHusepcutera. Monorpadus Mioppeit «['amaer Ha 'oaoaexe:
Oyayliee HappaTuBa B Kubepripocrpanctse» (Hamlet on the Holodeck:
The Future of Narrative in Cyberspace), nsgannas s 1997 roay, B xa-
KOI-TO CTelleHN oIlepeAliia BpeMs, a IIOTOM OKa3aJach B TeHU 0oaee
nonyasipHoit padotsl borocra. B »Toi1 KHHUIe MeamaTeKCTHl paccMa-
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TPUBAIOTCs, CKOpee, B PyTypPOAOTMIECKON], IIePCIIeKTUBHON OITHUKE, a
VIMEHHO — MOJAEABHO aHAAM3UPYETCs] TO, KaK MOIYT M3MEHUTBCS II0-
BECTBOBaHIS, OCHOBAaHHBIE HAa HOBBIX MHTEPAKTUBHBIX Mejuacpejax.
Mioppert obpalaeT BHIMaHNE Ha TOHKYIO IPAaHUIY MeXKAY 3puUTeaeM
U HApPaTUBOM, MOAeANPYs Oyayliiee, B KOTOPOM IIPe>KHMIT HabA10a-
Te/Ab CTAHOBUTCS aKTVBHBIM yJaCTHUKAM, BOBAEKasICh B CO3MAAHIIE Pas-
AnaHBIX Kubepgpam. [IporieaypHsle cpeAbl IpuUB/AeKaTeAbHbI IMEHHO
TeM, YTO OHU MOTI'YT He TOABKO A€MOHCTPUPOBATD TOT UAU VIHOI CIOKET,
OCHOBAHHBIIT Ha ICXOAHBIX IIPaBIAaX, HO AAI0T BO3MOXXHOCTb 3PUTEAI0
CcaMOMy y4acTBOBaTh B €ro co3jaHumu u passutum [Murray 1997, 74].
B oOmem, pabora Mioppeil mo-mipeskHeMy oOJajaeT ®BPUCTUIECKO
LIEHHOCTBIO, 3aKAI04asl B cebe psi4 OpUTMHAABHBIX MHTYUIINI IO TIOBO-
Ay AVMHAMIYECKOIl CTBIKOBKM B €AVIHOM KOHTYpe sI3bIKa KuOepTeKcTa I
IIpoliecca ero CYnUThIBaHUsA. [109TOMy Takoe e€ ImepeoTKphITHE B MOHO-
rpadpun XaBpeasika BaXKHO A5 COBPEMEHHOTO Meanaanckypca. Ho mbr
HEMHOTO OTB/€KACh OT HaIllero OCHOBHOTIO IIpeJMeTa pacCMOTPEHMSL.

XaBpeasK CIIpaBe4AUBO OTMeYaeT, 4TO IIPOLIeAYPHOCTh KaK OCO-
OBIIl peXMM 3HAKOBOV OpraHmsanuy MHQPOPMAIIMOHHBIX MacCCUBOB
AocTaTogHO caabo n3ydeHa B multimodal studies. Dto cBs3aHHO ¢ TeMm,
9TO IPOILIeAYPHOCTb BHIOMBAETCS M3 KAACCUUECKOI KAaccupuKarum B
KOTHUTHBHOI AVHIBUCTHKE CEMUOTHYECKUX MoAycoB. [Tocaeanue va-
CTO OINCHIBAIOTCSI B TEPMMHAX CEHCOPHBIX AAHHBIX, KOT€PEHTHBIX OC-
HOBHBIM OpraHaM 4yBCTB. /1 Aazee I1s1Th 6a30BBIX CEHCOPHBIX KaHA/AO0B
ApOOsITCs 1CcCAej0BaTeAsIMU Ha Ooaee crienpuraeckyie CriocoObl ceMu-
otnyeckont tpancasanuu [Forceville 2009, 21-22]. Oanako mporeayp-
HOCTb He BIIVICBIBAETCS B Ty AOTVKY KOH(PUTYPUPOBAHNS KAaCCUIECKIIX
MozaapHOCTell. OHa He OCHOBBIBAeTCsI Ha KaKOM-TO KOHKPETHOM YYB-
CTBEHHOM KaHaJe nepejauy MHGOpMaLNY, a CTPOUTCSI Ha MHBIX, AU-
HaMM4YeCKI-MMMEePCHUBHBIX IIPUHINIIAX. V] IMEHHO TO He40CTaTOUHOe
3HaHIMe (peHOMeEHa IIPOLIeAYPHOCTU B KaueCTBe OCOOOTO MeAuas3bKa B
multimodal studies craHOBUTCS TAaBHBIM apTyMeHTOM A5 XaBpeAsKa,
9TOOBI YAE€AUTH €ll OTAEABHYIO IAaBYy.

B TO >Xe BpeMsl, HECMOTpPsI Ha aBTOPCKOe OOBsCHEHIe, HeAb3s He
OTMETUTh 34eCh HEKOTOpYyI0 ¢OpMalbHYIO HeIOCAeA0BaTeAbHOCTD
KaHaACKOTO MbIcAuTeAsl. Bo BBeAeHUM OH aKIIeHTUpPYeT BHUMaHNe Ha
PaBHO3HAYHOCTY BCEX CEMUOTUYECKUX PEXKVMOB U TOM, YTO IIPUHIIN-
MI1a/bHO HEIIPaBIABHO OCOOBIM OOpa3oM BBIAEASTH Ty UAU MHYIO MO-
AaABHOCTH B 00IIeM aHcaMmOae. Ha Hamr B3rasi4, 9TOT Te3)C OTOpBaH
OT AEVICTBUTEABHOCTY U peaAbHOI IPpaKTUKN ANpPepeHIIpOBaHHOTO
CeMMOTIYECKOTO BOCIPUTIS, KOTOpOe OOBbeKTUBHO AeTePMUHIPOBa-
HO OpraHaMM YyBCTB I HEpaBHOMEPHBIM MH(OPMAIIMIOHHBIM BKAaA0M

190



A. A. Beases. Budeouzpol 6 MYAGMUM00AAbHOIL OnMuKe

Pa3AMYHBIX CEHCOPHBIX KaHaa0B. O4HaKo 1 caM XaBpeAsK CTPYKTypoil
U XO40M CBO€TO 1CCAeA0BaHNsI, B YaCTHOCTU BbIAeAsisl OCOOBIM 00pa3om
MIMeHHO IIpOLIeAYPHOCTD, TakKKe MpU3HaeT HepaBHO3HAYHOCTDL Pa3HBIX
UTPOBBLIX MOAYCOB. JyMaeTcs, 9TOI BHEIIIHel HellocAe0BaTeAbHOCTDIO
B AEJICTBUTEABHOCT! OH B COAep>KaTeAbHOM OTHOIIIEHIV HOPMMPOBal
nccAe0BaHNe, Ae3aByMpOBaB sBHO MA€0AOTMYECKYIO IO3UIIUIO, 000-
3HaYeHHYIO BO BBeAEHUI.

Caeayromas yacte MOHOTpadpui, Takke COCTOsIIasA U3 TPEX IAas,
SIBASIETCS COAeprKaTeAbHO OCHOBHON B 11CCA€40BaTeAbCKOM HappaTuse
Bceil pa®oTel. OHa MOCBsIIeHa pacCMOTPEHMIO Pa3AMYHBIX MOAAAbHBIX
KOHQUTIypalnii, KOTOpble CKAaAbIBAIOTCs IIPY COYeTaHNM MHOTOOOpas-
HBIX CEMMOTUYECKUX PEXXUMOB BUACOUTP.

Vtak, B 4eTBEPTOI TAaBe M3y4daeTcsl peHOMeH MYAbLTUMOJAaAbHOTO
KOHCOHAaHCa, TO ecTh (POpMBI 0COOOI OpTaHM3ALINI CEMMUOTIIECKUX
PeX1MMOB BHYTPH €4MHOIO aHCaM0AsI, KOTAa OHM YCUAMBAIOT BAUSHIUE
APyT Apyra, cosgaBasi 9(PQPeKT «pPUTOPUUECKOV MYABTUIIAVKALIVIV.
DakTHYecky B 9TOM YacTU pabOTHI IIPOUCXOAUT CMelljeHIe aKI[eHTOB
C AeCKPUIIIINM OTAeABHBIX MOAYCOB K PacCCMOTPEHMIO X B KOHTEKCTe
3HAaKOBBIX MeXaHIK yOexxkaeHus. ITpu Tom XaBpeask, onupasich Ha Me-
TOJ, COITMAaAbHOM CEMUOTUKM, BBOAUT B MOAAABHBINT KOHCOHAHC TaKO1
DAEMEHT, KaK I101b30BaTeAbCKIII OIIBIT, KOTOPBIN OKa3bIBaeTcs (PaKkTo-
POM U Ba>KHEIIINM 91€MEHTOM «OMIIMPUIECKON PUTOPUKI» BUAEOU-
rp. KonnentyaabHo ®Ta raaBa oKasbIBaeTcsl, IO CyTH, AOTMYHBIM IIPO-
AO/ZKeHNeM IpeAbIAyIIell, TaK KaK BCe HTO aBTOPCKoe «yDeKAeHle Ha
OCHOBE OITBITa» SIBASIETCS Pa3BUTUEM YK€ B MyAbTUMOAAABHOI OIITUKE
KOHLIeNIINI IpoleAypHON puropuxu. Aas auckypca game studies B
DTUX Te3Ucax HeT KaK/X-TO KaueCTBeHHBIX MHHOBAINI. 34€Ch BHOBb MBI
MeeM AeAO0 C IIOIBITKONM HaAaauTh anaaor ¢ multimodal studies, rae
I10Ab30BaTeABCKIII OIBIT OOBIYHO HE pacCMaTPUBAETCSI C TOUKM 3PEHILs
yOeKAeHNsI.

Jaaee XaBpeask uccaeayer, KaKuM 00pa3oM KOHBepIreHINs CeMUO-
TUYECKIX PeXXMMOB MOXKeT MICII0Ab30BaThCs 4451 (PeHOMEHOA0TIeCKO-
ro yoesxxaeHns I10Ab30BaTeaell, TO eCTh 445 CO3AaHNs OLIYIIeHNs pea-
AM3Ma ¥ MMMEPCUOHHOTO IIOTPy>KeHIsI B BUPTyaAbHYIO cpeay. 34ech
aBTOp IIOAHMMAaeT BeCchbMa MHTEPeCHYIO TeMy IMOHMMAaHNs «peaars3Ma»
B Bugeourpax. Ilocaeaumit paccmaTpuBaeTcst B AByX acleKTaX: BO-TIep-
BBIX, CEHCOPHBIII (BU3yaAbHBIN M 3BYKOBOI) peaansM (PpUKCUPYeTCs Ha
9yBCTBEHHOI 4OCTOBEPHOCTY BHYTPUUTPOBBIX (P€HOMEHOB, BO-BTOPBIX,
NpOLeAyPHBINl peaar3M CUMYyAUpPYeT pedepeHTHYIO apXUTeKTOHMKY
TOI MAV MHOJ CpeAbl KaK KOMIIA€KCHOI CYICTeMBI AeTepMUHUPOBaHHBIX
cpsseit u mporeccos [Wilcox 2014]. AkiieHTyanus B peaansarnum Kax-
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AOTO U3 HUX 3aBMCUT B IIEPBYIO OUYepeAb OT >KaHpa Urphl. Tak, IryTepsr
U IIpoune pasHooOpasHble UTPHI, TAe TeliMILAell OasupyeTcs Ha IIPUH-
LMIIaX IPSIMBIX €AVHIYHBIX AEVICTBUIL, (PUKCUPYIOTCSI Ha CEHCOPHOM
peaausMe. B 9ToM cayuae HarasgHasl ayTEHTUYHOCTD MIMeeT OIIpeesi-
IOlllee 3HaUeHMe AAs co3laHusl d@eKTa NOTPY>KeHIs B BUPTyaAbHYIO
cpeay. OAHaKO 4451 BUAEOUTP, B KOTOPBIX aKTUBHOCTD TeliMepa CBsI3aHa
C B3aIMOZAEIICTBIEM C CHCTeMaMIl Pa3AMYHOTIo IopsAKa (IIpexae Bcero,
9TO aKTyaAbHO A4S CTPATEINII U POAEBBIX UTP), HAa IIEPBOE MECTO BBIXO-
AT TIPOLIeAYPHBIN peaan3M. BakHee CTaHOBUTCSA CUMYASIIVS CTPYK-
TYpPBI (COIIMAaAbHOI, YKOHOMIYECKO], ITOANUTIYECKOI U T.A.) OpPTaHM3a-
LIMM CpeABl, KOTOpPasl BBICTYIIaeT OCHOBHBIM ITPOCTPAHCTBOM UTPOBBIX
aKTMBHOCTell. B kayecTse nipumepa nccaeayercs oTpa’keHne OAHOTO I
TOTO >Xe (peHOMEHa — BOVIHBI — B Pa3HBIX MOJycaX BUPTYaAbHOIO pea-
AM3Ma, a TAKXKe VX KOTePEeHTHOCTh BRICTpanBaHus AuddepeHInpoBaH-
HBIX PUTOPUYECKIX AVICKYPCOB.

Ha nam B3rasg, m3 oOIeit A0rMKi 1cCAe40BaTeAbCKOro HappaTu-
Ba I IIPeAMETHO-TEMATUIEeCKOI paMK pabOTHI HECKOABKO BEIOMBAETCS
cogep>KaHMe BTOPOIl 4acTM DTOI IAaBbl, T4e pacCMaTpUBAIOTCS aKTy-
aAbHBIe TEXHOAOTUM BUPTyaAbHON peaabHOCTH. CaM 110 cebe BTOT CIo-
KeT BeCbMa MHTepeceH I aKTyaleH, TaK KaK B II0CAeAHIe TOAbI UTPOBbIE
VR-TexHOAOTUN ITOAYYMAV HOBBIII UMIIyABC B passutuu. boaee Toro,
C HUMM OBLAO CBSI3aHO MHOTO OXKUAAHMII 9yTh AV He IPAAYIIEil PeBo-
aonun B Bugeonrpax. VI XoTs BBIXOA OCHOBHBIX I11aT(OPM BUPTYyaldb-
Holt peaabHocTu (Oculus Rift, HTC Vive n Playstation VR) B neaom
He OIlpaBjaa ®TUX OXUJAaHUI, TPOAEMOHCTpUpoBas, yTo VR ocraérca
BecbMa HUIIEBBIM IIPOAYKTOM, MIMEHHO C CEeMMOTUYECKOV TOUKU 3pe-
HISI TEXHO/AOTUM BUPTYaAbHON PeaAbHOCTU pajUKaAbHO IepecMaTpu-
BaIOT IIPVBBIUHBIE 3HAKOBbIE PEXXUMBI M CO34AI0T KaueCTBEHHO HOBBIN
MeAVaAbHBI KOHTYp. Peaamsanms myaprnmogaasHoct B VR-mrpax
BBIXOAUT Ha IPUHINIINAABHO MHON YPOBEHbD, I 9TO, Oe3yca0BHO, $op-
MUpYeT IIMPOKOe IMPOCTPAHCTBO A4s e€ mccaejoBaHmsa. OgHaKO BbI-
OpaHHbBII XaBpeAsIKOM paKypcC pacCMOTPEHMsI HTOTO CIOXKeTa KaKeTcs
He CAUIIKOM YJa4uHBIM. BO-IIepBEIX, B KauecTBe UTPOBOIO IIpUMepa OH
paccmatpusaeT The Displaced (2015), rae moap3oBaTeAssM IIpejoCTaB-
AsI€TCsl BUPTyaAbHasl BO3MOKHOCTh IIOYYBCTBOBATh ceDsl OesKeHIleM,
OKa3aBIIIICh B XapaKTePHBIX KOHTEKCTYaAbHBIX M POAEBBIX CUTYaLIVIX.
JaHHBIN IIPOEKT MHTepeceH KOHIENTyaAbHO KaK MOJeAb a/lbTepHa-
TUBHOTO DKCIMPUEHCa AU AaXKe, CKOopee, KaK HEKOTOpasl COLIMaAbHO
3apsiKeHHas MaHM@ecTallls, HO He KaK cOOCTBeHHO urpa. Eé urpossie
MeXaHUKI OY€Hb YIIPOIIEHBI U CBEAEHbI 40 HECKOABKIX DA€MeHTapPHBIX
akTuBHOCTell. COOTBETCTBEHHO, I CEMUOTIYECK! Ha yposHe VR-mpo-
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SIBA€HMII UTpa He AeMOHCTPUPYeT 3aA10KEeHHBIN B CaMIX TeXHOAOT/4e-
CKIX MHHOBALMSIX ITOTeHIIMaA. Bo-BTOpBIX, BUpTyaAbHas peaAbHOCTDb
paccMaTpuBaeTCs B ONTHKe 3ajayd KAMHUYECKON IICUMXOAOTUI B Kade-
CTBe BO3MO>KHOI CpeAbl A5 A€4eHNs IOCTTpaBMaTUIeCcKOro CMHAPOMa.
B npunIumne, 9To, KOHEYHO, BO3MOXKHO ITPU MCIIOAB30BaHNH CIIeIaAb-
HBIX CUMYAs1Mii, Ho VR-TexHoA0rMNU B X BUA€OUTPOBOM popMare A4
DTOTO He ITpeAHa3HauyeHBI.

Caegayronias (11ecrast) raaBa IOCBsIIeHa PaCCMOTPEHUIO KOHIIeTIIIN
MyABTUMOAAABHOIO AVICCOHAHCA, €€ MOTeHIlala B KauecTBe MHCTPY-
MeHTa CO3JaHMs 0CODOI, CeMMOTUYECKU rapajoKcaabHOU UTPOBOL
cuTyanuu. B oranume or MogaapHOTO KOHCOHAHCA, MOAAABHBIN AVICCO-
HaHC BO3HIUKaeT, Korda 4sa 1Ay 60.1ee ceMMOTUIeCKIX pesKIIMa BHYTpHU
aHcaM04s1 He cOOOpa3yIoTcsl, a, HAaIIlPOTUB, IPOTUBOpeYaT APYT APYTY,
TeM CaMBbIM CO3JaBas KOHTYp aMOMBaAeHTHBIX 3HaKOB 1, COOTBETCTBEH-
HO, HOBBIII ITI0Ab30BaTeAbCKMIT KcupueHc. Cama 9Ta TeMa AMICCOHAHCA
Pa3AMYHBIX UTPOBBIX HA1€MEHTOB (IIpesKJe BCero, reiiMILAeIHbIX 1 Hap-
paTMBHEIX) B game studies 40cTaTOYHO IOIyAsIpHA 1 XOPOIIO Ipopa-
6oraHa. JanHas AucKyccust Oblaa Hadata einé B 2007 rogy M3BeCTHBIM
reiiM-ausaiinepoM K. XokMHrom, oTMeTHBIINM HecOBIIajeHNe UAeTHO-
ro nocelaa B cioxere BioShock (2007) ¢ eé xapakTepHBIM TreiiMILAeeM.
ITozaHee cxoAHbIe AyAOHappaTUBHbIE IPOTUBOpPeUNs OBLAM MOAMede-
Hol B Call of Duty 4: Modern Warfare (2007) n Uncharted 4: A Thief’s
End (2016), craHOBsICE OCHOBaHMEM A4Sl KPUTUKHU U Ja’Ke HacMeIlleK.
OOBIYHO caMO HaAM4Me DTUX AMCCOHAHCHBIX (peHOMEHOB TPaKTyeTCs B
HeraTMBHOM acIleKTe, TaK KaK OHU pa3pylIaioT eAMHCTBO ITOBECTBOBa-
TeABHOI CTPYKTYPBI M UTPOBOTO ITpOllecca, IPerATCTBY:I [IeA0CTHOMY U
MMMEepPCUBHOMY BOCIPUATUIO KOHTMHYyMa UTrposoro mupa. [Ipunnm-
I1aAbHasi HOBM3Ha 1Aen XaBpeasika COCTOUT B TOM, YTO OH IIpejAara-
eT I3MeHNTD ONTUKY MHTepIIpeTaluy UTPOBLIX guccoHaHcoB. Kanaa-
CKII1 aBTOP YTBEpKAaeT, UTO «ecAu MOAUPULIMPOBATh DTO IIOHATHUE,
IIOMeCTUB B LIeHTPp BHMUMAaHMA B3alIMOAENCTBIE MeXAYy AVMCCOHAHC-
HBIMU CeMUOTUYECKMMI MOAYCaM!, Mbl MOXXeM HalT! ITO3UTUBHLIE
reHepaTUBHBIE CTpaTernu AusaiiHa B Bugeourpax» [Hawreliak 2018,
162]. Ha cmeny ayaoHappaTUMBHOMY AMCCOHAHCY OH BBOAUT ITOHATHE
«MOJaAbHasl UPOHUS», AeMOHCTPUPY:I, KaK OHa depe3 «IIO3UTUBHOe
HampsKeHe» CIocoOCTByeT (POPMUPOBAHMIO HOBBIX UTPOBBIX OII-
LM AAs1 TI0Ab30BaTeAs, a TakXKe CTaHOBUTCA 9(PPeKTUBHBIM UHCTPY-
MEHTOM CO3JaHMs IOMOpUCTHYecKux cutyarnuii. Hemocpeacrsennas
peaamsanus «MOAaAbHON UPOHUM» pa3bupaeTcs Ha IpUMepe TaKUX
urp, kak Papers, Please (2013), Fallout: Shelter (2015) u Battlefield 1
(2016).
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3aka0unTeAbHasl 9acTb pabOTHI XaBpeaAska COCTOUT U3 ABYX TAaB.
B nepsoii (oHa >ke I10 c4eTy ceAbMast) OH OIIMCBIBAeT POAb ITI0Ab30BaTeAb-
CKOTO KOHTEeHTa IIpM IIOCTPO€HUM MYABTUMOAAABHBIX «aHCaMOAei».
B wactHOCTH, OCHOBHOE BHIIMaHIe yAeAseTCsl TOMY, KaK «MOABI» MOTYT
M3MEHUTb CMBICAOBOI ITOTEHIIMaA TeX AU UHBIX UTP IIYTéM TpaHCcPop-
MaIuy OAHOTO MAM HECKOABKUX CEMUOTUYECKNX PeXUMOB B «aHCaM-
64e». [Toab3oBaTeabckyie MoAMpUKALINU ITO3BOASIOT UTPOKAM BHOCUTD
M3MeHeH!Us B 6a30BYIO UTPY, HPUIEM MX AMAIla3OH IIpeJeAbHO pa3HO-
oOpaszeH — OT BHEIIIHNX BU3yaAbHO-TpapUIecKX 51eMeHTOB 40 HOBBIX
TUIOB revimiiaes. Ileap 9Toi raaBsl — TOAYEPKHYTD, YTO UTPEI — BTO He
CTaOMAbHbIe CeMIOTIYecKie OOBeKTH, a YacTy IIPOrpaMMHOTO odecrie-
JeH!s, KOTOpble TeOpeTUIecK! MOXKHO M3MEHUTh B AI000/1 MOMEHT.
Boaee Toro, MapKeTHIOBOe ITPOABIKEHNe Psija BUAEOUTP aKILIeHTUPY-
eT BHIMaHIe IMEeHHO Ha BO3MOXKHOCTHU CO34aBaTh Ha 0a30BOII UTPOBOIL
naarpopme CBOU, MHAUBUAYAABHO-aBTOPCKIIE CeMUOTUYECKNEe CTPYK-
TYpBl U AeAaTh MX IYOAMYHBIMU 4epe3 ceTeBOe pacIpOoCTpaHeHMe.
ITo xoay pacKpbITUs AQHHOTO TeMaTMUYeCKOIO CIOKeTa XaBpeAsK pac-
CMaTpuBaeT BecbMa MHTepecHbIN ITpuMep Moaudukaunu (Really Useful
Engines) aas nmonyasiproit poaesoir urpsl The Elder Scrolls V: Skyrim
(2011), koTopas 3aMeHseT APaKOHOB IepPCOHa’KaMM AeTCKOTO MyAbTce-
pMaja mpo MapoBO3UKN. DTO OAHOBpeMeHHO (pOpPMUPYeT CUABHBIN BHY-
TPUUTPOBOI AVICCOHAHC U IOMOPUCTIIECKIIT 9PPEKT, ITO3BOAAS CO3AaTh
MO3UTUBHYIO OIITUKY MHTepIIpeTalluy «MOAAABHON MIPOHNUI».

Haxonen, BocbMasi (3aKAlOuMTeAbHas) IT1aBa MOHOrpaduu cogep-
>KaTeAbHO HOCUT IIPOTHOCTIMYECKIIT XapaKTep. B Hell cTposiTcst runore-
TUYecKNe ClleHapyI BO3MOXKHBIX KOHBePIeHIINII MyAbTUMOAAABHOCTU
U TepPCHeKTUBHBIX TeXHOAOTHII, CIIOCOOHBIX CO34aTh HOBBIE DAeMeH-
TBI CEMMOTUYECKOTO AM3aliHa Bugeourp. Hanpumep, xakum obpazom
OOOHATeAbHBIe U BKYCOBble MOAYCHI MOTYT OBITh MHTETPUPOBAHBI B
BIAEOUTPOBOI MeAMaTeKCT. TakKe MPUMHUIMIIBI MYAbTUMOAAABHOCTI
paccMaTpuBaIOTCsl B KauecTBe OCHOBBI 4451 pa3pabOTKM YHMBepcadb-
HOTO TelIM-AM3aiiHa, ClIOCOOHOTO YCUAUTD MHKAIO3MBHOCTD BUAEOUTP.
W sakaH4mBaeTcs paboTa 0630pOM DKCIIepUIMeHTa, IIPOBeAEHHOIO Xas-
peasikoM B 2016 roay, KOTOpPBII BKAIOYaeT B ceOsl IPOBEPKY CeMMOTH-
9JeCcKMX YTBep>KAeHMI ¢ IOMOIIIBI0 SMIUPUIECKNX M0AXx040B. OH na-
AIOCTpUPYeT NPUHIIUIINAABHbIE BO3MOXKHOCTM DKCIIepUMEHTaAbHBIX,
a He TOABKO TeOpeTNIeCcKI-YMO3PUTEeAbHBIX METOAOB B 1CCA€A0BaHIIX
MyABTUMOAAABHBIX BUAEOUTP.

ITogsoas uTorM HallemMy 3HAKOMCTBY ¢ KHurom /Jx. Xappeasxa,
Ba’KHO OTMETUTD, UTO CaM aBTOP IIOHMMaeT HeOOXOAMMOCTb MCIIOAb-
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30BaHIsI MHOXKeCTBa METOAOB AA51 a4eKBaTHOM DKCIIAMKAIIUY CeMUOTHU-
94ecKOl CTPYKTYpPBl BUACOUTP U IOHMMAaHMUsI CTpaTeTnii COrAacoBaHMsA
CMBICAa MEXAY UIPOI KakK KMOepTeKCTOM U II0Ab3OBaTeleM-TeiiMe-
POM, KOTOPBIN €T0 MHTePaKTUBHO CUMTHIBaeT. DTa MeToA0A0rndecKast
OTKPBITOCTDb ITO3UTUBHO BANsET Ha TeKCT MCCAeAOBaHNsI, II03BOAAS €My
n36exxaTh A0TMaTUIECKIX KOHCTPYKIINI U KATeTOPMIEeCKIX CY>KAeHUIA.
KoneuHo, B psige MecT paOoTa U3ANIITHE AeCKPUIITIBHA 1 HEKPUTIYHA B
BOCIIPOM3BeAeHNN KaK1X-To Teopuit. OgHaKo, AyMaeTcsl, TO BTOPUYHO
U He UTpaeT pellalolleil poAy IPpU UTOTOBOI OILleHKe JccAeAOBaHUs.
ABTOpPCKMIT TEKCT, Ha HaIll B3I A4, YAa4HO DadaHCHPYeT MeXAY, C OA-
HOI1 CTOPOHBI, AOCTYITHOCTBIO M3A0KeHMs, SICHOCTBIO (POPMYANPOBOK
U TEpMUHOAOTIYECKO HOPMUPOBAHHOCTLIO (0e3 M3ANIITHeN ITOHATU-
HOIJ1 YCAOXKHEHHOCTH), 4YTO BeChbMa HeIIpOCTO, HaXOAsCh B AVICKYpce KOI-
HUTWBHOM AVHIBUCTUKIU, U C APYTOM — HAy4YHOU CTPOTOCTHIO U aKaje-
MMYHOCTBIO, HAXOAACh Ha MEeXAUCHINUIIAMHAPHOM CTBIKe MeXAy game
studies u multimodal studies. Kpome Toro, uyscrByeTcs Herocpes-
CTBeHHasl aBTOpPCKas BOBAEUEHHOCTDL B IIpeJMeT lccAelOBaHUs, KOrda
€ro AVMYHBIN UTPOBOI OIBIT CTAHOBUTCS YacThIO (PEHOMEHOA0TUeCKOI
6a3bl paboTHL. VI B JaHHOM caydae 9TO MMeeT CyllleCTBeHHOe 3HaueHle,
TaK Kak B cAyJae ¢ CyObeKTMBHO OIIOCpeA0BaHHON HOMaAWYHOCTBIO BU-
AEOUTPOBOTO KMOepTeKCcTa AMYHBIN OIBIT CO34a8T HEOOXOAVIMBIN HM-
MM PUIECKNIT KOHTEKCT U CTAHOBUTCS Ba’KHBIM (PaKTOPOM aleKBaTHOI
aHaantuku. Hakoner, XaBpeasik He Oe3 MpOHUM 3aMedaeT, UTO «B 1je-
aAbHOM MIUpe KHITa O MyAbTMMOAAABHOCTI B BIIAeOUTpax BooOllle He
Oblaa Ob1 KHUTOV» [Hawreliak 2018, 15], Tak kak e€ 6uMoaaabHasT CEMU-
OTMKa IIPUHIIUIINAABHO HECIIOCOOHA B IIOAHOI Mepe IepelaTh 3HaKO-
ByI0 nmoaAndpoHnio sugeourp. VI gasee oH 3agaércsa MeTOA0A0TMIECKN
BecbMa MHTePEeCHBIM BOIIPOCOM: MOXKHO AM IIPOBECTV CeMMOTIUYeCKIII
aHaA3 HelloCpeACTBEHHO Yepe3 UTPOBOIi ITporiecc?

Hagaeemcs, yTo Hallle oOpallleHre K TeMe MYAbTMMOAAAbHOCTH BU-
Aeourp depes MpuU3My paccMoTpenns Kuurn J:x. Xaspeasika «MyabTu-
MOJaAbHasl CEMIOTHIKA ¥ PUTOPHUKA B BUAeOUTpax» Oy4eT criocoOCTBO-
BaTh COAep>KaTeAbHOMY pacIIpeHNIO OTedeCTBeHHBIX AVICKYPCOB game
studies 1 MyAbTMMOAAABHBIX UCCA€AOBAHMIA.
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