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CIIOCOBHEI BO3JIENICTBUA UT'P B 2 KAHPE HORROR HA
NI'POKOB

B cmamve npoeodumcn AHANU3 KAOUEBBLT 0coberHocmerd uzp 6 asHcanpe Horror u ux eosdeticmeus wa u2poKros.

BBEJIEHUE

Horror — sTo KaHp KOMIBIOTEPHBIX UI'D, OPU-
E€HTUPOBAaHHBII Ha BBI30B UyBCTBa, CTPaxXa U HAIPsi-
JKEHUs y UI'POKA, BBICTPAMBAHUSI aTMOC(EPHI Tpe-
BOrM M yxKaca. B mrpax xampa Horror obnrano mc-
MOJIB3YIOTCS TEMHBIE U 3AIIy TAHHBIE CIO2KETHI, & TaK-
2K€ MEXaHUKH, CIIOCOOCTBYIOIINE CO3/IAHUIO IIyTafo-
el 00CTAHOBKU U WCIIBITHIBAIONINE HABBIKUA UI'PO-
ka. /Iyt cozpmanust xoporreit urpel Tpedyercs Io-
HUMAaTh — KAK UMEHHO IIyTaeT 9TOT TAWHCTBEHHBIHA
JKAHD, U KaKWe MMPUEMBI BO3EHCTBUS HA UTPOKA B
HEM BCTPEYAIOTCS.

I. PasnoBugHOCTU KAHPA HORROR

Urpwi, monamatonine B OOIMUPHYIO KATETOPUIO
xaHpa Horror, MOXKHO ¢ JIErKOCTBIO ITOJIETUTH HA
HECKOJIbKO SIDKUX U YHUKAJIbHBIX [TOJZKAHPOB.

Survival Horror — mojzxanp kareropun Horror,
YaCTO CTABSIINI UTPOKOB B CHTYAIMIO, TJIe HEOOXO-
JIIMO BBI)KUBATDb B BPaXKIeOHOH OKpy2KaroIieil cpe-
ne. Crpax 3a COOCTBEHHYIO »KW3Hb U OIDAHUYEH-
HBIE PECYPCHI CIOCOOCTBYIOT BOZHUKHOBEHUIO Ha-
npsizkeHHoit armocdepsr. [1]

Psychological Horror — noakanp, B KOTOpoM
OCHOBHOE BHUMAHWE YJIEJISIETCS BbI30BY BHY TPEHHUX
CTPAXOB U TPEBOT UT'POKA ITyTEM UCCJIEIOBAHUST [ICH-
XOJIOTUIECKUX ACIIEKTOB yrKaca M OKA3aHUs JABJIe-
HUSI HA TICUXUKY IEePCOHAXKEH U UTPOKOB.

Action Horror — nojkanp, KOTopbiii coueraer
B cebe 3JIeMeHThI IKIeHa u y2Kaca. VIrpokam mpeio-
CTABJISIETCST BO3MOYKHOCTD COBEPINATE JIEHCTBUS, TH-
[UYHBIE JJIsT UT'D KaHpa Action, Takue Kak CTpe/ib-
0a, cpaXeHHWsi U IMPECJeJOBaHNUs, B TO BpeMs KaK
CIOZKET UT'D JIAHHOTO MOJZKAHPA CTAPAETCS BHYIITUTD
WUI'POKY YyBCTBO CTpaxa.

II. AHAN3 KJIFOYEBBIX OCOBEHHOCTEN
s Toro, 9To0bI 3aTPOHYTH HaMbOJIEe IITHPO-
Kuif CIeKTp 371eMeHTOoB )KaHpa Horror, 6ygeT mpose-
JIEH aHaju3 JBYX KpaiiHe OTIMYHBIX APYT OT JApyTra
[TOJI>KAHPOB.

o 1mosiBieHnsT IEPBBIX UI'P, IIPECIEIOBABIINX
1[eJIb HAILyTaTh UI'POKA, CAMBIMU IIOIYJISIPHBIMU Me-
nua B xKaHpe Horror ObLmm KUHOMUIBMBI U TeJece-
puanbl. O4eHb 9aCcTO 3PUTE/IN, BOBJIEKASIChH B IIPOUC-
XOJISAIIIee Ha SKPAHE, OCTAIOTCS HEJOBOJBHBIME JIEii-
CTBUSIMU IVIABHBIX [€POEB U CIUTAIOT, YTO OHU CIIPA-
BUJINCH OBI ¢ TTpobJIeMoit Kyga Jydine. Tak, Urpbl B
kaHpe Survival Horror mosBosmiu cBoeit ayauro-
pUM IIOYyBCTBOBATH IMOJIHYIO CBOOOY BBIOOpa CBO-
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eii cyapbol. C Jpyroit CTOPOHBI, Urpa Hem3OEKHO
OyaeT TpebOBaTH BBHIIIOJIHEHUS OIIPEIEJIEHHBIX CIO-
JKETHBIX JIeHCTBUiI, TeM caMbIM OOOCHOBBIBasi MO-
THBAIUIO TIEPCOHAXKA U CAMOI'O MI'DOKa. TakuMm 00-
pasom, momekanp Survival Horror obpén momyssp-
HOCTH OJtarojaps mHambosiee OJM3KON Tepesate ur-
POKY OIIbITa CBOEI'O IIEPCOHAXKA.

ABCOJIIOTHO TTPOTHBOITOJIOKHBIM  ITOJ[KAHPOM
MoxkHO HazBaTb Psychological Horror. Urper sro-
ro JKaHpa Yallle BCEro HA3BIBAIOT JIYUIIUMH IIPEJI-
CTABUTEJISIMA KATETOPUHU Y ?KACOB, TaK KaK OHU UC-
[TOJIB3YIOT OJIHU U3 CaMBIX CJIOKHBIX CIIOCODOB B3a-
UMOJIEHCTBUS C UTPOKOM.

Urper B xkanpe Psychological Horror 3ata-
CTYIO He TI0/Ipa3yMeBaIoT CBOOOLY JEeUCTBHIA CO CTO-
POHBI UI'DOKA, OrpaHuYnBast ero Bosio. OCHOBHBIM
9JIEMEHTOM TAKUX WI'D BBICTYIAET CIOYKET, KOTOPBIii
CTPEMUTCH BBI3BATH y UI'POKA HAMOOJIEE MTPOTUBO-
pevnBbIe SMOIUU U OIIYIIEHNE TOCTOSHHOU TPEBO-
ru u guckomdopra. KioueByo posb urpaioT rpa-
MOTHO BBICTpOeHHasi arMocdepa, 3hdEeKT HEeoXKu-
JAHHOCTY U IPOTUBOPEYNBOCTHU, MAHUITYJISATINAS Ty B-
CTBAMM UT'POKA IIyTEM OI'DAHUYIEHUs] PECYPCOB, BBI-
CTaBJIEHUS] MOPAJILHO TSXKEJIBIX BBIOOPOB, BHYIIIE-
HUAsl HETaTUBHBIX SMOIMN MW 4YyBCTBA BUHBI. Tak,
xaHp Psychological Horror crapaercst Hamyrars He
CTOJIBKO HEPBOOBITHBIM KEeJIAHUEM BBIXKUTH, CKOJIb-
KO HOCTOSIHHBIM JUCKOMGbOPTOM U TPEBOroii. [2]

III. TIPuEMBI BO3JENCTBUSA »KAHPA HORROR
ABCo0THOI OCHOBOIH ycTpalieHus JI00i ur-
pot B xkaupe Horror sBiisitores e€ atMmocdepa u ceT-
TUHT. ['PAMOTHO BBICTPOEHHBIN CIOXKET CIIOCODEH 3a-
TPOHYTH JIFOOBIE TEMBbI, JIeJIasi UI'POKa 60JIee BOCIIPH-
UMYHUBBIM U OTKPBITHIM OCHOBHOH mjee. O iHAKO He
TOJILKO HAPPATUBHBIN JW3aiiH UTPbI HeceT B cebe
KJIIOYEBOH CII0c00 BO3JEHCTBUAS Ha UI'DOKA.

Urpsr B xaupe Horror mamepeHHO CKpbIBa-
0T 9acTh HyxKHOI mHpopmanuu. He maBast urpo-
KaM BO3MOXKHOCTH XOPOIIO pa3odpaTbcs B JIOKa-
un, OGBITH OCBEIOMJIEHHBIM O KOJTMIECTBE 370POBbs
CBOET0 IMEepPCOHAXKA WM O HAJUYIUU Bpara HOOJIH-
30CTH, UT'Pa 3aCTaB/IdgeT YIUTHCA TIOHUMATh IIPOUC-
XOJIgIIee JIUIIb 110 OCOOEHHOCTSIM BHYTPHUUIPOBOIO
MHPa, YeM CUJIbHO 3aTPYyJHdAET BO3MOXKHOCTDH IIPO-
JyMaTh U PACCINTATH OE30MMACHBIN IJIAH TEHCTBUIA.
IIpumepom ganHoOrO mMpméMa MOXKHO CIATATH UTPY
«Silent Hill», B koropoii orcyrcrBoas HUD — Bup-
TyanabHBIN nHTEpdeEiic. (3]

IIpourpsim 1077KeH BBI3BIBATH CTpecc. JyB-
CTBO CTpaxa U IIOCTOSTHHOI'O HAIIPSIXKeHUs BO3HUKA-



€T y UIPOKa B IPOTIECCe OKUIAHUS BHE3AMHOTO CO-
ObITHS, M30€KaTh KOTOPOEe MOXKHO JIUIIH OJI1arogapst
HaBBIKaM, pa3BUBaeMbIM B urpe. Tak, BO MHOIHX
[IPOEKTax, CMEPTh UI'POBOIO IIEPCOHAXKA COIIPOBOXK-
JAeTCs CKPUMEPOM — ITYTAIOIUM KaJIPOM C HEIPU-
STHBIM TPOMKHUM 3BYKOM. [IpuMedaresbHbIM IPOeK-
TOM, HCITOJIB3YIOIIEM ITOT CIIOCOD, SIBJIS€TCS WHJIH-
urpa «Five Nights at Freddy’s».

UcnonwzoBanve HenpusTHbIX TeM. Urper B
»kaupe Horror MoryT moBecTBOBATEL O TeMaX, BHI3bI-
BAIOIUX JUCKOMQOPT y OOJIBIITIMHCTBA UTPOKOB: OK-
KYJIBTU3M U CEKThI, FPOTECKHOE M300paykeHne CMep-
T U HOJIy4YeHUsd yBe4uii, IOTyCTOPOHHHE SIBJICHUA
¥ TaWHCTBEHHbIE COOBITHUsI, (POOUM U IICUXUIECKUE
paccrpoiicTBa. BoBjiedenne urpoka B mporiecc Iie-
PEeXKUBAHUS TPABMUPYIOIIErO OMBITa CIIOCOOHO CJ1e-
JIaTh UTPOBOM IPOIIECC HAIPSI)KEHHBIM 0e3 1ToTped-
HOCTH B UCIIOJIb30BAHUN CJIOYKHBIX MeXaHUK. VHm-
npoekT «Iron Lungs» yaadHo UCIOIb3yeT KIayCcTpo-
doburo — 6OSI3Hb 3AMKHYTOI'O ITPOCTPAHCTBA — KaK
[JIABHBIA 3JIEMEHT YCTDAIICHMUSI.

JIummenne urpoka cuiabl. Takoit crmocob cosa-
€T JIOJDKHBI KOHTPACT € UI'PAMH JIOOOro JIPyroro
»xaHpa. VIrpoku, NIpUBBIKIIIE HOBBIIIATD CUIY U Ha-
BBIKM Ha MPOTSIYKEHUU UTPOBOIO MPOIECCa U HEMU-
HyeMO MO0eXKIAaTh BPAroB, OKaXKyTCsA abCOJIIOTHO
6e33aIMUTHBIMI TIEPeJT y2Kacalolei yrpo3oit, m3be-
2KaTh KOTODPYIO JMOO HEBO3MOXKHO, JUOO KpaiiHe
caoxkuo. [Ipuém sinnienns nrpoka CUIbl JEMOHCTPH-
pyer urpa «Faiths. [4]

3AKJIIOYEHUE

Takum obpaszom, urps! B :kaupe Horror — oxmn
U3 CAMBIX PA3HOOOPA3HBIX M 3AIIOMUHAIOIUXCS TIPO-
€KTOB, OTJIMYAIONINECS YHUKAJIBLHBIME IOIXOJAMI
JUIsT B3auMojielicTBus ¢ urpokoM. Jlasieko 3a mjeda-
MU OCTaJINCh OJIHOOOPA3HbIE UCTOPUU IIPO 3aMKHU C
IpUBHUICHUAME. [JIyOOKHE MCCIeIOBAHNS U AHAJIN3
0COOEHHOCTE TICUXUKY 1 BOCIIPUATHUS HH(POPMATIAI
JIEJIAIOT COBPEMEHHbIe Urphl B 2kaupe Horror nacro-
SIIUMU  SHITUKJIONEIUSIMUA  9€JIOBEYECKUX CTPaXOB.
2Kanp Horror pa3ssi3piBaer pyku reiiMmusaitnepam,
ITO3BOJIsIsT BOCCO3/IaBaTh HEOOBIYHBIE 3aJIyMKH, J10-
HOCHTDH BayKHBIE IOCBHLIbI, IIPOU3BOIUTH BIIEYATIIE-
HUE W BBI3BIBATH CaMble UCKPEHHUE U SPKUE IMO-
IUU.
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