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TPAHC®OPMAILIMS JKXEHCKHX OBPA3OB B KOMIIbIO-
TEPHBIX UTPAX

THE TRANSFORMATION OF FEMALE IMAGES IN COM-
PUTER GAMES

CraTbs MOCBSIIEHA UCCIETOBAHNIO SBOMIOLMY BU3YaJIbHOTO IM3aiiHa
M XyIOOXXECTBEHHOTO BOTLIOIIEHMS KEHCKMX [TePCOHAXKe B KOMITbIO-
TepHBIX urpax ¢ 1996 roga mo Hacrosiiee BpeMs. B pabore paccma-
TpUBaeTcsl TpaHchopMalusi 06pa3oB OT PAHHUX CTEPEOTUITHBIX MO-
neneit, OpMeHTVPOBAHHBIX Ha BHEIIHIOW 3G GeKTHOCTD, A0 CIOKHBIX,
TICUXOTIOTUYECKYU TITYBOKMX U BU3YAIbHO PEATMCTUUHBIX XapaKTepoB
B COBpPEMEHHBIX MIPOEKTaxX. AHAM3UPYIOTCS KItoueBbie PaKkTOpbI, 110-
BAVSIBIIME HA JAHHYIO SBOMIOLMIO: pPa3BUTKe IpadUuecKux TeXHOIO-
I'Mif, U3MEeHeHMe COIMAIbHO-KYIbTYPHOTO KOHTEKCTA Y pacuIpeHne
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cocTaBa MUTpoBojt aynuropuyu. Ocoboe BHUMaHUe YoesieTcs CABUTY
OT BHeIIHe Ipe3eHTabeNbHOCTU TIepCOHaXel B CTOPOHY MX MHOTO-
TPaHHOJI pelipe3eHTaLMy, I7ie BU3Ya/IbHAs COCTaBIISIONIAsl CTAHOBUT-
CS MHCTPYMEHTOM PACKPBITUS IMYHOCTU ¥ MOTUBALIUN.

The article is devoted to the study of the evolution of visual design and
artistic representation of female characters in computer games from
1996 to the present. The paper examines the transformation of images
from early stereotypical models focused on appearance to complex,
psychologically deep and visually realistic characters in modern pro-
jects. The key factors that influenced this evolution are analyzed: the
development of graphic technologies, changes in the socio-cultural
context and the expansion of the gaming audience. Special attention
is paid to the shift from the external presentability of the characters
towards their multifaceted representation, where the visual compo-
nent becomes a tool for revealing personality and motivation.

KnwoueBbie cnoBa: AM3aiiH IepCOHaxkel, KOMIIbIOTEpHbIE WUTPHI,
BU3Yya/lbHasl 9CTETUKA, JXEHCKIE 00pasbl, SBOIOLUS, UTPOBAsT MHY-
CTpuS.

Keywords: character design, computer games, visual aesthetics, fe-
male characters, evolution, gaming industry.

CoBpeMeHHas! KOMIIbIOTEPHAs UTIpa MPeLiCTaBIIsIeET COO0I CUHTeTHYe-
CKy10 GOpMY MCKYCCTBA, B KOTOPOJ BU3yalbHbI} JY3aliH UTPaeT KIII0YEBYIO POJIb
B CO3LaHUM XyAOKeCTBEHHOrO 1ieoro [1]. B paMkax 3TOro mporecca KOHCTpY-
MPOBaHMe UTPOBBIX TIepCOHasKelt M, B YaCTHOCTH, )XEHCKMX 00pa30B, SBISETCS
OZIHOJI 13 Haybosee permpe3eHTaTUBHBIX M COLMAIBHO 3HAUMMBIX 3ajau. Urpo-
Bble IM3ajtHephl CTA/IKMBAIOTCS C 3ajaueli o6ecrieynTb TapMOHMYHOE COUeTaHue
YHUKAJIbHOCTY [1epCOHAXKa, ayTeHTUYHOI 3CTETUKY U COOTBETCTBUS OXKUIAHUSIM
IVPOKON ayAUTOpUM [2]. IBOMIOLMS IM3aiiHa JKeHCKMX [TepCOHaXel OTpaskaeT
He TOJIbKO TeXHOMOIMYeCKuit ITporpecc B 06/1aCTy KOMITbIOTePHOM rpaduKu, HO 1
IOVHAMMKY KyIbTYPHBIX TIAPAIUTM U 3CTETUUECKUX MPeITIouTeHN i B 001eCTBe.
ViMeHHO 0O3TOMY M3y4eHMe MPolieccoB TpaHCchopMalyyu BU3yalbHOTO AK3aiiHa
nepcoHaskeit npuobpeTraeT 0co6y0 3HAUMMOCTb. OHO CTAaHOBUTCS BaskKHBIM MH-
CTPYMEHTOM ITOHMMAaHMS TEKYIIUX TeHIeHLMI Pa3BUTUS UTPOBOI MHIYCTPUM,
B3aVIMOJeNCTBMS KYJIbTYPHOIO KOHTEKCTa M MacCOBOTO CO3HaHMS, a TAK)Ke Bbl-
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SIBJIEHUS] HOBBIX ITyTeil Pa3BUTUS Xy-
IOKECTBEHHBIX PEIIeHUi B 06/1acTH
VHTEPAaKTUBHBIX pa3BileyeHni [3].

Ilenpio maHHO pabOTHI
SIBJISIETCSI aHA/IU3 3BOJIIOLIUU BU3Y-
aJbHOTO OM3aiiHa U Xy OXKeCTBeH-
HOJV pelrpe3eHTalUU XXeHCKUX Mep-
COHaXell B KOMIIBIOTEPHBIX UIPax
¢ cepenuubl 1990-x romoB mo Ha-
CTOsIIlee BpeMsl IJiSl BbISBIEHMUS
K/II0UeBbIX TEeHJeHI[Mii, 3TafnoB U
(bakTopOoB, MOBAMABIINX HA GOPMU-
pOBaHMe UX COBPEMEHHBIX 06Pa30B.

B 1996 romy BbIIIA TEpBas YacThb KyIbTOBOI cepuu urp Tomb Raider
(1), 3HamMeHy1o1Ias MTOSIBIEHME TIEPBOTO ITIAaBHOTO TePOSI-KeHIIVHBI B KOMITbIO-
TePHOI Urpe. ITO COObITHE CTAIO TEPEIOMHBIM MOMEHTOM B MCTOPUU UTPO-
BOJi MHIIYCTPUM, TIOJIOKMB HAUaJIO 11e/I0¥ 3T10Xe SIPKUX JKeHCKUX IepCoHasxkeil.

ImaBHas repounst urpsl Jlapa KpodT, apxeonor u mccienoBartenb
IpPeBHOCTe, 06/1ajana KOMIUIEKCOM KayecTB, PeIKO COUYETaBIIMXCS B KeH-
CKMX TIepPCOHAXKaX paHee: MHTEUIEKTOM, (GDM3UYECKOI CUIION M BbIPa3UTENb-
HOJi BHEIIHOCTBIO. [JaHHbI/ CYMHTE3 O3B0 06pa3y HapyIIUTh CIOXKUBIIYIO-
Cs1 B TO BpeMsI UTPOBYIO ITapaiurMy, B KOTOPO¥ ITTaBHBIMU e pOSIMM BbICTYTIAIN
MOYUTY UCKTIOUUTENBHO MY>KUMHBI.

B panHuit mepmop pasBUTHSI TPEXMEPHON TpaduKM KIIOUYEBOI 3a-
Jladeil ajis1 ou3aiiHepa SIBASIOCh CO3JaHMe BU3YaabHO BbIPA3UTENbHBIX U 3a-
MTOMMHAIONIMXCS TIEPCOHAKE, CIIOCOOHBIX 00ECIIeUNTbh KOMMEPUECKUIT YCIIex
UTPOBOMY TIPOAYKTY [3]. IpKMM MpUMepOM peIleHust 3TOi 3aauu ¥ CTal 00-
pa3 Jlapa KpodT, KoTOpbIit, 6marogapst psay YCTOMUMBBIX BU3YaJbHBIX Map-
KepoB (crienu@uueckuit KOCTIOM, BOOPYKeHMe), ObICTPO MPUOOpeNn CTaTyc
MeIuifHOro (PeHOMEHA M UT'POBOTO OpeHAa. JJaHHbI IePCOHAX 03HAMEHOBAJ
co000Ji 3HAUMMYIO TpaHCHOPMALIMIO B perpe3eHTalyy JKeHCKIX 00pa30B B MH-
IYCTPUU BUIEOUTD, COBMEIAs TPAIULIMOHHbIE aTPUOYThI BU3YaTbHOM MPU-
BJIEKATETbHOCTY C TAKUMU HAPPATUBHBIMMU XapaKTepUCTUKAMU, KAK CAMOCTO-
SITEJIbHOCTD, 11eJIeyCTPEMIEHHOCTD U GM3MUeckas KOMIIETEHTHOCTb.

JTOT MpUMep 0Ka3aj OrPOMHOe BAMSHIE Ha TTOCIeAYIoIIye TToKoe-
HUS IM3aliHepOB UTD, 3a7jaB HaIIpaB/eHe Pa3BUTUIO BU3YaJbHOIO BOILIOIIE-
HMSI )KeHCKUX ITepCOHaXKel, T0Ka3aBIINX, HACKOAbKO BaskKeH SIPKUI U CUIbHBIN
SKEeHCKMI 00pa3 B UTPOBOJL KYJIbTYpE.
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Benen 3a Jlapoit KpodTt B koHIE 1990-X TOI0B MPOUCXOIUT IOIMY-
AsipU3alus apxeTura akTUBHOI TepPOMHM, UYTO UITIOCTPUPYETCS MOSIBIeHUEM
TaKuX MepcoHasxkei, Kak kw1 Bamnenraitn u Kinap Pagounn (Resident Evil,
1996), Peruna (Dino Crisis, 1999) u Aiiu bpea (Parasite Eve, 1998). Takum 06-
pa3soM, HECMOTPS Ha orpaHUuYeHMs paHHel 3D-rpaduku, 06pa3s KeHIIMHbI-a-
BaHTIOPUCTKU He TOJbKO CTaJ y3HABaeMbIM, HO U [10Ka3aja CBOI KOHIEMNTY-
QIIbHYI0 YCTOMUMBOCTb, OKA3aB 3HAUUTENbHOE BIMSHME HA (OpMUPOBaHME
UTPOBOTO KaHOHA.

B 2000-e rogpl B UIrpOBOI MHAYCTPUM OTOMMHMUPOBAIN OIpeneneH-
Hble MOJETM BU3YaJIbHON penpe3eHTaln IIepcoHaskeil, BO MHOTOM CHOpMM-
pPOBaHHble MapKETMHIOBBIMM CTpaTerusiMu U TpPeACTaBAeHUSIMMU O 3ampocax
K/II0UEeBOi1 emMorpaduueckoii Tpymibl. B paMKax JaHHO apagurMbl MysKCKUe
MePCOHaKM KOHCTPYMPOBAIUCh KaK CTePEOTUIIHbIE M eanbl MyKeCTBEHHOCTH,
OCHOBaHHbIe Ha (HM3MYECKOI MOIIH, B TO BpEMSI KaK KeHCKMe 00pa3bl 3a4acTyro
CBOIMIMACH K TOSYEPKUBAHUIO UYBCTBEHHOCTY Y BHEIIHE TPUBJIEKATENbHOCTH.
WccnemoBaTenu moaraorT, 4To IIOm06HbIN MOAX0/ 6bUT OpMEHTUPOBAH Ha LieNe-
BYIO ayJUTOPUIO0, COCTOSIBILYIO MPEMMYIIIECTBEHHO U3 MOIObIX MYKUMH, Kena-
IOIVX BUIETD Tepe] c000i MaeaabHbI 00bEKT BOCXUIeHMS [4].

HdaHHas BU3yaqbHas MOJe/ib, HECMOTPS HA €e KOMMepUeCKuii yCrex,
BbI3BajIa YCTOWUMBYIO KPUTUKY B aKaJeMUUeckoii u mybnauaHoi chepax. Vc-
CIeIoBaTeNM ¥ UTPOBBIE 0603peBaTeNM YKa3bIBAIM Ha IPOOGIEMaTUKY HemO-
CTaTOYHOJ HApPaTUBHOI MPOPAOOTAHHOCTM KEHCKMX 00pa3oB B KOMITbIO-
TEPHBbIX UTpax. SIpKOJ WIIIOCTpalMelt 3TOro MOAX0Aa CIY>KUT repouHsl PeiiH
u3 urpsl BloodRayne (2002) (2), ueit sKCTpaBaraHTHbIA KOCTIOM, aKLIEHTUPY-
o1t Gusmveckre GoOpMbl, TOMUHUPYET HAZ, XapaKTEPUCTUKOI ITepCOHAXKA,
Jaxe B YCIOBUSIX IMHAMMUYHOTO U CJIOXKHOTO ClOKeTa UTPhI (puc. 2).

OpHako B cepenuHe 2000-x romoB HaMeTWCS IepeioM, O3HAMe-
HOBAHHbBII TOSIBIIEHVEM IIPOEKTOB, IpeAJjaraliMx albTepHATUBHYIO KOH-
LeNLMI0 XeHCTBEHHOCTU. 3HAKOBBIM MPUMEPOM CTasia ANMKC BoHC U3 Urpel
Half-Life 2 (Valve, 2004) (puc. 3) (3). Byogyuu BTOPOCTEIIEHHBIM ITEPCOHAKEM,
OHa OblIa HajJeleHa CIOKHOM MCUXOJOTMYECKON COCTABISIIONIEN, a ee BU3Y-
aJIbHOE UCTIONHEHMe ObIIO CBOOOIHO OT CTEPEOTUITHBIX aKIIEHTOB HA BHEIITHE
MIPYUBIEKATETBHOCTH, YTO CMENaT0 (GOKYC BOCIIPUSITHUS HA ee JIMYHOCTHBIE U
croxkeTHbIe GYHKIMMU. [JJaHHBIN 06pa3 MHTEPIIPETUPYETCS KaK MapKep CMEeHBI
napagurmbl, JeMOHCTPUPYIOIMIT TOTOBHOCTb ayAUTOPUU MPUHUMATD 1epCo-
Ha)KeHt, Ubsl IEHHOCTH OTIpeleNsieTcs [TyOMHOI XxapaKTepa ¥ YeJI0BEYHOCTDIO, a
He COOTBETCTBMEM CTePEOTUITHbIM KaHOHAM IIPUBJIEKATENbHOCTH.
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K Havany 2010-x ronos
B MHAYCTPUU BUJEOUTD Hame-
TUJICS] BBID@KEHHBIN CABUT B CTO-
POHY 6OJbIIEN PeannCTUIHOCTI
M HappaTMBHOI OOOCHOBAaHHO-
CTU >KEHCKUX IepCOHaxel. Ira
TeHJEHLMs Haxomuia OTpaxe-
HMe KaK B MX BU3yaJbHOM AM3aii-
He, TaK ¥ B 00OIIei CTUIMCTUKE
rogauy o6pasa. 3HaKOBBIM IPU-
MepoM [aHHOJ TpaHchopMa-
LMK cTaj nepcoHaxk Jlapa Kpogt
B urpe Tomb Raider (2013) (1).
OGHOB/IEHHAsI BEPCUSI TE€POMHU
o6aaeT aHATOMMYECKM ITpaB-
IOMOMO0OHBIMM ITPOTIOPLIMSIMU, TIOTUEPKUBAIOIIMMY (QYHKIMOHATBHYIO (y3nUe-
CKYIO [TOJTOTOBKY, a €e KOCTIOM, COCTOSIIIMIA 13 IPAKTUYHBIX [leTasielt, TOTHOCThIO
COOTBETCTBYET CYPOBBIM YCIOBMSIM BbIKMBAHYSI M 9KCIIEOUIIVIOHHOTO GbITa (PUC.
4). Tlomo6HbIe M3MEHEHNS CBUAETETBCTBYIOT O CO3HATETPHOM CTPEMJIEHUM pas3-
PpaboTUYMKOB K CO3IaHMIO Hoslee JOCTOBEPHOTO U MCUXOIOTUMYECKY YOeIUTETbHO-
ro 06pasa, 0TBEYAIOIIero BO3POCIINM OKUIAHVSIM ayIUTOPUN.

[Mapa/iebHO C 3BOJIOIMEN YCTOSIBIIMXCS 00pasoB B MHIYCTPUU
Havajy MOSIBASTbCS HOBble TePOUHM, UbsSl UAEHTUUHOCTh KOHCTPYMPOBAIaCh,
Mpexze Bcero, BOKPYT MHOTOTPAaHHOTO XapakTepa U JAUYHOI mcTopuu. Sp-
KUM IPUMEPOM MOXET cIyskuTh ®3ii KonHop us urpsr Mirror’s Edge (2008),
yeji 06pa3 — YMHOI, pelIUTeNbHOM IePOMHM a3MaTCKOTO MPOUCKXOXKIEHUST —
CTaJ y3HABAaeMbIM 3a MPOPAbOTaHHOCTb, JIOTMYHOCTh M OTCYTCTBUE KIIMIIE.
KnroueBoil XxapakTepuCTUKONM JAHHOTO Mepuoaa CTalIO pacliMpeHue CIeKkTpa
pernpe3eHTalMM KeHCKUX MepcoHaxkeil. Ha cMeHy TOMMHUPOBaBIIMM paHee
CTEPEOTUITHBIM aMIUTya IPUILIO 6osblllee pa3HOOOpa3ye TUIIOB BHEITHOCTH,
JUYHOCTHBIX UePT M STHOKY/IBTYPHOTO IIPOUCXOXKIEHMS. ITa TEHAEHIMS HaX0-
INT BOIUIOIIeHMe B TaKUX IepCcoHaXkax, Kak ABenHa fe I'panpmpe (Assassin's
Creed III: Liberation, 2012), ®3it Kounop (Mirror's Edge Catalyst, 2016) 1 Makc
Kondwung (Life Is Strange, 2015), KOTOpbIe OJUIETBOPSIIOT Pa3phiB C MPEXKHEI
MOHOKYJ/IbTYPHOJ ¥ TOMOT€HHOM MOZE/bI0 pernpe3eHTaln.

BaskHeimmm acreKToM HOBOJI IapaJAurMbl CTalo cMenieHue Gokyca
C BHeIlIHe}i MPUBJIeKaTebHOCTM Ha BHYTPEHHMIT MUD U KOMIIETEHLIMM T1epCo-

Puc. 2. Mogens Peiin u3 urpet BloodRayne (2)
Puc. 3. Mogens Anukc u3 Half-Life 2 (3)
Puc. 4. Mogens Jlapst u3 urpst Tomb Raider (2013) (1)
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Haxka. BHENTHOCTD yTpaTuia CTaTyc JOMUHUPYIOIIET0 XapakTepUCTUUECKOTO
MpU3HaKa, YCTYIUB MPUOPUTET MPOPabOTAHHOV MOTMBALMM, MOPATHHOMY
BbIOOPY M MHTEJUIEKTYaJbHBIM CIIOCOOHOCTSIM. TaKo# MOAX0[ CO3HaeT Mmpe[-
MOCBIIKY /TSI YCTAHOBJIEHUS [TyOOKO¥ 3MOIMOHAIBHOM CBSI3U MEKIY UTPO-
KOM U TTepCOHaskeM, OCHOBAHHO Ha SMIATUYU U UIEHTUGDUKALIUA C €T0 BHY-
TPeHHUMU KOHOIMKTAMU U POCTOM.

Haunnas ¢ 2020-xX romoB, MOAXOA, K CO3AaHUIO JKEHCKMX MEePCOHAKeNM
B MHIYCTPUM BULEOUTP JOCTUT HOBOW CTaAUM 3PeNOoCTH, AJiS KOTOPOit Xapak-
TepHbI YIIyOIeHHas TICUXOI0TMYecKast mpopaboTka M 0TKa3 OT CTaHJAPTHBIX
KaHOHOB BHEIIHOCTU. LleHTpa/ibHble TepOMHIM COBPEMEHHBIX TPOEKTOB YacTO
MPeJCTaBISIOT CO00¥ CI0KHbIE, ApaMaTUUYeCKy HAChINeHHble 06pa3sbl, Ubs
3CTeTKa MOJYMHEHa HApPaTUBHO TOCTOBEPHOCTU. SIpKMM NpUMepPOM SIBJISI-
ercst Amm u3 urpbl The Last of Us Part II (2020), ueit 061MK U XapakTep He-
Pa3pbIBHO CBSI3aHbI C CypOBBIMM YCIOBMSIMU TOCTAMOKAIUIITUYECKOTO MUpa.
[Togo6Hast peanCTUYHOCTb, CO3HATENBHO OVCTAHLIMPYIONIASICS OT [TISTHIIEBBIX
KaHOHOB, CIIOCOOCTBYET He BU3YaJbHON 00BEKTUBALIMY, a TITYOOKOI SMOLIO-
Ha/IbHOV BOBJIEYEHHOCTY M SMIIATUM CO CTOPOHBI UTPOKA.

Crpemyienue K 6ajiaHCy M pasHOOOPasMI0 CTAJO OTBETOM Ha M3-
MEHMBIINIICS COCTaB MUIPOBOI ayguUTOPUM, KOTOpasi CETONHS MpaKTUUeCKU
MTOPOBHY pasjeieHa MexXIy MYKIMHAMM U KeHIMHaMu [5]. 3TO mpuUBeNo K
3HAUMTEIbHOMY 00OTANIeHNI0 Peripe3eHTaTUBHBIX MOJIeeli: B CIIEKTPe JKeH-
CKMX 00pa3oB Temepb MPUCYTCTBYIOT KaK XPYIKME MHTE/UIEKTYaIKM Y MOTY-
IlecTBeHHble BOUTENbHUIIBI, TAK ¥ T€POUMHU-KEPTBBI U CI0XHbIE aHTUTEPOU-
HI. KiTroueBbIM JOCTVOKEHMEM SIBJISIETCSI TO, UTO BU3YaJbHBIN IM3aliH Tenepb
CITYSKUT HE CAMOCTOSITETbHBIM 00BbEKTOM MOTPEOIEeHNMS, 8 MHCTPYMEHTOM IS
PacKpPBITHS IUUYHOCTY U UCTOPUU TIEPCOHAXKA.

3a Tpu mecATUIETHS IBOMIONMM KEHCKME 00pasbl B BUAEOUTPAX
MPOLIM TYTh OT YIIPOILI€HHbIX, CTEPEOTUITHBIX CUMBOJIOB /10 TICUXOIOTUYUECKU
JIOCTOBEPHBIX, MHOTOIPaHHbBIX XapaKkTepoB. Ecu TexHOMOrM4ecKuit mporpecc
obecrieyns1 BHENIHMI peann3M, TO COLMAIbHbIE M3MEHEHUS MTPUBHECTY HO-
BOe, 6os1ee rTy60KOe TIOHMMaHMe JKeHCTBEHHOCTH U areHTHOCTH [6; 7]. Takum
06pa3oM, SKeHCKUIi TIepCOHAX IpeTepIie TpaHcGopManuio: U3 00beKTa BU3Y-
QJIbHOTO TIOTPe6/IeHNsT OH IIPEBPATUIICS B TIOMIHOIIPABHOTO CyObeKTa XymosKe-
CTBEHHOTO HappaTuBa. laHHass MeTaMop(}03a CBUIETENBCTBYET O B3POCIEHUN
UTPOBOTO MCKYCCTBA U €T0 BXOXKIEHUM B KOHTEKCT COBPEMEHHO BU3YalbHOIA
KYJbTYPBI.
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