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CrpemuresbHast 9BOJIIOLNST BUAEOUTPOBOI UHITY-
CTPUM B TOCEIHUE TPU NECATUIETUS aKTyaIU3UPYET
HeOOXOAVMOCTb TeOPETUUEeCKOTO OCMBICJIEHMUS] BUEO-
UTPBI Kak crenuduueckoro o6beKTa ryMaHUTapHOTO
sHaHusi. OT MapruHaJIbHOTO TEXHUYECKOTO KCIIEPU-
MeHTa cepennnbl XX BeKa BUIEOUTPbI TpaHChHOpMU-
POBa/INCh B JOMUHUPYIOIINI (DEHOMEH COBPEMEHHON
m106aIbHONM KYJIbTYPbI, OKa3bIBAIOIIMIA MaciiTabHoe
BO3IelicTBIEe HAa (HOPMUPOBAHME KOMMYHUKATUBHBIX
MPaKTUK, TaTTEPHOB BOCIPUSITUS M MEXaHU3MOB KOH-
CTPYyMpPOBaHMSI UAEHTUYHOCTHU. VccienoBanme Buzeo-
UTPBI KaK CJIOKHOI MYJIBTUMOJATbHOV CEMUOTIYECKON
CUCTEMbI TIPECTABISIETCS KPUTUUECKM BasKHBIM [JIsT
MTOHMMAaHMSI IPUPOJIBI €€ KYJIbTYPHOTO BIIMSIHUS M CIIell-
UGUKM CMBICTIONIOPOXKIAIOIINX TTPOLECCOB.

KonuenTtyanbHbIM (HDYyHIaMEHTOM MCCIEIOBAHMUS
BBICTYTIA€T TeOpus KMbepTeKCTyaabHOCTH, pa3pabo-
TaHHass HOPBEXXCKUM TEOPETUKOM Meaua DCIeHOM
1. Aapcerom. B moHorpaduu «Cybertext: Perspectives
on Ergodic Literature» kubepTeKCT onpezessieTcss Kak
«MallyHa JJisi TPOU3BOACTBA Pa3HOOOPa3HbIX BepCuii
MOBeCTBOBaHMsI» (Iep. aBT.) [3, c. 1], Ubsl CYIIHOCTD
3aKJII0YAETCs B JMHAMMKe TTOPOXKIEHMSI CMbICJIa yepes
MHTEPaKTVBHOE B3aMMOJeCTBYE MOb30BaTeNIsI C CU-
cTemoli 3HaKoB. [IpuHIIMITHANTbHOE OT/INYMEe K1UGepTeK-
CTa OT TPAAULVIOHHBIX JIMHEHbIX HAPPATUBOB COCTOUT
B TOM, UTO «ITO3UI[USI UUTATENSI OKA3bIBAETCSI HEOT/Ie-
JIMMa OT IMO3UIMU MHTEepIpeTaTopa u omeparopa» [3,
c. 49] (mep. aBt.). Irpok mepecTaeT 6bITh NACCUBHBIM
PELUIIMEHTOM ¥ CTAHOBUTCS OMEPATOPOM CEMMOTHYE-
CKOJi MalllMHBbI.

JlomoMHUTENbHBIM TeOPETUYECKUM pPecypCcoM
CJIYKUT KOHIEMIUS MYJbTUMOLAIBHOCTH, pa3pabo-
taHHas ['toHTepom Kpeccom u Teo BaH JleyBeHOM.
CornacHO MX MOAXOMY, «MYJIbTUMO/aIbHbIe TEKCThI
UHTETPUPYIOT Pa3/IMUHbIE CEMUOTUYUECKNE PECYPCHI
(pekuMbl) [JIs1 CO3MaHMs 3HAUEHMSI, IPUUYEM 3HAUEHVE
1esioro OoJbllle, YeM CyMMa 3HaueHMI yacteit» [9,
c. 320] (mep. aBT). B KOHTEKCTe BMUIEOUTPBI MYJIBTU-
MOJaJIbHOCTh MpHobpeTaeT 0coOyI0 AMHAMUYECKYIO
dbopmy, roe pasnuuHble 3HAKOBbIE KOAbI HE TIPOCTO
COCYILIECTBYIOT, HO TpaHC(HOPMUPYIOTCS B Mpoliecce
UHTEPaKIUN.

OBOMIOUST BULEOUTPBI KAK MYJIbTUMOIAJILHOTO
dbeHoMeHa mpexpcTaBisieT cob60y MpoOLecC MOCIe0-
BAaTEeJIbHOTO YCJIOKHEHUSI CEMUOTUUECKOTO pecypca
MOA, BO3IEICTBUEM TEXHOJOTUMYECKUX MHHOBAILVINA.
Pannne o6pasusl urp, takume kak Pong (1972) nan
Space Invaders (1978), xapakTepu3oBaJNCh KpaHen
OTPaHMUYEHHOCTbIO 3HAKOBBIX CUCTEM: MPUMUTHUBHAS
rpacduka (BeKTOpHbBIE JIMHWUM, MOHOXPOMHbBIE TTUKCEJIN)
Y MMHMMAJIMCTUIHOE 3BYKOBOE COTIPOBOXKIEHMe. 3Ha-
YyeHMe KOHCTPYMPOBAJIOCh MIPEUMYIIeCTBEHHO uepe3
abCTpaKTHbIE BM3yaIbHbIE CUMBOJIbI U 3JIEMEHTapHbIe
MpaBuJia B3aMMOAENCTBHUSI.

OyHOaMeHTaJbHBIN cABUT TIpou3solien B 1990-
X rofjax C BHeJpeHMueM TpexMmepHoii rpaduku. Kak
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OTMeuYaeT TeOpeTUK HOBbIX menua JleB MaHoBuu,
«TpexmepHasi kommbioTepHast Tpaduka 6osee GPyHK-
LIMOHAJIbHA, YeM OOBIYHBIN BU3YaIbHbIN «IIOTOK», 3a-
MMCAHHbBII HA KaMepy, OJHAaKO Ha CO3[aHle MepBOro
YXOIUT TOpasno 6ombiie BpeMenn» [2, c. 199]. Ilepe-
XO[I K TPEXMEPHOCTY BBEJ MIPUHLIUITUATBHO HOBbBIE BU-
3yaJibHbI€ KO[IbI: [JTYOMHY MMPOCTPAHCTBA, IEPCIIEKTUBY,
06beM 06BEKTOB, CJIOKHYIO aHMMaLuio. [lepBble maru
B 3TOM Hampasieunu cuaenanu Wolfenstein 3D (1992)
1 Doom (1993), koTopble, HECMOTPSI Ha MCIIOIb30Ba-
HHe TICeBIOTpexMepHOoN rpadukm (perKacTuHT), yKe
C03[1aBajii UJUTIO3UIO [JTYOUHBI ¥ TOPU3OHTAILHOTO 06-
3opa. [log/iMHHBIN TPOPHIB K MOTHOLEHHOW Tpexmep-
HOM cpefe mipousottien ¢ Berxogom Quake (1996), Super
Mario 64 (1996) u Tomb Raider (1996) — mumeHHO
9T BUEOUTPHI MIPOJEMOHCTPUPOBAIU BO3MOKHOCTh
MOCTPOEHMSI BUPTYaTbHBIX MUPOB C GecrpeleeHTHOI
CTEeNeHbI0 UMMEPCUBHOCTH, 3ai€ICTBYSI CBOOOIHOE
IBVSKEHME 10 TPEM OCSIM, TUHAMUYECKYIO MePCIeKTH-
BY U CJIOKHYIO aHMMaLMIO MepcoHaxeit. [lapasienbHo
nmpoucxoauia Tpanchopmaius ayauochepsl: OT Mpo-
CTBIX CMHTETUUYECKUX 3BYKOB MHIYCTPUS Tepelria K
MHOTOKaHaJibHOMY o6beMHOMY 3BYKY (Dolby Digital,
Dolby Atmos), npodeccrnoHaJbHOM O3BYUKe U IMHA-
MMUUYECKUM cayHATpekam. OYHKIMY ayquaabHbIX dj1e-
MEHTOB PasjIMYalOTCs: MY3bIKAJIbHOE COTIPOBOKAEHME
" BepbaJsibHas peub (IMajoru, HappaTuB) aKTUBHO yya-
CTBYIOT B CEMMO3MCe, HAllPaBJ/Iside BHMMaHUE UTPOKa,
MapKUPYsI CIOSKETHbIE VI3MEHEeHMsI M KOHCTPYUPYSI IMO-
IMoHaabHYI0 aTMocdepy. C Apyroi CTOPOHBI, 3BYKO-
Bble 3¢ beKThI (11aru, BEICTPEJIbI, IITyMbl OKPYSKEHMs) U
(hOHOBBIE IITYMbI TPEUMYIIECTBEHHO BBIMOJIHSIIOT CEH-
COpHYIO QYHKIMIO — caMu 1Mo cebe OHU He 06pasyroT
YCTOMYMBOM 3HAKOBON CUCTEMbI, CKOpee OCTaBasiCh
CeHCyaJIbHbIMM MapKepaMu, YeM MOJIHOIEHHbIMM Ce-
MMUOTUYECKUMU eIMHULIAMHA.

CoBpeMeHHbIN 3Tan XapaKTepuUsyeTcsl MHTerpa-
L[Meil TexXHOJIOTUII BUpTyaabHOU (VR) 1 mononHeHHOM
peanbHOCTU (AR), a TakKe pasBUTHEM XaINTUUYECKOMN
obparnoit cBsizu. VR/AR papukanbHo mogudumpy-
IOT MOJ@JbHOCTbh BOCIIPUSITUSI, BKJIIOUAsT KMHECTETHU-
YeCKMI U TPONPUOLIETITUBHbIN ONbIT. TakTUIbHAS MO-
JAJIbHOCTD, pean3yeMast IOCPEeINCTBOM BUOPAIIOHHBIX
kouTposutepos (DualSense gy PlayStation 5), nmepe-
BOAUT aGCTPaKTHbIE UTPOBbIE COOBITUS HA YPOBEHb
(bM3MUeCKOro OLIYIIEeHNMs, CO3[aBasi BbIPAsKEHHbIN CeH-
COPHBIN CJ101 urpoBoro omnbiTa. OIHAKO, B OTJIUYUK OT
MY3bIKM U peur, BUGpauys 1 TaKTUIbHAsI OTHa4a IoKa
He BBIMOJIHSIOT CAMOCTOSITEIbHOV CEMUOTUYECKON
GbyHKIMM: OHM CTY>KaT GU3NYECKUM TIOATBEPIKIEHUSIM
MpouCXoAsIiero (yaap, IPUKOCHOBEHMS, IBUKEHNUE),
HO HE HECYT OUCKPETHbIX 3HaUeHMIT, KOTOPbIE MOXKHO
6bLJI0 ObI MHTEPIIPETUPOBATh KaK 3HAKMU.

Tpancdopmalius HappaTUBHBIX CTPYKTYP B BUIE-
OUrpax MpeiCTaBysieT cO60I ABUKEHME OT MUHUMAJIN-
CTUYHOTO, UJI OTCYTCTBYIOIIErO CIOKeTa, K CJIOKHBIM
MHOTOCJIOMHBIM MMOBeCTBOBaHUsIM. PanHue o6pasiib
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(Pac-Man, Tetris) ¢doxkycupoBaauch Ha reiiMILIETHON
MeXaHWKe, JeJIerupyst HappaTUBHYIO PYHKIMIO KYiTb-
TYPHOMY KOHTEKCTY Wi BOOGpaskeHnto urpoka. OmHa-
KO 0 Mepe TeXHOJIOTUUECKOTO PasBUTHUS UTPbI CTa/IN
aKTMBHO OCBaMBaTh HeJIMHEHbIE, BETBSIIMECS CIOKEThI
C MHOKECTBEHHBIMI KOHIIOBKaMMU, Ile BbIOOp UTPOKa
JIeTepMUHUPYET pasBUTHE COOBITUIA.

lenpu JI>keHKMHC BBOAUT KOHIEMNIIUIO «HAppa-
TUBHOM apXUTEKTYPbI», MOAUEPKUBAsSI, UTO B UTPaX
«UCTOPUSI MOXKET OBITh HE CTOJIBKO paccKa3aHa, CKOJIb-
KO pasbIrpaHa BHYTPU MPOCTPAHCTBA HappaTUBHBIX
Bo3MoskHOCTel» [8, c¢. 118] (mep. aBrt.). [IpocTpan-
CTBEHHAs OpraHu3alis UTPOBOTO MUPaA CTaHOBUTCS
HOCHKTEeJIEM TTOBEeCTBOBAHMS, Tle CeMaHTHKa JIOKAINA,
pacroyioykeHyie 0ObEKTOB 1 aPXUTEKTYPHbIE pelIeHNs
hopMuUpyIOT HAaPPaTUBHBIN KOHTUHYYM.

Kputnuecku BaskHBIM JOCTMKEHMEM CTasIo TIpe-
OIOJIeHME OUXOTOMUM MEXK/IY JIIOMOJOrnueckum (mpa-
BWJIa, MeXaHMKa) ¥ HapPaTUBHBIM aclleKTaMu MOCpe]-
CTBOM (hOPMUPOBaHMS «JIYIOHAPPATUBHOTO COTJIACHUSI».
WrpoBble MexaHUKM TIepecTany GbITh abCTPaKTHBIMM
ormepanusaMu, TpaHcHOpMUPOBABIINCH B OCMbIC/IEH-
HOE€ BbIpasKeHMe TeMaTu4YeCcKoro comepskanus. [Tokasa-
TenbHbI TpuMep — cepust Dark Souls, rme mexaHuka
CMEepTHM U BO3POKIEHMS] CEMUOTUUECKN TTOAKPeIIser
IIEHTPaJIbHYIO TeMY OTUYASHUS U MePCUCTEHTHOCTH B
ymuparoieMm Mupe. [loqo6Hast nHTerpanys cosgaet 3¢d-
(beKT 11eJTOCTHOTO MYJIBTUMOIAIBHOIO OIbITA, IIe BCe
9JIEMEHTBI HallpaBJIeHbl K IMHOI CeMaHTUYECKON 1IeJI.

KubeprekcTyaabHOCTb BUIEOUTPhI OTpeIesseT-
Cs1 IBYMST B3aMMOCBSI3aHHBIMM TIapaMeTpaMu: Ipolie-
IYPHOCTbIO U MHTEPAKTUBHOCTDIO. [IpolenypHoCTh
mofpa3syMeBaeT, 4To urpa GyHKIMOHMPYET Ha OCHOBE
aJITOPUTMOB ¥ TIpaBu (IIPOrpaMMHOIO Koja), Orpe-
JeJITIONINX BO3MOXKHbBIE COCTOSIHMSI CUCTEMBI U peak-
1My Ha meicTBus urpoka. Kak yTeepskmaer Mapkyc
DCKeJIMHEH, «UT'POBasi CUTYaIMs ONPeesIIeTCsl MPesKe
BCEro MpaBuaMu, KOTOPble UTPOK ITOJKEH OTKPbITD
" OCBOUTbH, UTOOBI MaHUIYIMPOBATb UTPOBBIMU KOM-
noHeHTamm» [6] (mep. aBT.). [IpouenypHOCTb, TakKUM
06pa3oMm, COCTaBJsIeT OHTOJOTMYECKU QyHAAMEHT
UTPBI KaK CUCTEMBI.

MHTepakKTUBHOCTh B KOHTEKCTE KubGepTeKkcTa
BBIXOJMUT 32 paMKM MPOCTOTO «HaKaTHUsl KHOMOKY,
NpearoJiarast M3HayajJbHO 3aJI0)KEHHOE B UT'DE CMBbIC-
JIoo6pasylollee BO3AENCTBME UT'POKA Ha TeKCT. Urpok
ITOCTOSIHHO COBEPIIIAET BbIOOPHI, BIMSIOININE Ha COCTO-
SIHME UTPOBOTO MMpa: HaBUTallMs B TIPOCTPAHCTBE, pe-
LLIeHKe 3a/a4, IT0C/IeOBaTeIbHOCTh AeliCcTBuUIL. [IskaHeT
Mioppeii oTMeuaeT, YTO 3T BbIGOPHI CO3MAIOT «OIIY-
I[eHMe TTOTPYKeHMS B YIOBJIETBOPUTEIBHO OTK/IMKA-
fowmiicst mup» [10, c. 126] (mep. aBT.), TAe OeiCTBUS
MMEIOT 3HauKuMbie TocaencTBusi. Mapu-Jlop Paiian
YKa3bIBaeT, YTO MHTEPAKTUBHOCTh CO3[lae€T 0COOYIO
bopMy «MHTEpPaKTMBHOIO HAppaTUBa», Ie UCTOPUs
«pa3BOpavYMBaETCS Yepe3 CEepPUi0 BHIOOPOB, COBEpIIa-
embIxX mosib3oBaresem» [11, c. 205] (mep. aBT.).
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Kputnueckum acddbekTomMm MHTEPaKTUBHOCTHU
CTaHOBUTCSI GOpMUpPOBAHNME UYBCTBA areHTHOCTHU
(agency) — OUIYIIEHUS UTPOKOM COOCTBEHHOV CIO-
COOHOCTM BIMSITH HA BUPTYAIbHBIN MUD, MOAKPEIIeH-
HOTO OOPaTHOI CBSA3bI0 OT UIPOBOI CUCTEMBI U Orpa-
HUUYEHHOTO ee MpaBwiaMyu. DTa areHTHOCTb SIBJISIETCS
MOIIHBIM CEMUOTUYECKUM (aKTOpOM: OHa He MPOCTO
MO3BOJISIET UTPOKY MHTEPIIPETUPOBATh 3HAKM, HO U TO-
POKIATh HOBbIe CEMUOTHYECKNE eqMHULIBI Baronaps
CBOMM [I€/ICTBUSIM, a TaKyKe IMOJTy4aTb OOPaTHYIO CBSI3b,
KOTOpasl nepeornpeessieT 3HaUeHe yKe CYIIeCTBYIO-
IIUX UT'POBBIX 3JIEMEHTOB. MyIbTUMOLATBHOCTD BULE-
OUTPBI pean3yeTcsl TOCPEICTBOM IMHAMMUUYECKOTO B3a-
MMOJIEVICTBHUS YeThIpeX OCHOBHBIX 3HAKOBBIX CUCTEM:

1. BusyasibHble KOfbI: TpaduKka, aHMMAaLWsI, VH-
Tepdeiic MpefoCTaBIsIOT MHOOPMAIIVIO O COCTOSTHUU
MMpa ¥ BO3MOXKHBIX JeiicTBUsIX. IIpocTpaHCcTBeHHAas
OpraHu3ayst CTAHOBUTCS KJIFOUEBBIM BMU3Ya/IbHBIM 3JIe-
MEHTOM, TpeOyIoIIMM aKTUBHOTO MCCIiefoBaHus1. Busy-
aJbHBIN psif, pearMpyeT Ha JeMCTBUSI UTPOKA B Pealb-
HOM BpeMeHM, co3zpaBasi 3(pdeKT OT3bIBUMBOIO MUPA.

2. AyauasibHble KOJbI: MYy3bIKa U 3ByKOBbIE 3(-
(eKThI BBIMOJHSIOT HE TOJIBKO aTMOC(epHYI0, HO U
poueAypHYIO GYHKINWIO. 3BYK CUTHAJIU3UPYET 06
OTIACHOCTH, MOATBEPXKIaeT YCIeIHOCTD AeICTBUSI, Te-
pernaeT MPOCTPAHCTBEHHYIO MH(OpMaIMio yepe3 00b-
eMHOe 3ByuaHue. 3ByKOBOJ JIaHAIIa(dT U3MEHSIETCS B
OTBET Ha JeNCTBUSI UTPOKA, CO3aBasl TMHAMUYECKYIO
ayIMaJbHYIO Cpeny.

3. BepbasibHble KOMIbI: AMAIOTY, TEKCTOBbIE OIM-
CcaHMsl, BHYTPUUTPOBBIE 3aIUCHU TIepealoT HappaTuB-
HyI0 nHpopManuio. B kubeprekcre BepOaJbHbBIN KOJ
MHTErpUPOBAH B MPOLIECC B3aUMMOZEICTBUS: BbIOOD
PeIUIMKM BIMSIET Ha CIOKET, UTeHMe JOKYMEHTOB Ipe-
JIOCTaBJIsSIeT KJIIOUM K PelleHUIO FOI0BOJIOMOK.

4. TakTUIbHO-KMHECTEeTUYECKME KOIbI: XalTHU-
yeckasi o6paTHasl CBS3b ¥ HEOOXOIMMOCTb MOTOPHBIX
HaBBIKOB JJOOABJSIIOT (U3MUeCKOe M3MepeHMe K CeMU-
OTMUYECKOMY B3aMMOJEeICTBUIO, CBSI3bIBASI [ elICTBUE
UIPOKa B PeaJIbHOM MUpe C peakiueil KubepTekcTy-
aJIbHOM CUCTEMBI.

CuHTe3 NpuBefeHHbIX MOIATbHOCTEN MOJ YIIPaB-
JIEHVEM TIPOLeSyPHBIX TIPAaBUJI CO3IAET IMePIKeHTHBIN
CMBICJI, KOTOPBI/ HE MOKET ObITh MOJHOCTBIO Mpefo-
rpesiesieH pa3paboTynMKkaMy U BapbUPYETCs OT CeCCUU
K ceccun urpbl. Takum 06pa3om, MyJIbTUMOATbHOCTD
K1ubepTekcTa — 3TO He CTATMYHOE CBOWCTBO, a AMHA-
MMYeCKMIA TIPOLIeCC, aKTUBUPYEMBbIN UT'POKOM.

Bormnpoc o npuHanieskHOCTU BUIEOUTD K cdepe
MCKYCCTBA 3aTparuBaeT GyHIaMeHTaJlbHble aCMeKThI
MMOHMMAHMST TTPUPOLBI ICTETUUECKOTO B LMD POBYIO
anoxy. VI3BecTHbIN KMHOKPUTUK Pomkep D6epT karte-
TOPUYHO YTBEPsKI A, YTO BUJLEOUTPBI «I10 CBOEI CYTU
Mu3epabebHbl IO CPABHEHMIO C KMHO U JIUTEPATypOii»
[5] (mep. aBT.), MOCKOJIBKY MHTEPAKTUBHAS CTPYKTYpa
MIPOTUBOIOJIOXKHA «(PYHKIIMOHMPOBAHUIO KOMMYHMKA-
MU B Cepbe3HbIX (QyIbMax WM JUTEPAType, B KOTO-
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PBIX [JIaBHbI — Bcerga aBTop» [5] (mep. aBt.). Ero
MO3UIMIO TIoAepsKas remmvansarinep Xumso Kogsuma,
3asiBUBIIMIL: «Vrpbl pa3pabaThiBaIOTCS IJISI TOTO, UTO-
6n1 100 u GoJsiee yesOBeK OAMHAKOBO HAC/JasKIaINCh
UT'POBBIMM BO3MOXKHOCTSIMU. .. VIXx paboTta — 3TO cep-
Buc. He mnckyccrBo» [7] (mep. aBT.).

OmnmnonHeHTsI, Takue Kak KB bapkep, HacTansa-
IOT Ha TOM, UTO MHTEPAKTUBHOCTD MPENICTaBIsIET COOO0I
HOBBII MOII[HBI/I MHCTPYMEHT XYIOXXeCTBEHHOTO BO3-
nencTBust: «JlaBaiTe n3o6peTeM MuUp, B KOTOPOM UTPOK
obpeTaeT BCe, YTOOBI UMETb BO3MOSKHOCTD MOTPY3KaTh-
Cs1 B pasHble SMOIMOHATbHbIE COCTOSIHUS. JTO U €CThb
uckyccTBo» [4] (mep. aBt.). B 2012 romy Mys3eii coBpe-
MeHHOTO MckycctBa (MoMA) Brmouns 14 Bugeourp
B IOCTOSIHHYIO KOJUIEKLIVIO, YTO CTAM0 UHCTUTYLIMO-
HaJIbHBIM MTPU3HAHUEM UX KYJIBTYPHOI U 3CTETUYECKON
neHHOCTU. A. A. JIeHUKMH OTMeuaeT, UTO BUJLEOUT PbI
«MOTYT OBITh MCITOJIb30BAHBI KaK MCKYCCTBO», OTHAKO
OHU «IIMPe UCKYCCTBA, MPEBOCXOAS ero Mo CKOPOCTU
U TOCTYMHOCTU KOMMYHUKALMM, OXBATy ayJUTOPUN»
[1, c. 90]. Ha Haw B3risiz, BUAEOUTPBI TPELICTABIISIIOT
€060J1 CMHTeTHYeCKMII UMIUTMLIUTHBIN heHoMeH, dhop-
MUPYIOIINICS Ha MepeceueHn UCKYCCTBA, OMU3aiHa,
TeXHOJIOTMU Y UTPBI, CO37aBasi COOCTBEHHYIO Mapajur-
MY KYJIBTYPHBIX IIEHHOCTEIA.

[IpoBeneHHbI aHAIN3 MTO3BOJISIET YTBEPKIATh,
YTO BUIEOUTPa IpefCTaBisieT coboii crenuduieckmia
THUII KYJIbTYPHOTO TEKCTa — KMUOepTeKCT, PyHKIMOHM-
PYIOIINIT B TPOCTPAHCTBE MYJIBTUMO/IJIbHOM CEMMUOC-
depn1. Ee dynmamenTanbHast crienvduka onpenesiseTcs
TPUALOM B3aMMOCBSI3aHHBIX CBOMCTB: MPOLELYPHO-
CThIO, MYJIBTMMOZATBHOCTBIO ¥ MHTEPaKTUBHOCTDIO.
CeM1O31C B BUEOUTPE HOCUT IPTOLMYECKUI XapaK-

Tep, Tpebys aKTMBHOTO YUYaCTHsI UTPOKA KaK orepaTopa
CeMMOTMUUYECKOIM MallHBbI.

DBOJTIOIMS BUAEOUTPBI IE€MOHCTPUPYET MOCe-
JIOBaTeIbHOE YCJIOKHEHE MYIbTUMOIAIbHOCT — OT
MPUMUTUBHBIX MUKCEIbHBIX (GOPM K KOMIIEKCHBIM
BUPTYaJIbHBIM CpelaM, MHTETPUPYIOIIUM BU3yasb-
Hble, ayauaibHble, BepbasbHble U TAaKTUIbHbIE KOMIbI.
IocTuskeHMe «JIyIOHapPPaTUBHOIO COTIACKS» TTO3BO-
JIJIO CO3[aTh 1€JI0CTHbIE XYI0KeCTBEHHbIE OTBITHI,
re MexaHuKa, HappaTuB ¥ YyBCTBEHHOE 3CTeTuue-
CKOe Hayuaso B3aMMOJENCTBYIOT Ha CHEPIreTIUeCKOM
YpOBHe.

Ha nartir B3risiz, Bumeonrpa He HYKIaeTcs B Jie-
TUTUMAaLUY TTOCPENCTBOM KaTeropuit TpaauiyiOHHOTO
uckyccTBa. OHa opMupyeT HOBYIO KYJIBTYPHYIO Mapa-
IATMY, I/Te IIeHHOCTHbIN KOHTEKCT OIpeiesisieTcs CIo-
COOHOCTHIO CO3aBaTh UMMEPCUBHbBIE MUPbI, MOMIEJIN-
pOBaTh CJIOKHBIE CMCTEMbI ¥ TIOPOXKIATh YHUKATbHbIE
dbopmbl cmbicioo6pasoBanus. [To o6pa3sHOMY BbIpa-
skeHmto I'eHpu J[>keHKMHCA, «UTPOBOE MPOCTPAHCTBO
CTAaHOBUTCS ABoOpIOM mamsiTu» [8, c. 130] (mep. aBT.),
OTKPBIBAIOIIMM GecCIpereJeHTHbIe ICTeTHUeCKMe BO3-
MoskHOCTU. CeromHsl BUIEOUTPhl 3aHMMAIOT MECTO B
PANY BeOYIIMX KYJAbTYPHBIX UHAYCTPUIT HAPSIAY C KU-
HeMaTtorpadoMm 1 JUTEPaTyPOi, a UX ayIUTOPUsI U IKO-
HOMMYECKME MTOKa3aTeau MPOLOJ/IKAIOT PacTu. DTOMY
COMYTCTBYET PasBUTHE KPYIHBIX TPaHCMeAMaTIbHbIX
¢panmms (Resident Evil, Warhammer, The Witcher),
YTO MOATBEPKIAeT KYJIbTYPHbII BeC UTPOBBIX BCe-
JIeHHBIX. B 3TUX yCI0BUSIX BO3HMKAET MOTPeO6HOCTh
B TEOPETUUYECKOM OCMBIC/IEHUM BUIEOUTP, KOTOPOE
BBIXOMJIO ObI 3a MpeIesibl TPAAUIIMOHHON SCTETUKN U
MCKYCCTBO3HAHMS.
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