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Abstract. The practices of so-called immersive media have been developing in the past
few years. The immersive media situation characteristics, infrastructure, content and social
aspects have been identified through the use of a multilevel structural and functional
methodology, and make it possible to fix its specificity at all levels. The new format of the
immersive media situation leads to changes in approaches to the mediatization studies. In the
article, to study the media immersive communicative situation a generative approach is
proposed for the first time. It is relevant to topological thinking, and to the modern immanent
picture of the world, when a person and technology co-create a new form. Along with the
generative approach and generative design, the necessity of applying relevant paradigms and
methods of psychology to form new theoretical and methodological foundations of immersive
user-centric media communication is substantiated. Several new concepts and terms are
introduced, in particular, the term “immersive hypermediation”, which is opposite to
immediacy as a classical criterion of media effectiveness. As a result, the analysis of the
essence and features of immersive media projects allows fixing the premises of immersive
paradigm shift in mediatization studies.
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AnHoranms. IIpakTuky Tak Ha3blBa€MOM HMMMEPCUBHOM MENMNHHONM KOMMYHHUKAIUU
Pa3BUBAIOTCS B MOCTICTHUE HECKOIBKO JIET. XapaKTepUCTHKH, HHPPACTPYKTypa, COLUATBHEIC
ACTIeKTHl MMMEpPCHBHOW MEIWHHON CHTYallMd BEISBICHBI OJarofaps MPUMEHEHHIO MHOTO-
YPOBHEBOH CTPYKTYPHO-()YHKLIIMOHAJILHONH METOAOJIOTUM U TO3BOJAIOT 3a(UKCUPOBATh €€
0c0o00CTh Ha BceX ypoBHIX. HoBBIN (hopMaT MMMEPCUBHON MEAMIHOW CHTyamuud 00YyCIOBIIH-
BaeT M3MEHCHMUS B MOIXO0aX K M3YUCHHIO TAaHHOW CIeU(UICCKON MepCOHATFHONH KOMMYHH-
Kanuu. B craTbe BIepBbIe I UCCICIOBAHUS UMMEPCUBHON KOMMYHUKAaTHBHOW MenuilHOM
CUTYyalluH TIpeUIoKeH TeHepaTuBHBIN noaxo. [logxon pereBaHTeH TOMOIOTHYECKOMY MBIIII-
JICHUIO U COBPEMEHHOMY IMPEICTABICHUIO 00 IMMAaHCHTHOH KapTHHE MUpE, KOTa YeIOBEK U
TEXHOJIOTUsl CTAHOBATCS MapTHEpaMH B Mpoliecce co3AaHus HoBoil popmel. Hapsiny ¢ renepa-
TUBHBIM IOJXOJIOM M T'CHEPATHBHBIM IU3afHOM OOOCHOBaHa HEOOXOAUMOCTH HMPUMEHEHHS
PENICBAaHTHBIX HapajurM H METOJOB IICHXOJOTWU UIT (POPMHPOBAHUS HOBBIX TEOPETHKO-
METOAOJIOTHUECKUX OCHOBAaHMM MMMEPCUBHOM MEIMaKOMMYHUKAIUU, OPUEHTUPOBAHHOM Ha
HOJIb30BaTeNsl. BBOMUTCS psAA HOBBIX MOHATHI M TEPMUHOB. B yacTHOCTH, TEPMHUH «HUMMeEp-
CHBHAs TUIIEPMEIHAII (PUKCHPYET PEIyKINI0 HMMEIUANN KaK KIaCCHYECKOTO KPUTEPHs
s pexTHBHOCTH Meana. B uTore aHanms CymHOCTH W 0COOCHHOCTEH MMMEPCHBHBIX MEIH-
HBIX TIPOEKTOB MO3BOJISIET 3a()UKCHPOBATh MPEANOCHIIKY UIMMEPCHUBHOM CMEHBI TapaJiurMebl B
W3yYCHUN MEIUATH3aINH.

KiroueBble ciioBa: UMMEpPCHBHAass KOMMYHUKAaTHBHAasA CUTYyalus, TPAHCTPECCHUA, ITPO-
CBIOMEP UMMEPCHUBHOI'O MEAUAOIIbITa, UMMEPCUBHAA TUIICPMEIUAIIUA, TOIIOJIOIrMYECKas 1mapa-
AUurMa, MMMEpPCUBHAA MEANAPCAIIbHOCTh, TCHEPATUBHAA MCANATU3allUA

BaarogapHoctn u ¢guHaHcupoBanme. VccrnenoBanue MpoBeleHO B paMKax MPOEKTa
«BuptyanbHbli 1M(POBOI OMBIT: HOBask BU3yalbHasi KOMMYHUKAIMS AT IPOJBIKEHUS TEp-
putopumn», ¢puxancupyemoro Bemyunm Jlomom IlIBeiiriapckoro Hay4HO-TEXHHYECKOTO CO-
TpynuudectBa ¢ Poccueit u perronom CHI'.

3asBaeHne 0 KOH(INKTe HHTepecoB. ABTOPHI 3asBISIOT 00 OTCYTCTBUH KOH(IMKTA
WHTEPECOB.
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Introduction

In the past decade, the emergence and spread of so-called immersive
technologies such as augmented reality (AR), virtual reality (VR), mixed reality
(MR) in the media have shaped the practice of media.

Immersive media projects imply a new, different from the traditional, format
of interactive creation, receipt, consumption of media information and
communication by an individual: for the first time in the history of media in
immersive projects, a user becomes not just an individual prosumer (according to
Toffler), but the prosumer of his own user experience (virtual, real, hybrid). The
“immersive” prosumer can consume, create and vice versa creating, consume
individually (including in games [1]) the content, in fact, in the format of an
experiment. Thus, an object of an immersive project become a prosumer of an
immersive media experience.

Immersive journalistic projects develop intensively in the 2010s (e.g. by
Nonni della Pena, 2012). Nowadays, immersive journalism is a subcategory of
journalism that uses technologies (e.g. VR) to provide engaging in such
technologies with a sense of being wholly engrossed in the news story [2], thus
allowing the audience to form an impression of the story [3].

In this article, we deliberately use broader non-journalistic but communi-
cation research optics, which allows focusing on the study of the immersive media
communication situation as such. The immersive media communication situation
within the framework of this study will be defined in its most general form as the
interaction of situational elements and actors: the basic subject (customer of
communication), creative subject (content creator), technical subject (ensuring the
project functioning), and object (user). The elements are also the means and ways
of implementing interaction, and the place of the project implementation.

What is the essence and specificity of the immersive communicative
situation in the mediatization studies? The relevant literature analysis did not
reveal complex answers to the posed research question.

Solving the scientific problem of identifying the features of the immersive
media communication situation as a specific format of assemblage in mediati-
zation studies is the aim of the study.

To identify the immersive communication situation specifics, there will be
applied a multi-level methodology for studying the phenomena of social
communication mediated by digital technologies, the Internet, artificial intelli-
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gence programs, which involves a step-by-step study of infrastructural, technical,
technological and then social features of communication [4].

Ontogenesis of immersion: Typology vs. topology?

Immersion in various fields, from biology to mathematics, involves
expanding the limits of the visible, a special type of spaces mapping, an increase
in the most significant indicators, and a decrease in the visibility of defects and
discontinuities, up to the mutual replacement of elements (e.g. in chemistry,
atoms) of interacting media or a special mapping of topological spaces to each
other. In other words, it is transgressive “by origin”.

Researchers describe the genesis of modern immersive media projects, such
as panoramic and 360° photos or videos, starting with static ancient Roman
panoramas [5]. The ideas of immersiveness as the basis for creating special virtual
“worlds” were described in the literature of the 1930s (e.g. “Pygmalion’s Glasses”
by S. Weinbaum).

In the digital age, immersive media projects (proto)ontogenesis is possible to
study in the traditional paradigms of man-to-technology interaction as transindivi-
dual connection or in line with cybernetic traditions. The generative approach
allows to involve users in creative communication and get new experiences. It is
possible to consider the generative approach as the basis for understanding the
essence and effects of all immersion formats, and generative design at the stages
of technologies and projects research (and creation).

The generative approach’s essence is clarified by the famous researcher of
digitalization and architect Nicholas Negroponte. In the 1970s, Negroponte used
the generative concept as the ability to create something new concerning
architecture, and today his ideas are still relevant [6]. According to Negroponte,
generative architecture should be created based on the interaction of an architect
(subject) and a city dweller (non-architect, object), in order to adapt the environ-
ment using the residential building interface [7] (that is, the modern Internet of
Things and the smart home concept).

Thus, the approach and the term reflect the integrative essence of both the
man and technology interaction and the immersion of a person in a new virtual
and “real” reality that he creates himself, including, as a result, cognitive and
affective “production” of a new virtual, hybrid, and real experience.

The proposed approach is relevant to the modern concept of the immanent
picture of the world, when a person and technology co-create a new form. This
corresponds to the topological thinking characteristic of immersivity, as
indicated above. In contrast to the traditional typological one, it determines the
interaction of the topological spaces, and is aimed at optimizing the interaction
of parts of the immersive media project as a system. In the context of media
philosophy, immersive projects create a specific personalized immersive media
reality.
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Immersion: Immediation vs. hypermediation?

De facto media are initially determined by various infrastructures and
technologies the use of which is aimed at achieving maximum efficiency of
impact on the audience with “seamless” consumption of communication.

Media traditionally uses three types of infrastructural and technical and
technological “intermediaries” (communicative situation elements): tools and
technologies to create a message; channels for the message delivery to the
audience; media consumption tools [8]. An immersive media project at the
infrastructural and technological levels is based on the digital technologies used to
“immerse” the user who is in a physical space into a virtual or hybrid (virtual-real)
space.

The technical infrastructure, thanks to which modern projects immerse the
user in an immersive communicative situation, is diverse and multifunctional [9].
For example, the sensations from virtual reality are transmitted using a smart-
phone with a special VR application, tracking systems, mobile VR helmets,
gloves, costumes, etc. The communication situation technical and technological
elements are created for the most personalized communication and are adapted to
the particular user’s behavior through data analysis.

In the classical media, all “intermediaries” together form the consumer’s
media environment, where media communication is embodied and manifested
[8].

In immersive media projects, a virtual-hybrid environment is formed based
on the specific integration of convention and reality, which ensures interaction
within all possible situations in media. For the first time, immersive projects
provide a high level of simulation technology that is practically not used in other
formats.

Multimodality of perception acts through various sensory modalities, on
sight, hearing, touch. The immersive communication space can be designated as
polysensory, which reflects the infrastructural, technological, and communicative
aspects of project support.

How does the environment affect media effects? In the classical media,
efficiency seems to be optimal with the “invisible” influence of media,
immediacy. New criteria appear in immersive projects, in particular, because the
“immersion” infrastructure and technologies are quite complex, the user needs to
master a sufficiently large number of technology mediated “entry points” into
virtuality, etc.

To describe such a situation, which in classical media studies is referred to as
“hypermediation”, we propose the term “immersive hypermediation”. Immersive
hypermediation captures the a priori plurality of channels, technologies, resources,
carriers of an immersive media project (and it is opposite to immediacy as
classical criteria for the media project effectiveness).
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Immersion as a communication strategy:
Rational vs. emotional?

At the social interaction level, immersive projects are also specific, since
individual immersive polysensory communication aims at the experimental
creation of a new user experience, which distinguishes it from all other media
practitioners.

The very attribution of the immersive media communication format is new.
The classic dichotomy of interpersonal and mass communication in the digital
era is being transformed, researchers fix a new dichotomy of interpersonal (face-
to-face) and technology-mediated communication [8]. But the immersive
experimental acquisition of real experience determines the need for allocation of
a special immersive subcategory in the technology-mediated communication
classification.

In terms of content, immersive media projects demonstrate the dominance of
the long-established visualization trend as a consequence of the content strategies
transition from rationality to emotional influence [3]. According to Novikov and
Kiriya, “the audience is less and less interested in knowing what is happening in
the territories controlled by ISIS. Modern journalism is trying to make the
audience feel what is happening there” [10. P. 278].

De facto, the immersive media projects content satisfies all the key “classic”
needs of the mass media audience: cognitive, affective, integrating rational and
emotional requests, communicative, etc.

At the same time, the “experimental” way of immersive media content
consuming satisfies the modern need for the “experience of presence” in a certain
situation, time, and place. The topological paradigm allows the user to constantly
reconstruct the situation, each time to receive new information, satisfying all new
and diverse needs.

In the classical classification of digital information consumption formats,
there are various formats, for example, linear or hypertext, planned or unplanned.
In an immersive project, the content is multi-level and polysemantic, consumption
is possible through planned and unplanned navigation, the spontaneity of the
reaction provokes the spontaneity of the user creating a new story and new
experience, obtaining new generative effects.

Thus, the immersive project’s communication is personalized and experi-
mental and constantly update. It is created in the generative topological paradigm,
which determines the need to apply the relevant psychology paradigms in its
study.

Mediatization studies: Immersive media vs. new paradigm shift?

The media and their effects as the sociocultural changes indispensable
condition are considered by scientists in the paradigm of mediatization studies,
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especially since the 2010s. The mediatization studies concepts, which were
declared as a paradigm shift in classical media studies, are inherently media-
centric, despite the statements about the distance from mediacentrism [11].

The practices and essence of the media’s traditional “media-centricity” have
long been undergoing radical transformations with the advent of the Internet,
peer-to-peer communication, and mobile access. The user’s involvement in mass
interaction (the so-called Web 2.0), form a vast array of non-media or mass-
media-centered, but “mass-personal” [12] or person-centered media.

The communicative situation of the personal interactive practices domi-
nance, in fact, initially determined the need for the creation of relevant concepts in
mediatization studies. However, to this day, the user-centric approach to
mediatization studies has not found its comprehensive reflection; the existing
concepts have been criticized largely for the lack of proper attention to the user as
an object, despite the idea of “mediatization of everything” [11; 13].

The dominance of personal media communication determines the need for a
transition in mediatization studies from social optics, which has proven itself
productively, to (socio) psychological ones, and generative approaches in media
psychological research.

Conclusion & discussion

Immersive media projects are a new communicative situation for media.
Basic differences are noted at all levels: infrastructural, technical and technolo-
gical, and social. At the communication level, information consumption becomes
for the first time an experiment aimed at obtaining a new user experience. The
user becomes not just a prosumer, but also an immersive media experience
prosumer. The proposed term “immersive hypermediation” captures the radical
multiplicity of channels, technologies, resources, carriers of an immersive media
communication, and is opposite to immediacy as classical criteria for a media
project effectiveness.

The immersive media communication essence is proposed to be investigated
based on a generative approach, which reflects the communicative situation of
creation, distribution, consumption based on immersive technologies of creative
communication for the user to gain new experience.

To designate the research direction into the essence and effects of
immersive media practices, the term “generative mediatization” is proposed,
which we define as the effects of personal and socio-cultural development
obtained by the user based on experience following participation in a creative
immersive media project.

The immersive media situation determines changes in research approaches to
the study of immersive user-centric media communication: the transition to
relevant psychology methods.
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Thus, the analysis of the immersive media project’s essence and features
allows us to fix the prerequisites for a new format of media communication,
which deepens the user-centric approach, and provokes a new paradigm shift in
mediatization studies.
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