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Annomayusn. B cratbe wuccieayercs (PEeHOMEH MYJIbTUMEIUMHBIX
MIPOU3BEJCHUN KaK HOBOTO BHJAa TBOPUYECTBA, KIIOUYEBHIM UG HEpESHIUPYIOIIIM
MIPU3HAKOM KOTOPBIX BBICTYITA€T WHTEPAKTUBHOCTD, MTO3BOJISIONIAS TTOTH30BATEIIO
aKTUBHO BIIMATH Ha Pa3BUTHE KOHTCHTA. AHAIM3UPYIOTCS MPABOBBIC MPOOJIEMBI,
CBA3aHHBIE C OTCYTCTBHEM  UYETKOTO  3aKOHOJATEILHOTO  OMPEASICHUS
MYJIbTUMEIUMHBIX TPOU3BEJICHUNA M CIOKHOCTHIO MPUMEHEHUS TPaTUIIMOHHBIX
aBTOPCKO-TIPABOBBIX MEXaHU3MOB K HMHTEPAKTUBHBIM U MYJIBTUMOJIAJIbHBIM
dopmaram. Ocoboe BHUMaHHE YAENIsIeTCs TpaHChopMmaluu HMHTEPAKTUBHOCTH B
MYJIBTUMOJIATbHOCTh, YTO TOPOXKJACT HOBBIC BBI3OBBI JUJII  IIPABOBOTO
PETYIIMPOBAHMS B YCJIOBHUSAX PA3BUTHs TEXHOJOTHUH BUPTYaTbHOW PEATTLHOCTH U
HelipouHTepdeicos.
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Abstract. The article examines the phenomenon of multimedia works as a new
form of creative expression, with interactivity serving as their key distinguishing
feature that enables users to actively influence content development. The study
analyzes legal challenges stemming from the absence of clear legislative definitions
of multimedia works and the difficulties in applying traditional copyright
mechanisms to interactive and multimodal formats. Particular attention is given to
the evolution from interactivity to multimodality, which creates novel regulatory
challenges in the context of emerging virtual reality and neural interface
technologies.
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BBenenue

CoBpemeHnHble HUGPOBBIE TEXHOJOTUHM TPAHCHOPMUPYIOT TpagUIIMOHHBIC
dbopMBI TBOpPYECTBA, MOPOXKAAas HOBBIE BHUABI MPOU3BEICHUM, CPEAN KOTOPHIX
0co00€e MEeCTO 3aHUMAIOT MYJIbTUMEIUMHBIC TTpou3BeacHUA. OTHUM U3 KIIOUEBBIX
MPU3HAKOB, OTJIHMYAKOIINUX MYJIbTUMEAUNHOEC NPOU3BEIACHUE OT KIACCHUYECKHUX
ayJIMOBU3YaJbHBIX paboT, mporpamMm st OBM, sBISETCS MHTEPAKTUBHOCTH —
CIIOCOOHOCTh TOJIL30BATENsl BIUATH HAa KOHTEHT, U3MEHSIA €ro MmapameTpbl WU
CIO’)KETHOE Pa3BUTHE.

B paboTte paccMOTpeHO MOHITHE HHTEPAKTUBHOCTH KaK KB (DHUITUPYIOIIETO
MPU3HAKA MYJIbTUMEIUWHOTO MPOU3BEACHUS, MPEICTABICH AaHAIN3 €€ MPaBOBOU
MIPUPOJIbI, & TAKKE HM3YUYCHO BIIMSHUE WHTEPAKTUBHOCTH HA aBTOPCKO-TIPABOBOM

PEXKUM MYJIIBTUMEIUUHBIX IIPOU3BEACHUN.

MeTtoabl
B npornecce uccienoBanusi ObUIA UCIOIb30BaHbl HOPUANKO-TOTMaTHYECKUM,

CUCTEeMHBIN, PYHKIIMOHAIBHBIA METO/IbI, METOJIbI aHAJIM3a U CUHTE3a MaTepuaa.

OcHOBHOE HcCJIeI0BAHHE
[TonsTue MYJIBTUMEIUNHOTO MIPOU3BEACHUS. MynpTUMEIHITHOE

MPOU3BEJICHUE TPEJCTABISAECT COO0N HHTEPAKTHUBHYIO Pa3HOBUIHOCTH CIIOKHOTO



00BEKTa UHTEJUIEKTYaIbHBIX MPAB, XapaKTEPU3YIOIUNCA CUHTE30M PAa3HOPOIAHBIX
TBOPYECKUX JJIEMEHTOB B €IMHYI0 MHTEPAKTUBHYIO CHCTEMY. B ero cocraB Moryr
BXOJIUTh JINTEPATYpPHbIE MPOU3BENCHUS (CLIEHAPUU, AUAJIOTH, IOBECTBOBATEIIbHbIE
CTPYKTYphl), TPOM3BEACHUS MCKycCTBa (BHU3yalbHbIM JAM3aiiH, aHUMaIus,
rpajuyueckue  SJIEMEHTHI), My3bIKaJbHbIE TPOU3BEACHUS, TEPCOHAXKU C
YHHUKAJIbHBIMU XapaKTEPUCTUKAMHU, a TAKXKE MPOTPAMMHBIN KOJI, 00eCIIeUNBAIOIINN
ux B3aumoeicTaue [1].

OcHOBHBIM  JAUPPEPEHUIUPYIONIUM  TPU3HAKOM  MYJIBTUMEIUHHBIX
IPOU3BENECHUI TI0 CpaBHEHUIO C TPAAULMOHHBIMU (opmMaMHu TBOpUYECTBA
(JIuTepaTypHbIMM  TPOU3BEICHUSMHU, ayJUOBU3YAJIbHBIMH  IPOU3BEICHUSMN)
ABJIAETCS] NPUHIIMITNAIBHO HHASI OPTaHU3ALMS BOCIIPUATUS KOHTEHTA — HEJIMHEHAS,
VMHTEPAKTUBHAS U aJalTUBHAs, TJ€ MOCIEA0BATEIBHOCTD U XapaKTEP MOITy4acMoi
uH(pOpMAIMU HAMPSAMYIO 3aBHCST OT JEHCTBUUA M PEIICHHI MOJIb30BATENs. DTO
CO3JACT YHUKAJIBbHBIA ONBIT B3aUMOJACUCTBUS, HEBO3MOXHBIM B KIACCHYECKUX
Meauadopmartax.

Tumonoruss MyJIbTUMEOUNHBIX TPOU3BEICHUN  BKJIIOYAET HECKOJIBKO
KJIFOYEBBIX HAIIPaBJICHUM:

— WHTEpaKTHUBHBIE pa3BJIEKATEIbHbIE MPOAYKTHI (KOMIBIOTEPHBIE HIPHI C
BETBSIIMMUCS CIOXKETHBIMU JIMHUAMHM, CACTEMaMH BbIOOpA 1 TTOCIIECTBUN);

— oOyuarolue CUCTeMbl (MHTEPAaKTUBHBIE CHUMYJSTOPBI, BHUPTYaJbHBIC
TpeHaXepbl, 00pa3zoBaTeIbHbIC MIATHOPMBI C aTANTUBHBIM KOHTEHTOM);

— IU(POBBIE aAPT-NPOEKTHl 1 UMMEPCUBHBIE NHCTAIISIIUY,;

— BUPTYaJbHas U JONOJIHEHHAs PEAIBHOCTD C JIEMEHTAMM [I0BECTBOBAHUS.

B03MOXHOCTB MTPaBOBOTO PErYIUPOBAHUS MYJIbTUMEIUUHBIX MPOU3BEACHUM
CTAJIKUBAETCA C CYIIECTBEHHBIMH CIIOKHOCTSMH, OOYCIOBJICHHBIMU OTCYTCTBHEM B

3aKOHOJATENLCTBE OONBIIMHCTBA CTpaH (BKmouas Poccuiickyro ®enepanmio’)

! 'paxnanckuii kopeke Poccuiickoii @enepanmu (dacts 4) ot 18.12.2006 Ne 230-®3 // C3 PD. 2006. Ne 52. Cr. 5496.
Cwm. rtaxe [locranosnenne IIpaButensctBa PO ot 12.11.2021 Ne 1929 «O mnpepocraBieHHH YHOJHOMOYEHHOMN
OpraHM3aly MO HCCIIEI0BaHUIO0 00beMa ayJANTOPHUH JIAHHBIX JUIS NPOBEIEHUs HCCIeIOBaHUH 00beMa ayIUTOpHH

MH()OPMALMOHHBIX PECYpCOB, 00BEM ayAUTOPUH KOTOPBIX IOJUIEKHUT UccienoBanuio» // C3 PD. 2021. Ne 47. Cr.
7838.



YETKON IOpUIMYECKON JePUHUIMK JaHHOTO (QeHOoMeHa. DTa HOpMAaTHUBHAs
HEOIPEAEIEHHOCTh CO3JAET 3HAUYUTEIIbHBIE TPYTHOCTH ISl OXPaHbl U 3aIlUTHI ITPaB
Ha MYJIbTUMEIUIHBIE MPOU3BEICHUSA, ITOCKOJBKY CYIIECTBYIOIIHUE IPABOBHIE
KOHCTPYKIIMM HE B IIOJHOM MEpE YYUTBHIBAIOT WX KOMIUIEKCHYIO MPUPONY U
cnenu(uKy B3aUMOJICHCTBUS COCTAaBHBIX 3JeMEHTOB. (Oco0yi0 CII0XKHOCTh
NPEACTABIIAET ONPEACIICHUE MPABOBOIO PEXUMA WHTEPAKTUBHBIX KOMIIOHEHTOB U
QITOPUTMOB, 00ECTIEUNBAIOIINX HETUHEHHOCTh BOCIIPUSITHSI KOHTEHTA.

NHTEpakTUBHOCT,  KaK  KIKOYEBOM  NPU3HAK  MYJBTUMEIUUHOIO
npousBeneHus. HTepakTUBHOCTh MpeAcCTaBisgeT co00M  (PyHIaMEHTAIBHYIO
XapaKTePUCTUKY MYJbTUMEAUNHBIX TMPOU3BEICHUM, BBIPAXKAOIIYIOCS B HX
CIIOCOOHOCTH K JUHAMUYECKOMY pPEarupoBaHUIO Ha JIEWCTBHS MOJIb30BATEN H
IIPENOCTABICHUIO €EMY BO3MOYKHOCTEM aKTMBHOT'O BIIMSHUS HA PA3BUTHE KOHTEHTA.
OTOT Ka4yeCTBEHHO HOBBII ypOBEHb B3aWMOJECHCTBUS MPUHLHUINAAIBHO OTINYAET
MYJIbTUMEIUMHBIC TPOU3BEACHUS OT TPAJAUIMOHHBIX (OpPM TBOPUYECTBA, T
BOCITPUSTUE HOCUT MACCUBHBIN U JIMHEHHBIN XapakTep. B coBpeMeHHO# 11udpoBoit
Cpelle MHTEPaKTUBHOCTb NPOSABISIETCS B pa3MYHBIX (opMax U CTEHEHSX
UHTEHCUBHOCTH, (OPMUPYS CHEKTP OT OTHOCHUTEIBHO MPOCTBIX CHUCTEM C
OTPaHUYEHHBIM BBIOOPOM /IO CJOXHBIX OTKPBITBIX MHUPOB C HEJIUHEHHOU
CTPYKTYpPOU IMOBECTBOBAHMS.

OBOJIIOIMA MHTEPAKTUBHBIX TEXHOJOIW TIpUBEJIa K BO3HUKHOBEHUIO
(dbeHoMeHa MyJNbTUMOJAIBHOCTH — KayeCTBEHHO HOBOTO JTama pa3BUTHUS
B3aMMOJICHCTBHS YeloBeKa ¢ IUPPOBBIMU cUcTeMaMu [2]. MynbTHMOIATbHbIC
uHTEepPENHCh WHTETPUPYIOT pPa3IUYHbIC KaHaJdbl BOCTIPUATUS W BO3JICUCTBUS
(aynmuoBu3yasiabHblE, TAaKTWIbHBIC, TOJIOCOBBIE, >KECTOBBIE, OMOMETPUUYECKHE) B
eIMHYIO aIalITUBHYIO CHCTEMY, CIIOCOOHYIO B PEaJIbHOM BPEMEHHU aHAJIM3UPOBATh
MOBEJACHUE TMOJB30BATENsI M COOTBETCTBYIOIIMM 00pa3oM MOIU(UIMPOBATH
KOHTEHT. SIpKMMU TpUMepaMH pealn3aluy 3TOr0 MOJXO0Ja SIBISIOTCS CHCTEMBbI
BUPTYyaJIbHOU U nomnoiaHeHHo# peansHOCTH (Oculus Quest, Apple Vision Pro), rme
B3aMMOJIEUCTBUE OCYIIECTBISIETCSA Yepe3 KOMILIEKC JKECTOB, B3IJIsAa U TOJIOCOBBIX

KOMaHJ; HelpokommbioTepHble uHTep(dericel  (Neuralink, Emotiv) [3],



JNEKOJUPYIOIIMEe MO3TOBYI0 aKTUBHOCTB; a TaKK€ HUMMEPCUBHBIE WHCTAJUISALIUU,
pearupyroiye Ha (U3NOJOTUYECKHUE MOKA3ATENH MOIb30BaTEIIs.

Tpanchopmaiiis  HUHTEPAaKTUBHOCTH B MYJIbTUMOJATBHOCTH  BJIEYET
CYILIECTBEHHbIC U3MEHEHUS B TPUPOJIE B3aUMOICUCTBUS MOJIH30BATENS C HU(PPOBBIM
KOHTEHTOM:

— TMepexoa OT JHUCKPETHOro BbIOOpa K HENPEPHIBHOMY aJalTHBHOMY
B3auMoieiicTBrio [4]. Eciu TpaIuimoHHbIe HHTEPAKTUBHBIC CUCTEMBbI Tpe/Iiiaraiu
M0JIb30BATENIO BEIOOP M3 OrpaHHUEHHOr0 Habopa 3apaHee 3amporpaMMHUPOBAHHBIX
BapHaHTOB, TO COBPEMEHHBIE MYJIbTUMO/IaJIbHbIE CUCTEMbI aHATU3UPYIOT KOMILJIEKC
NOBE/ICHYECKUX PEaKLMi IMOIb30BaTeNsl, COo3AaBasi NEePCOHAIU3UPOBAHHBIN OIBIT
(manpumep, B Senua's Saga: Hellblade Il smounoHansHOE COCTOSIHUE MEpCOHAXA
JUHAMMYECKH HW3MEHSIETCd B 3aBUCUMOCTH  OT  INCUXO(U3MOJIOTHYECKHX
noKaszaTtesyiel urpoka);

— TMpPEeOoJI0JIEHUE TpaHMIl HKpaHHOro HHTepdelica u co3ganue 3¢dekra
OECIIOBHOIO MOTPYKEHUs. DTO JOCTUraeTcsi 3a CYET COYETAaHUs TEXHOJIOTHi
TaKTUJIbHON oOpaTHo CBS3U (Hanpumep, haptic-nepuatku B
MIPOTOMETABCENIEHHBIX), MpocTpaHCcTBeHHOTO 3Byka (Dolby Atmos B HrpoBbix
MPUJIOKEHUSAX) U aallTUBHON BU3YyallM3alluu, cO3/aronux dPpdekT Guzndeckoro

MPUCYTCTBUS B IU(PPpOBOIA cpeie.

3akioueHue

C 1opuan4yecKkoil TOUKU 3peHHsI, ”HTEPAKTUBHOCTh TPEOYET NEPEOCMBICTICHHUS
TPaJIUIIMOHHBIX IMOAXOAOB K OXpaHE aBTOPCKUX IIPaB, IIOCKOJIBKY I10JIB30BATEIIb
nepecTaeT ObIThb MACCUBHBIM PEIMIUEHTOM KOHTEHTA, CTAaHOBSCHh AKTHUBHBIM
YYaCTHUKOM TBOpUYeckoro mporecca [5]. OcoOyro CIOXKHOCTh MPECTaBIsSIeT
npaBoBas KBaMu(pUKAIUs KOHTEHTA, TEHEPUPYEMOTO B pe3yibTaTe B3aUMOICUCTBUS
I10JIb30BATEIISI C MYJIBTUMOJAIIBHOM CUCTEMOU, IMIOCKOJIBKY OH SBJISETCS IIPOLYKTOM
COBMECTHOM JESATEIBbHOCTH aJITOPUTMOB M YEJIOBEYECKOTO IoBeacHus. PazBurue
MYJIbTUMOJAIBHBIX TEXHOJIOTUM CTAaBUT II€pe] IIPABOBOM JOKTPUHOW HOBBIE

BBI3OBbI, CBA3AaHHBIC C HGO6XOI[I/IMOCTBIO p33pa6OTKI/I AICKBAaTHBIX MCXAaHHM3MOB



OXpaHbl AMHAMHUYCCKUX, a1alITUBHBIX HpOHSBCI{CHHﬁ, COACPIKAHHUEC KOTOPBIX MOKET
CYICCTBCHHO BapbHUPOBATLHCA B 3dBUCHMOCTH OT I[CﬁCTBHﬁ N XapaKTCPUCTHUK

IIOJIB30BAaTCJIA.
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