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HA ITYTU K MEJUADCTE3HUCY:
IMPOU3BOACTBO IIPUCYTCTBHUA B KOMIIBIOTEPHBIX UT'PAX *

B cratbe mpoBoauTCS aHaNW3 TEIECHOTO OIMbI-
Ta WrPoKa, KOTOPKIA (opMHUpYET 0Aa30BYIO0 cOMaTHUe-
CKYIO MAaTpHILy I10JIb30BaTels MUPPOBBIX Meaua. [Ipo-
paboTKa COMATHKH 3aJaeT OCHOBY WIPBI, H, HECMOTPS
Ha MHOTo00pa3ue WHTEIUICKTyalbHBIX YIPaKHEHHUM,
KOTOpBbIE MPEUIaraloT KOMIBIOTEPHBIC WIPHI, TElec-
HOCTH TpopadbaThIBaeTCI B HUX B IEPBYK OYEPE/b.
KommnbioTepHble UTrpbl BEHYAIOT HCTOPHUIO Pa3BUTUA
MOCTNCYATHBIX MEWa, aKICHTUPYIOUINX TaKTHUIb-
HOCTh U OIBIT BOBJICUCHUS B CPEy BMECTO OMbITa JU-
CTaHIIMM W TOCIOJICTBA 3pUTENbHONU (QyHKIMU. Wrphl
BO3BpAILAIOT HaM TEJIECHOCTh, KOTOPYIO OTUYKAalu B
BHJIE BU3YAIIbHBIX U/WIN aKyCTHYECKUX 00pa3oB GoTo-
rpadus, KHHO, TSJIEBUICHHUE U TIP., U TIO3BOJISIOT OIle-
pUpOBaTh HE TOJBKO CUMBOJMYCCKUMU CTPYKTypamu,
WHTEPIPETHPOBATh 3HAKW M 00pa3bl, HO M OCBaMBAaTh
HUX HAa COMAaTUYECKOM YpOBHE. B KOMIBIOTEpHBIX UT-
pax HeT pa3pbiBa MEXIy 3HAKOM U TEJIOM, 00pa3oM H
MPUCYTCTBUEM, TaK KaK OMBIT MHTEPIPETALUU B UTPE
HOCHUT TIep(OPMATHUBHEINA XapakTep: T'eHMep MBICIHUT
TCIICCHBIM JKCCTOM. YHHUKAJIbHBINA M JIOKAJIbHBIA OIBIT
COMAaTHYECKON KOHIUEHTpPALNK, XapaKTePHBIN s TaH-
na, nepdopMaHca U BOCTOYHBIX EAMHOOOPCTB, KOM-
NBIOTEPHBIC HWIPHl JICNAI0T MACCOBBIM, JOCTYIHBIM
LUIMPOKOU ayauTOpHU. B CBsI3W ¢ 3TUM, HEBO3MOXKHO
WTHOPUPOBATh BIMSHHUE, KOTOPOE OHU OKAa3bIBAIOT Ha
(hopMHPOBaHUE TEIECHOTO OIBITA B COBPEMEHHOM MH-

pe.

KirodeBble cjI0Ba: KOMIBIOTEPHBIE HIPHI,
UHTEpQEHCh, MPOU3BOJICTBO
JIMadCTE3UC, MPOLEAypHas TEJIECHOCTb, BOOOpakeHHE

MNpUCYTCTBUA, ME-

TCia.

ON THE WAY TO MEDIA ESTHESIS:
PRODUCTION OF PRESENCE IN
COMPUTER GAMES

The article provides an analysis of the player's
corporeal experience, which forms the basic somatic
matrix of a digital media user. The elaboration of the
somatic constituent creates the ground of the game,
and, despite the variety of intellectual exercises that
computer games offer, corporeality is worked through
in them in the first place. Computer games crown the
history of the development of post-press media, em-
phasizing the tactility and the experience of engaging
in game milieu instead of the experience of distance
and the domination of visual function. Games return us
corporeality, which photography, cinema, television,
etc., alienated in the form of visual and/or acoustic im-
ages, they allow us to operate not only with symbolic
structures, interpret signs and images, but also master
them on a somatic level. In computer games, there is
no gap between the sign and the body, the image and
the presence, since the experience of interpretation in
the game is performative: the gamer thinks with a bod-
ily gesture. The unique and local experience of somatic
concentration, typical for dance, performance, and

* Hccnedosanue GbINOJHEHO NpU QUHAHCOBOU NOO-
Oeporcke epanma npesudenma Poccuiickoti @edepayuu.
IIpoexm MK-2256.2018.6, CIIoI'Y.
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martial arts, computer games make massive and acces-
sible for a huge audience. In this regard, it is impossi-
ble to ignore the influence that they have on the for-
mation of corporeal experience in the modern world.

‘{yecmeeHHocmb ajeopummudecKkozco meia

3azaya JaHHOTO TEKCTa — IPEACTaBUTh TO,
KaK KOMIILIOTEPHBIE UTPBI! y4acTBYIOT B (pOpMHU-
POBaHUU YYBCTBEHHOCTH UI'POKAa U — LIUPE — Te-
JIECHOCTHM II0JIb30BATENIsl HOBBIX MEAMA, KaK 3THU
KOMMYHUKaTHUBHBIE MAIIMHBI TPAaHCPOPMUPYIOT
BOCIIPUSATHE UI'POKOB, & TAK)KE TE€X, KTO 3HAKOM C

' 3eck M Janee MCHOJIB3yeTCs TEPMUH «KOMIBIOTED-
Has WUTPa» BMECTO TEPMHHOB «BHJICOUTPA», IUPPO-
Basi UTPa» M T. II., IOCKOJILKY OH OTCBUIAET K MEJHa, C
KOTOPBIMU CBSI3aHBI MTPHI B HAlll IU(PPOBOH BEK — K
KommbioTepaM. CIOBO «KOMIIBIOTEP», BOCXOISAIIEE K
aHTIUICKOMY TJIaroiy to compute (MM — K JIATHHCKO-
My computare), 03Ha4aeT «BBIYUCIHTEIBY (KOTOPHIM,
K CJIOBY CKa3aTh, MOXET OBITh HE TOJILKO MallnHa, HO
n 4enoBek). «KOMIBIOTEpHBIE WIPBD» OMUCHIBAIOT
MPUHIUNHATEHOE U3MEHEHHE, TPOU30IICAIIEee C UTPOH
B HAllle BpeMs: B KOMIBIOTEPHOH (opMe HIPOBOM
OTBIT CBS3BIBACTCSI C PAa3IUMYHBIMU BBIYHCIICHUSMU,
MaTeMaTHYCCKUMU OIepalusIMH, 3alu(ppPOBaHHBIMU B
KOJ€ U Mp., T.€. 0a30BBIM MeIUabHBIM YCIOBHEM
KOMNbIOMEPHOU WIPHL SIBISCTCA €€ GbIYUCIUMOCHID.
Jlpyrve TepMHHBI HE JAFOT HAM TOW K€ — MeauaguiIo-
co(ckoii — Mepbl BCEOOIIHOCTH, MTOCKOJIEKY OIHCHIBA-
0T YacTHBIE MOMEHTHI. Tak, TEPMHH «BHJICOUTPAY,
XOTS TIOPOH €ro M MOYKHO HCIONB30BaTh B KauecTBE
CHHOHHMMA, CKOpPEE OTCBHUIAET K BH3YaIbHOMY ACIICKTY.
Be3 momONMHUTENBHBIX OTOBOPOK K GuOeourpam mIo-
BOJIEHO TPYIHO OTHECTH MEKCMOGble UTPHl UM TaKhe
ayouonrpel, kak GMA Tank Commander (2002) u
Blind Survivor (2012), xoTopsle mpeaHa3HAYEHBI IS
CIIETIBIX WM Jrofiel ¢ aedexramu 3peHus. Ho Bce oHn
OOBEMUHSIOTCS EIUHCTBOM MEIUAIBHBIX YCJIOBUH,
YHHUBEPCAJIBHOCTBIO MeauyMa — Kommbilorepa. CTouT
TaKKe OTMETUTb, YTO B KOMNBIOMEPHOU uzpe PUKCH-
pyercs npoOneMaTndHoCTh (GPOPMBI, KOTOpas Mpenno-
JlaraeT CBSI3Ky CBOOONBI (MTPBI) ¢ HEOOXOAUMOCTHIO
(MaTeMaTHUYECKUE BBIYMCIICHUS).

Key words: computer games, interfaces, pro-
duction of presence, media esthesis, procedural corpo-
reality, imagination of body.

UI'paMU KOCBEHHO, B€Ib, B3aUMOJICWUCTBYS C WH-
tepdeiicamu cMapT(HOHOB, FIEKTPOHHOM IOYTHI,
JJIEKTPOHHOM TEXHUKH, COLMAJIBHBIX CETEH, BCE
MOJIb30BATEM OCBAWMBAIOT HHTEpQEHchl, 3HAKO-
Mbl€ reiimepaM. OTO HE INpa3fgHbId BONPOC, IO-
CKOJIBKY pEaJId KOMIIBIOTEPHBIX UIP CTAHOBSITCS
BCEOOIIMMHU YCIOBHSIMH (OPMHUPOBAHUS KYJbTY-
pBl, PKOHOMHKH, OOIIECTBEHHBIX OTHOIICHWI, B
HUX 337al0Tcsi 0a30BbIe MapamMeTpbl PalMOHAb-
HOCTH, TPUCYLIEH COBPEMEHHOMY uesioBeKy. Ha
2018 rox cratuctuka coobmana o 2,3 Mipa rei-
MEpPOB?, XOTsI BaKHEE ITUX LHUPP TO, YTO MPHBIIE-
KaTeJIbHOCTh MI'P, UX 0C00ast CIIOCOOHOCTH BOBJIE-
KaTh U BO3/EHCTBOBATh HA )KEJIAHWE NPUBOJAT K
TOMY, YTO UIMEHHO B UTpax pa3pabaThIBAIOTCS aK-
TyaJbHbIE TEXHUKU PabOTHl C PEaNbHOCTBIO, 3a-
JAI0TCSl TIaTTEPHBbl COLUAIBHBIX OTHOLIEHWH, KO-
TOpBIE €clii He ceiyac, To B Ommkaiimem Oyny-
IIEM CTaHyT KIIOYEBBIMU. B KOMNBIOTEPHBIX WI-
pax BOCHPOU3BOJATCS KJIACCUUECKUE U CO3JA0TCS
HOBBIE HAppaTHUBbI, YEPE3 KOTOPBIE UTPOK OCO3HA-
eT ce0st ¥ CBOE MOJIOKEHUE B MUPE, B HUX KOHCTH-
TYUPYETCsl TENECHBIN ONBIT U HOBBIE MEPLENTHUB-
HbIC HABBIKH, HEOOXOAUMBIE JUTS )KU3HU B LU(DPO-
BOU pEalbHOCTH.

MennanbHOCTh KOMIIBIOTEPHBIX UIP U CO-
BPEMEHHOM IU(PPOBON KyIbTYphI COBIAJAIOT, IMO-
CKOJIBKY OHM CTPOSITCSI Ha OJIHOM MPEANOChUIKE —

? Cm. mozpo6Hyto cratucTuky Ha 2018 rox: Newzoo’s
2018 Report: Insights Into the $137.9 Billion Global
Games Market.

URL:  https://newzoo.com/insights/articles/newzoos-
2018-report-insights-into-the-137-9-billion-global-
games-market (nara oopamenus: 25.12.2018)
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MaTeMaTH3allui, CYETHOCTH, anropurmax. baso-
BbIIl MeauyM HU(POBOIl peaTbHOCTH — CYEeTHas
MalluHa, KOMIBIOTEP BO BCEX €r0 BEPCUSX U Ba-
puaHTax (T. €. peub UJET HE TOJIBKO O IEPCOHAIb-
HOM KOMIIBIOTEpE, HO O Pa3HOOOPa3HbIX «BBIYHC-
auTenax»). KomneloTepHble UIphbl NMPEABSABISAIOT
IPOLELYPHOCTh — AITOPUTMUYHOCTL® — TEJa M-
pOKa, ¢ KOTOpPOil CBs3aHa BCS TEIECHOCTb, OT(OP-
MaTHpoBaHHas 1dpoii. Urpok morpyxeH B cpeay
uHTEepQEicoB, BKUBACTCI B Hee, JJIS JTydllend Ko-
OpAMHAIIMK C CHCTEMOMH, UTPOH, COOBITHITHOCTBIO.
JInsi yCHemHoro BOBJIEYEHHUS B 3Ty cpeny HeoO-
X0/IMMa KOHIIEHTPALUs U IPOpabOTKa COMAaTHKH B
IIpoLIeCCEe MOBTOPEHUS BJIEMEHTAPHBIX ONEPALUN
(Tak, K mpuMepy, YTOObI MPOMTH OOy Maio-
MaJIbCKU CIIOKHYIO MTPY, HEOOXOJHUM OIIBIT, 3HA-
HUE €€ YCTpPOWCTBAa, MHTYUTHBHOE YTrajblBaHUE
U3MEHEHUN Cpelbl, 4YTO JOCTUTAETCS 3HAKOM-
CTBOM C KOHKPETHBIM IIPOEKTOM WJIM C UTpaMH B
1enoM). 1o TpedyeT OT UrpoKa MOJTHON OTIayH,
€ro TeJNO JOJKHO CTaTh YyBCTBUTENIBHBIM, TOHKO
HAacCTpOoeHHBIM HHTepdericom. MccnenoBaTenbHu-
na renecHoctu reimepa P. T. Héprop B cBs3u ¢
TUM OTMEYaeT IIyOMHY BOBJICUEHHUS B UIPOBOU
nporecc U comnocTasiisieT onbIT urpsl B World of
Warcraft (2004) ¢ 3ansTusiMu kapare®.

3 ToHATUS AITOPUTMMYHOCTH M CYETHOCTH MOTYT BBI-
CTyNaTh CHHOHHMMAaMH, Pa3InYue MEKIY HUMH 3aKITIO-
YaeTcsi B TOM, YTO CUETHOCTh OTCBHUIACT K Pa3IMdHBbIM
BBIYHCIIUTEIBHBIM OMEPAlMsIM, a aITOPUTMHYHOCTH
TOBOPUT O HEKOEH IMOCIeN0BATENLHOCTH BBITIOTHEHHS
9THX (M Ipyrux) omnepanuii, 0 HEKOTOPOM MOPSIKE HC-
TIOJTHEHHMsI ICUCTBU, O peKUMax MPOU3BEICHUS TPO-
Henyp, K KOTOPBIM MOXKET ObITh MPHYUCIICH U CYET, U
METOAWYECKUE [BWKCHUS TeNla, W MOCIeI0BaTelb-
HOCTb UT'POBBIX IIATOB, U T. JI.

* Nergaard R. T. The Body under the Mask: Unveiling
the Corporeal Practice of Gamers // Perspectives on the
Gamer, Luton, UK, 2010.

Ho xoHueHTpamus, npopaboTaHHOCTh CO-
MaTUKH, YyTKOCTb BOCIPHSATHS XapaKT€pHbI HE
TOJIBKO JUIsl KOMIIBIOTEpHBIX Urp. To ke camoe
MOKHO CKa3aTh O PBIOAJIKE: COCPEIOTOYEHHOCTH,
MEUTATUBHOE IOBTOPEHHE 3JIEMEHTAPHBIX OIle-
pauuii, MoOMIM3aNKUs TEIECHOCTU. 3a4eM oco0oe
BHMMAaHUE yJIENATh TEIECHOCTH reiimepa? [leno B
TOM, YTO MI'POK — IPOU3BEACHUE UPPOBON Kyb-
TypBl, KOTOpas MOJIICpPKUBAaETCsl MHTepdercamu,
QITOPUTMUYECKUMH  CUCTEMAMH, CUYETHOCTBIO.
VYHuBepcanbHasgs MEIUAIbHOCTb KOMIIBIOTEPHOU
UIPbl — CUETHAsl MalllMHA, KOMIIBIOTEDP, BTATMBA-
I0lasi UTPOKa MOCPEACTBOM YMHO)KEHHS U Kallb-
KYJSLIMM €T0 KEJaHUM B OCBOCHUE HOBOW allro-
YIPOIIAOLIAs
BXOXKJIEHHE B IU(POBOE MPOCTPAHCTBO (HET,

puTMHYecKol  (MeTa)pHu3UKH,
HarnpuMmep, HeoOXOIMMOCTH CIETUTh 3a COOIo/Ie-
HHUEM IpaBUJI, MaIlIMHA JIEJIAeT 3TO cama, MoTped-
HOCTB, CKOpEe, BO3HUKAET B TMIOMCKE CIIOCOO0OB MX
HapyIllIeHus, B OOHApYXKEHUU Pa3pbIBOB M JIAKYH).
OTU aJrOpUTMBI CTPYKTYPUPYIOT YK€ HE TOJBKO
UTPOBOM IPOLIECC, HO U BCIO COBPEMEHHYIO KYJIb-
TypYy, B UTPE MBI IIOJyYaeM HaBBIKH, OIBIT, J€ja-
IOIIME BXOXAECHUE B IM(POBYIO pearbHOCTh 00-
Jiee MSATKHAM, BHATHBIM, €CT€CTBEHHBIM. Cienyer
3TOT MOMEHT 3a(MKCHUPOBATh: KOMIIBIOTEpHBIE
UTPbI HE CO3/1al0T HEKYIO aJIbTEPHATHBY PEATIBHO-
CTH, HAIIpOTHB, OHU B3pAILMBAIOT B HAC IIPUBBIUKY
K TOW HU(POBOIl pealbHOCTH, B KOTOPOU MBI BCE
TaK UM UHAYE Y’KE )KUBEM.
Mbl  TOpUBBIKIM K  CyOCTaHIMAIbHOMN
HAJEKHOCTH BEILlEH, KOTOPbIE, €CIIU Mbl HE HAXO-
JUMCSI B M3MEHEHHOM COCTOSSHUM CO3HaHHA (B
TOM YHUCJIE U B CUTyallud KapTE3UaHCKOIO COMHE-
HUs1), HE OOMAaHBIBAIOT HAC, a TakkKe K (DyHKIHO-
HaJIbHOCTM KOMMYHHUKAIlUM, HO HE IPHUBBIKIN K

URL: http://underthemask.wdfiles.com/local--
files/papers-2010/RNoergaard.pdf (mata oOpamenus:
11.12.2018).
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JI€aHTPOMOJIOTM3UPOBAHHON  JIOTHKE IU(POBOH
Cpedbl, K aJITOPUTMHUYECKON Pa3METKE CYyLIEro, B
KOTOPOM Ha MEPBOE MECTO BBIXOAUT KOJ, S3bIK
IPOrpaMM, a TaKKe 0aroB M IIIUTYER’, ECTECTBEH-
HBIX JUIS TU(POBOI Cpeapl KaK MEXaHU3M €€ 3BO-
mroruu®, Joruka HelpoceTel, 00Iaaarmux CBO-
UM CHOCOOOM YHOpSIOYMBAHUS NAHHBIX, HEIO-
CTYNHBIM 4YEJIOBEKY (Tak, HEHpPOCETH, OXBaThIBas
OTPOMHBIE MacCHBBI HH(OPMAIIUH, CTaBAT TOYHBIE
JMArHo3bl, MyThb K KOTOPBIM OCTAE€TCS HEMOHST-
HBEIM MeJMKaM U mporpammucTam’), big data u mp.
['efiMep HaxoaWTCA B BMULEHTPE ATUX S3BIKOB,
MPUBBIKAET K JIOTHUKE QJITOPUTMOB, OIEpalUO-
HAJIBHOCTM U OCBAaMBAET COOTBETCTBYIOLIUE WM

> Ecu Kpatko, To 06a TepMUHA — Oar M IJIMTY — OIH-
CBIBAIOT cOom B paboTe mporpamm. TepMUH «TJIATI»,
BBeIEHHBIH B 1962 romy /Ui onmcaHus TEXHHUUYECKUX
cO0eB, BIOCIECICTBHHM NMPOHUK B 00JAacTh HCKYCCTBa,
cran o0o3HavyaTh 0co0oe HampaBJeHHE — PabOTy ¢
omuOKamMu, TIUTY-apT. K HEMyY OTHOCSATCS Kak dKCIIe-
pUMEHTAbHBIE MY3bIKalIbHbIE IPOU3BEICHHS B JKaHpPE
9JIEKTPOHHOM MY3BIKH, TaK W BU3yallbHBIE XYyAOXKe-
CTBEHHBIE 00BEKTHI, B KOTOPBIX coaepkarcst coow, mo-
Mexu, nedexrtsl. [lonpobHee o rMUTY-apTe B UCKYCCTBE
U B KOMIBIOTEpPHBIX Urpax cM.: JlateimoBa A. P. § 15.
KonBepcust ommOKu: IauTY-apT B KOMIBIOTEPHBIX HT-
pax // Mennadunocodus XII. Urpa unn peanbHOCTH?
OnbIT wuccnenoBaHust KommbioTepHbix wurp. CIIO.:
®onn passutua koHdumkTonoruu, 2016. C. 263-280.
URL: http://artguide.com/posts/1251 (mata oOparue-
uus: 31.01.2019).

% Jra mblcnb, npuHamIekamas A. P. JlaTbimosoit, ObI-
na chopmynmrpoBaHa B foknane «[ mTUTY-oBOPOT: 00-
KUBaHUE 30H HMPPALHMOHATIBHOTO», MPOYMTAaHHOM Ha
cemuHape JIMKU (17.05.2018).

7 CwM., HanpuMmep, MCCIeOBaHHE O TOM, KaK MCKYyC-
CTBEHHBIN MHTEJUIEKT C BBICOKOH TOYHOCTBIO MpecKa-
3bIBaJl CMEPThH MAIIMEHTOB B TEUEHHE CIICAYIOIIUX IISATH
net: Oakden-Rayner L. et al. Precision Radiology:
Predicting longevity using feature engineering and
deep learning methods in a radiomics framework //
Scientific reports.

URL:  https://nature.com/articles/s41598-017-01931-
wi#Secl (mata oopamenus: 11.08.2018).

COMATHUYECKHE DPEXHUMBI, BapHalUN (U3NIECKUX
«JIBUYKKOB», CHCTEMbI aJIbTEPHATUBHON COMAaTHKH,
aJIbTEP-COMATUYECKHE BapHalluK ceOs’.

CTouT yTOYHUTH, YTO MHOTHE WIPBI, CKa-
xem, takue kak Contra (1987), Cuphead (2017)
wi Super Mario Bros. (1985), npuBuBaror mMano
SKCHOPTUPYEMBIX U3 WUI'Pbl HABBIKOB, HO IpHUyYa-
I0T K IPOLEAYPHOCTH KaK TaKOBOW, K aJrOpHT-
MUYHOCTH TEep(pOpMaTUBHOIO KECTa, CYCTHOCTH,
MHCTAJUIUPYEMON B Hac Ha ypoBHe Tena. [lpu
3TOM €CTh UTPbI, HE Xy’kKe 00yyaromue npoueayp-
HOCTH, HO IUIOTHEE paboTarollue ¢ pexuMaMu
YyBCTBEHHOCTH, IPEXKIE BCEro, 3T0 VR-Urphl u
IpyTUe IPOEKThI, OPUEHTUPOBAHHBIE HA PACIIH-
pEHME MEPLUENTUBHOIO OIbITA.

M. MaxkmosHn oOpaTui BHHUMaHUE Ha TO,
YTO IEPUEHNTUBHBIA OIBIT KHUKHOM KYJIBTYpPBI
HOCHUT BU3YaJIbHBIN XapakTep, 0COOYIO POJIb B HEM
UTpaeTr 3puTesibHas (YHKLHUSA, C KOTOPOW CBs3aHA
YCTaHOBKa Ha HMHIUBUIYaJIU3M, CIELHATIN3ALUIO
YyBCTBEHHOCTM M ONBIT JAUCTAHIUHU (IIpen-
METHOCTb, KOTOpasi pacrojyiaraercs nepej cyonex-
TOM, Ha paccTosiHuu). C MOsIBIIEHUEM 3JIEKTpUYe-
CKUX TEXHOJIOTHH Bce Oosbliee 3HaYeHHUE MpUo0-
peTaeT TaKTWJbHAs MEpLENuus: KHHO, paanuo, Te-
JeBUIEHUE HEeCcyT B ceOe yCTaHOBKY Ha TAaKTUJIb-

¥ O cxoskeM OIbITe MHIIET, TOBOPS O «MAIIMHHOCTHY
coBpemenHoi KynaeTypsl, 1 K. II. IlleBnoB: «B »ToM
CMBICTIE OBITH B UTPE, UTPATh B KOMIBIOTEPHBIC UTPHI —
3HAYUT TpeBpalaTh cebs B MallMHy, aBTOMAaTHU3UPO-
BaTh ce0s, HO HE paall IOCTIHKEHWS BHEIIHEH IenH
(kak paboumii, CHOPTCMEH, MOJUTHK U TIP.), & ISl TOTO
9TOOBI M3BJECKATh CBOM KBAHT YJOBOJBCTBUS M3 ITOU
aBTOMAaTHU3aIlUH, OBITh HE COOOM, OBITH IPYTHM, OBITH
marmHol B Mamuae» (Ilesros K. I1. KomnbroTepHbie
UTPBI Kak nmpeaMeT ¢punocodcekoro ananusa // Bectauk
Clior'y. Cep. 17. ®unocodpus. Kougaukromorus.
Kynsryponorus. Penurmosenenme. 2016. Bpm. 1.
C. 102.).
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HbIH ONBIT’. VI KOMIIBIOTEPHBIE UIPHI 3aBEPLIAIOT
9TO ABUKEHHUE, HAYaTOE PAHHUMHU DJICKTPUUYECKHU-
MU TEXHOJIOTUSIMHU, JOBOAAT TAKTWIBHBIA OIIBIT,
c(hOpMUPOBAHHBIN METUHHBIMA WHCTAHIIUSIMH, 0O
NPEIeNbHOr0 BBIPAXEHUs, MpeojoneBas «madoc
JUCTAaHUMW» KHHUKHOM KyJNbTypbl. Tak, HUIEMbI
BUPTYaJIbHOM pPEaIbHOCTH, KOCTIOMBI I IIOTPY-
KEeHHUA B LU(PPOBYIO Cpely, UTPhl C TaKTHJILHOU
00OpaTHOM CBSI3bIO YCHJIMBAIOT JTFOOOU JOCTYITHBIN
B IPEABIAYIIUX MeAua TEIECHBIA OIBIT, Pa3BUBA-
10T ero. «He wumess BO3MOXXHOCTH MpeOBIBATh
TOJBKO B M3MEPEHMHM OWOJIOTMYECKOTo Tena, —
neTepOyprekuii

MUIIET Meauaduiocod

K. A. OuepeTrsiHblii, — YEIOBEK KOMIIEHCHPYET

’ HecMOTps Ha TO, YTO KMHO WM TEIEBHIEHHE TECHO
CBS3aHBl C AayJUOBHU3YaJIbHBIM OIBITOM, OHU TaK¥kKe
JAIOT MOUTHBIM UMITYJILC PA3BUTUIO OCSI3aHUSI, UyBCTBA
OpraHUYEeCKOM CBS3U BOCIPHUATHS CO CpPeloil, B KOTO-
poii oHO opmupyercs. Tak, ckaxkeM, BCe TEIO BKIIO-
YaeTcsi B BOCIPUATHE KHHO, a €ro JCQUIMT BIIOIHE
MOXKET MPUBECTH K HEMTOHUMAHUIO MPOUCXOISIICTO Ha
JKpaHe: 3pUTENh HE NPOCTO BOCIPUHHUMAET (WIBM
rJ1a3aMi, OH MPOKUBACT €ro 4Yepe3 TOTaIbHYIO Tejec-
HYI0 MOOWIM3AIHIO, OTBIT MPEACTbHOW COOpPaHHOCTH
(1t ATOTO, KOHEYHO, JIYYIlIE BCEro MOJXOJAT CICIIH-
IBHBIC TPOCTPAHCTBAa COOpKH — KuHOTearphl). Ere
sipYe ATU TEXHUKU MPEJCTaBICHBI B OMBITC TEJICBUIC-
HUsSI, BTATUBAIOLIETO HAaC B HMKOHUYECKOE IPOCTpaH-
CTBO CHUHECTE3UU M COINEPEKUBAHUSA. DICKTPUUCCKUE
MeJua B LIEJIOM MPEAaraioT YelIOBEKY OMBIT «BCEMpO-
HUKAWOIIEro BreyarTieHus» (MakitodH), TOTalbHOM
cOOpKH TEIECHOCTH, B KOTOPOH TacUTCS UMITYJIhC Ha
MEXaHWYECKH HW30JIMPOBaHHbIC Boctpustus. [loapoo-
HO 3TOT CIOXeT pasbupaerca Mapmamiom Makiro-
sHOM B kHure «lloHmManue menuayn, g IpUMepa
MOXHO TIPUBECTH HECKOJIbKO muTat: «lIpexHue tex-
HOJIOTHM OBUTH YaCTUYHBIMU M (pparMeHTApPHBIMH, TO-
Ila KaK JJIEKTpUYECKas — TOTalbHA M MHKIIO3UBHAY;
«INEeKTPUUECTBO, KaK U MO3T, 1aeT CPEACTBO BXOXKIIE-
HUS B KOHTAKT CO BCEMH TpaHsAMU ObITHS cpa3y. Jlumib
M0 CIYYaifHOMY CTCUEHHUIO OOCTOSTEILCTB IIEKTpHUe-
CTBO SIBJISICTCSL BU3YAIBHBIM U CIIYXOBBIM; IIPEKIE BCe-
ro oHO TakTwibHO» (Maximosu I'. M. Tlonumanue me-
mua: Buemnue pacmmpenus yenoBeka. M.: KyukoBo
noite, 2011. C. 69; C. 283.).

“He3allUILEHHOCTh, HEYBEPEHHOCTh, MaJIIECTh, B
M3BECTHOM CMBICIIE — OOr0OCTaBICHHOCTD ITOMC-
KOM KOJIJICKTUBHOI'O W/ CHMBOJIHMYECKOIrO Tela.
CerojiHs 4elIOBEK CTPEMUTCSI 0OPECTH CBOIO KOXKY
B 3J1eKTpOHHBIX Meaua»'?, Vike B. Benbsamun or-
MedJall, 4TO MeJfa, B YaCTHOCTU KHUHO, TpaHC(hOop-
MUPYIOT HAaIlly YYBCTBEHHOCTh: KOMIIbIOTEPHBIC
UTPHI JIENIAal0T 3TO HHTEHCUBHEE, TaK KaK TPeOyIOT
OOJIBIIIEH — COMATHYECKON — OTHAYH OT IIOJIH30Ba-
Tensi. YyBCTBEHHOCTb alTOPUTMHUYECKOTO Teja
WUrpoKa MOJpa3yMeBaeT HE JUCTAHIMIO, HO yda-
CTHE, BOBJICYEHHOCTb, KOTOPAsi dKECTKO MPUBsI3aHa
K cepusiM omnepanuid, Oiaromaps KOTOPBIM OCY-
LIECTBIISICTCS UTPA.

Beunoe so3epaujeHue 0mlly[)/6‘0€HH012 menecrHocmu

CormacHo wusBecTHOM MbIciH IlnaToHa,
BbICKa3aHHOM B muanore «®emon», ¢unocopus
€CTh NPUYTOTOBIEHUE K CMePTHU'!, TaK Kak H B XO-
ne GpuaocopcKoro pasMbIILICHHS, U B X0A€ YMH-
paHus Ayma otaensercs (M oTHansercs) oT Tena.
1o IInaToHy, MBIIUIEHHE MPEAIIOIAracT BBIXO/ Ha
YPOBEHb YHHMBEPCAJIBHOIO M JAUCTAHIINIO, KOTO-
PYIO MBI 3aHMMaeM I10 OTHOILICHHIO K Temy, CIe-
KYJIATUBHYIO OIlepaluio, Kotopyro Hurme cBs3an
C «UMAMOCHHKpa3ueil GpuinocopoB» — OTCYyTCTBUEM
MCTOPUYECKOTO UyBCTBA, YTO MOPOXKIAET HEIOBE-
pue K YyBCTBaM, a 3Ha4uT, U Teny'2. D1y onepa-

' Ouepersnbiit K. A. Kondurypauus MeamanbsHOKR

tenecioctn // Mennadunocodus XIII. YHuBepcym
ou(pPoOBOro pasyma: HOBBIE TEPPUTOPUH CMBICTA.
CII6.: Cankt-IletepOyprckoe dumocodckoe obre-
ctBO, 2017. C. 65.

' «Te, xto nmommuuHO npenan GpUIOCO(HH, 3aHATHI HA
CaMoM JieJie TOJIbKO OAHUM — YMHUPAHHEM H CMEPTHIO»
(ITmaton. denoH. 64a).

12 «BBITH unocodomM, OITH MyMHUeH, 1300paKaTh MO-
HOTOHOTEU3M MHUMHUKOW MoruibliukoB! — W mpexne
BCET0 NpOYb meno, 3Ty JOCTOWHYIO cokayeHHs idee
fixe uyBctB! Opmep:kuMoe BCEMH OLIMOKAMH JIOTHKH,
Kakue TOJNBKO €CTh, OIPOBEPTHYTOE, aKe HEBO3MOXK-
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LU0 MOKHO OINIO3HATh U B KapTE€3HMAHCKOM pasjie-
JICHUM MBICIIAIIECH W MPOTSHKEHHON CyOCTaHIHA,
KOTOPOE CTaJI0 OCHOBAHUEM YJaJICHUS OT «OBITHSI-
B-MHUpE» M HAyajJoM TOCHOJCTBA «IIPEACTaBIIe-
Hus» (Xaigerrep). Kazamoce Obl, cucremartude-
CKOE — HaBSI3UMBOE — HEJIOBEPUE K TEILy, KOTOPOE
JEMOHCTPHUPYET Kiaccuueckas ¢Guiocopus OT
[Tnarona no KaHTa, rOBOPUT O TOM, YTO MBIIILIE-
HHUE C TEJIOM PaJUKaIbHBIM 00pa3oM PacXoasTcs.
Ho pemenne aroro Bompoca B KOMIIBIOTEPHBIX
urpax, NpeACTaBJSAIOIIMX WMTOT Pa3BUTUS Meaua
MOCJIEAHUX ABYXCOT JIET (a eciau cBsA3aTb MX C
TEXHUKOM MEepCHeKTUBU3MA B KHBOIHUCH, TO U 00-
Jee), Apyroe — COEIMHEHUE MBICIU W Tela, YHU-
BEPCAJIBHOTO U YHHMKAJIbHOI'O, KOTHUTHBHOIO U
coMmaruyeckoro. Mrpas u BKIo4asicb B MUHTEpIpE-
TalUIO0 [TPOUCXOMSILEr0, Mbl HE yAalsieMcsl OT Te-
Ja, a HampOTUB, Kak cka3an Obl utmap Kammep,
MbICIUM MeNoM, TEIECHO IOTpy’KaeMcsi B WIpY.
3naku, uHTEpQEiics U Tena o0pazyloT KOMMYHH-
KaTUBHYIO MAIlIMHY, B KOTOPOH MBICIb HOCHUT
nepOpMaTUBHBI XapakTep', pokmaeTcs B Ke-
CT€, KOTOPBIH C IIOMOILbIO CUCTEMBI TIOCPETHUKOB
oroOpaxkaetcsi Ha sKkpaHe. HappaTtus B BUie Tek-
CTOBBIX U BU3yaJbHBIX JIEMEHTOB, T'€UMILIEH, Ma-

HOE, XOTS OHO JOCTaTOYHO HArjo Ui TOTO, YTOOBI
nzobpaxare u3 ce0s HeyTo AeHcTBUTENBHOE!..»
(Humme ®@. Cymepku uponos, win Kak gumocodcTso-
Bath MojiotoM // Huywe @. Counnenus B 2 11. T. 2.
M.: Meicib, 1990. C. 568).

1 3anmanHoeBpomeiickas Ky/IbTypa, KaK 3aMedaloT aMe-
puKkaHckue aHanuTHkd  Meama  JDk. boatep u
P. I'pycun, necer B cebe or Peneccanca (u nzobpere-
HUSI TIEPCIICKTUBBI) J0 HAIIEro BPEMEHH JBa MPOTUBO-
MOJOXKHBIX UMITysibca. C OTHOH CTOPOHBI, MBI CTpe-
MHUMCS YBEIUYUTEL YHCIIO MEIHa, raHKETOB, TEXHUYC-
CKHX amfapaToB B HANICH XM3HU, YTO MOXHO Ha3bl-
BaTh T'MIICpPMEIHAIIMEH, a C IPYTroil — XOTeIH Obl UMETh
HETIOCPEJCTBCHHBIH OIBIT pPEaJbHOCTH, YTO MOXKHO
Ha3bIBaTh MPO3PAYHOCTHIO MM aMeIHAITbHOCTBI0. CM.
noapobHee: Bolter J. D. Grusin R. Remediation: Un-
derstanding New Media. USA, 2000.

TEMaTU4YECKHE OINEpaluy MU TEJIO CIIMBAIOTCS B
€UHBIA MEAUYM.

Ho urpoBoit onbIT 3a4acTyro CBA3BIBAIOT C
TEJIECHOW JAerpajalveil, U psl TParudyeCKux Mmpu-
MEpPOB CBHIETEILCTBYET B MOJIB3Y ITOTO Te3uca'?.
K coxanenuto, HecuaCTHbBIE CITyyau, CBSI3aHHBIE C
riyOOKHM TOTPYKEHHEM B WUIpY, U 3JI0YyNOTped-
JIEHUE WIPaMH B LIEJOM, KOTJA JIOAM JIHUIIA0TCA
paboThl, CeMbHU, CHA, MPEACTABIISIIOT COOOH IUIaTy,
KOTOPYIO Y€JIOBEUECTBO BHOCHUT 3a IPABO PACIIH-
peHus cBoei — orM(ppPOBaHHON — YYBCTBEHHOCTH,
32 BOBMOXKHOCTb MPHOOPECTH HEOOBIYHBIH OIBIT U
UITH 10 IyTH SMaHCHUIIAluy kenanui!>. Bosnu-
Karolllas Ipu 3TOM KBa3MKapTE3MaHCKas WUIUTIO3US
OecTeNneCHOCTH reiiMepa Ha MOBEPKY OKa3bIBAETCS
noxxHOW. TpyaHO TpencTaBUTh IPOXOXKICHUE
Contra, Cuphead wim Beuep, HmpoBeAEHHBIH 3a
«Terpucom», 6€3 HOMKHON TENEeCHOW (M KOTHU-

4 B cepun «Make Love, Not Warcraft» momynspsoro
aHMManoHHoro cepuana South Park uponnyno oGwbIT-
PBIBAIOT 3TOT MOMEHT: IIEPCOHAKH, HE BBIXOIS M3 JI0-
Ma, WTPaloT B OHJAWH-UTPY, M3-3a Yero HaYWHAIOT
TOJICTETh M TEPATH 4YenoBeueckuii obiauk. Ho B nei-
CTBHUTEJIFHOCTH UTP OYEHb MHOTO U OHH MpEIIaraioT
caMblii pa3HOOOpa3HbBI ONBIT: K mpuMepy, Pokemon
Go (2016), HanpoTHB, BbIBENIAa HTPOKOB Ha YJIHILY.

!> KoHeuHo, 5TO He MPOCTO HEHTpanbHas ILIaTa, HO
arcepmea 1Mppe. AHATUTHKA KEPTBBI JaBHO MOAME-
TWIH, YTO COBPEMEHHBI MHUp MpeliaraeT pasHooO-
pasHble CyOCTHTYTHI apXaudeckod (OpMBI KepTBO-
npuHomeHus: «CMepThio Apy3el muTaercsl a3apT UT-
pBI, 0OpeTaloTCcsl caMOyBaKeHHE U 3HAYMMOCTh. Pery-
JSpHBIE  Tpareauu ATBIIMHUCTOB, TYpHCTOB-
0aii;IapOYHNKOB, aBTOTOHIIMKOB — 3aJI0T HE OymyIInx
OECKPOBHBIX MOXOAOB M COCTSI3aHMH, HO WX MPHUTSATa-
TebHOCTH. JKepTBbI, KOHEUHO K€, MOTYT OBITH HEOCO-
3HaHHBIE, HO HE HelleTble: OHU — KEJEe3HBIH 00pyY,
CTATHBAIOLINIA COPAaTHUKOB B €AWHCTBO. JKepTBa, He
OecrionesHa, eciy e OHa Oecroe3Ha, TO TOTAa 3TO He
XepTBa. IT0 cMepTh Ha mokoe» (CaBuyk B. B. XKeptsa
// Anthropology.ru.

URL.: http://anthropology.ru/ru/text/savchuk-
vv/zhertva (nara obpamenus: 25.12.2018).).
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TUBHOW) TpeHupoBku. [IpaBaa, adpdexrarus u un-
TEHCHUBHOCTh MOOHMJIM3AIMM COMATHYECKHX pe-
CYpPCOB BO3pPAacTalOT B MPOIIECCE UTPbl HACTONIBKO,
9TO TEJIO KaK Obl BEBIHOCUTCS 332 CKOOKH, MBI TIEpe-
CTaeM €ro 3ameuaTb. OTa WIIIO3US OTCYTCTBUS
TeJIa U €ro HEHY>KHOCTH B UTPOBOM IIPOILIECCE pac-
CeMBAETCs, €CIM MBI OOpaTMM BHHUMaHHUE Ha TO,
YTO B UTPE BaXHBI TOUYHOCThH JKECTOB, OINEpPATHUB-
HOE B3auMoOJeNCTBHUE cO cpenoil. Hapsaay ¢ Hop-
MaTHBHONH NPOPabOTKOW COMATUKH HIPOBBIMU
CpeACTBaMH, KOT/Ia WUTPOK YCBauBaeT CTaHIApT-
HBIE CIIOCOOBI YNpaBJICHUS, HHTEPHUOPHU3HPYET
HaBBIK BJaJIeHUs UMHTepdeiicaMu, KOTOPHIH BIIO-
CIICZICTBUU TOMOTaeT MpPU BXOXKJIEHHH B JIO0YIO
uppoByI0 Cpely, B WIpax pa3BOpayMBaeTcs M
OTrPOMHOE KOJMYECTBO COMATHYECKUX SKCIEepH-
MEHTOB.

Tak, nanipumep, B urpe Brothers: A Tale of
Two Sons (2013) urpox ynpasisieT HE OJHUM, a
IBYMsl aBaTapaMyd OJHOBpeMeHHo. Mrpa, OTchI-
Jamomas K KIACCHYECKMM o0pa3aM H3 CKa3oK,
CTPOUTCSI BOKPYT UCTOPHH JIByX OpaTheB: UX MaTh
YTOHYyJIa B MOpe, a OTell TshKeno OojeH. UToOwl
CIAacTH €ro, Oparbs JOJKHBI JOOBITH BOJIIEOHOE
JIEKapCTBO B ropax, IA€ KUBYT BEJHKaHbI (4eM
BbIIlIE OHM 3a0MparoTcs, TeM KpynHee U Oe3xa-
JIOCTHEE OHM CTAHOBATCS). B BH3yanbHOM IIaHe
Urpa O4eHb KpacuBa — M YMEJO BOCCO3/ae€T aTMO-
cdepy CKa304HOTO MPUKITIOUEHUS, HAITOJTHEHHOTO
OIACHOCTSIMHM, KOTOPBIM T'€pOH IPOTHBOIIOCTAB-
JSI0T CMEKalKy M HaxomuuBocTh. Ho rmaBHoe,
KOHEYHO, TelMIuIeii: OpaTbs NOJKHBI HAYYHTHCS
paboTaTh BMecTe, YTOOBI MIPEOA0JIEBATh PA3HOO0-
pas3Hble NpensaTCTBUSA. ['eMMIUIEd NOCTPOEH TaKUM
0o0pazoM, YTO WUIPOK, YNpPaBisis OJHOBPEMEHHO
IBYMsI aBaTapaMu, YYUTCS KOOPJMHHUPOBATH 00€
PYKH, KaK IIPU UIPe HA THTape, U yepe3 3Ty Mexa-
HUKY TPHUBBIKAET K B3aUMOBBIPYYKE, B3aUMOIIO-
Mouu. ['eliMIuIeN nepemieraercs ¢ HappaTUBOM,

NPUBHMBAs MBICIb O TOM, YTO OpaThs JOJKHBI
JIep>KaThCsl BMECTE, UYTO TOJIBKO KOMaHJHAs pabo-
Ta TIOMOXKET UM BEPHYTHCS C JICKAPCTBOM.

Eme Gosplre cOMaTHYECKUX 3KCIIEPUMEH-
TOB MOXXHO OOHapyXHTh B COBpPeMEHHBIX VR-
npoekTax'® u urpax 1y MOOWIBHBIX YCTPOMCTB ¢
WX TaKTWIBHOW OOpaTHO# cBs3pio. Hampumep,
COTPYAHUKH HCCIIEOBATEILCKON J1abopaTopuu
komrnaHuu Disney COBMECTHO € Yy4Y€HBIMH U3
MaccauyceTckoro TEXHOJIOTMYECKOro HHCTUTYTA
(MIT) u VYuusepcutera Kapnerun-Memnona B
2018 romy pa3paboTaid KOCTIOM JJsi BHUPTYaib-
HOW pearbHOCTH, WMUTHPYIOIUN (uU3ndecKue
3¢ deKThI, yaapel U Mp. B3aUMOACHCTBHS C TEIOM
urpoka'’. Bemyrtcs paspabOTKM yCTPOWCTB, CIO-
COOHBIX IepelaBaTh BKYyCOBbIE OLIYIICHHMS, 3aria-
X{, TEKCTYypbl mpeaMeToB u mp. Tak, Hampumep,
st cmaprdoHoB eme B 2016 romy paspaboran
crienuanbHbIi neBaiic Kissenger, ¢ momorpio Ko-
TOPOTO TIOLENYH MEPealoTCs Ha PACCTOSHUU (Ha
cMapTQOH Ha/AEBACTCs ClIEIUATbHAS CHIIMKOHOBAs
HacaJKa, KOTOpas 3allOMMHAET IOLETYH MOJIb30-
BaTels U MepelaeT ero ajpecary, HCIOJb3yIolle-
My TakKoil jxe JeBaiic /i1 pacum(poBKH «C000-
wenus»'®). Co3nanue Takux yCTPOUCTB, Kak 3a-
MEUaIOT UX pa3pabOTUMKH, UMEET OrPOMHOE 3Ha-

' Uutepec k VR-Urpam TosBUICS IABHO, HO MX Pa3-
BUTHE COTPSDKEHO C PSIIOM TPYIHOCTEH, Kacaromuxcs
Mpex/e Bcero npobieM (U3NOIOrHN BOCIPHUATHS, KO-
TOpBIE HE paspelieHbl 10 cux mop. JnurensHoe mpe-
ObIBaHME B LIJIEME BUPTYAIbHOW pealbHOCTH BBI3bIBA-
€T TOJIOBOKPY>KEHHE, TOIIHOTY | T. II.

7 Delazio A. et al. Force Jacket: Pneumatically-
Actuated Jacket for Embodied Haptic Experiences.
URL: https://s3-us-west-
1.amazonaws.com/disneyresearch/wp-
content/uploads/20180424165727/Force-Jacket-
Pneumatically-Actuated-Jacket-for-Embodied-Haptic-
Experiences-Paper.pdf (nara obpamenns: 11.08.2018)
'8 Cm. undopmarmio o6 ycTpoiicTBe Ha caiiTe:
http://kissenger.mixedrealitylab.org (gaTa oOpameHwus:
11.08.2018).
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YEeHUE JJIS Pa3BUTHS NEPUENIMUA MAIIuH, KOMMY-
HUKAIUS ¢ KOTOPBIMU BCKOpE CTaHET YeM-TO 3a-
ypsaaubiM. CKakeM, ceKc ¢ podoTaMu yXe ceilyac
BIIOJIHE JIOCTYIIEH B PAa3BUTBIX CTpaHax (HE Tak
JaBHO 3aBE/ICHUE, MPEIOCTaBIAONIee MOJI00HBIE
YCIYTU OTKPBIJIOCH U B MOCKBE), UTO MOPOKIAET
3aMpoc Ha MEePLUENTUBHYIO TPAMOTHOCTb MAIIIKH.
UYroObl BEpHYTHCSI K KOMITBIOTEPHBIM HI-
paM, MOXKHO BCHOMHHTH ycTpoictBo ShapeShift,
paspaboranHoe y4deHbIMH CT3HA(POPACKOro yHH-
BEpCUTETA, KOTOPOE UMHUTUPYET TEKCTYphI U (op-
MBI TIPEJAMETOB, BCTPEUAIOIIUXCS MOIH30BATENIO B
VR: urpok kacaercs CTepKHEH, MEHSIOLUX CBOIO
IUTUHY, YTO CO3/AeT WJUIIO3UI0 MPUKOCHOBEHUS K

npeameram'’.

Ha nansbplif MOMEHT mpubop He
MOJKET TepeaBaTh TOHKUE HIOAHCHI TaKTUIIBHBIX
OLLYLIIEHUH, HO BIIOJIHE CIIPABJISICTCS C Iepenaden
«obmiero miuaHa», GOpPMbI, TOBEPXHOCTH, MO KO-
TOpOH uaeT urpok u ap. B Onore kommanuu Mi-
crosoft B mapte 2018 roma aHOHCHpPOBAaHBI KOH-
TPOJUIEPHl A TAaKTHIIBHOTO B3aUMOJCHCTBHUS C
«BupTyanbHOil cpenoit»y — CLAW wu Haptic
Wheel, xoropsie Takke HUMHTHUPYIOT TEKCTYpPbI
NPEeIMETOB U JenaloT Ooyiee «MaTepuatbHBIM»
B3auMojeiicTBue ¢ UrpoBoii cpenoii?’. Paspabor-
KA B YKa3aHHOM HaIpaBJICHUU BEIYTCS MHOTMMHU

' Siu A. F. et al. ShapeShift: 2D Spatial Manipulation
and Self-Actuation of Tabletop Shape Displays for
Tangible and Haptic Interaction // CHI'18 Proceedings
of the 2018. CHI Conference on Human Factors in
Computing Systems Paper Ne 291, Montreal QC, Can-
ada, 2018.

URL: http://shape.stanford.edu/research/shapeShift/sha
peShift-CHI-paper-2018.pdf  (mara oOparteHus:
11.08.2018).

2 CwM. uHpOpMANHMIO O KOHTpoiiepax B Omore Mi-
crosoft: Touching the Virtual: How Microsoft Re-
search is Making Virtual Reality Tangible. URL:
https://microsoft.com/en-us/research/blog/touching-
virtual-microsoft-research-making-virtual-reality-
tangible/ (nata obpamenwus: 31.01.2019).

KOMITAHUSIMH, M C TOJaMH UX OyJeT CTaHOBHUTHCS
TOJILKO OOJIBIIIE.

Bcest aTa nuzaiinepckas pabota He OrpaHu-
YHMBAETCs dKCIIEpUMEHTaMH ¢ TenoM. Urpsl npen-
CTaBIISIOT T10JIE JJISI UCTIBITAaHHSI MBILIUIEHUS U CO-
O0pa3UTENbHOCTH, PAa3BUTUS BOOOpPAXKEHUS U

BHUMAaHUs, COCIUHAS HX C TIeUMIUIEHHO-
COMaTHUYECKHUMH orepanusMu. B mocnennee Bpe-
Msl TOSIBJIIETCSI BCe OOJbIlIe MPOEKTOB, Pa3BHBa-
IOIIMX KOTHUTUBHO-COMAaTHYECKUH  IMOTEHIHAI
urp. Tak, Hanpumep, HeTaBHO BO3HUKJIA KOHIIET-
ISl «HEUpOreMMHHIa», B KOHTEKCTE KOTOPOM
KOMIIBIOTEPHBIE MTPHI HCIIOJIB3YIOTCS IS Jiede-
HUS JeTell ¢ CHHAPOMOM JedHIMTa BHUMAHWA,
rurepaktuBHOCTH M aytusMa!. OcoOblit uHTEpEC
B KOHTEKCTE€ pasroBOpa O pa3BUTUU cOMAaTUYe-
CKHUX HaBBIKOB B UIpE MPEICTABISAIOT, KOHEUYHO,
Takue ycrpoicTBa, kak Wii Fit, Tpenaxep, pazpa-
6otannsblii Nintendo /i urpoBoit npuctaBku Wi,
KOTOpBIM  BKJIIOYAaeT deThIpe Kiacca  HIrp-
YIpaXHEHUH: Urpbl Ha OanaHc, adpoOMKa, CHIIO-
BbIE YyNpaxkHeHUs U Hora. Ha ocHoBe 3TOro
YCTPOWCTBA KWHE3UOJIOTH, 3aHUMAIOIINECS Jeye-
HUEM ayTHu3Ma, pa3padaTbIBalOT HIPbI, KOTOpHIE
MIOMOT'al0T «TPEHUPOBATHY YYBCTBO OaaHca?,
KoHeuHO, MHOTHE SKCTIEPUMEHTHI TeHMAN-
3aifHEpPOB OTPAHUYEHBbI TEMU CPEJICTBAMH, YTO JI0-
CTynHbl urpokaMm. He Bce MOryT mo3BoiuTh cebe
noporue (M 10 CUX IOp MajloMHTepecHble) VR-

TapHUTYPBI U CIIO’KHBIE JCBANChl BPOJE CUMYJIS-

! Tepuep JI. Game out: Kak Bujieourps! o6ydaroT fe-
TEH-ayTUCTOB JEPXKATh PAaBHOBECUE U y3HABATb JFOJCH
// Xatitek. URL: https://hightech.fm/2018/06/29/game
(mata o6pamenus: 10.07.2018).

22 Travers B. G. Biofeedback-Based, Videogame Bal-
ance Training in Autism / Waisman Center. URL:
https://waisman.wiscweb.wisc.edu/wp-
content/uploads/sites/69/2018/01/DWE-Autism-2018-
Present-Travers-VideoGames.pdf (mata oOpareHus:
11.08.2018).
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TOPOB TOHOYHOTO aBTOMOOMIIA. CKOpee peub UeT
0 paboTe C TeM reMMIUIEHHO-COMATUYECKUM SI3bI-
KOM, KOTOpBIA CTall Uil KOMIIBIOTEPHBIX HUIP
npumepy, miaardopmep-
rojoBosiomka Braid (2008) yuur HenmuHeHOMY

kimaccuyeckuM. K

BOCTIPUSITHIO BPEMEHHU: YTOOBI YCIEHIHO pa3pe-
IIMTh BCE 3arajK, MPOWTH YPOBHHU, HEOOXOAUMO
HE TOJIbKO OCBOMTH O€r M MPBDKKH, HO M BKIIIO-
YUTHCSI B UTPY C BPEMEHHBIMHU NIPOLIECCAMU: KOI'/1a
UTPOK, ynpaBiigs TUMOM, INIaBHBIM IepoeM, I0-
MyCKaeT ouMOKy, BpeMsi MOKHO OTMOTATh Hasal,
4TOOBI TIOBTOPUTH MONBITKY. Ha mpocreiimue ur-
POBBIE MEXAHUKHU, XOPOILIO U3BECTHHIE [0 PAHHUM
urpam cepuu npo Mapuo, reiimausansep /[Jxona-
TaH bioy HanoXui HOBBIE, CBA3AHHBIE C IEpEMeE-
LICHUSMH BO BPEMEHHU, U CBS3aJl UX C HAppaTu-
BOM, IIOCKOJIbKY TI'€pOil BOCCTAHABIMBAET CBOE
npouutoe. IloBepHYB BpeMs BCIATb, MBI MOYKEM
YBUJETb, KaK F'€POU CTAHOBATCS 3JI0ESMH, 3JI0-
JIEW — CIIACUTENSIMH, @ OTHOILEHUS MEXJYy NE€PCO-
HakaMH yCIOoXHstoTcs. HekoTopele mpenMeTrsl u
cymiectBa B Braid urHOpUpyIOT MaHUITYJISIH CO
BPEMEHEM, YTO MO3BOJSET UX HCIIOJIB30BATH IPU
pELIEHNHN 3araJjoK, HEKOTOpbIE YPOBHH INpezsiara-
10T apXUTEKTYPY, KOTOpas MpHUBs3aHA K JBUKCHU-
aM Tuma U T. 1., 4TO CO3AAET IONOJIHUTEIbHBIE
CIIO)KHOCTU U U3MEPEHUsl pe(reKcHu, pa3pyliaeTt
11a0JIOHHBIE — JTMHEWHBIE — CXEMbI MBILIUICHUS U
3aCTaBs€T UIPOKAa HAXOAWUTh HOBBIE PEIICHHUS.
OCHOBHOH NpPHUHLMII 3/1€Ch — YAWBHUTH HIPOKA,
BBIXBATUTbH €0 U3 NOTOKA YCPEAHEHHOTO BOCIPH-
ATHA. DTUM IPAaBUJIOM IOJIb3YIOTCS MHOTHE pa3-
pabOTYMKN MHAM-UTP, UM TaKKe He mpeHeOpera-
IOT CO3/aTeNId MacIITaOHBIX AAA-TIPOEKTOB, XO-
TS, CKOpEE, OHU JIENAIOT CTaBKy Ha IPUBBIYHBIC
[IaTTEPHBI B3AUMOJIECHCTBUS CO CPENOM.

CBs3bIBasi BOOOpaXKEHHE M CIIOCOOHOCTH
OIIEpUpPOBATh CHMBOJMYECKUMU CTPYKTypaMu C
COMATHUYECKOW MOOMIHM3aIel, KOMIbIOTEPHbBIE

UTPBl BO3BpAIAIOT HaM BJIACTh HAJ OLU(POBaH-
HOM U OTYYXKIEHHOM B MEIMATEIECHOCTBIO. UTO
3nech umeercs B Buny? Ilo kpaitHeit mepe ¢ cepe-
muHbl XIX Beka (ecnu He cka3aTb — C IEPBOro
TEXHUUYECKOTO M300peTeHus1, TpaHCHOPMUPYIOIIIe-
T'O U OIOCPEIYIOLIETO OIBIT TeJIa) HAaUMHACTCS OT-
qyKJIeHHEe OT 4YeJOBEeKa ero TtejecHocTu. Takue
Menua, Kak pororpadus, rpaMmMopoH, KUHO?, pa-
11O, OTUYXKJAIOT Hallu 0o0pasbl, royioca, Tejec-
HBIE JKECTBI, HANEISAIOT X aBToHOMuen>*, Cymie-
CTBYIOT HE TOJIbKO OaHKH XpaHEHHs T€HETUYECKOM
U MEIUIMHCKOW MH(OpPMALMU, HO M TaKue He-
OOBIYHBIE YCTPOICTBA, KaK ammapaThl 0 KOHCep-
BallMU 3amaxoB. TeMbl OTUYXAEHUS TEJIECHOCTU
KacaJliCh MHOTHE TEOPETUKH, B YACTHOCTH,
HEMEIKO-0pa3mibckuil (umaocod, uccienoBarensb
menua B. dmroccep, oOpaTuBIIMI BHUMaHHE Ha
JBM)KEHUE OT MHOTOMEPHOCTH K HYJIb-MEPHOCTH,
K TOYKE CXaTUsg BPEMEHHM M CBEPTBHIBAHUS IPO-

CTpAaHCTBA, OT XMU3HCHHOI'O MHUpPA K CHUHTCTHUYC-

2 KuHO, KOTOpOE, KaK OTMEUAJIOCh BBIIIE, aTleIHPyeT
K TaKTHJIBHOCTH, MPEIIONaraeT OIBIT BOBJICYCHUS
3pUTEINS B SKPAHHOE MPOCTPAHCTBO, IIPU ATOM BEICTY-
MaeT ¥ anmapaTroM OTYYXICHUS TelleCHOro obpasa, ero
KOHCEepBaluu (BCIEJACTBUE YEro, K MPUMEpPY, MOKHO
TOBOPHUTH 00 apXeoJOTHH TENeCHOro obpasa (B) KHUHO,
KOTJla COMAaTHYECKUe TEXHUKH, 3a(pUKCUPOBAHHEIC
CTapbIMU (PHIIBMaMH, TIPEIBSBIISIOT «CIOW» Pa3BHTHUS
COMAaTHKM Ha TMPOTSXKEHHH XX BeKa). JTH pa3HOHA-
MPaBJICHHBIC TIPOIIECCHI — PA3BUTHS TAKTHIIEHOCTH H
OTUYXKJCHHUS TEIECHOTO 00pa3a (B) KMHO — 3a/1al0T Ia-
pasokC MEOUITHOW KYyJbTYpHI, KOTOPBIA, B CYIIHOCTH,
pa3pemaeTcs TOJIbKO KOMITBIOTEPHBIMU UTPAMH.

24 OreuecTBenHblil nccenoBares mMeaua A. H. ®dop-
TyHaTOB, pa30upas pojb TEXHHUYECKUX MeIua B OT-
YYy>KJICHUU TEJIECHOCTH, TOBOPUT, uTo yxke B XIX Beke
— BMecTe ¢ u3o0perenueM ¢ororpaduu, poHorpada u
TenepoHa — «MemuitHasS OTUYYKICHHOCTH IPEBpPATH-
Jach B HOBBIM ATaJOH coruanbHoCcTH» (DopTyHa-
ToB A. H.  Oro-memna.  CormanbHo-(unocodcekue
WTPUXH K UCTOpUHU TeneBuieHus. M.: ®@nunta, 2018.
C.29.).
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ckuM mupam?, TTo cyTH, 3TO JABMXKEHUE BCeil 3a-
[1aJHOCBPOIIEUCKOMN KYJIBTYpPBI, KaK €r0 IIOHUMAET
yxe M. Xangerrep, nepexox OT «OBITUS-B-
MHpE» K MUPY-KaK-KapTHHE, KO «BPEMEHU KapTH-
Hbl MUpa». Bunem diroccep oTMedaeT TeXHUYE-
CKHM XapakTep 3TOro ABUXKEHUSA, €ro CBI3b CO
CpPEICTBAMU KOMMYHHUKALUH.

Ta xe camas curyanus 3angeBaer u K.-
@. JInorapa, CTaBIIEr0 OJHUM U3 OPraHU3aTOPOB
BbicTaBku «Hemarepuanbnoe» 1985 roga, Ha Ko-
TOPOM 3KCIIOHMPOBAJIACh HAIllA COMAaTUYECKas
BCTPOEHHOCTb B MUP TE€XHUYECKOW CUMYIISLUU U
kommyHukauu. To, uro s Jlmorapa Obuto He-
OOBIYHBIM M HOBBIM, CBUETEIHCTBYIOIIUM O Jie-
MaTepHalIM3allMy  OMbITa, JIOOOMY BIIAJCTIBILY
cMapTdoHa TOKAXKETCS TPHUBHAIBHBIM. Tak,
MapuIpyT, NPONACHHBIA IIOCETUTENIEM BBICTaBKH,
3aIMCBIBAJICS HA MarHUTHYIO KapTy U COXpaHsJICS
Ha KOMIIBIOTEPE — CErOJIHs TO K€ CaMOe IPAKTH-
YEeCKU JIIOOOH YEIIOBEK MOXKET cAelaTh C IOMO-

6

B0 COOCTBEHHBIX TamkeToB?®, Temm ke mpo-

6nemamu OblTH 03a004eHbl MakittosH, boapwuitsp,

% Tloapo6ro cxemy dmoccepa pa3oupaeT HeMEIKHi
aatpononior [lutmap Kamnep (Kammep I. «Tena-
abcTpakum». AHTPONOIIOTHYECKHH YETHIPEXYTOJIbHUK
W3 MPOCTPAHCTBA, MOBEPXHOCTH, JIMHUA W TOYKU. //
Kammep JI. Teno. Hacumue. Bons. CII6.: M3garens-
ctBo PXT'A, 2010. C. 65-86.).

26 Cp. TaksKe OMBIT CETEBOTO OOIIEHHs OPraHU3aTOPOB
BBICTaBKH, KOTOPOE B CBETE€ COBPEMEHHON KOMMYHH-
Kalui Kakercs OaHambHBIM: «B pamkax BBICTaBKH
“Hemarepuansubie” B Llentpe ITomnuny B 1985 roay
BbIatoImuecs (paHIy3cKhe XyIOXKHUKA W WUHTEIJICK-
Tyansl (B uucie npounx Hanudnb bropen, XKak ep-
puna, Toun Oycnep u Kan-Opancya Jlnortap) npuns-
JIM y4acTHe B KOJUIEKTUBHOM aKTE CO3JaHMs TEKCTa, HE
BBIXOZS M3 JIOMa M CBS3BIBasCH APYr C APYTOM IpH
MOMOILIM KOMIIbIOTEpa (3TO OBIJIO A0 MOSIBICHHUS 3JICK-
TPOHHOH TOYTHI), — 32 €r0 Pa3BUTHEM MOXXHO OBLIO
HaOII0aTh C KOMIIBIOTEPA, YCTAHOBICHHOTO B My3€e»
(Pamr M. Hoseie menua B uckyccrse // Aprrua. URL:
http://artguide.com/posts/1546  (mata  oOpameHus:
24.08.2018).).

Hene3, Kamniep u n1p., U3 HbIHE KUBYIIUX (PUII0-
cooB, Kk mpumepy, Aramben u Kimkek. OT Tena
Ha TMPOTSHKECHUH UCTOPUU MEAUA MBI JBIKEMCS K
ero obpasy, ot obpa3a — K CYETHON MaIIHHE, KOM-
NBIOTEPY, AITOPUTMUYECKOMY areHTy OHOMNOJIH-
TUYECKUX TMPOLEAYP B MUPE HUPPOBBIX TEXHOJIO-
TUH.

[Tapagokc 3akitoyaercss B TOM, 4YTO MEua,
OTPaHUYMBAIOIINE HAIl TEJIECHBIM OMBIT, OTUYX-
JAOIUE €r0, CO BPEMEHEM MOMOTAIOT OCBOMTHCS
B HOBOH peambHOCTH, BO3BPALIAIOT «B35ATOE
Hampokar» Teno ¢ moaudukanusamu. Ecou ¢goto-
rpadueil (WIM KHUBOIKCHIO) IOJIOKEHO HAYaio
TEXHUYECKON NECTPYKIHH «OBITHSI-B-MHUPE», OT-
qyKJIeHUs Tena, (pUKcalluu ero odpasza, KOTOPBIH
Mo3Xe, B KHHO, 00pesT IBUKEHUE, TO KOMITBIOTEp-
HBIE UIPbl U — MHpe — HU(POBBIE Meaua MO3BO-
JSIIOT BEPHYTh 3TO OTUYKJCHHOE TeJI0 00paTHO,
NpUCBOUTH ero cebe. JII0OOMBITHO, YTO B Halle
BpeMs CcaMH Meaua o00JajaloT  Iepurenuuen
(Taumapl, TAUCKPUHBI, MALTMHHOE 3PEHHUE, aHAJIN-
3aTOpBI 3BYKa M 3aIlaxoB U TIp.), @ Mbl OCBalBaeM
CBOIO YYyBCTBEHHOCTb, B3aUMOJCHCTBYS C HHUMHU.
KommnbroTepHble Urpbl IPEIOCTABIISAIOT PE3EPBHBIC
KOIIMH TEJI JJIS1 SKCIIEPUMEHTOB U OOYUYEHHUS JKU3-
HU B UPOBOI cpene. MbI MOronaeM ux B BUE
CJI0KHOM UHTEpQEC-ayBCTBEHHOCTH? .

B kadecTBe mpumepa pacCMOTPUM HIpPYy
Luxuria Superbia (2013) ot Genbruiickoii He3aBH-
cumoit ctynuu Tale of Tales. Urpa paspaborana
JUIsl IUTAHIIETHBIX KOMIIBIOTEPOB, U €€ T'eUMINICH
npencTaBisier coOoil B3ammojeicTBre ¢ udpo-
BbIM LIBETKOM ITOCPEICTBOM HAKaTHH M MPHUKOC-
HOBEHUH K 3kpaHy. CobOupas mpenmeTsl, yCKops-

27 Cm. noapoOHee: Jlaremosa A. P., Jlenkesuu A. C.
§ 24. Unrepeiic xak (c)noxxHas GopMa YyBCTBEHHO-
cru // BusyansHas sxonorus: popmMupoBaHue AMCIH-
mwmHel. CII0.: UsparensctBo PXT'A, 2016. C. 366—
401.
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ACh, HaOMpas OYKH, UTPOK JIOCTABISIET IIBETKY
YAOBOJIBCTBHE, O YEM pPACTEHHE — OTAAIECHHO
HaIlOMMHAIOIIIEE JIMHHEEBCKYIO KIUTOPUIO — IIO-
CTOSIHHO yBeAoMJIsieT. [IpOBOKALIMOHHBIN MPOEKT
cryauu Tale of Tales obHaxkaer mMoznenb KOMMY-
HUKAI[MM C COBPEMEHHBIMU MEJMa, B paMKax KO-
TOPOM MBI MMOTJAKUBAEM IKPaHbl HAITUX IJIAHIIE-
TOB U MOOMJIBHBIX TelIe(OHOB, BCTyIAas C HUMH B
TeCHbIM (WIM WMHTUMHBIA) KOHTAKT. 3/1€Ch Tak-
TUJIBHOCTD NEPEBOAUTCS B TEXHUUYECKHH (Qopmar:
BMECTO 4YEJIOBEUECKUX MPUKOCHOBEHUH WM Tak-
TUJIBHOTO OOIICHUS C JOMAIIHUMH KHUBOTHBIMHU U
ONMM3KUMHU  JIIOABMM  POXKIAETCSA — OcCs3aTeNbHas
KOMMYHUKAIUsI € TpeOOBAaTEIbHBIMUA TEXHOIH-
TOMIIaMH, TTOTJIOUIAIONIMMH BCE Hallle BHUMaHUE U
NPUYYAIOIIMMH K MHPY BHEYEIOBEYECKOH YyB-

CTBEHHOCTHZ®,

Luxuria Superbia — wu3geBaTenb-
CKHM IIPOEKT, KOTOPBI, OJHAKO, IEMOHCTPUPYET
HOBBIE PEXXHMbI YYBCTBEHHOCTH, YETO HE JAEIAIOT
BCE OCTaJIbHBIE UT'PbI JUII MOOMIJIBHBIX — TaKTUJIb-
HBIX — YCTPOMCTB.

Hanpumep, B urpe Let’s Create! Pottery
(2011) npemaraercst cTaTb PEMECIEHHUKOM,
IIPOU3BOJALINM TOHYAPHBIE W3JENHSI, KyBILIUHBI,

TFOpHIKU: 34CCh TAKIKC HMCECT MCCTO TAKTUJIbHOC

% [IpuMeuaTenbHO, YTO TOT OMBIT 3a00THI O IUPPO-
BBIX CO3JaHUSIX MPHUBHBAICA HIPaMH C JABHHUX MOP.
MoOXHO, K IPUMEPY, BCIIOMHUTH MOMYJISIPHYIO HTPYIL-
Ky «Tamaro4ym». YXoz 3a nu(poBbIMH TUTOMIAMH J0-
MOJTHUJI MJIK B Psifie CITydaeB 3aMEHMI 3a00Ty O HACTO-
SIUX XKUBOTHBIX. Tak, reiimauzaiinep Carocu Tanzu-
pH, co3maTenb MOKEMOHOB, B JIETCTBE KOJUIEKIIMOHH-
pOBaJl HACEKOMBIX M OOMEHMBAJICA UMH C IPY3bSIMU.
OTOT KOMMYHUKAIIMOHHBIM HPUHLOWI OH MOJOXHI B
ocHoBanue urp Pokémon Red Version (1996) u Poké-
mon Blue Version (1996), pa3pabotaHHbIX i miepe-
HOCHOM KoHcosnn Game Boy, B KOTOpBIX UTPOKU MOT-
1 OOMEHUBATHCS COOpaHHBIMU NTOKeMOHamH. Peannu
HaIllel Xu3HU, npuoOperamomel Bce Oojiee BBICOKO-
TEXHOJIOTHUHBIA (opMar, AMKTYIOT MOTPEOHOCTH B
MOKMCKE HOBBIX CIIOCOOOB pa3BUTHS U MPOSBICHUS 4e-
JIOBEYHOCTH.

B3aUMOJICHCTBHE C DKPAaHOM, BO3HArpakKJICHHUE 3a
yAauHble JEHUCTBUs, HO OTCYTCTBYET AaKLEHT Ha
3pOTHU3ME KOMMYHHUKAIIMU C HHTEppercoM, XOTs B
KAaKOM-TO CTEIIEHU OH MMEET MECTO BO BCEX TaK-
TWIbHBIX Meaua. B3auMoOnencTBys C IMOBEPXHO-
CTBIO DKpaHa, Mbl YYUMCsI YyBCTBOBATh CBOH COO-
CTBEHHBIE TeJa: CaMbli IIPOCTOM IIPUMEP — TO, KaK
COBPEMEHHBIC JIETH y4aTcCs JKUTb B MUPE HOBBIX
Melua, urpas C IUlaHuieramu. be3 TeXHHYeckux
YCTPOWCTB MBI HE MOXKEM IPUCBOHUTH ceOe CBOU
u(poBbIe Tella, HE 3HAEM CYTH CBOETO IMPHCYT-
CTBUSI B MHUPE, KOTOPBIM JaBHO YK€ TEXHUYECKHU
MOIUGUIIMPOBAH U TEpeBeieH B MeIUIHbIN (op-
Mar CyILIEeCTBOBaHUA. B CyIIHOCTH, ¢ IOMOILIBIO
HOBBIX MEJUNHBIX CPEICTB, CBA3AHHBIX C UTPOBOU
UHJyCTPUEH, YEIIOBEK YUMTCS YIPABIATH pealb-
HOCTBIO Ha COMAaTU4E€CKOM YPOBHE, Pa3BUBAET BO-
obpaxkenue cBoero tena. Yxe B XVIII Beke Jla-
METpH IUCaT O TEXHUYECKOW pa3BEPTKE TEIECHO-
CTH, B KOTOPOH POXKIACTCS HOBBIM THUII — TEIECHO-
ro — BOOOpa)keHHsI, KOMITbIOTEPHbIE UTPHI, TadIa-
abl 1 VR-rapHUTYpBI 100aBUIIA 3TOMY TEJIECHOMY
BOOOPaKEHUIO MPOU3BOJUTEIBHOCTH U HU3OIIPEH-
HOCTH.

IIpoussodcmeo npucymcmeus
8 KOMNbIOMEPHBIX USPAX

Ecmu Tenerpad, TenedoH, paamo, KHHO U
dororpadus oTUyKITamM HAIly TEIECHOCTh, CO-
XpaHss ee B KaueCTBE aBTOHOMHBIX H300paXKeHUH,
3BYKOB, ()OpPM, TO KOMIIBIOTEpHBIE HTPHI, VR- 1
AR-TexHonoruu, motion capture, a TakKe TEXHO-
JIOTHH TIOTPYKEHHUS, IPUCYTCTBHS U BOBJICUCHHUS B
MOTOK LM(POBOro BOCHpuUsATHs, Takue Kak Kinect,
Wii Remote, PlayStation Move, Hydra u ap.%,

¥ Tax, Jleppuk ne Kepkxod, yuennk M. MakmodHa,
MUIIET: «...B yu@pogyio SNOXY HHTEPAaKTHBHBIC CH-
CTEeMBI MOKA3bIBAIOT, KAK OHU aKTUBHO TPeOYyIOT OCs-
3aHHA MOCPEACTBOM Pa3HBIX MOIYJIALMH AHaNa3oHOB
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BOCCO3/IaI0T U3 3THX (OPM HOBYIO TEJIECHOCTH,
YIPaBIIsITH KOTOPOH, YyBCTBOBATH KOTOPYIO, MBIC-
JHUTh U BOOOpaXaTh KOTOPOW MBI YUHMCSI B KOM-
NBIOTEPHBIX UTPax, a TaKKEe UCIONb3Yys TEXHHKY,
YCBOMBIIIYIO CIOCOOBI WHTEpaKIHH, CHOpMHUPO-
BaHHBIC B HHUX. 37I€Cb HPOHM3BOJIUTCS HE TOJIBKO
ocobast — mudpoBas — ¢popma cyObeKTa, CIPOEK-
TUPOBAHHOTO Menua, HO M ocobas (opma coma-
TUYECKOTO MPUCYTCTBHSL.

B xuure 2004 roga «IIpousBoactBo mnpu-
cyTcTBHsA. Yero He MOXKET TepeaarTh 3HadeHne?» >’

¢bunocod,
KyJnbTypsl X.-Y. ['ymOpexT nucan o ¢opmupoa-

HEMEIIKO-aMEePUKaHCKHHA TEOPETUK
HUM 3CTETUYECKOT'O OIbITa B KOHTEKCTE JIBYX OII-
NO3UIMA: «A(pPEKTOB 3HAYCHUSA» U <«3(DP(DHEeKTOB
IPUCYTCTBUS». MeTtapu3nueckass Tpagulus, SB-
JSIOIIAsACS BOIUIONMIEHHEM 3(P(PEKTOB 3HAYCHHS C
CONYTCTBYIOIIMMH MM TEXHHUKAMH HHTEpIIpeTa-
IIUU, UTPHI ¥ BBIMBICTIA, OTAAISIETCS OT BCErO Be-
[IECTBEHHOT'0, OT MaTepHalbHBIX (PAKTOPOB KOM-
MYHHKallUU, paboTaeT B pexxuMe 3a0BEHUs Tela,
3a0BeHMs MpUcyTcTBHs. ['yMOpexT momjaraer, 4yTo
SMOXU 3HAUEHHS U SMOXU MPUCYTCTBHSI CMEHSIOT
Apyr nApyra, ¥ s WUIIOCTPAllMU IpeJiaraet
ONHUCBHIBATh UX C IOMOIIBIO psAAa OMIO3ULIUI

u 3ametHocTH HHTepdeiicoB. Nintendo Wii — oueBun-
HbId ipuMep. C MOMOILBIO 3JIeMeHTa 00paTHON CBSI3H
B KOpITyce 3TOT HHCTPYMEHT OYKBAJILHO 00JIafaeT ocs-
3aHueM. KoHeYHO, B HEKOTOpPOIl CTENEHN CBSA3b C BUP-
TyaJbHON cpelnol He3aBHCUMO OT HMHTepQencoB Bce-
rZla TaKTHJIbHA, BCIAECACTBHE TOTO YTO Ul HAaBUTAL[UH
MBI HCIIONB3yeM PYKH WM YYBCTBO HaIlpaBJICHUS,
9TOOBI MPAaBUJIBHO OLCHUTH TpaMuecKoe H3MEHEHHE
nponopuuii. Ha ocHoBe Hamiero onsita B tupoBoi U
OecnipoBOAHOH smoxe MakimiodH YTOYHSET HACIO O
Boccoequaenuu ayBcTB» (Kepxod /., me. Urak, Ma-
kmooH? Bcee eme mepts? / MenunapeansHocts. Kon-
LenThl ¥ KyabTypHble mpaktuku. CI16.: ®onx passu-
tus Koupmukronorun. C. 196-197.).

3% T'ym6pext X.-Y. IIpou3BoacTBo mpucyTcTBus: Yero
HE MOXeET nepenars 3HaueHne. M.: HoBoe nutepatyp-
Hoe 0003penue, 2006. — 184 c.

(yx/Teno, 3HaK/Belb, BPEMs/IIPOCTPAHCTBO, JKC-
LEHTPUYHOE OTHOIICHHWE K MUPY / OBITHE-B-MUpE
u T. a.). Tak, Hampumep, IS AMOX 3HAYCHHS Xa-
PaKTepHO MpEeHEOPEKEHUE TEJIOM B IOJIb3Y Pa3BH-
THUS JIyXa, a B SMIOXU MPUCYTCTBUS, HAIPOTUB, CO-
MaTHYECKUE TEXHUKH IMPEBATUPYIOT HaJa CIHPH-
TUYECKUMHU.

3TO UealIbHbIC TUIIBI, OHU HE BCTPEUAIOT-
Csl B UICTOPUH B «YHCTOM» BHJIE, CKOpPEE peub UIET
0 MpeobialaHuy OJJHUX TeHJCHLIUN HaJ JPyTUMH,
o OoJpIIeM BHUMaHHH, KOTOPOE B TOT MJIM MHOH
NepUoJ yAETseTCs MPOU3BOJCTBY 3HAUCHUS WIIH,
HaoOopoTt, mpucyrcrBus. K mpumepy, cam I'ym-
Opext cuutaer CpeTHEBEKOBbE — BETUKOM M0X0i
NPUCYTCTBUS, BPEMEHEM, KOT/Ia TENy YIENSIOCh
OCHOBHOE BHHMMAaHHUE, W 3aKpbIBAeT IJ1a3a Ha WH-
TEHCHBHOE pa3BUTHE B CPEIAHUE BEKa SK3ETre3bl,
TEXHUK TOJIKOBAHMs, MHTEPIPETAIH, TepPMEHEB-
TUYECKUX TPOIETYp, BCEBO3MOXHBIX CIIOCOOOB
paboThI CO 3HAKaMH, CIIOBaMH, TEKCTaMHU.

[Touemy 00 3TOM pa3feiIeHUU CTOUT MOM-
HUTH TIPU Pa3roBOpPE O KOMIIBIOTEPHBIX HUIpax?
[Toromy 4TO B Mrpe OCYIIECTBIISIETCS CHHTE3 3(h-
(eKTOB 3HAUYEHUS U TPHUCYTCTBHUS M JIETKO IIpe-
OJI0JIEBAETCS Pa3pblB MEXKJy HUMH: MHTEpIIpETa-
U TeHMEPOM TPOUCXOAIIETO HAa SKPaHE HOCHUT
TeJNecHBbI, mephopMaTUBHBIN XxapakTep. Peub
uner o0 ocoboit npoyedypuoii menrecHocmu, KO-
TOpasi CKJIA/IbIBACTCSl B MPOIECCe UTPHL. 3a4acTylo
UTPOBOI TMporecc CTPOUTCS Ha 3abBeHWH (U
HaIUIeBAaTEIbCKOM OTHOIIEHHE K HY)XJIaM) Tela,
HO Tepea ATUM HEOOXOIUMO HACTPOUTHCS Ha
CIIQAXKCHHYIO paboTy ¢ MTPOBBIMU MHTEpdericaMu
1 KoHTpoyuiepamu. lIpencrasienue o reimepe Kak
0 TOM, KTO OTOpPBaH OT CBOErO Telila B KOpPHE He-
BEPHO: Pa3phIB C TEJIOM OCYIIECTBIISIETCS KaK 0CO-
O6as  mpouenypa
NPEIIECTBYEeT WHTCHCHUBHAS TPEHUPOBKA U IIO-

abcTparupoBaHus, KOTOPOI

BTOPCHUC. bonee TOro, MHOITM€ COBpPCMCHHBIC HI'-
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pBl HA00OPOT yuyaT BIAJETh CBOMM TEIIOM, 3ame-
4aTh €ro, moOy>XJAal0T K COMaTHYECKONW aKTUBHO-
cru’!,

Couerasi HHTEPNPETALMIO U TOJKOBAHUE C
nephOPMATUBHBIM HKECTOM>2, COENAUHASL — CJIOBHO
no 3aseram Jlutmapa Kammepa — MbllUIEHHE C
TEJIOM, DPACKpbIBasl PENPECCUPOBAHHBIE KaHAJbI
YyBCTBEHHOCTH, KOMIIBIOTEPHBIE UIPBI 3aBEpILa-
10T 60pb0yY C ONTUKOIICHTPU3MOM, HayaTyko Oosee
CTa JIET Ha3aj, IPEOJO0JIEBAIOT T'OCIOACTBO 3pH-
TeNbHOM (yHKIMHU B KynbType. HecMoTps Ha mim-
POKYIO pacIpOCTPAHEHHOCTh TEPMHUHA «BUICOUT-
PBI», UTPOBBIE Me/Ma MPeInoaaraT pa3Hoo0pas-
HBII IEPLENTUBHBIN OIBIT, KOTOPBIA HE CBOIUTCSA
TOJIBKO K BHU3YaJIbHON COCTABJIAIOLIEH, IIyCTh OHA

31 Cpasy BCIIOMHHAIOTCS T€ONOKAIMOHHBIE HIPhI Ha
OCHOBE JOMOJHEHHOH peanbHOcTH Ingress (2012) u
Pokémon Go (2016) ot crynuu Niantic, B KOTOpBIX
HEOOXOOMMO TIepeMelaTbcss MO TOpoAy B MOUCKaX
MOPTaJOB WM MOKeMOHOB. [IpunoxkeHust aist coBpe-
MEHHBIX CMapT(OHOB MpeJIaraloT LIMPOKUN CIIEKTp
pa3BiieuCHUN, KOTOpBIE CBSI3aHBI C HAIIeW TEIECHOU
AaKTHBHOCTBIO: HampuMep, NPOHACHHBIE PacCTOSHUS,
KOTOpbIe (PHUKCHUPYIOTCS (UTHEC-TPEKEpaMH, MOKHO
MEPEBOIUTH BO BHYTPUUTPOBYIO BATIOTY B HEKOTOPBIX
UTpax M CTPOUTH Ha Hee COOCTBEHHYIO TaJlaKTHUKY,
CTpaHy WM ropoJ. TakuMm ke 00pa3oM MOXHO «Harla-
raThy JOTOJHUTENbHBIE MerabaiiTel MHTepHEeTa U T. TI.
Crucok moJOOHBIX BO3MOXKHOCTEH € pacmpocTpaHe-
HUEM HUPPOBOIT SKOHOMHUKH TOJIBKO PACIIUPSICTCA.

32 35ech uMeeTcs B BHAY NephOPMATHBHOCTH TP B
LEJIOM, HO CTOMT TaKXe CKa3aThb O CYLIECTBOBaHUH
OTAEIBHOTO >XKaHpa mepdopMaHca B KOMIBIOTEPHBIX
urpax. [logpobuee cm.: Auccon M. Ot Plaintext Play-
ers 10 Avatars Actors: HEOOJIBIIOE HCCICAOBAHHE HA
TeMy TieppOpMaHCOB B OHJIAWHOBBIX urpax //
Gamestudies.ru.

URL: http://gamestudies.ru/translations/performance/
(mata oOpamenuss 31.01.2018); Cxomopox M. M.
[lepdopmaHCchl B OHNaHHOBBIX MIpax: K BOMpOCy 00
OTHOLICHUSAX MEXIY BHUACOUIPAMH U HMCKYyCCTBOM //
KomnbroTepHble HIpbl:  CTpaTeTHH  HCCIEIOBaHUSL.
CII6.: MzpatensctBo Cankr-IlerepOyprckoro ¢uiio-
cockoro obmectra, 2014. C. 142—-152.).

U 3aHMMAET HEMAIyl0 €ro 4acTb. AyAHOUIPHL,
IIpeIHa3HAYEHHBIE B IIEPBYIO OUEpEb AJIS JIFOAEH
CO Ca0bbIM 3pEHUEM WJIHM CIETMbIX, MPEACTABISIOT
cO0O# Wrpbl, B KOTOPBIX KIIIOUeBas MH(POpMAIUSI
NIEpPEIAacTCsl C MOMOIIBI0 3ByKa M OpPUEHTALUS B
MPOCTPAHCTBE UAET Ha CiyX. [ eMMIUIel B HUX HE
npUBs3aH K rpaduuecKuMu uHTEepdericam u apy-
roii BusyasnpHOW uH(popMmanmu. EcTb mpumepsl
TOT0, KaK CJIENble UTPOKU C OYEHBb XOPOILIUM CIIy-
XOM TPEBpAIlaI 6UOCOUTPBI, TAXKEe TAKUE CIOXK-
Hble M ObICTpBIC, KaK (AaUTHHTH W ILIyTEpbl, B
@ayOuouTphl, TyTeM MPoO U OMMUOOK yUUIIHCH UT-
paTh B HUX Ha ciyxX. Hapsangy c ayauourpamu B
rocjeHee BpeMsi 3a CYET HIKCIIEPUMEHTOB B 001a-
ctiu VR-TeXHONOruil nosBisieTcs Kiacc Urp, Ko-
TOPBIE MOYKHO Ha3BaTh «XalTHIECKUMU» >,
Maxuiro3H nosarai, 4To 3peHue yTpaTHio
CBOE€ JOMMHAHTHOE II0JIOKEHHUE B KYJIBTYpE C II0-
SBJICHUEM DJIEKTPUUYECKUX TEXHOJOTUH. OTOMY
CIOCOOCTBOBAIM M XYJOXXECTBEHHBIE SKCIEpH-
MEHTBI IIEPBOM MOJOBUHBI XX BEKa, U MaccOBOE
pacrpoCTpaHEHUE TaKOW TAaKTHIBHOM TEXHOJIO-
I'MH, KaK TEJIEBUACHUE (B NIEPBYIO OUYEpENb B paH-
HUX €ro Bepcusix), U pOXKACHUE KaHpa mepdop-
MaHCa C €ro CTpajarolleil, YyBCTBYIOIIEH, KPOBO-
TOYallled W >KUBOW TEIECHOCTBHIO. B cBere 3TOro
HEYJMBUTEIBHO, YTO MHOTHE TEOPETUKHU MUCAIH O
IIPEOJIOJIEHUM ONTUKOLEHTPU3MA B KYJbType, OT-

34

Ka3€¢ OT YIUIOIICHHOCTU BOCHPHUATUA™ ", a XYHOXK-

33 «CrnoBo “xanTuka” (M COOTBETCTBYIONIEE MPHUIAra-

TEJIbHOE “‘XalTHYECKHi’) 00pa3oBaHO OT IPEYECKOTro
cmoBa haphe (ocs3anue) m haptikos (ocsizaTenbHBIH,
TaKTHJIBHBIN), KOTOPBIE B CBOIO O4epenb 00pa3oBaHbI
ot haptesthai (Tporars, xBararp)» (DmmTeiin M. H.
Xantuka. YemoBek ocszarommii / OmmreitH M. H.
®unocodus tena / Tynpunuckuii I'. JI. Teno cBoboapbl.
CII6.: Anereiis, 2006. C. 16.).

* EcTpb yKke CcTaBIIMe KIACCHYECKUMHU TeKcThl Kamre-
pa, ®mroccepa, Bupmmo u np. B poccuiickoM KOHTEK-
CTe TaKXe Pa3MBIIUIAIOT Haj ATUMH Temamu. Cwm.,
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HUKH CO CBOEH CTOPOHBI MPUHUMAJINCH 32 pellle-
HUE 3TOW 3a7a4y XyA0KECTBEHHBIMU CPEACTBAMH,
IIKBAJIOM IMEPLENTOB, aTakoil B 0OJEBBIE TOYKU
KyJnbTypsl. IlpaBaa, 3TOT ombIT Beerna ObLT 3MH-
TapHbIM, JOCTYIHBIM W30paHHOMY KpYTY 3pHUTe-
Jei U yyacTHUKOB nepdopmanca. KommbioTepHbie
UTPBI CHIENATN €TI0 MACCOBBIM.

Jlaxxe KHMHO, IOCIIEOBATEIbHO pEeAINU3ys
YCTAaHOBKY Ha TaKTWJIbHOE COY4YacTHE€ M TOTajb-
HOCTb BOCHPHUATHS, HE CIPABWIOCH C 3adaueil
IIPEOJIOIEHHUST BU3YaJIbHOW CIELMAIM3ALUK, II0-
CKOJIbKY INEpLENTUBHAS aKTUBHOCTb 3pUTENS IPU
B3aMMO/ICHCTBUM C (PUIBMOM OrpaHuyeHa «mago-
COM JUCTaHIMM». B KOMIBIOTEPHBIX HUIpax OT
YCIEUTHOCTH COMATHYECKOW MOOWIM3aIMU 3aBH-
CHUT MPOXOKJEHUE UTPBI, KUTEHUE» €€ TEKCTa. ITO
y>K€ HE TOUY€YHasi MHBEKLUS CMbICIIA, POKIAIOIIIe-
rocsi U3 MyJibCcaluu (J€)KOHCTPYUPYIOUINX ceOst
Ten (kak B nepdopmance), HO BCeoOLHil yenoBe-
YECKUU OIBIT, BOIUIOLIECHHBIA B PEAJIBHOCTU WH-
TepdeiicoB u cooTBeTCTBYIOIIEH UM (am) mep-
nenuuu. B mosje 3Toro omeiTa Mbl Y4UMCS JKHTb,
JyMaTb BMECTE CO CBOUM TEJIOM M ue€pe3 HEro,
JeCTBOBAaTh, BXOAUTH B 00pa3 U BBIXOAWUTH U3
o0paza, MOJHHEHOCHO IPEOJ0JIEBaTh HEAKTyallb-
HOCTh LU(POBBIX CIIEOB, OCTABLIMXCS OT yCTa-
peBiueil KoHpuUrypanuu Menua. MpICIUTh TEIOM B
UGPOBYIO 30Xy — 3HAYUT MBICIUTH BCTPOCH-
HBIMH B HETO HHTEpeiicamu.

Nrak, kakue BBIBOABI MOKHO CHENaTh, OT-
TAJIKUBAsCh OT LICHTPAJIBHOM pOJIM COMATHKU B

nanpumep: bpenep A. [I. Konen ontuku // Xymoxe-
CTBEHHBIH JKypHAJL.

URL: http://moscowartmagazine.com/issue/65/article/
1379 (mata obpamenus: 20.12.2018); Casuyk B. B.
Uro wucnonuser nepdopmanc? // Wutenpoc. URL:
http://intelros.ru/subject/figures/valeriy-
savchuk/13593-chto-ispolnyaet-performans.html (mara
obpamenwus: 20.12.2018) u ap.

(OpMHPOBAaHUM HIPOBOTO OMBITA, OT TOrO, YTO
TEJIECHOCTh (TpaHC)popMuUpyeTCs B XOA€ UIPhI U
reiiMep Ha COMaTUYECKOM YPOBHE BXOIHT B IH(-
poByto cpeny? Bo-mepBbIX, cleIyeT OTMETHTb,
YTO KOMIIBIOTEPHBIE HUIPBI 3aBEPIIAIOT IIPOLIECC
MIEPUENTUBHON IEPECTPOMKH, HAYATBIA PAaHHUMHU
EKTPUYECKUMU MEIHA — [IEPEX0] OT BU3YaJIbHO-
OPUEHTUPOBAHHON YYBCTBEHHOCTH M JIOTHKH IIO-
CTPOCHUS JAMCTAHLUMUM K TAaKTWJIBHOW NEPUEILHH,
CONPSKCHHOW € IOTpy:KEHHEM B cpeny. Bo-
BTOPBIX, B HIPAX BO3BPAILACTCS OTYYKICHHas
IpeAbIIYIIUMH MEIUATEIECHOCTh: UIPOK YUUTCA
yHOpaBJsATh UHTEpdeiicaMu, Ha ypOBHE Tea OCBa-
UBACT SA3BIKU WIPBI, SI3bIKA AJITOPUTMOB, 3TO CTa-
HOBUTCS BTOPOM HATypOH, IPUBBIYKOM M JIETKO
JKCIIOPTUPYETCS BO BHEUIPOBBIE KOHTEKCTHI.
[MudpoBsie MUPHI TOYTH OYKBAJIBLHO BOILIOIIAIOT-
csi B HamMX (U3MYECKUX Tenax. B-TpeTpux, B
KOMIIBIOTEPHBIX HIPAX MEXaHU3Mbl CHUMBOJIMYE-
CKOT'O TIPOM3BOJICTBA M WHTEpIpETaluu, paboThI
CO 3HAaKaMU M CHOCOOHOCTh K TOJIKOBAHHUIO CO-
eNUHSIOTCS ¢ Nep(HOPMATHBHOCTBIO, C TEJIECHBIM
OIBITOM, TEPeXoJiAT B TO, uTo X.-Y.['ymOpexr
Ha3Bajl «IPOU3BOACTBOM IPUCYTCTBUsD. VHBIMU
CIIOBaMHM, B UI'Pax HET pa3pbIiBa MEXIy «ObITHEM-
B-MUPE» U «IIPEICTABICHUEM), IIPUCYTCTBUEM H
peduiekcueil, 3HAKOM H TEJIOM. B-ueTBepThHIX,
KOMIIBIOTEPHBIE UTPBI AEIA0T MACCOBBIM TOT JIO-
KaJbHBIM M YHUKAJbHBIN ONBIT TEJIECHON coOpaH-
HOCTH, KOTOpBIA paHee ObUI JOCTYIEH TOJIBKO B
nepdopMaHce, BOCTOUHBIX €IMHOOOPCTBAX, TaH-

Ic.
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