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HapaTuBHOCT B KOMIIOTHPHUTE UTPH

bpura Haiinen

Bpura Haiiues e rocryBall npenojaBaTell 10 TEOPUs HA MEIUNUTE B Y HUBEPCUTETA 33 U3KYCTBa
W MpoMHMILUIEH Au3aiH B JIMHI. 3aHuMMaBa ce ¢ M3CIeIBaHMS Ha TeaTbpa, KUHOTO M TEJIEBH3MATA U OT
TIeTHalceT TOANHN PadoTH B 00IacTTa HAa U3CIEeABAHMATA BhPXY UTpuTe. FiMa MHOTOOpOIHY yOIMKanuu
BbpPXy TEOpUATAa M HCTOpHUSATAa KOMIIIOTBPHUTE WIpPH, 3acAralld TEeMHUTE 3a HapaTHUBHOCTTA,
YBJIEKAaTETHOCTTA, HHTEPAKTUBHOCTTA U caMOpe(IEKCUsITa BbB BUJCOUTPUTE.

Hactosmusar Tekct e nyOiukyBaH mpe3 2014 r. B akageMHUYHUS KYpHaJl 32 CHhBPMEHHHU
Haparojornunu nscneasanus The Living Handbook of Narratology.
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AKademuuno enekmpoHHO cnucanue 3a usKycmeo u kynmypa ,[IIHPOH”
e uzoanue na Kynmypuusa yenmwvp na CY ,,Ceé. Knumenm Oxpuocku*,
Bpoam e uzzomeen c punancosama nookpena na Hayuonanen ¢pono ,,Kynmypa”.




1. Aepunnuus

HapatnBHOCTTa MOX€E Jja C€ CXBaHE KaTO IEHCTBUTEJICH MOTEHIHUA Ha KOMIIIOTBPHUTE
urpu. Kato Besika 1pyra urpa ¥ KOMIIOTBPHUTE UTPU €€ CBCTOST OT JEHCTBHS, HAIPABIIABAHU OT
IIpaBUJIa U U3IIBIHABAHM OT AaJaeH urpad. Ho Te morar aa cbIbp:KaT U €IE€MEHTH, TUIIMYHU 3a
HapaTUBUTE: NEHCTBUSA, CBOUTHUSA, TEPOH U cpela. AKO Te3M €IEeMEHTH ca IMOAPEIEHU CIOpen
MojIena Ha pa3Kasa, B JajieHa KOMIIOThpHA Urpa ¢ Hanuie HapatusHocT (Abbot). B nobaBka kbm
TOBa MOXeE Ja Ce Kaxke, 4e 3a pasjuKa OT APYrMTe BHJIOBE UIPH (KAaTO MIPUTE HA TONKA WU
1axa), KOMIIOTbPHUTE UTPU MHTETpUpAT B ceOe CH €IHO HHBO Ha PENpEe3eHTALUs, ONMCBAIIO
JICUCTBHATA HA MI'Paya B UTPOBHUS CBAT, KAKTO M caMusl urpad moja ¢popmara Ha repoii [avatar].

ToBa HMBO Ha perpe3CHTaAlMA MOXKE Oa 6’5,[[6 CpaBHCHO C HUBOTO HAa HAPATHUBHUA OUCKYPC.

2. llosicuenue

[Ilo ce oTHacs [0 HAPAaTUBHOCTTA NMPH KOMIIOTHPHUTE WIPH, €IUH OT Hai-BaKHHUTE
BBIPOCH Kacae Bpb3KaTa MEXAY JYAMYECKO M HapaTUBHO B TIXHaTa OTHOCHTEIHA
ponopuuoHanHocT. Ta3u B3aMMOBpPB3Ka € JAepUHUpaHAa B HIMPOK CIEKTbP OT CXBalllaHMS,
Bapupallly OT UAesATa, Ye KOMIIOThpHUTE UrpH ca Hapatusu (Murray, 1999), npe3 nonyckasero,
4ye KOMIIOTHPHUTE UTPU ChABPKAT HapaTuBHU cTpyKTypu u enementu (Neitzel, 2000; Aarseth,
2004a; Juul, 2005; Ryan, 2006), 10 OTpHYaHETO Ha BCSIKaKBa HAPATUBHOCT B KOMIIOTHPHHUTE

urpu (Eskelinen, 2001).

Pa3ka3BaHeTo u UrpoBOTO JAEWCTBHUE ca JIBE OTKOJEIIHM W (yHIaMEHTaJIHU (HOpMHU Ha
YOBEIIKa EKCIPECUBHOCT U Kyatypa (Xwoitzunxa, 2000; Barthes [1966] 1991). ITonsikora Te ce
chYeTaBar, HapUMep B TeaTbpa, KbAETO JaJeH pa3kas, ChUMHEeH Mo (hopMara Ha MMCMEH TEKCT,
HE € pa3Ka3BaH, a U3IIBJIHIBAH OT aKThOPH, HJIM B KUHOTO, KBJICTO MPOKEKIUATA HA 1aAeH QHIM
MOKa3Ba KAaKBO € OWJIO 3alMCaHo Ha TPEAUINCH eran (BKIOYHTENHO M H3IIBJIHCHHUETO Ha
akThopuTe). U BETE CpeicTBa — TeaThp ¥ KMHO — C€ OOCHKIAT C OTJIe/ Ha TAXHATa HAPATUBHOCT
(HUhn & Sommer; Kuhn & Schmidt). Te3u muckycun ce ¢pokycupar ri1aBHO BbpXY HUBOTO Ha
(pe)npe3eHTanys, T.e. Ha JHMEre3nca, M HE TOJKOBAa BBPXYy MHME3UCa, [0 OTHOLICHUE Ha
npamatnaroTo npousBencHue (ITmaron, 1981), miu moBeue BBPXY paska3BaHETO, OTKOJIKOTO
BbPXY IIOKa3BaHETO, IO OTHOIIeHWe Ha QuiMoBoTo mnpousBeneHue (Branigan, 1984).

O6CT>)K,Z[8.HCTO Ha (I)I/IJ'IMOBaTa HapaTUBHOCT NOBAWUIa BBIIPpOCA HaJINW OaJACH (I)I/IJ'IM IMpUTCIKaBa
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napatuBHa uHctanius (Bordwell, 1985; Chatman, 1978, 1990; Gunning, 1994; Gaudreault,
1984). To3u BBIPOC M3HUKBA HAHOBO B JUCKYCHHUTE BbpXY KommroTbpaute urpu (Laurel, 1991;
Neitzel, 2000, King & Krzywinska, 2002), Ho cbiio Taka moBaura u apyr Bbipoc: Kaksa e
poisita Ha urpada? Jlokaro B Tearbpa U KHHOTO 3PUTEIUTE Ca U3KIIFOUYCHU OT MPOU3BEKIAHETO U
M3ITBJIHSABAHETO HA JIaJIcHa mHeca Wik (QUIM, IPH KOMIIOTBPHUTE UTPU T€, B KAYECTBOTO CU HA
Urpauu, ca HEM3MEHHA YacT OT MPOAYIMPAHETO Ha BEPHUTH OT JCHCTBHS, TIOKa3BaHU Ha CKpaHa
Ha KOMITIOTHpa.

OTTyK M3ClIeIBaHUATA BbPXY HAPATUBHMS TTOTCHIIMAT HA KOMITIOTHPHUTE UTPH BBPBST B MTOCOKA
U3ACHSABAaHE Kak JYJAMYECKOTO ¥ HApaTMBHOTO CH B3aWMOJICHCTBAT, MPOHM3BEKIANKH
KOHKpEeTHaTa MEXJIWHHA (GopMa Ha KOMIIOTBbpPHAaTa Wrpa. BakHocTTa Ha TO3UW BBIPOC €
CIICICTBUE OT TPEAINOCTaBKATa, Y€ JIYAMYECKOTO M HAPATUBHOTO Ca pPA3IMYHU W JIOpU
HecbBMecTHMH (Gopmu. HapatuBbT € 00MuaiiHo neuHupan ¢ oryie]] Ha HeroBara JMHEAPHOCT U
XPOHOJIOTMYHOCT: TOH TpencTaBs HskakBa ¢abysia (histoire) cmopen TepMmuHOJOTHATa Ha
XKeoumer 1972, [1980]) ¢ mauamo, cpema u kpaii (Apucroren, 1975), yumuro CcHOMTHA CE
pasrpbmiar mociefosatentHo. bopayen (1985) nedunupa ¢abynara karto ,,JCHCTBHE B
KaueCTBOTO MY Ha XPOHOJIOTMYHA W NMPUIMHHO-CIICJICTBEHA BEPUTa OT CHOUTHS, MPOTHYAIIA B
OIPEICJICHO BpPEMETpacHe M MPOCTpaHCTBeHO mose.” dalynata € mpenajcHa 4pe3 pas3kasa
(récit), xoiiTo e pe3yaTar OT HapaTuBeH akT. rpute obaue ca geMHUPAHHU 110 Pa3IMYCH HAYMH:
ype3 nosropenus (Buytendijk, 1933; 1958) u npenpamianus nazazn (Scheuerl, [1954], 1990), unu
KaTo CaMOCBH3HATEITHO JIBIDKEHUE, TIPEThBAII0 Ce BHPXY cede cu, Oe3 J1a mpenpania KbM KaKBOTO
u na ¢ orBpa HeroBus obcer (Scheuerl, ([1954], 1990). Tokato B gajeH HapaTHB HIKON

(pa3Ka3Baq) npeaaBsa C’b6I/ITI/I${, B UI'paTa UMaM€ HeﬁCTBHH, HU3I'BbJIHABAHU OT UTpAYHU.

3. Ucropusi u acneKTH B M3CJEIBAHUITA BbPXY HAPATHBHOCTTA B KOMIKTHPHHTE
urpu

B 3aBrcuMOCT OT U30paHarTa M3X0/HA TO3UILUS KOMITIOTBPHUTE UTPU BOJST HAYATIOTO CH
ornpenn 40 wiu 60 romunan. 2001 roguna 6emie oosBeHa ot Aapcer (2001) 3a ronuHa mbpBa Ha
H3CJICABAaHUATAa Ha KOMITIOTBPHHUTC HIPH, cJIaraiki MO TO3W HAYMH HAYaJIOTO Ha €Ha HOBa
aucuuiuinaa.  CliefBallUTe pas[gend Ie 3alouBaT C KpaThK HMCTOPHYECKH 0030p Ha
KOMIIOTBPHHUTE WTPHU U CJIEA TOBa II¢ MOJAXBAIIAT TEKYIIH BBIPOCH BBPXY Temata. Ilopaau

CHGI.[I/I(bI/I‘IHI/ITC pasinyusa B II0JICTO HAa KOMIIIOTBPHUTE UIPHU BBIIPOCUTC HA H3CJIICABAHCTO B
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HSKOH CITydad Ire ObJaT MPUAPYKEHH OT OIMMCAHUS Ha JKaHPOBETE KOMITIOTHPHH UTPH MJIA Ha
OT/ICITHH MTPH.

M3cnenBaneTo Ha €IHO HOBO CPEICTBO, BbPXY KOETO Ca MPABCHU IPYTHW H3CIICIBAHUS,
MOKE Ja MOJXOJM IO JBa HAYMHA: WM JIa CE ONPE Ha CHINECTBYBAIIM METOIOJOTUH, WA Ja
npenpari KbM (TIpernoiaraeMm) CX0CTBa C IPYTH cpeacTBa. Thil KATO HAPATHUBBT € IMUPOKA U
3HaYMMa O0JIaCT OT HalllaTa KyJITypa U € HaluIe MpH pasnudyau cpeactsa [media] (Bx. PaiibH,
,,Pa3Ka3BaHeTO MMPH Pa3IMYHU CPEACTBA‘), U3IJICKIA PA3yMHO Ja JIOMYyCHEM, Y€ KOMITIOTHPHUTE
UTPU CHINO MPOU3BEKAAT pa3kazu. ChOUTHSITA B €1HA UTPA, TOJPEICHH 110 MOjiena Ha (adyrnara,
MOraT Jia HaroJ00AT BH3YyaJHHS pa3ka3d B KMHOTO. 3aTOBa W3CICIBAHETO HAa HAPATHBHOCTTA B
KOMITIOTBPHHUTE WIPU WIPae 3HAUYMMa pojis B HOBOBB3HHMKHAJIATAa OOJIACT Ha M3CIICABAHHATA

BBPXY BHJICOUTPUTE.

3.1. Ilpex-ucropusi: u3cjaeABaHUs HA XHIIEPTEKCTOBE

Excnepumentupanero ¢ xuneprekcrose mnpe3 1980-te u 90-te ctumynupa npoyyBaHeTo
Ha BBb3MOXKHOCTH 3a ,,MHTEPAKTUBHO pa3ka3BaHe' KaTo HOBa ()opMa Ha HapaTUB B JUTHUTAIHA
cpena (Bolter, 1991; Landow, 1992; Landow, 1994). M3cneaBaHeTo Ha XHUIIEPTEKCTOBETE
pasmupsiBa o0XBaTa CH C OIJIe] BKJIIOYBAHETO HAa KOMIIOTBPHUTE WUIPH, OazupaHU BBPXY
BepOaIHO ChABPKAHUE, T.HAP. TEKCTOBU POJIEBU UIPU. B Ta3u Tpaguuus KOMIIOTEPHUTE UTPU CE
MUCIISIT B OTHOIIEHMETO MM C JPYrd TEKCTOBE, Oa3upaHu BBPXY JAaJeHa KOMIIOTbpPHA
TexHoJorusi. OCHOBHMSAT aKILEHT BCE OIIE € BbPXY TEKCTa U MPOMEHUTE, KOUTO TOM MpPEThpIisBa
(Ryan, 1999). Mspu (1999) BkiOYBa KOMIIOTBPHUTE UIPU B CBOMUTE H3CIICIBAHHS BBPXY
HapaTHBa B KHOEPIPOCTPAaHCTBOTO, KaTO I'M M3ydaBa C OIJIe/l Ha TAXHATa Pa3Ka3BaTeIHOCT Hapes
¢ ,,9aThpboTOBeTE” (KOMIIOTHPHH TIPOTPAMH, CHMYJIHpAIIM KOMYHHKAIHs), ,, JbHIKBHATE C
HeorpaHuveH Opoil urpaun (TEKCTOBM (EHTH3W WMIPU B paHHHS WHTEpHET), 3-D ¢unmu un
,Xomomek“ (xomorpadcka cumynanus, cTaHala M3BecTHa cbhe cepuana Cmap Tpex). Jlopen
(1991) m3cnenBa KOMITIOTBPHHUTE MPHIOKEHUS M HHTepdeiicu upe3 meradoparta 3a Tearbpa,
onupaliku ce Ha ApHUCTOTE]OBaTa TEOpUs 3a ApaMaTUYecKH TeaTbp. B HEWHOTO u3cienBaHe
KOMITIOTBPHUTE WUIPH MPEACTaBIsBAT CaMO €JHO MpWJIOKEeHue cpea Apyru. EnHo oT Haii-

NPOHWKHOBEHHUTE TPOYy4YBaHUS B Ta3u cdepa npuHamiexu Ha Aapcer (1997). To3um Tpyn

Dungeon (mom3emmue; ThMHHIIA — aHT.) — IIbPBOHAYAIHO BHWJ HACTOJHA WIpa, IPEICTaBIsIBAINA
CTPYKTypa OT TPEIUICTEHHU TECHU KOPUAOPH M CTaW, B KOSATO WTPAYUTE CE MPHUIBIDKBAT HANpPEI KbM
M3X0/1a, IOKATO Ce CpaykaBaT C YyJOBHIIA M OTKPHUBAT ChKpoBHUIIa. — b. mmp.
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aHAM3UpPa PA3IMYUATA MEXKAY THUIIOBETE TEKCT KaTO OCHOBAa 3a IPOMEHsIIATa Ce€ pojsl Ha
quTaTels Ha KHOEPTEKCTOBE, KbJIETO TOM y4acTBa KaKTO B KOHCTPYMPAHETO HA 3HAYEHHUS, TaKa U
B KOHCTPYMPAHETO Ha CaMusl OKOHuaTeleH TekcT. M3cienBaHero obade ocraBa (OKycHpaHO
BBPXY CJIOBECHHMTE CPEJCTBAa M, M3BbH €IMH OTIMYEH aHAJIN3 Ha TEKCTOBUTE POJIEBU WIPH,

CaMHUTC KOMIIIOTBPHHU UI'PH HE Ca IMPEAMET Ha pa3ryICKIAHC.

3.2. CnopsbT MeKAY JY10J103M M HAPATO1031

BbrpochT 3a HapaTHBHOCTTa B KOMITIOTBPHUTE MIPU MOpPaXKJIa IbPBUS 3HAYMM Je0ar B
W3CIICIBAHUATA BBPXY MIPUTE, U3XOJHA TOYKa 32 0030pEH IOIJIEA BBPXY BBIIPOCHOTO MOJE.
CHexThpbT OT NOAXOH B TO3U CIIOP, T.HAP. CIIOP MEXY JTYAOJIOTHITA U HApaTOJIOTUATa, BapHpa
oT eyopuuHM yTBBp)KIaBaHUS HAa HOBUTE BB3MOXKHOCTH 3a paskazane (Murray, 1999) no
KaTerOpUYHOTO OTPUYAHE HA HAPaTUBHHUTE CBOiicTBA Ha KommoThpHHUTE Mrpu (Eskelinen, 2001).
[lpu Bce uye M3cienBaHMs HA HAPATUBHOCTTA B KOMIIIOTBPHHUTE WIPH HE ycmsBar (0 ACH-
JHEIIeH) 1a GOpMHUpaT IIKOJA, €AHO COJIMIHO KOJMYECTBO SPOCTHA M YECTO M'BTU MOJEMHUYHA
KpPUTHKA OMBa HACOYCHO KbM M3CIICIBAHMS, KOUTO PAa3IIICKIAT KOMIIOTHPHUTE UTPU KATO eIHA
BB3MOKHA Objema popMa Ha pa3ka3BaHE WM KOUTO MPOCTO CXBAIIAT KOMITFOThPHATA UT'Pa KAaTo
pa3ka3Bauecko cpeactBo. OT enHa CTpaHa, Ta3W KpPUTUKA NPUTEXKaBa ,,IIOJUTHYECKO™
U3MEpEHHE, 33JIBIDKBAHO OT CTpaxa, Y€ YTBBPJACHH AWCIMIUIMHH KaTO JIMTEpaTypHATa TEOPHUS
Wwin (GUIMOBaTa KPUTHKA II€ MHKOPIOPHPAT KOMITIOTBPHUTE WUTPH ChC CBOMTE TEPUTOPHH,
CXBalllaKK TH KaTO MPOM3BOJIHU Ha JIMTepaTypara wid KUHOTO. OT Apyra cTpaHa, BBIIPOCHATA
KPUTUKA TBBPIH, Y€ KOMIIOTHPHUTE MIPU Ca MPEeId BCHYKO MIPH M Y€ METOIU OT MOJETO Ha
JAUTEpaTypHaTa TeopHs U (UIMOBaTa KPHTHKA ca HEIOCTaThYHM, 32 Ja W3CIEABAT aJCKBATHO
TsxHaTa crierduka. (Aarseth, 2004b).

U nBeTe mo3unuM — KOMITIOTBPHUTE UIPH JIa CE Pa3IiIekIaT KaTo BHUJ HAPATHB HIIH Jla Ce
OTpUYa BCSIKaKBa BPb3Ka MEXAYy HapaTHB W MIPU — Ca TBBPJE OrpaHHWYEHH B CBOsi ooOcer. B
OBPBUS ClTy4all CBIIECTBYBa ONACHOCT OT IpeHeOperBaHe Ha pa3lIMuusATa MEXIy HUIrpH U
HapaTHUBH. BTopara mo3umms, HampoTHB, PUCKYBa Jla HE 3adeTe CXOACTBaTa MEXIy Tax. He
BCSIKA UTpa TMPUTEXkKABa €IHA U ChIIla CTPYKTYPA, MIPU MOJIOKESHUE Y€ UIPUTE Ca CTPYKTYPUPAHU
MO pa3lM4yeH HAuYuH OT WTPHTE Ha TOomKa Hampumep. OOWmIO 3a JBETEe MO3UIMU €, Y€ Te
€THOCTPAHYMBO H30JIMPAT €IHO M3MEPEHUE OT BCHYKH OCTaHAJH, ITOAXOM, KOWTO HE yCIsBa Ja

IIPpHUITIO3HAC CHCHI/I(l)I/I‘-IHOCTTa Ha KOMITIIOTbpa — T.C. Y€ KOMIIIOTHPBT € XI/I6pI/IJIHO CpE€aACTBO,
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WHTETPUPAIO Pa3IMYHA (OPMH M CPEICTBA — M O TO3W HAYMH Pa3TBapsl OTrpaHHYABAIIUTE
pasmuns mMexkay Tax (Thomsen, 1994). JlururanHata maMeT W MEXaHH3MHUTE 3a 00paboTKa
MO3BOJISIBAT HA KOMITIOTHpA J1a aJanTHpa HEOTrpaHW4eH Opol IuiaTopMH KbM CHIIO TOJIKOBA
HeorpaHudeH Opoil (yHKIMH, KAKTO M Ja MHTErpHpa U MOIU(HUIMpA CTPYKTYpUTE HaA JAPYTH
cpeacrBa [media] (Bolter & Grusin, 2000; Manovich, 2001). KoMmroTbpbT KaTo HIpauyka
(Sutton-Smith, 1986) u xommioTspHaTa Wrpa TpsOBa ga ObAAaT OMHMCAHH C OIJIE[ Ha TOBa
pa3TBapsiHC Ha TpPaHUYHHM PA3JIMUUsl W HMHTETPUPAaHE HAa pa3lIMdyHU eneMeHTH. DakThT, ue
KOMITIOTBPHHUTE UTPH Ca UTPH, B HUKAKBB CIy4ail He 03HaYaBa, 4ye T¢ HE MPUTE)KABAT HApATHBHU
cBoricTBa. ChIECTBYBAT OOINM, TPAHCTPAHWYHU EJIEMEHTH KAaKTO IMpPH WIPUTE, Taka W TpU
HapaTUBUTE, U CBHINECTBYBa CHINO TaKa 30HA Ha MPEXOJ MEXKIy  pa3Ka3BaTeJIHUW U He-
pa3Kka3BaTeIHU KOMITIOTBPHHU UTPH. MeXTyBpeMEHHO TeMaTa 3a HapaTUBHOCTTA € CTaHala eIHa
Cpea MHOTO JIPYTH B MOJIETO HA M3CIECABAHUATA BHPXY UrpHTe. TyK e U3pEeaIuM caMO HIKOJIKO
aclieKTa 3a II0-HATAThIIHM W3CJICABAHUS: W3CJICJABAHHUS BBPXY HIPAYMTe, CTCICHUTE HA
BBBJICYCHOCT, WHTep(eEicHTe, MPOCTPAHCTBOTO B KOMIIKOTHPHHUTE WIPH, OHJIANH HIPUTE H

*
CONMAJIHOCTTA, UTpOBU3aAlHATa , CCPUO3HUTE UTPH.

3.3. CTeneHn Ha HAPATHBHOCT

KomniorspHuTe UrpH mpuUTeRaBaT pasHooOpazeH oOcer oT Gpopmu u kaHpose. Te morar
Ja ca TOApa3NieNieHn Ha aOCTpakTHM ¥ MHMETHYHU WIPH: UIPU  HA  YMCHHSA
(Geschicklichkeitsspiele), n3uckBaru OT UrpadnTe CPHYHOCT, U UrpH-TIb3enu (Denkspiele), kouto
HaOJsAraT Ha KOTHUTUBHUTE YMEHHsS W B3€MaHETO Ha pelleHus. Te3u rpynH ce MPUIIOKPUBAT.
Hsikon urpu m3non3Bar aOCTpakTHU Tpa@UUHM €JIEeMEHTH, KOUTO TpsOBa Ja ce MOAPEAaAT Mo
ONpesie/ieHd HAYuH WM Criio0eHu Karto mb3en. llpu apyrm urpum ¢ abcTpakTHU Tpapuku
CPBYHOCTTA Ha UTPAuUTE € OT 3HAYEHHE, KAaKTO KOraTo eJleMEHTHUTE TpsiOBa Aa ObJaT XBbPJICHU
win yiydeHd. ITocieHHMTe ca CBBP3aHM C T.Hap. ,IIyThbpU* , KOMTO H3UCKBAT IIPEIHUMHO
MPOsiBa HA CPBYHOCT B PENIPE3CHTUPAHUS UTPOBU CBSIT.

[Ilo ce oTHacst 10 HApPaTUBHOCTTA HA KOMIIOTHPHUTE UTPH, BAXKHO € CHIIO /1a CE MOCOUH
JlaJld poJIATa Ha Urpaya € J1a pPbKOBOJU €IMH €JUHCTBEH UTPOBH €JIEMEHT (aHTPONOMOpQEH WU

JpYT), UM Tpyma OT eleMeHTH. JloKkaTo pojieBUTe KOMIIOTHPHHU UTPH, (EKIIbH)-aJBEHUBPUTE, U

* Gamification (aHr.) — NPHUIIOKEHKME HA UTPOBHU EJIEMEHTH U NPHUHIMIIN KbM HEMTPOBH TIPAKTHIECKH
KOHTEKCTH. — b. mp.
" Or anr. rmaron shoot - crpensm. — B. mp.
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eKIIbH WIPUTE TMOMajaT B IIbpBaTa KaTETOpHs, pEAHIa CIOPTHH WIPH, (MKOHOMHUYECKH)
CHUMYJIATOPH WJIM CTpPATETHYECKH WUIPH (B KOUTO C€ PBKOBOAAT OTOOPH WM apMUH)
MPUHAIIE)KAT Ha BTOpATa KaTeropusl.

[To-HaTaThK, KOMIIOTHPHUTE WIPH CE UTPaAsT HA MOOWIIHU YCTPOMCTBA, PHYHH WIIH
CBBpP3aHU C TEJICBM3MOHCH MOHHMTOpP KOH30JHM, Ha IEPCOHAIIHU KOMITIOTPH WM Ha apKaJIHH
MamuHU. Te ce WrpasT WHIUBUAYAITHO, C MPUATENU (B €IHO W CHIIO MOMEIICHUE) WIH C
npusTeny (W/WIM HEMO3HATH) B MHTEpHET. Hali-Hakpasi, B KOMIIOThPHATA UCTOPHUS PEKUMBT HA
penpe3eHTanuss €BOJIIOUpa OT WrpH, Oa3HpaHH EIWHCTBEHO BBPXY TEKCTOBO ChABPIKAHHE
(manpumep Zork, Infocom, 1977), unm TakuBa ¢ eIEMEHTApHO TpaduuHO H3OOPAKCHHE
(manpumep Pong, Atari, 1972) B wurpu ¢ HHBO Ha pemnpe3eHTanus, OIU3KO 0
KruHeMaTtorpagckoro. TeKCTOBHTE WIPU W WIPUTE C EIEMEHTApHH TpapuuHu H300paKeHUS
MPOABIDKABAT J1a CHIIECTBYBAT B ONPEEIICHH HUIIIM.

AKO ce 3aHuMaBaMe ThKMO C HApaTHBHOCTTAa Ha KOMITIOTBPHUTE UI'PH, OOUKHOBEHO HE €
HY)KHO Jla pasriiexJaMe BCHUYKH BHUJIOBE WIpH. Pa3Iu4HU »KAaHPOBE KOMIIOTBPHH WIPU
MPOSIBSABAT Pa3IMYHH CTETIEHU Ha Pa3Ka3BaTEIHOCT. 3aTOBAa UTPHUTE, 0A3WPaHU H3KIIOUUTEITHO
BbpXY aOCTpakTHM KOHIICTIIMH, HE TPUTEkaBaT HapatuBHU cBoictBa (Ryan, 2006; Aarseth,
2004Db), Thif KaTO HAPATHBHOCTTA IIPE/IIOIara MPUChCTBUETO HA ,,repoH, CrOouTHs, cpeaa” (Ryan,

2006).

3.4. ®adyaHM CTPYKTYPHU B (EKIIbH)-a/IBEHYbP UTPHUTE
JXKaupbT Ha agBeHUBp (WM ,,eKIIBH-aJIBEHYBP ) UTpaTa ce M3ydaBa C OrJIe/ Ha HeroBara

paskasBarennoct. (Bxk. Neitzel, 2000; Wolf, 2001; Walter, 2001; Hartmann, 2004). Tlo-

CIICLIMAIHO JBE CBOMCTBA XapaKTEpHU3UpaAT AJABEHYBP WUIPUTE KATO MOAXOJAIIA 32 HAapaTUBEH
aHanu3. [IBpBOTO OT TIX €, 4Ye TpH TIX HUTPAuYbT PHKOBOAM €IWH-€UHCTBEH Tepoi B
penpe3eHTUpaHaTa cpefa, a He OTOOp WM apMus, KaKTO € B CIOPTHUTE UTPU U HUTPUTE-
cTpareruu. BTopo, aaiBeHUbp-UrpaTa npeocTaBsi OTHOCUTEIHO JJUHEApHa BEpUra OT IEUCTBUS U
npejJiara Ha Wrpadva siCHH II€JIM 3a B3eMaHe Ha pemieHus. Te ca, mo mymute Ha [Imac (2002),
,»OCHOBAHM Ha pelIeHueTo . B Kiacuueckus agBEeHYbP HUTO M3MBIHEHUETO HA TE€3U PEIICHHS,
HUTO OBp3MHATA, C KOATO CE€ B3eMAaT Ha KOTHUTHBHO HHBO, HE € OT 3HAU€HHWE, Taka 4e HUTO
CPBUHOCTTa, HUTO CKOPOCTTa Ca peIlaBallld 3a IeJiTa Ha Mrpara, a ThKMO pPEHIEHUETO U

IMOCJICACTBUATA, KOUTO TO IMOpaAXaa.
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Jlxyn (2005) mapuua urpure, B KOMTO HMIpadybT TpsOBa Ja CleABa IOCICIOBATEIHA
BEpHUTra OT JCHCTBUS, ,,MTPU HA MPOTpPECcHsITa”, 3al[0TO T€ U3MPABAT UTPAUYUTE IPE] U3MUTAHMUS,
KOUTO CJIEeJBAT €IHO CJIea APYro, 4ak 10 caMus Kpail. ,,Irpure Ha eMepreHTHocT®, OT Ipyra
CTpaHa, MOATOTBAT U3NUTAHUATA 32 UTPAYUTE KOCBEHO UPe3 MHTEPAKTUBEH HA0Op OT MpaBHia U
HSMaT TPEJBAPUTEITHO YCTAaHOBEH Kpail — BMECTO TOBa C€ Te pasrpbliaT IMOCPEICTBOM
pelleHrsATa, U3HUKBAlIM MO BpeMe Ha urpara. MHOro uUrpu ChbBMECTSBaT JiBeTe (OpMHU B
KOMOMHAIIHS.

JIunuuTe Ha nelcTBHE, KOUTO CE€ pasrpblUaT B JajJ€HAa Urpa, CE ChCTOST OT JIBE YacTH.
ChlliecTByBa Bb3MOJKHATA BEPUTa OT JCUCTBHS, YCTAHOBEHA OT mporpamara, kosto Ton (2011),
omupaiiku ce Ha Pyc (2001), napuua ,,BUpTyaaHO ImpoeKkTHpaHa (adyna“, KaKTo W aKTyajaHarta
BepHra OT JEeHCTBUS, 3a/IefiCTBaHa OT caMusl Urpad B Mpolieca Ha urpa, ,,(padymara Ha urpada‘.
3auMmcTBaiiku enHO moHsATHe OT pyckure dopmanuctu, Haiinen (2000) nedunupa nocienanara
KaTo ,,CIOKeT"* Ha pa3Ka3BaTelHaTa Urpa, 3all0TO €IMHCTBEHO TYK C€ YCTAHOBSIBA aKTyallHUS Pell
Ha CbOUTHSATA.

[Iporpecusita Ha BupTyanHarta ¢adyiga B EKIIbH-aJIBEHYBPUTE € IIporpaMupaHa
ChOOpa3HO HapaTUBHATa CTPYKTypa, Kosto Tomopos ([1971] 1971) Hapuya MUTOIOrHYHA
dbadyana crpykrypa (Neitzel, 2000).

Urpu c MuToNOrMYHA CTPYKTypa CHAOIsSBAT Wrpaya WM HErOBHUS Tepoil ¢ SICHO
ompezieieHa 111, KOsTO Oeexu KpaiHus eran Ha urparta (Hampumep ,,Crnacu mpuHiecara! ).
[IpTAT KBM Ta3M LIET MOXKE J1a ce MpeHapeau Pa3IMyHO MpHU pa3iuyHuTe urpu. Knacuueckusr
HapaTUB H3IOJI3BA JIMHEapHa TPAaeKTOpHs, BOJEIIA KbM TO3M Kpai: 3amouBaiiku C JajieHa
HayallHA CUTYyallus, JUHeapHa Bepura OT JEHCTBUS BOAM KBbM Kpas Ha wucropusara. Urpa,
OpraHM3MpaHa 1o TO3U MOJEJ, MpeJiara TBbp/Ie MaJKo cBO0OIa Ha Urpaya: TOW HsIMa HUKAaKbB
n300p, KOETO MpaBH HrpaTa Mo-CKOpO CKy4YHa WM TMO-TOYHO, ,,urpara‘ s HsAMa, Thil KaTo eaHa
urpa TpsioBa Ja IpeI0CTaBy MoHe aBe Bb3MOkHOCTH. Criopen Paitba (2006) KOHDIUKTHT MEKIY
HapaTWBHATa KOHCTPYKIMS M IPOIECa Ha UIpa c€ KOPEHU B ,,TPYAHOCTTA Ja C€ HMHTErpupa
BJIO’)KEHaTa OT Wrpada JAEHHOCT, TpbrBalla OTAOJY HAarope, B HacoyeHaTa OTrope HaAody
CTPYKTypa Ha HapaTUBHUS CLICHAPUH .

[IporpamMuTe 3a KOMOIOTHBPHM WIPH TIOYTH BHHATHU CBABPKAT HUHPPACTPYKTYPH,
MO3BOJISBAILM Ha UIpaya Ja akTyaJu3upa MHOXKECTBO JIMHEAPHU BEPUTHU OT JACUCTBUS U CHOUTHSL.

ToBa 03HauaBa, ye MeX1y HadajHaTa U KpalHaTa TOYKA Ha WrpaTa ChIIECTBYBAT aJTEPHATUBHU
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TPAGKTOPUU WM BEPHUTH OT CHOUTHSA, MOAOMpaHu OT urpada. BB (abyna ¢ mMHOkecTBeHa
mureapHocT (Murray, 1999) urpaybT MOKe Ja Ce HAThbKHE Ha MPECEYHH WM 3aJbHEHU
TPAeKTOPHUH, KOUTO TO MPUHYKIABAT Ja U30epe alTepHATHBEH MbT. ATEPHATHBHUTE MAPIIPYTH
MOraT Ja W3BEJAaT Wrpadya KbM ITbPBOHAYAIIHATA TPACKTOPHS 4Ype3 LUKIWYHHUS MOJEN Ha
3arBopeHara Bepura (Wages, 2004; Ryan, 2006). B MHOro wurpu Te3d TPAEKTOPHH CE
OCBILECTBSIBAT MPOCTPAHCTBEHO, IPUHYXK/IaBalK/ Wrpavya Jia c€ OPUCHTHPA BbB (DUKIIMOHATHUS
CBSIT Ha MTPATa, J1a TO MPEKOCsBa U Ja MOocpelia H3MUTAHMITA, BOJCIIN I'0 KbM IIETTa.

OO0moTro 3a JNMHEapHaTa W 3a MHOXECTBEHO-JIHMHeapHaTa ¢alyinHa CTPYKTypa €, ue B
MOBEUYETO CIy4aW T€ BOIAT KbM €/IHA-CIUHCTBEHA KpaliHa TOYKA WJIHM, KAaKTO € B Ciydas ¢
MHOKECTBEHO-TMHEapHATa CTPYKTYpa, KbM HAKOIKO KpalHu Touku. CTpyKTypa € MHOTO
Pa3KIIOHSBAIIM CE TPASKTOPUH, BOJIEIIA KbM Oe3KpacH Opo OT KpailHM TOYKH, HE OM Morjia Ja
ObJie mporpamupana. 3a 1a ce u30erue To3u MpodieM, 3a/bHCHNUTE W TUKINYHUTE TPACKTOPUH,
BOJICIIIH 00OPAaTHO KbM IIbPBOHAYAIHTA JIMHKS, OUBAT HHTErpUpanu B eaHo 1suto (Wages, 2004).

3a ;1a ce ycuiiu HempeaCcKa3yeMOCTTa U HECUTYPHOCTTa, HEOOXOAUMH B IIpolieca Ha Urpa,
TE3W CTPYKTYpH OT JIEHCTBHUS MOTraT Ja C€ JONBJIHAT C U3UCKBAHHS 32 YMEHHUS M CKOPOCTHU
peaknuu OT CTpaHa Ha Wrpada. B jnombiaHeHHWE KbM oOIIaTa Bepura OT JCUCTBHUS, POJICBUTE
KOMITFOTBPHH MI'PH OOMKHOBEHO ChIBP)KAaT MHOKECTBO KpaTKH JIMHUU Ha JiciicTBue. B cBera Ha
urpara JajieH urpad cpemia repos, KOMTo He Moske aa pbkoBoau (NPC)” u KoMTO My Bb3narart
MUCHH ¥ 33/1a9d. B 3aBHCHMOCT OT JIaJieHaTa Urpa UTpadbT TPsIOBA J1a OCHIICCTBH MHUCHUTE OHIIO
MOCTIEIOBATEIHO B JIMHEApEH pej, 3a Ja HampeaHe KbM KpaiiHara I, OMJI0O HAroCOKH IO
MojieJla Ha MpeXoBaTa CTPYKTypa. 3a Ja M3MBIHU 33/JauuTe, TOW TpsaOBa na yOue ompeseseH
Opoil BparoBe, Ja OTKpUE pa3HU NPEIMETH, J1a TMOCETH OMPEIENICHO MSCTO, Ja H3IIBJIHU
OTIpe/IeTICHN JICHCTBUS, HM3UCKBANIM OT HEro ompeaencHu ymeHus. Crel W3MBIHCHHE Ha
3a/1a4yara, TeposiT B UTpaTa ce BPBIIAa MPU BB3JIOKUTEIIS, MOJIydaBa Harpaja u 1mo Bb3MOXKHOCT,
HOBa MHcHs. B peTpocmekiusi, MHUCHUTE MOraT Ja c€ pas3riiekaaT Karo MajlKh HUCTOPHH,
Hampumep: ,,I 'eposT Bpbllla XpaHaTa, OTKpaJHaTa OT OpKHUTE, U n30aBs oOMUTaTENUTE Ha CENOTO.
Ho kakto Aapcer (2004b), murupaiiku TpoHCTaz, mogdyepraBa, jgokato (adyrnara mpuTekaBa

KOHCTAaTUBHO CBOWMCTBO, camaTa MUCHs € iepdopMaTHUBHA, OTUTPaHA.

“NPC (Non-Player Character) — Bcekun e1un repoii 0T KOMITFOTbPHA UTIpa, KOMTO € HAIIPaBJIABaH HE OT
urpada, a OT aJlropuThMa Ha camara urpa. — b. mp.
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Mucunute B pOJICBUTE WIPH YECTO Ca WHTErPaJHU 4YacTh Ha (aHTacTUuHU (hadyu,
CBBP3aHU C OUTKa MEXKIy J00poTO M 3710TO. Tesn obpamuBaiy ¢Gadyiau ce mpeaaBaT Ha Urpava
BbB BHUJ| Ha pa3muieHH (PparMeHTH W B PA3IMYHU PEKHMH HA PENPE3CHTALUS: CIOBECHO B
HAYaJloTO HAa Wrpara WM 4Ype3 MUCHH, MOHOJIO3M Ha JPYr'H TepOM OT Hrpara, BU3YallHU
aHMMalli¥, HaAMEPEHU B WrpaTa KHWTH; WIHA, Ha TApaTeKCTyallHO HUBO, IEYaTHU J00aBKH,
poMaHu wiaM (uUIMH, pa3Ka3Balld 3a Wrpara, HO ChIIO M ChUTpaud. Jlpyrm dactu oOT
MUTOJIOTHUATA MOTAT J]a C€ Y3HAAT OT MPEIUIIHH WTPH, HO, KAKBBTO € CIIy4asT ¢ MHTOBETE, HE
MOXE Jla c€ TpOocienu HSIKAaKbB SICEH HM3HAayalleH mpousxon. Yecto ce oTOens3Ba, ye Te3H
MHOXecTBeHH (adymu u  (adynmHu (QparmMeHTH AONMBABAT HapaTUBHAaTa (YHKIHUS Ha

kommroTepauTe urpu (Ryan, 2006; Jenkins, 2004; Pearce, 2004).

Bropara OCHOBHa HapaTHBHa CTPYKTypa, KOSTO MOE Jia C€ OTKPHE B EKIIbH-
aJIBEHYBPHUTE, € THOCEOJOrnIecKaTa CTPyKTypa — (popma, KOSTO HE MPEAOCTaBs Ha WUIPAYMTe
scuo ob6osnauena men (Neitzel, 2000). Tomopos ([1971] 1971) nedunupa carara 3a ITapcudan
KaTo MPOTOTHII Ha THOCEOJOTHYECKHs HapaTHB. TO3M THUII pa3Kasd ca CBbP3aHH C JUPEHETO Ha
CMHCBHJ U IPOTHBHO HAa MHTOJOTMYECKUTE Pa3Kasd, TEXHUAT Kpail € HEMPEIBHIAM OT CaMOTO
HAYaJl0 Ha Pa3Ka3BaHETO W BCE COYM HA3aJ KbM MHUHAJI0TO. ToBa cTaBa SICHO BUAMMO OT BTOPHS
npumep Ha To0poB, KPUMHHAIHKS POMaH, B KOWTO TJIABHHAT FEPOii Ce OMUTBA Jla OTKPHUE KaKBO
ce e ciyumio. C orjies; Ha KOMITIOThPHUTE UIPH Ta3H CTPYKTypa MOXKeE Jla Ce OTKpUE Haii-Bede B
eKIIbH-aIBEHYBp HUrpHuTe. EMUH paHeH mpuMep e urpata ZOrk. B Hest urpadsT € momaaHai B
CHTYyaIHs, B KOSTO HE 3Hae KakBO Jia MPaBH, KbJIE CE HAMUPA U KaK M3TJIEXK/1a 3a00MKajIsIara ro
cpena. UIrpaubT HUKOTA HE 3HAae KOM CHOMUTHS ca OT 3HAYEHHUE 3a peleHnero Ha urpata (Aarseth,
1997), OTHOCHO KOETO HE ce JaBaT HMKaKBM KOHKPETHHU ykazaHus. [IbpBara 3amada Ha Wrpava,
3aThbHAJ B HEBEJIEHHME MO KOs (alymHa HUIIKA Ja TMoeMe, € Ja J00Hue yceT 3a CBeTa U 3a
CHUTYaIUsITa, B KOATO ce Hamupa. [10 TO3M HAYWH MMOBEYE MIIM MO-MAJIKO YCIIEIIHUTE OMIMTUTE Ha
urpava jia ce OpMeHTHpa B CBETA HAa MrpaTa 3HAYUTEIHO Ce pa3iHyaBar OT J00pe OOMHUCIIEHUTE
KOHCTPYKIIMM Ha HApaTUBHHS JUCKYPC, KOUTO OOMKHOBEHO Cpelllame B JIUTEpaTypara HIIH
KHHOTO. TpaeKkTopusTa Ha Wrpada B CBETa HA WrpaTa MOXKE Ja Ce pas3riiekaa KaTo JUpeHe Ha
CMHCHJI. 3a pa3jivKa OT €KIIbH HIPUTE, KOUTO OOMKHOBEHO Ca MOAAbPKAHH OT MUTOJIOTHYECKA
CTPYKTYpa, UrpaybT Ha EKIIbH-aJBEHYbPAa HE € CHaOJeH C sCHa el W yKa3aHWs Kak jJa ce

opuentupa B urpara (Neitzel, 2000).
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3.5. O60cobsiBaHe HA pa3Ka3BaHeTO U HA HTPAEHETO

VYdacTHeTo Ha Wrpavya B aKTa Ha aKTyaJIM3UpaHe HAa BH3MOXXHHUTE (aOyJHU HUIIKH BOJAU
0 enHa Jpyra Hacoka B HW3y4aBaHETO Ha HAPAaTHBHOCTTAa B KOMIIOTBPHHUTE WIPH:
00oco0siBaHeTo Ha (pasute Ha urpacHe u (asute Ha paskasBane (Furtwangler, 2001; Walter,
2001) nnm Ha TyaUYeCKHd M HApaTHBHU €JIEMEHTH B JIajaeHa kommioTbpHa urpa (Newman, 2004;
Thon, 2007, 2011). T.xap. anuMaruu [cutscenes], KOUTO ca U3IIO0 MPOrpaMUPAHK OTHAIPE/, B
KOUTO UTPAYWTe HE MOTaT Ja MMAaT aKTUBHO y4YacTHe, MPEACTaBIsABAT HAapaTUBHUTE (a3u B
Urpara, JI0KaTo CIICHUTEe, B KOUTO UTPAYUTE y4aCTBAT aKTUBHO (M B KOWTO TE TPsOBa Ja MPOSBIT
aKTHUBHOCT, 33 Ja TOJUIbpKaT XOJa Ha Wrpara), ca JyJIUYeCKUTe WM WHTCPAKTUBHH (a3w.
JlyIu4ecKoTo ¥ HapaTHBHOTO 4eCTO ce cMsATat 3a HechBMmecTumu (Walter, 2001). 3acnyskaBa n1a
ce oTOenexu, 4e 3a CIEHHUTE, B KOUTO UTPAYbT € aKTUBEH YYAaCTHHK, HE CHIIECTBYBA MOHSTHE.
Jlokaro ,,aHuManus* ¢ yCTaHOBEHO MOHSATHE, ,,u3-UrpaBaneTo [playscene] ue e. M3-urpaBanero
MPEJCTaBIsIBA HEIIO OOWYalHO, JIOKAaTO aHUMAaIMsATa € HEIIO CIEIHaTHO, KOETO Ce IMOSBSBA
HEOT/J[aBaHa B UCTOPUATA HA KOMIIOTHPHHUTE UIPU U KOETO M3MCKBA PA3TPAHUYHMTEITHO MOHSTHE.
AHNManuuTe OOMKHOBEHO C€ HAMHPAT B HAYaJOTO HA UTPaTa, KbAETO T€ CHCTABAT EKCIO3ETO,
BBBEKIAHETO HA MSCTO W BpEME Ha JICHCTBUATA, TJIABHUTE I€POU U MO BB3MOXKHOCT, TEXHUTE
nend. J100aBbYHM aHUMAIUH, Pa3lIPbCHATH B X0Jla HA W3-UTPABAHETO, YeCTO Oerexar oOpaTu B
ocHOBHara (alysia Ha Wrpara, JOKAaTO B CICHUTE HAa W3-UTPABAaHE WIPAYUTE H3ITBIHIBAT
OTHOCHTEITHO YCTAaHOBEHU BEPUTH OT AeWcTBUSA. KpasT Ha Wrpara 4yecto mbTH € NMPEACTaBsH OT
(uHaTHa aHUMAaIUsI — eNUJIoT, Oeexen Kpas Ha ¢adyaHaTa HUIIIKA U HAa camaTa urpa.

MonenbT, Ha KOHTO ce OCHOBaBa TOBa O0OOCOOSBaHE Ha JIYAMYECKH U HApaTUBHH
€JIEMEHTH, MOXE Jla ce MpOoCienu Hazaj JI0 pa3rpaHUYeHHETO, HampaBeHO OT bapT, Mexmy
KapauHaTHU QyHKmMU U katammsu [1966] 1991). To3u momen ce omupa Ha JOMYCKAaHETOo, ue
KapAWHATHUTE (YHKIIUH, KOWTO MPHUABMKBAT WIrpara HAmped, MOrar Ja ce€ OTKPHUSIT B
aHMMAaIlUUTe, JOKATO W3-UTPABaHMSATA ChIbPXKAT CIUHCTBEHO KaTaliu3W. ToBa O3HAuaBa, ue
Ba)XHHTE 3a XOJIa Ha IpOrpaMupaHaTa oTHanpes (hadyia penieHus He ce B3uMar OT Urpava, a My
ce mpeocTaBsaT HarotoBo oT anumaruute. (Pias, 2002).

Jlopu akThT Ha pa3Ka3BaHe, B ONPOCTCHUS CMHCHJI Ha OpraHW3MpaHe Ha BepUra oOT
JICWCTBUS, J]a CE OCHINECTBSIBA SIMHCTBCHO B aHMMAIMHMTE, HAPATUBHOCTTA HA KOMITIOTHPHUTE
UTpU HE Ce OrpaHnyaBa Jo TAx. M3-urpaBaHusTa ca CMUCIOBO-ChABPKATEITHU IO OTHOILIIEHUE HA

anumanuure u adynata Ha urpara: Te ce oOBbP3BaT TACHO ChC CHOUTHUATA U C €JIEMEHTUTE B
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aHuManuuTe. Te mpeaocTaBsIT WH(pOpMAIUs 3a Mporpeca Ha JIEHCTBHETO, ChABPKAT CHITUTE
burypu u ce pasmosiarat B ChIIOTO mpocTpancTBo. B msakou urpu (Blade Runner [Westwood,
1997], Silent Hill Il [Konami, 2001] wmu Fahrenheit [Quantic Dream, 2005]), u36opbT Ha
orpejiesieHa aHMMAIIUs, KOSITO C€ U3MBJIHABA OT AJITOPUTHM B MporpaMaTa Ha Urpara, 3aBUCH OT
pellIeHHsITa Ha UTpaya, HalPaBeHU B MPEIICCTBAIINTE U3-U3UTpaBaHus. Taka HEOOXO0IUMOTO 3a
(abynaTa KOHCTpyHpaHEe Ha CMUCHII CE OCHIIECTBsIBA B M3-UTpaBaHusATa. Berpeku dakra odaye,
Yye UrpaybT HE y4acTBa aKTUBHO B aHumanuute, Hsikou urpu (Half Life [Valve, 1998] niu Metal
Gear Solid — Snake Eater [Konami, 2004]) nmpemiarat Bb3MOKHOCTTA TO#H Jla C€ HAMECBA B TAX U
Jla IPOMEHSI TIePCIIEKTHBATa Ha BUPTyallHATa ,,kamepa“, KOsTO MOKa3Ba, ue reposiT ce OrJIekKaa
HAOKOJIO B UTPATHUS CBSIT.

MogensT Ha bak (2008) cbino ce 3aHuMaBa ¢ KOHCTPYHMPAHETO HAa CMHUCHI. bak ChIno
NpaByU pa3rpaHUYCHUE MKy UTPa U HAPATUB. 3a pa3iikKa OT MOX0/a, U3JI0KEH Mo-rope odaye,
TOBa pasrpaHUYCHUE HE € MPUJIOKMMO KbM HHUBOTO HA WUTIPOBHSI CHHTAKCHC, BMECTO TOBA TOM
IpeHacs HapaTMBa Ha KOMIIIOThPHATA WIpa HAa HUBOTO HAa HEroBara pelenuus WiH
uHTepnpeTanus. bak pa3BuBa TPUXOTOMEH MOJIEN C TOJ-, MUKPO- U MaKpPOCTPYKTYPH, B KOUTO
pasnpeziensi HapaTUBHUTE M JYJHYCCKUTE €JICMEHTH. Te3d CTPYKTYpH ca pa3TpaHUyYCHH Ha
npaBUja Ha cBera (MOJACTPYKTypa), L€ Ha urpara (MHKPOCTPYKTypa) W MeTalpaBuiia
(MakpocTpykTypa). Ha HUBOTO Ha MOACTPYKTYpPHUTE Ce 3ajeiCTBa Tyanueckara paidia (cBoboaHa
dopma Ha urpa, k. Caillois, [1958] 2001), koeTo 03Ha4aBa, ye WUrpadrTe MOrar jJa oOCieaBarT
UTPOBUS CBAT C OTHOCHTENIHA CBOOOIa. BTOpOoTO HMBO (MUKPOCTPYKTYpa) € mapcTBoTo Ha ludus,
KOETO OTpeJiessl Ie/iTa Ha Urpara, KakTo W ycloBusaTa 3a nobena. Haii-Hakpas, TpeTOTO HUBO
(MakpoCTpyKTypa) ce OIpelesis OT HapaTUBHU NpuHIMNK. ToBa HUBO criopes bak npuHamiexu
Ha €IMH BTOPUYEH UTPOBHU PEJl — UTpaTa Ha HHTEPIPETALUS U PEIICTIIIU.

MogensT Ha bak pazrpannyaBa HUBa, KOUTO CH B3aUMOJEHCTBAT B KOMIIOThPHATA UTPa.
KoHcTpyupaneTro Ha pa3ka3 MOXE Ja C€ OCBINECTBH B HMHTEpPIIpPETAlUsATa HA Hrpadya, HO
BB3MOKHOCTUTE 3a TaKaBa MHTEPIIPETAIMs ca 3aJIaJICHUu — ,,lIPEJABAPUTEIHO (HOPMYIHPAHH" OT

mporpamMara Ha Urpara.
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3.6. [IpocTpaHCTBEH HAPATHB

[IpenBaputennoro ¢GopMmynupaHe Ha €IWH Bb3MOXKEH pa3Kka3 € OCHOBa Ha
,,AHTepakTUBHOTO paskasBane (Crawford, [2004] 2013). Cw3naBa ce AUTHTAIHA CPElia, B KOSTO
UTpavnTe MOTAT Jla C€ HaMECBaT W B3€MaT PEIICHUs B PAMKHUTE Ha ONPEIEICHU BH3MOXKHOCTH,
KAaKTO W Ja aKkTyalu3upaT cbOuTHs u neiictBus. llenTa Ha MHTEpaKTHMBHOTO pa3ka3BaHe € Jia
Hakapa urpayure Aa u30upar ThbKMO T€3H Bb3MOKHOCTH, KOUTO IlI€ OPraHu3upaT eHa Moj100Ha
Ha pa3Kka3 Bepura ot jeictBus (0e3 1a UM ykas3Ba, 4e ca HalpaBIIIBAHU B ONPE/IEICHA ITOCOKA).
KoHuenrpupaliku ce BbpXy CBOMCTBaTa Ha Cpelara B MHTEPAKTUBHOTO pa3Ka3BaHe, J[KEHKUHC
(2004) cmsiTa, ye TpsaOBa Ja pasrieKIaMe Ch3AATCIUTE HA MIPU HE KAaTO pa3ka3Bayd, a Karo
,,HapaTUBHU apXUTEeKTH". ,,Ch3/IaTeIUTe Ha UTPU HE MPOCTO pa3Ka3BaT UCTOPUU; T€ U3pabOTBAT
CBETOBE M OOPMST IPOCTPAHCTBA.”

B 1031 cMHUCHI MHTEPAKTHBHOTO pa3Ka3BaHE M KOMITIOTHPHUTE UTPH Ca KOHIENTYaTHO
CBBp3aHU C TEOPHSATA 3a BB3MOXHH cBeToBe M ¢ mpaktukarta (Pias, 2002; Ryan, 2001). ITo
nosobre Ha BB3MOXKHUTE CBETOBE KOMIIOTHPHUTE HIpH (YHKIIMOHUPAT B MOJYHHHUTEITHO
HAKJIOHEHHE: T€ MpPEe/3a/JaBaT BH3MOXKHOCTH 32 TOBa KaKBO MOXKE Jla CE€ CIy4YH B JWUTHTAIHA
cpena. Cropen Paitbn (2006), K0sATO M3MOJI3BA €IHO OTHOCHUTEIHO IIMPOKO OIMpPEICICHUE 3a
HapatuB (,,00BBP3BAaHETO Ha €AWH (UKIMOHAIEH CBST, THPIAL] Pa3BUTHE BHB BPEMETO, C
JEHCTBUATA HA CH3HATEIHU JEATENH € BCHYKO, KOETO € He0OXOAUMO Ha €IUH CEeMHOTHYEH
apTedaxT, 3a Ja OTTOBOPH Ha CEMAaHTHYHHTE YCJIOBHUS 3a HAPATHBHOCT'), TOBAa KBaJTH(HUIHPA
€/IHa KOMITIOThPHA UT'Pa KaTo Pa3Ka3BaTEIHO CPEICTBO.

basupaiiku ce Ha TonkoBa MIMpoKa NeUHUIUS 32 HAPATHB, IOPU KOMIIOTHPHUTE UTPU
W3BBbH JKaHpa Ha EKIIbH-aJBEHYBpA II€ MOraT Ja Ce OKAuecCTBAT KaTO HapaTWBHU. ToBa ce
oTHacs kbM T.Hap. Sandbox” urpu (Squire, 2008), KOMTO MO3BONSIBAT HA UTPAYNTE JIa TIPABSAT HA
MPaKTHKa KaKBOTO W Jia € BbB BUpPTyalHa cpena. Hsakom urpu cmecBar eneMeHTH oT sandbox c
MO-CTPOTa MOCIEI0BATETHOCT OT ChOUTHsA. B TBBpEe momyspHara cepust urpu Grand Theft Auto

(GTA) urpauute (OTAETHO OT M3MBIHABAHETO HA MHCHH) MOJIy4aBaT BB3MOXKHOCTTA Ja Kapatr

" Spatial narrative (aHr.) — TEpMHHBT CE OTHACS JI0 KOMITOTHPHHU UIPH, KOMTO JEKOHCTPYHPAT
HapaTUBHUTE HUIIKH, TIO3BOJISIBAIKH Ha Urpaya Jla peKOHCTpyUpa pas3kasa B XxoJa Ha urpata. Bxk. Celia
Pearce, ‘Spatial Literacy: Reading (and Writing) Game Space’, 2008
(http://homes.Imc.gatech.edu/~cpearce3/PearcePubs/Pearce FROG_FINAL.pdf). — B. p.

“ Sandbox (aHr.) — 6yKB. OrpajieHO MSCTO C ISCHK 3a MIPa Ha JIeNa, MSAChYHKUK. JKaHp B KOMITbTHPHHUTE
UTPH, TI03BOJISIBAIIL HA UTpada HAITBJIHO HEOIPAHWYEHO OT TpeI3aaicHH CTPYKTYPH U IIeIH OlepUpaHe ¢
JOCTBIIHOTO BUPTYAJIHO ChIbPKaHKE. — b. mp.
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kpagenu ko mpe3 GTA-rpamoBere W ga ciymar My3uka (BB BCSKa WIpa ce Ipeaiarat
pasnmuuan paauodectot). 1o To3m Haumn ¢ u3nmuzanero Ha GTA-Vice City (Rockstar Games,
2002), ,,xppcTocBaneTo  [Cruising] ce mpeBpbiia B eMOJeMaTHYHA ASHHOCT 3@ TO3U BHUJI UTPH.
[To-HaTaThK, UTPUTE HA EMEPreHTHOCT (BXK. 3.4. MO-rope) B KaUeCTBOTO UM Ha UIPH Ha
cBeToM3rpaxkaane (MiIM CHMYyJAllMd, Ka3aHO HA €3MKa HAa KOMIIOTHPHUTE UIPH) CHINO IIE CE
YHUCIIAT KbM HapaTUBHUTE, aKO MoJi3BaMe JeuHuImsaTa 3a HapaTuB Ha Paiten (2006). Te3u urpw,
CBBbp3aHu ¢ TperaTta kareropus Ha Tomopor ([1971] 1971) — uneonoruueckaTa CTpyKTypa (BXK.
Neitzel, 2000), — ce ompenensT OT CTPYKTYpH OT MpaBWiIa, MOPAXKIAIIY TTOBTOPUTCIHH H
peKypcHBHH JelicTBUsA. Taka BbB BCsAKa MrpoBa cecust Ha cumysnanusaTa Sim City (Maxis, 1989)
IIIc U3HUKBA Pa3lIMueH rpajl, HO JICHCTBHATA HA WUTpaya, KOHCTPYHpPAIIU rpaja, Mie ca MHOTO
CXOJTHH C ICHHOCTHUTE B MPEIUIIHA UTPOBH cecuu. B To3u cmucha Sim City Moxe 1a ce cpaBHH €
¢byrOona wiu Tenuca. [logoOHM Urpy HSIMAT IporpaMHUpaH B cede Cu Kpail, a OMBaT NPeKbCBaHH
OT BBHIIHU (hakTOpu (ITaMETOBHS KalalMTeT HA ¢IUH KOMIIOTHD WM MPOHU3BOJIHUTE BPEMEBH
orpanuueHusi). He e BB3MOXHO o0ave ga ce mpepaskake ,HCTOPUATA™ HA TE3U WIPH.
,Acropusta® wa wurpum kato Sim City wmm Civilization (Micropose, 1991) mnpurexasa

crpykrypara Ha xponukata (Neitzel, 2000), kosiTo He ¢ HapaTUBHA opMa B CTPOTUSI CMHUCHIT HA

IyMara.

3.7. AcnekTH Ha (PUKIMOHATHUSA CBAT HA UTPaATa

B xommioThpHUTE WUIpM U B UrpaTa BbHOOIIE pa3rpaHMYeHHeTo Ha HuUBara (¢dadyna u
AUCKYpC) € HembiHO. beiitchH (1972) TBbpAM, Ue NEHCTBUETO B UTpATa BUHATH 3aBHUCH OT €JHO
HUBO HAa METaKOMYHUKalus. 3a JaJieH urpad yOMBaHETO Ha YyJOBHIIE B WUIpa O3HAYaBa ,,A3
Ch3HaBaM, ue youBaMm uyjoBuIle B Urpa““. UrpaubT € HasiCHO ¢ TOBa, Y€ UTrpae.

B koHTekcTa Ha KOMIIIOTBPHUTE UIpU oOaue TOBa 3HAHUE HE € HYXHO Ja ce Oasupa
BBPXY aOCTPaKTHHU PAa3ChKIAEHUS OTHOCHO CEMHOTHYHHS cTaryc Ha urpara. [lo-ckopo camute
JIeCTBUS Ha Urpada Bede oOXBamlaT ABE OT HMBAaTa: HUBOTO Ha (ukmusTa (,,Mapuo cmacssa
npuHIecaTa’) ¥ HUBOTO Ha (PH3HUECKOTO JeHCTBHE (,,a3 HATHCKAM KOMOHHAITMS OT JBa OyTOHa™)
(Neitzel, 2004). ITo momobue Ha mepHOpPMATHBHUTE pPEUYEBH AKTOBE, KOWTO IPEIU3BUKBAT
MIPOMEHU B M3BBHE3UKOBHS CBAT, JACHCTBHUATA HAa Wrpayda BBPXY KOMIIOTHPHHS HHTEpdeiic (B
KOMOMHAIMsI C TEXHUYECKHUS amapar) NpeIu3BHKBAT MPOMEHU BHB (DUKIIMOHATHUS CBAT Ha

urpara (Neitzel, 2007a). ToBa 1BOWHO CBOHCTBO € MHKOPIPOPHPAHO B TEXHUYECKHUS amapaT Ha
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KOMITIOThPHATa Wrpa. J[OKaTo HEroBOTO TSUIO OCTaBa BBH OT WIpaTa, MIrpadybT H3BBHPIIBA
JCHCTBHS B UTpaTa IMOCPEACTBOM CEMHUOTHYHO TSUIO, HETOBHS T'€POM, CIIY)KEI[ KaTo CPEJCTBO 3a
BCUYKU UTPOBH ONEpaInH, KaTo GUKIHUOHAIHA (GUTYypa HA UTPATTHUS TUETE3UC U (B MPEKOBHTE
WUTpY OHJIAlH) KaTo TpPEACTaBUTENl Ha wrpada. Upe3 repos cu UrpadbT (YHKIIMOHHpA KAaTo
aKThOP B MIpaTa U B CHIIOTO BPeME € 3pUTE]: TOW BIKIa ceOe CH Ja JIelcTBa 4pe3 repos CH.
ToBa BOAM JO TpHM 3aciy)kaBalld BHUMAaHUE PA3IHYUS MEXKIY KOMIIIOTBPHUTE HUIPH U
HapaTUBUTE:

1) Meranencuc’, ,,crpaduBamo IBWKEHHE, YHHTO JOCET OTHBA OTBBJ HHUBATA H
rpanunure” (Ryan, 2004) e oOuuaiiHUAT ciaydail B KoMmioThpHHTe urpu. CraBa ayma HeE 3a
Xy/IO’KECTBEHA JeBUAIIMs, a 32 camaTa ocHoBa Ha urpata (Pier).

2) Karo mocieacTBue OT T3 JABE MO3UIMH (1a ObJCII €THOBPEMEHHO BBHTPE BBHB U
BbH OT (DMKIIMOHAIHHSI CBAT HA UTpaTa) KOMITIOTHPHUTE UTPHU HE CaMO IPEIOCTABIT HA UTpava
rieiHa To4ka, Ho u Touka Ha geiicrue (Neitzel, 2007b; Thon, 2009).

3) OUKIMOHATHUTE WIPOBU ICHCTBHS W (PU3MUYCCKUTE AEWCTBUSA (HA MIpaya W Ha
TEXHUYCCKHS arapar, MOKa3Balll Te3H JCUCTBUS) CE U3BHPIIBAT 10 €IHO U ChIIO Bpeme. Taka,
aKo yImojo0MM aKTa Ha pa3Kka3BaHE C aKTa Ha UTPacHe, e UMaMe KaTo pe3yiTar eqJHOBPEMEHHO

paszkasBane (Neitzel, 2000; Ryan, 2006), ¢bopma Ha paska3s, pAAKO CpelllaHa B JIATepaTypara

(Genette, [1972] 1980).

4. Temu 3a NO-HATATHIIHO U3CJIeBaHe

Bbnpeku ve mpe3 mocieiHUTe TOJUHM €A HAIIPABEHU JOCTA W3CIEIBAHMS, HAPATUBHUAT
aHaJIM3 Ha KOMIIOTbPHUTE UTPH, KAKTO U M3CIEABAHUATA BHPXY UIPUTE BBOOILE, ca BCE Ol Ha
HadalHo HMBO. Jlocera ce 3a0emnsA3BaT pa3MUHABAIll CE€ MOJIXOAM, HO HE M HAJIMYKME Ha ILIKOJIA,
HUTO ITbK CHIIECTBYBA KOHCEHCYC 110 OCHOBHHUTE BBIIPOCH. TOBa Ce IbKM HE CaMO Ha HOBOCTTA
Ha KOMIIOTBPHUTE UIPH, HO M HAa Pa3HOOOPA3UETO Ha U3CIEA0BATEICKUTE AUCIUILTUHA. Manko
U3CIIEA0BATENM Ha UTPUTE UMAT CHOCHO MO3HAHME IO HApATOJIOTUSA U BEPOSITHO OLIE IMO-MaJIKO
Ha Opoii HapaToJ03M ca 3all03HAaTH ¢ KOMIIOTHPHUTE UTPHU. Becuuku n30poeHu 1no-rope BhIpOCH
TpsIOBa /1a ce MOAJIOKAT Ha MMO-HATAThIIHM Npoy4yBaHus. HyHU ca moBeue aHaNM3u Ha OTIEIHU

ClIydyau, KaKTO U 0-0JIM3BK norjaea BBPXY PCKUMHUTC Ha OIIOCPCACTBAHC U BBHPXY BPB3KATA

" Cniopent TepmuHONorusTa Ha (penckus Hapatosor JK. JKbOHET, TpaHCTpecHpaHe Ha TPAHMIM MEKIY
HapaTHBHU HUBA WJIH JIOTUYIECKH yCTaHOBEHH cBeToBe. — b. mp.
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MEKIy HApaTUBHH U JIYAWYECKH CJIEMEHTH B ompenelieHu Urpu. OTBbBI HEOOXOIUMOCTTA OT
NpEIM3HA aHAIM3M HAa WIPUTE W TEXHUTC HAPATHBH, JBa IMO-TOJEMH BBIIPOCA 3acy)KaBaT
U3CIIC/IBaHE.

Ha HMBOTO Ha KYATYPHHUTE MPAKTHKU CIIOPBHT MEXIY JIYI0J03U M HAPATOJIO3U MOXKE Ja
Objie TPOIB/DKEH MO-HATaThK. TyK IenTa € He Ja ce peliaBa Jajld KOMIIOThPHUTE UIPH ca
HapaTuBH, WK (GOPMH Ha Wrpa, a Ja Ce M3CJeaBa Bph3KaTa MEXKIY KYJITYPHHUTE MPAKTUKUA Ha
paskazBane u urpacue. Cropen tBbpaeHuero Ha Onr ([1982] 1995) eana ,,BTOpMYHa yCTHA
IIMCMEHOCT" M3HMKBAa OT MHO)KECTBEHAaTa ynoTpebda Ha E€JIEKTPOHHUTE TEXHOJOTUU — MMaWKH
TOBa MpEABH[, B ObJele TpsOBa aa ce u3ciensa aand (M Kak) KOMIIOThPHT JONpPUHACS 3a

HU3MCCTBAHC HA PAa3Ka3BaAHCTO YPE3 UI'pa UJIM HA PA3KA3UTEC YpPE3 KOMIIIOTHPHH UT'PHU.
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