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This article deals with religious, specifically, Christian message in
the videogame “Dragon Age: Inquisition”, released in 2014 by Bio-
ware. In order to understand the specifics of this game, the article in-
cludes detailed analysis of traditional ways to present religion, gods
and believers widespread in the genre to which “Dragon Age: Inqui-
sition” belongs — the so-called role-playing games (RPG). Special at-
tention is given to the way “Dragon Age: Inquisition” utilizes com-
mon set of narrative techniques and game mechanics often presented
in the games of this genre. While borrowing many of them, the de-
velopers change them in small but significant ways. By doing so they
manage to create a unique approach to representing religion which
is strongly shaped by secular ideology dominating the genre. This al-
lows us to call “Dragon Age: Inquisition” a post-secular videogame
that adapts many traditional Christian narratives and conflicts with
the new and unfamiliar medium.
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DTOW crathe paccMaTpPUBAITCA PEIUIMO3HbIE, KOHKPETHO —
XPUCTUAHCKHE MOTHUBBI, coJiepkalnyecs B urpe Dragon Age:
Inquisition (2014) ot crynuu Bioware. {1 npeamnosaraio, 9To
Ppa3paboTYUKU UTPHI, MBITASICh IEPEOCMBICTIUTD KJIACCUUECKUE [T
(oHTe3u RPG 3y1eMEHTHI CIOJKEeTa, CMOTJIM HEOXKUIAHHO IIOJIHO pac-
KPBITh 32J105K€HHbIE B HUX UCTOPUYECKU PeJIMTH03Hble CMBICIbI. Hap-
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Pesnurus u GpaHTACTUKA B COBPEMEHHOH NONYJAAPHOH KYyJAbType
PaTUBHBIEC MOTHUBBI JOIIOJTHATCA COOTBETCTBYIOIIUMU JIIOJUYECKUMU,
CyIOECTBYIOIIIMMH Ha YPOBHE IIPDABUJI UI'DbI, 3JIEMEHTAMU. FapMOHI/IH
MeXAy ABYMA IIJIAaCTaMU BUJEOUTDBI B TOM, YTO KaCae€TCA pEIpe3€H-
Talluu PEJIUTUU, U I1I03BOJIAET TOBOPUTH O Dragon Age KaK O II€JIbHOM
IOCTCEKYJIAPHOM XPUCTUAHCKOM BBICKA3bIBAHUU.

MeTtoaosrorust

B0o3MOKHBIN IOJIXO/T K MHTEPIPETAIMN PEJUTHO3HOTO COJIEPIKa-
HUA BHUJIEOUTPHI IIpeKkpacHo onucayn Muxann ®enoros B crathe «Pe-
HOMEHOJIOTUYECKAs] TepPMEHEBTHKA KaK MOCT MEX/IY BUIEOUTPAMHU
U PEJIUTUO3HOM 3CTETUKON», BOIIeAIeld B cOOPHUK «MeToasl n3-
yUeHUs1 pesIuruu B Buzeourpax» (Methods for Studying Religion in
Videogames)'. OH, B CBOIO OU€PE/b, OITUPAETCS HA MPEIIECTBYONINE
PpaboThI U3BECTHOTO CIIEITUAINCTA B 00J1acTu game studies Benu-Mat-
T Kypxysaxty, a B 60jiee IIHUPOKOM CMBIC/IE — Ha TPAAUIUIO (peHo-
MEHOJIOTUYECKOU repMEeHEBTUKH, KaK ee omuchiBain XaHc-I'eopr 'a-
namep u Ilonp Puxkép.

[IpuMeHUTENHPHO K BUIEOUTPAM TAaKOU IIOJIXOJ] IIO[Pa3yMeBaeT,
YTO WCCJIEZI0BATENh COCPEZOTAUNBAETC HA B3aUMO/IEHCTBUU MEXKIY
HApPATUBHBIM U «JIIOJIUYECKUM>» (TO €CTh CyI[ECTBYIOIUM HA yPOB-
He MPaBUI) acrekTamMu Urpbl. CyIEeCTBYIOT JIM 3TU 3JIEMEHTHI Mapasi-
JIEJIBHO JIpYT JIPYTY, KaK B CJlydae ¢ MOOMJIBHBIMU T'OJIOBOJIOMKAMU,
r7ie HappaTUB IIPOJBUTAETCS UCKIIOUUTEIHPHO B HEMHTEPAKTHBHBIX 3a-
CTaBKaX, WJIM OHU B3aMMOCBA3aHbI? KaknM s71eMeHTaM UTPHI y/1eJIEHO
00JIBIIIe BHUMAHUSA U CUJI CO CTOPOHBI pazpaboTunkoB? Hakorer, 9To
0COOEHHO Ba)KHO B KOHTEKCTE JIAHHOW CTaTbhU, CYIECTBYET JIU IIPO-
TUBOpEYNE MEXKAY HappPaTUBOM U UTPOBBIMU MEXaHUKAMU WJIN OHU
JIOTIOJTHAIOT APYT Apyra? B 9To# craThe s MOCTaparch MOKa3aTh, YTO
B cirydae Dragon Age: Inquisition JIIOqUYeCKUE ACIIEKThI, B YACTHOCTH,
CUCTeMa JTUAJIOTOB M HEKOTOPBIE ACIIEKTHI MEXaHUKU 005, TOTIOTHAIOT
HappaTUB, TI03BOJIAS UTPE MIPOU3BECTH II€JIbHOE BHICKA3bIBAHUE, KOTO-
poe MOKHO pacCMaTPUBATh KaK «XPHCTUAHCKOE».

CaMO TIOHATHE «XPUCTHAHCKON BU/IEOUTPBI» 51 BBOXKY, OIUPAsCh
Ha KOHIEINIUIO «Pe30HAHCa», IIPEJICTABJIIEHHYI0 B paboTax Azama

1. Fiadotau, M. (2017) “Phenomenological Hermeneutics as a Bridge Between Video
Games and Religio-Aesthetics”, in V. Sisler, K. Radde-Antweiler, X. Xenia Zeiler (eds)
Methods for Studying Religion in Videogames, pp. 165-174. New York/London:
Routledge.
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Jleonun Moilixkec
Yanmana?. Ilog auM YanMaH, 3aHUMAaBIINHACA BOIIPOCAMHU PeIpe3eH-
TalWH peasIbHBIX UCTOPUYECKUX COOBITHI B BUJIEOUTPAX, IO pa3yMe-
BaJI CUTYAIIHIO, KOT/Ia COOBITHSA Ha SKpaHEe HAIIOMUHAIOT U Pe30HU-
pyrom ¢ 4eM-TO 3a IpefieJlaMi BUAEOUTPhL. DTa KOHILENIUs, B CBOIO
ouepe/ib, MO3BOJISIET IPUMEHUTHh K aHAJIU3Y BUIEOUTPHI HapabOTKU
KJIACCUKOB CEMUOTHKH, B yacTHOcTH Postana bapra ¢ ero xonunemnmu-
el «3HaKa» U «y3HABAHUSI».

YroTpebss NOHATUA «XPUCTHAHCKAsA BHU/IEOUTPA», A MO/IPAa3yMe-
Bal0 HE TO, YTO Bioware cO3HATEJIbHO 3aKJIa/IbIBAIa B CBOM IIPOEKT
XPUCTHAHCKOe IIOCJIaHNe UJIN IIpeIiosiaraja ero Kak CpeZicTBO IIPOIIo-
BeJIH, a TO, YTO MHOT'HE 3JIEMEHTHI €€ UTPBI Pe30HUPYIOT C OIIpe/iesieH-
HBIM MTOHUMaHUEM XPHUCTHAHCTBA, HAIIOMUHAIOT O HeM. Pasymeercs,
KakK ¥ JIt00as MHTEPIpPeTaNysa, 3TOT B3IJIAL HA UTPY OCTaeTCsA CyOBheK-
TUBHBIM. HO B paMKax JJaHHOHM CTaThH S MOCTAPaIOCh MOKA3aTh, UTO
Dragon Age: Inquisition COIepKUT TEbIA PA/ 3JIEMEHTOB WJIH, BBI-
pakasich B TepMuHax bapTa, 3HaKOB, KOTOpPbIE UCTOPUYECKU CBSI3AHbI
C BKCIUIUIUTHO PEJTUTHO3HBIMU XY/I0KECTBEHHBIMU TPOU3BEIEHUSIMH,
B IIepBYI0 ouepenp — ¢ paboramu TonkuHa u JIponca.

CrouT Takke yImOMAHYTh KOHIENINIO «()aHTACTHUECKOU CPebI»,
BIIEPBBIE BBeIEHHYIO J{aHmasu10t Kupbus. To TumoTeTHyecKas COBO-
KYITHOCTh UJIEH, CIO’KETOB, YCTOMYHBBIX TUIIAYKEHN IMMEPCOHAXKEN U JIpY-
TUX 3JIEMEHTOB TEKCTa, OObEIUHSAIONAs BCE IPOU3BENIEHUS B JKAHPE
¢anTactuku. «Cpena» cyllecTByeT Ha llepeceueHUN KOHKPETHBIX TeK-
CTOB, ODII[ETO KyJIBTYPHOTO O3KTpayH/la M KOHKPETHOU KyJIBTYPHI (a-
HaTOB, COOPMHUPOBAHHOU OOJIee pAHHUMH TEKCTaMHU, KOTOPasi, B CBOIO
ouepe/b, OIPE/IEeIsIET BOCIPUATHSA y>Ke 3HAKOMBIX 3JIEMEHTOB B HO-
BBIX [TIPOUBBEIEHUSAX.

BaxKHO MMOUEPKHYTH, UTO, XOTS IPUHIIUIHAIBHO «Cpeia» 00beau-
HSIET MIPAKTHYECKHU Bce BU/IBI (DAHTACTUUYECKUX TTPOU3BEIEHUM, MOTHU-
BBI KOTOPBIX CBOOOIHO IIEPETEKAIOT APYT B IPYTa, OHA BCE-TAKH HE TO-
moreHHa. Tak, kommbioTrepHble RPG B kaHpe (poHTE3U yKe JaBHO
0071a71a10T COOCTBEHHBIM HaOOPOM y3HABAEMBIX 3JIEMEHTOB, XOTS HC-
TOPUYECKH OHU, HECOMHEHHO, CBA3aHBI C JINTEPATYPOU U KHHO B 3TOM
ke ctusie. CTOUT OYEPKHYTh, YTO CPEAU CIEUMDUIHBIX /IJIsI BUJIEO-
UTP 3JIEMEHTOB CpeJibl CYIIECTBYIOT Te, KOTOpble MOKHO Ha3BaTh JIIO-
JIOHAPPATUBHBIMU, TO €CTh MOAPA3yMEBAIOIINMH YCTOHYUBYIO CBSI3-
Ky MEXIY KOHKPETHBIM CIOKETHBIM 00pa30M M UTPOBOM MEXaHUKOM.

2. Chapman, A. (2016) Digital Games as History: How Videogames Represent the Past
and Give Access to Historical Practice, p. 35. N.Y.: Routledge.

3. Kirby, D. (2013) Fantasy and Belief, pp. 2—3. London: Equinox.
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Penurusa u paHTaCcTUKAa B COBPEMEHHOU NMONYJAAPHOU KYyJAbType
THOUYHBIM IPUMEPOM TAaKHUX DJIEMEHTOB CJIYKAT KJIACCHI IIEPCOHAKEH.
«®DanTactuueckas cpena» RPG copep:kut u cyrybo HappaTUBHBIE Jie-
TaJIu, TOJIpa3yMeBalolie pa3Hoe JI0JUUecKoe BOILIOIeHNe, B YaCT-
HOCTH, 00pa3bl OTAEIbHbIX (PIHTE3UHHBIX pac. HakoHell, CyIecTByeT
HeOOJTBIIIOE KOJTUUYECTBO YHUCTO JIFOJUYECKUX 3JIEMEHTOB CPEJIbl, CO-
370X Yepe3 KOHKPETHbIE TEXHIYECKHE PEIIEHN, TAKUE KaK U30-
MeTPUYECKOe IIOJI0KeHre KaMephl, y (aHaTOB OIIyIeHUe TOro, YTo
OHH UTPAIOT UMEHHO B RPG.

Urpsl, BKIOUAIOIIME OOJIBIIOE KOJTUYECTBO JIeTAJIel, HE TIPUCYT-
CTBOBABIIIUX JI0 9TOTO B PaMKaxX UX CerMeHTa «(aHTacTUUecKOl cpe-
JIBI», TIOJIyYAIOT PEIyTaIllui0 OPUTHHAIBHBIX WIH JIAJKEe «aBTOPCKUX»,
Kak ObLI0 ¢ mpoektamu Bpoje Tyranny wiu Kenshi. C gpyroi ctopo-
HBI, UTPHI, IOJTHOCTBIO CBOZAIIMECA K UX CETMEHTY «CPeJibl», OIlpefie-
JIAIOTCA KaK OaHaJIbHbIE WIN KJIACCHYECKUE, TPUMEDPOM YETO CITYKUT
The Elder Scrolls V: Skyrim.

Dragon Age: Inquisition nHTepecHa B 3TOM KOHTEKCTe KaK IIpuMep
TPETHETO MO/IX0/Ia, TI0 KPaliHed Mepe B TOM, YTO KacaeTcsl u3obpake-
HUSA penuruu. Bioware He MpUBHEC/IA HOBBIX JIEMEHTOB B «CPEIy»,
HO IIEPEOCMBICIINIIA LEJIBIA AN yKe ycroaBiuxca. Ee moaxon B me-
JIOM MOKHO Ha3BaTh peMudosorusanueii. MHOTHE CIOJKeTHI, IEPBO-
HAvaJabHO BBeJIeHHBbIE B «(aHTACTHUUECKYIO cpely» BO «BiacrenmHe
KoJien», « CHyIbMapuwuIHOHEe» WIN «XpoHuUKax HapHum» u comepika-
1ue B cebe MOTeHIHaI JJIs PEJTUTHO3HON MHTEPIIPETAI[UN, CO BpeMe-
HEM YTPaTWIHN CBA3b CO CBOMM IEPBOHAYAIILHBIM 3HAUEHUEM, HO BCE
PaBHO OCTaBaJIMChH MOIYJIAPHBIMHU dJIEMEHTaAMH «(paHTaCTUUECKOHN
cpenbl». Bioware MCHOJBb3yeT 3TU 3JEMEHTHI, HO U3MEHAET UX, BO3-
Bpalas MOTeHIUA JJ1 TeX PEJUTHO3HbBIX NHTepIIPEeTaI[Uil, KOTOPBIH
OHU UMeJIN U3HaYaIbHO. VIMeHHO 3T0 Aestaer Dragon Age: Inquisition
WHTEPECHBIM 0O'bEKTOM JIJIsl aHAJIN3A, BBIZIEJISAS €€ U3 JPYTUX UTP TOTO
JKe KaHpa.

XO0Ts HEKOTOPbIE U3 PACCMaTPUBAEMBIX 3JIEMEHTOB (PUTYPHUPOBAIN
TaK’Ke B IPEBIAYIINX YaCTAX CEPUH, B pAMKaX CTaTbU Bce BHUMaHUeE
OyzeT cocpeIoTOUEHO UMEHHO Ha Dragon Age: Inquisition, Kak Ha TOH
WTpE, TJie PEJTUTHO3HbIE MOTHUBBI IIPUCYTCTBYIOT HAaUOOJIee HATJIS/THO.
B cienmyromieit wacTu cTaTthy A JjJaM KPaTKYI XapaKTEPUCTUKY CaMOU
UTPBI, ee CIOJKETA, BBIYMAHHON BCEJIEHHON U OCHOBHBIX UTPOBBIX Me-
XaHUK. 3aTeM s IPOAHAIU3UPYIO PsAJ, KIOUEBBIX 3JIEMEHTOB pellpe-
3eHTalUu peauruu B Dragon Age: Inquisition. fI mocrapatoch mpo-
JIEMOHCTPHUPOBATh, KAKUM 00pa30M KaK/IbIi M3 HUX BCTPOEH B yIKe
cylecTByoIyio Tpaauiuio RPG u 6iaromapst 4eMy OHU IIPU 3TOM
COXPaHAIT YHUKAJIbHOCTh. Ocob0e BHUMAHUE CTOUT y/IEJIUTHh TOMY,
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YTO 3TU crerudruUecKre OTJINYUA B I1€JIOM CKJIQ/IBIBAIOTCA B KAPTHUHY
OOJIBIIIETO CXOJICTBA WJIEeH, 3a7I03KeHHBIX B Dragon Age, ¢ clojkeTamu
Y 3TUKOH, TPAAUIIMOHHO PE3OHUPYIOIINMHE C XPUCTAAHCTBOM.

XapakTepucTUKa UTrpbl

Dragon Age: Inquisiton — urpa, BbIIIIeAIIAs B 2014 TOly KaK Ha mep-
COHAJIbHBIX KOMIIBIOTEPAX, TAaK U HA HECKOJBKUX KOHCOJIAX. ITO Tpe-
Ths YacTh cepum Dragon Age, 3amyiieHHON B 2009 roay. Ee co3mpaTeb,
ctynusi Bioware, TeCHO accoruupyercs ¢ :kaHpoM RPG ellie ¢ KOHIA
Q0-X TO/IOB, KOT/Ia OHA BBIMYCTHJIA KpallHe MOMYJISIPHYIO U BIUATEb-
Hylo ceputo Baldur’s Gate. Tlocsie BbIXOZ|a UTPa, HECMOTPSI HA KPUTH-
Ky CO CTOPOHBI psijia (paHATOB KaHPA, B 11€JIOM OKa3ajlach KOMMepue-
CKH yCIIellTHa U coOpajia BEICOKHE OT3hIBbI UTPOBOU ITPECCHI.

JlelicTBHE BcexX TpeX YacTed cepuu MPOUCXOJUT B MUPE O] Ha-
3BanHueM Temac. 1o dhHTE3U-BCesleHHAs, HAceJleHHAs Ipe/CcTaBUTe-
JISIMU 4 «pac»: JIofieH, 316G oB, IBOP(OB U BeJIMKaHOB-KyHapH. Tpu
MEPBBIX HAPO/Ia OCHOBBIBAIOTCSA HA 00pa3aX, BBEJAEHHBIX €Ile B IPO-
u3BeZieHUsAX TOJIKMHA, U XOPOIIIO 3HAKOMBI BCEM JIIOOUTENAM (PaHTe-
31. ITO HAIJIAHO JIEMOHCTPHUPYET CTeleHb, B KOTOpOoH Dragon Age
OIMpaeTcs Ha YCTOSABINIMECA KAaHOHBI kaHpa. Kaaa U3 gacreil ce-
pUu pacckasbIBaeT MCTOPUIO HOBOT'O Te€pOsi, OCBEIIAET Pa3Hble Peruo-
Hbl Tenaca. IIpeeMCTBEHHOCTh MEXK/IY YaCTSAMU JIOCTUTAETCA 34 CUET
TOTO, UTO BCE OHU COCPEIOTOUYEHBI HA MEPEIUIETAIONINXCS T100asTb-
HBIX KaTaKJIN3Max, COTPSCAIONINUX 3TOT BhIAYMAaHHBIA Mup. KoHKpeT-
HO B TPeTbeH YacTU UTPHI TJIABHBIH repoi OepeT 1o CBOH KOHTPOJIb
«/IHKBUBUIIUIO» — PEJINTUO3HYI0 OPTaHU3aI1I0, IBITAIOIILYIOCSI OCTa-
HOBUTbH MEJIBIA PsiJi KOHQJIUKTOB U KaTacTpod, yrpoKamIuxX cTa-
OMJIBHOCTU BBIIYMAHHOTO MUpA.

C ToukHU 3peHnA UTPOBOH MeXaHUKH, Dragon Age MOKHO Ha3BaTh
TpamuIuOHHBIM RPG. VITpOK co3/1aeT mepcoHaka, KOTOPHIN 3aTeM HC-
cJIeslyeT MUP, CpakaeTcs ¢ MPOTUBHUKAMU U BBITIOJIHAET 3a/JaHU, KaK
MIPOJIBUTAIOIIME IEHTPAJIbHBIN CIOKET, TaK U JIOTIOJTHUTEIbHBIE. Baxk-
HBIM 3JIEMEHTOM HUTPHI SBJISETCA IMOUCK KOMIAHBOHOB — II€pPCOHA-
JKeH, KOTOPBIE COITPOBOXK/AIOT TePOS U IIOMOTAIOT eMy B 0010. KarkbIii
W3 HUX 00J1a/1aeT CBOEH UCTOPHEN, C HUMHU MOYKHO BBICTPOUTD JPYyIKe-
CKHe, a C HEKOTOPBIMHU U POMaHTUUYECKUE OTHOIIIEHUS.

®daKTHUYECKU UTPOBOU IIPOIlECC CTPOUTCA BOKPYT CPaKeHUH, TJie
repoll KOMaH/yeT CBOUM IEPCOHAXKEM U HECKOJIbKUMH CIIyTHUKAMH,
U JINAJIOTOB, B KOTOPBIX OH BHIOMPAET OJUH BapUAHT OTBETA U3 He-
CKOJIBKUX IIPEJJIOKEHHBIX. B paMKax INaIoTOB MOTYT OCYIIIECTBIISATH-
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Penurusa u paHTaCcTUKAa B COBPEMEHHOU NMONYJAAPHOU KYyJAbType
ca ro0ayibHBIE BBIOODPHI, OTPKAIOIEe MOPAJIbHBIE VTN MOJIUTHYE-
CKHe TIPEJIIIOYTEHNS I'eposi U YIPABJIAOIIEr0 UM UTPOKa. B anHOM
CJIydJae MpeZCTaBIsAETCS KOPPEKTHBIM TOBOPUTD O JIBYX OTAETbHBIX aK-
Topax. DTO CBA3AHO C TeM, YTO UI'POKH YacTO COBEPIIAIOT HE Te BbI-
6GOpBI, KOTOpbIE TOKA3AJIUCH ObI BEDHBIMH UM CAMHM, a T€, KOTOPbhIE
coBepInI ObI X Tepoil. IIpu 3TOM OHHM MCXOAAT U3 XapakTepa U 6uo-
rpadun, KOTOPYIO CaMH K€ BBIJ[yMaJIH JUJISl CBOETO IEPCOHAXKA, OIIH-
pasch Ha Ipe/yIoKEHHbIE Pa3pabOTUNKAMI BAPDUAHTHI.

K aTUM TpaiMIIMOHHBIM JJIA KaHpPA 2JIEMEHTaM Tak}ke /100aBie-
Ha cucTeMa yrpasieHus «VHKBU3UIMEN»: UTPOK IOJIKEH MOChUIATH
CBOUX areHTOB B 00JIaCTH, Ky/ia HE MOXXET OTIPABUTHCSA €70 IEPCOHAK,
pacmopsKaTbCA pecypcaMy M 3aKJII0YaTh COI03bI C IMOJIUTHIECKIMHI
dpaknusamvu. [TocaegHuil 37eMeHT 3aciy:KUBaeT 0co00TO yIIOMUHA-
HUS ellle ¥ IOTOMY, YTO 3TO — OJMH M3 HEMHOTHX IIPHUMEPOB, KOT/a
WTPOK B BUJIEOUTPE aKTUBHO PYKOBOJIUT PEJIMTUO3HOM OpraHU3aIuen.
Ho B neiom Dragon Age: Inquisition MOKHO Ha3BaTh KJIACCUYECKOU
KOMITBIOTEPHOH POJIEBON UTPOU B MUPE (DIHTEZH.

I's1aBHBIN repoi

IIepBbIil U3 aCIIEKTOB, HA KOTOPBIX XOTEJIOCh ObI 0OPATUTh BHUMAHUE —
PEeTUrHo3H0e U3MepeHHe 00pa3a IJIaBHOrO reposi. KOHTEKCT, B KOTO-
pPOM ero HY»KHO paccMaTpUBAaTh — MOTHB «U30pDAaHHOCTU» U «YHH-
KaJIbHOCTH » T€POsI ¢ TOYKH 3PEHUS BBIIyMaHHOU BCEJIEHHOH, HAJTUYLE
y HETO 0COOBIX CBOMCTB M KAYECTB, OTCYTCTBYIOIINX Y PASOBOTO YEJI0-
BeKa. JTOT CIOKeT LINPOKO PACIpOCTpaHEH B KaHpe (3HTe3U U BO-
o011e B MacCOBOU KyJIBType: THIUYHBIMU [IPUMepPAMH «M30paHHBIX»
repoeB AByA0TcA I'appu IlotTep mnu Heo nu3 tpunorun «Marpuna»
BauoBcku. Ho yuBUTEIbHBIM 00pa3oM B paMkax kaHpa RPG Tema
n30pPaHHOCTH JIOJITOE BPEMsI OTCYTCTBOBAJIA.

B pannux RPG, 70-X, 80-X 1 Hauayia 90O-X TOJ[0B, IJIaBHBIN repoit
BBICTYIIAJ KaK «IIOCPETHUK» MEXK/IY CAMHUM HUTPOKOM U BBIJIyMaHHBIM
MupoM. Pa3paboTunKy MpeJoaraiy, 4To YeM MeHbIIEe ITePCOHAXK
OyZieT UMETh YePT, He MPUBHECEHHBIX CAMHM HTPOKOM, TEM MEHb-
e Oy/IeT BO3HUKATh ITOMEX, OTBJIEKAIOIINX OT MOTPYKEHUS B BBIIY-
MaHHBIA Mup. Hanpumep, B cepuu Ultima r71aBHBIH Tepoii BBICTYIIAT
Kak tabula rasa ijist UTPOKA, KOTOPHI MOT UBMEHHTD €r0 KaK YTOTHO
B IIpoliecce MPOXOXKIAEHUA.

[TosiBsieHNEe «U30PAHHOTO» TJIABHOTO Ireposi B KOMIIbIOTEPHBIX
RPG MO03kHO, YCJIOBHO, OTCUMTBHIBaTh OT Urpbl Fallout 2 1998 ropa,
I7ie TJIaBHOTO reposi MpsMo 3Bain [30paHHBIM. A B kaHpe (dHTe-
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3u RPG OCHOBHAsI 3aC/Iyra MPUHA/JIEIKUT BBIIIEIIEH TO0M MMO3XKe,
B 1999 roxay, Planescape: Torment. iMmeHHO B Hel mpoTaroHucrt, be-
3BIMSHHBIN, 00J1a/1a7T HE TOJHKO XapaKTepPUCTUKAMHU, KOTOPBIE WT-
POK B HETO 3aKJIAJIbIBAJI, HO U COOCTBEHHBIMU CBOMCTBAMU U IIpe-
JIBICTOpUEH, CO3laHHBIMU pa3paboTuukamMu. Pazymeercsi, UTPOK
Mo-IIpeXHeMy 00J1a/1an 60IBIINM KOHTPOJIEM Haj, cyAb0oi bessr-
MSIHHOTO, B IIPOI[eCcCe UTPHI BbIOWpPAas MyTh PA3BUTHUSI Teposi U pe-
IUTUKY B JIHAJIOTAX, TIO3BOJISABIINE 33/1aTh TOT WJIM UHOU 00pas mep-
conaka. Ho Be3bIMSHHBIN Bcer/ia COXpaHsyI Psi/i BIIMCAHHBIX B TKAHb
BBIJ[yMaHHOT'O MUPa XapaKTEPUCTHK, KOTOPbIE UTPOK HE MOT IO CBO-
el BoJie OTMEHUTDH U MIPEOJO0JIETh U BOKPYT KOTOPBIX, COOCTBEHHO,
CTPOMJICS CIOZKET UTPHI.

ITocne Planescape: Torment MOTUB «U30PaHHOCTH» CTPEMHUTEh-
HO 3aBO€BaJI MOMYJISIPHOCTH B KaHpe ¢auTe3u RPG. B monasisio-
1meM OOJIBIIIMHCTBE MOCTIEAYIONNX UTP TJIABHBIM T€POM BHICTYIAET
KaK UCKJIFOUUTEJIbHBIN YeJIOBEK HE TOJIBKO B CHJIy CBOEU CIIOCOOHO-
cTH OOPOTBHCS CO 3JI0M, HO U B CUJIy HAJIMYUSA Yy HETO KAKUX-TO YHU-
KaJIbHBIX XapakTepucTuk. IIpyn aTom MOTHB m30paHHOCTH ITpHUOOpe-
TaeT SBHO PEJIUTHO3HOE 3HaueHUe. BOJIBIITMHCTBO IJIaBHBIX TepoeB
TAKOTO POZ[a MOTYT OBITH OMHCAHBI KaK PEJUTHO3HbIE MEPCOHAKU.
OHHU MOTYT BBICTYNIATh KaK MEpPepoXkaeHus apeBHero mpopoka (The
Elder Scrolls III: Morrowind, Arcanum: Of Steamworks and Magic
Obscura), motomku 60skectBa (Baldur’s Gate), n3bpaHHUKUA BbIC-
mux cun (Divinity: Original Sin) win npocto 06J1a71aTh 0CO00MH CBS-
3610 ¢ pesuruo3ubsiMu chepamvu (Jade Empire, Neverwiner Nights 2:
Mask of the Betrayer).

N36paHHOCTD IJIABHOTO reposi, 3a7laHHas Ha HApPATHBHOM YPOBHE,
MOZKET TOJIKPEIUIATHCSA HA JIFOJIUUECKOM — Yepe3 HaJIeJIEHHUe IepCo-
Haa YHUKaJIbHbIMHA CHOCO6HOCT}IMI/I n CBOﬁCTBaMH C TOYKU 3PEHUA
npasut urpsl. Tak, Hepesapun B The Elder Scrolls II: Morrowind mo-
JlydaeT IMMYHHTET KO BceM 0ose3HsaM, a [loromok Baana B Baldur’s
Gate 2: Shadows of Amn mpeBpaiaercsi B BOIUIOIIeHHEe 6OXKecTBa.
Yariie BCEro 3TH CIOCOOHOCTH TOSABIISAIOTCS HA MO3THUX BTATlaX CIoKe-
Ta, KOTJ]a UTPOK B JIOCTATOYHOU CTEIIEHU OCBOMJICS C OCHOBHBIMU IIpa-
BUWJIaMU UTPbI, — I-ITO6I)I OL€EHUTH 3HAYHNMOCTDH I/ISMeHeHI/IIL/‘I U IIPpOYyB-
CTBOBATb HE TOJIBKO Ha HAPPAaTUBHOM, HO U HaA JIIOJUYECKOM YPDOBHE
daxT U36paHHOCTH MPOTATOHUCTA.

BakHO TOYEPKHYTD, UTO B GOIBITUHCTBE UTP «BXOXK/IEHUE» B CIO-
JKET OCYIIECTBIISETCS Upe3BbIUaiiHO pe3ko. Kak mpaBuiio, n3HaYalb-
HO Trepoi BeZIET MaCTOPAJIBHYIO WJIH, TI0 MEHbIIIEN Mepe, TOTUEPKHYTO
OOBIZIEHHYIO *KU3Hb, KOTOPAsi B OJHOUAChE MEHSIETCS IOCJIe BTOPIKe-
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HHUS KaKUX-TO BpaK/eOHBIX cuil. Hambosiee HArJIsAIHO 3TO cresia-
HO B urpe Neverwinter Nights 2, koTopass HAUMHAETCSA C CEJIbCKOTO
Mpa3aHUKa, a MPOAOJIKAETCS aTaKOW Ha JIEPEBHIO, I1€JIbI0 KOTOPOI
SIBJISIETCSI UMEHHO MPOTaroHucT. 110/100HBIM 06pa3oM YCTPOEHBI CHO-
skeThl B cepuu Baldur’s Gate, Arcanum, Jade Empire. Bcex ux o6b-
eZuHAEeT OO MOTHB CTPEMHUTEJIFHOTO Pa3pyIIeHNs JKU3HHU II0 IIPHU-
YrHAM, HEU3BECTHBIM CaMOMY T'epOIo.

[Iporaronucr, TakuM 00pa3oM, HAUWHAET CBOH IyTh C TOTO, UTO
IIBITAeTCsI Y3HATH IIPaB/y O CBOEH mpupoe. B pe3ysibraTe OH, Kak mpa-
BWJIO, ZIOCTATOYHO OBICTPO yCTaHABIUBAET (HAKT N30paHHUUECTBA U TO,
4TO ero oObIYHAas KU3Hb ObLIa JIMOO JI0KbIO, CKPBIBABIIIEH OT HEro
€ro MmoTeHIHaJ, JIUOO CIOCOO0OM IOATOTOBUTDH €ro K IMOCJIEIYIOIIM
HCIIBITAHUSIM.

Ecou IpuHATH BO BHUMAaHUeE, YTO MCTHHA O TJIABHOM Trepoe 3a-
YaCTyI0 UMeeT PeJIUTHO3HOe 3HaueHUe, UTPHI IIPeAJIaraloT CBOETO
po/ia epeckas rHOCTUYECKOTO MU(]a, KaK er0 UHTEPIPETUPYET IPUK
JaBHC, aHATM3UPYIOIUNA THOCTUUYECKHE BJIEMEHThl B COBPEMEHHOU
KyJbType. «BboKecTBeHHBII» repoy, TOTOMOK OOTrOB, IEPEPOKIAEHUE
JIDEBHUX TepPOeB WU OOEIaHHbI MeCCUs *KUBET, He 3Has O CBOEH
TIPUPOJIE, B IUIEHY OOBIYHOM »KU3HU, ITOKA CIyYail He pACKPHIBAET MY
npasay. I[lociie 5TOro OH OTHPABJISETCA B IIyTENIECTBUE, TPU3BAHHOE
JlaTh eMy OO0JIbIlle 3HAHUSA O €r0 IPUpozie. B pe3ysbraTe 3TOTO OH IPU-
HUMAaET CBOIO CyZb0y, CTAHOBSCH TEM, KEM €My ObLIO CYKEHO CTaTh
¢ caMoro Havasa.

Ha mepsBsrit B3tisix B Dragon Age: Inquisition Mbl BUAUM aHa-
JIOTUYHYIO cxeMy. [JIaBHBIN repoil HauMHAET CBOE ITyTEeIlleCTBUE KaK
OIIMH W3 MHOTHX JlejieraToB Ha KoHK/aBe, TIPU3BAHHOM 3aKOHYHUTH
BOEHHBIH KOH(MJIUKT MEXAY MaraMd U XPaMOBHHKAMH — pPaJUKaJIb-
HBbIMHU PEJIMTHNO3HBIMU (baHaTI/IKaMI/I, CYUHUTAKIIUMMH, 4YTO JIIOJH, BJIa-
JlefoInyie Maruei, TOJKHBI JKeCTKO KOHTpoaupoBarbes. Oguako KoH-
KJIaB YHUUTOKEH B3PBIBOM, B KOTOPOM ITOTHOAIOT BCE €r0 YIaCTHUKHU,
KpOMe IJIaBHOTO Teposi, a TOT MOJIy4aeT ClIOCOOHOCTD 3aKphIBaTh «Pas-
PBIBBI» — IIOPTAJIBI MEXKIY OOBIYHBIM MHPOM U «TeHbI0», MHPOM
JIyXOB, U3 KOTOPOTO MPOHUKAIT JieMOHbI. Kurtenu Tenaca cBA3bI-
BaIOT €ro CWIbl U CIIACEHHE C BMEIIATEJICTBOM AH/pacTe — JIereH-
JTApHOU MPOPOYHIIHI, «I'epOoJIbIoM» KOTOPOU OHU W ITPOBO3TJIAIIAIOT
MIPOTaroHMUCTA.

Ho ecytm mpucMoOTpeThesl K AeTalAaM, TO BUIHO, YTO Bioware cra-
BUT MPUBBIYHYIO CXEMY «C HOT Ha TOJIOBy». JIroauueckasi, UTpPOBas
CIIOCOOHOCTD Teposi TYT — HE IMOJATBEPK/EHNE €r0 UCTHHHON IPUPO-
JIbI, a IIEHTPAJIbHAS YePTa, OIPEJIEsISIONIasl OTHOIIIEHNEe K HeMY O0u-
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taresiedl Tezaca. BriepBble mpOTaroHUCT IO/, YIIPpaBJIE€HUEM WUTPOKA
3aKpbIBaeT «Pa3phIB» MPUMEpPHO Ha 5-H MUHYTE UTPBL. JTOT IIOCTY-
IIOK U CTAHOBUTCA IPUUYUHOHN, IO KOTOPOH ero mpoBoariamait l'e-
ponpzoM AnzapacTe. B manpHeiieM Ha MPOTSKEHUU UTPHL OH IPU-
MEHSET CBOU CHJIBI HEOJTHOKPATHO, MPAKTUYECKH PYTUHHO IO Mepe
TOTO, KaK II0 BCEMY MUPY BO3HHUKAIOT HOBBIE «Pa3priBbi». Cama cro-
COOHOCTB, a He, HaIpUMeDP, HapPaTUBHOE H3JIOKEHHOE IIPOPOYECTBO,
JleJIaeT ero «U30paHHBIM».

Bosee Toro, mpITasfACh BBIICHUTH, YTO C HUM CJIYUUJIOCH U KaKO-
Ba IPUPOJA €r0o CWJI, IJIaBHBIA repoil y3HAeT, YTO OH He SBJISET-
cs1 U30paHHBIM B TPAJIUIMOHHOM CMBIC/IE. AH[pacTe HEMPUYacTHA
K €r0o CIAaceHUIO, BO BCAKOM C/Iydae HAIPsSMYIO, 1 HUYTO B €r0 JKU3-
HU /0 9TOT0 He TOTOBWJIO €ro K MoJyydeHUIo Aapa. I[lepuop mo Kon-
KJIaBa — He JIOXKb, CKPBIBaBIIasl OT HETO y>Ke CylllecTBOBAaBIIIee, IIyCTh
elle He aKTyaJTu3UPOBAHHOE IpeJHa3HAUEHHE. A ero CcrlocOOHOCTH
OKa3bIBAIOTCS HE «HATPA/ION» 3a YCTAHOBJIEHUE UCTUHBI, a, HAIIPOTHUB,
€IMHCTBEHHBIM (PAaKTOM, KOTOPOMY CaM IJIaBHBIHM repoi u, yepes Hero,
UTPOK, a TaKXKe JAPyrue oOUTaTe I BBIIYMAHHON BCEJIEHHOU MAIOT
cOOCTBEHHBIE MHTEPIIPETAINY, B TOM YHCJIE — PEJTUTHO3HbIE. Takoi
OTKa3 OT COOOIIEHNsA €ITMHCTBEHHOW BO3MOXKHOHM HICTUHBI PajIUKaIb-
HO IpOoTHUBOIOCTaBseT Dragon Age: Inquisition urpaM ¢ «THOCTHYE-
CKOW» MOJIEJIBIO CIOXKETA.

3aTto ucropuio ['eposibjla MOXKHO CpaBHUTH ¢ ucropued ®po-
1o barrnuca n3 «Biacrennna Kosen». Xota TosnkuH MHOTO paccy-
KA 0 cyZib0e M IpeHa3HAYEHUH, B KOHEYHOM UTOTE eMy OBbLT BaK-
HO TIOYEPKHYTh, uT0 ®pos0 — He Meccusa, a IpoCTON CMEpPTHBIH,
B CHJIy KOHKPETHBIX IPUYNH CTOJIKHYBIIMUCA C TSXKEJIbIM MOpPaJib-
HbIM BbIOOpOM. Bo «Biacresnue Kosien» Ha mepBoM MecTe HaXOJH-
Jlach He U30PaHHOCTh XOOOUTA, a MparMaTUYeCKui (hakT TOro, UTO
WMEHHO OH, a He KTo-Inb0 Apyrou obaazaer Kosbiom u pacropsoka-
€TCsI ero Cy/IbOO.

ITomo6Hy0 KapTUHY MBI BUAUM U B Dragon Age. Kak u ®pono, I'e-
poJibZ He ObLT MpefHA3HAYEH K OOPETEHUIO BEJIMYNSA, HO BBIHYKIAEH
JKUTH CO CBUIMBIITUMCSA Ha HeTo AapoM. PaccieioBanre coOCTBEHHON
MIPUPO/IBI HE JIaeT SICHBIX OTBETOB O €T0 MeCTe B MUPE, HO BBIHY?K/IAeT
reposi ¥ UTPOKA CAMOCTOSITEJIPHO PEeIlaTh, KAK UMEHHO UHTEPIIPETH-
pOBaTh U UCIOJIB30BATh 3T CUJIbl. Ha jiroinyecKkoM ypoBHE 3TO MOJ-
KpeIUIeTCsA TeM, YTO criocoOHOCTH ['eposbzia czestanbl mpezieIbHO
OYEeBUHBIMH U CPABHUTEIBHO JIETKUMU B UCIIOJIb30BAaHUM, U3-32 UETO
€r0 YHUKQJIBHOCTh CTAHOBUTCS HE IIPOCTO HAPPATUBHO COOOIIAEMbBIM
dakToM, a YEM-TO CAMOOUEBUAHBIM JIJISI UTPOKA.
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Bor

WNHo¥i moaxoxa K M300pasKeHHUIO TJIABHOTO repos B Dragon Age:
Inquisition OAKPEIUISIETCA WHBIM IO/IXO/IOM K M300pakeHuto 6o-
roB. Kak u Bo MHOTUX (D3HTE3U-BCEJIEHHBIX, B Teace MPUCYTCTBYET
HECKOJIBKO Pa3HbBIX PEJIMTHO3HBIX TPAAUIIUHU. DibGbI TOKIOHSIIOTCS
COOCTBEHHOMY ITAHTEOHY 00KeCTB, BOPGBI UCIOBEAYIOT KyJIBT IIPE/I-
KOB, a KyHapU OTKa3bIBAIOTCS OT IOYUTAHUSA OOTOB, IPEATIOYNTAS STO-
My pmnocodpcekoe yuenue Kyn. Ho B pamkax Dragon Age: Inquisition
0cob0e BHUMAaHUE y/IeJIsIeTCs PEJIUTUH JII0JIed — TaK Ha3blBaeMOU
«IepxBu» (Chantry).

ITO MOHOTEHUCTHUYECKOE YUEHHUE, MOCTIe0BATEN KOTOPOTO MOYH-
TaroT «Co3/aresisi», BceMmorylee 60KeCTBO, SKOObI COTBOPHUBIIIEE M.
ACTETHKA U HEKOTOPBIE 3JIEMEHTHI ATUKU «1[epKBU», OU4E€BUTHO, OTCHI-
JIAIOT K TOIYJIIPHOMY B MaCCOBOH KyJIBTYpe M300paKEHUIO Cpe/THEBe-
KOBOT'O 3aI1a/THOEBPOIIEHCKOTO XPUCTHAHCTBA, O YeM OY/IET OT/IEJIbHO
YIIOMSIHYTO HUZKE.

[TepBbIM mpuMeUaTebHBIM OTIUUNEM Dragon Age: Inquisition
SABJIAETCA CaMO HAJIMIMe MOHOTEHCTHYecKoro y4ueHuA. Kak mpasu-
JIO, IPOU3BEIEHUS 3TOTO JKaHpa (3HTe3n RPG 10/Ipa3yMeBaioOT Ove-
BHU/IHYIO PEAJIbHOCTD BBICIINUX CWJI. BOTH, yXy U JIEMOHBI Y4acTo Ipsi-
MO BMEIIUBAIOTCS B *KU3Hb IIPOCTHIX CMEPTHBIX, OOINAOTCA C HUMH,
JIAIOT TPSMbIE TIPUKA3bI U JlaKe MPOSIBJISIOTCS BO IUIOTH CPEIA 0ObIY-
HBIX BEPYIOIUX. B TaKUX yCIOBUAX MMOCTAHOBKA BOIIPOCA O MOHOTEM3-
Me HECKOJIBKO TePSET CMBICII.

EnuHCTBEHHAA CKOJIBKO-HUOY/Ih OM3Kasg K MOHOTEU3MY CUTya-
U TIPeJICTAaBJIeHa B UTPaX, Il TOT WJIU WHOU OOT arpeccUBHO 3a-
MpeNniaeT MOKJIOHATHCSA APYTUM M BCEMH CHJIAMU CKJIOHSIET K IIO-
KJIOHEHUIO cebe, IpUMePOM 4uero ciy:kuT urpa Gothic. Xorsa takou
cIo’keT, 0cOOEHHO Ha ypPOBHE BU3YaJbHOTO PsZa, BIOXHOBJIEH 00-
pazaMu peJINTHO3HBIX TOHEHUU W HACUJIBCTBEHHOTO OOpalleHus
B BepYy, DCTETHYECKOE CXOJICTBO MACKUPYyeT MPUHIIUIHUAIBHO pas-
HBIU CMBICJI. BOXKeCTBO TYT BBICTYyIAET KAK ITPABUTEJIb, IIBITAIONIAICS
CUJIOH U XUTPOCTHIO PACHIUPUTH COOCTBEHHYIO TeppuTopuio. bosee
TOTO, UTPHI, KaK MPaBUJIO, U300 TUYAIOT MO00HBIE TIpEeTeH3UU 6O0-
JKECTB KaK HEeZOCTOMHBIE, a UX CAMUX BBICTABJISIOT THPAaHAMU U 00-
MaHIINKaMU, YbM IJIAHBI TJIABHBIA Tepodl pymwuT. Bokpyr Takoro
MIPOTHUBOCTOSIHUA Gora u reposi crpoutcs cioker The Elder Scrolls
III: Morrowind, Gothic, a Ha ypOBHe JOIIOJTHUTEIbHBIX 3aJaHUN
OH IIPUCYTCTBYET €llle B psifie Urp, Hanpumep, B Baldur’s Gate 2:
Shadows of Amn.
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Ho mpsimoii KOHGJIUKT MEK/y TJIaBHBIM repoemM u 60rom siB-
JISIETCS JIUIIb YACTHBIM CJIydaeM ryIo0abHON TEHIEHIIUH — He-
Pa3pPBIBHOM CBSA3H MEXKAYy 0OraMH M CMEPTHIO, MPUCYTCTBYIOMIEH
B mojasJistionieM 6oapmuHcTBe GaHTe3u RPG. VITPOK MOJIKEH cra-
cath 60skecTB oT rubenu (Divinity: Original Sin 2, Jade Empire),
CTAJIKUBATHCS ¢ mocaencTBusMu ux cmeptu (Baldur’s Gate), ca-
MOCTOATEIbHO YHUUTOKATh ux (Gothic) Wiu BBISICHUTDH, UTO cama
unges ux beccmepruss — obman (Arcanum: Steamwork and Magic
Obscura, The Elder Scrolls I1I: Morrowind). Tema cmepTHOCTH 00O-
OB — CKBO3HOW MOTHB KaHpPA, MIPOTUBOIOCTABJISIONUN UX «JIOMK-
HYIO» MPETEH3UI0 HAa BEUYHYIO JKU3Hb «UCTHHHOMY» 0€CCMEPTHIO
[JIaBHOTO T'epPos.

CTOUT YIIOMSHYTh, YTO CaM IOJAXOJ] K CMEPTHOCTUA 0OKECTB MOXK-
HO paszieJIuTh Ha IBa OT/IEJIbHBIX MOyca, KOTOPbIE, B 60JIee IUPOKOM
CMBICJTE, XaPAKTEPU3YIOT JBa OCHOBHBIX IMOAX0/1a K H300PaKEHHUIO pe-
suruu B RPG BooG1me. OAUH IPOIOJIKAET YKe YIIOMSAHYTYIO paHbIIe
«THOCTUYECKYH» JIOTUKY. B Urpax, cjaefyrommx TakoMy MOAXOAY, Ha-
npumep The Elder Scrolls ITI: Morrowind, urpoxk He IPOCTO BBISC-
HSIET, UTO €ro MePCOHAK UMeeT O0XKEeCTBEHHYIO ITPUPOAY, HO U300JIH1-
YyaeT TeX, KTO MPETEH/IyeT Ha CTaTyC HeOOKUTe e, KaKk OOMaHII[UKOB
U MPECTYIHUKOB. B HEKOTOPBIX HUIPAX 3TO paccjefOBaHUe 3aKaHUU-
BaeTcs MPSMbIM IPOTUBOCTOSHUEM «UCTHHHOTO» U «JIOKHOTO» CIIa-
curesst (Gothic), B IpYyrux UTPOK IEMOHCTPHUPYET CBOE IIPEBOCXO/ICTBO,
criacasi 60kecTBa WK KX mocsiezoparesieit (Arcanum: Of Steamworks
and Magic Obscura). B takux urpax Gakt cMepTHOCTH 0OKECTB IIPO-
01eMaTU3UPYETCA W MO3UITHOHUPYETCS KaK JIKIITHEE CBUETEIBCTBO
TOTO, YTO OHU HE 3ACIYKMBAIOT ITOKJIOHEHHUS U HE SIBJISIOTCS «HUCTHH-
HBIMU» OOTaMU.

BoJtee mpoCTOi MOAX0/T, KOTOPBIM YCJIOBHO MOXKHO Ha3BaTh «s3bI-
YecKUM», BOOOIIe He mpobIeMaTU3upyeT CMePTHOCTh OoxkecTB. OHA
BBICTyTIa€T KaK YacTh CKBO3HOU JIOTUKU BBIAYMAHHOU BCEJIEHHOU —
J11000€ CYIIIECTBO UMEET BPArOB U COIO3HUKOB, U JII0O0E CYIIECTBO MO-
3KeT IMOTUOHYTh, BCTPETUBIIKCH € JOCTORHBIM COEpHUKOM. KOoHEUHO,
youiicTBo 60kecTBa TpeOyeT CIeNUaTbHBIX JEUCTBUMN, BPOJE TTOUC-
Ka CHEeIUAIbHOTO OPYKHsA, HO B KOHEUHOM UTOTe 6OTU B paMKaXxX 3TO-
r0 TO/[X0/Ia HE OTJIMYAIOTCA OT APYTUX MEPCOHAKEH. DTO MO3BOJISET,
B TOM YHCJI€, HE /]JaBaTh HUKAKOH MOPAJIbHOHN OIEHKH TOMY, UTO OHH
MPETEHAYIOT Ha GO’KECTBEHHBIN CTATyC, OYEBUAHO He 00J1aas Bce-
MOTYIIIECTBOM. B HEKOTOPBIX uUrpax, Hanpumep B Jade Empire, oHu
Jla’ke BBICTYIAIOT B aMIUIya «JlaMbl B Oefie», 0€33alUTHON (PUTypHI,
HY>KJAIOIIeNcs B CIIACEHUU.
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ITprunHa, 10 KOTOPOH BU/IEOUTPHI HACTOIBKO YaCTO BBOJAT MOTHB
«cMepTu OOTOB», MOXKET 00BACHATHCA Teopuel Tomamra MaiikoBckH,
Ipe/IJIaTaBIIIer0 PacCMaTPUBATh BUEOUTPY C TOYKH 3PEHUS «KapHa-
BJIBHOU KyJbTYypbl» BaxThHa* B 4acTHOCTH, OH yKa3bIBaJI Ha BaXK-
HOCTb JIJIS1 BUJIEOUTP (DUTYPHI «KaPHABAJILHOTO KOPOJIsi» — HETpPaBe/i-
HOT'O 1 BPEMEHHOTO BJIACTUTEJIA KapHaBaJia, KOTOprﬁ JOJI2KEH OBITH
VHIDKEH ¥ YHUYTOXKEH K KOHITY Ipa3/iHUKa. TakKiuMU, HECOMHEHHO, fB-
JISTI0TCS «60CChI», VHUKAJIbHBIE U CHJIbHBIE TPOTUBHUKHU, CPAKEHUE
C KOTOPBIMH 3aKaHYMBAET OT/EIbHbIE YACTH BHUIEOUTPHL. boru ciy-
JKaT yIAUHOU OCHOBOU /IJIsl «KAPHABAJIBHBIX KOPOJIE» UMEHHO B CHJTY
TOTO, UTO MOHATHE OOTA ACCOIUUPYETCS Y UTPOKOB C YEM-TO MOTYIIEe-
CTBEHHBIM N HeHO6e[LI/IMbIM.

Bosee Toro, cXocTBO MEXK/Iy BH/IEOUTPON M KAPHABAJIOM 3aYaCTYIO
[I0/Tpa3yMeBAaeT, YTO B UTPe HEe MOXKET ObITh HEYA3BUMBIX WJIH ITO-HA-
CTOSAIIIEMY BCEMOTYIIHMX IIEPCOHANKEM, & T€, KTO 110 3aKOHAM «OOBIYHOM »
JKU3HU TIPETEH/IyeT Ha 3TOT CTATYC, JIOJI?KHBI OBITh OCMESTHBI U YHUIKE-
Hbl. COOTBETCTBEHHO, BBO/ISI O0KECTBO B UTPY, pa3pabOTIHUKU IIPEIIIO-
JIaTaloT, YTO OHO Oy/IeT n300pakeHo JINO0 MOOEKAEHHBIM HTPOKOM, KaK
ITOJTHOIIEHHBIH «KapHABAIBHBIA KOPOJIb», JINOO OKAKETCsT 6ECCHITBHBIM
U HY>KJIAIOIUMCA B TIOCTOPOHHEH MOMOIIM, MO0 YMpET, CaMOU CBO-
el CMEPTHIO 3aKAHUMBAS «HOPMaJIBHOE» BPEMsI 10 Hayajia UTPhI U Ha-
YMHAs EPUOJT «KapHaBajia», B KOTOPBIA UTPOKY U MPEACTOUT UTPATh.

Cnoco0, kotopbiM Dragon Age: Inquisition pa3peliaeT 3Ty CUTya-
IIUIO, IOCTATOYHO IPOCT — OH ocrasJisieT Co3/1aress BHECIIEHUYECKIM
nepcoHakeM. CTpOTo roBops, K KOHITy UTPhI HEU3BECTHO, CYIIIECTBYET
s Co3zgaTesns BooOIe. [1aBHBIN Tepoil N3HAYAIBHO MOXKET IPUEp-
JKUBATBHCA PA3ITMYHBIX PEJIUTHO3HBIX B3IJISAZIOB B 3aBUCHMOCTH OT CBO-
el pachl U MpEeANOUTeHUH Urpoka. Ho KOHKPETHBIN CIOKET UTPHI
B JIIOOOM CJTydae 3aCTaBUT €r0 BBA3ATHCS B CIIOPBI U KOH(JIUKTHI, CBSI-
3aHHBIE C YesoBeueckol 1lepkoBwio. [Ipu 3TOM pAJL COOBITHI MOKeET
U 3aCTaBUTH €T0 IOMEHATH CBOE MHEHHE, ¥ YKpenuThesA B HeM. Ho Hu-
KaKOTO OJTHO3HAYHOTO OTBETA, eCTh jin Co3/1aTesb U KaK OH IPUYACTEH
K IPOUCXOJAIINM COOBITUAM, Urpa He zaeT. biarogaps atomy pas-
paboTyukam yjlaeTcs, B TOM YHCJie, U30eTHYTh TeM CMepTU OoTa WJIH
IIPOTUBOCTOAHHA C HHUM. Ho uto kaxkertcst OCO6eHHO Ba>XHBIM — 3TO
[I03BOJIAET UM BBECTU B UTPY IPYTOA MOTHUB, KpPallHE PE/IKO BCTPeUaro-
IUHCA B BUJIEOUTPAX: MOTHB PEJINTHO3HOU BEPHI.

4. Majkowski, T.Z. (2015) “Grotesque Realism and Carnality: Bakhtinian Inspirations in
Video Game Studies”, in Proceedings of the Central and Eastern European Game
Studies Conference 2014, pp. 27—45. Stuare, Brno, Czech Republic.
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Bepa

Bepa — sBiieHHE, yIUBUTEJIBHO PEJKO IPE/ICTaBIEHHOE B (DIHTE-
3u RPG, eciu y4decTh, KaK 4acTO B 3TOM JKaHpPE BCTPEYAIOTCS CIO-
JKEeThl U MePCOHAXKU, CBA3AHHBIE ¢ peaurneil. OTUacTu 3TO CBA3AHO
C yKe YIOMSHYTOHU crierudukon n3obpakenus 00xxecTB. B ycioBu-
AX, KOTZ]a X CYI[eCTBOBAHUE fABJISAETCA HEIPEJIOKHBIM (DaKTOM, pas-
TOBOP O BEPE YCTYIIAET MECTO BHIOOPY JIOSAJIBHOCTU. XapaKTEPHBII
IIpUMeEpP 3TOro mpucyrerByer B urpe Neverwinter Nights 2: Mask of
the Betrayer, CIo3KeT KOTOPOH CTPOUTCS BOKPYT CMEPTH U 3arpOOHOM
sku3HU («CreHa HeBepyromux»). Jta CTeHa B MUPE MEPTBBIX, B KOTO-
PYI0 3aTOYEHBI AYIIH aT€UCTOB, JIIO/IEH, HE MTOYNUTABIINX IPHU KU3HU
HHUKakoro 6ora. Ho B Xo/ie MpOX0K/IeHHUA UTPOK MOHUMAET, UTO ITY
cy1p0y 3aCIIy?KHUBAIOT HE CTOJIBKO YOEXK/IeHHbIE MaTEPHUAIUCTHI, CKOJIb-
KO IEPCOHAXKH, CJIUIIKOM TOP/bIE /IS TOTO, YTOOBI IPH KU3HU IIPU-
3HATH [VIABEHCTBO KOTO-JIN00, B TOM YHCJIE DOKECTBA.

O/THAKO TIPEJICTABJISETCS, UTO 0COOEHHOCTH BBI[yMaHHBIX MHPOB —
He eJI[MHCTBEHHAs IPUYMHA OTCYTCTBHUsI TeMbl Bepbl. CKopee 0ba 3Tux
(daxTa ABIAIOTCA CAEACTBUAMU JOMUHUpPOBaHUA B ¢daHTe3u RPG ce-
KYJIIPHOH W/IE0JIOTHH.

Ha mepBbIil B3IJISA/, 5TO YTBEPIK/IEHHE MOXKET IIOKA3aThCA CTPaH-
HBIM: CIO?KETHI MHOKECTBA UTP CTPOATCSA BOKPYT OOKECTB, IPOPO-
yecTB M MeccuaHckux ¢uryp. Ho TyT HEOOXOAMMO YUUTHIBAThH J[BA
coobpazkeHusi. Bo-1iepBbIX, CEKYJISIDHOCTh — 3TO He aTeusm®. Wje-
aJI CeKyJIIpHOTO 0OIecTBa — He 00IIecTBO 6e3 pesuruu, HO obIIe-
CTBO, B KOTOPOM DEJIUTHSA BbI/IEJIEHA B OTAEIBHYIO CEPY U He BIIUA-
€T Ha MMOJUTUYECKYIO U OOIIECTBEHHYIO KU3Hb. BO-BTOPBIX, COTJIACHO
BapTy u Ipyrum npejcTaBUTENSAM CEMUOTHUECKOM IIIKOJIBI, Xy0XKe-
CTBEHHOE ITPOU3BEJIEHHE COJIEPKUT B cebe ME0IOTHI0 He uepes mpsi-
Mble BBICKA3bIBaHUsI, HO Yepe3 HopMaausanuio (Uiv, B TEpMHUHAX
Bapra, HaTypasm3anuio®) Tol WM WHOU KapTUHBI MUPa U COOTBET-
CTBYIOIIIEH STUKHU.

HaryisgHpiM IpuMepoM 3TOTO CIIYKUT IpobsieMa u300pakeHust
MyCYJIbMaH B BHJIEOUTPaX. ITOT MEJAUYM YK€ JIOJITOe BpeMs KpU-
TUKOBAJIA 32 €ro SIBHYI0 aHTHUUCIAMCKYI0. [T03UIUI0 B CTAThSIX BPO-

5. Kosmin, B.A. (2007) “Contemporary Secularity and Secularism”, in Secularism &
Secularity: Contemporary International Perspectives. Hartford, CT: Institute for the
Study of Secularism in Society and Culture (ISSSC).

6. Bapm P. Mudomnoruu. Ilep. ¢ ¢p. C. H. 3enkuna. M: UzgarenbcTBo uMenu Cabamuu-
KOBBIX, 1996. C. 255.
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ne «Digital Arabs: Representation in Video Games» Bura IlTuryiepa’
wiu «Critical Discourse Analysis: Studying Religion and Hegemony in
Video Games» Katpun Tpataep®. IIpu 5TOM HcCie/IoBaTEHN COCPEO-
TAYMBAJIUCh HE HA TOM, UTO MYCYJIbMaH B BUJEOUTPAX HET, HO HA TOM,
YTO UX U300paKEHUEe COMEPKUT SIBHOE UIE0JIOTUUECKOE ITOCTaHue —
OHU HEM3MEHHO BBICTYIAIOT KaK aHTATOHUCTBI, TAKUM 00pa3oM, Io/I-
JIEP’KUBAs PACIIPOCTPAHEHHBIN B MEJIA CTEPEOTHII O TOM, UTO UCIaM
IIpeBpariaer Jw/ed B yOuuIl.

Heurto momo6Hoe MOKHO HAGIIOIaTh U B CJIydae H300paKeHus pe-
surun. XoTsi GopMaIbHO Pa3pabOTUNKU BBOJAAT MHOMKECTBO PEJIUTHU-
O3HBIX aKTOPOB, CIOKETHI UTPHI U OT/IeJIbHBIE 33/TAHUS SICHO JIAIOT TI0-
HSITh, YTO B HOPMAaJIbHOM CUTYAI[U¥ MECTO JIJIsI PEJINTUH U BCETO C HEH
CBSI3aHHOTO — OT/IeJIbHAs 3aKpbITas chepa, U3 KOTOPOU OHA He BJIHSI-
€T Ha TOJIUTHYECKYIO WU OOIIEeCTBEHHYIO KU3Hb.

CaMbIM HATJISSAHBIM [PUMEPOM ITOTO CIIYKUT «THOCTHYECKUH »
MIO/IXO7] K M300paskeHUI0 O0KeCTB, I7e O0TH, MpeTeHAyIIue Ha bec-
CMEPTHE U TBITAIOIIHECS YCTAHOBUTH TEOKPATHIO, HEU3MEHHO BBICTaB-
JISTIOTCA 0OMaHIUKAMU, KOTOPBIX MMOOEKAAeT HACTOSAIINN TepOoH, BOC-
CTaHABJIMBAIOIIUH, TAKUM 00Pa30M, IPABUJIBHYIO U CIIPABE/JINBYIO
KapTUHY MHDPAa, r7e 60KecTBa «3HAIT CBOE MECTO» M He IBITAIOTCS
MPETEeH/I0BATh HA UBJIMINHION BJIAacTh. [Ipu 5TOM caM IJIaBHBIH repoi,
XOTSI U UMEIINH, GopMabHO, 60KECTBEHHYIO NIPUPOAY, B (prUHAIE
He 3aHUMaeT MECTO MOOEKEHHBIX «JIOXKHBIX OOTOB» U HE MpETeH/Iy-
€T Ha BJIaCTh, HO BO3BpaIaercs K OOBIYHON KM3HU B PAMKaX BOCCTa-
HOBJIEHHOTO CEKYJISIPHOTO MHUPOIIOPSZKA. B Tex ke Urpax, r/ie BO3-
MOXKHOCTb «CHHCKATh 0OKECTBEHHOCTh» BCE-TAKH €CTh, OHA YETKO
MapKUpPOBaHA KaK STUYECKU 3JI0€ pellleHre, ¢ Hen30eKHOCThIO Tpe-
Bpallfaolliee TJIABHOTO reposi B THPAHA.

B urpax, cjaeAymoiux «sI3bYecKOMY>» IOJIXOAy K CMEePTHOCTH 60-
JKECTB, MBI BUZUM JPYTOU, elle O6ojiee MpOCTOH B3IJIsAA HA IIpobsieMy.
Bokpyr Toro ¢akra, uTo 60TH B HUX BCET/a OTBEYAIOT HA MOJIUTBBHI,
CTPOUTCST BOBMOKHOCTH CBECTH BCIO PEJIMTHO3HYIO KU3HDb B (hoHTe-
3u RPG ¥ ompe/ieJIeHHBIM, KOHTPOJIHUPYEMBIM U U3MEPSIEMbIM pe-
3yspTataM. B Takux urpax, kak Baldur’s Gate, Xxpambl — He MeECTO
KOHTaKTa MeEX/y YeJIOBEKOM U BBICIIMMU CHJIAMU U JaKe He IEeHTP
pacupocTpaHeHus TeX W UHBIX B3IJIAI0B, 8 MECTO OKa3aHUsI OIpe-

7. Sisler V. Digital Arabs: Representation in Video Games. E-source [http://www.
digitalislam.eu/article.do?articleld=1704, accessed on 23.04.2018].

8. Tratner, K. (2017) “Critical Discourse Analysis: Studying Religion and Hegemony in
Video Games”, in V. Sisler, K. Radde-Antweiler, X. Xenia Zeiler (eds) “Methods for
studying religion in videogames”. New York, London: Routledge.
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JleJIEHHBIX yoryT. IlepcoHak UTPOKA IMOCEI[aeT XpaM, KOrjia eMy 3TO
MIPaKTUYECKU HYKHO, U YXO/IUT, ITOJIyINB Bce HEOOXOTMOE.

Tako# Mo/IX0/] MOKHO CPABHUTD C PEAJIBHBIM, HICTOPUYECKUM A3bI-
YECTBOM, UTO OOBSACHSET U BHIOOp TepMuHA. HO «s3bIUecKue» pesiv-
THU B BUJIEOUTPAX OTJIUYAIOTCS OT PEAIBHOTO SI3bIYECTBA YETKOCTHIO
KPUTEPHEB: B YCJIOBUAX PHIHOYHOU HKOHOMUKH, IapAIied B 60JIb-
IIMHCTBE BHU/IEOUTPOBBIX BCEJIEHHBIX, JKPEIbI CBA3AHBI HCKIIOUUTEh-
HO (PUHAHCOBBIMH OTHOIIEHUAMHU C OKpYKaoIuMu JioabMu. OHI
HeCrocoOHBI KOHBEPTHPOBATh BO3MOXKHOCTh OKa3bIBaTh «00KECTBEH-
HbIE€» YCJIYTH B IMOJUTUYECKOE BJIMSHUE WIM MOPAJIbHBIN aBTOPUTET,
MIpUMepHI Yero BO3HUKAIU Ha MPOTSKEHUH BCEN peayIbHOM MCTOPUU.

Te ke U3 HUX, KTO IBITAETCSA ATO CZesIaTh, HAIPUMEDP, OTKA3aThCs
HCLEJIATh HEBEPYIOIINX WU MOAYNHUTH cebe KaKoe-TO COOOIIEeCTBO,
HCIIOIb3Ys O0KECTBEHHBIE CUJIBI, N300paKAIOTCA KaK aHTAarOHUCTHI
Y 10 MEeHbIIIEN Mepe 3a0J1y:K/IafoIIHecs JIIO/IH, KOTOPBIX Iepeyoesk/ia-
€T WK yOUBAET IJIABHBIN repoi. B TaKUX yCIIOBUAX PEJTUTHO3HAS Bepa
He TOJIBKO MCKJIIOYAETCHA, YTO MOKHO OBbLIIO ObI O0BACHUTH OCOOEHHO-
CTHIO YCTPOKCTBA BBIlyMaHHBIX MUPOB, r7ie HaKT CyIeCTBOBaHUA 6O-
TOB He MOJXXET OBITH [TOCTABJIEH 10/l COMHEHUE, HO CTUTMaTU3UPYETCA.
EnuHCTBEHHBIE TIEPCOHAXKU, O€3YCIIOBHO PYKOBOJZICTBYIOIIHIECH PEJIH-
THO3HBIMH JIOTMATaMH B *KU3HU, KOTOPHIX MOKHO YBHU/IETh BO MHOTHIX
BH/IEOUTPAX — arpeCcCUBHbIE (DaHATHUKU, MbITAIOIINECS YOUTH UIN 00-
paTuTh B CBOIO Bepy JIt0OOTO BCTPEYHOTO, B TO BPEMSI KaK ATHUECKHE
[T0JIOKUTEJIbHBIE TIEPCOHAYKH JIEMOHCTPUPYIOT CBETCKOE MHUPOBO33Pe-
HHUE U WHCTPYMEHTAIbHBIN MOoaxo/ K penuruu. [TogpobHee 06 aTOM
MOKHO IIPOYUTATh B MOEH CTaThe « BUIEOUTPHI U PETUTUSI»O.

XapakTepHbIM IPUMEPOM OTCYTCTBUS MOTHBA BEPHI CIIYKHUT TO,
YTO B GOJIBIIMHCTBE UTP CPEAU CIIyTHUKOB UTPOKA MOXKHO HAUTH TIEp-
COHAaKeH, TO3UIMOHUPYIONIUX cebsl Kak ciy:kuteseh Kyyabra. OHH,
O/THAKO, MPAKTUYECKU HUKOTJA He UCIOJIb3YIOT 3TUKY CBOEU peJiu-
TUH KaK PYKOBOJICTBO K JIEWCTBUIO, HE IIPOBOJAT PUTYAJIbI, IIOMU-
MO TeX, KOTOpbIe HY:KHBI JIJIsI IOCTHKEHUS IPAKTUYIECKOTO PE3YJIhTa-
Ta, ¥ TIOYTH UTO HE TOBOPAT O CBOEH Bepe. BaskKHO MOAUYEpKHYTH, UTO,
naunHasa ¢ Planescape: Torment u Baldur’s Gate 2, pa3roBopbl Me-
KTy TJIABHBIM T'€POEM U €r0 KOMIIaHbOHAMU 00 MX 3KM3HH, YyBCTBAX
U MPUHIUIIAX CTAJIA BayKHOM 4vacThio Urpbl. Ho 3T muasoru 3atpa-
TUBAIOT PEJINTHO3HBIE BOIIPOCHI TOJIBKO B PeAUANINUX ciydasax. bo-

9. Moiicec JI. Buneourps! u pesnurus // Buneourpsl: BBeieHue B ucciaenoBanus / Ilox pex.
E.B. T'ananuna. ToMcK: uzaTenbcKuil oM TOMCKOTro rocy/1apCTBEHHOTO YHUBEPCUTE-
Ta, 2018. C. 238-266.
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Jiee TOro, KOI/Ia 5TO BCE-TAKU IIPOUCXOJIUT, COOTBETCTBYIOIINE TepOU
YacTO BBICTYNAIOT B KOMUYHOM aMmiuiya. [IpuMepoM 3TOTO CIy>KUT
Bupmxun us Arcanum: Of Steamworks and Magic Obscura, Hecrio-
COOHBIN BOCIIPOU3BECTH 0e3 OMMOOK [EHTPAIBHOE IIPOPOYECTBO COO-
CTBEHHOM IIepKBH.

TyT yMeCTHO BCIIOMHHTB IIPeJIOKeHHyI0 MaHoM BorocTom KoH-
LENINI0 «IIPOIEeAYPHOH PUTOPUKN»°, BOTOCT yTBEpKaayi, YTO BHU-
JIeOUTPHI HEU3MEHHO COZEPIKAT KAKYIO-TO HEOJIOTHIO U CIIOCOOHBI
yOexKIaTh UTPOKOB B €€ MPAaBUJILHOCTU HE TOJIBKO UEPE3 CIOKET MJIH
BUBYAJIBHBIN PSAJ, HO U MIOCPEICTBOM TeX WIN HMHBIX IpaBui. Wrpas
B BUJIEOUTDPY, UTPOK OKA3bIBAETCS B PA3IUYHBIX CUTYalUsAX, U UTPA
IpesIaraet eMy Habop BapHaHTOB, ITO3BOJIAIOIINX UX pa3pemnuTb. Co-
BOKYITHOCTB 3TUX BapUAHTOB U CJIY>KUT IIPOBOJHUKOM Te€X WJIN UHBIX
B3rJIA/10B. bosiee Toro, urpa oreHUBaeT, KaKue U3 BapUAHTOB Jleli-
CTBUU OyAyT MPaBUJIbHBI, a KAKWEe — HET: UTPOK, JIEHCTBYIOIIHNH Ha-
IIEPEKOP JIOTUKE UTPBI, PUCKYET MPOUTPATh U CTOJIKHYTHCSA C HEOOXO-
JIUMOCTBIO HAUaTh CHaJasa.

Ho Boroct Tak:ke oTMeYaeT, YTO, AHATIMBUPYS «YOeKAEHUS uepes
IpaBWIa», BA’KHO PAcCMaTPUBATh HE TOJIBKO TO, KaK M300paIKAIOTCA
BEIl[H, B UTPY BKJIIOYEHHBIE, HO U TO, YTO OBUIO pa3pabOTIYMKAMU HC-
KI04eHo. Tak, B OOJIBIIMHCTBE BOEHHBIX IIYTEPOB, /Ia’Ke TEX, KOTO-
pble IpeTeH/IyIOT Ha peain3M, COBEPIIEHHO OTCYTCTBYET TaKasd KaTe-
ropus y4aCTHUKOB KOH(JIUKTA, KAK MUPHBIe TpakzaHe. Ilepconax
UTPOKA JIEUCTBYET B IIYCThIX TOPO/IAX, T/Ie KPOME HETO €CTh TOJIBKO CO-
I03HUKU U BPary, a HOHKOMOATaHThI (PUTYPUPYIOT B JIyUIIEM CIIydae
B pOJIMKaxX. DTO YKJIa/IbIBaeTCs B TPAAULIIMOHHYI0 MUJIUTAPUCTCKYIO
PUTOPHKY, H300paKAIOIIYI0 BOMHY KaK KOHTPOJIUPYEMOE U, B KOHEY-
HOM UTOTe, YIOpsAoueHHoe 3aHATHe. JKepTBhI cpeau MUPHOTO Ha-
CeJIEHUsI B TaKOW WJIEOJIOTHU OKa3bIBAIOTCSA HEe HEeN30e:KHBIM CIIE/-
CTBHEM CaMOT0 KOH(JINKTA, a PE3yJIbTATOM CO3HATEJIBHOTO PEIleHus
KaKOM-TO U3 CTOPOH IIpeHeOpeusb nx 6€30IacHOCTHIO.

«BpIcKka3pIBaHUE» OCYIIECTBJISAETCA UCKIIOUUTEIBHO Ha YPOBHE
mpaBui, OoJjiee TOTO, Uepe3 OTCYTCTBHE, a HE HAJIUYWE B UTPE OIIpe-
JleJIEHHBIX MEXaHUK. JTO MEePEKIINKAETCs C MIOCTPOEHUSIMU ellle Ofi-
HOTO HCCIefioBaTessIMu B obactu game studies — I'onzano ®packu.
OH yTBep:KAaj, YTO OOJBITUHCTBO BUJIEOUTD SBJISIOTCA CHUMYJISIIHS-
MH, & UX HUJIe0JIOTUA IPOSABJAETCA B TOM, KaKue dJIeMeHThl OHU HC-
KJIIOYAIOT U3 CUMYJIIDOBAaHUsA, TAKUM 00pa3oM IMpHU3HABAsA UX «He-

10. Bogost, L. (2007) Persuasive Games: The Expressive Power of Videogames. Cambridge:
MIT Press.
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BaXKHBIMU»''. 11 B cilydae ¢ pesurued «HEeBa)KHBIM» OKa3bIBAETCS
Bepa. Pesmrusa nzobpaskaeTcss Kak HEYTO, YTO JOJDKHO OO He Ha-
MIOMUHATH O cebe, IN00 HECTH MPAKTHYECKU OOIIECTBEHHO MTOJIE3HYIO
dbyHKIMIO, HAIIpUMep, UCLEJATh U 3alUINATh HyXXKAaomuxcs. B Ta-
KHX YCJIOBHSIX PA3HUIIA MEXK/TY OTJEIbHBIMU YIEHHSAMU TPAKTHYIECKH
CBOJIUTCA K dcTeTHdecKor. [IprHa/IIeXKHOCTh K TOH WM WHON PeJTu-
Uy U300parkaeTcs Kak JIMIHBINA BIOOP BEPYIOIIET0, KOTOPBIH MOKET
OTpaKaTh €T0 XapaKTep, CJIOKUBIIUNCA 0/ BIUAHUEM HHBIX (PaKToO-
POB, HO He BJIUSET HA €ro IOBEJIEHHE, BO BCAKOM CIydyae — B 0OIIe-
CTBEHHOM cdepe.

Takum 00pa3oM, B paMKaxX BHUIEOUTP OOTH, TOTOBBIE JIEHCTBO-
BaTh IO OOIIUM JIJIS BCEX MPABHJIAM U yBaXKaTh BHIOOD CMEPTHBIX,
IEePeXOANIIX U3 OTHOTO XpaMa B JPYTOH, MOJKPEIUIAIOT CEKYIAP-
HO€ YCTPOMCTBO oOIecTBa. A Te M3 HUX, KTO HAUMHAET arpecCcuB-
HO 00paIarh JIJIed B CBOE YUeHHE WU KaK-JIM00 MHaye BTOpraer-
csl B He-CEKyJIAPHYIO cepy, HaIlpuMep, B IOJIUTHKY, U300paKkaroTcs
KaK aHTaroHHUCTBI, KOTOPBIM TJIABHBIH I'epO¥ IMPOTHBOCTOUT. TaKuM
00pas3oM, TPOTarOHUCTHI OKA3BbIBAIOTCA XPAHUTEIAME CJIOKUBIIIETOCS
MHUPOTIOPSZKA, & PEJINTUS — CBOEro pojla «JIMMUHAJIBHOH chepoii»,
MIPUCYTCTBHE KOTOPOU B OOBIYHOH KU3HU JOJIKHO JKECTKO KOHTPO-
JIMPOBaThCs. Bo MHOTHX MTpax BECh CIOJKET CBOAUTCH, (PAKTHUECKU,
K BOCCTAHOBJIEHUIO CEKYJIAPHOH cUTyalluu B MUpPe, KOTOPOMY yTpOsKa-
IOT Pa/INKaJIbHbIe BEPYIOIIUE, IBITAIONINECS HABAZATh OKPYKAIOIIIM
coOCTBEHHBIE B3IJIA/BI U JIOTUKY JledicTBUH. IIpuMepom Takoi cutya-
WU CITY;KUT urpa Witcher',

BaXHO MOAYEPKHYTH, UTO, TOBOPA 00 HEOJIOTHU B BUJIEOUTDAX,
OyZb TO MUJIMTApPU3M WU CEKYJIIPHOCTb, S HE IOZpa3yMeBar, Oy/-
TO GBI pa3paboOTUNKH CO3HATEJIHO 3aKJIa/IBIBAJIA B CBOH IIPOAYKT Ka-
kue-To uzen. OYeBUHO, YTO KJIIOUEBas MPUYMHA OTCYTCTBHUS MHD-
HBIX JKHUTeJIed B IIyTepax — (puHancoBad. lx co3manne nmotpe6oBaio
OBl BIIEYATJISAIONINX 3aTpaT AeHer U BpeMeHU. [10/100HBIM 0O6pa3om,
CUMYJIAINA PEJIUTUO3HOU BEPHI U MEPEKUBAHUHN MoTpeboBasa Obl,
110 MEHbIIEH Mepe, OOJIBIIEro Yucjia AUaaoroB, a, BO3MOXKHO, CO-
3/1aHUS HOBBIX UI'POBBIX MEXAHUK, CIIOCOOHBIX OIMCHIBATH JyXOBHYIO
JKU3Hb IIepCOHaXa.

C mpyro#l cropoHsbl, He0OXO/IUMO OTMETHUTH, UTO TEXHUYECKU BbI-
IIOJTHUTD BCE 3TH 33/1a4¥ BO3MOXKHO. 1 5TO BO3BpaIaer K apryMeH-

11. Frasca, G. (2003) “Simulation Versus Narrative: Introduction to Ludology”, The Video
Game Theory Reader 2: 221—-236.

12. Cm. COOTBETCTBYIOIYIO CTaThI0 B JAHHOM BBIITYCKE XYpHaJia.
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Ty ®@packu 006 MUCKIIOUEHUHN YETO-TO U3 CUMYJIANUY Kak 00 WJ1e0s10-
TUYECKOM aKTe — COYTHA UTO-TO HEHYXKHBIM, PACIPE/IEINB PECYPCHI
TaK, 4TOOBI TOIPOOHO pa3paboTaTh UHOH CETMEHT UTPbI, Pa3pabOTINK
PYKOBOJICTBYETCSI OIIPEJIEJIEHHBIM BHAEHHEM HTOTOBOTO IPOJYKTA.
A 0oHO, B CBOIO OU€pe/ib, IPOUCTEKAET U3 €ro KApTUHBI MUPA, TO €CTh,
B KOHEYHOM HUTOTE, HEO0JIOTUUECKH 00yC/IoBIeHO. Bripouem, Bask-
HO TIOJ{YEPKHYTH, YTO B COOTBETCTBUU C METO/IOM (HDEHOMEHOJIOTH-
YeCKOW TepMEHEBTUKU B PaAMKax 3TOH CTaThbU 51 COCPEZOTAUYHBAIOCH
He Ha UHTEHI[UAX aBTOPOB, a HA TOM, KAK HMEHHO MOXKET OBbITh IIPO-
YTEHO UX MPOUBBE/ICHUE.

1 5TO MOABOJIUT K BOIIPOCY O TOM, YEM YHUKIHHO U300parKeHUE
Bepsl B Dragon Age: Inquisition. C 0fHO! CTOPOHBI, Pl OTJIUUHU
MOJKHO HAWTH Ha YHUCTO HApPATUBHOM ypOBHe. CIOXKET 3TOH WTIPHI
CTPOUTCS BOKPYT TOTO, UTO PEJINTHUA MOXKET U JlaXKe JI0JDKHA UTPaTh
GOJIBIIYIO POJIb B XKU3HU JIIOAEH. « MTHKBUSULUA», PEJIUTHO3HAsI Opra-
HU3aIMsA, CO3/JaHHAS IJIaBHBIM T€POEM U €r0 KOMIIAHbOHAMU, CTABUT
CBOEeH 1eJibl0 He TOJIBKO pedopmy I[epKBU, HO BMENIATEIBCTBO B TIO-
JIUTHKY, TIPeIOTBPAIlleHHe BOWH U TJI00aIbHBIX KaTacTpod. Takum 00-
pa3oM, UTPOK caM WTHOPUPYET TPAJUIIMOHHBIE JJIA JKaHpa TPaHUIIHI,
OT/IEJIAIONINE PEJIUTHO3HYIO ChePY OT CBETCKOM.

ITO JONOJIHUTEJIFHO MOJIKPEIUISETC yepe3 00pa3bl KOHKPETHBIX
IIEpCOHAXKEN, B MEPBYI0 OUEpEe/b — CIIyTHUKOB M COBETHUKOB «I'e-
poisibaa Auzipacte». OHU TOpasao 0oJsiee OTKPBITO, UEM IIEPCOHAMKHU
JIDYTUX UTP, TOBOPSAT O COOCTBEHHBIX PEIUTUO3HBIX B3TJIsI/IaX, BbI-
MIOJTHAIOT PEJTUTHO3HBIE PUTYAJIbl, PYKOBOACTBYIOTCA yueHueM llep-
KBU IIpU NIPUHATUY KOHKPETHBIX PellleHni. B urpe yaxe npucyrcTBy-
€T CBOero pojia pedJieKCus IO MOBOJAY CEKYIAPHOTO M IEPKOBHOTO
B3IVIsA/Ia Ha Bepy. Upe3BbIYaliHO PEJIUTUO3HBIN COBETHUK IJIABHOTO
reposi, Kaccanzpa ITeHTaract, MOKeT paccka3aTh MPOTATOHUCTY, UTO
elre O/IH ero KOMIIaHbOH, Bappuk, Ha caMOM JieJie pas3/iesisieT yueHre
AHppacTe, HO He YyBCTBYeT HEOOXOTMMOCTH PACCKa3bIBaTh 06 3TOM.

Kpome sTux HappaTUBHBIX oTyimuuil B Dragon Age: Inquisition
€CTh W JIIOJNYECKUE 3JIEMEHTHI, N300paKkaroInre Bepy. ITO BO3MONK-
HO OJ1aroiapsi ”HOMY IO/XO/Y K IJIABHOMY T'epOI0 U 003KecTBaM, O KO-
TOPBIX S THUCAJ B IPEABAYIINX pasfieiax. Bioware oMeIaeT Urpo-
Ka B CUTYaIlHIO HEOIPeeJIEHHOCTH, He /IaBas eMy UCUYEePIbIBAOIIEH
uH@OpMaIU HU O CTaTyce ero nepcoHa)ka, Hu o peasbHoctu Cosfa-
TeJiA. BMecTo 5TOrO OHA 3aCTaBIIsAET €T0 BEBIHOCUTH COOTBETCTBYIOIIHE
CYK/IEHUS CAMOCTOATEJIBHO.

Ha mpoTs»keHuu UTPhl K TJIAaBHOMY TepOI0 MOJXOJIST KOMIIaHb-
OHBI, CIPAIIUBAIOIINE €r0 MHEHUE 10 TEM WU UHBIM BOIIPOCAM.

58 © TocymapctBo - Penurus - [[epkoBb



Jleonun Moilixkec
B yacTHOCTH, OHUM yTOUHAIOT, BEPUT JIK OH caM B Co3szaresid U cUu-
taeT su cebs1 «[eposbioMm AHpacTe». [lepe UTPOKOM MOSIBJISIETCS
BBIOOp M3 Pa3HBIX BAPHUAHTOB — OT CTPOTO PEJUTHO3HOTO /IO aTeu-
cTuyeckoro. U uyepes Takyiw MPOCTYIO, HO y/IMBUTEJHHBIM 00pa3zoM
VHUKQIBHYI) MEXaHUKY OH I0JIy9aeT BO3MOKHOCTb IIPOSIBUTH COO-
CTBEHHYIO BEPY WJIM OTCYTCTBHE TAaKOBOU. BaKHO MOAYEPKHYTH, UTO
STH BOIIPOCHI OKA3BIBAIOT PEasbHOE BIMAHUE HA MUD WUTPHI: IOCIIE-
JIOBaTeJIH TJIABHOTO T'epos, a MHOT/IA IeJIble CTPAHbl U OPTaHU3aINU
pearupymoT Ha €ro ¢JIOBa, KaK Ha HapPaTUBHOM, TaK U Ha JIIOJ[AYe-
CKOM YPOBHE, TpefocTaBissa « IHKBU3UIMU» MTOMOIIb WJIM Meast
ee OIlepanysM.

Takum 06pa3om, Urpa JaeT UrPOKY BO3MOKHOCTb, C OHOM CTOPO-
HBI, CHMYJIIPOBATh aKT BepHI, YTBEPK/as CYIIeCTBOBAaHUE 0OXKeCTBa
06e3 KaKux-JIM00 yKazaHWH Ha TO, KaKOU OTBeT OyJ/ieT MpaBUJIbHBIM.
OHOBpEMEHHO OHA JIEMOHCTPUDPYET, KaK TaKHUe YTBEPXKAEHUS OIpe-
JIEJISIIOTCSL B TOM YHCJIE U COIMAIBHBIM KOHTEeKCTOM. Ha HUX MoryT
BJIMSITH TOJIUTUYECKHE COOOPaKEHUsI, TUUHbIE CUMIIATUH U CHIOMU-
HyTHBIE jKeslaHusi. VIMEHHO 3Ta MexXaHWKa I03BOJISeT TOBOPUTH, UTO
Dragon Age: Inquisition mpezjiaraeT oJiHy U3 CaMbIX TJIyOOKHX CUMY-
JIAIUH PEJTUTHO3HOHN BEPHI U3 TEX, UTO MOKHO HANUTH B COBPEMEHHBIX
KOMMEPUYECKHUX BUJIEOUTPAX.

HenTpaabHbIA MU@

BaxHOCTB Bepbl 1 MOHOTEU3M B Dragon Age: Inquisition I03BOJISIOT
TOBOPUTH O TOM, UTO 5Ta UTpa ropaszao OJIrKe K aBpaaMUUYEeCKUM pe-
JIMTHAM, YeM 0O0JIbIllasi YacTh MMPOEKTOB B TOM JKe jkaHpe. mes 3T0
B BUJIY, HEOOXO/IMMO COCPEZIOTOUUTHCS Ha 3JIEMEHTAX UTPbI, HATIOMU-
HAIOIINX KOHKPETHO XPUCTUAHCTBO. [[OHATHO, YTO CPABHEHUE B 3TOM
ciayyae OyzieT He MeXKAy UTPOH M KaKUM-TO THIIOTETHYECKUM «pe-
QIBHBIM XPUCTHAHCTBOM», & MEKAY CEMHOTHYECKMMHU 3HAaKaMU, KO-
TOPBIE MCIOJIB3YIOTCA MPHU co37laHuU obpasa «IlepkBu CoszmaTesns»
B UTPE U PACIPOCTPAHEHHBIMU B KYJIBTYPE MPECTABIEHUIMU O XPH-
CTHAHCTBe. BoImpoc 0 TOM, HaCKOJIBKO 3TH IPE/ICTABJIeHUs] OJIU3KU
K PeaJibHOCTH, KaK U TO, KAKUM HMeHHO 00pa3om oHU chOpMHPOBa-
JINICh, OCTAETCS 32 paMKaMHu cTaThul. HeobXoaumMo cpa3y OrOBOPUTHCH,
YTO BCe BJIEMEHTHI 3TOTO pasfiesia JiexkaT B cepe HappaTuBa U 3CTe-
Tuky. Hukakux crenuduyecky IPOXPUCTHAHCKUX UTPOBBIX MEXaHUK
B UTPE HET, XOTS B CBETE COOTBETCTBYIOIIEH 3CTETUUECKON MapKUPOB-
KU TPEJICTABJISIETCS OCMBICJIEHHBIM IIPU3HATH MEXAHUKY U MpobiieMa-
THUKY BEPBI B UTPE, OTCHLIAIOIIEH UMEHHO K XPUCTHAHCTBY.
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CxopnerBo KysbTa Co3maTesnss ¢ XpUCTUAHCTBOM CTPOUTCSA BOKPYT
obpaza IlepkBu U, KOHKPETHO, ee IeHTpasbHOrOo Muda. B obpase
IlepkBH, B CBOIO OYepEb, MOXKHO BBIJIEJIUTH ICTETUUECKHE U Hap-
paTUBHBIE KOMIIOHEHTHI. [lepBble — caMble OUeBUAHBbIE. BU3yayibHO
IepkoBb CosjiaTesist ABHO OOBITPHIBAET OOJIMK 3amaHOEBPOIIEHCKUX
XpamoB. JIJIMHHBIE OZIEXK/Ibl CBAIIEHHOCTYKUTENEH, crenududeckas
apxXUTEKTypa cOOOPOB, MEPEKTUKAIOIIASCSI C TOTUUECKOH TpaUITUeH,
BUTPa)KHBIE CTEKJIA — BCE HTO YCTOABIINECST «3HAKH» CPETHEBEKOBO-
ro KaroiuuecrBa. Ellle sicHee K XPUCTHAHCTBY OTChLJIAET BBHIOOD Tep-
MWHOB: BOUHBI, IOKJISIBIINECS 3aITUIIATh [[epKOBb, Ha3bIBAIOTCS Xpa-
MOBHHMKAaMHU, KPYITHbIe coOpaHus — KOHKJIaBaMH U Tak JlaJiee.

Hy’XHO NOAYEPKHYTh, YTO ITH BJEMEHTHI JIOCTATOYHO YHHUBEP-
casibHBI B paMKkax RPG. OcTeTHka CpeTHEBEKOBOH IePKBH YacCTO HC-
MIOJTB3YeTCsA, YTOOBI 0003HAYUTD TY WJIH WHYIO PEJTUTHIO KaK OJIM3KYIO
U «HOPMaJIbHYI0». FIHBbIE 3CTEeTUUECKUE PEIIEHU CIIY?KaT IPOTUBOIIO-
JI0:KHOMY 3 GEKTY, CUTHATU3UPYS UTPOKY, UTO €T0 MEPCOHAXK IO
B CTPaHHOE U HK30THUECKOE MECTO.

Bosbiliero BHUMAaHUs 3aC/IyKUBAIOT HappPaTHBHbIE 3HAKH — YCTO-
SIBIIMECA CIOXKETHI, KOH(IMKTHI ¥ 00pa3bl IepCcoHaKEH, KOTOPBIE pe-
30HUPYIOT C IPEJCTABJIEHUAMU MHOTUX UTPOKOB O XPHUCTHAHCTBE.
OnvH U3 HUX — TeHJlepHas npobyieMaTHKa. Bee CBAEHHOCITYKUTETN
B l[epKBU — KEHINWHBI, YTO, HA TIEPBBII B3TJIA, /eyiaeT [[epkoBb UH-
Bepcuel peayibHOTO xpuictuaHcTBa. Ho ¢ Touku 3peHust Teopuu Kup-
6u 0 «(daHTaCTUUECKOH cpe/ie» MOTUB OTPAHUYEHUH 110 TeH/IEPHOMY
MIPU3HAKY KayKeTcA 6oJiee 3HAUYMMBIM, YeM X cyTb. JKpurisr B Dragon
Age: Inquisition BbICTyIaIOT B aMILTya, B KOTOPOM OOBIYHO BBICTYIIAIOT
JKPEeIbI-MY>KYWHBI, 1 HE COOTBETCTBYIOT CTEPEOTHIIAM O JKPHUIAX, CJI0-
JKUBIIUXCA B (DAHTACTUUYECKOU Cpefie TI0J| BiausHUeM New Age U 1O-
myJisipHOTO 06pasa Bukku.

CTOUT OTMETHUTD, YTO 3AIPETHI JIIOOOTO PO/ia, TeM OOJIee CTOJIb IIPO-
6JIeMHBIE C TOUKU 3PEHUSA PEUTPHOU MOJIUTUKH, YaCTO CIIY’KaT B (HIH-
Te3u RPG MapkepaMu OpraHU3aIl[UA-aHTaTOHUCTOB. JTO, B CBOIO OUe-
Pe/b, YKJIQ/IBIBAETCSA B CKENITHYECKOE OTHOIIIEHUE K JII0OBIM PUTyaIaMm,
He CJIy:Kall[UM IparmMaTudeckoil 1enu. Ho B ciayuae ¢ «IlepkoBbio
Cozparens» 3alpeT MYKUHH-CBSIIEHHOCTYKUTEJIEH HEe CUYUTHIBAET-
cs KaK MPU3HAK OrpaHudeHuil. YacTUYHO 3TO BO3BMOKHO OJiarojaps
TOMY, YTO IIPEBOCXO/ICTBO JKEHITUH B 1lepKBU «ypaBHOBEIINBAETCS»
C TOYKH 3pDEHUS CIOJKeTa JOMHUHUPOBAHUEM MY)KYHH B JAPYrux obsa-
CTAX, IPOUCTEKAOIEM U3 00I1el BepHOocTH Dragon Age: Inquisition
HEOMEIMEBAIMCTCKON MapaiurMe kaupa. Ho B yiroboM ciiyuae mpu-
MeuaTeJIbHbIM (PAaKTOM OCTAETCs TO, UYTO B JJAHHOM CJIydae Urpa mpej-
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Jlaraet NpuMep PUTYJIBHOTO 3aIIpeTa, He UMEIOIero CTPOTo HeraTuB-
HBIX KOHHOTAIUH.

Jpyro#l 3HaK, OTCHUIAIOIIUN K XPUCTHAHCTBY, — HEpapxus U MO-
TUB OophOBI 32 BiacTh. OH Tak:Ke He YHUKaJIeH Ay Dragon Age:
Inquisition. OpraHn3oBaHHbIe peJIUTUH B RPG 4acTo BBICTPAUBAOT-
¢S BOKDPYT CJIOXKHON M MHOTOCTYIIEHYATOU ODHUITNAIBHOU HepapXuH,
BJIOXHOBJIEHHOM KaTOJIMYECTBOM. B HEKOTODBIX CiIydyasax, KaK, HallpH-
Mmep, B urpe The Elder Scrolls III: Morrowind 3T0 MO€eT IPOTHBO-
peuuTs IpyTuM dJjIeMeHTaM, HalpuMep, BU3YaJbHOU DCTETUKE, KOTO-
pas B 3TO urpe BaoxHosieHa Jansaum Bocrokom. Otimune Dragon
Age: Inquisition cOCTOUT B TOM, UTO IaHHAS UTPa y/IeJsieT IEPKOBHOM
HepapXyuu MPUCTAIIFHOE BHUMAHUE, IIOAPOOHO 00BSICHSIS UTPOKY KaK
MMEHHO OpPTaHU3aIlUsd YCTPOEHA U KaK B HEH ITPOUCXOAUT IIPOJBIIKE-
HUe€, I0KAa3bIBAs €r0 KaK COIUAIbHBIN U IMOJTUTUYECKUH IPOIIeCC.

ITocnennee, B cBOIO Ouepe/ib, I03BOJIsIET BBECTHU ellle OUH Xapak-
TEPHBIHN CI0XKeT, PE3OHUPYIONUN B MOMYJIAPHOU KYJIBTYpe C BUIe-
HHEM XPUCTUAHCTBA — UCTOPHUIO BHIOOPOB iaBbl «IlepkBu». B3phiB
Ha KoHKJIaBe, ¢ KOTOPOTO HAUMHAETCS UTPA, YVHOCUT >KU3Hb, B TOM
yucite, aumepa Bcelr «IlepkBu» — BoxkectBenHou J»kyctunuu. B pe-
3yJIbTaTe BOIIPOC O TOM, KTO CTAHET HOBBIM JIYXOBHBIM JjinziepoM Teza-
ca U B KaKyl0 CTOPOHY OH IoBefieT pedopMbl B «l]epKBU», CTAHOBUT-
€SI BXKHBIM JIOTIOJIHUTEIBHBIM CIOKETOM.

Haxkownelr, TpeTH# 3HAK, ITO3BOJISIOIIUN TOBOPUTH, YTO «I[epKOBbH»
Tenmaca ocHOBaHA MMEHHO HA MOMYJISIPHBIX IPEJCTABIEHUAX O XPH-
CTHUAHCTBE, — CIOXKeT 0 60oprOe mexay llepkoBbio u maramu. OTCBHI-
JIAIOMUH K 00pas3y «OXOTHl Ha BEAbM», HMOMYJIIPHOMY B KYJIBType
Ha MpOTSKeHUU Bcero XX BeKa, STOT 3HAK TaKyKe YacTO IIPUCYTCTBY-
eT Bo MHOKecTBe (hoHTe3u RPG. O6pa3 TOJIIBI BO IJIaBe CO CBSIIEH-
HOCJIY>KUTEJISIMHU, TIBITAIOIIENCA YOUTh «ePEeTUKa» WU «KOJAYHBIO»,
MpeZICTaBJIEH B I[€JIOM Psiie BUZEOUTP, Harpumep, B Baldur’s Gate II,
T7ie TJIaBHBINA TepOH JoJKeH OYKBaJIPHO CHIMATH OJTHY U3 CBOUX KOM-
MMaHBOHOK C KOCTpA.

Ho Dragon Age: Inquisition oTjindaercsi TeM, YTO He IIPOCTO
BKJIIOYAET 3TOT 3HAK KaK Crocob JIMIIHUN pa3 MOAUEPKHYTh, UTO Ka-
Kas-TO OpTaHU3aIUs — aHTATOHKCTHI, 8 TIOJPOOHO pa3bUpaer ero, BbI-
CTaBJIASI KOHGJIMKT MaroB M PaJInKaJI0B-XPAaMOBHUKOB Kak mpooJie-
My, 3QJI0KEHHYIO B caMy CyTb BepoyueHus «llepKBu», KOTOPYIO UTPOK
JIOJDKEH TEM WJIU WHBIM crocoboM pemuTh. U XoTd pa3paboTyuky,
OYEBU[HO, ITOJ[pa3yMeBaIy, YTO CTOPOHA MAaroB 3acC/IyKHUBAaeT 0O0JIb-
IIIETO COUYBCTBUS, OHU OCTaBJISIOT BHIOOD Ha YCMOTPEHUE UTPOKA, CTa-
pasich TOIUEPKHYTh, UYTO KaK/jasi U3 CTOPOH JIBHKUMA COOCTBEHHBIMHU
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B3mIsiiamMu. Bopnba uzer He Mexay «1lepKOBbIO» M HAYKOM, a MEXK/ILY
Pa3HBIMH MHTEPIPETANAME OHOTO YUEHUA.

Urpa comep:kuT IeJbli pAJA JIPYTHUX 3HAKOB, TAKXKe OTCHLIAIO-
mux K [lepkBu, HO MPECTABISAETCA, YTO UX MOAPOOHOE TEPEUUC-
JIEHUE y)Ke U3JIHuIHe. HanmucaHHOTO J0CTATOYHO JJIS TOTO, YTOOBI
npusHath: Dragon Age: Inquisition cofiep:XKUT 3JIEMEHTHI, OTChLJIA0-
IMe K MOIyIApHOMY 00pa3y XpHCTUAHCTBA, a HE HUcjIaMa, Hy/Aanu3Ma
I abCTPAKTHON « MOHOTEUCTHYECKOU PeTUTUU BooOIe». CTOIb To-
ZIPOOHBIN pa300p UMEIOIIMXCA 3HAKOB MIPU3BAH CIIY:KUTH €Ille OJHON
1[eJI1 — BBISBUTH OOIIYI0 CTPATETHIO B OOpAIEHUH C STUMHU 3HaAKaMH,
KOTOPYIO f MpeJjlaraio Ha3bIBaTh peMuGOI0TU3aIEeH.

Kaxziplit 3 mpeicTaBJIeHHbBIX 3JIEMEHTOB IITUPOKO U3BECTEH B Mac-
COBOU KyJIPTypE W 3aHHMAET BAKHOE MECTO B «(aHTACTHUECKOU cpe-
Jie». B Hee oHHM momasid, B CBOIO OUEPE/lb, ellle U3 JuTepaTypbl XIX
BEKa, I'/Ie OSIBJISAJIUCH KaK YaCTh OCMBICJIEHUS, PENPE3E€HTAIINH U KPH-
THKH XpuctuaHcTBa. Co BpeMeHeM 3T 00pa3bl YTPATUIIH MPSIMYIO
CBsI3b C PEaJIbHOU PeJINTUEH U MPEBPATUIINCh B Y3HaBaeMble U y/100-
HbIe 3HAKW, KOTOPbIE aBTOPHI U KOMAaH/IbI Pa3pabOTUNKOB HCIOJIH30-
BJIN KaK UM 3a0J1aropaccy/IuTcs.

Ho Bioware BpIcTpanBaeT U3 OTAEJIBHBIX 3JIEMEHTOB (paHTACTH-
YECKOU Cpelbl €ZIUHBIN CIOXKET, ITOCBSIIEHHBI KOHKPETHON pPETUTU-
O03HOH OpraHu3anuu U, TAKUM 00pa30M, YaCTUYHO BOCCTAHABJIMBA-
€T TOT KOHTEKCT, B KOTOPOM OHU BO3HUKJIU. DTO IIO3BOJISIET TOBOPUTH
0 boJiee TECHOH CBA3W MEXKAY 5TOH UTPOHM M XPUCTHAHCTBOM — B OT-
JIMYMe OT JIPYTUX IPOEKTOB, B KOTOPBIX OHA OIOCPE0BAHA KYJIBTY-
poii, a UMEHHO — «(aHTACTHIECKOH cpeioii». VIMEHHO 3TOT Imporece
YaCTUYHOTO BOCCTAHOBJIEHUS B PAMKAaX BBIJ[yMaHHOH BCEJIEHHOU TOTO
PEeJIUTUO3HOTO CMBIC/IA, KOTOPBIN 2j1eMeHTHl (haHTACTUUECKOU CpeIbl
UMeTd U3HAYIBHO, 51 U HAa3bIBAI0 PEMUDOIIOTU3AIIUEN.

[ToyoOHyI0 KapTUHY MBI HAOJIIOZaeM W B LIEHTPAJIbHOM Mude
«IlepkBu». 113 pasroBopoB C IepCOHAKAMU, 3ACTABOK U TEKCTOB WT-
POK MOJKeT y3HaTh, YTO, COTJIacHO JereHiaM, Co3/1aTesib HEKOT/IA CY-
IIECTBOBAJI B rapMOHUU ¢ MupoM. Ho npaBuTesnn rocygapcersa TeBuH-
Tep, UMIIEPUH MaroB, peluiu 3abpaTh cebe ero criibl. OHU TPOHUKIIH
B ero oburasuiie, 30J0TOU TOPOJI, B Pe3yJIbTaTe Yero pa3rHeBAHHbIN
0or OTBEpHYJICA OT MHPa, a CAMHU BJacTuUTeNu TeBUHTEpa MpeBpaTH-
JIVICh B TaK Ha3BIBAEMBIX «IIOPOXK/IEHUH THMbI» — Uy/IOBHUII, KOTOPbIE
C TeX TOp YIPOXKAIOT BCEH ITUBIIIN3AIUU.

MHOro BEKOB MHD CYIIECTBOBaJI 06€3 BHUMAHUSA CBOETO TBOPIA,
IIOKA JKEeHIIMHA 110 UMeHHU AH/IpacTe He 00paTUIach K HEMY CO CTOJIb
HCKpEeHHEH 1 KpacuBol necHel, uto Co3zaresb moseput: st Temaca
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emie He Bce notepsaHo. OH mpoBo3riiacui AHzpacTte cBoedl HeBectoit
" uyepe3 Hee OOBACHWI HApO/AaM, KaK UMEHHO OHU JIOJIKHBI JKUTH,
yTOOBI OH MOT BEPHYTHCS B IOJTHOM Mepe. B manpHelem AHzipacre
rorubJia U3-3a IPeaTesbCTBa COOCTBEHHOTO CMEPTHOTO MY3Ka, IIO/I-
KYIUIEHHOTO Bparamu mpopouuniisl. Ho yueHuKu AHZpacTe mpoonKu-
JIN ee JIEJI0, UTO U MPUBEJIO K BOBHUKHOBEHUIO «IlepKBU».

[Tapannenu MexXy OTAeJIbHBIMU 3IeMeHTaMU 3TOro Muda U IeH-
TPJIBHBIMU CIOKETAMU XPUCTHUAHCTBA OYEBUHBI. BaXKHO mojuepk-
HyTb, UTO paspabotunku Dragon Age: Inquisition, oUsTb-TaKH,
He BBICTYIIAIOT KAaK IEepBOIPOXOAIBl. Tak, MOTUB ApeBHEU uMIIe-
puw, Kotopasi morubsa u3-3a aMOUIUU ee MIPABUTEJIEH, IPUCYTCTBY-
eT B oueHb MHOTUX RPG. OT4acTu 3TO UMeEeT YHUCTO MIPAarMaTHIECKHIe
npu4YuHbL. /3HU2 Besia oTMedaer, 4TO PyUHBI — O4Y€HBb BOCTpe-
OOBaHHBIA B BUEOUTPAX THUII IPOCTPAHCTBA'3, M CIOXKET O rubeyn
JpeBHeN NUBUWJIN3AIUN MOXET CTaTh MPEKPACHBIM HapPAaTUBHBIM
000CHOBaHUEM ]ISl UX BKJIIOUEHHs. TOYHO Tak ke B aHTaCTHUIe-
CKOU cpeJie y»Ke TaBHO MPUCYTCTBOBAJIX 00pas3bl MMPOPOKOB U UX THU-
0esu OT pyK IpefiaTesieil, a TaKKe MOTHUB yXoja 00KeCTB M3 MHUpa
U UX BO3BpAllleHUs.

Ho cnermuduka Dragon Age: Inquisition cocTouT He BO BKIIOUEHUHU
B (DaHTACTUYECKYIO CPe/ly HOBBIX DJIEMEHTOB, & B PEKOMOMHAIIMH CTa-
pbIx. BoccoemuHUB OT/ie/IbHBIE CIOJKETBI, KOTOPble B paMKax ¢aHTa-
CTUYECKOU CPeABI yiKe YTPATUIIU CBA3b APYT C IPYTOM, pa3paboTInKU
cMoruIH (haKTUUECKHU IPEAJIOKUTh COOCTBEHHOE MMPOUYTEHHE OCHOBOTIO-
JIaTarIIUX XPUCTUAHCKUX CIO’KETOB: UCTOPUU NaJIeHU U UCKYILJIeHUS.
B aTom cmbicie HappatuB AHjipacte u Co3zmaTesns MOKHO CPaBHUTH
¢ paboramu KiaiiBa JIpionca, Kak ¢ IPpUMeEPOM Iepeckasa Oubsiei-
CKHUX UCTOPUI B UHBIX PEATHAX, KOTOPbIE IEeIAI0T [IEHTPAJIbHBIE TEMbI
U KOHQJIMKTHI 60JIee BBIMYKJIBIMUA U SIPKUMHU.

IlepxoBb

IMocnenHuii acnekT pellpe3eHTAllNN PEJINTHH, HA KOTOPOM CTOUT CO-
CPEZOTOUHTHCS, CBA3AH C TEM, YTO UI'PDOK PYKOBOJIUT «VIHKBHU3WIIH-
eli», PeJIMTUO3HOU OpraHu3aryel, paTyloimui 3a usMmenenue «Illep-
KBU» U ee DoJjiee aKTUBHOE yJacTHe B IIOJUTHKe. B paMKax 9Tol yacTu
UTPBL OH CTJIKUBAETCS C PA3JIMYHBIMU IIpo0sIeMaMu, KOTOpbIe IIOpPY-

13. Vella, D. (2011) “Spatialised Memory: The Gameworld As Embedded Narrative”, in
Conference Proceedings of the Philosophy of Computer Games 2011 [https://
gameconference2011.files.wordpress.com/2010/10/spatialised-memory-daniel-vella.
pdf , accessed on 8.03.2019].
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YaeT pemaTh CBOMM IOJUNMHEHHBIM. JTU MTPOOJIEMBI MOTYT BapbHUPO-
BaThCA OT MOJINTHYECKOTO KPHU3HCA FJTH CJI0KHBIX ITEPETOBOPOB JI0 OP-
TaHU3AIUH TIOCTAaBOK MTPOJIOBOJIBCTBUS U CTPOUTEIBHBIX MaTEPUAIIOB.

Camo 1o cebe HaJIMUMe MEXaHWKH yIpaBjeHHUs KaKUM-TO BJia-
JIEHUEM WJIN OpTaHU3alluel, KOTopas JOMOoJIHsIa Obl COOCTBEHHBIE
IIPUKJIIOYEHUA Iepos, He HOBO. APKUM IIpDUMEPOM CJIy>KHUT HUIPa
Neverwinter Nights 2, B pUHaIBPHON YacTU KOTOPOH MPOTATOHKCTA
Ha3HAYAIOT KOMEH/IAHTOM KPEITOCTH U 3aCTaBJIAIOT CJIEJIUTD 32 €€ Pa3-
BHUTHEM U 000pPOHOM. B cBOIO 04epe/ib, 3TOMY IIpPEAIIEeCTBOBaIa MeXa-
HUKa Biaagenuii u3 Baldur’s Gate II: Shadows of Amn u eie 6osiee
CTapbIX UIP.

Dragon Age: Inquisition oTaudaeTcs, ¢ OJHOHU CTOPOHBI, UHU-
CTO KOJIMYECTBEHHO. PYKOBOACTBO COOCTBEHHOHM OpTraHU3allENd TYT
He TOOOYHAS MeXaHHMKA, IPUCYTCTBYIOIAs B KOHKPETHOH riase. Ur-
POK HauMHAET PYKOBOAUTH « ITHKBUBHIIMEH» € CAMOTO Havasa UTPhI
U TPOJIOJIKAET IVIAHUPOBATH ONEPAIUU U PACIIPENEATh PECYPCHI
OpraHu3aIUy BIUIOTH 10 (puHAIA. ITO MO3BOJSIET pa3paboTUnKam
IIPpOBECTU YETKYI0 CBA3b MEXY JIMYHBbIMU PDEIICHUAMU U IIPUKIIIOYUE-
HUSAMHU T€POS U €r0 KOMIIAHBOHOB, U IIUPOKHUM COITUAJIBHO-TIOJIUTH-
YeCKHM KOHTEKCTOM BBbIIyMaHHON BCEJIEHHOM.

Ho kpoMe KOJIMYeCTBEHHOW pa3HUIIBI €CTh U KayeCTBEHHAas, 3a-
KJIIOUAloIascsa B crenuduKe OpraHU3anuu, yIPaBIseMOd UTPOKOM.
«IHKBU3UIUsI» — 3ITO PEJIUTHO3HOE 00bequHeHne. Hannune y Hee
MTOJTUTUYECKUX I[eJIel TI03BOJIAeT PEKPYTUPOBATh B cocTaB VIHKBU3U-
MY TEepPCOHAXKeH, He mounTaromux AHzpacre u CoszaTesnsd, HO pas-
JIeJIAIONNX KOHKPETHBIE YCTPEMJIEHHA, YTO CHUMAeT CJIOKHBIA BO-
rpoc obpaienusa. Ho Bce-Taku peub UET O TPYIIIE, TECHO CBA3aHHON
C KOHKPETHOU BBI[yMaHHOU pesturueil. Irpok T0/KeH IPUHUMATD pe-
IIEHUs] OTHOCUTEIFHO TOTO, KaK €ro MOCJIE0BATEIN OTHOCIATCS K pe-
JIMTUO3HOMY KOH(JIMKTY MeXKy XpPaMOBHUKaMM U Maramu, Nojzep-
JKUBATh TY WIN WHYIO KaHU/IATypy Ha CTaTyC IJ1aBbl Beell «LlepkBu».

C penuruo3Hoi cTopoHOU «MHKBHU3UIMH» MOTYT OBITh CBSI3AHBI
U JacTHbIe mpobseMbl. Tak, meperoBopbl 4acTo MOXKHO 3aKOHYUTH,
cociyaBIuch Ha aBToputeT «['eposibma AHzpacre». B To ke BpeMs
MHOTHUE IIOJIMTUYECKHE OC/IOXKHEHHA CBA3aHbl C TEM, YTO KOHCEpBaA-
TUBHBIE KPYTH B 1lepKBU HEOBOIBHBI OABIEHNEM HOBOM OpraHM3a-
nuu. Ba>kKHO OT9EPKHYTH, UYTO UTPA HE ITPOBOAUT IPUHITUIIHATBHBIX
Pa3INYUi MEXKAY PETUTHO3HBIMU M HEPEJIUTHO3HBIME MTPOOIeMaMH.
Bcé 3T0 MpoCcTO BHI30BBI, BOBHUKAIOIIHME HA IIYTH IIPOTAarOHUCTA, KOTO-
PBIH BBICTYIIAeT KaK OJJTHOBPEMEHHO PEJINTUO3HBIH U CBETCKUM JIUJED.
U BeIOUpAs, Kak UX pa3peliaTh, UTPOK MOJKET OMMHPAThCS Kak Ha pe-
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JINTHO3HBIE BO33PEHUA CBOETO IEPCOHAXKA, TAK U HA IOJIUTHUYECKYIO
MparMaTUKy WU JII0ObIe IpyTre GaKTOPHI.

Kak y»xe ObUIO CKa3aHO BHIIIE, TJIaBHbIE repou MHOTUX RPG sBid-
IOTCSL PEJTUTHO3HBIMU (PUTYPAMU: BOIUIOIIEHUSIMHU WJIN U30paHHUKA-
MU GOTOB, IEPEPOKIEHUSIMU IPEBHUX TPOPOKOB. OZIHAKO CONMATBHOE
U TIOJINTHYECKOE 3HAUEHHE ITOTO CTaTyCa PEIKO HAXOAUT KaKoe-JIu00
OTpa)keHHe B paMKax ciokera. Kak mpaBuiio, pazpaboTuuku 106mBa-
I0TCSA 9TOTO TpeMs:A crocobamu. ITpoTaroHUCT MOXKET Ha MPOTAKEHUH
CBOETO IYTHU IMOJYYUTHh HH(POPMAIUIO, KOTOpass 00€CCMBICIUT CaMU
OCHOBBI PEJIUTHHU, YacThi0 MUGOJIOTUN KOTOPOU OH BBICTyHAaeT. [py-
TOM, CXOJHBIN MOAXO/] MOPa3yMeBAET, UTO MIPOTATOHUCT T0OPOBOJIb-
HO OTKa3bIBAETCSA OT CBOETO BBICOKOTO IIOJIOKEHUS paau Oojiee mpo-
CTOM JKM3HHU, Yallle BCEro IMPOI0JIKAsA CKUTAThCA 110 MUPY B IOMCKaX
npuksoueHni. HakoHell, B paMKax TPeTbero, caMoro pefKoro Io/I-
XO0/1a TJIABHBIN Tepoli 0OpeTaeT CBAIIEHHBINA CTATYC U IIAHUPYET pea-
JIN30BATh €ro, HO TOJIBKO B caMOM (UHAJIe UTPHI, U3-32 YEeT0 MOJTUTHU-
YyecKue MOCJIE/ICTBUSA €r0 PENIeHUs OCTAI0TCs BHE UTPOBOTO IIpoIiecca.
[TokazaTesbHO, UTO ATOT MOJIXOJ, KaK IIPaBMUJIO0, 0003HAYAETCS pa3pa-
00TYMKAMU KaK 3THYECKH HEOTHO3HAYHBIH.

Bce 3TO BeTpamBaerca B OOIIYI0 MEOJIOTHI0 KOHCEPBATUBHOCTH
U CeKyJISIPHOCTH, IOMUHUPYIONIYIO B paMKax jKaHpa. 3ajiada repos co-
CTOUT He B U3MEHEHUU MUPA, a4 B BOCCTAHOBJIEHNU Pa3pyIIeHHBIX Tpa-
HUI[ MEXKY PEJIUTHO3HBIM U CEKYJIIPHBIM IPOCTPaHCTBAMHU. J[J1s1 3TOU
IeJTN OH MCIIOJIB3YET JTII00BIE CPEZICTBA, B TOM UHCJIe U O0KECTBEHHbBIE
CHJIBI, HO TIOCJIE TOTO, KaK €r0 MUCCHS BBITTOJIHEHA, STH CHJIBI TEPAIOT
KaK CMBICJI, TAK U IIPUBJIEKATEIBHOCTD. VI3MeHeHe MUpa peIuruo3-
HBIMH aKTOPAMH — 3TO TO, YEMY T'epOH IPOTHBOCTOUT U K YEMY OH,
COOTBETCTBEHHO, HE JIOJI?KEH OBITh IPUYACTEH CaM.

JIt060MBITHO TTO/TYEPKHYTH, UTO BO MHOTHX UTPaX JAPYTUX KAHPOB,
3aTParuBaIOUX TEMY PEJIUTHHU, COXPAHAETCs TaKasd e cuTyanus. bo-
Jiee TOTO, CPeN HUX MOXKHO HAWTH WUTPHI, TAK)KE IMO3BOJIAIONINE HT-
POKY B34Th Ha ce0s1 PyKOBO/ICTBO BBIZ[yMaHHOH PEJINTHO3HON OpTaHU-
3anueil — Hanpumep, Cultist Simulator ot crynuu Weather Factory.
Ho u B HUX, KaK IpaBUJIO, COXPAHIETCA BCe TO K€ JKECTKOe IIPOTUBO-
IIOCTaBJIEHUE «CBETCKOU» U «PEJINTUO3HOU» cdep, IPOCTO MOKA3aAH-
HOE C JPYTOU IepCIeKTUBBL. B Takom cirydae 3ay1aua UTpOKa CBOIUT-
sl He K BOCCTAHOBJIEHUIO YCTOSABIIIETOCA IOPA/IKA, K U3MEHEHHIO €ro.
Ho npu sTOM penurus mo-npexxHeMy H300pakaercsa Kak HEUYTO IPO-
THUBOIIOCTABJIEHHOE OOBIYHOM ITOBCETHEBHON JKU3HU U €€ TIPOobIieMaM.

Dragon Age: Inquisition oTJin4aeTcsi, TEM, UTO B pAMKaX 3TOU UTPbI
OCYIIIECTBJISIETCSA OTKA3 OT HATyPAIM30BAHHOU HEOJIOTUU CEKYIISPHO-
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cru. ITosutudeckue, o0IeCTBEHHBIE, STHYECKHE U PEJIUTHO3HbIe (aK-
TOPHI IlepeMelIaHbl HACTOJIBKO, YTO OBIBAET TAMKEJIO IIPOBECTH IPaHU-
Iy Mexxay HuMU. Mcrnosp3ys Kak HappaTHUBHBIE, TaK U JIIOJUYECKUE
cpezcTBa, Pa3paboOTUYNKY IIOKA3bIBAIOT, UTO PEJIUTUSA B JIIOOOM CiIydae
BILJIETEHA BO Bce cdephl :KU3HU. U 3a71aua Urpoka cBOAUTCA He K TOMY,
4TOOBI «KOHTEHHHUPOBATh» €€ OTAEJIBHO OT OCTAJIBHBIX cdep, a K TOMY,
YTOOBI UCIIOJIB30BATh OOPETEHHYI0 UM BJIACTD JJIS IOCTHXKEHUSA CBO-
ux nesiei. IMEHHO 3TO ABJIAETCS CaMbIM SPKHUM IIOCTCEKYISIPUCTCKIM
BBICKa3bIBaHMEM, 3aJI02KEHHBIM B Dragon Age: Inquisition.

3axJIrouyeHue

S co3HATENIPHO OCTABMJI 32 CKOOKAMU BOIIPOC 00 MCTOPUYECKUX WJIU
6uorpaduuecKux IpUYNHAX YHUKAJIbHOCTH Dragon Age: Inquisition.
Ilesbi0 3TOH CTaThu GBLIO TPOCTO MTPOZEMOHCTPHUPOBATH, KaK 3Ta UTPa
MOXKET PACCMATPUBATHCH B KAUECTBE MOCTCEKYJISIPHOTO XPUCTUAHCKO-
ro BbICKasbiBaHUs. IIpu 3TOM 51 mipecienoBas jiBe 3ajaun. C oHON
CTOPOHBI, TPOAHATTU3UPOBATh T€HETUUYECKYIO CBA3b MEK/LY ATON UTPOH
Y TPEJIIIECTBYIONINM KaHOHOM n300paskenus pesuruu B RPG. C npy-
roff CTOPOHBI, OOPATUTh BHUMaHWE HA KAKYIIHUECS HEe3HAUUTETbHBI-
MU JIeTaTU ¥ U3BMEHEHNS B UTPOBOM MeXaHUKe U HappaTUBe, KOTOPbhIE
MPUBOZAT K CO3/IAHUIO0 COBEPIIIEHHO YHUKAJIBHOU JIJIsI CBOETO JKaHpa
KapTUHBI PEJINTUU U PEJIUTUO3HOU JKU3HU.

BMecTO «ITHOCTUYECKOTO» CIOJKETA O PACKPBITUH T€POEM CBOEH HC-
TUHHOU MPUPOJBI MBI BUUM HCTOPHUIO JYXOBHOTO MOUCKA. BMmecTo
3HAHUSA O MHOKECTBe GOTOB — CHUMYJIAITUIO aKTa BEPHl U HEBEPHS.
BMecTo repost, CTOSIIIEro Ha CTpakKe TPAHUI] MEKY JYXOBHBIM U CBET-
CKUM MHUPOM, — PEJIUTHIO, BIUIETEHHYIO B TKAHb O0IIECTBA, TOJIUTHKH
U 3KOHOMUKH. IMeHHO 310 enaer Dragon Age: Inquisition moctce-
KYJISIDHBIM MIPOU3BEIEHUEM, YHUKAJIBHBIM JIJIs1 TJIyDOKO CEKYJISIPHOTO
’kaHpa. A cuernuduyecKkre OTChUIKH, C/leJIaHHble HA YPOBHE Kak Hap-
paTHBa, TaK U UTPOBBIX MEXAHUK, AI0T BO3MOKHOCTh CDABHUBATH €T0
MMEHHO C XPUCTUAHCTBOM.

BakHO MOAYEPKHYTh: HUUTO U3 CKa3aHHOTO He Jieyaer Dragon
Age: Inquisition jgy4iei Wi Xy/iiei urpoi, uem apyrue. Ho BakeH
MpUMep aJbTEPHATUBHOTO B3IJIsI/Ia, HHOTO MO/IX0/1a K PEIPe3eHTaINI
penurun. Y1 0co6eHHO BaKHO MOAUEPKHYTh, YTO CBOE YHUKAJIBHOE BbI-
CKa3bIBaHUE pa3pabOTUYNKH CMOTJIU C/Ie/IaTh, OMUPAsACh Ha TOT YKe UH-
CTpyMEHTapHUH, YTO U UX MPEAIIECTBEHHUKHU. DTO HABOAUT HA MbBICIIb
0 TOM, YTO MOTEHI[UAJ BU/IEOUTD KaK CPEJICTBA PA3TOBOPA U JIAXKe T0-
JIEMUKH O PEJIUTUU ellle TAJIEKO He UCUepIIaH.
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