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«Boobpaxaemoe CpegHeBEKOBbE» B BUAEOUIPAX:
CUHXPOHM3ALUMS VS PEKOHCTPYKLIMS

Yale BCero BUAEOUTPbI B CPeHEBEKOBBIX AeKopaLuax 6e3 aneMeHToB
KaHpa (3HTEe3M OCHOBBIBAKOTCSA HA Mee LOCTOBEPHON PEKOHCTPYKLMU MU-
HyBLUEW 3MOXuW. [eMMamn3anHepbl NbITAKTCS CMOAENMPOBATL Kak MacLTab-
Hble CoLManbHble, 3KOHOMUYECKMEe, MONUTUYECKME NPOLLECCHI, TaK U, Ha-
npumep, 0C06EHHOCTM NOBCEAHEBHOM XM3HM YenoBeka CpegHEBEKOBbS.
Mpn Nogo06HOM PEKOHCTPYKLUMM B UTPaX BO3HMKAOT 31EMEHTbI, CO3BY4YHbIE
Pa3/IMYHbIM aKaLlEMUYECKMM HayYHbIM KOHLEMUUAM.

OnpepneneHHoe BO34eNCTBME HA Pa3BUTUE BUAEOUTP OKa3an U CKeMNTU-
4ecKuii B3rnaL, UCTOPMKOB-MOCTMOLEPHUCTOB, COMHEBABLLMXCS B CAMOM
BO3MOXXHOCTM 06peTeHns LOCTOBEPHOr0 3HaHWS O NPOLLIOM. SIpKUit Npu-
Mep — NPUHLMM KCUHXPOHM3ALMMU», NPELNOXEHHbIV CO34aTENSIMU UTPOBOM
cepun «Assassin’s Creed». [Torpy>keHve B NpoLwnoe NoAaeTcs B HUX Kak
nyTewecTBMe No BOCMNOMUHAHMAM LaNeKoro npeaka, npoxoasiiee B nonbiT-
Kax € 6onbLIei M MeHbLUEN CTENEeHbI0 TOYHOCTM YrafaTb ero NoCTyMKy.
Co3paTtenu Urpbl He CTPEMATCS AaTb reiMepam BreyaT/ieHue «A40CTOBEPHO-
CTW», NOAYepPKMBas, YTO Nt0Has NOMbITKA MCTOPUYECKOWM PEKOHCTPYKLMM Ha
[ene SBNSeTCs KOHCTPYMPOBaHWEM UCKYCCTBEHHOW peasibHOCTH.

Knwouessie c108a: BUAEOUrpbl; UrpoBas cepus «Assassin’s Creed»;
nctopuorpadus; MeAneBann3M; PEKOHCTPYKLMS; CUHXPOHMU3ALMS..
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“Imaginary Middle Ages” in Video Games:
Synchronization vs Reconstruction

Commonly, video games in the medieval setting without fantasy elements
are based on the idea of “reliable” reconstruction of the past. Game
designers are trying to model large scale social, economical and political
processes as well as, for instance, peculiarities of the medieval everyday
life. By such reconstruction the gameplay often includes some elements,
similar to the ideas of the different historiographical schools.

A certain impact on the development of video games has had a
skeptical view of postmodern historians who doubted that it is possible
to gain reliable knowledge about the past. An interesting example is the
principle of “synchronization” proposed by the creators of the game series
“Assassin’s Creed”. Immersion in the past is represented here as a journey
through the memories of a distant ancestor, attempting to guess more or
less accurately the ancestor’s deeds. The game designers do not try to give
the gamers an impression of “authenticity”, emphasising that any attempt
at historical reconstruction is in fact just a construction of artificial reality.

Key words: Historiography; game series “Assassin’s Creed”; medievalism;
reconstruction; synchronisation; video games.

FOR CITATION

Anyppuesa A. C. «<Boobpaxaemoe
CpenHeBeKkoBbE» B BUAEOUTPAX:
CMHXPOHM3ALIMA VS PEKOHCTPYK-
ums [Digital Resource] [Anufrieva A.
“Imaginary Middle Ages” in
Video Games: Synchronization vs
Reconstruction] // Vox medii aevi.
2019.Vol. 2(5). P.150-167. URL:
http.//voxmediiaevi.com/2019-2-
anufrieva



http://www.hist.msu.ru/departments/8823/people/teachers/53461
https://moscowstate.academia.edu/AAnufrieva
http://voxmediiaevi.com/2019-2-anufrieva
http://voxmediiaevi.com/2019-2-anufrieva

AHACTACUA AHYDPUEBA

«Boobpaxxaemoe CpepHeBeKOBbe»
B BUAEOUrpaX: CUHXPOHMU3ALUS
VS PEKOHCTPYKLUSA

accMaTpuBasl MPOSIBJIEHUSI MeayueBaau3Ma B COBpeMeH-

HOI MacCOBOJVi KyJbType, Helib3s1 He 00paTUThCs K cde-

pe, TIe cpemHeBeKOBble 00pa3bl OCOOEHHO pacIpoCTpa-
HeHbl,— K BUIeourpam. 3agada reimMan3aiiHepOB —He TOJbKO
CMOZeIMPOBaTh YCTPOMCTBO BUPTYAJbHBIX CpeJHEBEKOBBIX MMU-
POB, HO U 3a7aTh Te UJIM MHbIE TPUHLUIIBI B3aUMOAENCTBUS UTPO-
KOB C 9TO#1 aJIbTePHATUBHO peaibHOCTHIO. [IJISI 9TOro HeoOX0aMMO
MICKaTb OTBETHI HA BOIIPOC, KAKMMMU MYTSIMU BO3MOXKHO (M BO3MOX-
HO JI1?) TIOTPY>KEHME COBPEMEHHOI'0 YeloBeKa B MHYIO 3I10XY.

CeromHsi BUAEOUTPBI OCMBICSIIOTCS B PAMKaxX MEXIUCIUTIIN-
HapHOI 00/1aCTU UCCIeIOBaHMI game studies KaK OIHO M3 CAMbIX
MHOTO0OPa3HbIX CUMHTETUYECKUX KYJIbTYPHBIX siBieHUit. 1 co6-
CTBEHHO KaK UI'Pbl — CUCTEMBI ITpaBMJI, U KakK clienuduieckme
dbopmbl HappaTHuBa, MoApa3yMeBalollie BapuaTUBHOCTh M He-
JIMHEHOCTb TTOBEeCTBOBAHMSI, ¥ KaK HOBBII BUJI MeauyMa MU
mcKkyccTBal. Hekorpma ocTpbie AMCKYCCUM MeXAY MpUBepsKeHIa-
MM HappaTojoruu (paccMaTpuBamwIleit BUAeOUTpbl Kak hopmMy
HappaTuBa) U JIIOAOJIOTUM ([elaloleil akIeHT Ha crienuduue-
CKUX «UTPOBBIX» 0COOEHHOCTSIX) B IMOCJIEAHME TOAbl CMEHMUIT 60-
Jiee B3BellleHHbI MCCIeq0BaTeIbCKUI MTOAXO0/T, YUYUTHIBAOLIUIA
pa3jMyYHbIe aclekThl 3TOV TeMbl B KOMILIeKce?.

O6pa3sbl CpefHEBEKOBbS MOT'YT BOIUIONIATHCS B BUIEOUTPAX
OJHOBPEMEHHO Ha MHOXeCTBe YpPOBHeI — B TOM UMCJie Ha CIo-
KeTHOM, BU3yaJbHOM, 3BYyKOBOM, — ITOA0OHO TOMY, KaK OHU BO-
TUIOILAIOTCS U B IUTEpaType, JKUBOMUCHU, My3bIKe MU KMHO. Of-
HAKO B TAaHHOM CjIyyae Hallle BHMMaHMe OyJeT cocpeaoToueHo
CKOpee Ha «MUTPOBOI» crieluduKe: crrocobe BbIpaxkeHus obpasa

© A. Anyppuesa, 2019 - 152 -

1. NccnepoBanus Buaeourp, game
studies, akTMBHO pa3BMBaNUCb

Ha NPOTAXEHMM ABYX MUHYBLUIMX
,qecmmnemﬁ KakK MexaucumninHapHasa
0651aCTb, MHTEpECYIOLLAs He TONbKO
CneuranncTosB No MHGOPMALMOHHBIM
TEXHONOrUSM, HO U dunocodos,
COLMONOroB, NCUXOOrOB,
KynbTyponoros. [ogpobHee cM.
0630pbl: San Nicolds Romera C., Nico-
lds Ojeda A. M., Ros Velasco J. Video
Games Set in the Middle Ages: Time
Spans, Plots, and Genres // Games
and Culture. 2016. Vol. 11. P. 2-6;
BemywuHckuii A. C. To Play Game Stu-
dies Press the START Button // Jloroc.
2015. N21(103). C. 41-60; Kline D. T.
“All Your History Are Belong to Us™:
Digital Gaming Re-imagines the Mid-
dle Ages // Digital Gaming Re-imagi-
nes the Middle Ages / ed. by D. T. Kline.
New York, 2014. P. 1-11.

2. fOn M. PacckasblBaloT M Urpbl
uctopum? KpaTkas 3ameTka 06 murpax

1 Happatusax // Jloroc. 2015. N21(103).
C.61-78; Kubinski P. Toward a Poetics
of Video Game // Forum of Poetics.
2016. Vol. 2. P. 22-23; Wolterink J.
Authentic Historical Imagery: A Sug-
gested Approach for Medieval Vide-
ogames // Gamevitronments. 2017.

N2 6. P. 4-7.
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3MOXM Yepes3 camMo YCTPOMCTBO UTPOBOTO Mpoiiecca — reimmiaei’
(KOTOPpBIii, BIIpOoUeM, He Bcerga BO3MOXKXHO YeTKO PasTpaHUUUTD
C onpefeleHHbIMM 37IeMeHTaMy CeTTUHTA UJIM HappaTuBa).

Ha ceropgHsiIHNUIi AeHb CYIIeCTBYIOT COTHU UTP B CpelHeBe-
KOBOM CeTTUHTe, B CaMbIX pa3HbIX XaHpax: oT RPG (posieBbIX
Urp*) U NpUKIOYeHYeCKUX 60eBUKOB N0 CTpATeTuii U CUMYJIS-
TopoB®. HacTosmmuit 6yM B JaHHOI cdepe IMpuiIesics Ha mocIe-
HMe ToNTopa AecaTuiieTus. [leiicTBue MOmOOHBIX UTP TOpa3Io
yalie pa3BopaunuBaeTcsl B paHTaCTMUECKUX MUPaX, OTHBIX Ma-
TUMU U BOJIIIEOHBIX CYIIECTB, YeEM B «UCTOpUUECKUX» CpemHux
Bekax’. Hepenko 1 B urpax 6e3 37eMeHTOB (oHTE3U MPUBSI3-
Ka K MCTOPMYECKOMY KOHTEKCTY OKa3bIBaeTCs CKOpee YCIOBHOIA,
a caMM CpeIHeBeKOBbIe 00pa3bl JIETKO 3aMEHUTH JIIDOBIMU MHBbI-
MM 6e3 CyIIeCcTBeHHO TpaHCchopMaLyy UTPOBBIX MEXaHUK.

MHorue Urpbl, B KOTOPBIX «peaqnCcTUIeCKNUii» CpeaHeBeKOBbIN
CEeTTUMHT Haubosiee TpopaboTaH, CO3AAIOTCS B CTpaHaX U pPeruo-
Hax, IJle COXPaHWUJIOCh CBSI3aHHOE C 3TUM MepUoI0M UCTOpUYe-
CKOe Hacjaenye U rae MeayeBaabHble CIOKeTbl BOCIIPMHUMAKOTCS
KaK 4acCTb HALIMOHAIbHO UCTOPUM U KYJIbTYPbI. HacTO 3TO — 107 -
XO/I JIOKQJIbHBIX €BPOTEICKMX KOMITaHMi1, He 06/1a1al0INUX CTOIb
KPYITHBIMM OI0KeTaMM, KaK TPaHCHAIIMOHAIbHbIE KOPIIOPALNH,
M TIBITAIOLMXCS MCITOb30BaTh B KaueCcTBe KO3bIpeil CBOI0 permo-
HaJIbHYIO CITelMdUKY ¥ OpUTMHATbHbIE UTPOBbIE MEXaHUKM.

HWrpbl OT eBpomneickux pa3paboTunKoB — 3TO, HANIpuMep, He-
MelKue sKoHoMuyeckue cumynsatopbl «Europe 1400: The Guild»’
1 «Anno 1404», yenickas poseBasi urpa «Kingdom Come: Deli-
verance», ctpateruu ot 6puranckoit Creative Assembly u mBes-
ckoii Paradox Entertainment®. B ogHOM psimy ¢ HUMM MOSKHO YIIO-
MSIHYTb U, cKaxkeM, cepuio RPG «Mount and Blade» ot Typenkux
co3paresei: MHOTHE NeTaau B Hell OTChbUIAIOT K UCTOPUM CpeiHe-
BeKOBOr'o BocToka 1 Bu3aHTuM C ee KyJabTYpPHBIM apeasioOM.

[IpMHIMIIMAIBHO 3HAUYMMO AJ1sT GOIBIIMHCTBA BUILEOUTP 00
uctopuueckom CpegHeBeKOBbe CTAHOBUTCS MesI pPeKOHCTPYK-
1M — BOCCO3/IaHMSI MaKCUMMaJIbHO AOCTOBEPHOIO 06pa3a 3IoxXu
C OTIOPOJi Ha MOAJIMHHBIE UCTOPUYecKe (paKThl. ITO IMpeosara-
eT, YTO B TOV WJIM MHOJ Mepe Ha co3[aTesei UTP BAUSIIOT U KOH-
Heniuuyu npodecCrMoHaTbHbBIX UCTOPUKOB-MeINEeBUCTOB (KOTOPbIX,

—153 -

3. Lindley C. A. Narrative, Game Play,
and Alternative Time Structures for
Virtual Environments // Technologies
for Interactive Digital Storytelling and
Entertainment / ed. S. Gobel. Berlin;
Heidelberg, 2004. P. 183-188.

4. Ot anrn. «role playing game».

5. CM., Hanpumep, 0630p 06WHPHONA
6a3bl JaHHbIX MO BUAEOUTPAM

B CPeHEBEKOBOM aHTypaxe, U3LaHHbIM
B nepuop 1980-2015 rr.: San Nicolds
Romera C., Nicolds Ojeda A. M., Ros
Velasco J. Op. cit. P. 6-22. MopgpobHee
06 1X XaHpoBOM MHoroobpaswuu: Ibid.
P.17; Kline D. T. Participatory Medi-
evalism, Role Playing, and Digital
Gaming // The Cambridge Companion
to Medievalism / ed. by L. DArcens.
Cambridge, 2016. P. 84-86.

6. CKkaxxeM, N0 CTaTUCTUKE,

KOTOpYO NPUBOAST CO3AaTENM
BbILLIEYNOMSHYTON penpe3eHTaTUBHOM
6a3bl faHHbIX, UIMEHHO Ha BULEOUTPbI
B «PIHTE3UNHOMY» CETTUHrE
npuxoauTcs Gonee Yem [Be TpeTU BCeX
urp «o CpenHeBekoBbe»: San Nicolds
Romera C., Angel Nicolds Ojeda M., Ros
Velasco J. Op. cit. P. 2-3, 7.

7.30ecb U fanee Ha3BaHUS BUAEOUTP
6ynyT NpuBeneHbl B aHII0A3bIYHbIX
BapuaHTax, He3aBMCMMO OT TOrO,

B KaKMX CTpaHax OHU Bblin
paspaboTaHbil.

8. 3T KOMNaHUM B CBOUX UIPOBbIX
cepusx «Total War» u «Europa Univer-
salis» 3aTparnBaloT cpefHeBeKOBYHO
TEMATUKY Hapsaay C CloXeTamu,
CBA3aHHbIMK C APYTMMU UCTOPUYECKNUMHU
nepuoaamu.
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XOTSI U C PSIIOM OTOBOPOK, BCE K€ MOYXHO Ha3BaTb KIKYEBbIMU
«IIOCTaBIIMKaMu» 3HaHU 0 CpegHeBeKOBbe, B T.4Y. yCBauBae-
MbIX MaCCOBBIM CO3HaHMEM, BOCITPOM3BOASINMUXCS B yUeOHMKAX
M T.11.). YaCTO MOXHO TOBOPUTH HE CTOJIbKO O CO3HATEIbHOJ OI10-
pe reiiMay3aiiHepOB Ha KOHKPETHbIe HayUYHble PAOOTHI, CKOJIBKO
00 MHTYUTUBHOM BOCIPOU3BEIEHUN 3JIEMEHTOB TeX MJIM MHBIX
HAYYHbBIX KOHIEeMIMI 1iIu 06 oTlocpeloBaHHOM 3aMMMCTBOBAHUM
9TUX UL e —HalpuMep, U3 APYIUX NpPOoU3BeaeHNT MacCOBO
KyJAbTypbl. [Ipy 3TOM JaneKko He Bcerga peuyb UAeT O BAUSHUU HO-
BeiInX, Haubojee akKTyaJbHbIX MCTOPUUECKUX MCCIed0BaAHMIA;
CKOopee, 37eCb MMeeT MeCTO HeKoe CMellleHMe MpeCcTaBlIeHu,
XapaKTePHBIX [IJ1S1 CAMbIX Pa3HbIX IE€PUOLOB ¥ HAYYHBIX IIKOJI.

[TosTOMY B J@aHHOM MCC/IeJOBAHMM HE CTaBUTCS 3a4a4a TOY-
HO yKa3aTb Ha KOHKPEeTHbIEe UCTOPUYECKMe TPYAbl, BO3AEiCTBO-
BaBlllye Ha co3jaTesiei TOM UIu MHOM Urpel. B mepBylo ouepenn,
IJISI HaC BaXXKHO IIPOAaHaIM3UPOBATh, KaK MPOSBISIOTCS B UT'PAX
Te WIM VMHbIe UOeu, CO3BYyYHbIe K/III0UeBbIM HayYHbIM MeJueBU-
CTUYECKMM KOHIIEIIIUSIM, He YIJIyOJIsisiCh B MOAPOOHBIN aHAINU3
TOTO, KaKMM 00pa3oM BO3HMKAIOT 3TU CO3BYUMSI, SIBJSIIOTCS JIU
OHM Pe3y/IbTaTOM IPSIMOTO MJIM KOCBEHHOTO BIUSIHUS. 3[1eCh OyIeT
MpeJjIoKeH CKopee B3IJISIA Ha OTpaXkeHMe UCTOPUUECKMX KOHIIeIl-
LM B BUJEOUTPAX «M3BHE», C TOUKU 3peHus IpodeccroHanb-
HOTro MCTOpMuKa. To, Kak MOHMMAIOT ero caMu reiman3aiHepbl
U reiiMepbl, U B 11€JI0OM SIBJISIETCS JI OHO OJISI HUX IIpeaMeTOM
pediiekcuu, cO3HATEIbHO OCTaBJI€HO HAMM 3a CKOOKaMM U MO-
KeT CTaTh TeMOJ OJISl OTAEJbHOTO UCC/Ieq0BaHMsI.

CnemyeT OrTOBOPUTHCS U O TOM, UTO [AJISI TeiMOu3aliHEePOB
MIPUHLUIIMAIBHO BaXKHO HE CO3[1aTh TOYHYIO PEKOHCTPYKLMIO KaK
TaKOBYIO, a JaTh BIleUaT/IeHMe TOUHOM PEeKOHCTPYKUUU UTPOKY
(oBe 3T 3aauy HepeaKO MOTYT He COBMNaAaTh, a TO ¥ BOBCE MPO-
TUBOPEUYUTDH APYT Apyry). CriennaanucTsl 1o game studies cripaBe[i-
JIMBO YKa3bIBAIOT Ha TO, UTO IJI pa3paboTUMKOB BUIEOUTP B I10-
IOOGHBIX CJTydasiX MPUHIIUITMATIBHOE 3HAUeHNEe UMEET He CTObKO
«McTOpMUeckast TouHocTh» (historical accuracy), CKOJIbKO «MCTO-
pudeckoe nmpasgomnomobme» (historical authenticity). Kpurepuem
MpaBIOIIOA00MS TP ITOM CIY3KaT, B IIEPBYIO OUepe/ib, IpeIcTaB-
JieHUsI OOJIBIIIMHCTBA UTPOKOB, JIJISI KOTOPBIX peaynu pasanuyHbIX

— 154 —
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MepMoI0B MOTYT CMEIIBATHCS, a JOCTOBEPHBIMM MMOAYAC KAKYT-
CSI TIOMYJISIPHBIE CTEPEOTUIIBI 00 3TTOXe MM 06pa3bl, 3HAKOMbIE
0 XYy 0KeCTBEeHHbIM MTPOM3BeAeHMSIM, B TO BpeMsl KaK «CKy4uyHast
peaMCcTMUYHOCTb» BbI3bIBAET HeoBepue’.

MyTn pekoHCTpyKLUUK

Bo MHOTUX BUJeouUrpax B kKaHpe cTpaTeruu (Hampumep, «The
Settlers», «Stronghold», «Age of Empires II: The Age of Kings»),
rJe UTPOKY IpejiaraeTcs BbICTYIIUTD B POJIM MEJIKOT'0 MJIN KPYTI-
HOTO CpeJJHeBeKOBOI'0 BJIACTUTEJISI, MOXXHO BCTPETUTb UIEeN, BOC-
XOISIMe K MapKCUCTCKOM uctopuorpadyu, mycTb M BOCIIPOU3-
BeleHHbIe B OUeHb YIIPOIIeHHO# Gopme.

Ba)kHbII1 aKI[eHT B HUX CAeJaH Ha PeKOHCTPYKLMM 3KOHO-
MUYECKUX U TTOJTUTUIECKUX 0COOEHHOCTEeN 3TOXM, TPAaKTOBAH-
HBIX B Ayxe ¢dopManmoHHOro rmoaxona'’. [IpyuBbIUHBI AJ1sT JAHHOTO
’KaHpa TaKkue «peanun» BUPTyaabHOro CpegHeBeKOBbs, COCTAB-
JI0lMe OCHOBY TelimIuies, Kak (peomasbHas pa3aipobIeHHOCTb,
KOTOPYIO0 HE06XOIMMO TIPeoIoeTh IO Mepe «IIPOTPeCcCUBHOTO
Pa3sBUTUSI», 3aXBAT HOBBIX TEPPUTOPUIL KaK KIIOUEBOI1 Cr1ocob 06-
peTeHMs MaTepuaabHbIX PeCYpCOB, B3aMMOOTHOIIIeHMsT (peoana
C 3aBUCUMBIMMU OT HETO KpeCTbSIHAMMU U peMeC/IeHHUKaM1, OCHO-
BaHHbBIE TIPEX/ie BCero Ha «BHEIKOHOMMYECKOM MPUHYKIeHUM» 1.
Yaiie, paBja, pa3BUTHeE 3TO MpeiCcTaBIeHO ckopee B hopmMe KO-
JINYECTBEHHOI'0 POCTa, HAKOIUIEHUS PeCypCoOB U MOCAeyIOLLero
COBEepIUIeHCTBOBAHMS TEXHOJOTUI, a He KaK KaueCTBeHHbIe U3-
MeHeHMS] S KOHOMMUYECKMX B3aMMOOTHOIeHuit. [loquepkHeM, 4TO
B IMOIOOHBIX UT'PaX Mbl HE HAXOAUM MOC/IeA0BATEIbHOTO BOILIO-
1IeHMs BCeX IMOJIOKeHU, KITF0UeBbIX [IJIS1 JAHHOM IIKOJbI UCTOPU-
omMcaHus'?, a MuIllb BUAMM BOCIIPOM3BeieHe OTIe/IbHbIX dJie-
MEHTOB, CBSI3aHHbIX C HEIA.

B TakuxX 3KOHOMMYECKUX CUMYIITOpax, Kak «Anno 1404»
1 «Europa 1400: The Guild», pssg MexaHMK CTPOUTCSI HA OOBITPBI-
BaHNUM OCOOEHHOCTeJ mepuoga «CMEeHbl Y9KOHOMMUYECKUX pop-
Maluii», 3apOXKAEHNUS KaUTAIUCTUUECKUX OTHOLIEHUIA B O3]/ -
HecpeHeBeKOBOM 0011iecTBe. Pa3BuTie TOProBanu U cOXpaHeHue
371IeMeHTOB «(eolaJbHOTO YKJaaa», COIePHUUECTBO MPEXHUX
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9. Wolterink J. Op. cit. P. 2-3, 8-9;
Westin J., Hedlund R. Polychronia —ne-
gotiating the popular representation of
a common past in Assassin’s Creed //
Journal of Gaming & Virtual Worlds.
2016. Vol. 8(1). P. 3-4,10-15.

10. Obuwas cnpaBoyHas uHdopmMaums
0 KOHLENTyaNbHbIX MONOXEHUAX
[aHHOro Hanpasnenus: Wunder H.
Feudalismus // Lexikon des Mitte-
lalters. Bd. 4. Stuttgart; Weimar, 1999.
Sp.412-414.

11. CkaxeM, 3hdeKTUBHOCTb TpyAa
noAAaHHbIX HaMpaMyo CBA3bIBaETCA
CO CTEMEHbI0 UX «TO0SNBHOCTUY
deopany, Ha KOTOpYto, B CBOKO oYepefb,
MOXEeT BNUSATb NPUCYTCTBUE BOEHHOW
CWMbl, MOCTPOWKA BUCENUL, U Aaxe
MOBbILEHNE YPOBHS «PEUTUO3HOCTU»
HaceneHuns 3a CYeT BO3BeLEHMUS
uepksei (Hanpumep, B urpe «Strong-
hold»). 3Tn Mopenn nofyepkHyTO
CXEMaTUYHbI, CaMble pasHble

ACMEeKTbl XU3HU, BKKOYad, HanpuMmep,
penuruio Mnu CyAonpou3BOACTBO,
3/1eCb MPUXOAUTCS YYUTbIBATD,
KOHBEPTUPYA UX B 3KOHOMUYECKME
rokasartenu,—4Tobbl MOXHO

6b110 Npou3BeCTU HeobxoaMMble
MaTemaTtuyeckune pacyeTbl
«3(PeKTUBHOCTM» ynpaBaeHus.

12. TpyZHO He cornacuTbCs, Hanpumep,
¢ HabnwaeHnamu A. C. CanuHa

0 TOM, YTO MHOTUE MONOXKEHMUS,
NPUHUMNUANBHbIE 411 MAPKCUCTCKOTO
NOHUMaHUS CpeaHEBEKOBOW
$heofanbHOM 3KOHOMUKM, MPU 3TOM
MOryT COBEpPLIEHHO He MPUHMMATLCS
reiMam3anHepamMm BO BHUMaHMe,
NOAMEHATLCS MeXaHM3MaMU,
NPUBBIYHBIMU A5 KKAMUTANUCTUUECKOTO
yknaga». Canux A. C. OcobeHHOCTH
penpeseHTaLum 3KOHOMUKM

B Buaeourpax // Meanabunocodpus Xll.
Mrpa unu peanbHocTb? OnbIT
UCCNeLOBaHUS KOMMbIOTEPHbIX UIP.
Cne., 2016. C. 216-217.
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3HATHBIX POJOB C HOBBIMM MOTYIIECTBEHHBIMU IIpeapUHMMA-
TeIbCKMMM OMHACTUSIMU, TEXHOJIOTUUYECKIE IIPOPbIBbI 1 OCBOEHME
HOBBIX TePPUTOPUIi B 30Xy Benukux reorpadmueckmx OTKPbI-
TUIA, BOMHBI ¥ AUILJIOMATHSI, oOOpeTalolye MHO MacTad, — B/Iu-
SIHME 3TUX IIPOTUBOPEUMBBIX (PAKTOPOB ITO3BOJISIET UI'POKAM BbI-
O61paTh caMble pa3Hble TAKTUKM, COBMeIast 0COOEHHOCTU CTapoit
1 HOBOJi hopmanuu.

OCHOBHBIM 00BEKTOM MCTOPUUYECKOI peKOHCTpYKuu Cpej-
HEBEKOBbS B CTpaTernyeckux BUIeOourpax Mo>KHO Ha3BaTh MUMeH-
HO CUMCTEeMYy 3KOHOMMYECKUX OTHOILIEHMI, Aaxke YUYUTbIBAS TO,
CKOJIb BaKHO¥ YaCThIO TAKMUX UT'P OOBIUHO SIBJISIETCS BeJleHMe cpa-
skeHuit. I[MTogxon K 6aTaJbHOM COCTaBISIONIEl 30eCh 3a4acTYIO
O0JIbIlle CXOK C JIOOBIMM MHBIMM UTpPaMM 3TOTO KaHpa, B TOM
Yyucjae U He UMeIoIIMMM OTHoIeHusT K CpegHUM BekaM .

[IpencraBiaeHMs O COLMAIBbHO-3KOHOMMYECKOM Xnu3uu Cpen-
HEBEKOBbS, CBSI3aHHbIe C MAaPKCUCTCKOI McTopuorpadmeit, oka-
3bIBAIOTCS BOCTPEOOBAHHBIMM B T€X UTPOBBIX KaHpaX, Ie He-
006X0OMMO PEKOHCTPYMPOBATh CpeIHEBEKOBOE OOIIECTBO KakK
IIeJIOCTHYIO CUCTEMY B3auMocCBsi3eit. IIpy aToM HeuszbeskeH He-
KOTOPBIN CXeMaTU3M, ITOIIBITKM CBECTY CJI0KHbIe MHOTO(MAKTOP-
HbI€e IIPOLEeCChl K MPSIMOJIMHENHBIM MaTeMaTUUeCKMM pacyeTam,
BBECTM PSIJ aHAXPOHUUYECKUX 3J1IeMeHTOB. OTUacTu 3TU 0COOeH-
HOCTU YHaC/IeJOBaHbl BUIEOUTPAaMU MTOAO0OHBIX )KaHPOB OT CTpa-
Tern4yeCKux 3KOHOMUYECKMX HACTOJbHBIX UTP, TIOCTPOEHHBIX 110
CXOXXUM MPUHIUITaAM 4,

B3rmisig urpoka Ha MUHYBIIYIO 310Xy 3[€Ch— 3TO B3IJISIT CO
CPaBHUTEJIbHO OOIBIION AMCTAHIMY (Yallle BCErO Jaske BU3yaIu-
3MPOBAHHBIN B KaueCTBe BUIa CBEPXY, C BICOTHI ITUYbETO I10JIe-
Ta) (puc. 1), 0oT4aCcTM OH MOA00EH B3IVISAAY IIaXMATHUCTA, TepeBy-
ratoiero ¢Gpurypsl Ha gocke. VI Tem He MeHee UTPOKY B HUX, IO
3aMbICJIy TeliMIM3aliHepOB, B ONpeie/IeHHO Mepe Heo6X0auMo
BXXUTBCS B POJIb UeJIOBEKAa MHOM 3110XM. BxkuBaHMe 5TO B JaHHOM
cJlyyae OKa3bIBaeTCs Mpeske BCero MHTEeIeKTYaJIbHbIM : reiiMepy
MIPeACTOUT MBICJIUTh M BECTU pacuyeThl «Ha CpeIHeBeKOBbI Jagy.

B Tex >kaHpax, rage B LieHTpe BHUMaHMS HaXOOsSTCS He mMac-
mTabHble COIlMaibHbIe MPOIIECChl, a CyAbObI OTAENbHBIX TEep-
COHaXkeli, pa3paboOTUMKM KOHLIEHTPUPYIOTCSI CKOpee Ha 3ajgaue
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13. Tak, I. DegopeHKo Ha npumepe
urposoi cepumn «Total War» ykasbiBaeT
Ha TO, YTO M YaCTOTHOCTb BOEHHbIX
KOH(MAMKTOB, M 6oeBas TakTMKa B Urpax
TaKoro TUMa ckopee HanoMMHaeT
crnocobbl BefeHus BoiiH B HoBoe
Bpems: Fedorenko G. The Portrayal of
Medieval Warfare in Medieval: Total
War and Medieval 2: Total War //
Digital Gaming Re-imagines the Mid-
dle Ages / ed. by D. T. Kline. New York,
2014. P. 54-60.

14. Cpenn Hanbonee nonynspHbIX

M3 HUX MOXHO YMOMSIHYTb Takue, Kak
«KonoHu3atopbl» (OpuUrMHanbHoe
HasBaHWe — «[loceneHubl KataHa», HeMm.
«Die Siedler von Catan»), «KapkaccoH»,
«bptorre».
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Puc. 1. CkpuHwot u3 urpsl «Age of Empires Il The Age of Kings».

PEKOHCTPYKLMM cIielUupUUecKuX MCUXOTOTUYeCKMUX U OBITOBBIX
0COOEeHHOCTEN CpeTHEBEKOBOI KM3HU. B TakKMX BUAEOUTPAX MOK-
HO BBISIBUTH UI€M, CO3BYUYHbIE KOHIETIINSIM CIIEIMaaNCTOB B 00-
JIaCTY MCTOPUYECKOI aHTPOIIOJOTHUM, UCTOPUM TTIOBCETHEBHOCTHU
U MCTOPUM MEHTAJIbHOCTEN .

CkaxeM, B HeKOTOPbIX RPG mpenycMOTpeHbl BUIbI JesTellb-
HOCTU, HY)KHbI€ He CTOJIbKO JIJis TIPOABMKEHMS TI0 CIOKeTHOM
JIMHUU, CKOJIbKO JJIS1 TIOTPYKEeHMST UTPOKa B aTMocdepy MmoBces-
HeBHO1 Xu3Hu CpeHeBeKOBbs. VIrpoBOIl MepcoHak MOXKET, Ha-
TpUMep, OXOTUTHCS, 00yIaThCS IPaMOTe, UTPATh B KOCTH (PUC. 2),
M BCe 3TU 3aHSITUS MMPeACTaBAeHbl OOCTOSITEIBHO U MOAPOOHO.
JIt060TIBITHO, UTO CpeAy IMIaBHBIX 3aKOHOMAATeNeli MOAbI 3/4eCh
MOSKHO YIIOMSIHYTb UT'PbI B paHTe3uitHOM aHTypaxke — «The Elder
Scrolls V: Skyrim» 1 «The Witcher», a yke o ux cronam ciaegyoT
MIPUBEPSKEHITbI CTPOTO «PeaauCTUIECKOIi» MCTOPUYUECKOI PEKOH-
cTpykumu (Harpumep, cosgaTenu «Kingdom Come: Deliverance»).

[TorrynsipHbIe B COBPEMEHHBIX POJIEBbIX BUIEOUTPAX MTPUHIIV-
Tl «OTKPBITOTO MMpa» (TO €CTh OBIIMPHOIO MPOCTPAHCTBA, B KO-
TOPOM UT'POBO¥ TEPCOHAK MOXKET CBOOOAHO MepeMeniaThCs U BbI-
O6upaTh pasMYHbIe IyTH) U «6eCKIacCOBOI POJIEBOI CUCTEMBbI»
(BO3MOSKHOCTM MEHSITh POJ, 3aHSITUII ¥ HampaBJieHe Pa3BUTUS
TepCcoHaska B IIPOIIeCCe UTPhI) He BITOJIHE COIIACYIOTCS C HAYYHBIMU
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15. MNMoppobHee o ToM, Kakoe
OTpaXEHUS 3TU UCTopMorpaduyeckmne
HanpasneHus Nony4unu

B MeaueBuctuke: Tanz S. Vom Sinn

der Mentalitatsgeschichte. Bilanz und
Ausblick // Mittelalterforschung nach
der Wende 1989 / hrsg. von M. Bor-
golte [Historische Zeitschrift. Beihefte.
NF 20]. Oldenbourg; Miinchen, 1995.
S. 227-238; Schmitt J-C. Anthropologie
historique [9nekTpoHHbI pecypc] //
Bulletin du Centre d'études médiévales
d’Auxerre. 2008. N2 2. URL: http.//
journals.openedition.org/cem/8862
(naTa obpaweHus: 09.09.2019); Brilli E.
L'essor des images et léclipse du Llit-
téraire. Notes sur Uhistoire et sur les
pratiques de U'histoire des representa-
tions [OnekTpoHHbIN pecypc] // Atelier
du Centre de recherches historiques.
2010. Is. 6. URL: https://journals.open-
edition.org/acrh/2028 (paTa obpaweHus:
09.09.2019)
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Puc. 2. CkpuHwoT u3 urpbl «Kingdom Come Deliverance».

NpeACTaBJIeHUSIMM O KyJa MeHee AMHAMMUUYHOM YKjaje cpegHe-
BEKOBOJ XXM3HU. DTO IMoATalIKuBaeT co3nareneir RPG, kak u pas-
PabOTUMKOB 9KOHOMUYECKUX CUMYJISITOPOB, PEKOHCTPYMPOBATD
MMEeHHO peannu no3aHero CpegHeBeKOBbS — 310X, KOTAa BO3-
pociia conyanbHast MOOMIBHOCTD M CTAJI TOSIBJISITHCSI BO3MOSKHO-
CTY BbIOOPA pa3HbIX KM3HEHHBIX CIleHapueB (BIIPOUYEM, 3a4aCTYIO
BCe ke He HACTOJIbKO IIMPOKMeE, KaK 3TO IPeaCcTaBIeHO B UTPax).

OcCTpOoyMHBbIi ITpyeM, TO3BOJISTIONIMIT 000TY TaHHOe OrpaHnye-
HMe, ucrnoab3oBanu paspaborunku «Europa 1400: The Guild». ITo-
CKOJIBKY Ha IPOTSDKeHUM YeloBeuecKoi sknu3Hu B CpelHeBeKOBbe
eBa JI MOIJIV IIPOMU30TH CTOJIb Pe3KIMe U IITyOOKMe M3MeHEeHMS,
YTOOBI UT'Pa 32 OAHOIO ITepCOHAaKa OblJIa JOCTATOYHO AMHAMMUYHOIM,
UTPOKY TpeJijiaraeTcsl yIpaBysTh LeJIbIM POAOM, MU3MeHEeHMs B KO-
TOPOM IPOMCXOIST MOKOJIeHMe 3a TTOKOJIeHMeM. DTOT MOAXO, BITOI-
He MOXHO COIIOCTaBUTb, HAaIpuMep, ¢ uaesimu ®epHaHa bpopnens
0 COOTHOIIIEHUM «KOPOTKOTo BpeMeHM» (le temps bref) u Bpeme-
HU «60sbII0¥ AmuTenbHOCTM» (longue durée)'e.

B HeKOTOpBIX Urpax MpeanpUHMMAINCh TTONBITKM TepeaTh
MHOe cpefJHeBeKOBOe OlllyllleH/e BpeMeH! 1 IpocTpaHcTBa. OguH
U3 CaAMBbIX SIPKMX MOAOOHBIX ITPUMEPOB — PEKUM «UI'PhI 0€3 MH-
Tepdeiica», IpeaIOKEeHHBIN CcO3aTeasSIMU MepBOil YacTu ce-
puUM IPUKIIOUEeHUeCKX 60eBUKOB «Assassin’s Creed». Irpoky
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MpeoCTaB/IslIach BO3MOXKHOCTb OCTaThbCsl HaeiHe C UTPOBBIM
MUpPOM, 6€3 KapThl ¥ MHBIX BCIIOMOTATEIbHBIX MHAMKATOPOB,
OPMEHTUPYSICh B MyTEIIECTBUSIX JIIIb MO0 TOPOKHBIM yKasaTe-
JISIM ¥ y3HaBasl CIOXKETHYI0 MH(pOpPMAaINIo U3 YIUUHBIX Pa3roBoO-
poB. Takoii moaxo TpeboBaa HETOPOIIMBOTO pacCMaTpPUBaHUS
UTPOBOTO MMPA, C KMBOIIMCHBIMY TOPOAAMMU U ITYCTHIHHBIMMU TT€¥i-
3a3kaM#, a UTPOBOMY IT€pPCOHAKy MPeACTOSI/I0 MHOTOKPATHO ITe-
peceub BEpXOM OIPOMHBIE ITPOCTPAHCTBA MEXKIY PeIKMMU Hace-
JIEHHBIMU ITyHKTaMM, BIJISIIETHCS B OITOBBIE YIMUHBIE CIIE€HbI, HE
MMeIoIe TIPSIMOTO OTHOIIEHUS K CIOXKETY UTPHI.

Bumeourpsl, B KOTOPBIX UCIIOAb3YIOTCSI TOLOOHBIE TTOIXOMAbI,
npeajaralT HermoCpeaCTBEHHO BOMTM B POJIb KOHKPETHOTIO mep-
coHaxka, —ueyioBeka CpenHux BeKoB. Co3maTenn UTP MbITAIOTCS
CMOZe/NPOoOBaTh UCTOPUUECKM TOCTOBEPHYIO Cpeay, ITO3BOJISIO-
IIYIO IIPUOOPECT BUPTYaJbHbINA «OMBIT KM3HU B CpegHeBeKo-
Bbe». B TO ke BpeMs 3TOT ITyTh MpeJroyiaraeT akKTUBHYIO paboTy
dbaHTasuM Kakaoro UMrpoka, BO MHOTOM JIOCTpauBalolieii Kap-
TUHY M CO3/iaoleii cCoOCTBeHHbIe YHMUKAIbHbIE 00pa3bl SITOXMA.

IIBymMS HampaBJIeHUSIMM, 0003HAUEHHBIMM BbIIIE, TTOIXOMbI
K peKOHCTpyKiuu CpegHMX BEKOB B BUAEOUTrPaAX, 6€3yCJIOBHO,
He MCUYePIIbIBAIOTCS. MOKHO OBIJIO ObI IPUBOAUTH Y MHOXKECTBO
IPYTUX IPUMEPOB: CKaskeM, UTPbI, B KOTOPBIX aKIIeHT cAe/laH Ha
BOCCO3IaHUM TIOJIUTUUYECKOI UCTOPUM B Iyxe ucTopuorpadmum
IEeBSITHAIIIATOTO CTOJAETUSI! MM Ha CKPYITyJIe3HOM BOCCTAHOB-
JIEHUM TIPeIMETHOI'O0 MUPA, CTPOUTETbHBIX TEXHUK, O0EBBIX MPU-
€MOB, UTO y3Ke O/IsKe cKopee K chepe apXeoaoTun U pa3audHbIX
BCIIOMOTAaTeJIbHbIX MCTOPUUECKUX IUCUMUIIINH S,

Wrpsl pas3JInMyHbIX JKaHPOB, OCHOBAHHbIE HA MPUHILMIIE UCTO-
pUUYeCKOi PeKOHCTPYKIMU, IIPeIIoaaraloT pasHyl IUCTAaHIINIO
MeKIy TeiiMepoM M UTPOBBIM MMPOM U, BO3SMOKHO, HEOIMHAKO-
BYIO CTEIleHb SMOLMOHAJIbHOM BOBJIeueHHOCTU. OIHAKO, TaK U
MHaue, BCe OHM TpeJiaraloT UTPOKY HeMoCpeICTBeHHOe BXMBa-
HMe B POJIb CPeIHEeBEeKOBOIO IIepCoHaxka, 0OUTAIONIero B MaKCh-
MaJIbHO «ITPaBIONOL00HO0» PEKOHCTPYMPOBAHHOM ITPOIIIOM (XOTSI
B K&KIOM C/Tydae aKkleHT Je/1aeTcsl CKopee Ha OMH WX HeCKObKO
OT/IeJIbHO B3SIThIX ACIIEKTOB CPeIHEeBEKOBOJ JXM3HM, a HE Ha KOM-
TJIEKCHYIO PEKOHCTPYKIIUIO Pa3IMUHbIX €e 37IeMeHTOB).
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17. K atomy noaxopny 6nusku,
cKaxkeM, obpasbl CpefHEBEKOBbS

B YNOMMHABLUMXCS BbILIE CEPUSX UTP
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18. B kavecTBe npvMepoB 34eCb MOXHO
YMNOMSIHYTb, HaNpUMep, CTPOUTESNbHbIE
cumynatopbl «Medieval Engineers»

n «Foundation» nau danTuHr
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CuHXpOHMU3auua

JIro60TIbITEH TIPUMEpP TOTO, KaK CO3aaTe/I OOHOM U3 «Cpe/I-
HeBEKOBBIX» BUAEOUTP MOCTABMUIM TIOJ, BOIIPOC CaMy BO3MOX-
HOCTb PEKOHCTPYKI MU IIPOLLJIIOTO U HEIIOCPeACTBEHHOIO IOrpy-
>KeHUSI UTPOKa B CpeJHEeBEKOBbIE€ MUPHI.

OTa TouKa 3peHus OblIa MpeayiokeHa B yKe YITIOMUHABIIECS
cepun urp «Assassin’s Creed». CieyeT orTOBOPUTHCSI, UTO PACCMO-
TPEHHbII HAMU BbIIIIe PEKUM «UI'PbI 0€3 uHTepdelica» B IIepBOii
13 ee yacTei 6b11 OOHYCHBIM U He MCIO0Jb30BajICsI O0IbIIMHCTBOM
reiimepoB. Beb MMeHHO UTPOBOI MHTEpdeTic SIBISIICS 3[1eCh KITIO-
YeBbIM 3JIEMEHTOM, TPAHCAMPOBABIIMM BOCIIPUSTHE MTPONIIOTO,
CYILIECTBEHHO OTIMYAIOIeecs OT UAeN PeKOHCTPYKLIMN.

B nepBoii urpe cepuu «Assassin’s Creed», uzgansoii B 2007 1.,
[JIABHBIM T€pOeM SIBJISJICS HAalll COBpeMEeHHMK, HU4YeM He IpumMe-
yaTelbHbIN 6apmeH [le3aMoHa Maiiic, KOTOPOMY ITPUIIIOCH ITyTe-
IeCTBOBATh 10 BOCIIOMMHAHUSIM CBOEro0 AaJIeKOro MpeaKa, XUB-
niero B Kouue XII B.,—accacuHa Anbraupa u6H Jla-Axama. Xof
C 3aypSAAHBIM repoeM, KOTOPBIV CIYKUT MOCPESHUKOM MEXKIY
HaMy M MUPOM IIPUKJIIOUEHMI, IPUBBIYEH CKOpee AJis JInTepa-
TYPbI VIV KMHO, YeM [IJISI BUEOUTD, TIe 6yarogapst MHTEPaKTUB-
HOCTU TIOTpYKeHMe B IpejjiaraeMbie 00CTOSITE/IbCTBA MTPOMUCXO-
IUT OBICTpEe U Jierye.

b .
CHHXPDOHM33UMA

e

Puc. 3. CkpuHWwoOT 13 urpsbl «Assassin’s Creed».

- 160 —



DISCIPLINA 1 | A. Anygpuesa. «Boobpaxxaemoe CpelHEBEKOBbE» B BULEOMTPAX

Ho pa3paboTumky UCIIOIb30BaIM ITOT IIPMEM He CTOIBKO IS
TOTO, UTOOBI CIJIAAUTD ITePEXO] MEXKAY ABYMS MUPaMU, CKOJIBKO,
HAIlpPOTUB, B CTPEMJIEHUM MTOAUYEPKHYTb AUCTAHIUIO MEXAY HUMMU.
BakHblli 3/IeMeHT ClokeTa — AHMMYC, MalllHa, ¢ TIOMOIIbIO KO-
TOPOJ Takoe IyTellecTBMe CTAHOBUTCS BO3MOXXHbBIM; KJIFOUEBbIM
B ee paboTe SIBASETCS T.H. MPUHLIUI CMHXpOHM3aunu. CUHXPO-
HU3aLMs OOJIKHA TIPOU30MTU MEXIY ABYMS BpeMEHHbIMMU IljIa-
cramu: BpemeHeM [le3amoHAa U BpeMeHeM AJibTaupa.

CTpaHCTBY4 10 BOCIOMMHAHUAM, [le3MOHJ, ITo/lydaeT 3HaUM-
TeJIbHYI0 CBOOOY NeiiCTBUIL, OH He 00s13aH B TOUHOCTU TTOBTO-
pATh MyTh Npenka. Ho uem 6yuske ero meiicTBUS K HACTOSIIIUM
IeliicTBUSAM AnbTaupa, TeM BbIllle YPOBEHb CUHXPOHU3AUN MEXK-
Iy TIpegKOM U ITIOTOMKOM.

BMeCTO MpUBBIYHOTO JIJISI MPUKITIOUEHUECKMX 60€BMUKOB ITOKa-
3aTesisi YpOBHSI 3[I0POBbs, B UTPOBOM MHTepdeiice (OH e IO Clo-
keTy — uHTepdeiic AHumMyca) (puc. 3) TokasaH UMEHHO YPOBEHb
CMHXpOHM3auuMn. EC/i OH KPUTUYECKU CHUKAETCS — IIPOUCXO-
IUT «IeCUHXPOHMU3AlIMsI», UTPa MMpepbIBaeTCs, Kak Iocjie CMepTu
repos B Apyrux urpax'’. 3amauy yragbiBaHusl JMHUY TTOBEIeHMUS
Anbranpa oberdaer To, UTo, 110 CIOKeTY, IpenoK JIle3aMoHaa CTpo-
ro CJiefloBaj omnpeeeHHOMY KOeKCy — «kKpeo accacuHa»?’, IIpu
3TOM OTKJIOHEHMS OT Kypca IpeaKa BCe >Ke BIIOJIHE BO3MOJKHHBI,
a MHOT[IA U JKeJlaTe/IbHbl — 6e3 HUX UTPOK He MOSKET OUTYTUTD BCeii
TOJIHOTBI UTPOBBIX BIIEUATIEHUIA.

Takum o6pa3om, B «Assassin’s Creed» 00bIUHAS IJIST BULEOUTD
MCeBAOMCTOPUYHOCTb MOJYEPKHYTA M OCTPOYMHO OCMBICIIEHA:
J1000€ «IOTPYKeHNE B ITPOIITIOE» SIBJISIETCS He CTOJIBKO IOCTOBEP-
HOJi peKOHCTPYKIIMe COObITHI, CKOJIbKO CMHXPOHM3aLMel — 1o-
ragkom o HUX. MOXXHO IpPenrogoKUTh, YTO B 3TOM NPUHIUIIE
HalllJla OTPa’keHue MOCTMOLEePHUCTCKAs Uaess OTHOCUTETbHOCTU
COBpPEeMeHHBIX IMPeCTaBJIeHNI O MIPOLIJIOM, KOTOpPasi HA MOMEHT
co3paHus nepBoit yactu urpsl, B 2000-X IT., MO-IpeXXxHEMY IIPO-
BOIMpOBasia OypHbIe IMCKYCCUM HE TOJIBKO B COOOIIECTBE IPO-
(dbeccroHANIbHBIX YUEHBIX UCTOPUKOB?!, HO U Y HIMPOKOI1 0bIIe-
CTBEHHOCTMU.

B paboTax Takux KJIaCCUKOB MOCTMOJIEPHUCTCKOM umoco-
dun ucropun, kak, Hanpumep, X. Yait uau @. P. AHKepCMuUT,
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19. TeM e NpUHUMMNOM 06BACHAKTCS
Lpyrue ycnoBHOCTU: HampuMep,

3a npeaesnbl UrpoBOW KapTbl

Henb3s BbIATH, MOTOMY 4TO AnbTamp
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20. B urpe 310 CBOAUTCS K HECKONIbKUM
NpOCTbIM MPUHLMNAM — MpEXAe BCEro,
HeobXxoAMMOCTH COBNIAATL CKPbITHOCTb
U He yBUBaTb MUPHbIX XUTENEN.

21. Tenmpwnzaiinep MNatpuc Oeswune,
BO3MNaBMBLUMIA paboTy Haz Urpo,
noay4Ynn ryMaHuTapHoe (XoTb U He
npodeccnoHanbHoe McTopuyeckoe)
obpasoBaHune B MoHpeanbCckom
YHUBeEpCUTETE, rae Mor Nno3HakKOMUTLCA
C K/1I0YEBbIMU aKTYya/lbHbIMU
WHTENNeKTyanbHbiMU TpeHaamu. Cpenm
3apy6exHblX MeMeBUCTOB Havana
[BafLaTh NEPBOro CTONEeTUs OAHA U3
CaMbIX OXXUBJTEHHbIX ,EI,VICKyCCMﬁ Ha
TEMY FpaHUL, UCTOPUYECKOTO MO3HAHMA
pas3BepHynacb, K NpuMepy, BOKpYr
MoHorpadum @. bioka «OnacHoctu
putyana»: Buc P. The Dangers of Ritual.
Princeton, Oxford, 2001; Koziol G. The
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dboxkyc BHMMAaHMS CMelaeTcsl C CaMOTO UCTOPUUYECKOTO UCTOY-
HMKA Ha GUIypy MOBECTBYIOIIEro 0 HeM ucTtopuka?’. [Tomo6HO
3TOMY, B «Assassin’s Creed» oT urpoka TpebyeTcs IepeBOIIo-
1IeHMe yKe He B CaMOro UCTOPUYECKOTO MMepCcoHaxa, a B Hallle-
ro COBpeMeHHMKA, IIPOXXMBAKLIEro BOCIIOMMHAHMS 3TOT'O Ieposl.
UrpoBoe Hayvaso, 3aJI0)KeHHOEe, C TOYKM 3peHUsI TTIOCTMOLePHM-
CTOB, B JIDOOM MCCIeOOBAHNY, IOCTOSTHHBIN Pa3pbiB MEXIY pe-
aJbHOCTBIO M TEKCTOM OTpaskaeTcs B obpase AHMMYca — Malllu-
HbI, TTOTPY’KAIOIIEN Tepost B ObIJIOe KaK B HEKYIO BUPTYaJbHYIO
peasibHOCTD, Tle OH CaM 3aHOBO BbICTPAMBAET CIOXKET.

[TpuHIMIT paboThl AHMMYCA caM I10 cebe He ObLT CBSI3aH UC-
KJIIOUUTENIbHO CO CpelHEBEKOBOJ CIielndUKOI, ¥ 3TO MO3BOJIUIIO
CO3JaTesIsIM UTPhI B JAJIbHEMIINUX YaCTAX UCIIOIb30BATh €ro yxXe
MIPMMEHUTEebHO K MHBIM IIepuoaM 1 IpoCcTpaHCcTBaM. U Bce ke
CYILIECTBEHHO, UTO BIIEPBBIE OH ObLI IPMMeHEeH MMEHHO Ha Mpu-
mepe CpegHeBeKOBbS — 3M10XU, KOTOPYIO CTOJIb 4YaCTO CTPEMMU-
JIUCh «JOCTOBEPHO PEKOHCTPYUPOBATH» B BUAEOUTPAX.

CBO1I0 poJTb B TAKOM BbIOOPE BpeMeHM JIeCTBYSI, I0-BUIMMOMY,
ChIrpasio u BocrpusaTe CpenHeBeKOBbS B IIOMY/ISIPHOM KyAbType
KaK 3M0XY, CBSI3AHHOM C 330TE€PUKON ¥ MUCTUUYECKUMMU TAHBIMU
3aroBopamu. He ciydyailHO MMeHHO KBa3UMUCTOPUUYECKUI CIOXKET
0 COTMepHMUYEeCcTBe acCaCMHOB M OpJieHa TaMIIMepoB*, paccka3aH-
HbIV B IMEPBOI1 YaCTH, CTal CBI3YIOIIUM U OJIS1 BCeX MOCIenylo-
VX YacTeil UTPbl, COOBITUS KOTOPBIX MPOUCXOAST TO B WUTanuu
Peneccanca, To Bo BpeMms @paHiy3ckoi pesonwouuy XVIII 8., a To
" BOBCe B aHTUYHOM ['penyn mim IpeBHem Erumnre smoxu Kieo-
natpbl. OTKa3 OT NPUTA3aHUI HA SOCTOBEPHYIO PEKOHCTPYKIMIO
T03BOJISIET CO3aTeNISIM UTPBI OTIPaBAATh Aa’ke 3aBe0MO HellpaB-
IOTOI00HYI0, TTAPOAMITHO MPOHMUECKYIO aJIbTeEpHATUBHYIO Bep-
CUI0 UCTOPUN.

[Toka3aTenbHO, UTO AE€BU30M UTPHI cTana dpasa «HuuTo He
MICTMHHO, BCe J03BOJIEHO», IPUITMChIBa€Masi OCHOBATEJI0 TOCyAap-
CTBa HM3apUTOB (accacMHOB) XacaHy n6H Cab6axy (ym. 1124 r.)*
HO COBEepIIEHHO I0-HOBOMY BOCIIPUMHMMAIOIIASICS B KOHTEKCTE
MTOCTMOIEPHUCTCKO dhunocodun uctopun (1 Ha hoHe upe3mep-
HOI Cepbe3HOCTU MHOTUX COBPEMEHHbIX PeKOHCTPYKTOPOB Cpef -
HEBEKOBbSI).
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Haske pexkuM «Urpbl 6e3 MHTepdeiica», peBOTIOIMOHHBIN MTPU-
eM, HallpaBJIeHHbI} Ha TMOTpykKeHMe B ayTeHTUYHYI0 CpefHeBe-
KOBYI0 aTMocdepy, SIBJISICS, BO3MOXHO, ellle OJHOJ 3aByain-
POBAHHOJ HACMeIIKO¥ pa3paboTumKkoB «Assassin’s Creed» Hap,
CTpeMJIeHMeM K Ype3MepHOMY IPaBaoIofn061i0, Belb 3TOT MPU-
eM ObLJT paJuKaaeH U IMOTOMY 3aBeJoMO OoOpedyeH Ha HeNoIly-
JIIPHOCTDb Y OOJILIIMHCTBA reiiMepoB. DTOT 3KCIIePUMEHT TOIbKO
MOATBEPKIA, UTO MPUOIVKEHHBIN K PeaJlbHOCTU CpeIHeBEKO-
BbIi1 OITBIT HA CAMOM JeJjie ObLT UYK, M MaJIOMHTEPECEH UTPOKAM.
A BOT UTpOBasi CTUXUS CMHXPOHM3AL U, HAIIPOTUB, OKa3ajiaCb UM
oueHb OJIM3Ka, U MepBas yacTb «Assassin’s Creed» 6»ICTpO TpU-
Hec/la HEBUITAHHYIO MOMY/ASPHOCTh pa3paboTaBiieit ee hpaHKO-
KaHamckoi koMmmnauum «Ubisoft».

«Ubisoft» —TpaHcHaIMoHaAbHasI KOpHoOpalus, KoTopas yxe
Ha MOMEHT 3aITycKa UTPOBO¥ cepum 06 accacMHax Oblja CpaBHU-
TeJIbHO KPYIHOI U UMeJia CTYAUM 10 BceMy MUPY, oT lllanxas no
MoupeaJisi. Boibop cpeiHeBEKOBOTO CIOKeTa He ObLT 1151 Hee, KaK
IJISE MHOTUX OPYTUX pa3paboTUMKOB, TaHbIO JIOKAJTbHON CrIeIu-
duke. Cosmarenu «Assassin’s Creed» mo-cBoemMy MPOHUUYECKU
0006IIMIN U TTePeoCMbICIMIN UAeU IpeIllecTBeHHUKOB, 6y1a-
rogapsi Yemy CyMesiu BBIMMYCTUTh OAHY U3 MePBbIX MacCOBO IMO-
TyJISIPHBIX UTP 0 CpeHEBEKOBbE B «MCTOPUUYECKOM», a He «(IH-
Te3UMHOM» aHTypaxe.

[TpuHIMI CMHXpOHM3auuu B «Assassin’s Creed», B oTiu-
Yyye OT pa3HOOOPA3HbBIX PEKOHCTPYKTOPCKMUX MOAXOI0B, — 3TO
YHUKaJIbHOE aBTOPCKOe pellleHue, He MoJyuyMBIliee pacinpocTpa-
HeHMs B APYyrux Bupeourpax. bomsee Toro, mpuMHUUIT YIBOEHUS
BUPTYaJIbHOTO MMPA, KOTAa eiiCTBME pasmessyioch Ha COOBITHSI
B HACTOSIIIEM M B BOCKpeIIeHHbIX AHMMYCOM BOCIIOMMHAHUSIX,
CO BpeMeHeM CTaHOBUJICS BCe MeHee U MeHee 3HAaUYMMBIM Jaxe
B MOCJIEAVIOUMX YACTSIX JAHHO UTPOBOI CEPUMN.

UM Bce ke cama MOMNBITKA aBTOPOB UTPbI MOCTaBUTb BOIIPOC
0 BO3MOXXHOCTH JOCTOBEPHOM PEKOHCTPYKLUMM IIPOULTIOTO (IYCTh
OTYaCTU U B UPOHUUYECKU NTapOAUIAHOM KOHTEKCTE) IMpeACTaBIs -
eTcst 3HauMMoit. CTpeMiieHMe BCTPOUTD B TeiiMILIeli pediekcuio
0 CaMOil MPUPOJie «UCTOPUUECKUX» BUILEOUTP U YCIOBHOCTSIX,
MIPUHSITBIX B HUX, TIOKA3bIBAET, UTO reiiMau3aliHepbl OTHIOAb He
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HaMepeHbl OrpaHUBATbLCA JIMIIb 3aaYyaMy CO3TaHUS KUBOIIUC-
HbBIX JEeKOpalyii «B AyXe IMOXU».

3a MUHYBIIIME OeCSITUIETHUSI CO3aTeIN BUIEOUTP OIMPOOOBaIN
MHOXEeCTBO ITOJXOA0B K PEKOHCTPYKUMM CpelTHEeBEKOBBIX peanii.
OHM MOJIeMPYIOT KaK MaclITabHble ColMaabHble, SKOHOMIUYECKIE,
MOJIUTUYUECKYEe ITPOIIeCChl, TAK M 0COOEHHOCTY MMUPOBOCIIPUSITHUS
U TIOBCEHEBHOM X13HU YyesioBeka CpegHeBEeKOBbSI.

[Tpy 5TOM KOHIeNLMM PO eCcCHOHATbHBIX UCTOPUKOB-MeIN -
€BMCTOB 3a4YacTyI0 OTOOpaKAlOTCS B UT'Pax JIMIIb B OUEHb YIIPO-
neHHoi ¢opMe. He B Imoc/ieH0I0 oyepeab 3TO JIeaaeTcs OJs
TOT0, YTOOBI «BUPTyaabHOe CpeHeBeKOBbe» He ITOKAa3a0Ch reii-
MepaM CJAUIIKOM YYXKAbIM, M €r0 3aKOHbI OCTaBaINCh MHTYUTUBHO
MOHSITHBIMM. BO MHOTOM MMEHHO IT03TOMY OCOOE€HHO MOITYIsIp-
HBIM SIBJISIETCSI IIepeHeceHMe AelicTBUS Urpbl B mo3gHee CpenHe-
BEKOBbE, — UYTO MO3BOJISIET MPUOIMU3UTH MHOTME pPeauy K YKIaIy
HoBoro BpemeH#u, ¢ 60J1bliIeit cTereHbl0 COLMaIbHOM MOOMIBHO-
CTHM ¥ CBOOOJBI IeIICTBUIA.

BospericTBue Ha pa3BUTHe BUAEOUTP, KAK HAM MpeCTaBJIsI-
€TCsl, OKa3aJ U CKeITUYECKUI B3I, MCTOPUKOB-TIOCTMOAEP-
HMCTOB, COMHEBABIIMXCS B CaMOJi BO3MOKHOCTY 00peTeHMs 0-
CTOBEPHOTI'0 3HAHMS O ITPOIJIOM M, COOTBETCTBEHHO, €r0 TOYHOTO
BOCCO3AaHMs. Bripouem, MpUMHLMAII CMUHXPOHM3AIUU, TIPEII0KeH-
HBIN co3maTenssMu Urpbl «Assassin’s Creed», BeposITHO, HeJlb3sI
paccMaTpuBaTh B [IOJTHOM CMbIC/Ie KaK ITOAXO0/, aJIbTepHATUBHbIN
PEKOHCTPYKTOPCKOMY. Beib GOJIBIIMHCTBO IIPUEMOB, MCIIOIb30-
BaHHBIX MMM, IO CYILIECTBY MaJIO YeM OTAMYAIOTCS OT IMOAXOA0B
IPYTUX TeiiMan3ainHepoB?.

OTnnuyme COCTOUT JNIIb B MOIMBITKE TO-HOBOMY OCMBICIUTD
9TOT HabOp MpPUEeMOB, IOAUEPKHYB Uepe3 yCTPOCTBO UTPOBO-
ro uHTepdeiica 3aBeJOMYI0 YCIOBHOCTh ¥ HETOUHOCTH MCTOPU-
YeCKOil peKOHCTPYKIMHU, XapaKTepHYIO 111 Bugeourp. Uutepec-
HBIM XOIOM SIBJISIETCS Pa3BUTUE COOBITUI B IBYX BPEMEHHBIX
IJIacTaX — COBpeMEHHOM U cpeaHeBeKOBOM; npu 3ToM CpenHe-
BEKOBbEe I0JAeTCsl KaK MPOCTPAHCTBO BUPTYAJIbHOM peasbHO-
CTU, Ile CTAHOBUTCS BO3MOXXHBIM JINIIb ITyTelleCTBUE 10 BOC-
IIOMMHAHMSIM MpefiKa, C yraablBaHUEM JIMHUM €ro IoBegeHMs .
[Ipu 3TOM CO3maTe/ii UTPBHI OCTABJISIIOT TeiiMepaM ITPOCTOP AJIs
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25. Moka He M3BECTHO Pe30HAHCHbIX
npuMmepoB pa3paboTunkoB Urp 06
ncropuyeckom CpefHeBeKOBbe,
pewuBlIMXxcs Bbl Ha elwe 6onee
pafukanbHoe OTCTynneHue

OT PEKOHCTPYKTOPCKOro

noaxona —obpatuBLIMXCS Obl

K MPUHLMMY paauKanbHOM
[LeKOHCTPYKLIMM UCTOPUYECKOA
peanbHOCTU (eCNU TONbKO He
MHTEpNpeTMpOBaTb B Ka4yecTse
[LeKOHCTPYKTOPCKOro NoAxoAa
TpaHchOpMUPOBaHUE CpefHEBEKOBBIX
peanuit B urpax ¢ G3aHTe3nMHbIM
CETTUHIOM).
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MHTepIIpeTalu — Beab MUP, CMOJEJUPOBAHHBII AHMUMYCOM,
BIIOJIHE MOXKET SIBASTHCS O [Je3smoHga Maiinca IMoJHOCTbIO MC-
KYCCTBEHHOI PeaJibHOCTBIO, Ha [leJie HMKAaK He CBSI3aHHOM C IO -
JIMHHBIMM COOBITUSIMU ITPOIIJIOLO.

Wrpa «Assassin’s Creed» orpasuia BAuSITeIbHbIE MHTEJIEK-
TyaJibHbI€ TPEHbl, XapaKTepHbIe 15 KOHIIA ABaAlaTOro M Hava-
Jla IBA1ATh IIEPBOTO CTOJNIETUS U CTajla BaXKHOV BEX0W B UCTOPUN
reviMman3sariHa. [JaHHBIN ODpUMep IIOKA3bIBAEeT, UTO B BUIEOUTPE
reiiMmepy, IOMMUMO ITPUBBIYHOTO «TIOTPYKEHMS B ITPOIIIOE» U «ITe-
PEBOILIOLIEHMS» B CPEIHEBEKOBOI'O Teposi, MOXKET OBbITh IPeIJIo-

>KEH ¥ OCMbIC/IEHHBIN AMajior ¢ MHOM 3I10X0#, C TIOHMMaHMeM
IJTyOOKOTO M, BO3MOKHO, HEITPEO10JIMMOT0
paspbiBa Mexay CpegHeBeKOBbEM
1 COBPEMEHHOCTbHIO.

CIINCOK INTEPATVYPbBI

1. Ankepcmum @. P. HappaTuBHas noruka: CeMaHTUYeCKMIA aHann3 g3bika
ncropukos / nep. ¢ aHrn. O. laBpuwmnHon, A. OneiMHUKOBA; NoA, Hayy. pea.
J1. b. MakeeBo#. Mockga: Maesa-lpecc, 2003.

2. Bemywutrckuii A. C. To Play Game Studies Press the START Button //
JNoroc. 2015. N21(103). C. 41-60.

3. CanuH A. C. OcoBEHHOCTM penpe3eHTauMM 3KOHOMUKM B BUAeourpax //
Mennadpunocodpus Xll. Urpa nnu peanbHocTb? OnbiT UCCNELOBAHUS KOM-
nbtoTepHbIx urp. CaHkT-MeTepbypr: ®oHA, pa3BUTUS KOHDAUKTONOMMM,
2016. C. 211-224.

4.  Yaim X. Metauctopus: Mictopmnyeckoe BoobpaxeHune B EBpone XIX B./
nep. c aHrn. E. . Tpy6uHo#n, B. B. XaputoHosa npu yu. M. MNMepuesa, /1. Ca-
xaHoBou u A. CepukoBoWm, nog peg. E. I TpybuHon, B. B. XapuToHoBa.
EkatepuHbypr: M3patenbctBo Ypanbckoro yHuBepcuteta, 2002.

5.  lOn M. PacckasbiBatoT M urpbl uctopumn? KpaTkas 3ameTtka 06 urpax
M HappaTmBax / nep. ¢ aHrn. M. Xanoson // Nloroc. 2015. N21(103).
C.61-78.

6. Braudel F. Histoire et sciences Sociales. La longue durée // Annales:
ESC. 1958. Oct.—dec. Vol. XIlI. N2 4. P. 725-753. (pyc. nep.: bpodens @.
McTopus u 06LecTBEHHbIe HAayKK. MicTopuyeckaa aantenbHocTb// @u-

nocodus n metrogonorus uctopmm / obw,. pea. M. C. KoHa. Mocksa: Npo-
rpecc, 1977. C. 114-142).

—165 -



DISCIPLINA 1 | A. Anygpuesa. «Boobpaxxaemoe CpelHEBEKOBbE» B BULEOMTPAX

10.

11.

12.

13.

14.

15.

16.

17.

18.

19.

20.

Brilli E. Lessor des images et léclipse du littéraire. Notes sur LU'histoire
et sur les pratiques de U'histoire des representations [9neKkTpoH-

Hblvi pecypc]// Atelier du Centre des recherches historiques. 2010.

Is. 6. URL: https.//journals.openedition.org/acrh/2028 (pata obpaleHus:
09.09.2019).

Buc P. The Dangers of Ritual. Princeton, Oxford: Princeton University
Press, 2001.

Fedorenko G. The Portrayal of Medieval Warfare in Medieval: Total War
and Medieval 2: Total War // Digital Gaming Re-imagines the Middle
Ages/ ed. by D. T. Kline. New York: Routledge, 2014. P. 53-66.

Kline D. T. “All Your History Are Belong to Us”: Digital Gaming Re
imagines the Middle Ages // Digital Gaming Re imagines the Middle
Ages / ed. by D. T. Kline. New York: Routledge, 2014. P. 1-11.

Kline D. T. Participatory Medievalism, Role Playing, and Digital
Gaming // The Cambridge Companion to Medievalism / ed. by
L. D'Arcens. Cambridge: Cambridge University Press, 2016. P. 75-88.

Komel M. Orientalism in Assassin’s Creed: self orientalizing the
assassins from forerunners of modern terrorism into occidentalized
heroes // Teorija in praksa. 2014. Vol. 51.1. S. 72-90.

Koziol G. The dangers of polemic: Is ritual still an interesting topic
of historical study? // Early Medieval Europe. 2002. Vol. 11. Is. 4.
P.367-388.

Kubinski P. Toward a Poetics of Video Game // Forum of Poetics. 2016.
Vol. 2. P. 20-209.

Lindley C. A. Narrative, Game Play, and Alternative Time Structures

for Virtual Environments // Technologies for Interactive Digital
Storytelling and Entertainment / hrsg. von S. Gobel. Berlin; Heidelberg:
Springer, 2004. S. 183-194.

Nelson J. L. The Dangers of Ritual: Between Early Medieval Texts and
Social Scientific Theory by Philippe Buc. Review // Speculum. 2003.
Vol. 78.N23. P. 847-851.

San Nicolds Romera C., Nicolds Ojeda A. M., Ros Velasco J. Video Games
Set in the Middle Ages: Time Spans, Plots, and Genres // Games and
Culture. 2016. Vol. 11. P. 1-22.

Schmitt J. C. Anthropologie historique [nekTpoHHbIN pecypc] // Bulletin
du Centre détudes médiévales d’Auxerre. 2008. N2 2. URL: http://
journals.openedition.org/cem/8862 (nata obpawenns: 09.09.2019).

Spiegel G. M. Philippe Buc. The Dangers of Ritual: Between Early
Medieval Texts and Social Scientific Theory. Review // American
Historical Review. 2003. Vol. 108. N2 1. P. 148-149.

Tanz S. Vom Sinn der Mentalitatsgeschichte. Bilanz und Ausblick //
Mittelalterforschung nach der Wende 1989 / hrsg. M. Borgolte.
Oldenbourg; Minchen, 1995. S. 227-238. [Historische Zeitschrift.
Beihefte. NF 20].

—166 —


https://journals.openedition.org/acrh/2028
http://journals.openedition.org/cem/8862
http://journals.openedition.org/cem/8862

DISCIPLINA 1 | A. Anygpuesa. «Boobpaxxaemoe CpelHEBEKOBbE» B BULEOMTPAX

21. Westin J., Hedlund R. Polychronia—negotiating the popular
represenatation of a common past in Assassin’s Creed // Journal of
Gaming & Virtual Worlds. 2016. Vol. 8(1). P. 3-20.

22. Wolterink J. Authentic Historical Imagery: A Suggested Approach for
Medieval Videogames // Gamevitronments. 2017. N26. P. 1-33.

23. Wunder H. Feudalismus // Lexikon des Mittelalters. Bd. 4. Stuttgart;
Weimar, 1999. Sp. 411-415.

JIIOOOTPA®IU A

Ha3eaHus npueeOeHb/ Ha aH2/1ULlCKOM $5i3biKe,
He3asucumMo om Ccmpadsl u3oarus

Budeouzpesi
1. Age of Empires. Ensemble Studios; Xbox Game Studios et al., 1997-20109.
2. Anno 1404. Ubisoft, 2009.
3. Assassin’s Creed. Ubisoft, 2007-2018.
4. The Elder Scrolls. Bethesda Softworks et al., 1994-2019.
5. Europa Universalis. Paradox Entertainment; Strategy First, 2000-2013.
6. Europe 1400: The Guild. 4HEAD Studios; JoWooD Productions, 2002.
7. For Honor. Ubisoft, 2017.
8. Foundation. Polymorph Games, 2019.
9. Kingdom Come: Deliverance. Warhorse Studios, 2018.
10. Medieval Engineers. Keen Software House, 2020.
11. Mount and Blade. TaleWorlds; Paradox Interactive, 2008-2020.
12. The Settlers. Blue Byte Software; Ubisoft, 1993-2010.
13. Stronghold. Firefly Studios; Take-Two Interactive; God Games et al.,

2001-2014.

14. Total War. Creative Assembly; Electronic Arts; Activision et al., 2004 -
2019.

15. The Witcher. CD Projekt RED, 2007-2015.

HacmoneHeie uepsi

Feld S. Bruges. Hans im Gluck, 2013

Teuber K. The Settlers of Catan. Kosmos, 1995.
Wrede K-J. Carcassonne. Hans im Gliick, 2000.




