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Annomayus. AKTyaJbHOCTh TEMbI CBS3aHa C TEM, YTO BUICOMIPHI KaK 3HAUUMBIH (EHOMEH
COBPEMEHHOW KYJIBTYPhI PEIPE3EHTUPYIOT CYIIECTBYIOIINE TeHACPHBIE MO MTOBEACHMUS,
a TaKXkKe CO3/1aI0T 0c000€e MPOCTPAHCTBO ISl SKCIIEPUMEHTHPOBAHUS C TeHIEPHOIN HIeHTHY-
HOCTBIO. Buieourpsl uccienyroTcesi Kak (PeHOMEH MOCTHEKIACCUUECKON KYIBTYPBI, OTKpPBI-
BAIOIMH BO3MOXKHOCTHU JJIsl BBIXOZIA 3@ IpEe/eNibl OMHAPHOIN TeHIEepPHON CHCTEMBI HOCPEea-
CTBOM CO3/IaHUSl TOCTOSIHHO MEHSIONIEICS BHUPTYaJIbHOW TENECHOCTH. AHAINU3UpYyeTCs
B3aMMOBJIMSIHUE TEHAEPa UTPOKAa M BUPTYAIBHOH TEJECHOCTH, a TAKXKEe CTEHEeHb CBOOOIbI
BbIOOpA B UIpE.

Kniouegvie cnosa: renznep, BUIEOUrpa, Telo, FeHAEPHAs UISHTUYHOCTD, aBaTap, BUPTyallb-
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GENDER AND VIRTUAL BODY IN VIDEO GAMES
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Abstract. The relevance of the research topic is due to the fact that video games, as a
significant phenomenon of modern culture, represent existing gender models of behavior and
stereotypes, and also create a special space for experimentation and transformation of gender
identity, construction of virtual body.

On the one hand, video games are an extension of our physical body. So the player, using
motion controllers or VR technologies, can feel his spatial presence in the virtual world and
interact with objects. On the other hand, video games provide the opportunity to construct a
different, “virtual” body.

The article examines a range of issues devoted to the interconnection between gender and
virtual body in video games. How do players experience and become aware of their virtual
body? How does this affect their gender identity? Conversely, how does a player's gender
influence how they design an avatar? How free is the player to choose gender and virtual
body?

Virtual body is broadly understood as: firstly, it is a digital representation of oneself, a
constructed virtual image, an avatar/character, its signs-symbolic content; secondly, this is
the feeling of presence in a virtual space-body, most fully created with the help of VR or
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other immersive technologies; thirdly, it is interaction with objects, communication with
characters or other people in virtual space, a sense of agency, autonomy and competence.
The following conclusions were made: firstly, video games, being a phenomenon of post-
non-classical culture, reflect the complexity, multi-layered and non-linearity of the modern
world, including the constant variability and fluidity of identity; secondly, the player’s
gender identity largely influences his construction of virtual body due to the fact that many
people identify themselves with the created avatar and put into it traits and characteristics
similar to themselves; thirdly, players’ experience of their virtual body affects their sense of
self, behavior and interaction with other people due to the “Proteus effect”; fourthly, video
games create opportunities for experimenting with gender identity in accordance with the
concept of “the body without organs” by J. Deleuze. Thus, video games are understood as a
post-non-classical cultural phenomenon that opens up possibilities for moving beyond the
binary gender system through the creation of an ever-changing identity.

Keywords: gender, video game, body, gender identity, avatar, virtual body, game studies,
gender studies
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Buneourps! SBIsrOTCS (PEHOMEHOM MOCTHEKIACCUYECKON KYIbTYPHI, IS KO-
TOPOM CBOMCTBEHHBI HKJIEKTHKA, PU3OMATHYHOCTH, CMBICIOBAas MHOTOCIOHHOCTB,
CHUMYJISIIASA M Pa3MbIBaHUE TPAHUI] PEATBHOTO U BHPTYAJIBHOTO, HHTEPAKTHBHOCTh
U BKJIIOUCHUE cyOBbekTa. Kak MBI okasanu paHee B ctatbe «BHUICOUTPhI B KOHTEK-
CT€ TMOCTHEKJIACCUYECKON KyJIbTYphbl», BUACOUTPHI IMpeIiaraloT pa3jinyHble BO3-
MOYKHOCTH KOHCTPYHPOBAHUS HApPaTHBA, CMBICIIOB X 00pa30B 1O MPHUHIIMITY OpH-
KOJIakKa, a TaKXKe BKJIIIOYAIOT KPEaTHBHOCTH CaMOTO HIpoKa B 3TOT mporecc [1].
OTO JenaeT aKTyaJbHbIMU BOIPOCHI MCCIEAOBAaHUS BKIIOUEHHOCTH COLIMOKYJIb-
TYpPHOH WAEHTHYHOCTH WTPOKA, €r0 TeHAepa W TENECHOCTH B BUPTYAIBHBIH MHUD
BUCOUTPHL

Kax ormeuan M. MakiitosH, 3JI€KTPOHHBIE MEMa CTAHOBSTCS MPOJOJHKEHUEM
Y PacIIMpEeHIEeM HEPBHOH CHCTEMEBI YEeTIOBEKa, CIIOCOOCTBYS aKTHBHOMY BKJTIOYCHHIO
ero B mpoiecc kKommyHukanuu [2]. [TocpeacTBoM BUACOUTP U APYTHX COBPEMEH-
HBIX TEXHOJIOTUH CEro/iHs Mbl pacIIMpsieM TPaHMLbl CBOEH MPHUBBIYHOMN TEJIECHO-
ctu. Kak mumer T.E. dazneesa, «yke CEroHsI MOXKHO HE TOJIBKO MOIU(PHUIIIPOBATEH
CBOE TEJIO, HO W TOJYYUTh ,,BHETEIECCHBIM OIBIT », <JTIOIH MOTYT (POPMHUPOBATH
CBOU COOCTBEHHEBIC TeJIa B BUPTYAIBHOU peanbHOCTHY. « TakuM 00pa3oM, TpaHHUIIbI
HAIlIETO TEJIECHOTO ,,[IPUCYTCTBUA OyOyT CYIIECTBEHHO pPAaCHIMPATHCS, a Mpem-
cTaBjIeHUS 00 ,,MICHTUYHOCTU  — u3MeHsAThes» [3. C. 15].

C 0aHOI1 CTOPOHBI, BUICOUTPHI SBIISIOTCS MPOAODKCHUEM HAIIETO «PeanbHO-
ro» tena. Tak, UTPOK C MOMOIIbIO KOHTPOJIJIEPOB JIBUKEHUS WM TEXHOJOTHH VR
MOYKET YyBCTBOBATH CBOE IPOCTPAHCTBEHHOE MPUCYTCTBUE B BUPTYAJIHLHOM MHUPE U
OCYIIECTBIIATH B3aNMOJICHCTBHE C OOBEKTaMHU.

C npyroii CTOpOHBI, BUACOUTPHI MPEJOCTABISIOT BO3MOKHOCTh KOHCTPYH-
POBaHUS UHOM, «BUPTYaJIbHON», TEIECHOCTH, KOTOPask MOXKET ObITh HE CBsI3aHa C
«peanpHO». BupTryanmpHas TeIecHOCTb, pa3iIHYHBIE BO3MOXKHOCTH CO3JaHIS
aBaTapa M €ro KaCTOMM3AallMU CEroJHs IMO3BOJISIOT UTPOKaM MOJIyd4aTh HOBBIN

42



Hccnedosanus cospemennoui kKyromypel u uckycemsa / Research of modern culture and arts

TEJICCHBIA OIBIT, MPOBOJIUTH SKCIEPUMEHTBI CO CBOEH TI'eHAEPHOH W COIHO-
KYJIbTYPHOH WICHTUYHOCTHIO 0€3 CTOJKHOBEHUS C PEalbHBIMU COIHATbHBIMU
pHUCKaMHu.

B 3T0i1 cBsI3M aKTyaabHBIMH SBJISIOTCS CIeAyIOIIre Bonpockl: Kakum obpazom
UTPOKHU TIEPEKHUBAIOT M OCO3HAIOT CBOIO BHPTYaAIBHYIO TelecHOCTh? Kakum obOpa-
30M 3TO BIMSET Ha WX TCHICPHYIO HACHTUIHOCT? U, HApOTHB, KaKk TeHICP UIPO-
Ka BJIMSET Ha KOHCTPyHpOBaHue MM aBaTtapa? Hackoybko HTpOK ¢cBOOOIEH B BBIOO-
pe TeHJiepa U TEIECHOCTH?

BupryajabHas TeJIeCHOCTD

TenecHOCTh yke TOJITOE BpeMs SIBIISIETCA NPEAMETOM OCMBICIIEHHS B paboTax
3. @peiiga, K.I.Onra, M. Dyko, XK. Jlakana, XK. boxpwmiispa, M. Mocca,
M. Mepio-Tlontu, U. F'opmana u ap. CeronHs npoOieMaTHKa TEIECHOCTH aKTya-
JTU3UPOBaHA B CBSI3U C TEM, UTO HAPSITY ¢ OMOIOTHYECKON, COIUATIBHOMN WITH KYJb-
TYPHOU TENIECHOCTBIO CYIIECTBYET TENIO0 BUPTYaAJIbHOE.

BuptyansHas TenecHOCTh, WM IH(pOBas TEIECHOCTb, HA HAII B3TIISAN, —
CIIOHBI (DEHOMEH, KOTOPBIA BBI3BIBAET P KYJIbTyp(hHUIOCO(DCKHX BOMPOCOB O
MPUPOJIE PEATBHOTO U BUPTYaJIbHOIO, TEIECHOCTH U MACHTUYHOCTH B LU(PPOBYIO
smoxy. Kak ormeuarot E.O. Camoiinosa u FO.M. IllaeB, B Hamnty nudpoByro 310Xy
«TEJIO0 BBHICTYIAET B KQUECTBE KOIMU CaMoro ceds, 3HaKa, KOTOPHIA o0pariaeTcs Ha
PBIHKE BH3YalbHBIX 00pa3oy [4. C. 36].

JocTaTouHo yacTo moj BUPTYaJbHON TEJIECHOCTHIO MOHUMAETCS perpe3eHTa-
ST 9EIOBEKOM ce0sl B BHPTYaIbHOW Cpenie, MHTEPHET-IIPOCTPAHCTBE WM COLH-
aNbHBIX ceTsx [5]. B aTol cBsi3u MccinenoBaTeny OTMEYAOT OTUYKIESHHOCTh BHUP-
TyaJbHOI'O Tejla OT Tena (DU3MYECKOro, a TaKKe €ro CUMYJIATUBHOCTh. Tak,
A.1O. UykypoB ompefensieT AUTMTAIbHYI0 TEJIECHOCTh «KaK BBICOKO 3CTETU3HPO-
BaHHYIO TEJIECHOCTh, UCKYCCTBEHHO U CO3HATENIbHO CO3/IaHHYIO C LIEJIbIO €€ Jallb-
HEWIel TPaHCISIMY B BUPTYalbHBIA MHUP; (JOPMAIBLHO OTOPBAHHYIO OT (pH3HYE-
CKMX OUIyIIeHHA ¥ (U3NUECKOro Telna KaK TaKOBOTO, HO AKTHBHO C HHM
B3aumoieicTByomyo» [6. C. 146]. AcieKT CUMYISTUBHOCTH U OTUYKJICHUS BUP-
TyanpHOro Tena ormevaer Takke B.FO. Cunbyenko: «C oqHOW CTOPOHBI, BUPTY-
aNbHOE TEJIO, OYyAy4d TOPOXKICHUEM WHGOPMAIIMOHHON KYJIBTYphl U OOIIECTBa
NOTpeOICHNS, SIBISETCS CUMYIISIKPOM TEJa PEabHOTO, XapaKTePH3ys OTIYKICHIE
OT HEro, C APYrol — CTpEMIIEHHE K CaMOIIPE3eHTAlUH HE M03BOJIIET HaM TOBOPHUTH
00 abcomoTHO# crenenn oTuyxaeHus» [7. C. 397]. Cxoxell MO3ULIUHN TPUICPIKH-
Baercs O.H. UepHbIX: BUpTyallbHas cpe/ia MpeAroiaracT «IpeaeibHy0 a0CTpaKT-
HOCTbh TEJIECHOr0 00pa3a M3-3a OTCYTCTBHS LIEJIOCTHOTO KOMILIEKCA OLIYLICHUN,
OJTHAKO 3TO U BBICBOOOXKIACT TENECHOCTh U JAET BO3MOXKHOCTh «IIPOU3BOJIEHOTO
MIOCTPOEHUS JTIOOBIX TUTUTAIBHBIX 00pa30B AJISl CaMOIIPE3CHTALINH B IPOCTPAHCTBE
Cern» [8. C. 153].

JeicTBUTENBHO, TENIO B BUPTYAJIbHOM MPOCTPAHCTBE MOXKET HE OTpaxaTb pe-
AIBHYIO JTMYHOCTH, (PM3HOJIOTHIO YEJIOBEKa, €r0 TeHAEPHYIO, KYJIbTYpPHYIO, HAaIlHO-
HAJTBHYIO U IpoYne uAeHTHYHOCTH. OJHAKO, Ha HAIl B3I, BUPTYyaJIbHAs TeJlec-
HOCTH SIBJIICTCSI HE OTUYKICHHUEM (U3MUSCKON TENECHOCTH, a CBOCOOpa3HBIM ee
pacuImpenrem, MpoI0JHKEHHEM B «HOBBIX MEIHay, B TOM UHCIIE C MPEAOCTaBICHHU-
€M BO3MOXXHOCTEW pa3NuvHOi MoguduKanuu. BupTyanbHOe Teno HE BBICTyMAeT
HEKO# alOcTpakuuel, a, HAaNpPOTUB, PeNpe3eHTalneil BHYTpEHHEl CYIIHOCTU U ca-
MOOIIYILIEHHUS YeIOBeKa.
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Ha Hamr B3rmsi, MOHITHE «BHPTYaJIbHAS TEICCHOCTH» rOpasio MIHpe Mudpo-
BOW penpe3eHTaINH, YIIOMSHYTOH BBIIE. VcclenoBarenn Takke OTMEYAroT, Y4TO
aBaTap HCIONB3YETCS HE TOJNBKO JUIS MPEACTaBJICHHUs ce0s, HO U ISl B3aUMOJCi-
CTBHS C JPYTUMH JIIOJbMH M PEATU3alU CBOUX JCHCTBUI B BHPTYaIbHOM IIPO-
cTpaHcTBe [9].

M&I BBIIENSIEM CIIEAYIOIIUE ACTIEKTHl BHPTYalIbHOW TEIECHOCTH: BO-TIEPBBIX,
3TO nU(poBas pernpeseHTanus ceds, KOHCTPYUPYEMBId BUPTYaJIbHBIA 00pa3, aBa-
Tap/MePCOHAXK, €r0 3HAKOBO-CHMBOIHYECKOE CONIEPIKAHUE, BO-BTOPHIX, ITO OIIY-
IIeHUE TPUCYTCTBHSI B BUPTYaJIbHOM IIPOCTPAaHCTBE-TENIE, HanOoJIee OIHO CO3/a-
BaeMoOe€ C MOMOIIBI0 VR WK Ipyrux UMMEPCHUBHBIX TEXHOJIOTHM; B-TPEThUX, 3TO
B3aUMOJICUCTBHE C OOBEKTaMH, KOMMYHHKAIIUS C TMEPCOHAKAMH WA APYTHMU
JFOABMH B BHPTYaIbHOM IPOCTPAHCTBE, OIIYIICHHE CBOCH areHTHOCTH, aBTOHOM-
HOCTH W KOMIIETEHTHOCTH. TakuMm o0pa3oM, BHPTyaJbHas TEJIECHOCTh — ITO HE
MPOCTOE TPEICTABICHUE YETOBEKOM ceOsi B IIU(POBO (popMe, HO TaKKe OIIyIIe-
HHUE MPUCYTCTBUS, CBOOOIBI BHIOOpA, aBTOPCTBA JCHCTBUI M B3aUMOJACHCTBUS B
BHUPTYaJIbHOM cpee.

Cama mpoOiieMaTika HWCCICIOBAaHUA B OOJACTH BHUPTYaIbHOH TEICCHOCTH
MOXeT OBITh PaCCMOTPEHA B HECKOJIBKUX ACIEKTaX M B paMKax Pa3lUYHBIX Hayd-
HBIX AuciMIUIAH. K mpuMepy, TeXHOJIOTHYECKUH acIeKT: TO, KaK JIOIU OLIYIIAI0T
CBOIO BHPTYaJBHYIO TEJIECHOCTh M KaKHWE TEXHOJOTHH JAETAI0T ee Oonee «peaiu-
CTHYHOI»; COMUAIBHBIN aCIEeKT: TO, KAKAM 00pa3oM CTPOUTCS KOMMYHHKAIUS B
BUPTYaIbHBIX MUPAX MOCPEACTBOM BUPTYAJIBHBIX TEJ; STHKO-TIPABOBOM aCIEKT: TO,
KOMY MIPUHAUIEXKAT MIpaBa HA BUPTYaIbHOE TEJI0; YKOHOMUYECKUI aclekT: To, Ka-
KM 00pa3oM OCYIIECTBIISICTCS MPOU3BOJCTBO U MOTPEOJICHUE BUPTYAIbHBIX OJar;
TICUXOJIOTUYECKUH acHeKT: TO, KaKMM 00pa3oM BUPTYaIbHasl TEIECHOCTH MOXKET
OBITh 3(PPEKTHUBHBIM CPEICTBOM IS JICUCHHSI TICHXHYECKUX PACCTPOICTB, (hoOUH 1
np.; KyIbTyphriocopckuil acleKkT: T0, KaKuM 00pa3oM BUPTyalbHas TEIECHOCTh
CBsI3aHA C COIMOKYJIBTYPHOH W TeHICPHON WACHTHYHOCTHIO. B NaHHOW cTaThe MBI
OCTaHOBHMMCS Ha KYJIbTYP(HUIOCOPCKOM acreKTe.

Binyaanaﬂ TCJIECHOCTDb U reHAepHAdA UACHTUYHOCTD
B BHAcoUrpax

CeroHs CymEecTByeT MHOXKECTBO BHICOUTP, B KOTOPHIX IOJIH30BATEIH MO-
TYT CO3/aBaTh pa3INdHbIC BUPTYAIbHEIC TEJa U MPOXUBATH B HUX MOJHOIICHHBIC
KU3HU. SIpKUM IPUMEpOM SIBISIOTCS UTPHl M BUPTYAIBHBIC MUPBI — CUMYIISALIHN
peanbHOUM NeHCTBUTEIbHOCTH, Takue Kak The Sims 4, Second Life, InWorldz,
Twinity. Takke ecTb anbTepHATHBHBIC, (haHTACTHUCCKHAC BUPTyalbHbIe BcereH-
HBIE, K IpUMEpY, TaKHE MHOTOINONb30BaTEIbCKUE POJICBBIC OHIAWH-UTPHI, Kak
World of Warcraft, The Elder Scrolls-online, Neverwinter, Lord of the Rings
Online. ITpokyu B JaHHBIX BUPTYAJIBHBIX MUPaX MOTYT CO3/IaBaTh pa3IMYHbIC aBa-
Tapbl ¥ B3aUMOAEHCTBOBATDH CO CPEIO M APYTHMMH UTPOKAMH ITOCPEIICTBOM BHPTY-
AIIBHBIX TeJl.

CoBpeMeHHasI HTPOBasi HHAYCTPUSL CTPEMHUTCS YUUTHIBATH TEHACPHOE pa3HO-
o0pasue ¥ MpeaoCTaBIATh MOJIh30BATEISIM BO3MOXKHOCTH BHIOMPATH TIEPCOHAKEH,
KaCTOMH3HPOBATh aBaTap, KOHCTPYHPOBATh BUPTYAIbHBIC TENa 32 MpenesiaMu Ou-
HapHOU reHnepHoit cuctemsl. Hanpumep, Cyberpunk 2077, rae y UTPOKOB OOJIBIIE
HET BO3MOKHOCTH BBHIOMPATH MY>KCKOW WITH JKEHCKHH TI0JI IEPCOHAXKA, 3aTO MOYXKHO
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KOMOMHHUPOBATh Pa3lNUyHbIE TUIIBI TEJIOCIOKEHNUS U BHEIIHOCTH, aHATOMHUH, T'OJI0-
ca, LIBeTa KOXH U TIp.

Kakum o0pa3zoM rergep Urpoka BIHSET Ha KOHCTPYHPOBAHHE UM BUPTYallb-
HOM TeJecCHOCTH?

Buneourps! ceroans npeaocTaBIsAOT Bce OOJbIEe BO3MOKHOCTEH AN dKCIie-
PYMEHTHPOBAHMS C TEHIAEPHOW pemlpe3eHTalneld W BHUPTYaJTbHOM TEIECHOCTHIO.
OpHaKo MCCIeOBaHMS TTOKa3BIBAIOT, YTO JIFOAU Yallle CO3Jal0T aBaTaphl, KOTOpPHIE
OTpaXKaloT UX BHEIIHWUU BUJ, reHjep u oOpa3 xwu3nu [10]. B umenom onu npunep-
JKUBAIOTCSI CYIICCTBYIOIINX TEHICPHBIX, COLMAIBHBIX W KYIBTYPHBIX HOPM, He-
CMOTpS Ha TO, YTO MOTYT TBOPUECKH HCIOIH30BAaTh BO3ZMOKHOCTH HACTPOUKH BUP-
TyaJbHBIX 00pa3os [11].

Taxum o6pa3om, TeHepHas HISHTUIHOCTh UTPOKa BIMSCT Ha KOHCTPYHPOBa-
HHE MM aBaTapa U BHPTYaJbHOH TenecHOCTH. lIpu co3manuu aBaTapa UTpOKH, B
MEPBYIO OYEPE/Ib, YUUTHIBAIOT €ro (YHKIHOHAIBHOCTh B COOTBETCTBUU C LIEISMU
WTPBI, © BMECTE C TEM OHH CTPEMSTCS MACHTH(UIMPOBATH ceOsl CO CBOMM aBaTa-
pOM, MO3TOMY MPEANOYNTAIOT aBaTaPhl, COOTBETCTBYIOIINE CBoeMy reHzepy [12].

Takxke Ha KOHCTPYMPOBAaHHE BUPTYaJbHOTO T€Ja OKa3bIBAIOT BIMAHUE UTPO-
BOI KOHTEKCT M BO3MOXKHOCTH UHTepdeiica B HacTpolike nepcoHaxka [13]. Ctpare-
THH KOHCTPYHPOBAHMS aBaTapa MOT'YT OTIIMYATHCS B 3aBUCUMOCTH OT LIeJIeH M KOH-
TEKCTa KOMMYHHKAIIMH, a TakKe OT ayautopuu. B uccnenoBannu C. Tpubeptu u
JIp. YYaCTHUKH CO37aBalid aBaTapbl A JBYX KOHTEKCTOB: BUACOUIPHI U COL[HAIb-
HOH ceTH Ha MpodecCHOHATBHYIO TeMaTHKy. HTepecHo, 4To aBaTaphl MEHSUINCH B
3aBHCHUMOCTHU OT KOHTEKCTa, OJHAKO M3MEHECHNUS KacaJlCh NIPEUMYIECTBEHHO TIpe-
XOJSAMIMX OCOOEHHOCTEH aBaTapoB, TAaKUX KaK OJA€XNIa, HeXelIH (U3NYecKux (Te-
JIeCHOCTD) [14].

Takum 00pa3oM, 4acTo OTIOPOH B KOHCTPYMPOBAHHH BHPTYAIBHOHN TEIIECHO-
CTH CIyKaT TeHJepHas MIEHTHYHOCTh M «peajbHas» TEIECHOCTb MOJIb30BaTes,
MOJIBEPrHYTHIE YIIYULIEHUAM B BUpTyajabHOM Mupe. K npumepy, 01HO U3 uUcciaeao-
BaHMI [TOKA3BIBACT, YTO CO3JAaHHBIC MY)XUYMHAMH aBaTapbl ObIIM CTpOiHEe U Oojee
MYCKYJIMCTBI, 4eM UX (u3nueckue Tena. biaaronaps yeMy My>KUYMHBI 4yBCTBOBAJIH
M OTMEYajM MOBBIIIEHNUE CAMOOLIEHKH U CHIXEHHE YPOBHS TPEBOXKHOCTHU TPH CO-
IIHAJTbHOM B3auMoiericTBuu [15].

[Tonp3oBaTenn Takke KOHCTPYHPYIOT aBaTapoB IPOTHBOIIOJIOXKHOTO IOJA.
HccnenoBanus moKasbIBalOT, YTO MY)KUMHBI Yallle UCIOIb3YIOT )KEHCKHE aBaTaphbl,
4yeM KEHIIMHBI — My>XCcKue [16]. KeHmuHbl nconb3yoT MyKCKHE aBaTapbl 4acTo
MIOTOMY, YTO HE XOTST CTAIKUBATHCS C CEKCH3MOM M TUCKPUMHHAIMEH B UTPax IO
reHepHoMy Npu3Haky. [IpyumHamMu cMeHBI TeHAepa B BHIEOUTPaX MOTYT ObITH
«auddy3Hast monoBast HACHTHIHOCTD, KEJIaHUE JIy4Ille TOHATh OTHOIICHUS MEXKITY
MY)KUYMHAMU M KEHIIMHaMH, ctpemiieHne mpocro mourpate» [17. C. 8]. Takxe
aBaTapbl MPOTUBOIIOJIOKHOTO 110JIa ITO3BOJIIOT OYYBCTBOBATh NPUHAJIIEKHOCTD K
rpyIre, KOTopas He COBIaJaeT C COUUATbHBIMU TPYIIIIaMU B peasIbHOU KU3HH, TEM
CaMBIM MOJIYYUTH HOBBIH OITBIT B3aHMMOICHCTBUSL.

Kak cxoHcTpynpoBaHHas BHUpTyalbHas TEJNECHOCTb BIUSET Ha TEHIEPHYIO
HUJIEHTUYHOCTh UTPOKOB?

B Bupmeomrpax WUIrpoKH MOTYT IPE3CHTOBAaTh CeOs W TPOEIMPOBATH CBOM
BHEITHUH BHJ, CBOE MHUPOBO33pPEHHE B BUPTYAIBHBI MHpP IOCPEACTBOM aBaTapa.
IIpu 5TOM HHTEPECHO, YTO CO3JaHHBII aBaTap MOXKET BIUATH Ha OIBIT CAMOIO M-
pOKa, €ro CaMOOIIyIIeHHEe W TOBeJAeHHE. DTOT IPPEKT H3BeCTeH Kak (et
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[potes». OH Halle BO3HUKACT B CUTYalUsAX, KOT/Ia YEIOBEK MUMEET pa3INYHBIC
BO3MO)KHOCTH KaCTOMH3AIIUH aBaTapa, OOJIBIIYIO CTEICHb BOILTOMICHHOCTH B BUP-
TyaJIbHOM TeJI€ C TOMOIIBI0 VR Wi KOHTpOJUIepoB ABrKeHus [18].

JanHeiii ncuxonormdeckuil (Q(GEKT 3aKI04aeTCs B TOM, YTO YEIIOBEK, HIICH-
TUGUIUpPYS ceOs ¢ aBaTapoM, OyIeT U3MEHSITH CBOE TIOBEICHHUE, HCXO/S OT OXKHIa-
eMoro noBefeHns aparapa. K mpumepy, UTpOKH, YIIPaBIIOMIAE aBaTApOM C OXKH-
peHueM, OyAyT MeHee AaKTUBHBI H pPE3yJNbTaTUBHBl B WIPEe, YEeM HIPOKH,
VIIPABISAIONIAE aBaTAPOM C HOPMAJIBHBIM BECOM (BHE 3aBHCHMOCTH OT UCTHHHOTO
WHJIEKCa Macchl Tena urpokoB) [19]. Unu npyroit mpumep: mosb3oBareiu, oo0Jia-
Jarone 0oJiee BBICOKUMHU TI0 POCTY aBaTapaMu, OyAyT B3aMMOJCHCTBOBAThL Oojiee
YBEPEHHO U BECTH IMEPErOBOPHI OOJiee arpeCCUBHO, YeM MOJIb30BATEIH C aBaTapa-
MU HH3KOTO POcTa (HE3aBUCUMO OT (pu3ndeckoro pocra) [20].

Taxum 00pa3zomM, BUPTyalIbHASI TEICCHOCTh MOKET OKa3aTh BIMSIHHE HA TO, KaK
MBI BeleM ceds W oOmjaeMcsi ¢ JPYTUMH JIIOJIBMH B BHJCOMTPAaX M OHIAIH-
coo0mIecTBax, a Takke Ha MOCIeNyIollee MEXINYHOCTHOE B3aUMOAEHCTBHE. DTO
KacaeTcsl U TeHICPHBIX XapaKTePHCTHK, KOTOPBIE BIHAIOT HA UTPOBOM OMBIT U IO-
Befenne. B uccinenoanuu Yim u ap. GbLIO BBLICICHO [BA THIIA CTEPEOTHIIHOTO
reHaepHoOro noeeneHus B urpe World of Warcraft: eHCKOe — «JICUCHUEY, MYXK-
CKO€ — «HTPOK TPOTHB HTPOKa». Pe3ynmpTaThl MOKa3ajd 3HAYUTEIHFHOE BIIMSHHE
TeHJepa aBaTapa Ha IOBEICHHE MTPOKOB. Tak, MyXCKHe aBaTapbl ¢ OonbIiel Be-
POSATHOCTBIO OYAYT Y4acTBOBaTh B KOH(IMKTAX MEXIY MOJb30BATEISIMHU, a JKEH-
CKHE aBaTapbl — 3aHUMATHCS [IETUTENECTBOM. [IpH 3TOM peanbHBIN TeHIep UrpoKa
HE UMeeT 3HaueHus [21].

«Apdexr [TpoTes» MOKET BRIXOIUTD 3a MPEICIbl BUPTYaIbHOU CPEIbl U BIIU-
STHh Ha MOBEJCHIE UTPOKOB B peanbHOoM Mupe. Hanpumep, uccnenoBanue Ix. Ile-
HBSI ¥ JIp. TIOKa3bIBACT, UTO JIIOAW, UrpaBmue B Papers, Please B ponn odunepa
UMMHTPAIIMOHHON CITY»OBI, BIOCJICACTBUH COOOIIMIA O CHIXKCHHU CBOETO HaMe-
pPCHUS MOMOTaTh UMMHIpaHTaM. TakuM 00pa3oM, MpH OMPEICICHHBIX YCIOBHUIX
«¢podext [Ipores» MO3BONICT U3MEHATH KYIbTYPHBIC, COIUAIBHBIC U ITOIUTHUC-
CKHE B3TJISMBI YENOBEKA U MOXET CTaTh MOIIHBIM MEXaHW3MOM, BO3ICHCTBHS Ha
MPEACTaBIICHHS JIFOJICH OTHOCUTEIEHO COOBITHH peabHOro Mupa [22].

«Oddext [Ipores» MOKET IPUBECTH K U3MCHEHUSIM B BOCHIPUSITHU YEIOBEKOM
oOpasa cBoero Tena B pealbHOM MHpe. Hampumep, UTpOBOW ONBIT, MOTYYCHHBIH
MOCPEICTBOM CEKCYaIM3HPOBAHHOTO aBaTapa, OyJeT BIMATh HAa CaMOOOBEKTHBA-
IIMIO YeJIOBEKa BHE 3aBUCHMOCTH OT T€HIEPHOTO COOTBETCTBHS MEXKIY HIPOKOM U
aBarapom [23].

Crenyer OTMETUTb, YTO BO BPEMs HCIIOJIB30BaHUS aBaTapa UrPOK B MEHBIICH
CTCIICHN WICHTUPUIHPYET ce0si CO CBOUM (U3WYECKHM «s» M B OOJNbIICH — CO
CBOMM BHUPTYIBHBIM «s1». TakuM 00pa3oM, TaKOH 3HAYMMBIN IS TTOJIOPOJICBOM
UICHTHYHOCTU (HAKTOpP, KaK TEHJAEP, CTAHOBHUTCS HEPEICBAHTHBIM JJIsI BUPTYalb-
HOTO TeJa.

I'enmepHas HACHTHIHOCTH B BUACOUTPAX PACCMATPHUBACTCS HAMU B OHTOJIOTH-
YeCKOM KIFOUe KaK Ba)KHEHIIas OBITHHCTBEHHAs COCTABJISIONIAs COBPEMEHHOTO
yenoBeka. Kak ormeuaet O.A. BopoHHHa, «COBpEMEHHBIN YEIOBEK MOXKET MEHSTh
»CTEPKHH' MICHTHYHOCTH HA TPOTSDKCHWW XM3HH WM B Pa3HBIX COLMHAIBHBIX
YCTIOBHUSX, TMOCKOJIBKY OT HEr0 OXHIAIOT OONbIIeH TMOKOCTH W aJalTHBHOCTH
[17. C. 7). 3HaunMBIi NPU3HAK WAEHTUYHOCTH B IM(POBOM MHUpE — ITO PEIATH-
BU3M, €€ N3MEHYHBOCTH U HETIOCTOSHCTBO, a TAK)KE THOKOCTH M BO3MOKHOCTD «IIe-
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pecoOupaHus MOTB30BaTEIeM BMECTIIIMINA CBOEH MaHupecTanuu (Co3aanue mpo-
¢wst/koHCTpYyHpOBaHUe aBatapa)» [24]. B Bumeourpax HICHTHYHOCTH MOXKET
HAXOJTUTHCS B IOCTOSSHHOM CTaHOBIICHUU W U3MECHEHHH.

B03MOXHOCTH, KOTOPBIE OTKPHIBAIOT CETOAHS BUICOUIPHI U B I[EIIOM BUPTY-
aIBHBIE MUPBI, COOTHOCSTCS ¢ KOHIIENIHeH «Tena 0e3 opranoBy K. Jlemesa. 3anum-
CTBOBaHHBKIN 00pa3 y A. Apto pa3BuBaetcs B padorax XK. Jlenesa u @. ['Barrapu B
KOHTEKCTE TIOHMMaHus cyObhekTa «0e3 (UKCHpOBaHHOW WICHTHYHOCTH, ONyXIa-
fomeit mo teny 6e3 opranoB» [25. C. 49]. «Teno 6e3 opraHoB» SBISETCS PU30-
MOpP(hHBIM, JIEIICHTPUPOBAHHBIM, Oec(OpMEHHBIM, OECCTPYKTYPHBIM, MHOMKe-
CTBEHHBIM, B OTJIMYME OT opranu3Ma kak cTpykTypsl. Kak mumer A.C. Ilnaxos,
«TBO BBICTYmaeT CKPBITHIM IBUTATEIEM MOCTOSHHOTO W3MCHEHUS W CO3JaHUS
cyObekTa... brnarogaps TakoMmy mpon3BOICTBY HE CYIIECTBYET OJHOTO N3HAYAIEHO
3aJIaHHOTO CYOBEKTa, a MPUCYTCTBYET MHOXECTBEHHOCTh Pa3HOOOPa3HBIX CyOheK-
TOB (MJIM MHOXXECTBO MOTEHLMU CTaHOBJIEHUS cyobekToMm)» [26. C. 87]. [lomobHo
AUy, «Teno 0e3 OpraHoB» COJCPIKUT IOTCHIMAT Pa3BUTHA a0CONIOTHO JTIOOOU
JUYHOCTH M WACHTHYHOCTH, KOTOPbIE HAXOAATCS B MOCTOSHHOM CTAHOBJICHHU W
HHUKOT'JIA HE IOCTUTAIOT KOHEYHOT'O COCTOSHHS.

Tak ¥ B BUICOUTPAX HICHTHYHOCTh M BHPTYalbHAasl TEICCHOCTh HAXOMSTCS
B IIOCTOSTHHOM HM3MEHEHUHW, OHH MHOXXECTBEHHBI M HecTabwinpHBL. K. Bonmymn
MUIIET O TOM, YTO TO3UIHUS, YTBEPKAAromas QIIIONTHOCTE U MHOXXECTBCHHOCTD
UJICHTUYHOCTEH, OpocaeT BBI30B MPEACTABICHUIO O TOM, YTO BHPTYaJIbHEIC
UACHTUYHOCTH 10 OONBIIOMY cUeTy JOXHBI. OHHM HE JIOKHBL, a 1axe B OOIbIIeit
CTETICHN NMPHUOIIKEHBl K TMOHUMAHHUIO CYIIHOCTH YeJIOBEUECKON MACHTUYHOCTH
KaK TaKOBOH 3a CUET CBOEH M3MEHUMBOCTH W HEMOCTOSHCTBA, YEM CYIIECTBYIO-
mue oQIaiH-NICHTUIHOCTH, KOTOPHIE XapaKTEPU3YIOTCS CBOCH CTa0MIBHOCTHIO
[27.P. 4].

BuptyanpHOE TPOCTPAHCTBO — 3TO TO MPOCTPAHCTBO, TAC HICHTUYHOCTH
MOXKHO HCCIIEIOBATh U KOHCTPYHPOBAThH B TPOIECCE MOCTOSHHOTO CTAHOBIICHUS,
MEHSATH XapaKTEPUCTHKH U MapaMeTphl TeNa, OAEKIY, TeHIEP, OCYIIECTBIISS CaMo-
BBIPOKCHHE JIMYHOCTH. ABaTap CTaHOBUTCS pealu3aliiell KOHICMIIUN «Tello 0e3
OpraHOB» B BUPTYAILHOM MHUPE.

Buneonrpsl cTaHOBSTCS TUIOMIAIKON [UIS SKCIIEPUMEHTHPOBAHUS C MIICHTHY-
HOCTBIO, TJ€ IOJIE30BATEI MOTYT KOHCTPYHPOBATh PA3IMYHbBIC aBaTaphl M IPOSB-
JSATH Yepe3 HUX CBOM Pa3IMYHbIC albTePHATUBHBIC «s1». [lomp3oBaTemy MOTYT
BKITIOUAThH JKEJTaeMbIe YePTHI CBOETO <51 WM Tella B BUPTYaJIbHBIA 00pas3, KOTOpHIi
3aTeM TaKKe MOXKET OBITH CIIPOCIMPOBAH B peanbHbIi Mup. Konmemnmms «tena 6e3
OpraHoB» B MPHMEHCHWU B BHUPTYAJIBHOH TENECHOCTH MOKA3bIBAET MOCTOSHHOE
CTaHOBJICHUE W N3MCHEHHUE HICHTUIHOCTH.

Hackoibko urpok cBo0oIeH B BBIOOPE TeHIEpa U TEIECHOCTH?

Mpl paHee MPOBOIUIN KIACCH(DUKAIMIO BHICOUTP IO CTENCHU CBOOOIBI UI-
pOKa, BBIICIHB TPU THIIA BHICOUTDP: BO-TICPBBIX, BUICOUTPHI C SIBHO YKa3aHHBIMU
nensmu (Call of Duty), BO-BTOPBIX, BUICOUTPHI C HESIBHO YKa3aHHBIMH LICIISIMH
(The Sims), B-TpeThUX, BUACOUTPHI Oe3 neneit (Minecraft) [29]. CreneHs cBOOOIBI
U KPEaTHBHOCTH MI'POKA B CO3JJAHUU BUPTYaJIBHOM TEJIECHOCTH BO3PACTACT OT THIIA
BUACOWUTPHI C SIBHO YKa3aHHBIMH IENMSMH O BHACOUTP C BHPTYaJIbHBIM MHPOM,
BBICTPaMBAEMBIM HTPOKOM. BHpTyanbHBIE MHPBI, MHOTOIONB30BATEIBCKUAE POJIE-
BbIC OHJIAWH-WUTPBI MPEAOCTABIISIOT UTPOKY OOJIBIIE BH3YalbHOH, MPOIECIYPHOU U
HappaTHBHON CBOOOIBI.
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HO.M. 1llaeB BBIIENSET YETHIPE THIA BUACOUTP B 3aBUCUMOCTH OT CIOXKHOCTHU
HappaTuBa: BO-TIEPBBIX, UTPHI, B KOTOPBIX MPOCTOW HAPPATUB COUYETACTCS C KITU-
IMPOBAHHBIMH T€HICPHBIMU 00pazamu (Doom); BO-BTOPBIX, UTPHI ¢ OoJiee CIOXK-
HBIM HappaTUBOM M CTEPEOTUNHBIME oOpasamu (Metal Gear); B-TPETBUX, CIOXK-
HBII 00pa3 MpOTaroHWCTAa M CPaBHUTENBHO NpocToil Happatue (Far Cry);
B-4ETBEPTHIX, CIOXKHBIC reHIepHble 00pa3bl U Happatu (Silent Hill) [30. C. 110].
Bonsiee reanepHoe pasnooOpasue, cBodoa B BHIOOPE M MPOKUBAHUN BUPTYAIILHOM
TENECHOCTH, O€3yCIOBHO, NPHCYTCTBYIOT B IIOCICTHEM THIC BHICOUTD, KOTOPHIC
IPEIOCTABILIIOT O0JIee MMPOKUE BOSMOKHOCTH PEIPE3CHTAINH T'eHIepa 1 Tea.

CrnemyeT OTMETUTh, YTO BHIACOUTPHI, aBaTaphl KOTOPHIX HE MPEACTABIIIIOT CO-
0oii venoBeueckne 00Opasbl, MOTYT HE MPHBS3BIBATH HIPOKA K OWHAPHON TeHIep-
HOH CHCTEME M TEM CaMBbIM IPEIOCTaBIATH OoJbie cBOOOIBL. B HHMX renmep xak
TaKOBOW MOXKeT ObITh He onpenenieH. K npumepy, B urpe Undertale rnaBHbIi Tiep-
coHaxxk OpUCK U Ipyrue HE UMEIOT YETKO ONpPEeNeNIeHHOro reHuepa. Tak ke, Kak B
Journey, T UTPOK YIPaBIsET NEPCOHAKEM, ITyTEIICCTBYIOIINUM IO MYCTHIHE, KO-
TOPBIi HE SIBIISIETCS YeTOBEKOM. 110700HBIE UTPBI AEMOHCTPHPYIOT, YTO BUPTYab-
HBIE TeJa MOTYT OBITH TOpPa3lIo pasHOOOpa3Hee TPAIUIMOHHBIX YEIIOBEYECKUX 00-
pa3oB W OWHAPHON TEHOCPHON CHUCTEMBI, IPEIOCTABISAST HWIPOKAM YHUKAITBHBINA
UrpoBoil onbIT. OHAKO WHTEPECHO, YTO B CIydae, €CIM WTPOBOM MEPCOHAX HE
HUMEET YETKO OIPEAETICHHOTO TeHIePa, CAMH UTPOKH MOTYT HMPUIHCHIBATH €My TE
WIM WHBIE TEH/ICPHBIC XapaKTEPUCTHKH HA OCHOBE CBOUX OXKHIAHWIA, OIBITA WU
TeHIEPHBIX CTEPEOTHUIIOB.

ITogBoas UTOT PacCMOTPEHHIO BOTIPOCA F'eHAEPa U BUPTYAIBHOH TEIECHOCTH B
BUJICOMTPAX, MOKHO OTMETHUTH CIIEAYIOIIEE: BO-TIEPBBIX, BUICOUTPEI, SBISSACH (e-
HOMEHOM TIOCTHEKJIACCHYECKOH KyJIBTYpHI, OTPa)KaloT CIOKHOCTh, MHOTOCIION-
HOCTb ¥ HETMHEHHOCTb COBPEMEHHOI'O MUPA, B TOM YHUCIIE TIOCTOSHHYIO M3MECHUH-
BOCTh ¥ (IIIOWIHOCTh HICHTUYHOCTH, BO-BTOPBIX, TCHIACPHAS WACHTHYHOCTH
WUTPOKAa BO MHOTOM BIHSIET Ha KOHCTPYHPOBAHHE MM BHPTYaJIbHOW TEIECHOCTU B
CHJTy TOTO, 9TO MHOTHE JIIOAN HUACHTHOUIMPYIOT ce0sl C CO3MaHHBIM aBaTapoM U
3aKJIAIBIBAIOT B HETO CXOXKHE C COOOW YepThI M XapPaKTEPUCTHKH;, B-TPETHUX, Iie-
PESKUBAHUE UTPOKAMH CBOCH BUPTYAIILHOW TEJIECHOCTH BIHUSIET HA WX CaMOOIIY-
IIeHHUE, TOBEJCHNE U B3aUMOACHUCTBHE C IPYTUMH JIIOABMH B CHITY ACHCTBHUSA «d(-
¢exra Ilpores»; B-4eTBEPTHIX, BHICOMIPHI CO3MAIOT BO3MOXKHOCTH  JUIS
AKCHEPUMEHTHPOBAHHS CO CBOCH TENIECHOCTBIO M TEHICPHOW WIACHTUYHOCTHIO B
COOTBETCTBHH C KOHIIEITOM «TeJio Oe3 opranoBy JK. Jlenesa.
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