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Adexrusauit nosopor y game studies

A(beRTHBHI/H/I IOBOPOT y game studies POMOHYETHCS POITIIAHYTH
Ha IPUKJIAJI BiTeoirop y SKAHpI %KaXIB 34 CXEMOIO:

- crenudika KOMITIOTePHUX irop SK CYyYacHUX Me[ia;

- MOYKJIMBOCTI a(DEKTHUBHOIO IMIX0IY 0 POSKPUTTS ITi€l CIeIIn(IKT;

- KOHIIEIIIIIS «TPHOX» TLI KaHa[ChKkoro mocaigauka Bepmama Ilep-
poHa.

Kommr'orepHi irpu (Bimeoirpu) — Iie po3BaskasIbHI IPOrpaMu, I
BIITBOPIOIOTH BIPTYasbHY peasbHICTh, Vv AKifl Tpae Kopucrysadu. Lle
CITPOIIleHe, HEIOBHE 1HKeHepHe BU3HAUEHHS, BOHO He PO3KPUBAE TPy
SIK HapaTHUBHY 1CTOP1I0 a00 SK IPoIlec, AKMM BU3HAYAETHCA CAMUM I'PaB-
1eM (KJIacuyHe Bu3dHaueHHs rpu 3a ['efisumra) [1]. [Ipore Bomo mae Ham
MOKJTUBICTH TOBOPUTH TIPO iX cneu;I/I(biKy, 00 came 1iei TeXHIYHUI ac-
[IEKT CIPUYUHUB IIEBHY PEBOJIIOIII0 PO3BAKAIBHOI KYJIBETYPH. I[Hcecnep
,Z[}RyJI HAIIPHUKJIA]], BKa3ye Ha J[BA ACIIeKTH, 10 3MIHUJIA KOMITIOTED Y
rpi [2]:

1) mpaBmia Temep MmIATPUMYyE He JIIOAHHA, a Iporpama (IIo gae
3MOT'y, HAIIPHUKJIAJ, BBOJUTH IIPABUJIA, He IOIEePeIKYIOUN TP IIHOMY
rpaBIs);

2) Bi;[eoirpn HabaraTo MeHII 00MesKeH] IIPOCTOPOM 1 YacoM (HaTIpu-
KJIaJ, Hapasi JOCTaTHLO MAJIEHBKOTO TesiepoHy, 1100 TpaTu Y MOHOIIO-
JIito, JUIA AKOL JI0 I1BOT0 Tpeba Oysa BesMKa KapTa Ha CTOJI 1 3i0paTw
rPaBIIiB Y IIEBHUM Yac);

111 1Ba acmexTH PoOJIATH KOMITIOTEPHI P AyiKe 3PYUHUME MeIia
JUTA CydacHol KyJIbTYPHOI 1HAYCTPii: MU MOMKEMO «3aTaKyBaTW» BeJIU-
Ky, PO3BAKAJIbHY, KPACHBY iCTopiIO 1 3a OLIBII-MEHII JEeIIeBO IpofaTH
il BesuKiif ay,zu/ITopu Tomy, sk 1 kKapTH, Bl,z[emrpn CTBOPIOIOTH quyTTﬂ
ITOBHOI 3aHYPEHOCTI 1 MOKYTh TPU3BECTH 10 MICUXIYHOI 3aJIesKHOCTI.

Ile#t acrekT «3aHYpEHOCTI» 1 TOCTTKYE Aa(DEKTUBHUAMN MIAXI, AKUAN
PO3TJIAAE BIIEOrPy SK Mefia, 10 CTBOPIOE BIPTYAJbHUN aeKTUBHUN
TIPOCTIp, Yy IKOMY TPaBellb TIePeKIBaE VHIKaIbHI CI/ITya]J;ﬁ mpuroay i
[IPOXOIMTE 1meHTHdIKAI0 cede 3 BlpTyaJILHOIO peaJIbHICTIO «lmo3is
[IPUTOIW» — IIe Te, 10 POOUTH BiJeoirpu BlﬂMlHHI/IMI/I BIJ] KIHO, JIe MU
He BILTABAEMO HA Te, IT0 BIOYBAEThCS HA €KPaHi 1 Jie Hac He 3MYIIYIOTh
Oytu yuacuukamu mporiecy. Moske 3maTucs, 10 3 TAKUM aKIIEHTYBaH-
HSIM HEMOKJIMBO PO3IIOBIIATH IIPO CIOMKET 1 ICTOPIIo IpH, ajie, K 3a3Ha-
uae [leppoH, y Meskax apeKTUBHOTO MAX0IY ITIJIKOM MOKHA PO3IOBiIa-

69



Posmis 2. Jlocmigautipri crparterii y KyIbTYPOIOTIYHOMY 3HAHHI

T 1Ipo HapaTuB. CTBOpeHHA ad)eKTUBHOTO CTAHY BIIOYBAETHCS BiKe HA
BI3yaJIbHIH cTafli, a BlayasIbHI 00pasu y BiZeolrpax — Iie 4acro oopasu,
110 BXOJISITH JI0 CIO3KETHOI CTPYKTYPH.

Hanpmcﬂa,q, TLJIO MOHCTpa — KaTeropis, Ky BUJILIAE HeppOH
KOJIH aHaJnsye AK HpaLlioe TijecHICTh y survival horror games, Bineo-
irpax y male waxiB [3, c. 125—130] Hanpmcnaz[, y Sillent Hill-2 06-
pasu MOHCTplB 6e3nocepe,u;HLo IOB’I3aH1 3 IIiJICBIJIOMICTIO repois, STK1
CKOLIH sIKiCh cTpartHi 3mounuu. Y Dead Space 06pa3u MOHCTPIB HECYTh
HAYKOBO-(pAHTACTUYHE HABAHTAKEHHS: iXHI TijIa II0B'S3aH1 3 IeBHUMU
MICITSIMHE, HAIIPHUEJIA 31 IIIKO0JION, e Il MOHCTpK MyTyBaJsu. Ha mouatky
rpaBellb He 3HAE IIBOTO: BiH IIPOCTO BiguyBae Bimpasy (0co0JHBO H0 00-
PasiB TimepTPodOBAHMX YACTHH JIFOJICHKOTO T1JIa, 0 SKUX YacTO 3BepTa-
I0TBCS «TOPPOPI»), HEOE3IMEKY, KO 0AUYNTh MOHCTPA 3 IIMJIKOK B TOJIOBI
YH 3aJIUTe KPoB'10 mpumimnieHHs. 11 emorrii mocuiooTs Horo crpax.

Hpyre Tigo0, fgKe TAKOMX TIAIoe Ha i,Z[eHTI/I(biIcauiIo —Ie TLIIO TIep-
coHaxa [3, ¢.131-135]. ¥ Bmeorpl y TpaBIlA € BIpTyasbHe TLJI0, aBaTap,
SIKAN OOpeThest 3 MOHCTpaMH 1 AKUH TepeRIBAE CTPAKIAHHI, § TOMY
yuesa isumuni. B irpax, e rpaBii rpaioTh BT TpeThoi ocodu (HAIp.
Resident Evil-2), Bouu 6auaTh 1 (pi3UUHI CTPAKIAHHSI CBOTO ITPOTATOHI-
CTa, 1 TiJIa 1HIMUX ITePCOHAKIB, KUBUX 1 MEPTBUX. ABaTap MOKe TIEKKO
MTOPAHWUTHUCS, [TEPCOHAK MOKE sKOPCTOKO ITOMEPTH, 1 TOMY IKJIYBAHHS
TIpo HOTO TLIO CTae iXHBOI 0COOMCTOI0 cIpaBoi. ¥ OaraThox survival
horror Ha piBHI irpoJagy € cucTreMa 3abe3leUeHHs 3I0POB’S MePCoHa-
sxiB: Hampuriaazn, B Dark Corners of the Earth rpasigM HeIOCTATHBO
BUKOPHUCTATH IIPOCTO alTeuKy, iM Tpeba HAHECTH IeBHUI JIKAPChKUAN
3ac10 I KOHKPETHOI YaCTHHM TiIa. B IHIINX irpax IpaBIsgM Iie Tpeba
3BAYKATH HA PIBEHB T'OJIOAY, CIIPATH, XIMIYHOIO 3aPaKeHHS TOIIO,

3pemnrroro rpaBellb OIMHAETHCS Y CTaHl, AKwit MeTadgopuaso [leppor
OIIUCYE K «T1I10 0e3 Tos10Bm» 3, ¢. 136—141]. Tiso rpaBIig 3aHYPIOETHCA B
IrpoBwMii TIPOTIEC: TIOIPH CTPAX BOHO 3MyIleHe pearyBatu, miary. 11im yac
meperaAny QpiabpMy sKaxiB MOMKHA BIIBEPHYTUCS: aJjie IJIs TOTO, 00 Ipo-
UTH Bimeorpy, Tpeba He BiIBepTATH MOTIAAY 1 110ch pooutn. Ile 3ByunTh
JKOPCTOKO 10 TPABINB, ajie 3a MPOXOKEHHS TAKKOI0 BHUIIPOOYBAHHS
JIIOZIMHA He JIIe OTPUMYE CIUIeCK IIO3UTUBHUX eMoIrii. BaraTo reim-
TU3afHEPIB «HATOPOKYIOTE» TPABIA PO3KPUTTAM (PPArMEHTOBAHOI,
MO3ai4HOI TAEMHHUIT 1 3aK0I0BAHY KyJIbTYpHY TpobiemaTury. Hampu-
raaj, y Detention Mu uepes 11eit ad)eKTUBHU CTAH MI3HAEMO TPATIUHY
1CTOpIIo IIPO Te, AK mig uyac bimoro tepopy y TafBaml, 3a 4aciB pemxumy
Yau Kanmm, mkossspka yepes peBHOII JOHOCHTE Ha CBOTO BUKJIA1a4a 1
HOT0 YYHIB, IIPO III0 TOTIM JIy¥Ke IITKO/IYE.

Iammmy cimoBamu, adyeKTUBHMM MAXIT A€ 3MOTY 3PO3yMITH CIIEIIH-
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Tesu

(iky Bigeoirop sk ;kaHpy Mucrelrrsa 1 sk iHmycrpii. CTBopeHHsa adek-
THUBHOTO IIPOCTOPY 0€3mMocepeHbo MOB'sI3aHe 31 CTBOPEHHSIM, 3 OJIHOTO
00Ky, eCTeTHYHOro eeKTy 1 TPAHCISAIII HapaTHUBY, 3 1HIIOT0 — TeXHIY-
HHX 3ac001B 1 CXeM IrpoJiaay, 1o CTalTh yHiBepcaabHuME. Tomy adek-
TUBHUH IIAX1T TYT BAKJIMBHUIM, JAI0YNA MOKJINBICTE TJIMOOKO aHAJII3yBa-
TH ITI0 YACTUHY Cy4acHOI KyIbTYPHOI IHIyCTpii.
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