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AHHOTaUUS
B ausaiiHe B1aeourp CyLecTByoT ABE CNOXMBLUMECS TPaaLmn: GopMUpoBaHme periMBOPKOB
¥ NaTTepHOB reriMamsaiiHa. [pu 3ToM GperiMBOPKU [4EMOHCTPUPYIOT CBOIO Y3KYIO MPUMEHW-
MOCTb, a KoNnekKunmn I'IaTTepHOB reVIM,D,M3aVIHa ABNAKOTCA O6IJJV|prIMVI n 3a‘-IaCTYIO B 3HaA4un-
TenbHOW CTeneHu HepeﬂeBaHTHblMM I/IFpOBbIM npoeKTaM, YyTo orpaquMBaeT nXx npaKTquCKoe
npvMeHeHue B aHanuse v paspaboTke Buaeourp. B ctatbe popmynupyetcs n uccnepyercs
aAeKBaTHOCTb MeToOa OHTOJIOrM4YeCKOro aHaszim3a gn{ onpe,u,eneHMﬂ I'IpVIMeHVIMOCTVI naTTep-
HOB K KOHKpeTHOM urpe. B kauecTse keiica paccmoTpeHa Bugeourpa Inside ctyamm Playdead,
KOTopas aHanuampyetcs Ha ocHose oHTonorun Game Ontology Project u npuam Lenna. Cam
npouecc NpeasioxkeHHoro aHanmsa nogeneH Ha 4 stana: 1) conocrtasneHne naTTepHOB U OH-
TONOTUW UrPbl; 2) OHTONOTMYECKUIA aHanu3; 3) oTOop peneBaHTHbIX MaTTepHoB; 4) Banuaaums
OLUEeHKU peﬂeBaHTHOCTM. Pe3yanaTb| ncenenoBaHmMa NoKasblBakoT, YTO OHTONIOMNYECKUM aHa 113
no3BoNnAeT OI'Ipe,D,eJ'IﬂTb peﬂeBaHTHble I'IaTTeprI C BbICOKOM TOYHOCTbLIO, @ OCHOBHbIM Hego-
CTaTKOM MeTOAa okasbiBaeTcs HermonHoTa oHTonorun Game Ontology Project otHocuTensHo
I'Ipl/I3M LLIenna. ﬂ'ﬂﬂ Banngaumnm pe3yanaTOB ncecnenoBaHns VICI'IOJ'Ib3yeTCF| ﬁpﬂMOFI aHan3
peneBaHTHOCTU NMaTTEPHOB, HE OMUPAIOLLMIACA Ha OHTONOrMIO Urpbl. Juckyccus neMoHcTpum-
pyeT, YyTo ,Cl,l/l3al71H—I'IaTTeprl, I'IOJ'IyLIeHHbIe B npou,ecce aHasnnsa, ABNA0TCA I'IpO,D,YKTI/IBHbIM
MHCTPYMEHTOM KpuTUKK Inside v BbisiBNSIOT cnabble MecTa Ausalita urpbl. HecmoTps Ha nono-
XUTENbHbIE Pe3yNbTaThbl C TOUKM 3PEHUS MPOBEPKU UCCIe[0BaTENbCKOW rMnoTessl, TpebyeTtcs
3Ha4YnTesibHoOE pa33MT|/|e KaK B O6J'IaCTM OHTONOINMnN, Tak U B O6f|aCT|/| pa3pa6OT|<|/| I'IaTTepHOB
FemM,D,VI3al7lHa, KOTOpre MO3BONAT CTPYKTyprIM MeToOaM aHalim3a BMJJ,eOVII'p CTaTb ﬂpMMeHVI-

MbIMU Ha MpaKTuKe.

KnioueBble cnoBa: OHTONOIMS UIPh], MATTEPHEI refiMIN3aiiHa, OHTOJIOTMYECKNY aHasIN3, KOHCOMMUALINs
IIaTTEPHOB, TEOPUS FreMIan3anHa
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ontological analysis
as a tool for game design

Abstract

There are two established traditions in video game design:
the creation of frameworks and game design patterns.
However, frameworks demonstrate their narrow applicability,
while collections of game design patterns are extensive and
often largely irrelevant to video games, which limits their
practical usage in the analysis and development of video
games. The article describes and explores an adequacy

of ontological analysis method for the determination

of game design patterns’ applicability for a particular

game. Playdead’s game Inside is considered as a case

study, for which an analysis was conducted based on the
Game Ontology Project and Shell’s prisms. The proposed
analysis process is divided into four stages: 1) Comparison
of patterns and game ontology, 2) Ontological analysis,

3) Selection of relevant patterns, 4) Validation of relevance
assessment. The results of the study demonstrate that
ontological analysis allows relevant patterns to be identified
with high accuracy, while the main drawback of the method
is the incompleteness of Game Ontology Project compared
to Schell’s prisms. Direct analysis of pattern relevance which
does not rely on game ontology, is proposed to validate

the research results. The discussion demonstrates that the
design patterns obtained according to the proposed analysis
procedure are a productive tool for criticizing Inside and
identifying weaknesses in the game's design. Despite the
positive results in terms of research hypothesis testing,
significant development is required in both ontology and
game design pattern development to make structural
methods of video game analysis applicable in practice.

Keywords: game ontology, game design patterns, ontological
analysis, pattern consolidation, theory of game design
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BeepeHue

B reiimaunsaiiHe yxe cywecTsyeT MaccuB paboT, HarnpaBieHHbIX Ha CUCTe-
MaTU3aLMIO 3HAHWUIA U NYYLWNX NPaKTUK pa3paboTku sugeourp. OgHa yacTb pa-
60T HanpaBneHa Ha $oOpMUPOBaHME nNammepHos, a Apyras — ¢pelimeopkos
eetimousaliHa.

QOpeliMBOpkM reriMamnsariHa NpencTaBnsaioT cobolr CTPYKTYPUPOBaHHbIE
METOL0MIOMMM MPOEKTUPOBAHMS, OMMUCHIBAIOLLME TO, HA KaKME SNIEMEHTbI MOXHO
pasfennTb Urpy U B KaKMX OTHOLIEHMUSAX 3TW dN1eMeHTbl HaxoaaTtcs. [pumepamu
Takux reimpamnsanHepckmnx ppenmeopkos aensotca MDA (Mechanics, Dynamics,
Aesthetics) [Hunicke et al., 2004] unn SSM (System, Story, Mental Model) [Grip,
2017]. Oaxe Ha3saHUs GpeiiMBOPKOB GOPMUPYIOTCSH U3 S/IEMEHTOB, Ha KOTOPbIE
oHu pasgensatoT urpy. Kpome Toro, 4acto ¢peiMBOpKM OMMUCHIBAIOT U MPOLLECC
pa3paboTkn, Hanpumep MDA aBHoO npepnaraeT gu3alHepy HauMHaTb MPOEKTU-
pOBaHMe Urpbl CO CTOPOHBI MrPoBbIX MexaHuk [Hunicke et al., 2004, p. 2]. A SSM
FOBOPWT O TOM, YTO 3a[a4a An3aiiHepa — CGOPMMPOBaTL B FONIOBE Y UrpoKa He-
KOTOPYIO MEHTasIbHYIO MOAESb 38 CYET UrPOBOM UCTopum 1 cuctemsl [Grip, 2017].
Nceneposatens Bugeonrp AnekcaHap BeTywmnHekumini nuweT 06 3ToM: «...HY>KHO
noHunmaTb, YTo MDA ropasfo nyJwe nogxoauT Ans aHanmsa v onmMcaHus Knaccu-
YECKUX UTpP, A1 KOTOPLIX UCTOPUS HE CTONb 3HAYMMa, @ BOT SSM — ons aHanusa
Urp coBpeMeHHbIx. [TpocTo pasnuyHbie Urpbl AMKTYIOT pasfivyHble CNOCOoBbI MX
onmcaHuay [BetywmHckuid, 2021, c. 167].

Takum obpasom, BeTywimHckuii noguepkmBaeT, 4To NpuMeHeHne GpeinmBeop-
KOB OrPaHW4eHO XXaHPOM, CTPYKTYPOI U TEXHONOMMYECKMMMN YCIIOBUSMU KOH-
KPETHOro MPOeKTa, YTo fenaeT GpeiMBOPKMN reiMamn3aliHa y3KoHarnpasneHHbIM
MHCTPYMEHTOM.

KoHuenumsa gusaiH-naTTepHOB M3HavyanbHo bbina npeanoxeHa Kpucro-
depom AnekcaHpepom [Alexander et al.,, 1977] B apxuTtekType, 3aTem oHa
nepekoyeBasna B nporpammmposarme [Gamma et al., 1995], a us nporpammum-
poBaHus B reiimamsaiiH [Kreimer, 2002]. AnekcaHaep onvcbiBaeT naTTepHbl
cnepyowmm obpasoM: «Kaxabii matTepH onuceiBaeT npobnemy, koTopas
BO3HMKAET CHOBA M CHOBA B HalWel cpefe, a 3aTeM M3araeT CyTb pelueHus
3TOM Npobnembl TakMM 0H6PaA3OM, YTO BTO PELUEHNE MOXHO NMPUMEHATH MUJI-
JINOH pas, HM pa3sy He noBTopuB ero B TouHocTu» [Alexander et al., 1977,
p. x]. MaTTepHbl — 3TO dOpPMa ONUCaHUSA YAAYHOTO PELUEHUS HEKOTOPOW
perynsipHo BO3HWKawloLWe Nnpobnemsl, a CTPYKTYpPYy NaTTepHa MOXHO npef-
cTaBuTb cneayowmnm obpasom: «if problem A exists then solution B can be
applied to solve it» (ecnu cywecTsyet npobnema A, To peweHune B moxeT
6bITb MpUMeHeHo ans ee pewenus) [Abu Makhadi, 2025, p. 158]. Konnekuus
NaTTepPHOB, B OT/IYME OT GPEMMBOPKA, HE ABNSETCS CTPYKTYPHOW MOAENbIO
OMMCaHUA Urpbl, @ CKOPEEe YCTPOEHa Kak HEOPraHW30BaHHbI CMIMCOK YAauHbIX
pelweHunin HekoTopbix Npobnem (best practices), BosHUKaOWMX B AU3aiHe.
B konnekumsax MOryT HaxoOAUTbCS COTHW NMaTTEPHOB, MHOTME U3 KOTOPbIX
OKaXXyTCs MPOCTO HEPEeNeBaHTHbIMM HEKOTOPbLIM MIPOBLIM MPOEKTaM, YTO
CBSI3aHO C OTCYTCTBMEM TEX WM UHbIX MIEMEHTOB B CTPYKTYpe UrPOBOro
npoekTa.
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Takvm obpasoM, cknafbiBaeTca crnepytollas CUTyalms: CylWwecTByeT 3Ha-
YUTENbHbI MAaCCUB HAaKOMIEHHbIX 3HAaHWIA U yaauHbiX NpakTuk (NaTTepHOB),
MPVUMEHMMBIX B AN3aliHE BUAEOUTP, HO OTCYTCTBYET CUCTEMHBIV NMOAXOA, MO3BO-
NNBLWNIA Obl NPUMEHSTbL 3TWU NPaKTUKKW ANS aHanmM3a v KPUTUKU BULEOUTP B CUITY
TOroO, YTO 3HAYMTENbHAA YaCTb 3TUX NMAaTTEPHOB HECOBMECTMMA C OTAE/NbHbLIMU
nrpoBbiMu NpoekTamun. CnepgoBaTenbHO, MHCTPYMEHTbI, KOTOPbIE MO3BOAWN Obl
onpenensTb peneBaHTHbIE NaTTEePHbI 4151 KOHKPETHbIX BUAEOUTP, MOrv Bbl Npe-
BPaTUTb KONEKLMN AM3aiH-NAaTTEPHOB B NMONHOLEHHbIN MHCTPYMEHT aHanmsa,
KOTOPbIN Bbii Bbl BoMee WMPOKO NMPUMEHMM B CPaBHEHUN C bpeiiMBOpPKaMu
rerimamsariHa. Takol MHCTPYMEHT 6bin Obl akTyaneH Kak Ans pa3paboTymKoB, TakK
W ONS KPUTUKOB W UCCNefoBaTeNel, Tak Kak no3sonun Obl aHanM3npoBaTb Urpbl
He TOJIbKO Ha OCHOBE MHAMBUAYANbHBIX MHTYULMIA, HO U MPUMEHSTL OBLWMpPHbIE
KONNeKuunn An3anH-naTTepHOB.

Kak 6b110 0TMeYeHO paHee, peneBaHTHOCTb MaTTEPHOB CBsi3aHa CO CTPYK-
TYPHBIMW SN1IEMEHTaMn B Au3ariHe urpbl. Hanpumep, nattepHsl, oTHOCsWwMecs
K MHOTOMO/Ib30BATENbCKUM UrpaM, HE MOAOMAYT MPOEKTaM, KOTOPblE PacCYMTaHbl
Ha NpoxoXaeHue oaHMM UrpokoM (04HOMONb30BaTENbCKUM Urpam). [aTTepHsi,
KOTOpbIE CBSI3aHbl C MPOEKTUPOBAHMEM UrPOBOTO CIOXKETa, HE MPUMEHWMbI B AN-
3aiiHe apKaZHbIX Urp, B KOTOPbIX OTCYTCTBYET CIOXET.

Takoe OTHOLWEHWE MOXHO onucaTb cliefyoWwnM obpasoM: ecau e ou-
3aliHe uepbl npucymcmayem cywHocme C, mo kaxobeil nammepH [, ko-
mopeuili ces3aH ¢ cywHocmeto C, pesiesaHMHO Kpumukyem amom uzposoll
npoekm.

Tak Bonpoc ob onpepeneHun peneBaHTHOCTU NaTTepHa npeobpasyeTcs
B BOMPOC O TOM, npucymcmayem su & dusaliHe uepsl cyujHocms C, u ecme au
cea3b mexdy nammepHom [1 u cywHocmeto C. DTo BbIBOAUT Hac 13 obnacTtu
AM3aliH-NPaKTUK B 06NnacTb CTPYKTYPHOMO aHanmsa Urpbl Uan, ApyrMmMmn CloBamm,
B 061aCTb UFPOBOW OHTONOMUW.

OHTONOrMs U OHTONOrUYECKMIA aHaNU3

B uccneposaHusax BuOeOUrp TEPMUH KOHTONOMMSA» yroTpebnseTcs B ABYX
OCHOBHbIX 3HaYeHuax. B nepeoM cnyyae oH TpakTyeTcs kak Memagusudeckas
OHMoo2us, GOKYCUPYIOLLAACs Ha yHAAMEHTaNbHOM NpUpoLe urpsl 1 eHoMeHa
urpanuns [Mayra, 2008; Bogost, 2009]. Bo BTopoM — Kak npuk/iadHas oOHMosozus,
B KOHTEKCTE KOMIMbIOTEPHBIX HAayK MOHMMaemas Kak GopManM3oBaHHOE onuncaHue
CYLLHOCTEV 1 MX B3aUMOCBSI3€l B Mpefenax onpeneeHHon npeaMeTHon obnactu
[Zagal & Bruckman, 2008; Parkkila et al., 2017]. PasrpaHuuyeHune atmx nogxonos
MPUHLMMANANBHO: GUNOCODCKas OHTONOMMS CTPEMUTCS K YHUBEPCabHOM Knac-
cudvkaumm BbiIT1A, TOraa Kak NpukiagHas OPUEHTUPOBaHA Ha MPOAYKTUBHYIO
KOHLLENTyanmMsaumio B KOHKPETHOW chepe — Aaxe LIeHON ee yNpoLweHns 1 nc-
kaxkeHuns [Smith, 2004, p. 162]. B naHHoI paboTe nop oHTONOr1e NnoHMMaeTcs
MMeHHO npukiadHas oHmosnoeus (applied ontology), passueaemas B pamkax
Science and Technology Studies v nHxeHepumn 3HaHwMIA.

Nudopmatuk @nopurar Cosa onmchiBaeT OHTONOMMIO CNEAYIOWMM 0BPasoM:
«The subject of ontology is the study of the categories of things that exist or
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may exist in some domain. The product of such a study, called an ontology, is
a catalog of the types of things that are assumed to exist in a domain of interest
D from the perspective of a person who uses a language L for the purpose of
talking about D» ([MpeameTom oHTONOrMM ABNSETCA U3yYEHUE KaTeropuin Be-
Liei, KOTOpbIE CYLLECTBYIOT UM MOTYT CYLLEeCTBOBaTb B Kakon-nMbo obnacTu.
Pe3ynkTaToM Takoro MCCnefoBaHus, Ha3biBAEMOro OHTONIOMMEN, ABNSETCA KaTanor
TWUMOB BeLLel, KOTOPbIE, KaK MPEANonaraeTcs, CyLWeCcTByIOT B 061acTu MHTepeca
D ¢ Toukm 3peHms yenoseka, Ucrnosb3ytowero a3bik L ana obeyxaerus D) [Sowa,
2010].

Monb3ysice TepmuHamu OnopraHa CoBa, MOXHO CKasaTb, YTO OHTONOTMYE-
CKUI aHanu3 — 3To onpefeneHne Toro, Kakue U3 mepMuHos a3bika L MoxHO
NPUMEHUTb ANs 0bCyXaeHUs NnpeaMeTa, Haxoosuwezocs B fomeHe D. Vinu, ppy-
FMMW C/TIOBaMMU, MOA OHTONIOTMYECKUM aHANIM30M MOHUMAETCS KOHKpemu3ayus
kak goMeHa D, Tak u s3bika ang onucaHus atoro goMera L. B cnyyae aHanusa
BMAEOUIP C LIENbIO OMNpefeNeHns peieBaHTHOCTU NaTTepHOB MMEETCS B BUAY
KOHKpPETM3aLmMs [OMEHa BUAEOUTP U A3blKa, KOTOPbIM OMMCLIBAET BUASOUIPbI B Lie-
JIOM, O aHaNM3MPYEMOro UrPOBOro MPOeKTa U A3bika, KOTOpPLIA TpebyeTtcs ans
OMMCcaHns 3Mo20 UrPOBOTO MPOEKTa, KakK 3TO nokasaHo Ha Puc. 1. Pesynstatom
OHTOJIOrMYECKOro aHanM3a Urpbl SBISETCA NepeyeHb CYLHOCTEN, MPU NOMOLLM
KOTOPbIX MOXHO OMnucaTb paccMmatpusaemyto urpy. o cytun, oHTonormyeckmii
aHasM3 ABNAETCA NPOLECCOM OMpPefeNieHms TOro, Kakme CywHOCTH 13 obein
OHTOJOMMMN BUAEOUTP NMPUCYTCTBYIOT B KOHKPETHOM mrpe.

B TakoM cnyyae, ecniv npy NOMOLLM OHTONIOMMYECKOTO aHaIM3a MOXHO MosTy-
YWTb CYLLHOCTU, KOTOPLIE OMMCLIBAIOT BULEOUIPY, Y MPU STOM U3BECTHO, Kakune
CYLLHOCTM OTHOCATCA K KaXX4OMY MaTTEPHY BUAEOUTP, TO Mbl MOSYYUM UHCTPY-
MEHT, MO3BOIAOWMIA ONPEfeNUTb MPUMEHUMOCTb AU3aiH-NaTTepHa A8 onpe-
nenenHoi urpbl (Puc. 2). 370, B CBOK 04epeab, 03HaYaeT, YTO OHTONIOMMYECKMIA
aHaNIM3 MOXET CTaTb MHCTPYMEHTOM OMnpefesieHns pefieBaHTHbLIX NaTTepHOB
M OTCEMBaHUA HEpPeNeBaHTHbIX.

[MnoTesa AaHHOro UCcNeAoOBaHMA 3aK/IIOYAETCS B TOM, YTO OHTONIOMMYECKMIA
aHasIM3 MOXET BbIMNOJIHATb POJib MHCTPYMEHTA MO OMPEAENEHNIO PENIEBAHTHOCTH
naTTepHOB reriMamsaiiHa Ans UrPOBOro NPOEKTa.

Llenb nccneposaHusa — agantMpoBaTh METOA, OHTONIOMMYECKOrO aHanm3a
K 3aia4yaM reiMmpamsaiHa u NpogeMoHCTPMPOBaThL ero paboTy Ha NpMMepe aHa-
nu3sa nasn-nnateopmepa Inside [Playdead, 2016] (Mn. 1).

Matepuansl 1 MeToARI

[ns anpobauum MeTona OHTONOMMYECKOro aHanusa BaXKHo nogobpaTs Urpy,
KOTOpasi C OAHOM CTOPOHbI ByAET 4OCTATOYHO MPOCTOMN MO Habopy MEXaHUK, YTO-
6bl 06bEM aHanM3a He CTan Ype3MepHbIM, a C APYroii — LOCTAaTOYHO COBPEMEH-
HOW 1 M3BECTHOM, YTOObI BbIBOLAbI UMENW aKTyaNlbHOCTb U HarNsaHOCTb. B kayecTse
Takoro obbekTa BbibpaHa Inside [Playdead, 2016] — nasn-nnatdopmep ¢ Bugom
cHOKy, B KOTOPOM aBaTap UrpoKa MOXET NepeMeLLaTbCa BfeBo/BrnpaBso, MpbiraTh
1 B3aMMOLENCTBOBaTb C 0b6bekTamu. JlakoHWYHBbI Habop AeCTBUIA U MUHMMa-
JIMCTUYHBIN BU3yanbHbIA CTWUIb MO3BOMSIOT COCPEAOTOUYUTLCS Ha CTPYKTYPHOM
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OHTonorus
KOHKPETHOM
Urpbl

OHTONOrKNSA
BUOEOUrp

Puc. 1
OHTONOrnst KOHKPETHOW UI'PHI B OHTOIIOIMY BUAEOUTD

Un. 1
Playdead. Inside, 2016
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M CeMaHTUYECKOM pasbope, Npu 3TOM Cama Urpa BbICOKO OLlEHeHa KPpUTMKa-
MW U YNOMMHAETCS B CMMCKaxX 3HaYMMbIX MPOU3BEAEHUI MeAMyMa COracHo
Metacritic [URL: https://www.metacritic.com/game/inside/].

Xop uccneposaHus

1. ConocTaBneHue naTTepHOB 1 OHTONOrUM BuAeourp. Ha atom atane ycra-
HaBNMBAETCSA COOTBETCTBME — KAKOM Habop CyLHOCTEN COOTBETCTBYET KaXKAOMY
natTepHy. Camo no cebe oHTONOrMYECKoe CONoCTaBeHne NPeacTaBnseT coboi
MPOLLECC HaXOXAEHUSA CEMAHTUYECKMX CBA3EM MEXAY CYLYHOCTSAMU B OHTOSO-
MW UrPbI U NaTTePHaMM, NOLOBHO TOMY, KaK OHW ULLYTCS MPY OHTONIOrMYECKOM
conocTasneHum [Euzenat & Shvaiko, 2013, p. 8].

2. OHTonornyeckun aHanus. BoissneHme oHtonorum Inside ns oHtonorum
Urpbl, TO €CTb ONpefeneHne CyLWHOCTEN 13 0BLLEen OHTONIOMUM UrPbl, ONMUCHIBA-
lowwmx Inside. PesynstaTom atoro atana aHanusa ByaeT CrMCOK OHTOMOMMYECKMX
cylHocTel, koTopbii popmupyer Inside.

3. OT60p peneBaHTHbIX MAaTTEPHOB. PeleBaHTHLIMU CYMTAIOTCS Te MaTTEePHbI,
KOTOpbIE CBSA3aHbl XOTA Bbl C OQHOM U3 CYLWHOCTEN, GOPMUPYIOLLMX OHTONOTMIO
Inside. DToT aTan aHanM3a aBTOMaTUYECKM BLITEKAET U3 PE3Y/ILTATOB MEPBbIX
[BYX LUAroB.

4. Banupaums oLeHKN peneBaHTHOCTU. DTOT 3Tan No3BOJSET OLEHUTb, Ha-
CKOJIbKO KOPPEKTHO YAaN0Ch ONPEeAeTL PEeNieBaHTHbIE NaTTePHbI MPY MOMOLLM
OHTONOrMYecKoro aHanusa. byget nposefeH npsamMol aHaus peresaHMHoOCmMU nam-
mepHO8, KOTOPbI NpeacTaenseT coboit oT6op peneBaHTHbIX NaTTEPHOB 6e3 ornops
Ha OHTONOMMYECKUIA aHann3. TakuM 06pPa3oM, MPAMOI aHaIM3 CTaHET MHCTPYMEHTOM
Ba/IMAALMM M OLLEHKM 3GPEKTUBHOCTM OHTONOMMYECKOro aHaImnsa.

OHTonorum urpsl

CylwecTsyeT pag nccnefoBatensckmx paboT, GopMyImMpyrowmx NpukiagHbIe
OHTONOrMYeckme modenu euaeounrpsl, Takne kak Game Ontology Project (GOP),
cocrosuas n3 bonee yem 170 anemerToB urpsl [Zagal & Bruckman, 2008], Video
Game Ontology (VGO), HanpasneHHas Ha GOpPMUPOBaHME COBaPs MOHATUIA
M OTHOLWEHUI AS18 B3aMMOCOBMECTMMOCTU M OBMeHa MeTa-AaHHbIX MEXAY BU-
neovrpamm [Parkilla et al., 2017], Ontology of Boardgame Mechanics (OBG),
chopMmUpOBaHHas Ha OCHOBaAHWM MEXaHUK C caiiTa HacTosbHbIX urp Board Game
Geek v cocToswas ns 6onee yuem 50 MexaHUK 1 3NEMEHTOB HACTOMbHbBIX UMP
[Kritz et al., 2017].

CywecTsyloT 1 bonee yskve LOMEHHble OHTONOrMM, Takne kak Game
Character Ontology (GCO), opuneHTuposaHHas Ha GOpMUPOBaHME OHTONOTUYE-
CKOWM MOZENM A1 OMUCaHWS UIPOBbIX M HEUIPOBBLIX MEePCoHaXxel B urpax [Sacco et
al., 2017], Pervasive Game Ontology (PerGO), HanpasneHHas Ha GopMUpoBaHme
OHTOMNOrMYecko mogenu nepeasusHbix urp [Guo et al.,, 2018].

B kauecTse obwelt (LOMEHHOI) OHTONOMMU BUAEOUTP AN AaHHOW paboThl
BbibpaHa GOP kak Hanbonee oblwmpHas urposas oHTonorus. Ee ocHoBHas Lenb —
KNaccupMUMPOBATL BCE BaXHbIE CTPYKTYPHbIE IE@MEHTbI UIPbl BHE 3aBUCUMOCTU
OT BO3MOXHOW NMpUKIagHON 3a8a4m, bonee Toro — B pOKyC ee BHYMaHWs nornagaet
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1. ConocTaBneHue
naTTepHoB

C OHTONOrUEN BUAEOUTP
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naTTepHoOB
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Mattepp2 ——»

MattepH 3

A. M. ABY MAXAON
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2. OHTONnOrMYeckui 3. OT60p peneBaHTHbIX
aHanus naTTepHoB

OHTonorus OHTonorus PeneBaHTHbIE

Bnaeourp KOHKPeTHOFI urpbl naTTepHbI
CywHoctbl —» CywHoctbl ——» T[latrepHl
CywHocTb 2 / CywHocts 3 —>  [artTepH 2
CywHocTb 3 / CywHocTb 4
CywHocTb 4

Puc. 2
HaxoxpeHne peneBaHTHBIX [IATTEPHOB MTyTEM
OHTOJIOTMYECKOTO aHaImsa
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MaKCMMasbHO WUPOKKIA fomeH — Bugeourpa: «The Game Ontology Project is
developing a game ontology that identifies the important structural elements
of games and the relationships between them, organizing them hierarchically»
(Game Ontology Project paspabaTtbiBaeT OHTONOIMIO UrPbl, KOTOPAs UAEHTUPM-
LIMPYET BaXKHble CTPYKTYPHbIE 3/IEMEHTbI UMP U CBA3M MEXAY STUMU SNIEMEHTaMK,
opraHusys ux nepapxmdecku) [Zagal & Bruckman, 2008, p. 2].

Konnekuun natrepHos

[MoppOBHbIA aHanMs 1 NepeYncneHme pasanyHbiX KOIEKLMIA NaTTepHOB
npueeneHsbl B ctatbe Game Design Patterns Consolidation [Abu Makhadi, 2025,
pp. 161-162]. Crout obpatutsh BHUMaHUe Ha npoekT The 400 Project [Barwood &
Falstein, 2006], popmmpytowmii Tabnmuy ns bonee CoTHU Npasun AM3aiHa BULEO-
urp, ctateio Game Design Patterns, dopmupytoLyto cnnmcok gusaiH-naTTepHoOB
BUAEOMUIP, OpraHm3oBaHHbIn B ceTb [Bjork et al., 2003], Book of Lenses, npepna-
ratowyto bonee cotHu npusm rerimausaiita [Lenn, 2019] n Pattern Language for
Game Design — konnabopaTtueHyto niathopMy A8 CO34aHUSA A3blKa NaTTEPHOB
[Barney, 2021].

B kayecTBe KoMnekuMmn NaTTepHOB ANs NpoBeaeHus aHanusa Inside BoibpaH
cnucok npusm xeccn Lenna [Lenn, 2019]. Kpome Toro 4to cnmMcok npusm
npencTaBnseT cobon obLwmn Habop An3anH-NpakTUK, BaxkHo, yTo LLlenn nogpo6b-
HO OMUCLIBAET LIE/IM M Ha3HAYeHMEe KaXOoM MPU3Mbl, 4TO MO3BOJIUT HaM Jlyylue
OLLEHMBATb PENIEBAHTHOCTb MPUMEHEHUSA KaXXLOMN NPU3MBbI.

Mpusma Oxeccu Lenna B aToin paboTe paccMaTpmBaeTcs Kak pasHOBUA-
HOCTb AM3aiiH-naTTepHa. HecMoTps Ha pasnuumns B TepMUHONMOMMK, CTPYKTYpa
M GyHKUMOHANbHAA Posb NPM3M COBMafaloT ¢ AusaiH-nattepHoM. CornacHo
Game Design Patterns Consolidation [Abu Makhadi, 2025, p. 7] npusmsl LLlen-
na UMeIoT Ty Xe Liefb, YTO U KOJMIEKL MM NaTTepHOB: GOpMMUpoBaThL 0B M
BOKabynap Ans AM3alHEepOB M MPEefOCTaB/sATbL BOCMPOM3BOAUMbIE PELUEHMS
TUMMYHBIX NPOBNEM UFPOBOrO MPOEKTUPOBaHUSA. [1PU3MBbI CTPYKTYPUPOBaHbI
Yyepes BOMPOChI, HaMpPaBnsALWMe BHUMaHNe gM3aiHepa, HO UX IBPUCTUYECKAS
Npuponda He OTMEHSAET UX MNaTTEPH-CYLLHOCTU. TakuM 0bpasoMm, Mprama MoXeT
6bITb MHTEPNPETUPOBaHa Kak MaTTepH, NPEACTaBEHHbIM B ansTepHaTUBHOWM
putopuyeckoin opme. B panbHeliwem TekcTe paboThl MPM3Ma B KOHTEKCTE
kHurn LLlenna v natTepH reiimagunsaiHa 6yayT MCNob30BaThCA Kak CUHOHM-
MUYHbIE MOHATUA.

TaknM 0B6pasoM, OHTOMOrMYECKUIA aHanu3 byaeT NpPoBeaeH Hag BUAEO-
urpoii Inside, B kayecTBe OHTONOMUMU UrPbI 4S8 aHanMsa byaeT UCMonb3oBaH
GOP, a B kauecTBe Konekuuy natTepHos — cnncok npusm Ixeccu LLenna.
[ns Banupaummn pesynstatoB BygeT NMpUMEHeH MeTog, NPSAMOro aHanmsa pene-
BaHTHOCTM MaTTEPHOB.

CBsa3saHHble UccnenoBaHUs B 061aCTU OHTONOMUM

B obnacTu oHTONOrMYeCcKoM NHXEHEepPUM CyLLeCcTBYEeT AOCTaTOYHO boraTas
MeToOoNormYeckas CUCTEMa, ONMUCHIBAIOLLASA Pas3fIMYHbIE 3Tarnbl PaboTbl C OHTO-
NOTMYECKUMUN MOLENSIMU, MPUMEHUMAS AN KPUTUKN UKW YNYYLLEHWUS AaHHOMO
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MCCNEenoBaHus, a Takxe Ans Byaywmx ncciefoBaTenbCkmx paboT B aTol obna-
ctu. B pabore METHONTOLOGY: From Ontological Art Towards Ontological
Engineering [Fernandez-Lépez et al., 1997] aBTopbl onmchiBaloT ogHY M3 NepBbix
$OpPManU30BaHHbIX METOLOJOTUIA MO MOCTPOEHWUIO OHTONOIIA B JOMEHE C HYJIS.
B pabote Supporting ontological analysis of taxonomic relationships [Welty &
Guarino, 2001] asTopbl popmynmpytoT metoponoruio OntoClean ans aHanusa,
nccnenoBaHms U GopMUPOBaHUS TaKCOHOMUYECKUX oTHoweHuin (“is-a”) B OH-
Tonorndeckux mogenax. Crates NeOn Methodology for Building Ontology
Networks: a Scenario-based Methodology [Gomez-Pérez & Suarez-Figueroa,
2009] nocssweHa paboTe He C OAUMHOYHON OHTONOMMEN, @ C CETAMM OHTONOIMIA
M POKyCUpyeTCs Ha Takux acrnekTax, kak konnabopaTmeHas pa3paboTka OHTO-
JIOTWIA N NepeopraHM3aums OHTONOMUIA, OCHOBaHHasA Ha CLEHapHOM MeTOoAe.
MeTtogonorus NeOn B Tom yncne npvmeHsnacs u B obnactu sugeounrp B pabo-
Te, nocesaLeHHon dopmuposaHuio oHtonornm Video Game Ontology (VGO)
[Parkkila et al., 2017, p. 4984], npegHasHayeHHON AN KPOCC-KOMMYHUKALMM
(MHTeponepabensHOCTN) Mexay pasnuyHbiMKU Bugeourpamu. Metogonorus
DILIGENT, onucaHHas B pabote DILIGENT: Towards a fine-grained methodology
for Distributed, Loosely-controlled and evolving Engineering of oNTologies
[Pinto et al., 2004], paccMmaTpuBaeT pacnpeneneHHbie METOLONOMMM, KOTOPbIE
nofpasyMeBatoT cosfaHne 6a3oBO OHTONOMMM SKCMEPTHON rPyMnow, a 3aTem
dOopMUpOBaHME NOKANbHLIX MOMb30BATENLCKUX afanTaumin 6a3oBoin OHTONO-
FMU MO KOHKPETHbIE 3a[a4y, KOTOPbIE B TOM YUC/Ie MOTYT UTEPaTUBHO BMSATH
¥ Ha 6a3oBytO OHTONOrMI. VIMEHHO MeTofoNOrMS NOCNEenoBaTENbHOMO U3MEHE-
HUS 6a30BOM OHTONOMMM U onuckiBaeTca B paboTe. Kpome Toro, cywecTeyoT
MEeToAbl MO aHanuay Hanbonee Noaxoaswel Nog 3afady OHTONOMMM, HaNpUMep,
OntoMetric, onucanHbiin B pabote ONTOMETRIC: A Method to Choose the
Appropriate Ontology [Lozano-Tello & Gomez-Perez, 2004] n ocHoBaHHbI
Ha MHOTOKPUTEPMaNbHOM aHanm3e AJis MPUHATUS PELeHNs O PENeBaHTHOCTY
OHTONIOMMM OMnpefeneHHol 3agave.

MeToponormyeckue orpaHUYEHMs U HEAOCTaTKM

MpennoxeHHas MeToaonorus oTbopa peneBaHTHbIX MaTTEPHOB MPU Mo-
MOLLM OHTOMIOrMYECKOro aHanM3a COLEePXKUT HEKOTOPbIE KpUTUYECKME [OMY-
LLeHNs, KOTOPbIe MOTYT B MEPBYIO OYepenb BAUSTb Ha BOCMPOU3BOAUMOCTb
MCCNenoBaHus.

PasHble am3aliHepbl MOMyT MPOBECTM OHTONOMMYECKUIA aHaANIN3 HEMOXOXUM
obpa3oM, a 3HauuT 1 oHTonorus Inside, cocTaBneHHas pasHbIMU Au3aiHepamu,
MOXET OT/IMYaTLCS. DTO CBA3AHO B MEPBYIO OYepeb C HEOAHO3HAYHOCTbLIO TPaK-
TOBOK MIPOBbIX MexaHuK. [pobnema Takke KacaeTcs v Py4HOro OHTONOMMYECKOrO
conocTasnenus mexgy GOP u npusmamu Lenna, a Takxke ¢puHanbHoM pasbl
OLIeHKM PENeBaHTHOCTM MPU3M MPU NMOMOLLM MPSIMOro aHanusa.

Takum 0Bpa3oM, pesynsTaThbl PasfioKEHWsS BO MHOTOM 3aBUCSAT OT Cybbek-
TUBHbIX CYXXAEHWUI AM3aiHepa, MPOBOASLLErO aHanms, YTo SABISETCS pacrnpocTpa-
HEeHHoOM Npobniemoit oHToNornyeckmx metofos. B pabote Approaches, methods,
metrics, measures, and subjectivity in ontology evaluation: A survey, B pasgene
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«ObLwme orpaHMYeHns CyLLEeCTBYOLWMX MOAXOA0B OLeHKN OHTOMOMMIA» obpalla-
€TCS BHYMaHMWE Ha TO, YTO CaMblM 3HAUYUTE/bHLIM OrPaHUYEHUEM ABNSETCA CYyOb-
ektusHocTb: “While each of the approaches to ontology evaluation has its own
limitations, this section discusses subjectivity as a common major limitation to
current research in ontology evaluation” (XoTs kaxabli1 U3 MOAXOAOB MO OLEeHKe
OHTOJIOMMIA COLEPXUT CBOM COBCTBEHHbBIE OrPaHUYEHNs, 3Ta CeKYUS paccMampu-
s8aem cybbekmHoOCmb KaK CaMoe pacnpoCmMpaHeHHOEe OCHOBHOE 02paHUYEeHUe
mekyuux uccnedosaHuli 8 obnacmu oueHku oHmosnoauli) [Hlomani & Stacey,
2014, p. 7]. HecMoTps Ha TO, 4TO aBTOpPbLI NpegnaratoT obleHay4YHble MeToabl
(BepyKUMM 1 MHAYKUMN) 4718 CHUXKEHUS YPOBHSA CYGbEKTUBHOCTM, OHW MPUXOLASAT
K BbIBOZY O TOM, YTO n3bexaHne CybbeKTUBHbBIX OLLEHOK MPU OLEHKE OHTOMOMMM
Ha OaHHbI MOMEHT He MpeacTaBnseTcs BO3MOXHbIM: “...humans are the objects
(typically as actors) of research in most ontology evaluation experiments. The
research itself can hence, not be free of subjectivity” (...ntoan senstoTcs 06b-
ekTamm (0BLIYHO KaK aKTOpbl) UCCNefoBaHUA B HOMbLMHCTBE 3KCMEPUMEHTOB
no oueHke oHTonorun. CnefosatensHo, CaMu 3TU UCCIeA0BaHUS HE MOTYT BbiTb
cBobogHbl oT cybbekTnsHocTH) [Hlomani & Stacey, 2014, p. 9].

B pabote Ontology design and individual cognitive peculiarities: A pilot study
aBTOPbI OTMEYAIOT, YTO CPOPMMPOBAHHBIE OHTONOMUMN HEN3BEXKHO CYOBEKTUBHBI:
“the ontologies are inevitably subjective to a certain extent, as knowledge by
definition includes a component of personal subjective perception” (oHTOROrMM
B HEKOTOPOM CTENeHM HeM3bexHO CybbEKTMBHbI, MOCKOJIbKY 3HaHWe Mo onpe-
LeNeHUNIO BKIIOYaeT B cebs 2/1eMeHT SIMYHOrO CyHbEeKTUBHOIO BOCMPUATUSA)
[Gavrilova & Leshcheva, 2015, p. 3884]. OgHako aBTOpLI BUAAT pelleHne 3Toin
NpobneMbl B KOINIEKTUBHOM OHTONIOMMYECKOM MPOEKTUPOBaHUM, YEMY BO MHO-
roM 1 nocesueHa ux pabora. [NprMeHeHNe KONNEKTUBHOIO OHTONOMMYECKOrO
MPOEKTUPOBaHUSA HE NPELCTABNAETCS BO3MOXHBIM B paMKax anpobavuum Metona
OHTONOrMYECKOrO aHanM3a A1 ONpefeneHVs PereBaHTHOCTU NaTTepPHOB, OAHAKO
OH MOXET CTaTb OMOPOW AN AaNbHENLeN KPUTUKM, YyTOUHEHUS 1 BOCMIPOU3BE-
LEHUS pe3y/bTaToB faHHOrO UCCNEf0BaHMS.

PesynbraThl

OHTonorunyeckoe conocraBneHune

[lepBbIM 3TarnoM aHanMsa SBASETCS OHTONOrMYyeckoe cornoctaenerve. B Tab-
nvue 1 B kayecTBe fE@MOHCTPaLMKN NPeacTaBNeHbl pe3y/bTaTbl CONOCTaBNEHUS
NepBbIX AEBATU MPU3M.

B nepeom cTonbue pacnonoxeHa npusma LLlenna. Bo BTopom ctonbue —
cooTBeTcTBYyoWMe el cywHocTn ns GOP, unn npouepk, ecnvu cooTseTcTeme
oTcyTcTByeT. B TpeTbeM cTONbLE NpuBEAEHb KOMMEHTapUK, KoTopble obbsC-
HAIOT pe3y/bTaTbl COMOCTaBNEHNS A1 BO3MOXHOCTU aHanm3a u KpUTUKK COMo-
cTaBneHus. YeteepThlt cTonbew, NokasbiBaeT CTENEHb COOTBETCTBUS MPU3MbI
LLlenna cywHocTam ns GOP: 0 — cooTBeTCTBME OTCYTCTBYET, HM OfAHa CYLYHOCTb
n3 GOP He crnocobHa paxe yacTuyHo onucatb npusmy LLenna; 1 — cooteet-
cTBue YacTuuHoe, oHTonorns GOP cnocobHa nuwb 4acTUYHO onmncaTb NPU3MYy;
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2 — NonHoe COOTBETCTBME, NMPU3Ma TOYHO OMMUCHIBAETCS CYLUHOCTSAMMU U3 OHTO-
norum GOP.

[MocnenHuin cTtonbew, [EMOHCTPUPYET, KaKMX CYLLHOCTEN BEPXHEro NOpsiA-
ka He xBaTaeT GOP pna Toro, 4Tobbl onuckiBaTh NpuaMy. CyLHOCTH, KOTOpPbIE
nonanu B nocnenHuii crtonbew: urpok (M onbIT Urpoka), nnatpopma, UCTopus,
3CTeTUKa, AMU3alHep, TeMa, pa3paboTka, UrpoBble OOBEKTLI, MEPCOHAXM, KOM-
MyHUKaLMs, BUsHecC.

CornacHo pasnoxeHuto, 37 npuam nonHocTeio cootBeTcTytoT GOP, yacTnu-
HO COOTBETCTBYIOT 25 NpM3m 1 NoNHOCTLIO He cooTBeTcTBYeT 51 npusma.

HazeaHue CywHoctn GOP KommeHTapuit Cootset- | OTcyTcTBME
MPU3MbI cTBUe
1. MNpwusma GOP He MogenvpyeT aMoLMKN UrpoKa, 3TO 0 Urpok
aMoLMI YPOBEHb OMbITa. P
2. Mpusma OnbIT Urpoka Kak KaTeropusi He oTpaXkeH
CYLLECTBEHHOro | — B GOP, Tam onuceiBaloTCs CTPYKTypHbIE 0 Nrpok
onbITa 3N1EMEHTbI UTPbI.
3. MNpunsma MecTo peiicTBMS B TOM Yncne onpepenset Urpok
MecTa Interface nHTepdeiic urpel. OgHako coenageHve 1 I_InF:ach,o va
nevicTaus He nonHoe. P
Cropnpwus obecneurBaeTcs Cy4aliHOCTbIO
4. MNpusma Randomness; n ckpbITol MHPopmaumein. OgHako npusma Virpox,
P Incomplete P P ) P 1 OcTeTuka,
cropripusa . B TOM YMCJ/Ie FOBOPUT 1 O Cloprpu3ax
Information NcTopus
B 9CTETMKE U UCTOPUM UrPbI.
5 Mouama «®PaH» — 3BpucTuyeckas kateropums; 8 GOP
da'aH: — HET CYLHOCTEW, HanNPSIMYIO OMUChIBAOLLMNX 0 WNrpok
YAOBONbCTBME UIPOKaA.
6. MNpusma Game Goals; JliobonbITCTBO Urpoka CTUMYNMpPYyeTCs Yepes 1 Urpok
nmobonbitctea | Optional Goals; CKpPbITbIE UK [OMONHUTENbHBIE LIeNN. P
Game Goals; To BHyTpeHHss ueHHOCTb popmmpyeTcs yepes
7. MNpusma Manage Resources; | cucTteMy pecypcoB, O4KOB M SKOHOMUYECKMNX
SHOOrEeHHOM Score; Economies 2bdekTOoB, KOTOPLIE MOAPOBHO OMUCaHbI 2
LEeHHOCTH of scale; Economies | 8 GOP. [Npu 3ToM camu pecypcsl onpegeneHsi
of scope; To Own yepes Bo3MoxHocTb BnageTs (To Own)
8. MNpwusma PelueHwne 3afay — 3TO ronoBONOMKM
pelleHus Puzzle; Goals 1 LuenenonaraHune; obe kaTeropumn BHO 2
npobnemsl npucytctaytoT B GOP.
: «MexaHVKN—NCTOPUS—3CTETUKA—TEXHONOTUS» Mnatdopma
9. Mpwu3ama Rules; Narrative P $opra,
- . LLlenna nepecekatoTcs ¢ pasHbIMW BETBAMM WNcTopus,
3N1EMEHTHOM Segmentation; 1
GOP: npaBuna, HappaTUBHbIE CErMEHTbI, OcTeTuKa,
TeTpagbl Interface - -
nHTepdenc. DTo YacTUYHOE COOTBETCTBME. dwnzarinep
Tabn. 1

®parmenT conoctasnenus npmsm Lllemnna ¢ cymHocTaMNM
GOP. INonHas Bepcus Tabmuniibl KOCTYIHA OHIanH [AGy
Maxann, 2025, URL: https://github.com/Akinat0/
OntologicalAnalysisOfInside/blob/main/1.%20
Conocrasnenne%20npnsm%201enna%201%20GOP.csv]
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Tabnvua 2 nokasblBaeT, KakMx 3/1EMEHTOB He XBaTasio AJif MOJHOro pas-
noxenus npusm LLlenna Ha GOP. HepocTaTtok cywHocTen npeacrasnsercs
3akoHoMepHbIM, Beab GOP — oHTONOrMs BHyTpeHHen CTPyKTYpbl UTPOBbIX 3/1e-
MEHTOB, @ HE UIPOBOrO OMbITa UK MPOLLECCa NPOEKTUPOBAHUS, KOUX Honblue
Bcero He xBaTtaeT GOP. [NoHATUA «OMbIT UrpoKay, «KAn3anHep» 1 «npouecc pas-
paboTKM» SBHO OTHOCSTCS HE KO BHYTPEHHEW CTPYKType Urpsbl, a Kk paspaboTke
(Ownszaitnep, PaspaboTka, busHec, Tema), nnbo k urpanuio (Urpok, ScTteTuka,
KoMMmyHwukauums). [MNpu atom HegocTaTok B oHTonorum GOP nrpoBbix nepcoHaxeit
M UCTOPUM SBISIETCSA CKOPee MeTapu3NYECKUM: ABMSETCS S UFPOBasi UCTOPUS
CTPYKTYPHbIM 371€MEHTOM Urpbl nnun HeT? OfHako AaHHas AUCKYCCUS He CBsi3aHa
C 3apadYamu aTon paboTel. HepocTaTtok octansHbix anemeHToB (Mrposbie 06b-
ekTbl, [Tnatpopma), KoTopble HaMPSMYIO OTHOCSATCS K CTPYKTYPHbIM 3/1EMEHTaM
BHYTPW UIPbl, MOXKHO OTHECTM NNMBO K HETOYHOCTU MPOBEAEHHOMO COMoOCTaBe-
HUs, MIMBO K oHTonorunyeckon HenonHote GOP.

NToro, conoctaBneHve nokasbiBaeT 3HaYMTENbHOE NepeceyeHne npmsm
LLlenna n GOP Ha ypoBHe MrpoBbix Npasu 1 GopmManbHbIX CTPYKTYP, HO MOA-
yepkusaeT, yTo GOP He onucbIBaeT OMbIT UrPOKa, UFPOBYIO SCTETUKY 1 MPOLECC
pa3paboTKM Urpbl, TO €CTb BCE CYLHOCTM, KOTOPbIE BbiNafaloT U3 BHYTPEHHEN

CTPYKTYPbI UrPbl.

Nrpok 30
[wn3zaiinep 20
PaspaboTka 12
MepcoHaxu 11
NcTopus 9
OcTeTuka 6
Mrposbie obbekThl 3
BusHec 3
Mnatdopma 3
KoMMyHMKaLms 3
Tema 2
Tabn. 2

Hepocratommue cymuoctn GOP
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OnTonornyeckum aHanus INSIDE

CywHoctn GOP MpucyTtctBue KommeHTapwii
Interface MpucyTcTByeT C urpoit MOXHO B3aMMOLEWCTBOBATb.
YnpaBneHve peanvsoBaHo Yepes CTaHAapPTHbIE
| MpucyTcTayeT < -
nput ycTpoicTsa BBoga (reimnagn/knaevatypa).
. WNcnonbsytoTes cTangapTHbIe KHOMKU yrpasneHus
Input Devices MNpucyTtcTayeT yiores P yrp
(knasuwwu/reimMnag), HO He BCe MoAKaTEropummn.
B vrpe HeT KHOMOK C aHANOroBOM YyBCTBUTENIBHOCTbIO
Analog Pushbutton OrcyTcTeyet P y
K CUIe HaXaTus.
- Bce petictems (MpbiXoK, XBaTaHWe, ABMXEHUE) OCHOBaHbI
Digital Pushbutton MpucyTcTeyet (p ' ' )
Ha UMPPOBBLIX KHOMKax — MBO HaxaTto, MMbo Her.
o BosmoxkeH BBOA uepes KaBuLLM HarpaBieHWs
Direction Pad MpucyTcTeyeT °P P
(unu D-pad Ha reimnage).
Fourway Joystick MNpucyTtcTyeT BosmoxkeH BBOA Yepes CcTWK Ha reiiMnage.
. Monnepykka KOHTPONNEpa C HaBeAEHNEM Ha SKpaH
Lightgun OrcyTcTayet AASP P P A P
B Urpe OTCYyTCTBYyeT.
Rotary Paddle Control OtcyTcTeyeT Mopnepykka KOHTPONEpa BPaLleHUs B Urpe OTCYTCTBYET.

Tabn. 3

dparmeHT oHTONIOrMYecKoro aHanmsa Inside mo GOP.
[TonHas Bepcus Tabnuisl [OCTYIIHA OHIANH [A6y
Maxann, 2025, URL: https://github.com/Akinat0/
OntologicalAnalysisOfInside/blob/main/2.%20
OunTonornyecknin%20ananns%20INSIDE.csv]

Ha BTopom aTane aHanusa onpepenseTcs NPUHaANEXHOCTb CYLHOCTEN
n3s GOP k Inside. B Tabnuue 3 npeacraeneH ¢parMeHT pesynsTaToB aHanu3a.
Bcero pasnoxeno 177 cywHocTei, npu a1oM Kk Inside otHocatca 80 us Hux,
a ocTanbHble 97 oKasblBalOTCSH HEPENEBAHTHBIMMU.

B nepBom cTonbue pacnonoxeHo HassaHue cyHocTn ns GOP, B HeM ykasa-
Hbl CYLLHOCTW BCEX NMOPSAOKOB, HAUMHas OT KOpPHEBbIX y310B. Bo BTopoM cTonbue
yKa3aHo, MPUCYTCTBYET /M 3Ta CyWHOCTb B Inside unu HeT. TpeTuid npeaHasHayeH
LS KOMMEHTapWeB, ANs ONUCaHUS MPUYMH, MO KOTOPbIM CYLHOCTb OTHOCUTCS
WM He oTHocuTCS K Inside. DT KOMMeHTapUn HeOBbXoAMMbI AN fasbHEerLen
KPUTWKM pe3ynbTaToB aHanms3a.

[MpyHaANEXHOCTb HEKOTOPBIX CYLLHOCTEN MOXHO Ha3BaTb HEOLHO3HAYHOW,
Hanpumep, B Inside Mbl SBHO ynpaBisiem OgHWM aBaTapoOM, MOSTOMY CYLLHOCTb
Multiple Entity Manipulation, kaxeTtcs, He fonKHa OTHOCUTLCS K Urpe, OAHAKO
B UrPe €CTb CErMEHT, B KOTOPOM Mbl MOXEM 3aCTaB/ATb APYrnX MEepCoOHaXen
noBTOpsAThL feicTaus asatapa (Un. 2). Takum obpasom, B HEKOTOPbIX CErMeHTax
Mbl ypaBisieM cpasy HeCKONIbKMMM CYLLHOCTAMM. [Tpn 3TOM B onncaHum cyLyHo-
ctv Multiple Entity Manipulation 8 GOP [URL: https://www.gameontology.com/
index.php/Multiple__Entity__Manipulation] seHo rosoputcs B nepsyto oyepenb
MPO Urpbl, B KOTOPbIX YNpaBieHNE UrPOBLIMU NMEPCOHAXKAMMN OCYLLECTBNSAETCS MPU
MOMOLLM KypCcopa, a B Ka4eCcTBe NPUMEepOB NPUBELAEHbI CTPaTEMMnN B peasibHOM
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BpeMeHW. Taknm obpasoM, MMEHHO NOAPOBHOE OMMCaHMe UM KOHKPETHbIe
NpUMepbl CNneayeT NCMONb30BaTb AJA MPUHATUSA PELLEHNS O TOM, OTHOCUTCS N
CYLLHOCTb K Urpe Un HeT.

OT60p peneBaHTHbIX MPU3M

Tpetuii aTan aHanusa npencTaBnseT cobon oTbop penesaHTHbIX Npu3M. bnaropa-
psi BTOPOMYy 3Tany Mbl 3HaeM, kakue cyHocTv n3 GOP onuceisatoT Inside, a Ha nep-
BOM 3Tane Mbl cooTHecnu cywHoctn n3 GOP ¢ npusmamu LLenna. Tenepb 3apava
3aK/IloYaeTcs B onpefeneHnm npusm, otHocswmxcs K cywHoctsm GOP, n3 kotopbix
cocTouT Inside — aTo Npoueaypa pensumoHHoro obbeanMHeHVs Tabnuu, No obLieMy
aTpubyTy, roe obwmm aTpnbyTom BeicTynaeT cylHocTs n3 GOP.

Hanpumep, cywHocTs Interface, cornacHo Tabnuue 3, otHocuTes K Inside,
npu 3ToM, cornacHo Tabnuue 1, cywHocTs Interface cootBeTcTBYET 7 MpUsmam:
npuama 3, npusma 9, npusma 59, npusma 61, npusma 62, npusma 65, npusma
67. A 3HaunT, 3TN NPU3MbI CYUNTAIOTCS PENEBAHTHLIMU AJ1S aHaNM3a U KPUTUKK
Bupeourpsl Inside. 3ToT aTan uckoyaeT noboe cybbekTUBHOE CyXAEHME, Tak
Kak COMoCTaBNeHNE NPOUCXOAMNT MO ONMMCAHHOMY anropUTMY.

@DparMeHT pe3ynsTaToB TPETLErO 3Tana aHau3a oTpaxkeH B Tabnuue 4, co-
rnacHo koTopoin 40 n3 113 npusm LLlenna onpepeneHbl kak peneBaHTHbIE AN
KpuTuku Bugeourpsl Inside. OgHako BaKHO yumTbiBaTh, YTO cornacHo Tabnuue 1
cpenv 113 npuam Tonbko 62 MMetoT YacTuyHoe nnm nonHoe cosnagerme ¢ GOP,
noatomy cnepyet cumtaTtb, 4To 40 13 62 npusm cooteetcTBytoT INSIDE, a cTeneHb
couyeTaHusa OPYyrux Npm3mM HEBO3MOXHO OLLEHUTb NMPW MOMOLLM AAaHHOW MEeTOA0-
NOornm, NOCKonbKy oHW He onucbiBatoTcs B GOP. TakMm 06pa3oM, Ha OCHOBaHWM
NpeanoXeHHoOW MeTOAO0NOrMM B CUY HEepeneBaHTHOCTM urpe Inside oTcesHo
22 npusmbl n3 62, yto cocTasnaeT npumepHo 35%.

Mpuambl CywHocTH, cBA3aHHbIe C MPU3MONA PeneBaHTHOCTS
n Haxopswmecs B oHTonorum INSIDE
1. Mpwusma amouuii — HepenesaHTHa
2. MNpwu3aMa cylwecTBEHHOro onbiTa — HepeneBaHTHa
3. MNpusma mecTa pelicTeua Interface PenesaHTHa
4. MNpun3smMa croprpusa — HepenesaHTHa
5. Mpuama danHa — HepenesaHTHa
6. Mpusma nobonbiTcTBa Game Goals PenesaHTHa
7. lpn3aMa 3HAOrEHHOM LLIEHHOCTU Game Goals PenesaHTHa
8. Mpuama pewerus npobnemsl Puzzle; Goals PenesaHTHa

Tabn. 4

dparmMeHT OnpeneneHns PeieBaHTHOCTY IIPU3MEL
[NonHas Bepcust TabnMLEL OCTYIIHA OHIanH [A6y
Maxann, 2025, URL: https://github.com/Akinat0/
Ontological AnalysisOfInside/blob/main/3.%20

PenepantHbie %20mpPUsmeL.csv]
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Banup.auvm OLleHKU peJsieBaHTHOCTHU Npu NOMOLLM NpPpAMOro aHasim3a

Pe3yanaTb| TPETbEro atana, OTpa>KeHHblE B Ta6nv1u,e 4, ABNAKOTCA aBTOMaATU-
4YEeCKMM pacyeToM, OCHOBaHHbIM Ha NMepPBbIX OBYX 3Tanax aHaninsa. MNo pe3ynbrataM
TpEeTbero aTana Mbl NOy4YNIU 42 MPWN3Mbl, KOTOPbIE C TOYKU 3pEHUNA METOOONOTNA

npuMeHuMbI k urpe Inside.

Mpusmel

PeneBaHTHOCTL
Nno oHTONOrnye-
CKOMY aHanusy

PenesaHTHOCTB
no nNpsiMoMy
aHanusy

KoMMeHTapuit

OueHka
COOTBETCTBUS
peneBaHTHOCTH

3. MNpunsma
MecTa
nencrTeuna

PenesaHTHa

PenesaHTHa

Wrpa Inside dopmupyet nocratoyHo
CWUJIbHBI SMOLMOHaSbHbIN OMbIT,
KOTOPbI Gbl1 Hbl HEBO3MOXKEH

B NMy6anyHoM npocTpaHcTee (Hanpumep
Ha apkafHbix aBTomaTax). B cuny

3TOro NpusMa BUAUTCS YMECTHOM, OHa
kpuTukyeT Inside, n urpa BoigepxkvBaeT
3Ty KPUTHUKY.

CooTtBeTcTBYET

4. MMpusma
cropripusa

HepenesaHTHa

PenesaHTHa

Mpusma clopnpmsa 0fHO3HaYHO
penesaHTHa Inside, Beab vrpa cogepxuT
MHOXECTBO CIOXETHbIX CIOPMPU30B,
Of[lHaKO, COrMacHO METOAONOMMM,

He cuMTaeTcsi peneBaHTHoW. DTo
npoucxoaut B cuny Toro, yto B8 GOP
HeT CYLHOCTEW, CBA3aHHbIX C UICTOPUEN,
MO3TOMY CIOPMpPWU3 COrNMacHo

aHanu3y cBsi3aH TObKO C HEMOHOM
MHPOPMaLMEN 1 CNyYaiHOCTbIO,
KOTOopble He npeacTaeneHs B Inside.

He
cooTBeTCTBYET

6. Mpnsma
nobonbITcTBa

PenesanTHa

PenesaHTtHa

Mpr3ma no6oNbITCTBa MOMHOCTBIO
penesaHTHa Inside, oHa peanvzosaHa
3a cyeT HepocTaTka MHPOopMaLmm

O MWpPE Urpbl, KOTOPbIN Bbi3blBAET
XKenaHue y3HaTb O HeM bonbLue.

CooTseTcTBYeT

7. lpunsma
3HOOreHHomn
LLeHHOCTU

PenesanTHa

PenesaHTHa

Mpu3ama penesaHTHa Inside, kpome Toro,
Urpa He BbIAEPXKMBAET €€ KPUTUKM.

B Inside HeT npegMeTOB, KOTOpPLIE
popMupoBanm bl LEHHOCTb A1 UrPOKa.
A 3HauuT, Np13Ma Morna Bbl yyylwmnThb
AN3alH Urpbl.

CooTtBeTcTBYET

8. MNpwusma
pelleHus
npobnemsi

PenesaHnTHa

PenesaHTHa

Mpwuama penesaHTHa Inside, 1 urpa
BbIAEPXXMNBAET €e KpUTUKY. [ernmnner
dopMUpyeT MHOXECTBO Npobnem
(nasnos), koTopble Heobx0AMMO
pelwaTb.

CootsetcTByeT

Tabn. 5

@parmeHT CPpaBHEHUA Pe3yNIbTaTOB OHTOJIOTNYECKOT'O

" MIPAMOTr'o aHaJIN30B. [Tonuasa Bepcua TaGJ’IT/lI_H:I

poctynHa ounant [A6y Maxann, 2025, URL: https://
github.com/Akinat0/Ontological AnalysisOfInside/blob/

main/4.%20Banupauna%20penesadTHOCTI.CSV]




A. M. ABY MAXAON
185 OHTONOTMNYECKNN AHANTN3 KAK UHCTPYMEHT
MPOEKTUPOBAHWNSA BUOEOUTP

Ho ans oueHkn MeTogonorum 1 kayecTsa NepBOro M BTOPOro aTana aHanm-
3a npepfiaraeTcs oTAEeNbHO NMPOBECTU NPSIMON aHann3 peneBaHTHOCTU NMPU3M
B paccmaTpuBaeMoii urpe. Kputeprnem penesaHTHOCTU NPU3Mbl SBNSETCS OLEHKa
TOro, 3aTparnBaeT v MPU3Ma CYLLHOCTM, NpucyTcTaylowme B urpe. B Tabnuue 5
npeacTaeneH ¢parMeHT NPsMOro aHanmnsa, B KOTOPOM AJ1 KaXK A0 MPU3Mbl, pas-
noxenHon no GOP, naetca nomeTka o0 TOM, peneBaHTHa v 3Ta npusma Inside
C TOYKM 3PEHNS OHTONIOTMYECKOTO aHaNM3a, a TakxKe peneBaHTHa v Npu3Ma urpe
C TOYKM 3peHMsa NpsMoro aHanusa. B nocnegHem ctonbue HaxoguTca 0603Ha-
YeHue TOro, COBMAAAET /I PENIEBAHTHOCTb NMPWU3Mbl COMMIACHO NMPSMOMY aHanu3ay
M OHTONOTMYECKOMY aHasun3y.

N3 Tabnuubl BUOHO, 4TO peneBaHTHOCTb Npu3m 4 n 47 no pesynstaTam
OHTONIOMMYECKOro 1 NMPSIMOTO aHaN30B He CoBrMana.

PaccMoTpuM 3TW NpuaMbl NogpobHee: OHTONOMMYECKMI aHaNM3 AEMOHCTPUPY-
eT, yTo NpuaMa 47 He peneBaHTHa Urpe, B TO BPEMS Kak NMPSIMOM aHann3 roBopuT ob-
paTHoe. [prurHoii 3TOro SBNSeTCS TPakToBKa CyLHOCTU Lives, koTopas onuceiBaeT
cucTemy xusHen (owmbok) B nrpax. OgHako B Inside HeT cucTeMbl U3HeR, ecTb
TOMBKO OfHa XW3Hb — MPU COBEPLUEHMMN OWMNOKM aBaTap Urpoka aBTOMaTUYeCKM
oTnpaBnsieTcs 06paTHO Ha KOHTPObHYO Touky. A 3HaumT, B GOP npocTo He xBa-
TaeT CYLWHOCTEN, KOTOPbIE ONMUCHIBaNN Bbl €AMHCTBEHHYIO XXU3Hb.

[Mpu3ama 4 cornacHO OHTONOrMYECKOMY aHanM3y HepeneBaHTHa uUrpe, Tak
KaK B Urpe HET acreKTOB, CBA3aHHbIX C HEMOMHON MHPOPMaLIMER UK CyYaiHO-
ctblo. OfHako clopnpus, cornacHo npuame 4, MOXXeT OTHOCUTLCS U K acrneKkTam
ncTopum, kotopas He npeactasneHa B8 GOP. /IMeHHO noaTomy npsiMoit aHanus,
He OMMPaIoLWMIACA Ha OHTONOMMIO, OTMEYAET PENeBaHTHOCTb NPU3Mbl 4, @ OHTO-
NOTUYECKUI aHaNn3 ee OTCEMBAET Kak HEPENEBaHTHY!O.

Taknm obpasoM, Bce HECOOTBETCTBUS MPSIMOTO M OHTOIOMMYECKOrO aHaIn3a
CBSi3aHbl C HernonHoTown oHTonornyeckon mogenmu GOP.

MonHas Bepcusa aHanusa gocTyrnHa oHnatH [Aby Maxaawn, 2025, URL:
https://github.com/Akinat0/Ontological AnalysisOfInside].

Ouckyccua

CpaBHeHVe NPsIMOro 1 OHTOIOMMYECKOrO aHanmn3a rnokasasno, YTO OHTONOMM-
YeCKui MOAXOA EMOHCTPMPYET COMOCTaBUMYO TOYHOCTb C METOAOM MPSMOTO
aHanmsa. [py npsamom nogxofe nccnenoBaTesb LOMKEH OLEHUTL PENIeBAHTHOCTb
Bcex 113 npuam Oyxeccu LLlenna koHkpeTHol urpe. B cnyyae oHTonornyeckoro
aHanu3a 3afadelt CTano CoOCTaBeHMUE OHTONOMMU U MPOBEPKa NPUCYTCTBMS B Urpe
6onee 170 cywHocTelt, Bxoaswmx 8 GOP.

Tpyno3aTpaTHOCTb aHanu3a

[psMon aHanu3 BeIrMAAUT MeHee TPYLOEMKMM, YEM OHTONOMMYECKUI, BELb
YMCNO OLLEHMBAEMBbIX NIEMEHTOB MEHbLLE. DTO BbI3bIBAET OMaceHue, YTo npea-
NOXEHHbIV METO[, ABNSETCS NWLb OOMONHUTENbHBIM YCTOXXHEHWNEM B CpaBHe-
HUM C MPSIMBIM aHaNIM30M penieBaHTHOCTM naTtTepHoB. OpaHako onpenenexHune
PENEeBaHTHOCTU KaXXAoro naTTepHa NPeacTaBnseT cobon KOMMNEKCHYIO 3adauy,
TpebyoLyto HTepnpeTaLmm AN3anHEePCKUX NMPUHLMIMOB U COOTHECEHUS NX
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C KOHKPETHbIMM UrpaMu. B oTnnume ot aToro nposepka HaimMums Uam oTCyTCTBUSA
OHTONOrMYECKOM CYLHOCTU B Urpe BUAUTCS Bornee popmManmsyemoit 1 BOCTpoms-
BOAMMONM npoueaypoit. KpoMe Toro, CTOUT OTMETUTL, 4TO AlaHHOe UCCNefoBaHme
HaLeNeHo Ha MPOBEPKY METOLONIOMMYECKON MMNoTesbl U B KAYECTBE KOJUTEKLMM
naTTepHoB ucnosnbayetcs nuwb 113 npusm LLenna, B To BpeMs Kak B cBOeM 3a-
BEPLIEHHOM BMAE OHTONIOMMYECKMIA aHaIN3 LO/KEH OMNpefensTh pefieBaHTHbIe
MaTTEpPHbI U3 KOHCONUAMPOBaHHOW Konnekuum nattepHos [Abu Makhadi, 2025],
KOTOpas arpervpyeT 3HaunTeNbHO Bonbluee KONMYECTBO NaTTEPHOB reiMMam3aiiHa.
IMeHHO nepexop OT NPOBEpPKM Ha OTAESbHbIX GPeiMBOPKaXx K MCMOb30BaHMIO
eAVMHON KOHCONUAMPOBaHHOM 6a3bl MO3BONUT NPEBPATUTL OHTONOMMYECKMIA
aHanu3 B LOCTYMHbIA UHCTPYMEHT, bnarofaps KOTOPOMY BbIGOP peneBaHTHbIX
NaTTEPHOB A5 KPUTUKM UrPOBLIX NMPOEKTOB CTaHET He UHAMBUAYaNbHON UH-
Teprnpertaumnei, a BOCNpounssogMmbimM npoueccoM. Kpome Toro, B nposefeHHOM
B paMkax faHHON paboTbl UCCNefoBaHUM OHTONOMMYECKMIA aHanus Tpebyet
LOMONHUTENbHBIX YCUNNIA: UCCNIeA0BaTElb [OMIKEH HE TOMBKO MOCTPOUTbL OH-
TOMIOrMYECKYIO MOAEb UMPbl, HO U CAMOCTOATENbHO MPOBECTW COMOCTaBEHNE
OHTOMIOMMYECKUX CYLYHOCTEN C NpM3Mamm unm nattepHamu. OgHako B nepcnek-
TUBE NpegnonaraeTcs, YTO 3TOT 3Tan He 6yAeT BbIMOMHATLCA 3aHOBO KaXX4blM
nccneposaTenemM unu amsanHepom. CyliecTeylowme COnoCTaBIeHNSa MEXay
OHTOJOMMSAMU U KONNEKLMAMU NAaTTEPHOB LOMKHbI HbITb ONyBAMKOBaHbI Kak 06-
LeAOCTYMHbIN M MPOBEPEHHbIN MHCTPYMEHT. TaknM 06pa3oM, NpakTUKYoLeMy
reriMam3saHepy wim uccneposatenio byaeT AOCTaTOYHO paboTaTh C yXKe roTOBbIM
MaTepuanom, a He MPOBOAUTL COMOCTaBIEHUE BPYYHYIO.

KpuTuka Inside

[MoMWMO aHann3a caMoro MeTofa, BaXHbIM NPeACTaBNSETCS PacCMOTPEHME
MPaKTUYECKOM LLIEHHOCTW OTAEbHbIX MPU3M KakK MHCTPYMEHTa KPUTUKM UFPOBOTO
Am3aiiHa. B yacTHoCTH, HEOBXOAMMO PaccMOTPETL, KaknMM OBpPa3oM peneBaHT-
Hble MPW3Mbl MOTYT BbISBNISATL CUJIbHbIE U Cabble CTopoHb! Inside 1 TeM cambiM
CnocobCcTBOBaTL GOPMUPOBAHNIO PEKOMEHAALMIA, HAaNPaBIEHHbIX Ha COBEPLUEH-
CTBOBAHWE CTPYKTYPbl U BOCMPUSATUS UTPOBOTO OnMbiTa. B naHHOM pasgene byayT
PacCMOTPEHbl HECKOMbKO Hanbonee nokasaTenbHbIX MPU3M.

«lMpusma 32: MNpusma uenu

Umobel ybedumbcsa 8 momM, ymo yenu sawel uzpbl NOHAMHbI U2POKAM,
cnpocume cebs: Kakosa koHeyHas yesnb sawell ugpbl? Ima yesb oyesudHa oS
uepokos? Ecnu yeneli Heckoneko, ugpoku cMoym amo noHsme? Cywecmesy-
em iU cMbIC/108as C853b MeXOy pasHbiMU yenamu? [Tpucywu u MOUM uessm
KOHKPemHOCMb, peasibHoCMb 0OCMUXXeHUs U 0oCcmoliHoe 803HazpaXkdeHue?
LocmamoyHo nu xopowo cbaIaHCUpPO8aHsbl KPAMKOCPOYHbIE U 00/120CPOYHbIE
uenu? Moeaym nu uepoku ebibupams yesu no ceoemy ycMompeHuto?» [Lenn,
2019, c. 231]

[Mpur3Ma Lenmn akLeHTUpyeT BHUMaHWe Au3aliHepa Ha HeobxoamMMocTn obec-
MNeYeHNs Urpoka CHLIM MOHUMAHMEM KaK KOHEYHOM, Tak Y MPOMEXYTOUHbIX Lie-
neli UrPOBOro MPOLLECCa, X JIOTUYECKO B3aMMOCBSA3K, a TakxKe banaHca Mexay
KPaTKOCPOUHbIMM M LONTOCPOYHbIMK 3aaadamu. B cnyyae Inside uenenonaranune
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OKa3blBaeTCs MPOBNEMATUYHBIM: UTPOKY MOCTOSIHHO O4YEBUAHbI IWLLb JTOKaSIbHbIE
Llenn, CBA3aHHble C MPeofoNieHNEeM KOHKPEeTHbIX ronosonomok (Mn. 3), Toraa
Kak rnobanbHas Lienb Ha MPOTSXXEHUU BCEro MPOXOXAEHUS OCTaeTCs HesB-
Hol. [laxe 3aBeplueHne Urpbl He NPOSICHSAET A5 UTPOKa CMbIC/T COBEPLIAEMBbIX
AEWCTBUIA U JOCTUrHYyTOro pesynsTtaTa. [lofobHas HeonpeneneHHocTs, byayuu
XY[LOXECTBEHHbIM MPUEMOM, MOXET CHUXaTb NMPO3PaYHOCTb UIPOBOrO OnMbITa
W BbI3bIBaTb AUCCOHAHC Y YacTu ayauTopuun. B atom cmeicne «[pusma uenuns
OKa3bIBaeTCS 0OCOBEHHO MPOAYKTUBHBIM MHCTPYMEHTOM KPUTUKUN: OHa NMO3BONSET
OBHapYXWTb, 4TO YCUIEHNE ACHOCTU LienienonaraHus MOrno Obl MOBLICUTbL Kave-
CTBO B3aMMOAENCTBMSA UrPOKa C UTPOM 1 YNyHLWMUTb BOCAPUATUE €€ HappPaTMBHOM
N FreMMMNIENHON CTPYKTYpbI.

«lMNpusma 56: Npusma napannenusma

[Mpucymcmeue napannenusma e saweli 20/1080/10MKE NOIOXKUMENbHO 8/1U-
siem Ha oneim, nosy4aemsiti uepokoM. Ymobel socnosbzosamscs amol npusmod,
cnpocume cebs: B moeli uepe npucymcmayiom ompesKku, Komopble U2poKu
He Mo2ym npolimu, He pewus KOHKpemHyto 2os08010MKy? Ecnu da, moey nu
s dobasume Ha 3MOM ompe3ske napasiieNbHsll 861308, npedocmassiouuli
U2POKY 803MOXKHOCMb NEPEeK/IioYUMbCS, eCau OH 3acmpsiHem Ha nepsom? Ecau
napaJisiesieHele 8bI308bI CIUWKOM NOXOXUE, MO Om HUX MAJI0 Nosb3bl. Mou
napasinesnsHele 86130861 0OCMAMOYHO omuyaromcesi opye om opyaa, Ymobel
Nno3e8o/UMb U2POKY nodyscmeosams pasHoobpasue? Moay nu s KakumM-mo
0b6pa3oM 06veOUHUMb C8OU NApasiieslbHble 8bi308bl7 MoxHO cOename mak,
4mobsl Npoepecc 8 peweHuu 0OHOU 201080/10MKU 0bieayan 3adady peweHus
dpyeol?» [LLenn, 2019, c. 312]

[Mpv3Ma napannenvsma npepnonaraeT HaaMyMe y Urpoka BO3MOXHOCTU
BbIOOpa nopsAka pelweHns 3afjay, YTo No3BONSET M30exaTb CUTyaLUn MOSTHOM
OCTaHOBKM UrPOBOTO MPOLLecca B Clyyae, €C/IY UrPOK HE MOXET PeLlunTb OLHY
13 ronoBonomok. [puMepom yaauHol peanvsaumny NpyvHLMNa napaniensma
MOXHO HaseaTb urpy The Witness [Thekla Inc., 2016]. B Heit urpok npw 3aTpyaHe-
HUSAX C OHOM rONIOBO/IOMKOM MOXET NMepekntounTbes Ha apyryto. B cnyyae Inside
AaHHBIA NPUHLMN NPaKTUYECKWU HE peasn3oBaH: BCE rO/IOBOSIOMKM NpeacTaBe-
Hbl B CTPOrO MOCNefOBaTENLHOM MOPSIAKE, N HEMOHUMaHWE UFPOKOM PeLLeHMS
nobOM N3 HUX MPUBOANT K OCTAaHOBKE UIFPOBOO NMporpecca. Takas MMHERHOCTb
MOBLILIAET YPOBEHb GPYCTPALMM U OFpaHMUYMBAET BAPUATUBHOCTb UFPOBOTO OMbl-
Ta, Tak Kak y Urpoka HET BO3MOXHOCTW NEPEKIIOYNTLCS Ha APYTYIO FONOBOSIOMKY.
CnepoBaTenbHO, CMONb3OBaHME NPUHLMNE NapannennsMa obecneymno 6Osbl
6onee rmbkuii n KOMGOPTHLIA OMbIT B3aMMOLENCTBUS C UTPOIA.

«lMpusma 57: NMpusma nupamupbl

[Tupamudel oyeHb ysrekamersibHbl 3a cHem mMoeo, YMo OHU UMeom eOuH-
CmeeHHYyIo HausbiCWyo Moyky. Ymobel Hadesums 8auwy 20/1080/10MKY O4Q-
posaHueM opesHeli nupamMuodsbl, cnpocume cebs: Mozay nu 8 cdename mak,
4ymobbl 8ce cocmasnsouue Moeli 20/1080/10MKU 06EOUHUUCH 8 OOHY 06WYHO
uesb 8 KoHUe uepsl? bonbwue nupamudsl yacmo cocmosm u3 MAaleHbKUX.
Moey nu 1 nocmpoums uepapxuto U3 NOCMOSIHHO 803PACMAIOULUX NO CIOXKHO-
CMU 371eMeHMo8 20/1080/10MKU, NOCMeNeHHO 8edyWUX K pUHAILHOMY 8bI308Y 7
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Boizoe Ha sepwuHe Moel nupamudsl uHMepecHsIl, 3axeameigaiouuli U NOHSIM-
HbIlU? Momueupyem nu oH uepokos cmpemMumscsl eneped, Ymobel dobpamecs
9o Hezo?» [LLlenn, 2019, c. 313]

CornacHo npusme nupaMuabl, Kakaas iokanbHas rolOBOIOMKa AO/MKHA
He TO/bKO 0bnafaTh BHyTPEHHEN 3aBEPLIEHHOCTbIO, HO U GYHKLIMOHMPOBATL Kak
yacTb 6onee KpYnHOWM CTPYKTYpbl, Beayluei K puHansHoMy ucnbitaHuio. B Inside
LaHHbIV NPUHLMN peann3oBaH NnLb YacTUYHO. MHOTMe ronoBoONOMKN feNCTBI-
TeNbHO 06Pa3yIoT IOKasbHbIE NOCNeA0BaTENbHOCTH, FAE NMPUHLMIM peLleHns
O[HOV rOJIOBONIOMKW CTAHOBUTCS OCHOBOW Ans cnepytowen. OgHako Takue
NOCNE0BaTENBHOCTU GYHKLIMOHUPYIOT CKOPEe Kak OTAE/bHbIE KMasible M1pamm-
Obl», HO HE KaK 4aCcTn eAuHOM rnobanbHol CTpykTypbl. B pesynstaTte obuwas ap-
XUTEKTYpa Urpbl BOCMIPUHUMAETCS Kak cepusi parMeHTapHbIX BbI3OBOB, @ HE Kak
NOCTynaTenbHoe ABUXEHWE K KYSIbMUHALMOHHOMY UCTIbITaHMIO. SpKUM NPUMEpPOM
TaKol CUTyauuu SBNSEeTCA duUanyeckas 3aragka C LbINIsTaMmu U3 Hadana urpsl
(UNn. 4), npencraensaowas coboi yHMKaNbHbIA MO CBOEMY B3aUMOLENCTBUIO
BbI30B, KOTOPbIM HOMblIE HUrAE HE BCTPEYaeTCs BO BPEMS MPOXOXKAEHNS UMPbI.
MocnepnoBaTensHoOe NpUMEHeHWe NpuHLMMa NupaMuabl B gusaiiHe Inside mor-
no 66l cnocobcTBOBaTL POPMUPOBAHMIO Y UTPOKa Bosiee BbIPAXKEHHOMO YyBCTBA
NpOrpecca 1 CMbICIIOBOW HamnpaBleHHOCTM UFPOBOTO NMpoLecca.

AnbTepHaTUBHbIE METOAbI ONPEeAeNeHUs PeeBaHTHOCTH

MpennoxeHHbIn MeTog GUNbLTpaumMm NaTTepPHOB, OCHOBAHHBIN HAa OHTONOMUK,
BUAMTCA HE €AUHCTBEHHbIM MOTEHLMAbHBIM PELUEHNEM 3afa4un OnpeaeneHus
pEneBaHTHOCTM.

JKaHposas npuHadnexHocme. PenesaHTHOCTb MaTTEPHOB MOXHO COMOCTaB-
NATb C UFPOI Ha OCHOBaHUW €€ XaHPOBOW NpuHaaiexHocT. Hanpumep, ans
nnaTopMepoB penieBaHTeH oanH Habop MaTTEpPHOB, B TO BPEMSA Kak A/ WyTe-
POB MM ronoBosioMok — apyroi. OgHol 13 npobnem Takoro NoAxoaa ABASETCA
OTCYTCTBUE YHUPULMPOBAHHOM 1 GOPManM30BaHHOM XXaHPOBOM Knaccudmkaumm
sugeourp. OgHako, faxe ecnu NpeacTasuTb, YTo NoaobHas knaccudmkaums
cywecTeoBana bbl, Mbl BEPHY/IMCb Bbl K NpobriemMaM, KOTopble XapakTepHbl Au-
3aliHepCKMM GpeirMBOpKaM — y3Kas MPUMEHUMOCTb. COBPEMEHHbI UrPOBOA
MEAMYM 4acTo MpennoYnTaeT KOMOMHUPOBAHME Pa3HbIX XKaHPOB: Mass v niat-
dopmep [Playdead, 2016], akwen un PII [CD Project Red, Cyberpunk 2077,
2020], cumynsaTtop u ronosonomka [Lucas Pope; Papers, Please; 2013], xoppop
n nekbungep [Daniel Mullins, Inscryption, 2021] u Tak ganee. 91o o3HayaeT, yToO
NOAXOA, K OTOOPY peneBaHTHbIX AM3alH-NaTTEPHOB, OCHOBAHHbIM Ha YXaHPOBOW
NpUHagnexHocTn, notTpebosan Bbl CO34aHUSA LOMONHUTENBHOMO MHCTPYMEH-
Tapus ans paboTbl B MynbTUKaHpoBom none. Ha npumepe npusm LLenna Mol
BMAMWM, YTO MaTTEPHbI MOTYT BbIXOAMTb 3@ PaMKM AOMEHa Urpbl U 3aTparmeaTtb
acnekTbl, CBA3aHHbIE C MPoLeccamm pa3paboTky, AU3aNHEPCKUM MbILUEHUEM
W LuenenonaraHMeM, 4To AenaeT ux bonee WMpPoKo NpUMeHnMbIMU. B To e Bpems
XXaHp 3aTparnBaeT UCKIIIYNTENBHO BHYTPEHHUE UMPOBbIE KaYeCTBa, UTHOPMPYS
0COBeHHOCTM npoLiecca pa3paboTKM, TEXHONOMMYECKME OrPaHNYEHUS 1 NpoYne
BHELUHME MO OTHOWEHMIO K UrPe acneKTbl.



A. M. ABY MAXAZIN
191 OHTOJIOTMYECKUIN AHANN3 KAK MHCTPYMEHT
MPOEKTUPOBAHWS BULOEOUTP

AHanus3 Ha ocHoee obsaka mezos. PeneBaHTHOCTb UrPOBLIX NaTTep-
HOB MOXHO OMnpeaensaTb U Ha OCHOBaHWM TErOB, OMUCHIBAIOLWMX BULEOUTPY.
B TakoM criyyae BMeCTO MrpOBOI OHTOMOMMM B MPEAIOXKEHHON METOL0MOMM
BbICTYNMNO 66l 06nako Teros. HekoTopble nnaTGopMbl LM$POBOMN ANCTPUOY-
LMW BUOEOUTp, Takne Kak Steam, o0TKasblBalOTCA OT OAHO3HAYHOW KaHPOBOW
KfaccupmuKaumm n BMECTO 3TOro npeanaraloT rnosb3osaTento obnako Teros,
KOTOpbIE XapaKTepu3yloT Urpy, 4To nossonseT nnatopme bonee peTanbHO
onucbiBaTb OCOBEHHOCTU KaxAown oTaenbHol urpsl. [NpumMep cnvcka Teros
urpsbl Inside Ha nnatdopme Steam [URL: https://store.steampowered.com/
app/304430/INSIDE/]: 2.5D, ronosonomka-nnatdopmep, atMochepHasi, Mpau-
Hasl, IyHOKUIA CIOXKET, XOPPOP, MHAM, O OQHOIO UrPOKa, KUHeMaTorpaduyHas,
MPUKIOYEHME, HECKONBbKO KOHLIOBOK, 2D-nnatdpopMep, ronoBonomka, aMOUeEHT,
MWHUMaNU3M, nnaTGopMep, NPUKIOYEHYECKNI SKLWEH, KOHTPOIep, NoBe-
CTBOBaHMWe, aKwWeH. [Tpn 3TOM Teru nrpe MoXeT BblAaTb KaXkAbli NOMb30BaTENb
nnaTGOpPMbl, @ COPTUPOBKA TErOB MPOUCXOAUT COMMAaCHO KONUYECTBY NIIOAEN,
BbIAABLIMX Urpe onpeneneHHblit Ter. [natdopMa genut Teru Ha cnegyowme
kateropuu [URL: https://partner.steamgames.com/doc/store/tags]: BepxHe-
YPOBHEBbIN XXaHP, KaHpP, NOAXKaHP, BU3yasbHbIA CTU/Ib U MEPCTEKTMBA KaMepb,
TeMbl U aTMOCdepa, UrpoBble 0COBEHHOCTU, KONMYECTBO UrPOKOB, Apyrue
(BHe kaTeropusaumm), NporpaMmMHoe obecneyeHne, OLEeHOYHbIE METKU, peii-
TuHrM (MMEIOTCA B BUAY aCreKTbl, CBA3aHHbIE C BO3PACTHbIMU PEATUHIaMM),
yCcTpoiicTBa BBOAA, duHaHcuposaHme (Trn GUHAHCUPOBAHMS Urpbl). TakuM
0bpa3oMm, Terun 3aTpar1MBaloT caMble pas3Hble acrneKTbl, KOTOPble B OCHOBHOM
KacaloTCs BHYTPEHHMX UIPOBbIX KAYE€CTB, TaKMX Kak XaHp, HO B TO e BpeMms
4aCTUYHO OMUCHIBAIOT W BHELUHWE MO OTHOLIEHMIO K Urpe GpakTopsbl, Takme Kak
Tmn duHaHcuposarus. B cuny ceoeit rmbkocTu, 061ako TEroB NUWEHO Hefo-
CTaTKOB, KOTOPbIE XapakTepPHbI A5 ONPefeNeHns PeneBaHTHOCTU Ha OCHOBa-
HMM XXaHPOBOM NMPUHALNIEXHOCTU Urpbl. [TPUHLUMMNANBHBIM OTAIMYMEM MEXAY
Teramu U OHTOJNIOTMEN ABNAETCA CTPYKTYpPMU3aLMa — OHTONOMUS NPeACcTaBnseT
coboli nepapxuio, B TO BpeMs Kak Tern cnabo opraHn3oBaHbl U B 3HAYUTENbHOM
cTeneHu NpeacTaBnsioT cobol NIOCKyo CTPYKTYpY. Tem He MeHee, Ha BCcex
3Tanax NPOBEAEHHOro aHanM3a nepapxmyeckune ceoiicTaa cywHocTter GOP
He Y4YWTbIBA/INCh, TO €CTb B PaMKaxX MPeAsIOXXEHHOro METOAa OHWU OKasasnchb
He BaXkHbl. [103TOMY NpPeanoXKEHHbI YETbIPpEXaTarHbIi aHanM3 peieBaHTHOCTH
NaTTEpPHOB MOXHO MPOBECTU Ha OCHOBaHWW obnaka Teros. [JlononHUTeNbHbIM
MPEenMyLLECTBOM TEroB SIBNSIETCS U TO, YTO HEKOTOPbIE KOMNEKLMUM NaTTePHOB
y>e accoummpoBaHbl ¢ Teramu (knoyessiMm cnosamm) [Abu Makhadi, 2025,
p. 170], uto ynpowaet paboTy no conocTasneHuo natrepHos ¢ Teramu. Opa-
HaKO 3HaYUTENbHbIM HEAOCTAaTKOM TErOB SIBNSETCSA OTCYTCTBUE POPManbHOro
OMMCaHWs KaXAoro Tera, KOTopoe Mo3BoAnIO BObl M3bexaTb HEOAHO3HAYHbIX
TPaKTOBOK.

3aknoyeHue
PesynbTaTbl NpoBEeAEeHHOro aHann3a NokasbiBaloT, YTO OHTONIOMMYECKUIA
MNOAXOL CMOCOBEH BbIMOMHATL POJib CBA3YIOWErO 3BEHa MEXAY KOMIEKLUAMM
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LV3aliH-NaTTePHOB U KOHKPETHBIMU UrPOBLIMW NMPOEeKTamu. VcnonbzoBaHne oH-
TONIOMMYECKOro aHanmsa no3sonseT GopManmn3oBaTh NPOLLECC OT6Opa peneBaHT-
HbIX MAaTTEPHOB: BMECTO MHTYUTUBHOTO BbIOOpa AM3aliHep nonyyaeT npoueaypy,
OCHOBAHHYIO Ha BbISIBIEHUN CTPYKTYPHbIX CYLHOCTEN UrPbl U UX COOTHECEHUU
C Konnekumsamn nattepHos. Konnekumu, paHee BocnpuHUMaBLUMECS Kak Habop
HEeCBSA3aHHbIX PEKOMEHAaLMIA, obpeTatoT CTaTyC MHCTPYMEHTa CUCTEMHOTIO aHa-
NN3a N KPUTUKM BULEOUTP.

PesynbTaThl 1 AUCKYyCCUSA LEMOHCTPUPYIOT psif NpobnemM, KOTopble MOX-
HO OTHECTM Kak KO BHYTPEHHWM NpobrieMaM MEeTOA0NOMMM, Tak U BHELHUM,
CBSI3@HHbIM C Pa3BUTMEM OHTONIOTMYECKON MHPpacTpyKTypbl. K BHEWHUM npo-
6remMaM MOXHO OTHEeCTU HemnonHoTy cyuwecTsytowen oHTonorum GOP ans
npoBefeHusa noaobHoro aHanmsa. HecMoTps Ha To, 4TO BbibpaHHas Mogenb
CMOra CTaTb OCHOBOW A/l MPOBEPKM uccneposatensckol runotess, GOP
TpebyeT 3HaUNTENbHOro paclUMPEHUs 3a Npeaenbl BHyTPEHHEeN CTPYKTypbl
Urpbl ANS TOro, YToObl B HoNbLiel CTENEHN COOTBETCTBOBATb KOMIEKLMAM
LV3aliH-MaTTepHOB, KOTOopble GOPMYINPYIOTCS B ropasno bonee WmMpokoM
LOMEHe.

[naBHOWM BHYTpPEHHEN METOLO0IOrMYeCcKon NpobneMori, KOTopyto Npeaio-
YKEHHBbIVI METO[ HEe YCTPaHSET, a LLb YaCTUYHO CTPYKTYPUPYET, MOXHO Ha3BaTb
npobnemy cybbekTMBHOCTU. PasHble nccnegoBaTeny MoryT No-pasHOMY MOAEHTU-
$MUMPOBATL UFPOBbLIE CYLLHOCTU M OTHOCUTL MX K PasHbiM KaTeropmsiM. AHano-
rMyHasi HeornpeaeneHHOCTb BO3HUKAET 1 NMPW OHTONIOTMYECKOM COMOCTaBEHNM:
BbIOOp Toro, kakne anemeHTsl GOP cooTBeTcTBYIOT Npmamam LLlenna, He MoxeT
ObITb MOMHOCTBIO OOBEKTUBHBIM. B 3TOM OTHOLWEHMN NpeaoXeHHbIN NoAXo4 No-
nafaeT nog obLLyto KPUTUKY OHTONTOMMYECKMX METOLO0B B KOMMbLIOTEPHbIX HayKaX,
CBSI3aHHYIO C 3aBUCMMOCTbIO OHTOJIOMMYECKUX MOLENEN OT UCCNefoBaTEeNbCKMUX
MHTEepNpeTaLmii U 3BPUCTUYECKUX PeLUeHU. TekyLume TpeHabl OHTONOrMYECKOM
MHXXEHEPUM HanpaBneHbl Ha KONNEKTUBHYIO pPa3paboTKy OHTONOMMYECKMX MO-
Lenen, 3a CYET KOTOPO MOXHO OblNo Obl CHU3UTL CYOBEKTUBHOCTL CYXAEHUM
OTAENbHbIX AU3aiHEPOB, YTO ABNSETCSA NEPCMNEKTUBON ANS AanbHEeNWNX nccne-
[OBaHU B faHHOW obnacTu.

TeM He MeHee, faHHbIVi NOAXOA, NO3BOJISAET NOBLICUTL BOCMPON3BOANUMOCTb
aHanM3a: Jake ecnv pasHble UCCNefoBaTeNM PacXoaaTcs B AeTaNsX, CaM METOA
3afaeT CTPYKTypy, KOTopas AenaeT UX warv npos3payHbiMU U NOALAIOWMMUCS
cpaBHeHuo. KpoMe Toro, oH cnocobcTByeT MHTErpaLmm paspo3HEHHbIX MHCTPY-
MEHTOB — KOJSINIEKLMI NAaTTEPHOB M OHTONOMMI — B €AUHYIO aHaNIMTUYECKYIO CU-
cTeMy. HakoHeL, OH OTKpbIBaeT NEepPCrneKkTMBY A/l PasBUTUS aBTOMaTU3UPOBAHHbIX
CPEACTB aHanm3a, KOTopble CMOTYT ONMPaTbCs Ha CYLLECTBYIOLWME OHTONOMM
W A3bIKWM NaTTEPHOB A5 MONYaBTOMAaTUYECKOro oTOopa peneBaHTHbIX NPaKTUK
NPOEKTMPOBaHMS.

Bannpauuna metopma npoBoamnach Ha O4HOM-€AUMHCTBEHHOM Kelice —
nasn-nnatopmepe Inside. [ins 6bonee ybeautensHoro gokasatenscraa appek-
TUBHOCTU MeToAa HeobxofMMa ero NpoBepka Ha bonee CNOXHOCTPYKTYPUPO-
BaHHbIX Urpax W Ha Urpax ApYyrnx XXaHpPOoB, YTO MOXET CTaTb 3ajadyen byayLimx
nccnegoBaHUM.



A. M. ABY MAXAON
193 OHTONOTMNYECKNN AHANTN3 KAK UHCTPYMEHT
MPOEKTUPOBAHWNSA BUOEOUTP

OTa paboTa 4EMOHCTPUPYET ABONCTBEHHbIA XapaKTep OHTOMOrMYEeCKOro
aHanM3a: C O4HON CTOPOHbI, OH BbICTYMAeT Kak MHCTPYMEHT dpopmManunsaumm
M cMcTeMaTu3aumnm, C APYron — COXpaHseT 3NIEMEHTbl CYyObeKTUBHOCTH, He-
n3bexHole Npu paboTe ¢ TaKMMU KOMMIEKCHbIMU MeanaobbekTaMu KaK BU-
neourpobl. IMeHHO 3To codyeTaHWe AenaeT ero nonesHbiM Kak UccnefoBaTesb-
CKUI MeTof, HO TpebyeT fanbHenWero KpUTUYECKOrOo OCMbICTIEHUS €r0 rpaHuL
N BO3MOXHOCTEMN.
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