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Annomayus. B cratbe paccMarpuBaercs nmpoOiemMa aMOMBAIEHTHOCTH TJIa3 MPU KOHCTPYHPOBAHMU BU3YaJIbHOTO
oOpaza nepcoHaxeil B panTactuke. MICTOUHMKaMHU CTaIl MIUTIOCTPALMK U3 KHUT MPAaBUII U XyOXKECTBEHHBIX aIb0OMOB
Ui HactosibHOM wurpel Warhammer 40000. B ¢anTacTHke 4YacTo HCHONB3YIOTCS MHUQOIOTHYECKHE MOTHBBI, U
aHOMaJIbHBIE IJla3a — OAMH M3 TeX, 4TO BCTpeuyaercss HambOosee yacto. IloaTomy mpu orbope Marepuana st
HCCIIEI0BAaHMUS UCTIOIBb30BAIUCH H300paKeH!s ¢ Hanbolee XapaKTepPHbIMU IIEPCOHAXKaMH, Ila3a KOTOPBIX OTIHYAOTCS
0T «HOpMaJbHBIX». COBpeMeHHast (PaHTACTHKA, SBIISACH MPOAYKTOM MAacCOBOW KYJIBTYPHI, HCTIONB3YET MU(OIIOTHIO KaK
OCHOBY M NPHUBHOCHT COOCTBEHHBIE CMBICIIBI B YCTOSIBIIHECS 00pa3bl. FIMEGHHO 3TOT KOHEUHBIH pe3ydbTaT HamOoiee
HMHTEPECEH, a KOJIIMYECTBO MCCIICNOBAHHUH, TIOCBSIIICHHBIX JAaHHON TeMe, OCTaeTcs HeOOIbIINM. Tak, aHOMaJIusl OPraHoB
3pEHUs] CTAHOBHUTCS B UI'PE MapKepOM HAJIMYHUS BOJIICOHON CHIIBI M MPUHAIICKHOCTH K COOOIIECTBY. DTO OIMHAKOBO
OTHOCHUTCS K «T€pOosIM M Bparam», aHOMajbHBIE IJla3a MOTYT MMETh KakK IOJIOKHUTEIBHOE, TaK W OTPHUIATEIHHOE
3HAYCHUE B 3aBHCHUMOCTH OT TOTO, HA YbEH CTOPOHE BBICTYNAET MEpPCOHaX. /Iyl TaHHOW MIpBl CTAHOBUTCS 3HAYUMBIM
00pa3 «1HOTo», HeoOsI3aTeIbHO BpakAeOHOTO. [T1a3a CTAaHOBSITCS MAPKEPOM «UY>KOTO», B Psie CIydaeB CBOCOOPa3HBIM
3epKaJbHBIM OTPaKCHUEM HEraTHBHBIX CBOICTB. B Hmbkecnemyroliel crarbe 3TO MOKa3aHO Ha MPUMeEpax aHOMaJbHBIX
I1a3 JJIEMOHOB, KOTOpBIC, KaK U B PAa3IMYHBIX MH(OJIOTUAX, UMEIOT OOJbILION HAOOp HEHOPMAaJbHBIX COCTOSHHH IJIa3.
Kpome TOro, B crarbe paccMOTpEeH psiJi CIydaeB, KOTJa MCKYCCTBEHHBIE M JKMBBIC IVIa3a COMMIKAIOTCS MO MpUéMam
n3o0pakeHus, 0e3 ayOnupoBaHusi (GYHKIHE Apyr apyra. B 3akirodueHue cielaH BbIBOL 00 aMOMBaJCHTHOCTH
BU3yaJIM3allMyi IJIa3 KaK MapKepOB COLMAIIBHOTO CTaTyca, BPaXJIeOHOCTH W MHAKOBOCTH, HE 3aKpPEIUICHHBIX 33 KaKOii-
00 OHOW CTOPOHOIA.
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Abstract. The problem this article deals with is the ambivalence of the eyes when it comes to creating visual images
of characters in science fiction and fantasy. The research is largely based on the illustrations from the board game
Warhammer 40000 rulebooks and artbooks. Science fiction and fantasy genres can as well be characterized by often
using mythological motifs, and unusual eyes is one of the most common ones. Therefore, the research materials were
chosen to provide the most vivid and representative samples of characters whose eyes strongly differ from «normal»
ones. Being a product of mass culture, modern science fiction and fantasy uses mythology as a foundation stone of the
genre and introduces new meanings into traditional images. It is this final result that is of most interest, while there is
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not much research devoted to this topic in particular. Speaking more precisely, in the Warhammer 40000 setting
abnormity of visual organs usually marks the characters with magical abilities or the members of certain social groups.
This applies both to the «good» and the «bady, abnormal eyes can have both positive and negative meaning depending
on the party the character belongs to. One of the key features of the game is the «other» figure which does not
necessarily equal the «enemy». Abnormal eyes signify the «alienness» and in certain cases may also mirror the negative
features of the character. In the article, this statement is illustrated by the example of demons in the Warhammer 40000
universe whose eyes - like in different mythologies - provide a broad range of various abnormities. Besides, there are
descriptions of several cases when artificial and natural eyes can be depicted in similar ways but their function would
still be different. In the final section of the article, one can find the conclusions on the topic of the ambivalent ways to
depict the eye as an indicator of certain social status, antagonism or otherness which are not ultimately bound to a
certain side of the conflict.

Key words: visual image; fantasy; board games; ambivalence; otherness; art album; eye abnormity; mythology
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BBenenue

B cratpbe Oyner paccmoTpeHa mpobiiema amMOnBa-
JICHTHOCTH IJ1a3 MPU KOHCTPYMPOBAaHWM 00pasa Iep-
coHaxxa B (haHTacTuke. VICTOYHHKOM CTaHYT HILTIO-
cTpaimu K (haHTacTHUECKOW HacTolbHOM urpe War-
hammer 40.000, omy0nuKOBaHHBIC B XYIOXKECTBCH-
HBIX ab0OMax M KHUIax MPaBWI 32 MOCIETHHUE ISTh
ner. [lpuBeneHHble 37eCh MPHUMEPH MO3BOJISIIOT HE
TOJBKO COCTaBHUTH THIIOJOTHIO 3HAUYEHHH U CIydacB
WCTIONIb30BaHUs, HO M IPOJEMOHCTPUPOBATh, KaK CO-
BpPEMEHHBIE MEIMa 3alMCTBYIOT MH(poIorudeckue
CIOKETBl C YacTHYHBIM COXpPaHEHHWEM HX CMBICIA.
OpnHako akmeHT Oy[eT clenaH He Ha KOHKPETHBIX
MHU}ax, IOTOMY YTO ISl MTPBI, KaK MPOIYKTa Macco-
BOW KYJBTYpbI, MCIOJIB3YIOTCSI OOIIME IpelCcTaBIe-
HUSL TIPU KOHCTPYHMPOBAHUM BU3YAJIBHBIX 0Opa3oB.
Hanpumep, rnasnasi aHoMmanusi — pacrpocTpaHeHHBIH
NPU3HAK HEYUCTOW CHIIBI B Pa3IMYHBIX HpPOW3BEe-
HUSIX (DaHTACTUKHU.

WnTtepecHo B mepByro odepens TO, Kakyro (yHK-
LMI0O HECTaHJAPTHBIC IJIa3a BBIIOJHSAIOT B NPOU3Be-
JCHUSIX, U KaK 3TO BJIMSET HA MapKUpPOBaHHE IOJIO-
KHUTEIFHOTO ¥ OTPULIATEIIFHOTO 3HAUSHUS JISl HTPBI.

MeTO}II)I HCCJICA0BAHUA

BbiOpaHHbIe KHATH € TIpaBWJIaMH UTPBI 001a1at0T
OOJIBILION PETPe3eHTaTUBHOCTBIO, TAaK Kak B HHUX
KaXK/1as CTpaHUIla TPOWJLTIOCTPUPOBAHA, YTO JENaeT
UX YIOOHBIM JJISI UCCIIEZI0OBAHUS HKOHOTpapUIeCKUM
MmeronoM Jlxxepoma bame. OH mpenmnonaraer BbIOOp
TEMBI JUIs CIOKETOB KapTHH. BTopoii Meton uccreno-
BaHMs cemuoThuyeckuif, MockoBcko-TapTypckoit
IIKOJIBL.

Buemnuii Bun mepcoHaxel 3aMKCHpOBaH Ipa-
BWJIAMH M3JaTeNs M 00s13aTeNeH K COOIOISHHIO TIPH
BU3yaJIM3alii, ¥ HE MPOTHBOPEYUT JAPYT JPYTY Y
pa3HbIX aBTOpOB. IIprMeEpoM MOTyT CIyXHUTh WILIIO-
crpatmu s kauru [McekycerBo Warhammer 40000:

Anpoom, 2020, c. 21] u komexc [Codex Space Ma-
rines, 2020, p. 30], rae u300paXkeH OMMH U TOT K€
[IEPCOHAX, MUHUMAIBFHBIE PA3IIUYUsl MPHCYTCTBYIOT
TOJILKO B IOJIOXKeHHH Tejia. [1o100HbIe TOBTOPEHNUS —
OJlHA M3 XapaKTEPHBIX YEePT COBPEMEHHOW MacCOBOMU
KyJNbTyphl, Kak TOKa3biBaeT KocTwHa Ha mpumepe
(unbemoB. lpy HEM3MEHHOM CMBICIIOBOM U BU3yallb-
HOM CTEPKHE XapaKTCPUCTUKU IEPCOHAXa YTOYHS-
1I0TCsl B KakaoM HoBoM m3manmm [Koctmna, 2020,
c. 311]. BaxxHO¥ KHUTOHN TSI UCCIIEAOBAHUS CTAIl XY-
JIOYKECTBEHHBIN aTb0OM C KHM)KHBIMH HJLTIOCTPAITHS-
mu «MckycerBo Warhammer 40000», roe comepkat-
Cs1 IOAPOOHBIE OIMCAHUS TEX.3aJaHUM JUTS Xy I0KHH-
KOB, JIETAIEHBIX OCOOEHHOCTEN MPY CO3J]aHUW BHEIII-
HETo 00JIHKa MePCOHAXKA.

Hal'lpaBJ'leHI/Iﬂ HCCJICTOBAHUA UT'P B HAYKE

O6beM MatepuaoB 00 UTPax B MOCIEIHUE TOJbI
pactet. UccnenoBanust B 00J1aCTH KOMIBIOTEPHBIX U
HACTOJIBHBIX MI'P YacTO MEPECEKar0TCs, YTO MO3BOJIS-
eT uX paccMarpuBath BMecTe. CTaBsITCS BOMPOCHI O
BIIMSIHUM KYJIBTYPBI HA UTPBI U UTPHI Ha YenoBeka. Ho
WCCIIC/IOBAHNI BCE €Ile HENOCTaTOYHO ISl Tpen-
CTaBJICHUSI O TIOJHOW KapTHWHE BIHSHHS WIP HA CO-
BpPEMEHHYIO KH3HbL [Sotamaa, Svelch, 2021, p.7]. C
9TUM MOYKHO COTJIACHTBCS NP YTITyOJICHUH B BOIIPO-
Cbl BU3YaJbHBIX HCciemoBaHHH. Tak 3HauMTEIBHOE
YUCIO MYOJHUKAIMIA TOCBSIICHO TEXHUYECKOMY [TH-
3aitny nepconaxeii [Gao, Zheng, 2021, p. 113], Biu-
SIHHIO JINTEPaTypbl Ha KOMIBIOTEpPHYIO Urpy [Baker,
2022, p. 22], nnu >MoIMsAM Hrpoka U 3PQeKTy npu-
cyrcrust [Caroux, 2023, p. 3]. Ho 3HauuTensHO
MEHBIIICE YHCIIO TOCBSIIEHO BHU3YalbHbIM 3HAKaM.
Paccyxnas o nmureparype xanpa haHTe3u 1 MUDOIIO-
ruy, DHapro [lamens (Andrew Shamel) ucnons3yer
TepMuH «MupUYeckas BocnpuumunBocTh (Mythic
sensibility)» [Shamel A, 2022, p. 173]. On onwuchIBa-
€T CO3/IaHMe BOCIIPHUSATHS CIOJKETa Y CIIyIIATess WU
3pUTEINS B ONPEIEICHHOM KITFOUe CPEICTBAMU CaMOTo

Ihasa xax MapkKepbvl UHaKkosocmu 6 d)aHmacmuKe (Ha mamepuaie uﬂ]liocmpauud

K HacmonvHou uepe Warhammer 40000)
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muda. IloHATHE TpUMEeHUMO W K (DaHTACTHUCCKAM
urpam (KOMIIBIOTEPHBIM M HACTOJIbHBIM), TJI€ OHY U3
KIIIOUEBBIX PpOJIEH WIPaeT BU3YANbHBIA JH3AWH.
HmenHo oH uepe3 Aetanu oOpas3a HacTpauBacT UTPO-
Ka Ha MOTPY>KEHHE B BBIYMaHHBIN MHp, YTO MOJYEp-
KMBae€T BaKHOCTb HCCIIEAOBAHUM B OONACTU CBS3H
urp, MuGOJIOTUH U BU3YaJIbHON KYJIBTYPHL.

3auMcTBOBaHMA 00pa30B MU (OIOTHM B HTPax

Buzyansaple 00pa3sl monieil 1 TOTYCTOpOHHEH
CHIIBI TIEpEHECEeHBI W3 MHUQOIOTUN Ha OJIarofaTHYIO
no4By (haHTAaCTUKH, OECKOHEYHOTO MCTOYHHUKA HIIECH
JUIE KOHCTPYMPOBaHUs SPKUX 00pa3oB. Mudoorus
M300MITyeT BapuaHTaMU BU3yalHM3alldy TJ1a3 Marmde-
CKHX CYIIEeCTB. B3risi BrICIIero 00ecTBa crocobeH
OXHBUTH. M yMepTBUTE, MOJOOHO Ta3aM Mey3bl.
I'maza 3eBca Onumnuiickoro nojisixatoT orHeM. Ilo-
BsI3Ka HA TJ1a3aX WM OYKH, COTJIACHO CPETHEBEKOBBIM
MpeICTaBICHUSIM, MOTJIM 0003HaYaTh JTyXOBHYIO Clle-
oty [Maizysnsc, 2019, c. 241]. I'mazusie anomanuu
(crmemora, AYIUIMIIMPOBAHHBINA 3padvoK H T. JI.) — Kak
MPaBUIIO, 3HAK HEUHCTOW CHIIBI WM WX TPUCITY)KHH-
KoB. MpnaHIcKkuéi XTOHMYECKHIA OJHOTJIA3bIA OOr
banop umen npossuiie «/lypHoit rmas3» [Fimi, Sims,
2023, p. 125]. N3o0paxeHne MarmdecKux WM Kak-
00 TpeoOpaXeHHBIX TJla3 CTall0 CTaHIAPTHBIM
MPUEMOM MapKHPOBAaHUS MEPCOHAKEH, 00IaIatonmx
maruueckumu B Warhammer 40000. 3purens mo wui-
JIOCTpAIMsIM B KHUTE TPABWI MOXET OTIMYUTH
«OOBIYHBIX» TIEPCOHAXKEH OT TeX, UYTO HaJIEIICHBI
BOJIIIIEOHBIMH CITIOCOOHOCTSIMH.

CaeTsilecs 171a3a Kak MapKep Maru4eckou
CUJIbI H COIMAJILHOTO CTATyCa

B cbopuuke crateit «Cuna B3riaga. ['maza B mu-
¢ornorun 1 MKOHOTpadUM» MOAPOOHO paccMaTpHBa-
FOTCS aHOMAJIbHBIC TJ1a3a Kak MCTOYHMK CHIIBL. I'1aza
HEYHNCTON CWIBI 00JIagar0T O0COOBIMHU CBOIicTBaMU. B
cratee C. }0. HexmonoBa mopuepkuBaeTcs, 4TO B
MHUQOJIOTHYECKOH CIIETIOTE COAEPKUTCS Hujiest 000-
oadocty [Hekmonos, 2019, c. 137]. Cnemnoit ctaHo-
BHTCS HE TOJBKO HEBHIAIIMM, HO M HEBUIUMBIM JIJIS
00bEKTa KOMMYHHUKAIMA. ABTOP YyKa3bIBaeT, 4YTO
npobileMa BHAMMOTO / HEBHIUMOTO apXaWdHasi, |
JETCKAN KECT «3aKPBITh JIUIO — CIPSTATHCS» OTCHI-
JaeT K 3Toi npodiieme. Ho He Bce aHOMaITbHBIE Ti1a3a
o0amaroT HeTaTUBHBIMH CBOMCTBaMHU. Tax
J1. 1O. lopoHWH MTOKa3bIBaCT MO3UTUBHBIC AHOMAIIUH,
HaTpUMep, «3BE3J00KOCTH» SIUYECKUX OoraThIpen
[doponuH, 2019, c. 241].

B BusyanpHBIX 00pa3ax HactoipHOW Hrper War-
hammer 40.000 mpuCyTCTBYIOT CXOKHE OCOOCHHOCTH.
CaeTsupecs 11a3a WM BCTIBIIIKA MOJHHUA — pacIpo-

CTpaHeHHas AeTalb 00pa3oB Cpear ee ImepcoHaxel. B
HACTOJILHOW WIPEe OHA HCIIOJIb3YeTCsl IOCTOSHHO, HO
BBIXOJIUT 32 PAMKH MapKepa Marm4ecKOi CHIIBI ISl KX
obnagarens. B manHo#t wrpe momoOHble Jtoau 00b-
€IMHEHbl B PA3JIMUHbIE OpraHU3alMU I0J Trocyaap-
CTBEHHBIM KOHTPOJIEM M HA3bIBAIOTCS OMONIHMApHH, TIIe
WCTIONIb30BaHUE MaruM PeTJIAaMEHTHPOBAHO TOCYAAp-
CTBOM, a caMy OONaJiaTelll y3aKOHEHBI B Mpodeccro-
HaJIbHOM cTaTryce. Tak OIMchIBaeT MX KHUTra IPaBHIL:
«XpaHHTENN 3HAHUM, BIAACIOLIUE YXKACAIOIIEH IMITH-
pudeckoii snepruein» [Codex Space Marines, 2020,
p. 134]. B npuxymMaHHOW MCTOpPUU MHpa UTPbl KOJIH-
YeCTBO MOAOOHBIX OPraHU3aLUi OIPOMHO, HO I CTa-
TbU 3HAUCHUS HE UIMEET, TIOCKOJIbKY JJIsl UTPOKA BAKEH
HE TOJIbKO JU3aiiH MEPCOHAXKEW, HO M AMOLMH, KOTO-
peie on momy4aet [Christensen, 2022, p. 150]. Iloato-
MYy NEPCOHAKH COCAMHSIOT (DAHTACTUUECKUE U Pea-
CTUYHBIC YEPTHL

XapakTepHOW 4epTOH MHOTHX H300pa)kKeHHid cTa-
HOBUTCS CONMKEHUE BU3YaIU3aLUHM HACTOSIIMX TJ1a3
U MCKYCCTBEHHBIX, I'/I¢ BHELIHMI 00pa3 HaMepeHHO
KOHCTPYHPYETCSI MAaKCUMAJIBHO CXOKUM C PeaIbHBIM
nuuoM. Ha minmocTpanyu ronoBa nepcoHaka CKpbITa
00€BbIM IIJIEMOM, HO 320CTPEHHBIC LBETHBIE CTEKJIA B
HEM HalmoOMHUHAIOT (GOpMy IJIa3HHUL, KaK HA HIUIIO-
crparun Urops Cuma [Dark Andgel Primaris]. B ps-
JIe CIly4aeB CBETAIIMECS IJ1a3a HE CTAHOBSITCS MapKe-
POM HaJIM4Ms Mardyeckodl CHIIbI MM OCOOBIX CIIO-
coGHocTeil. Hampumep, B mwmoctpamum  Moxapa
I'penve [MckycctBo Warhammer 40000: AnbOowm,
2020, c. 205] uzobpaxxen Mopam ['ayHT ¢ uMIuiaHTa-
TaMd BMECTO I7a3. VIMIianTaTsl 00JagaroT JIETKUM
CBEUEHHEM, HO 3HaKOM MHAKOBOCTH HE SBISIOTCH, U
yKa3aHWe Ha CBEPXBSIBCTBEHHBIE CHIIBI OTCYTCTBYET.
Ubpam T'ayHT 31€ch n300pakeH psioM CO CBOUM
JAaBHUM Bparom, JeMOHOM. JIMII0 mocieaHero 3axkphbl-
TO IYTrarolled MAacKOM ¢ KpaCHBIMH IJIa3aMH, Ha €ro
BpaXJeOHYI0 HWHAKOBOCTh YKa3blBAalOT INUMBI |
ycTpallaromue «riasa» Mmackd. HapucoBannoe ps-
JIOM JIMIIO YEJIOBEKA OCTAETCS CIIOKOMHBIM, 1 AyTMEH-
THYECKUE TJa3a BBITJSIST HOPMAaIbHBIMH, YKa3bIBas
HAa YeJIOBEYECKYIO IPHPOTY TePOsI.

AHoOMAaJIbHBIE [JIA32 1EMOHOB U 1YyKAKOB
B HACTOJILHOM MIpe

151 HaCTOJIBHOM UTPBl BaXKHO HAJIMYUE arpeCCUB-
HOTO «HMHOTO0», BParoB JIOAEH M NPOYHX KHUBBIX CY-
LIECTB. 37IECH 3Ty POJb BBINOJHAIOT AeMOHBI. OHHU
H300pakaloTcss Kak aHTPONOMOpQHbBIE CYIIECTBa,
MHOT/Ia C aHUMAJIMCTUYHBIMH JJIEMEHTaMH, oOiaja-
oume (QU3NUECKUM TeJloM, 4TO OOyCIaBIMBaeT HX
BHEITHUHM BUJ U MOBeJeHUE. B TpeOoBaHMIX K WILTIO-
CTpalMsiIM €CThb OOS3aTEeTbHBIN IyHKT O TENECHBIX
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3HaKaX MHAKOBOCTH TPH CO3JaHUHM O0pasa JAEeMOHa:
«WM cremyet mienpo BBIIaBaTh €PETUIECKHAE CHMBO-
JIBL, XKYTKUE TPOo(er U OpyKre KPOBOXKAIHOTO BUJIA
[UckycctBo Warhammer 40000: AnwsOom, 2020,
c. 151].

OO0pasbl IEMOHOB B MTpe, Na)e TPOTECKHBIC, BhI-
3BIBAOT MHTEPEC, HO HEe MyraroT. OYHKIUS JbSBOJIA
HaKa3aHWs 3a TMPOCTYIKU YTPATHIIA CUIY B BOCTIPHS-
THU COBPEMEHHOTO YelIOBeKa. B IeioM mepcoHaxu
(baHTACTHKH OYapOBHIBAIOT 3PHUTENS €IIle CO BPeMEH
«Brnacrenuna konem» [Makai, 2022, p. 511]. Tak,
eme B ucciaenoBannu 2008 r. TOBOpHIIOCH O 3HAYM-
TETBHOM CHW)KEHUH BOCHPHUATHA 00pas3a JbSBONIa B
MonoaexxHou cpene [Stewart, 2008, p. 112]. Ho kak
MOKa3aHO B KHUTE «3aHMMAaTENIbHAS CMEPTh» COBpE-
MEHHOMY YEIIOBEKY Yallleé CBOMCTBEHHO C HHTEPECOM
CMOTpETh M TIOPOH JTFO00BATHCS MPAaYHBIMH M TIOTY-
CTOPOHHHUMH 00pa3zaMH, pacCMaTpuBasi CIICHBI CMep-
TH Kak pa3Bieuenue [Xamaesa, 2021, c. 14].

Temo neMoHa nMeeT SIBHBIC YEPTHI CXO/ICTBA C Ye-
JIOBEYECKAM TEJIOM, HO M300pakaeTcs NCKaKEHHBIM,
MO3TOMY B 00pa3ax JIEMOHOB HauOoOJee YacTo IMpH-
MEHSETCST MOTHUB aHOMAJILHOCTH TJ1a3 (OTCYTICTBHE,
OJTHOTJIA30CTh, MHOXKECTBEHHOCTh). B psime ciydaeB
BpakaeOHass MTHAKOBOCTh PEMPE3CHTYETCS Yepe3 Mo-
THB CJIENOTHI / OTCYTCTBHSI TJla3 y JEMOHHYECKHX
cymects. Ha wmmoctparustx k urpe Warhammer
40000 BHEIHMH BHJ JIEMOHOB W (DYHKIUH 3aUM-
CTBYIOT TpEACTaBICHUs 00 JSMUAEMHUH YyMBl WIH
«HepHoH CMEPTH», OCTABUBILEW CaMbIil 3aMETHBIN
CIIeZl Cpeiu SMUIEMH B KynbType 3anaaHoil EBponst
[Aberth, 2023, p. 21], 4To mposIBISETCS B HA3BAHHSAX
U JeTansx oopasza. Tak, B BUJACHUM JOMHHHUKAHCKOTO
Monaxa [letpa Myuenuka apsBosia B oOpaze [leBbl
Mapuu oOMaH pacKphIBaeTCs, Ha YTO YKa3bIBaIOT
«3aKpBITBIC TJa3a, OECCHIIbHO OMYIIEHHBIE PYKI»
[Maxos, 2011, c. 45]. Ha pa3BopoTe KHUTH IPaBHUII
«Codex: Death Guard» [Codex: Death Guard, 2021,
p. 38-39] y 1eMOHOB r1a3a OTCYTCTBYIOT, HIIM HA UX
MECTe HapHCOBaHBI BIAUHBI. B MiuTtOCTpamy moka-
3aHO, YTO JIEMOHHUECKHE CYIIECTBA CPaXKArOTCsS Ha
BOMHE, TO €CTh cjernora 00O3HAa4YaeT MPUHAIICHK-
HOCTh K MOTYCTOPOHHEMY MUPY W OO0JIaJlaHhe Maru-
YeCKOlM CWIIoi ryOuTeNnbHOU s denoBeka. MHorma
MECTa PaCIIOJIOKEHHS TJIA3HHII TOJBKO 0003HAYEHBI
TemHbIMU BraguHamu [Codex: Death Guard, 2021,
p.37]. Ha ummoctpanuu noxa cratbeid «OCleHHbIE
30MOM» y BCEX MPEOOpaKeHHBIX JIFOJIEH Oelku Tia3
0e3 3payKoB.

MHOXECTBEHHOCTh TJIa3 BCTPEUYAETCS CPENU JIFo-
neil. B kHHTe mpaBwiI TOBOPUTCS O HABUTATOPAX: JIFO-
JSIX C PeIKOM (DU3NYECKOW MyTalueid B BUE JOMOJ-
HUTEJIBHOTO OpraHa, MOXOXKero Ha 3padyok, B LCHTPE
16a. OHM OOBEIMHEHBI B TOCY/IAPCTBEHHYIO CTPYKTY-

py (Adeptus Astra  Telepatika) [Rulebook
Warhammer 40000, 2018, p. 79], ux smOmema B
(dopMe rnaza ykasplBaeT Ha KIIIOYEBYIO XapaKTepu-
cTuKy (pyHKIMI 1 TenecHoro oOpasa. [Ipu momorum
JOITIOJIHUTCIIBHOIO OpraHa TAaKOW YEJOBEK CIIOCOOEH
MPOKJIAIBIBATh  JIOTUCTHYECKHE MApILIPYTHl dYepe3
kocMoc. YUTo nmemaeT MyTauuio IOJIOKUTEJBHOH, a
CaMHXx €€ o6nazLaTeneﬁ HOEHHBIMU IJIs1 COO6HI€CTB3.

Ilyrarouue yepHble 041 Bpara u 4y»Koro

O KOHCTPYHpPOBAaHWHU BU3YaJFHOTO OOJHIKA TpE-
CTaBUTENEH JAPYTuX pac B XyA0KECTBEHHOM alnb0oMe
cKkazaHo cienytomee: «Korma Mbl 3aKka3biBacM HILTIO-
CTpalil I HMCTOPHH O (pakuuu 4UyKakoB, TO
MPEeK/Ie BCETO cTapaeMcs HarJIsHO TOKa3aTh Ty WIN
UHYIO pacy — 0TOOpa3uTh €€ KIFUeBbIe 0COOEHHOCTH
1 Hauboliee y3HaBaeMble BH3YaIbHBIC SIIEMEHTB)
[Mckyccteo Warhammer 40000: Ams6om, 2020,
c. 179]. Ha wmmmoctparmn Hunma PobGeprca «llytu
TéMHBIX ambaap» [MckycctBo Warhammer 40000:
AnpbomMm, 2020, c. 191] y KceHOCa TIOUESPKHYTHI He-
YeJIOBEUECKUE TJa3a IIOJHOCTBIO YEPHOTO IIBETa.
BpaxxneOHbIi B3I CyllecTBa OTpaXkaeT €ro Cylil-
HOCTb, 4YTO IIOATBEPKAACTCA ONHUCAHHMCM IIO3ULHU:
«Ecimm mepcoHaXu MUpPOB KOpaOlieil HapHCOBaHBI
SPKAMH OCHOBHBIMH IIBETaMH, TO WX BH3aBH W3
JPYKXapH BBITIISJIAT MPAyHO, TOTHYECKH M 3JI00HOY.
31ech YyMECTHO BCIIOMHHTBH CpEIHEBEKOBOE TIpe/l-
CTaBJICHHE, YTO CaTaHa MOXET SIBISTBCS B OOJHKE
OneTHOTO YenoBeKa ¢ YepHbIMHU razamu [Rodenberg,
1883, p. 432]. YepHslii 1IBET CUUTACTCS IIBETOM Telia
U OJIEX]IBI TEX, KTO B POJCTBE C jAbsiBosioM [[lacTtypo,
2021, c. 42]. Orcrona cienyer, 4To YepHbIA LBET Ii1a3
yKa3bIBaeT Ha BPaxkJIeOHOCTh HE TOJBKO 10 OTHOIIIE-
HHUIO K JIIO/ISIM, HO M KO BceM cyectBam. Cpesu Jiro-
JIell BCTPEYAlOTCs TIJla3a C MOJHOCTBIO YEPHBIMU
3paykaMi M OEJKOM, OHAa MO3BOJIIET UM BHIETh B
TEMHOTE M MapKepoM Bpax/IcOHONH WHAaKOBOCTH HE
seisiercst [Warhammer: The Horus heresy. Age of
Darkness. Rulebook, 2021, p. 104].

3akiroueHue

Mudonornyeckue dIeMEHTHI B  IPUBEICHHBIX
npuMepax ooperarT ¢pu3ndeckyo (hopMmy, UX yMO-
3puTenbHas (QopMa CTAaHOBUTCSA «IPU3EMIICHHOI.
['nma3za craHOBSITCSA HE MPOCTO MPU3HAKOM OOIaAaHUs
Maru4ecKyx Chil, HO TAK)KE 3HAKOM CTaTyca IpUHAJ-
JIEKHOCTH K KOHKPETHOH COLMAIILHOU IpyTIIe BHYTPU
coobmectBa. Mx obnanareny BBIACTSIIOTCS B 0CO0YIO
TpyNIy U JEMCTBYIOT COINIACHO BHYTPEHHUM IpaBH-
JaM, HO B MHTEpecax TOM CTOPOHBI, K KOTOPOW OHHU
npuHagexxar. Ho ocobeHHOCTH T71a3 Kak MapKepoB
MHAKOBOCTU HE OCTAIOTCS 3aKPEIUICHHBIMH 33 OJHOU
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cTopoHoil. KirogeBoe NMOHMMAaHUE «KTO €CThb KTO»
Jal0T MMEHHO 3HAKU BPaKIEOHOW MHAKOBOCTU WM
ux otcyrcrBue. CTOMT OTMETUTH HEpPaBHOMEPHOE
pacrpeseneHne 3HAKOB HMHaKoBOcTH. Ha cropony
JFoZiel MX NPUXOJMUTCS 3HAYUTENIBHO MEHBILEE KOJIH-
94ECTBO, YeM Ha JEMOHUYECKHX CYILIECTB.

U3-3a BHemIHeH CXOXKECTH M300pasKeHUsI CHMBOJIH-
YecKyro (DYHKIHMIO TJ1a3 CIIOCOOHBI BBHIIIONHSATE MpeN-
METHI, KaK B CIIy4ae ¢ BBITAHYTHIMHU CTEKJIaMH [UIEMA,
HaIlOMHHAOLINE I71a3a, WIX ayTMEHTHYECKHE UMIUIaH-
TaTel, HE MEHAIOT (YHKIMOHAILHOTO 3HAYEHHUS T7Ia3,
WX UHTEpIIpeTalys 3aBUCHT OT KOHTEKCTa M300paxke-
Hus. HeHopManbHOE cocTosiHUE I71a3 (MX OTCYTCTBHE,
MHOKECTBEHHOCTb, IMKIMYHOCTb) B OOJBIIMHCTBE
CITy4acB MoJjpa3yMeBaeT arpeccuio. FiMeTb HeCKOIbKO
TJIa3 WM CYIIECTBOBATH BOOOIIE O€3 OpraHoB 3peHus,
COXpaHssl CIIOCOOHOCTh «BUIETH», 3HAUYUT OBITH Bpa-
rom. Ho B peakux ciydasx HaIM4Me TPETHETO «TIa3a
O3HAayaeT JKeNaeMyl0 WHaKOBOCTb, KaK B cCiydae ¢
HAaBUraToOpaMH, HECMOTPS Ha BHELIHIO YyXEpOo.-
HOCTb BHELITHETO BHAA IEPCOHAXA.

WnrtepecHoii 0COOEHHOCTBIO B KOHCTPYHPOBaHUHU
PAcCMOTPEHHBIX WILTIOCTPALIUI SBISIIOTCS «KJIACCHU-
YecKue» MpeJcTaBlIeHus 0 Joope u 31e. B coBpemen-
HOH (haHTACTHKE 3TU I'PaHU CTEPTHI, €CIIU TOBOPUTH O
BU3yallbHBIX 00pa3ax. 3/1ech HeOOBIYHBIE IJa3a CTa-
HOBSITCSI MApKEPOM TIEPCOHAXKA, BHIXOJISIIETO 33 PaM-
KA PSOOBOrO, HO MX BPaXIeOHOCTh WIIM €€ OTCYT-
CTBHUE 3aBUCST OT TOTO, HA YbEH CTOPOHE OYAET BbI-
CTyIIaTh JAHHBIN [IEPCOHAK.
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