AYJINOBU3YAJIBHBIE UCKYCCTBA

YAK 79:7.06

MATEPUAIJI BE3 MATEPNAJIbBHOCTU: O9KCIIEPUMEHTAJIBHBIE BUJIEOUI' PbI KAK
XYAOXECTBEHHAS ITPAKTUKA MEJUANCKYCCTBA

EpmaxoB Tuxon KoHCTAaHTHHOBHY
Cubupckuii penepanbHbiii yauBepcuteT, KpacHospck, Poccus

Annomayun. COBpPEeMEHHBIC WCCIECIOBAaHUS BHJCOWTP TECHO CBSI3aHBI C MpobIeMamMu
oTpesieNIeHUs] XapaKTepa UTrpbl KaKk HOBOM 3CTETUYECKOM MpaKkTUKK. Pa3BuTue sKcrepruMeHTaIbHbIX
BUJICOUTP CBS3aHO HE TOJIBKO C WX BHYTPEHHHUM YCTPOWCTBOM, KOTOpPOE CIIOCOOCTBYET WX
BKJIIOUEHHUIO B O0JIACTh XYy/I0’KECTBEHHBIX NPAKTHK, HO W C BHEUIHUM KOHTEKCTOM, KOTOPBIH
OMPCACIIICT XaAPaAKTCP 3TOr0 BKIIFOYCHHA. Ananus pdaaa BUACOUTPOBLIX IMPOCKTOB, BBLIMICAIINX B
2000-e roaBI, TO3BOJISIET ONPEAEIUTh HECKOJbKO YCTOMYMBBIX BapUAHTOB JUCKYPCOB,
PacTBOPAIONINX MaTEpPUAIbHOCTh BUACOUTPHI. [IepBBIM TaKMM AMCKYPCOM CTaHOBUTCS Mpodiema
BCTpaWBaHMs BHUICOUTP B aKaJeMHUYECKOE IMPOCTPAHCTBO, JJsi KOTOPOrO HUIpa MpeBpaliaercs B
CHOCO0 MPAKTUYECKOTO OCYIIECTBICHUS TEOPETUYECKUX KOHILENTOB. BTOpPBIM IHCKYpPCHBHBIM
MIPOCTPAHCTBOM SIBJIIETCS 00JIACTh Pa3IMuEHUs KOMMEPUYECKHMX M HEKOMMEPYECKUX MPOEKTOB, IO
OTHOIICHHIO K KOTOPOMY XYHOXKXCCTBCHHOCTb BUJACOUIPLI ABJISAACTCA CHOCO60M CTUpAaHUs T'PpaHULbI
MEXIy MacCOBOW W y3KOW ayauTopuei. TpeTuil BapuaHT TUCKypca CBsI3aH C OCOOBIM BapHaHTOM
OTHOIICHUA MEXIy pa3pabOTYMKOM U ayJUTOpUEH, KOTOPOE I03BOJIIET HIPE IMPEBPATHTHCS B
MHUCTHYECKOE M HEOMpPENeNIEHHOE MPOCTPAHCTBO, YbsS PEMpPE3CHTAllUsl CBA3aHA C MPUHIUITUAIBHO
Pa3MBITON MaTEPHAIBHOCTHIO, CO3/IAI0IICH BOCTIPUATHE UTPHI KaK XYJ0KECTBEHHOM MPAKTUKU.

Knroueesvie cnosa: DxcriepuMeHTaIbHBIN reiMau3aitH, MeauanckycctBo, «Flowery, «Dear
Esthery», « TyK-TyK-TyK»

Jlna yumuposanusa: Epmakos, T.. K. Matepuan 6e3 MaTepruaibHOCTH: SKCIIEPUMEHTAIBHBIC
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MATERIAL WITHOUT MATERIALITY: EXPERIMENTAL VIDEO GAMES AS MEDIA ART
ARTISTIC PRACTICE

Ermakov Tikhon Konstantinovich
Siberian Federal University, Krasnoyarsk, Russia

Abstract. Contemporary video game studies are closely linked to the problem of defining the
nature of the game as a new aesthetic practice. The development of experimental video games is
linked not only to their internal structure, which facilitates their inclusion in the realm of artistic
practice, but also to the external context, which determines the nature of this inclusion. An analysis
of several video game projects released in the 2000s allows us to identify several persistent variants
of discourses that dissolve the materiality of video games. The first such discourse concerns the
problem of integrating video games into the academic space, for which games are transformed into a
means of practically implementing theoretical concepts. The second discursive space is the area of
distinguishing commercial and non-commercial projects, in relation to which the artistry of video
games is a means of erasing the boundary between mass and specialized audiences. The third variant
of discourse is associated with a special version of the relationship between developer and audience,
which allows the game to transform into a mystical and indeterminate space, whose representation is
linked to a fundamentally blurred materiality, creating the perception of the game as an artistic
practice.

Keywords: Experimental Game Design, Media Art, "Flower," "Dear Esther," "Knock Knock"
69



For citation:. (2025). Ermakov, T. K. Material without Materiality: Experimental Video Games
as Media Art Artistic Practice. Siberian Art History Journal, 4(4), 69-79.

Beeoenue

CoBpeMEeHHOE HCKYCCTBO 3HAYUTENLHO
BHUJIOM3MEHSETCSI 32 CU€T BIUSHUS HOBBIX
menua (Rush, 2022; Sosna, 2024), TpeOyromux
HE TOJBKO MEPEOCMBICICHHSI MPEKHUX BUJOB
UCKYyCCTBa, HO U CO3JAaHHUS COBEPIIECHHO
HOBBIX (DOpM, CBSI3aHHBIX C HM300pETCHHEM
Pa3IMYHBIX CXEM B3aUMOJICHUCTBUS MEXIY
3pUTENIeM, XYIOXXKHUKOM H TEXHOJOTHEH
(Glazier, 2019; Zielinski, 2013). Hossie
(hOpMBI HCKYCCTBA, B 3TOM CMBICJIE, HE TOJIBHKO
MIEPEOCMBICTISIOT THUIIBI u bopMbI
KOMMYHHKAIIUM, HO U CO3JAlOT HOBOE
MPOCTPAHCTBO  CPEACTB  XYJ0KECTBEHHOM
BBIPA3UTEIIHLHOCTH, CBS3aHHBIX KaK C OCOOBIM
TUIIOM  «TEXHO-BO3BBIIIEHHOTO»  (Mosco,
2005; Nye, 1996), Tak u ¢ TPUHIUITUATIBHO
HOBBIMU BO3MOXKHOCTSIMU BBIPAKEHUS
CMBICTIOB, KOTOpbIE HE OBUTM JIOCTYITHBI
npexkHed Menua-texHojoruu (Aarseth, 1997,
Koptseva, 2025a; Murray, 2011; Zotov, 2025).

Haubomnee  pemnpeseHTaTUBHOU dbopmoii
COBPEMEHHOTO HCKYCCTBa, CBSI3aHHOW C
HOBBIMH MeEJMa CTaHOBSTCS BHUJICOWTPHI, B

KOTOPBIX HAXOJISAT CBOE OTPAKEHUE TTPHHIIHITHI
MPOIIETyPHOTO BBICKA3bIBAHMUS, CMEIIAIOIIETO
(hoKyC BHUMaHHS C BU3yabHBIX, Ay TUATBHBIX
Y HApPAaTUBHBIX CPEJICTB BHIPA3UTEIHLHOCTH K
cnenuduaeckuM dpdexTam, BO3HHKAIOIIHM
KaK pe3yJbTaT B3aWMOJICHCTBUS DIIEMEHTOB
urpoBoii cucreMsl (Bodi, 2023; Bogost, 2010;
Pinchbeck, 2009).

HccnenoBanus XY JI0KECTBEHHBIX
0COOEHHOCTEH BHUIICOUTP B HACTOSIIECE BPEMS
MIPEJICTABIICHBI OOJBIIMM YUCIIOM PAa3THYHBIX
pabor, bopMuUpYOIUX CBOCOOPA3HYIO
WCTOPUIO TIPUHITHS BHUACOUTP B 00IacCTh
COBpeMEHHBIX mpobnem wuckycctBa (Gee,
2006; Kozlov, 2021; Leshhinskij, 2024;
Smuts, 2005). [Ipu sTOM Ha COBpPEMEHHOM
sTame o0co0yl poiib HAUYMHAIOT HrpaTh
WCCIIeIOBaHMs, oOOpamaronecs K OOMMM
npobnemam scretuku  (Kirkpatrick, 2011;
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Sharp, 2015; Sitnikova, 2025a; Sitnikova,
2025b; Titorenko, 2011) m k pa3IUYHBIM
dbopmaM B3aUMOJCHCTBUS MEXIy HIpodl H
npyrumu  dopmamu uckycctBa (Cho, 2018;
Denikin, 2010; Novikov, 2018; Patton, 2013),
BKJIIOUas CloJla U pelenuulo  o0pas3oB
TPAIUIIMOHHOTO HWCKYCCTBA B BHJICOMTPOBOM
MIPOCTPAHCTBO (Koptseva, 2025b;
Normanskaya, 2025; Parks, 2008; Shpak,
2024; Shurmanova, 2025). B pe3ynbTate, mpu
JOCTaTOYHO 00mBIION WU3YYCHHOCTH
mpoOJeMbl  CBSI3€H MEXIy BHJICOUTPOH |
HCKYCCTBOM, TOJBKO 3a0CTpsieTCsl mpobiema
MCCIJIETOBaHMsI BUJIEOUTPBI KaK UCKYCCTBa, T
3HAYUMBIMU CTAHOBSTCS MOJIXO/IbI, CBS3aHHBIE
C KOHLEMIMEH MEeIUaucKyccTBa U TeOopHei
KyJIbTYPOJIOTUH HCKYCCTBA.
Metononornyeckasi pamka, TaKUM
o0pa3oM, 3aKJIIOYaeTCs B HCIIOJB30BAHUH
MOJXOJIOB KYJBTYPOJIOTUH HCKyccTBa (Zaks,
2024), no3BOJIAIOIIUX PACCMOTPETh JIOTHKY
BKJIIOUEGHUSI M TPU3HAHUS BUACOUTPHI B
Ka4yecTBe XYJ10’K€CTBEHHOM TIPAKTHKH,
OJTHOBPEMEHHO C HCIOIb30BAaHUEM TEOPHi
MEMANCKYyCCTBA, MO3BOJIIOIINUX TPOSICHUTH
Xapakrtep CBSI3bIBAHUSA 3CTETHUYECKOTO
apdekra BHICOUTPHl C W3MCHCHHSMH B
obnactu TexHosoruu uckycctsa (Tribe, 2006;
Karlova, 2025). HaubGonee cymiecTBeHHBIM
KOMIIOHEHTOM J3TOT0  aHalu3a  SBIsSIeTCS
npobiieMa «MaTepHATLHOCTH» BUJCOUTPHI,
KOTOpasi MO3BOJISIET PACKPHITh OCOOCHHOCTH €&
penpe3eHTalny KaK BHJIa UCKYCCTBA.

Flower: 3xcnepumenm u akademuyecKuil

ouckKypc
Marepuan BUACOUTPHI HU  (POPMBI
AKCIIEPUMEHTHPOBAHUS HaJ HUM
MPOSIBIISIIOTCS B PA3IMYHBIX  BapHAHTax

KOHCTPYMPOBaHHUs TUCKYPCUBHOU MIPAKTUKU O
Croco0ax OLIEHKH M BOCIPUSTHS BUICOUTPHI.
OnHuMm U3 Hanbosee 3HAYUMBIX M, BEPOSTHO,
XPOHOJIOTUYECKU IIEPBBIM 110JI00HBIM
JUCKYPCOM SIBJISIETCS IIPOCTPAHCTBO OLIEHKHU



reiimMan3aiiHa, yxozsilee CBOUMU KOPHSMHU K
WHCTUTYLMOHAM3ALUN Tu3aiiHa Kak (hOpMBbI
npukiaaHoro TBopuectna (Freyermuth, 2016).
HaubGonee 3HauMMBIM STanoM CTAHOBUTCS
(dhopMupoBanue pohecCHOHATBEHOTO
nu3aiiHa, TpeOyromero Kak IMOATOTOBKHU
CHEIMAJIUCTOB, TaK M CO3/JaHuE€ MPAKTUK
OLICHKH pe3yJNbTaTOB HUX JesATeNbHOCTH. B
3TOM  pEeXHMeE HaIpsDKEHNE MEXIY
«pAOOBBIM» M «IKCIEPUMEHTAJIbHBIMY,
BBIBOJISIIIIUM urpy Ha YpOBEHb
XYJO’)KECTBEHHOM TMPaKTUKU, MPOSBIAETCS
yepes B3aUMOJCUCTBUE MEXIY
TEOPETUYECKUMH  TPEIANOJIOKEHUAMU U
NpUKIagHoOW  peanuzanmueil. OpHuM U3
HaubOojee  pernpe3eHTaTHBHBIX  MPUMEPOB
peayi3allMM  B3aUMOCBSI3M  NPAaKTUKU U
TEOPETUYECKOTr0 TUCKypca Au3aiiHa SBISETCS
npoekT «Flower», BbINyIIeHHBIH CTyauen
thatgamecompany B 2009 romy.

Flower ABIIAETCS pe3yJIbTaTOM
MOCJIeIOBATEILHON TPHUKIATHON pPa3pabOTKH
KOHLENIUU «TIOTOKay, M3Ha4aJIbHO
chopmynupoBanHori M. UukceHTMHXaiH
(Csikszentmihalyi, 2008) mns oOBsICHCHHS
COCTOSIHUS BKIIFOUEHHOCTU U COCPETOTOUCHHUS
YyeaoBeKa Ha ONpeeIEHHOM THIIE
NesTenbHOCTH. M3 4YncTO TNCHXO0Noruyeckoi
KOHLEMINH, CBSI3aHHOM c o0ImUMHU
npoGieMaMy KpeaTUBHOCTH U JI€ATEIbHOCTH,

«1moTok» yxe K Hawdaiy 2000-x ronoB
CTaHOBUTCS peMETOM aKTHBHOTO
OCMBICTICHHUS B cpene TEOPETUKOB
reiimauzaitna  (Schell,  2008).  Ilorok

WCTIONIL3YETCS IS OOBSICHEHHS COCTOSHHS
YAOBIIETBOPEHHOCTH OT UIPhI, MPAKTUYECKUE
BbIBOJIbI M. UHKCEHTMUXalU PEBPALAIOTCS B

peKoOMeHIannuu K IIOCTPOCHHUIO
HCKYCCTBEHHOU «KpUBOHI CII0KHOCTHY,
CIOCOOHOH y/Iep’)KUBaTh BHUMaHHUE UTPOKaA, HE
MIO3BOJISAA €My OTBJE€YbCS OT HIPOBOrO
mporuecca.

OmvH W3  OCHOBarenel  CTyauu
«thatgamecompany», [Ixenoa Ysupb, B x0j€
MOJIy4YeHUsI  MArucCTepCKOM  CTENEHU B
VYHusepcurere HOxHoi Kanmudophun,
HAaYUMHAET  UHTEPECOBATHCS npooaemMoit

MIOCTPOECHUS. UTPOBOIO OIBITA, MAKCUMAaJIbHO
[IOJIHO BKJIIOYAIOLIETO YEJIOBEKA B IOTOK.
Pe3ynbTaTroM cTaHOBHUTCS €ro MarucTepckuit
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AUTIIIOM, IIPAKTUYCCKHU pCaHH3OBaHHLIf/'I B BUJC

urpel  «flOw», wu3BecTHOM  3a  CUET
MOJICTPAUBAOIIICHCS ot UTpOKa
CIIO)KHOCTBIO, B  TEOPHUU  TIO3BOJISFOIIECH
yAEepKHBaTh  WIPAIOIIEr0 B Haubolee

ONTUMAJIBHOM TOYKE KPHUBOM CIIOMKHOCTH:
KOrZa 3aJaud  OJHOBPEMEHHO  SIBIISIFOTCS
JOCTaTOYHO CJIOKHBIMH, YTOOBI CO34aBaTh
HEKOTOpbIE NPENATCTBUSA, HO IMpPH 3TOM BCE
e ABISIOTCS Pa3pelIMMbIMU, YTO MTO3BOJISIET
n30ernyte  ¢pycrpamun.  «flOw»  yxe
SBIIETCS. CBOEOOPA3HBIM  SKCIIEPUMEHTOM,
HaIpaBJICHHbIM Ha OIpPEAEIEHUE MU IOMCK
IpaHul] MPHUBBIYHOTO HrpoBoro omsita. Ho

cBoeoOpa3Hoe «YYEHUYECKOE»
MO3UIMOHUPOBAHUE U TECHasg CBA3b C
aKaJIeMUYEeCKUM  IPOCTPAHCTBOM  JENAlOT
«fIOwy» wrpoit st y3KOW  ayaUTOpUH

(HecMOTpst Ha TMOCIEAyIoUlee W3JIaHUe s
koHconmu Playstation 3). bonee 3HauuMMBIM,
TakuM o0Opa3om, craHoBuTCs urpa «Flower»,
sBJsiOIasica mnepBbiM npoektom . UsHs,
M3HAYaJIbHO OPUEHTHPOBAHHBIM HA KPYIHYIO
ayJUTOPHUIO.

Bcé em€ onupascs Ha MOJENb IIOTOKA,
«Flower» craBuT Tmepen coboit  Goiee
amMOunosnyro  3amauy. Ecmu  «f1Ow»
HKCHEPUMEHTUPYET UCKITFOUUTENBHO C KPUBOH
cinoxkHoctd, TO «Flower» crpemurcs K
(GOpMHPOBAHHIO  KOMIUIEKCHOTO  UTPOBOTO
OTBITA, TPUBJICKAas BO3MOXHOCTH  BCEX
pENpEe3eHTaTUBHBIX 3JIEMEHTOB BHJICOUTPHI,
BKJIIOYAst CIOAa BU3YaJIbHBIH M, OCOOEHHO,
ayquanbHbIl psan. Pacmmpenue TeXHOIOTUM
KOHCTPYUPOBAHHUsI ~ WUTPOBOTO  ONbITA U
no3Boisier  «Flower»  oropBarhcsi  OT
UCKJTIOUUTENFHO aKaJeMUYEeCKOro AHMCKypca,
BCTPauBasiCh B IPOCTPAHCTBO MacCOBOM
UIPOBOM MpOAyKIMH. B mepByro ouepens,
TOMY CHOCOOCTBYET yTOUYHEHHE
XyHAO0XKeCTBEHHOro obpasza: ecimu  «flOw»
ABNIsieTCd aOCTpaKTHOW HWIpoi, B KOTOpOW
LEHTPaJIbHOE MEePEKUBAHUE CBA3AHO C YUCTHIM
XyH0KEeCTBEHHBIM ombIToM, To «Flower» Ha

YpOBHE BU3YaJIbHOU penpe3eHTanuu
npejaraet UTPOKY HappaTUB 0
IIPOTUBOCTOSIHUU IIPUPOJIHOTO u

HCKYCCTBEHHOTO, KOHCTPYHpPYS UIsl UIPOKA
CBOE0OOPA3HOI0 aHTArOHKCTA.



I[Ipu »>TOM cama XapaKTepUCTHKA
MPOCTPAHCTBA BO3MOXKHOCTEH MPHBOIUT K
TOMY, YTO WTPOK MPAKTUYECKH HE CIIOCOOEH
nmpourpatb. MeAWTaTUBHAS HaBUTAlUS B
UTPOBOM MIPOCTPAHCTBE MPUBOIUT K TOMY, UTO
UTPOK caM  KOHCTpyHpyeT Uil  ceOs
CJIO)HOCTB, BRIOMPAsi HACKOJIBKO Ka4eCTBEHHO
OH XOYeT NPONTH YPOBEHb, KaK MHOTO
OTJIENBHBIX HMTPOBBIX MPOCTPAHCTB OH XOYET
nmocetutb. B pesynbraTte,  BO3HHKaeT
CBOEOOpa3HbII UTPOBOM OTIBIT Ha
MepeceyeHn  KJIaCCUYECKOTO IMPeICTaBICHUS
0 CJIOKHOCTH U 0oJiee aKTyaJIbHOU IS KOHIIA
2000-x rOmOB MOIEIW MEIUTATUBHOIO
norpy>xenus (Malaby, 2007).

KitoueBbim 371ech SBIIETCS
HEOOXOUMOCTh TOTPYKEHUS BO BHEIIHUIN
TUCKYpC TUISt OCMBICJICHUS
(OKCTIEpUMEHTAIILHOTO»  XapakTtepa. He-
KOH(QJIMKTHBIA ~ TEUMIUICH,  SBIISIOIIHIACS
sapom  «Flower»  TecHo  cBs3aH  C
MIPEJICTAaBICHUSIMU O CTPYKTYpE M XapakTepe
UTPBI,  CPOPMUPOBAHHBIX  KIIACCUIECCKUM
reitmauzaitnoM (Fullerton, 2008), B koTopom
MOJIPa3yMeBAIOCh ~ 00sI3aTEIIbHOE  HAIMYUE
npsimMoro KoHGuukTa. TecHas CBS3b MeEXIy
relMIuieeM, BH3yalbHBIMH U ayJIUaIbHBIMU

pelLIeHUsIMU CBSI3aHBI c npoOaeMoit
MPAKTUYECKOW  peanu3aluedl  KOHLEMLHHU
«moTtokay. BiamMmopencteue «Flower» ¢

MOTOOHBIMU aKaJEMHUYECKUMH TUCKYypCaMHU O
npuponae reiMan3anHa u SIBJISIFOTCSI
HMCTOYHUKOM KOHCTPYHUPOBAHUSI UIPHI KakK
SKCIEPUMEHTAIBHOTO MPOEKTA.

B »TOM KOHTEKCTE Ba)KHOM CTAHOBHUTCS
npobiemMa onpeaeeHus MPOCTPAHCTBA
skcnepuMenTa. J[. UsHb, ¢ OOHON CTOPOHBHI,
AKTMBHO  B3aUMOJCHUCTBYET C  YHUCTHIMU
mpo0JieMaMi UTPOBOTO OMBITA, KOHCTPYHPYS
HOBBIE WrpOBbIe TpocTpaHcTBa. [lpu 3TOM
HETIOCPEICTBEHHBIM MaTepuail SKCIepUMEHTa
JIEKUT HE HCKIIYUTENLHO B  00JacTu
WIPOBOrO  OMbITA, a  MOJAECPKUBACTCS
HEOOXOIMMOCTHIO TIPAKTUYECKON peamnu3aiuu
KOHIIENTOB, HW3HA4YaJIbHO O(OPMHBIIUXCS B
HJIeaIbHOM MIPOCTPAHCTBE TEOPHH.
DKCHEPUMEHTUPOBAHUE  3]IeCh  SIBIISIETCA
MPaKTUKOW TIEpPEeBOJa TMOTEHIUAIBHOTO B
aKTyaJdbHOE, KOTOpass U  JIETUTUMHUPYET
XYJIOKECTBEHHBII CTaTyC UTPOBOTO IMPOEKTA.
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XyH0XKECTBEHHOCTh CTAHOBHUTCS PE3yIbTaTOM
ITPOU3BOJCTBA BHEIIHErO JUCKYypCa, KOTOPBII
onpenensier CHeu(pUIECKyI0
«MaTepUATbHOCTBY, KOTOpasi U CTAHET SIPOM
MPAKTUKU. XyI0)KECTBEHHAsI MPAKTHUKA 37€Ch
CTaHOBHUTCS OJHOBPEMEHHO U  CIIOCOOOM
M3MEHEHUS TUCKYpca 00 UTPOBOM MPOIYKTE, U

dbopmoii  peanuzanmMK W MPAKTUYECKOU
MIPOBEPKU TEOpHUH, 91O MO3BOJISICT
paccMarpuBaTh ~ TaKHMe€  IPaKTHKH  Kak
CYLLECTBYIOILINE Ha nepeceueHun
XYJI0’KECTBEHHOTO u aKaJeMHU4eCKOro
MIPOCTPAHCTBA.

Dear  Esther:  skcmepumMeHT U

KOMMeEpYECKasi COCTaBIISAIONIAs
[pyruMm npuMepoM OCYIIECTBIEHUS
XYyJI0)KECTBEHHOM TPaKTUKH B  KauecTBE
WUIPOBOIO MPOAYKTa SIBIAETCA NpOoeKT «Dear
Esthery», 4bst uCTOpUS CTAaHOBIIEHUS CBSI3aHA CO
B3aUMOJICHICTBUEM c KOMMEPYECKUM
cekTopoM. BaxxHo oTmeruTth, uTO (hopMma
BosuukHOBeHus «Dear Esther» cxomaa ¢
«flOwW», TIOCKONBKY TakKe BO3HHUKACT
M3HYTPU  aKaJ€eMHUUYECKOro  IPOCTPAHCTBA.
N3navanbHo IIPOEKT pazpabatbIBacs
TPYIIION CTYJEHTOB MoJa pykoBoacTtBoMm [l
IIunuOeka, HU3BECTHOI'O CBOHMU
JKCIIEPUMEHTAIHBIMU pabortamu,
HaIpaBJICHHBIM Ha OIpPEACIICHUE >KaHPOBBIX
IPaHHILI, KOTOPOMY, B YaCTHOCTH,
MPUHAIJICKUT " pan cTaTeH,
pednexcupyronux Hajx ocooeHHoctsamu «Dear
Esther» (Pinchbeck, 2006). Oxnako ecnu B
MPEALIECTBYIOIIEM NPUMEPE aAKaIEMUYECKas
cpela sBIsIach KIOYEBBIM MPOCTPAHCTBOM
OCYILIECTBJICHUS XYJI0KECTBEHHON IPAKTUKH,
To «Dear Esther» peamuszyer cebs 3a
MpeaesiaMy akaJieMHU4eCKOro IUCKypca.
OkcnepumeHT BHYTpH «Dear Esther» —
3TO 3KCHEPUMEHT, CBSI3aHHBIN c
KOHCTPYMPOBaHUEM HOBOT'O TUTIA
KOMMEPYECKOIO UTPOBOTO MPOJIYKTa,
KOTOPBIN MIPOTHUBOCTOUT MIPUBBIYHBIM
KQHPOBBIM ~ KOHBEHIIUSIM,  BBICTYIIABIINM
rapaHToOM  yCHEIIHOCTH  WIPbl  Cpeau
MaccoBoro urpoka. rpa npezacrasisietT co0oit
LEHTPUPOBAHHOE HA CIOKETE MyTEIIECTBUE O
octpoBy. Cam redmimend Takke JIMIIEH
3HAUMMBIX BBI30BOB, KaKk M B CiIydae C
«Flower». B aT0ll urpe Henb3s npourpars, a



KIIIOYEBOE HAIPsDKEHHE WIPOBOTO  OIBITA
CBSI3aHO C TOTBITKAMH UTPOKa pacmmppoBaTh
WUTPOBOM HappaTHB, OMPEACIUTh (QUrypy
paccka3urka M MOHATH, YTO K€ MPOUCXOIHIIO
Ha octpoBe. Cama CTpyKTypa, CKOpee,
Mo/Ipa3yMeBaeT ONBIT B3aUMOAEHCTBHUSI, OoJiee
XapaKTepHBIN JJI1 MHTEPAKTUBHOTO KHHO.

KiroueBoe HanpsxeHUe IpOsBISETCS B
pe3yabTare B3aMMO/ICHCTBUS MEXTy
pa3nu4HBIMU  BepcusiMu  uUrpel.  [lepBbrid
BapuanT «Dear Esther» Obul BbIIOTHEH B
dbopme momuduxamuu k urpe «Half Life 2»,
YTO  MOJApa3yMeBaeT  HEKOMMEPYECKYIO
MpUpPOAY  TPOEKTa, PEAITU30BAHHOTO  C
MOMOIIBI0  OTKPBITHIX ~ HCTOYHUKOB U
MPOrpaMMHOTO  oOecreueHusi,  KOTopoe
MPUHAUICKAT HE CaMUM  pa3pabdOTUHKaM.
[TogoOHast ¢Gopma CylIeCTBOBaHUS HWIPHI HE
TOJIBKO JIMIIAET €€ BO3MOYKHOCTH BBIXOJIa HA
KOMMEPUYECKH PBIHOK, HO U YCIIOXKHSET caMy
¢dopMy nocTyna K Hel, HOCKOJIbKY YCTaHOBKA
MoaubUKaITIH Tpedyer crenuaibHbIX
HaBBIKOB CO CTOPOHBI  IMOTEHIHMAJIHLHOTO
UTpOKa.

3arem «Dear Esther» mnepexomut B
KOMMepueckylo  (opMmy,  CBSI3aHHYIO  C
MOTIBITKAMU O(HUIMATIBFHO MTEPEHECTH UTPOBOU
MPOEKT Ha MPUOOPETEHHBINA ABUKOK, CXOXKUI
c M3HaYaJIbHON 1aThopMOoH,
WCIONB30BaBIICHCS  UId  MOAU(UKALUU.
OcTtaBnsisi B CTOPOHE CIIOKHYIO HCTOPHIO C

(uHaHCUPOBaHUEM IIPOEKTA, OTMETUM
XapaKTePHBIN s 3TOr0 xKecra
JETUTUMUPYIOUIYIO JIOTHKY, IO3BOJIUBILYIO

NIPEACTABUTh HOBBIA HUIPOBOM IIPOEKT B

Ka4yCCTBC MECPEMBIUKHU MCIKOY
HCKOMMCPYCCKUMU u KOMMCPYCCKUMU
HUI'POBBIMU MMpOCTPaHCTBAMMU.

Kommepumanusanuss Wrpsl CBA3BIBACT €€ C
0co0bIMU (hopMaMu TIPOU3BOACTBA, MIPH STOM
caM  XapakTep  M3HAYAJIbHOIO  IPOEKTA
MOAPa3yMEBAET €ro OTPbIB OT TOI'O UTPOBOTO
ONbITa, KOTOPBIM CBSA3aH C MAacCCOBBIMHU
IIpOAYKTaMHU. 3KCH€pI/IMCHT BO3HHKAET KakK
IPOCTPAHCTBO  COBMELIEHHS  M3HAYAIBHO
PAa3PO3HCHHBIX THUIIOB UI'POBBIX IMMPOAYKTOB.
Hecmotpss Ha cymiecTBoBaHHE 3aTeM
em¢ oxHoro Bapuanta «Dear Esther»,
BBIIIOJIHEHHOIO HA  OTJAEJIIBHOM  JIBUXKKE,
HUMCHHO HepBBIfI BAapHaHT MEPECBOJAA ABIACTCA
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AIPOM  DKCIEPUMEHTAJIbHOW  IPaKTHKH.
BaxHbIM B X0/1€ 3TOT0 NepeBO/1a U CTAHOBUTCS
MOHATHE  «XYJI0’)KECTBEHHOCTH»,  KOTOpPOE
ONpeseNsieT Wrpy Kak BBIMAJAIOUIYI0 3a
IIpeeibl CYILLIECTBYIOIIUX JUCKYPCOB.
WNHTepecHo, YTO 4YucCTasi HEKOMMEpYECKast
urpa, He TpEeACTaBlI€HHass B KayeCcTBE

XYJO’)KECTBEHHOM TMpaKTUKH, HE CIOCOOHA
NEPEUTH B TMPOCTPAHCTBO KOMMEPYECKOTO

IHCKypCa, 0CTaBasiCh MIPOU3BEICHUEM
HUCKIHOYUTCIBHO «JIKO 61/IT€JIBCKI/IM)),
BKIIOYCHHBIM B  OT/CJIBHBIC  COIHAIBLHO-

KyJIbTypHBIE TIpocTpaHcTBa (Reisinho, 2024).
Takum oOpa3oM, Kak W B CclOydae C
aKaJIeMHYeCKUM JIUCKypCOM, caMa 1o cebe
Xy/IOKECTBEHHAsT ~ TNpPaKTUKAa  IPeACTaéT
OJHOBPEMEHHO M CIIOCOOOM JIETUTHMALIUU
IKCTIEPUMEHTAIBHOCTH U (hopMoOl Meauanuu

MEXITY pa3acnEHHbIMU MHO>KECTBAMU
BH/JICOMTD.

BaxxHo OTMETHTH, YTO caM II0 cebOe
SKCIICPHUMEHT OISITh JKE HE CBs3aH C
OINpeeIEHHBIM MAaTEPUAIIOM.

DKCIIepUMEHTHPOBaHUE JIEKUT B o0JacTu
COBMEILIEHUS! JTUCKYPCHUBHBIX IPOCTPAHCTB U
CHoco00B MeIualuu MEeXAY MHOXECTBaMHU
Bujeourp. BHOBb MarepHasbHOCTh HIPBI
YXOAWUT Ha BTOPOH IUIaH, CTPYKTYypa UTPOBOTO
OIbITAa PACTBOPSAETCS CpPENM TOYEK BXOAA U
TUTIOB B3aWMOJICUCTBUSA MEXAYy HIrpod u
urpokom. Jluckypc o xommepueckoir (opme
UTPBI KOHCTPYHUPYET HE CTOJIBKO
MaTepUaIbHOCTh UTPBI, CKOJIBKO
onpenenéHHbId HA0Op OXUIAHHM, KOTOpHIE
UTPOKU NPOELUPYIOT HA KOHKPETHBIE UTPOBHIE
MPOEKThl.  XyAO0KECTBEHHOCTh  MO3BOJISET
pa3MecTuTb WUIpy 3a MpeAeaMu  ITHX
IUCKYPCUBHBIX MPOCTPAHCTB, MOCTYIUPYS €€
BHYTPEHHIOIO  ILIEHHOCTb, OTHOCHUMYIO K
BHYTPEHHEMY YCTPONCTBY WIpPBI, a HE K
BHEUIHUM €€ IIPOSBICHUIM.

TyK-myK-myK: IKCcnepumernm u coo6mecm30

[Tocnennum IIPUMEPOM
(GOopMHpOBaHUS  UTPOBOTO  SKCIIEPUMEHTA
ABJIAETCS poccuiickas Buuaeourpa «Tyk-Tyk-
TyK», BllylieHHas ctyauent «Ice-Pick Lodge»
B 2013 romy. [lamHag wurpa  Kak
XYJO’)KECTBEHHAs! NPAKTHKA OTIMYAETCS OT
[IPEIUIECTBYIOIMX IPUMEPOB, B MEPBYIO
odepelib, OTCYTCTBUEM CBsI3e c



aKaJIEMUYECKUM NPOCTPAHCTBOM. «TyK-TyK-
TyK»  SIBIIIETCSI  IIPOEKTOM  «3PEJIBIM»,
BBIMYIIIEHHBIM CTyJIMEH, YxKe oOnanaBiieit
ONpeAeNIEHHBIM BECOM U CBA3AHHOW UMEHHO C
XyJI0KECTBEHHBIMH MPAKTUKAMH.

[Ipexxne yem 0OpaTUTHCS K IMPOEKTY

«TyK-TyK-TyK», CTOUT  OTMETUTh, HYTO
MPEIIECTBOBABIIASl UCTOpHUS CTyJAWU HE
TOJIBKO nomorsa «lce-Pick  Lodge»

chopMHUpOBATh OMNpeACHEHHbIE OXUAAHUI Yy
WUTPOKOB 10 OTHOIICHHIO K COOCTBEHHBIM
MPOEKTaM, HO U CKOHCTPYHPOBATh BapHAHTHI
COOCTBEHHOTO JISTUTUMHPYIOIIETO HappaTHBa.
CoOcTBeHHBIN AWCKYpC OBUI  CBSI3aH €
npoknagamu H. JIBIOOBCKOro, MOCBSIIEHHBIM
mpoGiieMaM UrpoBOrO  OMbITa KaK TUMA
XyaoxecTBeHHOro nepexxuBanus (Dybovskij,

2005; Dybovskij, 2006). 3a cuér sTHX
BBICTYIUICHHH  (OpMHUpYyeTCs COOCTBEHHOE
MPOCTPAHCTBO,  KOTOPOE  HWIPAET  POJIb,
cBO€0Opa3HOTo «IEePEBEPHYTOTON»
aKaJIeMUYeCKOTO  THUCKypca, B  KOTOPOM
W3HAYQJIBHO  BO3HUKAET  MPAKTUYCCKUI
MIPOEKT, KOTOPBIi 3aTemM
«mpobnIeMaTHu3upyeTcs» B MPOCTPAHCTBE

TEOPETUUECKOT0 paccykaeHus. B otnuuue ot
PAaCCMOTPEHHBIX BBIIIEC MPUMEPOB, MO00HAs
MPaKTHUKa HE KOHCTPYUPYET SKCIEPUMEHT U
XYJI0’)KECTBEHHOCTb, OHA, CKOpee, OMHPAETCS
Ha yXe CPOPMHUPOBAHHOE MPEICTaBICHHUE O

BO3MOXKHOCTM  BCTpauMBaHMs B  JIHUCKYypC
XY 0’KECTBEHHOU MTPAKTUKH.
[Tprunnb U3HAYaIbHOIO

KOHCTPYHpPOBaHUS, Kak pa3 Haubosee SpKo
MpEeICTaBICHbl B HMCTOPUHM  Pa3pabOTKHU
npoekta «TyK-TyK-TykK», BOKPYT KOTOPOTO
ObLIa CKOHCTPYHPOBaHA JIETEH/Ia O ITUChME K
pazpaboTuukam», COAEpXKAIEM  OTPBIBKU
TEKCTOB M BHU3YyaJbHbIE MaTE€pPHaJIbl, KOTOPHIE
HEOOXOIUMO BKJIIOYUTh B UIPY, YTOOBI
n30exarh yyactu paspaboruuka. [1omoOHBII
JKECT HE TOJBKO CO37aéT MUCTHUYECKHH (Diép
BOKPYT MI'PBI, HO U TO3BOJSAET PACLIUPUTH €€
3a mpeJienbl COOCTBEHHO UTPOBOM pa3paboTKu.
B kagectBe aMcKypca, JETMTUMHUPYIOLIETO
SKCIEPUMEHTAJIbHBIA  XapakTep NpPaKTHKH,
noJIo0HOE B3aUMOJEHCTBUE C ayIuTOpHen
MOXXET OBITb MPOMHTEPIPETUPOBAHO KaK
IIPOSIBJIEHUE HECKOJIBKUX TEHJEHIUI.
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Bo-nepBeix, B3aMMO/JICVICTBUE c
ayIUTOpPHEN  TIO3BOJISIET  KOHCTPYHPOBATH
UTPOBOM  MPOIYKT KaK  CBOEOOpa3HBII
MapTUITUTIATOPHBIA  OMBIT, B  PE3yJbTaTe
KOTOpPOTO0 Wrpa CTAaHOBUTCS pPE3yIbTaTOM
KOJUIGKTUBHOW  nesrensbHOCTH  (Bourriaud,
1998). Urposas paspaborka cama mo cebe
IpeBpalaeTcs B IPOCTPAHCTBO CBOEOOpa3HOI
«METaurpe» €  ayJuTOpHeH,  KoTopas
BKJIIOUAETCSI B caMy [MPaKTHKy CO3IaHHs
HOBOTO MTpoBOro npoxaykra. [Ipu stom cama
MHUIMAIMS TPOU3BOACTBA WUIPHI BBIHOCUTCS
BOBHE, UTpa MPUXOTUT K Pa3pabOTUYUKaM U3
IpYroro MCTOYHMKA, M O3Ta HHAKOBOCTb
CTaHOBUTCS crocoOoM onpeaeeHus
XYJO’)KECTBEHHOCTH  WTPOBOTO  MPOEKTA.
[Toxoxas oruKa XapakTepHa, Halpumep, Jist
urpel «The Beginner’s Guide», muckypc o
KOTOpOM TMOJpa3yMeBall HAJMYUE BHEIIHETO
pa3zpaboTuuKa, SIBJISIBITICTOCS
JNEUCTBUTEIBHBIM aKTOPOM B IPOU3BOJICTBE
UTPBI.

Bo-BTOpBIX, MHUCTHUYECKUH XapakTep
urpel U €€ cBA3b TINpu  pa3paboTke C
ayIuTOpHell,  HampsMyl0  KOHCTPYUPYET
JTUCKypc 00 ocoOoM craTyce pa3paboTKh H
npousBoacTBa. CoaepkaHue UTPOBOTO OINbITA
npu 3TOM OKa3bIBAETCS BHOBb
«METauTrpOBBIM», HO HE CTOJBKO HAa YpPOBHE
CO3/aHUS WIPbI, CKOJBKO Ha YpOBHE
MHTEpHpeTanyy Urpbl. Kaskblil 3JIEMEHT UTPBI
MOXKET B TakOM JHCKypce COAEpXKaTb
HEKOTOPOE CKpBITOE IIOCIaHHE, KOTOpOe
yCUJIMBAET Bo3jeicTBHE Ha Urpoka. OcoObrit
XapakTep CBS3U C ayJIuTOpueit QGopmMupyer
WHOM BapuaHT XyJ0XKECTBEHHOro o0pa3sa,

KOTOPBIN OKa3bIBACTCs
«OKCIIEpPUMEHTAIIBHBIM» B CMBICJIE
MIPUHLUIIAATIBHON HEIOJIHOTHI,

COXPAaHSIOIICHCS TalfHbI, KOTOpasi HUKOTJa He
Oyzer pasrajaHa j0 KoHna B ayxe «bpocka
Kocreit» C. Mamnapme (Meillassoux, 2012).
«Tyk-TyK-TyK» HE TOJIBKO
KOHCTPYHPYET TPETHH BapHaHT JHCKypca 00
HKCIEpUMEHTE, HO, CBOEOOpasHbIM 00pa3oM
U3MEHSET ¥  XapaKTep OTHONICHUS C
MatepuaioM.  Temepp  MaTepHalbHOCTD
pacTBOpSIETCSI B CHIIy TOTO, YTO pa3paboTUMK
MPUHIIUITAATHHO HE croco0eH
KOHTPOJHMpOBaTh €€ 10 KoHIa. Hecmotps Ha



HaJIuuue y UTPBI KOMIIOHEHTOB
pENpe3eHTaTUBHOTO YPOBHS W HMX TECHOM
CBA3M C JPYI'MMH DJIEMEHTaMH HUIPOBOU
CUCTEMBI, OHH OKa3bIBAIOTCS
«HEKOHTPOJIUPYEMBIMU» pa3paboTYUKOM,
KOTOpbI CHOCOOEH TOJBKO CIIUTh 3TH
9JIEMEHTBl BMECTE, UTO IIO3BOJIAET MM
BBICTPOUTH COOCTBEHHBIE B3aUMOAECHCTBUSA 3a
IpesejgaMu yCTOSIBUIETOCS MPENCTaBICHUS O
MaTEpHAIbHOCTH.

3axknrouenue

B pe3ynbrare aHanuza HUIpoOBBIX
MIPOEKTOB, MOKHO MPEABAPUTEIILHO BBIJCIHUTD
TPU KJIFOYEBBIX JAUCKYPCA, KOHCTPYHPYIOIINX
MpelncTaBieHHe 00  OKCIepUMEHTE U
XYJI0’KECTBEHHOU MPAKTUKE.

Bo-niepBbIX, BHIIEOUTPHI CTaHOBSITCS
XYJI0’KECTBEHHBIMU 3a CYET B3aUMOACHCTBUSA C
aKaJIeMUYECKUMU JUCKYypCaMHu,
BKJIIOYAIOIIUMHU B ce0s, B MEPBYIO OYepe.b,
MpeACTaBICHUS 00 YCTOSIBLIUXCSI
TEOPETHUUECKUX KOHUEMUUAX TIelMIn3aiHa.
XyI0K€CTBEHHOCTh OKa3bIBAETCS MPAKTHKOM
BBIXOJAa 3a Tpenesbl HEOoNpeaeI€HHOCTH
TEOpPUM, YbH KOHIEMIUU Yepe3 MPAKTHKY
CTaHOBSTCA PEAIBHOCTBIO, KOTOpas JaJibliie
MOXXET OBITh JIETUTUMHU3HPOBAHA B JAPYTUX
BUJIaX UIpbl. PacTBOpeHHE MaTepHalbHOCTH
3/1€Ch CBSI3aHO C OTXOJIOM OT KJIACCHUYECKUX
bopm penpe3eHTauuu B CTOPOHY
KOHCTPYMPOBAaHMSI ONBITa B3aUMOJICHCTBHS
M€Ky UTPOKOM M UTPOBOM CHUCTEMOM.

Bo-BTOpBIX, OIHMM U3 3HAUYUMBIX
JMCKYpCOB CTaHOBUTCS MpaKTHKa
BCTpauBaHMs B KOMMepUecKyto cdepy. B atom
clly4ae, MaTepruaIbHOCTh BHOBb PACTBOPSIETCS
B ¢opme ombITa, a XyJOXKECTBEHHOCTh
CBSI3BIBACTCS c BO3MO>XHOCTBIO
CYLIECTBOBAHMSI ~OJHOBPEMEHHO B  JBYX
IIPOCTPAHCTBAX, ABJISASACH KaK
HEKOMMeEpUECKoi (hOpMOM IKCIIEPUMEHTA, TaK
U  UIpOW, JOCTYHMHOM i  MaccoBOM
ayJIUTOPHH.

B-TpeTbnx, BO3MOYKHO YCTaHOBJIEHHE
0coboii  (GopMBI  B3aMMOOTHOIICHHU  C
ayIUTOPHEH, KOTOpOE MO3BOJIAET
CKOHCTPYHPOBATh METaurpoBoe
IIPOCTPAHCTBO, B KOTOPOM MAaTE€PHAIBHOCTD
UTPbI pacTBOpsIETCS B CUILY eé
HEONPEAEIEHHOCTH,  OTCYTCTBUSL  SIBHOTO
OTBETa Ha BOIPOC O JACHCTBUTEIHLHOM
COJIEP’KaHUU UTPOBOTO OIIBITA.

CoBokynmHOCTh TpEX ATHX  (OpM

IUCKypca u ornpezenseT croco6
KOHCTPYHPOBAHHUS BHJICOUTPHI KaK
AKCIIEPUMEHTA, CBSI3aHHOTO c
XYJ105KECTBEHHBIMU MIPaKTUKAMHU
MeIManCKyCCTBA. Kounctpyupyemoe

crnenn(puIecKoe BOCIIPUIATHE MAaTePUATEHOCTH
MO3BOJIAET  BHJIEOMTPE, TOMEHIEHHOW B
MoJ00HBIE JTUCKYPCUBHBIE TPOCTPAHCTBA, M
MO3BOJIIET OCMBICIISATH COBPEMEHHbBIE UTPOBHIE
IPOAYKTBI B  KOHTEKCTE  JCTETUKH U
KYJbTYPOJIOTHH UCKYCCTBA.
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