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O 3BYKE B BUOEOUIPAX

ABTOp: [leHUKUH A. A., KaHOMAAT KYyNbTYpPONOrnm, AOLEHT haKynbTeTa 3BYKOPEXMCCYPbIl U
My3blKanbHOro uckyccrtsa N’MTP umMenu M. A. JiutoBumnHa, r. MockBa, Poccus (oficial@list.ru).

AHHOTauma: B cTaTbe paccMaTpUBaOTCS 3CTETUYECKME M NPAKTUYECKME BO3MOXKHOCTU 3BYKOBOIO
COMpPOBOXAEHMS (CayHA-AM3alHA) B COBPEMEHHbIX BUAEOUTpax. BblaensatoTcs Ki4veBble
XapPaKTEPUCTUKU UTPOBOTO 3BYKA, TaKME KaK CUMYNALMS, PENPE3EHTAaTUBHOCTb, UHTEPAKTUBHOCTD,
MMMepcus, paHAOMMU3aLUMS U ayAUOBU3YyaNbHOCTb. ONpeaensieTcsi OCHOBHAs TEPMUHONOINS B
OTHOLUEHUU "MFPOBOTIO 3BYKA", @ TAKXKE BbISBASIOTCS 3HAYMMbIE 3CTETUYECKUE PA3NIUYUMS MEXADY
KMHO3BYKOM M 3BYKOM B BUAEOUTPOBbIX MPOEKTax. B TeKCTe NpeAnpuHMMAETCS NonbITKa onpeaeneHns
MCKYCCTBOBEAYECKOTO MHCTPYMEHTapUa ANna NCCefoBaHUs COBPEMEHHbIX BUAEOUTP, B TOM Ymcne
3CTETUKM UX 3BYKa: NpeanaraeTcs psa MeToAoB MCCNef0BaHUS BUAEOUTPOBOro 3BYKa Kak
COBPEMEHHO TBOPYECKOW NMPaKTUKM.
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ABOUT SOUNDS IN VIDEO GAMES

Author: Denikin A. A., PhD in Cultural Studies, Adjunct Prof. of the Faculty of Sound Design and Music
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Abstract: The article considers the aesthetical and practical possibilities for sounds (sound design)
in video games and interactive applications. Outlines the key features of the game sound, such as
simulation, representativeness, interactivity, immersion, randomization, and audio-visuality. The
author defines the basic terminology in study of game audio, as well as identifies significant
aesthetic differences between film sounds and sounds in video game projects. It is an attempt to
determine the techniques of art analysis for the approaches in study of video games including
aesthetics of their sounds. The article offers a range of research methods, considering the video
game scoring as a contemporary creative practice.
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