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BHJICOUTD, a TAK)KE UX KyJIbTypHasl IUAJIOrOBOCTh. BBIAEIAIOTCA TpU JUHAMHYECKU CBS3AHHBIE
U3MEPEHUS XyA0KECTBEHHO-ICTETUYECKON IKCINIMKALMU BUACOUTD — BU3YaIIbHOE, HAPPATUBHOE
1 3ByKoBoe. Ha KOHKPETHBIX 3MIUPUYECKUX NPUMEpaX aHAIU3UPYETCS BU3yallbHAsl 3CTETHKA
BUJICOUTP C YTOUHEHUEM XapaKTEPHBIX (JOPM SKPaHHOH BBIPA3UTEIBHOCTH. Takke BCECTOPOHHE
paccMaTpuBaeTCsl IPHUCYTCTBUE XYAOKECTBCHHBIX KOMIIOHEHTOB Ha YPOBHE CHOXKETHOIO
nosecTBoBaHus. llomyepkuBaeTcs yHMKaJIBHOCTh MHTEPAKTUBHOCTH HAPPAaTHBA, CO3JAIOLIErO
WCKJIIOUUTENILHBIA OMBIT CyOBEKTHOTO BOBJICUEHHUS U COABTOPCTBA HIPOBOTO KHOEPTEKCTA.
Hakonen, uccienyroTcss BO3SMOKHOCTH 3BYKOBBIX CPEACTB XYHOKECTBEHHOW BBIPA3UTEIIBLHOCTU
Bujeourp. /[lemaercs BBIBOXA, YTO BHUJCOUIPHI CTAHOBATCSA IMPOCTPAHCTBOM CO3JAHMSI HOBBIX
JKCIEPUMEHTAIbHO-XYI0’)KECTBEHHBIX OO0Pa3uMKOB BUPTYaJIbHO-IKPAaHHOTO HcKyccTBa. OHHu
BOMpAIOT B ce0s1 HOBBIC MPOIEAYPHO-UHTEPAKTUBHBIE BO3MOXKHOCTH BHICOUTPHI, TBOPUYECKU
couerasl UX C KJIaCCUYECKUM 3CTETUYECKHUM OIBITOM.

JJIsi HUTHPOBAHUS B HAYYHBIX HCCICJOBAHUAX
benses JI.A., bensiea Y. I1., [Ipunéna E.B., Ckpunkun U.H. XynoxecTBeHHO-3CTETHUECKOE
CoJiep)KaHHWE BHUICOMTP KaK HMHTEPAKTUBHOIO MeaMyma dKpaHHOW KyinbTypsl // KoHTekcT u
pednekcus: ¢unocopus o mupe m yenoBeke. 2020. Tom 9. Ne 1A. C. 130-137. DOI:
10.34670/AR.2020.47.1.041
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Buneourpsl, HCKyCCTBO, BU3yallbHasl SCTETHKA, HAppaTUBHAsI ICTETHUKA, 3BYKOBAas AICTETHKA,
9KpaHHasl KyJIbTypa.

BBenenue

CerofHs yke BIOJHE YBEPEHHO MOXKHO YTBEp)KIaThb, YTO BHJCOUIPHI OOJIAJal0T 3HAYMMBbIM
acretuueckuM conepkanuem [Parker, 2017, 29-38]. OxHako 3a4acTyr0 OOIIECTBEHHBIN aKHOTaX
BOKPYT MOPaJIbHO-HPAaBCTBEHHOM OLIEHKU TEX WJIM UHBIX UTP OCTABJISET B TEHU BOCIIPUATHE BUIECOUTD
KaKk XyJOKeCTBeHHOTo Meauyma [3amBopHoB, 2016, 96-100]. bosnee Toro, yxe HECKOJIBKO
NECSITUJIETUN UAEeT BeCcbMa IIJIOJOTBOpPHAas HayyHash JAMCKYCCHUS O BO3MOYKHOCTH TpPU3HAHUS
KOMIIBIOTEPHBIX UIP 0COOBIM BHIOM McKyccTBa [Tapacos, 2009, 171-173]. Uro, kcratu, yxe ObLIO
caenaHo Ha opunuanbHoM ypoBHe B CIIA, Benukooputanuu, @paHiuu 1 B psijie Apyrux cTpaH. XoT,
0e3yclI0BHO, Jalleko He Kaxaas BHAEOUIpa 00JaJaeT BBICOKHM XYA0KECTBEHHO-ICTETUYECKUM
HaTOJHEHUEM, HO Ba)KHO TO, YTO 3TO BO3MOXHO B IpuHIMNe. Bce 310 popMupyer akryalbHOCTh
HCCIIEIOBATENIbCKOIO PACCMOTPEHMSI BUJEOUTP KaK 3CTETUYECKOro (EHOMEHA, OKa3bIBAIOLIETO
BIMsIHUE Ha (OPMHPOBAHUE TMATTEPHOB XYJA0KECTBEHHOTO BOCIPHUATHS 3aMETHOIO CErMeHTa
COBPEMEHHOT0 COIIMyMa, U YacTH MPOCTPaHCTBA BUPTyalIbHO-LIM(pOBOro uckyccraa [Tapacos, 2016,
54-55].

OcHoBHaf 4YaCcTh

Htak, yxxe ¢ Hayana 80-x rr. XX B. MOXHO NpOCIEAUTh HAMETHUBILYIOCS CBA3b BHJICOUID U
HEKOTOPBIX BUIOB UCKyCCTBa. B mepByro ouepesnp 3aMETHO BIMSHME HAa HUX KHMHO. Torzaa BBIXOIAT
NIepBbIE UTPOBbIE IPOEKTHI 10 MOTUBAM MOMYJISIPHBIX KuHOPHIBEMOB — «Star Wars: The Empire Strikes
Back» (1982) u «E.T. the Extra-Terrestrial» (1982). Jlanee 3Ta TeHIEHIIUA TOJBKO yCHJIMBAIACh, & B
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90-e rr. BO3HUK OOpaTHBIA (peHOMEH — co37aHue KMHO(MIBMOB 1O BUacourpam. Ha ceromusmHuii
JICHb CHATO yKe Ooiiee 50 KHHOKapTHH M aHUMAIMOHHBIX JICHT, CIO’)KETHOW OCHOBOM KOTOPBIX CTAlIA
urpel. OHOBPEMEHHO MHOTHE W3 MAacCOBO IMOMYJISIPHBIX (PHIBMOB HMMEIOT CBOE BOIUIOLICHHE B
BUJICOUTPOBOH opMe.

DTO TECHOE U BEChbMa IUIOJOTBOPHOE B3aMOAEUCTBIE KMHO U BUACOUTP XYAOKECTBEHHO BIIOJIHE
o0BsicHuMoO. Buzaeourpel mo cBoel BBIP3UTENBHONM MOP(OIOTHUH TPEAENbHO OJM3KU HMEHHO
kuHemarorpady. Bo-mepBeix, uX cOmmxaer OOIIMN SKpaHHBIM XapakTep B3aMMOJACHCTBHS C
PELUINEHTOM, MEepBUYHAs AaKIEHTAlMs Ha HarJIaIHO-IMHAMUYECKHUX 00pa3ax — «IBUKYIIUXCS
KapTUHKax». Bo-BTOpbIX, B KMHO WU BHJAEOMIpPax IIOYTH BCEIr/a MPUCYTCTBYET HappaTUBHAs
cocraBisitomasi. CTpemMiIeHHE 4epe3 CIOKET JOHECTH IOCIIaHHME, PACcCKa3aThb UCTOPHIO SIBISIOTCS UX
obeit ueproii [[Tepesxoruna, 2017, 41-43].

Mexay TeM, ecTh CyIIECTBEHHOE OTIMYHE BUACOUTP OT KUHO, 0OpaTuBIIee HA HUX BHUMaHUE U
CIeNaBIlee HX I[10-CBOEMY YHUKAIBHBIM XYAO0KECTBEHHBIM (HEHOMEHOM. ITOH 0COOEHHOCTHIO
SBJIAETCS WHTEPAKTUBHOCTh — CIOCOOHOCTh WIPOBOM BHUPTYaJIbHOM pEaIbHOCTU pearupoBarh Ha
aKTUBHOCTH reimepa [3aaBopHoB, 2019, 17-20]. B XyA0KeCTBEHHO-3CTETUYECKOM IUIAHE 3TO
MO3BOJISIET CO3/IaBaTh CUTYAIHMIO AUAJIOTra M MOUTMHHOTO (IIyCTh ¥ B BUPTYaIbHO-IIM(POBOM (hopmate)
coaBTopctBa [CanbHukoBa, 2014, 16]. CuuTbiBaHME TEKCTa CTAHOBUTCSA IPOLIECCOM AKTHBHBIM,
JeSITeNIbHBIM, 3HAUUTEJIBHO MOBBIIIAs IMMEPCUOHHBIN aClIEKT UTPHI.

DCTETUYECKOE COJEpKaHHE, a BMECT€ C HUM M XYAOKECTBEHHO ILIEHHOCTHOE HaIlOJHEHUE
BHUJICOUTP SKCIUIMLIUPYETCS B HECKOJIBKMX JMHAMHYECKU CBS3aHHBIX HM3MEPEHUSX — BU3YaAJIbHOE,
HappaTUBHOE U 3BYKOBOE.

BusyanbHas screTHka sBiseTcsl HanOosee 3HAYMMbIM (B ACMEKT€ MAacCOBOTO BOCHPHUSATHSA)
MOJIyCOM XYJO’KECTBEHHOU MPOSIBIEHHOCTH BHJIEOMTP, YTO BIIOJIHE E€CTECTBEHHO C YYETOM HX
9KpaHHOU IPUPOJIBL. 31ECH Cpa3y CIEAYET OTMETUTH, YTO BU3YyalIbHAsI SCTETUKA BUIEOUTP CO3AETCSI C
MIOMOUIBI0  KOMIBIOTEPHO-TPAQUUECKOr0 HMHCTPYMEHTapus. B mepBble TOAbl pa3BUTHS UIP
OOJIBIIMHCTBO U3 HUX JIENIAJIO aKIIEHT Ha 2eoMempuieckyio 2cmemuKy ¢ MajlbM KOJIMYeCTBOM I[BETOB,
MpeebHO YIPOUICHHOM aHWMaluedl W JBYXMEpPHOW MEepCHeKTHBOM. ODTO BO MHOIOM OBbLIO
00yCJIOBJIEHO OTPAaHUYECHUSMHU BBIUMCINUTEIBHOW MOIIHOCTH alNapaTHBIX MIAaTPOpM, Ha KOTOPBIX
3amyckanuch urpel. A.A. CyXxoB clpaBe/UIMBO OTMEUYAET, YTO «BHELIHEeEe IpaHuueckoe pa3BUTHE
KOMITBIOTEPHBIX HUIP B HEKOTOPOM CTEMEHM HCTOPUYECKH OOpAaTHO DPA3BUTHIO M300pa3UTEIBHOIO
UCKyCcCTBA HE OT peanu3Ma K aOCTpaKTHOMY MCKYCCTBY, a HAaoOOpOT: OT 0OyCIOBIECHHOMN
HEJOCTAaTOYHBIM  TEXHOJIOTMYECKUM IPOrPeccoM  IEepBOHAYaIbHOM  aOCTPAKIMOHUCTKOM U
NPUMUTHUBUCTCKOM OCTETUKM TMEPBBIX TpapHUuecKuX apkajg — K MaKCUMaJIbHOMY pealu3My
COBpPEMEHHBIX BUPTyalbHbIX MUpOB» [CyxoB, 2015, 25].

Hanee c cepeannbl 80-X I'T. 00peTaeT NOMyJIIpHOCTh MYJIbTUIUIMKAIIMOHHAS IByXMEpHasi 3CTETHKA
BU3YyaJM3alluu JKpPaHHBIX 00pa3oB. B 3TO Bpems HmIMpOKOE paclnpoCTpaHEHUE IMOJIydaeT MpakTUKa
MOJTy4aeT UTPOBBIX aJanTanuii u3BecTHBIX MyIbTPuiIbMOB — «Aladdiny, «Ariel the Little Mermaidy,
«Beauty and the Beast», «Chip’n Dale Rescue Rangers», «Darkwing Duck», «DuckTales», «Teenage
Mutant Ninja Turtles», «The Jungle Book», «The Lion King» u «Toy Story». I'padudecku Buaeourpst
IBITAINACH TIOBTOPUTH BHEIIHUI OOJMK OPUTHHAIBHBIX MPOEKTOB, TPAHCIUPYS U MOMYJISPUUPYS UX
MYJIbTUIUIMKAHOHHYIO ICTETUKY .

Haxkonen, ¢ nayana XXI| B. 3HAUUTENTHPHO BO3POCIIUE amIapaTHbIE BO3MOKHOCTH IUIAT(OPMBI
TTO3BOJIMJIIM OCBOUTH TPEXMEPHBIA (hopMaT M300paKEHUS W MEPEUTH K PEATMCTUYHON BU3YaJTbHOM
crunuctuke. CeroHs ¢ TOUKH 3pEHUSI TEXHUYECKHX BO3MOKHOCTEH BUICOUTPBI 00J1a/1at0T MPEIEIbHO
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HIMPOKHUM CHEKTPOM (hopM Irpaduueckoil BU3yaln3aluum, CHoCOOHOH BOINIOTUTh MPAKTHUECKH JIFOObIE
CTWJINCTUYECKHUE PEIICHUS.

B oTnenpHBIX BHIEOMIpax peaNM3yHOTCSl OPUTMHAIbHBIE BHU3YaJbHO-3CTETHUUECKHUE HJEH,
UMeEIOIIME SIBHOE XY/10°)KECTBEHHOE HalloJIHEeHHe. B yacTHOCTH, Takue Urpsl kak «Typrop», «Journey»
u «Okami» cBoMM TpadMYECKMM HMCIIOJIHEHHEM HM3HAYaIbHO MaHM(ECTHPYIOT MPHHALIEKHOCTD K
IIPOU3BEACHUSAM H300pA3UTENBHOTO MCKYyCcCTBA. JlaHHBIE HIPOBBIE IPOEKTHI AKLEHTUPYIOTCS Ha
TPAHCIIALMU BU3yaJbHBIX 00pa3oB, KOTOpBIE HECYT ONpeAeieHHoe (uiIocopckoe MOocIaHue,
cozjaroliee |y reiiMepa 3CTETHYECKH-PE(PIEKCUBHOE  BII€YATIECHUE. [TosiBneHnust  Takux
KOHLENTYaJbHBIX WUIP CBUAETEIBCTBYET O PEAIU3aLUU XYA0KECTBEHHO-BU3YaJIIbHOI'O MOTEHIMAJIa
BUJICOUTD.

B 1iez10M MOXHO KOHCTaTUpOBAaTh, YTO B paMKaxX BU3YyaJIbHOW 3CTETUKU BUJECOUTP TPAHCIUPYIOTCS
caMmble pa3HOOOpa3HbIe XY/IOKECTBEHHBIC KOHIICTITHI, HAaXOAAIIMEeCS KaK B pPaMKax KIACCHYECKHU-
pPEATMCTUYHON  M300pa3uUTENIbHOW  CTMJIMCTUKHM, TaK H  MOJCPHUCTCKH-IKCIEPUMEHTAIbHbBIX
rpaduyeckux peurenuii [Sarvi, 2016, 37-42].

HappartuBHas scTeTHKa OCHOBBIBAETCS HA CMBICJIOBOM COCTaBIIAIONIECH CIO)KETHOTO TOBECTBOBAHMS
Bujeourp. BooO1ie HappaTUB ABIIIE€TCS BaXKHOH, a 10 MHEHUIO Psiia UCCIIE0BATENEH, onpeaenstonei
YacThIO CYILHOCTHOTO ompeneneHus Buaeourp. OnHako 310, 6€3yCIOBHO, HE 3HAYUT, YTO KaXKIbIH
CIOXKET 00JIaJJaeT Xy/10)KECTBEHHON LIEHHOCThIO0. [IepBbie UTpOBbIE CIOKETHI ObUIN MPEAETBHO MPOCTHI
U CXEMaTHYHbl, OHU BBINOJHIN (QYHKIHIO MOTHBAaTOpa NPOLEypHBIX JIEHCTBUIA reiimepa, npuaaBas
UM XOTb KaKOH-TO CMBICI.

C konna 90-x rr. XX B. IOBECTBOBATEIbHON CTPYKTYpE BUJICOUTP CTAIM YAENATh 3HAYUTEILHO
Oosblilee BHUMaHUe, MpeBpallas €€ B BaXKHbII 3JI€MEHT UMMEPCHOHHOTO 3¢ deKTa. DTO MPHUBENO K
MOSIBJICHUIO JIOCTATOYHO CJIOXKHBIX, MTOJHUMAIOIUX B TOM YHCJIE COLUANIbHBIE U SK3UCTEHIIMAJIbHBIC
BOITPOCHI CEO)KETOB B TaKuX MpoekTax kak «Bioshocky, «The Last of Us» u «Red Dead Redemptiony.
KoneuHo, He MHOTHE UTPbI TOJHUMAIOTCS TO TAKOTO YPOBHSI IIpobsieMaTuku. U 31ech X TakKe BIIOJIHE
YMECTHO CpPaBHHUTh C KMHO. B OOIIECTBEHHOM CO3HAHMHU BHJICOUTPA 3a4acTylO0 BOCIPHUHHUMAETCH,
MIPEKJE BCEro, KaK PasHOBUIHOCTb Pa3BJIEKATENILHOTO MeAMAKOHTEHTA. [103ToMy GONBIIMHCTBO HMX
CI0O’)KETOB HOCAT MPUKIIOUYEHUYECKH-PA3BIIEKAaTENIbHBIA XapaKkTep ¢ aKIEHTOM Ha JIeHCTBUM [MOIIKOB,
2011, 299].

Mexay TeM xXapakTep MOJa4d M CUUTHIBAHHS CIOKETa B BHACOUTPAX MOXKET MPHUHITUIHAIHHO
OTJIMYAThCA OT, K IPUMEPY, HApPaTUBHOM apXUTEKTOHUKH B JIUTEpPAType M KMHO. DTO KacaeTcsl TeX
Clly4aeB, KOIJla CIOKET UIpbl 00J1aaeT HEIMHEWHOM CTPYKTYpOM HIIM K€ OH BOOOIIE YETKO He
IIPOIMCAH, a CO3JJaHle HappaTUBa MOJHOCTHIO 3aBUCUT OT AeWCTBUM reiimepa [Muxaiinos, 2016, 246-
248]. Oco0oe BHUMaHNE HEITMHEHHO-UHTEPAKTUBHOMY MTOBECTBOBAHUIO YAEISAETCS B TAKUX UTPax Kak
«Fahrenheit» (2005), «Heavy Rain» (2010), «Beyond: Two Souls» (2013), «Until Dawn» (2015) u
«Detroit: Become Human» (2018). B HMX mpHCYTCTBYIOT 3HAaUMMbIE€ XapaKTEPHbIE MEPCOHAXKU,
CTAHOBSIIUECS BBIPA3UTEISIMU CIIOKHBIX XYJI0’KECTBEHHBIX 00pa30B.

B nenom HappaTUBBI BUJEOUTP TPAHCIUPYIOT BIIOJIHE HOPMATUBHBIE IEHHOCTHBIE MOJEIH, Jieas
aKIEHT Ha repoM3aluu mpoTaroHucta. [locmenHmit 3agacTyro HM300pa)kaeTcsi Kak 3allUTHUK,
O5aropoIHbIA BOMH HJIM UCCIIe0BaTelNb. MIToropas Mopaiib OOJIBIIMHCTBA UCTOPUI BUJICOUTP MyCTh U
HE OTJINYAeTCsl INIyOMHOW M CMBICIOBOM YTOHUEHHOCTbIO, HO YKJIAQABIBAETCA B OOLIEHNPHUHATHIC
MPECTaBICHUS 00 3TUYECKH JOKHOM.

3ByKOBasi 3CTETHKA BUICOUTDP YaCTO HAXOAUTCA Ha nepudepun cCyObeKTHOTO BOCIPUATHS, CIyXkKa
JHIIb (POHOM IS POLIeAypHBIX Wi HappaTtuBHBIX pakTuk [Colling, 2008, 121-128]. OnHako u 31ech
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BCTPEUAIOTCA TMPUMEPHl CO3JIaHUSl OCTETUYECKH 3HAYUMBIX BHUPTYaJbHO-UTPOBBIX IPOEKTOB,
CTIOCOOHBIX TPAHCIMPOBATH OOraToe XyJ0’KECTBEHHOE cojiepaHue. Tak, B IIEJIOM psJe BUICOUTP
3ByuaT menoauu u3 npousBenenuit U.C. baxa («Castles of Dr. Creep» (1984) u «Dante's Inferno»
(1986)), JI1.B. berxosena («Jet Set Willy» (1984), «Earthworm Jim 2» (1995)), D. I'pura («Alpiner»
(1982), «Hunt the Wumpus» (1980), «Mountain King» (1982) u «Quest for Glory: Shadows of
Darkness» (1993)) u . lItpayca («Elite» (1991)). [Ipu 3ToM OpUrHHaIbHBIE POU3BEACHHS 3a4aCTYIO
MOJIBEPraroTCs 3aMETHOW MOJIM(OHUYECKON NepepadoTKe, YTO CO3JaeT HOBBIA ACTETHUECKUH dPPEKT
BOCHPUATHS KIIACCUYECKUX MEJIOAMM.

Taxke MOXKHO Ha3BaTh HECKOJIBKO I10-CBOEMY YHUKAIBHBIX UIPOBBIX MPOEKTOB, I/I€ 3BYKOBOM
KOMIIOHEHT SIBJISIETCSI LEHTPAJIbHOW YacThlO reiimiuies U o0jazaeT OCOOBIM XYJO>KECTBEHHBIM
conepkanueM. Harpumep, ocHOBBI urpoBoil Mexanuku B «Loomy (1990) 6a3upyroTcst Ha co31aHuu
«y30pOB» 3aKJIIMHAHWUH, (OPMUPYEMBIX W3 MY3BIKAJBHBIX HOT. Bce HWrpoBBIE B3aMMOICHCTBHSI C
BUPTYaJIbHBIM MUPOM OCYIIECTBIISIOTCS HCKIIOUUTEIHHO MOCPEACTBOM TaKUX MENIOAMI, OCHOBAHHBIX
Ha MYy3bIKaJIbHBIX TeMax u3 Oaiera [1.M. YaiikoBckoro «Jlebeamroe o3epo». Kpome toro, obpariaer
Ha ce0s Buumanue urpa «Child of Edeny (2001), koTopyro MOXHO KBATH(HIIUPOBATH CHHECTE3HIHBIM
IKCIIEPUMEHTOM, COCAWHSIONIMM BH3yallbHBIA, 3BYKOBOH ¥ BHUPTYyaJbHO-TAKTHIIGHBIA  OIBIT
[Tutopenko, 2013, 109-110]. B HemM Moaenupyercs HHTEPAKTUBHBIA WUIPOBOM KOHTUHYYM U3
KOTePEHTHBIX BHPTYaAJbHBIX aKTUBHOCTEH, BU3yaJIbHOTO U 3BYKOBOTO OTpaxkeHHs. [Ipy 3TOM akieHT
JieNlaeTcsl MMEHHO Ha HEINWHEHHO-3BYKOBOE KOHCTPYHMPOBAHUE, COMPOBOXKIAIOIIEECS SKpPaHHO-
TaKTUJIbHBIMU MTPAKTUKAMHU.

OueBHIHO, YTO 3BYKOBasi ACTETUKA BUACOMTP 3aYacTyl0 OpPHUEHTHPYETCS Ha KIIACCHUYECKUE
MYy3bIKaTbHbBIE TEMbI, TBOPUECKU MTPeoOpakasi MX B KOHTEKCTE UTPOBBIX MPAKTHUK.

3akioueHue

B urore Obln ompeneneH IHUPOKUN CHEKTP XYJIOKECTBEHHOTO COAEpXMaHHUS BUICOUTP Kak
MHTEPAKTUBHO-DKPAaHHOTO BHUJA MHCKycCTBa. B HEM MOXET peanu30BbIBaTbCS BU3yaJIbHAs,
HappaTUBHAs W 3BYKOBas SCTETHKA. BpIsBIEHa TecHas AManoronas CBsA3b Urp M KuHO. [Ipu 3TOM
KOMIIBIOTEPHBIE UTPBI NOTEHIMATIBLHO 001aJal0T BCEMU HHCTPYMEHTaMH KMHeMaTorpaga, K KOTOpbIM
N00aBJISETCS UX YHUKAJIBHOE CBOMCTBO — MHTEPAKTUBHOCTh. OHA MO3BOJISIET CO3/4aTh IPUHIIMITUAIBLHO
UHOU (opMaT TPAHCIALMHU XYJ0KECTBEHHOTO OIbITA, MPEAOCTABIsAsA reiiMepy BO3MOKHOCTh CTaTh
MOJTUHHBIM COTBOPIIOM.

Pe3toMupys paccMOTpeHHE ICTETUUECKOTO COAEPIKAHUSI BUJIEOUTP, MOKHO KOHCTaTUPOBATh, YTO
OHH, HECOMHEHHO, CIIOCOOCTBYIOT CO3JJaHMI0O HOBBIX JKCHEPUMEHTAIbHO-XYI0’)KECTBEHHBIX
00pa34yMKOB BUPTYaJIbHO-3KpAaHHOTO HcKyccTBa. [locnennue BOMparoT B ceOs HOBBIE IPOLEAYPHO-
MHTEPAKTUBHBIE BO3MOYKHOCTH BUAECOUTPHI, TBOPUECKH COUYETAsl MX C KJIACCUYECKUM ICTETHUYECKUM
OTIBITOM.
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Abstract

The article discusses video games as an artistic phenomenon of modern screen culture;
emphasizes the fundamental possibility and scientific legitimacy of their definition as a virtual-
digital form of screen art. The proximity of the architectonics of the means of artistic expression of
cinema and video games, as well as their cultural dialogue is revealed. Three dynamically related
dimensions of the artistic and aesthetic explication of video games are distinguished - visual,
narrative and sound. Using specific empirical examples, the visual aesthetics of video games is
analyzed with the refinement of the characteristic forms of screen expressiveness. The presence of
artistic components at the level of storytelling is also comprehensively considered. The uniqueness
of the interactivity of the narrative, which creates an exceptional experience of subjective
involvement and co-authorship of game cybertext, is emphasized. Finally, the possibilities of sound
means of artistic expression of video games are investigated. It is concluded that video games are
becoming the space for creating new experimental and artistic examples of virtual-screen art. They
incorporate new procedurally interactive features of a video game, creatively combining them with
classic aesthetic experience.
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