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AHHOTAIIUSA

B cratbe nmpousBoautTcs aHanmu3 ~(peHOMEHa  BHUPTYaJbHOM  pEalbHOCTH  Kak
KYJIBTYPOTBOPYECKOTO TpoIecca, TPAHCHOPMHUPYIONIETO COBpeMeHHOe HCKyccTBO. [loapoOHO
paccMaTpUBAIOTCA MCTOPUKO-KYJIBTYPHBIE NMPEANOCHUIKA BOSHUKHOBEHHUSI TEXHOJOTHM VR, mx
BJIMSIHUE HA HBOJIIOIUIO XY 0KECTBEHHOIO CO3HAHUS M 3CTETUYECKUX LIEHHOCTEH. 3HAaUUTEIbHOE
BHUMAHME YACISIETCA UHTEPIPETALNUN PA3JIUYHBIX XYA0KECTBEHHBIX NPAKTUK C MPUMEHEHUEM
VR, ananuzy ux ponu B GOpMHUPOBAHUM HOBOM ACTETHKU IUGPOBOM KynbTyphl. [lokazaHo, 4To
TEXHOJIOTHH BUPTYAJIbHOW PEATbHOCTH TMO3BOJISIIOT BOIIOTHTH B MCKYCCTBE JIFOOBIE (paHTa3UH,
HEBO3MOYKHBIE B peajlbHOM Mupe. VR npenocrasiser Xy0KHUKaM YHUKAJIbHbBIE BEIPA3UTEIIbHBIC
CPEACTBA U BBIBOAUT 3PUTENSA HA KAYECTBEHHO HOBBIM YPOBEHb BOBJIEYEHHOCTU U KYJIBTYPHI
smratud. [logOOHBIX SIPKUX TPUMEPOB XYIO0KECTBEHHOM peau3allii HOBBIX TBOPYECKUX
BO3MOXHOCTEW VR MOXHO NpPUBECTH [IOCTaTOYHO MHOTO — MbI HAXOAMMCS B Hayaie
YBJIEKATEJIbHOTO IYTH 110 OCBOCHHIO 3TOH nepcrnekTuBHON miuatgopmsl. [lepcnexktuBsl VR kak
HOBOTO KYJIBTYpHOTO (peHOMEeHa [0CcTaTo4uHO MHoroob6emaromnye. [IpoBeneHHbI aHaTHU3
MO3BOJISIET CleJaTh OJHO3HAYHBIA BBIBOA O TOM, UTO ()EHOMEH BUPTYaIbHOW pPEaTbHOCTH
MPEACTABISIET COOOM YHUKAJIbHOE M 3HAYMMOE HOBOE SIBIICHHE B COBPEMEHHOM KYJIBTYPE,
CIOCOOHOE OKa3bIBaTh BIUSHHUE HA €€ JATHHEHIITYIO SBOJIIOIIHIO.
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BBenenue

Texnonorust BupTyanbHoi peanpHocTH (VR) 3a mocinegHue AecsSTUiIeTHs IIpeTepriena
KOJIOCCAJIBHYIO JBOJIIOLMIO — OT IIPUMUTUBHBIX ONTHYECKUX ycTpoucTB XIX Beka JO MOIIHBIX
IUGPOBBIX MYJIbTUMEAUMHBIX HMHCTPYMEHTOB, I103BOJIIOLUIMX CO3/1aBaTh BbICOKOPEAIMCTHUYHbBIE
TPEXMEPHBIE MUDPBI U IIOTPYXaTh I10Jb30BaTENsl B MHTCPAKTUBHBIA BHU3yaJIbHBIM ONBIT [MaHOBUY,
2018]. CrpemurenbHoe pa3BuTHe VR oOKa3alo cepbe3HOE BIMSHUE HAa JUHAMHUKY KYJIbTYPHBIX
IIPOLIECCOB COBPEMEHHOCTHM, B YacTHOCTM Ha 3BOJIOLMI0O HUCKyccTBa. llenb maHHOM craThu —
npoaHAM3UpoBaTh VR Kak HOBBIE MOIIHBIA KYJIBTYPOTBOPYECKUM (DEHOMEH, paauKalbHO
npeoOpas3yrouii COBPEMEHHOE HCKYCCTBO. PaccMOTpeTh HCTOPHKO-KYJIBTYpHBIE HPEANOCHIIKI
nosiBjieHust VR, BIIMsSHUE TEXHOJOTHI Ha SBOJIIOLMIO XYOKECTBEHHOTO CO3HAHMSI U ACTETHUYECKUX
neHHocteld. Oco0oe BHUMAHHUE YAEIUTh AHAIM3Y COBPEMEHHBIX XYAOXKECTBEHHBIX IPAKTUK C
ucnoib3oBaHueM VR u ux posiu B popMUPOBaHUN HOBOW 3CTETHKH LU(POBOM KyJIBTYpHI.

OcHoBHas 9YaCcTh

VR npeacraBnsger co00il yHUKaIbHBII MHCTPYMEHT, KapJMHAJIbHO PACIIMPSIOLUINNA TBOpPUYECKHUE
BO3MO>XHOCTH XYJ0KHMKOB M IO3BOJIAIOIIUI CO3/1aBaTh NPUHIMUIIMAIBLHO HOBBIE NPOCTPAHCTBEHHO-
BpeMeHHbIE (OpMBI, HEIOCTYIHBIE B TPAIWIHOHHBIX BHIaX uckycctBa. lloxg BimsHuemM VR
MIPOUCXOJUT TIyOMHHas TpaHchopManus caMoil NHapaJurMbl XYAO0KECTBEHHOI'O MBIIUICHUS U
(dopmupyeTcst HOBas 3CTETHKA HHTEPAKTUBHOIO IIM(PPOBOro HCKYCCTBA U KYJIbTYPHI B LIETOM.

OcTtaHoBHMcA MOJIPOOHEE HAa MCTOPUKO-KYJIBTYPHBIX MPEANOCHUIKAX 3apOXKICHHSI KOHUEMIUN U
pa3BUTUS TEXHOJIOTMM BUPTYaJIbHOM pEATbHOCTU. IlepBble MONBITKM CO3aHMS HWIUIFO30PHBIX
JIbTEPHATUB PEATBHOCTH MPHU MOMOIIM TEXHUYECKUX ONTUYECKUX CpeACTB OTHOCATCS K XIX Beky. K
TaKUM YCTPOWMCTBaM NpHUHAJIekKAT CTEPEOCKOI, MaHopaMma, Auopama, 00jalaBIIie OrpaHUuYeHHBIMU
BO3MOKHOCTSIMM BU3YaJIbHOW CHMYJSIMM TPEXMEPHOCTH, TEM HE MEHee, CIIOCOOHBbIE YacCTUYHO
BBOJUTH B 3a0JIy’KJ€HUE YEJIOBEYECKOE BOCIPHUATHE W CO3[aBaTh WJUIIO3UIO TOTPYKEHUS B
n3zobpaxenue. CornacHo JI. ManoBudy, «IeBATHAALATHIN BEK ObLI BEKOM BUPTYaJIbHOW PEalbHOCTH
[Tam >ke]. JlaHHBIE TEXHMUECKHE HOBUHKH MOXKHO paccMaTpUBaTh KaK HauyaJbHBIA 3Tan oOpalieHus
JIOJEHN K BUPTyaJIbHBIM MUpaM.

KavecTBeHHBIN PBHIBOK MPOM30IIEN JUIIL B KOHIE XX CTOJETHUS — C CO3JaHHEM TEXHOJOTHI
OTCJIC)KUBAHUSI OPUEHTALIMU U IBUYKEHUH MOJIB30BaTENs, a TAK)KE C Pa3BUTHEM TPEXMEPHOU rpauku
U BBIYUCIUTENBHBIX MOIIHOCTEH KOMIIBIOTEPOB. DTO 00€CHeymsIo BOIUIOMIEHHE HJIEH IOJIHOTO
MOTPY>KEHUS YeJI0BeKa B IM(PPOBYIO PeaTbHOCTh U IOCTHKEHUE Y PeKTa MPUCYTCTBUS B BUPTYaTbHOM
mupe [Po3un, 2021].

Haunnas ¢ 1990-x ronoB, B COOTBETCTBUU C 3aKOHOM Mypa, Gnaronapsi TeXHOJIOTHYECKOMY
IIPOrpeccy HayajioCh HMHTEHCUBHOE COBEPLICHCTBOBAHME TEXHOJIOTMI BUPTYaJIbHOM PpEaIbHOCTH.
Crnenyer moguepkHyTb, uTo (eHOMeH VR HepaspbIBHO CBSi3aH C JOMUHUPOBaHMEM B KYIbType
MIOCTMOZIEpHA BHU3YyalbHBIX 00pa3oB, CUMYISIKPOB, THIEPPEATHHOCTH. B CBA3M € ATHM MOsBIEHUE
MEPEAOBBIX TEXHOJIOTMH VR MOXKHO HHTEpNpEeTUpPOBaTh KaK 3aKOHOMEPHBIM JTal pPAa3BUTHSA
COBPEMEHHOW BU3yalbHOU KynbTypbl [ bonpuiisp, 2015].

Takum 00pa3oM, 3apOXkIEHHE HIEH CO3JaHUS albTEPHATUBHBIX PEATbHOCTEH TEXHHUUECKUMHU
cpeactBaMu oTHOcUTcA K XIX BeKy, oJHaKO MOLIHBIN nporpecc B cgepe VR crTanm BO3MOXKEH JIMIIb
HauyuHas C pa3pabOTKU KITIOUEBBIX TeXHOJIOTHI B KoHIe XX crosnerus. CtanoBienue penomena VR
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TECHO KOppEIUpYyeT € JIOMHUHHPOBAHHMEM BU3YaIbHOCTH U CHUMYISKPOB B MOCTMOJIEPHUCTCKOU
KYJIbTYDE.

PaccmoTpuM  kiaccHpUKAMIO M XapaKTEPUCTHKH COBPEMEHHBIX TEXHOJOTHH BUPTYaIbHON
peambHOCTH. [l MOHMMaHUS MacmITaOHOTO KyJIBTYpPOTBOPYECKOTO MOTEHIMAjJa TEXHOJIOTUN
BUPTYaJIbHOU PEaTbHOCTH HEOOXOAMMO JAETajbHO PACCMOTPETh COBPEMEHHBbIE BHJIbI alMapaTHBIX
CpeIcTB U mporpammHoro obecrneuenusi VR. B nannom pasnene npuBoauTcs UX KiIacCHU(PHUKAIUS U
XapaKTEepUCTHKA, [T03BOJIAIOIINE OLIEHUTh IUPOKUNA CIIEKTP BO3MOKHOCTEH, IPEOCTABIIAEMBIX 3TUMU
TEXHOJOTHSMH JIJIsl XYJAOKHUKOB, UCCIIEJIOBAaTeIe M OOBIUYHBIX MOJIb30BaTeneil. Ha cerogHsmHuii
JIeHb  anmapaTHble CpeICTBAa M  IPOrpaMMHBIE  TEXHOJOTHMH  BUPTYaJIbHON  pealbHOCTH
KiaccuuIupyroTcs cienyronmm obpazom [Taparyra, 2007]:

[Tpocteie u nocrynubsie VR-ouku, padotaromme co cmaprdonamu (Google Cardboard, Samsung
Gear VR u np.), camblii OIOJUKETHBIH BapUaHT «IOTPY)KEHHUS» B BHPTYAIBHYIO PEATbHOCTD JUIS
MaccoBoro momb3oBatens. llpodeccrmonanpHbie VR-mmeMbl € BBICOKMM — pa3pelieHueM U
peaTMCTUYHON KapTHHKOM, paboTaromme oT urpoBoit koHconu wiu [IK (Oculus Rift, HTC Vive,
PlayStation VR), o0ecmneunBaromue HaMHOTO OoJjiee KAueCTBEHHYIO BU3YaJIHM3alMI0 W TPEKHHT
MI0JIOKEHUS 110JIb30BaTesl. ABTOHOMHbIE VR-1uIeMbl, HE TpeOyIOIIME MOAKIIOUYEHNUS K BHEUIHEMY
yerpoiictBy (Oculus Go, Lenovo Mirage Solo u ap.). Mynbrunons3oBaTensckue VR-cucremsl ¢
OOJBIIMM TPOCTPAHCTBOM JJI TEpPEMEIICHUH U OTCICKHBAHHEM IOJIOKEHUS HECKOJIbKUX
nonb3oBareneit (HTC Vive Roomscale, Oculus Rift + Touch). CnenuanusupoBaHHbIC
npodeccruoHambHble VR-KOMITIEKCH Ui 3a/1a4 MPOMBIIUIEHHOTO Ju3aiiHa, 0OydeHUs IepcoHana,
MEIUINHBI, HAYYHbIX UCCIIEIOBaHUI.

Taxum 006pazom, COBpeMEHHbIE TEXHOJIOTUU U YCTPOHCTBa VR MO3BOJISAIOT C BBICOKOW CTENEHbBIO
PEATNCTUYHOCTH TOTPY3UTh MOJIB30BATEINS B KOMIIBIOTEPHYIO TPEXMEPHYIO CUMYJILIUIO OKPYKAIOILIEN
00CTaHOBKH, 4YTO co3AaeT 3(P(EeKT MOJHOrO0 MPHUCYTCTBUS B BUPTYAJIbHOM MHPE U BO3MOXKHOCTh
HEMOCPEACTBEHHOIO B3aUMOJCHCTBUS ¢ HHUM. JlaHHBIE BO3MOYKHOCTH OTKPBIBAIOT OTIPOMHbBIE
MIEPCIIEKTUBBI I HCKYCCTBA U KyJIbTypHOro TBopuecTBa [fOxBun, 2013].

Taxoke akTUBHO pa3pabaThIBAIOTCS MEPCIEKTUBHBIE TEXHOIOTUH, PACHIMPSIOIIKE MOTeHan VR
IIOCPEICTBOM JONOJHEHHON PEaJbHOCTH, CMEIIAHHONW PEAIbHOCTH, MYJIBTHIIONB30BATEIbCKUX VR-
aThopM, TEXHOJIOTUH MOJTHOTO 3aXBaTa ABUKEHUH Tena, HeHpouHTep(heicoB MO3T-KOMIBIOTED U JIP.
[JlunoBec, 2016]. B cOBOKYNMHOCTH BCEe 3T MHHOBAILIMK MO3BOJIAT B ONMKaiiiieM OyayIieMm caenarthb
BUPTYyaJIbHbIE MUPBI MAKCUMAJIbHO PEATMCTUYHBIMU U MHTEPAKTUBHBIMU.

Ha ceronHsmHuii 1eHb Mbl MOXEM HAOII0AaTh aKTUBHOE TPUMEHEHNE TEXHOJIOTHI BUPTYaIbHOU
pEIbHOCTH B XYA0XKECTBEHHOM TBoOpuecTBe. CTpeMHUTEIbHO pa3BUBAIOLIasICs B MOCIEAHHE
JECSITUIIETUSI TEXHOJIOTHSI BUPTYaJbHON DPEAJbHOCTU HHTEHCHUBHO HHTEIPUPYETCS B pa3IUYHbIE
HaIpaBJICHUsI COBPEMEHHOI'O HMCKYCCTBA, CYIECTBEHHO PpAaCIIMpss HHCTPYMEHTApUN XYAOXKHUKOB
[Po3un, 2018]:

VR-apT — coBepiIeHHO HOBOE XYA0XKECTBEHHOE HalpaBieHHe HU(GPOBOro H300pa3uTEIbHOTO
HCKYCCTBA, 1€ BUPTyaJlbHAsl PEalbHOCTh BBICTYIIAET HE TOJBKO CPEACTBOM JIEMOHCTpAalUU, HO H
IIPOCTPAHCTBOM, B KOTOPOM M3HAa4YaJIbHO CO3AAIOTCSI YHUKAJIBHBIE IPOU3BEICHMS, HE CYIIECTBYIOLINE
3a mpeaenamMu BUpTyasibHOro mupa (uHctamwmsinus “Champagne Life” xymoxuuust Kpuc Mwunk,
co3znanHas B mporpamMme Tilt Brush u noctynnas B nutemax HTC Vive).

VR-KHHO — CBEMKa M TPOCMOTP KOPOTKHMX (WIBMOB, aHMMAIMH, KIWUIOB M JAPYroi
Buzeonpoaykuu B ¢opmare 360 rpaaycoB, Koraa 3puTelib OYKBaJbHO OKAa3bIBACTCS B LIEHTPE
MIPOMCXOAIICTO Ha KpaHE M MOXKET CBOOOMHO orjsiasiBaThcs Ha 360 rpaxycoB (pumbm “Traveling
While Black™ B 360 rpagycax ot crynuu Felix & Paul Studios).
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WntepaktuBHble VR-cnektakan u neppopMaHChl € BO3MOXXHOCTBIO HEMOCPEICTBEHHOTO
MOTPYKEHUSI ¥ MHOTOIUIAHOBOTO B3aUMOJICUCTBUS 3pUTEINIS CO CPeioi, 00bEeKTaMU, EPCOHAKAMU U
CIOETOM BHPTyajbHOW MocTaHoBKH (moctanoBka “The Invisible Man” TeaTpaiabHOW KOMITAHUU
Sensorium, noctynHas B uutemax Oculus). Bupryanbsabie My3eu, rajgeper 1 BBICTaBKU — TEXHOJIOTUH
VR 103BOJIAIOT HE TOJIBKO HMUTUPOBATH PEANbHO CYILECTBYIOIINE, HO U CO3/1aBaTh (haHTACTUYECKUE
WHTEPAKTUBHBIC YKCIIO3MIINH, HEOCYIIECTBUMBIEC B MaTepruaabHoM mupe (npmioxkenue “Tate VR ot
London's Tate Gallery, mo3Bossitoriee OKazaThCsi BHYTPU SKCIO3UIMKA My3es). VR-KOHIEpTH u
My3bIKQJIbHBIE 1110y, TJ€ 3pUTEIM MOTYT OKa3aTbCsl BHYTPU BUPTYaJIbHOW CLEHBI M Jaxe
B3aMMOJICIICTBOBATh C IM(POBBIMU OOpa3aMu MY3BIKAHTOB M JAekopainusmu. Takas ¢opma yxe
aKTUBHO NPHUMEHSAETCS MHUPOBBIMH 3Be3JaMM (BBICTYIUIEHHE meBHIbl Apuanbl ['pannze B VR ot
WaveXR, tpanciuposasmieecs B nuiemax Oculus Rift).

CnepnoBarenbHo, VR pagukanbHO pacmupsieT rpaHulibl BO3MOKHOTO B HCKYCCTBE, ITPEIOCTABIISAS
CpeICTBa AJSl CO3/IaHUs YHHKAIbHBIX XYIO0’KECTBEHHBIX (HOpPM, HEAOCTHXKUMBIX TPaJAULIUOHHBIMU
croco6amu B KyJbType.

HeoOxonnMo OTMETUTH BIMSHHME TEXHOJIOTUH BHUPTYaJbHOM pEaJbHOCTH Ha HBOJIIOLMIO
ACTETUYECKOTO CO3HAHUSA U XYI0)KECTBEHHOTO MblIIUIEHUSA. [IOMUMO YUCTO MHCTPYMEHTAJIbHBIX
BO3MOYKHOCTEH, aKTUBHOE BHEAPEHHE MEPEIOBBIX TEXHOJOTHH BHUPTYaJIbHOW PEaTbHOCTH B chepy
COBPEMEHHOI'0 HCKYCCTBa OKa3blBA€T BECbMa CYIIECTBEHHOE, M JaXX€ B OIPEJCICHHOM CMBICIIE
PEBOIOLIMOHHOE, BO3ICHCTBUE Ha HBOJIOLUIO XYAOKECTBEHHO-3CTETUYECKOIO0 MBIIUICHHUS U
KYJIbTYPHOI'O CO3HaHMS, KaK aBTOPOB MPOU3BEICHUI, TaK U UX 3pUTENeH [Tam xke].

Bo-niepBbIX, MPOUCXOIUT paJuKadbHOE H3MEHEHHE YCTOSBLICHCS MapagurMbl 3pHUTEIBCKOTO
BOCIIPUSATHS UCKYCCTBA — MIEPEX0/1 OT MPUBBIYHOTO MTACCUBHOTO CO3EPIIaHus K OoJiee BOBJICUEHHOMY U
«MMMEPCUBHOMY» THITY BOCIPHSTHS, KOTJa 3pUTeNb OyKBAIBHO MOTPY>KAETCS BHYTPh BUPTYaJTIbHOTO
MIPOCTPAHCTBA XYAOKECTBEHHOI'O IPOU3BEIEHUS M OKA3bIBAETCS B LEHTPE pPa3BOpPAUYUBAIOIIUXCS
coOpiTuii. CornacHo uccienoBanusiM Posuna B.M., B VR «3putens npespaiiaercs B y4acTHHKA
COOBITHIA, KOTOpPBIE pa3BOopaunBarOTCs BOKpYT Hero» [Posun, 1998]. To ecth, Omaromaps TeXHOJIOTUU
VR, mnaccuBHOe co3epLaTeabHOE BOCHPUATHE MCKYCCTBA TpaHC(HOPMHUPYETCS B aKTHUBHOE
MEepeKMBaHNE U «coydacTue». Bo-BTOphIX, O/ BIMSHUEM BUPTYaIbHOW PEabHOCTU CTPEMUTEIBHO
Pa3MbIBAIOTCS TPAIULIMOHHBIE TPAHUI[BI MEX1Y OOBEKTUBHBIM MUPOM U CYOBEKTUBHOM peanbHOCTHIO
uckyccrBa. CormacHo, VYcanoBoit JI.O., VR mnopoxIaeT «HOBYIO  XYyJI0XKECTBEHHYIO
pearbHOCThY, KOTOpast coueTaeT B ce0e YepThl KaK pealbHOr0, TaK M BOOOpa)kaeMoro MUpOB [ Y caHOBa,
2014].

B-Tpetbux, Gnaronapsi MyJbTHCEHCOPHBIM TeXHOJNOTHsIM VR, BO3neicTByIOIMM HE TOJBKO Ha
3peHHe U CIyX, HO TOTEHIMaJIbHO M Ha JpYrHe OpraHbl YyBCTB pELUUIHEHTa, (OPMHUPYETCs
NPUHLMIIMAIBHO HOBasg dcreTuka cuHecte3un. Kak ormewaer Illemmm M., VR  oTkpsiBaer
«0e3rpaHUYHbIe BO3MOXXHOCTH CHUHTE3a Pa3IMYHbIX BUAOB UCKYCCTB U UyBCTBEHHOTO onbITa» [[1emnnu,
2021].

B-uerBepThiX, B ycinoBusaX VR HCKyccTBO mNpHOOpeTaeT BBIPAKEHHYIO MHTEPAKTUBHOCTS,
MTO3BOJISIFOILYIO 3PUTENI0 CTAHOBUTHCS HEMOCPEICTBEHHBIM YYAaCTHUKOM KYJIbTYpHO-TBOPYECKOIO
npouecca. [lTo cmoBam lemnu M., VR npeBpamaer 3putens B aKkTUBHOTO COaBTOpa XyJI0KHUKA, OH
«CTAaHOBHTCS YaCThIO XYJI0’KECTBEHHOTO MUPa» [TaM xKe].

Taxum 06pazom, TEXHOJIOTMH BUPTYAIIbHOM PEIbHOCTH OTHIOJIb HE SBIISIOTCS IIPOCTO OYEPEIHBIM
HOBBIM MHCTPYMEHTOM B apceHase Xy0KHUKA. MIX BHeApeHne oKa3bIBaeT BECbMa ITy00KOe BIUSAHUE
Ha HBOJIIOLIMIO CaMbIX (PyHJAaMEHTaJIbHBIX MOJENEN ICTEeTHUECKOro CO3HAHHUS M XYI0KECTBEHHOTO
MBIIIJIEHHS] COBPEMEHHOM 1Tu(POBOI KYIbTYPHI, 3a/1aBast BEKTOP €€ JaJIbHEHUIIIETr0 pa3BUTHUS B CTOPOHY
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dbopMUpOBaHUS TPUHIUIHAILHO HOBOM MapagurMbl, OCHOBAaHHOM HAa HMHHOBAaIlMOHHOM CHHTE3€
HCKYCCTBA, HAYKHU U MEPEAOBbIX TEXHOIOTHA.

Cy11ecTBYIOT pa3BUBAIOLIUECS MOJAEIN peAIU3alMK XYyJ0KECTBEHHOTO OTEHIIMAIa TEXHOIOI MM
BUpPTyaJIbHOM peanbHOCTU. VR OTKpbIBaeT mnepea COBPEMEHHBIMU XYIAOKHUKAMU TOUCTHHE
Oe3rpaHUYHbIE BO3MOXKHOCTHU BOIUIOIICHHMSI TBOPUECKHUX HAEH W HKCIEpPUMEHTOB. B KauectBe
M0Ka3aTeIbHOr0 HOBATOPCTBA C HCIIOJIb30BAHHEM BO3MOXKHOCTEH VR B COBPEMEHHOM HCKYCCTBE
BBICTYINAET MPOeKT XyaoxHulbl Paiten Poccun mox nazsanuem “The Sky is a Gap” («Hebo — 310
Opemib»). 3pUTENH TMONAAAIOT B YAUBUTEIBHYIO BHPTYAIbHYIO HWHCTALIAIUIO - a0CTpakTHOE
MIPOCTPAHCTBO, 3allOJIHEHHOE 3araJOYHbIMH JICBUTUPYIOIIMMU 00beKTaMu. briarogaps KoHTposepam
MIOCETUTEIN MOTYT CBOOOJHO IepeMeniaTth 3T HU(POBbIE OOBEKTHI B BO3/AyXE, KapIMHAIBHO MEHSIS
BCIO KOMIIO3HMIIMIO HHTEPAKTHBHOTO apT-TPOCTpaHCTBA. TakuM 00pa3oM KaIblii CTaHOBHUTCS
COABTOPOM XYJIO’KHHKA B TOM (GKUBOM» MPOU3BEICHUH.

Hpyras monenb — riaybooko TporarenbHbli VR-cnektaknby “Draw Me Close”, rne 3purenb
OKa3bIBaeTCsl B BUPTYaAJIbHON KBapTUPE HaeIWHE C 04apOBATEIbHBIM aHUMHUPOBAHHBIM MAJbUYUKOM.
[lepcoHaxk €CTECTBEHHO BUTAETCS, pa3rOBapUBAET, [IOET U TAHIYET, pearupys Ha clioBa U JI€UCTBUS
KOHKPETHOTO 3pUTENsS, YTO TOPOXKAAET MOWCTHHE MAarm4eckoe 4YYBCTBO OOIICHHUS C >KUBBIM
CYLIECTBOM.

Briewatnstomuii MacmTaOHbIA XYJIO0XKECTBEHHBIH MHPOEKT mNoj Ha3BaHueM “Carne y Arena”
KHHOpexkuccepa Asnexanapo ['oHcaneca UHBSIppUTY MEpEeHOCUT 3pUTENIeld B MYCTHIHIO HAa T'PaHUIIE
Mexkcukn u CHIA, moOyxgas X HA COOCTBEHHOM OIIBITE OCTPO IPOYYBCTBOBATH BCIO ApaMy
OC)KEHIICB, TBITAIONIMXCS TMOMAacTh B AMEpHUKY. OTOT SMOIMOHAIBHO CHIBHBIM VR-mpoekt
yOeIUTEeNbHO NEMOHCTPUPYET T'YMaHUCTHYECKHH MOTEHIIMA TEXHOJIOTHI BUPTYaIbHOM PeaTbHOCTH B
COBPEMEHHOM HUCKYCCTBE.

OmnuM W3 Hambojee BIEUATIISIIONIUX MPOEKTOB sBisercss wHcTawsinus "Champagne Life"
xynoxuuiel Kpuc Muiik, monHoctbio co3nanHas npu nomomu VR-unctpymenta Tilt Brush or
Google. 3purenu mnomagailoT B (PAHTACTUYECKUH MHUP TUTAHTCKUX Pa3HOIBETHBIX ITy3BIPHKOB
IAMIIAHCKOT0, MapsAlIMX B HEBECOMOCTU. DTO NPUMEP YHUKAIBHOIO XYJI0KECTBEHHOTO S3bIKa,
BO3MOXHOTI'0 TOJBKO B VR.

Eme oaun mpumep — peanuctuuHblii anumanuoHHbli VR-cnekrtakns "The Invisible Man",
MOCTABIIEHHBIM KOMITaHWEH Sensorium, KOT/a 3pUTENH OKa3bIBAIOTCS B BUKTOPUAHCKOM OCOOHSKE
psanoMm ¢ nepcoHaxamu pomana I'.Yamica. IlepenoBbie TEXHOIOTMM 3axBaTa JABUKEHUHN MO3BOJISIOT
aKTepaM YMpaBJISITh TIOBEJICHHEM BUPTYaJIbHBIX TEPOEB B pEaTbHOM BPEMEHHU.

IToka3zarenbHa Takke VR-unTepnperanms «CukctuHcko# kanesuisn» oT VRWERX, no3sossromnias
HE TOJIbKO OKa3aTbCsl BHYTPU BEIUKOIO IIefeBpa MUKeNaHKelo, HO U U3YyYUTh KXY JEeTalb
pocIucH.

3akJIoueHue

Takum 00pa3oM, TEXHOJIIOTMH BHUPTYaJbHOW pPEATbHOCTH MO3BOJIAIOT BOIJIOTUTH B HCKYCCTBE
mo0ble (haHTa3uM, HEBO3MOXKHBIE B peanbHOM Mupe. VR npenocTaBisier XyJ0KHUKaM YHUKaJIbHbIE
BBIPA3UTEIIbHBIE CPEJCTBA M BBIBOJUT 3pPUTENSI Ha KAYECTBEHHO HOBBIM YPOBEHb BOBIICYEHHOCTH H
KYJbTYpPbI OMIIATHH.

[TogoGHBIX SIPKUX MPUMEPOB XYI0KECTBEHHOH pealn3aliy HOBBIX TBOPYECKHX BO3MOXKHOCTEH
VR MOXXHO NpUBECTH JOCTaTOYHO MHOIO — MBI HAXOAWUMCS B Hayalle YBIEKATEIbHOIO IYTH IIO
OCBOCHHIO ATOM MEPCIIEKTUBHOM TIaTGOPMEI.
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[TepcnextuBel VR Kak HOBOro KyJabTYpHOTO (PEeHOMEHa JIOCTaTOYHO MHOT0O0O0eLarolue.
IIpoBeneHHBIN aHAIN3 MO3BOJISIET CENATh OJHO3HAYHBIN BBIBOJ O TOM, 4TO (DEHOMEH BUPTYyaIbHOMN
peaTbHOCTH MPEICTABIISET COO0H YHHKAIIBHOE U 3HAYMMOE HOBOE SIBJICHUE B COBPEMEHHOH KYJIbTYpE,
CIOCOOHOE OKa3bIBaTh BIMSHUE HA €€ JaIbHEHINylo 3Boronuio. VR yxke ceilyac HpOM3BOIUT
TpaHc(hOopMaIHIO B UCKYCCTBE, KapAMHAIBHO TPaHC(HOPMHUPYS IPUBBIYHBIE XY 105KECTBEHHbIE (DOPMBI,
paciInpsis BBIPA3UTEIIBHBIE CPEICTBA 1O HEBUAAHHBIX IIPEIEIOB, U3MEHA YCTOSABIIUECS ICTCTUUECKHE
Mozend. PopMUpyeTCsl NMPUHLMIMAIBHO HOBas IapajurMa HMCKYCCTBA, OCHOBAaHHAs Ha CHUHTE3€
TBOPYECTBA, HAYKU M TEXHOJOTMH. Bce 3TO IO3BOJISET NPEAIONIONKUTh, YTO 3HadyeHue VR kak
YHUKAJIbHON XYyJI0’KECTBEHHOH I1aT(opMbl OyeT TOJIBKO BO3pPAcTaTh IO MEPE COBEPIIECHCTBOBAHUS
TEXHUYECKHUX XapaKTEPUCTHK TEXHOIOIUM VR, yBeIMUeHNs BEIYUCIUTEIBHBIX MOIIHOCTEN, porpecca
uHTEepdEiicoB «MO3T-KOMIIBIOTEDY. Ve cenyac aKTUBHO pa3pabarbIBatoTCs
MYJIBTHIIONB30BaTeNbCcKkue VR-1atopMel, TEXHOJOTHHM MOJHOTO 3aXBaTa JBIDKCHWH Tesa s
yIIpaBJIEHUs «aBaTapamu». MOXKHO MPeNNookKUTh, 4TO B 0003puMoOl nepcrexktuBe VR crocoOHa
CTaTh OJHOM M3 JOMMHUPYIOIIMX IUIaT(GOpPM TBOpYECTBA W KOMMYHHKALMH, OKa3blBas OIPOMHOE
BIMSIHME Ha SCTETUYECKHE NPEAINOYTEHUS M MHUpPOBOCIpHsTHE uenoBeka. LludpoBas BusyanbHas
KyJbTypa Y€ BOIIUIa B TMOBCEIHEBHYIO XKM3Hb OOIECTBA, a TEXHOJOTUH VR OTKpPBIBAIOT HOBBIM
YPOBEHb KYJIBTYPHOI'O IOIPYXXEHUS M BOBJICYECHHOCTH. J[lanpHenmias 3BOJIOLUS BUPTYaJIbHOU
peambHOCTH B Ompkailiine JecsITUJIeTHs IpeAroyiaraeT KapAWHAIbHOE TpaHC(HOPMHPOBAHUE
YCTOSIBIIMXCSA KYJNbTYPHBIX IapaJiirM, HalIMX IHPEICTABICHUNH O TBOPYECTBE M KYJIBTYPHOH
KOMMYHHUKaIuu. [lepen 4emoBeyecTBOM OTKPBIBACTCS yBIEKaTeNbHAs 3pa HU(PPOBOH KYIBTYpPHI C
HEBHJIAHHBIMH paHEe BO3MOXKHOCTSIMH.
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Abstract

The article analyzes the phenomenon of virtual reality as a culture-creating process that
transforms contemporary art. The historical and cultural prerequisites for the emergence of VR
technologies are examined in detail, as well as their impact on the evolution of artistic consciousness
and aesthetic values. Considerable attention is paid to the interpretation of various artistic practices
using VR and the analysis of their role in shaping the new aesthetics of digital culture. It is shown
that virtual reality technologies make it possible to realize in art any fantasies that are impossible in
the real world. VR provides artists with unique means of expression and takes the viewer to a whole
new level of engagement and culture of empathy. There are quite a lot of similar striking examples
of the artistic implementation of new creative possibilities of VR; it can be told that we are at the
beginning of an exciting journey to master this promising platform. The prospects for VR as a new
cultural phenomenon are quite promising. The analysis carried out allows us to draw an
unambiguous conclusion that the phenomenon of virtual reality is a unique and significant new
phenomenon in modern culture, capable of influencing its further evolution.
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