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Abstract. The article contains an analysis of the specifics of cre-
ating the fantastic and frightening in the video game Silent Hill 4: The
Room. It examines the brief history of the origin of such a genre as
“domestic horror”, its main features and how these features manifest
themselves in the video game in question. The analysis of mechanics,
visual and sound experiences, as well as design elements is carried out.
We also consider how Silent hill 4: the room transforms the concept of
a safe space and problematizes the important concept of “security” as
such.
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OpauM U3 cnenu(UUecKuX acrekToB «(aHTACTUIECKOTO» MOXK-
HO Ha3BaTh <CGKYyTKOE» («3IJIOBEIIee»), BHE3AMMHO MPOSBIIAONIEE ceds B
MOBCEIHEBHOCTH M BBI3BIBAIOIIEE UYBCTBO HEJJOYMEHUS M TPEBOTH. MBI
Ha3bIBaeM JKYyTKUAM / 3JI0OBEUIMM TO, YTO HaM 3HAKOMO M Jaxe OJIU3KO,
KOTJ]a OHO TPEACTAIO Mepe]] HAMU TaKuM 00pa3oM, YTO MOKAa3aioch
CTPaHHBIM, WJIM KOTJIa MBI 3aMe4aeM B HEM HEYTO M3MEHEHHOE WIIN
TPEBOXKHO WHOE. Hac OymyT WHTEpecoBaTh Mpekie BCEro o0pas3sl Mpo-
CTPaHCTBA, B YACTHOCTU 00pa3bl JIOMa B BUACOMTPOBON ICTETHKE, KO-
TOpast CYIIECTBYET Ha CTHIKE ayIHOBU3YAILHOTO H Pa3BIIEKATEIbHOTO.

M3meHeHne Kakoro-mmbo 3JeMeHTa CHUCTEMBI pedepeHinii, co-
CTaBJIAIONINX MPOCTPAHCTBO (TITyOWMHA, BHICOTA, PACCTOSHUE U T.A.), —
3TO elle OJUH croco0 BTOPIKEHHUSI B MOBCETHEBHOCTh (PAaHTACTUIECKO-
ro, Ipu4yeM B ero camoMm Mpadaom Bapuante [Garcia, 2013]. Onnaxko,
KpoMme TpaHc(hopMaluii OKpy’Karomero JaHamadTa Wik TEeIeCHBIX U3-
MEHEHHUH, 0COOEHHO BIIEYATIISIONINM B TUIAHE HATHETAHUS KYTH MOXKET
CTaTh U3MCHEHHE MPUBBIYHOTO JUIS HAC JIOMA, JKHIIUIIA, CTEH, B KOTO-
PBIX MBI MPOBOAMM OOJIBIIYIO YacTh cBOero BpemeHH. llpuBatHoe /
JIMYHOE TPOCTPAHCTBO, C KOTOPHIM y YeJOBEKa BO3HHKAaeT aeKTHB-
Has CBsI3b, CO3/IAIONIAsl Y HETO OIIyIIeHne Oe30macHoCTH U KoMdopTa,
BOCIIPHHUMAETCSI B HEKOTOPOM poJie Kak BTopoe Teno. Jlom — oJHO U3
CaMBbIX TOJIMCEMUYHBIX TIOHITHH B MUPOBOU KYJIbTypE.
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OTmeTnM, 4TO M aKTyaJbHOE MUCKYCCTBO M300MIIYET IPOH3BEE-
HUSMH, KOTOpPBIE MO Pa3HbIM NMPUYMHAM 0003HAYAIOT «IIPOPACTAHUE)
TPEBOTH B JIOMAIlTHEE MPOCTPAHCTBO. Tak, B 3HAMEHUTHIX WHCTAJUIAIIN-
X aHTJIMACKON XYJOXKHHIIBI MajJeCTUHCKOTO IMPOUCXOXKIEHUS MOHBI
XaTtym MTOMHHHpPYET MpoOjeMaThka CKPBITBIX MeTaMopgo3 Tena U J0-
Ma. OObIUHBIE TTpeIMETHI OBbITa, 3HAKK MOBCETHEBHOCTH, Oyab TO CTY-
Jbs, KyXOHHAs! yTBaph WIH JIETCKHE KPOBATH, CTAHOBITCS HE3HAKOMBI-
MH, MyralomuMu u omacHeiMH [Said, 2000]. B ommoit m3 pabot
xynoxHauIs! («KHomebound») Bce IpeaMeTsl — CTYIIbS, CTOJIBI, JIAMITHI,
CTOJIOBBIE TIPHOOPHI — COENHEHBI HAAIEKTPU30BAaHHONH METHOHN ITPOBO-
nokoi. [IpuBbIYHAs KOMHATa AJIS TPUTOTOBIIEHUS THIMU I YTEHUS
MpeBpaIIaeTcs B OMacHoOe, IIOYTH CMEPTOHOCHOE TIPOCTPAHCTBO, TJE, MO
3aMBICITy XaTyM, MPOSBISETCS TO MyYUTEIHHOE U YTHETAIoIIee, TOUTH
TIOPEMHOE W3MEpPEHHE, B KOTOPOM OKa3bIBAIOTCS MHOTHE JKCHIIUHBI,
MOTJIOMIEHHBIE OBITOM U KyXOHHBIMH 3200TaMH.

Takum 00pa3oM, KOHIIENIT «JIOM Kak JKyTKoe / 3JIOBeIlee Ipo-
CTPaHCTBO» aKTHBHO HUCIIONB3YETCS B COBPEMEHHOU KynbType. U 31ech
MBI MIEPEXOJIUM OT XYAOXKECTBEHHBIX MPAKTHUK MPOILIOTO BeKa K BH-
JIEOUTpaM — OTHOCHTEIIFHO HOBOMY MeJHa, CYIIECTBYIOIIEMY IpUMEp-
HO TIOJIBEKA, HO YCIEBIIEMY 3a 3TO BpeMs c(hOpMHUPOBATH COOCTBEHHBIH
s3Ik [Pérez-Lattore, 2012], B Tom uucne Oxaromapsi MIOZOTBOPHOMY
UaNory ¢ KuHo u juteparypoit [Gil Gonzalez, 2011]. Buneourps! Ha-
XOJISITCS TIIEe-TO MEXIY XyIOXKECTBEHHBIM TBOPYECTBOM U MTPOU3BOACT-
BOM MOTPEOUTENHCKUX TOBAPOB IS PHIHKA pa3BiedeHuil. He ciydaiino
MIPUHSTO TOBOPHUTH 00 «MHAYCTPUH BHIALOUTPY», XOTs ¢ 2000-X TOI0B MBI
HaOJFO1aeM KOHCONMAANNIO pa3HOOOPa3HBIX TPy HE3aBUCHMBIX pas-
pabOTYNKOB, KOTOPBIE PA0OTAIOT B OAMHOYKY HJIH HEOONBIIIMMHI KOJUIEK-
TUBaMH ¥ TIPUMEHSIOT WHIUBHUIyaJbHbIE TBOPUECKHE CTPATETUH C yCTa-
HOBKOH Ha 3KCIIEPUMEHTATOPCTBO. J[JIsT TOTO YTOOBI paccMOTPETh, Kak
«CTpaITHOEY», «KYTKOE» MOXKET OBITh OTOOpaKEHO B BHEOUTPAX, MBI
OyZeM YUHTHIBaTh HAPPATUBHOE U JIyIHUYECKOe (UTPOBOE) H3MEPEHHE.

Onpenenum BaxkHble s Hac noHsaTusA. K. Canen u 3. I{ummep-
MaH BbIpa0OTaNIM omnpezieNieHNe UTPhl, B KOTOPOM YUYTEHBI (hOpMalbHEIE
KoMmnoHeHTHI: «Mrpa — 3T0 cucTtemMa, B KOTOPOH WTPOKH y4acTBYIOT B
HCKYCCTBEHHOM KOH(IIUKTE, OMpEAeNsIeMOM IpPaBHIIAMH, YTO TPHUBO-
IUT K KOJIMYECTBEHHO M3MEPUMOMY pe3ynbTary» [Salen, Zimmerman,
2003, p. 80]. MbI paccmMaTpuBaeM BUJICOUTPHI KaK BHIMBIIICHHbIE KOH-
CTPYKIIUU Ha 3JIEKTPOHHOM HOCHTEJE, CMBICT KOTOPBIX (hopMHUpYyeETCs
Ha0OpPOM TEMaTHKO-HAPPATUBHBIX KOHBEHIMH — MpaBWI, CTUMYIIOB,
Haka3aHUN U BO3MOXKHOCTEM cOBeplIaTh NEUCTBUS, KOTOPbIE MPUHHU-
MaloT UTpoku. MHTErpamus Mexay HappaTHBHBIM W3MepeHHeM (pa3Bu-
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THE CIOXKETa, IMPOTpecc B JCHCTBUH, ayAHOBHU3yallbHAs BCEJIECHHAs) U
JyIU9eCKAM U3MEPEeHHEM (XapaKTePUCTUKH W BO3MOXKHOCTH TIEPCOHA-
Ka, IalITHPOBAaHHBIE K TEME CIOXKeTa, MpaBWIa U IIeld, CII0COOCTBYIO-
II¥ie TTOTPYKEHHIO B CIOXKET) SBISIETCS KIFOYEBOU IJISI UTPOBOTO OITBITA.

[IpuBHeceHne B Urpy (haHTACTHYECKOTO / )KYTKOTO MOXKET MPO-
WCXOAWTH Pa3HBIMH CIIOCOOAMH, HO M3MEHEHHE MPOCTPaHCTBA — OJIHA
13 CaMBbIX IUTOJOTBOPHBIX BO3MOxHOCTeH. Kak mokaseiBaeT KOy [Juul,
2010], coBpeMeHHbIE TPEXMEPHBIE BUACOUTPHI YCIOKHSAIOT HAILE MPU-
BBIYHOE TPEJICTABIIEHUE O IMPOCTPAHCTBE, OTKPHIBAs UTPOKY MPOCTPaH-
CTBO BTOpOE, ITU(PPOBOE, KOTOPOE UMEET CBOIO COOCTBEHHYIO TITyOHHY .

Taxk, B urpe The Stanley Parable (Galatic Cafe, 2013) macTepcku
COYETAIOTCA TIOBECTBOBATEIHHBIE TPUEMBI Pa3pyIIESHN YeTBEPTOM CTe-
Hbl M W3MEHEHHUS WTPOBOTO IMPOCTpaHCTBA. B 3TOi BHaeourpe MBI
yrpasisieM pabOTHHKOM, B TO BpeMsl KaK 3aKaIpOBBIN TOJIOC pacCKa3bl-
BaeT O HAaNIMX MPHUKIIOYEHUSX B TAWHCTBEHHO mycToM oduce. Urpox
MOXKET JHOO CIIeOBaTh yKa3zaHUSM AHMKTOpa, JHUOO OCIyIIaThcs, Ha-
puMep, BbIOpaTh MyTh HAJEBO, KOT/a HaM TOBOPAT HITH HampaBo.
[TomoOHBIE perieHns MpUBENXyT K TOMY, 9TO HTPOBOE IPOCTPAHCTBO,
OTIOCPEIOBAHHOE TIOTHITKON paccKa3z4ymKa MPUCTIOCOOUTHCS K CHTYya-
WM, OyJIeT MEHAThCS BO BpeMsl MyTellecTBUA. Tak, MOXKET CIIy4IHUThCS,
YTO, KOT/Ia MBI 3aXOTHM IPOUTH Yepe3 IBEPbh, BOMPEKH YKAa3aHHUAM TO-
Joca 3a KaJpoM, JBEpPh pe3Ko 3akpoercs. VicTopus 3acTaBiseT HAC XO-
IUTH 110 KPYTY A0 TeX MOp, IMOKa «PaccKa3z4uKk» He MPUMET MHOTO pe-
IIEHHS B TIOTIBITKE COXPAHUTH BEIMBICEIL.

B onpeneneHHple MOMEHTHI UTPBI CTAHOBUTCA OYeHBb 3(PeKTrB-
HO MaHUMYJIHPOBATh TEKCTypamu, (U3UKOH, MpaBUIaMH UTPHI U Tpa-
HUIIAMH CPEJBI, B KOTOPOH MPOUCXOIUT ACHCTBUE, C IETbI0 Ie30pHeH-
TUPOBaTh, 3allyTaTh WM 3aWHTPUTOBaTh urpoka. lIpocTpaHCTBO
BHJICOUTPHI — 3TO HE UTO MHOE, KaK Cpe/a, CO3JaHHas C IIOMOIIBIO pa3-
JIUIHOTO MPOTPAMMHOTO 00eCTIeUeHHsI, KOTOPBIM MOKHO MaHHITYJIHPO-
BaTh 110 JKEJAHHWIO CO3/1aTeNs. JTa MOJaTIMBOCTh — OJHA U3 XapakTep-
HBIX YepT HUPPOBOTO H30OPAKEHUS, IO3BOJISFOINAS OCYIIECTBISTh
BCEBO3MOKHBIE MaHUITYJISIINN, HACTOJIBKO, YTO MHOT/IA TOBOPAT O €T0
«mmactuaHocTH» [Santos Ortiz, 2013]. UMeHHO OATOMY TpH CO3aHUH
y>)KacoB B BHJICOWIPax KIIOUEBOW 3amaveld sBiserca (HhopMHUpOBaHUE
aTMoc(epsl, KOTopas Iep>KUT UTPOKa B HAMPSDKEHUH Jake TOTna, KO-
I/1a OH He JIOJDKEH MPeo0IeBaTh KOHKPETHOE MPETISITCTBHE.

B xauecTBe KOHKpETHOTO MpHMepa MBI BeIOpanm urpy Silent Hill 4:
The Room (Team Silent, 2004), koTopast SIBISICTCS YacThlo caru Silent
Hill, onaoii n3 HamboJee M3y4aeMbIX B IOCIEIHHE TOJbl. Panee oHa
paccMaTpuBaliach C TOYKH 3pEHHS OTHOIICHUH, YCTAaHABINBAEMBIX Me-
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KAy aBaTapoM W WIPOKOM, M KaK OOpasmoBBIA mpumep mnudppoBoit
kynbpTyphl [Contreras Espinosa, Eguia Gomez, Lozano Muiioz, 2014].
[Mucanu u o ee 3cTeTUKE: TyMaH, OKYThIBAIOIUI MecTa IEUCTBUS Cary,
SIBIISIETCS] OTHOM M3 OTIMYUTENBHBIX Y€PT, TIO3BOJISIONINX TOBOPHUTH 00
WCTIOJI30BAaHUH B UT'PE ACTETUKU BO3BHIMIEHHOTO [Velasco, 2014]. Cy-
IIECTBYET HCCIEeIOBAaHUE CTPATETHi, HCIIONB3YEMBIX B care Ul Iepe-
nmaun atMoceps! yxkaca [Perron, 2005] u B memoM oTMedaeTcs, 4TO
yCHex 3TOH WUTpHI — pe3yJbTaT CIOCOOHOCTH ee CO3/IaTeNell «HAIyTaTh
urpatoiero» [Carr, 2003].

SnoHckas xommanms Konami BBITyCTHIIA TIEPBYIO 4YacTh Silent
Hill B 1999 rony. Ucropuuecku Silent Hill, Hapsimy ¢ urpamu cepuu
Resident Evil, sBnsercss OJHAM W3 TJIAaBHBIX NPEICTaBUTENICH JKaHpa, M3-
BecTHOro kak survival horror, koropsni pacisen B 1990-x romax.
B urpax storo THma WrpokaM MPHXOIMTCS WCCIENOBATH BPaKIEOHBII
MUp C OY€Hb CKYJTHBIMH PECypcaMH, 4TO 3aCTaBIISIET MX TIIATEIHHO pac-
MOPSKAThCS BCEMH JOOBITEIME cpefcTBaMu. OHa M3 CaMBIX XapaKTep-
HBIX ocobOeHHocTe# Silent Hill — 00CTOSATENTBLCTBO, YTO Bpard — 3TO HE
30MOM WM OMOJIOTHYECKHE MYTAHTHI, a KOIMIMapHbBIE CyIecTBa, MOpQo-
JIOTHUS1 KOTOPBIX MEHAETCS B KAKIOU U3 YacTel cepuH. DCTETHKA UX Tena
BBI3BIBAET OTBPAIEHNE H HEPEIKO HMEET CEKCYANbHBIN TTOATEKCT.

JleficTBHE TIEPBBIX UT'P CepUH (BILIOTH A0 TPETHEH YaCTH) MIPOWC-
XOJIUIIO B OJHOMMEHHOH JIepeBHE — MECTE, JIETKO Y3HaBaeMOM ITOKIIOH-
HUKaMHU BHJEOUTp Onarojaps TrycTOMY TyMaHY, OKYTBHIBAIOIIEMY BCe
BOKpYT. OTa cTpaTerus OblIa 9eM-TO CPEIHIM MEXITy XyI0KECTBEHHBIM
BEIOOPOM M pelIeHneM TeXHHUecKoi mpobiemsl: PlayStation, urpoBas
KOHCOJIb, JUII KOTOpPOW OBLIT BBIMYIIeH NepBeiid Silent Hill, 3actapmnsina
Pa3paboOTINKOB TIIATENHFHO YIPABISATH pecypcaMH (IOCTYITHON MaMSITHIO
1 rpadUIECKUMHU BO3MOKHOCTSAMH). OOBIYHBIM CTIOCOOOM BOCIIPOM3BE-
JIeHUsI TpexMepHoro mwupa Ha PlayStation ObIIO OTpaHWYEHHE OIS
3peHHs UTPOKA MCKYCCTBEHHBIM TYMaHOM, YTOOBI KOHCOJH HE IPUXO-
JIAIIOCH 00pabaThIBaTh M BBIBOAWTH HA HKPAH CIUIIKOM MHOTO OOBEK-
TOB OJHOBPEMEHHO. To, 4TO B APYIHX Wrpax OBLIO HEY/IAYHBIM pellle-
aueM, B Silent Hill crano ogHUM M3 IVIABHBIX JCTETHYECKHX KIIIOYEN.
I'maBHBIE Tepou MEPBBIX TPeX WP TOMANaid B JEPEBHIO B KaueCTBE
qy’KaKoB, CITyYallHO WJIM TIO COOCTBEHHOM Bojie. OKa3aBIINCh TaM, UT-
POK MTOJDKEH OBLT MCCIIENOBaTh pa3Nu4Hble paioHbl. C TOYKH 3peHUs
Mu3aifHa OTKPBITHIE MTPOCTPAHCTBA, TAKHE KAaK YJIHIIBI, IIPOCIIEKTHI TN
OCH30KOJIOHKH, CIYXWIH TPOMEXKYTOYHBIMH JIOKAIIUSIMH, KOTOpEIE
HYXKHO OBLIO Tiepecedb, YTOOBI T0OpaThCs A0 LEHTPOB, TIE MPOUCKO-
JIWIO Pa3BUTHE WTPHI: MIKOJa, OONBHUIA, TIOPbMa, TOPTOBBIA LEHTP —
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BCE OHU OBUTH 3aKPHITHIMH MECTaMH, T1ie (OKyC KaMephl M OCBEIICHNE
MTOTIEPKUBAITN aTMOC(Epy yKaca, IPUCYIILYIO UTPE.

OpnHako HECMOTPS Ha TO, 4TO yauusl CailieHT Xua sBISIFOTCS
TOYKOHN Tlepexofia B IPUKIIOYEHNH, OHU BBOIST KOMITOHEHT, KOTOPBIH
OyZIeT MOBTOPATHCS BO Becex mrpax Silent Hill, — xxyTkoe, KOTOpoe co3-
maetrca nedopmariueii Toro, 9To Mbl CYUTa€M NPUBBIYHO DPEabHBIM.
B manHOM ciydyae 3TO HEBO3MOXKHOCTH I€pecedb ONpeAeNIeHHBIE MPo-
CTpPaHCTBa, OCKOJIBKY OHHU pa3zelieHbl HaBoe OE3I0HHOHN MPOIAaCThIO.
Hrpok He cMOXKeT NMPOUTH KpaTyalllluM MyTeM U3 TOYKH A B TOUKy b.
Bcerna naiigercs muHHS pazioMa WM KaKOe-TO JPYTOe IMPETsITCTBHUE,
KOTOpPO€ TMOMEIIaeT €My IBUTAThCS Jajbllie M 3aCTaBUT W3MEHUTHh
MapmpyT. Takum o0pazoMm pa3pabOTUHKU BAOXHYIH JKH3Hb B IIEHTP
ropoja, KOTOPBIA CITy’KUT AEKOpaIfel K urpe, IpeBpaTHB €ro BO Bpax-
neOHYIO CYITHOCTb, KOTOPast, KaK KayKeTCs, pearupyeT Ha BOJIFO HTPOKa.

Ilepsie Tpu urpsel Silent Hill iMeroT 00U CETTUHT H 3aIyMKY,
YTO TIO3BOJISET IMPENCTAaBUTh MX KaK TECHO CBSI3aHHBIE MEXIy 000
(CroxeT TepBOM M TpeThel dJacTell MMeeT TOYKH COTPHUKOCHOBCHUSA).
Opnnako B ciydae Silent Hill 4: The Room MBI UMeeM UTPY, TTOCTPOESH-
HYIO 10 JpyroMy npuHImmy. Ha camom gerne s TOKIIOHHUKOB CEpUHU
YeTBepTas 4acTh CTajla HEKOTOPHIM pa3odapoBaHUEM, TIOCKOJIBKY Oblia
BOCHPHUHSATA KaK OTCTYIUIGHHE OT CyTH OpUTHHAJA. B ClO)KeTHOM TiiaHe
nctopusi The Room HadMHAETCA C KOIIMapa, pa3BOPAYHBAOIIETOCS TTe-
pexn rnazamu ['enpu TayHIIeH1a, TTIABHOTO I'epOsl UTPhIL: MBI IpoiaeMcs
10 «UCTIOPYEHHOW BEPCHM» CKPOMHOW KBapTHPHI, B KOTOPOH OH JKUBET,
302 South Ashfield. Ilepen Hamu mpencTaHeT rps3Has oOCTaHOBKA, B
KOTOPO# MpeodIajafoT OXPUCThIE TOHA, a Ha TONy BAJISIOTCS PrKaBbIe
npenMeThl. Korma MbeI MOKuAaeM CHANBHIO W TONAJaeM B TOCTHHYIO,
HAaCc yAWBUT OENBIM IIyM OT TENEBU30pa, 3aJUTOr0 KpoBBIO. Eciy MBI
ITIOCMOTPUM B CTOPOHY CTEHBI, TO CMOXKEM Pa3IMIUTh HEYTO, HAIIOMHU-
HAaIOIIee U0, KOTOPOe MPHUHAIIEKNT, KAXKETCs, KOMY-TO, KTO TIbITaeT-
csi BBIOpaThcs OTTyHa. Kak TONBKO MBI PEmIMM BHIMTH W3 KOMHATHI,
CTeHa HAYHET COYUTHCSA KPOBBIO.

Bech 3T0T BUeopsan oka3bIBaeTCs TypHBIM CHOM. | 'eHpH mpoCHI-
MaeTcsl B TOW )K€ CHallbHe, KOTOPYIO MBI YK€ 3HaeM, HO BBITJISIIAT OHA
BITOJIHE OOBIYHO — KaK W BCe ocTajbHble. He OynmeT Hu4ero HeoOBIYHO-
ro, IIOKa MBI HE YBHJIUM, OKA3aBIINCh B TOCTHHOM, YTO BXOJHAs JIBEPh
(wm mBeph BHIXOZA) 3aredyaTaHa OCCKOHEYHBIM KOJIHMYECTBOM IICITeH.
Ha nei#t kpoBblo HamucaHo npeaynpexaenue: «He Beixoau! Yonrepy.
Kak urpoxu, Mpl HaunHaeM MOHWMAaTh, 4YTO KBapTHpa ['eHpum craHeT
KITFOYEBBIM MECTOM B Pa3BHTHHU UTpbl. HecMOTps Ha TO, YTO 32 OKHOM
MIPOJI0IKAETCS] TOPOJICKAs JKU3Hb, [ €HpH 3armepT B COOCTBEHHOM J0ME,
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M, KQKETCs, HUKTO He CIBIIINT €r0 MPHU3BIBOB O MOMOIHX. EnanHCTBEH-
HBIH BO3MOXHBIN BBIXOJ — TAMHCTBEHHAS JBIPa, BHE3AIMHO ITOSBUBILASICS
B BaHHOU KOoMHare. Ee TyOnHa HEMOCTIKIMa, 1 HEU3BECTHO, KyZa OHa
BEZIET, HO €CITM MBI XOTHM MPOJIBUTATKCS BIIEpE]], TO albTEPHATHBHI HET.

Brnaromapst 3ToMy KpaTkoMy OITUCAHHUIO MBI MOKEM YBHJIETh, KaK
The Room c TiepBBIX MUHYT BBOJWT MAHHUITYISIUU C TMPOCTPAHCTBOM
JIOMa C TEJhI0 BEISIBUTH €r0 3JI0BEIIYI0 BEPCHIO, a 3aTeM IOCTEIIEHHO
MEPEXOTUT K yXKacy, K KyJIbMHHAIMU KomMapa. YyBCTBO YrHETEHHS
YCHIIMBAETCsl TI0 Mepe TOTo, KaKk MBI BBIHY)KIIEHBI ITEPEMENaThCs 110
WUTPOBOMY TIPOCTpaHCTBY. Team Silent mpuHsIa OYeHh PUCKOBAHHOE,
HO 3ddexTtuBHOE pemenne: The Room crana mepBoil UTPOH B cepuu
Silent Hill, B xoTOpO# OBUTa peann3oBaHa ONTHKA «OT MEPBOTO JIHIIA»
reposi BHyTPH KBapTHPHL. BO3MOXKXHOCTH TPEOCTAaBUTH UTPOKY MIPSIMON
JIOCTYT K B3TJISITy CBOETO MIEPCOHAXKA SBIIIETCS OJHOM M3 OTIMYUTENb-
HBIX OCOOCHHOCTEW TPEXMEPHBIX BHACOUTP U MO3BOJSET MPUIYMEIBATH
pa3iuYHBbIe CTPATETHMH HAPE3KH W MOHTaXa, CIOCOOCTBYIOIINE ITOTPY-
JKEHUIO B UTPOBOW MuUp. B cimyuae The Room 3a mpenenamMu KBapTHPHI
MBI CJIelyeM 3a TJIaBHBIM TepoeM OT TpeThero ymna. Ho BHyTpH, yBU-
JIEB JIOM TJIa3aMU €T JKWIJIbIIa, MBI YBEINYHBAEM INIyOUHY M CJIOXKHOCTh
MPOCTPAaHCTBA: MBI MOXeM Oojiee AETalbHO PacCMOTPETh TEKCTYpy
CTEHBI, YTOOBI MTOHATH, COXPAHHUIIOCH JIN JIMIIO, TTOSBUBIIIEECS] B KOIIIMA-
pe, WIH, eCIU 3aXO0THM, OOOWTH XKYypHAJIbHBIA CTOJHMK B TOCTHHOU U
mo0OpaTbes 10 OKHA U BBITVIAHYTHh HapyXy. Ho mpu 3TOM MBI He 3HaeM,
ocTajach JJM KOMHaTa 1033y HAC TaKOW, KaKOH OHa JOJKHA OBITh...
WIH 9TO-TO M3MEHWIOCh. C MOMOIIBIO ATOrO MpHeMa Pa3padOTIHKH
JIENaloT aKIEHT TMpeXJe BCero Ha CyOBEeKTHBHOM BOCIPHUSTHH IIPO-
CTPaHCTBEHHOCTH JIOMa, TIpeaJiaras WrpoKy OLEHUTH Tia3zamMu [ 'eHpu
€ro BHEITHe HOPMAJIbHBIA BUJI, TaK YTO BHECEHHE B HETO U3MEHEHHN U
WCKaXCHUH MOYXET BOCIPHHHUMATHCS Tak, OyIATO OHH MPOHCXOJAT Tie-
pen HamH, 3a TIpelelaMy YKpaHa.

I'erpu TayHmena 3HaeT 3TH KOMHATEHI, IOTOMY YTO )KHBET B HUX,
Y JJaKe €CJTH MBI CTAIIKUBAEMCSl C HUMH BIIEPBBIE, MBI MOKEM TTOUYBCT-
BOBaTh €T0 HeJoyMeHne. Ha mpoTsokeHHH Bcell Wrpbl KBapTHpa OyneT
HEYJIOBIMO TIOJaBaTh NMPU3HAKU XU3HHU, MOAOOHO APYTUM KilaccHye-
CKUM TIPOCTpaHCTBaM Yy»KacoB, TakuM kak «Komnarta 1408» CrtuBeHa
Kunra (2006) win xBaptupa B gmibMme Pomana ITomanckm «Kumem
(1976), Tme MPOUCXOAAT BCEBO3MOYKHBIC KOITMAapHBIC COOBITHSA U TIpe-
BpalleHusl.

Korna peus naer o0 3cTeTHKE BHICOUTPHI, HEOOXOANMO YUIHUTHI-
BaTh, YTO OIBIT UTPOKA OTIMYAETCS OT OTBITa HAOIFOMAIOMIETO 33 UTPO-
BBIM TTPOIIECCOM 3PHUTEIIS WK OT OIBITa IPYTUX MEANA, TAKUX, KaK KHHO.
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Hrpok Oynet yaensaTs 00bIIe BHUMaHUA TeM (haKTopaM, KOTOPBIEC CBSI-
3aHbI CO BcelleHHOM camoil urpsl. b. Ileppon BBen noHstTHe «G-3MOIAN
UIT 0003HAYEHUST SMOLMH, TECHO CBSI3aHHBIX C WUTPOBBIM MPOIIECCOM
[Perron, 2005, p.3]. Kak o0msacuser K. Pamupec Mopeno, pa3BuBas
MbIchb [leppoHa, 3TO «9MONMH, BO3HUKAIONINE B PE3YyJIbTATE CBSI3U Me-
KTy TEUCTBUSMHU WTPOKA U MX CIIEIACTBHSIMH, KOTOPBIE BIUSIOT Ha CO-
cTosiHME MUpa <...> Peakius Ha IPOTHBOCTOSHHWE C MOHCTPOM B XOp-
pope MOXeT OBITh CTpaxoOM — €CIId Halla CIIOCOOHOCTh K aJanTaiuu
yMepeHHasi, OTYasHUS — €CIH MBI CYUTaeM, YTO y Hac HeT IIaHCOB Ha
BBEDKHBaHWE, WM TPUYM( — €ClIl MBI BEpUM, YTO TIOJHOCTBIO CIIOCO0-
HBI ToOeauTh» [Ramirez Moreno, 2015].

C ToukM 3peHUs MEXaHUKH TermIutes cepus Silent Hill xapakTe-
pu3yercs TeM, YTO TJIaBHBIE T€pPOH ILIOXO MOATOTOBIEHBI K O0pbOe ¢
BpaXk7AcOHBIM OKpYyXeHHeM. B mepBoiif yactu urpsl ['appu Meiicon 3a-
pabaTeiBaeT Ha XKHM3HBb IHCATENBCTBOM, a €ro 0OeBhle HABHIKU Ooiee
4eM COMHHTENBHBI. B pe3ynbraTe JOCTYMHBIN HIPOKY pemnepTyap IBH-
JKEHHW OYeHb OTPaHWYEH: X0/b0a, Oer n 0OKOBast MPOKPYTKa — BOT ca-
MbIe PacIpOoCTpaHEHHBIE NEHCTBHA, KOTOPhIE MBI COBEpIIaeM Ha Mpo-
TSOKEHHH BCEW WIpbl (M 3TO pPacmpoCTpaHSIETCS Ha IOCIETYOIINe
gactn). Korya MBI ctankmBaeMcs ¢ BparaMu, HaM HY>KHO XOPOIIIO pac-
CUHATATh BpEMs, OTOMY YTO CHayalla HY)KHO TPHIEIUTHCA, a TTOTOM
aTakoBaTb. B WIrpoBOM IuTaHE 3TO O3HAYAET, YTO MBI BBIHYXICHBI
yAEpPKUBATh OJIHY KHOIIKY U, YAEPKUBas €€, HAKUMATh IPYTYI0, YTOOBI
BBICTPENIUTH WM HAaHECTH ynap. B 3ToT mpomexyTok Bpemenu [appu
(m gpyrue repou B MOCIETYIOIINX YacTAX) OyAyT OBUTATHCSA TOpa3o
MeIJIEHHee, YTO c/efiaeT ux Ooiee YSA3BUMBIMH ISl HamaaeHus U3 3a-
CaJibl MITH CO CTIHHBI.

B mmane scTeTHKM UTPBI 3TH OTpaHWYEHUs, HaKJIalbIBaeMble Ha
WTPOKOB CHCTEMOH YIIPAaBIICHUS, CO3IAI0T 00pa3 TIAaBHOTO Teposi Kak
YSI3BEMOTO YEJIOBEKa, HE MPHUBBIKIIETO CIIPABIATHCS C BPAXKICOHBIMHU
CUTYaIlUsIMH, U TIPHUTIIAMIAIOT CKopee 0eXaTh OT OMacHOCTH (IIepcoHa-
KU MOTYT OekaTh OECKOHEYHO JIONTO, HE UCTIBITHIBAS YCTAIOCTH), YEM
MIPOTUBOCTOATH €il. ['eHpu Ooka3bIBaeTcs B TaKOH e cuTyanuu u B 1he
Room, c TeM AOTIOTHEHNEM, YTO HHOT]a OH MOXET YKJIOHSATHCS OT aTak,
YTOOBI 3aCTAaTh MOHCTPOB BPACILIOX.

UrpoBas MexaHHWKa TakXe MOXKET UCIOIh30BAaTh HAPYIIIEHHE He-
KOTOPBIX TPOCTPAHCTBEHHBIX YCIOBHOCTEW, YTOOBI YCHJIHTH KYTKOE
M3MepeHne BUACOUTpsl. HamprumMep, Ha MPOTSHKEHUN BCEH UCTOPHH CY-
IIECTBOBAaHUS B OECUHCIEHHBIX WIpax MPOBOAMUTCS Pa3IHUHE MEXIY
0e30macHON cpefoi, TAe MOXKHO 3auKCHpOBaTh CBOW mporpecc, u
MIPOCTPAHCTBOM, T/I€ TPOJOIDKAIOTCA MPHUKIIOUeHus. Todka coxpaHe-
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HUS TpeJylaraeT WTPOKYy MPOCTPAHCTBO, B KOTOPOM OH MOXKET 00ay-
MaTh CBOM JajpHeimue AeiictBus. HemucaHnas KOHBEHIUS UTPOBOTO
Mu3aifHa TJIaCUT, 9YTO HAYTO HE JOJDKHO HApyIIaTh CIIOKOMCTBHE MTPO-
Ka B 3TOM MECTe: 3TO BpeMs, BBIIEICHHOE JJIS TOTO, YTOOBI 3alncaTh
BCe, YTO OBLIO CHENaHO, MPOBEPHUTHh CHAPSIKEHHE, 3aIlacTUCh TpenMe-
TaMU U OTJOXHYTh, IIPEXKJE YeM JIBUTATHCS Naiblie. DTOT 0Obuail Ha-
CTOJIBKO TIPMKUJICSI CPEIH UTPOKOB, YTO HOBAas TOYKA COXpPaHEHUS II0-
CJIe JONITOTO MYTEMIECTBUS YacTO CIYKUT MPEAYNPEeKICHHEM O TOM,
YTO CKOPO MPOU30MIET BAXKHOE COOBITHE — OOBIYHO OMTBA C MTOCIIECTHUM
Bparom.

OpnHa U3 caMbIX YCTOMYMBBIX KOHBEHUUU B BUAECOUIPAX — 3TO
pasiuuue MeXIy TOYKAMH COXPAaHEHHS W CIEHAPHUSIMH, B KOTOPBIX
MPOUCXOANUT TpUKIIOUYeHHe. UTo MoxkeT ObITh d(ddekTHee, yeM Hapy-
mUTh 3T0 npaBwio? OAHAKO Takoe pEelIeHUE JEHCTBUTEIHHO PHUCKO-
BaHHO C TOYKH 3pEHHs IH3aiiHa W SIBIAETCS BBI30BOM HEMHCAHHBIM
npaBuiIaM Buaeourp. Silent Hill 4 — oquH M3 peaKuX MPUMEPOB HAPY-
IIIEHUS dTOW KOHBEHITMH paspabordmkamu. KBaptmpa 302 — 310 6€30-
MacHOE MECTO B WTpe: CTOUT HaM BEpHYThCA B HEe Yepe3 MHOTOYHC-
JIEHHBIE JBIPHI, KOTOPbIe MBI OOHAPYKUM Ha MPOTSHKEHUH BCEH UTPHI, U
neiicTBre mprocTaHoBUTC. OIHAKO IO Mepe MPOABIDKEHUS 10 CIOXKe-
Ty ¥ 3HAKOMCTBAa C HOBBIMH IIE€PCOHa)XKaMH, KOTOpHIE NAIOT HaM BCe
Jydniee MpeCTaBlIeHHe O CUTYaIllH, B JOME HAuWHAET MPOSBIATHCS
BCE OOJIBINIE CTPAHHOCTEW — JIbIpa B BAHHOUM CTAaHET IIUpPE W KpyTIee,
co3/1aBas BIIEYATIICHHWE, YTO OHA MPUHAIEKHUT APYTOMY H3MEPEHUIO.
Hpyroe oTBepcTHe B CTEHE IMO3BOJIUT HAM YBHJIETH, YTO MMPOUCXOANT B
coceqHell KOMHaTe, TIe JKHBET HeM3BecTHas Mojojas >keHmmHa. [lo
Mepe YCIOXKHEHHUSI CIOKEeTa B KBapTHpe OYIyT MpPOSBIATHCS HOBBIE
onacHocTU. OXPUCTHIM 1BET, KOTOPHIA MPUCYI] KOMHATE B KOIIMape B
Havaje urpe, B ee ()MHaJIE BHOBb OKPACHUT MPOCTPAHCTBO, HO HAa ATOT
pa3 HaM He yjaacTcs cOexxaTh. HampoTuB, HaM MpuaeTcsl BO3BPAIIaThCS
Ty/Jla CHOBa M CHOBA, YTOOBI 3aKPENHTh MPOUJEHHOE W IEPECTaBUTh
WHBEHTaph, HO JIENaTh 3TO HYXKHO OYZET, OCTeperasich KyTKHX Ipu3pa-
KOB, KOTOpbIe OyIyT OpPOAUTH IO TOCTHHOIA.

HuTepec x paszpymeHno 0€301MacHOTO MeCTa 3aCTaBIII KOMaHTY
The Room BKJIIOYHTH B UTPY BO3MOXKHOCTH HAHECTH WUTPOKY YPOH BO
BpeMs mpeObIBaHUS B KBapTHpe. HacTymaer MOMEHT, Korja crapoe
yOeKHIIEe, KOTOPOE MOYKHO OBIIO OBI CUMTATH JOMOM, IpEBpaIIaeTcs B
JKYTKOE W BpaXXAeOHOE MPOCTPAHCTBO. TpaHchopmalysi MPOUCXOAUT
HE TOJBKO B ayJMOBH3yaJlbHOM IIJIaHE, HO M Ha YPOBHE HUTPOBOTO CO-
OBITHS: HapyIIEHHE KOHBEHIMI 3aTparuBaeT 3TH JBa M3MEpPEHUS BU-
JICOUTPHI U BJIEYET 3a COOOW M3MEHEHHE MPOCTPAHCTBEHHBIX KOHBEH-
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nui (C TMOSBIEHUEM ABIPHI 0e3 MpeaynpekIeHIs] KBapTUpa IpeBpala-
€TCsl U3 3aMKHYTOT'O TIPOCTPaHCTBA 0€3 3ByKa B 3aKPBITOE, HE3TOPOBOE
MIPOCTPAHCTBO, a BMECTO YOEXHIIa, OHA CTAaHOBUTCS MPOCTPAHCTBOM
CMEPTH).

B wurpy He TONBKO CTaHOBUTCS CIIOKHO HWTPaTh, HO 3TO TaKXKe
YCUIIMBAET CTPAJaHUs M y)Kac UTPOKA, Y KOTOPOTO OOJbIIIE HET OpHEH-
tupa U yoexuma. C TOYKH 3peHHs TedMIuIes, HecMOTps Ha 3¢ ¢eKT-
HOCTB dCcTeThdecKkoro pemeHus Team Silent, 3T0 cnenaigo Urpy CIIHII-
KOM CIIO)KHOW Ja)kK€ [UIsl OIBITHOTO Wrpoka. lIpu3pakoB Hemb3s
YHUYTOXKUTh, @ BO3BpAIaThCS B KBAPTHUPY, YTOOBI COXPAHHUTH MPO-
rpecc, Hy)KHO OY€Hb OCTOPOXKHO, TaK KaK MPeIMETHI JIJIsl BOCCTaHOBIIE-
HUS )KA3HH B JeQUIIATE.

B mobom ciywae Hacnenue The Room 4pe3BBIYAHO TIEHHO IS
W3yYeHUsI ICTETHKH BUICOUTP. DTa UIPa IMOKA3BIBAET, KAK MOXKHO COYe-
TaTh XYTKOE W (paHTacTHUECKOE Ha ayAHOBH3YAIBHOM U TeUMILIEHHOM
ypoBHE, 4TO0BI 3(h(HEeKTUBHO CITOCOOCTBOBATh BOSHUKHOBEHHUIO y UTPOKA
YyBCTBA y’kKaca BO BPEMS WTPHI, IPHYEM C TOPa3no OONbIIel HHTEHCHB-
HOCTBIO, YeM y 3PHUTEINS, KOTOPBIH HE YIIPaBIISIET TIIaBHBIM T€POEM.

Kak u B 1pyrux Meznma, B BUICOUTPaxX €CcTh psia GopMaIbHBIX yC-
JIOBHOCTEW, HapyIIeHHE KOTOPHIX SIBIISIETCS CBOECOOpa3HBIM ITyaHTOM,
TOYKOH TMEPEeBOPOTa, KOTOPHIM TOJB3YIOTCS KOMaHIBI pa3paboTUNKOB,
YTOOBI IPEUIOKUTH UHTEHCUBHBIN UTPOBOH OMBIT. ITpOKK MPHUHUMAIOT
PSAI TIPaBWII U YCIIOBHOCTEH, BBHITIOJTHEHHE KOTOPBIX MPUOIMIKAET UX K
nenu (modema B WTpe, 3aBEpIICHHE NMPHUKITIOYCHHS), U OOJbIIas 4acTh
W3 HHUX CBSi3aHA C B3aWMOJCHCTBHEM C WIPOBBIM IIPOCTPAHCTBOM.
B sTtom cwmpicie >QQeKTHBHBIM pEeCypcoM SBISETCS HCIIOIE30BaHUE
IDIACTUYHOCTH UTPOBOTO / IOMAIITHETO MPOCTPAHCTBA, YTOOBI 3aIyTaTh
WTPOKA U TIepesiaTh eMy YyBCTBO He3alUIIeHHOCTH. VneansHas cutya-
LM 3aKJTFOYAETCS] B I3MEHEHUH YCIIOBHOCTEH B UTPOBOM H ayJHOBH3Y-
AIBHOM TIPOCTPAHCTBE, Kak B ciydae ¢ kBaptupoii 302 B Silent Hill 4:
The Room. B Helt OBCeTHEBHOE MPOCTPAHCTBO JOMa TJIABHOT'O TepOs
MTO/IBEPTaeTCsl MOCTOSTHHBIM TpaHC(hOpPMAIHSIM OKPYIKAIOIIeH Cpeabl
(pacmmpsitomiasicss IbIpa, 3aKphITast IBEPh, CXOIAIINE C YMa HACTCHHBIE
Yachl WM TPEBOXKHBIA OENBIA IIyM TEJIeBH30pa), TPOCTPAHCTBEHHBIM
TpaHchopMalusaM (Jake eclau ABepb OCTaeTcs 3aKPBITOM, MOXHO IIO-
MacTh B JIPYTHE CIIEHAPHUH Yepe3 BHIXOJ, KOTOPBIA BHE3AITHO MOSIBIIACT-
cs B HEOXHJIaHHOM MECT€) M M3MEHEHHSIM NpaBWUI UTPHI (KBapTHpa
0OJIBITIC HE SBIIACTCS 0€30MTACHBIM MECTOM).

Takum oOpa3om, (aHTACTHIECKOE, 3J0BEIIee M KYTKOE «IIPO-
pacTtaer» CKBO3b JOMallHee, ObITOBOE MPOCTpaHCTBO. KBapTtmpa BH-
neourpsl The Room, 6e3 COMHEHUS, TTOMOJHAET OOTaTyi0 KOJUICKITHIO
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00pa3oB 3JI0BELIUX IOMOB, UMEIOIUXCS B COBPEMEHHOW, B TOM YHCIIE
U MEOUIHOMN, KyIbTYpE.
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