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AHHOTanusA. B cratee paccMaTpuBaeTCs apXUTEKTypa KakK BBIPA3UTENBbHBIA HWHCTPYMEHT B
BUJICOMTPOBOM IIPOCTPAHCTBE, CIIOCOOHBIN (OPMHUPOBATH aTMOC]EPyY, HANIPABIIATH BOCIPUATHE U
YCWJINBATh 3MOLMOHAIBHOEC BO3JCHCTBHE WIPOBOTO MHUpa Ha nonub3oBarend. Llensro
UCCJIEIOBAHMSI SIBJISIETCS aHAJIN3 APXUTEKTYPHBIX PELIEHUI B TPEX BU3YalbHO M KOHLENTYaJIbHO
pasnmuuHbIX urpax — Journey, Stray u Indika. Mertogom cpaBHHUTENBHOTO aHaM3a
IIPOCTPAHCTBEHHBIX, CTUIUCTUYECKUX U KOMIIO3UIIMOHHBIX XapaKTEPUCTUK BBISBICHBI IPUEMBI, C
IIOMOILIBI0  KOTOPBIX ~apXUTEKTypa (OpPMUPYET KyJIbTYPHbI KOHTEKCT M BIUsAET Ha
B3aUMOJICVICTBUE UTI'POKA C BUPTYyalIbHOU Cpenoil. PedynbraTsl HccinenoBaHus MOKa3bIBaOT, YTO
apXUTEKTypa B BUACOMIPAX BBIIOJIHAET HE TONBKO (DYHKIMOHAIBHYIO, HO U HAappaTUBHYIO,
ACTETUYECKYI0 M HABUTAlMOHHYIO poiib. CrenaH BBIBOJ O HEOOXOAWMOCTH OCMBICIEHHOTO
IIPOEKTUPOBAHMS APXUTEKTYPHOU CpElbl B paMKax reiiMAn3aiiHa KaK CPelICTBA Xy N0KECTBEHHOTO
BBIPAXEHUS U SMOLIMOHAIBHOT'O BO3/IEHCTBUS.
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relMan3aiiH, BU3yajabHOE BOCIPUATHE, SMOLMOHAIBHBIN 3 (EeKT, CTUIINCTHKA.
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Abstract. The article considers architecture as an expressive tool in the video game space, capable
of shaping the atmosphere, directing perception and enhancing the emotional impact of the game
world on the user. The purpose of the study is to analyze architectural solutions in three visually
and conceptually different games — Journey, Stray and Indika. The method of comparative
analysis of spatial, stylistic and compositional characteristics identifies techniques by which
architecture forms a cultural context and influences the interaction of the player with the virtual
environment.The results of the study show that architecture in video games performs not only a
functional, but also a narrative, aesthetic and navigational role. The conclusion is made about the
need for meaningful design of the architectural environment within the framework of game design
as a means of artistic expression and emotional impact.
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1. BBeaenue

CoBpeMEHHbIE BUJICOUTPHI CO3JAIOT TPEXMEPHBIE MHUPBI, OJIU3KHE K
pearbHOCTH WM (PaHTacTHUECKHEe, B KOTOPHIX MIPOK B3aMMOJIEHCTBYET C
MPOCTPaHCTBOM M crokeToM [1]. Ilpy HX HOPOEKTHUPOBAHUM TE€HUMIU3AUHEPHI
CTAJIKMBAIOTCS C 3aJladyaMHd, CXOXHUMH C apXUTEKTypHbIMU: (HOpPMHUpPOBAHUE
KOMITO3UIIMH, (DYHKIIMOHAJIBHOTO M BHU3yaJbHOTO PUTMA, JIOTUKU JBWKECHUS W
BOCIIPUATHS Cpeabl [2].

Xopomio nmpoAayMaHHasi cpefa crocoOHa mepeaaBaTh OYeHb TOHKHE BELIH,
TaKue KaK 3MOILINH, YyBCTBA U OUIYIIECHHUS [3-5]. ApXUTEKTypa B BUJEOUTPAX — ATO
UHCTPYMEHT, KOTOPBIM (OopMUpPYET HACTpOEHHE, 3aJaéT PUTM BOCIPUSTHSA,
onpezenseT CTUiIb MUpPa, €ro KyJubTypy. Jlaxke 6e3 cioB, ClokeTa U MepcoHaxen
apXUTEKTypHAas cpelia MOXKET paccKa3aTb UTPOKY, YTO 3TO 332 MECTO, Kakas y HEro
UCTOpHS U aTtMocdepa. BaxHO ymMeTh rpaMOTHO MCHOJIB30BaTh 3TOT UHCTPYMEHT,
4yTOOBI CACIATh UTPOBOM MpoliecC 00Jiee 3aXBATHIBAIOIINM, BE/Ib OJTHA U3 KIIFOYEBbIX
3aJlad UTrpbl — YAEpKUBaTh BHUMAHUE UIPOKA U OOECIEUMBATH €My SIPKHIA,
3alIOMUHAOIIMICA WIPOBOM OMNBIT. PaccMoTpum, Kak apXWUTEKTypa BIUSET Ha
BOCIIPUSTUE UTPOBOTO MUpa Ha mpumepe Takux urp kak Indika, Stray u Journey.
HecMoTpst Ha pa3Hyl0 BHYTPEHHIOI) COCTABIISIIOUIYI0 3THX MHUPOB, BCE OHHU
JEMOHCTPUPYIOT, HACKOJIBKO CHJIBHO apXHUTEKTypHas cCpela BO3JEHCTBYET Ha
SMOIMOHAIBHOE BOCIIPUATHE BUPTYAILHOTO IPOCTPAHCTBA.

L{enpro CTaTby SIBISETCS AHAJIU3 apXUTEKTYPHBIX PELICHUH B TPEX Urpax H
METOJIOM CPAaBHUTEJIBHOIO AaHAJIM3A BBISIBICHUE IPUEMOB, C MOMOILIBIO KOTOPBIX
apXuTeKTypa GOpMUPYET BUPTYAIbHYIO CPELLY.

2. MeToanl

B mporecce paboThl Haa cTaThel OBLT MCIOIB30BAaH METOJI 0030pa CTaTew,
y4eOHO-METOIMYECKUX MATEPHAIIOB U APYTHX OTKPBITHIX HCTOYHUKOB:

— nouck B 0a3ax ganasix PUHII;

— paboTa c kaTajoramMmu OMOJIMOTEK;

— W3y4YEHHE CIIMCKAa IUTUPYEMOW JIMTEepaTypbl B MOHOTpadusx 1o
UCCIIEyEMOM TEMATHKE.

B mpomecce mnpoBeneHHs WCCIENOBaHUS OBUIO HEOOXOIWMO BBHISBHUTH
TEKYIIee COCTOSTHUE MPOOJIEMBI ¢ TOUKH 3PEHUS U3YYCHHOCTH TEMBI, PACCMOTPETh
pa3IMYHbBIC TOJXO0Jbl COBPEMEHHBIX aBTOPOB; IMOATOTOBUTH OCHOBY I CBOHUX
JTAJbHEUIIINX UCCIETOBAHUM U TMPEJIOKEHUN B 00JIACTH apXUTEKTYpPhl UTPOBOTO
MPOCTPAHCTBA.

3. Pe3yabTaThl U 00CYKIAEHHE

ApXuTEKTypa, Kak mpaBuiio, GOpMUPYET NPOCTPAHCTBEHHYIO OCHOBY [6,7].
«Yame urpoil or apxXUTEKTypbl OepeTcss WMEHHO 00pa3, ToyHee y3HaBaemas
HYMOIMOHAILHO-CTIJINCTUYECKAsT 000JI0UKa, KaK accollMaTWBHAs OTchUIKa. [lpum
aToM 3(dekT ckopee Bcero OyIeT JAOCTUTHYT BHE 3aBHUCHUMOCTH OT IMO3HAHUN
UTPOKAa B HUCTOpPUHU apxuTeKTypbD» [8]. «Ecnm apxutexktypa — 3T0 paboTa mo
OpraHu3alMKi TPOCTPAHCTBA, TO TEHMIU3AaMHEPHl TAaKK€ B HEKOTOPOM CMBICIIEC
apXUTEKTOpPHL. [IprueM He TOJIBKO KOT/Ia CO3/Iaf0T BHYTPUUTPOBBIC TUIOMIAIKN HIIH
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37aHUsl, HO ¥ KOTJja TPOCTO MPOIYMBIBAIOT YCTPOUCTBO JIOKALIMI WJIM YPOBHEN» [9].
To e camoe MNPOUCXOJUT M C APXUTEKTOPAMU: «ECIM OHU XOTAT, YTOObI
OTIPE/ICJICHHBIM 00pa30M OpPraHW30BAHHOE MPOCTPAHCTBO OBLIO KOM(POPTHBIM U
JOCTYIIHBIM B IUJIaHE HABUTAallMM M BOCHPUATHUS IJISl TE€X, KTO ero OyaeT 3areM
00KMBaTh, OHM JIOJDKHBI 3apaHee BKIIOYUTH ATUX MpeAnoiaraéMblx CyObeKTOB B
KaueCTBE OCHOBBI ISl CBOETO IMPOEKTa», TaK KaK UMEHHO B 3aBUCUMOCTH OT HMX
0COOEHHOCTE Bce M OyJIeT BBICTPAMBATHCA: CBS3U, MJIAHUPOBKA, HANOJHEHUE U
nu3aiiH. O0 3TOM MOCTOSIHHO TOMHHUT reimau3aiinep. MrpoBoe mpocTpaHCTBO
3a/1aeTcs 0COOCHHOCTSIMU UTPOBBIX 00BEKTOB [9].

Urpa Journey (Thatgamecompany, 2012) neMoHCTpHUpYyeT TITyOOKYIO CBSI3b C
BOCTOYHBIMU XYJI0)KECTBEHHBIMH TPAIUIIUSIMH, YTO OCOOCHHO SPKO MPOSIBIISIETCS B
€€ apXHUTEKTYPHBIX pEIICHHAX'. BH3yanbHbIi S3BIK MIPBHI COYETAET DIIEMEHTHI
apa0ckoi 1 OJMKHEBOCTOYHOM KyJIbTYp (KYII0JIa, MUHAPETHI, apOUYHbIE IPOIETHI) C
bunocobpckumu koHuenuussMu Kutas u SnoHun. ApXuTeKTypHble (GOpMBI B
Journey nakoOHWYHBI U aOCTPAKTHBI, YTO COOTBETCTBYET MPHUHIMIIAM BOCTOYHOM
acTeTUkd. OHU OOBIYHO MPECTABIISIOT COOOM YaCTUUHO MOTPEOEHHBIE O] TECKOM
PYUHBI, TPU D3TOM KOHTPACT MEXJIY MOHYMEHTAIbHBIMU COOPYKEHUSIMH W
NYCTBIHHBIM JIAaHIIA(TOM CO3AaeT OUIyLIEHWE MHU(OIOTHYECKOTO MPOCTPaHCTBA
(puc. 1). DTOT MOAXOJ TO3BOJIAET 3HAKOMHUTBCA C OOBEKTAMU KYJIbTYPHOTO
Hacjenuss M JaeT BO3MOXXHOCTb CO3/1aTh BHU3yallbHblE OPHEHTHPHI B BHJIE
MacCIITa0HBIX COOPY>KEHU, KOTOPbIE HAMPABJISIOT UTPOKA (PHUC. 2). ApXUTEKTypa B
ATOW UTPE CTAHOBUTCS CBS3YIOIIUM 3BEHOM MEXY TPAIUIIMOHHBIM HCKYCCTBOM U
COBPEMEHHBIM UTPOBBIM AH3aiiHOM. Uepe3 MUHUMATUCTHYHBIE, HO BBIPA3UTEIIbHbBIC
dopMbl urpa mnepenaér Quiocopckue uAEH, OJHOBPEMEHHO pelas 3aJavu
HABUTAIIMU U CO3JaHUsI aTMOCHEPBHI.

Puc. 1. Kagp u3 FpLI Journey
(MUctounuk: https://images.stopgame.ru/screenshots/12077/journey-21.jpg)

! https://stopgame.ru/blogs/topic/108651/razbor_journey videoigra kak proizvedenie kultury
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Puc. 2. Kagp u3 urpsi Journey
(Mcrounuk: https://images.stopgame.ru/screenshots/12077/journey-36.jpg)

«l'opona B Buaeourpax — 3T0 KOMIUIEKCHBIE CTPYKTYpPbI, CO3JAIOIIKEC IO
ONpeNEeICHHbIM MpaBUJIaM, TI/I€ YPE3BbIYAHHO BaXEH YUYeT XapaKTEPUCTHK
IPOCTPAHCTBA, CTPYKTYPhI KapThbl, DJIEMEHTOB OKPY>KE€HHUS, KOMIIO3UIUHU, CTHUJIS
APXUTEKTYPHBIX OOBEKTOB M T. . BaXHO MOHSATH, KaKue BIIEUATICHUS OJKEH
noJiyyaTh TMOJib30Baresib. Ha 3ToM ke JTame HyX HO coOparb MHOECTBO
pedepeHcoB, KOTOpbIe MOMOTYT CIUIAHUPOBATh BHEIIHMM BU ropoaa» [9,10].

Urpa Stray (BlueTwelve Studio, 2022) mnpennaraeT yHHKaJIbHOE
ApXUTEKTypHOE  BOIUIOUICHHE  MOCTANOKaJUNTHYECKOro  Oyaymiero,  rae
JIOMMHHPYIOT HCKyCCTBEHHBIE (opMbI ku3HH.> TOpojckas cpema, coYETaroImas
UHAYCTPUATIBHYIO TPOCTOTY C (YTYPUCTHUECKUMHU D3JIEMEHTAMH, IOKa3bIBAET
KJIFOUEBBIE MOMEHTBI BHYTPEHHEIO MHUpPAa WIPbl: MCYE3HOBEHHE YEJIOBEUECTBA U
aJanTalurio MPOCTPAHCTBA MO/ HYK/Ibl POOOTOB U MOCTANOKAIUIITUYECKOTO MUPA.

ApPXUTEKTYPHBIHN S3bIK UTPBI TIOCTPOSH HA IPUHITUIAX (PYHKITMOHAILHOCTH U
mMonynbHOCTH. [IpeoOnananue sieMEHTapHBIX TeoMeTpuueckux (opm (KyObl,
PSIMOYTOJIbHBIE O0BEMBI), PUTMHUYHO MOBTOPSIOLIUXCS CTPYKTYpP (TUMOBBIE OKHA,
OaJIKOHBI, TIECTHHUIIBI) U OTKPBHITHIX KOHCTPYKIIMOHHBIX MaTepHranoB (0€TOH, METaILI,
IJIACTHK) CO3/4aeT 00pa3 TEXHOT€HHOM YTONWH, TI€ BHEIIHWM BHUJA TMOJAYMHEH
yTUIUTapHBIM 3aaadyam (puc. 3, 4). Cersuiuecss NaHeNId, 3KpaHbl U BBIBECKU
BCTPOEHHI B (pacajipl 3/JaHUM, CTAHOBSACH UX HEOThEMJIEMOU dacThio. BHyTpeHHUE
IPOCTPAHCTBA YacTO Y3KHE€ W HU3KHUE, UYTO BIMSET HAa BOCHpHUATHE Maciutada. B
Stray apxuTexTypa 3amaéT BuU3yaJbHBIH cTWiIb. Yepe3 ¢opmy, marepualibl U
IUIAHUPOBKY CO3JAETCS LEIbHAs Cpela, B KOTOPOM MIPOK OILYLIAET WU3MEHEHUs,
IIPOU3OLLIEUINE C 3TUM MHUPOM.

2 https://dtf.ru/games/1274230-ryzhii-kot-protiv-kiberpankovoi-htoni-obzor-stray
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Puc. 3. Kagp u3 urpst Stray
(Uctounuk: https://jagatplay.com/wp-content/uploads/2022/07/STRAY -jagatplay-119.jpg)

Puc. 4. Kagp u3 urpst Stray
(Uctounuk: https://avatars.mds.yandex.net/i?id=4f1e4734a0de50593809efa352cb6b2b 1-
5234693-images-thumbs&n=13)

B wurpe Indika peiictBue pasBopauuMBaeTcs B CIOPPEATUCTUYHON BEPCUHU
Poccun XIX Beka, rie apXUTEKTypHbIE JIEMEHTBI — OT MACCHUBHBIX LEPKBEN JI0
BETXMX U30 W PKAaBEIOIIMX MApOBBIX MAaIIMH — CO3Jal0T OIIyIICHHUE
HA/IBUTAIOILIErOCs aroKaJIUIICUCca. DTOT pa3pyLIaloIHiicss MUP CTAHOBUTCS (HOHOM
11 UCTOPUM MOHAXWHU MHAuKuW.> ApXHMTEKTypHas Cpela Urpbl MOCTPOEHA Ha
y3HaBaeMbIX 00pa3ax pPOCCHMCKOW KyJIbTYpPBI, 3[1€Ch MPEICTABICHbI JI€PEBSIHHBIC
JIEPEBEHCKHE JI0Ma, 3aBOJICKHE KOpITyca, a TakKe apXUTEKTypa, OTChUIAIONIas K
UCTOPUYECKUM PEIUTHO3HBIM COOPY>KEHUSM — MOHACTBIPH, YaCOBHU, KAMEHHBIE
Xpamsl (puc. 5). 3naHus BBINOJHEHbI C BHUMAHUEM K APXUTEKTYPHBIM AECTAIISAM,
dakTypaM M TpPaIUIMOHHBIM CTPOMTEIBLHBIM MaTepuajaM, TaKUM Kak JepeBo,
KAPNMY U INTyKaTypka. I[IpocTpaHcTBa MOCTpPOEHBI HA KOHTPACTE MEXKIY
OTKPBITBIMU TIPUPOJHBIMH JIaHAIIa(QTaMU U MAacCCUBHBIMH, YaCTO MOHOJUTHBIMHU
3MaHUSIMU. ApXUTEKTypa 3aJa€T 0co0yro aTMocdepy — CIAEpKaHHYI0, HEMHOTO
CYpPOBYIO, HO HATIOJTHEHHYIO BU3yaJbHOUW BBIPA3UTEIBHOCTHIO. 32 CUET MacIITaboB,
PUTMOB W IIBETOBOM mMamuTpbl (ONEKible, MPHUTIYHIEHHBIE TOHA) CO3MaETCS

3 https://stopgame.ru/show/138398/indika_review_absurdnoy _tragikomedii
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LEJIO0CTHAs BU3yallbHAs cpela, B KOTOpYyr mNomeni€éH urpok (puc. 6). Taxas
OpraHu3alys apXUTEKTYPHOTrO MPOCTPAHCTBA YCUJIMBAET BOCIPHUSITHE BPEMEHH,
MecTa U OOLIEro HAaCTPOCHUSI UTPOBOTO MHPA.

Puc. 5. Kanp u3 urps Indika
(UcTtounuxk: https://avatars.dzeninfra.ru/get-
zen_doc/271828/pub_66431e20fddbc17ea0086d3b 66431e7bfddbcl7ea0088cad/scale 1200)

Puc. 6. Kagp u3 urpsr Indika
(Mcrounuk: https://i.playground.ru/p/FbskbnOAHRGYjbQ-zB4XpQ.jpeg)

4. 3aki049enne

ApPXUTEKTYypa B UTPaxX — 3TO CAMOCTOSITENIbHBIN BBIPA3UTEIbHBIN 3JIEMEHT,
CHOCOOHBIN co3/1aBaTh aTtMocdepy, (QOpMHUPOBATH KYJIbTYPHBIH KOHTEKCT U
HAIpaBIIATh BOCHpUATHE UTpoka. B Journey oHa MUHMMaIMCTUYHA, CAMBOJIUYHA U
MOJYEPKUBACT BOCTOYHBIE MOTHUBBI, CO3/aBas OUIYLICHHUE JAPEBHOCTH U
3aragoyHoctd. B Stray apxuTekTypa MJIOTHas M TEXHOJOTHYHAas, C YIOPOM Ha
(YHKIIMOHATIBHOCTh, OHA OTpaXkaeT ypOaHHCTHYECKoe OyJylee, IIe BBICOKHE
TEXHOJIOTUM CTajl OCHOBOM ropojckoro mpoctpanctBa. B Indika apxutekrtypa
CypoBasi W peamrcCTH4YHas, OHa CO3Ma€T BBIPA3UTEIHHYIO M Y3HABAEMYIO CpEIy,
dbopmupyst armochepy dyepe3 o00pas3bl, Marepuagbl M MPOCTPAHCTBEHHbIE
KOHTpAacThl. Bce 3TH MoAX0Abl IEMOHCTPUPYIOT, YTO apXUTEKTYpa B HTPOBOM MHUPE
— He mpocTo ¢GOH, a BaXKHBI MHCTPYMEHT XYJOXKECTBEHHOT'O BBICKA3bIBAHUSI.
ApPXUTEKTOpP B BUPTYAIbHOH CpeJie CTAHOBUTCS HE TOJBKO co3aaresieM ¢opM, HO U
SMOIMOHATHHBIM MPOBOJIHUKOM JJISI UTPOKA.
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