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AHHOTAUA
B craTthe paccmaTpuBarOTCsl 0COOEHHOCTH KOHCTPYHUPOBAHUS U COAECPKAHUS HCTOPUUECKOTO
MIOBECTBOBAHMUS B cepuu Buaeourp «Assassin’s Creed». PackpriBaroTcss 0COOEHHOCTH M MacITad
KOMIUIEKCHOTO TIOAXO0Jla penpe3eHTauuu uctopun B «Assassin’s Creed». OcymiecTisercs
KOMITapaTUBHAsl aHAJIMTHKA TOATUHHOTO ((PaKTOIOTUYECKH TOCTOBEPHOI0) M BHIMBIIIEHHOTO B
cepuu Buaeourp. OTAENbHO aHAIU3UPYETCS CTENEHb UCTOPUYHOCTH LIEHTPAIBHOIO CIO)KETHOTO
MPOTHBOCTOSIHUS B «Assassin’s Creed» CEKThI acCaCHHOB M OpjicHA TaMILIMEPOB. BhisBisieTcs
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IMOCTMOJICPHUCTCKUI  XapakTep HCTOpHYecKoro HapparuBa «Assassin’s Creed» u ero
KOHIIENTYaJIbHOE CXO/ICTBO B KOHCTPYUPOBAHUU C JIUTEPATypHbIMU NpousBeaeHusmu J1. bpayna.
Jlenaercsi BBIBOJ O CHHKpETH3ME B crokeTe «Assassin’s Creed» MOATMHHOTO M JIOKHOTO,
MHU(PHUIECKOT0 U UCTOpUYeckoro. OTMevaercs, YTo MpU HEKPUTUIECKOM BOCIPUSATHH HappaTHBa
«Assassin’s Creed» BO3MOXHBI PUCKHA MU(DOJIOTHU3AIUHA UCTOPUUYECKOTO CO3HAHUS, B TO K€ BPEMsI
BUJICOUTPA BIIOJHE pPEJICBAaHTHA aKTyallbHOMY JIyXy COBPEMEHHOW TEXHOKYJIbTYPHI, U 3a/aeT
HHTEPAKTUBHYIO PAMKY CYUTBIBAHHS HCTOPUYECKOTO TEKCTA.

JJis HUTHPOBAHUSA B HAYYHBIX HCCIEOBAHUAX
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BBenenue

Bugeourpsl cerogHs Bce 4Yaille CTAaHOBATCS MEIUYMOM M BIIOJIHE OPUTHHAIBHBIM (popMaTom
pernpe3eHTaln pa3HOOOPa3HBIX KYJIbTYPHBIX MOCIAHUNM U CMBICIOB. B WacTHOCTH, mpoleaypHbIe 1
CIOKETHBIE COCTABISIONIME BUJCOUTP 3a4aCTyI0 HAMOJIHEHB MHOXECTBOM JCTETHUYECKHX 00pa3oB,
MOJINTUYECKUX, COLMATIBHBIX M STHYECKHX KOHIEeNnToB. Oco0oe MecTo B 3TOM psAy 3aHUMAaeT
WHTETpalsi BUJCOUTP W UCTOPUU, YTO TMOTEHIMAIHLHO BEChbMa 3HAYMUMO ISl (OPMHPOBAHUS
HMCTOPUYECKOTO CO3HAHUS U MOXKET CITYKUTh DJIEMEHTOM KOHCTPYUPOBAHUS MOJUTUKY TTaMATH [ besos,
2018, 97].

Urp, B KOTOPBIX MPUCYTCTBYIOT JIEMEHTHl OOpaIlleHUs K UCTOPHH, JOCTATOYHO MHOTO. 37ech
MOJKHO Ha3BaTh TaKKMe W3BECTHBIC cepuH, Kak «biuikpury, «Age of Empiresy, «Battlefield», «Call of
Duty», «Civilization», «Europa Universalis» u «Total Wary. Kaxnas u3 HUX PEKOHCTPYHpYET
oTpeieNIEeHHBIA UCTOPUYECKUI TIEpUO/I, aJalTUPYsI €T0 TOJl BUJEOUTPOBbIE 0COOCHHOCTH (HAMPUMep,
YKaHPOBBIE U FeMMIUIEHHbIE) MOoJauu ucTopuueckoro tekcra [Kupuuenko, 2019, 130-131]. B to xe
BpeMs B TOJOOHBIX SKPAaHHO-WHTEPAKTHUBHBIX MPOEKTaX 3a4acTyl0 aKIEHTUPYETCS BHUMaHHE Ha
JIOCTaTOYHO 3ay)KCHHOW OaTajdbHOM COCTaBIISIONICH WCTOPUM WM BHEIIHUX, KYJIBTYPHO
JEKOPaTUBHBIX 2JIEMEHTaX BPEMEHH.

B 3TOM psity 0COOHSIKOM CTOUT MOIYJIsSIpHAsi BUAeoUrpoBasi cepusi «Assassin’s Creed», Kaxkmas
4acTh KOTOPOM peasiu3yercs B ONPEAEICHHOM UCTOPUYECKOM ceTThHre. [Ipu aToM B Hell, o cioBam
pa3pabOTUNUKOB, IPEATPUHUMACTCS MOMBITKA KOMIUIEKCHO BOCCO3/IaTh CPE3 AIMOXU C €r0 BU3YaJbHOMN
ACTETUKOU, CONUATBHO-TIONUTUYECKUM U KYJbTYPHBIM KOHTEKCTOM. JlaHHas wurpoBas cepwus
MO3UIIMOHUPYETCS KaK HMCTOPUYECKas PEKOHCTPYKIUS, BBIMOJIHEHHAs B »aHpe action-adventure,
NpeTeHAyomasl Ha  HWHTEPAKTUBHO-UMMEPCHOHHOE  3HAKOMCTBO  reiMepa-pelumnueHTa ¢
HUCTOPUYECKUMHU CIokeTamMu. K ToMy ke, ee pacmpoCTpaHEHHE IO BCEMY MHUPY THPAXKOM,
npesbimaonmM 100 MHUJUTMOHOB KOIHM, MO3BOJISIET TOBOPUTh O HEHM Kak O 3HAYMMOM HSKPaHHOM
TEKCTE, BIUSAIONIEM Ha (OPMUPOBAHNE UCTOPHIECKOTO COSHAHMS.

B oreuectBeHHOM cermente game studies tema aHanuTHKH «Assassin’s Creed» MmpHCYTCTBYeT
JUIIL B TPEX CTyACHUYECKUX MmyOnumkammsx — ctathax A.M. JlaBeimenko [[laBeimenko, 2019], S.U.
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Cysnanpaunkoro [Cy3nanpauikuii, 2017] u A.A. aperopoaueroii [Llaperopoanesa, CadpoHona,
2017]. CopepxaTenbHO OHHM BEChbMa CXEMaTHYHbI W JIMIIb OOO3HAYaIOT HEKOTOPHIE Ba)KHBIC
TEMaTUYeCKHE CIOKEThl. Bce BBIIIECKAa3aHHOE aKTyalM3UpPyeT HEO0OXOAMMOCTh CIEIHaIbHOTO
HCCIIE0BATENIbCKOTO PACCMOTPEHHUS TEMBI IPUCYTCTBUSI ICTOPUUYECKUX HAPPATHUBOB B BUICOUTPOBOM
cepum «Assassin’s Creed».

OcHoOBHAA 4aCTh

Hauwunas ¢ 2007 r. 1 mo HacTosiIIee BpeMs y>Ke BBIIIUIO ACBATh OCHOBHBIX YacTel U OoJee necaTka
MOOOYHBIX CHOKETHBIX OTBETBIICHUU BHUACOUTPOBOW cepum «Assassin’s Creed», NmOBECTBOBaHHE
KOTOPBIX Pa3BOPAYMBAIIOCH B KOHTEKCTE 3aMETHBIX COOBITUI MUPOBOM UCTOPUU. TakK, B pa3HBIX YACTAX
UTPBI TeiiMepy MPEeJICTOUT CTaTh YYACTHUKOM COOBITHI TpeThero KpecToBOro moxoaa, moJIuTHIECKUX
uHTpUr peHeccancHord Wramum xonma XV B., BoHHBI 3a He3zaBucumocTh CIHA u Benukoi
(dpaHIy3cKOl PEBOJIIONNH, a TaKXke MoObBaTh B [IpeBuei ['pennu Bpemen llemonoHecckoi BOWHEL,
MHACTHYecKoM Ermmnre u, HakoHen, B HeAaBHO Bbimeamei «Assassin’s Creed Valhallay (2020)
BO3IJIABUTHh BUKHMHTOB B MX 3aBOEBATEJIBLHOM IOX0JIe Ha AHIIHIO BO BTopoi monosuHe IX Beka. Ilo
XOJTy MOBECTBOBAHMS UTPOK BCTPETHUT U MOJIYYUT BOZMOKHOCTh MHTEPAKTUBHOTO B3aUMOCHCTBUS CO
MHO’KE€CTBOM M3BECTHBIX UCTOpHUECKHX TuIHOCTEeH — [Tepukiiom, [Tudaropom, Cokparom, [Tnaronom,
Kneonarpoii, L{e3apem, Jleonapao na Bunuu, H. Makuasemnu, x. Bamunarronom, b. @pankinHoMm,
Hanoneonowm |, b. {uzpasnu, K. Mapkcom u mHorumu apyrumu. Bee 310 mpeBpariaer «Assassin’s
Creed» B OpUTrMHAIBHBIA SKPAaHHO-WUHTEPAKTUBHBIA MEIUATEKCT, OOJalaloluii HCTOPUYECKUM
coJiepKaHuEM, B KOTOPOM T'€iiMEpP OKa3bIBAETCSI aKTOPOM BUPTYaJIbHOTO HCTOPUUYECKOTO MpoIlecca.

31ech cpa3zy HEOOXOAMMO YTOUYHUTD, UTO B IIEJIOM «MUCTOPUUECKHUE» BUICOUTPHI MOKHO Pa3IeUTh
Ha TpU OCHOBHBIE IpyIIibl. K IepBoil OTHOCATCS YCIIOBHBIE UCMOPUYECKUE PEKOHCMPYKYUU, B KOTOPBIX
Ha MOMEHT Hayalla UTPOBOM CECCHU COXpaHSETCs HMCXOAHas (aKTONOrMuYecKas ayTeHTHYHOCTh U
MPEANPUHUMAETCS TIONBITKA CMOJACIUPOBATH UCTOPHUYECKH MHOTO(AKTOPHBIA XapakTep JUHAMUKH
BHYTPUUTPOBOTO MoBecTBOBaHUs. [10/100HbBIE UTPHI Yalle BCETO OTHOCSTCS K CTPAaTErnueCKOMY >KaHPYy,
I7ie TIO3BOJISIIOT Ha TNI00aThbHOM YPOBHE PEKOHCTPYUPOBATH OTIENbHBIE IEPUOABI MUPOBOW HCTOPHH,
IPH 9TOM JIOMYyCKasi BO3MOKHOCTH e¢ albTepHaTUBHOrO pa3sutus [Yepusix, 2017, 78-80].

Ko BTOpoi#l OTHOCSATCS XyOoodicecmeeHHble BbIMBICbI NO UCMOPUYECKUM Momueam. s HuUx
XapaKTEPHO UCTOIB30BaHUE OTACTBHBIX HICTOPUUYECKU IOCTOBEPHBIX HAPPATUBHBIX IMHUN W TEPOEB,
MHKOPIIOPUPOBAHHBIX B CTPYKTYPY KOHILIETITYalbHO BHIMBIIINIEHHOTO CFO)KETHOTO MTOBECTBOBAHUSI.

TpeThs TpymIa — u3yarbHO ucmopudeckue 8udeouspsi, B KOTOPBIX COOCTBEHHO MCTOpUYECKas
COCTaBJISIONIAs] WCUYEPIBIBACTCS BHEIIHEH ayTeHTUYHOCTHIO OOBEKTOB BHYTPUUTPOBOM PEabHOCTH,
MPAKTUYECKH HE 3aTParuBasi CEOKETHBIX TPOII.

B To e BpeMs, mpruHUMAs B 1IEJIOM ATy KJIACCH(DHUKAITNIO UCTOPUIECKUX BUICOUTP, CIEAYET HMETh
B BHUJ1Y, BO-TIEPBBIX, HEKOTOPYIO PA3MBITOCTh I'PAHUIL ONPEACTIEHHOCTH MEXAY BUJICOUTPAMH KaK «UC-
TOPUUYECKUMU PEKOHCTPYKLUUSIMI» U «XYI0KECTBEHHBIMU BBIMBICIAMHU MO UCTOPHUUYECKUM MOTHUBAM
[Chapman, 2020, 142-143]. Bo-BTOpBIX, C y4ETOM 00sI3aT€IbHON HHTEPAKTUBHOM COCTABJISIOIICH BH-
JEOUTP, OOBEKTUBHO pa3pyIIaloNnieil KOHCTAHTHOCTh HCTOPUYECKOTO HAPPATUBA, TOBOPUTH O HOOAUH-
HOM VICTOPH3ME BHJICOUTP MOXKHO JIUIIb BeChbMa YCIOBHO. JIroOast BUugeonurpa, BBUAY HIMMAHEHTHOTO
el MpOIEAYPHOTO XapakTepa U UHTEPAKTUBHOCTH, JACKOHCTPYUPYET UCTOPUUYECKOE MMOBECTBOBAHMUE,
BBOJIS B HETO CyOBEKTHBHO HOMaan4eckue aemeHTh [Zahlmann, 2015, 657].

Bo3zBpamasics k cepun «Assassin’s Creed» MOKHO OTMETHUTb, YTO Ha TIEPBBIA B3IJISIT OKA3bIBACTCS
BeChMa IIPOOJIEMAaTUYHO OIPEICTUTh, K KAKOU IPYyTIe HCTOPUIECKUX BUIEOUTP MOKHO €€ OTHECTH. B
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HEl TMeperieTaloTcsl JIOCTOBEpPHbIE HCTOpUYECKHE (aKThl M CIOXKETHBbIE TPOIMbI C YaCTHBIMU
HETOYHOCTSMH U MacCIITaOHBIMU BBIMBIIUIEHHBIMH JTUHUSMHU.

OpUTrHHATIBHOCTH MTOCTPOEHUSI HCTOPUUECKOTO HappaTuBa B «Assassin’s Creed» 3akirodaercs B
TOM, 4YTO OH C IIOMOUIBIO BIIOJIHE AYTEHTUYHOW BHU3YaJbHOW COCTABIAIOLIEH W MHOXECTBA
JIOCTOBEPHBIX (DaKTOB, BBICTYHAIOMIMX OJHOBPEMEHHO TEKCTOM U KOHTEKCTOM BHIEOUTPOBOTO
MMOBECTBOBAHUS, CO3/Ia€T BIIEYATIICHHE HCTOPHUYECKON PEKOHCTPYKIMH. B neiicTBUTENbHOCTH Ke
crokeT «Assassin’s Creed» mpoHH3aH TOCTMOJEPHUCTCKUMHU WHTEHLUSMHU U HA YPOBHE TTI00AIBHBIX
MOTHBAIUI MU(DOIOTU3UPYET U OTYACTH MUCTU(PHUIHUPYET HCTOPHIO.

Bce uactu «Assassin’s Creed», HeCMOTPS Ha UX XPOHOJOTUYECKYIO U TOMOJIOTUYECKYIO PA3HOCTb,
00BEAMHSIOTCS €IMHBIM CIO)KETHBIM 3HaMEHATeJIEM U TEJIEOJIOrMUECKUM MPUHIUIIOM, 00BACHSIONIM
CYyIlIECTBOBaHHE JAaHHOTO ¢opMara BHUIACOUTPOBOM BcesieHHOW. KoHIENnTyanbHBIM IEHTPOM
MMOBECTBOBATEIILHOW CTPYKTYphl «Assassin’s Creed» sBisercs T1700aqbHOE IPOTUBOCTOSHUC
PENUTHO3HO-BOCHU3UPOBAHHBIX OPraHU3aINi aCCACHHOB U TaMILIUEPOB.

CekTa accacHHOB U OPJIeH TaMIUIHEPOB B IEHCTBUTEILHOCTH CyIlleCTBOBalU Ha biknem BocToke
¢ XlI Beka. Mcropust BOSHUKHOBEHHMSI pa3BOpaunBaeTcsi B KOHTEKCTe coObIThil KpecToBbIX I0X0/10B U
HapacTaHWs BOCHHO-PEIIMTHO3HOTO  TPOTUBOCTOSIHMS ~ MEXAY XPUCTHAHCKUM  3amajioM |
MycyiabMaHckuM Bocrokom. Tamiimepbl Ha HEKOTOPOE BpeMsi CTalM CHJIOM YTBEpIKACHUS
XPUCTUAHCKOTO NMPUCYTCTBUsS B CBATOM 3emile, a acCaCHHbI, BOSHUKHYB KaK paJuKaibHOE ABHKEHUE B
pamKax ucMauin3Ma (COBOKYIMHOCTh TEUEHUI MIMUTCKOW BETBH HClIaMa), HA HEKOTOPOE BpeMsl CTalln
OJIMIIETBOPEHUEM OECKOMIPOMHCCHOM OOpBOBI ¢ 3amajHoi SKCIaHCHEH B CTPaHbl MYCYJIbMAaHCKOTO
Bocroka.

W XoTsl naHHBIE OpPraHU3allMM Ha ONpPEAEICHHOM HCTOPHUYECKOM 3Tare 00Jalaliy OIyTHUMbIM
BIIMSIHUEM 3TO HPOJAJIMIIOCH CPAaBHUTEIBHO HENONro, U yxe K cepenuHe XIV B. OHHM NpaKkTHYECKU
MIPEKPALAlOT CBOE CYIIECTBOBAaHME M YXOAST C aBaHCIEHbl MHUPOBOIl ucropuu. B To ke Bpems
MpPEe/ICTaBIeHNEe O HHUX B OOLIECTBEHHOM CO3HAHWM HAYMHACT B 3HAUYUTEIBHOW CTENEHU
MHU(OJIOTHU3UPOBAThCA U MUCTH(DULIMPOBaThCs. IMEHHO 3Ta TeMa 00bIrphIBaeTcs B «Assassin’s Creed».

B BuaeourpoBoii peanbHOCTH MPOTUBOCTOSIHUE ACCACHHOB U TaMIUIUEPOB SIBISIETCS CTEPIKHEBBIM
OCHOBaHHUEM BCEX CIOKETHBIX JIMHUN. U ecnu 11 nepBoit yactu «Assassin’s Creedy, riie Bce COOBITHS
OblTH JoKanu3oBaHbl Ha bramxuem Boctoke B mepuon Tperbero KpecroBoro moxonaa, 3To MMeENO
HEKOTOPYI0 HMCTOPUYECKYIO aJIeKBaTHOCTh, TO BO BCEX OCTAJIbHBIX WIpPaX CEpPUU JIaHHOE
MPOTUBOOOPCTBO SIBJSIETCS a0CONIOTHO BBIMBIIUIEHHBIM. B KakqoW mocneayromeid 4acTd OHO
MOHTHUPYETCS B TOJIMHHBIA MUCTOPUYECKHIA HApPaTHB, MPHUHIIUIHAIHHO HMCKaXas ero MpHYUHHO-
CIIEICTBEHHbIE OCHOBAHUS U JIOTHKY coObITHI. Hampumep, B BUJeOUrpoBoil BcelleHHOM «Assassin’s
Creed» nmoBeieHHE MHOTHX MU3BECTHBIX MCTOPUYECKHUX JINYHOCTEH MOTHUBHUPOBAHO TEHEBOU O0pBOOii
accaCHHOB W  TaMmIUiMepoB. bosiee TOro, 3adacTyl0 HCTOPMYECKHE TE€pOM  BBICTYHAIOT
HETIOCPEJICTBEHHBIMU areHTaMH MX MPOTHBOCTOSHHUS, SBIISISICH TPEACTABUTEISIMU OJHOW W3 CTOPOH.
Hamnpumep, B «Assassin’s Creed Unity» (2014) moxon Hanosneona | bonanapra B Erumner o0ycioBieH
nouckoMm «Sl6moka DOnema» — Mudonorudeckoro apredaxrta IlepBoil NIMBHIM3AIMHU, JArOIIETO
BO3MOKHOCTh BIIMSTH Ha MOBEACHUE U SMOILIMU OKpYXaromux Jitojeil. 1 nanee Bce MOIKOBOAUECKUE
ycriexu HamosneoHna cBsi3bIBalOTCS UMEHHO ¢ obOnaganueM uM S6mokom Daema. Mnu npyroi, Gomnee
yacTHBIA TipuMep U3 «Assassin’s Creed 11» (2009), rae He3aBepIIEHHOCTh MHOTHUX XYA0KECTBEHHBIX
paboT M TeXHHYECKHX NpoeKTOB JleoHapno naa BuHuM OOBSCHAETCS €ro MOCTOSHHOW MOMOIIBIO
accacHHaM.

3nech obOmas konnennus «Assassin’s Creed» nMeeT, Ha Halll B3IJIS, MHOTO OOIIETO C CIOKETaMU
JTUTepaTypHbIX npousBeneHuit J{. bpayHa, rie BhIMBIIIICHHAs IEATEIbHOCTh PA3JIMYHBIX OOIIECTB
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WUTFOMHUHATOB UHTETPUPYETCS B KOHTEKCT pealibHbIX COOBITHI, YacTUYHO oOyciaBnuBas ux. Tak, B
u3BecTHhIX poMaHax «Koxa na Bunun» u « AHTesbl U 1IeMOHbBD» Ha 0a3e MOJIMHHBIX ()aKTOB CO3/1aeTCs
HOBBI MH(] O MPOILJIOM W HACTOSIIEM, B KOTOPOM JOMHHHUPYIOT TEOPHH 3arOBOPOB M CKPBITHII
CHUMBOJIU3M, a PEAJIbHOE YIPABJIEHUE IOCYJapCTBAMU OCYLIECTBIISIETCS TEHEBBIM IPaBUTEILCTBOM U
TailHpiMu  oOmecTBaMu. COOCTBEHHO, MO TEeM e MPHUHIMIIAM CTPOUTCS CIOKEeT M paborta ¢
HCTOPHYECKUM HappaTUBOM B «Assassin’s Creedy.

Bce BblieckazaHHOE MO3BOJSET KOHCTATUPOBATh, YTO KOHLENTYaJbHO-COAEPKATEIBHO CEPHs
«Assassin’s Creed» sBisieTcsi pa3HOBHIHOCTHIO MHTEPAKTUBHOTO XYA0)KECTBEHHOTO BBIMBICIIA TI0
HUCTOPUYECKUM MOTHBaM. B 3TOM cmbiciie OHa moJj00HAa MHOXECTBY XY/I0KECTBEHHBIX (DUIBMOB U
KHHT, CO3JJaHHBIX HA OCHOBE UCTOPHUECKHUX COOBITUI. OTHAKO, €CJIU B CIIy4Yae ¢ KHUTaMU U (puiibMaMu
CYLIECTBYET CpPaBHUTEIBHO YETKOE MH3HAYaJIbHOE MApKUPOBAaHME  BBIMBIILIIEHHOrO  (Kak
XYJI0’)KECTBEHHOT'0) U JIOCTOBEPHOIr0 (KaK JOKYMEHTAJIbHOI'O WM HAYyYHOI'0) KJIACCOB TEKCTOB, TO
MIPUMEHHUTEIHLHO K BHICOUTPaM TaKHe paMOYHbIE OMPEeNICHUsI OTCYTCTBYIOT. DTO CO3/Ia€T CUTYAIHIO
HEOMpPEAEeNEHHOCTH KIACCU(PUKAIMOHHOTO PAa3UYCHUs BHUJICOMTPOBBIX HApPpPAaTUBOB, a 3HAYUT U
Pa3MBITOCTh (POKyCa UX BOCIIPUATHSI B MACCOBOM 00IIecCTBEeHHOM co3HaHuu [Tapacos, 2009, 172].

3akioueHue

B urore MOXXHO KOHCTaTHPOBATh, YTO BHICOUTPOBas cepust «Assassin’s Creed» siBisieTcs: BecbMa
XapaKTepHbIM 00Pa3uuKOM COBPEMEHHOH Meaua-uH(OPMAIlMOHHON KYyJIbTYpbI, coleprkalieil B ceOe
CHUHKPETHU3M MOAJIMHHOTO U JIO)KHOT0, MU(PHUUECKOT0 U UcTOpudecKoro. M B 3ToM cmbicie «Assassin’s
Creed» comepx uT B cebe Kak BIIOJHE OINPEICIIEHHbIE PHUCKH MCKaKEHUS M MHU(OIOru3anuu
HCTOPUYECKOTO CO3HAHUS, TaK U CIIEKTP HOBBIX BO3MOKHOCTEW 3HAKOMCTBA C UCTOPUYECKUM TEKCTOM
IIOCPEACTBOM UIPOBOTO «BXOXKJIEHUSI» U BUPTyaJIbHOTO yuacTus [3aaBopHos, 2019, 17-18]. IToatomy
B OTOM CHUTyalluM TIpeleibHO BaXXHO YMETh OPraHMU30BBIBATH KPUTHYECKYIO CErperamuro
WH(POPMAIIMOHHBIX MAaCCHBOB, B TOM YHCJI€ M MCTOPHYECKUX BHJCOMTPOBHIX HAPPATHBOB, paziyas
XapakTep U CMbICI KOHTEHTA.

Ha nHam B3riisiz, sBHas WIM UMIUTMIUTHAS MUDOJIOTH3AIMsI UCTOPUH €CTh SIBI€HUE UIMMaHEHTHOE
caMoil MPaKTUKKH OPraHU3alUK CTPYKTYPbl HCTOPHUECKOTO CO3HAHUS U oOIecTBeHHOH mamsaTtu. U B
3TOM CMbICI€ O€3yCIOBHBIM JOCTOMHCTBOM «Assassin’s Creed» sBisercs MNOMyJspU3anus
HCTOPHUYECKUX CIOKETOB, a TakKe (OPMHPOBAHME aKTyaJbHON JyXy COBPEMEHHOW TEXHOKYJIBTYPHI
MHTEPAaKTUBHOM pAMKH CUMTHIBAaHMS HCTOPUYECKOTO TEKCTa, IyCThb U OPraHM30BaHHOIO B
MIOCTMOJEPHUCTCKON MOAAIBHOCTH.
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Abstract

The article examines the features of the construction and content of the historical narrative in
the series of video games "Assassin's Creed". The features and scale of an integrated approach to
the representation of history in "Assassin's Creed" are revealed. Comparative analytics of the true
(factually reliable) and fictional in a series of video games is carried out. The degree of historicity
of the central plot confrontation in “Assassin’s Creed” of the Assassin sect and the Templar Order
is analyzed separately. The postmodern character of the historical narrative “Assassin’s Creed” and
its conceptual similarity in construction with the literary works of D. Brown are revealed. The
conclusion is made about the syncretism in the plot of "Assassin's Creed" of true and false, mythical
and historical. It is noted that with an uncritical perception of the "Assassin’'s Creed" narrative, risks
of mythologizing historical consciousness are possible, at the same time, a video game is quite
relevant to the current spirit of modern technoculture, and sets an interactive framework for reading
the historical text.
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