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Abstract

From its very beginning, the field of game studies is haunted by the question of video game ontology:
what is a game and what are its fundamental components? Numerous authors, such as lan Bogost
and Alex Gekker, have written on the impossibility of establishing an exhaustive ontology of games.
At the same time, game design frameworks, such as MDA or SSM, are being continuously developed,
being ontological models themselves, designed for practical application. Striving to compare extant
models, many authors in game studies employ the term “ontology” in an uncritical manner, haphaz-
ardly inheriting meanings from different disciplines: ranging from philosophy to technical fields.
In order to work through the resulting contradictions, the article proposes an overhaul of the video
game ontology project, taking into account its roots in computer science, borrowing the concept of
conceptualization from the latter—and using this concept to replace the pursuit to pin down
the fundamental metaphysics of video games. Drawing from Ian Bogost’s “flat video game ontology”
and the post-humanities, the article argues for the necessity of “democratizing” video game meta-
physics—so that static models and fundamental definitions are surpassed by mutable conceptualiza-
tions made by multiple actors involved in the construction of games (or in their “ludosis”). By analogy
with “infra-language” of actor-network theory, the article offers a “ludosis-language”, which can be
employed to juxtapose, modify, and construct different ontological models of video games. A project
of an interactive platform called LUDOSIS is also described, in order to outline a possible operational-
ization of the ludosis-language.
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MockBa, Poccus
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AHHOTaALU4

Coepy Game Studies (uccienoBaHuil BUAEOUTP) C CAMOTO Hayaja MPOHU3BIBAET BONPOC 0O OHTO-
JIOTMM BUJIEOUTP: YTO TAaKOE UTPa U KaKOBbI €€ QyHIAMEHTabHble KOMIIOHEHTBI? Psifi aBTOPOB, Takue
Kak fIH boroct u Asnekc ['ekkep, TOBOPAT O HEBO3MOXKHOCTY YCTaHOBUTH OKOHYATEJIbHYIO OHTOJIOTHIO
urp. IIpu 3TOM napasiesbHO Pa3BUBAIOTCS relM-ausaiiHepckue (pelMBOpKH, Takue Kak MDA u
SSM, npencrapisomye cob0il OHTONIOrMYECKre MOJEN MPUKIIAAHOro Xapakrepa. CTpeMsICh COIo-
CTaBUTb CYLIECTBYIOLIME TEOPUM U MOJAEJM, MHOTHE aBTOphl B Game Studies nCHosb3yloT MOHATHE
«OHTOJIOTHST» HEepPe(pIIEKCUBHO, XAOTUYHO HACJIeNysl 3HAYEHWS U3 PA3/IMYHBIX JUCLUIIIMH: KaK (PUIIO-
copCKUX, TaK U TeXHUYECKuX. UToObl MpopaboTaTh BO3HMKAIOUIME B pe3ysbTaTe INPOTUBOPEYus,
CTaTbsl NIPEIJIAraeT MePECMOTPETh MPOEKT OHTOJIOTUU BUAECOUTP C YYETOM €0 KOPHEU B KOMIIBIO-
TEPHBIX HayKaX, 3aMMCTBYs OTTyla I[PUHLUUII NPUKJIALHON KOHUENTyaJIM3aUuMu — U 3aMEHAS UM
cTpemiieHre 3aUKCUPOBaTh (PyHIAMEHTANIbHYI0O MeTadu3uky Buneourp. Onupasch Ha <ILJIOCKYIO
OHTOJIOTUIO Bueourp» SlHa borocra 1 aBTOPOB MOCTTYMAaHUTAPHOTO HAINPABJIEHUs], CTaTbst 0OOCHO-
BbIBAE€T HEOOXOIVMOCTb «AE€MOKpaTU3alnn» METAapU3MKUA BUAEOUTP — TOE BMECTO CTaTU4YHBIX
Mopesied U PyHIaMEeHTaIbHbIX OIIpeesIeHNni Ha NIePeIHUM TIJ1aH BbIXOAST U3MEHYMBbIE KOHLIEIITYa -
JI3aLM MHOKECTBA aKTOPOB, IPMHMMAIOIIVX YYaCTHE B KOHCTPYUPOBAHNN UTP (B UX «JIIOJO3UCEY):
WTPOKOB, MCCJIefloBaTesIel, AU3aliHEpOB, KPUTUKOB U TaK gasnee. [1o aHanmorum ¢ «MHQPas3bIKOM»
B aKTOPHO-CETEBOW TEOPUU, B CTAThE IPEJJIAraeTCs <JIOJ03UC-3bIK», MOCPENCTBOM KOTOPOTO
MO>KHO COIIOCTaBJISATh OPYT C APYIOM PasjiM4HbIE OHTOJIOTUYECKME MOLEN BUNEOUTD, BUTOU3MEHATD
UX, & TaKKe KOHCTPYMPOBaTb HOBbIE. B KayecTBe ONepauyoOHAIN3aLUU 3TOTO SI3bIKA ONKCHIBAETCS
MPOEKT MHTepaKTUBHOMU maTdopmbl LUDOSIS u ob1ye npuHIUILL €€ paboThL.
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BBeneHue

Kak ykaspiBaeT Mapkky SckinnHeH (Eskelinen, 2001), uctopusi ucciaenoBaHuii
Buzeourp (game studies) BO MHOTOM OIPENEJISIETCS YCUIIUSIMU T10 ONIPEEJIEHUIO UX
OCHOBHOTO OOBEKTa, KOTOPOE IPEACTABJISIETCS HEOOXOIMMBIM [1JI1 OO0CHOBAHUS
game studies Kak aBTOHOMHOTO WHCCJIEIOBAaTEIbCKOTO HarpapjeHus. VIHpIMU
CJIOBaMM, <«IapafloKCajibHasl 3a7jaya CO3[AaHUSl UHTEPAUCLMUIVIMHAPHOW AUCLM-
mHb (Stenros & Kultima, 2018, p. 344) noxpasymeBaeT 1o cO60M MOCTOSIHHYIO
BbIPAOOTKY OTBETOB Ha BOIIPOC — «YTO TAaKOE BUTIEOUTPA».

Coepa game studies (ganee GS), 3aHHUMAOLWIASICS STUM U CMEXKHBIMU BOIIPO-
caMi (U3 YEro COCTOMT WIPa, KaK YCTPOEHbI OTHOLIEHUS MEXAY €€ dJIeMEHTaMH,
7€ TIPOJIeraeT IPpaHuLa MEXIy WIPOBOM M BHEUTPOBOI PEaJIbHOCTSIMU) TPALULIM -
OHHO XapaKTepU3yeTcsl KakK «OHTOJIorus Bungeourp» (Bogost, 2009; Berymunckuii &
l'ananuHa, 2016)

ScneH Opcert u [laBen 'pabapuuk B crathe “An Ontological Meta-Model for
Game Research” (Aarseth & Grabarczyk, 2018) cyMMUpyIOT 1 06001LIAIOT HECKOJIBKO
BU,EOUTPOBBIX OHTOJIOTMYECKUX MOJIEJIeN Pa3jIMYHbIX aBTOPOB, IIO-Pa3HOMY OIIpe-
IEJISIIOIMINAX COCTaB U OTHOLIEHNS KOMIIOHEHTOB UrPHI (TIpaBUJl, MHTep(derica, Happa-
TUBA, UTPOKa U T.1.). OpceT u 'pabapyuk paccMaTpuBalOT 4 U3BECTHBIX MOJEJU
(2018, p. 8) u 9 onpenenenuy noHsaTus «urpa» (Aarseth & Grabarczyk, 2018, p. 9),
Y 9TO yXe JA€T HaM IIPEICTAaBIEHUE O HACBIIEHHOCTU [IPEJMETHOTO T10J1 CaMbIMU
pPasHBIMM TEOPETUYECKMMU IIPOEKTaMH{, CTPEMSIIMMUCS OaTb CBOM  OTBET
Ha KJIIOYEBBIE BOIIPOCHI OHTOJIOTMY BUL,EOUTD.

OHTOJIOrMYeCKME MOZEIN BULEOUTP MOTYT MMETh HE TOJIbKO T€OPETUYECKU-
MEXOVCUUIIMHAPHBIN, HO U TPUKIAIHOM Xapakrep — Hamnpumep, mozenu MDA
(Mechanics, Dynamics, Aesthetics) (Hunicke et al, 2004) u SSM (System, Story,
Mental Model) (Grip, 2017) sBASIOTCSI PEXAE BCETO NU3aMHEPCKUMU (PPEMBOP-
KaMy, TPU3BAaHHBIMU [IE€KOMIIO3MPOBAaTh MIPbl HA Psf, 6a30BbIX CTPYKTYPHBIX
AJIEMEHTOB M KaTeropuy CymHocTer (B ciydyae MDA 5Ty Kateropuu 3BydaT Kak
«MEXaHUK{, IOUHAMUKU U DCTETUKU»), YTOOBl CUCTEMATHM3UPOBATH IPOLECCHI
MIPUHATHS OU3aNHEPCKUX PELIEHUI.

OnHAKO CTOMT 3aMETUTh, YTO JU3ANHEPDI U UCCIIEOBATENN TOIXOAST K OHTO-
JIOTMM WUrp MO-pasHoMy. [Ijis1 uccienoBartesiell BUAEOUTP BaXKHA IMOJHOTA OHTO-
JIOTMY, MaKCUMaJIbHO TOYHO OINUCBHIBAIOIIEN OOBEKT UCCIIENOBAHUSI — BUIEOUTPY.
VIMEHHO CTpEMJIEHUEM IOCTUYb 3TOM MTOJIHOThI OOYCJIOBJIEHBI PAOOTHI BPOZE «OHTO-
Jlorm4eckor meta-mogenn» Opcera u ['pabdapuuka (Aarseth & Grabarczyk, 2018).
DTO UeJienosiaraHue CTPOro aKaleMUYeCKOro XapakTepa, OHO Majlo CBS3aHO
C 33auell MPOEKTUPOBAHUS BUNEOUTP. B 3TOM cTaTbe MBI NPEANPUMEM MOIBITKY
NI0Ka3aTh, YEM MOJXKET OBITb I0JIE3HO KOPPEKTHO BBLICTPOEHHOE COJIMKEHNE MEXKIY
aTUMU chepamu.

B maHHOM CTaThe MbI TAKOKE OCYLIECTBUM CXKATbIN 0630pP OHTOJIOTMM BULEOUTP
KaK HallpaBJIEHU$, IOIBITAEMCSl ITPOOIEMATU3NPOBATh €r0 C ONOPOM Ha KPUTUKY
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NOCJIEIHUX JIET M IPEIJIOKUM CBOU IOIXOHbl K MEPECMOTPY OHTOJIOTMYECKUX
uccnenoBanuil B Game Studies ¢ y4€TOM paCCMOTPEHHON KPUTHKY.

B nocnegHeM paspesie CTaTbu Mbl MPENJIaraéM CBOM IOAXO[ K OHTOJIOTMU
BU,EOUTP, OCHOBAHHBII HA INMEPEOCMBICIIEHUY IOHSTUS IIOJO3UC», BBEAEHHOTO
¢uHCckuM wucciaenosareneM @Opancom Msaips (Mayra, 2008). Kpome Toro,
MBI TIpegyiaraeM npoekt maatdopmel LUDOSIS, koropas no3sosmiia 6s1 paboTaTh
C OHTOJIOTMSIMA BUJIEOMTP HE KaK CO CTaTUYHBIMM U B3aMMOUCKJIIOYAIOMIAMU
(dhopmanbHBIMUA MOJIEJISIMY, @ KaK C U3MEHSIEMbIMH, B3aUMOCOYETa€MbIMU U CUTYya~-
TUBHBIMU COOPKAMU.

OHTOJIOTUS «OHTOJIOTUUY»?

[Tpo61€MBI C OHTOJIOTUEN BUIEOUTP HAYMHAIOTCS €11e Ha YPOBHE CAMOIO 3TOTO
noustus. K coxxanenuto, MHorue aBTopsel Game Studies HEKPUTUYHO UCIIOJIB3YIOT
CJIOBO «OHTOJIOTMSI», 3a4aCTyIO HE [jaBasl ONKCAHMS CaMOroO IOHSTHS U MOSICHEHMS,
OTKyJ}a OHO 3aIMCTBYETCSL.

Hanpumep, B Tekcte “The Word Game: The ontology of an indefinable object”
Acnena Opcera u I'opmoHa Kaneu (Aarseth & Calleja, 2015) c0BO «OHTOJIOTHSI»
BCTPEYAETCS] HWCKJIIOUMTEIbHO B Ha3BaHUMU. [lOSICHEHMS] TMOHSTUIO B CTaTbe
He naétcs. dpanc Msiips B kHure “An Introduction to Game Studies” roBopur
O TOM, 4TO 33Jla4a OHTOJIOTMM BUIEOUTP — Ha (PyHAAMEHTAJIbHOM YPOBHE OIpefe-
JINTh, YTO 3HAUUT «UrPa» UM «urpatb» (Mayra, 2008, pp. 156-157). DTo poIHHUT €ro
¢ MeTapu3NIeCKUMU UCCIeN0BaHUSIMU (PEHOMEHA UTPbI, [TPeIIIeCTBOBABIINMU 9pe
KOMITHIOTEPOB U TIPEICTABJIEHHbIMU TIPEXE Bcero Moxanom Xénsuuron (1992).
B Tekcre “Videogames are a Mess” (Bogost, 2009) flu Boroct yTBEp>XIaerT,
YTO 107l OHTOJIOTHEN UMEET B BUYy MMEHHO MeTadusnKy Mrphl A BoT Koze 3aran
B “Game Ontology Project” (Zagal & Bruckman, 2008, p. 2) sBHO yKa3bIBaeT Ha TO,
YTO €ro IOHSTUE OHTOJIOTUM OTHOCUTCS He K (¢uinocodun u meTtadusuke,
a K TIOHSITUIO OHTOJIOTMY M3 KOMIIBIOTEPHBIX HayK (‘the term ontology is borrowed
from computer science, and refers to the identification and (oftentimes formal)
description of entities within a domain”) (2008, p. 2).

Hanee, Opcet u 'pabapuuk B padore “An Ontological Meta-Model for Game
Research” (Aarseth & Grabarczyk, 2018) emeé 60JbIIe yCIOKHSIOT CUTYaLMIO TEM,
YTO B KQU€CTBE OHTOJIOTMYECKUX MOZEJIEN OyIoyT PaBHO pacCMaTpyUBaTh KaK OHTO-
sioruto 3arana (Zagal & Bruckman, 2008), Tak u mogesns Opcera u Kanen (Aarseth &
Calleja, 2015) — XOTS 3TU «OHTOJIOTUU» OTHOCSTCS K Pa3HbIM NUCLUIIMHAM U
OTTOrO OTJINYHBI [10 CBOEMYy Ha3HAa4yeHUI0. TakuM OOpa3oM aBTOPBI «OHTOJIOTMYE-
CKOHI MeTa-monenn» crpeMsrcs cnactu Game Studies OT y4acTy «OIMCcaTesIbHOro
M30JSIIMOHU3MAa», TIPU KOTOPOM «MEXIVCLUUIUIMHAPHOE I10JI€ IPEBPAIlaeTCs
B POCCHINb 000CO6IEHHBIX OUCLMIIIVH, JIAIIb HOMUHAJIBHO OOBEAVHEHHbIX U3y4a-
eMbIM MU peHomeHoM» (2018, p. 5). OnHAKO B CTPEMIIEHUU K MEXIUCLUIIMHAP -
HOCTHU OHU yJEJISIIOT MUHMMYM BHUMAaHUSI TOMY, KaK MOTYT OTJIMYAThCS LieJIernosia -
raHus pa3HbIX OHTOJIOTUYECKUX [TPOEKTOB.
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CnoBO «OHTOJIOTHSI» CPOPMHUPOBAHO U3 rpedeckux “ontos” (6wiTue) u “logos”
(cnoBo) (“Ontology,” n.d.). lanyum KpaTyanmumii 0630p €ro MUCTOPUM.

[ToHsiTME 6bLIO BBEAEHO B 1613 romy HE3aBUCUMO ABYMSI HEMELKUMU (HUIIOCO -
damu: Pynonsdpom loknennycom B «dunocopckom Crnosape» (Goclenius, 1613) u
sIkobom Jlopxaogom B «Punocopckom Teatpe» (Lorhard, 1613). 3agaya oHTONOTMM
B ¢usnocodpuu 61u3ka K metadpusuke U crpemutcs cHOpMUPOBATh TaKOW HAOOP
KJIACCOB CYLIHOCTEH, KOTOPBIY ONKCHIBAJI ObI BCEJIEHHYIO, B KOTOPOI Mbl HAXOIOMMCH],
Y TI03BOJISJI Obl NMOHMMATh NPOLECCHI, IPOUCXOISIINE B ITOM BCEJIEHHOU. Takum
00pa3oM, OHTOJIOTHS — 3TO MNojpasfen MeTapuanku O knaccupukaluu BCETO,
YTO HAXOJUTCS BO BCEJIEHHOHM, M OINMCAHUU CBS3EH MEXAY I3TUMU SIBICHUSMU.
Pe3ysIbTaTOM OHTOJIOTMYECKOTO MCCJIEIOBAHUS SIBJISIETCS IOJTy4€HUE OHTOJIOTMYE-
CKUX MOZEJIEN (KOTOPBIE YaCTO TAKXKE HA3bIBAIOTCS «OHTOJIOTHSIMUY»), COLEpP KaIMX
B cebe Kak pa3 Habop KJIACCOB U MX OTHOWeEHWN. OJHAKO Nocjenyouue paboTsl,
B vyactHoctd, «Dunocopckue wuccnenoBanusg» (Wittgenstein, 1953) Jloopsura
ButreHmrenHa, $SpKO [IE€MOHCTPUPYIOT HEBO3MOXHOCTb KaTErOpu3alldd BCEX
CYLIHOCTEN MUpA. DTa IPOOIEMaTH3aLys IPUBEJIA K TOMY, YTO UCCIIEN0BATEIbCKAN
doKyc cMecTuicsi B CTOPOHY (POPMUPOBAHHUS OHTOJIOTMYECKUX MOJieieil B HEKO-
TOPOY KOHKpeTHOM obsiactu (domain). Tako# moaxon Obll HAa3BaH «IIPUKJIALHOMN
oHTOJIorneN» (applied ontology) u nosty4uns 60s1p110€ PACIIPOCTPAHEHNE B KOMIIbIO -
TEPHBIX HAayKax — HaIPUMEP, B MIPOEKTE «CeMaHTU4YeCcKo nayTuHel» (Breitman et
al., 2007, p. 8).

Huxosa I'yapuno (Guarino, 1998, p. 2) roBOpuT 0 TOM, 4TO 3azada ¢puiocod-
CKOM OHTOJIOTMU — C(OPMHUPOBATH HAOOP KAaTErOpuii, KOTOPBIV ObLJI ObI HE3AaBUCUM
OT $13bIKa, HA KOTOPOM 3TOT HabOP KaTeropuil ONMCaH; B TO )X€ BPEMS 33/1a4a OHTO -
JIOTMY B KOMIIbIOTEPHBIX HayKax (Computer Science, nanee CS) — cOCTaBUTb HEKO-
TOPBIN CJI0BAapb, KOTOPBIN ONUCHIBAJ ObI KOHKPETHBIE [TOHATHS B 3TOM 00JIaCTU U UX
B3aMIMOOTHOLIEHMS1. UTOOBI 136€KaTh TAKOTO TEPMUHOJIOTMYECKOrO TYNMKA U HApy-
IIEHUS TIEPBOTO NPaBUJIa JIOTHKY, ['yapuHO NpepJiaraeT BBECTU TEPMUH «KOHLIETI-
tyanusauus» (1998, pp. 2-3) gssg CS, KOTOPbII MOT Obl 3aMEHUTD OHSITUE «OHTO-
Jlorum» B 3TOM cdepe.

Inst ontosnoruit xe ['yapuHo npepgaraet noHstus (1998, pp. 7-8) «BepxHey-
poBHEBasl OHTOJIOTUS» (top-level, upper-level ontology), 3amaya KOTOpPOX — OIKCHI-
BaTb HEKOTOpbIE OOIIMEe IJIs1 BCEX OOJIACTEM KOHLENTHI (HAIIpMMeEp, BPEMsI WU
IIPOCTPAHCTBO) — U «IIPUKJIaJIHAs oHTOosIorus» (applied ontology), 3agayeir KOTopon
CTaHOBUTCSI ONKMCAHUE HEKOTOpPOH obsactu (domain). I'pybep B “Toward principles
for the design of ontologies used for knowledge sharing” (Gruber, 1995) Toxe
ONUCBIBAET KOHLENTYANN3ALUIO, HO YK€ KaK «aOCTPAKTHBIN, YIPOLIEHHBIA B3IJIS]
Ha MUP, KOTOPBIN MBI IIBITAEMCSI IPEACTABUTD C TOM WU UHOM Liesiblo. Kaknas 6asa
3HAHUM, CUCTEMA, OCHOBAaHHAY Ha 3HAHMSX, M areHT, ONEPUPYIOLIUN 3HAHUEM,
MMEIOT CBOIO KOHLENTyaJu3alvio — SIBHO WIM HesBHO». [Ipu 3TOM, COIJIaCHO
I'py6epy, OHTOJIOTUS SIBJISIETCS] PE3YJIbTaTOM TaKoi KOHLenTyanusauuy. bappu CMur
B “Blackwell Guide to the Philosophy of Computing and Information” (Smith, 2004)
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obpaljaeT BHMMaHuUE€ Ha TO, 4yTO ['pybep Takum 0OOpa3soM CMEUIAET Pa3rOBOP
00 OHTOJIOTMU OT OHTOJIOTMYECKOrO peajn3Ma — TO €CTb IPEACTABJIEHUSI O TOM,
YTO OHTOJIOTMSI TOYHO INPEACTABISET PEAIbHOCTb — B CTOPOHY IPELCTaBJIEHUS
O KOHLENTyaJu3alyy, KOTOpas MOXKET ObITb BEpPHA WM HE BEpHA [ OIpe-
nenéHHoN peasnbHOCTH (Smith, 2004, p. 162). CnenoBaTenbHO, NPUKIIALHAS OHTO-
JIOTHSl 1)1 KOMIIBIOTEPHBIX HAYK — 3TO HE TOYHOE IEPEYNCIIEHUE BCEX KaTeropui,
a CKOpee YIIPOIIEHHOE M Y3KOCIELMAIbHOE MPEICTABIEHNE O «Paboynx» KaTero-
PUSIX, KOTOPOE MO3BOJISIET M10JTy4aTh HEKOTOPBIN NMPOAYKTUBHBIN PE3yJbTaT B HEKO-
TOPOI 00JIaCTHU.

Takum 06pas3oM, CO BpEMEHEM yBEJIMYMBAETCSI IOHITUNMHASL AUCTAHLIMST MEXY
OHTOJIOTHEN B KOMIIBIOTEPHBIX HAyKaxX M KJIACCUYECKOW 3anafgHoil MeTapU3MKe.
B To Bpems Kak i1 puinocopry BXKHO MOHSTh, YTO U3 CE0s1 HA CaMOM JieJie MIpef -
CTaBJIsIeT OOBEKT MCCJIEIOBAaHUSI U HA KAaKUE€ KATETOPUMM €ro MOXKHO pa3OuTh,
st CS BakHA HE TOYHOCTb OCMBICJIEHMSI OOBEKTa, a TaKas KOHLENTyal1n3alusl,
KOTOpasi 1103BOJUT (OPMUPOBATH 151 IPEIMETHOM 06J1aCTH 3BpUCTUYECKHU dPdeK-
TUBHblE YTBEPXKIEHUS M [1aCT BO3MOXKHOCTb PaboTaTh C HeW NPOLYKTUBHBIM
00pa3oM.

C TOYKY 3p€HUSI UCTOPUU ITOHATHUS, JII00asi OHTOJIOTHSI BUL,EOUTP IIPEICTABISET
CO00¥ IMEHHO «IIPUKJIAIHYIO OHTOJIOTHIO®, TaK KaK ONMCBHIBAET OT/IEJIbHYIO O0JIACTb!
COOCTBEHHO BuAcoUrpsl. [Ipy sToM reiiM-gusaiiHepckue (QpeiMBOPKU IO THUITY
MDA (Hunicke et al., 2004), npu3BaHHble IOMOYb B Pa3pabOTKe, OJMDKe K «KOHLeTI -
Tyanusauuny» 1o ['yapuHo. OHU He CTpeMSTCSl Cco37aTb METa(pU3UKy BUIEOMUTIPH,
onucatb €€ (QyHIAMEHTAIBHYIO PEeaJbHOCTb. VX 3amaya — o06jyerdyuTh paboTy
Iy3aiHepa.

[ToaTOMYy, Ka3a10Ch Obl, HE CTOUT PACCMATPUBATh MX B OJJHOM Psily C paboTamu
1o mertapusuke BUIEOUTP — BeAb Takue (PPENMBOPKU IPOCTO HE CTaBST INEpPEN
coboyt meraduszuueckux 3anay. OJHAKO, KaK MbI IOIBITAEMCS IIOKa3aTb HUXKE,
B KOHTEKCTe MeTapU3NKU BUIEOUTP, BO3MOXKHO, Haubosiee 3GPEKTUBHON CTpaTe-
rMen cerogHs OyneT MMEHHO OO0palleHue K YaCTUYHBIM KOHLENTyaIU3alusMm U
BPEMEHHBIM 3BPUCTMKaM. He CTOUT MBITaTbCS MCIOJIb30BAaTh IU3AMHEPCKUE
(PpEeVMBOPKU KakK MOZACIOPbe 17151 GYHIAMEHTAILHOTO OINPENEJIEHNs BUIEOUTPE] U
€€ KOMIIOHEHTOB — HaIlpOTUB, IIOJIe3HEE BOCIIPMHUMATh JIIOObIE OIpe[eseHus
BU/IEOUTPBl MHCTPYMEHTAJIbHO, KaK BpPEMEHHbIE U CUTyaTUBHbIE peLIEHUS,
nofo6HbIe (PPEeIMBOPKaM.

[Torpy>kasice B 6apaak

Ha nporsokenumn cymectBoBaHus Game Studies psii, aBTOpoB — cpenu
koTopbIx Anekc I'ekkep (Gekker, 2021), fIn boroct (Bogost, 2009), Credpanu bosyk u
[Tarpuk Jlemb€ (Boluk & Lemieux, 2017), Cebactesin Herepaunr (Deterding, 2015) —
IpO0JIEMAaTU3NPOBAJI HEOOXOIMMOCTh (POPMUPOBAHUSI YHUBEPCAIBHOW U OIpPE-
nenéHHON MeTadU3UKY BUEOUTPBI.
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B obmux yeprax mnpob6iemy omnucbiBaeT boroct B cBoell crathe «Bappak
B Bugeourpax» (“Videogames are a Mess”) (Bogost, 2009), rie oH Ha IpuMepe CBOUX
MCCJIEJOBAaHUI B3JIEKTPOHHBIX UrpoBbiX maTdopm (platform studies) yka3seiBaer
Ha HEBO3MOXXHOCTb OOHAPY>KE€HUSI KaKOro-jambo (pyHIaMEeHTaJIbHOTO, «I10-HACTOSI-
IIEMYy PEQJILHOTO» CJI0S CYLECTBOBaHMS BUIeoUrpsl. [loguépkusas posb miatgopm
B OHTOJIOTUYECKOM KOMIIO3ULMY BUAECOUTP, BOrOoCT NEMOHCTpUpYET: 33, Ka3ajaocCh
Obl, MAaKCUMaJIbHO (POPMAJIBHBIM OIPELEJIECHUEM HUIPhI (HAllpUMEP, KaK CUCTEMBI
IIPaBWJI), IPU3BAHHBIM OIMCATh «UI'PYy-KaK-TAaKOBYIO», BCEI7la MOXKHO OOHAPYKUTh
KaK MUHMMYM €II€ OJHY PEaJIbHOCTb, 6€3 KOTOPOM 3TOT NPEAIOIOKUTEIBHO KPae-
YTOJIbHBIY CJION TaK K€ HE MOT Obl CyLIECTBOBATS.

Jl7151 OOBSCHEHUMSI 3TOU CUTyallUM OH 3aUMCTBYET IIOHSTHE <«OeClopsigKay
“mess”) y akTopHO-ceTeBoro Teoperuka Jxona Jlo. «bappak» noppasymeBaeT OTKa3
OT YCTaHOBJIEHUS BCEOOBEMIIIOLIMX OHTOJIOTUN Y CTATUYHBIX (POPMAJIbHBIX MOJIEJIEN
— U, HAIIPOTUB, «I103BOJIIET OECCBI3HOCTSIM NPOSIBUTHCS» (Bogost, 2009; Law, 2006),
yCTymnasi MECTO CUTYaTMBHOMY, KOHKDETHOMY aHa/IN3y BUIEOUTPOBBIX COOPOK U
coenMHeHuil. VccnenoBaresb 3asBiseT:

«B Bugeourpax 6apgak. Ham He cTousio 6bl U IBITATHCS €r0 YCTPAHUTb — JaXKe €ClIU
3TO ObLTIO ObI BO3MOXKHBIM» (Bogost, 2009).

B crarbe “Against Game Studies® (Gekker, 2021), KpUTUYECKU OLEHMUBAIOILEN
COBPEMEHHOE COCTOSIHME AMCLMIUIMHBL, Ajlekc ['ekkep ykasblBaeT Ha TOT (akKT,
YTO OHTOJIOTMYECKME 1e6aThl 00 Urpax MPOMOJDKAIOTCS MO CEH IeHb — HO B TO XK€
BpeEMS 33a4M YETKOU eMapKaluy «ATPOBOTO» U «HE-UIPOBOT0O» CTAHOBSITCSI BCE
MEHEE PEJIEBaHTHbl 10 MEpe pacClIpOCTPAHEHUSI WIPOBBIX U TEHMILIENHBIX
3JIEMEHTOB B He-urpoBbIx Menua (Deterding, 2015). [ekkep roBOPUT 06 yBeIMYEHUN
«TIOPUCTOCTU» M Pa3MbITOCTA OOBEKTOB UCCJIENOBAHMI BUAECOUTP: OH IPHUBOAUT
B [IPUMEP «HEUTPAOGEJIbHBIN» KOHTEHT, TAKO! KaK CTPUMBI Y BUZIE00JIOTH, IIPY 3TOM
SABJIAIOIINNCS PacClIMPEHNEM BUIEOUTPOBLIX MUPOB. C IOPYyroil CTOPOHbI, BULEO-
UTPOBbIE MEXAHUKM BCE 4alle IPOSBISIOTCS B IPYrMX BUIAX MeAua, NPUMEpPOM
YEMY CJIY>)KAT MHTEPAKTUBHBbIA (uibM «YepHoe 3epkasno: bpanpammerr» (“Black
Mirror: Bandersnatch”), Beimenmuii B 2018-m rony (Gekker, 2021, p. 77). Orcioga
BO3HMKaeT MeTtadopa «IIOPUCTOCTU», UCNIOJIb3yeMas ['ekkepoM: Bce GoJibiie (popm
HAYMHAIOT CBOOOJHO LMPKYJIMPOBATh MEXIY WUIPOBBIMM Y HE-UIPOBBIMU MEINA,
Y TPaHMLA MEXIy HUMU CTAaHOBUTCS BCE 6osiee MpoHuLaeMoit. [1o MHeHMIO nccie-
IoBaTesisd, 3TO CTABUT II0J, YTPO3y OOOCHOBAaHHOCTb CYIIECTBOBaHMS camux Game
Studies kak OTHENPHON cQepbl TyMAHUTApPHBIX HAyK, II0 KpavHENl Mepe,
B HpIHeIHeM Buze (Gekker, 2021, p. 77).

Credanu bosnyk u Ilatpuxk Jlempé (Boluk & Lemieux, 2017) onuceiBaioT
(PEHOMEH, IOJIyYMBIINY HA3BAaHUE «METAreIMMHI», KOTOPBII BKJIIOYAET B CE€0s1 BCE
MHOroo0pasye IpPaKTMK HApYILIEHUs] OHTOJIOTMYECKOW TIPAaHULBI «Marn4eckoro
Kpyra», IMPU3BAHHOIO OTHEJSATh WUIPOBYI0 PEAJBHOCTb OT OCTAJIbHOIO MMPA
(Tekinbag & Zimmerman, 2003). K metareiimuHry bosyk u JleMbé OTHOCAT, IOMUMO
npoyero, MopauHr («paHarckas» MoauduKalys MPOrpaMMHOrO obecrieyeHus
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UTPBbl), CTPUMUHTI (OHJIAH-TPAHCJISALMS UTPOBOTO INPOLIECCA), KOHTPIUIdN (Hame-
PEHHOE MPEHEOPEKEHUE LEJISIMUA WM [IPAaBUJIaMU UIPBl) — U B LIE€JIOM MCIOJIb30-
BaHNE€ UTPOBBIX NPOIYKTOB IIOMUMO 33JyMOK MX Pa3pabOTYMKOB WM M3JATEJIEH,
4acTO B KOMOMHauuyu € He-urposbM [IO wim BHe-UIpOBBIMM Menua. SIpKum
[IPUMEPOM METarelMUHIa SIBJISIETCS «3a0aCTOBKa» (PpakLMU JIOTUCTOB B MHOTO-
T10JIb30BaTEJIbCKOM BOEHHOM cumysisitope “Foxhole”, ciyuuBmascs B 2022-m rony
(Granger, 2022). Jlorucrsl, KjlacC WIPOKOB, OTBEYAIOIIMX 3a I[NOCTaBKYy HAa BUPTY-
aJIbHBIM (PPOHT IPUIIACOB U CHAPSA0B, COOPMUPOBANIN «IIPOPCOI03» Y BbIIBUHYIIN
pa3paboTyrMKamM TPeOOBAaHUSI MO UBMEHEHUID MEXaHUK UIPbl U 060Jiee OTKPBITOU
KOMMYHUKaluy ¢ (paHaTCKUM COOOLIECTBOM. UTOObI IOOUTHCSI CBOMX L€JIEH, UTPOKU
13 MpodCo3a BPEMEHHO IMPEKPATUIIM CBOIO JIOTUCTUYECKYIO [ESTEJIbHOCTD
BO BCEJIEHHOW UIPBbI, YTO YACTUYHO «I1apAIN30BaIo» GPOHT. TakK, rpaHuULbl 1 HOPMBI
UIPOBOM PEAJIbHOCTH HEOXUAAHHO PACIIMPUIIMCh, CTaB IUIOMWIAAKON 1Sl JIOKAJb-
HOTO IOJIMTUYECKOTO IIPOTHMBOCTOSIHUSI MEXAY WIPOKaMU U Pa3dpabOTYMKaMM
“Foxhole”, mpu4yeM COBEPIIEHHO HEOKUIAHHO [JIs1 CAMUX Pa3pabOTUMKOB.

CoBpEMEHHBIN TEXHO-KYJIbTYPHBIY MOMEHT XapPaKTEPU3YETCSI CTPEMUTEIJILHBIM
pa3BUTHEM U pacHpocTpaHeHHeM (POpPM MeTarelMUHIA, a TAloKe TaKUX SIBJIEHUM,
Kak reimudukanuonnsie cucrembl (Kope¢, 2015), BUIEOUTPOBOE COBPEMEHHOE
uckycctso (Fuchs, 2012), nepBasuBHbIE UIPHI (WJIU «UATPHI B aJIbTEPHATUBHON PEalb-
HOoCTU») (Duggan, 2017). BC€ 5TO TOBOPUT O pacCTyIleM KOJMYECTBE TPaHCMeE-
IOUaNbHBIX UIPO-TIOAOOHBIX «rmopunoB» (Jenkins, 2007), He yKJIaAbIBAIOIMXCS
B 4YETKME OHTOJIOTMYECKUE Kareropuu. Kak numer 'ekkep,

«II0 ME€pE YCKOPEHHUS STUX IMPOLECCOB, <..> BOINPOC “YTO TAaKOE€ MIrpa U rue eé

TpaHMIbl” 3HAUUT BCE MEHbILIE MO CPABHEHUIO C BOIPOCOM “YTO UTPO-NOJOOHBIE
00BEKTHl 3HAYAT [IJ11 MHAMBUIA U AJ1s obuiectBa”» (Gekker, 2021, p. 77).

Takum 06pa3oM, GOTOCTOBCKUII «Oaprak» yCyryossieTcs 110 Mepe HEMUHYEMOTO
PasBUTHS HOBBIX MTPOBBIX (POPM, TOrAa Kak game studies He ycrieBaioT OOGHOBIISITH
CBOIO METOZ0JIOTUIO B COOTBETCTBUM C TPEOOBAHUSIMUA BPEMEHU.

B KauecTBe BO3MOXKHOIO BBIXOJIa U3 3TOTO Kpusuca ['ekkep npezjaraer oopa-
TUTBCSL K ITIOCTTYMAHUTAPHBIM MCCIeIOBaHUsIM (post-humanities) — coBpemeHHON
MEXIVMCIUIIIMHAPDHONW 006J1aCTU, KOTOPOW CBOWCTBEHEH OTKa3 OT INPeA3aJaHHbIX
WY [yaJIMCTUYECKUX MOJEJIEN, MPETEHAYIOIINX HA YHUBEPCAJIbHOCTb, B I10JIb3Y
BHUMAHMS K KOHKPETHbIM MaTe€pHUajibHbIM IIPAaKTUKaAM, IIOCPEICTBOM KOTOPBIX
4YEeJIOBEYECKUE 1 HE-Y€JIOBEYECKME areHTbl COBMECTHO IIPOU3BOAAT OHTOJIOTAYE-
CKUe peanny, 00yCJIOBIMBAOIMIKE UX cylecTBoBaHue (Pettman, 2019). Cpegu maru-
CTPaJIbHBIX aBTOPOB Y TEYEHUMN 3TOM 00J1aCTH MOKHO Ha3BaTbh HOBBIV MAaTEPHUAJIM3M
Honns! Xapayait (2020), areHTuBHbIN peanu3m Kapen bapag (Barad, 2007), akTopHO-
CETEBBIE U «IJIOCKUE» MOAXObI K OHTOJIOTUY OOLIECTBA, NPEICTaBIeHHbIE [[KOHOM
Jlo (2015), BpyHo Jlatypom (2020), accaMOISDKHBIM NoaxonoM Manyansa [lenanna
(2018), aHTPOI10JIOrOB «OHTOJIOTMYECKOTO IIOBOPOTA», TAKUX KakK Dayapay Busenpyiu
ne Kactpy (2022b, 2022a).
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O6IKM MECTOM MJisi TOCT-TYMAHUTApHBIX aABTOPOB SBJISETCSI IONBITKA
IIPEOJIOJIEHNS] aHTPOIIOLEHTPU3MA U CBSI3aHHBIX C HUM 0a30BbIX OHTOJIOTUYECKUX
IPEATOCHUIOK U NyaJlu3MOB: HAlIpUMeED, B ciydae ¢ rnpoekrom dununna Jeckosa —
paznesnenus Ha Ilpupony u KysbTypy, Ha «€CTECTBEHHOE» (CO30aHHOE IPUPOLON) U
«MACKYCCTBEHHOE» (CO3IaHHOe 4yesioBekoM) (Ieckoia, 2012). Anexkc I'eKkep CXOXXuM
00pa3oM KpPUTHUKYET YCTOSIBIIMECS Oyaiu3Mbl B cepe game studies, Takne Kak
«JIIO0JIOTHS1/HAPPATOJIOTUS], WUrpa/UrpoK, HamepeHue/cmbicin» (Gekker, 2021,
p. 76). BMeCTO HUX OH IPHU3BIBAET MEPEUTU K «IIOCT-AYJIUCTCKOW OHTOJIOTHIY,
KOTOpasi «MEHee CKOHILIEHTPUPOBAHA HA OINPELEJIEHNH IPAHULL OOBEKTOB (B JAHHOM
Cjlyyae — WIp) U BMECTO 3TOTO IPEACTABJSET MX KaK KOHTMHYAJIbHbIE SIBIEHUS,
«IIPOCTUPAIOLIMECS HA €IMHON OHTOJIOTMYECKOM IIJIOCKOCTY U MMEIOLIE [IPOHMLA-
eMble rpanuLb» (Gekker, 2021, p. 76).

Cxoxxum 00pasoM, afpecysi OIMCAaHHYI0 UM ITpobsieMy «bapiaka», SIH boroct
IpeaJiaraeT MPOEKT «IJIOCKOM OHTosiornu Bugeourp» (Bogost, 2009), cumsosnn-
YECKM 3aKpbIBAOIMN Ae6aTel 00 OINpEeNesIeHNd TOro, 4YTO TaKoe BUAECOUTPA.
B ero ocHOBe — IPUMHLMIIAAIBHAS OTKPBITOCTb U AHTU-PENYKLMOHU3M: BO3MOX-
HOCTb BKJIIOUEHMS JIIOOBIX DJIEMEHTOB, KOTOPbIE€ IOKXXYTCS HaM PeJIEBAaHTHBIMU
1711 KOHKPETHOro aHayim3a (06yab TO (usnKa MIPOBOM IMJIAT(MOPMBI, TEJIECHOCTb
WUIPOKA WJIA BHEIIHOCTb INEPCOHAXEHN) U OTKa3 OT CBELEHUSI OJHUX 3JIEMEHTOB
K IpyrM (TO €CTb NPU3HAHMSI KAKOro-jInOO aCleKTa CYIEeCTBOBAHMSI BUIIEOUTPHI
KaK «(yHIaMEHTAJILHOTO»).

J17151 060CHOBAHMSI IIJIOCKOM OHTOJIOTUY BUAECOUTP boroct Taxke odpamaercs K
COBPEMEHHON (uiocopun — K TaKMM aBTopaM, Kak KeeHTMH Meitsacy, ['pam
XapmaH u JleBu bpaiiaHT, Hapsaay € yKe yIIoMsAHYThIMY Bblie Jlatypom u Jlo. Camo
IIOHATHE «IIJIOCKOY OHTOJIOTMU» UCCJIEA0BATE b 3aMMCTBYET Y bpanaHra:

«Ecny Mbl cOrylacMMCs C IpU3biBaMU XapMaHa U bparaHTa CIUIIOIUTE OHTOJIOTUYe-

CKO€ TII0JIE TaK, 4YTO BCE OOBEKTHI 6y,ILYT NUMETb paBHbIE HNCXOJHBIE II03NLINUH,

pe3yJIbTaTOM 3TOro OyAeT IUIaH HeAUCKPUMMUHUPYIOUUX PasjiMyuil, B KOTOPHIX BCe
aCIIeKThl UTPBl IOTEHIMAJIbHO paBHO3HA4HbI» (Bogost, 2009).

Kak nockast oHTos0rMs Bueourp borocra, u Tak MocT-IyaaucTCKasi OHTO-
sorus 'ekkepa ONMCHIBAIOT aHAJIOTUYHBIA TEOPETUYECKUIA JKECT B MCCJIEIOBAaHUU
BUJIEOUTD. 3ajjadyeil KOTOPOTO SIBJIIETCS MTPEOOpPA30BAHME OHTOJIOTMM BUIIEOUTD
13 (POPMAIMCTCKOM [AMCUMIUIAHBI, HANPABI€HHON Ha BBISBIEHUE «IIOJJIMHHBIX
CTPYKTYP BHIEOUTPBI», BO YTO-TO ropasfo 60jiee BOCIIPUMMYMBOE K HEOLHOPO -
HOCTU M€JyMa, TMOPUIHBIM O0BEKTAM, [IOTPAHMYHBIM CIIY4asiM U BCEBO3MOXXHOMY
«bapraKy».

Ham xoresioch Obl MOAXBAaTUTh M MPOJOJDKUTH STOT KecT. Ha Ham B3I,
IJ1s1 9TOTO HEOOXOAMMO INPHUCTYIUTb K pa3paboTKe TaKOW METOHOJIOTMH, KOTOpast
COOTBETCTBOBaJIa Obl ONKUCAHHBIM aMOMLMSIM «HOBOW OHTOJIOTMM BUAECOUTPY:
TO €CTb IO3BOJISIZIAa Obl paboTaTh C pacTylleldl HEOJHOPOJHOCTbIO WIPOBOIO
MEJIUyMa, HE CKaTbIBasICb B PEAYKLUMOHM3M M IPEXIEBPEMEHHOE 3aMbIKaHUE
TPaHMULL «MArn4eCKOro Kpyray.
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BO3MOXXHO, KTO-TO KOrZa-HUOYyAb OOO3HAUUT 3TO IBMKEHHE KAKMM-HUOYIb
3BYYHBIM MPUJIaraTesibHbIM, IPUCTABJIEHHBIM K CJIOBY «IIOBOPOT», KaK 3TO MPUHSTO
B MEXIUCLUUIUIMHAPHBIX WCCIENOBaHUIX. HO mnepes 3TUM NPEeICTOUT BBIIIOJIHUTD
60716111011 00BEM Pab0ThL. Kak Mbl yoKe M0Ka3asy, IEpeYeHb aBTOPOB, COCTABJISIOUINX
IIOCTTYMAHUTAPHBIA ~ UHTEJUIEKTYaIbHBIM  JlaHAmwadT, KpalHe  OOLIMPEH,
a MX MOIXOIbl YPE3BBIYAMHO pasHOPOnHbL. I ecnu, Kak mnpepnjaraer [‘ekkep,
Hall [TyThb JIEKUT Yepe3 3TOT JaHImadT, B paMKax JaHHON KOHKPETHOM CTaTby HaM
IPUIETCS BBIOPATh ONPENEIEHHBIN MapIIPYT, YTOObI HE 3a0/1yIUTLCS. B cienyromem
paszesie Mbl IIOMNBITAEMCS HAIIYTATh MMOIXOLSUIYI0 OTIIPABHYIO TOYKY, 0Opaliasich
K [IpUBEAEHHBIM aBTOPAM, — U OTIIPABUTHCS B IIYTh.

Ot 6appaka K ceTsam

SIH BorocTt onuceIBaeT psi BO3SMOKHBIX METOLIOB PAbOTHI C «IIJIOCKOY OHTOJIO-
ruen Bupeonrp». Cpeny HUX KCCIIENOBATENb YIIOMUHAET CBOM aBTOPCKUM METO[L
«€IMHUYHBIX ONlepalvii» WU «IOHUT-onepauui» (“unit operations”), paccmaTpusa-
IOIIMI Pslibl OCMBICJIEHHBIX IUCKPETHBIX COEOVUHEHUI MEXIY OTHEJIbHBIMU MaTe-
PUAJIBHBIMU 3JIEMEHTaMU — «IOHUTaMu». «lOHUT-aHanmm3» (“unit analysis”) nmpenno-
JIaraeT BO3MOKHOCTb OOHAPYKEHUS U «IE€PEYETa» ITUX OIEPALUM KaK B Xy[OXKe-
CTBEHHBIX IIPOU3BENIEHUSX, TaK U B TexHUKe (Bogost, 2006). JIt0601 13 «IOHUTOB»
(emMHML) MOXXET ObITb PACCMOTPEH KaK COBOKYIIHOCTb IIPYIMX «IOHUTOB», TAKKe
(QOPMUPYEMBIX TIOCPENCTBOM IOHUT-omnepauuii. Cxoxkel CTPYKTYpOr 006JafaroT
O0BEKTbl B  OOBEKTHO-OPHMEHTHUPOBaHHON  ¢unocoduu I'pama  XapmaHa,
Ha 4TO yKasbiBaeT cam boroct (2006, p. 5). TakuM 06pa3oM, «IOHUT-OIlEepaLn»
BXOJAT B [IEPEYEHD IIJIOCKMX OHTOJIOTUN BUIIEOUTP, IIpejiaraéMelii boroctom.

Kakue emé Mbl MOXXEM OOHAPY>KUTh B 9TOM IIEPEYHE MOJIEJIY, [103BOJISIOMINE
HaM paboTaTb C «IUIAaHOM HEIUCKPUMMUHUPYIOIIMX Ppas3nyuii, B KOTOPbIX BCE
ACIEKThI UIPbI TOTEHIMAIBHO PAaBHO3HAYHBI» (2009)?

J71s1 Borocta oKa3bIBaeTCsl BXXKHO MOA00PaTh TEOPETUYECKYIO OITHKY, KOTOpast
Obl B JOCTaTOYHOM CTENEHM YTBEPXKZasa «BEIHbI Xaoc» (2009) Bupeourp, u
TaKOBOM OIITMKOM [JisI HEro OKasbIBaeTCcs MMeHHO “‘mess’ [IkoHa Jlo, maBmui
Ha3BaHUE CTaThe (OPUTMHAJIBHOE Ha3BaHMe cTaTbu — “Videogames are a Mess” —
uMeeT (OpPMY OHTOJIOTMYECKOTO YTBEPXKIEHUS: «Buueourpel — 3TO 0Oaphak»).
1o 3TOro OH MPSMO OUCTAHLUUPYETCS OT aKTOPHO-ceTeBOM Teopuu bpyHo JlaTypa,
TaK KakK JIATypOBCKas (PUIypa CETH KAKETCSI EMY «YPE3MEPHO HOPMAJIM30BAaHHOMY.
Jaxxe narypoBckoe mnoHsitMe “imbroglio” («myTaHuipl, NpYU KOTOPOM “HUKOTIA
He SICHO, KTO U 4TO JEUCTBYET”»), 10 MHEHUIO borocra, cauimkom ¢GpopMasbHO U
oprann3oBaHo (2006).

[Ipy 3TOM OH HE YKa3bIBAa€T, I0YEMY HOPMAJIM30BAHHOCTb aKTOP-CETU OKa3bl-
BAETCS JIJ11 HETO U30BITOYHOM, TOTIa KaK IMCKPETHBIN (POPMaIM3M IOHUT-ONepalnii
— HeT. 37ech 6ynTo Obl MOXKHO YBUIETH MPo6es B uHTeprperanuu Jlatypa boro-
ctoM. ['0BOpSL O CXOXXEM MPENIONIOKUTEIBHOM HEINOIOHMMAaHUM JIATYPOBCKOTO

- 234 -


https://doi.org/10.46539/gmd.v8i1.625

Galactica Media: Journal of Media Studies. 2026. No 1 | ISSN: 2658-7734
Game Studies | https: //doi.org /10.46539/¢md.v8il.625

TEOPETUYECKOTO IMPOEKTA CO CTOPOHLI ['pama Xapmana, Hopa XamsaitneHn u Typo-
KrmMmo JleXTOHEH NUIIyT:

«OH He OTHOCHUTCSI IOCTaTOYHO CEPbE3HO K IMIMPUYECKON CTOpoHe duiocopun
JlaTypa 4, TakuM 0Opa3oM, TEPNUT HeyJady B TOM, YTOObI B IIOJIHOW Mepe OLE€HUTb
3HaYeHue SMIIMPUYECKUX aKIEHTOB B BOIIPOCE O TOM, Y€M SIBJISIETCSl JIaTypOBCKasl
metadusukay (Hamalainen & Lehtonen, 2016).

XAMSJISIMHEH U JIEXTOHEH YKasbIBAlOT, YTO XapMaH OLIMOOYHO BUIUT 1i€Jib
Jlatypa B co3paHny MeTapr3n4eCcKoy CUCTEMBI KJIACCUYECKOTO THUIIA, IPU3BAHHON
MCYEPIIBIBAIOILE OIKCATh, M3 YETrO COCTOUT MUP; OOBSCHUTDH, YTO B HEM PEAJIBLHO,
a 4TO HET; IPeJOCTaBUTh MepedyeHb «(PypHUTYpbl BceseHHON» (“furniture of
the universe”) (2016, p. 5). Ha nesne e, Kak OHU TOBOPSIT, JIaTyp CTpeMUTCS CO31aTh
«KyCTapHyIO, IparMaTuyeckylo, MeTO/0JIOTMYeCcKyl oHTosoruio» (“a makeshift,
pragmatic, methodological ontology”) (2016).

BakHas COCTaBJsOmAsi 3TOM OHTOJIOTMA — <«..JIMHTBa (PpaHKa, KOTOPBIH,
BMECTO TOrO, YTOOBI YTBEPXKAATh HABEPHSKA, YTO CYILIECTBYET — II03BOJISIET IE€pe-
cmarpuBaTh (allows a renegotiation) cOCTaB CyLIECTBYIOIIErO, MEpPEYEHb peJie-
BAHTHBIX BJIEMEHTOB DPEAJIbHOCTH, KAKOBbI UX CIIOCOOBI CYLIECTBOBAHUS, U T. [I.
DTOT NEPECMOTP [OJDKEH AOCTUraThCsl HE TOJIBKO Yepe3 OJDKHBIM 00pa3oM OCHa-
IIEHHbIE SMIIMPUYECKME WCCJIEOBaHUs (KOTOpble MPENOCTAaB/SIOT HaM MUP
3aHOBO), HO TakcKe uyepe3 NpUrJalleHue Jofen (people), ¢ Ux pasHOOOpPa3HbIMU
TOYKaMU 3pEHMS, K MeTapu3NIeCKOMY CTOJIy [1I€PETOBOPOB (HEYTO BPOJE IOJIUTU-
YECKOH IeMOKpaTnu nocpencrsom meradpusnkn)» (Hamalainen & Lehtonen, 2016).

OpyH n3 u3BecTHBIX agopu3MoB JlaTypa — NPU3BIB «CJIEJOBATh 32 CAMUMU
akropamu» (“follow the actors themselves”) (2018). B Hém BelpakaeTcsl HEOTPbIBHAA
49aCTb aKTOPHO-CETEBOY TEOPUM — METOM0JIOTMYECKOE Y IMIIMPUYECKOE BHUMAHNE
K TOMY, KaK aKTOPBbl, COCTAaBJIIOLIME AKTOP-CETU, CAMU OCYILECTBIISIIOT «MUPO-
CTPOUTEJIbHYIO aKTUBHOCTb», CAMMU IIPOU3BOIAT MOZEJIM OINMCAHMS YCTAHABJIMBA-
€MBIX MEXKIy HUMU acCOLMaLMil — 1 K TOMY, KaK 3TV MOJEJIX IIO3BOJISIIOT aCCOLMaA -
LMSIM CTaOMJIM3UPOBATLCS U PACHIAPSTHCSL.

AKTOp-CETb — BTO HE OHTOJIOTMYECKOE YTBEPKAEHUE O TOM, YTO BEIIU CYLIE-
CTBYIOT KaK aKTOPbl U YIIOPSALOYEHHO CBA3BIBAIOLIME UX CETH, KaK IPEAIIOIOKUII
'pam XapMmaH (M 4YTO, BO3MOXKHO, YBUZEJ B JIATYPOBCKOM IpoekTe SIH borocr).
OTO MHCTPYMEHT, IIOCPELCTBOM KOTOPOTO MpEnJjaraeTrcs AaTh aKTOpPam BO3MOXK-
HOCTb CO3/1aBaThb CBOM COOCTBEHHBIE OHTOJIOTMYECKME YTBEPKAEHMS (CBOU Olpeie-
JIEHUSI MMPQ), B YCJIOBUSIX OTCYTCTBUSI «alIPMOPHBIX OTHOLIEHUN Mopsuka» (2017,
c. 179) — TO eCTb, B yCJIOBUSIX TOTO CAMOTO OHTOJIOTMYECKOro «bappakay. [logpobHo
3TO pasbsicHsieTcs JlaTypom B ero cratbe «O0 aKTOPHO-CETEBOM Teopuu. Heko-
TOPbIE PA3bsICHEHNS], IOIIOJIHEHHBIE ele O0JIbIIMMU YCIIOKHEHUIMU» (2017):

«ACT <aKTOpHO-CETeBasl TEOPUS> — HE O IMPOJIOKEHHBIX CETSX, a O NesITeJbHOCTU
I10 IPOYEPUYMBAHUIO CETEH. <...> HET CETU U aKTOpa, YUPEXKIAIUX CEThb, BCE TEJIO
B aKTOpe, Ybe OIpejieieHre Mupa HabpachlBaeT, OTCIeKMBAET, OUepPUYUBaEeT, U300pa-
’KaeT, OIKCHIBAET, IIPECKa3bIBAET, BIMCHIBAET, aPXUBUPYET, BBIIIMCHIBAET, 3AIIMChI-
BaeT, MapKuUpyeT WJU OTMEYAEeT TPAeKTOPUIO, Ha3blBaeMylo ceTblo. Hukakas ceTb
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He CYIIEeCTBYeT HEe3aBUCUMO OT CaMOr'0 aKTa ee IPOCJIEXUBAHMS, a NPOCeKMBaHUe
CeTU HUKOIJA He OCYLIeCTBJISIETCSl aKTOPOM, HaXOASIMMCSl BHe 3Toil ceTu. CeTb —
9TO He Belllp, a 3allMCaHHOe JBUKeHNe Bemwu» (c. 192).

31€eCb CTAHOBUTCS SICHBIM BaXKHOE MeTogosiornyeckoe otymmyue ACT OT IoHUT-
aHanu3a SlHa borocra. Eciu 1oHUT-o1epanyuy OTCIEXUBAIOTCS C O3ULMY HA0JII01a~
Tessl (Oy[b TO JIATEPATYPHBIA KPUTUK, UCCIEHOBaTesb IJIAaTGOPM WIU BULEO-
UTPOBO¥ TEOPETUK), TO aKTOP-CETU BCEIZIa SIMIIMPUYECKN OTCJIEKMBAIOTCSI CAMUMU
COCTaBJISIIOLIMMU UX aKTOpamu. Kak TOJIbKO HAOJIIOJATEIb HAUMHAET OTCJIEXXUBATD
aKTOP-CETb — OH CTAHOBUTCS €€ YaCTbl0. DTO y4aCTUE, KaK U €TI0 POJIb B OHTOJIOTH -
YECKOM POCTE CETH, TOXKE MOJJIEXXUT PETUCTPALIMN.

Ho kak aTta «MmeTraduanyeckas AEMOKPATUS», IZI€ aKTOPhbI IIOCTOSIHHO CaMU
IIPOU3BOJAT COOCTBEHHBIE MUPBI M UX OIPELEJIEHMS, MOXXET ObITb IPUMEHEHA
K Bugeourpam? Kak nepenatrb OHTOJIOTHIO BUIEOWUTD «B PYKU» BCEMY MHOT000-
pasuio AEMCTBYIOMNX JIUL, U CUJl, GOPMUPYIOIIMX OOJIMK MEAUyMa?

B03MO>KHBII IPOTOTHUIT 3TOTO XOA MBI TO’KE MOXKEM HAWUTHU B chepe MOCTTyMa-
HUTAPUCTUKU. BaXKHOV OMOPHOM TOYKOM MJII MHOTUX IIOCTTYMAHUTAPHBIX aBTOPOB
SBJISIETCS [IOHATHE «OHTOJIOTMYECKOrO II0BOPOTa». B crarbe «KTO 60MTCS OHTONIOrM -
yeckoro Bosika» (Kactpy, 2022a) 6pasuibCKuUil aHTPOIIOJIOr Dayapay Busenpy ne
Kactpy pesioMupyeT 3TO MOHSITUE B KOHTEKCTE€ COBPEMEHHOI aHTPOIIOJIOTHU.
OH roBopuUT 006 «OHTOJIOTUYECKOM IIOBOPOTE» KaK O IEPEXOMAE aHTPOIOJIOTUU
K HOBOM SMMCTEMOJIOTMYECKON 3TUKE, KOTOpasi IOJpa3yMeBaeT obeclieyeHue
YCJIOBUII OHTOJIOTMYECKOI'O CaMOOIIPENIeJIEHUs] M3y4aeMbIX HApOJOB — <«BCerja
yCTymnayi [OpOry Hapojy, KOTOpBI Thl onuchiBaemsb» (2022a, c. 183). VHpiMu
CJIOBaMM, UCCJIEAOBaTeNb NOJDKEH 3HAYUTEJIBHO «OCJIA0UTh» CBOU YOEKIEHUS
O TOM, KaK YCTPOEH MHUP, YTOOBI «yCTYIUTb MECTO» YOEKIEHUSIM CBOMX MH(OP-
MaHTOB. dunocod u autponosior I'miapaac CaMOH Ha3bIBAET 3Ty ONEPALMIO «OHTO-
JIoTYecKoil generanuen» (Salmon, 2013).

«[loHATHE OHTOJIOTMYECKON [ejleralliy O3HAa4yaeT, 4YTO AaHTPOIIOJIOT BBIHYXKAEH
IOCTaTh CBOM OHTOJIOTMYECKUE IOIYLIEeHUs M3 ceida U MOABEPrHyTbh UX YCTOWYM-
BOCTb Y IIEPEHOCUMOCTb UCIIBITAHUIO, [I03BOJISISL CLIE€JIaTh X OOBbEKTOM KOHTPAHAIN3a
B paMKax TYy3€MHBIX IO3HABATEJbHBIX MPAKTUK; <..> TakuM 06pa3om aHTPOIIOJOT
IPEeBPALIAETCS B OHTOJIOTMYECKOr0 IeperoBopiiyKa uim gumomara» (Kacrpy, 2022a,
c. 175-176).

Hamre npenyio>keHue — NoCpeiCTBOM aHAJIOTUYHOTO IPe0Opa30BaHUsl YCTaHO-
BUTb «METAaQU3NYECKYI0 [EMOKPATUIO» B OHTOJOrMM Bugeourp. Tak ke,
KaK IPUBEP>KEHHBIN aKTOPHO-CETEBOM T€OPUM COLMOJIOT NIeJIETUPYET IOCTPOEHUE
MOZEJEN OOLIECTBA CAMUM UCCJIEAYEMBIM aKTOPaM, Mbl MOIJIU Obl JE€JIETMpPOBATh
OHTOJIOTUYECKYI0 KOHLENTYaJu3allMl0 BUIIEOUTDP PA3JIMYHBIM  COOOIIECTBAM,
dopmupyomyM Ux 06aMK. Kak nmopckaspiBaloT HaM XSMSUISIMHEH U JIeXTOHEH,
1711 3TOr0 Heo0XoauMoO C(hOPMHUPOBATH MOAXOASAIIYIO Cpely, «MeTaduandecKun
croJ reperosopos» (Hamalainen & Lehtonen, 2016). B ero pamMkax BCEBO3MOXXHbIE
aKTOPBI, BKJII0YAsl UCCIIEA0BATENEN, UTPOKOB 1 Pa3pabOTIYMKOB, MOTJIM Obl CAMOCTO-
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SIT€JIBHO U COBMECTHO PErMCTpUpOBaTh U Ie€pecMaTpuBaTh OHTOJIOTMYECKUE
MOZEJIN BULIEOUTP.

B OCHOBE 31€Ch — SMIMPUYECKUI aKLEHT: MOAEIU (POPMUPYIOTCS UCXOIS
M3 OIbITa B3aMMOJEWCTBUS C KOHKPETHBIMM  WUIPOBBIMU  apTedakTamy,
a He 13 YMO3PUTEJIbHBIX [IOCTPOEHUH 00 «Urpax BOOOIIE».

BricTpauBas 3maHue rapjaaMeHTa

Ha ypoBHE 5MIIMPUKM MBI CTAJIKUBAEMCSI C PACTYIIEN CJI0KHOCTBIO MEINYMA 1
€ro KOHLIENTyaau3auuil. biarogapsi TBOPYECKUM YCWINSM refM-IA3aiiHEPOB, NPl
MIOCTOSIHHO MOJU(ULUPYIOTCSI M Pa3BUBAIOTCS: JKAHPBI IEPEIIETAIOTCS  IPYT
C JpYyroMm, CO3[aBasi TEM CaMbIM HOBBIE J>KaHpPBI, KOTOpble (POPMUPYIOT CBOU
NOJPKAaHPhl — M BCE 3TO MHOrooOpasue He IOAJAETCS 4ETKOMY KBAaHTOBAHMUIO,
a TPEICTaBJsieT COOOWM HAOOp CTPEMSIIMXCS [IOPYr K JPYry KOHTUHYYMOB.
B 10 xe Bpems, no cnoBam Opcera m I'pabapymka, «KaXKIOblid roj, BCE€ 6GOJbIIE U
OoJblIE€ OUCLMIUIMH IIOMOJIHAIOT HA0Op» TEX, YTO TaK WM WHA4Y€ OTHOCSTCS
K uccnenoBaHusm urp (Aarseth & Grabarczyk, 2018, p. 3), 1 Bce OHU NPUBHOCAT
CBOY UHCTPYMEHTbI, METO/IbI U ITPEIyCTAaHOBKM.

OJIHaKO JAseKO HE TOJIbKO Pa3pabOTYMKU U UCCJIEOBATENN UTP (POPMUPYIOT
CBOM OHTOJIOTUX. VICTOYHMKOM SIBHBIX WJIM HESIBHBIX KOHLENTYaJIM3aLUil TaKoKe
BBICTYIIAIOT UTPOKY 1 UTPOBbIE COOOILIECTBA.

OIVH 13 NMOJXOA0B B UCCJIENOBAHUAX BUAECOUTP, OMUCHIBAIOIIMX B3aUMOIEN -

CTBME WIPOKOB U WIPbl, — 3TO JIIOJOrepMeHeBTUKa (OT Jar. ludus — «urpa»).
B camoM o0mem cMbIC/Ie JIOJIOTEPMEHEBTHMKA H3ydyaeT WHTEpPIIpeTaTHBHbIE
IPOLIECChl B BUMEOWUTPAax — IO aHAJIOTUM C TEeM, KaK Ie€pMEHEBTHKA H3y4yaeT

IIPOLIECCHl UHTEPIPETalU TeKCTOB. DcrnieH OpceT u CebacTbssH MEPUHT, KOTOPBIX
IPUYUCIISIOT K KJIACCUKaM 9TOr0 HalpasseHus], nuinyT B padote “The game itself? :
Towards a Hermeneutics of Computer Games™:

«[IpakTUKKA JIIOOOT€PMEHEBTUKM IPEANOJIAraloT KOHKPETHYI0 OHTOJIOTMYECKYIO
OCHOBY, OyZib TO DKCIUIMLUTHYIO WM UMIUIMIUTHYIO. DTO B PABHOU CTEINEeHU CIpa-
BEJIJIMBO [1J11 WIPOKOB, KPUTHUKOB U TEOPETUKOB. <..> UTrPOBOH Ipouecc (playing)
NPUBOIUT K IOBBIIIEHNI0 OHTOJIOTMYECKOrO NMOHMMaHus. TOT MM MHBIA Tpouecc
MHTepIIpeTaly HEBO3MOXKEH 6e3 CTOsIIel 32 HUM OHTOJIOTMYECKO MOJiesn, KaKoi
6b1 cs120011 OHA HU ObL1a IOHavady» (Aarseth & Moring, 2020).

CorylacHO JIIOOr€épMEHEBTMYECKOMY Mogxony Opcera n MéEpuHra, 4TOoObI
UrpaTh B BUJEOUTPY, UTPOKY HEOOXOIMMO KOHCTPYMPOBATb COOCTBEHHYIO OHTOJIO-
TMYECKYI0 MOJIeJIb STON BUIEOUTPhl, KOTOPYIO OH IPUMEHSIET IJIsl IIPUHSTHUS
BHYTPUMTPOBbIX perieHuil. OCylecTBIIsis TepMEHEBTUYECKUI NPOLeCC UHTEPIIPE-
TallK, UCIOJIb3YsI METOH, P00 U OLIMOOK, UTPOK KOPPEKTUPYET CBOK OHTOJIOTUYE -
CKyI0 MOJeJIb TaK, YTOObI MOBBIIIATh €€ MPUMEHUMOCTb. B 3Ty OHTOJIOTMYECKYIO
MOZEJIb MOTYT BXOJIUTb YTBEPKAEHMS O )XKaHPE WUIPhl, O COCTABJISIOUIUX €€ CYLIHO -
CTSIX, O CIOXKeTe, 0 6arax, 0 KyJIbTYPHOM 3HaY€HNY BHYTPUUTPOBBIX PEIIPE3EHTALUI.
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C toyku 3penus Benm-Martu KapxysaxTy, FepMEHEBTMKA BUIEOUTD IMIPEL-
CTaBJISIET COOOM «ABOVHYIO T€PMEHEBTUKY»: COCTOSIIYIO, BO-TIEPBbIX, U3 3CTETUYE-
CKAX M HappaTUBHBIX («IKCTPA-JIIOAMYECKUX») WHTEpIIpeTalui; BO-BTOPBIX,
U3 TEUMIUIEMHBIX U NepOPMATUBHBIX  («IIOAUYECKUX»)  MHTEPIPETALUN
(Karhulahti, 2015, p. 5). Kom6uHaius n0AMYECKUX U 3KCTPA-JIIOJUIECKUX UHTEP-
IIpEeTaLMi, IoABEpraeMasi OOHOBJIEHHUIO Y€Pe3 «IETJIM OOPAaTHOM CBSI3U» B IIPOLiEeCCe
reIMIUIEs,, COCTaBJII€T OHTOJIOTUIO WIpel [jyg  urpoka. CTOUT 3aMETHUTH,
YTO 3TO JVHAMUYECKAS] OHTOJIOTUS, KOTOPAs TIOCTOSIHHO OOHOBJISIETCS B PE3YJIbTaTe
JIIOLOTE€PMEHEBTUYECKUX NPOLECcCOB. OpceT 1 MEPUHT MPUBOAAT NIPUMEP UTPOKA,
urpamwouero B “Journey’— crnepsa CYMTAIOLIETO, YTO OH UTPaeT B OAHOIIOJIb30BA-
TEJIbCKYIO UIPY, HO 3aTEM, CTIKUBASICh C aBaTapaMy (BHYTPUUTPOBBIMUA OTOOpaXKe -
HUSIMU) OPYTUMX UTPOKOB, KOPPEKTUPYIOLIETO CBOIO OHTOJIOTMIO B CTOPOHY IIOHU-
MaHus “Journey” Kak MHOTOII0JIb30BaTeIbCKOM Urphl (Aarseth & Moring, 2020).

KapxysiaxTy BBOOUT el1€ OJJHy KaTeropyio NHTepIIpeTaluil — «MeTa-Jioude -
CKH€» — CBOMCTBEHHYIO UTPOBbIM KPUTHMKAM. MeTa-jofgudeckue MHTEPIpeTaluu
OLIEHMBAIOT BUJEOUTPbl KaK BCTETUYECKUE apTe(akTbl B KOHTEKCTE KYJbTYphbl
B 11esioM. OpceT 1 MEpUHT TakkKe MUIIYT O TOM, 4YTO KPUTUKAM U TEOPETUKAM, KaK 1
UTpoKaM, HEOOXOJIMMO MPOU3BOAUTb OTHOCUTEJIBHO PaCCMAaTPUBAEMBIX UIP OHTO-
JIOTUYECKYI0 MOJEJb, «OyAb TO SKCIUIMLUTHYIO WM MMIUIMLIUATHYIO». DTA OHTO-
JIOTMY He IPOM3BOISTCS WIPOKAaMU, KPUTUKAMU WM TEOPETUKAMHU «C HYJISIY,
HO YaCTUYHO 3aMMCTBYIOTCSI U3 IMIPEIpINYyIIEr0o WrPOBOrO OIbITA, OINMCAHUN
BUIEOUTP B MEJIMA, PACIIPOCTPAHEHHBIX MTPEJCTABIEHNI 00 YCTPONCTBE BULEOUTP U
IOPYTrUX UCTOYHUKOB. MeXIy OHTOJIOTHMSIMU BO3MOXXHO NEPEKPECTHOE 3aMMCTBO-
BaHME: UTPOKU PEATUPYIOT HA OLIEHKU KPUTUKOB, TEOPETHKU OOPAIAIOTCS K OIBITY
UTPOKOB, KPUTUKU 3aMMCTBYIOT MOAXO[bl Y TEOPETUKOB. Takum 06pazoM, MHOXe-
CTBO OHTOJIOTUYECKUX Mogesiel (GOPMUPYIOT OHTOJIOTUIO TOM WM WHON WIPHI,
KOTOpas SBJISIETCA HE CTaTUYECKOM M €OUHCTBEHHOM, HO IMHAMUYECKON Y MHOXKE -
CTBEHHOH. E€ MOXHO IpeCTaBUTh KaK aKTOP-CETh!

«CeTu cTaHOBATCS 00Jiee NI MeHee OObSICHUMBIMU T10 M€E€peE€ CBOETO pa3BEPThIBAHUSA
M B 3aBUCHMMOCTU OT TOrO, YTO OHU [E€JIAIOT HOPYr C OPYroM. AKTOPbI IIPUBOISAT
B IIOPSIIOK CBOM cOGCTBeHHbIN Gecropsanok (“cleaning up their own mess”) (Jlatyp,
2017, c. 187-188).

AKTOpPHO-CETEBO IOAXOH, K M3YYEHUIO BUOECOMIP IMOAPA3ZYMEBAET KaK pa3s
PETrUCTpaLM0 MHOXECTBA CIIOCOO0B, KOTOPBIMU BCEBO3MO>KHBIE aKTOPBI «IIPUBOIST
B [IOPSIOK CBO COOCTBEHHBIN OECIIOPSIIOK» — TOT CaMblii TOCTYJIMPOBAaHHBIN boro-
ctoM “mess”. [la, B BUeourpax 6apfak — HO 3TO He 3HAUUT, YTO (OPMUPYIOLIME UX
aKTOPbI HE CTPEMSTCS HABECTU B HUX Pa3HOOOPA3HBIN MOPSIOK.

Kak numer Tommaso Bentypunu B crathe «Ilorpykasce B Marmy: Kak Iogxo-
IOUTDb K UCCJIELOBAHUIO PA3HOIJIACUM C IIOMOILBIO aKTOPHO-CETEBOM TEOPUI»:

«BripoyeM, OCTOPOXXHO. Mbl He TOBOPMM, YTO COLMAJbHAsA >XU3Hb HEYMOJIMMO

Xa0TUYHA U HE IMOAAAETCS HUKAKOU MHTepnpeTranuu. TOYHO Tak K€ Mbl HE TOBOPUM,

YTO B CJIOKHOCTH HEBO3MOXXHA HUKaKasl CTaOWUJILHOCTD, MOPSAOK WJIM OpraHu3aiys.
<..> YnpoueHuss BO3MOXHbL. OfHAKO mJs1 JIIOOOrO KOJIJIEKTUBHOTO YIIPOLIEHUS
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IOJDKHA IIPOBOJUTBHCS U TMOANEP>KUBAThCS paboTa. <..> €C/JIU COLuajbHas KapTo-
rpadus TpebyeT TSHKEeJIOro TPyHa, TO TOJBKO IMOTOMY, YTO COLjMasibHas KU3Hb caMa
110 cebe COo3[aeTcst TSDKeJIbIM Tpynom» (BeHTypuHy, 2018, c. 66).

SHauuT, Hameu 3aJader KakK MCcaegoBaTesiell 371eChb CTAaHOBUTCS HaWTHU
CIIOCOObI TIOCTIOCOOCTBOBATh ATOM TSDKENON paboTe, a He HO00aBJSATh JOMOJIHU-
T€JIbHOU Harpysku. UTOOBbI JIyullle MOHSTb, KaK 3TOTO JOOUTHCS], MbI CIIEPBA OLIEHUM
TPYZAHOCTH, C KOTOPbIMU CTaJIKUBAIOTCS Pa3pabOTUYMKU UTP Ha (POHE M3O0BITOYHOU
CJIO)KHOCTU MEeIUyMa.

Pa3paboTurKy TOXKE yYaCTBYIOT B AESTEIbHOCTH 110 JIOKAJIbHOM CTA0WIIM3aLUU
6appaxka u nyranuipl. [10006HO TOMY, KaK OHTOJIOTUYECKOE MTPOU3BOACTBO UIPOKA
OTJINYAETCSI OT TAKOBOTO Y TEOPETHKA — OHTOJIOTMYECKOE IPOM3BOJICTBO Pa3paboT-
yyka Oyper crneun@uyeckyu OOYCJIOBJIEHO 3aadyaMy, TEXHUKONM U IPaKTHUKaMU,
CBOMCTBEHHBIMU Pa3pabOTKe UTP.

OHTOJI0THS1, KOTOPOU Pa3paboTYMK PYKOBOZICTBYETCSI B CO3[AHUM BULIEOUTPH,
OIIpeEsIsieT penepryap CYLHOCTEN U PEJIEBAHTHLIX CBA3EM MEXIY HUMY,
13 KOTOPBIX COOMPAETCS Cama BUEOUTPa. B Hel MOryT ObITh 3a€MICTBOBAHbI O0jIee
abCTpaKTHbIE BUIEOUTPOBBIE CYLIHOCTH, HANIO00Me MeXaHUK n3 ¢pperimBopka MDA
(Hunicke et al., 2004) — HO IOYTU HEU3OEKHO B HEM TAKKE OyIYyT IIPUCYTCTBOBAThH
CYIIHOCTY WJIM KaTETOPUH, YHUKAJIbHBIE [J151 JAHHOW KOHKPETHOM UIPhbI (HAIIpUMEP,
TaKOBBIMU SIBJISIIOTCS ITOpTassl B “Portal” ot ctyguu “Valve”).

Vcropusa reiM-nusaniHa IIPOHU3aHA YEPENOV KOHLENTYyalIn3aluil, IPETEHLY -
IOIIMX HAa BCEOOBEMIIIOIIEE OCMBICIIEHAE BCEX BO3MOJKHBIX BapUalLUil BUIEOUTPO-
BOro pausanHa. [Ipumepamu Takux pabor ssisitorcs ssisitorcss FADT (“Formal
Abstract Design Tools”) loyra Uepua (Church, 1999) — nnu “400 Game Design Rules”
Xana Bapsyna u Hoa ®ancreiin (Barwood & Falstein, n.d.), koTopsle npepjaraioT
dbopMHpoBaTh “UHCTPYMEHTHI” U “NIpaBWJia” UTPOBOTO Iu3aiiHa — NW3aliHEPCKUE
YTBEPXKAEHUSI O TOM, KaK 3JIEMEHTBI UTPbl IOJDKHBI OBITh CBSI3aHbI APYT C APYTOM.
BriocnencTBun Takve HaOOpPbl NU3aMHEPCKUX YTBEPXKIEHUM Mpuobpenu ¢gopma-
JIM3M TATTEPHOB U CTajJyM OJHOM M3 objyactedl Teopuu rerm-gusaiiHa (Kreimer,
2002).

OpHako, KaK Mbl YTBEPXKIAEM B paMKax IpeJjiaraéMoyl HaMu OINTHKU, BTOPS
Borocty u ['ekkepy — BUIEOUTPBl HE TEPIST HUKAKUX (PYHAAMEHTAJIbHBIX yTBEP-
KAEeHUN o camux ce6e. [ToaToMy MNOMOOHBIE IIPOEKTHl YHUBEPCAJIBHBIX TE€HM-
IU3aHEPCKUX (PPENMBOPKOB OOpEYEHBl Ha OBICTPOE YCTapEBaHUE WJIM HEIPUME -
HUMOCTb. OTYaCTH 3TO CBSI3aHO C TE€M, YTO MHOTUE OU3alHEPbl CTPEMSTCS BII€YaT -
JINTb WIPOKa YHUKAJIbHOM KOMOMHALMell MEXaHMK M KOMIIOHEHTOB. Ho ecim
HUKTO paHee He KOMOMHMPOBAJl KOMIIOHEHTBI WIPbl IOJOOHBIM 006PasoM,
TO OHA M HE MOXET CYILECTBOBaTb B KAY€CTBE 33a[l0KyMEHTUPOBAHHOIO IaTTEpHA.
Takum 06pa3oM, JIF060¥ CTATUYHBIN CIIMCOK NAaTTEPHOB JIMOO CIIOCOOCTBYET CTarHU -
POBAHUIO MEINYMa, JINOO YIIYCKAET 30Hbl €T0 MHHOBALMOHHOTO Pa3BUTH.

[Ipy 3TOM MNATTEPH, SMIMPUYECKU KOPPEKTHBIN IJIsi OJHOW WIPbI, MOXKET
OKa3aTbCsl HEKOPPEKTHBIM [JIs1 APYyroi. Ambaccamop MNAaTTEPHOB TrelM-Au3aiHa

- 239 -


https://doi.org/10.46539/gmd.v8i1.625

Galactica Media: Journal of Media Studies. 2026. No 1| ISSN: 2658-7734
Vccnenosanns urp | https: //doi.org/10.46539/gmd.v8il.625

Bepupn Kpeiimep numer 06 3TOM TakK: «<OKeJIaeMbIi> [MaTTEePH [1J1S1 OHOTO YejloBeKa
BIIOJIHE MOJKET OKa3aTbCsl aHTU-TIATTEPHOM MJIs Ipyroro» (‘one person’s pattern
might well be another’s anti-pattern”) (2002).

Brvke K «IEMOKPAaTUYECKOMY» Y IMIIMPUYECKU OPUEHTMPOBAHHOMY ITOOXOLY
OKa3bIBAIOTCS «JIMH3bl IelM-Iu3aiiHay, npenjoxxeHHsle bkeccu llennom (Schell,
2008). OHM NpeICTaBIsAIOT COO0M HE CTPOTUE YTBEPXKIEHMS, a BOIIPOCH O AU3aliHe
WUIPBI, KOTOPBIE IOJDKHBI MOMOYb OU3aliHEPaM CaMOCTOSITEIbHO CPOPMUPOBATH
YTBEPXKIEHUSI 00 MX COOCTBEHHBIX Wrpax. BrpoyeM, OHUM BCE €€ ONepUpYIOT
CTaTUYHBIM [IEPEYHEM CYIIHOCTEN U ITIOHATUM.

«Krnaccryeckuin» nogxom, K OHTOJIOTMY BULIEOUTP OyATO Obl OCTABJISIET HAM JBa
BapyaHTa: JMOO BBIOpPATh MPEIIIOYUTAEMYIO HAMHU OHTOJIOTMYECKYIO MOZEIDb
B yiiep6 IpyruMm, Ju60 IMOIBITAaThCS KOHCOJUAMPOBATh MX BCEX B €OUHYIO «Mera-
Mogenb». O6a NoAxXoAa HEMPUEMIIEMBI B PAMKAx BbIOPAHHOUW HaMU 3MMCTEMOJIOTU -
YECKOW ATUKHU, TaK KaK OHU B JIIOOOM Ciydae He OyayT JAOCTaTOYHO IOABVKHBI U
AT TUBHBI 17151 BUJIEOUTPOBOTO «6apjiaKka».

BMeCTO 3TOro «KJjacCM4YecKoro» IOAXola Mbl IpepnjaraeM cpOpMUPOBATH
nHppas3plk. C10BoM «uHOPas3blk» bpyHO JlaTyp Ha3bIBa€T MUHUMAJIbHBIN HA00D
MIOHSITU, KOTOPBIY IO3BOJISIET IIEPEMEIIATHCS MEXKIY CAMBIMUA PAa3HBIMU OHTOJIO-
TASIMM M KOHLENTYyaJIN3alysIMU, HE OTHABas HWCKIIOYUTEJIBHOE IIPEAIIOYTEHNE
HU OJIHOM U3 HUX:

«EnnHCTBEHHBIN TpeOylomuiicss MeTas3blK OblJI0 Obl BEpHEe Ha3BaTb MH(PaSI3bIKOM.

OH [o/KeH ObITh 6€IHBIM, OTPAHUYEHHBIM, KDATKUM U IIPOCTHIM <...> DTOro nHdpa-

SA3bIKA JOCTATOYHO, YTOOBI OBUTaTbCAa OT O,HHOI/“I CETU K ,upyroﬁ, 1 BCSIKOE OOBbSICHEHUE

BCerpa 6yieT OgHOPa30BbIM, BHIKDOEHHBIM UCKJIIOUNTEJILHO /1J1s1 TEKYILEeil TPO0IeMbl»
(JTatyp, 2017, c. 191).

MH}passblk aKTOPHO-CETEBOV TEOpUM BKJIIOYAET TaKWe TEPMUHBI, Kak
«TPYIIIa», «aKTOP», «CUJIa», IIEPEBOA» U «IIOTOK» (2020, c. 245). VimenHo mHPpa-
13bIK UMEJIM B BULy XSIMSUISITHEH U JIEXTOHEH, KOr[la TOBOPWJIM O «JIMHIBA (PpaHKa,
KOTOpPBI/ IO3BOJISIET I€PECMATpUBaTh COCTaB cylecTBymomero» (Hamalainen &
Lehtonen, 2016).

Kak mor 0bl BbITJIAETh MHOMPASI3bIK [1J1S1 UCCAEIOBAHUN BUAEOUTP, COOIIONA~
IOLVX [IPUHLMIIBI «KYCTApPHOM, IPAarMaTu4eckon, METOL0JI0TMYECKON OHTOJIOTUNY
(2016) n cTpemMsEecs MaKCMMaJIbHO BHMMATEJIbHO OTCJIENUTH TO, KaK Pa3HbIE
aKTOPBI YIIOPSLOYMBAIOT 6apIaK B BUIEOUTPAX?

Hwke MbI Ipeij1oKUM IPOEKT TAKOro MHGPasi3bIKa [1J11 UTPOBOTO MESUYMA.

Nudpasa3sik go0go3uca

®panc Maiips, GUHCKUI UCCIe0BaTENb BUEOUTP, SIBISIETCSI aBBTOPOM HEOJI0-
TM3Ma «JI0JI03UC». OH ONpeessieT JII0A031C KaK «CO3/IaHNe CMBICTIA Yepe3 UTPOBYIO
nestenpHOCTh» (“meaning-making through playful action”) (Mayra, 2008).
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«...CeMmno3nc, Wiy CMBICJ, CBSI3bIBAEMBIN C WIPOM KaK C CUCTEMOM 3HAKOB —
U JIIOOO3WC, WM CMBICJBl WIPHl, IepeKMBaeMble KaK AUHAMUYECKUE WIPOBBIE
npouecctl (experienced as dynamic processes of play)» (Mayra, 2009, p. 5).

Ha nepBeli1 B3IV, B 9TOM MOXKHO YBUIETb OTTOJIOCKM IYyaJIMCTAYECKOTrO
pazfesieHys Urpsl, IOJOOHOTO Pa3fesIeHUsIM Ha «HAPPATUB» U «TEeUMIUIEN», «3CTe-
TUKU» U «MEXAHVKW», WM — BCIIOMUHAS NOAX0[ KapxysaxTyu — Ha «IIOOAYECKOe»
U «dKCTpa-joguyeckoe». OIHAKO Mbl MOXKEM I1€PECMOTPETL MOHATUE JIIOOO03UCA,
IIPMHAB BO BHUMaHME TO, Kak Mutyesu, boayk u JIeMb€ ONUCHIBAIOT IIPUPOIY METa-
reimuHra. C Ux TOYKYU 3pEHUS, «BCE UTPbI — yxke meTa-urps» (Mitchell, 2018, p. 139).
['oBopss 0 MeTareMuHre, 3T aBTOPBI PETYJIIPHO YKA3bIBAIOT HA €r0 UIPOBOM UJIU
urpusblii (“playful”) xapakrep. U ecimm mopo3uc — 310 “meaning-making through
playful action”, TO MBI MOXX€M, YTOOBI CHEJATh €r0 IEPBBIM TEPMMHOM HALIETO
MH(}PasI3bIKa, IEPEOIIPENEJIUTD €T0 CIENYIOMNAM 00Pa3oM.

JIrogo3uc — 310 060M KOMILIEKC MPOLECCOB, CO3TAIIMX UTPYy M CO3[aBa-
€MBbIX €10: pa3paboTKa, MOJIVHT, TeMMILIeN, KpUTHKA, CTPUMUHT, (paH, KOHTPILIAH,
paboTa SJIEKTPOHUKH, MpOLENypHasl TeHepalys, PEHAEPUHI... DTOT IEPEYEHb
MOXKET IMPOJOJDKATbCS HEOIPENENIEHHO [OJIr0, @ €ro COCTaB 3aBUCUT OT TOTrO
aHaJIM33a, KOTOPBIY MBI IPOBOJIUM (OT TOM CETH, C KOTOPOY Mbl B3aUMOJEHCTBYEM U
KOTOPYIO BBICTPAUBAEM).

VHpiMU CJI0Bamu, JIIOJO3UC — 39TO OHTOJIOTMYECKUI POCT UIP KaK Pa3HO-
POJHBIX CETEN.

ba3oBoe OHTOJIOrMYECKOE AONYIIEHNE, XaPaKTEPUSYIOLIEE TEPMUH «JIIOJIO3UC»
— 3TO0 caM (aKT paClo3HAHMS KaKON-JIM00 BELIU KAaK UIPHI (B TOT MOMEHT, KOI'TIa MBI
[IPUMEHSIEM K HEU IoHsTUE Jirogo3uca). C Touku 3peHust meroposioruu ACT, aTo He
SIBJISIETCS] IPOTUBOPEYMEM, TaK KaK B OTOT MOMEHT MbI TOXKE y4aCTBYEM B aKTOPHO-
CETEBOM CO-TIPOM3BOJICTBE UIPbI KaK UIPbI — Ha3bIBasi €€ UMEHHO UI'POWA, Mbl COBEP-
IIaeM COOTBETCTBYIOLEE OHTOJIOTMYECKOE YTBEPXKAEHUE. IHBIMU CJI0BaMU, BOOPY-
JKasiCh TOHATHEM JIIOL03MCA, Mbl MOXKEM BBICTYIIaTh B KAYECTBE «JIOJOMOpPuYe-
CKOT'O aKTOpa» (aKTopa, HaJeJIsIIoLIero Kakyo-1n60 Bellb CBocTBamMu Urpsl) (Kopec,
2015).

OLHOBPEMEHHO LIEHTPAJIBHOE IIOHATUE <«JIIOLO3UC» MBI MOXXEM BBIHECTHU
B Ha3BaHME CAMOT0 CBS3aHHOTO C HUM UH(QPas3bIKA: €r0 MOXXHO YCJIOBHO OO0O3HA-
4yaTb KaK «MHQPas3bIK JIOJ03UCA» WIN IIOJ03UC-53bIK». UTOOB M36€XaTh Pa3HO-
YTEHUH C [OHSATHEM IIOJ03UCY», IIPEJJIaraeTcsl 3aNMChlBaTh Ha3BaHUE NHPPas3blKa
sJatuHuLed n 6ospmmu 6ykBamu: LUDOSIS. 3HaueHue Taxkoil ¢GoOpmbl 3alucu
OyZeT paCKpbITO YyTh [TO3)KE B TEKCTE.

Crnepyromue asa noHsatyust LUDOSIS UMEIOT OTHOLIEHUS YK€ K CAMOMY OHTO-
JIOTUYECKOMY KOHCTPYyUPOBaHMIO. OHM MOTYT PaCCMATPUBATLCS KaK IIEPEMEHHEIE,
[IPYHUMAIOIIE CAMOE Pa3HOE 3HAYEHME B 3aBMCUMOCTU OT 33134 MCCJIELOBaHUS
WJIU Pa3pabOTKU.

Onmoso2uueckas CywHoCmy, WA MPOCTO CYWHOCMb — 3TO JIIOOOW 3JIEMEHT
UTPBbl, HAXOISILIUICS HA JIIOO0OM YPOBHE aOCTPAKTHOCTU M AeTanusauuu. Hanpumep,
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dperimBopk MDA COLEPXUAT TaKue CYIIHOCTH, KaK «MEXaHUKU», «IMHAMUKI»,
«acretuxku» (Hunicke et al., 2004). CymHOCTH MOTYT ObITh Kak 60s1€€ abCTPaKTHbIMU
— Hanpumep, «00paTHas CBsI3b», — TaK U 60J1ee KOHKPETHBIMU: «BUOPALIUS B TE€VM -
nazie» Uiy «4€TBEPTBIN YPOBEHDY.

Jloeuka — 3TO 3JIEMEHT CUCTEMBI, KOTOPBIN CBA3aH C OJHOW U C HECKOJIbKUM
OHTOJIOTMYECKMMU CYHIHOCTSIMU U OOBSCHSIET CBS3b MEXIY 3TUMU CYLIHOCTSIMU.
JIro6ass OHTOJIOTVSL WIPHI IpejJjaraeT Habop CyLIHOCTEN, Ha KOTOPbIE MOXKHO 3Ty
UTpy pa3buTsb, a 000K Y3KUI MPUHLMI PAObOThl C HECKOJIBKUMU UTPOBBIMU CYLITHO -
CTSIMM IIpeJijIaraeT HaM JIOTUKY B3aMMOZEVCTBUS MEXKAY KOHKPETHO 3TUMU CYLIHO-
CTAMMU. JIOTMKAa — 3TO BOKHEMIINI 3JIEMEHT CHUCTEMBI, TOIIA KaK OHTOJIOTMYECKUE
CYLIHOCTM CaMH I10 ce6e MpeasiaraloT HaM JIMIIb Ha3BaHMs 3JIEMEHTOB, U3 KOTOPBIX
COCTOMT UIPa M OKPY’Kaole €€ CUCTEMBL. BaKHO TO, YTO JIOTMKA MOXKET IPUHAZ, -
JIeXKaTh U OJHOM CYIIHOCTU. B TakoM cily4ae, 310 6y[eT JIorMKa CyIeCTBOBAHMS NN
(QYHKUMOHUPOBAHUSI CaMOM 3TOM CyIIHOCTUA. Hampumep, OOHOM U3 JIOTUK,
B KOTOPYIO BKJIIOYEHA CYLUIHOCTb, MOXKET OBbITh ONKCAHME U MPUHLMII PabOThI 3TOU
CYLHOCTH.

DTU 1Ba OHATUS — 6a30Bble TUIBI leTasiel B KoHCTpykTope LUDOSIS. Cneny-
I0IlMe [1BA TEPMUHA OIMCBHIBAIOT KOHCTPYKLHMHU, KOTOPble (POPMUPYIOTCSI U3 ITHUX
neTajen.

Kapma (w1 onmosozuueckas Modenb) — C TOYKM 3PEHHUS Hallell CUCTEMB,
BTO aKTyaJIbHbIl B JIAHHBII MOMEHT Ipad OHTOJIOTMYECKUX CYLUIHOCTEN U JIOTHK,
KOTOPBIM PEJIEBAHTEH [1JI1 KOHKPETHOM BULECOUTPBI WU TPYIIILI BUOEOUTP. MeTa-
¢dopa KapThl HE HOBA 151 TeIM-IIM3aliHEPOB: B cBoel kuure bxeccu llles npepa-
raeT KapTy, KOTopas IEMOHCTPUPYET CBSI3U MEXIY Pa3sHOPOLHLIMU CYIIHOCTSIMU,
(Puc. 1) Busromumu Ha urpy. [Togo6Hble KapThl B (OpMaTe CXEM C TOW MJIM MHOU
IeTanu3alyen NpeajaralT U Apyrue reMm-gusaiHepsl, HanpuMmep MDA (Hunicke
et al., 2004), DDE (Walk et al., 2017), SSM (Grip, 2017) u T. . — BC€ 3TO OHTOJIOTUYE~
CKH€ MOZEJM, KOTOPble MOTYT UrpaTh POJIb KapT B paMmkax ¢perimBopka LUDOSIS.
[Ipy mpoOEKTUPOBAHMU OHTOJIOTUM JIS1 ONPENEJIEHHON WUIPbl T€eMM-IU3aiiHED WU
MCCJIEIOBATENIb MOXKET OIMCAThb €€ HACTOJIbKO KOHKPETHO, HACKOJIbKO OH CUUTAET
HY>KHBIM B CJIy4ae C 3TO urpoi. OH TakKe MOXKET 3aMMCTBOBATb M MOIM(PULIMPO -
BaTb FOTOBbIE KapThl — TakWe Kak Kapra lllesa wiau JiroOble NpoOYMe TrerdM-
ousavHepckue (pperMBOpKku. Kapra urpel MOXET cozepXkarb B Ce0€ CYLIHOCTU
M3 PA3JIMYHbIX OUCUUIIMH — TelM-AU3aiH, INPOrpaMMUPOBAHUE, CLIEHAPUCTHKA,
¢unocopus, 3BYKOBOM [OU3aWH, IMOJUTOJIOTUS U TakK panee. TepMuH «Kapra»
VCIIOJIb3YETCSL 11 TOTO, YTOOBI ITOAYEPKHYTh €€ HEBO3MOKHOCTb MCYEPIIIBAIOLLE
OTOOPa3UTh OHTOJIOTMYECKUN JIAHIWA(PT AHIM3UPYEMON WM IPOEKTUPYEMOU
urpel. Kapra npezcrasisieT COO0M JIMIIb YAaCTAYHBIA CJIETIOK 3TOro JaHamagra,
HO OH HMKOIJA He OyZeT B [TIOJIHOM MEPEe TOYHBIM, PABHO KaK HEeJIb3s TOYHO U3Me -
puTh 1yvHYy 6eperosoy mHuy (Mandelbrot, 1967).

lIHeeHmapb — WU3OBITOYHBIN HAOOP JIOTMK U OHTOJIOTMYECKUX CYHIHOCTE,
13 KOTOPBIX MOXET COCTOSITh J1t00asi Bupieourpa. CBOeoOpas3Hblil «OHTOJIOTUYECKUN
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pe3epB». OHTOJIOTUYECKUE WHBEHTApU HE MMEIOT OTHOIIEHWS HU K OJHOU
KOHKPETHOHM WIpe, a SIBJISIOTCS apCeHIaMU WM pe3epByapamu, CTPEMSIIMMCS
«BOOpaTh» B ce€0s1 HAaMOOJIbLIEE KOJIMYECTBO DJIEMEHTOB, U3 KOTOPBIX TMIIOTETUYECKU
MOTYT COCTOSITb WIPbL. [Ipy 3TOM 3JIeMEHTBl UHBEHTApsl HE CTPYKTYPUPOBAHBI
HUKaKUM 00pa3oM U MMEIOT PaBHYIO IIEPBOHAYAJIBHYIO CTENIE€Hb BAXKHOCTH, B COOT-
BETCTBUHN C «IIJIOCKOW OHTOJIOrMeHn Bupeourp» fHa borocra. MHBeHTapy MO’KHO
0003HAYUTD KaK «METAa-OHTOJIOTUM» — HO B OTJINYUE OT MeTa-oHTosornuyu OpceTta u
I'pabapuuka (Aarseth & Grabarczyk, 2018) oHu mpecnenyroT Leab He Kiaaccudu-
Kalliy CYIIECTBYIOLIMX OHTOJIOTU, & CO3[AHMS YCIIOBUIA 1J151 X KOHCTPYUPOBAHUSL.

VIHBeHTapb — 3TO OTKPBITBHIA M U3MEHSEMBIN IepevYeHb. 3a CYET CBOVICTBA
OTKPBITOCTM OH OYyZET BCEraa CIOCOOEH BIMTATh B CE€0S1 HOBYIO MIPY, HOBBIU
UTPOBOY KaHP WJIU HOBYIO OHTOJIOTUIO UIPBI, KOTOPYIO HEBO3MOXKHO U/MJIU HETIPO-
OYKTUBHO OIMCBIBATb JJIEMEHTAMM, YK€ CYIIECTBYIOIIMMM B 3TOM I[I€PEYHE.
Ero MOXHO peann3oBaTh Kak peNaKkTUPyeMylO 06a3y NaHHBIX Hanongobue “Game
Ontology Project” (Zagal & Bruckman, 2008), rae KaX[plil I10JIb30BaTEb MOXKET
100aBUTH HOBbIE CYLITHOCTH U JIOTWKU B OO 3arac.

KOHTpOnb
:
Kpueas
UHTepeca OnbIT
(@]
.
Dpyrue
i igii Nrpa
652 e
Lo
TemaTtuka
HappaTuBa
Mpouece
7 avsaines
OKyMeHTauua

KnueHT

PucyHok 1. Kapra [I>xeccu Illesnna (Schell, 2008, p. 463)

- 243 -


https://doi.org/10.46539/gmd.v8i1.625

Galactica Media: Journal of Media Studies. 2026. No 1| ISSN: 2658-7734
Vccnenosanns urp | https: //doi.org/10.46539/gmd.v8il.625

[Tnardpopma LUDOSIS

YTOoO6b! mpepnjiaraéMbelii Hamy KMHQPas3bIK OKa3aiICsd INPUMEHMM B MIPOBBIX
aKTOP-CETSX, €r0 HEOOXOAMMO OCHACTUTH IIJIAT(POPMOH, YEPE3 KOTOPYIO aKTOPBI
MOIJIM Obl CMCTEMATHU3UPOBATb CBOU OHTOJIOTMYECKME IpencTaBieHus. Hiuwke MBI
ONULIEM IPOEKT TaKOW IIaTGOPMBI, a BIIOCIELNCTBUU U AEMOHCTPALMIO €€ PaOOTHI
Ha [IpYMepe pa3pabOoTKY BUAECOUTP.

JlorycTuM, Aepska B TOJIOBE KOHLEILNIO CBOEM UTPhl, FeMM-AU3aliHEp HA4Yu-
HaeT co3pasaTth Kapty 3Tou urpsl B LUDOSIS. OTOT npouecc BeIMISIUT JOCTATOYHO
IIPOCTO: HAIIPUMEP, Hallla Urpa — 3TO ABYXMEPHbIN Na33i-1uiardopmep B GIHTE3U
CeTTUHIe. DTUX NAHHBIX YK€ BIIOJIHE NOCTAaTOYHO, YTOObI HayaTb (OPMUPOBATH
OHTOJIOTUYECKYIO MOZEJIb (COCTABIIATh KapTy). Ham Hy>)KHO HalITV B METa-OHTOJIOTUU
— MHBEHTApe — TaKue CYILIHOCTU: JByXMEPHOE IIPOCTPAHCTBO, M1a33J1, IaTgopMmep,
¢danTE3U. ECM KaKMX-TO U3 JKEJIAEMBIX CYIIHOCTEN HET B UHBEHTAPE, TO X MOXXHO
n00aBUTh; UM HAWTU BMECTO HUX O0Jiee abCTPAaKTHbBIE; UM COOpaTh HAbop Oosee
KOHKPETHBIX CYLHOCTEN.

Wcnone3ya cucremy LUDOSIS B mpouecce MpPOEKTUPOBAHUSA KOHKPETHOM
WTPBl, TI0JIb30BATEJb IOCTENEHHO (HOPMHUPYET €€ OHTOJIOTUYECKYI0 MOJIEIb,
BBIOMPAS U3 «I1yJIa» UHBEHTAPS T€ WUJIY MHblE CYLIIHOCTU Y BbICTPAUBAsl CBSI3U MEXAY
HVIMU, OIKCBIBAs Te Kak JIOruku. LUDOSIS MOKeT CyleCTBOBaTh B BUIE IPOrPAMMBbI
iy 1uppoBoro nHrepderca, KOTOpbIi 6bl aBBTOMATUYECKU «IIOJICKA3bIBA» MOJIb-
30BaTEJII0 BO3MOXKHBIE CBSI3M MEXJY TEMM CYIIHOCTSIMU, KOTOPbIE OH [100aBJIsIET
B CBOIO OHTOJIOTMYECKYIO MOzesib. Tak Kak LUDOSIS opreHTHpOBaH Ha MEXIUCI -
IJIMHAPHOCTb, 3TO MOTYT OBITh CYLIHOCTU M3 COBEPLIEHHO PasHbIX cdep. Jlornku
B TAKOM CJIy4a€ MOTYT ObITb, B YACTHOCTH, FTOTOBBIMU CXEMAaMM «B3aVIMHOTO Iepe-
BOJa» CyLIHOCTEN U3 Pa3HBIX NUCLUTIVH.

CucremMa MOXET MMETb BUKU-TIOLOOHBIN (POPMAT, i€ M0JIb30BAaTEIN MOTYT
IpejjiaraTb CBOM BEPCUU OHTOJIOTMYECKUX M META-OHTOJIOTMYECKUX MOZEJIEN,
KOJUIAOOpYPOBAThCSl B UX IPOEKTUPOBAHWHU, YCTPAaMBaTh OUCKYCCUU. BOKpyr
OTIEJIbHBIX MHBEHTAPEN U I'PYIIl KapT MOTYT COOMPATbCs COOCTBEHHBIE COOOIIE-
cTBa. PasHble MHBEHTapyu MOTYT OBbITb COEIVHEHBI B 00jiee KPYIHbI MHBEHTAPb
I10 JKEJIAHUIO T10JIb30BaTEsIeN, HO TAKXKE I10JIb30BaTEIM MOTYT EJaTh CBOU BEPCUU
CYLIECTBYIOLIMX MHBEHTAPEN: OTBETBJIEHUS WK «bOpKu». D10 commkaer LUDOSIS
C TeM, KaK yCTpOeHa paboTa C KOIOM 1 NPWIOXKEHUIMU Ha 1u1atdopme “GitHub”

HecmoTpss Ha CBOEOOPa3HBI «PEBOJIOLMOHHBIN OyX», KOTOPBIA MOJKHO
YBUIETh 33 HALIMMU [IOCTPOEHUSIMU, Mbl HE XOTUM IOPBATh C TPAAULMAMU TeM-
nuzariHepckux Teopuil. CymecTtsytomye GpeiiMBOPKUA U OHTOJIOTUMA MOTYT IOCIIY -
JKUTb MaTepUaJIoM («ChIPbEM») IJ1s1 6a3bl maHHbIX LUDOSIS, npenocTasiisisi FOTOBbIE
NIEPEYHU CYLIHOCTEN U OTHOLIEHUM MEXIY HMMH — HO OHU TaK >K€ U MOTYT OBbITh
MogudULIMPOBaHbl nosb3oBarensamu. LUDOSIS — 3To Turesnb, B KOTOPOM CaMu
UrpoBble (PPEMMBOPKM PACIUIABJSIOTCS U NEPEIUIABISIIOTCS: 3TO MATEPUSl WIPBHI
B MarMaTU4eCKOM COCTOSIHUM. [IouTy Kak ropHble IOPOIbI B Marme, AU3alH UrPbl
npoliecce pa3paboTKy HAXOAUTCSI ONHOBPEMEHHO U B JXUJAKOM, U B TBEPIOM COCTO-
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sHUsIX. «Ho B 9T0I MeTadope ecTs ellje KOe-4To: B MarMe >KUJKOE U TBEPHOE COCTO-
SHUSI COCYLIECTBYIOT B HENPEKPALAIOUMXCS B3aUMHBIX TpaHCHOpPMaLUSIX;
B TO BpEMS KakK I10 KpasiM MOTOKA JIaBa OCTBIBAET U KPUCTAJIJIU3YETCS, HEKOTOPbIE
TBEpAbIE TOPOAbI IO ACHUCTBUEM TEIJIA IJIABSITCSl, CTAHOBSICh YACTbIO IIOTOKA».
(Bentypunu, 2018, c. 67). Te xe duykTyauuy MOKHO HAbII0aTh Y BO B3aMOCBSI3SIX
MEXy Pa3HbIMU 3JIEMEHTAaMU UTPbl BO BPEMS pa3pabOTKU. DTO CIIXKUBAET HELIO-
CTaTKU 3aKPBbITOCTH WIM CTAaTUYHOCTHU 3TUX Mogesien, Tak Kak LUDOSIS, no cyty,
NIO3BOJISIET CLI€JIaTh UX OTKPBITBIMUA M AUHAMUYECKMMU — a TaKKe KOMOMHHUpYye-
MBIMU C IPYTMMM MOJEJIIMU. MBI He IIPeJjiaraeM NepenucaTh Wi «IIPeooeTh
TEOPUM reiM-[In3aliHa — a CKoOpee HaoO0OpOT, MpeJjlaraéM MX Pa3sBUTUE HA OCHOBE
METOZ0JIOTUYECKOTO PAaBHOIPABUSL.

Mbl nocnenyeM Tpaguuuy 0603Ha4yaTh (GPEVIMBOPKU relM-Iu3aiiHa B BULE
AKPOHMMOB — ¥ OIMIIEM 3Ty TMIIOTETUYECKYIO IIAaT(POPMy, IaB HONOTHUTEIBHOE
3HaueHne Kaxpou u3 Oyks B csoBe LUDOSIS: Ludic User Designed Ontological
Syntax Interactive System.

Ludic — wurpoBas (cucremMa). 9To CJIOBO MPOUCXOAUT OT JylaThuHCKoro “ludus’,
UIPa, U IEPEBOAUTCS KaK «UTPOBOIY, «B UTPOBOM MaHEpe». DTO CBOMCTBO PabOTAET
Ha HECKOJIbKMX YPOBHSX. BO-IIEPBBIX, OHO O4YE€BUAHBIM OOPA30M OTCHUIAET HAC K
TOMY, 4TO HAlllX METOMbI HALEJIEHbl HA ITPOEKTUPOBAHMUE M aHanu3 Bugeourp. Ho
€CTb U IPyroe, ropasno 6osiee BaKHOE CBOMCTBO: Mbl IOIXOAUM K BUIEOUIPaM
urpatouu. llesb cuctemsl — cresnaTh IpoLiece NOOaBIeHNs U yIaleHUs DJIEMEHTOB
UTPBl B €€ KapTe MPOCTbIM U JOCTYIHBIM. [1071b30BaTe/ b MOXKET CO3aBaTh MOJIEJIb
WUTPbl WIPAlOYM, BBICTPAMBas HEOXUOAHHbIE [IPENIOJIOKEHUS O TOM, Kakue
BJIEMEHTBI MOTYT OBITh B UTPE — a TAKOKE, HAIIPUMEP, O TOM, I'Tie U KaK 3TU 3JIEMEHTBI
MOTYT pacIlojiaraTbCsl OPYr OTHOCUTEJIbHO Apyra U Kakue CBSI3M 5TU 3JIEMEHTBI
MOTYT BbICTPAUBATh.

User Designed Ontological — OHTOJOrMYECKU OIpenessemMasl I0Jb30Ba-
teseM (cucrema). TyT BaXHO NONYEPKHYTb TO, YTO Mbl [1a€M II0JIb30BATEJIO,
TO €CTb IelM-JU3aliHEDPY, OIpEeNEeJUTb, KaKue 3SJIEMEHTBHl M3 OOLIEro MaccuBa
3JIEMEHTOB IIPUCYIIXA €r0 COOCTBEHHOU urpe. VIMEHHO 3TO OA€eT HaMm Ty TMOKOCTB,
KOTOPYIO HE CIIOCOOHBI JaTh redM-gusaiiHepam (periMBOpPKY, Beib (PPENMBOPKU
HaM IpeJJiaraloT AeMCTBOBATh YK€ B PAMKax HEKOTOPOro (PMKCUPOBAHHOTO Habopa
aneMeHToB, a LUDOSIS nmaeT BO3MOXHOCTb CPOPMUPOBATb HAOOD 2JIEMEHTOB U
OV3aMHEPCKUX YTBEPKIEHUM T10]] Hallly KOHKPETHYIO UTPY.

Syntax — cuHTakcmyeckass (cucrema). COBO «CHHTAKCUC» IIPOUCXOIUT
OT JBYX I'PEYECKUX CJIOB, O3HAQUAIIINUX «C, BMECTE, COBMECTHO» U «IIOCTPOEHHUE,
pacrosioXXeHue, CTpOUTb, pacrosarath» (“Syntax,” n.d.). OTuM npuaraTeJbHbBIM HaM
B&XXHO TOJYEPKHYTh CBOMCTBA JIIOJO3MCA KaK $I3bIKA, COCTOSILIETO U3 HEKOTOPOTO
KOJIMYECTBA CJIOB, KOTOPbIE IIOCTOSIHHO IIOSIBJIIIOTCS M BBIXOIAT U3 000POTa,
HO Kakue Obl CJI0Ba HU MCIIOJIb30BAJIUCh B S13bIKE — OHMU I103BOJISIIOT (HOPMUPOBATH
OECKOHEYHOE MHOXKECTBO BO3MOXKHBIX CMBICJIOB. BO3MOXKHOCTb (POPMUPOBAThH
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HOBblE€ KOMOVHALIMY U CBSI3W MEXIY 3JIEMEHTAMU Mbl XapaKTEPU3yeM KaK CUHTaK-
CUYHOCTb CUCTEMBI.

Interactive — wWHTepakTMBHas (CMCTE€Ma). DTO IpujaraTejbHOE B OOJbLIEN
CTEIIEHM OTHOCUTCS K TOMY, 4YTO Mbl He TIpocTOo wucnonasdyem LUDOSIS,
a Mbl aKTMBHO B3aWMOJENCTBYEM C HUM: IIPUYEM B CAMBIX Pa3HbIX POJISX.
Mbl MOXEM B3aMMOJENCTBOBATbL C HUM, IIPOEKTHUPYS! HOBbIE WIPbI, [IOIOJIHSS
MAaCCUB 3JIEMEHTOB HOBBIMU CYIIHOCTSMM M JIOTUKaMHM, a TaKXKe IOIOJIHSA,
pacupsis WIA U3ydas YK€ CYLIECTBYIOUME CYLUHOCTH, JIOTUKM Y OHTOJIOTMU
BUIEOUTP.

System — cucrema. LUDOSIS — 310 cucrema: XOTb M C MacCOW Bapualuin
BO3MOXXHOCTEN opraHu3anuu, Ho BceE emie cucrtema. LUDOSIS cymecTByeT Kak S3bIK:
B HEM IIOCTOSIHHO (POPMHUPYIOTCS HOBBIE CJIOBA WM IIPABMJIA, A TAKKE BBIXOIST
13 000pOTa CTapple — BHE 3aBUCMMOCTM OT JKEJIAHWUSI M HAMEPEHUS OTIEJIbHBIX
aBTOPOB. HeCMOTps Ha BCe CTPEMJIEHUSI CTPYKTYPUPOBATh 513bIK, OH HE(OPMAJIEH 1
riu6ok. IloBepx He(POpPMasbHOrO $3blKa MBI MOXKEM IIBITAaTbCSI CTPOUThH OoJiee
dhopMasibHble S3bIKHM, HO TaK MJIM MHAYe SI3bIK B CBOEM OCHOBE OyIeT >KUTh, PaCLIM -
PATHCSA Y TIOIOJIHATBLCS 10 TEX I10P, [T0KA UM KTO-TO 1oJib3yercs. LUDOSIS ropgurcs
TEM, YTO €r0 CTPYKTypa CKOpEE€ HAlOMUHAET «06aprak», HEXENU IMOJHOLIEHHYIO
dbopMaspHy10 CTPYKTYypy. OJJHAaKO 3TO BOBCE HE OTPULIAET HAJIMYUE CUCTEMHOCTU —
IIPOCTO 3Ta CUCTEMHOCTD CO3TAETCs 60JIee CUTYaTUBHO, “in Situ”: B caMoMm Ipolecce
pabotel ¢ LUDOSIS. [In1 paboTbl ¢ TakKUM MHOKECTBEHHbIM U HEINOCTOSIHHBIM
00BEKTOM, KaK BUIEOUTPbI, HAM HEOOXOAMMa TaKasl >k€ MHOXXECTBEHHAS 1 HEIIOCTO-
SIHHAsl CUCTEMA.

3akjroyeHue

Hackosibko mpenjiaraémple  HaMM TEOPETUYECKHE XOAbl U IIPAKTUYECKUE
NPEAJIOKEHNST PEIAIOT MMPOOJIEMBI, ITOCTYJIMPOBAHHbIE B MEPBBIX TPEX pasmesax
cratbu? YUTOObI OTBETUTb HA 3TOT BONPOC, BEPHEMCS K Te3ucy SHa Borocra
0 «b6appake», KOTOPBIN MOCIYKUJI A1 HAC OTIIPABHOM TOYKOM B NIEPECMOTPE OHTO-
JIOTUY BUIIEOUTP:

«3mech  MOXXHO IIOCTaBUTb BONPOC: KaKhe €IWHUIbl MMEIT 3HadyeHue
17151 KOHKPETHO UTPBl B KOHKPETHBIX 06CTOSITeNbCTBAX? [10M06HAs CTpaTerusi 0CBO-
60>KJ1aeT HAC OT MOMCKA OCHOBAHMI, HA KOTOPBIX HEOIIPOBEP>KUMO ITOKOSITCSI UTPOBbIE
00DBEKTBI, NIPEIOCTEPEraeT HaC OT HEJAJbHOBUIHOIO 3CCEHLMANN3Ma B OTHOLIEHUU
Kejle3a WM 4eJOBEYECKOTO OIbITa (MM 4Yero 6bl TO HU OBLIO MEXAy HUMHN),
3acTaBiisid 3a7jaBaTh 0OJIbllle KOHKPETHBIX BOIIPOCOB 006 ONpEe/IeHHbIX aHaJIUThYe-
CKUX CUTYyalusiX. Y>ke HeJOCTaTOYHO MPOCTO MCKaThb OTBET HA OJUH-€JUHCTBEHHBIN
Bonpoc “Yro Takoe urpa?”» (Bogost, 2009).

OnuceiBaeMast HaMM IIaTGopma MO3BOJIUT Pa3 32 pa30M OTBEYaTh HA BOIIPOC,
NONYEPKMBAEMBIN  37echb borocrom: «Kakume enuvHuMIBI KMEIOT 3HAYEHUE
1711 KOHKPETHOM MIPbl B KOHKPETHBIX 00CTOATENbCTBAX?» B ciyyae ¢ LUDOSIS
TaKUMU CUTYaTUBHBIMU OTBETAMU OKAa3bIBAIOTCSI MOJEJIY, KOTOPblE MBI BbILIE
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Ha3zBaiy «Kapramu». [Ipenjaraemelii ¢gopmar I1aTGOPMBI I103BOJISIET MPUAATDH
BTOMY KapTUPOBAHUIO KOJUIEKTUBHBIN, KOJIJIAOOPAaTUBHBIML U  NPOTSDKEHHBIN
BO BPEMEHU XapaKTep.

Takum o6pazoM, M0a03uC-53bIK Kak Teopusi — u LUDOSIS kak ero texHmuye -
CKasl peanu3anys — MPENIIONIOXKUTENbHO BbIIOJHAOT IIPOrPpaMMy IeMOKpPATU3ALMU
MeTtadusuku Buneourp. Ham 6osblie He Hy>)KHO Opath Ha cebs paboTy 110 COCTaB-
JieHnI0 PYyHIAMEHTAJIbHOU MeTa(pU3MKU UTPbl — MBI MOKEM (A B KAKOM-TO CMBICJIE
IOJDKHBI) [1€JIETMPOBATh 3Ty pabOTy IIMPOKOMY KPYyry aKTOPOB, MMEIOMIUM OTHO-
IIEHVE K CYLIECTBOBAHUIO M PAa3BUTUI0 UIP — TO €CThb, MMEIOUIMM OTHOLIEHUE
K JIIOI03UCY. B MOMEHT 3TOH nesieraliuy BUIEOUTPOBasi MeTa(PU3MKa OTKA3bIBAETCS
OT NpeTeH3uil Ha PyHIAMEHTAJIbHOCTb, COJIVKASICh C PUKIIAHBIMU KOHLENITYaIN -
3aUMsIMM — KOTOPBbIE MOTYT NPUHMMATBCSl WM OTOPACHIBATBCSI B 3aBUCUMOCTU
OT MIOCTABJIEHHBIX LieJiel: OyIp TO OU3aiH, UCCIeNOBaHME WM KpuTuka. [Ipownc-
XOJIUT ITOJIHOLIEHHBIN TIEPEXO, OT DCCEHLMAIN3MA K KOHCTPYKTUBH3MY.

BriocnenctBun Mbpl IJIaHUpyeM 0oJjie€ TOYHO OMNUCATh (PYHKUMOHAN U
CLEHApVM II0JIb30BATEJIbCKOTO OIBbITA IUIATQMOPMBI, a TakKkKe [PUCTYIUTD
K €€ TeXHMYEeCKOW peanusauuy. B mnocienyoommx MyOoJMKAUMSIX Mbl yIEJIAM
BHUMaHME OIMCAHMIO METOJOB, YIPOLIAOUMX aHAIM3 U MPOEKTUPOBAHUE WIP
Ha Ha4yaJIax «IJIOCKOY OHTOJIOTUM».

Crucok sureparypsl

Aarseth, E., & Grabarczyk, P. (2018, January 1). An Ontological Meta-Model for Game Research. Proceed-
ings of DiGRA 2018 Conference: The Game is the Message.
https: //doi.org /10.26503 /dl.v2018i1.973

Aarseth, E. J., & Calleja, G. (2015). The Word Game: The ontology of an undefinable object: FDG 2015 -
Foundations of Digital Games 2015. Proceedings of the 10th International Conference on the
Foundations of Digital Games (FDG 2015).
http: //www.fdg2015.org/papers/fdg2015_paper_51.pdf

Aarseth, E., & Moring, S. (2020). The game itself?: Towards a Hermeneutics of Computer Games.
International Conference on the Foundations of Digital Games, 1-8.
https: //doi.org /10.1145 /3402942.3402978

Barad, K. (2007). Meeting the Universe Halfway: Quantum Physics and the Entanglement of Matter and
Meaning. Duke University Press. https: //doi.org /10.2307/j.ctv12101zq

Barwood, H., & Falstein, N. (n.d.). The 400 Project. Finite Arts.
https: //www.finitearts.com /Pages /400page.html

Bogost, 1. (2006). Unit Operations: An Approach to Videogame Criticism. The MIT Press.
https: //doi.org /10.7551 /mitpress /6997.001.0001

Bogost, 1. (2009, September 3). Videogames are a Mess. Bogost.
https: //bogost.com /writing /videogames_are_a_mess

Boluk, S., & Lemieux, P. (2017). Metagaming: Playing, Competing, Spectating, Cheating, Trading, Making,
and Breaking Videogames. University of Minnesota Press. https: //doi.org /10.5749 /j.cttIn2ttjx

- 247 -


https://doi.org/10.5749/j.ctt1n2ttjx
https://bogost.com/writing/videogames_are_a_mess/
https://doi.org/10.7551/mitpress/6997.001.0001
https://www.finitearts.com/Pages/400page.html
https://doi.org/10.2307/j.ctv12101zq
https://doi.org/10.1145/3402942.3402978
http://www.fdg2015.org/papers/fdg2015_paper_51.pdf
https://doi.org/10.26503/dl.v2018i1.973
https://doi.org/10.46539/gmd.v8i1.625

Galactica Media: Journal of Media Studies. 2026. No 1| ISSN: 2658-7734
Vccnenosanns urp | https: //doi.org/10.46539/gmd.v8il.625

Breitman, K., Casanova, M., & Truszkowski, W. (2007). Semantic Web: Concepts, Technologies and Appli-
cations. Springer London. https: //doi.org/10.1007/978-1-84628-710-7

Church, D. (1999, July 16). Formal Abstract Design Tools. Game Developer.
https: /www.gamedeveloper.com /design /formal-abstract-design-tools

Deterding, S. (2015). The Ambiguity of Games: Histories and Discourses of a Gameful World.
In S. P. Walz & S. Deterding (Eds.), The Gameful World (pp. 23-64). The MIT Press.
https: //doi.org /10.7551 /mitpress /9788.003.0004

Duggan, E. (2017). Squaring the (Magic) Circle: A Brief Definition and History of Pervasive Games.
In A. Nijholt (Ed.), Playable Cities: The City as a Digital Playground (pp. 111-135). Springer Singa-
pore. https: //doi.org /10.1007/978-981-10-1962-3

Eskelinen, M. (2001). Towards computer game studies. Digital Creativity, 12(3), 175-183.
https: //doi.org /10.1076 /digc.12.3.175.3232

Fuchs, M. (2012). Ludic interfaces. Driver and product of gamification. GAME. The Italian Journal of
Game Studies, 1(1). https: /www.gamejournal.it /ludic-interfaces-driver-and-product-of-

gamification/
Gekker, A. (2021). Against Game Studies. Media and Communication, 9(1), 73-83.
https: //doi.org /10.17645 /mac.v9il.3315

Goclenius, R. (1613). Lexicon Philosophicum: Quo Tanquam Clave Philosophiae Fores Aperiuntur [Philo-
sophical Lexicon: Where Do Key Philosophies Open Doors. Becker. (In Latin).

Grip, T. (2017, May 24). The SSM Framework of Game Design. Game Developer.
https: /www.gamedeveloper.com /design /the-ssm-framework-of-game-design

Gruber, T. R. (1995). Toward principles for the design of ontologies used for knowledge sharing? Inter-
national Journal of Human-Computer Studies, 43(5-6), 907-928.
https: //doi.org /10.1006 /ijhc.1995.1081

Guarino, N. (Ed.). (1998). Formal Ontology in Information Systems: Proceedings of the 1st International
Conference June 6-8, 1998, Trento, Italy (Ist ed.). IOS Press.

Hamalainen, N., & Lehtonen, T.-K. (2016). Latour’s empirical metaphysics. Distinktion: Journal of Social
Theory, 17(1), 20-37. https: /doi.org /10.1080/1600910X.2016.1154883

Hunicke, R., LeBlanc, M., & Zubek, R. (2004). MDA: A formal approach to game design and game
research. Proceedings of the AAAI Workshop on Challenges in Game Al, 4(1), 1722.

Jenkins, H. (2007, March 21). Transmedia Storytelling 101—Pop Junctions. Henry Jenkins.
http: //henryjenkins.org/blog /2007/03 /transmedia_ storytelling_101.html

Karhulahti, V. (2015). Hermeneutics and Ludocriticism. Journal of Games Criticism, 2(1).
https: //gamescriticism.org /2023 /07/24 /hermeneutics-and-ludocriticism

Kopeg¢, J. (2015). Let's put programs in our minds. The ideology of gamification. Case study of Habi-
tRPG. In J. Kope¢ & K. Pacewicz (Eds.), Gamification. Critical Approaches (pp. 9-26).
The Faculty of “Artes Liberales”, University of Warsaw.

Kreimer, B. (2002, March 13). The Case For Game Design Patterns. Game Developer.
https: /www.gamedeveloper.com /design /the-case-for-game-design-patterns

Law, J. (2006). Making a Mess with Method. Heterogeneities.
http: //heterogeneities.net /publications /Law2006MakingaMesswithMethod.pdf

Lorhard, J. (1613). Theatrum philosophicum. Basilia.

- 248 -


http://heterogeneities.net/publications/Law2006MakingaMesswithMethod.pdf
https://www.gamedeveloper.com/design/the-case-for-game-design-patterns
https://gamescriticism.org/2023/07/24/hermeneutics-and-ludocriticism/
http://henryjenkins.org/blog/2007/03/transmedia_storytelling_101.html
https://doi.org/10.1080/1600910X.2016.1154883
https://doi.org/10.1006/ijhc.1995.1081
https://www.gamedeveloper.com/design/the-ssm-framework-of-game-design
https://doi.org/10.17645/mac.v9i1.3315
https://www.gamejournal.it/ludic-interfaces-driver-and-product-of-gamification/
https://www.gamejournal.it/ludic-interfaces-driver-and-product-of-gamification/
https://doi.org/10.1076/digc.12.3.175.3232
https://doi.org/10.1007/978-981-10-1962-3
https://doi.org/10.7551/mitpress/9788.003.0004
https://www.gamedeveloper.com/design/formal-abstract-design-tools
https://doi.org/10.1007/978-1-84628-710-7
https://doi.org/10.46539/gmd.v8i1.625

Galactica Media: Journal of Media Studies. 2026. No 1 | ISSN: 2658-7734
Game Studies | https: //doi.org /10.46539/¢md.v8il.625

Mandelbrot, B. (1967). How Long Is the Coast of Britain? Statistical Self-Similarity and Fractional
Dimension. Science, 156(3775), 636-638. https: //doi.org /10.1126 /science.156.3775.636

Mayra, F. (2008). An Introduction to Game Studies: Games in Culture. SAGE Publications Ltd.
https: //doi.org /10.4135 /9781446214572

Mayra, F. (2009). Getting into the Game: Doing Multi-Disciplinary Game Studies. In B. Perron & M.
Wolf (Eds.), The Video Game Theory Reader 2 (pp. 313-329). Routledge.

Mitchell, L. (2018). Ludopolitics: Videogames against Control. John Hunt Publishing.
Ontology. (n.d.). Merriam-Webster. https: //www.merriam-webster.com /dictionary/ontology

Pettman, D. (2019, April 23). The Species Without Qualities: Critical Media Theory and the Posthuman-
ities. B2o: Boundary 2 Online. https: //www.boundary?2.org/2019,/04 /the-species-without-
qualities-critical-media-theory-and-the-posthumanities /

Salmon, G. (2013). De la délégation ontologique. La naissance de I'anthropologie néo-classique
[On Ontological Delegation: The Birth of Neoclassical Anthropology]. Colloquium Méta-
physiques Comparées: La Philosophie a l'épreuve de lanthropologie. http: //www.ccic-
cerisy.asso.fr/metaphysiquesl3.html (In French).

Schell, J. (2008). The Art of Game Design. CRC Press. https: //doi.org /10.1201/9780080919171

Smith, B. (2004). Ontology. In L. Floridi (Ed.), The Blackwell Guide to the Philosophy of Computing and
Information (Ist ed., pp. 153-166). Wiley. https: //doi.org /10.1002 /9780470757017.chil

Stenros, J., & Kultima, A. (2018). On the Expanding Ludosphere. Simulation & Gaming, 49(3), 338-355.
https: //doi.org /10.1177/1046878118779640

Syntax. (n.d.). Merriam-Webster. https: /www.merriam-webster.com /dictionary/syntax
Tekinbasg, K. S., & Zimmerman, E. (2003). Rules of play: Game design fundamentals. MIT Press.

Walk, W., Gorlich, D., & Barrett, M. (2017). Design, Dynamics, Experience (DDE): An Advancement of
the MDA Framework for Game Design. In O. Korn & N. Lee (Eds.), Game Dynamics (pp. 27-45).
Springer International Publishing. https: //doi.org /10.1007/978-3-319-53088-8 3

Wittgenstein, L. (1953). Philosophical Investigations. Macmillan.

Zagal, J. P, & Bruckman, A. (2008). The game ontology project: Supporting learning while contributing
authentically to game studies. Proceedings of the 8th International Conference on International
Conference for the Learning Sciences - Volume 2, 499-506.

Granger. (2022, ssuBapsb 17). Jlocucmut us MMO o HenpepbieHoil eouHe Foxhole yempouau 6ynm
npomuse asmopos uzpvl—OHU nepecmanu chadacams poum npunacamu. DTE.

: oi-voine-foxhole-ustroili-bunt-
protiv-avtorov-igry-oni-perestali-snabzhat-front-pripasami

Bentypuny, T. (2018). [Torpyskasice B Mmarmy: Kak nomxonuTh K UCCI€JOBAaHUIO Pa3HOIJIACHI C
MOMOIIIBI0 aKTOPHO-CeTeBoM Teopuu. Jlozoc, 28(5), 53-84. https: //doi.org /10.22394 /0869~
5377-2018-5-53-81

BerymmHckuit, A. C., & l'asianuHa, E. B. (2016). Onrosorus Bugeourp: O6beKTbI, MUAPBL U cpena. duno-
copus u kyawmypa, 11, 1511-1516. https: //doi.org /10.7256 /1999-2793.2016.11.21043

Je Kactpy, 3. B. (2022a). KTo 6outcst oHTONI0rM4YecKoro Boska? Jlozoc, 32(2), 167-192.
https: //doi.org /10.22394 /0869-5377-2022-2-167-191

Je Kactpy, 3. B. (2022b). O Mmozensix u npumepax: MiHxeHnepsl 1 6puKosiepbl B aHTpornoleHe. Henpu-
KOCHOB8EeHHDbLIL 3anac, 3, 59-87.

- 249 -


https://doi.org/10.22394/0869-5377-2022-2-167-191
https://doi.org/10.7256/1999-2793.2016.11.21043
https://doi.org/10.22394/0869-5377-2018-5-53-81
https://doi.org/10.22394/0869-5377-2018-5-53-81
https://dtf.ru/games/1038473-logisty-iz-mmo-o-nepreryvnoi-voine-foxhole-ustroili-bunt-protiv-avtorov-igry-oni-perestali-snabzhat-front-pripasami
https://dtf.ru/games/1038473-logisty-iz-mmo-o-nepreryvnoi-voine-foxhole-ustroili-bunt-protiv-avtorov-igry-oni-perestali-snabzhat-front-pripasami
https://doi.org/10.1007/978-3-319-53088-8_3
https://www.merriam-webster.com/dictionary/syntax
https://doi.org/10.1177/1046878118779640
https://doi.org/10.1002/9780470757017.ch11
https://doi.org/10.1201/9780080919171
http://www.ccic-cerisy.asso.fr/metaphysiques13.html
http://www.ccic-cerisy.asso.fr/metaphysiques13.html
https://www.boundary2.org/2019/04/the-species-without-qualities-critical-media-theory-and-the-posthumanities/
https://www.boundary2.org/2019/04/the-species-without-qualities-critical-media-theory-and-the-posthumanities/
https://www.merriam-webster.com/dictionary/ontology
https://doi.org/10.4135/9781446214572
https://doi.org/10.1126/science.156.3775.636
https://doi.org/10.46539/gmd.v8i1.625

Galactica Media: Journal of Media Studies. 2026. No 1| ISSN: 2658-7734
Vccnenosanns urp | https: //doi.org/10.46539/gmd.v8il.625

Jenanga, M. (2018). Hosas ¢usrocodus obwecmsa: Teopus accamdisiceil U COUUANLHAR CAOHCHOCMD.
['uze Ipecc.

Jeckomna, . (2012). [To my cmopory npupodsl u Kyabmypsl. HoBoe urepaTypHoe 0603peHuUe.

Jlatyp, B. (2017). O6 akTOpHO-CeTeBOI1 TeOpuU. HeKoTOpble pa3bsiCHEHUS, IOIIOJIHEHHBIE €l11e
6ospIMMu yenoskHeHusimu. Jloeoc, 27(1), 173-200. https: //doi.org /10.22394 /0869-5377-2017-
1-173-197

Jlatyp, B. (2018). [Torumuxu npupodst. Kax npusums Haykam demoxkpamuto. Ao, Maprunem Ipecc.

Jlatyp, B. (2020). Ilepec6opra couuanrbHozo: BeedeHue 8 akmopHro-cemesyto meoputo. M3garenbckuii
JIOM BpICII€M IIKOJIBI SKOHOMUKU.

Jlo, II. (2015). [Tocie memoda: Becnopadok u coyuanvhas vayka (C. laBpunenko, [lep.). M3paTenbcTBo
Mucruryra l'anpapa.

Xapayai, [I. (2020). Ocmasascy co cuymotl. 3asodums copoduuell 8 xmyayuere (A. ITucapes, Ilep.).
I'nne Tlpecc.

References

Aarseth, E. J., & Calleja, G. (2015). The Word Game: The ontology of an undefinable object: FDG 2015 -
Foundations of Digital Games 2015. Proceedings of the 10th International Conference on the
Foundations of Digital Games (FDG 2015).
http: //www.fdg2015.org/papers/fdg2015_paper_51.pdf

Aarseth, E., & Grabarczyk, P. (2018, January 1). An Ontological Meta-Model for Game Research. Proceed-
ings of DiGRA 2018 Conference: The Game is the Message.
https: //doi.org /10.26503 /dl.v2018i1.973

Aarseth, E., & Moring, S. (2020). The game itself?: Towards a Hermeneutics of Computer Games.
International Conference on the Foundations of Digital Games, 1-8.
https: //doi.org /10.1145 /3402942.3402978

Barad, K. (2007). Meeting the Universe Halfway: Quantum Physics and the Entanglement of Matter and
Meaning. Duke University Press. https: //doi.org /10.2307/j.ctv12101zq

Barwood, H., & Falstein, N. (n.d.). The 400 Project. Finite Arts.
https: //www.finitearts.com /Pages /400page.html

Bogost, 1. (2006). Unit Operations: An Approach to Videogame Criticism. The MIT Press.
https: //doi.org /10.7551 /mitpress /6997.001.0001

Bogost, 1. (2009, September 3). Videogames are a Mess. Bogost.
https: //bogost.com /writing /videogames_are_a_mess

Boluk, S., & Lemieux, P. (2017). Metagaming: Playing, Competing, Spectating, Cheating, Trading, Making,
and Breaking Videogames. University of Minnesota Press. https: //doi.org /10.5749 /j.cttIn2ttjx

Breitman, K., Casanova, M., & Truszkowski, W. (2007). Semantic Web: Concepts, Technologies and Appli-
cations. Springer London. https: //doi.org /10.1007/978-1-84628-710-7

Church, D. (1999, July 16). Formal Abstract Design Tools. Game Developer.
https: //www.gamedeveloper.com /design /formal-abstract-design-tools

De Castro, E. V. (2022a). Who Is afraid of the Ontological Wolf ? Some Comments on an Ongoing
Anthropological Debate. Logos, 32(2), 167-192. https: //doi.org /10.22394 /0869-5377-2022-2-
167-191 (In Russian).

- 250 -


https://doi.org/10.22394/0869-5377-2022-2-167-191
https://doi.org/10.22394/0869-5377-2022-2-167-191
https://www.gamedeveloper.com/design/formal-abstract-design-tools
https://doi.org/10.1007/978-1-84628-710-7
https://doi.org/10.5749/j.ctt1n2ttjx
https://bogost.com/writing/videogames_are_a_mess/
https://doi.org/10.7551/mitpress/6997.001.0001
https://www.finitearts.com/Pages/400page.html
https://doi.org/10.2307/j.ctv12101zq
https://doi.org/10.1145/3402942.3402978
https://doi.org/10.26503/dl.v2018i1.973
http://www.fdg2015.org/papers/fdg2015_paper_51.pdf
https://doi.org/10.22394/0869-5377-2017-1-173-197
https://doi.org/10.22394/0869-5377-2017-1-173-197
https://doi.org/10.46539/gmd.v8i1.625

Galactica Media: Journal of Media Studies. 2026. No 1 | ISSN: 2658-7734
Game Studies | https: //doi.org /10.46539/¢md.v8il.625

De Castro, E. V.. (2022b). On Models and Examples: Engineers and DIYers in the Anthropocene.
Untouchable Reserve, 3, 59-87. (In Russian).

DeLanda, M. (2018). A New Philosophy of Society: Assemblage Theory And Social Complexity. Gile Press.
(In Russian).

Descola, Ph. (2012). Beyond Nature and Culture. New Literary Review. (In Russian).

Deterding, S. (2015). The Ambiguity of Games: Histories and Discourses of a Gameful World.
In S. P. Walz & S. Deterding (Eds.), The Gameful World (pp. 23-64). The MIT Press.
https: //doi.org /10.7551 /mitpress /9788.003.0004

Duggan, E. (2017). Squaring the (Magic) Circle: A Brief Definition and History of Pervasive Games.
In A. Nijholt (Ed.), Playable Cities: The City as a Digital Playground (pp. 111-135). Springer Singa-
pore. https: //doi.org /10.1007/978-981-10-1962-3

Eskelinen, M. (2001). Towards computer game studies. Digital Creativity, 12(3), 175-183.
https: //doi.org/10.1076 /digc.12.3.175.3232

Fuchs, M. (2012). Ludic interfaces. Driver and product of gamification. GAME. The Italian Journal of
Game Studies, 1(1). https: /www.gamejournal.it /ludic-interfaces-driver-and-product-of-

gamification/

Gekker, A. (2021). Against Game Studies. Media and Communication, 9(1), 73-83.
https: //doi.org /10.17645 /mac.v9il.3315

Goclenius, R. (1613). Lexicon Philosophicum: Quo Tanquam Clave Philosophiae Fores Aperiuntur [Philo-
sophical Lexicon: Where Do Key Philosophies Open Doors. Becker. (In Latin).

Grip, T. (2017, May 24). The SSM Framework of Game Design. Game Developer.
https: //www.gamedeveloper.com /design /the-ssm-framework-of-game-design

Granger. (2022, January 17). Logisticians from the MMO about the Ongoing war Foxhole Staged a
Revolt Against the Game's Creators They Stopped Supplying the Front with Supplies.. DTF.
oi-voine-foxhole-ustroili-bunt-

protiv-avtorov-igry-oni-perestali-snabzhat-front-pripasami

Gruber, T. R. (1995). Toward principles for the design of ontologies used for knowledge sharing? Inter-
national Journal of Human-Computer Studies, 43(5-6), 907-928.
https: //doi.org /10.1006 /ijhc.1995.1081

Guarino, N. (Ed.). (1998). Formal Ontology in Information Systems: Proceedings of the Ist International
Conference June 6-8, 1998, Trento, Italy (Ist ed.). IOS Press.

Hamalainen, N., & Lehtonen, T.-K. (2016). Latour’s empirical metaphysics. Distinktion: Journal of Social
Theory, 17(1), 20-37. https: //doi.org /10.1080 /1600910X.2016.1154883

Haraway, D. (2020). Staying with the Trouble: Making Kin in the Chthulucene (A. Pisarev, Trans.). Gile
Press. (In Russian).

Hunicke, R., LeBlanc, M., & Zubek, R. (2004). MDA: A formal approach to game design and game
research. Proceedings of the AAAI Workshop on Challenges in Game Al, 4(1), 1722.

Jenkins, H. (2007, March 21). Transmedia Storytelling 101—Pop Junctions. Henry Jenkins.
http: //henryjenkins.org /blog /2007/03 /transmedia_storytelling 101.html

Karhulahti, V. (2015). Hermeneutics and Ludocriticism. Journal of Games Criticism, 2(1).
https: //gamescriticism.org /2023 /07/24 /hermeneutics-and-ludocriticism

- 251 -


https://gamescriticism.org/2023/07/24/hermeneutics-and-ludocriticism/
http://henryjenkins.org/blog/2007/03/transmedia_storytelling_101.html
https://doi.org/10.1080/1600910X.2016.1154883
https://doi.org/10.1006/ijhc.1995.1081
https://dtf.ru/games/1038473-logisty-iz-mmo-o-nepreryvnoi-voine-foxhole-ustroili-bunt-protiv-avtorov-igry-oni-perestali-snabzhat-front-pripasami
https://dtf.ru/games/1038473-logisty-iz-mmo-o-nepreryvnoi-voine-foxhole-ustroili-bunt-protiv-avtorov-igry-oni-perestali-snabzhat-front-pripasami
https://www.gamedeveloper.com/design/the-ssm-framework-of-game-design
https://doi.org/10.17645/mac.v9i1.3315
https://www.gamejournal.it/ludic-interfaces-driver-and-product-of-gamification/
https://www.gamejournal.it/ludic-interfaces-driver-and-product-of-gamification/
https://doi.org/10.1076/digc.12.3.175.3232
https://doi.org/10.1007/978-981-10-1962-3
https://doi.org/10.7551/mitpress/9788.003.0004
https://doi.org/10.46539/gmd.v8i1.625

Galactica Media: Journal of Media Studies. 2026. No 1| ISSN: 2658-7734
Vccnenosanns urp | https: //doi.org/10.46539/gmd.v8il.625

Kope¢, J. (2015). Let’s put programs in our minds. The ideology of gamification. Case study of Habi-
tRPG. In J. Kopec¢ & K. Pacewicz (Eds.), Gamification. Critical Approaches (pp. 9-26). The
Faculty of “Artes Liberales”, University of Warsaw.

Kreimer, B. (2002, March 13). The Case For Game Design Patterns. Game Developer.
https: //www.gamedeveloper.com /design /the-case-for-game-design-patterns

Latour, B. (2017). On Actor-Network Theory. A Few Clarifications, Plus More Than a Few Complica-
tions. Logos, 27(1), 173-197. https: //doi.org /10.22394 /0869-5377-2017-1-173-197 (In Russian).

Latour, B. (2018). Politics of Nature: How to Bring the Sciences Into Democracy. Ad Marginem Press.
(In Russian).

Latour, B. (2020). Reassembling the social: an introduction to actor-network-theory. Publishing House
of the Higher School of Economics. (In Russian).

Law, J. (2006). Making a Mess with Method. Heterogeneities.
http: /heterogeneities.net /publications /Law2006MakingaMesswithMethod.pdf

Law, J. (2015). After Method: Mess in Social Science Research (S. Gavrilenko, Trans.). Gaidar Institute
Publishing House. (In Russian).

Lorhard, J. (1613). Theatrum philosophicum. Basilia.

Mandelbrot, B. (1967). How Long Is the Coast of Britain? Statistical Self-Similarity and Fractional
Dimension. Science, 156(3775), 636-638. https: //doi.org /10.1126 /science.156.3775.636

Mayra, F. (2008). An Introduction to Game Studies: Games in Culture. SAGE Publications Ltd.
https: //doi.org /10.4135 /9781446214572

Mayra, F. (2009). Getting into the Game: Doing Multi-Disciplinary Game Studies. In B. Perron &
M. Wolf (Eds.), The Video Game Theory Reader 2 (pp. 313-329). Routledge.

Mitchell, L. (2018). Ludopolitics: Videogames against Control. John Hunt Publishing.

Ontology. (n.d.). Merriam-Webster. https: /www.merriam-webster.com /dictionary/ontology

Pettman, D. (2019, April 23). The Species Without Qualities: Critical Media Theory and the Posthuman-
ities. B2o: Boundary 2 Online. https: /www.boundary?2.org/2019,/04 /the-species-without-
qualities-critical-media-theory-and-the-posthumanities /

Salmon, G. (2013). De la délégation ontologique. La naissance de I'anthropologie néo-classique
[On Ontological Delegation: The Birth of Neoclassical Anthropology]. Colloquium Méta-
physiques Comparées: La Philosophie a l'épreuve de l'anthropologie. http: //www.ccic-
cerisy.asso.fr/metaphysiquesl3.html (In French).

Schell, J. (2008). The Art of Game Design. CRC Press. https: //doi.org /10.1201/9780080919171

Smith, B. (2004). Ontology. In L. Floridi (Ed.), The Blackwell Guide to the Philosophy of Computing and
Information (Ist ed., pp. 153-166). Wiley. https: //doi.org /10.1002 /9780470757017.chil

Stenros, J., & Kultima, A. (2018). On the Expanding Ludosphere. Simulation & Gaming, 49(3), 338-355.
https: //doi.org /10.1177/1046878118779640

Syntax. (n.d.). Merriam-Webster. https: /www.merriam-webster.com /dictionary/syntax

Tekinbas, K. S., & Zimmerman, E. (2003). Rules of play: Game design fundamentals. MIT Press.

Venturini, T. (2018). Diving in Magma: How to Explore Controversies Using Actor-Network Theory.
Logos, 28(5), 53-84. https: //doi.org /10.22394 /0869-5377-2018-5-53-81 (In Russian).

- 252 -


https://doi.org/10.22394/0869-5377-2018-5-53-81
https://www.merriam-webster.com/dictionary/syntax
https://doi.org/10.1177/1046878118779640
https://doi.org/10.1002/9780470757017.ch11
https://doi.org/10.1201/9780080919171
http://www.ccic-cerisy.asso.fr/metaphysiques13.html
http://www.ccic-cerisy.asso.fr/metaphysiques13.html
https://www.boundary2.org/2019/04/the-species-without-qualities-critical-media-theory-and-the-posthumanities/
https://www.boundary2.org/2019/04/the-species-without-qualities-critical-media-theory-and-the-posthumanities/
https://www.merriam-webster.com/dictionary/ontology
https://doi.org/10.4135/9781446214572
https://doi.org/10.1126/science.156.3775.636
http://heterogeneities.net/publications/Law2006MakingaMesswithMethod.pdf
https://doi.org/10.22394/0869-5377-2017-1-173-197
https://www.gamedeveloper.com/design/the-case-for-game-design-patterns
https://doi.org/10.46539/gmd.v8i1.625

G \ Galactica Media: Journal of Media Studies. 2026. No 1| ISSN: 2658-7734
J Game Studies | https: //doi.org /10.46539/¢md.v8il.625

Vetushinskii, A. S., & Galanina, E. V. (2016). The Ontology of Video Games: Objects, Worlds, and Envi-
ronment. Philosophy and Culture, 11, 1511-1516. https: //doi.org /10.7256 /1999-
2793.2016.11.21043 (In Russian).

Walk, W., Gorlich, D., & Barrett, M. (2017). Design, Dynamics, Experience (DDE): An Advancement of
the MDA Framework for Game Design. In O. Korn & N. Lee (Eds.), Game Dynamics (pp. 27-45).
Springer International Publishing. https: //doi.org/10.1007/978-3-319-53088-8 3

Wittgenstein, L. (1953). Philosophical Investigations. Macmillan.

Zagal, J. P,, & Bruckman, A. (2008). The game ontology project: Supporting learning while contributing
authentically to game studies. Proceedings of the 8th International Conference on International
Conference for the Learning Sciences - Volume 2, 499-506.

- 253 -



https://doi.org/10.1007/978-3-319-53088-8_3
https://doi.org/10.7256/1999-2793.2016.11.21043
https://doi.org/10.7256/1999-2793.2016.11.21043
https://doi.org/10.46539/gmd.v8i1.625

	Ludosis in Video Game Ontology or How to Live within a Mess
	Abstract
	Keywords

	Концепция людозиса в онтологии видеоигр, или как жить в бардаке
	Аннотация
	Ключевые слова
	Введение
	Онтология «онтологии»?
	Погружаясь в бардак
	От бардака к сетям
	Выстраивая здание парламента
	Инфраязык людозиса
	Платформа LUDOSIS
	Заключение
	Список литературы
	References


