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Annotanusi. CTaThs-pasMBIIUICHAE IOCBSIICHA PEKOHCTPYKIMH W KPHUTHYECKOM
aHAJIMTHKE KOMMYHHKATHBHO-MEINATHHIBUCTUYECKOM OIITUKH PaCCMOTPEHHS BUIEO-
Urp, TPEJCTaBICHHOW B MOHOTpa(uH HEMEIKOIO HCCIeI0BaTels MU(POBBIX Meaua
A. DHCUH «SI3bIK UTp». BUICOUTPBI CETOIHS CTAIN JIETUTUMHOM YaCThIO TUCKYPCHB-
HOTO TOJISI SJIEKTPOHHBIX ME/INA, BBICTYIIAsk TPAHCIISITOPOM COJIEPIKATEIBHO Pa3HO00-
Pa3HBIX CMBICJIOB M KOHIIENTOB. SI3bIK BUIECOUTP MYJBTHMO/IAIEH U 00JIaIaeT PAIOM
OPUTHHAJBHBIX CEMHOTHYECKMX CTPYKTYP, YTO BBIACISET €r0 B Py MPOYHX IKPaAH-
HBIX MEJIMa U JIAeT Ka4eCTBEHHO HOBBIE BO3MOXKHOCTH 110 ()OPMHUPOBAHHUIO HAPPATHB-
HBIX Tocnanuii. MoHorpadus A. DHCIHMH SIBISETCS NEPBBIM (DyHIaMEHTAIBHBIM HC-
CIIeIOBAHHEM B JIMCKypce game studies, KoTopoe KOMILUIEKCHO PacKphIBAaET CTPYKTYPbI
U MOJAJIBHOCTH SA3bIKa BUIECOMTD, OMUPASACH Ha MYJIbTUMOIAIBHbIN JTUCKYPC-aHAIIN3.
[MTonuMopdHBIH TEXHOKYIBTYPHBIH XapakTep 00beKTa UCCie0BaHus TpedyeT oopa-
IHIEHHUS K Pa3HOOOPa3HBIM MOX0/1aM M METOIaM, XapakTepHbIM Jiyist media/game stud-
ies. Ocobast mpeMeTHasE ONTHKA PACCMOTPEHHUS CO3/1aeT HEOOXOIUMOCTh OTIUPATHCSI
Ha METOJIbI MYJIBTUMOAJIBHOTO U JUCKYPCHBHOTO aHAJIHM3a, a TAKKe IIPHEMBI KOMMY-
HUKATUBUCTUKHU. B cTaThe CHCTEMHO PacKpBIBAIOTCS W KPUTHUYECKU aHAIU3UPYIOTCS
OCHOBHBIE HJI€W, KOHIIENTHI ¥ MCCIIEA0BATEIbCKAE BHIBOIABI MOHOTpahuu A. DHCIMH
«SI3bIK MTpY. BhIenseTcs coepkareibHOE PO KaK0H IIIaBbl pabOTHI, aKICHTUPY-
€TCs BHUMaHWE Ha JOCTOMHCTBAX M HEIOCTaTKax MccienoBaHus. Jlemaercst BBIBOI O
TOM, 4TO KHHTra A. DHCIHH «SI3bIK UTP» ABJISIETCS BaXKHBIM COOBITHEM B MEKIUCIIH-
IUTMHAPHOM pa3BuTHH game studies, GopMupyst KOHTYp JIMHIBUCTHYECKH-UCKYPCHB-
HOT'O HalpaBJICHHsI UCCIICTOBAHMS KOMMYHHUKATHBHBIX BO3MOYKHOCTEH BHICOHTD.

KaroueBble ci10Ba: s3bIK BUACOMTD; KHOepTekcT; Meaunaputopuka; Astrid Ensslin;
9KpaHHas KyJIbTypa; MEHa; CEMHOTHKA BUICOUTD

s nutupoBanus: benses J[.A. MynbTUMOIalIbHAS U MEIMATTMHTBUCTUYECKAS TAC-
Kypc-aHaJIMTHKA BUJIeoUTp (pa3mMbliuieHne Haa KHuroi Astrid Ensslin “The Language
of Gaming”. Basingstoke and New York: Palgrave Macmillan, 2012. 208 p.) // Hayu-
HbI pesynbraTr. CoumanbHble W rymMaHuTapHble uccienoBanus. 2023. T.9. Ne 3.
C. 187-193. DOI: 10.18413/2408-932X-2023-9-3-0-14

* MccnemoBanre BBIOIHEHO TIPH MOIACPKKe IrpaHTa Poccuiickoro Hayuroro ¢gorma Ne 23-28-00088, «Bumeounrposast
MEIUApUTOPHKA B SKPaHHOW KYJBType: apXMTEKTOHHKa KMOEPTEKCTa M aJanTallis COMHOKYJIBTYPHBIX HAPPATHBOBY

(https://rscf.ru/project/23-28-00088/).

HAYYHBIN PE3YJIBTAT. COLIUAJIbHBIE U TYMAHUTAPHBIE UCCJIEIOBAHHUA
RESEARH RESULT. SOCIAL STUDIES AND HUMANITIES



Hayunblii pesyremam. CoyuabHble u 2ymaHumapHsle uccaedoganus. 2023. T9, Ne 3. C. 187-193

Research Result. Social Studies and Humanities. 2023. 9(3). P. 187-193 (e

Multimodal and medialinguistic discourse analysis of video games
D. A. Belyaev (reflecting on Astrid Ensslin (2008), The Language of Gaming,
Palgrave Macmillan, Basingstoke and New York)*

Semenov-Tyan-Shansky Lipetsk State Pedagogical University,
42 Lenin St., Lipetsk, 398020, Russia; dm.a.belyaev@gmail.com

Abstract. The article is devoted to the reconstruction and critical analysis of the com-
municative and medialinguistic optics of video game consideration, presented in the
monograph of the German digital media researcher A. Ensslin, “The Language of
Gaming”. Video games have now become a legitimate part of the discursive field of
electronic media, acting as a translator of meaningfully diverse meanings and con-
cepts. The language of video games is multimodal and has a number of original semi-
otic structures, which distinguish it among other screen media and provide qualita-
tively new opportunities for the formation of narrative messages. A. Ensslin's mono-
graph is the first fundamental study in the discourse of game studies, which compre-
hensively reveals the structures and modalities of video games language, relying on
multimodal discourse analysis.

The polymorphic, techno-cultural nature of the object of study requires a variety
of approaches and methods characteristic of media/game studies. The specific subjec-
tive optics of consideration creates the need to rely on the methods of multimodal and
discourse analysis, as well as the methods of communicativism. The article systemat-
ically reveals and critically analyses the main ideas, concepts and research conclusions
of A. Ensslin's monograph “The Language of Gaming”. The article identifies the sub-
stantive core of each chapter of the work, focuses on the strengths and weaknesses of
the study. The author concludes that A. Ensslin's book “The Language of Gaming” is
an important event in the interdisciplinary development of game studies, forming the
contour of the linguistic and discursive direction of research into communicative pos-
sibilities of video games.
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culture; media; video game semiotics
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CeromHs BUJICOHMTPHI SIBISIFOTCS 3aMeT- MOJIPOCTKOBOTO TeTTO. BHIIEOUTphl WHCTHTY-
HOW YacThIO COBPEMEHHOW MEAMaKYJIbTYpHI. UAIM3UPOBAINCH B KAUeCTBE OPUTHHAIBLHON
3a mocieHue Ba JIECATUICTHS OHM 3HAUYH- (GopMBI BUPTYaIbHO-PKPAaHHOTO HCKYCCTBA,
TEJIbHO PACIIMPUIIA KOHTYpP COOCTBEHHOM CO- 0co00ro Buja COpTa U WHHOBALMOHHOW 00-
[IUOKYJIBTYPHOW HWICHTUYHOCTH, MPEOJIOTIECB paszoBaTesbHON mpakTuku (Metonuka Digital
IPaHULBl MCKJIIOUYUTENBHO pPa3BIEKATEIbHO- Game Based Learning), a ux CrOeThI moa4ac
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game media rhetoric in screen culture: cybertext architectonics and adaptation of sociocultural narratives”
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BBI3BIBAIOT OypHBIA OOIECTBEHHO-TIOIUTHYE-
CKMM OTKIHUK. Tak, COBpEeMEHHBIEC IOJUTUKHU
(B TOM YHCJIE U OTEYECTBEHHBIC) MyOIMYHO
IIPU3HAIOT, 4TO BUJICOUTPbI MOTYT
paccMaTpuBaTbCsi  KaK ~ MEIUAMHCTPYMEHT
UJEOJIOTUYECKOrO BIMSHUS U IpOIaraHjpl.
OAHOBPEMEHHO HCTOPUYECKHE HappaTUBbI
BUJICOUTP  CTalIM  JIETUTUMHOM  YacTbiO
auckypca public history, okaspiBas BiusiHUE
Ha (OPMHPOBAHNE MACCOBOTO UCTOPHUYECKOTO
CO3HaHMSL.

JlaHHOE KYJIBTYpHOE MacIITabUpOBaHHE
BUJICOUTP HE OCTaJOCh HE3aMEUCHHBIM B
Hay4JHO-HCCcIeoBaTeNbekoi cpeae. C KoHIa
XX B. HauMHAEeT CKJIAIBIBATHCI MEXIUCIH-
IUIMHAPHBIA UCCIEN0BATEIbCKUN JUCKYPC, TIO-
CBSIIIIEHHBIN PACCMOTPEHUIO BHJICOUTP B Kaye-
CTBE CIIO)KHOTO, TOJUMOP(GHOTO M TOJTHMO-
JaTbHOTO  COIMOKYJIBTYPHOTO  ()eHOMEHA.
Chavanma OH pa3BuBaercs B pamkax mMmedia
studies, HO 3aTeM OBICTPO CKIIAJBIBACTCS CIIE-
[UATH3UPOBAHHOE HCCIIeIOBATENILCKOE
Hanpasienue — game studies. ITosBsroTcs me-
pUOIMYECKUE HAYYHBIC U3/IaHUSI COOTBETCTBY-
IoIel HampaBieHHocTH (Hampumep, Game
Studies, Games and Culture u The Computer
Games Journal), cozmaercs MexmayHapoIHas
accollManusl WMCCIICOBaHMs MHU(PPOBBIX WP
(Digital Games Research  Association
(DiGRA)), koopauHupyIOLIas Mo BceMy MUPY
MEXTUCIUITMHAPHBIC MCCICIOBAHUS BHIICO-
UTp M ©XKEroJHO OpraHu3ymomas HaubOoiee
MIPE/ICTAaBUTENIbHBIE KOH(EpEeHIIMU. JTa TEH-
JeHITMs He oborma ctopoHoit u Poccuto. Tak,
Ha (Qunocodckux dakyaprerax MIY u
CIIOI'Y Obumu co3laHbl MOApA3IEICHUs, CIie-
UATH3UPYIONTHECS Ha PAa3BUTHH U TIOIYJISIPH-
saiuu game studies. IlpeaMeTHO-TemaTHue-
CKHi1 KOHTYp game Studies 1ocTaToyHO HPOK
u pasHooOpa3eH. MccienoBarenbckuii (oKyc
BKJIFOYAET (UIOCOPCKYIO, KYJIBTypOJIOTHYE-
CKYIO, XyJIO’)KECTBEHHO-ICTETUYECKYFO, COIHO-
JIOTUYECKYIO, TTOJIUTOJIOTHYECKYIO, UCTOPUYIC-
CKYI0, TEJJarOTHYECKYI0 U TICHXOJOTHUECKYHO
HAIPaBJIICHHOCTH AHAJTUTHKU BUICOUTP. DTOT
(OKyC TMOCTOSHHO PaCIIUPSETCS, OXBaThIBas
BCE HOBBIC, YaCTO MEKIUCIUIUIMHAPHBIC,
npenMeTHeie obnactu. B wacTHOCTH, cpaBHU-

TEJHPHO HEJAABHO BHJICOWTPHI BOILIU B aKaje-
Mu4eckre c(epbl COIUOIUHTBUCTUKH, HUC-
KypC-aHalu3a ¥ MeIUaKOMMYHUKATHBUCTUKH.
C yderom oObema NMPUCYTCTBUS BUJICO-
UTP B COBPEMEHHOM KYJIBTYPHOM MPOCTpaH-
CTBE U OTPOMHOTO CIIEKTpa Pa3IUYHbIX HH-
(hOpMaIMOHHBIX TOCTAHUH, KOTOPBIC WMH
TPAHCIUPYIOTCS, HEW30€XKHO BO3HUKAET BO-
MIPOC O S3BIKE BUJICOUTP, 00 OCOOCHHOCTSIX MX
CEMHOTUKH, MEIUAPUTOPUKU U OpPraHHU3alNU
JUCKYpPC-TIPOCTPAHCTB. JTO BCE OCOOEHHO
BaXHO B CBSI3M C T€M, YTO BHUJCOUTPHI 00OIa-
JAIOT OPUTHHAIBHBIM CEMHOTHYCCKUM WH-
CTpyMEHTapueM (HampuMmep, 3HaKaMu Ipole-
JYPHOTO TOPSIIKA W BBICOKOW WHTEPAKTHBHO-
CThIO) B CPaBHEHHUU C APYTUMHU SKPAHHBIMH
menna. boriee TOro, BHUICOWUTPHI TPEICTaB-
JSI0T co00 OJTUH M3 CaMBbIX CIOXHBIX U MHO-
TOTPAaHHBIX BHJIOB MEJHa, CYIICCTBYIOIIUX B
coBpeMeHHoM Meauaskomoruu (Ensslin, 2012:
5-6). CnenuaibHOE€ PaCCMOTPEHUE TOMUKU
«SI3BIK BUJCOUTDP» HEOOXOTUMO NJIsl aJeKBaT-
HOTO TMOHUMaHUSI KHOCPTEKCTOB, HX AKTyallb-
HOM CEeMaHTUKH U MOTEHIIMAIBLHBIX PUTOPHUYE-
ckux Bo3MokHocTel. K coxkamennio, u cero-
THS paboT B JAaHHOW HCCIIEAOBATEIHCKOM OI-
TUKe KpaiHe maio. [ToaTtomy 110 cux mop co-
XpaHseT aKTyalbHOCTh MOHOrpadus A. DHc-
JUH «SI3pIKk urpy», Bhimenmas B 2012 roxy.
Ona sBsieTcs nepBoi GyHIaMEHTAIBHOHN pa-
00TOM, MOCBAIIEHHONH KOMIUIEKCHOMY, CHCTe-
MaTHYECKOMY MU3YUCHHIO MEIHATMHTBUCTHYC-
CKUX U MYJIbTUMOJIaJIbHBIX AUCKYPCOB BHIEO-
urp. OTHOBPEMEHHO ATO UCCIICIOBAHHIE TTOUTH
HEU3BECTHO B OTEYECTBEHHOM JHCKypce game
studies, a camo HampaBJICHUE U3yUYCHHUS A3bIKA
BUJICOUTD MPAKTUYECKU HE PA3BUBACTCA.
Hymaercsi, Oyaer yMeCTHO BHaJaie
OCTaHOBUTBHCS Ha XapaKTepUCTUKE aBTOpa
«SI3pIKa UTP» M PaCKPBHITUH OCHOBHBIX BEX €€
Hay4HOU Ouorpaduu, KOTOpbIE MO3BOJISIOT
Jy4Ile TOHATh JUCKYPCHUBHBIH KOHTEKCT
HamucaHus JaHHOW paboTel. Mrtak, Actpupg
Kpuctnaa DOHCIWH — HEMENKH HCcienoBa-
TeNb B 001MacTu MU(GPOBBIX MEAHa, SBISETCS
ocHoBarteneM >xypHama “Journal of Gaming
and Virtual Worlds” u Bxoaut B peicoBer Ta-
KUX aBTOPUTETHBIX H3JaHUM, Kak “Game
Studies, Context & Media” u “Digital Culture
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& Society”. TlonyuuB B TrOOMHIeHCKOM YHU-
BepcuTeTe 0a3oBoe My3blKaibHOE (Oaka-
JIABPHAT) | S3BIKOBOE (Marucrparypa) oopaso-
BaHUe, oHa B [ eii1ens0eprckoM yHUBEpCUTETE
B 2006 r. 3ammTHIIa TIOKTOPCKYIO JIMCCEpTa-
uuto Ha TeMmy «KaHOHM3aIMs THIIEPTEKCTAa: Uc-
CJIEIOBAaHUS U KOHCTPYKLIUW». YKE B 3TOH pa-
6oTe mposiBUIach ocolasi MEeXIUCHUIUIMHAP-
Hasi UCCIIEOBATENbCKasl ONTHKA — aHaJIMu3
MIPEeIMETHOTO OIS HU(POBBIX TEKCTOB U JIUC-
KypPCOB uepe3 MpHU3MY JIMHTBUCTUKHA U KOMMY-
HUKATUBUCTUKHU. OTHU TPUHIUIBI BIIOCIE-
CTBHH OYIyT MCIIOJIb30BaHbl DHCIIMH MIPU pac-
CMOTPEHHUH BUACOUTD.

C 2006 mo 2016 rr. DHCIWMH 3aHUMAET
JOJHKHOCTH Tipodeccopa HMUPPOBLIX T'yMaHU-
TapHBIX HAYK B Y3JbCKOM yHHBepcurete. Coo-
CTBEHHO, UIMEHHO TaM U ObLjIa cO3/laHa €€ MO-
Horpadus «S3bik urp». Ho ans Hamero pac-
CMOTPEHHS BaKHO YIOMSHYTH JIBE €€ pPaHHHE
paboThl: «SI3BIK B Meaua: perpe3eHTaIH,
UIEHTHYHOCTD, uaconorus» (Language in the
Media: Representations, ldentities, Ideologies,
2007) u «CoznaHue BTOPBIX )KU3HEH: coob1e-
CTBO, WJCHTUYHOCTb M TPOCTPAHCTBEHHOCTH
KaK KOHCTPYKIUH BUpTyaipHOCTH» (Creating
Second Lives: Community, Identity and Spati-
ality as Constructions of the Virtual, 2011). 3a-
METHO, YTO CHayajla aBTOp MHTEpecyeTcs ce-
MHOTUKOM W PpHUTOPUKOH HOBBIX MeJHa,
IIPEX/Ie€ BCEro AKPAHHBIMU THUIEPTEKCTYallb-
HbIMHM MH(OPMAIIMOHHBIMU MaccuBami. Jlanee
OHCIMH obpalaeTcss K pacCMOTPEHUIO TOrO,
KaK TEKCTyaJIbHO, CEMHOTHYECKH H JHUCKYp-
CHBHO KOHCTPYHMPYIOTCS BUPTYaJIbHbIE JTUYHO-
CTH W coolmecTBa (Ha TpUMEpe OHJIANH-
cpenbsl M3BecTHBIX Buaeourp Second Life u
World of Warcraft). B pabote ucciemyercs Bo-
IIPOC O TOM, KaK reiiMepbl KOHCTPYUPYIOT allb-
TEepPHATUBHBIE OHJIAH-PEATLHOCTH C YYE€TOM
0c000ro MOHMMaHUS TEJIECHOCTH U MPOCTPaH-
CTBa B BUPTYaJIbHOW PEATBHOCTU MIPBL. YIKE
JaHHask MOHorpadus AUCHUIUIMHAPHO Haxo-
TIAJIaCh Ha TIEPECEUCHUH MeTMaKOMMYHHKATH-
BUCTHKH, KyJIbTYpOJIOTHH U JINTEpaTypoBese-
HUS, @ METOI0JIOTUYECKHU UCIOJIb30Baja puio-
copckyro pedIeKcuio, COIHUAIBHYIO CEMHO-
TUKY U AucKypc-aHanu3. CoOCTBEHHO 3Ta ke
MEXIUCIUIUIMHAPHAS HANpaBlIeHHOCTh, HO B

Oojnee mupokoM mpeaMeTHoM (okyce, pac-
IPOCTPAHEHHOM Ha BUJICOUTPHI B IIEJIOM, ObLIa
IIPUMEHEHAa DHCIMH B €€ CIEAYIOIIeH KHUre
«S1I3BIK UTPY.

Cpa3y oOpammaer Ha ce0si BHUMAaHHE
Ha3BaHHUE PabOTHI, KOTOPOE MOKET MPOU3BO-
JUTh OOMaHYMBOE BIIEYATIICHUE O €€ COZepiKa-
Huu. JlaObl akneHTHpoBaThb BHHMAaHHME Ha
CJIO)KHOM PENpPE3CHTATUBHOM, COLMATHHOM H
JTUCKYPCUBHOM XapakTepe BUACOUTP, MeIua-
HCCIIeIOBaTeNlb HAMEPEHHO HA3bIBaeT KHUTY
«I3pIK urp», a He «3bIk BUmeourpy». Xotd
(dhopManpHO TIoceHee ObLTO OBl OoNiee aIeK-
BaTHO €€ COJIeP’KaHHI0, OJIHAKO, OHO HE CMO-
KET B JOCTATOYHOU CTCTICHH OXBATUTh MHOTO-
YHCIIEHHBIE TUIACTHI SI3bIKA U JUCKYpCa, OKPY-
JKAIOMINE BUJICOUTPBI, TO, KAK OHH HCITOJIb3Y-
I0TCA M KaK O HHUX OT3bIBAIOTCS pa3jiHyHbIC
reiimepbl. COOTBETCTBEHHO, TMOHITHE «SI3BIK
BUJICOUTP» OKa3bIBAETCS YaCThIO OOJIee MIUpPO-
KOW NMPEAMETHOM TONHKHU — «A3bIK Urp». Ilpu
3TOM aBTOpP HAMEPEHHO YKIIOHSETCSI OT OTBETa
Ha BOIIPOC O CYIIECTBOBAHUH YHUBEPCATLHOTO
SI3pIKa BUJICOUTP U UTPOBOTO Tpoliecca, CTaBs
IETbI0 BBISBUTH W TPOMLIIOCTPUPOBATH TH-
NUYHBIE JIEKCUYecKHe, MOopQOIOTUYECKHE,
MparMaTU4ecKue, KOHBEPCHOHHBIC, MYJIbTH-
MoOJIalbHBIE U IPYTHe AUCKYPCHUBHBIE OCOOEH-
HOCTH U TPOIIECCHI, BO3HUKIINE B COITHAITBHOMN
cepe Buneourp (Ensslin, 2012: 7).

KonnenTtyanbHO, COTIacHO aBTOPCKOMY
3aMBICITy DHCJIHH, MOHOTpadus TOCBSIIEHA
PacCMOTPEHUIO JIBYX KOMMYHUKATUBHO OpH-
SHTHUPOBAHHBIX ACIIEKTOB $3bIKA BHJICOUTD:
Croco00B TPAHCISAIUU BUACOUTPAMHU PA3IHU-
HBIX CMBICJIOB M 3HAYCHHUU W CITOCOOOB Opra-
HU3AllUM TelMepaMu CEeMaHTUYECKH KOHBEH-
IMOHABHBIX  JINCKYPCOB O  BUICOUTPAX
(Ensslin, 2012: 6). Ocoboe BHHMMaHUE cocpe-
JOTOYCHO HAa HM3YYCHWHM 3HAKOBOW KOTCPEHT-
HOCTH BHJICOUTPOBBIX >KaHPOB; MYJIbTHMO-
JAJIBHOCTH B Au3aiiHe uHTepdelcoB; Happa-
THUBHOTO SI3bIKa B BUJICOUTPAX; U, HAKOHEII, UT-
POBOM CEMHOTHKH JIEKCHYCCKUX CPEICTB U
JIEKCUYECKOW TMparMaTuKy Si3bIKa TeiMepoB.
C y4eToMm CIIOKHOU JUCKYPCHUBHOM CUTYyalluu
BHUJICOMUTPOBOTO  B3aUMOJICHCTBUS, DHCIUH
CTaBHT BOCEMb OCHOBHBIX BompocoB (Ensslin,
2012: 7-8), Ha KOTOpBIE MBITACTCS AaTh OTBET
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ee uccienosanue. VIx pacnpeneineHue oKasbl-
BAETCsl KOTEPEHTHO CTPYKTYPHOMY JIEJIECHUIO
paboThl. DMIHUPUYECKUM MaTepUAIOM M HC-
TOYHUKOM MCCIe0BaHUs cTanu 17 momyssp-
HBIX Bujeourp (cpeam Hux Minecraft Grand
Theft Auto 4, Final Fantasy XI u World
of Warcraft), cymecTByronmx Ha pa3TU4HBIX
anmapaTtHelx miuargopMax U HUMEIOIIMX
MHOTOMWIJTMOHHYIO I10JIb30BATEIbCKYIO
ayJUTOPUIO.

Hrak, B Hayajge OCHOBHOM YaCTH MOHO-
rpaduu DHCIIMH PACKpBIBAET, KAKUM 00pa3oM
MOKHO OOBETMHUTH OCHOBHBIE TEOPUH ITyJI0-
JIOTMHM, JTUHI'BUCTUKU U aHAIM3a JUCKypca JUis
pelleHrs 3aJayd KOMIUIEKCHOTO H3yuYeHUs
A3bIKa BUJIEOUTP. ABTOpP OIUCBHIBACT PsIJI IUC-
KypC-aHaJIUTUYECKUX IOAXO/J0B B KOHTEKCTE
NIEePCHEKTUBBl WX MCIOJIb30BaHUSA Ul pac-
cMoTpeHus Bugeourp. OHa oAYepKUBAET, UTO
CJIO)KHOCTh MPUMEHEHMsI JTUCKypC-aHalIMu3a K
BUJICOUTPAM M UTPOBOMY IIPOLIECCY CBS3aHA C
MHTEPaKTUBHBIM XapaKTEepPOM UIPHI, KOI'/la Me-
JTUATPAHCIISIIMS TIPOUCXOINUT Yepe3 aKTUBHBII
UTIPOBOM MPOLECC, a HE B TACCUBHBIX MTPAKTH-
KaX CUMTBHIBaHMS, KaK B Cllydyae C JIPYyTUMH
dbopmamu  UMHGPOPMALIMOHHBIX  PECYPCOB.
Kpome Toro, DHcnuH oOpaiiaeT BHUMaHUE Ha
BaXHOCTh IPOCTPAHCTBEHHO-BPEMEHHOI'O BO-
IUIOLIEHUSI, KOTOPOE MpeAIaraloT UIphl, UTO
OIISTH K€ KaYE€CTBEHHO OTJIMYAET UX OT JpY-
I'MX THIIOB TEKCTOB. 3J1ECh OYEBHU/IHO Pa3BUTHE
ee uJiel, paHee U3JI0KeHHbIX B kHUre «Coza-
HUE BTOPBIX JKU3HEH: cOOOIIECTBO, UAECHTHY-
HOCTb U NMPOCTPAHCTBEHHOCTh KAaK KOHCTPYK-
UM BUPTYyAJIbHOCTH» M ONMPAOIIMXCA Ha
MYJIbTUMO/IAJIbHYIO TEOPUIO.

Jlanee B MOHOTpauu pacKpbIBaeTCsl, Ka-
KM€ acIeKThl TEKCTYyaJlbHOCTH HEO0OXO0IUMO
YUNTHIBaTh MPHU AHAINU3E SI3bIKA BUIECOUTP C
Y4E€TOM UX pa3IM4eHUs] B KayecTBE KYyJbTyp-
HBIX apTedakToB. B yactHoCcTH, paccMaTpuBa-
I0TCS HEKOTOpPHIE OCHOBHBIE OOIIHME YepThI
A3bIKa U UT'P, TAKUE KaK POJIb MIPaBWJI, UTPHI U
TBOpUecTBa. Takke OMUCHIBAIOTCS HEKOTOPbIE
o0I1IMe YepThl MEX/1y BUIACOUTPAMHU U SI3BIKOM,
MIO3BOJISIOIINE UM CKOHCTPYUPOBATh UHTEPAK-
TUBHBIN JUCKYPC.

UerBepras r71aBa NOCBSIIIEHA UCCIIEI0BA-
HUIO TEKCTOBOW MPUPOJIBI BUIACOUTP U IKCILIH-
KalluM TaKUX TOHATUM, KaK UHTEPTEKCTyallb-
HOCTb, HHTEPMEANATLHOCTh, TPAHCMETUAITUS 1
MapaTeKCTyalbHOCTh. 3/1€Ch JOCTaTOYHO IO-
JIPOOHO aHATIM3UPYETCS, YTO UMEHHO XapaKTe-
pHU3YyeT S3BIK UTP W KaK B HEM (POpPMHUPYIOTCS
Pa3IUYHBIC JICKCUYECKHUE STUHUIIBI, MeTadOpbl
1 3HaueHus. TeopeTnueckue CyKJIeHUS U Bbl-
BOJIBI OIHPAIOTCS HA MHOXECTBO AMIIUpUYE-
CKUX TpuMepoB. BecbMma mpumeuaTesbHa aB-
TOPCKasi THUIIOJIOTHS BUICOUTP, TPEICTABIISIO-
masi co0OM OCTaTOYHO MCYEPIBIBAIOIIHM Tie-
pEUCHb JKaHPOB C BBUICJICHUEM THITUYHBIX
CTPYKTYPHO-TEHMIUIEHHBIX 3JIEMEHTOB, IOJ-
TBEPKJICHHBIX KOHKPETHBIMU IIPUMEPaMHU.

B cnenyromeii vacTy KHUTY IPEATNPUHU-
MaeTCs TOTBITKA 0XapaKTEPU30BaTh S3bIK BH-
JICOUTP B MHUKPOCTPYKTYPHOW MOJAIBbHOCTH,
paccMaTpuBasi OTJIMYHUTEIIbHBIE JICKCUYECKHE
1 MOP(DOJIOTUYECKUE XaPAKTEPUCTUKU BUJICO-
UTPOBOTO JHUCKypca M TO, KaK CO3JaTeld U
MOJI30BAaTEIN BUJICOUTP CO3JAI0T CBOU COO-
CTBEHHBIE CIIEIUATN3UPOBAHHBIE CIIOBAPH IS
0003HaUYeHUsI Y3KOCTICITMATU3UPOBAHHOMN Jesi-
TEJIbHOCTH, CBSI3aHHOM C JU3allHOM U HUIPOM.
Ha narmm B3risiz, 3TOT ClokeT B paboTe DHCINH
sBIIgeTCS Hanbomnee ci1abo mpopaboTaHHBIM, a
BBIBOJIbI TPEJCTABISIOTCS BEChbMa IOJIEMUY-
HeIMU. Tak, aBTOpcKasi Kiaccupukanus mpo-
IIECCOB CJIIOBOOOPA30BaHMSI, a TAK)KE €€ TePMHU-
Hosorust (Ensslin, 2012: 69-70) moryT moka-
3aTbCSl C JIMHTBUCTUYECKOM TOYKU 3pPEHHS
CTpPaHHBIMH U JIaK€ HEKOPpPEKTHBhIMU. Kpome
TOr0, MHOTHE TE3HUCHI IISITOU TJIaBBl OCTAIOTCS
000COOJIEHHBLIMHA U JUIIEHHBEIMU OOIIETO KC-
CIIeIOBAaTEIbCKOr0 KOHTEKCTA.

IllecTtast m ceabpMas TJIAaBBI MOCBSIIEHEI
PacCMOTPEHHMIO JBYX OCHOBHBIX BOIPOCOB.
Bo-miepBbIX, pacKpBITHIO TOTO, KaK KOMMYHH-
KaTUBHBIE JCHCTBUS pEATU3YIOTCS B A3BIKE UTP
1 KakuM oOpa3om (Ha ypoBHE Meauarpamma-
TUYECKUX CTPYKTYp) TeiMephl yCTaHaBJIH-
BalOT CBOM COOCTBEHHEIE COIHANLHBIE U KOM-
MYHUKaTUBHbIE TIpaBuia. Bo-BTOpBIX, peKOH-
CTPYUPYIOTCS M THIIOJOTHYECKUA aHATH3UPY-
FOTCSI METaUTPOBBIE TUCKYPCHI, UCIIOIb3YEMbIE
reiiMepamMu U IPyTUMH COITUATLHBIMH CyObEK-
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TaMU{, BOBJICUCHHBIMU B JIUCKYPCHUBHBIA KOH-
Typ WIPOBBIX NMPAKTHK, IS OCYIIECTBICHHS
IPYIIOBON UIEHTUYHOCTH. 3/1€Ch DHCIIUH BbI-
JEJSIET TPU OCHOBHBIX JHCKYPCHBHBIX MO-
JTAIBHOCTH — «KPYTOCTHY, «BECEIIbsH» U «IIPH-
3HATEJIIBHOCTNY», TOMUHUPYIOIIMX BHYTPH Ieil-
MEPCKOM Cpebl.

Crnenyroniyro BOCBMYIO TIJIaBy, JTyMa-
€TCsl, MO)KHO CUMUTATh OJJHOM U3 LIEHTPATbHBIX
HE TOJIBKO 10 00bEMY, HO U 10 COACPKAHUIO B
MoHorpaduu DHciuH. OHa TOCBAIIEHA KOM-
IIJIEKCHOMY PaCKpBITHIO TOT0, KaK MYJbTUMO-
JTATBHOCTh CITOCOOCTBYET MOCTPOCHUIO M TIO-
HUMAHHIO CJIOHBIX CMBICIIOB B UTPOBOM IPO-
1ecce, a TakkKe Kak OHa IMPHUBOJAMUT K OIpese-
JIEHHBIM THUIAM TeWMepckux (MHTep)aeu-
ctBuil. HeMenkuii nccnenoBaTeny mpsMo 3a-
SIBJISIET, UTO «BUACOUTPHI TPEOYIOT MYJIBTUMO-
JATBHOTO aHAJIN3a B TOM CMBICIIE, YTO MHOTO-
YHCIIEHHBIE CIIOCOOBI PEeTpe3eHTaIlu, 0TOOpa-
JKaemble Ha 3KpaHe, CO3Jal0T CJIOXKHBIE CIIOU
cmbicia» (Ensslin, 2012: 118). Ona koHCTaTH-
pPYET, YTO BUACOUTPHI SIBJISIFOTCS OPUTHHAIb-
HBIMH CEMUOTHYECKUMHU apTedaKTamu, co3/a-
IOIUMH TUCKYPCUBHOE TPOCTPAHCTBO IOJIH-
MOJAJIbHBIX MEANAKOMMYHUKAITHH.

Jlanee paccmaTpuBaeTcss BOIPOC O KOM-
MYHHKATUBHBIX OCOOCHHOCTSIX BO3HUKHOBE-
HUS BUPTYAJIbHBIX BUJICOUTPOBBIX MUPOB B CH-
Tyalldd [JWajora WHTEPAKTUBHBIX HIPOBBIX
HappaTUBOB U JEHCTBUI relMepoB. 31eCh 0COo-
O0eHHO yOeauTeabHa aHATUTHKA DHCIIUH apxe-
TUMHYECKUX CIO’KETOB BUJCOUTD, IEPCOHAKEHN
M TIPOCTPAHCTBA, BBICTYMAIONIUX YACTBIO TO-
BECTBOBATEJILHOU CTPYKTYpPbI BUJCOUTD.

B 3akmounTtensHON TiaBe, CyMMHUPYS
[EHTPaIbHBIC HAONIO/CHUS, CAeTaHHbIE Ha
MPOTSKEHUW BCEM KHUTH, DHCJIUH KOHCTaTH-
pPYET, UTO €€ UCCIeAOBaHUs MOKA3bIBAIOT I0-
pa3HUTENbHBINA TapaIoKC B OTHOILIEHUU PETIpe-
3eHTalluu s3blka B Buaeourpax. Tak, co3pa-
TETTW BUACOUTD TIPH pa3paboOTKe MPOorpaMMHOI
ApXUTEKTOHUKM W JiM3ailHa JUCKYPCUBHBIX
MPaKTUK OMHUPAIOTCS Ha KOHCEPBATHBHEIC,
TPaJAUIIMOHAIUCTCKUE COLMOKYJIbTYPHBIE MO-
nenu. OgHako camu TeiiMepsbl, HCIOJIb3ys Ba-
PUATUBHOCTb UTPOBOTO MPOCTPAHCTBA, YACTO
CKJIOHHBI pEalN30BbIBAaTh AIbTEPHATUBHBIE U
HEKOHBEHI[MOHAJIbHbIE ~ KOMMYHUKATHUBHBIE

CTpaTeruy. 3/1eChb )K€ aBTOp HaMEUYaeT HaIlpas-
JICHMSI IS JAIBHEHILEro UCCIIeIOBaHU 3TON
TEeMAaTUYECKOW TONMKU. B wyactHocTH, Tpe-
OyIOT MyJIbTUMOAAIBHOIO PACCMOTPEHHUS, BO-
IIEPBBIX, PEKJIaMa BUACOUTP, BHICTYIAIOIIAS B
KayeCcTBE HOBOI'O MEIHa)kaHpa, BO-BTOPBIX,
BUJICOUTPOBbIE MHTEP(EHCH, BHOCAIINE HO-
BO€, TEJIECHO OPUEHTUPOBAHHOE U3MEPEHUE B
OTIpeIeJIeHUE SI3BIKOBBIX (POPM BUICOUTD.
MOXHO KOHCTaTUpOBaTh, 4YTO paboTa
Actpun Kpuctunel OHcnuH «SI3bIK Urp» sABIS-
€TCS BAXKHBIM COOBITHEM B MEKAUCIUTUINHAP-
HOM pa3Butiu game studies. Ona ¢popmupyer
HOBOE HCCIIEOBATEIbCKOE HAMPABICHUE, CO-
CcpefoTaynBasi BHUMaHUE Ha JIMHIBUCTHYE-
CKOM U JUCKYPCHBHOM PacCMOTPEHHMH BUIECO-
urp. bezycnoBHo, MoHOrpadust DHCIMH UMEET
cBoM cinalble cTtopoHbl. Hampumep, Ha Ham
B3IJIS1/l, HEIOCTATOYHO PACKPBIT IBPUCTHYE-
CKHI IOTEHIIM A MYJIbTUMOIaJIbHOCTU KaK Me-
TOJI0JIOTMYECKOM ONTHUKU 3KCIUIMKALIUU MEJU-
aTEKCTyaJIbHOM OCHOBBI BuAcOUrp. Takxke He
Bcerja yOenuTesbHa aBTOPCKas JIMHUS apry-
MEHTAIUH (HarpuMep, IpH BBIIEIECHUN TUIIOB
reiiMepckoil TMCKypCUBHOCTH) U BechbMa IO-
JIEMUYHBI OIIPEETICHNS Ps1/ia KJIIFOUEBBIX ITOHS-
Tui. OJHAKO 3TH HEAOCTATKU HOCST YaCTHBIN
XapakTep, K TOMY K€ OHH BIOJIHE 0ObSICHUMBbI
M OTYACTH OIpaBJAaHbl HOBU3HOM aBTOPCKOTO
(okyca paccCMOTpEHHs] BUCOUTP. DHCIUH HE
MOTJia ONEepeThCsl Ha Kakue-Inbo MccienoBa-
HUsI, NTOCKOJIBKY OHM IIPOCTO OTCYTCTBYIOT B
naHHOU mpenMeTHo obOnactu. IlosTomy eit
CaMO#l MpHUIUIOCH NPOJENATh CJIOXKHYIO pa-
00Ty MO aganTalMu JUCKYpPC-aHATUTUYECKUX
U MEAMATMHTBUCTUUYECKUX TEOPUM K BUJICOUT-
pam. Ha Ham B3ruisi, MoHOTpadust DHCIIMH SIB-
asietcst  (yHAaMEHTANIbHBIM HCCIIeI0BAaHUEM
sI3pIKa BUJICOUTD, 3aJAIOIIHUM €r0 TEOpeTHYe-
CKHME KOHTYPBI B KOHTEKCTE COBPEMEHHOMN Me-
JIMA’KOJIOTUM W HAMEYaKOIIUM HalpaBJICHUS
MOCJIEIYIOIINX HAYYHBIX U3bICKAaHUM.
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