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BUJEOUT'PA KAK IIPEAMET NUCKYCCTBA: ITPAKTHUKHN BKIIIOYEHW A BUJJEOUT'P B
' AJIEPEVHBIE TIPOCTPAHCTBA

EpmakoB Tuxon KoHcranTHHOBHY
Cubupckuii penepanbuelii yausepcuret, Kpacnosipek, Poccust

Annomayun. CoBpeMEHHblE TajepelHble U My3€ilHble IPOCTPAHCTBA CTAJKUBAIOTCS C
po06IeMOii BOBHUKHOBEHHUS! HOBBIX ()OPM HCKYCCTBA, KOTOpble HEOOXOAMMO MHTETPUPOBATh B yKe
YCTOSIBILIMECS MHCTUTYLIMOHAIbHBIE MpakTUKU. [Ipu 3TOM crocoObl 3TOM MHTErpanuu Mo3BOJISIOT
PaCKpBITh HE TOJILKO OCOOCHHOCTH COBPEMEHHBIX My3€€B U rajepeil, Ho ¥ Ha TEOPETUYECKOM YPOBHE
OCMBICJIUTh CHEIU(UKY CYIIECTBOBAHUS ITHX HOBBIX apTe(akTOB, OAHUM U3 KOTOPBIX SIBISETCS
Bugeourpa. OOpamasich K aHalW3y HECKOJIBbKHX CIy4yaeB CO3JaHUS BBICTABOK, MOCBAIIEHHBIX
BUJICOUTPAM, CTAHOBUTCS BO3MOXKHBIM ONPEICIUTh HEKOTOpble OCOOEHHOCTH BOCHPHUSATHUS
BHUJICOUIPBI B COBPEMEHHOM KyJbType. Tak, BUAEOUIpa MOKET paccCMaTpUBaThCS KaK YHUKAIbHOE
Me[ua, SKCIOHUPOBAHHE KOTOPOIO CBS3aHO C COXPAHCHHEM AYTEHTHYHBIX TEXHOJOTHYECKHX
YCTPOMCTB, a JETUTUMALUS KaK KyJIbTypHOTO apTe(akTa 3aBUCUT OT KOHIIETILIUN «MacTepcTBa». Bo
BTOPOM CIIy4ae, BHJI€OUTpa MOHUMaeTcsl Kak (opma nu(pOBBIX Mera, COXpaHEHHUE U OCMBICIICHHE
KOTOPBIX CBSI3aHO C KOHIEMNIMEN TPAaHCKOAUHTA, YTO IPUBOJIUT K OPUEHTALINN Ha B3aUMOJIEHCTBHE C
BapHaHTaMM TEXHUYECKOW peau3allii MHTEPAKTUBHOCTU, a HKCIIOHMPOBAHHE MPOUCXOAUT Yepes
COXpaHEeHHE BHEIIHUX (Qu3nueckux apredakToB. HakoHel, BO3MOXKHO BKJIIOUEHHE BUIACOUTPHI KaK
TPaHCMEIUAIIBHOTO O0BEKTa, YTO MOJpa3yMeBaeT BKIIOUEHHWE B TrajepeiHble U My3eilHble
MIPOCTPAHCTBA HE CaMOro 00BEKTa BUICOUTPHI, a PA3INYHBIX BAPUAHTOB ME/INA, CBSI3aHHBIX C HUM.

Knroueswie cnoea: Buneonrpa, ranepesi, uuponsie Meaua, TPAHCKOUHT, TpaHCMeENa

Ana yumupoeanusn: EpmaxoB T. K. Buaeourpa kak npeaMeT HCKycCTBa: INPAKTUKH
BKJIIOUEHUST BUieourp B raiepeitaple mpoctpancTBa [Tekcr] / T. K. Epmako // Cubupckuit
HCKycCcTBOBenueCcKui xypHai. — 2026. — T. 5. — Ne 1. — C. 30-40.

VIDEO GAMES AS ART OBJECTS: PRACTICES FOR INCORPORATING VIDEO GAMES
INTO GALLERY SPACES

Ermakov Tikhon Konstantinovich
Siberian Federal University, Krasnoyarsk, Russia

Abstract. Contemporary gallery and museum spaces are confronted with the emergence of new
art forms that must be integrated into established institutional practices. The methods of this
integration allow us to not only uncover the unique characteristics of contemporary museums and
galleries but also theoretically understand the specific nature of these new artifacts, one of which is
video games. By analyzing several cases of exhibitions dedicated to video games, it becomes possible
to identify certain characteristics of video game perception in contemporary culture. Thus, video
games can be viewed as unique media, the exhibition of which is linked to the preservation of
authentic technological devices, and the legitimization of a cultural artifact depends on the concept
of "mastery." In the second case, video games are understood as a form of digital media, the
preservation and understanding of which is linked to the concept of transcoding, which leads to a
focus on interaction with variations in the technical implementation of interactivity, while exhibition
occurs through the preservation of external physical artifacts. Finally, it is possible to include video
games as transmedia objects, which implies the inclusion in gallery and museum spaces not of the
video game object itself, but of various media options associated with it.

Key words: Video Game, Gallery, Digital Media, Transcoding, Transmedia

30



For citation: Ermakov T. K. (2026). Video Games as Art Objects: Practices for Incorporating
Video Games into Gallery Spaces. Siberian Art History Journal, 5(1), 30-40.

Beeoenue
[TosiBnenue HOBBIX dbopm
MCIUAUCKYCCTBaA, CBsI3aHHBIX C

BO3MOXXHOCTSIMH COBPEMEHHBIX TEXHOJOTHIl
CTaBAT TE€pell HCCIEIOBATEeNIIMU  3aJauH,
TpeOyroIIre MOHUMaHUS HE TOJIBKO CMBICIIOB U
npuEMOB, HCIIOJIB3YEMBIX B TPOU3BEICHUSIX,
HO CIIOCOOOB MX COXPaHEHMsS B BBICTABOYHBIX
u My3eiHbIX mpoctpancTBax (Adams, 2003;
Bautista, 2013; Dong-Jo, 2024). Oco6oe mecTo
B JTOH nmpoOiemMaThke  3aHUMAIOT U
BUJICOUTPBI, YTO CBSI3aHO HE TOJBKO CO
cneun(uKoil TEXHOJNOTUH, Ha KOTOpHIE OHHU
OMUPAIOTCS, HO U ¢ (POPMUPOBAHUEM MPAKTUK
BOCTIPHSTHSL BUICOUTP KaK (POPMBI UCKYCCTBA
(Atkinson, 2026). B pesynbTaTe, BO3HUKAET

HEOOXOJUMOCTE B OCMBICJICHHU YK€
CJIO’KUBIINXCSI IPaKTUK JETUTUMALIUU
BUJCOUIPbl KaKk O0BEKTa  rajepenHoro

9KCITIOHUPOBAHUS, MPUIEM HE
KOHCTATallMi0 CIIOCOOOB HX
KyJIbTYpPHBIC TPOCTPAHCTBA, HO M Yepe3
TEOPETUYECKOE OCMBICIICHHE CBS3aHHBIX C
3TUM MPOOJIEM B BO3MOXHOCTEH.

B coBpeMEeHHOM HCCIIEIOBATEIHCKOM
MPOCTPAHCTBE CYIIECTBYET JOCTATOYHO MHOTO
pabor, MOCBAIIEHHBIX 0COOCHHOCTSIM
SKCITOHUPOBAHUS TPOU3BEACHUN IH(PPOBOTO
uckycctBa (Ageev, 2022; Beletskaya, 2025;
Cherniyavskyi, 2022; Gomonov, 2025;
Karlova, 2016; Kirko, 2025; Koptseva, 2025a;
Koptseva, 2025b; Mihajlova, 2025; Panasyuk,
2025; Pimenova, 2024; Shpak, 2025;
Shurmanova, 2025a; Shurmanova, 2025b;
Sitnikova, 2025a; Sitnikova, 2025b; Sorokina,
2025; Zhao, 2024), TexHHUYECKas OCHOBA
KOTOPOTO CXOXa C BHACOUTPAMHU. ITO
BBIPAXKACTCSI M B CXOXECTH IMPOOJIEMATHK B
HCCIICIOBAHUSX, CBSI3aHHBIX
HEMOCPEJICTBCHHO c 0COOEHHOCTSIMH
BKJIFOUEHUS] BUJICOUTP B My3€U COBPEMEHHOTO
HCKyCCTBA W TAJEPEHHBIE IPOCTPAHCTBA
(Bahia, 2023; Connor, 2025; Gao, 2023; Shin,
2022; Yang, 2024). Emé oaHoi 3HauMMOM

TOJIBKO 4YC€pE3
BKIIIOUCHUA B
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TPYNIONH MOXHO CUHTATh Pa0OThI, B KOTOPBIX
3aTparuBalOTCS  BONPOCHI  OCOOCHHOCTEH
BUJeOUTPHI Kak Buja uckyccrsa (Chia, 2022;
Demidova, 2025; Dubois, 2022; Gart, 2025;
Lai, 2022; Leshchinskij, 2024; Martinez,

2022). Ilpu »Ttom  OonbImas  4YacTh
UCCIIEIOBaHUM COCpe0TaunBaCTCS Ha
MEPEYHCICHUN  TPUKIAJHBIX  TPUMEPOB
BKIIFOYCHUA BUIACOUTD B Pa3IMYHBIC
TPaaUIMOHHBIE W [HU(POBBIE MY3CHHBIC

MPOCTPAHCTBA, MPAKTUYECKU HE 00paIasich K
nmpoOjeMaM  TEOPETHYECKOTO  OCMBICICHHS
CaMHX OCHOB IIOMOOHOM DKCIIO3UIIMOHHOMN
NeATeNIbHOCTH. B pesynbTare, BO3HHKAET
HEOOXOJUMOCTh B OINHUCAHWUU TMPUHITUTIOB
penpe3eHTal  BUJICOUTPhl B TaJIEpPETHOM
MPOCTPAHCTBE C TO3WULHMH COBPEMEHHOM
MeIHa-TEOPHUH.

Ilpumepvl unmezpayuu eudeouzp 6
2anepeiinvle NPOCMPAHCMEA

OOpamasich K KOHKPETHBIM IpUMEpaM
UHTErpallii  BHJEOUIp B  rajepeiHble
IIPOCTPAHCTBA,  KaXAblH U3  IPUMEPOB
IPEJCTaBIsET 0COOBII HHTEpPEC ¢ ABYX TOUYEK
3peHus. Bo-nepBbIX, MHTEpEC MPEACTABIISAIO
HappaTuBbl, JIETUTUMHUPYIOIUE MPHUCYTCTBUE
BUICOUTP B  (U3MYECKUX  KYJIBTYPHBIX
npoctpaHcTBax. llocienoBarenbHbli aHAIU3

MOJOOHBIX TPAKTUK TO3BOJIMT HAMETUTh
HEKOTOpble  OCOOCHHOCTH  COBPEMEHHOI'0
JUCKypca O BHUACOUIPE KaK 3HAUYUMOM

KyJIbTYPHON IPAaKTHKE U BUE HUCKyccTBa. Bo-
BTOPBIX, 3HAYMMOMN SIBJISETCS caMa IpPaKTHKa
MPEe3CHTAlMU ¥ AKCIIOHUPOBAHUS LU(POBBIX
apre(akToB B (PM3MYECKHUX MTPOCTpPAHCTBAX. B
ATOM ciy4ae, 0coOblil HHTepEC MPEICTABISIIOT
MOTBITKA ~ TpeoOpa3oBaHUsl  BBICTABOYHOTO
MIPOCTPAHCTBA, YTO BEJET K CO3JJaHUIO HOBOTO
TUIIA TAJIEPEN.

Haubonee  u3BeCTHBIM  IPUMEPOM
UHTETpalli  BHUJIEOMIP B My3elHoe U
rajgepeitHoe MPOCTPAHCTBO SIBJISICTCSI
mocTosHHAas ~ BbIcTaBka  Hbro-Klopkckoro

«My3es coBpeMeHHOro uckycctBa» (MoMA)



«Never Alone: Video Games and Other
Interactive Design», (QyHKIIMOHUpOBaBIIas B
2022-2023 romax © oONMpaBIIAsCsS Ha
WHUITUATHBY My3es 10 KOJUICKITMOHUPOBAHHIO
BBIJJAIOLIMXCS BUACOUTD, HauaTyto em€ B 2012
rogy. Ocoboe 3HaueHHWE STOT MPOEKT
npuobperaer Gnarojapsi KpUTUYECKOMY 3cCe
kypatopoB «Never Alone: Video Games as
Interactive Design», mpeacTaBisionero coooi
ApKUN TpuUMEp HappaTHBa JIETUTUMAIUU
BHJICOUTPHI Kak (POPMBI UCKYCCTBA.

HNuanmmartusa MoMA o
KOJUIEKIIMOHUPOBAHUIO BUJICOUTD KaK
apTeakTOB COBPEMEHHOTO HCKYCCTBa ObLTa
Hayana B 2012 rony, xorja B KOJUIEKLHIO
My3est Obut OTOOpaHbl 14 wurp, K YHCTy
KOTOpBIX oTHOCHIHUCK: Pac-Man (1980), Tetris
(1984), Another World (1991), Myst (1993),
SimCity 2000 (1994), Vib-Ribbon (1999), The
Sims (2000), Katamari Damacy (2004), EVE
Online (2003), Dwarf Fortress (2006), Portal
(2007), flOw (2006), Passage (2008) wu
Canabalt (2009). B ciricok BXOIMIIA KaK UTPHI,
o0JaiaBIIue K TOMy MOMEHTY HCTOPUYECKOM
sHauumoctbio  (Tetris, Pac-Man), Tak wu
OTHOCUTENIHO  HEJaBHUE MPOEKTHI, YbE
3HaYeHUEe OBUIO OOYCIIOBICHO OIICHKAMHU U
BJIMSTHUEM 3TUX UTP Ha aKTyallbHBI KOHTEKCT
WIrPOBOM MHAYCTpUU. B mocienyromme roapl
kojutekuss MoMA Obuta pacmmpeHa 1o 36
MPOEKTOB, B YUCJIO KOTOPHIX TAKKE BXOJUIU
HCTOPUYECKH-3HAUMMBbIE TPOEKTHI, HAIPUMED,
Spacewar! (1962) u Pong (1972) u Gonee
COBPEMEHHBIE UTPOBBIC MPOEKTHI, OKA3aBIIHE
3HAYUTEIIFHOE BIMSHUE HA HWHIYCTPHIO,
Harpumep, Minecraft (2011).

JleruTumanusi BUJCOUTP KaK OOBEKTOB
rajlepefHOro H3KCIOHUPOBAHUS BO MHOTOM
OlMpaiach Ha acCOIMAIIUI0 UTPOBBIX (POpM C
yKe yCTosBIIMMHUCA (opMamMu Au3aiiHa U
WHTEPAaKTHBHOTO HCKyccTBa. llpm  3TOM
BHUMAaHUE YACNAJIOCh KaK HCTOPUYECKOM
IIEHHOCTH, TaK M ACTeTHUYeCKOMY 3(GeKTy.
Tlocimennuii  cBA3BIBAJICI €  HECKOJILKUMH
XapaKTepUCTHKAaMH, KOTOpPbIE, IO MBICIH
KypaTopoB, OTJIMYAIH BUICOUTPHI OT APYTHX
BUJIOB HCKYCCTBA. Bo-nepBrhIx, 3TO
BO3MOXHOCTh ~ BHJICOMTPHI  BIUATH  Ha
MOBEICHHE T0JIH30BATENS, UTO 00yCIIaBIMBaET
WX TIPUKIAIHOW TOTCHIMAT: BO3MOXKHOCTH
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UCIIOJIb30BaTh BUACOUTPHl KaK MHCTPYMEHTHI
0oOyYeHHS U TPEHHUPOBKH, YTO OCOOEHHO SPKO
IPOSBIISETCS B IPOEKTaX, CBSI3aHHBIX C
pazauuHbiMH  popmamu  cumynauud - (B
W3HAYaJIbHOM CHUCKE K TakuM MIrpam
orHocuuck The Sims u SimCity-2000). Bo-
BTOpbIX, BHHMaHue MOMA oOpamanock K
BHUJICOUTPAM, HCIOJIb3YIOIIUM BO3MOXHOCTH
U(PPOBBIX MEMA ISl CO3JaHUS YHUKAJIHLHOTO
ay/IMOBU3YAJIbHOTO pAZla, KOTOPBIA CO31AET
3pdeKT TOrpyKeHUs,, OTIWYAIOIUICI OT
TPaJIULIMOHHBIX (DOPM HCKYCCTBa, HaIpHUMeED,
3TOT MNpHHUUN TposBiseT mpoekT flOw,
KOTOPBIN OTJIMYAETCSI HE TOJBKO YHUKAIBHOMN
KPUBOU CJIIOKHOCTH, HO ¥ BU3YaIIbHOM CPeIOi,

HalleJICHHOM Ha CO3JaHMe TpeAeIbHOro
MOTPYXKEHUSI ~ UI'POKA B IPOCTPAHCTBO
BUJICOUTPBHI.

B-tperbux, MOMA uHTEpecoBaIuCh

UTPOBBIMHU TPOEKTaMU, KOTOPbIE MO-HOBOMY
CMOTPSAT Ha TpoOJieMy TMPOCTPAaHCTBA H
HaBuranmu B HEM, Hanpumep, Poral
NpEeACTaBIsieT CcOO0OH TMOAOOHYIO0 HWrpy, B
KOTOpPOM  MPOCTPAHCTBO  mepecoOupaercs
BOKPYT YHUKAIHHOM MEXaHUKU NIEPEMEILICHHUS],
YTO  CO3Ma€T  YHHUKaJbHBIA  ONBIT. B-
4eTBEPTHIX, 111 MOMA Ba)KHOW CTaHOBUTCS
npoOiieMaTu3alys BPEMEHH B  UTPOBBIX
MPOEKTaX, ISl KOTOPBIX KOHCTPYHPOBAHUS
OTIENbHBIX BPEMEHHBIX JMHUI HE SBISETCS
YeM-TO  TpeA3aJaHHbIM, a  CTaHOBUTCS
MOJIHOTIPABHBIM WHCTPYMEHTOM
(dhopMUpOBaHUS YHUKQJIBHOTO OTIbITa
MoNb30BaTeNsl, Kak  3TO  MPOUCXOJUT,
Harpumep, B Passage. Ilpm »3TOM BCe
0003HAUYECHHbIE KPUTEPUU HCIIONIB3YIOTCS HE
TOJIBKO ISt noaoopa IPOEKTOB
oTnpeenEHHBIM oOpazom, JIOMAIOIIUX
YCTOSIBIITUECS UHTyCTPUAJIbHBIE KAHOHBI, HO U
TakKUX Wrp, KOTOpPbIE MOXHO CHUHUTATh
TUTTHIHBIMHU TUTST paccMaTrpuBaeMon
po0JIeMaTHKH, HauOoJsee SIPKO
PENpPEe3eHTUPYIOIIUX BO3MOKHOCTH UTPOBOTO
Meaua.

ITocne orbopa apTedaxToB,
YIOBJIETBOPSIOIINX 0003HaYEeHHBIM
KpUTEpHEM,  BO3HUKaeT mpobiema  HX
JKCIIOHUPOBAHHUS B raJlepeiHOM
npoctpancTBe.  KiltoueBbIM  BOIPOCOM U1
KypaTopoB SIBJSUICA BONPOC O CTEHEHH



WHTEPAaKTUBHOCTU: aOCOJIIOTHO BCE WIPOBHIE
MPOEKTHI TPEOYIOT B3aUMOJCUCTBUS MEXKITY
co0oif U Mmonb30BaTeNeM, MPU UCYE3HOBEHHUH
3TOr0 B3aMMOJEHCTBUS  OOJBINAA  YacTh
acTeTuueckoro 3¢ dexra Tepsercs, OIHAaKO,
00BEM U CIO0XKHOCTh MHOTHX UTP HE TMO3BOJISIET
npeaoCTaBUTh ux II0JIb30BaTCIAM B
W3HadYabHOH (Qopme. M3-3a »TOrO0 MHOTHE

UTPOBBIE TPOEKTHl OBUIM  IPEICTaBIICHBI
3alIACBIO DJIEMEHTOB TEHUMILICS, WIH 4Yepe3
OTIENbHBIE  H300pakeHUs,, MO3BOJISIOIINE

MOJIyYUTh TPEACTaBICHUS O BHU3yaJlbHOMN
COCTABJISIIOLIEH, TakKe BCE  IKCIIOHATHI
COTIPOBOXKAAIUCH MOAPOOHBIMU TEKCTOBBIMHU
onucanusMu. Ho B tex ClIy4dasax, Koraga 3TO
ObLI0 BO3MOXKHBIM, MTOCETUTESIM
npeajarajioCb BCTYIIUTh BO BBaHMO,Z[efICTBI/Ie C
MOJTHOM BEpPCHEN WUIrPhbl, WIH C OTIAEJIbHBIM
(hparMeHTOM UTPOBOTO MPOCKTA.

Bropoii BaKHOU poOaeMoit
CTAHOBUJICA BOHpOC aYTCHTI/I‘-IHOCTI/I. MHOI‘I/IC
WTPBHI, oOamaromue HCTOPUYECKOU

[IEHHOCThI0, WM3HAYAIBLHO pPa3padaThIBaINCh
Ul TUIaT(OpPM, KOTOPBIEH HE HMCIOIB3YIOTCS
Ha COBPEMEHHOM JTare pa3BUTHS IUPPOBOI
KYJbTYpbl. B HEKOTOPBIX Cllydasx BHACOUTPA
MOJIHOCTHIO 3aBUCUMA OT IIATGOPMBI, KaK 3TO
MPOUCXOAUT C apkagHoul Pac-Man, wmm c
nepBbIMU  BepcusiMu  Pong  myis  KOHCOIM
Magnavox Odyssey. MoMA mnpemraran
MOCETUTENSI MHTEPAKIUIO HCKIIOYUTEIBHO C
COBpPEMEHHBIMH HHTep(deiicaMu, HCIOIb3ys

LED-gucruien  u  ycTpoiicTBa  BBOJA,
paboTatoiue c COBPEMEHHBIMU
KOMIIBIOTCPAMH, 4YTO TIO3BOJIAJIO CHHU3UTH

MOpOT BXOJa /ISl TOCETUTENs, a TaKxKe
YBEJIMYUTH CTAOUIBHOCTh PA0OTHI YCTPOMCTB.
Ho B oThenpHBIX cCilydasx ayTeHTHYHAS
rutatopMa BeICTyTIajia B KAUECTBE SKCIIOHATA,
CONPOBOXK/IABIIIETO UTPOBOM MPOEKT.
[Mocnenumii dbaxt YKa3bIBaeT Ha
crienupUYecKuil MOaX0 K IKCIIOHUPOBAHUIO
BUJICOMTP: caMa Wrpa, IOMEUIEHHas B
¢duznueckoe IPOCTPAHCTBO, Ha4YMHAET
pacragatbcsi Ha KOMIUIEKC JOMOJHSIOMUX e
apredaxToB, OyIb TO BHIEO-MATEPHAIBl MU
n3HayvajbHas nugpoBas miathpopma, KOTOpble
JOJDKHBI ~ TIOJYEPKHYTh  OTJIMYHME  OIBITa
B3aUMOJICHCTBUA € OKCIHOHAaTOM  OT
M3HAYaJHHOTO OMBITA HTPHI B BUJCOUTPY.
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Hpyrum M3BECTHBIM IpUMEPOM
SABJISIETCS] POEKT BbICTaBKU «Game Mastersy,
WHULIUUPOBAHHON «ABCTPaJTUNUCKUM LIEHTPOM
MOJBWKHBIX n300paxenuit» (ACMI) B 2012
rojly, U TMPOJOJDKABIIEMCS B PAa3JIHYHBIX
MHCTUTYIUAX BILUTIOTH 110 2020 roga. Cpasy xe
CTOMT  OTMETHTh  cMeleHue  ¢okyca
BHMMAaHHUS, CBSI3aHHOE C  HM3MEHEHHEM
OpUEHTALIMM CaMOr0 TajeperiHO-My3€HHOro
npoctpanctea. B caysae ¢ MoMA,
BUJICOUTPHI JISTUTUMUPYIOTCS B IPOCTPAHCTBE
COBPEMEHHOIO  HMCKyCcCTBA M  Ju3aiiHAa,
CTaHOBSACH YaCTHIO MPOOIEMBI COXPAaHEHUS H
Mpe3eHTAllud HOBBIX (DOpPM pa3BiICYEHUS U
MHTEPaKTUBHOIO au3aiHa. B ciydae xe ¢
ACMI, Bugeourpsl BIUCHIBAIOTCS B TPAAUIUIO
COXpPAaHEHHs  BHMJIEO, a  IOCIEAYIOLIUE
MPUHUMAIOIINE UHCTUTYLUU OYIyT BKIIOYATh
B cebs My3ew, OpHUEHTHpPOBaHHBIC Ha
COXpaHEHUE UCTOPUM HAYKU U TEXHUYECKOIO
nporpecca. Orcrona u CMEIlICHNE
JIETUTUMHUPYIOLLETO HappaTHBa: oT
ACTETUYECKOTO PPEKTa K TEXHOIOTHUECKUM
JOCTHKEHUSIM U MH1y CTPUAJIBHBIM IIPOPBIBAM.

[Tpu 3TOM M3MeEHsIeTCs U crocod oTdopa
U TPYIIHAPOBKH BUIACOUTPOBBIX IPOEKTOB.
ASCI opuentupyercs Ha BbIOOp Hauboiee
BBIIAIOIIUXCS AU3aifHEpOB (MMesl BBHUIY Kak
OTJIETLHBIX JIIOJIEH, TaK U LEJIbIe CTYANH), YbH
MIPOEKThl  OCYIIECTBWIM TEXHOJOTUYECKHE
caBurd B oOmactu Bumeourp. Beero ObuI0
orobpano 30 nu3aitHEpOB, KOTOpHIC OBLIN
YCIIOBHO pa3zieiieHbl Ha Tpu 0s0ka. K nepsomy
OTHOCHWJIUCH JIIOAM M CTyAMH pPabOTaBIIMMHU
HaJ  apKagHbIMM  TPOEKTaMH B  Tak
Ha3bIBAEMBIM  «30JI0TOM  BEK  apKaJHbBIX
BUAcCOUTp». BHuUMaHume K 3TOW TrpyIIme
00yCIIOBIIEHO BBICOKOMH KOHKYpEHLMEH B TO
BpeMs, a TaKkKe HEOOXOJUMOCTBIO TECHOTO
B3aUMOJCHCTBUS ~ MEXIY IKEJIAHUAMH U
WJeAMU Ju3aliHepa W JIOCTYIIHOW €My
TeXHOJIorM4yeckol ocHoBoi. Ko  BTopon
rpynmne, Ha3BaHHOM «Game  Changers»
OTHOCHJIUCH IPOEKTHI, CO3/1aHHbIE
npeumyiiectBeHHO B 1990-2000-e roasl u
CBSI3aHHBIE C CO3JaHMEM HOBBIX HAINpaBJICHUN
U TPEHJO0B B UTpoBOM uHAYycTpuu. Hampumep,

3TO IIPOEKTHI CTYIUH «Blizzard
Entertainmenty, (I)aKTI/IquKI/I co3JaBIIel
COBpEMEHHBIE BapWaHTBl HWUIP B JKAaHPE



CTpPAaTeTuU B peajbHOM BPEMEHHM U POJIEBOU
9Kk urpel. HakoHen, k TpeTbelt rpymmne OblIu
OTHECEHbI COBPEMEHHbIE UH/IU-Pa3pabOTUHKH,
YbU TPOEKTHl TaKK€ OKa3aJi 3HAYUTEIBHOE
BIIUSHWE HAa WHIAYCTPUIO, CO3[aB LIEJIbIC
OT/IEJIbHBIE JKAHPBI.

B pesynbraTte, MOKHO TOBOPUTH, YTO B

JaHHOM  cly4yae  JIETUTUMAIUs  Takke
OCYLIECTBIISIETCS. C  IOMOLIBIO  YCJIIOBHO
HUCTOPUYECKUX  KPUTEpUEB, HO  aKLEHT

CTaBUTCSI HE CTOJIBKO Ha 3CTETUYECKUX
a¢pdekrax, CKOIBKO Ha BIUSHUUM  HA
nHaycrpuio B 1enom. Ecnu MoMA ctpemutcs
K BKJIOYEHUIO BHUJCOUTPHI B COBPEMEHHBIN
ACTETUYECKUH JUCKYpPC, Ppa3MbIIUIAs HaJ
BO3MOKHOCTSIMH BUJEOUTPBI IO OTHOIIEHUIO K
IpyruM (hopMam COBPEMEHHOTO UCKYCCTBA, TO
ASCI oOpamraercss Kk urpe Kak TaKOBOW, HE
3a/1aBasCh BOINPOCOM O €€ COOTHOLIEHHH C
BHEIIHUMH XYJIOKECTBEHHBIMU IPAKTUKAMH,
BbIOMpas B KadyecTBE KPUTEPHs IIEHHOCTU
HCKITIOYUTENIbHO BIIMSHHE Ha COOCTBEHHBIE
HUHIYCTpHUAJIbHBIE CTaHJapTBHI.
[IpenBapuTenbHO MOXKHO 3aKJIIOUUTh YTO JIBE
9TH TaKTUKH (POPMUPYIOT MPUHITUTHAIBHBIN
PackoJl B AUCKYypce 00 Urpe KaK CTETHIECKON

dbopme.
Heckonbko — oTjiMyaercss W Crmocod
SKCIIOHUPOBAHMS BHUACOMIPBL. B  mpoekrte

ASCI skcno3uniust mpeBpaniaeTcss B OOJIbIION
UTPOBOH 3aJ, pa3OMTHI Ha TPU CETMEHTA, B
KOKIOM M3 KOTOPBIX  IPEICTABIICHBI
w1atopMbl, MO3BOJSAIONIME IOWIPaTh B
0TOOpaHHBbIE I 3KCTIO3ULMH Urpbl. [Ipu 3TOM
HCIIONIB3YIOTCA T€ TEXHHYECKHE YCTPOWCTBA,
KOTOpbIE SABJSIOTCS HanboJiee ayTeHTUUHBIMU
JUISL KaxA0W n3 urp. Takxke yMeHbIIAeTcs U
KOJIMYEeCTBO HH(OpManuy, BBIHOCUMOM 3a
IpeAeNbl  CaMOW 3KCIIOHMPOBAHHOM WIPHI:
[IOCETUTENb  y3HAaET JMIIb Ha3BaHHE U
[0JIy4aeT KpaTKyr MHCTPYKIHIO 00 UTPOBOM
nporecce. C oaHON CTOpOHBI, MOJO00HOE
pelieHre MO3BOISAET BEPHYTh IIOCETUTENS K
MAaKCUMaJIbHO BO3MOXHOMY ayT€HTHUYHOMY
ONBITY  B3aUMOJEHUCTBUS  C  HUIPOBBIM
IIPOEKTOM, C IPYTOM CTOPOHBI, HE TPOUCXOAUT
MIOTIBITKH OCMBICTIEHUS (PU3UYHOCTU U Ka4eCTB
WTPBI 32 MPEJEIaMu CaMOro IIPOEKTa, KaK 3TO
6bU10 B cinyyae ¢ MoMA.
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[locnennum  mpuUMEpoM,  HECKOJBKO
OTJIMYAOIIUMCS OT PACCMOTPEHHBIX BBILIE, HO
NPEJCTaBIAIOMMNA  cO00i BaKHBI BEKTOp
BKJIIOUEHUS BHJIEOMTP B TajepeiHble U
My3€lHbIe IPOCTPAHCTBA, SBJIAETCS BbICTaBKa
«The Art of Video Gamesy, nHUITMUpOBaHHAS

CMUTCOHOBCKMM  My3€eM aMEpUKAaHCKOTO
uckycctea (SAAM) B 2012 rtomy wm
npocymectsoBaBmass o 2016 ropa.

W3nauanbHas uaes BBICTaBKH Takxke Oblia
CBSI3aHA C MCTOPUYECKOM MEPCHEKTUBOM:
Oyyun ipuBsi3aHHOM K 1972 romy kak Hauamy
BHUJICOUTPOBON HMHAYCTPUU (UYTO CBSI3aHO C
MOSIBICHWEM  apKaJHOW  Bepcun  Pong),
BBICTAaBKa Obu1a IIpU3BaHa
IIPOJIEMOHCTPUPOBATh PA3BUTUE BUICOUTPHI
Kak (opMBl HCKycCTBa, CIydWBIIEECS 3a
npomeamue 40 ner. [Ipu 3TOM, HECMOTpS Ha

COXpaHEeHHE JJIEMEHTOB HappaTHBa,
CBSI3AHHBIX ~ C  HMHTCPAKTHBHOCTHIO U
TEXHOJIOTUYHOCTHIO, OCHOBHO doxyc

BHUMaHUS TIEPCHOCHUTCS
COCTABJISIFOLLYIO BUJICOUTD.

Nmenno HOCIETHUN puEéM
BUJIOM3MCHSET XapakTep JIETUTUMALMH H
MOCJIEIYIONIETO YKCITOHUpoBaHus. Buaeonurpa
paccmarpuBaeTcsi Kak (opma BH3yallbHOTO
HUCKYCCTBa, CBSI3aHHOTO C COBPEMCHHBIMH
TEXHHYESCKUMH MeIHa W HaXOMISMIIUMCS B
COCTOSSHHUM CJIO0YKHOI'O B3aMMOJEHCTBHUSI CO
CBOMMH TEXHHYECKMMH M 3CTETHYECKUMM

Ha BHU3YyaJIbHYIO

OCHOBaHusIMHU. B pesynbrare, HMEHHO
OCOOCHHOCTH BHU3YalbHOW COCTaBJISIOIICH
CTaHOBUTCS  OCHOBaHMEM Jains  oTOopa
MIPOM3BEICHUHM, KOTOpBIE DPa3OMTHI Ha MATh
Ipynn IO  HCTOPUYECKOMY  IPHUHIMILY.
JlerutuManu  OTOOpAaHHBIX  UTP  Kak
IIPOM3BEICHNI MCKyCcCTBAa ONHpanach Ha
JIBOMICTBEHHBIN KpUTEpUH, KOTOPBIN
[oJipa3yMeBajl OJHOBPEMEHHO 3HA4YUMOCTb
s BUJICOUTPOBOM UHAYCTPUH u
COBPEMEHHBIX (OpM MEIHAUCKYCCTBA U
COOTBETCTBHME  HJEU  CaMOH  BBICTABKH,
MOAJEPKKY  BBIODAHHOTO  HCTOPUYECKOTO
HappaTHBa.

[Tonobnas CTpaTerus otOopa

MPOU3BENEHU NPUBOJUT U K HECKOJIBKO
WHOMY OTHOIICHUIO K KOHCTPYHPOBAHUIO
caMOM BBICTaBKM. Eciii B pacCMOTPEHHBIX
BBIIIIE  CIydyasx TMOSBISIACh  mpodiiema



MHTEPAaKTUBHOCTU U ayTEHTUYHOCTH, TO 37€ECh
OHM HUBEJIMPOBaHbl B CWJIy TOrO, YTO CaM
apredaxT 9KCIIOHUPOBAHUS 3TO
BU3yaJbHBIH  00pa3, 4YTO  JOCTATOYHO
NpUBBIYHO Uil raieped. B pesynbrare,
BO3HHKAET €lI€ OAWH BEKTOP JIETUTUMAaLUU U
pernpe3eHTaluy, KOTOPBIN CBSA3aH C PEAyKIUEH
BHJCOUIPBl K OTACIBHOMY MeEIua-KaHaly,
KOTOpBII BbIOMpaeTcss B KauecTBe HaumbOoee
PENpEe3eHTaTUBHOTO I pPacCMaTpUBAEMOIO
BHJIa MCKYCCTB. B 1NaHHOM ciydae Takou
¢bopmoit penpe3cHTannn CTaHOBUTCS
BU3YaJIbHBIN o0pas, XOTs MOXHO
CKOHCTPYHPOBAaTh BO3MOXHOCTb IOJOOHBIX
BBICTABOYHBIX IPAaKTHK, OpPraHU30BaHHBIX
BOKpPYI ayJAMaJbHOW WJIM  HappaTUBHOM
COCTAaBJISIIOLIEH BUIJCOUTPHI.

Apxusayus eudeouzpvl: meopemuyecKue
npoonemul u nepcneKmueol

OO0o3HaueHHbIE TPU TPYHIBI BEKTOPOB
JETUMalUd M 3KCIOHUPOBAHUS BHJICOUTD
MOTyT OBITh HPOMHTEPIPETUPOBAHBI  KaK
CIIEACTBUS  PA3IMYHOTO  TEOPETUYECKOrO
OTHOILIEHHUA K caMoi MpobiemMe apXHUBaLUU
Buzeonrp. Cam Borpoc uuppoBoro apxmusa, Ha
COBPEMEHHOM 3Talle, BOCXOAUT K paboram B.
OpHcta (Ernst, 2012), a1 KoTOporo apxus B
HUGPOBYIO 3MOXY NEPECTAET ObITh TACCUBHBIM

WHCTPYMEHTOM HaKOTUICHUS 3HaHH,
CTaHOBSICh UHCTPYMEHTOM, KOTOPBIN
HCCIIEA0BATEIb HCIIONIBb3YET TSt

nepecodbupanusi uccieqyeMoro oonekra. B
pe3yabpTaTe, Ha TEOPETUYECKOM YPOBHE,
0003HaUYEHHbIE CIIOCOOBI HKCITIOHUPOBAHUS, Ha
caMoM  Jieie,  SBISIOTCS  Pa3iIu4YHBIMU
BapHaHTaMU OTBETa Ha BOMPOC O CYIIHOCTH
WTPBL.

B ciiyuae co ctparerueit, HCoyib3yeMoi
ASCI, Buzmeourpa ompeaensercs 4epes
KOMIUIEKC BHYTPEHHUX XapaKTepUCTHK, a
OmKalIIuMu aHajgoraMmu CTAaHOBATCSA
npo0JieMbl WHAYCTPUATIBLHOTO MCKYyCCTBA U
HUCTOPUM HAayKU. ApXUBaIysi, B 3TOM CMBbICJIE,
CTAHOBUTCSI COXpAaHEHHUE HEKOTOPOTro (PU3UKO-
TEXHUYECKOTO apredakra, KOTOPBIN
pernpe3eHTUpyeT co00i BUICOUTPY, KOTOpast
HE MOXET BOCIHPUHUMATHCA B OTPBIBE OT
CBOEro TEXHMUYECKOro KoHTekcTa. [lomoOHas
MIPaKTHKa, BEPOSITHO, 0OJiee yCHEIHO MOKET
OBITH TIPUMEHEHA I KJIACCUYECKOT0 MYy3es,
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KOTOPBII co31aér IPOCTPAHCTBO
B3aUMOJICHCTBUS C (PU3UIECKUMU OOBEKTaAMH
(IpuMepoM TaKOTO My3€sl MOKHO CUWTaTh
«My3eil COBETCKHX HWIPOBBIX aBTOMAaTOB» B
Mockae).

TecHast cBSI3b MEXKAY BHICOUTPON U €€
TEXHUYECKOM  COCTaBIAIONICH, C  OJHOM
CTOPOHBI, ~MOXET CYHMTaTbCcid  HaumboJjee
IIPOCTOM M AyTCHTUYHOW  IPAKTUKOU
COXpaHEHUs, IMpU KOTOPOW JIETUTUMAaLUs
OMUPAETCS Ha KOHLIETIHNIO «MacTepcTBa» (UTO

OTPQKEHO ¥ B Ha3BaHUHM  BBICTABKH),
nposBIAIONEro  ceds B ocoOOM  THIe
B3aHMOJICUCTBUSL ~ MEXKIY  4YEIOBEKOM U

TEeXHUYeCKOoH Tuiatpopmoi. OpHako Takas
dopMa  apxuBanUM, MO-BUIUMOMY, HE
YUYUTBIBAET CJIOKHYIO MPUPOY COBPEMEHHBIX
IUGpPOBBIX  YCTPOWCTB,  UIL  KOTOPBIX
XapaKTepHO YCKOPEHUE U YMPOIIEHUE TOTO,
yto JI. MaHOBHY Ha3bIBa€T TPAHCKOJIWHIOM
(Manovich, 2002), 4To IpUBOIUT K TOMY, UTO
BHUJICOUTPHI MPOJOJIKAIOT CYIIECTBOBATh U C
MCUYE3HOBEHHEM COOCTBEHHOTO TEXHHYECKOTO
OCHOBAHHMSI.

K 3TOM 0COOEHHOCTH Oonee
YyBCTBUTEIbHA IMPAKTUKA, HCIOJIb3yeMas
MoMA, koTopast cTpeMHTCSI K 00HApyKEHUIO
CrocO00B COXpaHEHHs] BUACOUTPHI, KOTOpas
Tenepb IIOHUMAETCS KaK ¢deHomeH,
CYILIECTBYIOIIHMA B CBOCOOpPa3HOM
METaTEXHUYECKOM IpocTpaHcTBe. Buneourpa
MOKEeT  OBITb  BBIpBAHA 3a  MPEIEIIbI
W3HAYaJIbHOTO TEXHUYECKOTO YCTPOMCTBA,

cCiin 0COOEHHOCTH HOBOI'O THUIIA
PCIIPE3CHTAIUA COXPAaHAIOT 9JICMCHTbBI
HHTCPAKTUBHOI'O BSaHMOHCﬁCTBHﬂ C
IIOJIB30BATCIICM. HpI/I 9TOM OTACTIbHBIC

AJIEMEHTBI, TEPSIOILIUECS B XO/I€ TPAHCKOAMHTA
MOTYT OBITH COXpaHCHBI B  KadecTBE
BCIIOMOTaTeNbHBIX apTe(aKTOB.
Oco0eHHOCTBIO U, BEPOSTHO, CIIA00CTHIO
TaKOro MOJX0J[a CTAHOBUTCSI €r0 OPUEHTAIUS
Ha BHELIHUE JIETUTUMUPYIOLUIUE JUCKYPCHI.
Ecnu CBSI3b BHJICOUTPA-yCTPOMCTBO
MoJipa3yMeBaia OPUEHTALIMI0 Ha BHYTPEHHHE
3aKOHOMEPHOCTH, OIpPEAEISAIONUE [IEHHOCTb
BHUJICOUTPBl HCXOASl W3 KOHTEKCTa BCel
WHIYCTPUU, TO HOBBIE NPAKTUKH, CKOpEe,
OpPUEHTHUPOBAaHbl ~ HAa  MOUCK  BHEHIHUX
OCHOBaHHI, HampuMep, 4Yepe3 TMPOBEIICHUE



napamieneii ¢ yxe c(pOopMHUPOBABUIMMHUCS
BapHaHTaMM JIUCKYpPCOB O Ipyrux ¢dopmax

HUHTCPAKTUBHBIX n I_II/I(prBLIX Meaua.
BOSMO)KHO, TakKas peaKknusd BbI3BaHa
CTOJIKHOBCHHUEM (¢10) CJIOKHOCTBIO

OHTOJIOTMYECKOTO YCTpPOICTBA BUIECOUTPHI,

NPOSIBIISIIOIIETO  ce0si MPH  CTOJKHOBEHHUHU
MPAKTUKH HKCIIOHUPOBAHMUS c
HEOOXOAUMOCTBIO  (UKCAIlMM  CTOPOHHHUX
apTe(aKkToB. Buneourpa OKa3bIBaeTCs
IIPOCTPAHCTBOM MHTEPAaKTUBHOIO
B3aUMOJICHCTBHS, KOTOpPOE BKJIIOYAeT B cels
Ha BUPTYaJIbHOM YpOBHE BCE

MpeIIeCTBOBABIINE TPAKTUKH, YTO MPUBOJIUT
K €€ MHOTOKPAaTHOMY YCIJIO’KHEHHIO.

[Tocnennsisi  crparerusi, uz0Oupaemas
SAAM, moxer OBITh MOHATa Kak BapuUaHT
peakiuu Ha OHTOJOTHMYECKYIO CIOXKHOCTh. B
9TOM Clly4ae BHUACOUTPAa KaK CIIOKHBIN
aptedakT ocTaércs Kak OyaTo «3a CKOOKaMm»»
rajepeiHoro IPOCTPAHCTBA, KOTOpO€E
BKJIIOYaeT B ce0s TOJBKO TE€ DJIEMEHTHI
OHTOJIOTHH, C KOTOPBIMU OHO YMeeT paboTarts,
HarnpuMmep, BU3YaJIbHbIE MaTepuabl.
[TomoOHas cTpaTerusi, BEpOSITHO, MOXKET OBITh
OLIEHEHA KaK CJIeJOBaHHE OOIIUM KYJIbTYypPHBIM
3aKOHOMEPHOCTSIM COBPEMEHHBIX MEAna, IS
KOTOPBIX XapaKTEpeH MOUCK IMpeICTaBICHUS
ce0ss B BHJE CBOCOOPA3HBIX TpaHCMeIua, B
nyxe teopuu I'. Jlxenkunca (Jenkins, 2006).

lanepeitnple mpocTpaHCTBA, B TaKkOM
CMBICTIE, BBICTYIIAIOT CBOCOOpPa3HBIMU
pacIIMpeHUsIMH  OTIBITA B3aMMOJCHCTBHUS C
BugeourpaMu. Mrpok moxer oOpamarbes K
IPYTHM BapHaHTaM penpe3eHTanuu
KOMITOHEHTOB BHJICOUTPHI JUISI TOJTYYCHHS
HOBOTO 3HaHHUS, CHOCOOHOTO  HM3MEHHUTh
BOCTIPUSATUE H3HAYAIBHOTO BUAECOUTPOBOTO
npoekra. B 3TOM  cMbICciie  MOHATHOU
CTAHOBUTCA U (PYHKIHS HUCTOPUYECKOTO
HappatuBa, wucmnoias3yemoro SAAM, kak
OJIHOTO M3 HauboJiee MPOCTHIX U MHTYUTUBHO
MOHATHBIX croco0oB OpraHu3aIu
KOMIIOHEHTOB BH/ICOHUTPHI.

[ToxBons UTOT, MOKHO TOBOPUTH O TOM,
9T0 (OPMBI IKCTIOHUPOBAHUS U JICTUTUMAITIT
BUJICOMTPHI OMHUPAIOTCS Ha TpU crHocola
OCMBICTICHHSI TIPOCTPAHCTBA COBPEMEHHBIX
Menua. B mepBoMm cityuae urpa coxpassercs
KaK MeJlna, TIOJIHOCTBIO CIIETUIGHHOE CO CBOCH
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TexHu4yeckoi minardopmoil. Bo  BTOpOM
clly4ae Wrpa BOCHPUHUMAETCs Kak HudpoBoe
MeIHMa C XapaKTEPHBIM AJI TPAHCKOJIUHIOM,
9TO BJIEYET 3a cO0O0Il yCIIO)KHEHHE MPAKTHUK
apxuBauuu. Hakonen, Tpetuii mOAXO0X
[IOIpa3yMeBacT BKIIIOYECHHUE BUACOUTPHI B
IIPOCTPAHCTBO  TPAHCMENMUAIBHOCTH,  UTO
OKa3bIBACT BIIMSHHE HE TOJBKO HA XapakTep
apXUBalLMU BUJIEOUTPBI, HO U HA IOHUMaHHE
caMoll (DyHKIIMH rajiepen Win My3es.

IlomoOHast ~ Teoperuyeckas  cxema
MIO3BOJIACT MpEANojaaraTs M BO3MOYKHOCTb
NOSBICHUS JApyrux (opM penpe3eHTaluy,
KOTOpble TOTPeOYIOT HE TOJBKO HHOIO
BOCTIPHUSTHSL CAaMOW BUICOUTPHI, HO U (OPMBI
rajeped MIM  My3es, KOTopele OyayT
npeoOpa30BaHbl HEOOXOIUMOCTBIO apXUBAIIUN
HOBBIX 00beKTOB. Ha coBpeMeHHOM 3Tarne, 3Tu
IPOEKTHl MOTYT OBITh TOJBKO BHUPTYaJIbHO
CKOHCTPYHMPOBaHBI UCXOS U3 CYLIECTBYIOIIUX
MpPOeKTOB  mocT™menuanbHOcTH  (Zielinski,
2013) wmm skckommyHukanuu (Galloway,
2013), xoTopble  TOCTaparOTCsl  YYECTb
CJIOXKHYIO IIPUPOLY COBPEMEHHOMN
MEINaKyJIbTYypHI.

3aknwuenue

AHnanus HECKOJIbKUX MIPUMEPOB
WHTETpAllMM  BUACOUTP B TallepelHbIE U
MY3€HHBIE TTPOCTPAHCTBA MO3BOJSET CHIEJIAThH
HEKOTOpPbIE BBIBOJBI O IPAKTHKAX, KOTOPHIE
MPOSICHSIOT HE TOJBKO POJIb BUICOUTDP B
COBPEMEHHOW KyJIbType, HO U OCOOEHHOCTH
IMOHUMAaHUs CaMOU BUJICOUTPE.

B  nepBom  ciywae, Buaeourpa
MMOHUMAETCSl KaK YHHMKAJIbHBIM Meaua, TECHO
CBA3AHHBII CO CBOMMHM  TEXHUYECKHMHU
BOIUIOIICHUSMH. DKCIIOHUPOBAHUE MPU FTOM
CTAaHOBUTCS BKIIIOYEHHEM B (u3uueckue
MPOCTPAHCTBA  MAaTEPHUAIbHBIX  OOBEKTOB,
yepe3 KOTOpblE€ CTAaHOBUTCS BO3MOXKHBIM
OCYILIECTBJIEHUE JOCTYNAa K HHTEPAKTHBHBIM
MIPOCTPAHCTBAM B3aUMOJICHCTBU, a
JIETUTUMAIUsl BUJICOUTPHI MPOUCXOJIUT Yepe3
MOHATHE  «MAaCTEpPCTBa»,  ONPEACIIAIOLIErO
0COOEHHBIH XapaKTep B3aUMOACHCTBUS MEXTY
YEJIOBEKOM M TEXHUKOM.

Bo BTOopoM cmywae, Buaeourpa
CTaHOBUTCS OJTHUM u3 BApUAHTOB
COBpPEMEHHBIX IU(POBBIX MEANA, Ubs IPUPOAA
ONpEeAeNSIETC  MOHSATUEM  TPAHCKOJMHTA,



KOTOPOC MO3BOJIACT CYIIECCTBOBATH BUACOUTPC HaKOHCI_I, TpeTI/Iﬁ BAapHUaHT

Kak 00BEKTY CJIOKHOM OHTOJIOTHH, AKCIIOHUPOBAHUS CBSI3aH C TPaHCMEINATIbHBIM
SKCIIOHUPOBAaHUE  KOTOPOTO  CBSA3aHO  C XapaKTepoM COBPEMEHHBIX
MMOBTOPEHUEM HWHTEPAKTUBHOTO 3(deKra c KOMMYHHKAIIMOHHBIX cpen, 4TO
UCTOJIb30BAHUEM UHBIX ITU(PPOBBIX MIATHOPM, [I0/Ipa3yMeBAET Pa3I0KEHUE BHUJICOUTPHI Ha
COTIPOBOXKAAOIIEECs MOMeIlleHuEM B OTJENbHBIE COCTABJISIOUINE, KOTOPHIE MOTYT
¢buznueckoe MIPOCTPAHCTBO 00BEKTOB, OBITh MpeACTaBICHBI B yxKe
JIOTIOJTHUTENBHO PACKPBIBAIOIIUX CYIIHOCTb c(hOpMUPOBABILINXCS KyJbTYPHBIX
sKcnoHupyemoro apredakra. Jlerutumanus uHcTUTyTax. [lpm 3TOM H3MeEHseTcsT He
IPU 3TOM MPOUCXOTUT yepe3 oOpalieHHe K CTOJIBKO XapakTep JEeTUTUMAIMH, CKOJIbKO
y’Ke c(pOPMHUPOBAHHBIM BHEIIHUM JUCKYPCaM, byHKUMS ~ rajepedHOro W MY3eHHOro
B KOTOPBIX OOHApY>KMBAIOTCA 3CTETUUYECKUE MIPOCTPAHCTBA, KOTOpBIE MIPU3BaHbI
KaTeropuy, CHOocOOHBIE OIIpENEIUTh paciIupuTh u YIIyOUTh OIIBIT
BUJICOUTPY KakK (pOpMy HCKyCCTBa. B3aMMOJIEHCTBUS c M3HAYaJIbHBIM
apTedaxToM.
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