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Abstract. The article discusses the principles of organizing the gaming space of three
2D platformer games: Celeste Classic, The End is Nigh and Celeste. The main research
method is the method of visualization of the game process, during which, for each level
in the game we drawn typical lines, reflecting the nature of the player’s movement
along the level (lines of a virtual and real goal, lines of a virtual, real and complicated
paths), after which we investigated the character of relations between the resulting lines.
The data obtained were interpreted in accordance with the theory of psychology of art
by L.S. Vygotsky. The main conclusion is that the principle of mismatch of various
trajectories of movement is used to construct the play space, which manifests itself at
several levels: 1. Mismatch between the lines of real and virtual goals; 2. Mismatch
between the goal lines and the path of the player’s movement; 3. The difference between
the paths of virtual and real movement of the player; 4. The emergence of a complicated
path, setting intermediate goals for the player. The game spaces of the games considered
are built according to one of two models: relying more on the differences between the
virtual and real paths or offering the player a complicated path.
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Cubupckuil pedepanvhvlil yHusepcumem
Poccutickas ®edepayus, Kpacnospck

AnHoTanus. B cratbe paccMOTpEeHBI TPUHIIUIIBI OPTraHU3aIMN UTPOBOTO MPOCTPAHCTBA
Tpex urp xanpa 2D-ttardopmep: Celeste Classic, The End is Nigh n Celeste. OCHOBHBIM
METOJIOM HICCIIE/TIOBAHUS SIBISIETCSI METO/] BU3YaITM3aI[UH HTPOBOTO MPOIIECCa, B XOJIE KOTOPOTO
JUTSE KQKJIOTO YPOBHSI B HTpe OBLITN MIPOBEICHBI TUITMUYECKUE JTMHUH, OTPAKAIOIINE XapaKTep
JIBIJKEHHSI ITPOKA 110 YPOBHIO (JIMHUH BUPTYaTbHOW W peabHOM eI, JIMHAN BUPTYATbHOH,
PEaJbHOM U YCIIOKHEHHON TPACKTOPHH ), TIOCIIE Yero ObIT HCCIICIOBAH XapaKTep OTHOMICHUH
MEX]y TIOJYYCHHBIMHU JIMHUSIMH. J[aHHBIC OBLIM IPOMHTEPIPETUPOBAHBI B COOTBETCTBHU
¢ Teopueii mcuxosnoruu uckycctra JI. C. BRIroTcKoro, 0CHOBHOHM BBIBOJ 3aKJTFOYAETCS B TOM,
YTO JIUISI TOCTPOCHUSI UTPOBOTO MTPOCTPAHCTBA MCIOJIB3YETCs MPUHIIUI HECOBMIAACHUS
Pa3IMYHBIX TPACKTOPHI IBUKECHHUS, KOTOPBIMA MPOSIBIIIET ceOs HAa HECKOJIBKUX YPOBHSIX:
1. HecoBnazieHne Mex1y JTMHUSIMHU pealbHOW W BUPTyalbHOU 1ieneil. 2. HecoBmanenue
MEXy JTUHHUSIMH 1Ie]IN U TPAeKTOpHUEH JBMKEHHE UTpoka. 3. HecoBmanenne mexmy
TPACKTOPHSIMUA BUPTYaJIHLHOTO U PEATILHOTO JABIKEHUS UTpoKa. 4. [losiBiieHne yCiioKHEHHOM
TPaeKTOPHUH, CTABSIICH Mepe] ITPOKOM IMPOMEKYTOUHbIE Tesr. UTpoBbie mpocTpaHcTBa
PAcCMOTPEHHBIX UT'P CTPOSATCS IO OTHOW M3 JIBYX MOJICIICi: B OOJBILCH CTEIICHH OMUPAsCh
Ha pa3iuyusi MEX/ly BUPTYAIbHON U PEaIbHON TPACKTOPUEH WIIH K€ TIpe/ijiarasi HTpoKy
YCIOKHEHHYIO TPACKTOPHUIO JTBUKCHHSI.

KiroueBble cj10Ba: UrpoBOe MPOCTPAHCTBO, 2D-mnardopmep, TPaeKTOPUN ABHKCHHUS,

TICUXOJIOTUs UCKYCCTBA, UT'POK, KOMITBIOTCpHAsA Urpa.

Hayunas cneunanbHocTh: 5.10.1 — Teopus U HCTOPUS KYJIBTYpPbI, HCKYCCTBA.

Beenenne

B coBpeMeHHBIN HayYHBIH JUCKYPC MO-
CTCNICEHHO HAYMHAET BXOMUTH IIPEACTaBIIC-
HHE 00 UTpe Kak 00 0co00M MPOU3BEICHUHU
nuckycctpa (cM., Hanpumep, (Atkinson, 2021;
Beljaev, 2020; Miroshnichenko, 2019; Robson,
2018; Thi Nguyen, 2020), 4T0O TI03BOJISICT HAM
HE TOJBKO BKJIIOUHTH Pa3IMUHBIC HCKYCCTBO-
BEIUYCCKHE METOIBI B HCCICIOBAHUS UTD,
HO U BOOOIIIE pacCMaTpPUBATh UTPHI KaK 9acTh
OoJree MUPOKOTO MpeaMeTHOro moist. Odpara-
SICh K UTPe KaK K IPOU3BEACHUIO HCKYCCTBA,
MBI HE TOJIBKO CIIOCOOCTBYEM HOBOMY, Oojiee
rry0OKOMY TOHUMAaHHIO HTPOBBIX IPAKTHK,
HO W, BOBMOKHO, MOYKEM MPUATH K JTyUIIEMY

MMOHMMAaHHUI0 (hEHOMEHA IIPOU3BEICHHUS HCKYC-
CTBa KaK TaKOBOIO.

B nanno# ctaTthe MBI OBI XOTEIN 00pa-
TUTHCSA K MPoOJIeMe OpraHu3alu HTPOBOTO
MPOCTPAHCTBA KaK 0COOOT0 XY/I0KECTBEHHOTO
MpOoCTpaHCcTBa. B menom mpoOiemMa UIrpbl Kak
MPOCTPAHCTBA JIOBOJBHO MHUPOKO OCBEINICHA
KaK B 3apy0eKHOM, TaK U B OTCUCCTBCHHOM
JIUTEpaType, CBA3AHHOMN C HCCIICIOBAHUSIMHA
urp. YacTh HccieoBaHui, 00paniaroIIuxcs
K UTPOBOMY IPOCTPAHCTRBY, PACCMAaTPHBAIOT
€ro B KOHTEKCTE €r0 OTHOIICHHS K HHBIM XY-
JIO)KECTBEHHBIM MMPOCTpaHCTBaM. B nepByro
odepellb 3TO ApPXUTEKTYPHBIC TPOCTPAHCTBA
(Garcia, 2020; Pearson, 2020). 31ech urpa Bbl-
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CTYIIaeT B IBYX aCIEKTaX — 9TO 0OpaIleHHe
K OIBITY ITOCTPOEHHUS UT'POBBIX IPOCTPAHCTB
KaK aHaJIOTUsl K IOCTPOEHUIO apXUTEKTYPBHI,
U TOT/Ia UTPa MOKET OBITH HCIOJB30BaHa KaK
mratpopma I 00yUeHHST apXUTEKTOPOB
WU KaK miaaTdopMa JIIsl pealn3aluu dKCIe-
PUMEHTAJIbHBIX APXUTEKTYPHBIX IPOEKTOB,
CO3[IaHHEe KOTOPHIX B PEAIEHOM MUPE OBLIO OB
CBSI3aHO CO MHOXECTBOM TpyAHOCTEN. BTOpoit
HCCIIEIOBATEIHCKUH MTOXO0]] — 9TO 00pamieHne
K UCCIIEIOBAHUIO MCII0JIb30BAHUS 3aKOHOMEP-
HOCTEH OpraHu3ally apXUTEKTYPhI B IOCTPOE-
HUH UTPOBOTO TIPOCTPAHCTBA (Hanboee SpKuit
npumep — (Totten, 2014)).

Taxoke BCTpeUaroTCs UCCIEI0BaHMUS, B KO-
TOPBIX COOTHOCSTCS IPAKTUKH, UCTIOJIb3yEMbIE
B pa3JIMYHBIX BU3YaJIbHBIX HCKYCCTBAaX U B UTpax
(Beljaev, 2020: Redon, 2021). AKIeHT 311eCh
JieJlaeTcs Ha TEXHUYECKUX IpUeMax, o3Bois-
IOLUX BU3YaJIbHO CKOHCTPYHUPOBATH UT'POBOE
MIPOCTPAHCTBO, & UHTEPEC HCCIIEA0BATEN CO-
CTOUT B COOTHECEHUHU TE€X IPUEMOB, KOTOpPbIE
HCHOJIB3YeT TPaAULMOHHOE UCKYCCTBO, U TeX,
KOTOpbIE IPUMEHSIOTCS B BUICOUTPOBBIX MIPAK-
THKaX.

Fie onuH OJIOK UCCIIEAOBAHUN CBOAUT-
Csl K paCCMOTPEHMIO BUJICOUTP KaK perpe3eH-
TaHTOB Pa3JIMYHbIX COLIMAJIBHO-KYJIBTYPHBIX
MIPOCTPAHCTB, CYLIECTBYIOLIUX B PEaIbHOCTU
(Bos, 2018; Ramos, 2020; Romero, 2020). B sTom
cllyyae MHTepecHa MOJIENb, IPEAoCTaBIsieMast
UTpON KaK Pernpe3eHTaHTOM UHOI'O IPOCTPaH-
cTBa (IIOJINTUYECKOT 0, HCTOPUUYECKOT0, KOMMY-
HUKALMOHHOTO U T. 1.). Irpa, TakuMm o0pa3om,
BBICTYTIA€T KaK CPEACTBO JJIsl UTPOKA NEPEKUTh
crienu(UUEeCKUii OITBIT, KOTOPHIM OH HE 00JI1aaeT
B peasibHOCTH. C UCIOIb30BAHUEM 3TOI'0 OIBI-
Ta UTpa OKa3bIBACTCS CIIOCOOHOH BHICTYTATh
B KQU€CTBE HOCUTEII HEKOTOPBIX KOHCTPYKTOB,
KOTOpBIE C IIOMOIIBIO UTPOBOI'O IPOCTPAHCTBA
nepesalTcs KOHEYHOMY I10JIb30BaTelIIO.

CymecTByeT B HAyIHOM TUCKYpce HeOOIb-
oM OJIOK cTaTeid, 0OpallleHHBIH K UCCIIe/I0Ba-
HUIO CIeUU(UKA UTPOBOTO IIPOCTPAHCTBA KaK
0c000ro0 MPOCTPaHCTBA, 00JIATAIOMIETO CBOUMHE
crieripuaeckuMu xapakrepuctukamu (Nikitina,
2016). OTHOCUTENHHO MaJI0€ BHUMAaHKE UCCIIe-
JIOBaTeIeH K ATOH 00JIaCTH B HACTOSIIEE BPeMs,
BO3MOXXHO, OOBACHSIETCS] O0IIUM U3MEHEHUEM
B TEOPETUYECKOM IMOAXOE K UCCIETOBAHUIO

UTp — OPHUCHTAITHEH Ha MEX TUCITUTLTHHAPHOCTH
(Aarseth, 2018).

[Tpu aTOM HCCTenOBAaTEIN OXOTHO OOpaIa-
IOTCS K aHAJIN3Y OTHOCUTEIHHO HOBBIX THUIIOB
UTPOBBIX IIPOCTPAHCTB, BOSHUKAIOIINX B PE3yJIb-
TaTe HCIIOIH30BAHIS TEXHOJIOTHH BUPTYaIbHON
WU JonoTHeHHo peanbHocTH (Pang, 2020;
Pescarin, 2020; Shafter. 2019; Volkova, 2019).
CBsI3aHO ATO KaK ¢ caMHUM (haKTOM HOBU3HEI JIaH-
HOTO SIBJICHUS © HEOOXOUMOCTBIO OCMBICTUTH
TIEPCTICKTHBEI, OTKPbIBAEMBIC THMH MTPOCTPaH-
CTBaMH JJIsl TOHAMAHHS HE TOIEKO MCXaHU3MOB
(YHKIIMOHUPOBAHUS UT'P, HO M BOOOIIIE TIpoIiec-
COB, CBSI3aHHBIX C ICUXOJOTHYECKUMH MEXaHU3-
MaMH BOCIIPHSTHUS YeIIOBEKOM ITPOCTPAHCTBA,
TaK M C T€M, UYTO JaHHBIC TEXHOJOTHH ceiuac
HAXOJSIT aKTUBHOE IPUMEHECHUE B Pa3TUIHBIX
00pa30BaTENBHBIX U COUATBHBIX ITPOCKTAX.

JlanHOE MCCIenoBaHNe IPHHAICKHUT KaK
pa3 K OJIOKY TEKCTOB, 00pAIIAIOIINXCS K H3yde-
HUIO ClIeH()UKHA IMEHHO HT'POBOTO MTPOCTPAH-
CTBa KaK 0c000r0 BapHaHTa XyI0KECTBEHHOTO
MPOCTPAHCTBA, HMCIOIIET0 KaK PsJI CXO/ICTB,
TaK ¥ IPUHIUITHAIBHBIX OTIIUNIHHA C TPOCTpaH-
CTBaMH HHBIX BUIOB IIPOU3BEICHUN HCKYCCTBA.
Lenpro MccieqoBaHNS CTAHOBUTCS OITHUCAHUE
HEKOTOPHIX IPHHITUIIOB OPTaHU3aIUH UTPOBOTO
MPOCTPAHCTBA Yepe3 BBISIBICHHE aITOPUTMOB
B3aMMOJICHCTBUS UTPBI U UTPOKA.

MeTtomosiorus

KitroueBbIMH METOAaMU HCCIICIOBAHUS
B JIaHHOH paboTe BBICTYyNAT METOABI (op-
MaJIbHOT'O OMHUCAHUS BHJICOUTD ¥ METOJI BU3Y-
aJM3alii UTPOBOTO MIPOIIECCa, UCIIOIb3yEMbIe
JUTSI TIOJTY YeHU S IepBUYHBIX JaHHbIX (Lankoski,
2015).

Metos popMabHOro OMUCAHUS TTO3BOJISIET
OIKMCATh UCXOIHBIC MOCBUIKH HCCICIOBAHMUS
TOr0 UM HHOI'O UI'POBOTO Mpou3BeaeHus. J{is
1eJiell HaCTOSIIETr0 UCCIeIOBAHMS 0COOCHHO
HMHTEPECHBIMHU SIBIISIFOTCST O0OIIHE MEXaHUKH,
HCIIOJIb3yEeMbIE€ B HTPOBOM IPOIIECCE, a TAKIKE
00111e 3aKOHOMEPHOCTH MOCTPOCHHUST YPOBHSI.
B pesysnbrare hopManbHOE OMICAHUE UTPBI CBO-
JTATCS K TIEPEYHCIICHHEO OCHOBHBIX BO3MOYKHO-
CTell UTPOKa, CIOCOOHOCTEN MHBIX UIPOBBIX
00BEKTOB, BCTPEUAOIIMXCS HA YPOBHSIX, U, HAKO-
Hell, K OIIMCAHHIO OTHOIICHHSI HTPOBOT'O YPOBHS
K 9KpaHy HTPOBOTO yCTPOMCTBA.
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MerTo/bl BU3yalu3aluy UIPOBOIO MpoLeC-
ca [PeJCTaBIISIOT COOON KOMIUIEKC pa3InYHbIX
TEXHUK, UCIOJIb3YEMbIX UCCIIE0BATEIEM, 15
CO3JaHUS BU3YyaJbHOIO MPEACTaBIECHUS PO-
LIECCOB, UHULIMUPYEMBIX UI'POKOM B XOJI€ UTPBL.
J1st TaHHOTO HCCIeOBaHUS OCOOBIN HHTEpEC
MIPeCTaBIISIET METO/l BU3YyaIU3aLuy IBUKEHUS
UTPOBOI'0 aBaTapa, COCTOALINN B pUCOBAHUU
B IPOCTPAHCTBE YPOBHS JIMHUI, OTpakarommnx
TPaeKTOPHUIO ABIMIKCHUS HT'POBOTO 00BEKTA.
MeTtoa no3BoJisieT BU3yalu3upoBaTh 3aKOHO-
MEPHOCTH JIBM)KEHHU S UTPOKa, [0 CYTH — IIOKa-
3aTh BO3MOXKHBIE CTIOCOOBI OCBOCHUS UTPOKOM
MIPOCTPAHCTBA yPOBHS, IPEBPATUB UX B MPO-
CTBIC TUHUU, KOTOPEIE 3aTEM MOTYT OBITH HC-
CJIel0BaHbl KaK COBOKYIIHOCTb JAHHBIX C IO-
CIENYIOMINM O0HApyKEHHEM 0COOCHHOCTEH
HX OTHOILEHHUS K apXUTEKTYype YPOBHS U IPYT
K IpyTy.

Jns neneit jaHHOTrO MCCIe0BaHUS METO
BU3YallM3allui TPAEKTOPUM IBHUKEHUS UT'POKa
OBLT aHanTHPOBaH CIETYIOMNUM 00pazom. s
Ka)KJI0r0 OTIIENBHOI0 «yPOBHS» (B paccMaTpu-
BaeMbIX UI'pax MO «YPOBHIMU) MOHUMAIOT-
Csl IPOCTPAHCTBA, OTAEJICHHbIE APYT OT Apyra
s pexTamMu CMEHBI 3KpaHa, B IIEPBYIO OUYEPEIh
3¢ PeKTOM 3aTeMHEHHSI) OBUTH BBIJICIICHBI HEKO-
TOPbIE TUITUYHBIE TUHUU:

1. JIluaus BUPTYyaIbHON LIENU — JTUHUS,
3aj1aronias oduiee HalpaBJIeHUEe IBUKEHU .
s ypoBHe#, opraHM30BaHHbIX BEpPTUKAJb-
HO, TaKOH JIMHUEH CTaHOBUTCA MpsAMast JIUHUSA
BBEPX OT TOYKH CTapTa UTPOKa, I YPOBHEH,
OpPraHU30BAHHBIX TOPU3OHTAIBHO, — IMHHUS, Ha-
[paBJIeHHas BIPABO (MU BJIEBO), IapaJlIeIbHO
HUKHEH CTOPOHE 9KpaHa OT TOYKH CTapTa.

2. JluHUs peanbHON Nenu — JUHHUS, CO-
€IMHSIONIas] TOYKY CTapTOBOTO IOJOXKEHUS
WUTPOKa U TOYKY BUAMMOIO BBIXOJIA C YPOBHSI.

3. Jlunus BUPTyadbHOW TPACKTOPUU —
JUHUA, OTpa)kalollas BO3MOXKHOE JBUKEHHE
WrpOKa, YHUTAEMOE MCXOAS U3 YCTpOHCTBa
YpOBHS  (PAcCIIONIOKEHUE OCHOBHBIX HIPO-
BBIX O0BEKTOB B IIPOCTPAHCTBE YypoBHs). s
BKJIIOUEHHUs JaHHOM JIMHUU B HCCIIEIOBaHUE
C/IeJaHO JONYLIEHHE O TOM, YTO 3Ta JIMHUS
MIPUMEPHO OTPAXKAET TPACKTOPHUIO IPOXOK-
JEHHUS yPOBHS CPEIHECTaTUCTUUECKUM HIPO-
KOM, I10 KpaliHell Mepe, 3Ta TPaeKTOpHsl BUJIHA
UTPOKY, U TIOTOMY OH OyJIeT CIIe0BATH €.

4. JluHus peanbHON TPAaeKTOPUH TPOBO-
IUITach WCXONS W3 HaOMIOACHUH 3a MPOXOXK-
JIEHHEM yPOBHA BO BpeMs cnyapaHa Ha Any%
(B cityyasix, Korjga 3To BO3MOYKHO, OPUEHTALIUs
Ha NOAKATErOPUIO MPOXOKIACHUM, HE HCIIOJb-
3ylommux Oarw). DTa JHHAS OTpakaeT ONHY
13 BO3MOXHBIX TPAaGKTOPUM MPOXOKIACHUS
YPOBHS OIIBITHBIM UT'POKOM, XOPOILO TIOHUMa-
IOLIUM 0COOEHHOCTH MEXaHUK, IPe10CTaBIIeH-
HBIX €My B KaUeCTBE HHCTPYMEHTOB JJI1 OCBO-
€HUS UT'POBOTO MIPOCTPAHCTBA.

5. VYcioxxHEHHas TPaeKTOpHsl MPOBOAU-
Jach MCXOIsl W3 HaOMIOACHUH 3a MPOXOXKIEe-
HUEM ypOBHs BO Bpems cnuapana Ha 100 %.
OTa IMHUS OTpaXkaeT CYIIECTBOBAHIE 0COOO0M
TPAaeKTOPUM IPOXOXKJIEHUSI YPOBHS, BbIOMpas
KOTOPYI0 UTPOK JIOCTUTaeT psAla MPOMEXKY-
TOYHBIX LeJel, BPEMEHHO OTAEISAIOLIUX €ro
OT HEMOCPEICTBEHHOT'O TOCTHIKCHUS (PHHAIb-
HOM 1IeNTh yPOBHS (E€TO TIPOXOKICHU ).

b BEIOpaH psii mapaMeTpoB, OTpaka-
IOLIUX OTHOILIEHUS MEXJy IPOBEACHHBIMU
Ha YPOBHE TPAeKTOPUSMHU:

1. OTHOmIEHWE MEXAYy BHUPTYaJIbHON
" peanbHON 1enpio — oneHka ot 0 mo 3 (rme
0 — NOJHOCTBIO COBHAAAIOT, 3 — COBEPIIEHHO
HE COBIAJAIOT) Pa3HULIbI MEXY 3TUMH JINHU-
SIMH, BU3yaJIbHO BBIPa)KEHHOH B JIJIMHE OTPE3-
Ka MEX/Jy KOHEUHbIMHM TOUKaMU 00EUX Tpaek-
TOPUU.

2. OTHOIIEHNE BUPTYaJIbHOU TPaEKTO-
PUHU K JUHUAM LeJel (OTHOLIEHUE peasbHOM
TPAeKTOPUU K JIMHUAM LeJed) — B pe3yJib-
TaTe HAONIOAEHUH HaJa TMOJYyYEHHBIMH BBI-
OopKaMu OBIITH BBIJEICHBI YETHIpE CIocoba
OTHOILEHUH MEX 1Yy TPAeKTOpHUEH Mpoxoxae-
HUS U TpaeKTopuel Leiu (JUHHUSA TPAaeKTo-
PUHU MOXXET MPUMEPHO CIEAO0BAaTh 3a OJHOM
U3 TPAeKTOpUI Lenu; JUHUSA TPAaeKTOPUU
MOXXET MHOXKECTBO pa3 IepeceKkaTb OJHY
13 JUHUN LeNH; JTUHUS TPAEKTOPUU MOXKET
«OTH0aTh» TUHUIO SN, CHIIBHO OTKIIOHSSIChH
OT HEe M BO3Bpallasch K HEH JULIb B KOHEY-
HOM TOUKE MapuIpyTa; JUHHUS TPAeKTOPUU
MOXXET HAauyMHaTh CJIe0BaThb OJAHOM W3 JHU-
HUI Leny, 3aTeM MepeKIoyasich Ha APYTYI0).
COOTBETCTBEHHO, JJIs Ka)XJ0T0 U3 ypOBHEH
OBIT BBLACICH THUII OTHOIICHHH MEKIY JH-
HHUEH BUPTYalnbHOU (pealibHOM) TPaeKTOPUH
U TUHUSIMU LEIeH.
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3. @UKCUPOBAJIOCH COBIA/IEHUE NN HECO-
BIIQJICHUEC HAOIIONAEMBIX THIIOB pPEallbHON
WU BUPTYaJIbHOW TpaekTopui. B memom Heco-
BIIQJICHUE THIIOB TOBOPUT O OOJBIIOM pa3JId-
YUU MEXKY STUMU TPACKTOPUSMHU, B TO BpeMs
KaK IPU COBNAJCHUM TUIIOB JIMHUHU IPUMEPHO
MIOX0KH OJIHA Ha IPYTYIO.

4. OUKCUPOBAJIOCh HAJIMYHUE WIJIM OTCYT-
CTBUE YCIIOKHEHHOH TPaeKTOPUHU Ha KaxJI0M
W3 yPOBHEM.

Tax, Ha puc. 1. mpeacTaBiieH NepBBIA ypo-
BeHb urpsl Celeste Classic, T/ie cBeTIIO-3esieHas
JIMHUSL — JIMHUSA BUPTYaJbHOM LEJIH, TEMHO-
3esieHast JIMHUS — JJMHUS PeabHOM Lemu, JKell-
Tas JIMHUS — IMHUS BAPTYaJbHOU TPAEKTOPUH,
KpacHas JIMHUS — JIMHUS PEalibHOW TPaeKTo-
puH, a po30Bas JUHUS — JIMHUS YCIOKHEHHOM
TpaekTopuu. OTHOLIEHUE JIMHUM 1IeNIn OLleHe-
HO KakK 3 (CHJIBHO Pa3IHYaroTcsl), BAPTYyalbHas

TPaeKTOPUsI MHOI'OKPATHO MEePECEKaeT JTUHUIO
peanpHOM LIeNu, a peajibHas TPaeKTOpus OT-
KJIOHSIETCS OT Hee.

TakuM  o0Opa3oMm, OMHCAB  KaXIbIH
13 YPOBHEH ¢ TOYKH 3pEHUsI yKa3aHHBIX BbIILIE
mapaMeTpoB, IS KaXIOH M3 BRIOOPOK ypPOB-
HeH (U1 KaXIOH W3 WTp, MPENCTaBICHHBIX
B MCCIIEIOBaHUM) IMOJCYUTANIN YacCTOTY TOIO
WM HMHOTO 3HAYeHMsS] KaKJIOro U3 mHapame-
TpoB. Yepe3 MaNbHEHIIYI0 HHTEPIPETALHIO
MOJYYEHHBIX YacTOT BO3MOYKHO BBISBJIEHHE
HEKOTOPBIX 3aKOHOMEPHOCTEH, 0OBIACHSIOIIHUX
MPUHIHUIIBI OPraHU3aLUU UTPOBOI'O MPOCTPAH-
CTBA.

PesyabTarsl

Jlyist IpoBejieHUsT MCCIIECIOBaHMS Ha Ha-
YaJIbHOM 3Tare OBLIM BBHIOPAHBI TPH HUTPHI —
Celeste Classic, The End is Nigh u Celeste.

Puc. 1. Mepsbint ypoBeHb nrpbl Celeste Classic ¢ BU3yanu3saumnen TpaekToOpUin ABUXKEHUS UTPOKaA

Pic. 1. The first level of the game Celeste Classic with visualization of the trajectories
of the player’s movement
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Bribop man Ha ATH UTPHI 1O ALY TIPUYHH.
Bo-1iepBhIX, Bce TpH UTPBI OTHOCSATCS K OTHO-
My xaHpy (2D- mnaTdopmep), 4TO MO3BOJSET
TOBOPHUTH O TOM, UTO MOJYUYCHHEIC B PE3yIb-
TaTe pa3InYus B TaHHBIX, KACAIOIIUXCS Opra-
HU3alUHU IPOCTPAHCTBA B TOH HIIU HHOH UTPE,
CBSI3aHBI IMEHHO C TIPUHIIUIIAMH TTOCTPOCHHUS
UTPOBOTO MPOCTPAHCTBA, a HE C MPHHIIHITH-
ATBHBIMH pazNUYMsIMH B MeXaHUKax. Bo-
BTOPBIX, BCE TPH UTPHl 00JaMAIOT MPHMEPHO
CXOXXUM TIPUHIUIIOM OpPTaHH3aIlHH ypPOBHEH,
YTO IMMO3BOJISIET OISTH )K€ MHTECPIPETHPOBATH
pasnuums MEXIy NONYYCHHBIMH JTaHHBI-
MU CIEIU(PHUKON OpraHu3aluud KOHKPETHOTO
y4acTKa WTPOBOIO MPOCTPAHCTBA, a HE pas-
JUYASIMA B Ooliee TIIOOATBHBIX IMPUHITHIIAX
OpTaHU3alluu UTPEL. B-TpeTbux, BCE TPH UTPHI
JOBOJIBHO BBICOKO OIIEHEHEI HTPOBBIM COOOIIIe-
CTBOM (KaK KpUTHUKAMH, TaK U UTPOKAMH), YTO
MIO3BOJISIET TOBOPUTE O TOM, YTO OTpPa’KEHHBIE
B HUX IPUHIIUIBI TIOCTPOCHUS UTPOBBIX IPO-
CTPaHCTB NEHCTBUTEIHHO MOTYT MpPETEHIO-
BaTh Ha TO, YTOOBI OTpakaTh OOIIME TECHICH-
WU B MOCTPOCHUU UTPOBOTO MPOCTPAHCTBA
BOOOIIIE.

Celeste Classic

Celeste Classic — unau-urpa, paspado-
tanHas Maddy Makes Games B 2016 rony s
perpo-mnarpopmer PICOS, 3atem moprtupo-
BaHHAsl pa3paboTUIMKOM Il BeO-maatdopm
U TEepPCOHATBHBIX KOMIBIOTEpOB. JKaHpPOBO
urpa seisercs 2D- mmardopmepom.

Kaxxaplii ypoBeHb WIpHI TPEACTABISACT
co0OH ONWH JKpaH, MepeMenaTbcsi Ha paHee
MpOHAeHHBIC YPOBHU HENb3s. B Urpy BcTpoeH
CUCTUMK BPEMEHH, IOKA3BIBAIOIINN HIPOKY,
CKOJIBKO BPEMEHHU y HET0 3aHUMaeT IPOXOXK-
JICHHE Ka)KJIOTO U3 DKPAaHOB U HTPHI B LICIIOM.
Ju1st TOTO 4TOOBI IPOUTH YPOBEHB, HEOOXOIH-
MO BBIOPATHCS 32 BEPXHIOI TPaHUILY dKpaHa,
Mepe3anyck ypoBHS HACTYIIAET, €CIIU IepCo-
Ha)X yIaj 3a HIDKHIOIO TPaHUILY dKpaHa WU
TI0TIaJ Ha [ITUTIHL.

V3HauaIpHO UTPOKY TOCTYITHO JBU)KEHUE
10 TOPU30HTAIH, IPBIKOK, OIUH JI3II B BO3Y-
Xe B II00OM W3 BOCEMU HAIlpaBIICHHH (BJIEBO/
BIIPaBO, BBEPX/BHHU3 U II0 AWAroHajisM). B ce-
penuHe TPOXOKICHHS UTPOK MOIydaeT BO3-
MOXXHOCTB JPITUTHCS B BO3IyXEe BTOPOU pas.

Taxxke nepcoHak UIPOKA MOXKET OTCKaKUBATh
OT CTE€H, U B 1I€JIOM, IPUCIOHUBILIUCH K CTEHE,
MIEPCOHAX Oy/ET MEIJICHHEE 1T IaTh.

[loMuMoO yXe YHOMHHABLIMXCS IIUIIOB,
Cpelau UrpoBbIX OOBEKTOB Ha YPOBHSIX BCTpE-
YalOTCSA IIapbl, IO3BOJSAIOLIME COBEPLIUTH
JONIOJTHUTEIBHBIA 31, JBUXKYIIMECS U HC-
ge3zaromue Itatpopmbl. B kauecTBe OoHyca
Ha HEKOTOPBIX YPOBHSX BCTPEYAIOTCS STOABI
KIIYOHUKH, COOp KOTOPBIX JAET IOMOTHUTEIb-
HbIE OUKHU.

Best urpa cocrout u3 31 ypous. boinb-
1€ MOJIOBUHBI YPOBHEH AEMOHCTPUPYIOT 3HA-
YUTEIBHOE OTIWYUE MEXAY TPaeKTOPUsIMU
peanpHON M BUPTyanbHOHU Heneil. Taxxke A
OO0JIBIIero Yucia ypoBHEH XapaKTepHO COBIIA-
JICHHE TUIIOB BUPTYaJIbHOM U pealibHOU Tpaek-
TOPHUH, TIPU ITOM CJIEAYET OTMETUTH, YTO Yallle
BCEro CPEIU TPAEKTOPUN JIBH)KEHUS OpPTraHU-
30BaHbl 10 HPUHLIUIY PE3KOr0 OTKJIOHEHHS
oT nuHui uenei. [Ipu 3ToM cpenu peanbHbBIX
TPAaeKTOPUI PE3KO YBEIMUYMUBAETCS KOJIUYE-
CTBO JIMHUH, IPUMEPHO COBHAJAIOIUX C JIU-
HHUEN OAHOW W3 LeJIel, 3TO YBEIUYEHHUE Ha-
OmromaeTcs Ha pOHE YMEHBIICHHS KOIHISCTBA
TPAaeKTOPUM, MHOI'OKPATHO IEPECEeKaIOIINX
OJIHY U3 JUHUU. bosblias yacTh ypOBHEN — 3TO
YPOBHH, Ha KOTOPBIX HET YCIIOKHEHHBIX Tpa-
E€KTOpHI.

CrnenyeT OTMETUTH CYIIECTBOBAHHUE OT-
JeJIBHBIX «YPOBHEH-pa3psAioK» — 3TO YPOBHH,
Ha KOTOPBbIX JIMHUS TPACKTOPUHU JBHUIKEHUS
(n BUpTyasnbHasi, U peajbHasi) MAaKCHUMAaJIbHO
COBIIAJIAIOT ¢ JIMHUEH peanbHOM 1enu. Kax
[IPaBUJIO, HA TAKUX YPOBHIX BBOJUTCS HOBBIN
UTPOBOIl OOBEKT, paCHIMPSAIOLIUNA BO3MOXKHO-
CTH UTPOKa.

The End is Nigh

The End is Nigh — wanu-urpa, paspado-
TaHHasE DIMYHJIOM MaKMUJUIEHOM U DIMYH-
nom ['menem m BeimymienHas B 2017 roxy s
MEPCOHATBHBIX KOMITBIOTEPOB W KOHCOJICH.
Wrpa oTtHOCHTCS K skaHpy 2D-1miatdhopmepos.

Hrpa moneneHa Ha HECKOJIBKO TJIaB, CO-
CTOSIIUX M3 Psifa YPOBHEH, PacIOIOKCHHBIX
B TpeJieNiax OJHOTO MTPOBOTO 3KpaHa U CBS-
3aHHBIX JIPYT C JIPYroM (BO3MOXHOCTH Tepe-
MEIIAThCS MEXJy YPOBHSMH B HECKOJBKHX
HarpaBJeHHX). [Ipy 3TOM IS TPOXOKACHUS
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IJIaBBl HE 00s3aTETBHO IPOXOXKICHUE BCEX
JKPaHOB.

Urpok, kak M B HpeIbIAYLIEM MPOEK-
Te, 00JIaJlaeT BO3MOXKHOCTBIO IIEPEMEIICHIS
[0 TOPU3OHTAJM W HpbKKOM. OTcyTcTBHE
JBIIA YACTUYHO KOMIIEHCUPYETCS BO3MOXKHO-
CTBIO MOBUCATh Ha CHELMAJIBHO BBIJICIEHHBIX
00BEKTaX Ha CTCHE W Ha yIiaX TeX K& CTEH.
W3 uHBIX UTIPOBBIX OOBEKTOB MPEICTaBICHBI
LIUIBI, CTOJIKHOBEHHE C KOTOPBIMH BBI3bIBA-
€T Iepe3alycK 3KpaHa (Kak U majJeHue 3a ero
HIDKHIOIO T'paHMIly), MEUIEHHO Najaroliue
BHU3 IIAT(QOPMEI ¥ KOJUIEKIIHOHHEIE TIpeIMe-
TBI, KOJTHIECTBO KOTOPHIX 0TOOpakaeTcs B Jie-
BOM BEPXHEM YTIJy 3KpaHa.

Bcero B mepBoii riaBe mpejacraBieHo 19
OCHOBHBIX AKPaHOB (IIPOXOXKJEHUE KOTOPBIX
HeoOXO0IUMO JUIsl 3aBeplLIeHMs IJaBbl). Pa3z-
JINYHBIE CTENEHU IUCTAHLUUU MEXIY JHUHUEH
peanabHON M BUPTYaJbHOW LENell mpeacTaBlie-
HbI CPeIu HUX NPUMEPHO B PABHOI CTENEHH.
Tumnsl peanbHOH W BUPTYaJbHOM TPAacKTOPHIL
COBIAJIAIOT MPAKTUYECKH BO BCEX YPOBHSX,
Cpeu HUX PEe3KO IOMHHHUPYIOT TPaeKTOPHH,
MHOTOKPaTHO MepeceKarouIue OaHy U3 JUHUN
nenn WM odxoxsmue ee cTtopoHoi. [Ipu aTom
MPaKTUYECKH KaXJblii M3 PacCMOTPEHHBIX
YpOBHEH (32 UCKITFOUEHHUEM OJTHOTO) 001aaeT
YCIIO)KHEHHOU TpaeKTOpUeH, KoTopas B HEKO-
TOPHBIX CIydasX Jaxke TpedyeT OT UTpoKa mpo-
XOK/IEHU S JONIOJTHUTEIbHBIX 3KPAHOB.

Celeste

Celeste — wHnu-tuathopmep, paspado-
TaHHBIH Matt Makes Games u BBITYIIICHHBIN
B 2018 romy muisi mepcoHaTbHBIX KOMITBIOTEPOB
u xoHcousel. [lo cyTu, naHHas urpa siBiasercs
uneiaeM HacnenaukoM Celeste Classic m pa3-
BHUBAae€T OCHOBHBIE HJAE€U M MEXaHUKHU, Npea-
CTaBJICHHbBIE B MIPEIIECTBYIOLICH UIrpe.

Urpa nozpenena Ha OTeNbHBIE TJIaBbI, Ka-
kKJas U3 KOTOPBIX COCTOUT U3 CEpUU YPOBHEM.
B mamHOM wmccienoBanmu OyIoeT paccMoTpe-
Ha BTOpas IiaBa (epBas sBIAETCS BBOJHON).
Bosbiasg yacTh 3THX ypOBHEH NOMeIaeTcs
Ha OJIHOM WUTPOBOM 3KpaHe, XOTS HEKOTOphIe
[OJpa3yMeBaIOT JBUKEHHE KaMepbl B UX Ipe-
nenax. OnATh e 4acTh YpOBHEH mojppasyme-
BAE€T BO3MOXHOCTb BEPHYTHCSI Ha IpeAbIIY-
1ye, Torja Kak pyTrue He Jal0T UIPOKY TaKon

CBOOOABI TepenBIKeHus. [ mpoXoKICHUS
IJIaBbl HE HYKHO NMPOXOAUTH BCE YPOBHU.

Kak u B Celeste Classic, UTpOK CriocoOcH
MepeBUraThCs B TOPU30HTAIIBHON IJIOCKOCTH,
COBEpIIATh MPBIKOK M OAMH D3I B BO3JYXE.
I[Nomumo aTOrO, HOOaBUIACE BO3MOXKHOCTH
LEIUISATHCS 34 CTEHbl U NIEPEeMEeLIaThCs 10 HUM
BBepX W BHU3. OCHOBHBIC MTPOBBIC OOBEKTHI
TaKXKe COCTOAT W3 ULIUIOB, pPa3pyLIaroIIUX-
csi OJIOKOB, CHENHANBHBIX OOBEKTOB, MO3BO-
JIAIOIKUX COBEPIIUTH JIOMOJIHUTENbHBIN 1311
B Bo3ayxe. Takike MOSBISAIOTCS clielUaIbHbIe
IBIDKYIIHECS TIaT()OPMBI, JAIOUINE HTPOKY
BO3MOKHOCTb HCIOJIb30BaTh MHEPLUIO OT UX
JBUKEHUS JJIs MIPbDKKA Ha OOJIBLIOE paccTo-
STHUE.

[lepBas rmaBa cocrout u3 20 ypoBHEH,
Cpenu KOTOPBIX PE3KO IIPeodIamaroT YpoB-
HU C OOJBIION TUCTAHIIMEH MEXKTY peallbHOU
Y BUPTYaJibHOH 1ensiMu. Uy Th MEHbILIE IOJIOBU-
Hbl YPOBHEH JIEMOHCTPUPYIOT pas3jinyue B TH-
Max BUPTYAJIbHON U PEATBHON TPACKTOPU I, TPU
9TOM CpPEAM BHUPTYaJIbHBIX TPAEKTOPUH Ipe-
00JIaIaloT TPACKTOPHH, H30ETaloue JTHHUU
LeJIM, @ CPelld PeasIbHbIX — TPAeKTOPUH, Clle-
TYTOIIHE THHAU [eTd. UyTh OOJbIIIe TIOTOBIHEI
YPOBHEH 00JIaAIOT YCIOKHEHHBIMH TPaeKTO-
PHUSAMH, KOTOPBIE B OTAEIBHBIX CIydasx Tpeoy-
0T OT UI'POKA IPOXOXKIEHUS JTOTOTHUTEIBHBIX
YPOBHEH, a B OTHOM CJIyyae Ja)ke Mpeaaraior
aJbTePHATUBHBINA MapLIpyT, B Pe3yJbTaTe yero
OJMH U3 YPOBHEU «OCHOBHOI'O» IPOXOXKIECHUS
OKa3bIBaeTCs HE IOCEILEHHBIM UTPOKOM.

Juckycenst

IMonyueHHbIe JaHHBIE caMH 10 cebe OT-
paKarT HEKOTOpbIE OOIHE 3aKOHOMEPHOCTH
MOCTPOCHUS UTPOBOTI'0 YPOBHS C TOYKHU 3PECHUS
B3aMMOJICHCTBUS MEX/y Pa3IUYHBIMU TPACK-
TOPHSIMHU JIBUKEHHSI HTPOKA [0 HEMY U JIEMOH-
CTPUPYIOT BO3MOKHOCTH OITUCAHHS HEKOTOPBIX
Mozieneit popMUpOBaHUs ypOBHS. Tem He Me-
Hee, Ha HaIll B3JIs/], BO3MOXHA JIOMOJTHUTEIb-
Hasl MHTEPHpPETAlMs MOTYYCHHBIX [TaHHBIX
C TOYKH 3PEHUS TEOPUHU UCKYCCTBA. YUHUTHIBAS
TOT (aKT, YTO OJHUM U3 BAKHBIX BOIPOCOB
B COBPEMEHHOM HAy4HOM JIUCKYPCE O BHJICO-
Urpax sIBISETCS M3y4YEeHHE MCHXOJIOTHH HTPO-
Ka U 0CO0Oro BIHUSHHSI BHJCOMTPHI HA HETO
(cMm., Harpumep, (Johnson, 2018; Kyshtymova,
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2019; Pacheco, 2019; Tikhomirova, 2020), Oy-
J€T YMECTHO MPEeMJIOKUTh HHTEPIPETALIO
[OJIYYEHHBIX JIaHHBIX C TOUKHU 3pEHUs TeOpUun
JI. C. Beirorckoro (Vygotskij, 1998).

Ha nam B3risij, BO3MOXHO OOBSCHEHHE
MOJTYyYCHHBIX HECOBMAICHUH MEXIy HaOIIo-
JaeMbIMM TPACKTOPUSAMU YEpe3 OINUCAHHOE
JI.C. BoiroTckuM  «3amereHue  addexray,
MIPU3BAaHHOE PACTSHYTh BO BpPEMEHH IIPO-
CTO€ IMEepEeKUBAHUE JJIsI JOCTHUKEHUS COCTO-
STHHUSI KaTapcuca B (PUHAJIBHOM TOUYKE, KOTrna
MPOTHUBOpEYHEe OyIeT, HAKOHEI, pa3pelIcHo.
JI.C. BeiroTckuit omucai JaHHBIA 3(PQeKT
Ha MpUMEpe JUTEPaTypPHBIX I[POU3BEIECHUN
pPa3JIMUHBIX JKaHPOB, MPOIAEMOHCTPUPOBAB,
Kak ATOT 3(eKT BBIpakaeTcsi B Pa3IMIHBIX
XYJOXKECTBEHHBIX IpHeMax (IpOTUBOpeUHe
MEeXAY JeHCTBUSAMU U CIIOBAaMU I'eposl, IPOTH-
BOpeuHst MeXKIy (alyroil IpOu3BEeICHHS U €T0
KOMIO3UIIMOHHBIM pelieHueM u 1. 1.). [lo ana-
JIOTMY Mbl MOYKEM IIEPEHECTH ATy UHTEPIpEeTa-
LMIO Ha MOJy4YEeHHBIH HAMHM MaTepHall, Bbljie-
JIUB HECKOJIBKO yPOBHEH «3aMeJICHUS.

Bo-nepBbix, camu 1no cebe OTHOLIECHUS
MEXIY BBIJICJIEHHBIMH HaMH TPAaeKTOPHUSIMU
JEMOHCTPUPYET Halluyue MHPOTUBOPEUUBO-
ro JABM)KEHHUs, 3aJI0KEHHOTO B CaMy OCHOBY
apXUTEKTYpbl UTPOBOT0 ypoBHs. Tak, B IBYX
U3 TPEX WTP MBI BUJUM MpeodiaaHue ypoB-
Hel ¢ OOJBINOW pasHUIICH MEXIy pealbHOU
U BUPTYaJIbHOM LEIsSMU — B Pe3yJIbTare ypo-
BEHb M3HAYAJIbHO CO3/1a€T CUTYALUIO YCIIOXK-
HEHUs, KOTOpas OKAa3bIBaeTCs pa3pelieHHON
JUING B (UHAIBHBIX YPOBHAX (00€ HWIPHI
Celeste TeMOHCTPUPYIOT B TIOCIETHUX ypPOB-
HSIX COBIIAJICHHE MEXKIy JMHUSAMHU LieNiel, 4To
CO3/1aeT CBOCOOPa3HYIO Pa3PSIKY).

CrnenyouuM ypoBHEM «IIPOTHUBOPEUUSI»
BBICTYIIA€T OTHOLIEHHE MEXJy BUPTYaJbHOU
TPAeKTOpUEH W peasbHOM 1enbro. Bupryans-
Has TPaeKTOpHs BCeraa OKas3bIBaeTcs AJIMHHEE
JIMHUU peaJIbHOM Leu, IEMOHCTpUpYs Oosee
CIIOKHBII BapHAHT ITyTH, TPEOYIOMNH orpeie-
JICHHBIX YCHUJIMHA HE TOJBKO B CHIIY CIICIH(H-
KU caMOr'o UTpOBOIO Ipolecca, HO U MPOCTO
0 CBOGH IIWHE U (POpPME CHIBHO YCIIOKHCH-
HBII 0 OTHOLIEHUIO K MIPOCTOU MPSIMOMA.

Tpetuii ypoBE€Hb — 3TO HPOTUBOpPEYHUE
MEXAY TPAaeKTOPUSIMHU BUPTYaJIbHOM U pealib-
HOI, BhIpaXkarollleecs 3a4acTylo B HECOBHaJIe-

HUHU TUIOB. 3/1€Ch UHTEPECHO TO, YTO BO MHOTUX
13 PACCMOTPEHHBIX CIydaeB peasibHas TPaek-
TOpUSI CTPEMUTCS K JIMHUU PeajbHON L.
To ecTb MOKHO TOBOPUTH O TOM, UTO peajibHas
TPAaeKTOPUs CTPEMUTCS K IPEOAOJIEHUIO MTPO-
TUBOPEUHUs MEXAY BUPTYaJIbHONU TPaeKTOpHUe
W peasibHOW 1enpto. Ha maHHBIA MOMEHT 3TO
MIOJIOKEHUE MOKHO MPUHATH 3a TUIIOTE3Y, H0-
CKOJIBKY JUJISl €0 MOJATBEPXKIEHUS HEOOXOAUM
aHayim3 OOIBIIEro YHcia WTPOBBIX yPOBHEH,
a Tak)Xe BbIpabOTKa KPUTEpUsi, KOTOPBIH IO-
3BOJIUT HaM OLIEHUTb CTENEHb CX0XKECTU MEX-
Iy TPACKTOPUEN U JIMHUEH LIeIIH.

Hakonen, MOXHO BBIJIEIUTH YETBEPTHIH
YPOBEHb — 3TO HAJIMYHUE WU OTCYTCTBHUE YyC-
JIOXKHEHHOM TpPaeKTOpUH, CO3JAIoLIeld Mpo-
MEKYTOYHBIC IIETH H, TAKUM 00pa3oM, Mak-
CUMaJIbHO 3aMEISIONIeH JBUKEHHUS UI'POKa.
CrouT OTMETHUTh, YTO MHOT'HE YCJIOKHEHHbIE
TPaeKTOPHH NMPEACTABISIOT COOOH yAINHCHHE
peaNbpHON TPaeKTOPUH, K KOTOPOi 100aBIseT-
Cs1 IOTIOJIHUTEIbHAS e TS

Ha ocHoBe aHanu3a pacCMOTPEHHBIX UID
MO’KHO TOBOPUTB O TOM, YTO JUJIs 3aJepKaHus
UTPOKa Ha YPOBHE (M CO3JaHMs TakuM oOpa-
30M ay(hexTa) B MEPBYIO OYEePENb UCIIOTB3YIOT
TpeTHid W 4eTBepThld ypoBHU. Tak, Celeste
Classic TIPeUMYIIECTBEHHO HCIOIB3YeT Tpe-
THH YPOBEHB, B TO BpeMsl kKak The End is Nigh
MIOJIHOCTBIO COCPENOTAYMBAETCS Ha YETBEp-
TOM ypPOBHE, MUHUMHU3UPYS BIIUSHUE TPETb-
€ro M Jienasi caMH yCIIOKHEHHbIE TPAEKTOPUU
Oomee BapmatuBHBIMH. Celeste MOXET OBITH
paccMoTpeHa Kak CBOCOOpa3HEI CHHTE3 MEXkK-
Iy 3TUMH JIByMs IIOJIXOJaMHM, XOTS BCe ellle
C NPEeUMYLIECTBEHHOM OpHeHTalued Ha Tpe-
TUI YPOBEHb.

BruiBoabI

B kauecTBe OCHOBHBIX PE3yJITATOB IPO-
BEJICHHOT'O HCCIIEIOBAaHUS MOXKHO BBIJIEIUTH
cleayolee:

1. IIpennioxkeH BapuaHT METOJA BU3yallb-
HOr0 aHalli3a UIPOBOIO Ipolecca, MO3BOJA-
IOLIMI  omucaTh CHOCOObI B3aWMOJCHCTBUSA
UTPOKa C UTPOBBIM IPOCTPAHCTBOM YepPe3 Pl
TUINHYECKUX TPAEKTOPUH (BUPTyalbHAs LEb,
peasnbHas Lejb, BUpTyalbHasi TPAEKTOPHUs, pe-
ajpHas TPAEKTOPUs, YCIOXKHEHHAsi TPaeKTo-
pusi), OTHOLLIEHUS MEXTY KOTOPBIMHU MTO3BOJIAT
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MIPOCIIEANTD OINPEIC/ICHHBIC TEHICHIIUH B Op-
raHW3aly TPOCTPAHCTBA.

2. TlpemiokeHa HWHTEPIPETAIMS IIONY-
YEHHBIX OTHOIIEHHH MEXIy TPAaeKTOPHSIMHU
¢ touku 3penus teopuu JI.C.Beirorckoro.
A WMEHHO HECOBNAJCHHUS W IIPOTHBOPEUHS
MEXKIy BapHaHTaMH JBHKCHHs HTPOKa MOTYT
OBITh MOHATHI KaK CIIOCOOBI «3aMeICHUS ad-
(dexTay, TPUBOIAILINE K TOMY, YTO JAOCTHIKE-
Hue (GUHAIBHON TOYKH BOCIIPHHHUMAETCS Kak
paspsijika MCHX0J0rHUECKOM SHEPTHH.

3. BeliBHHYTa THIIOTE3a O TOM, YTO UTPO-
BbIe IIPOCTPAHCTBa Urp *aHpa 2D- miardop-
Mep OpPraHU30BaHbI 10 IBYM KJIIOYEBBIM MOJIE-
JISIM — OPHUEHTHPYIOIIMMCS JTHOO Ha CHIIBHOE
pasauvre MeXIy BUPTYAJIbHOM TpaeKTOpHen
JBH)KEHHUST UTPOKA U €r0 peasibHbIM MapIipy-
TOM, JTHOO Ha BKJIIOYEHHE B YPOBEHBL 0COOOTO
YCIOXKHEHHOTO MapIipyTa, Ioapa3yMeBarole-
r'0 JOCTHIKEHHE IIPOMEXKYTOUHBIX IEJICH Imepe
TEM, KaK IPUUTH K KOHEYHON TOYKE YPOBHSI.

Cnucoxk autepatypbl / References

B nanpHeiiemM BO3MOXKHO pa3BUTHE JTaH-
HOTO HCCIICIOBAHUS IO CICAYIONIUM Halpas-
TICHUSIM:

1. UccnenoBanue Gobineii BRIOOPKH UTP
PasIUYHBIX JKAHPOB U BPEMCHH CO3JIAHUS
JUTSI TIOATBEPIKICHHS BBISIBIICHHBIX B TaHHOM
HCCIICOBAaHUN 3aKOHOMEPHOCTEH IS KaHpa
2D-maTdopMepoB, a Takke sl 0OHapyKe-
HUS BO3MOYKHO OTJIMYAIOIIUXCS IMPHHIIUIIOB
OpraHM3alNN MPOCTPAHCTBA B UTPaxX APYTUX
KaHPOB.

2. Bo3MOXHO TpUMEHEHHE METOZa IIo-
CTPOCHHS TPACKTOPHHA IBIKEHUS U HCCICHO-
BaHHE HECOBIAACHUS MEKIYy HAMHU B APYTUX
XYAOKECTBEHHBIX IpoCTpaHCTBaX. Hambomee
OUYCBHIHBIM IIPUMEPOM 3JI€Ch SBISACTCS ap-
XUTEKTypa, KOTOpas TaKKe «OCBAMBACTCS
3pUTENEM B PE3yibTaTe ABIKCHHS B 0COOOM
MPOCTPAHCTBE (IIPH ATOM, KaK MBI BHJICIH, ap-
XUTEKTYPHOE W UTPOBOE IIPOCTPAHCTBA PEry-
JSIPHO CPaBHHUBAIOTCS).

Aarseth E., & Grabarczyk P. (2018). An Ontological Meta-Model for Game Research. In DiGRA Con-

ference.

Atkinson, P., & Parsayi, F. (2021). Video Games and Aesthetic Contemplation. In Games and Culture,

16(5), 519-537.

Beljaev, D. A., Beljaeva, U. P, Prineva, E. V., & Skripkin, I.N. (2020). Hudozhestvenno-jesteticheskoe
soderzhanie videoigr kak interaktivnogo mediuma jekrannoj kul’tury [Artistic and aesthetic content of vid-
eo games as an interactive medium of screen culture]. In Kontekst i refleksija: filosofija o mire i cheloveke
[Context and reflection: philosophy about the world and man], 9(1-1), 130—137.

Bos. D. (2018). Answering the Call of Duty: Everyday Encounters With the Popular Geopolitics of
Military-Themed Videogames. In Political Geography, 63, 54—64.

Garcia, M.S., De Lacour Jimenez, R., & Linares, A. M. G. (2020) Games Studies in Architectural
Education: An Experimantal Graphic Approach Implemented in Granada University Architecture School.

In CEUR Workshop Proceedings, 1-12.

Johnson, D., Klarkowski, M., Phillips, C., McEwan. M., & Watling, C. N. (2018) Greater Rewards
in Vidoegames Lead to More Presence, Enjoyment and Effort. In Computers in Human Behavior, 87,

66-74.

Kyshtymova, I. M., & Tiofeev S.B. (2019). Vlijanie videoigr na gejmerov: k probleme opredelenija
transformacionnogo potenciala igrovoj aktivnosti [ The influence of video games on gamers: on the problem
of determining the transformational potential of gaming activity]. In Baikal Research Journal, 10(4), 3.

Lankoski, P., & Bjork, S. (2015). Game Research Methods an Overview. ETC Press, 360 p.

Miroshnichenko, N. A., & Semerikov, I. A. (2019). Fenomen videoigry i postmodernistskoe iskusstvo

[The phenomenon of video games and postmodern art]. In Filosofija v sovremennom obrazovatel nom pros-
transtve: problemy i perspektivy: materialy nauchno-prakticheskoj konferencii « Chtenija Ushinskogoy,
Jaroslavl’, 05—06 marta 2019 goda [Philosophy in the modern educational space: problems and prospects:
materials of the scientific-practical conference «Readings of Ushinsky», Yaroslavl, 05-06 March 2019],
54-57.

- 242 -



Tikhon K. Ermakov. Some Features of Organization of 2D Platformer Games’ Space in Terms of Interaction...

Nikitina, A. V. (2016). Landshafty videoigr: filosofsko-kul’turologicheskij analiz [Landscapes of vid-
eo games: philosophical and cultural analysis]. In Nikonovskie chtenija: Jelektronnyj sbornik nauchnyh
statej: v 2-h tomah, Cheboksary, 22 aprelja 2016 goda [Nikon readings: Electronic collection of scientific
articles: in 2 volumes, Cheboksary, April 22, 2016], 223-225.

Pacheco, A. C., & Martinho, C. (2019). Alignment of Player and Non-player Character Assertiveness
Levels. In Proceedings of the 15th AAAI Conference on Artificial Intelligence and Interactive Digital En-
tertainment, 181-187.

Pang, C., Neutstaedter, C., Moffattm K., Hennessy, K., & Pan, R. (2020). The Role of a Location-based
City Exploration Game in Digital Placemaking. In Behaviour and Information Technology, 39(6), 624—647.

Pearson, L. C. (2020). A Machine for Playing in: Exploring the Vidogames as a Medium for Architec-
tural Desing. In Design Studies, 66, 114—143.

Pescarin, S., Fanini, B., Ferdani, D., Mifsud, K., & Hamilton, A. (2020). Optimising Environmental
Education Narrative Videogames: The Case of «A Night in the Forumy». In Journal on Computing and
Cultural Heritage, 13(4).

Ramos, A. V. (2020). Acthetic Uses if the Past and Limits in the Reconstruction of Historical Space
Inside Videogames. In Culture and History Digital Journal, 9(1).

Redon A.N. (2021). An Unexpected Perspective: From Ancient Egypt to Adventure. In EGA Revista
De Expresion Grafica Arquitectonica, 26(41), 206-217.

Robson, J., & Tavinor G. (2018). The Aesthetics of Videogames. Routledge, 235 p.

Romero, J. E. O., & Del Olmo, F. J. R. (2020). Historically Themed Videogames as Visual Art: Con-
scious Anachronism and Creative License in the Representation of Urban Spaces in the Assassin’s Creed
Series. In Co-Herencia, 17(33), 41-63.

Shafer, D. M., Carbonara, C. P., & Korpi, M. F. (2019). Factors Affecting Enjoyment of Virtual Reality
Games: A Comparison Involving Consumer-grade Virtual Reality Technology. In Games for Health Jour-
nal, 8(1), 15-23.

Thi Nguyen, C. (2020). The Arts of Action. In Philosophers Imprint, 20(14), 1-23.

Tikhomirova, D. V., Chubarov, A. A., & Samsonovich, A. V. (2020). Empirical and Modeling Study of
Emotional State Dynamics in Videogame Paradigms. In Cognitive Systems Research, 60, 44—56.

Totten, C. W. (2014). An Architectural Approach to Level Design. CRC Press, 420 p.

Volkova, I. (2019) Virtual’naja real’nost’ i igrovye kommunikacii: opyt muzeev i igrovoj industrii [ Vir-
tual Reality and Game Communications: Experience of Museums and the Game Industry]. In Mul timedi-
Jnaja zhurnalistika: mediakommunikacii i mediaindustrija: Materialy II Mezhdunarodnoj nauchno-
prakticheskoj konferencii, Minsk, 01 marta 2019 goda [Multimedia journalism: media communications
and media industry: Materials of the Il International Scientific and Practical Conference, Minsk, March
01, 2019], 122—125.

Vygotskij, L. S. (1998). Psihologija iskusstva [Psychology of Art]. Moscow, Feniks, 480 p.



