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POJIb 3D-TEXHOJIOTI'U1 B CTAHOBJIEHUU
HNHTEPAKTUBHOI'O TAHIA

AnHoTamus. Mcnonp3oBanue 3D-texHomoruii B xopeorpaduu B HaCTOS-
mee BpeMs CIIOCOOCTBYET CTAaHOBJICHUIO WHTEPAKTUBHOTO TaHIA. OMHCHI-
BAIOTCSI OCOOEHHOCTH COBPEMEHHBIX HMH(POPMAIMOHHBIX U IU(PPOBBIX
TEXHOJIOTUH, KOTOpPhIE€ OKa3bIBAIOT BIMSHHE HA XOpeorpaduiyeckoe HCKYcC-
cTBO. OTMeHaeTcs, 4TO HOBbIE MEUA MPUBHOCST IEPEIOBBIE HAy4YHBIE U
TEXHOJIOTUYECKUE JTOCTIKEHUS B Xopeorpaduio, 4T0 CHOCOOCTBYET pa3BU-
TUIO HMCTIOJIHUTEILCKOTO HCKYCCTBA M TMPO(ECCHOHATLHOTO 00pa30BaHMUSL.
AHanmu3upyercsi NpUMEHEHHE HOBBIX MeauarexHojoruii B Tanie (LED-
DKpaHbl, MHOTOKAaHAIbHBIE 3BYK M OCBEIICHHUE, TEXHOJIOTUH MUCKYCCTBEHHOU
peanpbHOCcTH). CHHTE3 HAayKM M TEXHUKH C HCKYCCTBOM TaHIlA MO3BOJISET
CO37laBaTh MPEKPAacHbIE TMOCTAHOBKH, MOMYJISPU3UPOBATH KYJIbTYPHBIC
TpaJAWIMKA KATACKOW HAllMK, 00ydaTh HOBOE MOKOJIEHUE XOpeorpados.

KioueBble cioBa: TaHel, WHTEPAKTUBHBIA TaHel, Xxopeorpadus,
3D-TexHOJI0THUH, HOBBIE MEINa, NCKYCCTBEHHAS PEaTbHOCTb.
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THE ROLE OF 3D TECHNOLOGIES
IN THE DEVELOPMENT OF INTERACTIVE DANCE

Abstract. The use of 3D technologies in choreography currently
contributes to the formation of interactive dance. The author describes the
features of modern information and digital technologies that influence
choreographic art. It is noted that new media bring advanced scientific and
technological achievements to choreography, which contributes to the
development of performing arts and professional education. The author
analyzes the application of new media technologies in dance (LED screens,
multi-channel sound and lighting, artificial reality technologies). The
synthesis of science and technology with the art of dance allows you to create
wonderful performances, popularize the cultural traditions of the Chinese
nation, and train a new generation of choreographers.

Keywords: dance, interactive dance, choreography, 3D technologies, new
media, artificial reality.
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CoBpemeHHbIE UMD POBBIE TEXHOJIOTUU BCE AKTUBHEE U TIIYOKE
MEHSIOT cdephbl AeATeIbHOCTH 4YeloBEKa, U Xopeorpagus B 3TOM
OTHOLIEHUU — HE UCKIoueHue. CTano O4eBUAHO, YTO TPAAULMOH-
Hasl TaHIIEBaJbHAs JpaMaTyprus Jajeko He Bcerja crocoOHa OTBe-
TUTh 3alpocaM MYOJMKH, TMOITOMY B HacTosllee BpeMs (GpopMu-
pyeTcs TaHUEBAJIbHBIA penepTyap HOBBIX MEIUa, MPEAbIABISIONIHIA
K TaHIIOPY OIpeJieNieHHbIe TpeOoBaHus. B kauecTBe npuMepa MOKHO
HNPHUBECTH TEXHOJIOTHIO eMotion, KoTopas MpeaoCTaBIAeT BO3MOXK-
HOCTb CO3/1aBaThb HHTEPAKTUBHbIE M HMMMEPCHUBHBIE JIE€KOpalluu
C MUCMOJIb30BaHUeM Tpoekiuil 1 3D-MdnmuHra. JlanHas TeXHOJIOTHUS
npuMeHs1ach B TaHieBaabHOM HoMepe Pixel (EXTRAITS) (2018)
B nocraHoBke AxpueH Mouno u Kmp bapaenn. Ha npotsxenun
HoMepa 11 ucnosHUTENEN B TaHIE YBOPAUUBAIOTCI OT «ITUKCENb-
HOTO JIOXKs1», KOTOPBIM CUMBOJIM3UPYET HETaTUBHOE BIUSHUE 1TU(D-
POBBIX TEXHOJOTHI Ha JKU3Hb YEJIOBEKA.

Buenpenne 3D-ManmuHra U MHTEPAKTUBHBIX TEXHOJIOTHM B CO-
YETaHUM C MPOEKIUSIMH, KYMOJbHBIMU 3KPaHAMU M MacCIITAOHBIMU
CUCHUYECKUMU JIEKOPALMsIMU TMO3BOJIIET CO3/1aBaTh BEChbMA BhIpa-
3UTEIbHBIE BHU3YyaJbHbIE peElIeHUs. TEeXHOJOrHu HUCKYCCTBEHHOM
peansHocTu (BupTyasibHas (VR), nononnenHas (AR), cMenaHHas
peabHOCTh (MR)) mpuBHECIHM caMple HIHUPOKUE BO3MOXKHOCTH
B OpraHU3alUI0 CIIEHUYECKOTo mpoctpaHcTBa. [IpoekT xopeorpada
Kacmun Bapaumon «Anrca B cTpaHe BUPTyalnbHEIX uymec» (Alice
in VR Wonderland) (2021) npenocraBisieT BO3MOKHOCTh Yy3PETh
nepeocMmbicienne mpousBencHua JI. Koppoia B BUpTyanbHOU
peanbHO CTH MPU TTOMOIIH CIIEIaIbHOW rapHUTYphI Quest. Peanuc-
TU4YHag rpapuka B couyeTraHuu ¢ 3D-3ByKOM MO3BOJISIIOT 3PUTEIIO
«IpUOTMBUTHCS» K HCTOJHUTENSIM M TMOJHOCTBIO MOTPY3UTHCS
B BUPTYaJIbHYIO CTpaHy uynaec. [lo Mepe pa3BUTHS TEXHOJOTUH
COBpPEMEHHBIE XOpeorpadbl MOCTOSSHHO CTAJKUBAIOTCA C HOBBIMU
BBI30BaMH, TPEOOBAHMEM MOCTOSIHHOTO OCBOEHHS MYJIbTHUME Uid-
HBIX TEXHOJIOTHM.

B To xe BpeMsi HOBbIE TEXHOJIOTUU JAI0OT HEMAJIO MPEUMYIIECTB
Ha BCEX ATalax CO3JIaHus Mpou3BeleHus. B mponecce noaroToBKu
TAQHIIEBAJILHOTO HOMEpA MOCTAHOBIIUKY TMOPOM OBIBAET CJIOKHO
YETKO OOBICHUTH BCE CBOU TpeOoBaHus. Vcronan30BaHuE MYJIbTH-
MEUIHBIX TPOrpaMM IMO3BOJIAET CAeJiaTh MaTepuan 0oJiee sipKUM,
KUBBIM W MHTEPECHBIM. ITO HEOOXOAUMO JJIsI TOTO, YTOOBI
TAQHIIOPbl MOTJIA JIYYIIl€ MOHSITh U 3alIOMHUTh MaTepuall, a TaKxKe
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UMETh BO3MOXHOCTh IE€pEeCMaTpuBaTh €ro HEOAHOKpaTHO. [Ipum
MOMOIIY Pa3JINYHbIX Meaua (TeKCT, N300paKeHre, aHnMaIus, 3ByK
U BHUJE0) MOJTOTOBKA TAHIIEBAJLHOTO HOMEpa MPOXOJUT Oosiee
sbpdexktuBHO. B MynbTUMEAMWHOM TaHIE HCHOJHUTEIU MOTYT
BBICTYNAaTh B CIIEHAX MCKYCCTBEHHOM PEaJIbHOCTHU, MHOTOMEPHOM
ITPOCTPAHCTBE.

MynbTUMenuitHbIe TEXHOJIOTUH TaKKe SBISIIOTCS 3¢ (PEKTUBHBIM
CPEICTBOM u3y4yeHus ucropuud Ta”Hua. By Hxdus u Jlaue Jlyan
B CBOEM HCCJICIOBAHUM PACCMATPUBAIOT BO3MOKHOCTHU HCIIOJIb30-
BaHMs TEXHOJOrHM Motion capture mis ompeaccHHUS ABUKCHHUM,
KOTOpbI€ TPUCYIIM HAIMOHAJIBHBIM TaHLAM pa3JU4YHBIX CTpaH,
a TaKyKe BO3MOKHOCTH HCIIOJIb30BaHMs MOJYUYEHHBIX 1aHHbBIX. B pe-
3yJIbTATE OHHM MPHUILIM K BBIBOJAY, YTO B HACTOSIIEE BpeMs
KOMIBIOTEPHBIE TEXHOJIOTUA U CEeTh MIHTEpHET UrparoT BaKHYIO
pOJb B CO3JIaHUM TaHIlA, KOTOPBIM coYeTaeT B ceOe pa3IudyHbIC
KyIbTypHBIC XapakTepucTuku [2, p. 11].

B pamkax rama-konmepta Becennero ¢ectuBans CCTV wucnou-
HUTESIMU HapoAHOro TaHna l[3sHHanb «I'opoackas amies» (Illkosa
TaHa YxdII3IHCKOW KoHcepBaTopuu, 2022 T.) HCHOIB30BAJICH
peanbHbIN PEKBU3UT JJIs1 BEPXOBO €3/71bI U U poBOE U300paKEHNE
allJien TOJ JOKJIeM Ha OOJbIIOM dKpaHe. TaHIOphl «IPOTyJIHBa-
JUCh» MEPE] IKPAHOM C KPACHBIMHM 30HTHKAMH, 4 Y 3pUTEIS CO3/1a-
BAJIOCh BIICYATJICHUE, YTO MCHOJHUTEIA HUAYT MO HU3BUIMCTON
Jopore u3 Trojayooro kamHsS Ha (OHE JOXKIJIMBOTO TOpoJa
L[3ssHHAHB.

TexHOJIOTMM MOCTHPOJAKIIHA, KOTOPhIE B HACTOSIIEE BpPEMs
UCTIOTIB3YIOTCS B KHMHO M Ha TEJICBUICHUHU, OKA3bIBAIOT OOJBIIOE
BJIMIHUE HA TAHIEBAJbHOE UCKYCCTBO, HAIIPUMED, «3aXBaT JBHKE-
HUSD» TO3BOJIIET BBITIOJHATH OMPECICHHYI0O 00pabOTKY CIIOKHBIX
TaHIICBAJIBHBIX JBHKCHUM, MpHUmaBas oOiieil kapruHe Oojee pea-
JMCTUYHBIM BUA. Ha camMoMm peJie, TaHIEBaJbHOE BHJICO MOXKET
OBITh CMOHTHPOBAHO Ha OoJie€ MO3HEM 3Tale, 4YTO MO3BOJISET
noJiaTh CyTh XOpeorpaduueckoro Homepa B 00jiee KOHLEHTPUPO-
BAHHOM BUJI€ W CO3/IaTh JYYIINN BU3YAIbHBIA 3()(EKT.

B nactosiee Bpemsi HauboJiee MUPOKOE MPUMEHEHUE B XOPEO-
rpaguuecKoi MPaKTUKE HAILIM CIEAYIOIINE TEXHOJOTHUU:

1. LED-3kpanbl akTUBHO HMCHOJIb3YIOTCS B CAMBIX Pa3HbIX MOCTa-
HOoBKax. MccrnenoBarens Yxkan Yaocs oTMedaer Takue IpEeUMYy-
HIECTBA, KAK «BBICOKAS HACBIIIEHHOCTh IBETA, HU3KOE 3HEProrio-
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TpeOJIeHHE, TITUTEIBHBIN CPOK CIYKOBI M MPOCTOTA UCIIOIH30BaHUS.
DKpaH 00jalaeT XOpollei Iepemadyell mBeTa M CO3JacT BIIeYaT-
msrore 3 ekt Ha ciiene» [1, €. 39]. DTo yCTpOHCTBO COCTOMT
U3 HEOOJBIIOTO JUCIUIES, KOTOPBIA MOXET adalTHPOBaTHCA B CO-
OTBETCTBHUU C MOTPEOHOCTAMU KOHKPETHBIX HOMEPOB. Ero MoxkHO
UCIOJIb30BaTh HE TOJHKO B KAa4€CTBE JUCIJES, HO U B Kau€CTBE
JEKOpalil U PEKBU3UTA.

LED-3kpanbl OTAUYAIOTCS BBICOKUM YPOBHEM O€30MAaCHOCTH,
OHU CIIOCOOHBI PACIIUPUTH CUEHUYECKOE MPOCTPAHCTBO M 0Opas-
HbI MUp BbICTyILUIeHHs. B Kutae sTta TEXHOJIOTHS MCHOJIb3YyETCs
Y Ha KOPHOPATUBHBIX MEPOIMPHUITHUSAX, U B IIKOJbHBIX MPEJICTABIIC-
HUSIX; 3HAKOBBIMHU CIy4assMHd MPUMEHEHHUS CTajdu I[€PEMOHUU
OTKpBITUSA U 3aKpbiTUd Onumnuiickux urp (2008) u rama-koHUEPT
Becennero ¢ecruBans (CCTV, 2024 r.). OnauM U3 SIpKUX MpU-
MEpPOB HCIIOJH30BaHUSI B XOpeorpauu CTall TAHIIEBAJIbHBIM HOMED
Space Geometry rpymmsr Freckled Sky (2015), B xome xoToporo
CHELUATbHBIA KPaH CHHXPOHUZHPOBAJICA C JBUKCHUSIMU TaHIIO-
POB M U300paxan reoOMETPUIECKUE (PUTYPBHI.

2. Ucnonb30BaHe MHOTOKAHAJHHOTO 3BYKa W OCBEIICHUS.
CoBpeMEHHBI YPOBEHb PA3BUTHUS AYAUOTEXHOJOTHM TMO3BOJISIET
CO3/laBaTh MHOTOKaHaJbHbIE CTEepeod(PDEKTHI, MOrpyKaKIIUEe 3pU-
Tesl B 00bEMHO € 3BYKOBOE ITpocTpaHcTBO. Hanpumep, 1o Bo3eil-
CTBUEM CTEPEO3BYKA MOJKHO HE TOJBKO MOJYYHUTh MPOCTPAHCTBEH-
HbI€ 3BYKOBBIE 3(P(EKTh, HO U PACIIUPUTHh TUANA30H U MCTOUHUK
3BYKa, JIy4Illle¢ BOCCTAHOBUTh PeajibHOE OUIYIICHUE CIEHBI U MPEI0-
CTaBUTh BO3MOXHOCTh MOJY4YUTh Oo0jiee ApKUN ayJrOBHU3YyaslbHbIN
onbIT [Tam ke, C. 18]. BlauMoaencTBue cBeTa M SKPaHOB JICJAET
CIIECHMYECKOE TIpeACTaBlicHue O00Jie€ XKUBBIM W HACHIICHHBIM.
OcBenieHre — 3TO HE TOJIBKO BakHasg 4acTh TaHIIEBAJIbHOTO BBI-
CTYIJICHUs], HO U KJIOYEBOU (DAKTOpP B PACKPBITUU MEPCOHAKEU
U SI3bIKa TaHIa. YTMOMSHYTas TEXHOJIOTUS MCIOJb30BaJach MpHU
nmocraHoBke TaHieBabHOTO HOMepa Pixel (EXTRAITS).

3. TexHonornM MCKYCCTBEHHOW pealbHOCTH. B Hacrosmiee Bpe-
Ms TEXHOJIOTUS CMEIIaHHOW peajbHOCTH SBIIAETCA HauboJjiee
nepenoBo B cpaBHeHHH ¢ VR- u AR-TEXHOJIOTHsMH, MOCKOJBKY
MO3BOJISIET OPraHUYHO COYETaTh OOBEKTHl PEAJLHOTO MHUpa C BUP-
TyanbHbIMU. Jjia mro3ukina «babouku» (pex. [[3to [uxyn, 2020 r.)
MR-TexHOJI0THS TTO3BOJIMIIA CO3/1aTh OUYECHb PEATUCTUYHYIO CIICHO-
rpaduio. B moctaHOBKE TakXe UCHOJIb3YETCSl TEXHOJIOTHS TOJIorpa-
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dbuueckoro m3o0pakeHusi, KOTOpass HeoOXoauMa sl yOenuTeNb-
HOM MHTErpalyy BUPTYaJbHBIX U PEAbHBIX 00BEKTOB. TE€XHOJIOTHS
BUPTYaJIbHOUM peabHOCTH HCIOJb30Balach B MPOEKTe Xopeorpada
Kacmuu BapnumoH «Anmuca B CTpaHe BUPTYAJIbHBIX YYIIECH.

WNHuTerpanus COBPEMEHHBIX TEXHOJIOTUW B MHUpP Xopeorpaduu
NOPOIWIIa CTPEMUTENLHO PA3BUBAIOIIYIOCS TEHACHIIMIO — UHTEPaK-
TUBHBIA TaHell. Pa3paboTka n 0OHOBJICHHE HOBBIX MeHa, BKIIOUAs
TEXHOJIOTUU BUPTYAJILHOTO M PEAIILHOTO B3aMMOJICUCTBUS MEHSIOT
MUp TaHIIA.
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@ YHKIIMU U CEMAHTUKA ITIOBCEJHEBHBIX APTE®AKTOB
B KUTAUCKOMH ’KUBOIIMCHU

AnHoTamusa. JKUBOIKCH SIBIIIETCS BaXXHEWUIIIMM KOMIIOHEHTOM Tpalu-
[IMOHHOTO KHUTANCKOTO HUCKyccTBAa. B cTarbe aHamm3upyrorcs aptedaxTsl,
B KOTOPBIE XYJOXHUKHA WHTETPUPOBAIM KUBOIKMCH, HAJEIUB MX HE TOJBKO
MOJIE3HOCThIO, HO M YHHUKAJIbHOM XYJO0XKECTBEHHOM LEHHOCTHIO U CUMBO-
JIMYECKUM 3HaYCHUEM. PacKpbIBaeTCsl X BAKHOE MECTO U 3HAYCHUE B KUTaM-
CKOM KMBOITMCHOM UCKYCCTBE.
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