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MHCTPYMEHTAPVVI S TUYECKOI'O
AHAJIN3A KOMIIBOTEPHbBIX UTI'P:
OTBET HA BbI3OBbI
HOBOTI'O ITPOCBEILIIEH VI

M.IO. 3azupnax’

AbBmopul udeu «Hoboeo IIpocbewjerusa» Iprem Baiy-
sexkep u Amoepc Buiikman 6 doxaade Pumckomy xaydy
2018 e. npoanarusupobairu kopHu B3pvibroeo pasbumus
Hayxu u mexuuxu 6 HoBetlutee Bpemsa u npuniau x 61600y,
41Mo KaK ux mpuymp, max u K3UCmeHyualbHble yeposbl
6o mHozom cBsazanst ¢ udearamu IlpocBewjerus u nosmo-
my Oyoyuee uesoBeuecmba 3abucum om 1U0e0A02UUECKO20
nepeocmbvicaenus cmamyca yesobexa 8 mupe. OHu axyen-
mupobaru 6Humanue HA HEOOXOOUMOCHIU PACUIUPEHUS
omBemcmbennocmu uHoOubUOA uepes 0CO3HAHUE KAKObLIM
uen0Bexom npuuacmuocmu k cyovbe Bceeo uesoberecmba
u mupa. 5 06ocHoBv1Bato mouKy 3peHus, c0eAacHO KONOpoil
KkanmoBckoe nonsmue oduecmbernno2o pasbumus, mecHo
cbasannoe c wpabcmBennvim udealom — «yapcmbom ve-
aei», 8 pamxax IpocBewjenus 2.0 moxem cmams 0cHoB0T
mako2o noHAmuA coyuyma, 6 komopom c60600a uHoubuoa
u coyuaivHoe pasBumue npedcmaiom kax 63aumoc6a3an-
Hble U B3aumoonpedessoujue s1emenmol Obimus uesobexa,
npednosazaroujue 603M0XKHOCHL OCyujecmbaeHus c60000b
moavko 6 pamkax codeticmbus coyuarvhomy baaey. Kan-
muanckas mpakmoBka coyuarvHo20 paséumus kax gop-
MmupoBanus uesobexom cgpepvi c60600H020 ObLMLLA MOXKeT
CAYKUMB 0CHOBOTL 048 KpUMUUeCKoll OYeHKU CO0ePIKAHUA
KOMNBIOMEPHBIX UP C MOUKU 3PeHUA UX MEOUTIHOT poauL
6 cmarnoBaenuu udeosoeuu cobpemerHozo obujecmba. 5 no-
KasvlBato, umo panuybl peasusayuu c6o6oost 8 Kommnuvio-
mepHotl uepe, yoepkubaemvie UCKYCCMBeHHbIM UHITeAAEK-
mom, 6ausAm Ha ocMmblcAeHUe Yea0Bexom coyuyma u cboe-
20 mecma 6 Hem. B pesyavmame a npuxoxy k 6s1600y, umo
KOMNbIOMeEpHble Upbl, MPAHCAUPYIOUjUe OnpedeseHHOoe
npedcmabienue 0 coyuyme, Moym Kax cnocobcmbobams,
max u npensmcemBobams gpopmupobaruio HoBotl 1deos0-
euueckotl 0cHoBul 00ujecmba, yeavio komopoi 8 cbeme I1po-
cBewyerus 2.0 0oaxkHO cmams npeodoseHue npomubobop-
cmba uHouBUOYaLLHORO U KOALEKMUBHORO.

KatoueBvie caoBa: obwecmbo, unoubud, xommnwio-
mepHole uepbl, aHmponoyeH, npocbewjerue, Kanm, xame-
eopuveckuil umnepamul
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TOOL-KIT FOR ETHICAL ANALYSIS
OF VIDEO GAMES:
ANSWER TO THE CHALLENGES
OF THE NEW ENLIGHTENMENT

M.Yu. Zagirnyak'

The authors of the idea of a “new Enlightenment”,
Ernst von Weizsicker and Anders Wijkman, in their
2018 report to the Club of Rome analyse the causes of
the explosive development of science and technology
in the Modern period and come to the conclusion that
their triumph and existential threats stem in many ways
from the ideals of Enlightenment, so that the future of
humankind depends crucially on an ideological rethink-
ing of man’s status in the world. They stress the need
to enhance the responsibility of the individual so that
each individual becomes conscious of sharing the destiny
of the whole of mankind and the world. I arque that in
the framework of Enlightenment 2.0 the Kantian con-
cept of social development, which is closely linked with
the moral ideal — the kingdom of ends — may form the
basis of the concept of society in which individual free-
dom and social development are interconnected and the
mutually determining elements of the human being in
whom freedom can be exercised only if it contributes to
social good. The Kantian interpretation of social devel-
opment as the human being forming the sphere of free
being can be the basis of a critical assessment of the con-
tent of video games in terms of their media impact on the
shaping of the ideology of modern society. I show that
the boundaries of the exercise of freedom in a video game,
supported by artificial intelligence, influence the way
an individual perceives society and his/her place in it. I
come to the conclusion that video games, which express
a certain idea about society, can contribute to or impede
the formation of a new ideological foundation of society
whose aim, according to Enlightenment 2.0, should be
overcoming the antagonism between the individual and
the collective.

Keywords: society, individual, video games, an-
thropocene, enlightenment, Kant, categorical imperative
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M.1O. 3arupusx

BBemenmne

I1oGastbHBIE  TTPOOJIEMBI COBPEMEHHOCTU —
KOMIUJIEKC HeTraTMBHBIX TIOCJIeICTBIUT, TEMHasI CTO-
poOHa Iporpecca, MzerHasi OCHOBa KOTOPOro, Kak
cynTaroT DpHCT Barniizekkep 1 Anaepc Burvikman
(Weizsdcker, Wijkman, 2018), cBsizana co creny-
dprraeckmM TIOHMMaHVIEM YeJIOBEeYeCKOV CBOOOIBI,
copMIUPOBaBIIVIMCS B XOfle peaIn3aliy Ipoek-
Ta IIpocBelieHns. PyuMckui Ki1yd ¢ MOMeHTa CBO-
€ro OCHOBaHI: yXe Ooslee IIATUIECSATH JIeT oOpa-
IIIaeT BHUMaHMe Ha XPYIKOCTb MUPO3IaHNs, He-
00paTVMOCTB HETaTVMBHBIX VI3MEHEHUTI B HEM, BbI-
3BaHHBIX JIeATEJIbHOCTHIO YeJIoBeuecTBa, M WIIEeT
CrIocoObI yOepeus OT 11X IOCJIeCTBIN YeloBeKa 11
Mup. B cBoeM fokitage PumckoMy kity0y (mazee —
Hoxrtam) Bariizekkep n Burikmas obpariiaror BHU-
MaHMe Ha TO, 4TO OoJjiee YeThIpex MIJUIVApHOB
JIOfieVl CYIIeCTBYIOT B y>KaCHBIX 3KOJIOIMYeCKMX
YCJIOBUSIX VIV B MeCTaXx, T7ie B JTFOOOVI MOMEHT MO-
XeT BCIIBIXHYTH BovHa (Ibid., p. V). Yrobsl mipeo-
II0JIeTh OIACHYIO [T OyAyIIero yejioBeyecTsa CH-
TyaIuio, HeOOXOOMMO TIepPeOCMBICTIUTE POJIb Ue-
JIOBeKa B JKM3HU IUIaHeTHl, cllejlaB aKIeHT Ha I10-
HSATUV OTBEeTCTBEHHOCTV ¥ PacIIpOCTpaHB ee Ha
BCe ITOCTIEJICTBYIS TIOCTYIIKOB UeIoBeKa [1J1sl oOIIe-
CTBa, YeJIoBe4eCTBa ¥ IJIaHeThl. [1JIs 3Toro criemy-
eT OTKa3aTbkCs OT IIPUHIIUIIOB, KOTOPBIe aBTOPHI
JoksTazia IpUIIMCHIBAIOT KJIAaCCMYeCKOMY ITpOCBe-
IIIeHWIO, U IIpeXe BCero OT MHAMBUyasIM3Ma C
ero KparvHeyt (popMoOVI — 3roM3MOM — ¥ €BPOIIOo-
LIEHTpW3Ma, HaXO/AIIIero BbIpaskeHVe B KOJIOHMa-
mm3Me 1 muccronmsMe (Ibid., p. 92—94).

Bariizekkep 1 BuvikmaH B KauecTBe BO3MOX-
HBIX OCHOBaHWV I pa3pabOTKM ITPMHIIUIIOB
«xoBoro IIpocsemenns», mm I[Tpocsemenns 2.0.,
paccmaTtpuBaroT naeu Ilomma Packuna, gupekropa
VucturyTa Tesuryca B bocToHe, KOTOPBIVE ITpepia-
raeT MBICJIUTh 4eJIOBeYeCTBO KaK IlJIaHeTapHYIO
LVBJIV3AIINIO, XXVBYIIYIO B IJIOOAJIbHOM «CTpaHe»
ozt HasBaHmeM 3emis (Ibid., p. 57), a Takxe cchI-
natorca Ha IIporpammy Opranmsanmm O0beny-
HeHHbIX Haiimv mo OKpPY>KaloIIel cpere, COryIacCHO
KOTOPOVI IIEPexXo], K YCTOMYMBOMY Pa3sBUTUIO Ue-
JIoBevecTBa TpeOyeT I1yOOKMX M3MeHeH NI B TPaK-
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Introduction

The global problems of our time stem from
the totality of negative consequences, the dark
side of progress whose ideological founda-
tion, according to Ernst von Weizsdcker and
Anders Wijkman (2018), have their roots in the
peculiar concept of human freedom formed by
the Enlightenment. Since its foundation more
than fifty years ago the Club of Rome has been
drawing attention to the fragility of the uni-
verse and the irreversible changes brought
about by human activities and looking for
ways to ward off the negative consequenc-
es for human beings and nature. In their re-
port to the Club of Rome (hereinafter “Report”)
Weizsdacker and Wijkman call attention to the
fact that more than four billion people today
live in appalling ecological conditions or in
places where war can break out at any moment
(ibid., p. V). To overcome this dangerous situa-
tion it is necessary to take a long hard look at
human beings’ role in the life of the planet with
special attention to the concept of responsibil-
ity of human actions to society, humanity and
the planet. To this end it is necessary to aban-
don the principles which the authors of the Re-
port ascribe to classical enlightenment, above
all individualism and selfishness as expressed
in eurocentrism, colonialism and missionarism
(ibid., pp. 92-94).

In search of the principles of a “new Enlight-
enment”, or Enlightenment 2.0, Weizsacker and
Wijkman turn to the ideas of Paul Raskin, Pres-
ident of the Tellus Institute in Boston, who sees
humanity as a “planetary civilisation” living
in Earthland (ibid., p. 57), and also refer to The
United Nations Environment Programme, where-
by transition to sustainable development calls
for profound changes in the interpretation of
cultural values, transformation of social prac-



TOBKe KYJIBTYPHBIX IIeHHOCTeVI, IIpeodpa3oBaHIs
COIIMAJIBHBIX ITPAKTUK VI COLMAJIBHBIX CTPYKTYP,
KOTOpble peryIaMeHTUPYIOT IIOBelleHVie VH/IVIBU-
noB (Ibid.). HarrpasiieHvie pasBuTiist JOIKHO OBITH
3a7IaHO IIeHHOCTSIMV eIVHCTBA MMPa, BaXKHOCTU
ero jrobort yacti: «[Iporpecc MoXxeT IIpoIiBeTaThb
B IIMBVUIM3AIIN, KOTOpas BOCIIMTBIBAET COMVIap-
HOCTb, CMUPeHVe 11 yBakeHne K Martepu-3eMrie 1
OynmyM rokorteHnsM» (Ibid., p. 67).

OtnenbHOe BHMMaHMe aBTOpeI [lokiana yie-
nsr0T Borpocy nudposmusaunu (Ibid., p. 45—47),
3HAUeHUIO IM(POBBIX TEXHOJIOIMI B XXV3HU CO-
BpeMeHHOro JesioBeKa. OHM OTMeYaloT, UTO «Tex-
HOJIOTMYeCKie MHHOBAIIUW YCKOPSIIOT ¥ BHeIpPsi-
IOT HOBbIe IIPOAYKTHI M YCIIyTV, M3MEHSIOT IIPO-
11eCChI, TIOTPSCAIOT PBIHKM M B KOHEYHOM CYeTe
MEHSIOT Hallly KI3Hb, BbI3bIBasI IIPeo0pa3oBaHis,
KOTOpBIe CUMTAIOTCS “TIONPBIBHBIMU — €CIIN VC-
II0JTF30BATh STOT TEPMUH B ITOJIOKMTEIIFHOM 3Ha-
uenmm» (Ibid., p. 46). CiemyeT cormacuTbes C aB-
Topamu JloKiIaja B TOM, YTO HEOOXOIVIMO YUUTHI-
BaThb 3TW IIPOLIECCHI TIPV OCMBICTIEHUY YeJI0BEKOM
TIOCJIeIICTBUL COOCTBEHHOVI eI Te/IHHOCTIA.

B sTom craThe S COCpemoOTOYYyCh VIMEHHO Ha
9TOM acIleKTe M3MeHEHWVI, IIPOVICXOISIINX B pas-
BUTUW COBPEMEHHOIrO OOIllecTBa, CY3MB PaMKU
CBOETO VICCTIEIOBAHMS 0 KOMITBIOTEPHBIX UTP —
OJTHOTO 13 BaXKHEIIIVIX MEAVIIHBIX THCTPyMEHTOB
COBPEMEHHOCTV, OCOOEHHO B KVI3HVI MOJIOHEXII .
Vcriorb3yst TepMUH «KOMITBIOTEpPHASI TPa», S OT-
TaJIKMBaroCh OT onpenesieHns Kena MakAjcre-
Pa, pacMaTpMBAIOIIErO 3TO IIOHATVE B IIPEIEIbHO
IIVPOKOM 3HAUeHUM — KaK WIPY, IS OCYIIeCT-
BJIEHVISI KOTOPOVI HEOOXOOVIMO CIIelViaIbHOe Tex-
HIYeCKOe YCTPOVICTBO: KOMITBIOTEpP, MOOVUIBHVIK,
urposasi KoHcostb (McAllister, 2006, p. 1). OnHako s

2 Psumu Hukorns oTMeuaeT yBeymMdeHMe Ayaria3oHa BO3-
pacTa JIrozieVt, KOTOpble IIOCTOSIHHO MTPaOT B KOMITBIOTep-
Hble Urpel: «MexxmyHapoaHas defeparys IporpaMMHOIo
obecrieuenvist EBpomnsl o6Hapy»kiw1a, ato 37 % sxurertent Co-
enuHeHHOro Koporiescrsa B Bospacte ot 16 10 49 j1eT pery-
JIIPHO UT'PalOT B BUIEOUTPHI, B TO BpeM: Kak B Vcranum
v OurstHAVM 28% HaceyleHMs aKTVMBHO UIPaeT B BUIIEO-
wrpel. CpemHecTaTVCTITIECKOMY WUTPOKY B BUIEOUTIPHI B
Coenmmuennom Koporescrse 33 roma, 6ortee 80% mrpoxos
crapie 20 jtet. B Vicnanmm cpefiHeCTaTHCTUECKOMY UTPO-
Ky 26 s1eT, a B Qv — 30» (Nichols, 2013, p. 20).
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tices and social structures which regulate the
behaviour of individuals (ibid.). Development
should be informed with the ideas of the unity
of the world and the importance of all its parts:
“Progress can flourish just as well in a civilisa-
tion that fosters solidarity, humility and respect
for Mother Earth and for future generations”
(ibid., p. 67).

The authors highlight the issue of digiti-
sation (ibid., pp. 45-47) and the importance of
digital technologies in the life of the modern
human. They stress that “Technological innova-
tion is speeding up and introducing new prod-
ucts and services, altering processes, shaking
markets and ultimately changing our lives, by
inducing transformations that are deemed “dis-
ruptive’ — using the positive meaning of the
term” (ibid., p. 46). I agree with the authors of
the Report that these processes should be taken
into account in assessing the consequences of
human activities (ibid.).

In this article I propose to concentrate on the
aspect of the changes taking place in the devel-
opment of modern society, confining myself to
the question of video games, one of the key me-
dia instruments of our time, especially in the
lives of young people.? In using the term “video
games” I proceed from the definition given by
Ken McAllister (2006, p. 1) who interprets it in
the broadest sense as a game which requires
a technical setting consisting of a computer, a
mobile phone and a game console. Among the
great diversity of games I would like to focus

2 Randy Nichols (2013, p. 20) notes an increase of the age
bracket of people who regularly play video games: “The
International Software Federation of Europe found that
37 percent of people in the United Kingdom between
the ages of 16 and 49 years play video games regular-
ly, while in Spain and Finland 28 percent of the popu-
lation actively plays video games. The average video
game player in the United Kingdom is 33 years old and
over 80 percent of players are aged 20 years or over. In
Spain, the average player is 26 years old, and in Finland
30 years old.”
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xoTeJ1 ObI 113 Bcero MHOrooopasusi urp cpoKycmupo-
BaTh BHVMaHMe Ha BUIeOUTPaX, MMEOIINX UTPO-
BOVI CIOKeT ¥ B KadecTBe CTPYKTYPHOIO 3JIeMeHTa
colep)kaHMs — BBIMBIIIUIEHHYIO BCEJIEHHYIO, IS
KOTOPOVI XapaKTepHa OIlpefie/leHHast «OHTOJIOI Vs>
(pvsmrueckme 3aKOHBI BEIMBIIIITIEHHOV BCEJIEHHOVI,
HNPVHIINIIBL Pa3BUTHS (PU3MUECKOV M KYJIBTYp-
HOVI MICTOPUTI, (pU3MUecKye, TICHXITUecKiie 0co0eH-
HOCTV TIePCOHaKeVI, YCIIOBMS MX CYIIIeCTBOBaHMS
u T.11.)°. Ilo MovM HaOJTFOEHMSIM, TaKyie KOMIIbIO-
TepHBbIE VTPl TPAHCIVIPYIOT UT'POKAM OIIperielieH-
HBIVI HA0OP 1I€HHOCTEVI, COCTABJISIONINX KYJIBTY -
HBIVI KO, KOTOPBIVI, B CBOIO OYepenb, yIacTBYyeT B
dopmMmpoBaHIIV MPOBO33PEHVISL.

DTO IIPOVICXOIUT IOTOMY, UYTO He3aBUCUMO OT
TUIIa WIPbl (OAMHOYHAs, MHOIOIIOJIb30BaTEIb-
CKasl) M ee >KaHpa TeViMep BCerfga OKasbIBaeT-
CS1 OIVIH Ha OIVH C MITPOBBIM MVUPOM: 3TO MOXXEeT
OBITH 3pUTeIIbHAS IIePCIIeKTVIBA UeJIoBeKopasMep-
HOTO JIMaria30Ha, KaK B ITyTepax' 1 TOHOYHBIX BU-
Ieourpax’, MV JKe 3pUTeIbHAsl epCIeKTHBa «C
BBICOTHI IITUYBErO II0JIeTa», TMOIO00HAasl TOW, YTO
IIpe/IaraeTcsi B PasHBIX >KAaHPOBBIX BapMallVIsX
crparernueckux urp (Turn-Based Strategy®, Real
Time Strategy’, tycoon® n np.). Kax mmmer Praapr
Payc, oyt BCe TaKue MUIPBI IIpejIaraloT UIrpo-
KaM «o0Opa3 MI'POBOro Mmpa KakK IeHTPaIbHYIO
4acTh CBOeV MH(OPMAIIVIOHHOVI CUCTeMBL Uepes
3TOT 00pa3 UIPOKM BOCIIPUHMMAIOT OOBEKT, KO-
TOPBIM OHV B JAaHHBIVI MOMEHT YIIPaBJISIOT, €ro
MECTOIIOJIOKEHVIE VI COCTOSIHVIE B ITPOBOM MUPe»
(Rouse, 2005, p. 137). Takort oOpa3 IIpsIMO COOTBET-
CTBYeT LieJIM TeVIM-Au3ariHepa: CO3IaThb 103a0uau-
mu, TO eCTb OaslaHC MeXYy YCIIOBMUSIMM IIPOXOXK-
IeHVs (CeTTMHIOM) M CBOOOMON reviMepa, UTOOBI

* 3a paMKaMy HaCTOSIIIETO VICCIIeNOBaHMS OCTaIOTCs 00-
ydJaroliye ¥ OMarHOCTMYecKre KOMIIBIOTepHBIe WUIPBHI,
HarpumMmep Septris — WUrpa-TpeHaXep IS PaHHETo BBI-
SIBJIEHMS BOCIIAJICHWUVI Ha pas3/IvuHble MHMEKIM, IIpel-
crapiteHHass CraHdoprckont OompaMer B 2011 1. Cwm.
odumManbHbI canT: https:/ /septris.stanford.edu.

* Hamip., cepust urp Far Cry.

’ Hamp., cepust urp Need for Speed.

¢ Hanip., cepust urp Heroes of Might and Magic.

7 Hanp., cepunt urp Command & Conquer vi Warcraft.

8 Harp., cepuut urp Bupmonomuxa v Tropico.
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on video games which have a game plot and
are set in an imaginary universe with a certain
“ontology” (physical laws of an imaginary uni-
verse, principles of development of the physi-
cal and cultural histories, physical, psychic and
other features of the characters etc.).* From my
observation, such video games transmit to the
players a certain set of values constituting a
cultural code, which in turn contributes to the
shaping of the world-view.

This happens because, regardless of the
type of game (single player, multiplayer) and
its genre, the player always finds himself one-
on-one with the gaming world: it may be in
the human-size viewing perspective, as in
shooters* or racing video games,’ or a bird’s-
eye view, as in various genre versions of stra-
tegic games (Turn-Based Strategy,® Real Time
Strategy,” tycoon® etc.). Richard Rouse (2005,
p. 137) writes, “Almost all games present
players with a view of the game-world as the
central part of their output system. Through
this view, players see the object they are cur-
rently controlling and its location and state in
the game-world.” This image exactly fits the
game designer’s goal: to create usability, i.e. a
balance between the setting and the player’s
freedom to prevent the game being reduced
to watching the protagonist’s movements (see
Tilley, Blandino and deWinter, 2014, pp. 126-
128). But, as studies have revealed, this image
or content of many video games is political-
ly biased, contains many simplifications and
assumptions in the description of the way of
life of individual and society in various local

® This study does not include educational Serious Games
(for example, Septris (https:/ /septris.stanford.edu), un-
rolled in 2011 by Stanford Hospital, a simulator of ear-
ly detection of various infection-caused inflammations).
*e.g. the Far Cry game series.

% e.g. Need for Speed.

¢ e.g. Heroes of Might and Magic.

7 e.g. Command & Conquer and Warcraft.

8 e.g. Virtonomics and Tropico series.



rerIMIIJIeVI He IIPEeBPaTmIICs B HaOJIIOeHue 3a IBU-
KeHUAMU NepcoHaxa (cM. 06 stom: Tilley, Blan-
dino, deWinter, 2014, p. 126—128). Ho sToT 00-
pas, TO eCTh coflep>KaHVe MHOT VX KOMITBIOTePHBIX
UT'P, KaK IIOKa3bIBAIOT VCCiIefioBaTe 1N, HOIUTIYe-
CKM aHTaXMPOBaH, COIEeP>XUT MHOXeCTBO YIIPO-
IeHVVI Y JONYIIeHWV B OIIVICAaHUV 0CODeHHO-
CTeVI XXV3HM YesloBeKa 1 OOIecTBa B pas3/IMUHbIX
JIOKQJIBHBIX KYJIBTypax, YTO B KayecTBe IT0OO0UHO-
ro acpdexTa cHIKaeT BOSMOXKHOCTb HeaHTa XK1 po-
BAHHOI'O BOCIIPVISITVIS, HAITPUIMEp, Pa3IMIHbIX pe-
auru M Haau., B wactHOCcTHM, [I23BUm MaunH mn
Ycama CyserimMaH 1eMOHCTPUPYIOT, KaK peasin3a-
LIV COOTHOIIEHMS «MHAMBVIYyaIbHOe / KOJIJIEK-
TUBHOe» BJIVgeT Ha OCMBICIIeHVe ITPOTarOHVICTOB
¥ aHTaroHucToB B urpe Delta Force. KomnekTus-
Hble XapaKTePUCTVKI IIPOTarOHVICTOB, aMepyKaH-
CKMX COJIJIAT, IOKa3blBAIOTCA depe3 SKUIIMPOBKY,
MaHepy JeVICTBI KaXX[Ioro coJijlaTa KaK y4acTHU-
Ka 00eBOVI TPYIIIIBL, a MHAVBIIYaIbHBIE XapaKTe-
PUCTVIKM 3a[Jal0TCs Uepe3 pasjindus BU3yaIbHbIe
(BbIOOp OpyXMs, HeOOJIbIIMe Bapualuy B Ofe-
X7e, HaIIpyIMep Hasdue OaHIaH) U JIVHTBUCTY-
yecKye (Ipos3suilia). AHTaroOHVCTEI JKe Bcerja Bu-
3yaJIbHO ¥ JIMHIBUCTUYECKU IepefaloTcs TOJIBKO
KOJUIEKTUBHBIMI XapKTepVCTUKaMM, YTO TI03BO-
JIeT TPaHCIMPOBaTh X 00pa3 HenepcoHMpUITN-
POBaHHOW TeppopucTmyeckor yrposbl (Machin,
Suleiman, 2006, p. 11-14)’. Kpome Toro, MHoOrme
yccrlefioBaTe I oOpaTiIM BHMMaHMe Ha TpaHC-
dopmMaIMio MOpaJIbHBIX IIPVHIINIIOB UIPOKOB,
KOTOpasl BbI3BaHa y4yacTVeM B KOMIIbBIOTEPHBIX
Urpax, ComepKarix oOpasbl JKECTOKOCTVI ¥ HacK-
must (Hartmann, 2012; Gabbiadini, Andrighetto,
Volpato, 2012; Sestir, Bartholow, 2010; Greitemey-
er, Miigge, 2014; Prescott, Sargent, Hull, 2018).

B HacrosimieM vicciiefoBaHMM S XoTel1 ObI cop-
MYyJIMPOBaTh OCHOBHBIE IIPVHIIVIIBI MHCTPYMeHTa-
Py 1171 STUYeCKOro aHaIn3a KOMITBIOTEPHBIX UTP,

° Cjtemyer 3aMeTmTh, YTO aBTOPBI COBEPIIEHHO IPYroro
VICCITEIOBAHMS TakKe o0paTiIv BHUMAHMe Ha 3HaYeHe
BU3yaIM3alMi B UI'Pe, ITPOAHAIM3NPOBAB IIPEAB3SITOCTD
B OIleHKe BpaXkeCcKMX BOeHHBIX arpmnbdyrtos (Coccaro,
Noblett, McCloskey, 2009).
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cultures, which has a secondary effect of im-
peding impartial perception, e.g. of various
religions and nations. Thus, David Machin
and Usama Suleiman have shown that the im-
plementation of the “individual/collective”
relationship influences the way protagonists
and antagonists are perceived in the Delta
Force game. American soldiers, who are the
protagonists, are given collective character-
istics through equipment and the way each
solider acts as a member of a combat group,
while individual characteristics are shown
through visual distinctions (choice of weap-
ons, minor details of attire, e.g. bandannas)
as well as nicknames. By contrast, antagonists
are shown visually and linguistically only in
collective strokes which gives them the ap-
pearance of a diffuse terrorist threat (Machin
and Suleiman, 2006, pp. 11-14).° In addi-
tion, many researchers have noted the trans-
formation of the players” moral principles,
caused by their participation in video games
that contain images of cruelty and violence
(¢f. Hartmann, 2012; Gabbiadini, Andrighet-
to and Volpato, 2012; Sestir and Bartholow,
2010; Greitemeyer and Miigge, 2014; Prescott,
Sargent and Hull, 2018).

In this study I would like to formulate the
main principles of the tool-kit for ethical analy-
sis of video games that reveal elements of their
content which may transform the moral as-
pect of the players” world-view. To form such
a tool-kit I will combine 1) the Bildung model
proposed by Lene Andersen (2021), and 2) the
concept of society implicit in the categorical
imperative formulas of Kant’s practical philo-

°It has to be noted that another study has revealed
the importance of visualisation in a game by pointing
out partiality in assessing enemy military trappings
(Coccaro, Noblett and McCloskey, 2009).
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TTO3BOJIAIOIIErO BBIABIIATE TaKyie JIeMEeHTBI X CO-
Hep>KaHVs, KOTOPBIe CIIOCOOHBI IIPMBECTH K TPaHC-
dopmar MOpasIbHOV COCTABIISIIOIIEN MMPOBO3-
3peHMss UrpokoB. [t popMmpoBaHMsSL MHCTPY-
MeHTapysl TaKOro aHa/In3a s IUIAHUPYIO COey-
HUTH 1) Monestb buv0yHe, KOTOPYIO IIpeyIoKmIa
Jlere Arnepcer (Andersen, 2020), i 2) KaHTOBCKOe
TIOHSTVIEe OOIIeCcTBa, MMIUIUITPOBaHHOE B (popMy-
JIax Kareropmdeckoro mmreparnsa (natee — K1)
npakTmdeckon dpwiocodpnn Kanra. B mepsom pas-
ferie s MPOAHAJIMBMPYIO, KaK Momenb bu.aviyme,
npeyiokeHHas AHJIepceH, CBsi3aHa C ujeert HOBO-
IO POCBeIIeHNs, VI PacCMOTPIO, B 4eM 3aKJII0daeT-
Cs1 CyTh ee ITpeJIOKeHVIs IO pacIIPeHNIO I1epco-
HaJIBHOV OTBETCTBEHHOCTV KaXK[I0TO YyesloBeKa Kak
IIpeficTaBUTeIIsL 3MOXM aHTporoleHa. Bo Bropom
paszesie s IIOKaXy, KaKuM 0Opa3oM, BOOPY>KMB-
myich noHATreM KaHnTa 0 colyajibHOM pasBUTHN
B HaIlpaBJIEHNN K «IJapCTBY IieJIeVi» — WUl TaKo-
ro passuTus KaHT, Kak MHe IpesicTaB/IsieTcs], 3a-
JIOKWI B POpMYJIbl KaTeropu4eckoro Mmiiepari-
Ba, — MOXXHO cpOpMIMPOBATh KPUTEPUI 115 OLleH-
KVI COLIVaJIBHOV OTBETCTBEHHOCTY YeJloBeKa.

B saxrounTesisHOM paspierie Ha IIpyMepe UIpbl
Company of Heroes 2 51 IpofieMOHCTPVPY10, KaK OITN-
CaHHBIV HCTPYMEHTapVTI MOXeT ObITh IIpYIMEeHeH
IJIg 3TUYeCKOro aHaIn3a KOMIIBIOTEPHBIX WIP.
B pesysibraTe s pejioxKy CBOVI OTBET Ha BOIIPOC, B
KaKOM OTHOIIEHUV MOXeT VICKaXKaTbCsd VI Jaxke
paspylarbcs MHAHTUVKALINS JIMYHOCTY U3-3a
OrpaHVYeHWVI TeVIMILIes] yCJIOBUSMM CeTTUHIa —
VIHBIMM CJIOBaMM, KaK MOT'YT M3MeHUTBCS MOpaJlb-
Hble IPVHLINUIIBI UTPAOIIero M Kak 3TO MOXeT
IIPOSIBUTHCS B €T0 / ee OTHOIIIeHNM K CeMbe, POBec-
HMKaM, OOIIIeCTBY, CTpaHe, KYJIbType U T.1.

IIpoGsema anTpOIIOIIeHA
CKBO3b IIPM3My HOBOTO ITPOCBEILIeH s

B 2000 r. IT. KpyTuen u IO. Irépmep BBE/IN
TIOHSTME «aHTPOIOIleH» JIsi 0DO3HaueHMs HO-
BOTO 3Talla PasBUTHS 3eMIi, Ha KOTOPOM dYesIo-
BeuecKas /1esiTeJIbHOCTh BBI3bIBaeT HeoOpaTuMble
ITOCJIENICTBYS IUIaHeTapHOro Macimraba (Crutzen,

sophy. In the first section I look at how An-
dersen’s Bildung model is connected with the
idea of the new enlightenment and explicate
her proposal to enhance personal responsi-
bility of each individual as a representative of
the anthropocenic era. In the second section
I show how, equipped with Kant’s concept
of social development toward the “kingdom
of ends”, — which in my view is implicit in
Kant’s formula of categorical imperative — cri-
teria can be developed for assessing a person’s
social responsibility.

In the third and final section I analyse the
Company of Heroes 2 game to show how the pro-
posed tool-kit can be applied to ethical assess-
ment of video games. I will suggest answers
to the question, in what way self-identification
of a personality may be distorted or even de-
stroyed on account of the boundaries set by the
gameplay, i.e. how the player’s moral princi-
ples may change and how this may manifest it-
self in his/her attitude to family, peers, society,
country, culture, etc.

The Problem of Anthropocene
through the Prism
of the New Enlightenment

Paul Crutzen and Eugene Stoermer (2000,
pp- 17-18) have introduced the concept of “an-
thropocene” to denote a new stage in Earth’s
development in which human activity causes
irreversible changes on a planetary scale. The
colossal growth of technological potential over
the past 300 years has turned humanity into a
geological force capable of destroying the bio-
sphere. This is not just a danger that emerged
at the current level of science and technology,
but a real threat to all life on Earth.
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Stoermer, 2000). B pesysipraTe KosioccaIbHOIO po-
CTa TeXHWYeCKMX BO3MOXKHOCTeV 3a IOCJIeHUe
300 JzeT yesiOBEeUECTBO IIPEBPATUIIOCH B 2e0.102UYe-
CKY10 CuAY, CIIOCOOHYIO YHUYTOXUTH Onocdepy.
V1 3T0 He MPOCTO OMAaCHOCTE, TIOABUBIIIASICS Ha CO-
BpeMeHHOM YPOBHe pa3BUTMs HayKu U TeXHUKM,
HO peaJsIbHasi yrpo3a BCSIKOM XKM3HU Ha 3eMIle.

3a mocslefyomye IBa decaTUsIeTsl TepMUH
«aHTPOIIOIEH» PaCIIPOCTPAHMIICS 3a IIPeJIeTIbl re-
OXVMMM, TIOHOJIHMB, B YaCTHOCTY, TIOHATUVHBIN
arrapaT MCCiIeJOBaHMIT 00IIecTBa M KyJbTypbr’.
ITetep CioTepmarik oOpaTwI BHUMaHMe Ha CUM-
BOJIYEeCKOe 3HadeHNe aHTPOIIOlleHa, KOTOPBIN
«COMIEPXXUT CIIOHTaHHBle minima moralia HBI-
HeIIIHeV 3II0XM: OH IHoJpasyMeBaeT 3a00Ty O co-
BMECTHOM IIPOXMBaHUM TpaXgaH 3eMiIM KaK B
yeJI0BeYecKo, TaK M B HeuesJloBedecKom dpopme»
(Sloterdijk, 2015, p. 271). DTo co3By4HO ¢ TIpo0IIe-
MaTMKOV, KOTOpOV 3aHMMaeTcsi Pumckuit Ki1y0
C MOMeHTa CBOEro OCHOBaHMS, — HeoOXOomyMo-
CTBIO VI3MEHWTDH OTHOIIIeHVIe YeJloBeKa K ceOe Kak
CyOBeKTy 1 K MUPY KaK OOBeKTY esiTelIbHOCTH,
4TOOBI He JOITyCTUTh HeOOpaTMBIX HeraTVBHBIX
m3MeHeHUnt Omocdepsr (Meadows, Meadows,
Randers, Behrens III, 1972, p. 23—24). InaBHas
uness Pumckoro xi1yba — IOBIMSTH Ha MUpPO-
BO33peHVie JesloBeKa, Hay4nB ero OepesKHO OTHO-
CUTBCS K IIaHeTe.

YTo MOXXHO cferaTh, YToOBI 130eXXaTh BceMup-
HOVI KaTacTpodbl 11 HAIIPaBUTh [TaJIbHEVIIIIee pas-
BUTMe 4YeJjloOBeYeCTBa B IIO3UTMBHOE PycJio — B
Ppyciio, yBofsiiee OT IJI00aJIbHBIX TeXHOTeHHBIX
KaracTpod? CdopmupoBaTb HOBYIO WIEOIOIU-
YeCKYI0 OCHOBY MWMPOBO33PeHNs uesloBeKa 3I10-
XV aHTPOIIOIIeHa, KaK CUYMUTAIOT aBTOpbI [Jokilana
(Weizsdcker, Wijkman, 2018, p. 16). O Hacram-
BalOT Ha TOM, YTO YeJIOBeK 3IOXM aHTpPOIoIleHa

10 Basyt bopHeMaHH IpeIoKIT KITacCHUKALIIO VCCITe-
TIOBaHMIT aHTPOTIOIIEHa B COOTBETCTBUM C TPEM:sT OCHOBHBI-
M Tiorxonamit: 1) crparurpadpmdeckast MHTEPIIPeTALs,
COCpeflOTOYeHHasi Ha TeoOMOIorMUecKnx —daKTopax;
2) Hay4HO OOOCHOBAHHBINI OVMATHO3 Kpusiuca, ChOKyCH-
POBaHHBIVI Ha paspyIIeHUN TOPHBIX IIOPOJ, UeTIOBEKOM;
3) KyJIBTypasmicTcKash MHTepITpeTarius, I1e/Tbi0 KOTOPOTA
SIBJIIETCS. IIepeCcMOTp ITOHSTVIS YesloBeKa W IIPWHIINIIOB
ObITIs yertoBeuecTBa (Bornemann, 2019, p. 50).
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In the two decades that followed, the term
“anthropocene” spread beyond geochemistry
to become part of the conceptual apparatus of
social and cultural studies.” Peter Sloterdijk
(2015, p. 271) called attention to the symbol-
ic meaning of anthropocene which “contains
the spontaneous minima moralia of the present
age: it implies the concern for the cohabitation
of the citizens of the Earth in both human and
non-human form”. This is consonant with the
problem that has engaged the Club of Rome
since its foundation, i.e. the need to change the
human being’s attitude to him/herself as the
subject and to the world as the object of activ-
ity to prevent irreversible negative changes of
the biosphere (Meadows, et al., 1972, pp. 23-24).
The central idea of the Club of Rome is chang-
ing man’s world view-to induce him to assume
a caring attitude to the planet.

What can be done to avoid a worldwide cat-
astrophe and set the development of humanity
on a positive course, away from global man-
made catastrophes? The answer proposed by
the authors of the Report is: formulate a new
ideological basis of humanity’s world-view (cf.
Weizsdcker and Wijkman, 2018, p. 16). They
maintain that the human being in the anthro-
pocene epoch must take into account the con-
sequences of his activity for the state of the
planet. For everyone to become conscious of
his/her responsibility for his/her way of life
in theface of the Earth’s biological world it is
necessary to deepen and rethink the concept of
progress laid down in the Enlightenment era.
It has to be noted that the authors of the Report
do not take into account all the facets of the

10 Basil Bornemann (2019, p. 50) has proposed a clas-
sification of anthropocene studies from three angles:
1) stratigraphic interpretation focused on geobiological
factors; 2) science-based diagnosis of the crisis, focused
on the destruction of rock by human beings; 3) cultural-
ist interpretation aimed at revising human beings’s per-
ception of the principles of humanity.
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JOJDKEH yUUTBIBATh ITOCIIICTBYISL CBOEI fesiTelTb-
HOCTW [IJISI COCTOSTHMS IJIaHeThl. YTOOBI KaXkKIbIi
OCO3HaJI OTBECTBEHHOCTH 3a CBOVI O0pa3 >XM3HU
repesy BceM OMOJIOTMYecKM MUPOM 3eMIIn, He-
00X0OIMMO yIITyOUTB 11 TIepeOCMBICIIUTD TIOHSITIE
Iporpecca, 3ajiokeHHOe B 310Xy IIpocserrieHmns.
CriemyeT 3aMeTUTB, UTO aBTOpHI JloKIIama He yum-
THIBAIOT MHOTOTPAaHHOCTh (peHOMeHa ITpOcCBelle-
HVS; OHV B OJHOM pPsIy Ha3bIBAIOT MBICIIITEIIEN
¢ paHITy3CKOro, HEMEIKOro M aHIJIMIICKOTrO IIPo-
CBEIIIeHNs, PelponyLnpys 000OIeHHOe IIper-
cTaBJIeHMe 00 3ToM mcTopryeckoMm siBieHmm (Ibid.,
p- 10). I'lo mx MHeHMIO, MIes CBOOOIBI MHAMBIIA
IpeBpaTslach B IJIaBHBIV (paKTOp OOIIeCTBeHHO-
TO PasBUTMS BCIIENCTBYE IVICKPEIUTALINY IIepPK-
BUL VI PEJIUTVI, & CeKYJISIPU3allVisl, B CBOIO OUepeb,
IpuBeJla K yTpare COLVAJIBHOW IIeJIOCTHOCTU W
pasMeXxeBaHMIO MeX/y IIeHHOCTSIMU MHIVBVILY-
aJIbHOVI cBOOOZIBI 1 ob1tero Orara (Ibid., p. 10, 12,
92—-93). DT obcTOATEIBCTBA YCVIIVIIV IIPOTUBO-
OopcTBO MHAMBULA M KOJUIEKTMBA, VIHIAVBUILY-
aJIBHOTO M COIIMAJIBHOTO, 00OCTPWB IIpobiIeMy co-
OTHeCeHWsI VHIVBW/IYaJIbHOV CBOOOJIBI C OOIIIM
Ormarom. BamManme aBTOpOoB [loKiTama cdokycu-
pOBaHO Ha TEMHOW CTOpPOHe IIporpecca — yTpo-
3€ CyIIeCTBOBaHMIO 3eMJIv, KOTOpasi BO3HMKIIA, 10
VIX MHEHWIO, BCJIEZICTBYIE TIOTPEOMTETHCKOrO OTHO-
IIIeHVST K IIPUPOJIE, XapaKTEPHOr'O ISl BCETO IIPO-
eKTa «craporo [IpocserieHs».

YroObI TIpeo1osIeTh HEIOCTATKYL 3TOTO ITPOeK-
Ta, aBTOPHI JJoKJIa/ia ITpeijiaraloT BHECTV VI3MeHe-
HWS B €T0 VIeOJIOTMYecKyI0 OCHOBY: 00ecrieunThb
BO3MOXXHOCTb HOBOI'O ITPOCBEIIEHVISI, B KOTOPOM
cBO0O/Ia KaXk[I0ro ueJioBeKa oIpeesisyiack Obl ero
ydacTvieM B CO3VIaHMV OOIeCTBEHHOro OJ1ara, a
IIPOTMBOIIOCTABIIEHVIE MH/IVIBIIA 1 OOITIeCcTBa M-
HUMM3Mposasiock OvlI (Ibid., p. 92—93).

B nokxmane Pvmckomy xi1yOy 2020 1. «Bildung —
HpofOIDKaeM pacTn» JleHe AHepceH, pasBu-
Bas WIeV HOBOIO ITPOCBEIeHVs, IIpeijiaraer
IyTh AOCTVDKEHVS HOBOTO IIOHVIMAHMS dYeJIoBe-
Ka 11 oOIllecTBa depes peayvsaiinio naeu buisiy-

phenomenon of enlightenment. They brack-
et together the thinkers of the French, German
and English enlightenment, presenting a gen-
eralised view of this historical phenomenon
(ibid., p. 10). In their view, the idea of individ-
ual freedom has turned into the main factor
of social development because church and re-
ligion have been discredited while secularisa-
tion, in turn, has destroyed social integrity and
separated the values of individual freedom
and social good (ibid., pp. 10, 12, 92-93). This
has exacerbated the clash between the individ-
ual and the collective, between individual free-
dom and the social good. The authors of the
Report focus on the dark side of progress, the
threat to the existence of the Earth which they
ascribe to the consumerist attitude to nature,
characteristic of the entire project of the “old
Enlightenment”.

To overcome the drawbacks of this pro-
ject, the authors of the Report propose mak-
ing changes to its ideological basis: to enable
the possibility of a new enlightenment which
would make the freedom of every person de-
pendent on that person’s participation in cre-
ating social good and minimise the opposition
between the individual and society (ibid.,
pp- 92-93).

In the 2020 Report to the Club of Rome,
entitled Bildung - Keep Growing, Lene
Andersen, developing the idea of the new
enlightenment, proposes the idea of Bil-
dung' in order to achieve a new concept of
the human being and society. She describes

" Bildung is a concept in German philosophical tradi-
tion which implies the shaping of a free individual and
the individual’s socialisation, i.e. recognition and ac-
ceptance of obligations to society. The concept of Bil-
dung looms large in the philosophy of Meister Eckhart
(cf. Hedley, 2017, pp. 616-617). The modern non-reli-
gious concept of Bildung was developed by ]. Herder,
F. Schiller and W. Humboldt (cf. Alves, 2019, pp. 4-9).
On the evolution of the concept and its role in the devel-
opment of German philosophy and pedagogical tradi-
tion see Hamann (2011).
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ne (Bildung)". Ona xapakrepusyer bu.v0yHe Kax
TIO/TXOJI, KOTOPBIVI IIO3BOJISIET He TOJIBKO OCMBIC-
JIUTH CBOOOMY KaK MOIYC yYacTWsl B CO3MIAHUNU
obrtero Or1ara, HO M MAEHTUPUITMPOBATH KaXKIIO-
rO JesioBeKa KaK yJacTHMKA OOIIecTBa, Haluu U
BCEro Mupa, yCwinBasi, TaKuM 00pa3oM, MHIVBY-
IyaJIbHYIO0 OTBETCTBEHHOCTBb 3a 4UeJIOBeuecTBO U
Mup B 1esioM (Andersen, 2020, p. 20). B cBoeit no-
clemyroleit paboTe AHepceH Jajia TaKoe OIpe-
IleJIeHVie 3TOMY IOHSTHIO: «buasdyHe — 3TO co-
yeTaHMe oOpa3oBaHMA ¥ 3HaAHUV, HEOOXOIVMBIX
171l IIPOLIBETaHMS B OTEIBHO B34TOM OOIIecTBe,
a Tak>ke MOpaJIbHOVI 1 SMOIIVIOHAJTBHOV 3peJIoCTH,
II03BOJISAIONIEeN BaM ObITh OJTHOBpeMeHHO KOMaH/I-
HBIM VIT'POKOM ¥ pacIiosiaraTh JIMYHOV aBTOHOMM-
en» (Aupepcen, 2021, c. 1). Cucremy coryaabHOM
UIOeHTUPUKAIIMY KaXIOro uejioBeKa OHa IIperl-
CTaBWJIa B BUIe AeCsTV KOHIIEHTPUYeCKX KPyToB
IpuHazeXHocT (puc. 1).

2 CembAal
3. PoBecHuKN

6. CTpana w/wnmn penurua

7. 30Ha KyNbTYpbI

8. HenoeeyecTBo CErofiHA M YHUBEPCaNDHbIE NPUHLMNDI
9. Bee MWBOE Ha MNaHEeTE B HACTOALLMA MOMEHT

10. XuaHb Kax Takosan v Gyaywme NoKoneHua

Puc. 1. Kpyeu npunadsexrocmu

' BuasdyHe — 3TO MOHSATHE U3 TPALVILINY HEMEIIKOT (Pu-
socodnm, KOTopoe HpeprioaraeT Kak dopMmupoBaHye
CBOOOITHOVI JIMYHOCTY, TaK W ee COIIMaIM3AINI0 — IIPU-
3HaHMe ¥ IPUHSATHE 0053aTeNIbCTB Ileper, OOIIeCTBOM.
ITorsarue OusvdyHe Wrpaer OOJIBIIYIO POJIb B (PrUIOCO-
dvn Maricrepa Dxxapra (cm.: Hedley, 2017, p. 616 —617).
Pa3paboTKOV COBpEMEHHOIO HEepPeINITO3HOTO ITOHSATI
ousvoyHe sanuMaivich VI.T. Tepnep, ®. Illwwtep u B. ['ym-
GosbaT (cM.: Alves, 2019, p. 4—9). O6 sBosIOIINMM 3TOrO
TIOHSITVISL M €0 POJIVL B PasBUTUIM HeMeUKom pvtocod-
CKOVI M Hezarormyeckovt Tpaguimm cM.: (Hamann, 2011).

M. Yu. Zagirnyak

Bildung as an approach which does not
merely interpret freedom as a mode of con-
tributing to the common good, but also iden-
tifies every person as a member of a society,
nation and the world, thus enhancing every
individual’s responsibility for humanity and
the world as a whole (Andersen, 2020, p. 20).
In her next work Andersen (2021, p. 1) gives
this definition of the concept: “Bildung is the
combination of the education and knowl-
edge necessary to thrive in your society, and
the moral and emotional maturity both to
be a team player and have personal autono-
my. Bildung is also knowing your roots and
being able to imagine the future”. She rep-
resents the system of a person’s identifica-
tion in the shape of ten concentric Circles of
Belonging (Fig 1):

s

and universal principles
planet now

Fig 1. Circles of Belonging

Circles 2-5 are spheres of personal interac-
tion or spheres of possible interaction with those
with whom eye-contact may be established.”

From Circle 6 onward there are imaginary com-

2 Andersen (2021, p. 5) defines family 1 as the family in
which an individual was born and reared and family 2
as the family the individual has raised.

119



M.1O. 3arupusx

Kpyru 2—5 — 3T0 cdeprl JImaHOro B3anmMozien-
CTBUISL WOV Cpepbl BOSMOYKHOT'O B3aVIMOJIEVICTBIAS C
TeMM, C KeM (MOXeT ObITh) yCTaHOBJIEH 3pUTeIIbHbIV
koHTakT?. C 6-Tr0 Kpyra Ha4MHAIOTCS BOOOpakae-
MBbIe COODIIIECTBA, BKITFOYATOIIIVIE B CBOVI COCTaB MIAJI-
JIVIOHBI JTIOTIEVI, BCTPETUTHCS C KOTOPBIMV JIMTYHO He
npeycTasiiseTcs BO3MOXHBIM (Ibid., p. 5). Ha camo-
VIAeHTUMUKAIIMIO ¢ Kpyramy IIpyHaIeXKHOCTN
OoJIBIIIOe BIIMSIHVE OKA3bIBAIOT $I3BIK, IITKOILHOE
obpasosanme, CMV 11, cOOTBeTCTBEHHO, MH(OpMa-
LIVIOHHO-KOMMY HVKaIIVIOHHbIE TEXHOJIOT MV, BKJTIO-
yas KOMIIbIOTepHble Urpel. OT maeHTnUKaImm
VIHAVBUIA C BOOOpakaeMbIMM COOOITIeCTBaMM 3a-
BUCUT OCMBICJIEHVIE COOCTBEHHOV OTBETCTBEHHO-
CTU «3a Hallly KYJIETYPHYIO 30HY (To ecTb EBpory),
3a 4eJIOBeUeCcTBO BO BceM MWMpe, 3a OJarornosiydve
BCEr'0 XXVMBOT'O V1 OMOTOIIOB TI0 BCEMY MVIPY, a TakKxke
3a OJ1aromnosrydme Bcero XXuBoro B Oymyrriem» (Ibid.,
p- 6). AHzepceH 3ameTIIa, UTO 3a IOCTIe[THIE JIBe-
CTM JIeT Ha 3ariajie yaajock cpopMmpoBaTh CrIocod
caMOMAeHTUMVKALNM VHAVBUAA C TOCYIapCTBOM
(6-11 KpyT), HO OCO3HaHMe ITPVHAJIKHOCTU K KPy-
ram 7—10 sBiisieTcst 3apadent Oyaylero pasBUTHS
uesioseuectBa (Ibid.,, p. 6—7). Ha mMon B3rsn, co-
30aHVe YCIIOBU IS CAMOVMAEHTVIPVKAITN VIH/V-
BUIa C 3TUMM KpyraMy o0ecrieduT oJJHOBpeMeHHO
HeoOXO[IMIMOe OCHOBaHMe 117151 POPMUPOBAHS VIH-
IVIBVIyaJIbHOV OTBETCTBEHHOCTY YeJIoBeKa 3a ero
HeITeIbHOCTD B 3II0XY aHTPOIIOIIeHa, O YeM Kak 00
OCHOBOIIOJIATAOIEeM ITPVHITMIIE HOBOI'O ITPOCBe-
IIIeH s IIUIITYT aBTOpeI loKiIaza.

AHplepceH XOTSL M CTaBUT IpobOsIeMy OTBeT-
CTBEHHOCTV 4eJIOBeKa, HO He ITpeJyIaraeT Iy Ty ee
pettieHnsi. MHe IIpericTaBiIsieTcsl BOSMOXKHBIM 3a-
JIaTh BEKTOP PACIIMPeHMs] OTBETCTBEHHOCTU Ye-
JIOBeKa, COeJITHMUB CUICTEMY COIIVaJIbHOV MIeHTH-
Jukarm, npenIoKeHHY0 AHIEpPCeH, C KAHTOB-
CKVIM KaTeropmyecKmM VMIIEPATBOM.

KaHTOBCKOeE ITIOHsATME 00IIIecTBa
B IIepCIIeKTVMBe HOBOT'O IIPOCBEIeHM s

KaHT, TICIIOJIB3YsI KOHLEIIINMIO alIpropu3Ma
IIpnm omnpenejieHmny ITOHATVIA CBO60)Z[BI, Iiepeoc-

12 CortacHoO orperiesieHno AHIepCceH, ceMbsi 1 — 3To ce-
Mbs, B KOTOPOVI POIWIICS M BBIPOC VIHIAVBW, CEMbS 2 —
ceMbs1, KOTOPYIO co3faeT nHAnBM (AHmepcen, 2021, c. 5).
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munities which include millions of people with
whom personal contact is impossible (ibid., p. 4).
Identification with circles of belonging is great-
ly influenced by language, school education, the
media, and hence by information and commu-
nication technologies, including video games.
The individual’s identification with imaginary
communities determines consciousness of his/
her responsibility “for our culture zone (i.e. Eu-
rope), humanity around the globe, the well-be-
ing of all life and biotopes around the globe, and
the well-being of life in the future” (ibid., p. 5).
Andersen observes that over the past two centu-
ries the West has managed to form a method of
an individual’s identification with the state (Cir-
cle 6) but has yet to become aware of belonging to
Circles 7-10 (ibid., pp. 4-5). In my opinion, the cre-
ation of conditions for an individual’s self-identi-
fication with these circles would simultaneously
provide the basis for the development of an indi-
vidual’s responsibility for his/her activity in the
anthropocene era, which the authors of the Re-
port consider to be the bedrock principle of the
new enlightenment.

Although Andersen raises the problem of hu-
man’s responsibility, she does not offer a solu-
tion. I think it is possible to enhance a person’s
responsibility by combining Andersen’s system
of social identification with Kant’s categorical

imperative (hereinafter CI).

The Kantian Concept of Society
in the Perspective
of the New Enlightenment

Kant, proceeding from the concept of ap-
riorism in defining the concept of freedom,
reinterpreted man’s responsibility to him-



MBICJIVIT OTBETCTBEHHOCTD YeJIoBeKa Iieper; co0orr,
00I1IeCTBOM 11 MMPOM B 11e71oM. OH CUMTaJI, UTO OT-
BETCTBEHHOCTDH UeJIOBeKa He MOXKeT ObITh 000CHO-
BaHA HMKAKVMMV BHEIIHVMMW YCJIOBUSIMU W IIPO-
MCXoauUT m3 ero ceoboubnl®. «[loustre c0600b —
3TO YNCTOe IOHATHE pa3yMa, KOTOpOe VMEHHO
II0O9TOMY TPAHCIEHIEHTHO [IJISI TeOPeTIYecKO
durtocodum, T.e. eMy He MOXeT COOTBETCTBOBATh
HVI OfIVIH IIpVIMep M3 KaKOTr'O YIOTHO BO3MOXKHOTO
onelTa» (AA 06, S. 221; KanT, 2014, c. 63). Kax 3a-
MeuaeT Marikii Po3eH, HMKaKye BHeIIHVe 00CTo-
ATeJIbCTBA, BKJIIOYasi bora, He MapyroT 4eoBeKy
MIIeI0 CBOOOIBI, HO KaXKIBIVI UeJIOBEK OTKPBIBAET
csobony anpuopro (Rosen, 2022, p. 67). Kantos-
CKOe TIOHVMaHMe cBOOOIbI, KaK MHe ITPeICTaBIIs-
eTcsl, HaKJIaJbIBaeT Ha YeJIoBeKa OTBeTCTBEHHOCTD
3a KaXIBIVI IIOCTYIIOK, ITOCKOJIBKY CBOIO CBODO-
Iy KaK/IBIVI YeJIOBeK peasln3yeT B OOlecTBe, B3a-
VIMOZIEVICTBYS C APYTVIMM JIIOOBMI. B cBoeM yue-
HWY O HeobuumeavHou 0duumesvHocmu Kaut pac-
cMaTpvBasl OOITIeCTBO KaK MHOXKECTBO B3avIMOIEeVI-
CTBYIOIINX JIFOIeV], KOTOpOe IIPOXOAUT pa3BUTIE
OT NAaMoA02UHecKU-BIHYK/IEHHOTO COIIAIIeHVIS K
COCTOSIHMIO MopavHoti esioctHocTu (AA 08, S. 21;
KanTt, 1993, c. 93). Oco3zHaBasi cBoOOMy, UesIoBeK
II0JTy YaeT BO3MOXKHOCTB ITPeOI0JIeH S €CTeCTBEH-
HOT'O COCTOSIHMSI HeOOIIMTeIbHO OOIIMTe IHHO-
ctn (AA 08, S. 21; KarT 1993, c. 91) — cocTostHms, B
KOTOPOM JIFOIV CKJIOHHBI K COITEPHIYECTBY IIPYT C
npyrom. EctecTBeHHBITI 3rom3M (ceds1t00ue) Kax-
IIBIVI UeJIOBEK MOXKeT IIPeorIosIeTh, TOIIBKO Hay YVB-
IITVICh CTaBUTh Iepert cO00V COOCTBEHHbIE MOpaIb-
Hble 11esn (A 534 / B 562; Kant, 2006, c. 697). Pas-
BUTIE YeJjloBeYeCcTBa — 3TO IIyTh OT pa3oOIIeH-
HBIX JTIOZIEVI K «IIapCTBY I1eJIeVi», TO €CThb K MaeasTb-
HOMY YCTPOVICTBY UeJIOBEYeCKOI'o COITiyMa, B KO-
TOPOM KayK/IbIVI YeJIOBeK pacCMaTpUBaeT IPyroro
BCer/a Kak IleJIb ¥ HUKOTa — TOJIBKO KakK Cperl-

3 «Mopajib, IIOCKOJIBKY OHa OCHOBaHa Ha IIOHSTUM O Ue-
JIOBEKe KaK CyIecTBe CBOOOIHOM, HO VIMEHHO II03TOMY
7 cBsI3BIBAIOIeM ceOs Oe3yCTIOBHBIMIL 3aKOHAMVI IIOCPer-
CTBOM CBOETO pasyMa, He Hy>K[IaeTcsl HU B VJIee O IPyTroM
CyIIIeCTBe HaJl HMM, YTOOBI [I03HATH CBOVI JIOJIT, HIA B IPY-
IVIX MOTVBAX, KPOME CaMOr0 3aKOHa, YTOOBI 3TOT [IOJIT VIC-
nostHUTE» (AA 06, S. 3; KanT, 1994, c. 5)
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self, society and the world as a whole. He ar-
gued that a person’s responsibility to him/
herself cannot be grounded by any external
conditions and derives from that person’s free-
dom.” “The concept of freedom is a pure ra-
tional concept, which for this very reason is
transcendent for theoretical philosophy, that
is, it is a concept such that no instance corre-
sponding to it can be given in any possible
experience” (MS, AA 06, p. 221; Kant, 1996,
p- 378). As Michael Rosen (2022, p. 67) notes,
no external circumstances, including God, be-
stows the idea of freedom on the human being,
but every individual discovers freedom a pri-
ori. As I see it, the Kantian concept of freedom
makes the human being responsible for every
act since every person exercises his/her free-
dom in society, interacting with other people.
In his teaching on unsociable sociability (un-
gesellige Geselligkeit) Kant considers society as
a multitude of interacting people which devel-
ops from pathologically compelled agreement
(pathologisch-abgedrungene) to the state of a
moral whole (moralisches Ganzes) (InG, AA 08,
p. 21; Kant, 2007, pp. 111-112). By being aware
of freedom the human being becomes able to
overcome the natural state of unsociable socia-
bility (InG, AA 08, p. 21; Kant, 2007, p. 111), a
state in which people tend to be rivals of one
another. One can overcome this natural egoism
(self-love) only if one learns to set oneself one’s
own moral goals (KrV, A 534 / B 562; Kant,
1998b, pp. 533-534). The development of hu-
mankind is a path of disunited people toward
the “kingdom of ends”, i.e. an ideal structure
of society in which every person sees the oth-

B “Morality, insofar as it is based on the concept of the
human being as one who is free, but who precisely there-
fore also binds himself through his reason to uncon-
ditional laws, is in need neither of the idea of another
being above him in order for him to cognize his duty,
nor, in order for him to observe it, of an incentive other
than the law itself” (RGV, AA 06, p. 3; Kant, 2009, p. 1).
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ctBo (AA 05, S. 30; Kanr, 19976, c. 349). Llapcmbo
yesell — STO TIOJHAS CMHXPOHM3AIMSA CBOOOIBI
1 olmiero Osiara, JOCTVDKeHMe OaslaHca MHIVIBU-
IyaJIbHOTO ¥ KOJleKTuBHOro (AA 04, S. 434—435;
Kanr, 1997a, c. 183—185, 187) — omuont 13 dopm
OastaHca, mckoMoro asTopamm [lokiama B Kade-
CTBe IIPVHIIVIIA HOBOT'O ITIPOCBEIeHIs.

ITponBrrkeHVe YesoBevyecTBa K LAPCTBY lieIen
3aBUCUT OT YCUJIUT KaXXIoro 4esioseka. B «OcHo-
BOIIOJIOKeHMM K MeTadusuke HpaBos» KanT do-
KycUpyeT BHMUMaHMe YMUTaTeIsl Ha TOM, YTO «He-
JIOCTaTOYHO, UTOOBI JIEVICTBYIE He IIPOTVBOPEUNIIO
B HallleM JIMIle YeJI0OBeYeCTBY Kak eIV caMoVl TI0
cebe; OHO JOIDKHO TaKXKe C IMUM C02AAC0BaAmbes»
(AA 04, S. 430; KanT, 1997a, c. 173). Janee KanT
YTOUYHSIET, UTO «eCyIVt Obl KaKAbIVI He CTpeMuIcs
COIEVICTBOBATh LIeJISIM JIPYIVX, HACKOJIIBKO 3TO B
€ro CujIax, TO TaKoe IMOBeIeHVe COrIacoBaIOCh Obl
c yes0bevuecmbom Kax ueavio camou no cebe TOITBKO B
OTpULIATeJIFHOM, a He B IIOJIOKUTEITBHOM CMBICIIE»
(AA 04, S. 430; Kant, 1997a, c. 173). Kak oTmeua-
et Carmmm Kemas, «KaHT BbIpakaeT 3TO OTHOIIIe-
HMe MeX]Iy palliOHaJIbHBIMM CyOBbeKTaMu, TOBO-
Psl, UTO YesIoBeK “TIpeiHa3HaueH” CBOVMM pa3yMOM
IS XKV3HU B 0OITIecTBe C ApyTrumu joasMm» (Ke-
mal, 1998, p. 15).

Ha mont B3, dpopmysier KU (yHUBepcasm-
3aIym, IepCOHAIBHOCTY VI aBTOHOMHOCTV) MOXKHO
paccMaTpuBaTh KaK ITPYHINITEL (OyHKIIVOHPOBa-
HMS 00IIIecTBa, B KOTOpbix KaHT comnpsraer crpem-
JIEHVSI OTIeJIbHOTO UejIoBeKa C ILIeJISIMV Pa3BUTVS
uestopeuecTBa. KV mo3BosisieT KaXAoOMy MHIVBU-
Iy paccMaTpuBaTh peasv3alliio CBOeV CBOOOIBI C
TOUKM 3PeHVs BIVISTHYS TTOCIIEICTBUI He TOJIBKO
Ha KaKOro-To OJJHOT'O YeJIoBeKa, HO 1 Ha O0IIecTBO
B 11e71oM (AA 04, S. 434; KanTt, 19974, c. 185). Kaut
IIVIIIET, YTO «BCE Pa3yMHBIe CYIIleCTBa IIOTIVHEHBI
3aK0HY, TIO KOTOPOMY KayKIoe M3 HMX HUKOIZTa He
IO/DKHO oDpaltiaTbCs ¢ caMyM cOOOVI M CO BCeMU
APYTVIMU H04bK0 Kak co cpedcmBom, HO Bcernia 6 mo
e Bpemsa xax c yeavto camoti no cebe». Ho otcroma n
BO3HMKAET CUCTeMaTdecKas CBsI3b Pa3yMHBIX CY-
ITIECTB TIOCPENCTBOM OOIIMX 11 OOBEKTMBHBIX 3aKO-
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er always as a goal and never as just a means
(KpV, AA 05, p. 30; Kant, 2015, p. 27). The king-
dom of ends is complete synchronisation of free-
dom and common good, a balance between
the individual and the collective (GMS, AA 04,
pp. 434-435; Kant, 1998a, p. 41-43), i.e. one of
the forms of balance advocated by the authors
of the Report as one of the principles of the new
enlightenment.

The progress of humankind toward the
kingdom of ends depends on the efforts of
every person. In the Metaphysics of Morals Kant
stresses that “it is not enough that the action
does not conflict with humanity in our person
as an end in itself; it must also harmonize with
it” (GMS, AA 04, p. 430; Kant, 1998a, pp. 38-
39). And Kant adds a caveat: “but there is still
only a negative and not a positive agreement
with humanity as an end in itself unless ev-
eryone also tries, as far as he can, to further
the ends of other” (GMS, AA 04, p. 434; Kant,
1998a, p. 39). Salim Kemal (1998, p. 15) notes
that “Kant expresses this relation between ra-
tional subjects by saying that human beings
are ‘destined’ by their reason to live in society
with others”.

In my opinion, the CI formulas (universal-
ity, personality and autonomy) can be seen as
the principles of the functioning of society in
which Kant harmonises the aspirations of an
individual with the goals of the development
of humankind. The CI enables each individ-
ual to see the exercise of his/her freedom in
terms of the consequences not only for one per-
son, but for society as a whole (GMS, AA 04,
p- 434; Kant, 1998a, p. 42). Kant writes that “all
rational beings stand under the law that each
of them is to treat himself and all others never
merely as means but always at the same time as
ends in themselves. But from this there arises
a systematic union of rational beings through



HOB, T.€. IIJapCTBO, KOTOPOE... MOXET OBITh Ha3BaHO
LIapcTBOM Ierterl...» (AA 04, S. 433; KanT, 19974, c.
183)™.

Dopmyaa yHubepcasusayuu® moKasbIBaeT CBSI3b
HpaBCTBEHHOCTM W conyanmsanym. CorytacHO
3TON (POpMYyJle, OCYIIeCTBIIEHVE CBOOOIBI IIperl-
TI0J1araeT BBIXOJ] YeJIoBeKa 3a IIpeliesIbl COOCTBEeH-
HBIX MHIVBUIYaJIbHBIX MHTEPeCcoB, IIpeoyioJieH e
CBOMX CKJIOHHOCTeV. DTa ¢opMyJsia TpedyeT IIpe-
O710JIeTh ecTeCTBeHHOe cebsrodre B TI0JIb3y CBO-
Gompbl. YesioBeK CTAHOBUTCS CBOOOAHBIM B TOM
cJjIydae, eCJIV IPU3HAET ce0sl yYaCTHMKOM COIIV-
aJIbHBIX OTHOIIIEHWII HapsiLy C OPYTVIMIU JIFOIBMU
(AA 04, S. 433; KanT, 19974, c. 181). OtkpbIBag st
cebs cBOOOMY, VHAVBUIL B TO JKe BpeMs IIpV3Ha-
€T ApyTUIX JIFOfeV KaK CBOOOTHBIX pa3yMHBIX CY-
IIIECTB, PaBHBIM OOpa30oM SBJISIOMIVIXCS ITPeACTa-
BUTEJISIMY COLIyMa'®.

Dopmysa nepconasvHocmu’ OTIepKMBaeT 3Ha-
YeHVIe JIeVICTBYISL KaXKIIOTO YesIoBeKa [IJIs YesloBeyde-
CTBa B IIeJIOM. B aTov1 dopmyrte 3ByUnT NPU3BIB K
YeJIOBEKY OCO3HATh, YTO COOCTBEHHBINI BEIOOP MMe-
eT 3HaueHVe He TOJIBKO JIJIsA TOro, KTO ero jiejiaeT,
HO 17151 BCeTo UeJIoBeyuecTBa, Vi 3Ta IepCcrieKTyBa 1o-

4 3nece u marlee s OMMpalOCh Ha MHTEpIIpeTaInio Ka-
TETOPUYECKOro VMIIepaTiBa, KOTOPYIO IIPEeIJIOXKWIT
D.I0. CososbeB, yTBepKHAIOIINII, YTO (OPMYIIBl Ka-
TErOPMYECKOro WMMIlepaTBa [OIIOJIHSIOT APYTr Opyra
7 YKa3blBalOT Ha IPVIMEHEHVe 3TOr0 YHWBEPCAJILHOTO
HPABCTBEHHOIO IIPUHIIMIIA B Pas/IMIHBIX M3MepeHVIsIX
ObITHs yertoBeka: «Tpu popMyIIBI KATETOPUYECKOTO VM-
TepaTvBa TOBOPST 00 OTHOM M TOM Xe (OyKBasibHO 00
OITHOM U TOM X€), — 3TO, eCJIM YTOIHO, TPU WUIIOCTAacy
OCHOBHOTI'O 3aKOHa, KOHCTUTyMpYyoiiero Kantoso Hpas-
cTBeHHOe ITapcTBo» (Cortosbes, 2005, c. 72).

15 «[Tocmynaii moAbKO 1O MAKOL MAKCUME, OMHOCUMEAHO
KOmopou mul 6 mo Ke Bpems MOXeuib xKeAamsv, umods. oHaA
cmara Beceobujum 3axoHom» (AA 04, S. 421; Kanr, 1997a,
c. 143).

16 Onpenerstst OHATHME OOJITa KakK IIpaKTUYeCKOoe IIpu-
HyXXIIeHIe, HeOOXOAVIMOCTD [IJISL pa3yMHBIX CYIIIeCTB Hevi-
CTBOBATB I10 O0BbeKTMBHOMY IIpumHIIMITy, KaHT yKkasbiBaeT,
YTO JOJIT ITOKOUTCS «TOJIBKO Ha OTHOLIEHWM Pa3yMHBIX
CYIIECTB OPYT K APYTY... pa3syM OTHOCUT KaKIyIO MaKCH-
My BOJIM KaK BCeOOIIe3aKOHOIATEIbHON KO BCSKOT Y-
TOVI BOJIE VI TaKKe KO BCSIKOMY HEVICTBUIO OTHOCUTEIBHO
camoro cebsi...» (AA 04, S. 434; KanT, 19973, c. 185).

17 «[locmynaii max, umobbl Mol HUKO20A He OMHOCUACA K Ue-
A0BevecmBy, kax 6 mboem auye, max u 6 auye 6caxoeo Opyeo-
20, MoAvKO KaK Kk cpedcmby, Ho Bceeda 6 mo e Bpemsa U Kax K
yeau» (AA 4, S. 429; Kant, 19974, c. 169).
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common objective laws, that is, a kingdom,
which can be called a kingdom of ends [...]”
(GMS, AA 04, p. 433; Kant, 1998a, p. 41)."

The universality formula® shows the link be-
tween morality and socialisation. According to
this formula, the exercise of freedom implies
the human being transcending his/her individ-
ual interests and overcoming personal inclina-
tions. This formula demands the overcoming
of natural self-love in favour of freedom. One
becomes free if one recognises oneself to be
engaged in social relations along with other
people (GMS, AA 04, p. 433; Kant, 1998a, p. 41).
Discovering freedom for him/herself the indi-
vidual at the same time recognises other people
as free reasonable beings who are equally rep-
resentatives of society.'

The personality formula' stresses the signifi-
cance of every individual act for humanity as
a whole. This formula calls on the human be-
ing to understand that his own choice matters
not only for the actor, but also for the whole of
mankind, the perspective which sees the conse-

4 Here and elsewhere I proceed from the interpreta-
tion of the categorical imperative proposed by Erikh
Solovyov (2005, p. 72) who maintains that the formulas
of the categorical imperative complement each other and
point to the use of this universal moral principle in vari-
ous dimensions of human existence: “The three formulas
of the categorical imperative speak about the same thing
(literally), these are, if you like, three incarnations of the
main law constituting Kant’s moral kingdom.”

15#[...] act only in accordance with that maxim through
which you can at the same time will that it become a uni-
versal law” (GMS, AA 04, p. 421; Kant, 1998a, p. 31).

16 Defining duty as practical coercion, the need for
reasonable creatures to act according to an objective
principle, Kant notes that duty “rest[s] [...] merely
on the relation of rational beings to one another [...].
Reason accordingly refers every maxim of the will as
giving universal law to every other will and also to
every action toward oneself [...]” (GMS, AA 04, p. 434;
Kant, 1998a, p. 42).

7%So act that you use humanity, whether in your own
person or in the person of any other, always at the same
time as an end, never merely as a means” (GMS, AA 04,
p- 433; Kant, 1998a, p. 38).
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CITETICTBUII COOCTBEHHOTO BbIOOpa oOpeMeHsieT de-
JIOBEKa OTBETCTBEHHOCTBIO 3a KaKIBIVI IOCTYIIOK
Tiepes], BCeMVI JIIOIbMYI, TIepert OOIIIECTBOM B I1€JIOM.

Qopmyaa abmoromHocmu'™ yKas3plBaeT Ha 3Ha-
yeHme cBoDOIBI kax0020 4esioBeKa B OOIIecTse.
JTroGovt MHAMBUI IOJDKEH OCO3HATh COOCTBEHHOE
3Ha4eHMe, COOCTBEHHYIO He3aMeHUMOCIb B XKU3HN
oOrriecTBa M OIHOBPEMEHHO OTBETCTBEHHOCTH 3a
Ka)K[IbIVI CBOVI ITOCTYIIOK. Ecm B IIpoIiecce CBOeN
CoIMaM3aly KakIbII MHAMBULL OymeT cieo-
BaTh (POpPMyJle aBTOHOMHOCTM, TO €My IIPUIeTCs
corpsiraTb COOCTBEHHYIO CBOOOY C O1aronoiyyumn-
€M BCEero UeJIoBeYeCTBa B IIEJIOM U KaXKIOro UesIo-
BeKa B YaCTHOCTW, a 3HA4YNT, OH OyJIeT CTpeMUThCS
COBepIIaTh IOCTYIIKV, KOTOPBIe yMHOXAIOT O0IIle-
CcTBeHHOe 0s1aro.

Bmecre ¢ TeM, uTOOBI UeIOBEK CMOI OCO3HATH
CBOIO CBOOOZY, IIeJIVI PasBUTHMS deloBeuecTBa He
JOJDKHBI BKJIIOYATh B Ce0s1 BO3MOXKHOCTB PaccMO-
TPeHMs OTHEJIPHOIO UeJIoBeKa B KayeCTBe TOJIBKO
CpencTBa IS ITOCTVDKEHWS APYIVIMU CBOVIX Ile-
nen. Eciu passutme obriectsa OyrieT ocyilrect-
BIIsIThC B cooTBeTcTBUM ¢ KV, TO OCO3HaHMe Kax-
IIGIM UeJIOBEKOM CBOEV CBOOOIEI IIOCTEIIEHHO coe-
IOVHUTCS B e[VHOe 1leJIoe CO CTpeMJIeHVeM K 00-
IecTBeHHOMY Ortary. Takmm oGpasoM, Tpu dop-
MyJibl KV ieMOHCTpUpPYIOT OTBeTCTBeHHOCTD VIH-
AVBYMIIA V1 O0IIecTBa APy MHepert IPyroM KaK Bax-
Hermmi paKTop B pasBUTUN YeJIOBEYEeCTBa.

Kanrosckmin KV kak CcTpyKTypupyrommmn
OpyHOUIT B (POPMUPOBAHMUN ¥ PasBUTUM 00-
IIlecTBa B COeIMHEHMNM ¢ KOHIlenIuen buiviyHe,
IIpeJIoKeHHON AHepCeH, MOXET IIPVMEHSIThCS
B Ka4eCTBe KPUTEepMs )1 aHaI3a COCTOSTHS CO-
BpPeMEHHOT0 O0I1IecTBa, IT03BOJISS ITOCIIeIOBATe b~
HO OlLleHUTh: 1) cBoOOAYy MHAMBMIA B OOIIeCTBe 1
€ro OTBEeTCTBEHHOCTH Ileper] oOIecTBOM; 2) BIIV-
dHMe oOllecTBa (Ha ypoBHe paccMaTpyBaeMOro
KpyTa IpVHaIJIeXXHOCTN) Ha CBOOOMY MHOMBIIA;
3) cremeHb OCO3HAHWS MHOMBUIOM CBOETO yda-

8 «JTocTymari o TaKoVi MaKCrMe, KOTOpasi B TO JKe BpeMs
corepXuT B cebe cBOIO COOCTBEHHYIO BCeOOIITyIO 3HAUNI-
MOCTb IS Ka’K[IOT'0 pa3yMHOro cymiectsa» (AA 04, S. 437;
Kanrt, 19974, c. 197).
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quences of his choice makes the human being
responsible for his every act before all people
and before society as a whole.

The autonomy formula® points to the signifi-
cance of the freedom of every person in soci-
ety. Every individual must become conscious
of his/her significance, of being irreplaceable in
the life of society and simultaneously of being
responsible for his/her every act. If, in the pro-
cess of socialisation, every individual follows
the autonomy formula, he will have to har-
monise his freedom with the well-being of the
whole of mankind and of every individual per-
son, hence he will seek to perform acts which
add to the social good.

At the same time, if a person is to be aware
of his/her freedom, the goals of humankind’s
development should not envisage the possibili-
ty of considering an individual person as mere-
ly a means toward achieving goals. If society’s
development proceeds in accordance with the
CI, everyone’s consciousness of freedom will
gradually merge with the striving toward com-
mon good. Thus, the three CI formulas demon-
strate the responsibility of the individual and
society toward each other as the key factor of
humanity’s development.

Kant’s CI as the structural principle in the
formation and development of society, com-
bined with the Bildung concept proposed by
Andersen, can be used as a criterion in the
analysis of the current state of society, mak-
ing it possible to assess 1) the individual's
freedom in society and responsibility before so-
ciety; 2) the influence of society (at the level of
the relevant circle of belonging) on individual
freedom; and 3) the degree to which each indi-
vidual is conscious of his/her participation in

18#[...] act on a maxim that at the same time contains in
itself its own universal validity for every rational being”
(GMS, AA 04, p. 433; Kant, 1998a, p. 45).



CTVIS B PasBUTUM UeJioBeUecTBa / Mupa B IIeJIOM,
TO eCTh COCTOsHVE VAeHTUVKAIIMU VHANBUIA
Ha KaKIOM U3 J1eCSATV KPyTOB ITPVUHAJIeKHOCT.

Ilonxoapl K 3TMYeCKOMY aHAaJIN3y
KOMIIBIOTEPHBIX UI'P

VlccrreioBarerv iidppoBov 3pbl pa3BUTHS de-
JI0BeYeCTBa IIperylaraloT pasHble TIOIXOMBI [IJIS
BBISIBJIEHVIS CYIIIECTBEHHBIX OCOOEHHOCTEV! YeJio-
BeKa 3TOro Ilepuozia VICTOpUM Kyibsrypbsr”. O0be-
IOVHSET 3TV IOIXOIBI COIIacyie B TOM, YTO MHGOP-
MaIIVIOHHO-KOMMYHVKaIIVIOHHBIE TEXHOJIOTUW Vi,
B YaCTHOCTV, KOMITBIOTEpHBIE UTPBI, BIVSIOT Ha
dopMUpOBaHe JIMYHOCTY ¥, KaK CJIeCTBE, Ha
COLIVIAJIBHYIO MAEHTUUKAIIVIO OTHEIIBHOTO de-
JIOBeKa.

Yrobb! mccITeioBaTh BIIVSIHVIE KOMITBIOTEPHBIX
UT'P, HEOOXOAVIMO OIIpeNesNTh IIPUHLIVIIBL VX
dyHkIMoHMpoBaHMs B obmiectse. Kaknm obpa-
30M BooOpakaeMble, CKOHCTPYVPOBaHHbBIE MVIPBI
MOTYT OKa3blBaTh BJIVISIHVE Ha JKM3Hb 4eJloBeKa?
Vloxan XérisuHra BBeJI TIOHSITIE Maeuueckol ce-
pbl VI pasTpaHWYWII IIPOCTPAaHCTBO U BpeMs pe-
aJIBHOCTYI, B KOTOPOVI IIOCTOSTHHO OOMTaeT dYero-
BeK, VI IIPOCTPAHCTBO 1 BpeMsl UIpbl (XEV3mHra,
2011, c. 33—37)%*. Korma 4esioBeK BCTyIlaeT B Ma-
I'MYeCcKyIo cdepy, OH y4acTBYeT B CIIeIVaJIbHOM
IeTICTBe, TOAUVHSeTCs: 0coObIM ITpaBriaM. Ho 3Ta
perylaMeHTalsl yTpadnBaeT CBOe 3HaueHVe, KakK
TOJIBKO YeJIOBEK BBIXOIUT VI3 MarM4ecKov CepebL.

19 Mapk ITperckm B 2001 r. BBeJI TEpMUH «LIMPPOBBIE a00-
pUreHbl» I 0OO3HAUEHNS JIIOMEl, POOVBIIVIXCS ITOCIIe
LM POBOVI PEBOJIIOLINM, I KOTOPBIX CpeficTBa 11 aKcec-
cyapsl I POBOVI peaJIbHOCTH SBJISIOTCS HEOThEMIIEMOTI
YacThIO XKVM3HWM, COCTaBHBIMM dacTsamu Obrtms (Prensky,
2001, p. 2—3). Cwm. Taxxke paboty [oHa TarckorTa, B KO-
TOPOWVI OIMMCAaHO TOKoJleHVe N — IeTV, pPOAVBIINECS U
BBIPOCIIIIE B OKPY>KEHMM LUMPOBBIX CPELACTB MacCOBOI
nadopmatmu (Tapscott, 2009, p. 9—10).

2 Dra xoHIenys XEM3MHIY, Kak 3aMeTw1 bepHap Ilep-
POH, OKa3ajlaCh «IeVICTBUTEJIBHO OT/IMYHBIM CIIOCOOOM
IIOHSITh BUIEOUTPBI, IIOCKOJIBKY IIeVICTBIE OOJIBIIMHCTBA
OJIHOIIOJIb30BATEIILCKIX OPIIaIH-UTP VI MACCOBBIX MHOTO-
II0JIb30BATEeIbCKVX OHJIAVH-UTP IIPOUCXOAUT B UIPOBOM
Mmupe...» (Perron, 2012, p. 370).
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the development of humanity/the world as a
whole, i.e. the state of the individual’s identi-
fication in each of the ten circles of belonging.

Approaches to Ethical Analysis
of Video Games

Investigators of the digital era in humani-
ty’s development have suggested various ap-
proaches to identifying the essential features
of human beings in this period in the history
of culture.” But they all agree that information
and communication technologies, including
video games, influence the formation of the
personality and consequently the social identi-
fication of each individual.

To study the impact of video games it is nec-
essary to define the principles of their function-
ing in society. How can imagined, constructed
worlds influence human life? Johan Huizinga
(1980, pp. 16-17) introduced the concept of the
“magic circle” and distinguished the space and
time man inhabits constantly and the space and
time of game-playing.” When one enters the
magic sphere one takes part in a special event
which has special rules. But this regulation be-
comes invalid as soon as one leaves the magic
sphere.

Jan Klabbers (2006, p. IX) believes that gam-
ing is a window through which social scientists

¥ Marc Prensky (2001, pp. 2-3) coined the term Digital
Natives to refer to people born after the digital revolu-
tion for whom the means and accessories of digital re-
ality are part of everyday life. See also the description
of generation N in Don Tapscot’s work, i.e. of children
who were born and grew up surrounded by digital me-
dia (Tapscott, 2009, pp. 9-10).

? Bernard Perron (2012, p. 370) notes that Huizinga’s
concept “has indeed been a great way to understand
video games insofar as the majority of single-player off-
line games and massively multiplayer on-line games
takes place in a game world [...]".
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sIn KitaOGepc cumTaet, 94TO Mrpa — 3TO 0KHO,
uepes KOTOpoe WccilefioBaTeIn obOllecTBa Mo-
I'yT CMOTpPeTh Ha MUp, IIOTOMYy YTO OHa SBJISeT-
Csl YIIPOIIIeHHBIM IIpejIcTaBjIeHieM peasIbHOCTH C
aKIIeHTOM Ha OIlpefieJIeHHBIX aclleKTaX XM3HU CO-
umnyma (Klabbers, 2006, p. IX).

CornacuBIINCh C TOYKaMU 3peH s XEVI3VHIT
Ki1ab6epca Ha urpy, g xores 66 yTOUHUTH OHTO-
JIOTVIYeCKMV CTaTyC KOMIIBFOTEPHBIX UI'D, [IJIs1 Uero
o0pariryck K HOHSTUIO ModeAu Mupa, paspaboTaH-
Homy B.H. bprommuakunabsiM. Mogerns Mupa — 3T0O
IpeJicTaBjleHre IIpeMeTHON o0s1acTi, ¢ KOTO-
pon paboTaeT MHTeJUIeKTyallbHas cucTeMa (Ja-
mee — VIC) mMCKyccTBEHHOro WMHTeIUIeKTa (Ha-
siee — V). DTy paboTy BproMHKIH OvchIBaeT
ctepyromyM oopasoM: «(a) B manHyo VIC BcTpan-
BaeTCs HEKOTOPBIN Oa3MCHBIV (pparMeHT 3HaHUM
(3HaHM, TIOJTyYeHHbIe OT 3KCIlepTa M HeoOXo-
AVMBIVT poOOTYy KOMIIIEKC 3HaHUII O mupe), (O)
IO TaHHOMY (PparMeHTy 3HaHWI CTPOUTCS BHY-
TpeHHee IIpeJicTaBJleHVie Mpa, O KOTOPOM CVCTe-
Ma OyneT paccyXaaThb M / WiIn B KOTOPOM OHa Oy-
meT gevicteoBaThk» (bprommukmy, 1991, c. 80). bpro-
IIVHKMH OTHOCUT IPOrpaMMHYIO CUCTeMY K VH-
TeJUIEKTYyaJIbHBIM CHCTeMaM B TOM CJIydae, «ecin
OHa CriocoOHa ompesesiaTh 11eJIVi, CTPOUTh IUIa-
HBI, TPOBOAUTEL paccyXaeHus u T.IL» (Tam xe).
VIMeHHO TaKMM CIIOCOOOM UckYyccmBerHbLil urmen-
Aexm PYHKIVOHWPYeT B KOMIIBIOTEPHBIX Urpax>.
VW cosmaet VIC, xoTOpast cOOep>XXUT B TOM YMCIIe
LIEHHOCTV ¥ HOPMBI, IIpeJICTaB/IeHHbIe B CeTTUH-

21 B mcropuu murposoro VIV MpuHATO BEIIENSTH TPU 3Ta-
Ia pasBuTyst: 1) paHHMI 3Tall (00 IOSBIIeHMS KOMIIbIOTe-
POB), I KOTOPOI'o XapaKTepHO CO3/IaHVe MexaHYecKmx
PoOOTOB ¢ [eJIBIO OTBETUTH Ha BOIIPOC «HTO IpOomM3BOaUT
MBICIIB?»; 2) CUMBOJIMYECKYIO 3py (¢ 1950-x mo Hauasta
1980-x rr.), xorma VIV mpencraBiisi cOOOM HEKYIO CUM-
BOJITYECKYIO CHCTEMY, «B KOTOPOVI aJiTOPUTM pasfieieH
Ha 7IBa KOMIIOHeHTa: Habop 3HaHWU (IIpeliCTaBIeHHBIV B
BUJIe CUMBOJIOB, TaKMX KaK CJIOBA, YUVCIIA, ITPEIJIOKEHVS
VWIM M300pakeHNs) M aICOPUTM PacCyKIeHWI, MaHW-
IIyJIMPYIOIINI STUIMV CMMBOJIAMI IS CO3MaHMs HOBBIX
KOMOWVHAIINIT CHMBOJIOB, KOTOpPBIE MOTYT IIp€JICTaB-
JISATH pelieHVs mpolseM v HOBBle 3HaHWMS» (Funge,
Millington, 2016, p. 5); 3) coBpeMeHHYyI0 3py (c HadaIa
1980-x TT. 10 HacTOSIIIEE BpeMs) — TIEPeXO]], K eCTeCTBEH-
HBIM BBIUMCIIEHVISIM, BKJIIOUAIOIIVM B ce0sl HeVpOHHEIe
ceTy, reHeTdecKye ajrroputmer 1 p. (Ibid.).
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can look at the world because it is a simplified
representation of reality that focuses on certain
aspects of society’s life.

While I agree with the views of Huizinga
and Klabbers on gaming, I would like to as-
certain the ontological status of video games,
for which purpose I will fall back on the mod-
el of the world developed by Bryushinkin. The
model of the world is the objective realm with
which an intellectual system (elsewhere IS)
works. Bryushinkin (2013, p. 693) thus de-
scribes this work: “(a) a basic fragment of
knowledge is built into the given IS (knowl-
edge received from an expert or a complex
of knowledge about the world necessary for
a robot); (b) the inner representation of the
world about which the system will reason
and/or in which it will operate, is construct-
ed on the basis of this fragment.” Bryushinkin
includes the software system in the catego-
ry of intellectual systems “if it is capable of
setting goals, making plans, conducting rea-
soning etc.” (ibid.). This is how artificial intel-
ligence functions in video games.*" Al creates
an IS which contains, among other things,
the values and norms represented in a video
game setting. Setting is a system of conditions

2! The history of Al gaming is usually divided into three
stages: 1) The Early Days before computers saw the cre-
ation of mechanical robots with the aim of answering the
question, “What produces thought?”; 2) The Symbolic
Era from the 1950s until the early 1980s when Al was
a symbolic system “in which the algorithm is divided
into two components: a set of knowledge (represented as
symbols such as words, numbers, sentences, or pictures)
and a reasoning algorithm that manipulates those sym-
bols to create new combinations of symbols that hope-
fully represent problem solutions or new knowledge”
(Funge and Millington, 2016, p. 5); 3) the Modern Era
from the early 1980s until the present time: transition to
natural computing, including neuron networks, genetic
algorithms etc. (ibid.).



re KOMIIbIOTepHOV UTpbl. CEeTTUHT — 3TO cucTeMa
YCJIOBUVA, BIIVISIFOIMIX Ha ITPOLIECC ITPOXOXKIEHVIS
UT'PBI*?, CYICTEMa 3aKOHOB BUPTYaJIbHOIO MUPa, CO-
BOKYITHOCTb YCJIOBUV CPe[ibl, B paMKaX KOTOPBIX
UTPOK COBepIaeT JAeVICTBUsI, peain3ysl CBOIO CBO-
Oomy B BUPTYaIbHOM MVIpe.

HpyrvMm ciioBamy, HOHSATHE «MOJEIb MUpa»
MO3BOJISIET paccMaTpuBaTh BUPTYaJIbHBIVI MUP
KOMIIBIOTEPHOV WI'Phl KaK CaMOCTOSITEIbHBIN
yHUBEpCyM, (PYHKIIMOHMPYIOIINUM 110 COOCTBeH-
HBIM 3aKOHaM, HeIIPOTMBOPEUYMBOCTb KOTOPBIX
noepXrBaeTcss KOMIUIEKCOM ITapaMeTpOB, 3aJ10-
JKEHHBIX B CLIEHAPWUI VI IPeaCTaBIISFOITX cobom
VICKYCCTBEHHBIVI THTEJUIeKT.

Hanee g Oynmy paccMaTpuBaTh CETTMHI KakK
HOJIJIepXKMBaeMy 0 VICKYCCTBeHHBIM MHTEJJIEKTOM
CUCTeMY YyCJIOBUM (PYHKIIMIOHWPOBaHWS WUIPOBO-
ro MMpa, B KOTOPBIX TOJIBKO M BO3MOXKHa peasiu-
3armst cBOOOIBI reviMepa. Kaxkapivi MTpoK B KOM-
IIBIOTEPHOVI MT'Pe OCYIIECTBIISIET CBOIO CBOOOZY,
JIeVICTBY B paMKaXx yCJIOBU, ITPeJIOKeHHBIX CeT-
TVIHIOM, U IIOJTyYas BO3MOXKHOCTB ITOCJIe/YIOIIero
ITPOeLMPOBaHIS BOCIIPUHATHIX B UTPe CMBICIIOB U
IIEHHOCTEV Ha peayIbHbIV MUP.

g aHanmm3a comep)XaHus KOMIIBIOTePHBIX
urp Toncarmo @packa HPemyIoXWII 11000402uUYe-
CKU1l MeTOf], COIVIaCHO KOTOPOMY HY>XHO (POKY-
CUPOBaTBHCA He CTOJIBKO Ha CIOXKeTe UIPbI, CKOJIb-
KO Ha IIporiecce ee rpoxoxaeHms (Frasca, 2003,
p- 93—94), noToMy YTO, BBIIIOJIHSS OIpeslesIeH-
HbIe JIEVICTBUS B IT'PE, BOBJIEUEHHBIVI B CIOXKET Ye-
JIOBEK MOXKeT yCBauBaTh 1IEHHOCTHBIE YCTaHOBKV
3TOr0 BUPTYaJIbBHOIO MUPa, CMBICJIBI, 3aJI0)KeHHbIe
B 0O0l1lecTBe 1 KYJIBType BOOOpakaeMoVl IIMBVIIN-
sanyn. [Ipy akneHTrpoBaHMY BHUMaHMs Ha revi-
MILIee (IIporiecce IIPOXOXKIIE€HWS UTPbI) IOSIBIIAET-
Cs1 BOSMOXKHOCTB OLIeHUTB, KaKye JeVICTBIA ITpe/l-

2 YcroBMs BKIIIOYAIOT B ce0sl KaK 0COOeHHOCTM OpraHiu-
3a0uyM HPOCTPaHCTBA (HPEISTCTBIS, BHYTPUWUIPOBbIE
arMocdepHBbIe M3MEHEeHNsI — CVJIBHBIV BETEP, 3€MIISATpPSI-
CeHMe U T.IL.), TaK VI IIOBeJIeHVie HEUIPOBBIX IIePCOHAXKET,
cneumanKy OBVDKEHUN ¥ OPYTIVMX HEVICTBUV, KOTOPBIE
CoBepIlaeT yIlipaBjisieMasl reVIMepOM WIrpoBasl eOvHMIIa
(T71aBHBIVI TepOVL, BOGHHBIVI OTPSi, KOCMIUYEeCKIUII Kopabilb
n 1.11.) (cM.: Funge, Millington, 2016, p. 8 —16).
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that determine the game process:* a system of
the laws of the virtual world, the conditions of
the environment within which the player per-
forms acts exercising one’s freedom in the vir-
tual world.

In other words, the concept of “model of the
world” makes it possible to consider the vir-
tual world of the video game as a universe in
its own right, functioning according to its own
laws which are kept non-contradictory by a set
of parameters built into the script and repre-
senting artificial intelligence.

In what follows I will consider the setting to
be an Al-supported system of the functioning
of the gaming world in which the gamer can
exercise his freedom. Each player in the video
game exercises his freedom within the terms
proposed by the setting, in order then to pro-
ject the meanings and values learned from the
game on to the real world.

To analyse the content of video games
Gonzalo Frasca (2003, pp. 93-94) proposed
the Ludology method which focuses not so
much on the plot of the game, as on how the
game proceeds. The reason is that in per-
forming certain actions in the game the play-
er may internalise the value-related attitudes
of this virtual world and the meanings un-
derlying the society and culture of the imag-
ined civilisation. Emphasis on game play
permits one to assess the actions from which
the player is offered to choose and the val-
ues that stand behind this choice. Jennifer

2 Conditions include features of spatial organisation
(obstacles, natural phenomena such as strong winds,
earthquakes etc.), as well as the behaviour of non-game
characters, features of movement and other actions per-
formed by the gamer-controlled unit (main hero, com-
bat unit, spaceship etc.) (cf. Funge and Millington, 2016,

pp. 8-16).
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JlarafoTCsl Ha BBIOOpP reviMepy U KaKuie IIeHHOCTU
CTOAT 3a 3TMM BbIOOpOM. [IxeHHMpep bant n Ca-
MaHTa bJI9KMOH 3aMedaroT, UTO B KOMIIBIOTEPHBIX
urpax MMORPG (aampumep, World of Warcraft,
EverQuest) 3a ompepesieHHBbIe HEVICTBUS IIPeo-
CTaBJISIIOTCSL [IOIIOJIHVUTEIbHBIe Harpasibl,
pBle TIO3BOJISIIOT YIJIYYIIUTB CTATyC IIepCOHAXeT,
yIpaB/IsieMbIX TeVIMepaMy, ¥ TaKuM o0pa3oM
BJIMLIOT Ha TeMIUIeN M Ha B3aMOIEeVICTBUe revi-
MepPOB B UT'POBOVI BCeJIEHHOW — CO3IAOT VX HpPo-
eccuonarvryto udenmuunocms (Bay, Blackmon,
2014, p. 215-216, 220)*. Pa3paboTumK KOMIIBIO-
TEPHOVI UT'PBI MOXET BapbMpOBaTh OalaHC MEXy
YCJIOBUSIMYU €€ BUPTYaIbHOIO MIUpPa ¥ BO3MOXKHO-
CTSIMVI ITPOBBIX JIEVICTBUVI TAKVIM O0pa3oM, YTOOBI
IpefijlaraTb UIPOKY OIIpeieJieHHble TPaeKTOPUI
peanm3annm ero CBOOOIBL.

Psan vicciiemoBaHMII TOKa3ajl, 4TO caMoO Cofep-
JKaHVe BBIMBIIIIIEHHOTO IIOBECTBOBAHWS B KOM-
IIBIOTEPHOV MII'Pe 3a4acTyI0 TPaHC/IVPYeT XKeCT-
KVie TIOJTUTVYecKVe M KyJIBTYpHbIe CTepeoTUIThI*
M MOXeT BBI3BAaTh CYIIIeCTBEHHBlE VI3MeHeHs
B peasIbHBIX yOexmeHmsx (cMm.. Appel, Richter,
2007). ViccnenoBaTennut COrjIacHbL B TOM, UTO TOY-
Ka 3peHUs reviMepa POpPMUPYeTCs B 3aBUCHIMO-
CTVL OT TIO3UIIVV €IVIHUIIBI (IepCcoHaXKa, OTpsifa 1
T.IL), OT VIMEHU KOTOPOI'O OCYIIECTBIISIOTCS UTPO-

KOTO-

B TIpocTpaHCTBEeHHAs! 1 BpeMeHHas! [TePCIEeKTUBBI aKTy-
aJM3alyy CeTTUHTa UTPbl He MMeIOT orpaHmdenunt. Ha-
TIpUMep, WIPOBOVI CETTVHT MOXeT IIPVMEHSThCS IS
VIHTepITpeTaIiuy COBPEMEHHBIX TOJIUTUYeCKUX COOBITHTL.
Taxk, V1. boroct obpatww BHMMaHMe Ha X0z urpbl Medal of
Honor, mocssiienHOM IIPOAOJDKABIIEVICS Ha TOT MOMEHT
(2010) BovtHe B AdpraHmcTaHe: MOXXHO OBUIO MIpaTh 3a Ta-
mmbos (Bogost, 2015, p. 81), ¥ro co3maBaio BO3MOXXHOCTb
STUIECKOV TTepeolTeHKN peaTbHBIX cOOBITI BovrHbI (Ibid.,
p- 83). Taxke CeTTMHI MOXKeT MCIIOJIb30BaThCs 11 KOPPEKTH-
poBku npeacrasienuit o mpouwtoM: C.V. Bertos nmokasai,
Kak B Memradppantmse Assassin’s Creed 3a cdeT HaMepeH-
HOVI IIO[IMEHBI CMBICJIOB VCKa’kKaeTcs IIpeficTaBlIeHue O
IponuIioM — 00 opzeHe Tamiuepos (beros, 2022, c. 246).
* Hammpvimvep, wmccefoBaTeny YCTaHOBWIIM, UYTO KOM-
IBIOTePHBIE UTPHI M300pa’kaloT BOVIHEI 11 BOOPY KeHHEbIe
KOH(IVIKTBI C TOYTM WCKIIOUNTETHHO aMepPUKaHCKOW,
E€BPOITOLIEHTPUCTCKOVI WIN YCJIOBHO «3allaiHOVI» TOY-
ku speHus (Breuer, Festl, Quandt, 2012; Kurtz, 2002).
VI. XérmmyHn, BBISICHWI, YTO IIyTepbl OT MHEepBOro JIMIla
PacIpoCTpaHsIOT OIperieJieHHbIe CTEPEOTHUITBI O Bparax
(Hoglund, 2008).
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Bay and Samantha Blackmon (2014, pp. 215-
216, 220) note that MMORPG video games
(e.g. World of Warcraft, EverQuest) offer extra
awards which upgrade the status of the char-
acters controlled by the player and thus in-
fluence the game play and the interaction of
the players in the game’s universe, creating
their professional identity.”® The video game
designer may vary the balance between the
conditions of its virtual world and the pos-
sibilities of game actions to offer the play-
er various trajectories in exercising his/her
freedom.

A number of studies have shown that the
very content of the imagined narrative in the
video game often promotes hard political and
cultural stereotypes* that may bring about se-
rious changes in the player’s convictions (cf.
Appel and Richter, 2007). Researchers agree
that the position of the actor (character, group,
etc.) influences the player’s viewpoint and
identification outside the game, i.e. in the real
world. Brandon Valeriano and Philip Habel

2 The space and time of the game’s setting have no lim-
its. For example, the game setting may be applied to in-
terpret modern political events (Ian Bogost (2015, p. 81)
draws attention to the Medal of Honor game devoted to
the war in Afghanistan which was being fought at the
time (2010) and in which one could play on the Taliban’s
side. This might prompt a reappraisal of the war’s real
events (ibid., p. 83)), a correction of ideas about the past
(Sergey 1. Belov (2022, p. 246) has shown that the media
franchise Assassin’s Creed distorts the idea of the past,
i.e. the Templar Knights, by deliberately fiddling with
meanings).

% For example, studies have found that video games
portray war and armed conflicts almost exclusively
from the American, Eurocentric, generally “Western”
point of view (Breuer, Festl and Quandt, 2012; Kurtz,
2002). J. Hoglund (2008) proved that shooters spread
certain clichés about enemies, deriving from the first
person.



Bble JIEVICTBUHA, U OIlperesigeT WIeHTU(UKAIIIO
yeJjioBeKa yXke 3a IIpefiejlaMy UT'Phl, B pealbHOM
Mmupe. bpanmon Barreprano n @i X36ert mpo-
aHaJIM3MPOBaIM aHTAarOHVCTOB B MUIpax, M3[aH-
HbIx ¢ 2001 1o 2013 1., u ycTaHOBMJIV, YTO «pycC-
CKUVI» M300pakaeTcs B HUX Bparom B 12 ciryyasx,
UTO Yallle, YeM TeppopucThl ¢ bivxnaero Bocro-
Ka v u3 JlatuHackonn Amepukn (11), mHoIIaHe-
TsHe (11), 30MOM, MyTaHTBI U Apyryie MOHCTPHI (4)
¥ HaLWUCTBI BpeMeH BTopovt mMupoBoit BoviHbI (4)
(Valeriano, Habel, 2016, p. 476 —478). IlocTostHHOE
VICTIOIb30BaHMe CTepeoTuIIa PycCKOro Kak Bpara
He IIPOCTO SIBJISIeTCS TIOIYJISPHBIM YCJIOBUEM Tevi-
MIlIes, HO CIIOCOOCTBYeT POpPMMPOBAHMIO Hera-
TUBHOrO npescTasieHnn o Poccun, poccuiickom
o0I11ecTBe, PycCKOM YeJIoBeKe.

K xoMmploTepHBIM WUrpaM, CO3JAIONIVMM He-
ratvBHBIV 00pa3 Poccuy, MOXXHO OTHECTU WPy
Company of Heroes 2, mocBsiIlieHHYI0 Bropov mupo-
BOVI BOVIHE, B KOTOPOVI TeIMIIJIEV 32 COBETCKIIe BO-
eHHbIe YacTy TpeOyeT MHOXKeCTBa HeoOs13aTeIIbHBIX
XepTB?. VICKyCCTBEHHBIVI MHTEJUIEKT 3TOVI WIPBI,
rofi/iep>XKuBasi CeTTUHT U IIpUHYXK/Iasl reriMepa B
paMKax UT'POBOTO IIpoliecca CoBepIIaTh dTUYeCKN
HelpyeMsIeMble JIeVICTBUSI, CIIOCOOCTBYeT CO3Ma-
HVIIO HETaTVIBHOTO 00pa3a COBETCKOIO BOEHHOI'0™.
T'evimrLIert mocTpoeH Ha MPOTMBOIIOCTaBJIeHNV VH-
ZIVIBUZIA, KOTOPBIVI CTPEMUTCSI OBITH CBOOOTHBIM B
KaHTOBCKOM CMBICJIe CJIOBa, VI COBETCKOrO OOlile-
CTBa, B KOTOPOM >XM3Hb 1 CBODOJIa OT/Ie/IbHOIO Ye-
JIOBeKa HUYTOXXHBI, a CaM 4eJIoBeK F'OTOB pajiyi 1o-
Oemrpl Ha BOeHHbIe TIpecTyIuleHMs (puc. 2 1 3).

» Harmp., BO3MOXXHOCTb CKMTATh IOMa C >KMBBIMI JIFOIb-
MM, KOTOpble He SIBJISIIOTCS BOEHHBIMM, WUIM IieJleHa-
IIpaBJIeHHBIVI ITOIKOT IIPOIIMTAHHOIO OEH3VHOM IIOJIf, C
KOTOPOT'O HeJIb35 YBECTV BCeX COJIIAT, VIV paccTpell He-
BUHOBHBIX JIIOZIEVI VI IPYyTHe JIeVICTBIISL, B KOTOPBIX MOXeT
(a B HEKOTOPBIX C/Iy4asix — OOJDKEH) yd4acTBOBAThb Ievi-
Mep, UTpasd 3a COBETCKYIO apMMUIO.

2% 51 aHaIM3UPYIO He COOTBETCTBME CUTYaIy IOKYMeH-
TaJIbHBIM ITOATBEPIKIEHMAM COOBITMII Bropor Mmposoit
BOVIHBI, & CETTMHI, B KOTOPOM TreVIMepy HaBs3bIBAaeTCH
oIIperieJieHHOe IIpe/iCTaBjIeHie O XapaKTepPUCTMKaX CO-
BETCKOI'O BOEHHOI'O, CO3/IaeTCs ero ueyiopeueckurt oopas,
KOTOPBIV SKCTPaNOIVIpyeTcs Ha IIpefIcTaBJIeHIe O COBET-
CKOM Y€JIOBEKE B I1€JIOM.
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have analysed antagonists in the games is-
sued between 2001 and 2013 to establish that
the “Russian” is portrayed as an enemy in 12
instances, i.e. more frequently than Middle
East and Latin American terrorists (11), ex-
traterrestrials (11), zombies, mutants and oth-
er monsters (4) and World War II Nazis (4)
(Valeriano and Habel, 2016, pp. 476-478). Con-
stant depiction of the Russian as an enemy, a
popular gameplay condition, shapes a neg-
ative idea of Russia, Russian society and the
Russian people.

One example of a video game that creates a
negative image of Russia, called Company of He-
roes 2, is devoted to the Second World War. In
it the gameplay calls for causing much unneed-
ed harm at the hands of the Soviet troops.” The
game’s Al, supporting the setting and forcing
the player to perform ethically unacceptable
actions, contributes to the creation of a nega-
tive image of the Soviet military.** The game-
play contrasts the individual seeking to be free
in the Kantian sense with the Soviet society in
which the life and freedom of the individual is
negligible and the individual him/herself pre-
pared to commit war crimes for the sake of vic-

tory (see Fig 2 and Fig 3).

% For example, burning people alive in their hous-
es, the deliberate setting alight of a gasoline-sprinkled
field from which soldiers cannot be evacuated quickly,
shooting innocent civilians and other actions in which
the player for the Soviet army may (in some cases must)
take part.

%] am referring not to the correspondence of the situa-
tion to documented events of the Second World War but
to the setting which foists on the player a certain idea of
the characteristics of the Soviet solider, creating his hu-
man image and extrapolating and applying that image
to the Soviet person in general.
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Puc. 2. Cxpunuwom us uepvr Company of Heroes 2

Fig 2. Screenshot of the game Company of Heroes 2

He GoiiTect XxepTEoBaTL HOBOSpAaHLIAMU. COBETCKAA NOKTPUHA CUMTANA, UTO PAAM NOCTUEEHUA
TAKTUUECKUX WU/ CTPATErUYEeCKUX Lellell ITO BIO/IHe AOMYCTUMO.

Puc. 3. Cxpunuom u3 uepvr Company of Heroes 2

B Tabiuite Huxe (c. 132—133) g meMoHCTpuM-
PyIo, KaKMM 00pa3oM MOXHO codeTaTb MOJIeJIb
Buavdyne, npenjioxkeHHY0 AHIEpceH, ¢ PopMy-
naMmm KV Kaxra, 9TOOBI BBISBUTE, KaK 2JIEMEHTHI
CeTTMHIa BJIVISIOT Ha COLMaJIbHYIO MAeHTUdU-
KallMIO reviMepa B BUPTyaJIbHOM MUpe B paMKax
KaXX[IOr0 KpyTra IIpMHaIJIeXHOCTU W, COOTBET-
CTBEHHO, OIpeesIdioT IIIyOuHYy JIMYHOM OTBeT-

CTBEHHOCTV YeJIOBEKa 3a ITPOVICXOsiIIIee B Mupe.
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Fig 3. Screenshot” from the game Company of Heroes 2

The table below (p. 134-135) demonstrates
how Andersen’s Bildung model can be com-
bined with the formulas of Kant’s CI to reveal
which elements of the setting influence the play-
er’s social identification in the virtual world
within each circle of belonging and to measure
the depth of personal responsibility for what is
happening in the world.

2 The Russian subtitle reads: “Don’t be afraid to sacri-
fice new recruits. The Soviet doctrine considered this to
be admissible for the sake of tactical or strategic goals.”



Obpa3 coBeTCKOro 4esioBeKa, CO3IaHHBIN B
urpe Company of Heroes 2, TpaHCIMpPyeT MCKaXKeH-
Hoe BocripusaTre victopun CCCP u Bcelt monmTu-
yecKomt rctopumt XX B. U MelllaeT pacCMOTPEHMIO
COBETCKOT'O MHIVBMIIA B KauecTBe PaBHOTO MH/IV-
By OPYroro, HapuMep 3amnagHoro, mupa. OT-
CYTCTBME WAEHTUdWMKAINN Ha YpOBHE KPYIOB
2—5 MOXeT CrocoOcTBOBaTh (POPMUPOBAHUIO Y
UIPOKa BBIBOZIA, UTO COBETCKOE OOIIeCTBO — 3TO
MHOKeCTBO Pa300IIIeHHbIX JIOIer], He VMMeIOIIIX
BO3MOXKHOCTW COLMasIM3allii Ha ypOBHe JIMUHO-
rO B3aMMOJIEVICTBIS ¥ TIOITYYaronX MaeHTrudn-
KallMIO HaCWJIBHO, OT rocydapcTsa. BeiBom, KoTo-
PBIVI MOXHO CfieJIaTh, 3aBepIIB UIPY: COBETCKOe
00I11eCTBO He COCTOUT 13 CBOOOIHBIX MHAVBUIOB,
OHO He CITOCOOCTBYeT KOPPeJIAIny MHAVBUIYalb-
HOVI CBOOOMIBI M OOIIeCTBeHHOro OJ1ara v He MMeeT
IIePCIIeKTB 171 Oy/IyIIIero BCero uejioBevecTsa.

3aK/IroueH1e

ITpoeKT HOBOrO IIpOCBellleHNs HalleJleH Ha MU-
HVUIMM3ALVIO yIPO3 YeJIOBEUeCKON AesTeTbHOCTI
IJIS IUIaHeTbl Ha OCHOBE OCMBICJIEHUS KayKIbIM
4eJIOBEKOM CBOEVI OTBETCTBEHHOCTM Iieper1 ol1iie-
cTBOM M Ipuponon. IlpeonosneHnio MHAMBUIYa-
JIM3Ma, 3aJIOKEHHOTO, KaK ITPeICTaBIIseTCsl aBTo-
pam Hoxtaza 2018 ., B 111€0JI0r 1M «CTaporo» Ipo-
cBellleHMs1, Oy[eT CcrocoOCTBOBATh IepeoCcMBbICIIe-
HMe VHAVBUIOM CBoen cBobonbl. KaXXIbInn yesio-
BeK 3I10XV aHTPOIIOIIeHa JIOJDKEeH pacCMaTpuBaTh
OTBETCTBEHHOCTB 3a CBOVI ITOCTYTIKV He TOJIBKO ITe-
pen, pomHbIMM, OIIM3KMMY, CTPaHOV, HO U Ieper,
BCEM YeJIOBEYECTBOM ¥ BCEM MVIPOM.

KaHToBCKOe TIOHSTVIE OOIIeCTBEHHOIo wjiealia,
3ariedaTiieHHOe B (POPMyJIMpPOBKax KaTeropmde-
CKOr'0 VMIIepaTViBa, TI03BOJIsieT paccMaTpuBaTh CO-
BMeIIleHye CBOOOObI MHIMBUIA 1 OOIIeCTBeHHOI'O
Orara Kak Kpurepuit passutisi coumyma. Coemy-
HeHHas ¢ MOfIeJIbio bub0yHe, IpeyioxkeHHO AH-
ZlepceH, KaHTOBCKasl TOUKa 3peHsI Ha COIIpsDKeHVe
VHOVBIIYaIbHOVI CBOOOIBI 11 O0IIIecTBeHHOr o O1a-
ra, BEIpaskeHHas B Tpex (PopMyrIaX KaTeropmdecKo-
TO VIMIIepaTIBa, MOXXET VICTIOJIb30BaThCS B KA4eCTBe
KpUTepys I aHaJIV3a IPeCTaB/IeHNII O YeJloBe-
Ke V1 ODIIIeCTBe, TPaHCIVIPYeMbIX yepe3 pas/InyHble
MeJIVia, B TOM 4VICiIe Yepe3 KOMIIBIOTEPHBIE NTPBL
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The image of the Soviet man created in the
video game Company of Heroes 2 presents a dis-
torted picture of the history of the USSR and
the whole political history of the twentieth cen-
tury, refusing, for example, to recognise the
Soviet individual as an equal of the Western in-
dividual. Absence of identification at the level
of circles 2 to 5 may lead the player to the con-
clusion that Soviet society is a multitude of al-
ienated people who have no opportunity to
socialise at the personal level and receive their
identification forcibly from the state. The con-
clusion at the end of the game may be that So-
viet society does not consist of free individuals,
does not contribute to any correlation between
individual freedom and social good and has no
perspective for the future of humankind.

Conclusion

The project of the new enlightenment is
aimed at minimising the threats human activ-
ities pose to the planet through making every
individual aware of his/her responsibility to
society and nature. The authors of the 2018 Re-
port believe that individualism which informs
the ideology of the “old” enlightenment can
best be overcome if the individual rethinks
the concept of his/her freedom. Every person
in the anthropocenic era should feel responsi-
ble not only to his/her kin and close ones and
country but also to the whole of humanity and
the whole world.

The Kantian concept of the social ideal ex-
pressed in the formulas of the categorical im-
perative makes it possible to consider the
harmony between individual freedom and
social good as a criterion of society’s devel-
opment. Combined with the Bildung model pro-
posed by Andersen, the Kantian view of the
fusion between individual freedom and social
good expressed in the three formulas of the cat-
egorical imperative can be used as a criterion in
analysing the ideas of man in society purveyed
through various media, including video games.
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Ananus certunra urpsl Company of Heroes 2

Kpyr ®opmyita Popmyiia ®Popmyiia Pesymsrar

NPVHAIIEKHOCTH | YHMBEPCaI3alym IIepCOHATIEHOCTI aBTOHOMHOCTU

1. Dro I'nasubI Treport, ObmecTBO, IIEPCO- I'maBubmt repont non- | ITpornsonocrasiiene
OT MMeHM KOTOPOTo | HUUITMPOBaHHOe JKeH MOWTU IIPOTUB | MHAMBYUAA 1 0DIle-
BeJleTcs TeVIMIUIeN:, | B obpase oduiepa COBeTCKOro o0e- CTBa, HEBO3MOXKHOCTh
Jles ABpamoBrd HKB/[, YypkwnHa, mpo- | cTBa, 9TOOBI OCTAThCS | 4€CTHOVI KU3HU
VcakoBug, IpoT- | TMBOIOCTABIIAET Ce0si | CBOOOIHBIM YesloBe- | C MAeHTU MKALIN-
BOIIOCTABJIeT Ce0sl | IJIaBHOMY I'epoio, He  |KOM et ce0s1 B KauecTBe
COBeTCKOMY 0011e- | 0100psis yOexaeHn Y4acTHVIKA COBETCKOIO
CTBY, IO3TOMY I1omNa- | repos. HpascTeeH- obmrecrsa. Heposmox-
naet B I'YJIAI nociie | HO ommpaBaaHHbIe HOCTB OBITH CBOOOI-
Bropon muposon TIOCTYTIKV TJIaBHOTO HBIM Y€JI0BEKOM
BOVIHBI repos IpUBOIAT €ro B COBETCKOM OOIIIecTBe

B I'VJIAT
2. Cemps 1

Het unentndnkarmm
VIHIVIBVIOB C CEMBSIMU

3. PoBecHUKM

I'naBubIn repom

B BOCITOMMHaHWIX
ABHO C OCY KJIeHVeM
OoTMeuaeT Bce ITpe-

CoparHukos, cosep-
LIAIOIIMX HPaBCTBEH-
HO 00OOCHOBaHHBIE
IIOCTYTIKY (HarpmMmep,

OrcyTcTBUe 1IeHHO-
CTV XM3HU YeJioBeKa
paccMmaTpuBaeTcs B
KauecTse IIPUHIIMIIA

Het vinnmBumos,

C KOTOPBIMU IJIABHBI
repovt Mor 05l pasze-
JINTH COOCTBEHHBIE

TJIaBHOTO Teposi He
MOTYT CTaThb IIpVIMe-
PpOoM 7T BCex

CTBa, paccMaTpmBa-
IOT ce0sI B KauecTBe
TOJILKO CPeJICTBa I
HOCTVDKEHMS 001Iein
e

CTYIUIEHWS COBET- CIIaceHvie OHOIIONYa- | PYHKIIMOHMPOBAHNS | B3[JIAABL. BBIIOTHUTE

CKMX COJIIAT HIHA), pacCTpemBaeT | 00IIecTBa CBOVI TPaykKIAHCKI
KoMaHzmp mosika. Co- IIOJIT 10 OTHOIIIEHIIO
BeTCKOe ODIIIecTBO — K OOIIIecTBY OH MOXKET
3TO 00IIIecTBO pa3ob- TOJILKO BHE COBETCKOI'O
IIeHHBIX VHINBUIOB, oO1ecTBa
KOTOpbIe 100 BTariHe
OPOTUBOIEVICTBY -
IOT OOIIeCTBeHHBIM
e, Jmbo, ecii
COIEVICTBYIOT X pe-
QIV3ALVIN, SIBJISIEOTCSE
OecrTpVHIMITHBIMM
pabamm vy HeTomsIsI-
MU (cM. puc. 2)

4. Cembs 2
— — — CwMm.: Cemps 1
5. Coo01mecTBo Oxpyxarorie Mmuoxecrso aomsu- | CBoboma 1 oO1ee CoBeTtckoe 0o0II1ecTBO
JIroan 004TCsI HaKa- | 0B, VICIIOJTHSIOIIINX 0J1aro IIOJIHOCTBIO JIVIIIEHO CBOOOIHBIX
3aHWSL; IOCTYIIKI HpUKas3bl rocynap- HEeCOBMECTVIMBL coo01IIeCTB
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Oxonuanue mada.

Kpyr Popwmyria Popwmyria ®opwmyria PesviIbrar
NPVHAJIeKHOCTY | YHUBEPCAIM3alV IIepCOHATTLHOCTI aBTOHOMHOCTM Y
6. l'ocygapcTBo I'naBHBIV TEpOTL T'ocynapcrso Tpebyer |ITomumuenue rocy- | HeBo3sMoXXHOCTH ObITh

v / VIV pemirms

[IPOTMBOIIOCTABIIEH
rOCyIapCTBY, B KOH-
L€ UT'PHI IIBITAeTCS
cbexxaTb K COI03-
HVIKaM (COIO3HBIe
apMum), YTOOBI
OIIy0JIMKOBATh CBOL
ITHEeBHUK

IIOJTHOV XePTBEHHO-
CTY OT Ka’K[I0TO MH-
IOvBMaa paay o0Imx
nestent (cM. puc. 3).
HeBo3MOXHO mocTy-
I1aTh HPABCTBEHHO

HapCTBY YHUYTOXAET
csobony. nenrmudn-
Kallyist MHIVMBI/IA KaK
rpak/IaHIHa COBeT-
CKOTO TOCylapcTBa
O3HaYaeT OTKa3 OT
CcBODOIBI

OJIHOBpeMeHHO I'paX-
JTaHVHOM COBETCKOT'O
rocyapcrsa v HpaB-
CTBEHHBIM CBOOOTHBIM
JeJI0BeKOM

7. 30Ha KyJIbTYypbI

LlenHOCTV MOpaIN
¥ IpaBsa He pabora-
FOT B COBETCKOM 00-
miectse. VIMeTh cBoe
MHEeHVe — 3Ha4uT
OKa3aTbCsl B UTOTe

B I'YJIATe

I'eport okasbiBaeTcs
B I'YIIAT'e; CCCP
BOCITUTEIBaeT Oe3po-

ITOTHBIX, HE VMIMEIOIIIMX

CBOEro MHeHwMs 11 0e3
IIpOMeIIJIeHVs HO]I-
YUHAIOIIVIXCS TIPU-
KaszaM, ITOJTHOCTHIO
B3arIMO3aMeHSsIeMbIX

VIHIIVIBUIOB, IIEHHOCTD

Kayk7I0TO 13 KOTOPBIX
IpubivDKeHa K HYJTIO

EnviHCcTBEeHHBI
Cr1oco0 cBOOOIIHOM
KU3HM — He UIeH-
TdULIpOoBaTh cels
C HpaBCTBEHHBIMU
IIPUHLMIIAMI OIIpe-
TIeJIEHHOVI KYJIbTYPbI

CoOBEeTCKMII YeToBeK
HIpeiCcTaBIIseT CO00
TUIIOBOI'O MHIVIBUIA,
KOTOPOTO CO3/JaeT To-
CyIapCTBO VI KOTOPBIVI
He MIMeeT CaMOCTOSI-
TEJIILHOV IIEHHOCT

B KauecTBe CBOOOIHO
JIMYHOCTY

8. YemoBeuecTBO
CEeroHs 1
YHT/IBepCaJ'IBHI)Ie
HpV[HL[VIHI:-I

CrnetoBanvie yHu-
BepcaJIbHbIM HpaB-
CTBEHHbIM HpV[HHVI—
IIaM HEBO3MO>XHO B
YCIIOBMSIX COBETCKO-
ro ob1mecrBa

CoBeTtckoe 00I11ecTBO
YUWUT IPUOPUTETY
1eJIevt colyMa Hajt
1eJIIMU OT/IeJILHOIO
yejioBeKa

MOo>XHO OCTaThCST CBO-
OOOHBIM YeJIOBEKOM,
IIPOTUBOITOCTABIISS
ce0st oO1IeCTBY, T.€.
paccMmarpuBast cebs
KaK IIpeICTaBUTeI s
Ppa3syMHOTO 4eJIoBe-
YecTBa, a He COBeT-
CKOro olIrecTBa

CoBeTckoe 0o0I11ecTBo
He peanv3yeT yHUBep-
CaJIbHBIE IPVHIIVIIBL
Ono npoTmsoMNo-
CTaBJIEHO Pa3yMHOMY
CBOOOTHOMY UeJIoBe-
4ecTBy

9. Bce >xmBoe
Ha IUIaHeTe
B HACTOMAIIIVI

I_IeHHOCTB JKMBOI'O
BO3MO>XKHa TOJIBKO
BHEe COBETCKOI'O CO-

B coBeTckom 00111e-

cTBe Jrrobast ITeHHOCTb

ocymecTBrIMa TOJIBKO

HeBo3M0XXHO OBITH
COBETCKVM 4YeJIoBe-
KOM ¥ II€HUTH BCe

CoBeTtckoe 00I111ecTBO
IIeHWUT XM3Hb, TOITHKO
eCJIM OHa 11eJ1eCO0-

MOMEHT nuyMa PV TOCyJapCTBEH- JKVMBOE Ha IIaHeTe OpasHa — coOTBeT-
HOM 0f100peHMNr CTBYeT 1IeJISIM pa3BU-
TVSI TOCYTapCTBa
10. 2Ku3ub MuguBwg vmeH- OOiecteo CCCP bynymee y uestoe- | CCCP siBjisieTcst MCKyc-
KaK TaKOBas TdnImMpyer ceds | IPOTUBOIEVICTBYET YecTBa €CTh, €CJIV MH- | CTBEHHBIM ODIIeCTBOM,
v Oymymme C YeJI0BeYeCTBOM, HpPaBCTBEHHOMY CO- IOVIBUIL OTKQXXETCS OT | KOTOpOe He MOXKET
IIOKOJIEH S cberas m3 'YJ/IAl'a |BepIIleHCTBOBaHIIO VIIeHTUUKAIIUN C BOCIIUTATEL CBOOOTHBIX
C JHEBHMKOM U Ha- |4YeJIOBeYeCcTBa ob1recTBOM, rocyaap- | MHOVBWIOB 1 He VIMe-

MepeBasiCh ero OILy-
OymMKoOBaTH

CTBOM U KyJIBTYPOV
cccer

eT OyzyImero
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Company of Heroes 2 Game Setting Analysis

Circle of Universalisation
. Personality formula Autonomy formula Takeaway
belonging formula
1. Ego The hero on whose Society, personified in | The main hero hasto | Antagonism between
behalf the game the image of NKVD | challenge Soviet society |individual and soci-
is played, Lev officer Churkin, op-  |toremain a free man. |ety, it is impossible to
Abramovich Isakov- | poses the main hero be honest and identify
ich, challenges Sovi- |and disapproves of oneself with Soviet so-
et society and lands | the hero’s views. The ciety. It is impossible to
in the GULAG after |hero’s morally justi- be a free man in Soviet
World War IL fied behaviour lands society.
him in the GULAG.
2. Family 1 No identification of in-
B B B dividuals with families.
3. Peers In his memoirs the The regimental com- |Disregard for the value |There are no individ-
main hero records ex- | mander shoots the sol- | of a human life is seen |uals with whom the
plicitly condemning | diers who act moral- |as the principle of the | male hero could share
all the crimes of the  |ly (for example, save |functioning of society. |his views. One can only
Soviet soldiers. their mates). Soviet fulfil one’s civic duty to
society is dysfunction- society outside Soviet
al, consisting of peo- society.
ple who either secretly
oppose social goals or,
if they work toward
them, are unprinci-
pled slaves or villains
(see Fig 1).
4 Family 2 — — — See: Family 1
5. Community | People are afraid of | The multitude of in- |Freedom and the com- |There are no free com-
being punished; the |dividuals who do the |mon good are totally =~ |munities in Soviet so-
main hero’s acts can- | bidding of the state incompatible. ciety.
not be a model for see themselves only
other people. as instruments for
achieving a common
goal.
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The end of the Table
Circle of Universalisation )
i Personality formula Autonomy formula Takeaway
belonging formula
6. The state The main hero is op- Submission to the state |It is impossible to be si-
and/or posed to the state and destroys freedom. An | multaneously a Soviet
religion eventually tries to de- individual’s self-iden- | jtizen and to be a mor-

fect to the allies (al-
lied armies) in order
to publish his diary.

tification as a citizen of
the Soviet state means
renunciation of free-
dom.

al and free person.

7. The culture

zone

The values of moral-
ity and law do not
function in Soviet so-
ciety. To have one’s
own opinion is to end
up in the GULAG.

The hero finds him-
self in the GULAG;
the USSR brings up
uncomplaining in-
dividuals who have
no opinions of their
own, instantly fulfil
orders, are totally in-
terchangeable, their
value as individuals
approaching zero.

The Soviet human is a
typical individual cre-
ated by the state who
has no independent
value as a free individ-
ual.

8. Humanity |In Soviet society itis |Soviet society affirms |The only way tolivea |Soviet society does not
today and impossible to follow |the priority of social |free life is to oppose so- | follow universal prin-
universal universal moral prin- |goals versus the goals |ciety, i.e. to see oneself |ciples. It is opposed to
principles ciples. of an individual. as a member of reason- |reasonable free human-
able humanity, and not |ity.
of Soviet society.
9. Allliving | Living things have In Soviet society a val- | It is impossible to be a | Soviet society values

things on the

value only outside So-

ue can only be actu-

Soviet man and to val-

life only if it serves

planet at this | viet society. alised with state ap- | ue all living things on |a purpose, i.e. corre-
point in time. proval. the planet. sponds to the goals of
state development
10. Life as The individual iden- |Society in the USSR | Humanity has a future |The USSR is an artifi-
such and tifies himself with hinders moral im- if it refuses to identify |cial society which can-
future humanity, escap- provement of human- |itself with Soviet soci- |not bring up free in-
generations  |ing from the GULAG |ity. ety, state and culture. |dividuals and has no
with a diary in order future
to publish it.
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IToCKOITBKY ~ CeTTMHI  KOMITBIOTEPHOVI WUI'PbI
orpaHM4YMBaeT pasHooOpasyie TPaeKTOPUI IeviM-
miest, IOCTOJIBKY OH BJIVISIET Ha pean3ariiio CBO-
Gompl reviMepa. 3ajIoKeHHBIe B CETTVHT 3JIeMEeHTBI
COZlepKaHVIsT CO3MAIOT YCJIOBUST peasn3aiui CBO-
Gompl 11 MOTyT CHHOCOOCTBOBaTh (POPMIMPOBAHWIO
U U3MeHeHUIO IIpeficTaBieHnsi 00 oOIecTBe 1 O
Mupe B 1esioM. I IpenjioxkeHHbIVI KpUTepuvi OLleH Y-
BaHISI CETTVIHTa KOMITbIOTEPHOV MI'PhI IIO3BOJISIET,
KakK MbI BUIEJIVI, BBISBIISITH TaKue 3JIEMEHTHI CO-
Jep>KaHWs UTPbl, KOTOPbIe MCKaXKaloT UIeHTudu-
KallMIo MHIVBNMIA Ha KaKOM-JIM0O ypoBHe KpyroB
OPUHAIJIEXXHOCTU U IeCTPYKTVIBHO BO3IEVICTBYIOT
Ha dopMIpoBaHe COLVaIBHOIO eVHeH V.

Vicnornmb3oBaHVe  IIPe[JIOKeHHOrO0  KpUTepus
B IIpollecce pa3pabOTKI KOMITBIOTEPHBIX UT'P, Ha
MOV B3IJISI, TIO3BOJIUT reVIM-IM3ariHepaM KOppeK-
TUPOBaTh 3aJauM WCKYCCTBEHHOIO WHTEJIJIEKTa
TaKVM 00pa3oM, YTOOBI KaK MMHMMYM He MelllaThb
peanvisani IIpoeKTa HOBOI'O IIPOCBEIeHVISI B CO-
BpeMeHHOM OOIIlecTBe B YCJIOBMSIX aHTPOIIOIeHa,
a KaK MaKCMMYM — CIIOCOOCTBOBATh 3TOMY.

baaeodapuocmu: Jannas nybauxayus noodeo-
mobBaena npu unarcoboi noddepxke MuHucmep-
cmba nayxu u Bvicuie2o 06pazobanus Poccuiickorl De-
depayuu, npoexm Ne 075-15-2019-1929 «Kanmuan-
CKAs payUOHAALHOCb U ee nomeHyuar 6 cobpemen-
HOU HAYKe, MeXHOA0RUAX U COUUAALHBIX UHCTIUNY-
max», peaiusyemvlii Ha base baimuiickoeo ¢pedepao-
Hoeo yHubBepcumema um. M. Kanma (Kasunurnepao).
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Inasmuch as the setting of a video game
limits the diversity of gameplay trajectories
it restricts the player’s freedom. The elements
contained in the setting create conditions for
the exercise of freedom and may contribute to
the shaping and change of the idea of society
and the world as a whole. The proposed criteri-
on for assessing the video game setting permits
us, as we have seen, to reveal elements of the
game’s content which distort the identification
of the individual at some level of the circles of
belonging and have a destructive effect on so-
cial cohesion.

The use of the proposed criterion in the
process of designing video games may ena-
ble game designers to adjust the tasks of arti-
ficial intelligence in such a way as at least not
to impede and at best to promote the imple-
mentation of the new enlightenment project in
modern society under the conditions of the an-
thropocene.
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