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Abstract

The current work is devoted to the analysis of the sound paradigm in video games of the
horror genre. The sound in computer games is an important component, since the game
is a syncretic medium. The aim of the work is an attempt to establish the most relevant
typology of sound elements of a given genre, as well as the correlation of the considered
paradigm with various game interfaces. Understanding the functioning of sound and its
relationship with various interface forms in computer games makes it possible to better
comprehend their cultural significance, to better see their relationship with other media,
as well as their impact on the playing subject. The article offers an analysis of the most
popular and canonical elements of the video game audio paradigm. The author of the
article defines the game sound, indicates its functions (semantic, immersive, gameplay),
considers the concept of “diegesis” in the context of the game sound, describes the
emergence and characteristics of the horror genre in computer games, taking into
account various forms of interfaces, and also constructs the paradigm of sounds in
accordance with typology of interfaces. As a result, the author comes to the conclusion
about the variety of canonical sound elements of the horror genre, each of which has a
different effect on the player experience and structures the game.
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AHHOTaUA

Hacrosimass paborta mocBsimieHa aHanu3y 3BYKOBOW NapaJuTMbl B BHICOUTPAX KaHPA
XOppop. 3BYK B KOMIIBIOTEPHBIX MIpax SIBISETCS BAaXXHOW COCTAaBJISAIOLICH, IOCKOJIBKY
urpa MpeAcTaBisseT co0OM cuHKpeTHueckuil meauyM. llenpio paOoThl sBISETCS
HOIBITKA YCTAHOBJIEHHMsI HauOoJee peIeBAaHTHON THIIOJIOTUM 3BYKOBBIX 3JEMEHTOB
JTAHHOT'O KaHpa, a TaK)Ke COOTHOILICHHE PAacCMaTPUBAEMOM IAapaJurMbl C PA3IMYHBIMU
urpoBbiMM uHTepdeiicamu. [loHnManue (yHKIMOHMPOBAHUS 3BYKa M €ro CBSI3b C
pa3nuuHbIMU HHTEp(EHCHBIMU (OPMAaMU B KOMITBIOTEPHBIX WIpax MO3BOJSIET JIydIle
OCO3HATh MX KYJIbTYpPHOE 3HA4Y€HME, Jydlle YBUJETb UX CBA3b C APYTMMHU MeJua, a
TaKKe UX BIMSHHE Ha MIPOBOTO cyOBekTa. B crarthe mpeanaraercst ananus Hamboiee
NOMYJISIPHBIX M KAHOHUYHBIX 3JIEMEHTOB 3BYKOBOH IapaJurmMbl BHUAECOUTP. ABTOp
CTaTbU JAET ONPEJENIEHUE UTPOBOMY 3BYKY, YKa3bIBaeT ero (yHKUUHU (CeMaHTUYECKasl,
UMMEpCHBHAs, TelMIlIeiiHas1), paccMaTpUBaeT IOHATHE «IUEere3nca» B KOHTEKCTE
3ByKa WIPBI, OIKCHIBACT BO3HUKHOBEHHE M XapaKTEPUCTHUKH JKaHpa XOppop B
KOMIIBIOTEPHBIX WIPax, YYWUTHIBas pas3inyHble (GOpMbl HHTEpQEiicoB, a TaKxke
BBICTPaNBaeT MapajurMmy 3ByKOB B COOTBETCTBUU C THIOJNOTHEN nHTEepdeiicoB. B utore
JIeJIaeTCsl BBIBOJ O MHOTOOOpa3i KAaHOHMYECKHUX 3BYKOBBIX AJIEMEHTOB *aHpa XOppop,
KQXJbII U3 KOTOPBIX II0-Pa3HOMY OKa3bIBACT BIUSHUE HA UIPOKA U CTPYKTYPUPYET

Urpy.
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BBEJAEHHUE

B mnacrosmelr pabore coBepliaeTcsi MOMBITKA MTPOAHATU3UPOBATH
3BYKOBYIO MMapaurMy KOMIIBIOTEPHBIX UIP KaHpa XOPPOP C TOUKH 3PEHUS
TUTIOJNIOTUU UHTep(dercoB JaHHOro kaHpa. Teoperumdeckas mpobiema
WCIIOJIb30BAHUSL PA3IUYHBIX MOHATUH «UHTEPPEIC», «CETTUHIY, <COKAHPY,
«milieu» (dbp. «cpema») ® T. I., MPETEHAYIONIMX HAa MECTO OCHOBHOH
TUIIOJIOTUYECKON KaTeropmy JUisl KaTajoruM3alii M OINHCAHUS UIpP,
OCTAaEeTCsl HE PEIICHHOW U UX Pa3sTpPaHUYEHHUE TOPOUM HE Tak mpocTo. TeM He
MEHEE B HACTOSILEM HCCIECJOBAHUU IOHITHE <GKAHP» HCIOJIb3YETCS Kak
oOmee 00O3HAYEHUE «TEeUMIUIEMHO-CETTUHIOBOM (DOPMBDY, TPHUHITOE B
UCTOPUKO-PELENTUBHON Cpele UTrPOBOM MHIYCTPHUH, a «UHTEpPEerc» — B
3HAYEHUU «(POpPMBI, OMNOCPEAYIOIIEd MIPOBOE BOCHpUATHE». Takum
o0pa3oM, B JAaHHOH CTaTbe€ CIIOBOM <GKaHpP» OMNPEHENSIETCS «XOppop»
BOOOIIE, a «HUHTepdeic» o3HayaeT ero 0ojiee KOHKPETHBIE peanu3alui,
CBOJAMMBIE K HECKOJIBKMM THIIOJIOTHYECKUM IpynmaM. Kpome Toro, 3apanee
CTOMT YKa3aTb M Ha HEONPEIEICHHOCTh IOHATHS «XOpPpOp», KOTOPOE
UCTOPUYECKH CBSI3aHO C MOSBJIEHUE «TOTUYECKOTO poMmaHa» (A. Pagxiud,
X. Youmon u np.) u «irepatypsl yxkacoB» (I'. @. JlaBkpadt, 3. A. 1o u
Ip.). OTa TEHEeTHYecKash TO4YKa 3pEHUs HE OECCMBICIEHHA, IMOCKOJIBbKY
y’)KaCHO€ B MpPHUHIMUIE B JIUTEpaType, KUHeMarorpade, KOMIbIOTEPHBIX
UIPax 4YacTO BBIPAXKAETCS C MOMOUIIBIO CXOXKUX CTHUJIEBBIX MAaTTEPHOB H
TOMOCOB, IMOAOOHO JuTepaTypHOMy lOCUS amoenus (JaT. «mpeKpacHoe
MECTO»).

OrmpeneneHre 3BYKOBBIX' H HHTEP(EHCHBIX MEXAHH3MOB MOXKET
MOMOYb JIy4llI€ TOHSATh TO, KAK YCTPOEH 3BYKOBOE MPOCTPAHCTBO XOPPOP-
UTP B YaCTHOCTHU W KYJHTYPHOE 3HAYCHHE YKacHOTo (Xoppopa) BOOOIIE,
YacTO OpPraHU30BaHHOE I[IOXO0XKMM O00pa3oM B pa3IMYHBIX Meua.
['1aBHBIMH BOITPOCAMM, ITOCTABJIEHHBIMH B UCCIIEIOBAHUH, SIBIISFOTCS:

1) nmoHuMaHue 3ByKa B KOMIIBIOTEPHOM Hrpe (IUEreTUYHOCTh H
(GYHKIIMOHAT 3BYKOB);

2) npobemMa onpeeeHus JKaHpa XOppop Ha CTHIKE MEINA;

3) Tumosorus XOoppop-urp mo uHTepdeiicaM, MX XapaKTEPUCTHUKU,
CXOXHUE MECTAa U OTINYHS;

4) paccMOTpeHHE 3BYKOBOWM COCTaBJISIOLIECH Ha psle NPUMEPOB B
COOTBETCTBHHM C UX UHTEpPeiicamu;

! ABTOp HCCIEOBAaHMS ONHUPACTCS Ha CIOXUBINYIOCS Tpamuuuio (¢ 1990-x rr.) n3ydeHus: 3ByKa B
KOHTCEKCTEC €ro couajabHOrO, KOMMYHUKATHUBHOTO, KYJbTYPHOTO u TEXHOJOT'HYCCKOI'O
(GyHKUHOHMPOBaHUA. boylee MOAPOOHO O TEOPETHMYECKUX IPUHIMIIAX MCCIIENOBaHMs 3Byka (sound
studies) cm. (Murray Schafer, 1993; Chion, 1994; Lastra, 2000; Pinch, Bijsterveld, 2012; Sterne, 2003).
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5) 3ByKOBOM KaHOH B Xoppop-urpe. CTOUT TakkKe yKaszaTh, UYTO
MaTepHaJiOM HCCJACAOBAHMS TIOCITY)KHWJIW BHJCOUTPHI, BBINICAIINEC B
ocHoBHOM mociie 1990-x rr.

3BYK B BUIEOUTPAX

3BYK MOKET OIpPEACNAThCS KaK YHUCTO (PU3UYECKOE SIBJICHUE U KakK
CYOBEKTUBHOE BOCIIPHUSTHE YeNoBeKa. B mMMpoKoM cMbICie ClioBa MOXKHO
TOBOPUTh 00 «YNPYrUX BOJIHAX, PACHPOCTPAHSIONIUXCA B MPUPOTHOU
Cpelle M CO3JAlUIMX B HE MEXaHMYECKHE KOJEOaHHs», a B Y3KOM — O
«CYOBEKTUBHOM BOCIPHUATHH 3TUX KOJICOAHWI HAIIMMHU CHEIUaTbHBIMU
opranamu uyBcTB» ([lenuxun, 2012b). Takum oOpa3om, HECMOTpsI Ha TO
YTO TE€UMEp BBINOJIHIET HEKOTOpPHIC ACHCTBHS B BUPTYaJIbHOW Cpele,
UTPOBOM 3BYK OCTA€TCSl YaCThIO OOBEKTUBHOW JIEUCTBUTEIBHOCTU 32 CUET
€ro pean3alii B OKPYKaIoIeM MTPOCTPAHCTBE Yepe3 TEXHUKY (TMHAMUKH,
HAyIIHUKK). TeM He MeHee MO MPUYUHE BUPTYAIIbHOCTH 3BYKa €r0 HYKHO
paccMaTpuBaTh KaK HMCKYCCTBEHHO CKOHCTPYMPOBAHHBIM, HEXKEIH
€CTECTBEHHBIN. [I[pyruM K€ BaXXHbIM TIOHSITHEM SBIAECTCS «ayAHO»,
«O3HayawIlnee He COOCTBEHHO 3BYK, HO TPEJCTaBICHHWE 3ByKa B BHJIC
MacCHBa JIaHHBIX, 3alIMCAaHHBIX Ha 3BYKOBOM HocuTene» (Jlenuxun, 2012b).
Opnako Takue wuccienosarenu, kak Mumens IMoH ckopee CKIIOHBI
paccMaTpuBaTh BUPTYaJbHbIE 3BYKM B KOHTEKCTE HX MPOU3BOICTBA
TEXHOJIOTUYECKUMHU O0OBEKTAMU HE3aBUCUMO OT UX CKOHCTPYUPOBAHHOCTH,
MOCKOJIbKY CamMO€ Ba)XHO€ B 3BYKE, YTO OH OTCHUIAET YEeMY-TO BHE ceOs
(Chion, 2016). B namem ciydyae 3ByK OTChUIa€T OJHOBPEMEHHO U K
MallluHe (KOMIBIOTEPY), U K MpOrpaMme, UTpe — U3MEHEHHUE ATOM OIICHKU
3aBUCUT OT TOJIOKEHUSI BOCITPUHUMAIOIIETO CYOBhEKTA.

[To MHEHHIO OAHOTO W3 HcclienoBarened 38yka Mapka ['puminoy, k
HamOoJsiee 0a30BBIM XapaKTEPUCTUKAM HWIPOBOTO 3BYKa OTHOCATCS: 1)
BCEHANPaBJIEHHOCTD; 2) HEMPEPBHIBHOCThH (OTCYTCTBUE 3BYKa — TOXKE 3BYK);
3) co3maHue «MOCTa» MEXKIy peallbHbIM MHUPOM M BHUPTYaJbHbIM; 4)
HEOJHO3HAYHOCTh, S5) CBS3b C YEJIOBEUECKUM TMOJACO3HATEIbHBIM
(Grimshaw, 2011, p. 29-30).

B konTekcte pazBuBarmumxcs sound studies, Kaxercs, UTO
HCCIIeIOBAaHUE 3BYKAa U ayJuoJu3aiiHa B KOMITBIOTEPHBIX UIpax SBISETCS
HEOE3BIHTEPECHOM TOMBITKON HAMKMCaHUs MCTOPUU PA3BUTHS HE TOJBKO
UTPOBBIX (DOPM 3BYKa, HO U PEIENITUBHOTO BOCIIPUSATHS UTPOKA.

JAUET'ETUYHOCTD 3BYKA

Kak 3ameuaer HeOe3bI3BecTHBIN (usonor u ¢punocod XKepap Kenerr,
JUETe3NC — 3TO HE TOJBKO CaM CHOKET, HO W BCEJIEHHAs, B KOTOPOU
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npoucxoaut nericteue (JKenert, 1982). U necmoTps Ha To, uTo CebacThsiH
KanuBo n Hukxonpb [luHbE CUMTAIOT TOCTATOYHO OrPAHMYEHHBIM TOHSTHE
nueresuca (Genvo, Pignier, 2011), T. K. NmepBOHAYaJIbHO OHO HMMEET
HEIMOCPEJICTBEHHOE OTHOIIEHHE TOJBKO K IMOBECTBOBAHHMIO, CTOMUT
OCTaHOBUTCS Ha Oosiee (YHKIMOHATIBLHOM TOYKE 3PEHMs, MO3BOJISIONICH
BBIJICJIUTH JIFOOOMBITHOE CBOMCTBO BUIAEOUTPOBOTO 3BYyKa — JTUET€THYHOCTD
U HEAUEreTUYHOCTh. Hanuunme UereTMYHOCTH CBSI3aHO C WIPOBBIMU
COOBITUSIMU, MHAYE TOBOPSA, C BHYTPEHHHM IPOCTPAHCTBOM BHUJICOUTPHI.
Tak, manpumep, B Grand Theft Auto 5 (2013) reiimep, pasrynuBas 1o
ropojay 3a CBOEr0 aparapa, CIBIIHUT 3BYKHM MPOEIKAIOIIMX MAIKH,
pa3roBOpHI JIIOACH, 3BYKH CTPEIbObI WM yIapoB B JIpake U T. M. 3/ECh
BAXXHO OTMETUTh, YTO JIMETETUYHBIE 3BYKH BOCIPUHUMAIOTCS TeMepoM
Tak, OyJITO OH B JIMIIE aBaTapa sIBJISETCS UX OYEBHUIIIEM, HHBIMU CIIOBaMH,
ecnu Obl aBaTap ObUT OBl JKUBBIM YEJIOBEKOM, OH MOT Obl HaM 00 3TOM
CKa3aTb. B CBOIO ouepeap HEIMETeTHYHOCTh K€ CBSI3aHAa C HEUTPOBBIMU
3ByKaMH, KOTOPBIM MOKET CIBIIIATh TOJbKO caM Urpok (denukun, 2012a,
ctp. 115-122). HauGonee sipkuM mnpumepoM OyAyT 3BYKH JHOOOTO
UTPOBOTO «MEHIO» (WM «UHTEephENc» B y3KOM CMBICIIE CIIOBA), B KOTOPOM
€CTh CTaHAAPTHBIA HaOOp omiui. OOpaTUM BHUMAHHUE, YTO HE BCAKUU
BHYTPUUTPOBOM MHTep(delic HEe yperyJupoBaH T€UMIUIEHHO, U SBIISETCS
HEJIOCTYIHBIM JIJIS BOCHPUSTUS WrPOBBIM TiepcoHaxeM. BosbMewm,
Harpumep, panHue urpel cepun Resident Evil (nepBbie Tpu yactu: 1996-
1999), rae rnaBHbI uHTEpPEHC (HE UTPOBOE MEHIO) MPEACTABIEH B BHUJIE
WHBEHTapsl MEPCOHaXka, B KOTOPOM MPHU MEPEMEIIEHUU MEXIy suehKkaMu
reiiMep CIBIIUT 3BYK MEPEKII0UYEHUs], OYEBUAHO, UTO aBaTap 3TOT 3BYK HE
MOXET BOCIPHUHSTH, POACh B CBOMX KapMmaHax WM cyHayke. OmHako
oOpatumcs k Toit ke GTA 5, B KOTOpOi#l y epcoHa)ka eCTh COOCTBEHHBIN
cMapTQOH, W HAIl aBaTap BIIOJHE SICHO CJBIIIUT BCE HAXKATHUsSI KHOIMOK Ha
TenedoHe, XOTS BCE K€ HE CTOUT 3a0bIBaThb O XYJI0)KECTBEHHBIE
yCIIOBHOCTU. HeamereTnuHoCTh My3bIKM paboTaeT TakuM K€ 00pa3oM: B
Metal Gear Solid: Guns of the Patriots (2008) y repost ecTh My3bIKaIbHBII
mieep (AvereTMyHasi My3blKa), HO B KaTCIEHAX M 3aCTaBKaX MOXKHO
CJIBIIIATh HEUETETUYHBIC MY3bIKATbHBIE KOMITO3HUITUH.

[ToMUMO JUEreTUYHBIX W HEAUETeTUYHBIX 3BYKOB HCCJIEAOBATEh
Kpuctun MopreHceH roBOPUT O TPAHCHHETeTHYHBIX 3BYKAX, T. €. TAKUX,
KOTOpbIE COYeTaloT B cebe 00a Hayana: «YCTpaHss TPaHUIY MEXIY
JIMEre3ucoOM M BHEAMETreTUYECKUM IMPOCTPAHCTBOM, TPAHCIUETETHUYECKUE
3BYKH BHOCAT BHEIMETETHYECKYIO MH(OpMaIMIO B TUETETUUECKUN MUP U
CO37af0T OOIIYI0 B3aWMOCBSI3b COOBITUH W JCHCTBUN, JENAIOT
B3aMMOJICHCTBHE MOJIb30BATENS U BUPTYaTbHOTO MHpa 0oJiee yT0OHBIM U B
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TO K€ BPEMS COXPAHSIOT OMIYIICHHE MPUCYTCTBUS B BUPTYaJTbHOM MHPEH
(ut. mo Henukun, 2013: Jorgensen, 2010, p. 85).

OYHKINU UTPOBOI'O 3BYKA

Jpyroili BaxXHBII BOIPOC O BHUICOUTPOBBIX 3BYKAX, COCTOUT B HX
dbynkunonasne. Beero cyiectByer Tpu pyHKIUN 3ByKa:

1) HmmepcuBHas (pyHKUMS  HOTrpyKEeHHs). 3BYK  SIBIIIETCS
00s13aTeNbHBIM  O(DOPMIIEHHEM JIMETeTUYECKOTO U  HEIUEreTHYeCKOro
npocTpaHcTBa Urpel. Urpel, ymyckaromme Tak WM MHA4Ye 3TOT DJIEMEHT,
MOK&XYTCS ~ CPEIHECTAaTUCTHUECKOMY  TelMepy  CTpaHHBIMU. Tak,
HampuMep, MU MOPTUPOBAHUHU KIACCHUYECKOTO mryTepa Doom Ha KOHCOIB
Atari Jaguar U3 urpel ObUTM BBIPE3aHBI BCE MY3BIKAIbHBIE JTOPOXKKH, YTO
OBLJIO BOCIIPUHSATO reiMepaMy KpailHe HETaTUBHO. 3BYKOBOE O(OpPMIICHHE
TaK)Ke€ CBS3aHO C MPaBIOIN0A00HOCTHIO UTPOBOTO MPOLIECCa.

2) Teiimmieiinas (yHKims oTobpaxkenus)'. 3BYK MOXET OBITh
3JIEMEHTOM TelMIuIes. JTa (GyHKIUs Haubojee SipKO peaau3yercs B urpa
xaHpa creic (stealth): cepus urp Metal Gear Solid (1998-2015) unu Thief
(1998-2014). B crenc-urpax reuWMiuieliHas (QYHKIMS OCHOBBIBACTCS Ha
OeclIyMHOM, HE3aMETHOM IEpeABM)KEHUU aBarapa HUrpoka. MHOW Tun
3ByKa KaK TEHMIUIEWHOTO 3JIEMEHTa MOXKHO BCTPETHTh B MY3BIKAJIbHBIX
Urpax, KOTOpbIE MOCTPOEHBI Ha MOMAaHuU B PUTM MPH HAXKATUU KJIABHIIL,
Hanpumep, Hatsune Miku: Project Diva (2009).

3) CemanTuueckast (GyHKIMS O3HAUMBAHUS ). 3BYK YTO-TO O3HAYaeT, U
3TO O3HAYCHHE MOXKET UMETh CTATHUHYIO WM IUHAMUYHYIO IPUPOLY, T. K.
3BYK BO3HHMKAaET JUOO MO MpUUYMHE AEHUCTBUM reriMepa, 1M00 OH €CTh BHE
ero ydvactus. Tak, 4acTO MOXXHO BCTPETUTh MEHIO WIPBl C 3aJaHHON
MY3bIKQJIBHOM TEeMOM B HeM (CTaTH4YHas), HO IMEpeMEIlEeHUE MEXKIY
onuusMu OyAeT uMeTh JIuWHAMU4Hyl mnpupony. Haubonee spxum
O3HAYCHUEM JIUHAMUYHOW (DYHKIIMU SIBISETCA TMEPEXOJl OT CIOKOHWHOM
MY3BIKH WM TULIMHBI K «00€BOI» Mepes] HauajaoM OUTBBI, B CBOIO OYEPEIh
B XOppOp-UIpax dYacTO HMEHHO TaK Ha3bIBAEMbIH «XOPPOP-OPKECTP»
CTAaHOBUTCS TPHUUMHOM CTpaxa HWIPOKa U OCHOBHBIM HHCTPYMEHTOM
HarHeTaHusi aTMOc(hephl.

XOPPOP KAK BUJIEOUT'POBOM KAHP

B ston yWacTtu wuccienoBaHus HaM IIPEICTOUMT PACCMOTPETh CaMO
MOHSATHUE XOPPOpa U €ro KaHPOBbIE OCOOEHHOCTH JIJIsl TOTO, YTOOBI TIeperTH
K TUIOJIOTUYECKOMY aHanu3y camux wurp. Kak ObUIO ykazaHO BbIIIE

1 O pasmmumbix (opmax peanmsarmy reiiMIUIeiiHON (DYHKIHH 3ByKa B KOMIIBIOTGPHBIX HIPAX CM.
(Kupuuenko, 2019).
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MOHSATHE «XOPPOpa» YacTO YCKOJIb3aeT OT YETKOTO OMpecNiCHUE, XOTs B
OOIIIEM CMBICITIE OHO HMCTIOJIB3YeTCS KaK CHHOHUM «Y>KaCHOTO», 9YTO MOYKHO
BUJICTH 10 CIIOBAPHBIM OMpeaeIeHUsIM MOHATHSI. OHO MMEeT JTOCTaTOYHO
y3KO€ 3HAYCHHUE, IJ¢ TIABHBIMU KOHIIETITAMHU BBICTYTAIOT «CTPax», «IIOK»
U «oTBpamicHue», u wuHorga «cmemmnoe». (English Oxford Living
Dictionaries, 2019). HecmoTpst Ha 3TO AUCKYPCUBHOE COJFIKEHHE TIOHSATHIA
«YKACHOTO» M «XOppopay» (MyCTh a)ke 3TO OYKBaIBHBINA MEPEBOT): TIEPBOEC
BCE-TaKU TOpa3[o IIHMpe, a BTOPOE 3aKpeIIieHO 3a Oojee AeTaabHbIMU
BapHaIlMsAMH KYJbTYPHBIX apTe(PaKTOB U B 3TOM CMBICIIE OJIMKE K TIOHATHIO
«TOTHYECKOTOY.

Ecnau ucxoauth U3 4ucTo (PyHKIMOHAIBHBIX OCOOCHHOCTEW XOoppopa,
TO €ro CaMOW OYEBHIHOW 3aJadyedl SBISETCS CO3JaHUE HEKOTOPOIo
ah(HEeKTUBHOTO COCTOSIHUS, UCITyTa, TPEBOTH, CTpaxa y HUIPOKa-3pUTEIs-
yuTaTeNnd. MeXaHU3Mbl, HCIHOJb3yeMble [UJIsi  CO3JaHus  MOJIOOHBIX
3 PeKTOB, MPEICTABISIOT HHTEIUICTHOSIBHBI HA0Op MPUEMOB, YacTO
YHUBEPCAIBHBIX MO CBOEH mpupone. Tak, oqHuM U3 Hanbosee 0a30BBIX,
OOIIIEYEIOBEYECKUX TPUEMOB CO3/aHusl  Xoppop-dddekra  sABIIETCS
dpeiinockoe «3mosermee» (unheimlich)!, aro Gomee Bcero m3BecTHO B
BEIPDOKCHUH «3JIOBEIIasl JOJWHA», TOJ KOTOPBHIM IMOHUMAaeTcs 3(PQexT,
MPOU3BOAMMBINA KAKUM-TMOO 4EJIOBEKOMOAOOHBIM O0OBEKTOM. DTOT OOBEKT
OKa3bIBAaCTCS HAM 3HAKOMBIM, HO B TO K€ BpEeMsI OCTpPaHEHHBIM, HETTOHATHO
JIPYTUM, TEM CaMbIM CO3aCTCs OUIYIICHUE HEYBEPECHHOCTH, COMPSIKEHHOE
C TPEBOTOM.

HexoTopsie TeopeTHku (0COOEHHOr0 paHHEro rneproja game studies)
UCITOJIB3YIOT KaTETOPHI0 TOTHYECKOTO BMECTO YXKACHOTO Kak Hawmbosee
TPaJAMIIMOHHYIO U B HEKOTOPOM CMBICIE 0oJiee TOUYHYIO, T. K. Y’KACHOE He
00s13aTEIbHO CBSI3AHO C MpAyHBIM, TEMHBIM, JEMOHUYECKMM U TIp.
MPOCTPAHCTBOM, TIOCKOJIBKY TI€PBOE€ MOXKET OBITh «IIPOYUTAHO» KaK
06e300pa3Hoe, 4YTO B CBOIO O4Yepe/lb HWMEET HCTOPUUYECKYIO CBSI3b C
KOMHYECKUM (MAacKd aHTUYHOIO Tearpa) W T. . Tak, HCCIeOBaTEelb
KOMITBIOTEPHBIX WP W pemakrop kypHama «Games and Culture»
T. K:xuBrHCKa B CBOEH CTaThe O TOTHYCCKOM B BHUICOWTPAX BBIACIACT
HECKOJIbKO BaXHBIX 00JIacTe JTOro HCClIeaoBaTebckoro momst. K
OCOOCHHBIM YepTaM TOTHYCCKUX WIP OTHOCATCS: 1) MCTOpHUS O TaiIIeM
repoe; 2) mpueM «Mise-en-scéney», KOTOPhI COCTOUT B MOBECTBOBAHUU C
MIOMOIIIBIO COBEPIICHHO Pa3IUYHBIX CPEACTB (BHU3YaJbHOTO HMCKYCCTBA,
KuHemarorpada, TeKcTa, My3bIKHd U T. I1.), @ B PYCJIe TOTHYECKOTO «MiSe-
en-scéne» CrocoOCTBYET BBIPAKCHHIO 3JI0BEIIETO TMPOCTPAaHCTBA; 3)
penpe3eHTaIs, MPOU3BOACTBO W CTUMYJISIUA  TICUXOJIOTHYECKHU
ap(EeKTUBHBIX COCTOSHUN (Tapanud, KiIaycTpodoOus, roJOBOKpPYKEHHE,

! Moapo6ree cm. (Dpeiix, 1995).
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CyMacllecTBHe, yKac U 1p.); 4) OCTpaHEHHE U300pakaeMoro u
orobpaxenue Jlpyroro; 5) TrOTHMYecKoe 00JaJaeT  KOHKPETHBIM
(IOCTaTOYHO  OrpaHUYEHHBIM)  CTWJIMCTUYECKUM  BBIpAXXEHHEM;  6)
TOTUYECKUE BBIIOJHAET TE€ WJIM UHbIE (YHKIMM B IPOU3BEACHUU
(Krzywinska, 2015).

B KMHO MOXHO BCTPETUTh TakKuW€ CBOEOOpa3HbIE, HO YCTOWYMBBIN
YKaHpBI, TAKME KAK CIAIIEP M rpaiHaxayc. Ecnu nepBsblil )kaHp BO MHOTOM
ucxoaut u3 «Ilcuxo» (1960) A. Xuukoka u cTpeMHUTCsI OBITH CEPHE3HBIM B
CBOCH «XOPPOPHOCTW», TO TpalHAXayc, HA0OOPOT, MBITAETCS JOBECTH A0
abcypia W HeJenulbl >KaHPOBBIE XOJAbl (PUIBMOB YXacoB, HaIpUMeED,
«IInanera Ctpaxa» (2007) P. Ponpureca. Takum 00pa3om, yxKacHOE YK€ B
KHMHeMaTorpae OKa3bIBaeTCd Ha TPaHM CMEIIHOrO W myraromero. B
001acTH KOMIIBIOTEPHBIX U Yallle BCETO UIPOK UMEET JIEJ0 C CEpbE3HOM
«y’KACHOCTBIO», OJHAKO TpUMepHO B 2012 r.' uim nake HECKONBKO paHee
HayHeTcs OyM aBTOPCKHMX IPOEKTOB (TOrJa YK€ HCHOJIb30BAIOCH CIOBO
«UHOW», KOTOpoe B OyaylieM yTpaTUT 3HAUYE€HHE «HE3aBHUCHUMOMN
pa3zpaboTku», T.e€. 0e3 uzmarens). HaumHas ¢ 3TOro BpEMEHH MOKHO
BCTPETUTh MAacChl IPOEKTOB, HU3BOJALIME YYBCTBO CTpaxa B CMeX,
HalpuMep, HAIIYMEBIIMK  XOppop CTOMMOCThIO B 27  pyOnei
(pernonanbHbIN IeHHUK Poccun Ha momenT 2019 r.) — Red Lake (2015).

UTo KacaeTcs XOppopa Kak KAHPa BHICOUTPOBOH HHIYCTPHH’, €ro
MCTOPUYECKHE KOPHH yXOIAT B Hadano 1980-x rr. 11 Bo3HUKaeT OH B BHUIE
CBOETO TJIaBHOTO Mopkanpa — survival horror. B 1981 r. u3 mox pyku HbIHE
MaJjIOM3BECTHOTO pa3zpadoTurka Akupbl CarukyTu BeixoauT urpa Nostromo
B okaHpe survival horror mns tmargopm PET 2001 m PC-6001
(Szczepaniak, 2014, pp. 544-573). K Ooyee M3BECTHBIM MEPBBIM XOPPOP-
urpam npuHamiexkar: 1) 3D Monster Maze (1982) s Sinclair ZX81; 2)
Haunted House (1982) mnst Atari 2600; 3) Monster Bash (1982) nns
urpoBbix aBToMaToB; 4) Terror House (1982) mist Bandai LCD Solarpower;
5) The Texas Chainsaw Massacre (1982) nns Atari2600 u ap. Yactuano
Hayally TMOSBJICHUS XOPPOp-UTP HMEET OTHOUICHHE (PpaHIly3CKUN
BUJICOMTPOBOI Croppeain3M, SpKO TMpeAcTaBiIeHHbIM cTyauei Froggy
Software (1984-1987) wu eec ocHoBatenem JKan-Jlyn Jle bBperoHowm,
KOTOpOro (paHIly3ckuii urpoBoi xypHan «Tilty HazBanm «Anbdppenom
XuukokoM oT Buaeourp» (Honosan, 2014, ctp. 169). Onu co3znanu takue

! B aror rox OHJIaH-CEpBUC JUCTPUOYIMM KOMIBIOTEPHBIX HMrp Steam, ocHoBaHHbIi B 2003 T.
koMmaHueit Valve, co3nan BHyTpH CBOEro caiiTa M mpuioxeHus nporpammy Steam Greenlight, B kotopoit
UTPOKH MOTJIM BBICTABIISATH CBOM ABTOPCKHE MNPOEKTHL. Te, YTo moilyyaian oJ0OpeHHne OT MECTHOTO
UTPOBOTO COOOIIECTBA, MOTIIM OBITH OITyOJIMKOBAaHBI B Mara3uHe NpH yIulaTe CHMBOJIMYECKOTO Hajora. B
JlanbHeieM cama nporpaMma ucuesHer (2017), kak 1 He00X0IMMOCTh B 0100pEHHH IPOEKTOB MECTHBIM
coobuiecTBoM, U Oyaer 3ameHeHa cuctemoit Steam Direct (ropasmo 6omee mpocToit), 4To MPUBEAET K
HOSIBIICHHIO OTPOMHOTO KOJIMYECTBA «TP3LI-UTP», IPOCKTOB KpaliHEe HU3KOTO KayecTRa.

?TTogpo6Hee cm. (Perron, 2009; 2018)
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npousBeneHus, kak Epidémie (1984), Paranoiak (1984), Le Crime du
parking (1985) u ap., uX UrPbl OCHOBBIBAJIMCH HA JINTEPATYPHBIX CIOXKETAX
¥ HOCHJTU SKCTIEPHUMEHTAIBHBINA XapaKTep.

Ha coBpeMeHHOM 3Tare pa3BUTH UTPOBOW MHAYCTPHH KaHpP XOppopa
BCTPEYAETCS B YACTOM BHJE TOJBKO B MAJOOIOJKETHBIX MPOEKTaX, yalle
BCETO HAOII0JaeTCsl HEKOTOPBIA CHHTE3, HanpuMmep, «action + horror» nmm
«shooter + horror» u ip. Ha miepBbIii B3I MOXKET MOKA3aThCS, YTO MEPE]]
HAMH  aHaJOrW4yHas  KuHemarorpady — cuTyamms, T/A€  JKaHP
NPEUMYIIECTBEHHO OCHOBBIBACTCS HAa TEMAaTHYEeCKOM mokasarene. Ho,
BEPOSITHO KAHPOBBIM CHHTE3 BHUICOUTP HECKOJBKO CIIOXHEE, U OH CKOpee
CBsi3aH ¢ ycnoBusMmu umHTepderic: tak, u shooter, m horror (ot mepBoro
JUIA) BOCXOASAT B NIPHUHIMIIE K WIPOBOMY HHTepdeiicy (ucrtopuu) OT
NEepBOTO JIMIA, YTO [eJIaeT HMX CHHTE3 ECTECTBCHHBIM, U IKAHPOBOE
paszeneHre OCHOBBIBACTCS HA PA3IMUNU MEXaHHK.

CtouT TaKke YMNOMSIHYTb, YTO TJIABHBIM IO/DKAaHPOM XOPPOP-UTP
sBysiercst survival horror, koTopelii Tak ¥ HE MOJIYYMI PYCCKOTO aHalora,
KpOMe KOCHOSI3BIYHOTO «yXKaca Ha BbDKMBaHHE». Kak BBITEKAaeT U camoro
Ha3BaHus, Survival horror sensiercss mpocTo yTOYHEHHE KaHpa XOoppopa,
NPUBHOCS B HETO WJCK0 BBDKMBAHHS, KOTOpas YacTO 3aKIIOYacTCs B
ODKOHOMHH OOCIPHIIACOB, aNTeueK, yMEJIOM W30CTaHWH CTBIYCK C
OOJBIIMMU TpyIIaMyd BparoB U T. A. Cam TepMuH BO3HHMKaeT B 1996 1. c
BbIxoaoM Resident Evil, oqHako mo3ke HauMHAET MPUMEHSATHCS U K OoJiee
panauM TBopeHusiM tuna Alone in the Dark (1992) wmu naxxe Sweet home
(1989).

TUIIOJIOTUsI XOPPOP-UT'P U UX HHTEP®ENCOB

Urto Ttakoe muTepdeic? ITo BOMPOC TOCTATOYHO CIOXKHBIM, U OH HE
MMeeT 3a co00ii OXHO3HAYHOI TO3UIMK B HAyIHOM coobmecTBe . B Hamei
paboTre MblI BOcCHoib3yemcsi Haubosnee GYHKIMOHAIBHOM Bepcuei
onpeneneHusi. Mumepgheiic ABIAETCS HEKOTOPOH paMKON BOCHPUSTHA,
NOCPEAHUKOM TeiiMepa W UTPOBOTO JIMEre3uca, MPUYEM 3TOT MOCPETHUK
MOJKET OBITh 0oJiee WM MEHEe BHEAPEHHBIM BO BHYTPEHHEE MTPOCTPAHCTBO
urpel. CpaBaute urpoBod mHTepdeiic crparermm Warcraft 1l1: Reign of
Chaos (2002) u Resident Evil (1996).

B paMmkax THUMOJOTHH XOPpOpP-UTP, KaXeTCs, MOKHO BBIACIUTH
yeTblpe UHTepdeiica, KOTOpbIM He ObUIM  MPUCBOEHBI  OCOOBIE
HAaUMEHOBAHUS B CBSI3U C HEJAOCTATOYHOW M3YYEHHOCTHIO TAHHOTO BOIIPOCa
B HACTOSIIIIUN MOMEHT:

! [onmpobuee 06 ompenencHuu UHTEpdeiica U ero (a)MeauanbHeIX 30Hax cM. (JlenkeBud, JlambiToBa,
2015). Kpome TOro B KOHTEKCT€ KOMIIBIOTEPHBIX WIP OCOOCHHOTO YIOMHHAHHS IOCTOWHAa paboTa
(Jorgensen, 2013).

164



Galactica Media: Journal of Media Studies. 2019. No 3 | e-ISSN: 2658-7734
Game Studies | DOI 10.24411/2658-7734-2019-10029

1) Unmepgpeiic ¢ uzomempuueckum uzo00pax3ceHuem om mpemvpe2o
auya. BuneourpoBas HW30METpUsSi OTHOCUTCA K BHUIY MapalieIbHOU
MPOEKIMHU. YT0I 0030pa cMellleH, 4yTo co3niaet 3 dexT tpexmepHocTh. s
OMMCAHMS ITOW TOYKHU 3PEHUS MHOT/A MCHOJB3YIOT TepMUHBI «2.5Dy» unm
«tceBno-3D». B nmeiicTBUTENBHOCTH 0000IIEHHE TPETHEro JHIA U
U30METPUYECKOTO H300paKEHUSI HE COBCEM BEpPHO, ITOCKOJIBKY OHH
HUCTOPUYECKH W KOHIICTITYaJhbHO Pa3pO3HEHBI, OJJHAKO B TUIAHE 3BYKOBOTO
o opMIICHUS Yalle BCETO COBIAIAIOT MO (DYHKIIMOHAITY, a TAKKE B PAaBHOM
CTENEHU JUETeTHYHbl. BuI 0T TpeTrhero JuIa yKa3blBaeT Ha
OIIPEICIICHHYI0 TOUKY 3PCHMS «H3-3a IUICYa»’ aBaTapa, YToO IMO3BOJIIET
MIPUHATH UTPOKY, C OJHOW CTOPOHBI, TTO3UITAIO «PABHOTO HAOIIOAATENS, a
C Japyroii, oOpectu OOJbIIEe TEIECHOM COMPUYACTHOCTH K aBarapy.
HaubGonee CymiecTBEHHBIM OTJIMYaeM HM30METPUM W TEPCIEKTUBBI OT
TPETHETO JIUIA SIBJISETCA MO3UIIMOHMPOBAHUE aBaTapa B MPOCTPAHCTBE U
OCOOEHHOCTH  TmepeMenieHuss  (UrpoBoro  KOoHTpois).  Tak, B
u30MeTpuiecKkoM uHTepdeiice Omarogapst 0osee 0ObEMHOMY U IIUPOKOMY
0030py «HaaBecHOM kamepbl». K 3ToMy Tumy uHTEpPEHCOB MOKHO
otHecTH cienyromue urpsl: Resident Evil (1996-2019), Silent Hill (1999-
2012), Kuon (2004), Yomawari: Night Alone (2015), Clock Tower (1995) u
MHOTHE JIpyTHE.

2) Unmepgheiic  uepvt  om nepsoco auya. llepBoe NHIIO Kak
nepcreKkTrBa (GOPMHUPYET YETKYIO TEJIECHOCTh B3TJIAA, CJICIOBATEIBHO,
MHOTOE YXKAaCHOE CBS3BIBACTCA C TEM, YTO MOXKHO PacCMOTPEThb. DTOT
uHTepdeic Xoppopa B OCHOBHOM JIUIIICH HEUETCTHUYCCKUX TTOKa3aTelIel 1
BHU3YaJIN3aTOPOB /I OoJiee MOTHOTO MmorpyskeHus. [Ipu Takom uHTEpdeiice
OCHOBHOW MEXAaHHMKOW SIBIIACTCS «yOEraHue ¢ MPATKaMU», a «ayIuoIu3aiH
CTpaxay» OpPraHU3yeTCs B COOTBETCTBUU C HEBUIAMMBIM, HO CIBIIIUMBIM. K
JTAHHOM KaTeropuu MokHO oTtHecTH Mrpbl Tumna: Outlast (2013), Penumbra
(2007-2015), Alien: Isolation (2014), Amnesia: The Dark Descent (2010),
Layers Of Fear (2016) u mp.

3) Uumepdhetic  6usyanvnoco pomana / noeeina. Hamwmuue aByx
BapUAHTOB JUIA JAaHHOTO JKaHpa B PYCCKOM S3bIKE OOYCIIOBIICHO
HEOOBIYHBIM CJIy4aeM HEKOPPEKTHOTO TIepPEeBOAa, IPOU3OIISIICTO B
PYCCKOTOBOpSIIIEH HrpoBoil cpexe, moHsTst «visual novely»®. Tlonstue

! Ectp Gomee oamo3HbIe MecTa MoONOXKeHHs Kamepsl — B Resident Evil 6 (2012) umorna mpu Gere u
pa3MYHBIX aHMMAalHWsIXKaMepa ChbeKaeT N0 ypoBHs Oeapa (ocobeHHO B kammaHuu 3a Any Bowr),
CO3/1aBasi CTPAHHOBATYIO IIEPCIIEKTHBY, BO3MOKHO, IIOPOil ¢ LENbI0 3POTHYECKOM 0OBEKTHBALIHH.
2 B M30METPHYECKOH MEPCIeKTHBE KaMepa 4acTo 3a(HKCHPOBAHA 3a HEIOJBHKHON WIH MEUICHHO
HOCTEYIOUIeH TOYKOM, PacloJOKEHHOH CBEpXy M IO YIJIOM, YTO COOTBETCTBYET TOMY, KaK CTaBsT
KaMepbl B OOIIECTBEHHBIX MECTAX.

BepHbIM MepeBOIOM  SIBISIETCS  «BH3YaJbHbII pomany. Takke BCTpe4aeTcsi HaUMEHOBAaHHE
«rpauuecKuii poMaH», OHO HHKOTJA HE OTHOCHIOCH K KOMITBIOTEDHBIM HIPaM, HO TOJIBKO K BHIY
JNTEPaTyPHOU MPOAYKIIHH.
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ABJIIETCS] TPOOJIEMATUYHBIM, MOTOMY KaK JUCKYPCUBHO C TIOMOIIBIO HETrO
e OMpeeNsieTcsl ONpeeIeHHbId BHUJI KOMHUKCOB, U B HEM HHUKaK He
OTpa)X€H BUJICOUTPOBOI acCMeKT, MPU 3TOM CaM >KaHpP BU3YyaJIbHOTO POMaHa
CJIOKHO Ha3BaTh SIBIICHUEM WUTPOBOM MHIYCTPUHU, B HEM YACTO MOJHOCTHIO
OTCYTCTBYET TeilMIuleiiHOe Hauyano (BbIOOp OTBETOB HE SBIAETCS
KOH(HUTYPaTUBHON mpakTHKoi). CKopee, 3TO 0co0as CHHKPETHYECKAs
dbopma nUTEpaTyphl, W300PA3UTEITHLHOTO HCKYCCTBA W MY3BIKH. TeM He
MEHEE KOHBEHIIMOHAJIILHO BHU3yalbHBI pOMaH CUMTaeTcsi Wrpod (u
MPOJIAETCA B TEX XK€ MECTax), MO3TOMY BBIJEICHHE TaKOro WHTepderica
UMEET OCHOBaHHE B KOHTEKCTE€ WCCJIECIOBAaHUS KOMIIBIOTEPHBIX WIP.
3BykoBOe OQoOpMIIEHHE TAHHOTO HHTepdeiica COMPsSHKEHO C TOoJ0caMu
nepcoHakeid (He Bcerjaa), MUETeTUYECKUMH JeTAIbHBIMH 3BYKaMH U
(OHOBOI MY3BIKOW, NMPU ITOM CYOBEKTHAsl TOUKa 3pEHHUs CBsi3aHa JIMOO ¢
BUJIOM OT MEPBOTro Juia (KOorjaa aBatap Urpoka MpeCTaBiIeH Kak BUIIIEe
«» — peaKuil ciaydvail), 100 OT TpeThero (Koraa B3I JaH UTPOKY Kak
OCTOPOHHEMY HaOJII0JaTEIN0, KOTOPOTO HE 3aMEYAIOT).

B0o3MOXXHOCTH ’kaHpa BH3yaJbHOTO pOMaHa Uil BOIUIOLICHMS
XOPPOPHOI COCTaBJIAIOIIEH C TOYKH 3pEHUs 3ByKa JOCTATOYHO Majbl. B
CBSI3M CO CJIa0OW MHTEPAKTUBHOCTBHIO OKPYKEHHS, YaCTHIM OTCYTCTBHUEM
CIIOCOOHOCTH TMEPEABUTATHCSA U OTPAHMYEHHOCTHIO BUIUMOTO UTPOK MOXKET
CIIBIINIATh JIMIIb PSJI HEKOTOPBIX 3BYKOB, HauOoliee TOJSPHBIMU U3
KOTOPBIX SIBIISIOTCS KPHKH, MyTraromias My3bIKa, 3BYKH 11aroB. [IpumepHO
TO K€ camMOe MOXHO CKa3aTh W MPO XOppopsl, cuenanneie B RPG Maker,
MO/DKAHPOM KOTOPBIX WHOTAA SBIISETCS BU3YyalbHBIN pomaH. OTCyTCTBHE
00eBOil  CHUCTeMBl WM HAJIAYHE €€ OrPaHHMYEHHOTO  BapHWaHTa
CIIOCOOCTBYIOT aKTyalM3alli OCHOBHOM MEXaHHMKH OercrBa, CTaBIIeH
TaK)K€ OYEHb MOIYJISPHON C MOSBIEHUEM CKPUMEPOB AJISL UTP OT IEPBOIO
Ju1a.

B npumep x naHHoMy TNy MHTEpdeica MOXHO MPHUBECTH: Saya No
Uta (2003), Higurashi no Naku Koro ni (2002-2010), Lux Pain (2008),
Divi-Dead (1998).

4) Unmepghetic ¢ ynpowennou epaghuxoii. B mepByio odepenp K
JTAHHOMY THITy OTHOCSATCS WIPhI clelaHHbie B mporpamme RPG Maker,
IpUMEPOM MOKET Ciykuth urpa T0 the Moon (2011), 3a uckiroucHue
TOTO, YTO OHA HE SIBIISIETCA XOppopoM. [ maBHOI yepToil 3Toro uuTepdeiica
SIBIISICTCSl CTWJIM3AIMS TOJ THKCENbHbIE |6-OMTHBIE WIPHI, OHA YaCTO
CBsI3aHA JIMOO C MaJIbIM OFOKETOM Pa3paOOTYMKOB, JIMOO C TEXHUUYECKUMU
ocoOeHHOCTsIME camoili Tutatdopmel, Hanpumep, Nintendo DS. B manHoM

! MoapoGHee o K1accHPUKALMHE KOMIBIOTEPHBIX UIP, HX MOJIEIH, B YACTHOCTH, O POGIeMe BH3yaIbHOTO
pomana kak wurpel cM. (Juul, 2005). Cam moaxox K pPacCMOTPEHHIO KOMIIBIOTEPHBIX HIP Kak
KOH(UI'ypaTUBHBIX NPAKTHK BOCXOIHUT K paboram (Aarseth, 1997; Eskelinen, 2012).
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cnyyae IlepcnextuBa paerca BuAOM cBepXy. CTOUT OTMETUThH, 4YTO
BBIJICJICHHE JTAaHHOTO MHTepdeiica ciaeayeT JIOTUKE 0Co00M redMILICHHOM
MaTpHIlbl, TOCKOJIbKY CaM JABUXKOK IMOJOOHBIX WP TapaHTUPYET JIUIIb
HA0Op  BO3MOXXHBIX  HMHTEpPAKIMK W OTpaHUYMBAET  YKAHPOBYIO
nuddepeHuanmio.

K sromy tumy moxso otHectn: Corpse Party (1996-2014), Mad
Father (2012), Ib (2000), The Witch's House (2012), Yume Nikki (2003),
Ao Oni (2013) u np.

[loutn Bce XOpPpPOpP-WUIPbI HCIOJIB3YIOT 0a30Bbl€ OOIIME 3BYKOBBIE
OpUEMBbl, WAYyIIME eule U3 KuHemaTtorpada, HO MOXKHO BCTPETHTb H
YHUKQJIBHOE HCHOJB30BAHUE 3ByKa. BaKHO 3aMEeTUTh, 4TO NEPBBIA H
BTOpOW HHTep(erc TOCTATOYHO OJIM3KKM JPYr APYry C TOYKH 3PEHUS
3BYKOBOT'O O(pOPMIIEHHUS, HO HE BO BCEM, B TO BpeMsl, KaKk TPETHI OJIU30K
4yeTBepTOMY THIy MHTepdeiica. Bece yeTbipe unTepdeiica nuMmeror odiee B
CJIEIYIOLIMX MPUEMAX:

1) ucnonb30BaHUE MuwiUKHbl KaK TJIABHOTO (OHA JCHCTBHUA W
COOBITHI; HMHOTJA BCTPEYACTCS CHUHTE3 THUIIMHBI U 38YKO8 HNPUPOObL
(3aBbIBaHUSI BETpa, ILIEJECT TPaBbl WM JIUCTHEB, IITOPM WU CUIIBHBIN
nuBenb, Hanpumep B Cold Fear (2005) rmaBHBIA Tepoi momamaet Ha
KopalJiib, HAXOMSIIMICS MO CpeAu OKeaHa). TUIlMHA TO3BOJSET YCHUIIUTH
KOHTPAacT MEXAY CIIOKOWHONH OOCTAaHOBKOM M OMACHOM cUTyaluei, Kpome
TOTO, OHA Jae€T BO3MOXHOCTb JIy4YlI€ MPOSBUTHCS PE3KUM, IMYTAOIIUM
3ByKaM U B OCOOEHHOCTH TE€M CaMbIM CKpuUMepaMm / JKaMIICKeilepam
(screamer / jumpscare), KOTopble TOIYYIIN OCOOYIO0 TOMYJISIPHOCTD CPEIH
KoMmbIoTepHBIX UTP B 2010-X IT., cCAaMBIMH U3BECTHBIMH TPEICTABUTEISIMU
storo npuema sBisirores Slender: The Eight Pages (2012) u Five Nights at
Freddy's (2014-2015).

2) OGs13aTeIbHBIM ABIACTCA HATHUME 36VKA Ula206 TIePCOHaKa (-eif),
KOTOpbI Ha (POHE THUIIHUHBI MOXKET ObITh BEChMa IyTarolIuM, OCOOEHHO
eclii  pa3paboOTUYMKH  Pa3jioXKWIA B JIOKAMU TMOJYUHTEPAKTHUBHBIC
IPEAMETHI TUIIA CTOJIOB, CTYJIBEB, KOTOPHIE MOKHO CIy4ailHO OIPOKHUHYTH:
B KUON ecnu reporHs 1Mo HEOCTOPOKHOCTH YPOHUJIA CTOJUK, MOSBISIOTCS
3JIbI€ MPU3PAKH, TIPECIICIYIONINE €. ITO MOT'YT OBITh BETBH JE€PEBHEB WU
OCKOJIKHM CTEKJIa, KOTOpPBIC XPYCTAT MpH HacTymanuu Ha Hux: Fatal Frame
(2001-2014); Siren (2003-2008).

3) 36yk  cepoyebOuenusi ABASACTCS YACTBIM MPHUEMOM, XOTh H
HeBezAecyuM. MHoraa gaxke BCTpeyaeTcsl €ro Bapualus ¢ JOMOJTHEHHOU
CONMPUYACTHOCTHIO:  BUOpaluedl reiMmnana B  TakKT  YCKOPEHHOTO

! B BusyanbHOM poMaHe MOXET M He ObITh KAK TAKOBOIl BO3MOXHOCTH XOIbObI, OXHAKO 3BYKH
nepeMereHus (HalpuMep, CKPUI IBEPH, MIOPOX WK TOIIOT) MOTYT IPHUCYTCTBOBAThH IPH BXO/E / BEIXOJE
MIEPCOHAXKA U3 TIOMEIIICHUS.
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cepauecouenus. Hanpumep, Silent Hill 3 (2003), Kuon, Corpse Party. B
Kuon ydamenHoe cepaneOueHne CBsI3aHO JMOO C TIEPEyTOMIICHHEM
reporHn OT Oera (MMPU OCTAHOBKE OHA OCTAHOBUTCS OTIIBIIMIATHLCS), JTUOO
npu T. H. «3hdekre wucmyra» (fear effect), xortopsiii compoBoXkmaeTcs
PE3KMM BCKPUKOM HCIyTa M BCIBIIIKONW HA DKpPaHE C €ro MOCIETyIOIINM
NOMYTHEHHE, JIMOO MpHU MOJYYEHWH HEKOTOPOTO KOJIMYECTBAa ypoHa — B
TOM CiIy4ae cepAaleOueHue eIe M CUTHAIM3HPYET 00 OMacHO HU3KOM
YPOBHE 370POBbs, YTO CIY)XKUT CEMAaHTHUECKUM YyKa3zaTeleM Hapsay C
W3MCHCHUEM aHUMAIlUW TIePEABMKCHUS Tela TEePOWHH, T.K. JPYTUX
BU3YaIM3aTOPOB COCTOSIHUS T€POMHHU B UTPE HET.

4) 36yx omxpvleaHusi 08epu, 4acTO BHIPAKCHHBIA B CKPHIIC UM 3BYKE
TSDKEJIOTO JKEJIE3HOTO 3ac0Ba. DTOT MPHUEM, MOXKAIyH, ABISECTCS BU3UTHOU
kaptoukoi cepuu Resident Evil kotopyro daHaTsl He IPOCTO Tak MPO3BAIN
«CHMYJIATOPOM OTKpBIBaHUS nBepei». OMHAKO W TYT €CTh HCKITFOYCHUS,
HaIMpUMeEp, TOT MPUEM MOTHOCTHIO YTPATUIT CBOIO (DYHKIIMIO B HEKOTOPBIX
4acTsIX CEPUH, TJIe OCHOBHOM (POKyC ObUT CeNIaH Ha SKIIHOBBIN TeiMIUIeH,
Hanpumep, B rsaroit (2009) u mectoit (2012).

5) Yenoseueckue u mneuenoseueckue 3syku. K 3TOMYy TOapasaery
XOppoOp 3BYKOB OTHOCSTCS KPHKH, CTOHBI OOJIM, HEYEIOBEUYECKHE
3aBeiBaHuss MoHcTpoB (Alien: Isolation), mbIXTeHWe TJIaBHBIX 3JI0/ICEB
(xapakTepno s cepun Clock Tower) u np. Peub Toke MOXKET HAITOJIHATH
XOPPOPHYIO COCTaBISIONIYI0O IO HECKOJBKAM NPUYUHAM: BO-TIEPBBIX,
BaXHa POJIb CaAMOTO TOJIOCA B €ro KAauyeCTBEHHOM W KOJIMYECTBEHHOM
pEerucTpax, a BO-BTOPHIX, CAMO HAMOJHEHUE PEYH, T. €. TEKCT, CTOSAIIUN 3a
Hel. Tak, camo co0oii pazymeercs, 4To apPEeKTUBHbIE UHTOHAIIMU U TEKCT,
NECTPANIMN  MMOBTOPAMH U «TOTHYCCKUM  CIIOBapeM»,  SIBISIOTCS
HEOTHEMJIEMOM YacThIO CO3JaHuUs XOppop-ddeKTa.

6) [Ipuem my3bikaIbHO-38YK08020 KOHMpPACMA TIPOSIBIISIETCS B TIEPBBIX
tpex yactax cepuum Resident Evil, Parasite Eve 2 (1999), Dino Crisis
(1999) ectb oOYeHH UYETKOE OTIMYCHHE O€30MMACHOM, HEWTpaNIbHONH U
ONACHOW TEPPUTOPHM C TOUYKH 3pEHUS 3ByKa. Tak, B KOMHATE, IJI€ MOXKHO
COXpaHUThCS («Save roomy), OyaeT urpaTtb yMHUPOTBOPSIOLIAs, CIIOKOMHAS
MY3bIKa; B HEUTPAJIbHOUN 30HE OYJET OTCYTCTBHE 3BYKa WJIM MOJYTHIINHA;
B OMACHOH 30HE OyJeT Urpath «OYyIIYIOMHUNA OPKECTP» WM HATHETAIOIINNA
dark ambient. Takoe pazaeneHue He XapaKTEPHO BCEM HUIPaM JaHHOTO
untepdeiica, nanpumep, B Silent Hill, Kuon, Clock Tower wer uerkoro
Hajauyusl O€30MacHOM 30HBI BOOOINE, T. €. 371eCh pa3rpaHUyYEHUE 3BYyKa
MPUCYTCTBYET TOJIBKO MEXTY HEUTPATbHOCTHIO M OMTACHOCTHIO.

7) dpyrum IPUEMOM SIBIISIETCS HelmpaibHOCMb u
Henpeockazyemocms MY3bIKH M 3BYKOBOTO O(OpPMIIEHHUS, KOTOpHIE
MOPO’KIAIOT YYBCTBO HEyBepeHHOU Oe3omacHoct. B cepun Resident Evil
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wiu Silent Hill Hekoropbie onacHble TPOTUBHUKH CTAparOTCS HE M3/1aBaTh
JMITHUX 3BYKOB JO TOT0, Kak HamacTte. Akupa SIMaoka, BeayIIHi
xommo3utop cepuu Silent Hill, ropopun: «Hampumep, mist 00eBBIX CIiEH
€CTh OIPEICIICHHBIA JXaHP MY3bIKHM, HO BMECTO €r0 HCIOJb30BAHUS S
IyMald O TOM, O 4YeM JyMaeT MEPCOHaX, O TOM, YTO 3aCTaBHJIO €ro
BCTYNHUTh B OUTBY. [103TOMY 51 HE HCMOJIB3YI0 OOEBYIO MY3BIKY MPOCTO,
HIOTOMY 4TO 3TO OoeBas crieHa. <...> Sl cTaparoch ee c/earh ApaMaTUIHON
<...> Sl He mpITatOCh MPUAYMATh TaKOW 00pa3el, K KOTOPOMY MPUBBIK ObI
H0JIb30BaTENb, SI X04y CO3[aBaTh BapHAllMU, KOTOPbIE UTPOKH HE CMOTYT
npexyragate» (Kohler, 2007).

Byay4u B paMKax OrpaHHYCHHOTO IMOJISl 3pEHHsI, TOYHEE, yIia 0030pa,
3aJIaHHOTO HEMOJBM)KHOW / TOJYHOJBH)KHOM KaMepoil, reiMep 4acrto
CTAJKUBACTCSI C CHUTyaI[MeH, KOrJa CIOKHO YCTaHOBHTH HCTOYHHMK
OMACHOTO 3BYKa, T. €. Bpara, 4TO OIPEICICHHBIM 00pa30M YCHIMBAET
aTMocdepy Xoppopa, TO3BOJISISI WHOT/IA BparaM IOSBISATHCS MPSIMO Ha
Hepe/HeM IUIaHe KaMepbl: STOT MPHEM ObUT YCIEIIHO HCIOJb30BaH B
Resident Evil 2. Takum 00pa3oM, H30METPHYECKOE MIPOCTPAHCTBO U YIOJ
KaMepbl 3a/aBaji ONPEACICHHBIM THUI 3BYKOBOTrO jau3aiiHa. HemaBHO
BoIme i pemeiik Resident Evil 2 (2019) npennaraer yxe wHOM, Oosee
nonynsipHelii B 2010-x rogax uHTepdelic u KaMmepy OT TPEThero Jula,
KOTOpbIE B COBOKYITHOCTH HE IMO3BOJISIIOT HCIOJB30BaTh «YCTAPCBIIHE
CXEMbI 3BYKOBOTO YCTPOMCTBA M CTPEMSITCS K OoOJiee 3KITHOBOMY CTHIIIO
urpsr-. KpoMe Toro, pasBUTHE TEXHHYECKOrO OCHAIICHHS KOMIIBIOTEpa’ U
KOHCOJICH TO3BOJIMIIO TIOYTH IMOJHOCTHIO OTOWTH OT MPOILIONH CHCTEMBI
OpraHMU3aluKi TUCKPETHOTO 3BYKOBOTO O0(opMIIeHHs, KOTaa Oe30macHbie U
OlacHbIe 30HBI MMENW paszHoe 3BydyaHue. B pewmeiike Capcom (ctymus-
pa3paboTUYMK CEpUH) JIMIIL YCJIOBHO IMOCTAPAIUCh CO3/1aTh OTCYTCTBHE
0€30MMacHOCTH, Ha JIeJIe 3TU MPOCTPAHCTBA COXPAHUIIUCH, OJJHAKO WILTFO3USI
TIOBCEMECTHOI OMAaCHOCTH cTajla  CHJIbHEE  TOJAJCPKUBATHCS
ayaMoAM3aifHOM HOBOTO mpoekta. CTOMT 3aMETHTh, YTO Ha YPOBHE
UTPOBOTO BOCIPHATHS 3TO HE O0s3aTENbHO BeACT K 00Jiee CHIIbHBIM
Xoppop-3¢hdeKTaM, TMOCKOIbKY B OPHTHHAIBHOW BEPCHU MY3BIKAIBHO-

! Ha camom fere mocieiHIiT MOMEHT SIBJISIETCS JTHIIG BHEITHEH yIIOBKOH penpeseHTamun. OpiruHaIbHbIE
MepBble YaCTH CEpHM ObLIM HAMHOTO JMHAMHYHEE C TOYKU 3PEHHUS] CKOPOCTH JABIKEHHS U aHHUMAllUu
MIEPCOHAXa, YeM IOCIEYIOINe YacTH C MEePCHeKTHBON OT TPEThero Juia. Tak, I CpaBHEHUS MOYKHO
obpartutecs k Resident Evil 4 (2005), B koropoii Jleon KeHHean OKasbIBacTCs BECbMa «MEIIEHHO
Pa3BOPaYMBAIONIMMCS TIEPCOHAXKEM. B 1aHHOM cilydae SKITHOBOCTBH CBsI3aHA C OOJIBIIUM KOJIMYECTBOM
SAPKUX COOBITHH, B3pBIBOB, mepecTpeniok, QTE-MOMEHTOB, KOHTEKCTHBIX IEHCTBHH M T.II., HO HE C
JUHAMHYHOCTBIO TeUMILIEs..

? B opuruHansHoit Bepcuu Resident Evil 2 kaxias KoMHATa IPOrpykanach OTACILHO, H BPArH HE MOTJIH
MIOCJIC/IOBATH B IPYI'YIO KOMHATY 32 aBaTapoM MI'POKa, TOTZa KaKk B peMeiike 3TO M3MEHWIOCh, HO HE BO
BCEX CIIydYasiX — HEKOTOPbIE KKOMHAThI COXPAHEHHUS HE JOCTYIHBI IPOTHBHUKAM, YTO CO3/1a€T HECKOJIBKO
KOMUYECKHH 3(HEKT, MOCKOIbKY AaXKe YPe3BBIYaWHO ONAcHbIC MPOTUBHHUKH MPOCTO Pa3BOPAYNBAIOTCA U
YXOZSIT.
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3BYKOBOM KOHTPACT MEXIYy O€30MacHOM 30HOM, ONMACHOW M HEUTpaJIbHOU
ObLJT HACTOJBKO BEIUK, YTO HWIPOKH MOPOM OOSIINCh MOKUAATh CBOE
«yOexHuIle», Ipu 3TOM MUHOpPHAsI MEJIOJUsl PaHHUX UIP CEpUM CO3/1aBajia
OILIYIIEHHE OTYasHUs, TOHKOTO, MEIJIEHHO HapacTaollero cacreHca.
HecMoTpst Ha 3TH cepbe3Hble OTINYUS, 00IIMEe MapaMeTpbl ayAuoIu3aiiHa
XOppopa OCTAIMCh TE€ e€: CKPUI ABEPEH, pblyaHUE 30MOM, 3BYK LIAroB U
T.1. KpoMe TOro, 0coOEHHBIM MPEUMYILECTBOM 3BYKOBOTO O(OpMIICHHUS
peMeiika CTaHOBUTCS MEXAaHHMKA CTEJIC-TICPEABUKEHUS, TETIEPh IIIyM IIIaroB
U CTpEbObI IEHCTBUTEIHLHO BIMACT Ha BOCIIPUATHE aBaTapa BparaMu, a He
co3maeT WLIO3MI0 3Toro. OmacHeIX BparoB Bpojae «iaumkepoBy» (licker)
MO>KHO Kpaaydnch 0OOUTH, HE BCTyMas B CPAKCHUE C HUMU.

Bellie  mepednciieHHblE  3BYKOBBIE — XOpPpOp-3PPeKThl  MOXKHO
OOHapYy>KUTb B OOJBIIMHCTBE UTP ITOTO >KaHPA, a TAKXKE U BO BCEX THUIAX
uHrepdeiico. B 1ea0M, MNpenCTaBICHHBIM CHUCOK HE  IOJIHBIMN,
CYIIECTBYIOT M Jpyrue 0a3oBble 3BYKH C (yHKIHEH HarHeTaHUs
atMocdepsbl Urpbl. UMEHHO 3TH 3BYKHU SIBIIIOTCS KAHOHUYECKUMH C TOUKH
3peHUs JKaHpPOBOM mapamurmel Xxoppopa. Kaxkercs, dYro 3BYyKOBOE
odopMIIeHHE OKa3bIBaeTcs Oosee pyHIaMEHTAIbHON U BMECTE C TeM OoJiee
abCTpaKTHOU COCTAaBJISIFOLIEN B CUHTETHICCKOM YpaBHEHUU
KOMITBIOTEpHOW wWrpel. Ha camMoM jgeme TO, 4YTO TPUHATO HA3bIBAThH
«XOPPOPHOH KOHTPACTHOCTBIO 3BYKa» B UTPaxX SBISACTCS KOHTPACTHOCTBIO
MEXIy SPKAM M aKTHUBHBIM JEHCTBUEM W IMACCHBHOCTHIO, TE JKE€ CaMbIC
30HBI «OTAbIXa» (Oe30mMacHble) U  «IPOTUBOJCUCTBUS» (OMACHBIC)
BCTPEYAIOTCSA W B JIPYTUX UTPax: CTPATETUSAX TOIMIATOBBIX U B pPEaTbHOM
BpEMEHHU, IIyTepax M T.a. TakuMm oOpa3oM, 3BYKOBas KOHTPACTHOCTH
Xoppopa, 0e3yClIOBHO, UMEIOIasi OTHOIIEHUS K KOHKPETHOW CEMaHTHKE,
SIBJISICTCSI JIUIIB CJIEICTBUEM OPHAMEHTAIBHOCTU CETTUHTA.

HecMoTpst Ha TO, 4TO 3BYKOBasl Mapajgurma cama 1o cede BBIMOTHIET
BCE TPH IIaBHBIE (DYHKIIMU 3BYKA, TUIIOTE3a O KOTOPBIX ObLIA BBHIIBUHYTA B
Hayayie CTaThH, OHa HE (OPMHUPYET caM MO cebe HUKAKUX KOHKPETHBIX
HAppaTUBOB, HO BMHCAaHA B ONPECICHHBIM CETTUHT W WHTEPQENCHI,
KOTOPBIE B CBOIO OYEpE/b YK€ OPraHU3YIOT BHYTpH ceOst ucropuu. Tak, k
npuMepy, CTOJIb nomyJisipHas ¢ Hadana 2010-x rr. mexaHuka yOeraHus B
XOppopax OT MEpBOTo Juua (GOpMUPYET HIMPOKHM MJIacT HApPaTUBOB O
«cmabwix» reposx-kepreax (Slender: the Eight Pages, 2012), sxypHanucTax
(Outlast), omeparopax (Michigan: Report from Hell, 2004),
cBepxbecTecTBeHHBIX HaOmomarensx (Kholat, 2015), nersx (Among the
Sleep, 2014), cnemnoit nesymku (Perception, 2017) u 1. 1. B To Bpems kak
urpel B kaHpe survival horror’a Bcerma CTpEeMHIIMCh BOILIOTHTH CaM
KOHIICTIT BDKUBAHUS KaK MPEBO3MOTAHMS YEIOBEKOM AMOKATUTITUICCKUAX
COOBITHH, C YeM ObUIO CBS3aHO CTAaHOBJICHHE IIEPCOHAXa TIEepOeM C
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Oonpmoit  OykBel. Kpome TOro, CTOMT cKaszaTh, 4YTO HappaTHUBHI,
HaCeJIoImye 00JacTh XOPPOP-UTP, YACTO TEHETUICCKU TIEPEHUMAIOTCS U3
KruHeMarorpaga — T€ e HWIPbl ¢ MEXaHHKOW YyOeraHws HappaTHBHO
HanoMuHaT QuiIbMbl kaHpa «found footage» («HaligeHHas IUIEHKa»),
Hanpumep «Monctpoy» (2008).

['eiimruieliHyt0 (QYHKIMIO 3ByKa CTOMT IIOKa3aTh OTAEJIBbHO Ha
HECKOJIbKMX TpuMepax. B HEKOTOpBIX XOppop-urpax peaan30BaHbI
MEXaHUKU OMTB ¢ HeBUAMMBbIME Bparamu. Hampumep, B Hellnight (1998)
BparoB MOKHO OBUIO YCIIBIIIATh 3apaHee, a YBUAETh TOJIBKO Ha MUHUKAPTE,
HO KOT/Ia MPOMCXOMJIA BCTPEYa JUIIOM K JIMITY, TJIABHBIN Tepoil (WK ero
HalmapHUK) cpazy ke ymupai. Iloxoxas cutyanus Obuta B urpe Enemy
Zero (1998), B KOTOpOil reporHsl HE MOrJja BUAETh OMACHBIX CYLIECTB, HO
OTCJIEKMBAJIa UX MEPEABMKEHHUE C MOMOIIBIO AJIEKTPOHHOIO yCTPOUCTBA.
OnnHako B 0Oojee Ka3yaJbHOM (T. €. «IIPOCTOM IO CIIOKHOCTH») Cllydae
Bpoze Resident Evil: Revelations 2 (2015) HeBUAMMBIX BparoB HECIOMXKHO
yBuzeTh Onaromapst 3¢dexry pasmeitus (blur) obmactu BuaMMOro, XoTs
COOTBETCTBYIOIIEE 0COO0E 3ByUaHHUE TOKE UMEJIO MECTO (JKYKKAHUE).

Ecnu no3BosiuTh cebe OTOUTH OT XOPpPOP-UTP, TO MOKHO NPUBECTH
npumep ctparerun Starcraft 11 (2010), B koTopoil IOHUT-pa3BEIUUK PACHI
IIPOTOCCOB «HaOroAaTenby (0bServer) spisercs HEBHIUMBIM, HO H37acT
cenrpUIecKuii MUKAOMINA 3BYK U HEMHOTO Pa3MbIBaeT 00JIaCTh BOKPYT
CBOCH TMO3WIIMU TaK e, KaK M «TeMHbIi Tamrumuepy (dark templar) — atu
YCIOBHBIC CHUTHAJIBI HCIOJIB3YIOTCA MPO(ecCHOHANBHBIMA ~ UTPOKAMU
(xkubepcropTcMeHaMu) UIsl OOHAPYKEHHE TO3UIUKA HEBUIUMBIX BOMCK
IPOTUBHUKA.

B Perception (2017) Oblaa caenaHa MOMBITKA MepeaaTh CHocod
BOCHPUSATHUSL MHUpaA CJIETIBIM YeJIOBEKOM. JTa reiimansaiiHepckas uaes Obuia
celM(pHUUecKy peaju30BaHa: UIPOK YNPaBsUl NEPCOHAXXEM OT IEPBOTO
JUlla U OPUEHTUPOBAJICS B UIPE MO 3BYKY, OAHAKO 3BYK IIOJICBEUMBAI
ouepTaHus MPEAMETOB, X (GOPMBI U TPOCTPAHCTBO (IPGHEKT IXOIOKAIIHH),
10 TOM e JIOTUKE OCBEILAINCh OOBEKTHI, KOTOPbIE CaMU M3JaBaJId 3BYKH.
B 1ienom nmpuHIMN paboThl Majo OTIHYAJICS OT TOJCBEYMBAIOIICH KaMephl
u3 Outlast wmm gaxe or cranmaptHOro ¢onHapuka. CIIOKHOCTh HUIPbHI
COCTOsJIa B TOM, 4YTO, €CIIM WIPOK XOTEN BUICTh, KyJa HaIpaBIIAETCA,
HEO0OXOAMMO OBLJIO CTydaTh O€JION TPOCThHIO, MPUBJIEKAIOIIEH BHUMAHHE
MOHCTpA.

Cepbe3Hyl0 pojb redMIuvieiiHas (QyHKIMS 3ByKa WUrpaeT B TaKOM
SBJICHUH, KaK cruapaHHUHT (Speedrunning), T. €. MPOXOXICHUH UTPhI HA
ckopocth. Hammpumep, S.T.A.L.K.E.R.: Call of Pripyat (2009) cniuapausT Ha
¢bpaHIly3cKOM SI3bIKE, MOTOMY YTO TaK OBICTpEEe BCEro MPOXOAST Kart-
CUEHBl. [eMMIUIEMHO 3HAYMMYI0 pOJb My3bIKa HUIPACT B CHHJAPAHAX
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Resident Evil 3, rae npomycku aHMManuyd OTKPBITHS IBEPH 3aBUCAT OT
TOTO, TIPOM30IILTA JIK CMEHA MY3bIKH B HACTOSIIEH JOKAIMK Wi HeT. Eciu
CMEHa My3bIKM Obla, a 3TO MPOUCXOMUT TOTAa, KOTJa Ha T'€POMHIO
BHE3aIMHO HamagaeT Hemesnma, TO JJIsl YCKOPEHHs IMpoliecca, Kak 3TO HU
CTPaHHO, HYXXHO H@XHMaTh KHOIKY TIPOMyCKa C 4YyTh OOJBIIUM
3al03JaHueM, YeM B ClIlydae OTCYTCTBHS CMEHBI  MY3BIKaIbHOM
KOMITO3UIIMH, YTO CBS3aHHO C TEXHHYECKUMH OCOOCHHOCTSIMHU JIBHIKKA
UTPBIL.

3AK/IIOYEHHUE

B wrore ormeTmM emie pas, 94TO 3BYK SBJISIETCS OJHOW W3 TJIABHBIX
COCTaBJISIFONINX KOMIIBIOTEPHOW HWIPhI, B OCOOCHHOCTH JKaHpa XOoppopa,
KOTOPBIH, Kak KaXeTcs, He MOT Obl CYIIECTBOBAaTh BHE 3BYKOBOTO
odopmieHus. 3BYK €Ill€ HEAOCTATOYHO M3YUYEH B IMOJIE BUICOUTP, MIOITOMY
npeacTaBisger cobod akryanbHyro npooOinemy (Whalen, 2004) kak s
TEOPETUUYECKHUX, TaK U I MPAKTUYECKUX H3bICKaHuW. Tumomornyeckoe
JIeJICHUE XOpPOp-UTp Ha YeThIpe uHTepderica J1eMOHCTPUPYET, UTO OHU HE
CTOJIbKO OTJIMYAIOTCSI 10 HCIOJB3YEMBIM TpHEMaM, CKOJBKO TIO
WHTEHCUBHOCTU BHEJAPEHHUS TOr0 WJIM HWHOTO 3BYKOBOTO cCrocoba
ycTtpamenus. OCHOBHBIE 3BYKOBBIC TPHEMBI, (POPMUPYIOIIHE 3BYKOBOK
KaHOH «UTP Y>KacoOB», OTYACTH HMCXOMIT M3 KIIACCHKU (DUIBMOB Y>KacoB,
KaK M TPOYHUE DJEMEHTHI XOPPOP-UTP. DTOT KAHOH IOCTATOYHO IPOYHO
NPWKWICS B BHJICOMTPOBON HWHIYCTPUH, B CBSA3M C 4YeM JajbHEHIICE
pa3BUTHE XOPPOPHOH MapaaurMbl 3ByKa OCTAHABIIMBACTCS 3a HEMMCHHEM
BO3MOYKHOCTH OTXOJUTh OT YK€ CTaBIIMMH KJHIINE TpueMoB. Kaxercs,
UMEHHO MTO3TOMY MHOTHE M3HAYaIbHBIC YUCTO XOPPOPHBIC CEPUU UTP THIIA
Silent Hill u Resident Evil Hauanu uckaTh pemieHus B CHHTE3€ Xoppopa C
apyrumMu Oosiee CBOOOIHBIMHU >kaHpaMu. Kak W3BECTHO, TOCIETYIOIINE
rHOpUIBI TIOYTH TIOJTHOCTBIO YTPATHIIM JCHCTBUTEIHHYIO XOPPOPHYIO
COCTABJISIIONIYI0, TPEBPATUBIIMCH B aHAJIOT KWHEMAaTOrpaduuecKoro
ncuxonoruueckoro tpusuiepa (Silent Hill: Downpour, 2012) wim 60eBukoB
B cerTuHre Ouoamnokanumncuca (Resident Evil 6).
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