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[OCYr B NPOCTPAHCTBE UHLYCTPUM BNEYATJIEHUM:
OT 3JIMTAPHOCTU K MACCOBOCTH

Hoporune untaTtenu!

Penokums HAYYHO-MPOKTUYECKOro CETEBOro N3OAHWS
«/IHOyCTPUK BMNEYATNEHUN. TexHonorum COLMOKYIBTYPHbIX
nccnepoBaHnn  / Experience industries. Socio-Cultural Research
Technologies» (EISCRT) npegctasnger BaweMy BHUMOHMIO MNEPBbLINA
BbIMyCK B HaAcTymumeweM 2024 rony. B Homepe ony6nmkoBAHLI
MCCNenoBAHMS OTEYECTBEHHbIX QBTOPOB, KOTOpble C

MeXONCUMMIMHAPHbBIX MO3MLNM PACCMATOUBAIOT CMEKTO COBPEMEHHbIX

O~ couvokynbTYPHBIX  MPOKTUK M MbITAKOTCS  HOLLYMOTb  OKTYQmbHbIE
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QHTPOMONIOrMYECcKne, KOHCKOMEPUCTCKME M COLMANBHO ~MONNUTUYECKME
TPEeHObl MHOYCTPWM BNEYATNIEHUN, MOBCEMECTHO OOHAPYXMBAKOLLMECS
B MEOMANPOCTPAHCTBE.

HomMep OTKpbIBAET CTATbA 6e/ropOaCKOMn MCCeaoBATENbHMULLbI
CodbM BbauoHOBOM, MOCBAWEHHOS W3YYEHUID WMHOYCTPUA KPACOTbI.
ABTOPD OGOCHOBOHHO YTBEPXOAET, YTO MMEHHO 3A60TA XEHLIMHbI O
CBOEM BHELLUHEM BMOE HBNFETCH HA CEroaHAWHWM OEeHb OOHOW K3
MMIABHbBIX €€ COUMASbHbIX 30404, B TO Xe BpeMd HAPACTAOWMM U
OYKBANMBHO HEYCHIMHbIM KOHTPOMb XEHLWMH HAL WX COOCTBEHHbLIMMU
Tenamy CTAHOBUTCS Benyllen NpuiYnHOM GOPMUPOBAHNS OTUYXOEHMS,
KOTOPOE CO BPEMEHEM [ULLb YCYryonaeTcs, npuobpeTtasd BCE 6onee
MUINTOPUINOOBAHHBIE CBOMCTBA W OEMOHCTRATUBHbBIE APMENCcKmne
yepThl.

[Toobnema  OT4YyXOEHMUS HOXOOWT  OYEHb  WMHTEPECHYIO
MHTEPNPETALUMIO M B WUCCNEOOBOHWM KAHOMOATA KyNbTyQON0Ornm mn3
Mocksebl  [Hapbn  Xypkoson. OHA  pPOACCMATPOMBOET  GEHOMEH
OECANKIIMHIA MNeceH COBETCKOW 3CTPpaabl HO npuMepe nonynapHou
cerogHa supgeourpel «Atomic Heart». ABTOp MOOYEPKMBAET, 4TO
MCMOMNBb30OBAHME TMOMNYNAPHbLIX COBETCKMX CAYHATPEKOB MO3BONAET
CO300Tb Y AyOUTOPUMN UMOOKOB YYBCTBO MHOMOMEPHOCTW COLMASIbHOM
PEANbHOCTUK, NPUOATE €M HOMEPEHHO NAPAOOKCASIbHBbIN XAPAKTEP, O
TAKXe B crneumbmndyeckon Gopme AKTYONM3MPOBATE A9 MOKONEHMUS
«3yMMEPOB» COLUMOKYIbTYPHOE HACeame COBETCKOW 3rMOXM.

[loKA3aTENBHO, UTO COBPEMEHHAA MEeANAKYNLTYPA MO3BOMAFET HE

TONMBKO COXPAHATb M MPUYMHOXATb KYSIbTYOHYKO NAMATh, HO U 061000eT

© 3HauUTENbHLIM - MOTEHUMANIOM  [Af19  MPOrPAMMUPOBAHNS  YYBCTB 1
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MbICMIEM MACCOBOro 3putensd. Hawmbéornee npoOyKTUBHbIMKA B 3TOM
CMbIC/1€ BbICTYNOIOT AKTYOSIbHbIE, HOMEPEHHO WMAOEONOMM3NPOBAHHbLIE
CMOCO6bl  BM3YQNM3AUMKM  COLIMASIbHO-MONIMTUYECKMX  MATTEPHOB,
KOTOPbIE B CBOEW CTATbE NCCNEenyoT ABTOPLI AHOpen Hekmnta n Cepren
ManeHko. STUM  MATEPUANIOM OHW  3ABEPLUAKOT  OOMbLIOW LMK
NCCNEeNOBOHMIM, MOCBYALLEHHBIX OHAMM3Y TEMbl BOWMHBI B TRAOULIMM
OMEPUKAHCKMX GUNMBMOB YXACOB. [10 yoexOeHUIO yYeHblX, KOK pa3 B
3TOM XAHPEe KMHeEMATOrpAda BOMHA MPenCcTABNEHA BO BCEM CMEKTPe
ee COUMANbHbIX MPE3eHTALMUM: OT NMOBCEOHEBHbIX CYMPYXECKUX «BOWH»
0O  U3OLPEHHbIX CUeHApPWEB MUNUTAPU3AUMM  B3AMMOLOENCTBUS
YenoBeka C JMOObIM M3 BOZMOXHbIX 3IEMEHTOB OKPYXAKOLLErO WU Xe U
BOBCE BHE3EMHOIO MUPA. VIMEHHO GUMBM YXACOB, MO MHEHWIO ABTOPOB,
NPEBPATUINCS B HOMBONEE 3GOEKTVBHBIN MOEONOrMYECKMN MHCTPYMEHT,
MNOBCEMECTHO TOAHCVPYOLLMI CLEHOpPUM 6e3pa30e/1bHOro
OOMVHWMPOBAHMS OMEPUKAHCKOro 06paA3a XM3HM HOO KAKUM 6bl TO HU
6bIS10 MHbIMU KYSbTYPHBIMU TOAOVUMSAMU.

[TOMUMO CTOBLUMX YyXe MPWBbIYHBIMK B HOLLEM U3OAHMU PYOPUK, B
STOM HOMEpPE Mbl OTKPLIBAEM M HOBOE HAMPABIEHWNE UCCIE00OBAHUM, B
POMKOX KOTOPOro 6yayT MPeacTaBfeHbl TEKCTbl, MOCBALLEHHbIE
QHANM3Y GUNOCOPUM U COLMOTOTM OLLYLLIEHWNI, PACCMATOWBAEMBIX B
KOHTEKCTE PA3HOOBPA3HOMO COLMOKYIbTYPHOrO OMbITA LMBUINIALMN.
STy PYySpPUKY Mbl HO3BOSM «[leno BKYCA: BMNEeYATIEHMS KOHOChEPO» U
POObI MPEOCTABUTL UATATENKO MEPBLIV OMbIT MOMPYXEHUS BO «BKYCOBYIO
PEANbHOCTL» 3IMTAPHOM U MHOIOBEKOBOM KYJbTypPbl BMHA. C 2TUM
61aropoaHbiM - NModYnHoM  BoiIcTynunmn - Oner  LlleBueHko v AHHO

LHopoodeera, npeactasnstollme KpbiMCK GeaeparbHbI YHUBEOCUTET.
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ABTOPbLI O6elLAOT COENATb 3TV BbIMYCKM MOCTOAHHBIMM, A B PAMKOX
CBOEro MepBOro MATEepMasa OHU MNPOBOOAT MEXANCLUUMIUMHAPHbLIN
AHOMM3 MUPOMOITUKM BUHA, YMESIO MepenneTas Mctopmndeckme GakThl,
Teppyap, NO3I3N 1 MUQO.

Py6puky «[ OPU3OHTBLI» OTKPbIBAET CTATLSA MOJIOO0M
nccrnepgoBaTenbHUubl 13 Kasanu  AnekcaHgpbl AHWMCKMMOBOW,
NOCBSALLEHHAS N3YYEHMKO HOBBIX TEXHONOTMIM MOOOBUXEHMS KYbTYOHbIX
NOOAOYKTOB B COBPEMEHHbLIX CETEBbIX CepBMCAX. B mAHHOM cnydae, B
nosie 3peHra ABTOPA MOMan A6COMOTHO CBEXMIN POCCUNCKNN CEPUAST
«Koponb u LUyT», KOTOPLIM B CBOE BPREMA OKTUBHO MOOOBUIOSICH
cepBMCOM «KnHOoMomck», Henb3sg He COrnacuTbCd C YTBEPXOEHUEM
OBTOPA, YTO HA MPUMEpPE AHAMM3A MOOOOGHbIX CETEBLIX TEXHOMOMMM B
POMKOX UMHOYCTPUW  BMEYATIEHUA  OOBHOPRYXMBOAETCH  HEYKJTOHHAS
TEHOEHUMA K  CIAUGHUIO  TPOOUMUMOHHOWM  XYPHONIUCTMKKM 1 PR-
TEXHOMOTUN.

Pednekcrpys HOO AKTYOQNbHbIMU COLMOKYIbTYPHBIMU TREHOAMMU,
MOModble He3oBMCKUMMbIE WCCnenoBaTenu u3 Benwkoro Hosropoad
Baomm lleTtpoB v Hapbsd AKMMUyK HAMEPEHHO CYXAKOT MPEOMETHYIO
O6/ACTb  MHAOYCTPUW  BMEYATNIEHUM UM OCTAHABIMBOKOTCS  HA
PACCMOTPEHUN CEKC-TYPU3IMA KAK OOCTATOYHO HEOPOMHAPHOIO, HO
MOCCOBOTO  $BJIEHUS COBPEMEHHOW TYypUHOYCTPMKU. Ha npumMepe
OOLLUMPHOrO  3SMMUPUYECKOTO  MATEPMANA ABTOPRAMM  OMUCLIBAKOTCS
CLUEHOpUM  peanu3aummM  CEPBWCHLIX  MHOYCTpUM B chepe
SKCTPEMANbHBIX 60OM-MPAKTVK U Oef1deTCs BbIBOL4, O TOM, UTO 3TOT BUA
MUPOBOTO TYPU3MA UMEET MHOMOBEKOBYKO MCTOPUID WM CAKPASbHbIE

KOpHU. BO MHOrOM MO3TOMY B LE/IOM psae CTPAH OH MPeBpaATUICS B
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CAOMOCTOATESbHbIM, JErANM30BAHHBIN 1M OOCTATOYHO  MPUObLINbHbLIN
CEerMeHT MHOYCTPUW BeYaTIEHNN.

3oBepwaet  Bbinyck  maTepwan  Bcesonopa  LUunynuHa,
MOCBALLEHHbIV U3YYEHMIO CLLEHOPWER CAOMOMPE3EHTALMM MOMOLEXU HO
COBPEMEHHBIX  UMPPOBbLIX  matdopmax. OH  O60CHOBAHHO ¥
QPryMeHTUPOBAHHO YTBEPXOAET, YTO MMEHHO MegMacpena 30 cuyet
CBOMX CheumpUuyeckmnx OCOOEHHOCTEM OKA3bIBAETCH HAubornee
COPA3MEPHOM  AKTYOSIbHbIM  MOSIOOEXHBIM  CLEHAPUSAM  MOUCKA U
0O6pETEHUA COOBCTBEHHOW UOEHTUYHOCTU. KaK A3 B COBPEMEHHOM
UMPPOBOM  MPOCTOAHCTBE  BMepPBble  CO30AETCH  BO3MOXHOCTb
GOPMUPOBAHMS KAK MO3UTUBHBLIX, TOK U AECTPYKTUBHbBIX MOSIOOEXHbLIX
CYOKY/IbTYP, KOTOpble paHee, B PAMKAX TPAOMUMOHHOW CUCTEMBI
COUMANBHON KOMMYHUKALUK, MPAKTUHECKN HE HOXOLMIU AOEKBATHbLIX
CMNOCOB60B CAMOBbBIDAXEHWS.

TBOPYECKUN KOMNEKTVB CETEBOro U3OAHUS BbIDAXAET HOOEXAY
HO TO, YTO NPEACTABMIEHHbIE B OYEepPEeHOM BbIMYyCKe WCCegOBAHMS
OKQOXYTCH UHTEPECHbIMW U MONE3HLIMM ONA LUMPOOKOMW YUTATENbCKOM
QAYAUTOPUN, MPOBYOAT MHTEPEC K UYYEHMIO APKOM M MHOMOO60A3HOM

NANUTObI COBPEMEHHbIX MHOYCTPWM BNeYaTNEHN.

Ana ynruposarns crarsy:

ManeHko, C. A. (2024). [lJocyr B NPOCTPAHCTBE WUHOYCTOUN BreYaTIeHWR: OT
SUTAPHOrO K MOCCOBOMY. WHAayCToMM — BAYQTIIEHMA. TexHosorm
COLIMOKYITbTYOHBIX UCCrIeqoBaHMA (EISCRT), 7(6), 9-17.
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Editor-in-Chief's Column

https://doi.org/10.34680/EISCRT-2024-1(6)-9-17

LEISURE IN THE SPACE OF THE EXPERIENCE INDUSTRY:
FROM ELITICITY TO MASSIVENESS

Dear readers!

The creative team of the journal "Experience industries. Socio-
Cultural Research Technologies” (EISCRT) presents the first issue in the
coming year 2024. The issue contains studies by domestic authors who,
from an interdisciplinary perspective, examine the range of modern
sociocultural practices and try to find current anthropological,
consumerist, and socio-political trends in the experience industry,
which are found everywhere in the media space.

The issue opens with an article by Belgorod researcher Sofia
Batsanova, dedicated to the study of the beauty industries. The
author justifiably argues that it is a woman's concern for her
appearance that today is one of her main social tasks. At the same
time, the growing and literally vigilant control of women over their own
bodies becomes the leading cause of the formation of alienation,
which only worsens over time, acquiring increasingly militarized
properties and demonstrative army features.

The problem of alienation finds a very interesting interpretation

‘i in the research of Daria Zhurkova, a candidate of cultural studies from

i
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Moscow. She examines the phenomenon of recycling Soviet pop songs
using the example of the popular video game “"Atomic Heart" today.
The author emphasizes that the use of popular Soviet soundtracks
makes it possible to create in the audience of players a sense of the
multidimensionality of social reality, to give it a deliberately
paradoxical character, and to update the sociocultural heritage of the
Soviet era in a specific form for the generation of “"buzzers”.

It is significant that modern media culture allows not only to
preserve and increase cultural memory, but also has significant
potential for programming the feelings and thoughts of the mass
viewer. Relevant, deliberately ideologized ways of visualizing socio-
political patterns, which the authors Andrei Nekita and Sergei Malenko
explore in their article are the most productive in this sense. This
material completes a large series of studies devoted to the analysis of
the theme of war in the tradition of American horror films. According to
scientists, it is precisely in this genre of cinema that war is presented in
the entire spectrum of its social presentations: from everyday marital
"wars" to sophisticated scenarios of militarization of human interaction
with any of the possible elements of the surrounding or even
extraterrestrial world. It is the horror film, according to the authors, that
has turned into the most effective ideological tool, universally
broadcasting scenarios of the undivided dominance of the American
way of life over any other cultural traditions.

In addition to the headings that have already become familiar in
our publication, we are opening a new direction of research in this

L) issue, within the framework of which texts devoted to the analysis of
F

Y -
Experience industries. Socio-Cultural Research Technologies (EISCRT), 2024, 1 (6), 9-17.




I/lHaycmpuu énevamaenuil. Texnoaozuu coyuoryrbmypHuix uccaedosanuii (EISCRT), zoz24, 1 (6), 9-17.

- V.

the philosophy and sociology of sensations considered in the context
of the diverse sociocultural experience of civilization will be presented.
We called this section "A Matter of Taste: Connoisseur’'s Impressions”
and are pleased to present the reader with the first experience of
immersion in the “taste reality” of the elite and centuries-old culture of
wine. This noble initiative was made by Oleg Shevchenko and Anna
Dorofeeva, representing the Crimean Federal University. The authors
promise to make these issues permanent, and as part of their first
material, they conduct an interdisciplinary analysis of the
mythopoetics of wine, skillfully interweaving historical facts, terroir,
poetry and myth.

The "Horizons” section opens with an article by a young
researcher from Kazan, Alexandra Anisimova, dedicated to the study
of new technologies for promoting cultural products in modern network
services. In this case, the author came to the attention of the
absolutely fresh Russian series "The King and the Clown”, which at one
time was actively promoted by the Kinopoisk service. One cannot but
agree with the author’'s statement that the analysis of such network
technologies within the experience industry reveals a steady tendency
towards the merging of traditional journalism and PR technologies.

Reflecting on current sociocultural trends, young independent
researchers from Veliky Novgorod Vadim Petrov and Daria Yakimchuk
deliberately narrow the subject area of the experience industry and
focus on considering sex tourism as a rather extraordinary, but massive

phenomenon of the modern tourism industry. Using extensive empirical

Ve material as an example, the authors describe scenarios for the
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implementation of service industries in the field of extreme body
practices and conclude that this type of world tourism has a long
history and sacred roots. This is largely why in a few countries it has
become an independent, legalized and quite profitable segment of
the impressions industry.

The issue concludes with a work by Vsevolod Shipulin, devoted to
the study of scenarios for self-presentation of young people on
modern digital platforms. He reasonably argues that it is the media
environment, due to its specific features, that turns out to be most
commensurate with current youth scenarios of searching and finding
their own identity. It is in the modern digital space that for the first time
the possibility of forming both positive and destructive youth
subcultures are being created, which previously, within the framework
of the traditional system of social communication, practically did not
find adeguate ways of self-expression.

The creative team of the online publication expresses the hope
that the research presented in the next issue will be interesting and
useful for a wide readership and will awaken interest in studying the

bright and diverse palette of modern experience industries.
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