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GENESIS OF RATIONALITY AS A PHENOMENON
OF SOCIO-CULTURAL SITUATION OF ANTIQUITY

Salimgareev Dmitrii Vladimirovich
Kazan State University of Culture and Arts
demiyrgiys@mail.ru

The article examines the genesis of rationality in the framework of ancient tradition. The development of the metaphysical idea
of rationality is in dependence on certain socio-cultural conditions. The intellectual revolution of transition to rational notional
thinking was exercised due to the peculiarities of the city-state life of the ancient society. It is concluded that ancient thought
gave the contemporary West European civilization an idea of the sanity of a man and the world, which served as a foundation
for the further rational understanding of the Universe.
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YK 115.4
dDunocopckue HAYKH

B oannoii cmamve ernomen KOMNbIOMEPHBIX USP PACCMAMPUBAEMCA C OHMONOSUYECKUX, PUNTOCOPCKUX NOZUYUIL
Komnviomepuvie uzpol, no MHeHUIO a8mMopos, OMHOCAMCA K UPMYATLHOMY HAPPAMUEY U UMEIOM C80U YHUKAIbHbLE
0cobeHHOCIU U Xapakmepucmuku. A6mopel 6b10eA10M 8peMeHHble U NPOCMPAHCTBEHHbBIE OCOOEHHOCTNU BUPHIY AL~
HO20 Happamuea Ha mamepuane KomnviomepHoix uep. CoenacHo MHeHUI agmopos, SUPIYalbHbIl HAPPATUE NPeo-
cmasiisiem coOou CIONHCHBIN U HEOOHOPOOHDIU (DeHOMEH, KOMOPbIUL 00IdHCeH ObIMb UCCIE008AH C PATUYHBIX NO3UYULL.

Knioueswie cnosa u ¢hpasvi. BUpTyanbHBIN HAppPaTUB; KyJIbTypa; BUPTyaldbHAs PealbHOCTh; CYOKYJIBTYPBI; MaccoBast
KyJIBTYpa.
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KOMITBIOTEPHBIE UTPbl KAK BUPTYAJIbHBI HAPPATUB

HUccneoosanue evinonnero 6 pamkax epanma Ipesuoenma PO
«Onmonoaua supmyanvrnoeo npocmpancmeay MK-1139.2014.6, cocyoapcmeennozo 3adanus
«HccnedosaHue 3Haka u cmulcia 8 Cmpykmype OUCKypca 8UpmyanrbHo2o npocmpancmeay (npoexm Ne 2695).

TepMuH «BUpTYyasibHAsl PEALHOCTB)» HCIIOJIB30BAJICS €lIe /0 MOSBICHUS MHPOPMAILIMOHHBIX U KOMIBIOTEPHBIX
TEXHOJIOTHH, OZJHAKO HanOoJiblllee pacpocTpaHeHne oH noiydmn B XX Beke UMEHHO ¢ u300pereHneM oHbIx. Co-
3/1aHHAas MPH IOMOIIY HOBEHIINX TEXHOJIOTUI BUPTyalbHAs PEalbHOCTh NpUaia JaHHOMY TEPMHHY HOBBIE 3Haue-
Husl. «CKOHCTPYHPOBAHHAs BUPTYalbHas PEaIbHOCTh €CTh UCKYCCTBEHHAsl PealbHOCTh, CO3/laBacMasi TEXHUUECKU-
MU CpeACTBaMH, NPOAYLHUPYIOIUMHI HOBOE IIPOCTPAHCTBO AJIsl CAMOOMPEEICHNS YelloBeKa BHYTPU CUCTEMBI» [3] —
TaKoe OIpeeTeHNe BUPTyalbHOU peassHOCTH Hana A. A. Tpopumoa. CoritlacHO aBTOPY, BUPTyaibHas peabHOCTh —
3TO OCOOBIH Mpomuecc, KOTOPBIH 00BEIUHSAET IICUXUKY YelIOBEKa M MH(POPMAIIMOHHO-KOMITBIOTEPHBIE TEXHOJIOTHH,
T.€. 0c000€ YEeTOBEKO-MAIINHHOE B3aNMOACHCTBHE.

BupryaibHas pealbHOCTD SBIISIETCS CBOETO POJA «IOMOJHUTEIBHON PEalbHOCTBION» Ul YEJIOBEKa, B KOTOPOH OH
MOJKET «IIPOKHUTH» MHOYKECTBO JKU3HEH, CTaTh KEM YTOJHO, IIyTEIECTBOBATh KyJIa 3aX04eT. YeloBeK B BUPTYyaIbHON
PEaNBHOCTH — CBOETO POJia «ITyTEHIECTBEHHUK-JIETONUCEI», OT €ro JIMIA BEJETCS] TOBECTBOBAHKE (TJIABHBIM Tepoi),
OH «BHJUT» MHUpP BUPTYaIbHOM PEaTbHOCTH «U3HYTPU» U HA BPEMsS CTAHOBUTCS €T0 YACThIO.

Yame Bcero K BUPTYalbHOM peasbHOCTH OTHOCST KOMIBIOTEPHBIE UTPBI M UIPHl HA NMPHUCTAaBKax, UTPHlI Ha pas-
JIMYHBIX TUINAX rajkeToB. COracHO HalleMy MHEHUIO, BUPTYaJIbHYIO PEabHOCTh CTOMT pacCMaTPUBATh HE TOJIBKO
C TEXHMYECKUX MO3HLUH, KOTOpbIe, 0E3YCIOBHO, BaXKHBI, HO U C OHTOJIOTMYECKHX. Tor/a BUpTyalbHas pealbHOCTh
CTaHOBHUTCSI OCOOBIM MPOCTPAaHCTBOM, B KOTOPOM (DYHKIIMOHUPYIOT pa3inyHble BUPTyajbHbIe HappaTuBbl. V3Bect-
HBII (aKT, 4TO B OCHOBE JI000W KOMITBIOTEPHOW MM APYTOil MIPBl WIIM aHUMALIMOHHOTO (DUIIbMA JIEXKHUT HE TOJBKO
xopoast rpadKa, HO 1 HHTEPECHBIN CIOKET, TeHMIIIeH, TpUBIIEKaTeIbHBIE TEPOH, T.€. OCOOBI BUPTYaIbHBIN Hap-
partuB. brnarogapst BHpTyaabHOMY HappaTHBY MPOLIECC YEIOBEKO-MAIIMHHOTO B3aMMOJICHCTBHS naeT Oojiee MpoayK-
THUBHO, YTO CIIOCOOCTBYET «IIOTPY>KEHHUIO» YEJIOBEKA B BUPTYaIbHOE IIPOCTPAHCTBO.

KommprorepHble ¥ Urpsl Ha MPHUCTABKAX SIBISIIOTCS SPKAMM MPEACTABUTEISIMM BHPTYallbHOIO HAPPATHBA, TaK KaK
HMMEHHO B HHMX OH TOIy4aeT CBOE€ MakCHMalbHOE pa3BuTHe. Haj co3aannem oqHOTro Takoro HapparyBa 3a4acTyro TPyIUT-
csl 1ien1asi KOMaH/ia UICTOPHKOB, KyJIETYPOJIOTOB, CLIEHAPUCTOB, YTOObI HAPPATHB ObLT MAKCHMAJILHO TIPOJyMaHHBIM U MHTE-
PECHBIM, U, KaK CJIE/ICTBUE, UTPa MOTy4dIa ObI MAKCUMAIIBHBIA PEUTHHT (a HE CTajla «IHOM [0 PEUTHHTY UTPOKOB).
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OxuH 13 M3BECTHBIX HCCIEN0BaTelel KOMIBIOTEPHBIX UI'P WIM TaK Ha3bIBaeMbIX game studies, DcreH Aapcer,
CUHTAET, YTO UIPbI HE SIBJISIOTCS IOABUIOM KHHO WJIM JIMTEPATYpHI, U, CIEJOBATEIbHO, NPUMEHEHNE NPUHIIUIIOB
U METOOB M3YYEHUs, XapaKTEPHBIX Al UCCICAOBAHUS AAHHBIX NUCHUILUIMH, ommnOodHo. OHM OymyT mpenocTaB-
JISITH HETIOJHYO WIN UCKKEHHYIO HHpOpManuio 00 urpoBom denomese [5, p. 25].

Bornee Toro, CTOMT OTMETUTH, YTO TOHSATHE «BUPTYAJIbHBIH HApPAaTHBY» 3aKII0YAET B ce0e HE TOJIBKO CIOXKET UIPHI,
HO M caM re¥MIuIeH, T.e. IrpoBOH mporecc B 1enoM. CTOUT HOSICHUTE PAa3HUILY MEXKIY CH’KETOM WIPBl U BUPTYallb-
HBIM HappaTHBOM. CIOXKET 3aKJIF0YaeTCsl B II0CIIE0BATEILHOCTH ONPE/IEICHHBIX COOBITHI: HAIPUMEp, UTPOKY, YTOOBI
CHACTH MHp, HEOOXOIUMO TTPEOI0NIETh MPEMATCTBUS U CpasuThes ¢ 6occoMm. HappaTus ke mpesmonaraeT mocieaosa-
TEIBHOCTB UTPOBBIX ACHCTBHH (ITOWTH, IPUHECTH, CPA3UTHCA), KOTOPBIEC BIUIETCHBI B OOIINI HTPOBOM CIOXKET.

BupryanbHbIil HAppaTHB KOMIBIOTEPHON UTPHI CIOCOOCTBYET MOTPYKEHNIO UTPOKA B BUPTYaJIbHYIO PEATbHOCTD
U B IIEpBYIO ouepenb OOBSICHSIET UIPOKY HUCTOPHIO 3TOIO MHUpA, PAcCKa3bIBaeT eMy, Kakol roOasibHOM 1eiIu OH
JoiwkeH goctndb. OTHOHM U3 3a1ad BUPTYalIbHOTO HAppaTHBA SBISIETCS BOBJICUCHHE UTPOKA B Pa3JIMUHBIE BTOPOCTE-
MICHHBIE KBECTHI, KOTOPBIE MOTYT HE BJIMSATH HA OCHOBHOHM XOJ COOBITHH, HO pa30aBiaTh ux. HappatuB oObscHsIET
UTPOKY IIpaBWJIa BUPTYaJIbHOM PEaJIbHOCTH: KyJa UIPOKY MOXHO IONTH, a KyJa HET; pacCKa3blBaeT O IJIaBHBIX HE-
UTPOBBIX NEPCOHAXKAX, TOJICKA3bIBACT HHTEPECHBIE TPUEMbI M KOMOUHAIMK BeAeHust 0o u T.1. HecMoTpst Ha Takoe
KOJIMYECTBO 3aJa4, BUPTYAIbHBIH HAPPAaTHUB JOJDKCH IOJIEPKHUBATh MHTEPEC MIPOKA K UTPE, HAIIOMHUHAS €My BH-
JICOBCTABKAMH, CIOXKETHBIMH Pa3BUIIKAMH O €r0 OCHOBHOH IIEJH.

B 3aBucuMocTH OT THIIA KOMHI)IOTepHOI‘/II UT'PBI Ta WX WHad 3agada MOXKET YCIIOXKHATHECA B HECKOJIBKO pa3s, UJIn
Ha000POT, BOBCE OTCYTCTBOBaTh. Hampumep, B cepuu urp “Dragon Age” konmdecTBO MOOOYHBIX KBECTOB HE TIPOCTO
pa30aBiseT HACBHIMEHHBIN X0 UTPBI, HO HEKOTOPBIE M3 HUX HANPSIMYIO OKa3bIBAIOTCS CBSA3aHBI C €6 OCHOBHOH CIO-
YETHOU coctasJisttoteit. I Hao6oport, B urpe “The SiMS” crokeT Kak TAKOBOW M BOBCE OTCYTCTBYET, a HTpa 0asupyer-
csl HAa MEJIKHX 3a/IaHMAX, KOTOpPBIE CTABHUT Hepe]l CBOMM HTPOBBIM IIEPCOHAKEM CaM UI'POK, a HE MPUAYMaHHas 3apa-
HCC CIHOXKCTHAs JIMHUA. 3I[eCI) HE 6yz[eT 3aJa4u HAalIlOMHWHAaHUA O rJIaBHOM 1SN UTPBI U ITOACHCHUA O CYITHOCTU BUP-
TyaJbHOT'O MUpa U €ro MepcoHakKax.

B Kakux-TO UTpax MOTYT OBITH pealM30BaHbl BCE 3a7jadll BUPTYaJIbHOTO HApPaTHBa, B KAKUX-TO — TOJIBKO HEKO-
Topble N3 HUX. OTHAKO MPAKTHYECKH BO BCEX UIPax HOBUUKY OOBSCHSIIOTCS CIIOCOOHOCTH €T0 UIPOBOTO MEPCOHAXKA,
pacckas3blBaeTCsl O KHOIKAaX YIPAaBICHUSAX M JAETCS KpaTKas XapaKTepUCTHKa MHUpY. Bce 3T0 m0o3BOJIsIET TOBOPUTH
0 CIIMSIHHY CIOXKEeTa U refMIuIes B €IMHbBIH BUPTYaJIbHBII HAppaTHB.

W3HayanbHO B KOMIBIOTEPHBIX UTPax ObLT TOJIBKO OJMH JIMHEWHBIN HappaTHB, T.€. UTPOK JOJDKEH IIPOMTH ompe-
JIeIeHHOE KOJIMYECTBO YPOBHEW U MPENATCTBHH, 4TOOB! yOUTH O0cca / MOTy4IHTh MpU3 / CIIACTH MpHHIeccy. [Ipume-
paM¥ TAKUX MIP MOTYT cUMTaThCs ctapbie “old school” urpsl, Hampumep, “Mario”, “Packman” u ap.

CoBpeMeHHbIE KOMIIBIOTEPHBIE HIPBI, HA000POT, MPUICP)KUBAIOTCS HEMMHEHHONW KOHIEIIUH, T.€. IMEIOT JIPEBO-
BUJIHYIO CTPYKTYpY. B Takux urpax Ha NpOTSDKCHHH BCETO CHOXKETa MTPOKY NMPEACTOUT JIENAaTh BEIOOP B CBOMX MOCTYII-
Kax/OTBETaX, 4TO B NAJbHEHIIIEM OTpa3uTcs Ha (uHaNe caMOi Urphbl. Tak, B COBPEMEHHBIX HEIMHEHHBIX HTPaX MOXKET
ObITh 70 16-TH KOHIOBOK. [IpiMepamu Takux Urp MoryT mociyxuth: “Heavy Rain”, “Beyond Two Souls”, “Fahren-
heit”, “Fable”, cepust urp “Witcher”, cepust urp “Mass Effect”, cepus urp “Gothic”, cepus urp “Fallout” u mp.

O cTpyKTypax BUPTYaIbHOTO HAPPATHBA MOAPOGHO mrcal pykoBomuTenpb “Piston Games” Y. KysHeros, KOTOpbIit
BBIICTIWII CJIeIYIOIIMe ero TUIbI [1]:

1. Mopenb oXepemnbst — 3TO BUPTYAJIbHBIM HappaTHB C OJHUM 3apaHee OIpeAeIeHHbIM KOHIOM. HecMmoTps Ha
TO, YTO CaM HappaTHB KaXKETCSl MHTEPAKTHBHBIM M UTPOK B HEM 00JagaeT cBOOOIOM BOJIM, — 9TO BCE TOJIBKO BHUIH-
MOg€, TaK KaK CBOOOJYy WI'pOKa OIpaHWYHMBAIOT «OyCHHBI» — CIOXKETHBIC 35eMeHThl. Kaxnas Ttakas «OycHHA» BeleT
K CIIeAyIONIeH, U Tak 10 KOHIa Urpsl. IIpuMepamu Takux urp Moryt crath: “Halo”, “StarCraft”, “Prince of Persia:
Sands of Time”;

2. BeTBsLIAsCA MOJEINL — 3TO caMmas JOPOTOCTOAIIAs M CIOKHAs MOJEeIb HappaTBa. B paMkax JaHHOH Mopenu
MOXKHO CO3[aTh HAPPATHB C OJHMM MM HECKOJIBKAMHU KOHIIOBKAMH, C HECKOIBKUMH aJIbTEPHATUBHBIMHU CIOKETHBIMHU
JMHUSIMU. 3a4acTyl0 UIPOKH, BBIOMpas TOT WJIM MHOW ITyTh Pa3BHUTHS CIOXKETa, HE «OTHIIPHIBAIOT» CBOETrO Iepos,
HE «IyMaloT» O TOM, KaK ObI OH ITOCTYITWII, a BRIOUpatOT HanOomee jerkuid v 3pPekTUBHBIN MyTh. «Takas cuTyarus
MOJTy4HIIa Pa3BUTHE MIOCJIE TOTO, KaK A TP C BETBSIIIUMCS HAPPAaTHBOM CTAIH AENaTh CHKBEIBI — CIIEHAPHCTHI ObI-
JIM BBIHYKJICHBI IIPU3HABaTh KaKyl0-TO OJIHY KOHIIOBKY IPaBHJIbHOW M BO BTOPOW YacTH HaUMHATh UMEHHO C Hee, TeM
caMbIM OOBSIBIISISE BCE OCTaJIbHBIC BapUaHTHI JIOKHBIMUY [Tam sxe]. [Ipumepamu urp ¢ BETBSAIIMMCS CIO)KETOM MOTYT
nocirykuTh: “Mass Effect”, “Prince of Persia: Warrior within”, “Heavy Rain”, “Last of Us”, “Deus Ex” u np.;

3. mozenb «[lapk pa3BieueHU» — MIPOK MOXKET IyTELIECTBOBATH 0 BBHIMBIIIJIEHHOMY MHUPY, HPOXOJs MHHH-
KBECTbI, KOTOPBIC 3a4acTYIO HE CBS3aHbI C OCHOBHBIM CIOJKeTOM. Tlociie mpoXosk/ieH!st OCHOBHOM UTPBI C OJJHOW MM He-
CKOJIBKMMH KOHILIOBKAMH UTPOK MOXET MPOJOIDKATh UTPaTh B UTPY, MPOXOIsI MUHH-KBECThL. K TaHHOMY THITYy OTHOCSTCS
takue urpsl, kak “Elder Scrolls”, «Kopcapbi» u ap.;

4. mopnenb «CTpouTenbHBIX OJIOKOB» — UIPOK CaM KOHCTPYMPYET MCTOpHIO cBoero repos. Hampumep, B urpe
“The Sims” Urpok BIpaBe caM «CO3/aTh» CBOETO IEPCOHAXA, BEIOPAB €MY COOTBETCTBYIOIILYIO BHEIIHOCTD, KHJIbE,
CEMBIO U T.JI.

Kak MBI MOXEM CyinTh, aBTOP MPUBOIMT JAOCTATOYHO MOJIHYIO THIIOJIOTHIO CTPYKTYP BUPTYalbHOTO HappaTHBa,
OJIHAKO CTOWT 3aMETHTh, YTO OH HE Pa3AeiseT JaHHBIE CTPYKTYPbHI Ha MPOCTPAHCTBEHHBIC U BPEMEHHBIC, B CBSI3U
COTHUM HaM Ka)XETCSl BO3MOXKHBIM IPEIUIOKUTH CBOIO KIACCH(UKAIMIO BUPTYalbHOTO HAappaTHUBa, OCHOBBLIBASCH
Ha BBILICYIIOMSHYTOH.



ISSN 1997-292X Ne 2 (64) 2016 173

BpemenHas cTpyKTypa BUPTYalbHOTO HAppaTHBa MOXKET OBITh CIICAYIOLICH:

1. crpykrypa «llenouka» — ogHO coObITHE cieayeT 3a ApyruM. Mrpa MoxeT ObITh Kak JIMHEHHOM, TaK U HElu-
HEWHOH, B UTPe OTCYTCTBYIOT (UICIIOEKH WM TIEPEMENICHIE BO BpeMeHH. [IpuMepamMu Takux Urp MOTyT OBbITh: CepHs
urp “Grand Thief Auto”, “Obscure”, “Siberia” u ap.;

2. crpykrypa «Bo3Bpat B mponuioe» — cOOBITHS POUCXOIAT KaK B HACTOSILEM, TaK M B POLIJIOM BEIMBIIIUICH-
HOI'O MHpa WJIM BHPTyalbHO-peajbHoro mupa. Hampumep, B urpe “Assassins Creed” MrpoKy IpeacTOMT ITyTelle-
CTBOBATh Kak 1o Mranuu smoxu Bo3poxxnenus, AMeprke 3T0XH BeIMKNX OTKPBITH, TaK U B COBPEMEHHOM MHUPE;

3. crpykrypa «IIppDKOK B Oymyiiee» — COOBITHS WM (pParMEeHTHl COOBITHH Pa3BOPAYMBAIOTCS B HACTOSILEM
n Oynymem Bpemenu. B urpe “Life IS Strange” rnasnoii reponne Makc Kodunpg sBisitoTcst BueHust U3 Oyayuiero,
n Grarozapsi UM OHa MOXET MEHSTh HACTOsIILEe, criacast )KU3HHU OJIM3KUX eH JIIoaeH;

4. crpykrypa «Kaccera» — y Urpoka ectb BO3MOXKHOCTD YIPaBJISITh BpEMEHEM, U3MEHSSI X0/ COOBITHH U yIpo-
mas cebe npoxoxaeHue urpbl. Tak, B cepun urp “Prince of Persia” rmaBHeiil repoii Ipu MOMOLIX ECKOB BPEMEHH
1 BOJIIIEOHOTO KMHXKajla CIIOCOOEH OTMAThIBAaTh BpeMsl Ha3aj U 3aMEUIATh €r0, TEM CAMBIM CIIPABIISISICH C pa3iny-
HBIMH HPETNSTCTBUSMH.

ITpocTpaHcTBEHHAs CTPYKTypa BUPTYaJIbHOTO HApPAaTHBA MOXET HOCUTD CICAYIOLINN XapaKTep:

1. crpykrypa «OTKpBITBIII MHP» — HTPOK MOXKET IMyTEIIECTBOBATH [0 MUPY, BBHIIOJIHATH 3aJaHHUSI KaK 110 CIOXKETY,
TaK ¥ IPOXOAS Pa3INIHbIC MUHU-KBECTHL. J[eHCTBHSA UTPBI IPOUCXOAAT B OJHOM MHPE, OTCYTCTBYIOT IPEIMETHI, CII0-
cOOHBIE TIEpeMeENaTh repoeB B mpoctpaHcTse. Ipumepsl urp mannoro tuma: “Fable”, «Kopcapbi» u ap.;

2. crpykrypa «Kymom» — Urpok mepeMeInaercs TOJIbKO 10 33JaHHOMY CIOXKETOM IPOCTPaHCTBY, 0€3 BO3MOX-
HOCTH JIeNaTh <JIMIIHUE» IIard B «CTOPOHY». K Takum Wrpam daime BCEro OTHOCSITCS JIMHEHHBIE MIPHI, HATIPUMED,
cepust urp “Prince of Persia”, “Keepsake”, “Obscure”, cepus urp “Half-life” u ap.;

3. crpykrypa «I[lecounmna» — B Hell UTPOK caM KOHCTPYUPYET CBOE MI'POBOE MPOCTPAHCTBO U MEPCOHAXEH, KaK
B BBILICYMOMSIHYTOH urpe “The Sims”;

4. crpykrypa «[lepemenieHne» — UTPOK MOJKET ITyTEIIECTBOBATH 110 PA3JIMYHBIM «MHPaM» BHYTPH BUPTYaIbHOTO
NPOCTPaHCTBA. DTH IMEPEMEUICHHs] MOTYT OCYIIECTBIATHCS IOCPEICTBOM CIICLHANBHBIX apTe(akToB, MOPTAJIOB,
CHELHATbHBIX BO3MOXKHOCTEH cCaMMX TepoeB M T.1. IIpuMepamu HaHHOTO THMa MEPEMEICHUH MOTYT HOCITYXHTh
caenytomue urpel: “Doom”, “Half-life” u t.1.

IToaBoas UTOT, MOKHO CAENATH BHIBOJ O TOM, YTO BUPTYalIbHBIH HApPaTHB IPEICTABIAET COO0I COBOKYIHOCTD
CIO)KETHOW JINHUM M JJIEMEHTOB TeiiMiuies. OH MOKET MOACKa3bIBaTh UIPOKY, KaKUe JNEHCTBHS OH JIOJDKEH COBEp-
math B JajbHEWIIEM, 9TOOBI MPOUTH UTPY, HAIPABISATH €T0 MO CIOKETHOH IuHWUH. COBpEMEHHBIH BUPTYaJIbHBII
HappaTuB B OOJNBIIMHCTBE CBOEM HE JIMHEEH M UMEET Pa3IMYHbIC IPOCTPAHCTBEHHBIE U BPEMEHHBIE CTPYKTYPHI, KO-
TOpBIE MOTYT OBITH TECHO NEPEIUIETEHBI MEXy co00M, 00pa3ys enuHoe 1ieoe. B HaleM uccieqoBaHUU MBI BbIJE-
JIMJIM YeThIpe npocTpaHcTBeHHbIE: «OTKpHIThIH Mupy»; «Kymomy»; «Ilecoununay; «Ilepemenienue»; 1 4eThipe Bpe-
MeHHBIE CTPYKTYpbl: «llenoukay»; «Bo3spar B mpouutoey; «[Ipsibkok B Oynymee»; «Kaccera». OHM MOryT coye-
TaThCsl U KOMOMHUPOBATHCS Pa3IMIHBIME CIIoco0aMu, a ClIeI0oBaTeNIbHO, BUPTYabHBIH HappaTHB, HA/ICICHHbBIH Ka-
KOM-TO OJTHOH CTPYKTYpOH, IPOCTO HE cyliecTByeT. TakuM 00pa3oM, BUPTyalbHbIH HAPPATHUB MIPEACTABISET COOOM
CJIOKHBIM HEOJHOPOHBIA (PEHOMEH, COUETAIOIINI B ce0e CIOKETHBIE ¥ UTPOBbIe OCOOEHHOCTH TOW MJIM MHOW UTPBI,
ee MPOCTPAHCTBEHHO-BPEMEHHBIE XapaKTEPUCTHKH.
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COMPUTER GAMES AS VIRTUAL NARRATIVE

Samoilova Elena Olegovna
Shaev Yurii Mikhailovich, Ph. D. in Philosophy, Associate Professor
Pyatigorsk State Linguistic University
blu_sky angel@mail.ru, existentia20065@yandex.ru

The article examines the phenomenon of computer games from ontological, philosophical viewpoints. According to the authors,
computer games refer to virtual narrative and have their own unique features and characteristics. The paper identifies the spatial
and temporal features of virtual narrative by the material of computer games. The researchers consider virtual narrative as a com-
plex and heterogeneous phenomenon, which should be investigated from different viewpoints.
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