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Curtyarist mjakasye, 0 MU B HAHOIMKYOMY Yaci MOKEMO 3ITKHYTHCS 3 HE
MEHII TOTY>KHUMH ¥, BOJHOYAC, HEKOHTPOJHOBAHMMH CITaJlaXaMHU ITPOBHX
cuTyarii y cdepax, ne Ie HEJABHO ToAi Oylo iX OUIKyBaTH, CKaXiMO — Y
MOMITUYHOMY KUTTI 4YM B cdepl, CKaxiMo, OCBITH. Tomy JjuIiie mocriiHa
KOHIICHTpAIIisl yBaru JOCIHUKIB Ha 11 Mpo0aeMl i peTesibHe BUBYCHHS 11 HOBUX
NposiBIB, CTaHy ¥ MEpPCHEKTUB PO3BUTKY MOKE NpUHaWMHI (OpMyBaTH SKIiCh

MaiiOyTHE.

1.2. [lonammsa «gideozpa» 6 HAYKOBOMY OUCKYPCL

[ToHSATTS «BiI€OTPaA» MOKHA BUKOPHCTOBYBATH SIK y3arajibHIOIOUUN TEPMIH
JUISL IIIAPOKOTO CIEKTPY U(POBUX 1rOp HE3aJIekKHO Bij MIaTGOpMHU, Ha KA BOHU
OpaloTh. JlaHe MOHATTS BKIOYaE B ceO€ TEPMIHM «KOMIT'IOTEpHA Tpay,
«KOHCOJIbHA I'Ppa» Ta «MOOINBHA Tpa», Xoua i He oOMexyeThes HumH (Sisler, 2017:
3859). HasBHICTh KOHCTPYKTY «BiicOrpay» sIK CJIOBa, 1110 ONMKUCY€E MEBHUM (DeHOMEH
COINIaIbHOI peajbHOCTI, JI03BOJISIE 31MCHIOBATH TEOPETU3YBaHHA Ta Je(iHIIOBATH
yioro. Ilonmpu HagBHICTH 3HAYHOI KUIBKOCTI AEQIHILIN MOHATTS «BiAEOrpa», y
HAyKOBOMY JMCKYypCl JOCI BIACYTHE €AWHE 3arajbHONPUNHSATE BU3HAYCHHS
¢denomeny Bigeorpu (Corona A., 2020: 462). Oguak, Bci mi aediHimii MarTh
CHIIBHI PHUCH, aHaJl3 SKUX JO03BOJIIE TOBOPUTU NPO HASABHICTH ILIICHOTO
dbeHomMeHy, OKpeMi eJEMEHTH SKOTO0 MalTh CIOPITHEHI XapaKTEePUCTUKU Ta
MIIA0THCS €TUHAM Kiachu(iKamiitHuM KaHOHAM 1 3araJIbHIN cCHCcTeMaTH3aIlii.

Kommnekcuuit  po3rian npobiemu  nediHilOBaHHS TMOHATTA «BIIEOTpay
sniiciuB Pagaenno bepronce y crarti «Fifty Years on, What Exactly is a
Videogame? An Essentialistic Definitional Approach» (Bergonse, 2017: 239-255).
Busnauenns Bigeorpu 3a P. bepronce € pe3yiabTaToM CUHTE3y HAsIBHUX Y TUCKYPCl
nedinimiii Ta kKoHuentiB. P. bepronce 3milicHIOE KPUTHYHHK MiAXix A0 iae
K. Kpodopna — BijoMOro KOMIT FOTEPHOTO Au3aiiHepa, SKOTO MPUMHSATO BBaXKaTu

omanM 3 (yHmatopiB «game studiesy. JlaHWil MOCHIMHUK PO3TISAAE TOHSATTS
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BiJIeOrpH (BUKOPUCTOBYIOUH TEPMIH «KOMII FOTE€PHI irpu» Il X MO3HAYECHHA) Ha
OCHOBI MOHATTS rpu. BiH po3TaliryBaB BiIcOIrpyd MOPsJ 3 IHIIMMHU TUIIAMU 1rOp Ta
JIWIIIOB BUCHOBKY, ITIO TPy MOYKHA BU3HAYUTH SIK 3aKpUTY (POpMaJIbHY CHCTEMY,
ska cy0’eKTUBHO siBJsie co00r0 MHOXKMHY peanibHocTed. Ha nymky K. Kpodopaa,
irpu Tpeba xapakTepu3yBaTH SIK 3aKPUTI CUCTEMH, OCKUIbKH IX CTPYKTypa €
3aBEpIICHOI0O Ta  caMojocTaTHhoro. IlpaBuima rpu  OXOIUTIOIOTH  BCl
HerependadyBaHi 00CTaBUHU, 3 SKUMH 31IITOBXYEThCS I'paBellb. Bonu dbopmanbHi,
aJpke B HHUX € MpaBwia. Bce 1ie € BIpHUM [JIs BIACOTPH, B SIKIA BXKE OMUCAHHIMA
BUTaJIaHUl KOHTEKCT, 110 BKIO4Yae B cebe 11 pucu. Llell KOHTEKCT icCHye B
CBIJIOMOCTI TpaBIs, A€ BiH (OPMY€TbCsS, KOJHM Bi3yallbHi CTUMYJIH, IO
CTBOPIOIOTHCSI MAIIIMHOIO, MOEIHYIOTHCS 3 MOr0 BIACHUMHU Cy0 €KTHBHUMU
ySIBIICHHSIMHU, IIIHHOCTSIMU Ta cpuitHATTsM (Crawford, 1984).

P. bepronce KpuUTHUKYy€e pO3TJsii BIIEOTPU SK CHUCTEMHU, MPOMOHYIOUH
OCMUCITIOBATH 11 IIBUJIIE SIK MEBHUN 0COONMBUN crociO B3aeMoii. BiH Takox
BUCTYIIA€ TPOTU PO3TISAY BIICOITOp SK MHOXKHMHU PEaNbHOCTEH: ajke 00’ €KTH,
Kl ICHYIOTh Yy BIJ€OITPOBOMY CBITI, 3a3BUYail BIJCYTHI y peaibHOCTI. Takum
ynHOM, P. beproHce nponoHye po3risiiaTi BiACOITPOBUIM CBIT AK aOCTpakuiio Ta
pEeKOMOIHAIII0 pEaJIbHUX BJIACTHBOCTEH Ta €JIEMEHTIB IS perpe3eHTallli
BUTAJaHOTO KOHTEKCTY, Ha TJII SIKOTO BIIOYBAETHCS B3aeMOiA. [HOMI el KOHTEKCT
BKJIIOYAE TMPOIIeCH Ta (PEHOMEHH, K1 BITOYBAIOTHCA Y PeaIbHOMY JKUTTI.

Hactynuum eranmom ananizy y P. bepronce BucCTynaroTh JHOJIOJOTIYHI
MIXOAM O BU3HAUCHHS BIJICOTPU Ta OIMO3UINS JIFO0JIOrIT 1 HapaToJorii. Hapatus
BIH pO3IIIAae SK CIOCIO pernpe3eHTaiii Mojid, 3acHOBaHWU Ha (iKCOBaHIN
CTPYKTYpi, MOCIIIOBHOCTI mofiA. Jlromonoris, BIiAMOBIAHO, 1€ 3arajibHUN
KOHICTITYQIbHUM TIAXiM, SKUWA TMPOTHCTABISIETHCS MPHUMYIIEHHIO TPO TE, IO
BiJIEOTPY TOTPIOHO PO3MIISIIATUA MPOCTO SIK MPOTSKHICTH HapatuBy. Cam TepMmiH
«JTIOI0JIOTISH YBIB y HAYKOBUN BXKUTOK ['oH3as0 dpacka, NpeICTaBUBIINA HOTO K
HaIpsM, 1110 BUBYAE irpu Ta irpoBy akTuBHICTH (Frasca, Ludology).

I'. ®packa Takoxk 311HCHIOE cripoOy AediHIIOBaHHS B1I€OTpU 1 BU3HAYAE L€

HNOHATTS SIK OyAb-sIKy (OpMy KOMIT IOTEPHOTO PO3BAXKAJIBHOIO MPOTPAMHOTO
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3a0e3nedyeHHs], SIK TEKCTyaJhbHOTO, TaK 1 3aCHOBAHOTO Ha 300PaXKEHHSX, 3
BUKOPUCTAHHSAM OYJb-KOi €JIEKTPOHHOI MIaTGopmu, Takoi, SIK NEPCOHATBLHUMN
KOMIT IOTep a00 KOHCOJIb Ta 3 3ay4YEHHSIM OJHOTO a00 KiTbKOX IPaBIiB y (i3zuyHe
a00 mepexkese cepenonuine (Frasca, 2001).

Busnauennsi Bimeorpu, Hajmane [. @packoro, MOKJIAaB B OCHOBY CBOIO
nocnimkenuss  Jx. Heioman. [ 0OBHOIO XapakTEpUCTUKOIO, 10 BHU3HAYA€E
BIJIEOTPY, BIH BBaXKa€ MocTaTh rpaBils. OTKe, TAKUM YUHOM, BiIeOrpa, Ha TyMKY
JOCTiAHNKA, € (OPMOIO «BTIICHOTO JOCBITy». Bizeorpa mpomoHye pi3Hi piBHI
IHTEpaKTHBHOCTI, MOXKE€ MaTH eJeMeHTH sk Tpu-ludus, Tak 1 rpu-paidea,
JTO3BOJISIIOYM TPABII0 OpaTU y4yacTh SIK Yy IUIECTIPSIMOBAHIN Tpi, TaK 1 y «BUIbHIN
IrpoBIi  JisbHOCTI». B maHoMy (Qokycli rpa He pO3IJISOaETbCcsl SIK CUCTEMA
0OMEXEHHUX TMpaBWI, a yBara CKOHIIEHTPOBaHa Ha HEOOXIAHOCTI JOCITIIKECHHS
3IaTHOCTI TpaBIsl ITHOPYBAaTH, a 1HOMAI 1 WTH MPOTH 3aayMy relM-au3aiHepa.
['paBentb MOXke poO3pOOISATH TAKTUKY Ta CTPATETiI0, €KCILUTyaTyloud CIa0KOCTI Ta
«ipu» y Tpi, ab0 HaBITH MOOYJyBaTH OCOOKCTY Ipy B MEXKax IrpOBOTO CBITY,
(dbopMyroun BIIACHI JIOAOJIOTIYHI NTpaBuia. biibiie Toro, Taka AediHilis BIACOTpH
BU3HA€E, 110 MEBHI IrpH — ab0 PEXUMU BCEPEIMHI MEBHUX ITOp — po3poOJieHl sK
HEIJIECTIPAMOBaHI «irpoBi Maimanunkm» (Newman, 2021: 28).

Kputukyroun mnornsgu I'. @packu Ta Jlx. Hetomana Tta ix cmocobu 1
niaxoau 1o AcdinitoBaHHsA Bigeorpu, P. bepronce craBuTh HaCcTyITHI MUTaHHS:

1. [IuTaHHS OHTONOTIYHOTO XapaKTepy — YUM BCE-TaKH € Bifeorpa, sIKUM
«Bugom»? I'. @packa BU3HAUA€ BIAEOTPY SK MpPOrpamMHEe 3a0E3MEUCHHS, SKE
3MICTOBHO € EKBIBaJIGHTOM CHUCTEMH, 10 0a3yeTbCs Ha  TpaBWIIaAX,
3aIIPONIOHOBAHUX IS TTo3HaYeHHs rpu JIk. JLKyyinom.

2. Iluranns metu — [. ®packa MeTOW BiJ€OrpH TO3HAYAE PO3BATY.
besnepeuno, came po3Bara € Mo4aTKOBOIO METOIO BiJ€OITPOBOI 1HIAYCTpIi, OJHAK,
11e He poOuTh, Ha TyMKY P. beprosce, 1110 MeTy Ba)KJIMBOIO PUCOIO B1JICOITOp, aJIKe
TE K caMe MO>KHA CKa3aTu 1 Mpo 1HII ay/110-/Bi3yaibHl Meia.

3. Hedinimis I'. dpacku € 3aHAATO HIMPOKOI, HE 3BEPTAIOYM yBaru Ha

IHTepaKTUBHY TpUpoay Bimeoirop. Taky »x nedinimiro, Ha Aymky P. bepronce,
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MOXHa BUKOPHUCTATH Ha TO3HAYECHHS BIPTYaAJBHOTO TiAYy 0 MY3€I0 Ta BiJieo Ha
DVD, amxe BOHM 00MJIBA MOXYTh BBaXKATUCh PO3BAKAIBHUM IPOTPAMHUM
3abesneucHHsM (Bergonse, 2017).

Kputnuno ormiHioroun Taky apryMmenrauito P. bepronce, ciia 3a3HauuTu
HEJIOJIKA Takoi mo3uiii gocaigHuka. CTaBisiud B OJUH PsiA MIIXOAH IIOJI0
nedinimin I'. @packu Ta [x. Hetomana, P. bepronce crtupae pi3Humio y
IEHTPAJbHUX TMOHATTAX 000X JOCHiTHUKIB. Lle He € JoriuHMM 1 BUIpPaBIAHUM,
OCKIJTbKH, B TOM 4ac sk I'. dpacka MOBEpXHEBO OMHUCYE BIAEOITPH SK MPOTpamMHE
3a0e3neuenHs, [Jx. HetoMan QokycyeThcst Ha B3aeMo/I1i rpaBis Ta rpu. Kpim toro,
yitkuii moxin [. @packu Ha Jromosiorito Ta Hapatojorito, ludus ta paidea
JIx. HptoMaH 3aMiHIOE TIOETHAHHAM 1X y €IWHY KOHCTPYKINIO, B MeXaxX SKOl
KOXXEH 3 KOMIIOHEHTIB MOX€ OyTH NpPUCYTHIA B Tik uM iHmii mipi. OTKe,
onHakoBa KkpuTuka P. bepronce naBox pi3HUX BH3HAa4YeHb Ta MIJAXOJIB [0
nediHitoBaHHS Ta aHamizy (QEHOMEHY BIJEOTPU BUIIISAAE JEHIO0 CIPOIICHO-
y3arajabHEHOIO.

I'. ®packa y cBoiit crarti «Ludology Meets Narratology: Similitude and
differences between (video)games and narrative» 4iTKO IEMOHCTPY€E PI3HUIIO Mk
TPOIO ISl TOCSATHEHHS METH Ta ITPOBOIO JISIBHICTIO, sIKa 3I1HCHIOETHCS MPOCTO
JUTS 33710BOJIEHHS. JIOCHITHUK HE JIMIIE 3BEPTA€E yBary Ha HEOOXIIHICTb OKPEMOTO
(JI'OIOIOTIYHOTO) MIAXOMY JJIs aHamizy Tpu, a ¥ TOoJae PO3MEXKyBaHHS,
MONepeHbO  3aKianeHe 1mie M. Tefi3MHroro Ta iHIMMH  JJOCIIiTHHKAMH,
BUKOPHWCTABIIN JIJI1 BJIACHOT METOJMOJIOTIi BUBYCHHS BiJICOTPU MMO3HAYCHHS JBOX
OCHOBHMX KaTEropiil BiJie0oirop JaBHbOTPEbKMMHU MOHATTAME paidea ta ludus. V
CBOEMY JoCiKeHH], ['. dpacka BiJICIIIKYBaB 3B’ 30K MK [TUMU MOHATTIMU Ta iX
AHTJIOMOBHUMH aHajioraMu «play» Ta «gamey.

Tak, 3a I'. ®packoro, paidea e «MapHOTPaTcTBO (i3MYHOI a00 PO3YMOBOI
JISITBHOCTI, sIKa HE Ma€ Hi 6e31mocepeIHb0i KOPUCHOTI METH, Hi BUSHAYCHUX ITIJIeH, 1
€IMHA TPUYMHA SIKOT 1€ 3aJ0BOJICHHS, SKE€ BIAUyBa€ TpaBerb». B cydacHiit
aHTJIACHKIA MOBI LIbOMY BU3HAY€HHIO BIAMOBIAA€ cioBo «play». Bineoirpu, siki

MOXHa BIJHECTH JI0 111€1 KaTeropii, He MalOTh YITKOT'O CIOKETY, IpaBellb TaM MOXKE
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BUTBHO PO3BUBATHChH, CTBOPIOBATH IEBHI pedi, OyayBaTH IIOCh, ajieé cama Tpa
nepeadayae MOXJIUBICTH OpaTd y HIA ydacTh 3apaJd IrpoOBOTO IIpoIeCy Ta
3a3BUYail HE BHUMAarae BiJ TPaBIS JOCATHEHHS TEBHHUX IIJICH IS MPOCYBaHHS
HapatuBoMm rpu. Ilpuxnagom Ttakoi rpu € «MineCrafty, Bimeorpa xaHpy
«micounutsiy. Ludus me ocobGnmBuii Bunx paidea, sKuii BU3HAYAETHCS SIK
«IISUTbHICTh, OpPTaHi30BaHA 3a CHCTEMOIO TPaBWJI, sIKa BHU3HAYA€E TepeMory ado
nopasKy, BHUrpam abo mporpain». B skocTi UntocTpallii Takoro BU3HauyeHHs, [ .
®dpacka HaBOIUTH TaKi MPUKIAAHM Bijeoirop, sk Pac-man, Doom, Mario Bros.,
Myst Tomo (Frasca, Ludology).

Cpoepigauii  miaxin g0 po3rsiay  JediHilmii  BIAEOTPU  IPOIMOHYIOTh
amepukaHcbki gociigHuku Keti Canen ta Epik 3immepman. Y cBoix pobortax,
30kpema y nparli «Rules of Play: Game Design Fundamentals», BoHM BU3Ha4arOTh
BIJICOTPY SIK «CHUCTEMY, B fKIH TIpaBellb Oepe y4acTh y IITy4HOMY KOH(IIKTI, 110
BU3HAYAETHCS TIPABWIIAMH, Ta SIKAHA TMPU3BOIUTH 1O KIIBKICHHX PE3yIbTaTiB»
(Zimmerman, 2003). Ha3BaHi aBTOpH J€TalbHO PO3KPUBAIOTH KOXKEH 3 ACIEKTIB
cBO€1 nedinimii Ta 3a3Ha4a0Th, 110:

1. TToHsATTS rpaBlUs € BaXXJIUBUM TOMY, III0 Tpa — 1€ MIOCh, ¥ 10 OJIUH abo
OUIbIlIE YYaCHUKIB aKTUBHO TPalOTh. ['paBIll B3a€MOMIIOTh 3 CHCTEMOIO TPH IS
OTPUMAaHHS JIOCBIY BiJ TP Y Tpy.

2. lllogo mTyyHOCTI — rpa BIAAIIIEHA Bl TaK 3BAaHOTO «PEATBLHOTO JKUTTSD 1
B MPOCTOpI1, 1 B yaci. Xoya irpu 0e3yMOBHO BiAOYyBalOThCSl BCEPEIUHI PEaIbHOrO
CBITY, IITYYHICTh € OAHIEIO 3 iX BUSHAYAIBHUX PUC.

3. KoHumiKkT — BCl irpu BTUIIOIOTH MPOTUCTOSHHS cwil. lle mpoTucrosHHs
MOKe MpuiiMaTH pi3Hi (GOpMHU — BIJ KOOMepallii A0 3MaraHHs, BiJ OJMHOYHOTO
KOH(JIIIKTY 3 ITPOBOIO CHCTEMOIO JI0 MYJBTHIUICEPHOTO COIIATBLHOTO KOHQIIKTY.
KoH(DiKT € 1ieHTpanbHUM 1715 TPHU.

4. TlpaBwia 3a0€3ne4yOTh CTPYKTYPY, 3 SIKOI BUHHUKAE TPa, OKPECICHHSIM
TOT0, L0 TPaBELlb MOKE POOUTH, a 1110 HE MOXKE.

5. KinbkicHI pe3yJbTaTd — Tpa Mae Iiuib abo pe3ynbTaT, AKI MOXHa

obpaxysaru. Ilig wac miaBeAeHHsS MiACYMKIB TI'pH, TpaBellb abo Burpae, abdo
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nporpae, abo OTpUMY€E MEBHUM YMUCIOBUN paxyHOK. KibKiCHUI pe3ynbTar — 11 Te,
0 3a3BUYail BHUPI3HIE Irpu cepea  MeHIl (GopMaaizoBaHOl  HisSTIBHOCTI
(Zimmerman, 2003: 80).

K. Canen Ta E.3iMMepMaH NOpuIiIsioTh 3HAYHY YBary IMpaBWiaM sk
napameTpy, 0 BH3HAYa€ CTPYKTYPY Bi€OrpU Ta pOOUTH MOKIIMBUM ii aHai3.
HasiBHicTh Takoi cucTtemMu 3a0e3nedye MOXKIUBICTh B3a€EMOJIII, a/Ke TpaBellb Mae
BUKOHYBAaTH MEBHY /10 BIAMOBIJHO JO MpPaBWJ a00 HEXTYIOUM HUMH, SIKIIO 1€
nepeadadyeHo po3pOOHUKOM T'pH 1, BIATOBIIHO, PO3PAaXOBAHO Y MEXkKaxX caMoi IpH.

Baxnusum pocsrHenHsm K. Canen ta E. 3iMmepmana € BBeJACHHSA B
HAyKOBUU JHUCKypcC AediHIIOBaHHS BiJIeOrpy MOHSATTS «kKoHpmikT». Ha meit daxr
3BepTae yBary B cBoOid kputuui 1 P. bepronce. Ilonmpu Tte, mo y cBoeMy
JOCIIJIKEHH] BOHM TMPEACTABISAIOTh KOH(MIIKT AK II0Ch, IO MOXe OyTH SK
KOOIIEpaTUBHOIO, TaK 1 3MarajibHOIO B3aeMojii€to, P. bepronce Kputukye 1o 11€k0
Ta HaBOJUTh MPUKIIAIN BIACOIrOp, MOOYTOBAHUX TAKHUM YMHOM, 110 KOH(IIIKT HE €
iXHBOIO BU3HAYAIBHOIO OCOOJIMBICTIO.

Jlo netanpHO aHamizy npooOsiemu AediHIIOBaHHS BIJEOTPU BIABCS y CBOIU
po6oti «The Definition of Videogames Revisited» I'. TaBinop. Bin cTtaButh
MUTAHHS 1I0JI0 TOTO, HACKUIHKK OOIPYHTOBAHUM € (POPMYBAHHS €JIMHOTO TTOHSITTS
Bimeorpu. Yacto BHU3HAYCHHS TOHSATH BUKOPHCTOBYIOTHCS Yy IOJICHHOMY
CHIJIKyBaHHI, TOMY (popMyBaHHS €IMHOT MediHIIIT Ma€ BIOYBATUCS 3 PO3YMIHHIM
TOTO, HACKIJIBKM BOHA Oyjie MPUNUHATHOKO i OyJEHHOTrO CHUIKYyBaHHA. Takuid
HOMIHAJIBHUM PpO3TJISi[l € BaXJIMBUM Yy BHUIAJKY 3 BIJCOIrpaMH: aKe ICHYE
JIEKUJIbKa BapiaHTIB TMOHSATH, SIKI BUKOPUCTOBYIOTHCS MJisi TIO3HAYEHHS BiJIE€OITOP
abo MeBHOi iX KaTeropii, OJJHaK HE 3aBXAU € CHUHOHIMaMU: KOMIT IOTE€pHI 1rpH,
CJIEKTPOHHI 1irpu, KoHcodbHI irpu, [IK-irpy Ta mnopratuBHi irpu. [loHSTTS
«KOMIT'IOTEpH1 1rpW» 3a3BUYail BUKOPUCTOBYIOTh IS TIO3HAYEHHS Irop Ha
NIEPCOHAIBHOMY KOMIT IOTEpPi, OAHAK II€ MOHATTS HEPIJKO BUKOPHCTOBYETHCS SK
3arajJbHUNA TEPMIH; «EJIEKTPOHHI ITPW» MOXKYTh IMO3HAYATH SK ITPAITKHA, TaK 1
BIJICOITpU; TIOHSATTS  «BIAEOrpa», sKE€ € HalOUIbIl  3arajJbHUM, YacTo

BUKOPUCTOBYETHCS Ha MO3HAYECHHSI KOHCOJBHUX irop Ha X-Box abo PlayStation.
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Cnuparounch Ha JeTalbHUN aHam3 AediHilmiil Bigeorpu, HasSBHUX B
nuckypcei, I'. TapiHop opMyIroe Tak 3BaHy JAW3 IOHKTUBHY JediHIIIIO BiACOTpH:
«X € BiIeOrpol0 SKIIO € apredakToM Ha Bi3yalbHOMY HH(PPOBOMY HOCII,
pU3HayYeHa SK MpeaMeT po3Bar Ta 3ajyMaHa Jijisi 3a0e3MeUeHHs] TaKuX po3Bar 3a
JIOTIOMOT'OI0 OJTHOTO 3 HACTYITHUX PEXKUMIB B3a€MO/I11: B3aEMO/Iis1 Yepe3 paBuia Ta
00’ exkTUBHUY reiMIUIel abo yepe3 iHTepakTuBHY BUraaky» (Tavinor, 2009).

Cripn 3a3Ha4UTH, IO JAHUN JOCIITHUK HE 3yMMHUBCS HA TAKOMY BU3HAYEHHI
1 B mojanbimioMy chopmyBaB Ie OAHY naediHililo Bigeorpu. Bin Ha3BaB ii
EKCIUTIKaTUBHOIO, SIK aJbTEPHATHUBY JU3 IOHKTUBHIN: «X € BIACOTpOIO SIKIIO II€
aptedakt Ha UGPOBOMY HOCIIO, IPU3HAYEHUM /I PO3Bar 1 Ma€ BUCOKHUH PiBEHb
iHTepakTuBHOCT (Tavinor, 2009: 9). 1o aedinimito I'. TaBiHOp Takok Ha3uBae
eCCeHIllaTICTChKO0. BiH 3BepTae yBary Ha cialOki MICIS, HasBHI B HOTO BJIACHUX
nediHimisax, 30KpeMa W Ha Te, IO € BHCOKUM pIBHEM I1HTEPaKTUBHOCTI.
Kputukyroun nany nosuuito, P. bepronce B nepiry yepry cTaBUTh TUTaHHS 110J10
73 FOHKTUBHOCTI JlediHiii (xoua cam ['. TaBiHOp B MojanbiioMy 1 neperisaac ii)
Ta 1I0JI0 TOro, 110 1 poOoTa Ha MG POBOMY HOCII, 1 MPU3HAUCHHS JIJIsl pO3Bar HE €
TOJIOBHHMH PHCaMH BiI€OTPH.

[{ikaBor0O 1010 BU3HAYEHHS TMOHSATTS BIJEOTPHU BUCTYMAE MOJENb
JIx. Jlkyyna, sxa BiIoOpaXkye KIJIACHYHI acCleKTH TpU: OOOPOTHICTh TMOJIIH,
dikcoBaHl mpaBuia, pI3HI pe3yibTaTH, MNPUB’S3Ka TpaBlg JJ0 pPeE3yJbTary,
HEOOX1IHICTh 3yCHJIb TpaBlid. Pa3oM 3 TUM, JOCIIIHUK TaKOX HABOJIUTH MPUKJIIAIN
3 IHAYCTPIi BIACOIrop, 10 MIATBEPAXKYIOTh MOKIIMBICTh HEBIJIIMOBITHOCTI BiI€OTpr
OJIHOMY YU KUTBKOM 3 HABEJIEHUX KPUTEPIiB.

JIx. Jkyyn y cBOiM mpartli JOCHII)KyBaB BIUIMB BIJIEOTPU HA PEabHICTh, ii
3B’SI30K 3 pealbHUM CBITOM, IMpaBWja SK CKJIAIOBY BiJeorpu Ta Te, L0 ii
koHcTpyroe (Juul, 2005). Jlnsg qomoMoru y MOAANBIINX JOCHIKEHHAX BIIECOTPH
Jx. Jbkyynom Oyno copmoBaHo «CIIOBHUK TeOpii BiI€OIrop», B sIKOMY OyJio
MOJIAHO HE JIMIIE P03’ ICHEHHSI CIIeNU(PIYHUX TEPMIHIB, IO CTOCYIOThCS B1IEOITOP,
a 1 nediHilli MOHATH, K1 Y 3araJIbHOMY KOHTEKCTI Ta B KOHTEKCTI BIJIEOIPU MAIOTh

4aCTKOBO a00 IIJIKOM pi3HE 3HAYCHHS.
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3a JIx. JkyynoMm, Bimeorpa CKJIAQIa€eThCs 3 JBOX B3aEMO3B’SI3aHUX
KOMITOHEHTIB: TpaBWJi Ta BuUTagaHoro cBity. P. bepronce He moromxyerbcs 3
BUTAJ@HUM CBITOM SIK CKJIQJIOBOIO 1 CTAaBHUTh MiJ NMUTAHHS T€, HACKIJIBKHA YacTO
BUTAJAHUI Ta MPOJAYMAHHUM CBIT € PUCOIO Bijeorpu. SIK mpukiaj BiH HABOIUTh
Taki irpu, sk CyJoKy, Je HEMae IrpoBOro CBITy sk Takoro. dopmyitoBaHHS
«IrpOBUM CBIT» BiH MparHe 3aMiHUTH CIIOBOM «KOHTEKCT).

[IpoananizyBaBIIM  BU3HAY€HHA  Bigeorpu, Hagani [. @packoro,
K. Kpodpopnom, I'. TaBinopom, K. Canen Tta E.3immepmanom, P.bepronce
cuHTe3ye AeQIHILII0 Ta II'STh NapameTpiB, sKi ii ckiagaroTe. 3a P. bepronce,
BiJleorpa — 1€ peXUM (CIOci0) B3aeMOJIl MIXK TpaBIeM, allapaTHUM MPUCTPOEM 3
CICKTPOHHUM Bi3yallbHUM JHCIIJICEM, MOXXIUBO, 3 IHIIUMHU TPaBISIMHU, IIIO
OMOCEPEIKOBAaHUN 3MICTOBHUM BUIAJIaHUM KOHTEKCTOM Ta MIATPUMYETHCS
€MOLIIMHUM 3B’SI3KOM MIX I'paBLEM Ta Pe3yJbTaTOM HOTO Al B MeXaxX BUraJaHOTO
koHTekcTy (Bergonse, 2017: 235).

o nedinimito P. bepronce posroprae y BuUTIIISAl I'STH OCHOBHUX
TIOJIO’KEHb!

1. Bineorpa — me pexum (cnoci®) B3aeMoAii rpaBls, MPUCTPOIO Ta,
MOXKJIMBO, 1HIITUX TPaBIIiB;

2. [eit pexum (cnocid) omocepeAKOBaHUN BUTAAaHUM KOHTEKCTOM, 3a
JIOTIOMOT'OI0 SIKOTO TpaBellb MPUITUCYE BIACHI 3HAYEHHS (CMUCIIH) 111€1 B3a€MO/IIT,

3. [leii BUramaHuii KOHTEKCT (POPMYETHCS y CBIIOMOCTI I'paBIsl yYepe3
pO3MI3HABaHHA Ta IHTEPHPETALil0 BI3yaJbHUX MAaTTEPHIB HAa EIEKTPOHHOMY
JUCIUIe], TaK camMoO SK 4Yepe3 3B S30K IMX MATTePHIB 3 MISIMU TPaBls, sSKi BIH
BBOJIUTH B MIPUCTPIi 3 BUKOPUCTAHHSIM NEBHOI (DOPMU arnapaTHOT B3AEMO/IIT;

4, Sx Bi3yanbHI MATTEPHU, TaK 1 iX CIIBBIJHOIICHHS 3 MisIMU TPaBIls
BU3HAYAIOTHCA HA0OpOM OO0’ €KTHUBHUX IHCTPYKIIM y BHUIISAI KOMI IOTEPHOTO
KOy, 1110 TIPaIlIO€ Y MIPUCTPOi a00 BOYJOBAHOTO B MIPUCTPIil;

d. B3aemomis nmigkpinieHa eMOMiHIM 3B’ SI3KOM, TIPUB’ I3KOI0 TPABIIS 10

pe3yiabTaTiB HOTo /il y BUrajaHOMy KOHTEKCTI.
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HoBum mormsgoM Ha i7et0 nediHirOBaHHS BIICOITOp € TO3MIIis
JIx. ApmxopanTa, BuciioBiaeHa HUM y 2019 pori B crarti «How to Define Games
and Why We Need to». JIx. ApmkopanTa BKa3zye Ha CIIpHE TBEPIKCHHSI 100
HEJI0OCTaTHBOI KIJTBKOCTI TMOMEpEeAHIX BU3HAuYEHb, 110 poOuTh 3asBy P. bepronce
po noTpedy HOBOI, 3arajibHOI AediHilli XuOHOIO Bija caMoro moyatky. Ha qymky
JIx. Apmxopanta, nmommikoo P. bepronce € Te, mo BiH mpoaHai3yBaB MEBHY
KUIBKICTh KOHIIENTIB, MPOTE HaJaB BIAacHy Je(diHIIII0 Takoo, IO PO3pPHUBAE
B3a€EMO3B 30K MK (DEHOMEHOM Bigeorpu Ta (EHOMEHOM TpU B IJIOMY, a
nediHilis, Ky aBTOp MNPEICTaBIsAB SK 3arajbHy Ta TakKy, IO BpaxOBYeE
BU3HAYAJIbHI PHUCH  BIJIEOTPU, BUSBWIACA PEIYKOBAHOIO JO TEXHIYHUX
XapaKTEPUCTHK Ta XUOHOIO Yepe3 BUKOPUCTAHHS XUOHUX 3aCHOBKIB.

JIx. ApkopanTa 3raaye Takux JIociaigHukiB, sk . boroct, I'. TaBiHop Ta
1H. SIK TIPUKJIJ] TUX, XTO, HA HOT0 JyMKY, HaJaB JIOCTaTHHO BUBAKEHI BUSHAUCHHS
Bizieorpu. [lpukinanoM nmpocToi, 3po3yMUIOl Ta JOPEUYHOI BiH Ha3uBae JediHiIiio,
3anponoHoBaHy y crarti H. Ecmocito: «Bigeorpa me rpa, B SiKy MM TpaemMo
3aBASKH ayJl0BI3yalJbHIN amapaTypl Ta ska Mo)ke 0a3yBaTHCS Ha IMEBHIM 1CTOpPIi»
(Esposito, 2005: 16-20). V taxomy BusHaueHHi H. Ecmocito momae HacTymHi
KIIFOYOB1 acmekTh i nedimimii Bigeorpu: 1) 1me rpa, 2) BoHa moOTpedye
cnenudivHOl arnmapaTypu Ta 3) BOHA MA€ CIOKET YU MEBHY 1CTOPIIO B CBOIN OCHOBI.
Ile miiicHO cmpolleHe BU3HAYEHHS, TaK SIK BOHO HE BPaxOBYE KaHPOBY
MpUHAJEKHICTh Bimeorpu. Hampuknan, Taki >kaHpu, sk (apM-CUMYISTOPH, Ji€
HEOOXI1THO HAKOMWYYBaTH MEBHY KIJIbKICTh PECYPCIB Ta pedeil, MOXKYTh HE MaTH
CIOXKETY, aJI’Ke ICSIKUM TpaBLsIM 3[a€ThCS, 110 B JAHOMY KaHPI 11€ HEAOPEUHO.

[Tormpu cmopomenicts, JIk. Ap/okopaHTa BBaxkae Take jAcediHIIOBaHHS
JOCTATHIM SIK JUIsl OYATKy JUCKYCii, 30KpeMa 3a3Havyarouu Te, 1110 BICYTHICTh THX
YM 1HIIMX Ba)JIMBUX AacCHEKTIB BIICOTPUM B LIbOMY BHU3HAYE€HHI JI03BOJISIE MOrO
JOTIOBHIOBATH.

Cepen 1HIMX IIIXOMIB BUPI3HIETHCS CBOEI CHCTEMHICTIO JOCIIIKCHHS
J1. ApceHo, 110 TaKOX aHaIi3yBaB BiICOrpy SK crenudiuyHuii peHoMeH, 30KpemMa y

CBOEMY po3aui moao Hapatojorii «Narratology» B kHmM31 «The Routledge
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Companion to Video Game Studies». AHami3 0aratboX TEOPETUYHHX JDHKEpen
MPUBOJUTH JOCTITHUKA O AYMKH, 110 XO4Ya BiJeoirpu i edeKTUBHI B 1HTErparii
TpamuiiHux ¢opM omoBiAl y ¢dopMi (inbMy Ta TEKCTy, yHIKajdbHa IrpoBa
MeXaHiKa, IPUCYTHS 3aBASKH MPUPOIl TPU, POOUTH MOKJIHMBHUM OIOBIAbL 1CTOPIM Y
crioci0, HeAOCTYMHHHM 1HmUM Menaia. J. ApceHO CTBepKye, IO JOCIIIHUKU
MalOTh 3ajlydyaTd He JHIIe TPaaulidHI HApaTUBICTChKI MIAXOAM 3 1HIIMX
JUCLUIUTIH IO JOCJIJPKEHHS I'pOBOTO HapaTHBY, a M BPaXOBYBaTH, K YHIKaJIbHI
1HTEPaKTUBHI Ta IPOCTOPOBO-OPIEHTOBAHI aCHEKTH AU3aiiHy BiJ€OIrOp BILIMBAIOTH
Ha HApaTUB PO3POOHWKA Ta JO3BOJIAIOTH TPABISIM CTBOPIOBATH BJIACHI HApPATHBHU
(Andrews, 2017).

VY crarti «A Gameplay Definition through Videogame Classification» ii
aABTOPH IPOIMOHYIOTH 1HIIUN TIIX1, 3arIMOII0I0YNCh Y TOCTIIKEHHS BIACOTpH Ta
30KpeMa reiMIUICIO SIK TIPOLIeCy TPH, 0 YACTKOBO € HAOJIMKEHUM JI0 TEXHIYHOTO
onucy AediHilli, TPOTe T03BOJISIE PO3TISHYTU OKpEeMi AeTali, siki MOTJu OyTH HE
BpaxoBaHi MOMEpPEHIMU KOHIIETITaMH. ABTOPU CTaTTI TaKOX CIUPAIOTHCS HA 1€l
E. 3iMmmepMaHa, mpoTe BOHM BUIUISIOTH Taki BaXJIMBI, HAa iX MOTJISAI, PUCH
BiJICOTPH, 5K «IIEBHI MpaBUjia» Ta «pe3yibTary». [IpaBmiia TyT BH3HAYAIOTHCS SIK
«TI0JIE MOXJIMBUX Hik». IIpoBOAMTBCA aHAIOTisA 13 «MICIEM MOXKJIMBOCTI» Y
K. Canen Tta E. 3iMmmepMaHa, a pe3yslbTaToM MPOIOHOBAHO BBAa)KaTH BCE TE, IO
nocsraeTbest y Tpi. TOOTO 11e TeBHA METa, 3a JIOCATHEHHS SKOi Irpa BBaXKAETHCS
BUTPAHOI0 ab0 MporpaHoro. Pe3ynbTaT 3a1eXuTh Bl IpaBui Ta yMOB rpu. B ganiit
CTaTTI TaKOX PO3TJAAIOTHCS Pi3HI BUAM TPABUI: NpAGUNA MAHINYIAYii, 10
BU3HAYAIOTh, [0 TPaBeIlb MOXKE POOUTH Y TPi; npasuia yiui, O BUSHAYAIOTH I1JIb
TpU; Memanpasuid, 10 BU3HAYAIOTh, SIKUM YMHOM I'pa MOXKe OyTH 3MiHEHa abo
moaudikoBana (Djaouti, 2008).

Cepen 1HIIUX BHUPIZHAETHCS TAKOX KOHICNIT BIJICOIrOp SK «IIIKAaBOTO
BUKJIMKY MOCTMOAepHY». HaBiTh B rayty3i uugpoBux Mesia (hakT BKIIOYEHHS B HUX
BiJICOITOpP MPU3BIB JI0 TOTO, 110 BOHU OyiH Kiacu(}ikoBaH1 sIK TOCTMOJEPHI MeJTia.
[le He AUBHO, SIKIIO BpaxyBaTu Te, 110 TPaBellb y BIEOrpl Mae 0araTo CXOXOoro 3

MOCTMOJIEPHUM aKTHUBHUM crioriisigademM. L{ei akT yyacTti poOUTh BiA€OrpY YUMOCH
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Habararo OLTBIIMM 3a HAOIp MPOTPaMHOTO 3a0E3MEUEHHs, 10 BUKOHYE TEBHUI
anroputMm. ['paBIii He JuIIe B MEBHOMY CEHCI Y3TOJKYIOTh CEHC I'PH, BOHH TaKOX
B3aEMO/IIIOTH 3 HAPATUBOM Ta KEPYIOTh IIPOIIECOM ii MTPOXOKEHHS, BUIO3MIHEHHSI.
[HOMI BOHM HaBITh JUKTYIOTH MOPSAOK, Y SIKOMY ICTOpit0 Oyjae po3KazaHo, KU
Jiajor OyJe po3KpUTO, OOUPaIOTh CTAaTh Ta Pacy IrPOBOTO MEPCOHAXKA TOIIIO.

Takoro yyacTio Ta peKOHCTPYKIIEIO TpaBelb GaKTUYHO MOPYIIYE YCTAICHY
Ccy0’eKT-00’€KTHY  TMO3MII0, THM CaMUM HAOMMKAIO4YM  BIJEOITPH  JIO
MOCTMOJICPHICTCHKOTO  po3yMiHHS. [le 3mutTss mo3umiid cy0’ekT-00’€kTa B
BiJICOIrpax SBISETbCS BU3HAYHUM, OCKUIBKUA JIO3BOJISE JIIOAWHI 3 OLIBIIOIO
CBOOOJIOI0 PO3BUBATU PO3YMIHHS Ta (OpPMYBaTH I1ACHTHUYHICTh 3aco0aMu TpH.
3aBIsSKH B3a€EMO/I1 IPaBellb CTBOPIOE CBOI HEBEJIMKI HAPATHUBH, SIK1 3 IBJISIFOTHCS Ta
MOCTAIOTh BIAMIHHUMH Bia 3anymy xynoxHuka (Patel, 2015). Takum unHOM,
BiJleorpa MOXke OyTH KOHIIENTyaldi30BaHa $K EBOJIIOIIS IMOCTMOJEPHICTCHKOTO
aKTUBHOTO CHOIIsAa4ya, 1Mo Oepe Ta KOHCTPYIOE CBOi CMHCIM Ta HApaTUBU 3
IPOJYKTY KYJBTYPH.

OcoOnuBHii MiAX1 AEMOHCTPY€E BIIOMHUI JOCHIIHUK Bineoirop SAH borocr.
3a 1. borocToM, Biaeoirpu — 1ie 00UHCIIIOBaNIbHI apTedaKkTH, 1 PO3YMIHHS SIKUX
noTpiOHE MIOHAWMEHIIIE YacTKOBE PO3YMIHHS apXiTeKTypu Komm torepa. Bin
(GoKyCyeTbcsl Ha MPOTpaMHIA YAaCTUHI BIJEOTPU Ta il B3aEMOJIl 3 amapaTHOIO
CKJIQJIOBOIO Ta 3a3HAyae, 110, 3 HOro TOYKH 30pY, TAKUHU IMIIX1]] BUCTYIIA€ IIBUIIIE
«HAYKOBHM HATypali3MOM», HIXK «TEXHIYHHM JI€TEPMIHI3MOM», y SKOMY
3BUHYBaUyIOTh NPUXWIBHUKIB 1boro miaxoxy. ua f. borocra, «game studiesy,
TaKUM YWHOM, — II€ HE JIMIIE JOCIIHPKEHHS «B1I€OIrop-isi-TpaBiid ado mpaBuil-
Ui iropy, 1€, MIBUAIIE, JOCHTIIKCHHS «KOMI I0Tepa-Iisa-PaBi» TOIIO, IO
pobutsh «game studies» cheporo MOCHIKEHHS TPU HE JIUIIE IS JIIOAWHY, a W JIs
Ipouecopa, MWHU JJIs KapTPUIKa, CoKUBada Tomo. Takum ynHoM, f. boroct He
npornarye peyKyBaTH BiJICOITPH O TEXHIYHOT CKJIaJIOBOI, OJTHAK 3BEpPTaE yBary Ha
T€, 110, OKPIM T'PH Ta TPaBIIs, HA SKUX TaK Y 1HAKIIE (POKYCYIOThCS TOCTIIHUKH, €
«moch 1mie». BiH  BIIMOBIAETBCSA BiJ OIMOCEpeAKyBaHHS (EHOMEHy uepes

BIJIHOCHHM Ta B3a€EMOJIII0, Ta 3BEPTAEThCA J0 KOHIENTy «Oe3nany» b. Jlarypa ta
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aymok Jlx. Jlo. Bigeoirpu nns . borocta € Oesnmagom, Habarato MeEHI
CTpyKTypoBaHuM, HiK Oesnman b. Jlatypa, 1 meit Oesmam He Bapto Oyno ©
HaMaraTucs CTpyKTypyBaTH HaBiTh K10 6 1ie 0yso moxiausuM (Bogost, 2009).

[ixaBuMm € pocaimkenns JI. Konxkaka, sikuii 3BepTae yBary Ha Te, 110 OIHUC
(¢beHOMEHY BiJICOTpH Ma€ BiAOYBaTHUCh 3 JBOX TOYOK 30py — aJK€ BIJICOIrpU
(KOMIT’IOTEpHI IrpW) CKIAAAlOTBCS 3 JBOX pI3HUX PIBHIB: a) BIPTyaJabHOTO
npocTopy Ta 0) «maiiganuuky» rpu (playground). Lli nBa piBHI npu crnenupiaHUX
yMOBax KOMOIHYIOTbCS, aje 3a3BU4ail € po3auieHuMHu. CX0XKy CUTYyallito, Ha JYMKY
JI. Konkaka, MOXHa KOHCTaTyBaTM y rpl B maxu. [lomka Ta ¢irypu
PENpe3eHTyI0Th BIpTyaJbHUM MPOCTIp 3 WOTO BIIAaCHOIO JIoTiKOK0. [lomika, ¢irypu
Ta J[Ba IpaBlid, 110 PO3TAIIOBAHI Y MPOCTOPI, € YaCTUHAMHU 1rpoBoi miont. {1 aBa
PIBHI, 3BICHO, B3a€MOJIIOTh, aJIc¢ BOHU BCE OJIHO 3AIMINAIOTHCS PO3AUICHUMU. Mu
MOKEMO CKOHLEHTPYBATHCS JIMILIE HAa OJHIM 3 yacTUH. SKio Mu pokycyeMocs Ha
BIPTyaJIbHOMY MPOCTOpPI, MU 3MOXEMO IO0AYUTH €CTETUKY Ta YSIBHUU CBIT
BIJICOTPH, SIKIIO K yBara NpuiIeHa IUIONIl I'pU, MU CIIOCTEPIraTUMEMO KYJbTYpY,
chopmoBany HaBkoJio Bifeoirop. Lli aBa piBHi, 3a JI. KonxxakoM, € (pakTUIHO «JIB1
CTOPOHU OJIHIET MOHETHY.

JI. Komxak He mae npsiMoi AediHiiii Bi€Orpy, OAHAK MPOBOJUTH aHATI3 3a
HACTYITHUMU TapaMeTpaMu: anapaTtHe 3a0e3MeUYeHHs], BUKOPUCTAHE IS BiI€OTPH;
IporpaMHHMM Ko, (YHKIIIOHAJIBHICTh, JO SKOi BiH BIJHOCHTH JIHWHAMIKY,
BU3HAYEHICTh, MEPEXIAHICTh, MNEPCIEKTUBY, JOCTYI, MOCWIAHHS Ta (QYHKI1
KOPHUCTYBaua; TelMIuield; CMUCIH; pedEepeHTHICTh; COLIOKYJIbTYPHUN ACHEKT K
B3a€EMO/III0 MK BcimMa yuacHukamu rpu (Konzack, 2002).

Jlo aHamizy HasgBHUX y HAyKOBOMY JHUCKYypCl AeQiHILIi Tpu BHAETHC Y
cBoiil kuu3i «The Art of Game Design: A book of lenses» Jx. Hlenn, ogHoyacHo
CTaBJIIYM ITUTAHHS IIOAO0 TOTO, UM 1€ HACTLIBLKH HEOOX1THO — TOYHO JediHitoBaTH
BiJleorpy. JlocmiIHUKOM 3anpOIOHOBAHI1 10 PO3TIISAY YOTUPU Oa30BUX €IEMEHTH, 3

SIKUX CKJIAJIa€ThCS BiJIEOrpa.

25



1. IlepmmM TakuM €IEMEHTOM € «MeXaHikay. Jlo MeXaHIKh BITHOCSTHCS
npolielypa Ta mpaBuia rpu. MexaHika onucye MeTy T'pH, T€, SIK TpaBlll MOXKYTh Ta
HE MOXYTb 1i JOCSITH, 110 CTAHETHCS, SKIIO BOHU CIPOOYIOTh.

2. Icropis. Lle mociioBHICTh TOAIH, IO PO3ropTaroThes y rpi. BoHa mMoxke
OyTH JIHIMHOIO 1 TMOIEPeIHbO MPOINHUCaHO, abo AMMTHCA Ha TUkU. Komwm
PO3POOHMK XOue€ po3Ka3aTH ICTOPII0 4Yepe3 TPy, BIH Mae OOMpaTH MEXaHIKH, SIKI
MOCHJISIT 1ICTOPIIO 1 I03BOJIATH il BTUIMTHUCS Y TPI.

3. Ecretuka. Lle Te, sKMM 4YMHOM rpa BUIJISAE, 3BYUHTh, IKa BOHA HA CMAK,
HIOX Ta JOTHK. B refiMan3aiiti, eCTeTHKA € JYy»K€ BOXKIJIMBUM KOMIIOHEHTOM, aJIKe
BOHA HAIPsIMY BIIHOCUTbBCS 1O IFPOBOTO JIOCBIY, 3aHYPEHHS Y TPy .

4. Texuonoris. ILle Bci Marepianu Ta B3aEMOJIA, Kl poOJATH Ipy
MOXJIMBOIO. Came TEXHOJIOTISl pOOUTH SIKICh Pedl MOMJIMBUMHU, a SIKICh 3a00pOHSsIE
(Schell, 2014: 52).

Etnuny Ta MopanbsHy ckiagoBy Bigeoirop pochimpkye M. Cikapr. Bin
3a3Hayae HacTymnHe: «KoMm’toTepHi irpu — 116 KOMIUIEKCHI KYyJIbTYypHI 00’ €KTH:
BOHHU MalOTh IPAaBWJIA, 10 BU3HAYAIOTh MOBEIHKY, BOHU CTBOPIOIOTH IrPOBI CBITH
3 HIHHOCTAMHM mif 4yac rpw» (Sicart, 2009: 4). TyT TakoX NpUILISETHCA yBara
OpaBUjiaM, $IKI PETYJIOIOTh TOBEIIHKY TIpaBlsl, OJHAK JOJAEThCS MapaMmeTp
NEBHOTO BIPTYaJbHOTO CBITY, SIKMM CTBOPIOE Tpa Ta SAKUHA MOXKE JOKOPIHHO
BIJIPI3HSTHCS BiJ] peabHOTO CBITY.

Poznoruii nepenik nediHir0I0UMX XapakTepucTuk Bigeorpu nae J[x. [Taaco-
Panrtana y cBoiii kauu3i «Legitimacy of Videogames as a Form of Arty. Cepen Hux
BIH Ha3MBAa€ HACTYIIHI:

1. Komm’roTepHe 00s1aJHaHHS, SIKe BAKOPUCTOBYE ay/110B13yaJIbHUI anapar;

2. B3zaemosist TpaBIiiB, 110 BIJTUBAE HA PE3YJIbTAT;

3. Jlesiki pe3yabTaTH BBAXKAIOThCS OaKaHUMU;

4. Hagae 3maranbHy Ta/a00 €CTETUYHY PEaKilio;

5. IIpoOymxye eMoIiOHAEHUHN BIJITYK;

6. lunaMiyHa cucTemMa paBu;

7. la€ BiIUyTTs 3aHYypEHHS;

26



8. JloOpoBiIbHA MISUTEHICTD;

9. Hacto mae HapatuB (Paaso-Rantala, 2016: 14).

[Tepemik UX puUC € MOBOJII KOMIUIEKCHUM, OJTHAK Y BUMAAKY aediHimii 3 ix
BUKOPUCTAHHSAM, TIOCTA€ MTUTAHHS, YU CIPaBJil BOHU € BU3HAYAJILHUMU JJIs SIBUILA
B1JICOTPH.

Hocnignuku E. Aapcer ta I'. Kamnes, sk 1 [x. ApmkxopanTa, He BOa4aroTh
MO>KJIMBUM Ta HEOOXIJHUM HaJlaBaHHS €JMHOTO 3arajilbHOr0 BU3HAYECHHS T'PH Ta,
BIMMOBITHO, Bimeorpu. [loHATTS «Tpay, «redMITIeH» BOHHU  BBAXKAIOTh
JTUCKYPCUBHUMHU OTI€paIlisIMK, IO BUKOPHUCTOBYIOTh Ha TIO3HAYCHHS IIEBHHUX
00’€KTIB Ta MPaKTUK. ['0JIOBHUM 181 17IeHTU(IKAIT JIFO0JIO0TIYHOT TEPCIEKTUBH €
1H(popManis MOA0 TOro, IO MEBHUH (PEHOMEH KidepMmenia € «IHJ0JIOTTYHUMY,
TOOTO IrpoBUM. TakuM YHMHOM, BBaXKalOTh aBTOPH JaHOI i1ei, 3aMicTh AchiHIIIT
NOTPIOHO TPOCTO BKA3aTU Ha JAUCKYPCUBHY MPAKTUKY, 3TITHO 3 SIKOIO SIBUIIE
MO3HAYAETHCSA CaMe TaKMM YMHOM. MU HE MOXEMO CKa3aTH, CTBEPKYIOTh BOHH,
YU SBUIIE «HACIPABl € TPOIO», aJIKE «II€ HE T€, 10 MU MOKEMO BU3HAYUTH, TaK
SK HE MOXXEMO BHW3HAYUTH, UM € YHUECh TMOYYTTS «CIPABKHBOI JFOOOB IO,
«CIIPaBXHBOIO MPOBHHOIO» TOIIO» (Aarseth, 2015).

[TincymoByr04H, 3a3HaYMMO, 10 HABEJIEHI PI3HOMAaHITHI AediHilii Biaeorpu
€ KOMITJICKCHIMHM, OJHAK BOHHM HE OXOIUTIOIOTH BECh 0OCAT IBOTO SIBUIA Ta HE
PO3KPHUBAIOTH MOBHICTIO HOro ocobnauBocTi. YacTrHa 3 HaBeaeHUX AcdiHININA Mae
CHIJIBHI PUCH, OJHAK IIi PUCH HE € TAKMMHU, 1[0 MOKYTh HaJIaTH [IMM BU3HAYCHHIM
CTaTyC 3arajbHONPUUHATHX. Pucamu, siKki mpuTaMaHHi OUIBIIOCTI AeQIHILINA, €:
IHTEPaKTUBHICTh (B3a€MOJisi) 3 TpaBiieM; (opMallbHa CHCTEMa, 3aCHOBaHA Ha

MpaBUJIax; «BUTAJaHUI» KOHTEKCT; HEOOX1HICTh TEXHIYHOTO 3a0e3MeUeHHS.
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Bioomocmi npo aemopis

Cemen ABPAMOBUY, noktop ¢imonorivHux Hayk, mpodecop, mpodecop
Kadeapu CIoB’STHCHKOI (ionorii Ta 3araapHOTO MOBO3HABCTBa, Kam’sHelb-
[Tominbebkuit yHiBepcuTeT iMeHi IBana Orienka

Omnexcannp 'OPBAHD, noktop dinocodebkux Hayk, mpodecop, 3aBigyBay
kadenporo dimocodii Ta pemirie3HaBcTBa, KHUIBCHKHN CTOJMYHHUN YHIBEPCUTET
iMeH1 bopuca I'piHueHKa.

Onexciii KAJTAIIHIK, kanauaar gpiiocopchbkux Hayk, CTapIIdid BUKIaaad
Kadeapu KyJIbTypoJioTii Ta 3apyOlkHOI JiTepaTypu, XMeJIbHULIbKA T'yMaHITapHO-
Ieaaroriyia akajaeMis

Mapis MAJIELIBKA, marictp dutocodii

Ceitnana [IIPOIIIEHKO, xanaunat ¢igoJioriyHUX HayK, JOLIEHT, JOIEHT
Kadeapu KyJbTypoJIoTii Ta 3apyOiHOI JiTepaTypu, XMeJIbHUIIbKA T'yMaHITapHO-
rearoriyga akaaemis

Ipuna CJIOHEBCBKA, xanguaatr ¢inocopcbkux  HayK, JOICHT,
3aBiyBavka Kadeapu KyJIbTypoJorii Ta 3apyOikHOI JiTepaTypu, XMeJIbHHIIbKA

ryMaHITapHO-TIeJaroriyHa akajaemis

Amnna XOIITAP, kanauaaTt Gpiaog0oriyHUX HayK, JOIEHT, JIeKaH (aKyJIbTeTy
1Ho3eMHOi (utonorii, Kam’sneups-Iloainscekuii yHiBepeuTeT iMeH1 [Bana OrieHka

Anna UETICJIEBA, MaricTp KyJbTypOJori

Mapis UIKAPBKOBA, noktop ¢dinocodcrkux Hayk, nmpodecop, nmpodecop

kadeapu dimocodii Ta KynbTyposorii, YepHiBelbKUI HAI[IOHATILHUIA YHIBEPCUTET
imeHi FOpis deapkoBrya
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