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KOMIM'tOTEPHI TexHosoril

AHoTauin

MeTa cTtaTTi — OCMUCIUTK BiAeoIrpu K MOBHOLHHY (DOPMY B KOHTEKCTI
CyyacHoro aypioBidyasbHOro MMUCTeLTBa, 30KpemMa 4epe3 aHanis iXHbol
€CTeTMYHOI, HapaTMBHOI Ta iIHTepaKTUBHOI Npupoau. [ocniantu ocobnmeocTi
Xy[OXHbOT BUPA3HOCTI Bifle0irop, a TakoxX npoaHanisyBaTu crneumdiky iXxHbol
ecTeTMKM SIK OKPemoro BWAy aypioBi3yaslbHOrO MWUCTeLTBa B KOHTEKCTI
cyyacHoi uucpoBoi KynbTypu. MeTogonoria [OCRIgXKEHHA nonsrae
y 3aCTOCYBaHHI Takux MeTO/iB: TEOPETUYHOr0 — AJ1s1 aHani3y HayKOBUX pooiT,
NpUCBAYEHNX ecTeTuLi LucpoBoro MucTeLTBa Ta ayfioBidyanbHOl Npupoam
Bifleoirop; NopiBHANIbLHOrO aHanidy — Afs 3icTaBfieHHs TpaauuitHux copm
ay[nioBisyasbHOro MucTeuTBa 3 BifeoirpamMu; KOMMapaTUBHOIO aHanisy —
OJ151 OLiHIOBaHHS XY[0XHbOI LIINICHOCTI 1 eKCNpecuMBHOI cuu Bigeoirop ik
copmmn mucTelTBa. HaykoBa HoBM3Ha. Y CTaTTi BrepLle o6rpyHTOBaHO, L0
Bifeoirpu sik doopma aynioBisyanbHOro MUCTeLTBa MatOThb CYTTEBUI BIJIMB Ha
TpaHcopMaLito eCTeTUYHUX CTaHAapTIB Yy UUPOBIN KynbTypi, MOEAHYHOUM
eneMeHTU IHTepPaKTUBHOCTI, Bi3yaslbHOro CTWIO, HapaTUBHOI CTPYKTYpMW,
My3MKM Ta 3BYKY. [loBefeHo, L0 ecTeTMKa BIfeoirop He nule Hacnigye
KiHeMaTorpadiyHi Ta XygoxHi TpaguLii, a 1 dopmMye HOBi 3acobu ecTeTUYHOT
BMPa3HOCTI, BNAacTMBI caMe iHTepakTMBHOMY Mefia. Bneplie akueHTOBaHO
Ha poni Bigeoirop y ¢opMyBaHHI HOBWUX KYJIbTYPHUX CEHCIiB, crnocobis
CMPUMAHATTSA MPOCTOPY, Yacy Ta MepcoHaxiB, L0 3YMOB/OE HeOobXiAHICTb
NepeocMUCIIEHHS1 TPaguUiiHUX NigxXofiB [0 aHanisy aypnioBisyanbHOro
MucTeuTBa. BUCHOBKK. Y peaynbTaTi foChifXeHHs NigKpecneHo BaXJIMBICTb
OCMWCIIEHHS Bifle0irop sik NOBHOLIHHOT (hOpMU ayfioBi3yanbHOro MUCTELTBA,
O MOEAHYe ecTeTUYHI, HapaTUBHI Ta IHTepaKTMBHI cknagHuku. Bigeoirpu
opMyHOTb HOBY NMapaaurMy Xyfo0XHbol KOMYHiKalil, B SKii rpaBeLb nocTae
aKTUBHMM CMIBTBOPLIEM eCcTeTUYHOro foceify. Taka B3aemofis He nuwe
30arauye Xy4oXHI0 BUPA3HICTb, @ M PO3LUMPIOE MEXI CNPUNHATTS MUCTeLTBa
y umdpoBy enoxy. Bigeoirpu BapTo po3rnagat K CaMOCTillHe KYJbTYpHO-
MucTeLbke fiBULLe, 3aaTHe (DOPMYBaTU HOBI CEHCU W eCTeTUYHI MpaKTUKK
B MeXax ayfioBisyasibHOro MucTeLTBa.
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dopmynioBaHHA Nnpo6nemMu

Monpwv BU3HaHHSA Bigeoirop ik BaroMoro
KyNbTypHOro cheHOMeHy, B akageMiyHOMY
OWCKypCi [oci cnocTepiraeTbcsl HeBUM3Ha-
YeHICTb L0 TXHbOrO CTaTyCy AK NOBHO-
LiHHOI dopMu MucTeuTBa. YacTo BOHU
3anuwatoTbesl Ha nepudepii, mocTynato-
yucb TpPaauUiIMHAM BUAAM MWUCTeLTBa —
niTepaTypi, XXMBONUCY, TeaTpy Yu KiHeMa-
Torpacpy. Taka cuTyallis 3yMoBNeHa fiK
iCTOPUYHUMU  YSIBNIEHHAAMWU MPO  MMUCTe-
UTBO, MOB'A3aHNMV NepPeBaXHO 3 NacuB-
HMM CMOrNAaHHAM eCTeTUYHOro 06'eKTa,
TaK i BiACYTHICTIO yCTaJleHUX TeopeTuu-
HWUX MigXOAQiIB [0 aHanisy iHTepaKTUBHUX
hOpM Xy[0XKHBOIO BUCIIOBJIEHHS.

OpHak MpOTAroM OCTaHHIX [ecsTu-
NiTb irpoBa iHAYCTpis 3asHana rAMouH-
HoI TpaHcdopMalLil: Bif po3BaxasibHOro
NpoayKTy Ao camMobyTHbOI cchepu aygio-
Bi3yaNibHOro MUCTELTBA, fi€e 3'ABNAITHLCS
aBTOPCbKi TBOPU 3 BUCOKUM CTYMEHEM
€CTeTUYHOI, HapaTMBHOI Ta TEXHOMOTYHOT
cknagHocTi. CyyacHi Bigeoirpy pepani
yacTile [EeMOHCTPYHTb eCTeTUKY, Mpu-
TaMaHHy Bi3yaJlbHOMY MWCTELTBY, BUKO-
pUCTOBYHOTb BMPa3Hy 3BYKOBY MNaniTpy,
onepaTopcbki 3acoby KiHOMOBM, IMUBOKO
CTPYKTYPOBaHi CHOXETU Ta iHHOBAL|iMHI
irpoBi MexaHiku. Yce Le CTBOPHE HOBI,
YHiKanbHi cnocobu B3aeMofii 3 rnsigadem,
AKU Tenep NocTae He NiULLe CNoXUBaYEM,
a " akTUBHMM CMiBTBOPLEM TBOPY.

Tak, aKTyanisyeTbcsi  HeoOXifgHICTb
OCMUCIIEHHS Bieoirop He K Apyropsig-
HOro KyNbTYpHOrO MPOAYKTY, @ K caMo-
CTiiHOrO BMAY ayAioBi3yasbHOr0 MUCTe-
uTBa. BoHu noegHyt0Thb Yy cOb6i eneMeHTH
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KiHO, MY3uKW, niTepaTypu Ta iHTepak-
TUBHOCTI, CTBOPIOKOUYM HOBiI chopMu Xy-
JoxHboro gocsigy. Came ue BikpuBae
npocTip Ans rAnblioro TeopeTUYHOro
aHanisy TXHbOI ecTeTUKM Ta BMJMBY Ha
Cy4acHy KynbTypy.

AHani3 ocTaHHiX gocnifXeHb
i ny6nikawin

Y cTaTTi «AHiMalia B aygioBisyanbHO-
MY MUCTELTBI: COLIOKYNIbTYPHI acnekTu»
K. CtenaHeHko Ta M. JlamiHa (2024) nig-
Kpecnunu, o aHimadis € 6araTtoBuMIp-
HUM CepefoBULLEM, SiKE He JiMLe pos3-
BaXae, a i BUKOHYE BaXJIMBY KYNbTYPHY,
OCBITHIO Ta couianbHy dyHKUil. MogibHo
0O Bifeoirop, aHimauia noegHye ecTe-
TUYHI, TEXHOJIOTiIYHI Ta eMOLiHI KoMro-
HEHTW, CTBOPHOIOYM LINICHUA XYLOXHIN
npocTip. i xapakTepHi o3Hakm — pyx,
BisyanbHa npuBabnuBICTb, eMoLiiHe
BUMPaXeHHS Ta YMOBHE MPU3YNUHEHHS
peanbHOCTI — BigKpMBalOTb NPOCTip s
KpeaTMBHOrO  CaMOBUpaXeHHs,, aHa-
JIOFiYHO [0 TOro, SiK Bifeoirpu iHTerpy-
t0Tb KiHeMaTorpadyiyHy MOBY, CLEHapHi
CTPYKTYpM Ta iIHTEPaKTUBHICTb.

BMKOpPUCTaAHHS  HOBITHIX  TEXHOJO-
ri, WO 3MiHUIO MOXMBOCTI eKpaHHOI
BMPA3HOCTI Ta nigxig [0 XYOOXHbOro
BUPILLEHHSI €KPaHHOro MpocTopy, Lo
€ BOQHOYAC peasibHUM i CMMBOIYHUM,
npoaHanizoBaHo y npaui 0. bespyyka Ta
A.-H. Manynska (2019) «Bnnus Konbopy
Ha rnsifaubky ayaouTopito IHTEPAKTUBHO-
ro TenebayeHHs».

Y pocnigxenHi IN. MepgmanHHa (Peerd-
man, 2010) «3ByK i My3uKa B irpax» BU-
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CBIT/IEHO Bax/MBY Pofb ayfio B cyvac-
HUX Bigeoirpax. ABTOp aHanisye, ik 3ByK
i My3MKa He TiNbKW NigTPMMYIOTb aTMOC-
cbepy rpu, ane 1 akTUBHO B3aEMOLi0Tb
i3 reMMnneemM, po3KpuBarOUM CHOXET Ta
€MOLiiHi CTaHM NepCcoHaxiB.

0. Mpsagko Ta M. CipeHko (Priadko,
0. and Sirenko, 2021) y cTtaTTi «BipTy-
anbHWMA MpoJaklH: HOBWMW nigxig [no
KiHOBMpOOHMLTBa» NpPOBeNnM Maparne-
Nni 3 BMCHOBKaMM LWWOAO0 Bigeoirop fK
HoBOI dhopMM ayfioBisyasibHOro MMUC-
TeuTBa. Y cBOin pobOTi aBTOpPU aKLieH-
TyBanM Ha TOMY, WO BipTyasibHUA MNpoO-
JaKWH € HacTynmHUM eTarnom eBoJIoLil
KiHOBUPOOHMLTBA, BiAKPUBAOYM HOBI
MOXJ/IMBOCTiI [OJIS pexwucepis, ornepaTo-
piB i npogtocepiB. Takui nigxin iHTerpye
cyyacHi undpoBi iIHCTPYMEHTU Ta BipTYy-
anbHi TexHonorii Ha BCiX eTanax CTBO-
peHHs dinbMy — Bif nNpenpoaakiuHy Ao
NocTNPOAAaKLLHY.

Y cTatTi 3. OpreHceHa (Jurgensen,
2016) «LliHytoum Bigeoirpu», WwWo MicTUTb-
cs 'y 36ipHMKY «EcTeTuka Bigeoirop» nig
penakuieto Ix. PobcoHa Ta I TaBiHoOp,
JOCHAXEHO NUTaHHA eCTETUYHOI OLLIHKK
Bigeoirop.

Y pob6oTi «Bigeoirpy Ta dinbmMu»
Ox. Po6coH Ta A. MeckiH (Robson and
Maskin, 2019) npoaHanisyBanu cnifibHi
pucu Ta BigMIHHOCTI MiX Bigeoirpamu
Ta KiHemaTtorpadoM. BoHu posrnsaHynu,
AK obuaBa Mefia B3aeMOJilOTb Ha ec-
TeTUYHOMY Ta pinocoddcbKoMy piBHSIX,
NiLKPECIIOHYM BaX/IBICTb 3iCTaBNEHHS
IXHIX HapaTUBHUX | BidyaslbHUX CTpaTETiN.

Y poboTi «MucteutBo reimausaniHy»
L. LWenn (Schell, 2014) petanbHo po3-
rNAHYB OCHOBW Ta NMPUHLUUMNM CTBOPEHHS
Bifle0irop, akUeHTYHuUM Ha ecTEeTUYHMUX
acnekTax [usanHy. ABTOp onwucas, fiK
irpOBi MexaHiku, CIOXeT i BisyasbHi ene-
MEHTU B3aEMOSII0Th, W00 CTBOPUTM 3a-
XonnuMBuI foceig ans rpasuis. 4. Lenn
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NiAKPECSIMB BaX/IMBICTb PO3YMiHHS NCK-
Xonorii rpaBus i Moro Bsaemogii 3 irpo-
BMM CBITOM, a TaKOX pofb Au3alHepa
y dbopMyBaHHi L€l B3aeMogi.

A. Xanno (2021) y ctatTi «Bigeoirpu sik
06'eKT [ocnigXeHHs» npoaHasisyeana
Bifleoirpyu 3 pisHMX acnekTiB: K iHAOY-
CTpito, KYNbTYpHe fIBULLE Ta HOBUN BUJ
MucTelTBa. ABTOpKa BUCBITAWMA BaX-
JIMBI HayKoOBi Hanpsimu, B siKUX Bigby-
BaeTbCA BMBYEHHA BiJeoirop, 3okpemMa
KOMM'FOTEPHI HayKW, MCUXOOrito, coLio-
JIOTit0, KynbTYposorito Ta gusanH. Ok-
piM TOro, AOChifXeHO BMJUB Bifeoirop
Ha CycninbCTBO, Ky/bTypy Ta IHAMBILIB,
a TaKoX OCHOBHI XaHpW Bifeoirop Ta ixHi
XapaKTepUCTUKW.

Y cTaTTi «Bigeoirpu ak cdopma muc-
TeutBa» M. Pobneca (Robles, 2014) go-
cniguB KoHuUenuito Bigeoirop ik choopmu
MucTeLTBa. ABTOp NpoaHaniayBas, YOMY
Bifleoirpy MoxyTb OyTW BM3HaHI MUC-
TelbKMM BUPa30M i WO came pobutb ix
TaKMMMU.

Y cTaTTi «Bigeorpa — MUCTELLTBO Ha CTU-
Ky MOCTMOAEPHI3MY Ta MocTrnocTMomep-
HiaMy» H. MapeHuny (2013) npoaHanisyBaB
Bi€OoirpM sIK MUCTELTBO, fIKe BUHUKAE
Ha MexXi [BOX KyNbTYpHMX eTariB — NnocT-
MOAEPHI3MYy Ta MOCTNOCTMOLEPHI3MY.
ABTOpKa po3rnsHyna Bifeoirpu ik HoOBUiA
BM, MUCTELUTBa, L0 He JMLle iHTerpye
€NeMeHTH KJTaCUYHUX MUCTELbKUX DOpM,
a /i CTBOPHOE HOBI CMOCOOU CNPUNHATTSA Ta
iHTepnpeTauil peasibHOCTI.

Merta cTaTTi — OCMUCIUTK Bigeoirpu siK
MOBHOLiHHY (hOpMYy B KOHTEKCTi cy4yac-
HOro aymioBi3yaNbHOro MMUCTeLTBa, 30-
KpeMa 4epe3 aHasi3 TXHbOI eCTeTUYHOI,
HapaTMBHOI Ta IHTEPaKTMBHOI MpUpoAaM.
Jocnigntn ocobnmBoCTi XyOOXHbOI BU-
pasHoCTI Bifeoirop, a TakoxX npoaHanisy-
BaTU crneumdiky IXHbOI eCTETUKM sIK OKpe-
MOro BUZY ayfioBi3yanbHOro MuUCTELTBa
B KOHTEKCTi cy4acHoI LndpoBoT KyNbTypu.

Zaporozhchenko, V., Biednov, |.
Video Games as a New Audiovisual Artistic Genre
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OCHOBHUIN MaTepian foChig)KeHHs

Y XXI cT. Bigeoirpy cTanu sHauvyLmm
KYNbTYpPHUM SIBULLEM, L0 Mae rnmbo-
KW BMJIMB Ha Pi3Hi acnekTu cy4vacHoi
KynbTypW, MWUCTeuTBa Ta TEXHOMOTIN.
MepBUHHE CNPUWHATTS Bigeoirop 06-
MexyBasnocsi iXHboto dyHKLieto aK da-
KynbTaTuBHOI ¢dOpMU [03BiNNsA, Mo3-
6aBnieHOl 3Ha4YyLLOro KynbTypHOro a6o
MUCTeLbKOro noTeHuiany. ik 3a3Havae
€. Mantok (2016, c.5) y poboTi «Bigeo-
irpy B YKpaiHi: reHe3a Ta iCTOpMYHa eBO-
nouia y 80-90-x pokax XX cToniTTA»,
«MnepLUi eNeKTPOHHI irpu 6ynun npoekTamu
HayKoBWX 3aknapgiB, fKi pobunucs ixHi-
MU npauiBHUKaMM Y BifibHUI Yac abo, sk
y pasi i3 "SpaceWar!", yyacHukamu cTy-
IeHTCbKuX rypTkie». M. Po6nec (Robles,
2014, p.1) y po6orTi «Bigeoirpu sk doopma
MUCTeLTBa» 3a3HAYae, W0 paHHi NposiBu
06pa3oTBOPYOrO0 MUCTELTBA, MY3UYHI
KOMMO3WLii, niTepaTypHi HapaTuMBM Ta
KiHemaTtorpach Ha eTanax CBOro cTaHOB-
JIEHHS1 BUKOHYBanu pyHKLUiT eCTeTUYHOro
3a10BOJIEHHS, CYNPOBOAY pUTyaniB i f0-
3BiNNs, nepefaBaHHs 3HaHb Y 3axOmnu-
Bin dopMi Ta Bidyanisauil ictopin gns
emouivHoro poceigy ayautopil. OTxe,
IHCTUTYUiani3auisa KoXHOro Bugy Mucte-
LUTBa Ha paHHIX CTafisix NOro po3BUTKY
XapakTepu3yBasnacsi 3Ha4YHUM 3B'S3KOM
i3 doyHKUieto po3Baru.

YNponoBX OCTaHHIX [ecATUniTb yce
Ginblwe [OCNIOHWUKIB | KyNbTYPHUX iH-
CTUTYUi BU3HAIOTb Bifeoirpu He nuile
NpoayKTOM LndpoBoOT iHAYCTpIl, a 1 NoB-
HOUiHHOI hopMoto  aygioBisyanbHOro
MucTeuTBa. Takui nigxip o6rpyHToOBY-
€TbCA He TiNbKW CKJIAAQHOK CTPYKTY-
poto irpoBUX CBITIB Ta ecTeTUYyHUM bBa-
raTcTBOM Bi3yaJlbHOro 0(OOPMJIEHHS,
a il TUM, LLLO CYYacCHi irpy 0eMOHCTPYHOTb
3[aTHICTb BUKJIMKATX €MOLIiHWI BiAryK,
dopMyBaTH iAEHTUYHICTL KOpUCTyBaya
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Ta posnoBigaTu icTopii, nofibHoO [0 KiHO
un nitepaTtypu. Ak 3ayBaxye A. Xanno
(2021, ¢.29) B po6oTi «O6'eKT AOCHIAXKEH-
HS: Bigeoirpu». «3 MAMHOM Yacy Mexi
MiXX MUCTELITBOM i BigeoirpamMu ctaBasnu
nenani 6inbw po3MUTUMK, | B 6araTbox
KpaiHax OCTaHHI BXe 3aXMLLEHO TUMM
caMMMM 3aKOHaMM NPo aBTOPCHKi MpaBa,
L0 1 KIHOMUCTELTBO, MY3KKY Ta NiTepa-
Typy». H. Boyman (Bowman, 2019, p.144)
y poboTi «Bigeoirpu ik BUMOINMBI Tex-
Hosorii» 3a3Hayae, WO MPOCTEXYETbCSA
3aKOHOMIpHICTb B €BOJIOLLIT HOBUX Mefia,
KOJIM BOHU CMoYaTKy po3BMUBalOTb HasiB-
Hi dopmu, a 3rogoM HabyBatoTb siKic-
HO HOBMX puC. K MpUKnag HaBOAUTHCS
LWNsSX po3BUTKY KiHeMaTorpadpa, SKum
NPOWMLIOB BiJ MNPOCTUX [HOEMOHCTpaLin
pyxoMux 306paxeHb A0 CKIagHOro Muc-
TeuTBa 3 BUKOPUCTAHHAM MOHTaxy, L0
MOXe CNyryBaTW aHanoriero ans posy-
MiHHS eBOOLLiT Bifeoirop.

CyuyacHi gocnigHuku, 3okpema x. Pob-
coH Ta A. MeckiH (Robson and Maskin,
2019, p.975) y poboTi «Bigeoirpn Ta
dinbMu», 3BEPTAlOTb YBaAry Ha YNCIIEHHI
napaneni mix cinbmamMu Ta Bigeoirpa-
MU, WO NPOSIBASAIOTLCA Ha PiBHI Bidyasb-
HOT MOBM, OMOBIOHUX TEXHIK | TEXHIYHOIO
BUKOHaHHSA. [TpoTe BOHM MigKpecnoTh
i CyTTeBi BIiAMIHHOCTI, 30Kpema iHTe-
pPaKTUBHICTb, fIka € BU3HA4albHOK pu-
COO Bifeoirop i cynepeynTb TUMOBUM
ocobnmeocTaM dinbMy. Y npaui «Bnnuvs
KOJIbOPY Ha rMafaubkKy ayauTopito iHTe-
pakTuBHOro TenebayeHHs» O. be3apyuko
Ta A.-H. MaHnynsak (2019, ¢.209) 3asHa-
YalTb, WO «3aBAAKW iHTEPAKTUBHOCTI
CYTTEBO MOCWUAUIAcs poJib BEAYYOro siK
rocnofaps nporpamu, rnsgaubka ay-
OUTOpIA 3 MacuBHMX crocTepiradyis ne-
peTBOpUNiac Ha aKTUBHUX YYaCHWUKIB,
a iHKonM i cniBBeAyYMX, YHACAIAOK YOro
nporpamMHe yTBOPEHHSI Habyno eHepriii-
HOCTi, OMHaMIYHOCTI Ta €eMOL,iNHOCTI».

3anopoxyeHKo, B., beaHOB, .
Bifeoirpu gk HOBUM ayaioBI3YansHUA MUCTELIBKUA XXaHp
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LLs TpaHcdopmalisi nacuBHOT ayguTopii
B aKTMBHY € KJIHOYOBOK XapaKTepucTu-
KO | Onsl pO3yMiHHSI Bifeoirop sik Ho-
BOro BMAYy MucTeuTBa. Ha BigMiHy Bif
TpaguuinHmx opM MUCTELITBA, TaKUX SIK
KiHO uM niTepaTypa, Bigeoirpn 3a CBOEHD
CYTTIO € iHTepakTuBHUMU. [paBelb He
MPOCTO CcrnocTepirae 3a poO3ropTaHHAM
nofin, a 6eanocepefHbO BJIMBAE Ha HUX,
YXBaJIlOE pillleHHsl, BUKOHYE [il Ta cTae
aKTUBHUM YYaCHUKOM i CMiBTBOPLEM
irpoBoro pgoceifgy. CaMe Usi iHTepaKTUB-
HiCTb Hajae eHeprii, AUHaMiI3My Ta eMo-
LiHoi 3anydeHocTi (bespyuko Ta lNobe-
paino, 2025).

OpHi€ro 3 KNFOYOBUX XapaKTEPUCTHK, L0
36nMXye Bifeoirpy 3 ycTaseHMMuU Muc-
TeubkuMKU popmMamu, € TXHA HapaTuB-
Ha cuna. 3. I0preHcoH (Jurgensen, 2018)
y poboTi «LliHytouun Bigeoirpu» 3a3Hauvae,
wo 6araTo Bigeoirop MaroTb 3HAYHUI Ha-
paTUBHWUIN KOMMOHEHT, 3aHYPIOHOUM IpaB-
LiB y po3noBigb NofibHo Ao Toro, siK Le
pobnATe poMaHuW, TeaTpasnbHi M'ecu Ta
eniyHi noemu. Irpy He nuLle nNparHyTb [0
npaBponogibHocTi, ane W NoginaTb Te-
MaTUKy Ta eKCNpecuBHi Ui 3 icTopieto
3axigHoi niTepatypu Ta TeaTpy. Hapa-
TUBHI Bifeoirpuy, Sk i niTepaTypHi TBOpY,
3[aTHi MopywyBaTuM BaX/uBi couiono-
TiYHi, iJe0NorivyHi Ta MONITUYHI MUTaHHA.
Ak npuknag, wyTtep Bif neplioi ocobm
«BioShock» (2007) posrnsaae KoHLUenLjo
aHTUYTOMIYHOrO CYCMiNIbCTBA, WO [PyH-
TYeTbCS Ha 06'eKTMBICTCbKIN Mopari, Bi-
[obpaxeHi y poMaHi AiH PeHp, «ATnaHT
posnpasue riedi» (1957). CioxeTHa niHis
«BioShock» po3ropTaeTbcs HaBKOJIO TeM,
AKI LUIMPOKO 0BroBOPHOIOTLCS B Pi3HUX BU-
Jax mucTeuTsa. lNonpu Te, WO rpa He 3a-
JyMyBarnacs sik pOMaH, CrifibHi HapaTUBHI
MOTMBU MPOCTEXYIOTbCA B 060X TBOpax
(Jurgensen, 2018).

Posrnspatoun Bifeoirpy B KOHTEKCTI
iHWKMX aypnioBisyaslbHUX MUCTELTB, 30-
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Kpema aHiMaLlil, KOpUCHO 3BEPHYTUCS [0
eTumororii camoro TepmiHa. K. Crena-
HeHKo Ta M. JiamiHa (2024, c.264) HaBo-
OATb Take BM3Ha4yeHHs: «TepMiH "aHima-
Lia" 6epe cBil NOYaTOK Bif JTATUHCHKOIO
cnoBa “"anima”, wo o3Havae “gywa" abo
“nyx". AHIMaLif BOMXAE XUTTSA B CTATUYHI
306paxKeHHs!, HAaMOBHIOKUM X XUTTEBOHD
cuno Ta iHauBigyanbHicTio. Lle mucTe-
UTBO 3MyLUYyBaTU MEPCOHaXxiB BUCTPUOBY-
BaTU 3i CTOPIHKYM, TaHLIOBATK Ha eKpaHi
abo oxuBatM B bygb-sikoMy obBpaHoMy
cepefoBulLi». BaximMBo 3asHauuTy, WO
aHiMalisi He Nulle MOYMHAE BUKOPUCTO-
BYBaTUCA Y [LOKYMEHTaNbHOMY KiHO (Bez-
ruchko and Sukhin, 2023), a i € Baromum
CKJlagHUKoM 6GaraTbox Bifeoirop, Haga-
touM pyxy nepcoHaxam, o6'ekTam i Bip-
TyaslbHUM cBiTaM. lNpoTe, Ha BigMiHy Bif
TpagMuUinHOT aHiMaL,ii, oe pyx € 3asgane-
riob BUSHAYEHUM, Y Bifeoirpax «gyLwia» Ta
©KWUTTS» BIpTyaslbHOrO MPOCTOPY 3Hau-
HOL Mipolo 3anexaTtb Bif Liv i pilleHb
rpaBus. MogibHo [0 aHiMauil, ika o0XKB-
nsie HepyxoMmi o6pasy, Bifeoirpu «Bgmxa-
FOTb» IHTEPAKTUBHY «AyLly» Y BipTyasbHi
CBiTU Ta mepcoHaxiB. [paBeub He € na-
CUBHVM CMOCTepirayem, a CTae akTMBHO
CUJIOKO, WO BM3Hayae pyx, il Ta HaBiTb
PO3BUTOK iCTOpIT B MeXax irpoBoro cepe-
JoBuwa. Came US 3[0aTHICTb «OXMBIIO-
BaTU» BIpTyanbHWUIA MPOCTIp Yepes iHTe-
pakTUBHY B3aEMOLi0, BUKOPUCTOBYOUU
aHiMaLiNHi TEXHIKW B HOBOMY, KepoBaHoO-
My rpaBueM doopMaTi, € OHIEI0 3 KIHOYO-
BUX PUC, LLLO [A€ 3MOry po3rNiafaTy Bifeo-
irpu SIK yHikanbHy Ta guHamiuyHy doopmy
CY4acHOro MMCTeLTBa.

My3suka Ta 3BYK € OyHAaMeHTaNnbHUMU
enemMeHTamu, Wwo dopMyOTb EMOLLINHNI
naHawadT i piBeHb 3aHYpeHHs y Bifeo-
irpax. Poarnspgatoum BaXnMBICTb aymio
y Bifeoirpax, BapTo HaBeCcTW MpuKag
3 po6oTtu [. MNbepamaHa (Peerdeman,
2010) «3BYK i My3suka B irpax». ABTOp

Zaporozhchenko, V., Biednov, |.
Video Games as a New Audiovisual Artistic Genre



BicHWK KWIBCLKOrO HaLIOHANbHOrO YHIBEPCUTETY KYNbTYPU | MUCTELTB.

Cepig: AynioBigyabHe MUCTELTBO | BUPOOHULITBO

3a3Havae, WO ayfio 3apekoMeHyBano
cebe AK 3HAYHWI YMHHUK Y MnepeBarax
crnoxuBayiB nig 4ac Bubopy npoaykTy
Ta pO3rNsfaeTbCs AK OOUH 3 HaWBaXn-
BilLMX eneMeHTIB irop. 3aebinblioro Le
3YMOBJIEHO CTyneHeM po3noBigi. Kpim
LibOro, 3BYK € CEHCOPHVUM CTUMYJIOM LISl
CBif,OMOCTI rpaBusi i HaBiTb A4 NiACBI-
JOMOCTI, BM/JIMBaKOUM Ha PO3YMOBI Mpo-
Lecu HernomiTHO ansa rpaBus. € 6e3niy
MOXJIMBOCTEN [N 3BYKOBUX edekTiB
BMJMBATU Ha [OCBIA rpaBLa Mif Yac rpu.
fIK sickpaBWI MpUKNag rpu, WO aKTUB-
HO BMWKOPMUCTOBYE TaKi edekTu, aBTo-
pn HaBogATb cepito «Metal Gear Solid»
(1998) rerimpauszaiiHepa Xigeo Kopasimu.
MioKpecntoeTbes, WO Mig3arosoBoK ce-
pil «TAKTUYHMI LUNUFYHCbKUI BONOBUK»
BKAa3ye Ha MOELHAHHS NMPUXOBAHOro rne-
pecyBaHHsl 3 iHTEHCMBHUMU BGoMoOBUMMU
efnemMeHTaMu. 3a c/loBamMu TBOPLS, AOro
MeToto Oyno [OCATHYTW Yy rpi ronniByg-
CbKOro piBHS 3BYKY Ta BidyasbHUX echek-
TiB, Wo6 rpa crnpuinmanacs sik 60MOBUK.
Y pesynbraTi cepifa «Metal Gear Solid»
XapakTepusyeTbCsl SIK eriyHa, nmoxmypa
Ta aTMocdpepHa rpa, fika cTtana B3ipuem
iHTEepPaKTUBHOIO PO3MOBifaHHA icTopiN
B irpoBint iHaycTpii (Peerdman, 2010, p.2).

Came Taki BisioHepu, sk Xigpeo Kopsi-
Ma, Yusi TBOPYICTb MparHe [0 NoeAHaHHS
iHTEpPaKTMBHOIO iIrpoOBOro MpoLecy 3 Bu-
COKMM PpIiBHEM XY[OXHbOI BUPa3HOCTI,
NigKPEecnioTb aBTOPCbKY POJib FelMm-
Iv3aiiHepa, sika 3a CBOEK CKJIAQHICTHO
Ta BMJIMBOM 4YacTo MOPIBHIOETLCS 3 POJI-
N0 pexucepa y kiHemaTorpadi. MNogibHo
[lO TOro, SIK pexucep € pyLifHOW CUIOHD
dinbMy, BignoBiganbHMUM 3a BTifleH-
HSi CLieHapito Ha ekpaHi, reMaunsanHep
€ apXiTeKTOpPOM irpoBOro A0CBify, AKUN
opMye iHTEpPaKTMBHY MOAOPOX rpaB-
usa. KntoyoBa BigMiHHICTb nonsirae y pie-
Hi KOHTPOJILO Hapg [OCBIAOM ayauTopil.
Pexucep KiHO Mae 3HayHO 6ifbLUKKA
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KOHTPOJIb Hag TWUM, Wo 6auntb i Bif-
YyyBae rnagay y KOXHWA MOMEHT yacy.
leiMansanHep, HaBnaky, NocTynaeTbes
YaCTUHOI LIbOr0 KOHTPOJIO TpaBLEB,
HagarouM Momy cBobody [[OCHIOXKEH-
HSl, eKCTMIepPUMEHTYBaHHS Ta YXBasleHHS
pileHb. YcniwHWiA redMausanHep He
NpocTO PO3MoBifae iCTOpPito, a CTBOPHOE
3axoniiMBe IHTEPaKTUBHe CepenoBU-
e, sIKe CMOHYKae rpaBus 0O aKTUBHOT
yyacTi Ta copMye YHiKasbHi 0cobucTi
rnepexuBaHHs. HaykoBeub i reimmusa-
nHep . Lenn (Schell, 2014) cTtBepaxye,
Wo, AK i B 6yab-AKiN iHWIA [isSNbHOCTI,
Iv3aiiHepy irop CTBOPOOTL CBOI TBOPU
3apagu Toro ocobnnBoro [ocBifgy, SKNUM
BOHW 3[aTHi BUKJIMKaTK. BiH Haronowye,
LLLO HasIBHI NEBHi eMoLii, Taki K MoYyTTA
Bubopy, csoboau, BignoBifanbHOCTI, fO-
CArHeHHs Ta 6araTo iHWMX, AKi, Ha horo
OYMKY, YHiKasbHO MpuUTaMaHHi irpoBUM
nepexuBaHHAM. CaMe TOMY, NiLCYMOBYE
aBTOp, QU3alHepu [OnarTb YCi cknag-
How,i npouecy po3pobku, wob cTBOpU-
TV OOCBIif, KU HEMOXIMBO OTPUMATK
6yab-SKUM iHLLMM COco6oM.

B6upatoun B cebe pucu Pi3HUX BU-
[iB MUCTeLTBa, Bifgeoirpu noctarTb K
XapakTepHUii  MPOsIB  MOCTMOJLEpHi3-
My, SIKOMY MpUTaMaHHi EeKNEeKTUYHICTb,
bparMeHTapHicTb, iHTepTeKcTyasb-
HICTb | CTMpaHHA MEeX MiX «BUCOKOH»
Ta «MacoBOK» KyJbTypol. Y Mexax
irpOBMX CBITIB MOCTMOJEPHI3M BUSIB-
NAETHCS He nuLle y 3MiIcTi, a 'y popmi:
Bifleorpa CUHTE3ye KOMIMOHEHTU 3 pis-
HUX XYOOXHIX OUCUMNAIH — niTepaTypwu,
MY3UKW, apXiTeKTypu Ta KiHO — W nepe-
TBOPIOE 1X Yy HOBY iHTEPaKTUBHY ecTe-
TuKy. H. MapeHuny (2013, ¢.17) y pobori
«Bigeoirpm — MUCTeLTBO Ha CTUKY MOCT-
MOZEPHIZMY Ta MOCTMNOCTMOLEPHI3MY»
3a3Havae: «BipTyanictuka, ctaroum ynio-
6NeHNM IHCTPYMEHTOM MOCTNOCTMOLEep-
Hi3My, BifKpUBA€E 3HAYHUN MNACT XYL0X-
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Hix Npo6sieM i NocTynoBo popMye HOBUMI
TUN ecTeTUyHoro 6GaveHHs». L. YxaH
(2023, ¢.73) y pobGoTi «Bnnve kuTaii-
cbkux cinbMiB npo 6onoBi MUCTeLTBa
Ha TemaTuky, obpasHicTb i gpamaTyp-
rito Bigeoirop» Haronowye: «OcKinbKu
npotsiroMm 1970-x pp. 3aBASKKW TBOPUIN
nisnbHocTi bptoca Jli, [xeki YaHa Ta iH-
LUMX FOHKOH3bKWUX aKTOPIB i pexucepis
XaHp ycsl (MpUHaMHI y [BOX CBOIX pis-
HOBMIAX — KOCTHOMOBAHMI iCTOPUYHMIA
dinbM i couianbHUt 60MOBUK KyHr-cby)
CTae LIMPOKO BiAOMWM 3axigHOMy rnsi-
Jayesi, Bifeoirpu noymHaoTb 3anosu-
yyBaTW BCi MOXJIMBI ONsi peanisauii Ha-
MpaLoBaHHS LbOro KiHOXaHpy». Takui
MiXMeniMHUA XxapakTep 0co6nnBoO BU-
pa3Hui y NpoEKTax Ha KWTant «Journey»
(2012), ne rpaBelUb NepexXvBae irpoOBUNA
npouec siKk My3WYHO-Bi3yaslbHy MeTa-
cdopy maHapisku, abo «Okami» (2006),
WO IMiTYe TpaguLiIAHUIA ANOHCBKUIA XK-
BOMUC Y CTUJIi «cyMi-e» (Z#z). Y rpi «The
Last of Us» (2013) iHTerpytoTbCsi KiHe-
MaTorpacpiyHa gpamaTypris, akTopcbka
rpa i MoHTax, Togi sik «Metal Gear Solid»
pYWHYe TpaguuiiiHi CTPYKTYpW, MOELHY-
FOUM LUMUIYHCBKUI TpUnep, coLiasibHui
KOMeHTap i MeTairpoBi 3acobu, 3okpemMa
npsiMe 3BEPHEHHSI [0 FpaBLs Ta IPOHIUHY
pednekcito Hag, NPUPOLOH Bifeorpu.
CyuyacHi Bigeoirpy sBnatTb coboto
CKNnagHi NporpamMHi KOMMIEKCH, LLLO iHTe-
rPyOTb He nulle eneMeHTU MUCTELTBA,
Taki sk KiHemaTtorpadpiyHi HapaTuewm, fi-
TepaTypHi TPonu Ta My3u4YHi KOMMO3WLT,
ane " nepefoBi [OCATHEHHSI KOMM'lOTEp-
HMX Hayk, 30Kpema Yy ccpepax komn'to-
TepHoT rpadoiky, NPOCTOPOBOro ayhio Ta
LUTYYHOrO iHTeneKkTy. Ller cumbioTuyHMm
3B'A130K MiX KpeaTMBHO iHOYCTpieto Ta
TEXHOJOTIYHUM CEKTOPOM € MPOLLECOM
B3aeMHoro 36arayeHHs. Y npadui «Bigeo-
irpn ik dOeHOMEH Cy4YacHOl KynbTypu»
I. Cknba (2020, c.164) 3asHayvae: «Ymo-
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CKOHaJeHHs | pO3BUTOK Bifeoirop TiCHO
NnoB'si3aHi 3 PO3BUTKOM KOMM'KOTEPHUX
TexHosorin. Tak, [esiki KOMMIeKTYyroui
KOMMN'tOTepiB  po3pobnsitoTbes  cheLi-
anbHo gns irop. Takox cami Bifeoirpu
BPaxoBYKTb YCi OCTaHHi MOXJIMBOCTI
KOMM'OTEPHOT TEXHIKKU, ynputyn Habnu-
XYHUUCb [0 peanbHOCTi 306paxeHHs Ta
3BYKY, a BeJiMKa KiJlbKiCTb XaHpiB Bifeo-
irop 3abesneyye pPisHOMAaHITHICTb iHTe-
peciB rpaBuiB». bifbLl Hix 3a nNiBCTONIT-
Hil MPOMIXOK CBOIO iCHYBaHHS Bifeoirpu
3MOIIM 3aHATU 3HaYyHe MicLe B CTPYK-
Typi cy4acHOi MacoBoOl KynbTypu i no-
UYMHaKTh BU3HABaTUCA Y CBITI K OJWH
i3 BUiIB Cy4aCcHOro MucTeLTBa.

Y no6y uncpoBoT KynbTypu Bigeoirpu
NnepeTBOPUIINCA Ha CBOEPILHY CUHTe-
TUYHY OPMY MUCTELTBA, WO MOEOHYE
AK TpaauuinHi enemeHTn (croxeT, nep-
COHaxi, aypmioBisyanbHi o006pasu), TakK
i HOBI, BNACTMBI JNULIE iHTEPAKTUBHUM
Mefia — HeniHiNHiCTb, BapiaTUBHICTb,
B3aeMofia 3 rpaBuem. Lle Bxe He npo-
CTO TeXHOJIoriYyHa po3Bara, a cnocié Bu-
paXeHHs1 eMoLil, igen i couioKynbTyp-
HUx pedcbnekcin. Ak 3asHavae |. borycT
(Bogost, 2015, p.9) y poboTi «Hk roso-
puUTK Npo Bigeoirpu», Bigeoirpn — e He
NpocTO po3Bara: BOHW MatoTb MMOLWNNA
KYNbTYPHWIA | eMOLiHWiA BUMIp. IXHi
nepcoHaxi Ta CHOXETHI JiHil 3gaTHI BuU-
KNMKaTu emnartito, nofibHy [o Tiel, wo
BMHUMKAE NifJi Yac YATaHHS pOMaHy uu ne-
pernagy dinbmy. KpiMm Toro, yHikanbHui
Bi3yaslbHUI Ta eCTETUYHUIA OM3aliH irop
CTBOptoe BaraTorpaHHi 30poBi, TaKTUJb-
Hi M eMoUiMHI BiguyTTA. ABTOp nigKpec-
JIIO€, WO Bifeoirpu cnig posrnagatu sk
NOBHOLiHHY chopMy MuUcTeLTBa. BOHM He
nvLe po3BaxaroTb, @ M 3[aTHI BUKJIMKA-
TV rMMOOKiI eMOLiNHI NepeXuBaHHS, CTU-
MyntoBaTM emnaTito Ta 3abesnevyBaTy
€CTeTUYHUI O0CBIf, AK i iHLWi BUOU MUC-
TeutBa (Bogost, 2015, p.9).

Zaporozhchenko, V., Biednov, |.
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BicHMK KIIBCbKOrO HaLiOHaNbHOIO YHIBERCUTETY KyNbTYPU | MACTELTB.

Cepig: AynioBigyabHe MUCTELTBO | BUPOOHULITBO

BucHoBKM

OTxe, Bigeoirpu p[ouinbHO posrnsga-
TW AIK cydyacHy copMy aygioBisyanbHo-
ro mwucteurtBa. [lpoaHanisyBaBlUM PO3-
BWTOK, HapaTWBHIi cTparTerii, Bi3yasbHy
MOBY, pexucepcbki 3acobu Ta B3aEMOLit0
3 rpaBLeM, MOXEMO [LiNTU BUCHOBKY, L0
Bifeoirpy OaBHO nepectann 6yTu cyTo
posBaroto. CyyacHi NpoeKTH Bce yacTille
NnoegHytTb KiHeMaTorpadpiuHi  3acobwu
BMPA3HOCTI, CKNafHi CLieHapHi CTPYKTYpH,
€MOLINHO HacuyeHi 06pa3un Ta iHHoBaLiN-
Hi TEXHONOT T, CTBOPOKOYM LiifliCHI, FNOOKI
1 Bi3yanbHO pastoui CBITW.

AK i KiHO, Bigeorpa dopmye y rpaBus
€MOLINHMI [0CBifg, KOMYHIKYe yepes ay-
JioBisyasibHi KoguM Ta 3paTHa nepepa-
BaTW igel, ceBiTOrnsAg i XynoxHe GayeH-
Hs aBTopiB. BogHouac i iHTepakTMBHa
npupofa BigKPUBa€E HOBI FOPU3OHTU Os
MUCTELbKOro BUC/OBIIOBaHHS, a rpaBeLlb
CTae criBy4aCHWKOM TBOPEHHS CEHCY.

CMUCOK bIBJ1IOrPA®IYHUX MOCUJIAHDb
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CaMe iHTepaKTUBHICTb $IK KJO4YoBa
puca Bifeoirop 3MiHIOE CYyTb ecTeTuUy-
HOro [OCBify, MepeTBOPIOYM MOro Ha
OVHaMIYHWIA NpoLec, WO po3ropTaeTbCs
MiX rpaBLeM, cepefoBULLEM rpu Ta i Ha-
paTMBHOI CTPYKTYporo. Mexi Mix aBToO-
poM i ayguTopiero po3MUBAlOTLCS, a Xy-
JOXHIA aKT nocTtae K KonabopaTuBHe
ABMLLE, B AKOMY 3Ha4yeHHs hopMyeTbCs
B MOMEHTI Al

Tak, Bifeoirpu — Lie He MPOCTO MPOAYKT
TEXHOJIOTYHOro Mporpecy 4v MacoBol
KynbTypu. Lle HOBITHS, ribpuaHa cdopma
aynioBi3yanbHOro MUCTELTBA, fIKa MoeS-
HYe pexwucypy, BisyaslbHy KOMMO3WULitO,
MY3WKKY, CLEeHapHe MWCTELTBO, aKTop-
CbKy Tpy i, FONOBHe, iHTePaKTUBHICTb.
Y cyyacHOMy KynbTypHOMY naHpwadTi
Bifleoirpy nocifatoTb Baxamee Micle siK
IHCTPYMEHT Xy[0XHbOro BUCJIOBJIOBaH-
HSl, WO He MOCTYynaeTbCcA TPaAuLUiiHUM
MUCTELbKMM Mefjia.
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Abstract

The purpose of this research is to conceptualise video games as a fully-fledged form within the context of
modern audiovisual art, in particular through the analysis of their aesthetic, narrative and interactive nature;
to study features of the artistic expressiveness of video games; to analyse the specifics of video game
aesthetics as a distinct type of audiovisual art within the context of modern digital culture. The research
methodology is based on the application of the following methods: theoretical — analysis of scientific works
devoted to the aesthetics of digital art and audiovisual nature of video games; comparative analysis —
comparison of traditional forms of audiovisual art with video games; comparative (comparative-estimative)
analysis — aimed at evaluating the artistic integrity and expressive power of video games as a form of art.
Scientific novelty. For the first time, this article substantiates that video games, as a form of audiovisual
art, have a significant influence on the transformation of aesthetic standards in digital culture, combining
elements of interactivity, visual style, narrative structure, music and sound. It is proven that the aesthetics
of video games not only imitates cinematic and artistic traditions, but also forms new means of aesthetic
expression inherent specifically to interactive media. Attention is primaraly focused on the role of video
games in shaping new cultural meanings and new ways of perceiving space, time and characters, which
necessitates a reconsideration of traditional approaches to the analysis of audiovisual art. Conclusions. As
a result of this conducted research, the importance of understanding video games as a fully-fledged form
of audiovisual art that combines aesthetic, narrative and interactive components is emphasised. Video
games form a new paradigm of artistic communication in which the player acts as an active co-creator of
the aesthetic experience. Such an interaction not only enriches artistic expressiveness, but also expands
the boundaries of the perception of art in the digital era. Video games should be viewed as an independent
cultural and artistic phenomenon capable of generating new meanings and aesthetic practices within the
framework of audiovisual art.

Keywords: video games; interactivity; game design; game designer; postmodernism; animation; computer
technologies
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