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Hrpa He MMeeT 3HAYEHU A
PelieH3Ms Ha KHUTY: Sicart M. Play
Matters. Cambridge, MA:

MIT Press, 2014

¢y 6bI U3JATEeNN «IIOMYISIPHOM» U « MEXJUCITUILIMHAPHOM» ce-
Epnn IT03BOJIMIN Mureiio 3UKapTy, aBTOPy KHUTH «Play mattersy,
BBIOpATH Ha3BaHUe MOAJIUHHee, KHUTA 6bI Ha3bIBasach «Play matters,
game doesn’t». 3UKapT — CIEIHAIUCT II0 KOMIIBIOTEDHOMY JU3aHHY,
noueHT IT-VHuBepcuTetra KomeHrareHa. Ero mpensigyuiue pa6oThl
6BLIM ITOCBSIIEHBI 3THKe KOMIIBIOTEPHBIX UTP [Sicart, 2009; Sicart,
2013]. Ho 3asaya HOBOI'O IIPOeKTa — II€PEOCMBICTIUTH CAMO IIOHSITHE
UTPHI B CBeTe HEJaBHUX TEOPETUYECKHUX U PUI0COPCKUX MHTYULIUH.
W, KOHEYHO, ITIePBBIM KaMHeM ITPeTKHOBEHMUS Ha 3TOM ITyTH CTaHO-
BUTCS CTapas JUJeMMa: ,urpa kak play“ vs ,urpa xak game“. B u3jo-
YKeHUH 3UKapTa 3TO IIPOTUBOIIOCTaBIEeHUE II0y4YaeT HEOXKHUTAaHHOe
pasBUTHE.

«Bbl HaBepHSIKa YUTAMM, — IUIIET 3UKAPT, — O TOM, YTO UTPBI
(games) 6yoyT «JOMUHUPYIOUIEH KYJIBTYPHOM Ppopmoii XXI Beka»
[Zimmerman, 2013]. Cpegu pa3pabOTYNKOB UTP He IIpPeKpalfaeTcs
Pa3roBOp O TOM, YTO Halll BeK CTAaHeT CAaMbIM «MT'DOBBIM [UT'PO-IIeH-
TPUYHBIM] CTOJIIeTHEM 3a BCI0 UCTOPHIO YeJoBedecTBar. 5 He coriaceH
C 9TUM Te3ucoM. HIrpsl (games) He UMeIOT 3HaUYeHUs. Kak B cTapoH
6acHe 0 mypakaxX, KOTOpble CMOTPST Ha ITajell, KOrxa KTO-TO YKa3bl-
BaeT UM Ha JIYHY: UI'PHI (games) — 3TO IaJell, a UI'POBOe eHiCTBUe
(play) — myHa» [p. 1-2]. To eCTh ZECATUIETUSIMHU COLIUOJIOTH UCXOLVIN
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M3 TOr0, 4TO 06a KOHIIEIITa — «game» U «play» — CXBaThHIBAIOT OHOBPE-
MEHHO KaK KOHTeKCT, TaK ¥ cCaMO0 KOHTEeKCTyaJbHOe JeHcTBHe. OJHAKO
9TO NPUHIIUIINAJIBHO Pa3HbIe TUIIBI CBS3U JEHCTBUS C €ro KOHTEK-
ctoM. Te, KTO MCXOUIH U3 IPUMAaTa «gamen, fejlajay CTaBKy Ha aHa-
JIV3 IIPaBUJI, CTPAaTeTUY U TaKTUK, PAaCUYETOB U B3AMMHON OpUEHTa-
nuu «xo10B» [Schelling, 2006]. Mup IpeACTaBISICI UM YeM-TO Bpoe
maxMaTHOM Urpkl. Te e, KTO oImupacsa Ha MeTaQOPUKY KOHIIEIITa
«play», BRIBOZMIN Ha ITePBHIY IIJIaH CBOMX HCCIeOBaHUH TepdopMa-
THUBHOCTb, SMEPIKEHTHOCTH, apPEeKTUBHOCTD, POIEBYIO COCTABISIO-
LIYI0, IPOCTPAHCTBEHHOCTDh U MaTePHUaJIbHOCTH COIIHAIbHBIX B3aMO-
nmercTBui [Topman, 2000].

Mup ymnomobisicsi cioeHe, Ha KOTOPOM pa3bIIpbIBaeTCs Apama
UHTepaKuuu. Ho U g TeX, U IS IPYTUX 6BLIO O9eBUIHO, YTO KOH-
TEKCT U JeHCTBHe-B-KOHTeKCTe HeKOTOPhIM 06pa3oM CBsi3aHbL. HU OUH
game-TeOpeTHK He CKaXeT: «MUpP — 3TO MIaXMaThl, a IIOTOMY K YePTy
,»XOIBI“, HY)>KHO aHaJIN3HUPOBaTh YCTPOHCTBO JOCKU 1 HA60PBI GopMab-
HBIX IpaBuI!». POBHBIM cueTOM Ha060poT. TOUHO TaK e HU OJUH play-
TEOPETHK He CTaHeT YTBEePXJaTh: «MUpP — 3TO CIIEKTAKJIb, IIO3TOMY
K 4epTY YCTPOMCTBO CIIeHBbI, OCBellleHMe, IIepeJHUM U 3aJHUH IUIaH,
KYJIHCHL U PaMIIy, faBaliTe U3y4aTh JpaMaTypPruio COIlHaIbHbIX COOBI-
Tuiil». ONATH XKe — Bce 06CTOUT MIPSIMO ITPOTHUBOIOIOKHBIM 06pa3om
[BaximrTaiiy, 2003].

Peyb IJTa IPEUMYIIECTBEHHO O TOM, KaKas U3 ABYX OIITHK JIydlle
paboraeT, TOUHee «HABOZUT» HHCTPYMEHTapUH, OTKPhIBaeT 60JIbIIIe I'o-
PH30HTOB [JISI HOBBIX TEOPETUYECKUX PEIIeHUH U SMINPUIECKUX UC-
ciremoBaHMM. Ho 3UKapT HAYMHAET B CTUJIE MOJIOAOro AleKcaHpa Ma-
KeJOHCKOT0, OJHUM IBIKEHHEM pacceKasi TOpIUeB y3el «game/play»:
«HrphI (games) He CTOIh 3HAYMMBL. OHU CYyTh MaHUdpecTayy, GOpMBbI
UTPOBBIX JieticTBU (play); HO He e JUHCTBEHHO BO3MOXXHbBIE UX GOPMBI»
[p. 4]. Temepp «Mrpa Kak game» OTHOCUTCS UCKIIOYUTENBHO K popMe,
KOHTEKCTY, ITYCTOM paMKe, a «<Mrpa Kak play» — K cofepX)aHHIo, Ipa-
KTHKe, UTPOBOMY JeHCTBHIO. C 3TOr0 MOMEHTa HAYWHAeTCS er0 KpecTo-
BBIH IT0XO0J], IPOTUB «KOHTEKCTYaJIN3Ma», 0COGEHHO COIIHOIOTUIECKOTO:
«IIoHSITHEe KOHTEKCTa OIacHo. CJI0BO, YAaCTO UCIIOIb3yeMOe B COLIMOIIO-
TMYeCKUX UCCIeT0BAaHUAX, KOHTEKCT, IPUMEHSIETCS 4151 0003HAYeHU S
BCETO0, YTO OKPY’)XaeT YeJoBeYeCKoe AeHCTBHE M peJeBaHTHO CUTYa-
nuu [TopmaH, 2000]. Moe omnpejiefeHre KOHTEKCTa IPUHIIUITHAIBHO
uHoe» [p. 106]. ITak, IIepBBIH LIAar — IIepeolpeeieHNe CaMOY HAeH
KOHTEKCTa.

KoneuHo, nmuiret 3UKapT, «<urpa (play) koHTekcTyaabHa. B IToBcex-
HEBHOM IIOHMMAaHUU UTPHI (play) moj ee KOHTEKCTOM IIOHUMAETCS
dopManpHO pasrpaHUYEeHHOE IIPOCTPAHCTBO, OIIpeensieMoe IIPaBU-
JIAMH ¥ COO6IIeCTBOM UTpaonIuX. Ho KOHTEKCT KyZa CIoXHee. ITO 3a-
IyTaHHAas CeTh TI0feH, IPaBUII, IePeroBOPOB, MeCT K 06BEKTOB [P. 6].
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3/ech TIO6UTENTN aKTOPHO-CETEBOM TeOPHUHU Cpa3y e MOHSIIU, OTKyaa
IIOALYJI BeTep 3UKApPTOBCKOTO BJOXHOBEHHUS: «SI OIIMPaAlOCh Ha PaboTHI
BproHo JlaTypa [JIaTyp, 2006] 1 IPYTUX aKTOPHO-CETEBBIX TEOPETH-
KOB [JIaTyp, 2014, Law & Hasard, 1999]». Ho 3To 06MaHHBI# MaHEBP.
CchlnKa Ha JlaTypa TYT KyZa 60iIblile — CUMBOJ BEPHI U [aHb MOJE.
(Iatyp «3apaboTaeT» y 3uKapTa mo3JHee, B TPeThel IIaBe, HO TOXeE,
CKOpee, KaK MHCTPYMEHT OTBJIeUeHUs, a He HalaJeHUs UIu 060po-
HBI.) B IeFICTBUTENBHOCTH JXe, TPU3HaeTcs 3UKapT, «<MOe IIOHMMaHue
KOHTEKCTa BbIPAcTaeT U3 TEKCTOB CIIEI[UaJIKUCTOB 110 UHPOPMATHUKe,
B YaCTHOCTH, U3 paboT HJopuuia [Dourish, 2004]. To, YTO s Ha3BIBAIO
KOHTEKCTOM 6JIHM3KO0 110 CMBICIY TOMY, UTO JIOPUII HAa3bIBAET «IPAKTHU-
KO¥»: «IlepeKirodas CBoe BHMAaHUe C ,,KOHTeKCTa“ (KaK COBOKYITHOCTH
OIMCYEeMBIX YepPT HEIOCPEJCTBEHHOT0 OKPYXEHUS) Ha , TPAKTUKH"
(xax GOpMBbI BOBJIEYEHHOCTH B 9TO OKPYKEHUE), MBI OTBOAHM LIEHTPaIb-
HOEe MeCTO CMbIC/IIaM, KOTOPhIE JIOAU HAXOASAT B MUPE, U CMBICIAM
UX JeHCTBUU — B KaTerOpHUAX IIOCAeICTBUU U MHTePIPeTallui 3TUX
OeHCTBUI s cebs u Apyrux» [Dourish, 2004, p. 127-128]. I TeM He Me-
Hee COXPaHSI0 KOHIIENIT KOHTEKCTa IIPOCTO K13-3a ero 06MX0ZHOM SICHO-
cTu» [p. 106].

HTaK, KOHTEKCTOM «MTPOBOM IIPaKTUKM» (play) y 3MKapTa BRICTyIIAaeT
Ipyras MpaKTHUKa, KOTOpas KOHCTUTYHUPYeTCSI OMHOBPEMEHHO «BOBJIE-
4YeHHOCTBHIO», CMBICITAMHU JeHCTBUH, ITOCIEeACTBUSIMU 3TUX OeMCTBUHN
U UX UHTepnperanusamu. K paboram ITona Jopuiila Mbl elile BepHEMCS.
YT0 )Xe KacaeTCsl KHUTY 3UKapTa, TO OT Hee TPe60BaTh KOHIEN TYaIbHOM
SICHOCTH He TIPUXOAUTCS — €Tr0 TeOPeTUYECKU I alnmnapaT IIpe/ICTaBIsI-
eT co60¥ IIaBUIBHBIN KOTEJ, B KOTOPOM ITOHSITHS, 3aMCTBOBaHHBIE
y XemsuHru, baxtuHa, Kaya, Jopuia u JlaTypa, IIaBSITCS HA MeJ-
JIEHHOM OTHe JU3aMHEePCKOTO BOOGpa)keHUs. B KaXXKIOM IiaBe aBTOD
obelljaeT eperTH K «60ee GOpMaTrU30BaHHOMY aHATU3Y» U KaXKIBIH
Pas He CHEePKUBAET CBoe obeliaHue.

JIyuumie He WUCKaTh Yy 3UKapTa BHITHBIX OIpeIeeHUH,
a CMOTpeTh — IIPOTHB Yero HallpaBieHbI er0 KOHIIeNTyaJIbHbIe BBITIa-
Ibl. IIpex e Bcero MpoTUB paboTt Upsuura l'opmana. «IIpaBuia, — MU-
et 3uKapT, — 3TO GaCHINUTATOPHI, TBOPAIIE KOHTEKCT UTPHL, Pppeii-
MBI, B KOTOPBIX UTPa MPOUCXOTUT. (3T0 Teuc F'opmana [Goffman, 1961].)
Ho mpaBuiIa — 3TO TOABKO OZWH 3JIeMEHT UTPOBOT0 KOHTEKCTA, U JaXe
He CaMbIH BaXXHBIH. OHU HEO6XO0JUMBbI, HO He TOCTATOYHBI JIJISI CYIIeCT-
BOBaHMUS UTPHL... [IpaBUia — IIPOCTO ellle OTWH aTpPUGYT UTPHL, B 1060
MOMEHT CIIOCOGHBIN U3MEHUTHCS TIOJ, JeHCTBUEM ee TPaHCOPMATUB-
HOM crioco6HOCTU» [p. 8]. UMEHHO II03TOMY TaM, Iie 3UKapTy BCe e
TIPUXOTUTCS 06paTUTHCS K TOPMaHOBCKOM Teopuu GperiMOoB, OH IIpef-
TIOYUTAET 3aMEHUTD KaTeropuio pperiMa KaTeroprei yCTaHOBKH [p. 117].

Cpasy Ke 0TMeYy, YTO 3aByaJlMpoBaHHAaA IIpeTeH3us 3uKapTa K Te-
opuu ¢peiMOB He JUIIeHA OCHOBaHUM. Bce U3BeCTHBIE MHe PpperiM-
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aHAJUTHUYEeCKHe IIPOEKTHI BBHIHYXJEeHBI paboTaTh OJHOBPEMEHHO
C OBYMS THIIAaMU y>Xe OIIMCAHHBIX BBIIIe HAIIPSDKEHUI: «game»
Vs «play» M «KOHTEKCT» V. «IIpaKTuKa». ®peliMm-aHanu3 l'opmaHa
HeJIBYCMBICJIEHHO OT/JaeT IIpeIIouYTeHNe «kKOHTEKCTY», HO COXpaHseT
HaIpsDKeHHe MEeXy «game» U «play», T.e. MeXAY ApaMaTypruye-
CKOM MHTYUIIHEHN AeHCTBUS B [yXe I03LHEr0 CHMBOJIHNYECKOT0 HUHTE-
PaKIIMOHM3Ma U IOTUKOM CTPAaTern4eCcKoro B3aNMOLEeHCTBHUS B Iy Xe
Teopuu Urp. ObpaineHre K «<KOHTEKCTY» — 3TO roPpMaHOBCKUH CIIO-
€06 yHTH OT 9TOM AuXoTOMUHU [ToPmaH, 2003]. PpeliM-aHATU3 B Te-
opuH 061IeCTBEHHBIX JBIIKEHUI, HAIPDOTHUB, COXPAHAET HaIIpsIKe-
HUe MeXIY «<KOHTEKCTOM» U «IPAKTUKOM», HO OTJAeT MPeAIIoYTeHHe
«game» — TaK ITOSBJISIETCS KII0YEBOMH IJIs 9TOI'0 OTBETBIEHUS TEOPUU
¢peiimMoB KoHIeNT «dpeliMmupymouiero xoxa» (framing move) [CHoy
U [p., 2013]. HakoHell, ppeliM-aHAIN3 B UHTEPIPETATUBHBIX ITOTH-
THYEeCKHUX HCCIeNOBAaHUAX, TAK)XKe COXPAHSsSI HANlpsIKeHUe MeXIy
«KOHTEKCTOM» U (<HpaKTHKOﬁ)), IIepeHOCHUT aKIIeHT Ha «play» — CBO-
60LHYI0O MHTEPIPETATUBHYIO UIPY IOIHUTHUYECKUX areHTOB, 60-
proIuxcs 3a IIpaBoO HABS3aTh CBOe Ollpe/ieleHue CUTYalluu [SHOY,
BaH XyJIbCT, 2011]. B yeM pemreHue 3ukapTa? OH IIPOCTO CXJIOIIBIBA-
eT IBa 3TUX Pa3JIUYEeHU, OTOXKAECTBILI «game» ¢ (bopMalIbHBIM)
KOHTEKCTOM, a «play» — C MIpaKTUKOH, KOHTEKCTYalHu3UPOBAaHHOMN
IPYTUMU IPaKTUKaMU. DTO pellleHHe OH He IPUAYMBIBAeT caM, a 3a-
HMCTBYeT U3 paboT Jopuiua.

Ilon Dopwuui, mpodeccop MIT, — OJUH U3 CAMbIX 3aMETHBIX CEroJ-
HS aBTOpPOB B obmactu HCI (human-computer interaction). Hayas
B HCCIeJ0BaTeIbCKOM IieHTpe «Kcepoke» B I1amo-AnbTO (XOPOIIO M3-
BECTHOM COIIHOJIoraM I10 paboram JIrocu CauM3H) OH 3aBOEBaJI CIaBY
HOBOT'O TEOPETHUKA COLIMATbHOTO B3aMMOJEHUCTBUS 6rarogaps CBoek
kHure «Where the action is» [Dourish, 2004]. Camo ee Ha3BaHUe IT0JI-
HOCTBIO IIOBTOPSIET Ha3BaHUE OLHOMMEHHOM cTaThu l'odmaHa C TOH
TOJBKO Pa3sHUIIEH, YTO BMECTO rOPpMaHOBCKOTO BOIIPOCHUTEIHHOTO
3HaKa JJOpUII CTAaBUT YBEPEHHYIO TOUKy. ITo mbiciu Jopuuia, T'od-
MaH HUYero He IIOHSJ B YeJIOBeYeCKOM B3aHMOJEHCTBUHU U IIOTOMY
ero paboThl 6eCIIoe3HbI LI UCCAeL0BaTelell MHTEPAKIIUY YelIoBeKa
¢ KoMIIbioTepoM. T'odpMaH HeJOCTAaTOUHO BHUMAHUS YN, C OLHON
CTOPOHBI, YeJI0BeUYeCKOM TeJIECHOCTH, C [PYTOH — CIielupUIeCKO 0C-
MBICJIEHHOCTY COLIMAIBHOTO MUPA, CBeJ s BCIO IIPUPOAY KOMMYHUKA-
IUY K Ha6opy IIPaBUJI, CTABOK U IIAHCOB. A IIOTOMY, I'Zie 651 HU 6BIIO0
JIOKAJIN30BaHO JeHcTBHe (TYyT JOPUILI HAXOTUT OCHOBaHMe B paboTax
Mepio-IIoHTU ¥ BUTTeHIIITe Ha), OHO He TaM, IZie ero uieT F'opman.
OCTaBHUM 5Ty KPUTHKY Ha COBECTH JlopUIa U BepHEeMCs K 3UKapTy.
Yro eMy JaeT obpalijeHHe K JOPUIIEBCKOM Teopuu? BoT 3/iech U 06-
HapYy)XHUBaeTCsl BTOpas CTaBKa B TEOPeTHUYEeCKOH UTpe aBTOpa «Play
matters».

COLMOJIOTU S
BIACTU
Tom 27
Ne 4 (2015)



SOCIOLOGY
OF POWER
VoL.27
Ne 4 (2015)

BukTOp BaximraiiH

Bopb6a ¢ KOHTEKCTYaJIN3MOM U IIepeoIpeiesieHHe UI'PBI Kak epdop-
MaTHUBHOM ITPaKTUKU HYXXHBI 3UKapTy He caMU IIo cebe, a — HU 60JIb-
1Ie, HY MEeHBbIIle — JIJISl TOTO, YTOOhI BEPHYTH KOHIIENITY UTPOBOTO JeH-
CTBHS €ro SK3UCTeHITHAIbHOe 3ByuaHue: «Kak 1 Bcsakas uHasg popma
YeJI0BeYEeCKOTO CYLIEeCTBOBAHMUS, UI'Pa MOXET GBITH Pa3pyIIUTENIbHOMH,
paHsIIeH, aHTUCOIIUAIBHOM, pasBpaualnel. rpa — MaHudecTaus
4eJI0BeYHOCTH, IIpegHa3HAYeHHAs JJIS BRIPAXXEHUs U GBITHS B MHPE»
[p. 2]. U panee: «irpa eCcTh 6BITHE B MUPE IIOCPEANCTBOM 06'h€KTOB B OTHO-
LIEHUY C JPYTHMH JTIOAbMU... ITpa [aeT HaM BO3MOXHOCTH CYIIIeCTBOBa-
Hus. Kak cbopmynupoai aTo CapTp: ,,)KelaHue UrPaTh B OCHOBE CBOEH
eCTh XeJlaHue 66ITE» [p. 18].

MaJio KaKo¥ apryMeHT UCIIOIb30BaJICS IIPOTUB UT'POBOM MeTadOphI
B COIIMOJIOTHHU TaK )K€ YacTo, KaK apT'YMEHT «HEBBIHOCHMOMH JIETKOCTH
65ITHS» [BaxmiTalH, 2008; BoikoB, 2009]. I eCcTeCTBEHHON peakKI[ueH
TeopeTHKa, IOCTaBUBIIErO B IIEHTDP CBOET0 aHAIN3a IIOHSTHE UTPHI,
CTaHOBUTCS obpalleHue K TsHKeIoH UIocodpCKOil apTUILIEPUU: Tpe-
BOra, 3a60Ta, 6bITHE-B-MUPe, IepeXXKUBaHUe COGCTBEHHOM TeJeCHO-
CTH, SMOLIMIOHAJIbHAsI BOBIEYeHHOCTbh, CTPAX CMePTH — BCe, YTO YIOA-
HO UJIeT B XOf, TUIIG O6bI BEDHYTh UI'Pe OHTOJIOTUYECKUN Bec. HyXHO
3aJeMICTBOBaTh BCe MMeEIOIIHecs: PeCypChl JJIsl TOTO, YTOOBI Urpa Ie-
pecTaja BBITISIETH KaK «06JerdeHHass BEPCUSI» HEUTPOBOTO GBITHS.
TeopeTHYeCKUH JpadiB 3WKapTa MOXHO IIOHATH. CJIOXKHee IOHSTh
Ipyroe — IIOMOTaeT JIU €My B 5TOM JBH)KEHUU 60pbh6a ¢ KOHTEKCTY-
aJM3MOM U pellNTeIbHOe pasMeXxeBaHUe ¢ Teopuel ¢ppeiimoB? Hrpa
KaK 9KCIIpeCCHBHOE CaMOBBIpaXKeHMe HaJleIeHHBIX CBOGOI0M BOJIU Te-
JIECHBIX CY6BEKTOB, KOHEYHO, 3CTeTHYEeCKHU IIPUBJIeKaTeIbHee CKPY-
IIyJIe3HOT0 aHAIKM3a B3aMOCBSI31 UTPOBBIX U HEUTPOBBIX KOHTEKCTOB.
Ho HaCKOJIBKO TaKasi MO/ie/Ib TeOPeTUYeCKH IIPOAyKTUBHee B JieJie BO3-
BpallleHU s UTpe OHTOJIOIMYECKOro cTaryca? Msl IpejiaraeM YUTaTe-
JASM KHHUTYU 3UKapTa CAaMHUM OTBETHTH Ha 3TOT BOIPOC. JIFO60IBITHO,
OlHAKO, TO, KAKHUM ITyTeM pelllaeT IBUHYTHCS K 3TOM 671arOpOSLHOMK
LieJIN aBTOP — 4Yepe3 obpallleHre K TeOPHUSIM MaTepHaIbHOCTH JIaTypa
U Bepbeeka.

«MHe 61u3Kka mnocTdeHOMeHONIOrHYecKas TpamguIus Bepbeeka
[Verbeek, 2006], — miuieT 3uKapT, — IMOMeIAOIIAs TEXHOJIOTUH B KOH-
TEeKCT Halllero IIPO)XXMBAaHUS M KOHCTPYUPOBAaHUS MUpa. B MoeH Teo-
PUY UT'DHI IOHSTHE KOHTEKCTA YKa3bIBaeT Ha COI[HATBHYIO, KYJIBTYP-
HYI0, TEXHOJIOTMYeCKYI0 ¥ GU3NIECKYIO CUTYaTHBHOCTH UTPHI U Ha TO,
9TO O6BEKTHI — CYTh KOHCTUTYTUBHBIE 3JIEMEHTHI UTPOBOTO IEHCTBHI»
[p. 106]. OTOT IOBOPOT IPHUBOAUT 3UKApPTa K IIePeHOCY BHUMAHHUS C ca-
MO¥ UTpHI Ha ee MaTepUAIbHYI0 OCHACTKY — UI'POBBIE 00BEKTHI (play-
things): «<ABTOpHI, BIOXHOBUBIIIMIE MEeHS Ha HAIIMCaHe 3TOMH IMIaBhI, peji-
KO 3a/JaBaJIMICh BOIIPOCOM O MaTePHATbHOCTH UTPYIIKU. ECTh HEKOTOPBIE
HHTepeCcHbIe HHCAHNTHI B paboTe BeHbsIMUHA, HO B 60JIBLIIHHCTBE CIyda-
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€B OH He BUJUT B UTPYIIKe BellH. ECIIU )ke MbI XOTUM IIOMECTHUTb UT-
PYIIKH B IIEHTDP UTPOBOM 9KOJIOTHMH, CaMa UX MaTEePUAIbHOCTH (2 TAKXKe
ux 06pa3s JeHCTBHUS B KaueCTBe UI'POBOTr0 06BEKTa) AOKHA GBITH IIOHATA
Kak ¢yHIZaMeHTaIbHas XapaKTepUCTHKA. B IIpeiaraeMoi MHOH IIOp-
TATUBHOM TEOPUH UT'PHI s COGHPAIOCh YIETUTD ,BEITHOCTH BEIIIU TO JKe
BHUMAaHUE, YTO U €€ KYJIBTYPHBIM POISIM» [p. 122]. CaM 3aX0f, — IIOHATH
UT'PY Yepe3 UIPYLIKY, a UTPYILIKY dYepe3 ee «JeHCTBYIOIIYI0 MaTepHU-
aJIBHOCTB» — MOXKET BBI3BAaTh BOCXUIeHUe. HeclydaliHO caMas UH-
TepecHas, Ha HAll B3IV, YaCTh KHUTH IIOCBSIIeHA NUMEHHO aHAIN3Y
UTPOBBIX IUTOWAOK (playgrounds) — BUPTyaIbHBIX U MaTepPHUaIbHBIX.
IIpo6emMa BO3HHUKAET, OZHAKO, C TeM, YTO UI'PYLIKH B UTOT'e PaCTBOPSI-
FOTCS 3UKapTOM B IIPaKTHKe UTPHL, BOBCE He Jenas ee 60ee OHTONIOTU-
YeCcKH BeCOMOM: «ITpylIKa — 3TO IIPOCTO Habop cUrHaioB (signifiers),
adpdopmaHCcoB U orpaHUYUTENEH, HEOOXOMUMBIH [JIsI BOSHUKHOBEHUS
oIpe/ieJIeHHBIX THUIIOB UTPOBOTO IIOBEIEeHUS» [p. 124]. BOT U Bce GbITHE
B MUpe.
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KaxxeTcs, 3a1ada (BepPHYTh UT'Pe OHTOJOTUYECKUI BeC) U pelleHue
(o6paieHye K MaTepUATbHOCTHU UT'POBBIX 06HEKTOB) HE CBI3aHBI IPYT
Cc ApyromMm. YeM CHJIbHEe 3ByYaT 3K3UCTEHIIUATUCTCKIE apryMeHTHI
aBTOpa, TeM MeHbllle BHUMAHUS YIelIsSeTCsI UTPYLIKaM, 4eM 6oJIblie
BHUMAaHUS UTPYLIKaM — TeM MeHbIIle Beca Y caMO¥ UTPbL. Eciu 651 J1a-
TYpPOBCKas Teopus 6bLa sl 3MKapTa He IIPOCTO UCTOYHUKOM BIOXHO-
BEHUS, a pabOTAIONINM TeOpeTUYECKUM PECYPCOM, OH MOT 651 HAUTH
OHTOJIOTHYECKOE pellleHUe B UAesIX UHTEPOObeKTUBHOCTH, MaTepHUaIb-
HBIX QPeriMOB B3aMMOIEHCTBHUSA, CIEIIEHU S/ paclell/IeHHS UT'POBBIX
U HEUTPOBBIX KOHTEKCTOB [JIaTyp, 2007]. Ho TOT/a oA, yTpo3y 6511 651
IIOCTaBJIeH IIePBBIN Te3uc — 60prba C KOHTEKCTyalu3MoM. IIpu-
II0Ch 6B IPU3HATH: O6BEKTHI CYTh KOHCTUTYTUBHBIE 3IEMEHTHI UT-
POBBIX KOHTEKCTOB. TeopeTUK $peiiMOB, BBIYUUBIINI YPOK COLIHIOJIO-
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TUY Belllel, MOT 6bI CKa3aTh: «<HET UTPOBOT'0 KOHTEKCTA U €T0 UI'POBBIX
00BEKTOB, €CTh UTPOBbIe 06'bEKTHI U CO3/jlaBaeMble IMU KOHTEKCTHI».
Ho 3ukapT He MOXXeT ce6e 3TOro ITO3BOJIUTH — OH y2Ke IepeoIpe/euI
KOHTEKCT.

OpuH npuMep. UTpoBoe IeHCTBUE, IO 3UKAPTY, XapaKTepPU3yeTCs
cBoel TpaHCPOPMATUBHOM CIIOCOGHOCTHIO: «HIrpa MMeeT 3HaYeHHe
TOTZA, KOTZa OHA 3aXBaThIBaeT CUTYAIIHUIO U o6palaeT ee B UTPY... ITo-
CpeJCTBOM UTIPYIIeK MBI IIOHHMMaeM, 4YTO UTPa BO3MOXHA, U Ha4H-
HaeM UTPaTh» [p. 36]. DTOT mepeBOf B Teopuu GpeliMOB Ha3bIBAETCS
TPaHCIIOHMPOBaHHUEM, a B TeOPUM 3UKapTa — alporpranuel. OgHa-
KO JJaJIeKO He BCe UTPYIIKH CO3/JaHbl KaK UTPYIIKH: «OfHA U3 YIUBU-
TeJIBHBIX YeJIOBeYeCKHUX 0CO6GEHHOCTEH COCTOUT B TOM, UTO MBI MO-
JKeM ITPeBPATUTh B UTPYIIKY YYTh JU He TIO6YI0 MOZPYIHYIO Bellb:
OT 6YJIBIXKHHKOB U BETOK JI0 60JIee CIOXHBIX TEXHOJIOTHYEeCKUX 005-
eKTOB» [p. 38]. DT0 U3MeHeHHe MOAAIbHOCTH MaTepPUAIbHOTO 06hEK-
Ta MBI B [PyTOM TeKCTe Ha3Ba/JIU TPAaHCIO3UIIMeN [BaxXiITakH, 2013].
Kak cBSI3aHBI MeXIy cO60¥ TPaHCIIOHUPOBaHUE B3aMMOIEHCTBUS
U TPaHCIIO3UIIMS 06beKTa? YTOOHI IPOCIeAUTH TOMOJIOTHIO TPAHCIIO-
HUPOBAaHUS U TPAHCIIO3UIIUU, HY)XXHO BePHYTh KOHTEKCTY B3aHMO-
TeMCTBUS ero aBTOHOMMIO OT CaMOT0 B3aMMO/JeMCTBHU S, a UTPOBOMY
06BEKTY — €ro OHTOJIOTHI0. HO 3TOT BOIIPOC 3UKapT Jaxke He CTABUT:
npeBpallleHHe 4ero-To B UTPY U IIpeBpallleHHe Yero-TO B UTPYIIKY
OKa3bIBAIOTCS Y HEro e IUHBIM HegudppepeHITpOBAaHHBIM IIPOIIECCOM
«MT'PBI KaK play.

TlocnenHee Moe 3aMedyaHHe KacaeTcs )KaHpa KHUT'M 3uKapTa. «|rpa
MMeeT 3HaUYeHVe» — 3TO 3aMedaTelbHBIH MaHUbeCT qu3aiiHepa, OT-
KPpBbIBIIIEro s cebs ¢pumocodpckrie 6e3HbI, CBI3aHHbBIE C TPo6IEeMa-
THKOM UTpHI. TEKCT IepernoaHeH MeTadopaMu, a/UTIO3UsIMY, AeKIapa-
IUSIMHY, a TaKXKe yBJIeKaTeIbHbBIMU IPUMePaMU U UJITIOCTPAIUSIMU,
B3SITBIMM M3 IIPAaKTHUKH Pa3paboTUYMKOB. KHUTY CTOUT IIPOYECTh yKe
pazy 3TUX UIMICTpanui. PerakTopsl 13 MIT, BepOSITHO, IOCTaBUIN
Iiepe]; aBTOPOM 3aJady: HaIlMCcaTh IIPO UTPhI 06pasHo, SIPKO U yBIeKa-
TeJIbHO. 3UKAPT C 3ajadel cupaBuicsa. K coXaleHUIo, IJISI TOT0 eMY
IIPUILIOCH Y6paTh Bce TeOpeTUYeCKHe BBIKIAAKH U CCBLIKU B IIpUMe-
YaHUs. A IOTOMY KHHUTA COCTOUT 110 GaKTy U3 ABYX YacTeH: ZeKIapa-
THBHBIE PACCYXIEHUS 0 IIPUPOZe UT'PHI (IBe TPETH) U TeopeTHYecKoe
060CHOBaHUE 3TUX PACCYXAEHUH B 3aTEKCTOBBIX CHOCKaX (0[HA TPETH).
TaKoe )XaHPOBOe pellleHHe CKa3bIBaeTCs Ha Cofepx aHUM paboTsl. Eciu
«IIOpTAaTUBHAsI TeOpUs 3UKapTa» BCe e IIPeJCTABISIET CO60M TEOPUIO
(XOTS B HEKOTOPBIX MeCTaX CaM aBTOP IIPeJIIOYNTAeT Ha3BaTh ee «PUTO-
PHUKOII»), TO 9TO TEOPUS KaK «play», a He Kak «game». BULUMO, HE CTOUT
HCKAaTh B Hel IocjIel0BaTeIbHBIX M HEIPOTHBOPEUUBBIX «XOZ,0B», Teope-
THUYECKUX «pellleHUM» U CTpaTernyecKHUX «CTaBOK». To eCThb He clefyeT
4UTaTh 3Ty KHUTY TaK, KakK ee 371eCb IPOYUTAIHU MBI
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