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Mpu1 mipejiniosiaraeM, 9To COBpEeMeHHas Ky/JIbTypa MOCTOSHHO SKCILIUIUPYET ceOd B XyJI02Ke-
CTBEHHO-MU}DOJIOTTIECKOil (hopMe, TTIepeOCMBICIIsAs KIacCHIecKrne MUMBI 1 apXandecKne puTya-
Jibl. Mudbr mMeroT MHOKeCTBO omnpeiesiennii u Kouren uit. C oJiHOI CTOPOHBI, HX MOYKHO ITOHU-
MaTh KaK PaccKa3 O IOJIBUTaX CBEPXbECTECTBEHHBIX CYINECTB, KOTOPLIi IepelaeTcs depe3 Tpa-
qunuio u putyasi. C Ipyroit cTopoHbl, MIU(MBI MOXKHO PACCMATPUBATD «HE TOJIHLKO KaK BEJTHKHUE
HUCTOPUU UJIU TIOJIBUTY T'€POEB, HO M KaK JIIOOYIO UCTOPUIO, KOTOPas MOXKET BBIXOJIUTD 338 PAMKH,
HOBTOPSITHCS, MOPOZKIATH HOBBIE HCTOPHUU UJIH JIazKe ObITh HCTOIHUKOM HOBBIX MuGOB» |1, p.29].
Kak cnencrsue, Tpagaunuonabie MudOIOrniecKue cKa3aHus, JIereHIbl 1 00pa3bl 00eCeInBaioT
HOITYJIIPHOCTD U MPUBJIEKATETLHOCTD MHOIUX COBPEMEHHBIX BUeourp. Mbl mpe/iriosaraeM, 9To
BUJICOUTDBI KAK 3JIEMEHT IOIMYJIAPHONU KYJIbTYPbl, B KOTOPOIl CMEINTUBAIOTCA TEKCTOBBIE, ay/IHO-
BU3yaJ/IbHble U WHTEPAKTUBHBIE KOMIIOHEHTBI, IIOPOXKIAIOT JIMCKYPCUBHYIO CUCTEMY, OTJIUYHYIO
OT OCTaJIbHBIX Me€JIfa TeM, UTO OHa 00J/I1aJlaeT OrPOMHBIM ITOTEHIIMAJIOM BO3POXK/IATh JIPEBHUE
MIOJIOTUIEeCKHE CIOKETBI U (POIBKIIOP. B pe3yibrare Mbl MOXKeM CerojiHs HaOJI0aTh, KaK B
3aI1a/THOEBPOIENCKOM HAYYHOM JIUCKYPCE POXKJIAETCS HOBBIN MeXKIMCIUILIMHAPHBIN MMOIX0J] K
UCCJIC/IOBAHUIO BUJICOUTD, aKIEHTUPYIOMUN pesiurnoBejicaue u Mudosoruio. Jlannas nurenus
BO MHOI'OM ODOCHOBBIBA€TCS TEM, YTO <«BUJICOUIPHI JIE3UHTEIPUPYIOT U PACIPOCTPAHSIOT MIPO-
OsiemaTuky mMuda, HadlHas C €ro IepBOHAYAIBLHBIX CUJI — PUTYaJa, 00pAIa — JIO IPEeBPAIECHIA
B HappaTWB — UCTOPUIO, HAIMMCAHHYIO — B 00pa3ax M 3ByKaxX — MKOHAX, JPYTHUX ayHOBU3YaJIb-
HBIX cpejcTBaxy» [2, p.99|. Tak, Hampumep, coBceM HeJaBHO B paMkax Vcmanckoil crparernu
B objlacTu HayKu, Texnojoruit m mHHOBaruit Ha 2021-2027 rr., waHUUUpoBanHoit Munucrep-
crBoM Hayku Vcnanum mobemui mpoekT «Myths and ideology in contemporary video games»
uccienoBareseii n3 rexaokamiyca Universidad Pompeu Fabra — Aarormo Xoce [lnannesnca n
BukTopa HaBappo, OCBAIIEHHBII PETUTHOBETIECKON JTEKOHCTPYKITUN BUJIEOUTD C TIO3UIINN MHU-
donorun. Cormacuo runorese Auronno [Lrannenca n Bukropa HaBappo, Bueonrpbl SBIIsOTCS
CBOEr0 POJia UHTEPAKTUBHBIMU MUMAMU, KOTOPbIE HE TOJHKO OMPEIEISIOTCS UCKIIOUUTEHHO
BepOAIbHBIM WU BU3YAJIbHBIM HACJE/INEM, HO U TeM, KaK OHU MHTEPIPETUPYIOT COOCTBEHHYIO
CUMBOJIMKO-MU(UIECKYIO CYIIHOCTD JIjI B3aUMOJIEHCTBUs ¢ UTPOKOM. KaK ykasbiBaeT B OJTHOI
u3 cpoux pabor Anronmo Xoce Ilnamesnnac: «coBpeMeHHasl BHIEOUIPA OCTAETCS B CHUIBHON 3a-
BUCHUMOCTHU OT KJIACCHYECKOI'O apXeTura JIabUpuHTa KaK IMPOCTOr0 MPOCTPAHCTBA, B KOTOPOM
UT'POK, IPEJICTABIECHHBII COBEPIIIEHHBIM I'epOeM, B UTOre MOOeXKIaeT CHUJIbI 3/1a, BOILIOIICHHbIE
BO MHOKECTBE BpAaroB pasHoil cmibl» [3, p.246]. Takum obpasom, ¢ onHO#l CTOPOHBI, MuMO-
JloreMa JJaODUpUHTa BCErJla BBICTYIAET OCHOBHON MmO u3alina B COBPEMEHHDLIX BHJICOUTDPAX,
rjie refiMepy, yroJ00uBIIEMYCS JIpEBHEIPEUECKOMY Teporfo Tezero, HeoOX0ouMO BOWTU B UTDY-
JIAOUPUHT U MPOWTHU MYTh JO MEHTPA, YTOOBI BCTPETUTHCSA CO CBOMM HYMHHO3HBIM JTBOWHUKOM-
MUHOTABPOM, KOTOPBII B BHICOUT'PE YaCTO 3aMeIaeTcst 00pa3oM OXKUJIAIONIEro B KOHIIE YPOBHS
Bocca. C apyroit croponst, Auronno [Lianenic, aHamusupysi Takue «UIPbI-TA0OUPUHTHI», Kak
Undertale u Spec Ops: The Line nojiBepraer jekoHCTpyKInu cam obpa3s «3jo0/ess» MuHOTaBpa
n «reposi» Teses, ycMaTpuBasd B HUX MHOT'OYHMCJICHHBIC aJLTIO3UU HA COBPEMEHHDIE TICUXOJIOIU-
JecKre W SKOHOMHWYECKHe KPU3UCHI, BeJIb «UCTUHHOE BO3JIEfICTBHE UT'DBHI MPOSBIISETCS TOIJA,
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KOI'JIa BUJICOUTPA, a TOYHee, MIuMOUrpa, mpeBpaaer Bce MudoI0ro-CuMBOJIMYCCKOE HACIE/IAE
B UI'POBBIE JEHCTBUsI, TIO3BOJIsIS UTPOKY OoJjiee WU MeHee IMUPOKO BMEITUBATHCS BO BCE, UTO
IIPOUCXO/IUT B BBIMBIIIIJIEHHOM MUPE, HEPA3PbIBHO CBA3BIBAS €0 C CONMNAIBHBIM, KYJIbTYPHBIM 1
MOJINTHIECKIM KOHTEKCTOM> |3, p. 247].

Ee omoit BaxkHO# padboTOil 110 UrpoMUQOIOrUN ABJIAETCA 3AIUIIEHHAs U OIyOJIMKOBAHHAS
B 2022 romy, na 6aze Kormenrarenckoro UT-ynusepcurera, JOKTOPCKasi JuccepTaiius MUCCIEI0-
Baresis Bujieourp Jloma @opa. ducceprammonnoe uccienosanne «Mytholudics: Understanding
Games As/Through Myth» comep:karenpbHo aHaIU3UPyeT COBPEMEHHbIE BUICOUIPHI 1 (DYHKITH-
OHUPOBAHKE BUJICOUTPOBBIX MU(OB € TOUKU 3peHUs CTPYKTypHOTO 110/1x0/1a Postana Bapra. Kak
numier cam oM @opr: «mudosryiucTuka paccMaTpuBaeT MUQOIOTUI0 KaK MOCTOSHHO MEHs-
IOIIYIOCS, TI0J[BEPraeMyt0 HWHTEPIPETAIIMU U COOTHOCUMYIO ¢ urpoii» [4, p. 71|. «Mudonorus -
9TO CIOCOO BBIPAYKEHUs, a HE HEKUI OOLEKT WM YKAHP UCTOPUU, KOTOPBIN CO3/IaeT MOJIE/Th JIJIs
MMOHVMAHUST MUPA U YTBEPKICHUS STOM MOJIE/IN KaK NCTUHHON U €CTECTBEHHOW. DTa MOJe/Ih He
SIBJISI€TCSI TIPEJICTABIEHIEM, BO3HUKAIOINM U3 COBPEMEHHBIX OOCTOATETHCTB U MO IJIEYKAITIM 00-
CY2KJIEHUIO, CKOPee OHAa MPEJIKOHTEKCTYAJIN3NPOBAHA U CO3/IaHa TaK, KaK Oy/ITo ObI Bcerjia ObLIo
nMeHHo Takoil. Takum obpazom, MudOIYIUCTUKA JJIs MEHs, 9TO aHaju3 o4deBuHoro. Mrpo-
Bbl€ MUDPBI HE ABJISIOTCS HU PEaIbHBIME, HU BBIMBIIIJICHHBIMI, OHI BUPTYaJbHBI. DTO UI'DPOBBIE
IJTOMIA/IKY JIJTsT T1eJielf, K KOTOPBIM Mbl BPEMEHHO CTPEMUMCH, U JjIg CUTYaIldil, KOTOPbIE MBI
npumepsiem» |4, p. 72|. Takum o6paszom, JTom Dop; HazbIBAET CBOH TEOPETHKO-aHATUTUIECK I
ro/1xo1, MU oIy UKON (Mud oIy IMCTUKON ), U TpuMeHsieT MUMbOJIYAUKY JJisl aHATU3a UI'D U
UTI'POBBIX CEpHil, KOTOPbIE OH M3yYaeT B ONTUKE JIBYX WHTEHIINI: TepOu3Ma U IYIOBUIITHOCTH.

Kak mbI BujiuM, cTpeMUTEIbHO PA3BUBAIONIUICS HaA 3alaJie «JTIOJ0MIMOJIOITICCKUITy 1101
XOJ IPKO WJLTIOCTPUPYET aKTUBHO PACTYIIUI WHTEPEC K PETUTHOBETIECKUM UCCICOBAHUIM B
Bujieonrpax. [log00HOe BHUMAaHWME K BUJIEOUTPAM, HA HAIN BI3IJIAJ, aKTYaJTU3UPYET HEOOXOTH-
MOCTb TPOBEJEHNS HOBBIX HCCIIEJOBAHUN CBI3aHHBIX C BBIPAOOTKOMN IEJTOKYITHOTO ITOIXOJa K
U3YYEHUIO BUJEOUTD HA OCHOBE DPEJIMTMOBEIYECKOrO U (PEHOMEHOJIOIMYECKOro MeTojioB. Besb
BO3MOYKHBIE TIOCJIEJICTBUS TAKOI'O ITPOUTPBIBAHUS W Pe-aKTyau3allud apxXxandeckoro muda B
[ICUXOJIOTUIECKOM, COIMOKY/IBTYPHOM, PEJINTUO3HOM, MOPaJIbHO-HPABCTBEHHOM U MHBIX TIIAHAX,
6e3ycI0BHO, OY/IyT 3aTparuBaTh 1yBCTBUTEIbHBIC aCIIEKTHI OOIECTBEHHOTO CO3HAHUSA, 00YCIaB-
JINBasi TEM CcaMbIM HeOOXOIMMOCTH BCECTOPOHHErO U MPHUCTAJBHOIO M3ydeHusl Muda B COBpe-
MEHHOM MWPE U KYJIbTYpe.
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