ISSN 2076-1554

§3’€3@@@@@@@@@@@@@@@@@@g
R

-3 auioHanbHUM NeparoriyHUM yHiBepcuTeT
E‘& e imeHi M. I'ﬁ ﬂparomaH)c,)Ba P g%
gg BI'O YkpaiHCcbKa akagemisi HaykK g%
§a BuaaBHuuTtBo «linesa» ea
2 &
2 &
: y &
2 fz &2
Ce
% HayKosuii 6icHUK, g
Ce
&2 R
&2 R
&2 R
&2 R
&2 R
g Bunyck 146 (Ne 7) gg
? Y. 2. dinocodcbkKi Hayku ea
&2 &
: :
%3 Kuiis — 2019 S
&

>
A ACHACAIENIE



ISSN 2076-1554

30ipHuK 3acHoBaHo 2004 poxy. Buxia 3 ApyKy — lIOMiCAYHO |

daxoBe BUOaHHA
3 chinocodpcbkMx, NONITUYHUX HayK 3aTBepaKeHO Haka3om MiHicTepcTBa OCBITHM | Hayku YKkpaiHu
Ne 747 8i0 13 nunHs 2015 p.

CBIJIOLTBO MPO JEPKaBHY PEECTPALLIIO JAPYKOBAHOTO 3aC00y
MacoBoi iHpopmaril: cepis KB Ne 22632-1253211P Bix 24 kBiths 2017 poky

Jpykyemuca 3a pimiennam:
Buewnoi pagu HauionansHoro nenaroriqnoro yniepeurety iMeni M. I1. Jlparomanosa
(npomoxkon Ne 15 6io 27 uepensa 2019 p.)

30ipHHK BXOAMTD 10 Mi>kHApOAHUX (a3
Google Scholar; Index Copernicus (ITosbuia); EBSCO Publishing, Inc. (USA); SIS (Scientific Indexing Services) (USA); InfoBase Index (Inzis).

led — penakrop:
Angpymenko B. IL., 1—p dinoc. Hayk, npod.,wien — kop. HAH VYkpaiun, akax. HAITH Yipainu (Ykpaina, Kuis, HITY
im. M. I1. /IlparomanoBa)

TonoBHuMii perakTop:
Bamxkesnu B. M., 1—p dinoc. Hayk, npod. (Ykpaina, Kuis, HITY im. M. I1. JIparomanosa)

CuiBpenakropu:
Kusiiok O. I1., 1—p ¢inoc. Hayk, npod. (Ykpaina, Kuis, HITY im. M. I1. /lparomanoBa)
Myasip B. 1., 1—p ¢inoc. Hayk, npo¢. (Ykpaina, XXutomup)

Penakuiiina papa:

Amnppymenxo B. I1., 1—p ¢inoc. Hayk, npod., uinen — kop. HAH Vkpainu, akax. HAITH VYkpainn (Ykpaina, Kuis, HITY
iM. M. I1. /IparomanoBa)

BamkeBuu B. M., 1—p dinoc. Hayk, npod. (Ykpaina, Kuis, HITY im. M. I1. /Iparomanosa)
3esenkoB A. L., 1—p dinoc. nayk, npod. (binopycs, Mincbk)

Kousecnuk B. ®@., 1—p ict. Hayk, npod., wien-kop. HAH Vkpainu (Vkpaina, Kui)
Mup3saxanss P., 1—p ict. Hayk, npod. (Apmenis, €peBaH)

Muxaapuenko M. L., 1—p dinoc. Hayk, npod., €wieH — kop. HAH VYkpainu (Ykpaina, Kuis)
Pagansceknii O. O., 1—p icT. Hayk, nmpod. (Ykpaina, Kuis)

Caseasbes B. JL., 1—p ict. Hayk, npod. (Vkpaina, Kuis, HITY im. M. I1. [Iparomanosa)
Counarenko B. ®., 1—p ict. Hayk, npod., wieH-kop. HAH Vkpainu (Ykpaina, Kuis)
Cremuxo M. T., 1—p dinoc. nayk, npod. (Ykpaina, Kuis)

Pepakuiiina kouerisi 3 ¢pijiocopcbKUX HayK:
Abacos A. C., 1-p ¢inoc. Hayk, npod. (AzepOaiimxkan, baky)
Bazaayk O. O., 1—p ¢inoc. Hayk, npod. (Ykpaina, Kui)
Bex B. I1., 1—p ¢inoc. nayk, npod. (Ykpaina, Kuis, HITY im. M. I1. /lparomasoBa)
Boponkosa B. I, 1—p dinoc. nayk, mpod. (Ykpaina, 3anopizks)
I'epacumoBa E. M., 1—p dinoc. Hayk, npod. (Yrpaina, Kuis, HITY im. M. I1. JIparomanosa)
Tap6ap I. A., 1—p ¢inoc. Hayk, npod. (Ykpaina, Mukonais)
JzBinuyk 1. L., i—p dinoc. nayk, npod. (Yrpaina, [Bano-DpaHKiBCbK)
Kanbko B. O., 1—p dinoc. Hayk, npod. (Yrpaina, Kuis, HITY im. M. I1. [Iparomanosa)
Kukxo T. A., 1—p dinoc. Hayk, npod. (Ykpaina, Kuis, HITY im. M. I1. JIparomanosa)
Kyuenax C. B., 1—p dinoc. Hayk, npod. (Ykpaina, [lonrasa)
Mpuxkomaiiuak A., 1—p xa6initoBanuit, npod. (ITonpia, ITo3Hanb)
Omninko O. ®., 1—p TexH. Hayk, npod. (Ykpaina, Kuis)
Caupunenko /1. B., 1-p dinoc. Hayk, mou. (Ykpaina, Kuig, HITY im. M. I1. JlparomanoBa)
Tepemummii C. O., 1-p dinoc. Hayk, nou. (Ykpaina, Kuis, HITY im. M. I1. [lparomanosa)
Temaas C., 1—p dinoc. Hayk, npod. (IToxbima, buaromnr)
Xanamenauk B. B., 1—p dinoc. nayk, npo¢. (Ykpaina, Kuis, HITY im. M. I1. JIparomanosa)
slmanos C. M., 1—p nea. Hayk, npod. (Ykpaina, Kuis, HITY im. M. I1. Jl[paromanoBa)

linesi: naykoBuii Bicuuk. — K. : «BugaBuunuro «inzes», 2019. — Bun. 146 (Ne 7). Y. 2. ®inocodcebki Haykm.
— 144 c.

Konmernist 30ipHuka Oa3yeTbcsi Ha 0araToIyIaHOBOMY HAayKOBOMY BHCBITJIIEHHI HPOOJEM Cy4acHOI HayKH B yMax MOJIKYJIBTYPHOTO
mrobamizamiifHoro cycminbctBa. OCHOBHI PYOPUKH OXOIUTIOIOTH Taly3i iCTOPHYHHX, (IIOCO(PCHKHX Ta IONITHYHHX HayK. Po3paxoBanmii Ha
(haxiBI[iB 'yMaHiTapHUX Ta COL[IAJIbHO-TIOJIITHYHUX HaYK.

© PepakuiiHa koneris, 2019

© Astopwu cTtaTten, 2019

© HaujioHanbHWiA negaroriyHnin yHiBepcuteT
imeni M. N.[iparomarosa, 2019

© BI'O YkpaiHcbka akagemisi Hayk, 2019



Tiresa

PIJIOCOPCBHKI HAYKHN

Bunyck 146

VIK 316.7
URBAN TOPOS IN VIDEOGAMES
TOMOC MICTA B BIQEOITPAX

Horban O.,

Doctor of Philosophical Sciences, Professor,
Borys Grinchenko Kyiv University (Kyiv, Ukraine),
e-mail: som_org@ukr.net

Maletska M.,
Bachelor of Philosophy, Borys Grinchenko Kyiv
University (Kyiv, Ukraine), e-mail: som_org@ukr.net

Chesnokov V.,

Postgraduate student of Philosophy, Borys
Grinchenko Kyiv University (Kyiv, Ukraine),
e—-mail: som_org@ukr.net

lop6ane O.,

0okmop ghinocopcbKux Hayk, npogpecop,
Kuiscbkul yHisepcumem im. bopuca IpiH4eHka
(Kuis, Ykpaita), e-mail: som_org@ukr.net

Maneybka M.,

6akanasp ginocoii, Kuiscokuti yHisepcumem
im. bopuca IpinyeHka (Kuie, YkpaiHay),

e-mail: som_org@ukr.net

YecHokoe B.,
acnipaam, Kuiscekut yHigsepcumem im. bopuca
IpiHyerka (Kuis, YkpaiHa), e-mail: som_org@ukr.net

In the article, videogames as the specific phenomenon of modern social
reality based on the specific way of human activity are disclosed. Creating
virtual world, videogame often copy and or create unique state of virtuality
borderline with the material world which includes replication, specific
reflection and copies of real places and objects that have their features and
rules of functioning.

The analysis of the components and symbols of the videogame space
is important to understanding the influence of videogames on human
consciousness and social relations. City may be one of the objects of
videogame or the background for game actions. It is not only simple space
inside other space; city and videogame may be considered complicated system
of complex phenomena in their relations.

The urban topos is the dominant of the city space, space continuum of the
city text. The analysis of the urban topoi existing in videogames is important
for the systematical researches of videogames as sociocultural phenomenon.
Examining of topoi in videogames is also actual for the urbanistic researches,
because considering the urban topoi as a part of virtual space may define
further researches of the place and meaning of the city in modern society.

Analyzing classical concepts of the «topos» and «locus», authors of
the article adopt the concept of urban topos as a «cultural and historical
organismy, which is constantly in the space of dynamics and development,
which has its «anatomy», «physiology» and «souly, to the concept of the
urban topos in videogames.

In conclusion, it is stated that there are at least two kinds of reflection
of the urban topos in videogames: 1) reflection of the topos correlating with
the real one, 2) topos unusual to the real understanding of it. With the help
of the games of the first category we can understand the real city as well;
videogames belonging to the second category may be helpful in experiments
with different simulations.

Keywords: game, videogame, city, «common place», topos, locus,
videogame topos, setting, virtual reality, virtual space.

Posensinymo ocobnusuil gheromen cyuachoi coyianbHol pearbHocmi, wo
basyemocs Ha cneyughiunomy cnocobi n00cvkoi Oisnbrocmi, — eideoiepu.
Bioeoepa, cmeoproiouu  eipmyanvHuii  cim, 4acmo KORIOE Hu  HABINMb
CMBOPIOE YHIKAbHULL CIAH NOSPAHUYHOL 8IPMYATbHOCH 3 MAmMepiaibHuM
ceimom, wjo Kmouac 6 cebe GiOMeopens, cneyugiune 8i0o6paxcenns ma
KONII0B8AHHS PeabHUX MiCYb ma 06 '€Kmie, uo Mawms ceoi ocobiusocmi ma
npasuia QyHKYIOHYEaHHs:.

Ananiz komMnonenmis ma cumeonie npocmopy 6i0eoicop eaxciueutl O
PO3VYMIHHS 6NAUBY 8I0€0I20p HA HOOCHKY CBIOOMICIb MA COYIANbHI BIOHOCUHU.
Micmo moorce gucmynamu 6 sakocmi 00H020 3 00 'ckmie abo gomny ons Oitl y
sideoiepax. Lle ne npocmo npocmip 6cepeouni iHwo2o npocmopy; Micmo 6
8I0€02Pi MOMCHA 86AANCAMU CKIAOHOIO CUCIEMOIO A8UWY Y IX B3AEMO38 'S3KY.

36ipHuK HaykoBux npaupb «lines: HaykoBUIA BICHWK»

Tonoc micma € OOMIHAHMOW MICbKO20 HPOCHOPY, HPOCHIOPOGO20
KOHMUHYyMy Micbkoeo mekcmy. Auaniz monocy micma, wo HAasA6HI 6
8ideoizpax, 8aNCIUBULL OISl KOMIAEKCHUX CUCTEMHUX O0CHIOMNCeHb 8i0e0icop
AK COYIOKYIbMYPHO20 (heromeny. Jocniodcens monocy 6 8ideoicpax markoic
aKmyanvHo On8 YPOAHICMUYHUX OO0CAIONHCEHb, OCKIIbKU PO327A0 MONOCY
Micma AK 4acmuHu  GIPMYATbHO20 NPOCMOPY MOJCE BUSHAYUMU  ULIAX
NOOANLULUX OOCTIOINCEHD MICYS MA 3HAYEHHS MICIA 6 CYYACHOMY COYIYMI.

Ananizyiouu  xaacuumi - Konyenmu  «monocy» i «IOKyc», agmopu
cmammi adanmytoms konyenyiro M. Anyugheposa wooo monocy micma
AK  «KYIbMYPHO—ICIMOPUYHO20 — OP2AHIZMY» 3 GIACHUMU  «AHAMOMIEION,
«isionozieon ma «oyweoy ma Micys, sKe ROCMINHO 3HAXOOUMbCA 6
npocmopi OuHAMIKU Ma po36UMKY, 00 KOHYenmy monocy micma y eioeoiepax.

3pobaeno 6ucno6oK w000 HAABHOCHI 080X UI8 8I0OOPAdICEHHS MONOCY
micma 6 gideoicpax: 1) 6i006pajxcenns, wo KOpenoemvcs 3 pearbHuM
ma 2) monoc, ne3euunull 0N PO3YMIHHA 6 peanrbHoCmi. 3 00NOM02010 i20p
nepuioi kame2opii MOJICHA 3pO3YMIMU MAKOIIC CAPABIICHE MICMO, i2pu Opy2oi
Kamezopii Modcyms cmamu 6 Ha200i 8 eKCnepuMenmax 3 CuMmyisayicio ma
Mooenami.

Kniouosi cnosa: epa, sioeozpa, micmo, «cniivhe micye», monoc, 10Kyc,
monoc gideoepu, cemmine, 6ipMmyaibHa pearbHiCmb, 8ipMYanrbHUli RPOCMIp.

(cmammsi OpyKyEmMbCsi MOBOIO OPUSIHATLY)

Problem statement. The modernity is characterized
with the processes of wide informatization and
virtualization. Human life is taking place in both
real and virtual spaces, which are still perceived as
new and unusual for human consciousness. Virtual
spaces are formed not merely alongside with real,
they are interwoven into real. Social life depends on
the technical progress even more than in past times.
Virtual reality is also making material reality more
complicated. It influences on the perception of social
and cultural relations, views on politics etc. Specific
reflections and copies of real places and objects appear
inside virtual spaces; these objects have their own
specific features and rules of functioning.

Videogames are new specific phenomenon which
has become widely popular and actual for last twenty
years. The number of people interested in videogames
one way or another is increasing annually [10].
Videogames are complex phenomenon that has the
special position among other products of culture and
media. They also form their own place with objects
which have special game sense inside the virtual
reality. The specificity of videogames is caused by
the complexity of this phenomenon. Videogames
are games and understanding of this game nature is
important to differ them from other culture products,
as literature and films. In videogames real and virtual
stop being opposite categories and increasingly
become parts of a single continuum, in which we find
people, their communication practices and their acts of
social life. Players are more than users, they become
spect—authors, themselves producers of the game’s
contents, and the game becomes more and more
experience [9, c. 51].

The analysis of components and symbols of the
videogame space is important to understand the
influence of videogames on human consciousness and
social relations. The city may appear as one of the
objects or as the background for videogame actions.
It is not only a simple space inside other space; the
city and videogame may be considered a system of
complex phenomena in their connection. The city
appears as center of many dimensions of modern life.
The space of the city deserves special study from the
point of view of postnonclassical ontological views.
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This space is closely connected with social space
as a socially developed part of the space of nature,
although it has certain specific features, with the
space of culture, with the living space. Unlike natural,
urban space has a special structure, subordinate to the
tasks and functions of human activity. The territorial
and geographic ties of individual social institutions
within urban space are traditionally correlated with
the order of organization of city life. The city in any
of its manifestations and incarnations is, first of all,
an organization, and, therefore, implies the existence
of a certain spatial and temporal order. Sacred, social
and private forms of city life are always correlated
in a strictly defined way, forming their own complex
structure.

The city, even the huge one, always is a spatial and
temporal singularity, a geographical and topographical
feature, a special point with which a certain
mythology, sacred construction, existential experience
is connected. The city is always associated with the
circulation, repetition, cycle, period. And it, even
the smallest one, always is a center that has a certain
neighborhood. The city is associated with a certain
spatial expansion, it «stretches tentacles» farther and
farther away, it is a spatially developing structure.
Unlike other settlements, urban space always has a
significant vertical component, the city is growing not
only far and wide, but also up.

Speaking about the city it is necessary to introduce
multi-level meanings of the concept of «space»: space
as physical, geographical, topological, social and
cultural spaces [18, c. 73]. Videogame spaces may
be characterized with the same meanings and terms.
The urban topos is the dominant of the city space,
space continuum of the city text. Contemporary man
is a citizen of chaotic, complex life times and spaces,
moving in daily labyrinths like a videogamer intent on
passing tests, overcoming obstacles, solving riddles,
dominating fear and anxiety over not being able to
dominate it, not able to create feather and wax wings
like Daedalus to escape from the closing path [9, c. 50].
Real cities are imagining more and more fictitious ones,
and real citizens are more and more at ease when passing
from one to the other: is the citizen’s identity becoming
blended? As Herz wonders, are videogames, «on—line
games, metaphors of human experience? And if so,
where does the metaphor stop?» [5]. The analysis of the
topos of the city present in videogames is important for
further researches on videogames as social and cultural
phenomenon. It is also actual for urban studies because
considering the topos of the city as a part of virtual
space can determine the further studies on the place and
meaning of the city in modern society.

Analysis of recent studies. The concept of the
«topos» was studied in different scientific areas. In
literature the most complete research on the topos
was carried out by E. Curtius. His book «European
Literature and the Latin Middle Ages» represents
topoi in literature through the human history and
culture changes. The general concept of «topos» was
studied by T. Subbotina and A. Bulhakova. Y. Lotman
introduces the concept of «locus», which sometimes is
associated with «topos». V. Turkina analyses topos as
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complex concept which is closely connected with its
spatial manifestations.

Before analyzing videogames we should appeal
to the research on games. The famous culturologist
J. Huizinga studied videogames as part and ground
of culture. We should also appeal to H.—G. Gadamer,
who stated that the special game spirit, which is based
on game rules and game space, defines the game and
becomes the basis of player’s satisfaction. Videogames
in general are the subject of research of so—called
game studies. G. Frasca studied videogames in many
aspects, he also examined the reflection of city in
videogames. However, the question of urban topos and
topos in general in connection with videogames have
not been studied yet.

Thus, the purpose of our research is to examine
the topos of the city in videogames. According to the
purpose, the main tasks of our research are to analyze
the concept of the «topos» and to disclose the urban
topos present in videogames.

Presentation of the basic material. Modern
urban studies pay great attention to the concept of the
«toposy». Topos is a complicated concept which basic
meaning is related to the literary studies. In book
«European Literature and the Latin Middle Ages» by
E. Curtius topos is considered as the specific rhetorical
phenomenon. Analyzing literature, especially epics,
poems and different speeches, E. Curtius notes that:
«Essentially, every oration (including panegyrics)
must make some proposition or thing plausible. It
must adduce in its favor arguments which address
themselves to the hearer’s mind or heart. Now, there is
a whole series of such arguments, which can be used
on the most diverse occasions. They are intellectual
themes, suitable for development and modification at
the orator’s pleasure. In Greek they are called kowoi
tomo1, in Latin, loci communes; in earlier German,
Gemeinorter. Lessing and Kant still use the word.
About 1770, Gemeinplatz was formed after the English
«common place». We cannot use the word, since it has
lost its original application. We shall therefore retain
the Greek topos. To elucidate its meaning — a topos of
the most general sort is «emphasis on inability to do
justice to the subject»; a topos of panegyric: «praise
of forebears and their deeds». In Antiquity collections
of such topoi were made. The science of topoi — called
«topics» — was set forth in separate treatises. ... By
it the topoi too acquire a new function. They become
clichés, which can be used in any form of literature,
they spread to all spheres of life with which literature
deals and to which it gives form. In late Antiquity we
see the new ethos give birth to new topoi» [3, c. 70].

So, E. Curtius understands topos as a convention or
motif of the oratory, the main idea and argumentation.
He examines the development of different topoi from
the ancient literature and shows the examples of the
use of topoi in different genres of narratives, reveals
the origin of these topoi. E. Curtius notes that some of
the topoi has special meaning according to the period
of human history when it was formed or used. Topos
may become actual in many years after it was formed.
E. Curtius explains it using the example of the topos
«0Old woman and girl» and its use in different literature,

36ipHuK HaykoBuMX MpaLb «[ines: HaykoBWI BICHWK»
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including Balzac’s works. He summarizes that «Here
we can observe the way in which, after a millennium
and a half, a seemingly long—outworn topos can
become rejuvenated. This is only comprehensible by
the fact that it is rooted in the deeper strata of the soul.
It belongs to the stock of archaic proto—images in the
collective unconscious» [3, ¢. 105].

E. Curtius does not pay attention to the similarity or
difference between topos and locus. The term «locus»
was introduced by the researcher Y. Lotman. He also
divides the space into «opened» and «closed». These
types of space are directly related to locus. Locus itself
is connection of the character of the narrative with its
functional field of actions and something that they
«bring with them» [16, c. 256]. The «opened» and
«closed» locus has different features and, according
to Y. Lotman, create specific condition of actions. He
notes that «... the more intensive the fantasy of space
is, the more measureless it is relatively to others» [16,
c. 264-265].

While Y. Lotman, distinguishing the «closed» and
«opened» space structures of the text, connects the alien
and the cold with the first and the warmth and security
with the second, in the diology of P. Hoiavichynska,
on the contrary, the «closed» space is designated with
feeling of close and native, while the «opened» space
is marked with mostly unknown, dangerous and cold,
and only occasionally — with reliability, security. In
this interpretation of the pair of «closed / opened»
space, the «opened» topos is explained as:

— the city tops as an alien, dangerous and «closed»
locus;

— the locus of the house as a native, close;

—the locus of park or theater which is also «closed,
but alien, unknown and dangerous.

Such representation of topos in the novels of
P. Hoiavichynska and locus and its component shows
that the latter has both individual and general features,
that are connected with the topics which it is included
in [15,c. 113-114].

T. Subbotinanotes that in the humanitarian discourse
«the concept of «toposy is formed as synonymous with
the concepts of «category of culture» or «image of
culture» [17, c. 112]. According to A. Bulhakova, the
feature of the topos is a dialectical unity of a historically
changing «stable» in semantics and structure of space,
the topos, which «on the one hand, acts as a stable
unit, which reflects a single perception of objects and
phenomena of reality by people, and on the other hand
, acts as a unit that absorbs the «spirit» of the epoch
and the uniqueness of the author’s vision of the world»
[12, p. 206]. A. Bulhakova examines the topos of the
World and distinguishes it on different subtopoi. For
example, the subtopos «world — book» referred to the
text nature of the reality and human consciousness [12,
p. 207]. She also shows as topoi may be modified with
the time changes and in new areas.

The concept of «topos» transfers from the area of
philosophy and cultural studies to the spectrum of city
and urban literature, in the center of which a person is
always placed in the spatial dimension of the city.

V. Turkina argues that the city acquires
characteristics of the topos, a space with dynamically

36ipHuK HaykoBux npaupb «lines: HaykoBUIA BICHWK»

variable  topological and metric parameters.
Characteristics of the city are dynamism and
variability, chaos of landscape and architectural
features, expansion, absence of a clearly expressed
structure [18, c. 79]. V. Turkina considers city as
special architectural topos and virtual space with its
own temporal characteristics.

According to V. Turkina, any space has such
characteristics as connectivity and continuity. Virtual
space is generally determined by the existence of a set of
singularities. V. Turkina states that inhabitants, people,
citizens, individuals are the main features of the urban
topos. Moving elements in a city, and especially people
and their activities, are as essential as its stationary
material parts. As a result, the city appears as a gigantic
dynamically changing collage, where linear and flat
coexist with three—dimensional, where subspaces of
large dimensions arise [18, c. 82—83].

M. Antsyferov understands the urban topos
as a «cultural and historical organism», which is
constantly in the space of dynamics and development.
M. Antsyferov («Ways of studying the city as a social
organismy) explores in detail the structure of the urban
topos, distinguishing the «anatomy», «physiology»,
«soul» of the city. The objects of the study of the
«anatomy» of the city are the location, external form,
architectonics, which, therefore, become exponents
of the topos. M. Antsyferov reveals the «physiology»
of the city through the functions of activity of society
(residential, transport, etc.). However, exploring
the «soul of the city» as an individual organism
which focuses the emotional and value aspect of
the unity of structural elements, it is important to
consider architectonics, landscapes, which refer to the
understanding of actual parameters of the «anatomy»
of the city. In addition, in the work «Past and myth of
St. Petersburgy the scientist distinguishes the features
of the city which help to outline its topos in general,
namely: 1) landscape, 2) places inhabited before the
foundation, 3) place of origin, 4) general characteristics
of the view [11].

Some of named characteristics may be used
to describe videogames, which appear complex
phenomenon if the modernity. There is no general
definition of videogame in modern scientific discourse,
however, there is a plenty of them describing
videogame as primarily the game. There were several
attempts to give the definition of videogames which
would include all main features of them [6]. In 2017,
famous videogame researcher R. Bergonse proposed
the complex definition of videogame that was based
on its five essential properties. He defined videogames
as «a mode of interaction between a player, a machine
with an electronic visual display, and possibly other
players, that is mediated by a meaningful fictional
context, and sustained by an emotional attachment
between the player and the outcomes of her actions
within this fictional context» [2, c¢. 253]. However,
this point of view was widely criticized by scientific
community. In 2019, Finnish philosopher Jonne
Arjoranta published critical remarks, stating that
R. Bergonse ignored several previous researches
that did not fit in his conception, and other essential
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features related to defining videogame. For example,
the definition of R. Bergonse excludes zero—player
games and games that are not played on «electronic
visual displays», like Johann Sebastian Joust or games
in the Audio Game Hub. Bergonse also failed to
consider the fact that videogames are games at least to
some extent [1, c. 1].

Being primarily games, videogames create the
special space of its unfolding. According to famous
culturologist J. Huizinga, game is «played out» within
certain limits of time and place. It contains its own
course and meaning [7, c. 9].

H.—G. Gadamer also pays attention to games and
the game space in his work «Truth and Method». He
considers the game as a concept that, in his opinion,
plays a significant role in aesthetics. H.—G. Gadamer
regards the game as primarily an artistic, creative
phenomenon. His thought that the subject of the game
is not a player is also interesting. He thinks that the
game achieves its embodiment through the player at
best. H.—G. Gadamer considers the game itself as the
subject of the game. The game attracts the player and
engages him in action.

This is expressed in its own particular game spirit.
This spirit does not mean the mood or the state of mind
of the one who plays; according to H—G. Gadamer,
the different mental states of those who play games,
game satisfaction and the tendency to certain games is
a rather consequence than a reason of the differences
between the games. The games themselves differ with
their spirit. It is based on the fact that they represent
and organize the game motion in a different way.
H.—G. Gadamer talks about the rules of the game
as an important component of the game space. The
game space in which the game passes correlates to the
internal laws of the game and is limited with them, it is
set from the inside, through the order that determines
the game movement, than from the outside. The spirit
of the game, its essence, is thus formed from the rules
and order that attribute a certain way to filling the
game space [13, c. 134-142].

The game spirit, described by H—G. Gadamer, in
our opinion has some similarities with topos in general.
The game spirit, similarly to the topos in literature,
may be considered as general motif, main idea that
goes through the whole game. If we talk about the
urban topos as a particular, it is reflected inside the
game space. The category of setting, in our opinion,
is connected with the category of the urban topos.
Setting is defined as «the surroundings or environment
(spatial or temporal) in which the game takes place».
Currently the foci under setting are divided into two
sub—categories: «spatial» (i.e., Asian, Casino, Castle,
Desert, Game show, Hospital, Nature, Ocean, Rural,
School, Space, Spaceship, Tundra, Urban, Virtual
worlds, and Western) and «temporal» (i.e., Cyberpunk,
Futuristic, Gothic, Historic, Medieval, Modern,
Renaissance, and Steampunk) [8, c. 134]. Videogames
may be classified and analyzed on the basis of setting
[14, c. 24]. These categories are more than simple
description of place and time where narrative of the
game unfolds. Setting may connect the narrative
and gameplay of videogame; it also may include
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characteristics of the «anatomy», «physiology» and
«soul». The external forms of videogame may be
described as «anatomy», similarly to the anatomy
of city; the «physiology» of videogames may be
revealed through the activity of a player; the «soul» of
videogames is the special organism of the game itself
and may be compared with the game spirit. So, the
structure of videogame in general may be described
with terms that describe the topos of the city. It makes
videogame space partially similar to the city space in
general.

Speaking about the urban topos as the part of
videogame, first of all we should mention games, where
«the city» itself is a kind of setting or place for player’s
activity. The topos of these game cities is often similar
with the topos of real cities. For example, in «True
Crime: New York City» videogame player acts as a
New York police officer and in the process of game he
have to move around New York. The city inside this
game appears not only as a landscape where narrative
unfolds. We can see people living and working in New
York, car traffic etc., so, the «physiology» of this city is
disclosed in the game. New York in «True Crime» lives
in its own spatial and temporal dimension, however, it
is built like real-life time and space. The architecture of
it also remains close to the real architecture, reflecting
clearly the «anatomy» of the New York topos. The
unity of characteristics creates the reflection of the
«soul» of the real city in videogame space.

In this case, in «True Crime» the city is playable,
player may interact with its filling. Shops, houses, cars
and other people are present to interact with the player.
Such presence makes the game city «alive» more than
if it was only the static background. With the help of
games where cities are present as a part of setting and
game space player can learn about the cities in general.

G. Frasca notes the following about videogame
cities: «Behaviour patterns, those are the key to the
urban living organism. «Sim City» may be the classic
example of a virtual city, but there are many more. The
violent urban jungles of the «Grand Theft Auto» series
offer a much more grim perspective of metropolitan
social interaction. Massively multiplayer online games
such as «World of Warcraft» include not just one but
several cities and towns, each one with their own
economy and features. ... You do not read simulations:
you experiment with them. Experimentation involves
taking risks, making mistakes, testing the boundaries
of the system. By playing «Sim City», I do not learn
anything about a specific city, but rather I explore the
behaviour patterns that make all cities work. The virtual
tourists visiting «Sim City» bring back home strange
souvenirs. Not postcards, but rather sociological and
urban rules. You learn about crime rates and urban
planning, where to build schools, about the need for
green spaces, taxes and the challenge of creating a
network of highways. Sure, these rules are usually
incomplete stereotypes, abstractions, simplifications,
but still the videogame player as a virtual tourist
approaches the subject with an inquisitive, critical
attitude. In other words, she learns about the mechanics
of the place she just visited, rather than returning back
home with yet another cheesy watercolour depicting
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the New York skyline. Videogames are a new way
to recreate reality» [4, c. 80—81]. In our opinion, the
reflection of the urban topos in videogames is the way
to understand the real one.

The city can be present in videogames not only as
location for actions. We should mention games where
the city is a unit, part of the strategy or commerce,
where it has unusual meaning, sights and structure.

Sometimes city is a unit on the map, reflected
with one or group of buildings. Acting with such city
(often the fantastic one), player opens special menu,
where he can find information about city condition and
functions. Such cities are often reduces to the function
of producing unites of army and resources. However,
they also have their topos, different from the real one.

In such videogames as «Heroes of Might and
Magic» series, «Disciples» series, «King’s Bounty»
series cities are present as the castle or same building
with army and some places inside of it. Player may
look into the town and act through the interaction with
city menu. In «Disciples III: Renaissance», as well as
in «Heroes of Might and Magic V», player can see
buildings inside the town, but his view of it remains
at the level of interaction with in—game menu. So, the
topos of these towns is mostly reflected through the
architecture and menu, player cannot see the life inside
the town.

Another reflection of cities is present in
«Civilization» series. Here player may settle the
city and watch its development from the very start.
During the game process, city becomes closer to the
modern ones, but player still can see the exterior and
a menu of city control. Such cities have their own
specified topos. They still have clear «anatomy» from
the view outside the city, however, player cannot
look inside of it to see the life of citizens. So, the
«physiology» of such city is hidden from player, but
it exists according to changes of city’s condition. For
example, in «Civilization V» citizens may be satisfied
with their life; if they are unhappy, they may raise
rebellion against the ruler of their county, the player.
It is also hard to speak about the «soul» of such city.
However, if we use the characteristics of landscape,
places inhabited before the foundation, place of origin
and general characteristics of the view, such cities also
have specific topos, because they correspond to all of
them. This topos may differ from real urban topos, but
it is also present and connected with the gameplay and
game context.

Conclusions. As a result of an analysis of the
concept of «topos» in general it is concluded that topos
is the main idea and general motif. Topos of the city
is more complicated concept than topos itself. It may
be characterized with the categories of «anatomy»,
«physiology», «soul». The «anatomy» correlates with
the exterior and architecture if the city, the «physiology»
— with people actions and «soul» is living organism of
the city which focuses the emotional and value aspect
of the unity of structural elements. Disclosing urban
topos in videogames we can conclude that there are
at least two kinds of reflection of the urban topos in
videogames: reflection correlating with the real one
and topos unusual to the real understanding of it. With
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the help of the games of the first category we can
understand the real city as well; videogames belonging
to the second category may be helpful in experiments
with different simulations.

It was also stated that videogames itself are
partially similar with the urban topos. Some of them
may be characterized the same way as topos of the
city. According to this, further study of the connection
between the structure of videogame and city is needed
to understand deeply relations between virtual and
real and influence on player’s life and consciousness.
Topos of the city is also important for further scientific
analysis based on the improved classification of the
structure of videogame in general the background
where the actions of videogame take place in particular.
It is important in order to develop the methodology of
further studies which would help with conceptualization
and systematization of declared object.

References

1. Arjoranta, J., 2019. ‘How to Define Games and Why’. https://
doi.org/10.31235/0sf.i0o/abhdm (15.05.2019)

2. Bergonse, R., 2017. ‘Fifty Years on, What Exactly is
a Videogame? An Essentialistic Definitional Approach’, The
Computer Games Journal, No.6 (4), p.239-255. DOI: 10.1007/
$40869-017-0045-4

3. Curtius, ER., 1963. ‘European Literature and the Latin
Middle Ages’, Translated From the German by Willard R. Trask,
Harper & Row.

4. Frasca, G., 2005, ‘Playing in miniatures garden’, in
«CLUSTER 05 On Innovation» July 2005, digital copy http:/
ludology.org/articles/CLUSTER_05.pdf (25.06.2019)

5. Herz, JC., 2006. ‘«Prefazione» in Gerosa, M.; Pfeffer, A.’,
Mondi Virtuali, Rome: Castelvecchi, p.7-11

6. Horban, O., Maletska, M., 2018. ‘Basic approaches to the
definition of the concept of «videogame» as an element of modern
scientific discourse’, Skhid, 3(155). ¢.29-33. doi:http://dx.doi.
org/10.21847/1728-9343.2018.3(155).139675

7. Huizinga, J., 1949. ‘Homo Ludens: A Study of the Play—
Element in Culture’, London: Routledge & Kegan Paul.

8. Lee, JH., Karlova, N., Clarke, RI., 2014. ‘Facet Analysis of
Video Game Genres’, In iConference 2014 Proceedings, p.125-139.
DOI:10.9776/14057

9. Nardone, R., 2017. ‘Videogames between ethics and
politics’, Ricerche di Pedagogia e Didattica, Journal of Theories
and Research in Education, No.12 (2), p.41-55.

10. ‘Wondershare Filmora 9°, 2019. Digital Video Game Trends
and Stats for 2019, 2019. [online]. Available at: https:/filmora.
wondershare.com/infographic/video—game—trends—and—stats.html
(20 June.2019)

11. Boknax, [., 2018. ‘Teneza peuenuii Tomocy Micra y
Ginocodii Ta niteparyposnascTsi’. [online]. Available at: http:/
www.vestnik—philology.mgu.od.ua/archive/v18/part 1/4.pdf
[Accessed 05 June 2019]

12. Bynrakosa, AA., 2011. ‘Tonoc MUP B XynoxecTBEHHOM
u mass—media Texcre’, Ymenue: peyenyus u ummepnpemayus:
cOopHuK  Hayunelx cmamei. B 2 u. Y.2. VYwupexueHue
obpazoBanusi «I'popnenckuii roc. yu—T uM. 5. Kymamen»; pen.
kon.: E. E. Bpasrockas, A. H. Aunnmpees, T. E. ApryxoBuu,
E. B. A6pamoBckux, I'ponno: Ipl'V, ¢.206-213.

13. Tamamep, X.—T., 1988. ‘Uctuna u merox: OcHOBHI (uioc.
repmeHeBTuKH , [Tep. ¢ Hem. O6m. pex. u Bety1. ct. b. H. becconosa.
M.: Ilpoepecc, 704 c.

14. Top6anb, O., Manenpka, M., 2017. ‘DeHomeH Bigeorpu
B comianeHOMy OyTTi cydacHoi momunM’, Humanitarium,
JABH3 «IlepesiciaB—XMenbHULBKAI JIep)KaBHUI IeAaroriaHuit
yuiBepcuter  imeni  I'puropiss ~ CkxoBopomm».  IlepesicnaB—
Xwmenpauupkuit  (Kui.  06m.);  Hikun  (Yepwiris.  o6m1.):
Jlucenxo M. M., T.39, Bum.3: ®dinocodis, ¢.18-27.

15. Kosmuk, 1., Opnar, H., 2015. “Tonoc micra y pomanax
mojbehkoi  muckMeHHuili  [Tomi  TosiBiumHChKOi  «JliBuara 3

37



Bunyck 146

PIJIOCOPCBHKI HAYKH

Tires

Hosomnumnok» Ta «Paiiceka s0nyHs»’, Cyamawiecoki uumaums,

Bun.4, c.111-120. URL: http://nbuv.gov.ua/UJRN/culs 2015 4 13
16. Jlorman, FOM., 1988. ‘B mikosne nostuyeckoro ciosa: [Tyrkus.

JlepmontoB. Toromne: Ku. mis yuntens’, M.: IIpocsewenue, 352 c.

17. Cy66otruna, TB., 2011. ‘Jlokyc, Tomoc, ypOOHHM,
MHKPOTOIIOHHM: K BOMPOCY O CONCPIKAHHH TMPOCTPAHCTBEHHBIX
noHATHi’, Becmnux Yensbunckoeo eocydapcmeennozo yuugep-
cumema, Ne24 (239). ®unonorus. MckyccrBosenenue, Bpin.57,
c.111-113.

18. Typkuna, BI., 2009. ‘Topox kak «romocy»’, Hayuusie
eedomocmu  BI'Y Cepus «@unocous. Coyuonoeus. Ilpasoy,
Bem.7, T.57, ¢.73-79.

References (transliteration)

1. Arjoranta, J., 2019. ‘How to Define Games and Why’. https://
doi.org/10.31235/0sf.io/abhdm (15.05.2019)

2. Bergonse, R., 2017. °Fifty Years on, What Exactly is
a Videogame? An Essentialistic Definitional Approach’, The
Computer Games Journal, No.6 (4), p.239-255. DOI: 10.1007/
s40869-017-0045-4

3. Curtius, ER., 1963. ‘European Literature and the Latin
Middle Ages’, Translated From the German by Willard R. Trask,
Harper & Row.

4. Frasca, G., 2005, ‘Playing in miniatures garden’, in
«CLUSTER 05 On Innovation» July 2005, digital copy http:/
ludology.org/articles/ CLUSTER _05.pdf (25.06.2019)

5. Herz, JC., 2006. ‘«Prefazione» in Gerosa, M.; Pfeffer, A.’,
Mondi Virtuali, Rome: Castelvecchi, p.7-11

6. Horban, O., Maletska, M., 2018. ‘Basic approaches to the
definition of the concept of «videogamey as an element of modern
scientific discourse’, Skhid, 3(155). ¢.29-33. doi:http://dx.doi.
org/10.21847/1728-9343.2018.3(155).139675

7. Huizinga, J., 1949. ‘Homo Ludens: A Study of the Play—
Element in Culture’, London: Routledge & Kegan Paul.

8. Lee, JH., Karlova, N., Clarke, RI., 2014. ‘Facet Analysis of
Video Game Genres’, In iConference 2014 Proceedings, p.125—139.
DOI:10.9776/14057

9. Nardone, R., 2017. “Videogames between ethics and
politics’, Ricerche di Pedagogia e Didattica, Journal of Theories
and Research in Education, No.12 (2), p.41-55.

10. “Wondershare Filmora 9°, 2019. Digital Video Game Trends
and Stats for 2019, 2019. [online]. Available at: https:/filmora.
wondershare.com/infographic/video—game—trends—and—stats.html
(20 June.2019)

11. Boklah, D., 2018. ‘Geneza recepcii’ toposu mista u filosofii’
ta literaturoznavstvi (Genesis of the city’s topography reception in
philosophy and literary criticism)’. [online]. Available at: http://
www.vestnik—philology.mgu.od.ua/archive/v18/part_1/4.pdf
[Accessed 05 June 2019]

12. Bulgakova, AA., 2011. ‘Topos MIR v hudozhestvennom
i mass—media tekste (Topos MIR in the artistic and mass—media
text)’, Chtenie: recepcija i interpretacija: sbornik nauchnyh statej.
V' 2 ch. Ch.2. Uchrezhdenie obrazovanija «Grodnenskij gos. un—t
im. Ja. Kupaly»; red. kol.: E. E. Brazgovskaja, A. N. Andreev,
T. E. Avtuhovich, E. V. Abramovskih, Grodno: GrGU, s.206-213.

13. Gadamer, H.-G., 1988. ‘Istina i metod: Osnovy
filos. germenevtiki (Truth and Method: The Basics of Philos.
Hermeneutics)’, Per. s nem. Obshh. red. i vstup. st. B. N. Bessonova.
M.: Progress, 704 s.

14. Gorban’, O., Malec’ka, M., 2017. ‘Fenomen videogry v
social’nomu butti suchasnoi’ ljudyny (The phenomenon of video
games in the social being of a modern person)’, Humanitarium,
DVNZ «Perejaslav—Hmel’nyc’kyj derzhavnyj pedagogichnyj
universytet imeni Grygorija Skovorody». Perejaslav—Hmel’nyc’kyj
(Kyi’v. obl.); Nizhyn (Chernigiv. obl.): Lysenko M. M., T.39, Vyp.3:
Filosofija, s.18-27.

15. Kozlyk, 1., Ornat, N., 2015. ‘Topos mista u romanah
pol’s’koi’ pys’mennyci Poli Gojavichyns’koi’ «Divchata z
Novolypok» ta «Rajs’ka jablunja» (Topos of the city in the novels of
the Polish writer Paul Goyavichinsky «Girls from Novolipok» and
«Paradise Apple»)’, Sultanivs ki chytannja, Vyp.4, s.111-120. URL:
http://nbuv.gov.ua/UJRN/culs 2015 4 13

16. Lotman, JuM., 1988. ‘V shkole pojeticheskogo slova:
Pushkin. Lermontov. Gogol’: Kn. dlja uchitelja (In the school of

38

poetic words: Pushkin. Lermontov. Gogol: A book for the teacher)’,
M.: Prosveshhenie, 352 s.

17.Subbotina, TV.,2011. ‘Lokus, topos, urbonim, mikrotoponim:
k voprosu o soderzhanii prostranstvennyh ponjatij (Locus, topos,
urbonym, microtoponym: to the question of the content of spatial
concepts)’, Vestnik Cheljabinskogo gosudarstvennogo universiteta,
Ne24 (239). Filologija. Iskusstvovedenie, Vyp.57, s.111-113.

18. Turkina, VG., 2009. ‘Gorod kak «topos» (City as «topos»)’,
Nauchnye vedomosti BGU Serija «Filosofija. Sociologija. Pravoy,
Vyp.7, T.57, 5.73-79.

sk osk sk

36ipHuK HaykoBuMX MpaLb «[ines: HaykoBWI BICHWK»



