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Kakune «onToI0rUn» OBIBAIOT B «OHTOJIOTMYECKUX MOJIEJISIX» KOMITBIOTEPHBIX Urp? B game
studies «onTosOrHUecKIMU MOsessiMuy («OM>») IPUHATO HA3BIBATH TAKWE OMMCAHUS KOMITHIO-
repubix urp (K1), kotopble orBedaeT Ha BOIPOCHE: «9TO €CTh KOMIIbIOTEPHAS UTPA?», <13 Yero
OHa COCTOMT?», «KaK €€ 4acTu Mexy coboil ceazanbi?» u T. 1. [Aarseth. 2014. C. 484| B 1o
ke Bpemst muorue «OM» crpagaior or uzsmimbero gpopmanusma [Vella. 2015], mepocrarounoit
dbmmocodckoit obocroanuocTn [Stenros. 2016. C. 512] u 4acTo CBA3aHBI ¢ TOHIMAHIEM «OHTO-
gorum» B computer science [Aarseth. 2014. C. 484], [cp. Zagal u ap. 2005].

B nokmasie st monmpobyio BEIABUTD, OIMUCATH U COMIOCTABUTH HECKOJIBKO «OMy» KU, mocTpoen-
HBIX Ha pasHbIX GuirocodCckux ocHOBaHUAX. 1o «mpocras OM» urp Opcera [Aarseth. 2014],
[OCTPOEHHAs Ha <«BUTTEHINTEHHOBCKO mosuiuu 1o Bompocy o6 urpax» [cm. Debus. 2019. C.
8]; dbenomenonormaeckas «OM» KU Besuer, mocTpoeHHast U3 «3MHCTEMOJIOIMTIECKON EPCIIEK-
THBBI» Ha TO, KaK «HUIPOK mrpaer B urpy» |Vella. 2015a. C. 121|, [Vella. 2015b|; «mmockas
OM» KU Borocra, moctpoeHHasi B pycjie COBPDEMEHHOIO CIEKYIATUBHOIO peasm3Ma [Borocr.
2015]; u «OM>», B KOTOPBIX OCHOBHOE BHUMaHUe yjejeHO BbisBienuto rpanui KU [em. Salen,
Zimmerman. 2004], [cm. Sicart. 2020].

Koneuno, s1o He Bce cymectByiomnme «OMs» KW un maxke He Bce BodaMOxKHBIE (brytocodckme
HOJIXO/IbI K WX IMOCTPOEHHIO [cM., Hampumep, emé Mosca. 2012]. B goknaje s takxke HE pac-
CMATpHUBal0 Ju3aiffHepcKre W computer science «OHTOJIOIHH», MIOCTPOEHHBIE Oe3 0DpaIleHus K
dburocobun [cm., manpumep, Bjork, Holopainen. 2004], [em. Zagal. 2005] u we pasbupato cre-
nuasbable «OM», cTposiiiuecst jijis onucanust OTaebHbIX JoMeHoB KU [em., manpumep, Svelch.
2018|.

Tem ue menee, «OM» KU, o koTOphIX 51 X0Uy pacckas3arh, JOCTATOYHO PEIPE3EHTATHBHBI,
9TOOBI OKA3aTh OCHOBHBIE IPODJIEMBI, C KOTOPBIME CETOTHS PAbOTAIOT MCC/IEIOBATEN UX «OH-
TOJIOTHH». DTO CIOP dcCeHImanncToB n HoMmuuaaucTos [Aarseth, Calleja. 2015], [Juul. 2005.
C. 7]; npornemypamucros u player-niearpucros [Sicart. 2011, [Bjork, Juul. 2012|; Bompoc 06
outoJiorndeckom ormauu KW ot npyrux urp u jp.

Ucrounuku u aureparypa

1) Boroct fn. Bapnak B Buneonrpax // Jloroc. — Towm 25. Nel. — 2015 (2009). — URL: http
1/ /www.logosjournal.ru/arch/79/103 _5.pdf.

2) Aarseth E. Ontology. // The Routledge companion to video game studies. Hnio Mopk:
Routledge, 2014. C. 484 - 492.

3) Aarseth. E., Calleja G. «The word game: the ontology of an indefinable object» //
Proceedings of the 10th International Conference on the Foundations of Digital Games,
2015. — URL: https://www.um.edu.mt/library/oar/bitstream /123456789 /26620/3/Th
e _word game the ontology of an undefinable object 2015.pdf.


http://www.logosjournal.ru/arch/79/103_5.pdf.
http://www.logosjournal.ru/arch/79/103_5.pdf.
https://www.um.edu.mt/library/oar/bitstream/123456789/26620/3/The_word_game_the_ontology_of_an_undefinable_object_2015.pdf.
https://www.um.edu.mt/library/oar/bitstream/123456789/26620/3/The_word_game_the_ontology_of_an_undefinable_object_2015.pdf.

Kongepernuusa «/lomonocos-2022»

4)

8)

9)

10)

11)

12)

13)

14)
15)

16)

Aarseth E., Grabarczyk P. An ontological meta-model for game research //
Proceedings of the 2018 DiGRA International Conference: The Game is the Message,
2018. — URL: http://www.digra.org/wp-content /uploads/digital-library / DIGRA 20
18 paper 247 rev.pdf.

Bjork S., Holopainen J., Lundgren S. Game design patterns // Proceedings of the 2003
DiGRA International Conference: Level Up, 2003. — URL: http://www.digra.org/wp-
content /uploads/digital-library /05163.15303.pd[f.

Bjork S., Juul J. Zero-player games - what we talk about when we talk about players //
Proceedings of the Philosophy of Computer Games Conference, 2012. — URL: http://g
amephilosophy.org/wp-content /uploads/confmanuscripts /pcg2012/Bjor%20Juul %202
012%20-Zero-player-games-Exploring-the-distinction-between-Games-as- Artifacts-an
d-Games-as-Activities.pdf.

Debus M. Unifying game ontology: a faceted classification of game elements: Ph. D. —
Komnenraren, 2019. — URL: https://pure.itu.dk/portal /files /84770810/PhD Thesis_Fin
al Version Michael S. Debus.pdf.

Juul J. Half-real: Video games between real rules and fictional worlds. — Kem6pumxk,
Maccauaycerc: MIT Press, 2005.

Mosca I. The social ontology of digital games // Handbook of digital games. — Xo6okeH,
Heio Ixepcu: Wiley-IEEE Press, 2012. — C. 607-644. — URL: https://www.academia
.edu/33143540/1 Mosca 2014 The Social Ontology of Digital Games Handbook
_fo_digital games Wiley IEEE 607 644 pdf.

Salen K., Zimmerman E. Rules of play. Game design fundamentals. — Kem6pumx, Mac-
cagycerc: The MIT Press, 2004.

Sicart M. Against procedurality // Game Studies. — Tom 11, Ne3. — 2011. — URL:
http://gamestudies.org/1103/articles/sicart _ap.Sicart M. Homo Ludens Reloaded: The
Ethics of Play in the Information Age. // — 2020. — URL: https://miguelsicart.net/pub
lications/Homo Ludens Reloaded.pdf.

Stenros J. The game definition game: a review // Games and Culture. — — Tom 12, Ne
6. — 2017 (2016) — C. 499 - 520.

Svelch J. Encoding monsters: “ontology of the enemy” and containment of the unknown
in role-playing games // The Philosophy of Computer Games Conference, 2018. — 2018.
— URL: https://gamephilosophy.org/wp-content /uploads/confmanuscripts/pcg2018 /Sv
elch%20-%202018%20-%20Encoding%20monsters.pdf.

Vella D. The ludic subject and the ludic self: analyzing the ‘I-in-the-gameworld’: Ph. D.
— Komnenraren, 2015a.

Vella D. No mastery without mistery: Dark Souls and the ludic sublime // Game Studies.
— Tom 15, Ne 1. — 2015b. — URL: http://gamestudies.org/1501 /articles/vella.

Zagal J. P., Mateas M., Fernandez-Vara C., Hochhalter B., Lichti N. Towards an
ontological language for game analysis. // Proceedings of DiGRA 2005 Conference:
Changing Views — Worlds in Play. — 2005. — URL: http://www.digra.org/wp-content /
uploads/digital-library /06276.09313.pdf.


http://www.digra.org/wp-content/uploads/digital-library/DIGRA_2018_paper_247_rev.pdf.
http://www.digra.org/wp-content/uploads/digital-library/DIGRA_2018_paper_247_rev.pdf.
http://www.digra.org/wp-content/uploads/digital-library/05163.15303.pdf.
http://www.digra.org/wp-content/uploads/digital-library/05163.15303.pdf.
http://gamephilosophy.org/wp-content/uploads/confmanuscripts/pcg2012/Bjor%20Juul%202012%20-Zero-player-games-Exploring-the-distinction-between-Games-as-Artifacts-and-Games-as-Activities.pdf.
http://gamephilosophy.org/wp-content/uploads/confmanuscripts/pcg2012/Bjor%20Juul%202012%20-Zero-player-games-Exploring-the-distinction-between-Games-as-Artifacts-and-Games-as-Activities.pdf.
http://gamephilosophy.org/wp-content/uploads/confmanuscripts/pcg2012/Bjor%20Juul%202012%20-Zero-player-games-Exploring-the-distinction-between-Games-as-Artifacts-and-Games-as-Activities.pdf.
http://gamephilosophy.org/wp-content/uploads/confmanuscripts/pcg2012/Bjor%20Juul%202012%20-Zero-player-games-Exploring-the-distinction-between-Games-as-Artifacts-and-Games-as-Activities.pdf.
https://pure.itu.dk/portal/files/84770810/PhD_Thesis_Final_Version_Michael_S._Debus.pdf.
https://pure.itu.dk/portal/files/84770810/PhD_Thesis_Final_Version_Michael_S._Debus.pdf.
https://www.academia.edu/33143540/I_Mosca_2014_The_Social_Ontology_of_Digital_Games_Handbook_fo_digital_games_Wiley_IEEE_607_644_pdf.
https://www.academia.edu/33143540/I_Mosca_2014_The_Social_Ontology_of_Digital_Games_Handbook_fo_digital_games_Wiley_IEEE_607_644_pdf.
https://www.academia.edu/33143540/I_Mosca_2014_The_Social_Ontology_of_Digital_Games_Handbook_fo_digital_games_Wiley_IEEE_607_644_pdf.
http://gamestudies.org/1103/articles/sicart_ap.Sicart
https://miguelsicart.net/publications/Homo_Ludens_Reloaded.pdf.
https://miguelsicart.net/publications/Homo_Ludens_Reloaded.pdf.
https://gamephilosophy.org/wp-content/uploads/confmanuscripts/pcg2018/Svelch%20-%202018%20-%20Encoding%20monsters.pdf.
https://gamephilosophy.org/wp-content/uploads/confmanuscripts/pcg2018/Svelch%20-%202018%20-%20Encoding%20monsters.pdf.
http://gamestudies.org/1501/articles/vella.
http://www.digra.org/wp-content/uploads/digital-library/06276.09313.pdf.
http://www.digra.org/wp-content/uploads/digital-library/06276.09313.pdf.

