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JAUCKYPC BIAEOIT'OP AK MYJIbTUMOJAJBHE ABUIIE

Anacmacia Oneziena Illanaman, shalamay.a.o@pdpu.edu.ua
acnipanmka Kagheopu 3axXiOHUX Mma CXIOHUX MO8 Ma MeMOOUKU IX BUKIAOAHHS
epoicasnuii 3axknad «Ilie0eHHOYKpaincbKull HAYiOHANbHULL
neoaeoeiunutl yHieepcumem imeni K. J[. Yuuncoxoco»

Y ecmammi pozensanymo ocHosHi cyuachi noanadu Ha O0CNHIONCEHHs 8i0e0iep0B802o
OUCKypcy: auaniz 1020 AK IHMepHem-OUCKYpPCY, eleKmMpPOHHO20 OUCKYPCY YU
MYTbMUMOOANILHO20 OUCKypcy. Memow 00CniodxiceHHs € YMOYHEeHHS 3MICMY NOHAMMmA
«810€0icpoBUll  OUCKYPCY, V3200MHCeHHS EOUH020 MePMIHA HA U020 NO3HAYEHHs Ol
VHUKHEHHST MEPMIHON02IYHOI NIYMAHUHU (MIJDC MepMIHaMU «B8i0e0iepo8ull OUCKYPCY,
«OUCKYPC KOMN TOMEPHUX [20p», «IHMEpPHem-OUCKypc» mowo) ma OOIPYHMYBAHHS
HAUOOYILNbHIUO020 NIOX00Y 00 BUBYEHHS BHYMPIUHBOICPOB020 MOGNEeHHA. AHANI3 HAYKOBOT
Jaimepamypu 3 memu 3yMOBUS GUOID MePMIHA «B8I0e0icposUll OUCKYPCH K KI0Y08020. V
pe3yibmami  nooanbulo20 aHanizy OUCKypc 8ioeoicop 0Y10 CXapakmepuzo8aHo sK
MYIbmupieHese sasuwye, sike SKIIUAE PI3HI 8UOU OUCKYPCY 3ANeNHCHO 810 adpecamie ma
aopecanmis MoGleHHs (PO3POOHUKIB, 2pasyis, ieposux JicypHaricmis mowo). OOHum 3 yux
Di6HI8 €  6HYMPIWHBOICPOBE  MOGIIEHHS,  3ANPOSPAMOBAHE  PO3POOHUKAMU  2pU,
HAUOOpEeUHIWUM Ma  HAUPO3NOBCIOONCEHIWUM — NIOX00OM 00 BUBHUEHHS 5KO20 8
AH2IOMOBHIUl  HAYKOGIU  Jimepamypi € MIYMA4YeHHs 8i0e0icp08o20  OUCKYPCY K
MYIbMUMOOATbHO20 Asuwa. Ha oooamok 0o wecmu munosux mooycie, npumamanHux
cyuacHum gideoiepam (ayodianbHoeo, 6i0eo, 8epOAIbHO20, HCECMOB020, NPOCMOPOBO20 MA
MAKMUiIbHo20), OVI0 66€0€HO CbOMUL MOOYC — NpoOYeOypHUll, SAKull nepeobavae
Gopmysanns ma nepeoavy CMUCILIE 3d NOCEPeOHUYMEA MeXaHiKu 2pu mda, Ha OYMKY
OEsIKUX ABMOPIB, 3ACTY208YE BEANCAMUC CAMOCMIUHUM MOOYCOM, WO NIOMBEPOI’CYEMbCS
npukiadamu. Taxkoxc y cmammi 3A3HAYEHO NOJINCAHPOBICMb, THMeEPMeOdialbHICb ma
MPAHCMEOIANbHICb  8I0e0icp08020 OUCKYPCY, HABEOEHO MIAYMAYEHHs Md NPUKIaou
akmyanizayii Yyux noHsameo.

Kniwouoei cnosa: sioeoicposuti  ouckypc,  OuUcKypc — 8ideoicop,  OUCKYpC
KOMN TOMEPHUX [20p;, MYTbMUMOOANbHICMb, MYIbMUMOOATbHULL MEKCM, eleKMPOHHULL
OUCKYpC, IHmepHem-OUCKypC.
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This article seeks to review contemporary approaches to researching videogame
discourse, such as analyzing it as internet discourse, electronic discourse, or multimodal
discourse. It also aims to define “videogame discourse”, distinguish the terms used to
describe it in order to avoid terminological confusion (between the terms ‘‘videogame
discourse”, “computer game discourse”, ‘“internet discourse”, etc.) and to justify the
most suitable approach to studying in-game text. The literature overview has shown that
the term ‘“videogame discourse” is the most fitting and commonly used out of the
abovementioned terms. While videogame discourse is defined as a multilevel entity that
encompasses several levels of discourse based on the senders and the receivers of the
message (game developers, gamers, game journalists, etc.), this paper focuses primarily
on the in-game text programmed by game developers. As video games are multimedia
products, analyzing their discourse from a multimodal perspective appears to be the
prevailing approach. In addition to the six modes typical of modern video games (i.e.,
aural, visual, linguistic, gestural, spatial and haptic), the article highlights the procedural
mode, which represents creating and conveying meaning through gameplay mechanics.
The paper also views videogame discourse as a polygenre, intermedial and transmedial
entity, providing both definitions and examples of these terms.

Key words: videogame discourse; discourse of video games; discourse of computer
games; multimodality; multimodal text; electronic discourse; internet discourse.

Beryn. IHnycTpis Bifeoirop € ofHi€r0 3 HAWYCHINIHIMINAX MeTIaiHIyCTpii
cydacHocTi. 3 mouatrky mnangemii COVID-19 ns ramy3s mnpusecna Ouibiie
npuOyTKIB HIK 1HIYCTpil KiHO Ta cnopty pasom y3sati [Witkowski 2021]. Okpim
TOTO, BCE OUIbIIE KpaiH IO BChOMY CBITY, BKJIIOYAIOYM YKpaiHy, BU3HAIOTh
KibepcrmopT odiiiHIM BHIOM CHIOPTY [MiHICTEpCTBO MOJIOAI Ta CIIOpTy YKpaiHu
2020]. Taki ycmixu BiZicoirpoBoi rayry3i HE JIAIIEC MPUBEPTAIOTh yBary IpaBIliB Ta
npodecionaniB 1HAYCTpii, a ¥ 3yMOBIIOIOTh aKTyalbHICTh HOBUX HAMPSMIiB
JOCTIKeHb, TIOB’SI3aHUX 31 CTPYKTYpPOIO BIJEOIrop, IXHBOI KYJIBTYPOIO,
oHroorieto Ta ctatuctukoro [Egenfeldt-Nielsen et al. 2016, p. 11]. He € BunasITKOM
1 BHBYCHHS BHYTPIINIHBOITPOBUX TEKCTIB Ta JUCKYpPCy, IO CYIPOBOIKYE
0OTOBOPEHHS BiZIEOITOP.

VYTiM, aHaJIi3 OCTaHHIX JAoCaigxkeHb i myOaikaniii BiTun3HAHNX [€IbII0BA
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ta AmnaeBa 2019; I'matenko, Benrep Tta [pyxwuna 2020; Bapbaneusr 2020;
Kaprienko ta BapOanens 2021] i 3apyOikaux mocuigaukis [Murray 1997; Bogost
2007; Gee 2013; Hawreliak 2021; Ensslin 2021] no3Boisie 3ayBakHTH, IO CEpe]l
BUCHHX HEMa€ €IMHOI JYMKHA HaBiTh CTOCOBHO OCHOBHUX MHUTaHb BHUBUCHHS
BIJICOITPOBOTO JUCKYpCy, a came: 1) o managae mig TEepMIH <«JIHUCKYPC
B1JICOIrOpy»; 2) KUK TepMiH (SK-OT OUCKYpC 8i0eoicop, OUCKYPC KOMN 1OMepHUX
ieop, Komn tomepHuil OUCKypc TOILO) CIIiJI BAKOPUCTOBYBATH Ha MOT0 MO3HAYEHHS,
1 Y4 MOXYTh IIl TEPMIHU BXKMBATHUCS CHUHOHIMIYHO; 3) A0 AKOTO MIMPUIOTO THUILY
TUCKYpCY (inmeprem-ouckypc, Komn 1omepHutl OUCKypc 9 OUCKYPC Mydbmumeoia)
HaAJICXKUTh JUCKYPC Bijieoirop. MeTorw cTaTTi € HalaHHS BiJIMOBI/I1 HA 111 TUTAHHS.

Buxsiang ocHoBHOro marepiaay. Y MpakTUIl BITYM3HSHUX JIOCHIJIHHKIB
[EnbioBa Ta AnaeBa 2019; I'marenko, Benrep Ta [pyxuna 2020; BapOanein
2020; Kapnenko ta Bap6anens 2021] npo auckypc Bieoirop 3a3Budail roBopsTh y
KOHTEKCTI KOMIT FOTEPHOTO, €JIEKTPOHHOTO YU 1HTEPHET-TUCKYPCY, TPUIOMY 4acTO
0e3 4YiTKOrO BHOKPEMJICHHS BiJICOITPOBOTO JHUCKYpPCY B OKPEMHI HampSM.
Hanpuknan, T. Bap6anens [2020, c. 38] BUKOPHUCTOBYE TEPMiH «CICKTPOHHHIMA
TUCKYPC KOMIT FOTEPHHUX iropy, MOSICHIOIOYH, IO «IEH JHUCKYypC peai3yeThes 3a
JIOTIOMOTOI0  OTIOCEPEAKOBYBAHHS €JIIEKTPOHHUMU TEXHOJIOTiIMU (Y CHUTyallisx
0e3mocepeIHHOT0 YCHOTO CIiIKyBaHHs rpasiiB)». C. €mabiioBa Ta JI. Anaesa [2019,
c.60], y crarri, mpucCBAYeHIH JOKadi3alii KOMIT'IOTEPHHX Bigeoirop (ToOTO
nepekyiaay irop 13 JIHTBOKYJIBTYPHOIO aJamTalli€ld IXHBOTO 3MICTY), 3aMiCTh
TEPMiHA «IUCKYpPC» BHUKOPUCTOBYIOTH TEPMIH «()EHOMEH», TOBOPSYH TMPO
«(peHOMEH KOMIT IOTEpHUX BIICOIrOp», 10 «€ HEBL €MHOIO CKJIAJ0BOI0 YACTHHOIO
CYy4acHOTO IHTEPHET-IHUCKYPCY», 1 cepesl MpoOJieM SKOTO «YBaXKHOTO CTaBJICHHS
notpe0ye MUTaHHS MOBHOI JIOKaji3arii» [Tam camo, ¢. 60].

Ha Ham mormsa, TiaymadeHHS BiJICOIrPOBOTO JUCKYPCY Hi SK CYTO
EJIEKTPOHHOTO JHUCKYPCY, Hi K YaCTUHU IHTEPHET-TUCKYPCY HE € KopeKkTHUM. [lo-
nepiie, He BCi irpyd J03BOJISIOTH YCHE YW IUCHMOBE CITUIKYBAaHHS TPaBIiB MIXK
co00I0 — € TaKOX 1 OJHOKOPUCTYBAIbKi irpu. OTKe, MU BBaXKAEMO, IO TEPMIHU
«ETIEKTPOHHUI JAMCKYPC» UM «IHTEPHET-AUCKYPC» JOLIIBHO 3aCTOCOBYBATH JIMILE
JUIST B OHJIAHOBHX Ta 0araTOKOPUCTYBAlbKMX Irpax Ta JIMIIE /I TEBHOI iX
YaCTHHHM, a CaMe — JIJIsl ONTUCY OCOOJIMBOCTEHN CIIUIKYBaHHS M1k TpaBisiMu. Btim, 111
0coONMMBOCTI HE OyAyTh OOMEXyBaTHCS JIMIIE MapKepaMy, TUIOBUMHU IS
iHTepHeT-nucKypey. [IpogeMoHCTpyeMO 11e HUXK4Ye Ha MPUKIal (parMeHTy i3 4aty
OHJIalH-BimeorpH (muB. 1. 1).
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£ ~ Main x Game Combat

|
oenix: [Stonemist Waypoint ]
: Go durios
: commander dc
: nvm

aremy: Duri ok-ish

: well
: about 10 AR at durios onw
Jespekt: large AR inc to durios
: repair the wall there everyone
D [Say] (press Enter to chat)

Lnocrpauis 1. @parmMeHT oHJAHH-4YATY i3 0araToKOPHCTYBalbKOI OHJIAWH-TPH
“Guild Wars 2” [https://wiki.guildwars2.com/images/a/a8/Full_Chat Panel.jpg]

Ha 1. 1 moxxHa mo0OauuTy, 10 OHJIAWH-CHUIKYBAaHHS TPAaBIlIB BKJIOYAE B
cebe SK THUIOBI PUCH IHTEPHET-TUCKYpCY (EJIICUC; BibHE BXKMBAHHS BEJIMKOI
JITepH YW 3HAKIB MyHKTYyaIlil; Jpykapchki momuiku (“Onw (NOW)”); B)KUBaHHSI
3araJbHOBITOMHUX cKopoueHb “disconnected (dc)”, “never mind (nvm)” toro), Tax i
pucu crneuu@iuHi ISl BiJIEOITPOBOTO TEKCTY: BIPTyanMipOTONMOHIMU Ta iX
ckopouenns (“Durios”, “Duri”); iIMCHHUKHM Ha TIO3HAYCHHS POJICH TPaBIliB, IO €
tunoBuMu 11 xxkanpy MMORPG (“commander ”); iMeHHHKH Ta iX CKOpPOYEHHS Ha
nmo3HaueHHs 3Ai0HocTed uu artpuOytiB, THmoBi a1 RPG irop B 1ijgomy
(“resistance” sk ckmagoBa ‘“‘agony resistance (AR)”); KiNbKICHI IOKa3HUKH,
BaKuBi1 1 yemixy y rpi (“10 AR”); ckopoueHHsI Ha TTO3HAYE€HHSI KOOPAUHOBAHUX
aii rpaeiis (“incoming (inc)”).

Takum 4YMHOM, MU BB)XKA€EMO JIOIUJIBHIIIMM BBa)KaTH BiJICOITPOBUIN JUCKYPC
OKPEMHM BHUJOM JHCKYpCy, IEBHI YaCTUHHU SKOTO B3a€EMOJIIOTH 13 1HIIMMH
JTUCKYpCaMHM, HAIPHUKJIAT 13 IHTEPHET-TUCKYPCOM (IHB. 1. 2).

OHNaAH- l'.
IHTEPHET-AMCHYPC cninkysaHHa | BiaeoirpoBUid AMCKYPC

rpaeLis |

LnrocTpanisi 2. YMoBHe 300paskeHHsI BiTHOCHH MiK IHTepHeT-AMCKYPCOM,
BiJ1€0irpOBMM IMCKYPCOM Ta OHJAHH-CIUIKYBAHHSIM IPaBIiB
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Tak caMo BiACOITPOBUN AUCKYPC MOXE B3a€EMOJISITH 13 KOMI IOTEPHUM
JUCKYpcOM (MEHIO HaJIAIUTYBaHHs I'pU), AUCKYypcoM pekiamu (il mpoMoMatepiain),
IOPUINYHUM JTUCKYPCOM (KOPUCTYBAIlbKa yro/ia) TOIIO.

Cx0x01 TyMKH TOTPUMYIOThCS 3apyOikHI qociigHuku. Tak A. EHccniiH B
CBOEMY  BHM3HAYEeHHi  «IHCKypCyY  BiZeoirop» BHUXOOUTb 32  PaMKH
BHYTPIIIHBOITPOBOT'O TEKCTY Ta CHIIKYBAaHHS TPAaBIliB, Ta NPONOHYE TIYMayUTH
HOro [K IIMPOKHI TEpMiH, LI0 BKIIOYAaE B cebe Tak 3BaHl «PIBHI JUCKYPCY»
BIJIMOBIJTHO J0 aJpecatiB Ta aJpecaHTIB MOBJICHHA: 1) CIUIKYBaHHS MK I'PaBIsIMU
MO0 1rop 3a JOMOMOIOI pI3HUX MeJia- Ta KOMYHIKaTMBHUX IIAaT)opMm;
2) muckypc npodecioHaNiB Bie0IrpoBol iHIYCTpii, HANPHUKIAJ, TeiM-Iu3aiHepiB
Ta pO3pOOHUKIB; 3) AUCKYpC IHIIMX CTOPIH, MPUUETHUX JIO BIJEOIrOp, SIK-OT
ITPOBUX JKYPHAJICTIB, MOJITHUKIB, aKTUBICTIB, OaThKIB TOLI0; 4) MOBIJICHHS, IO
icHye ©Oe3rmocepeHr0 Yy Bijeorpi, TOOTO CTBOpeHE 11 pPO3pOOHUKAMHU ISt
MOJANBIIIOTO CIPUAHSATTS TPaBIsIMU, SIK-OT iHTepdeiic KopucTyBaya, AialOTH MiX
NepCOHaKaMH, IHCTPYKIIi Ta iH.; 5) MOBJICHHS, IO BUKOPUCTOBYETHCS B pEKIami
irop, 10JJaTKOBUX MaTepiajiaX, KOpUCTyBalbkux yroaax tomo [Ensslin 2011, p. 6].
MeToro aHamizy IUCKYypCy Bieoirop SK HampsMy IOCHI/DKEHHS € «IOIIyK
CHUIBHUX  JIGKCMYHUX, MOP(QOJOriYHUX, NparMaTMYHUX, KOHBEpCAalliHHUX,
MYJBTUMOJANBHUX Ta IHIIMX BJIACTUBOCTEH Ta MpPOLECIB, LI0 BiJOYBalOTHCA B
comiajabHiN cdepi Bigeoirop mpoTsarom octaHHix pokiBy [Ensslin 2011, p. 7]. Ha
Halll [OIJIsl, BHIICHABEJEHE TJIIYMAuy€HHs BIJIEOITPOBOrO JUCKYpCY Kpalle
BiIOOpa)kae PI3HOPIAHICT TEKCTIB, 10 (QOPMYIOTh IIed BHA JHUCKYpCY, Ta
J0TIOMarae yHUKHYTH TOJANbIIOl IUIyTaHUHH, $K-OT aHajii3y OJHOI0 piBHA
JTMCKYPCY, 3aCTOCOBYIOUH MPHU IIBOMY PE3YJIbTATH JIOCIHKEHB 1HIIIOTO PiBHS.

BuHukaoTh TpyAHOIII ¥ 3 MOTOAKEHHSAM €IMHOTO TEPMiHA HA MO3HAYCHHS
BIZICOIrPOBOT0O AMCKYpCy. B mparsax 3apyOikuux Buenux [Murray 1997; Bogost
2007; Gee 2013; Egenfeldt-Nielsen et al. 2016; Hawreliak 2021; Ensslin 2021]
Haliyacriime MoxkHa 3ycTpith Tepmin “videogame discourse” gum “discourse of
videogames” (To0TO «BifeoirpoBHii TUCKYPC» YU «IHCKYPC Bigeoirop»), y Toi
yac SK BITYM3HAHI BYCHI TEPEBAXKHO TOBOPATH IMPO «KOMII'IOTEPHI ITpU» Ta
BUKOPUCTOBYIOTh TEPMIHU «IHTEpHET-IUCKypc» [€nbrioBa Ta AmaeBa 2019;
I'natenko, Benrep ta [pyxuna 2020] un «eneKTpOHHUN TUCKYpC KOMIT FOTEPHUX
irop» [Bap6anens 2020; Kapnenko Ta Bap6anens 2021].

Bume Bxe Oyno 3°sicOBaHO, YOMY BHKOPHCTAaHHS TEpMiHAa «IHTEpHET-
IUCKYpPC» YU «EJEKTPOHHUM NHUCKypc» Ha IO3HAUEHHS YChOTO BIJEOIrPOBOTO
IUCKYpPCY HE BHJIAETHCS KOPEKTHHM, ajieé CIiJl TAKOXX YTOUHUTH PI3HHUII0 MIX
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TEPMIHAMU «KOMII FOTEpPHA Irpa» Ta «Bigeorpay. Sk nosichioe T. Bapbaneusp, TepMmin
«ETIEKTPOHHUI JMCKYpPC KOMII IOTEPHUX Irop» BKa3ye «Ha Te, IO BCi MPHUCTPOI,
OpPUAATHI IS 3alyCKy ITPOBHX IMpOrpaM € 3a apXITEKTYypHOIO OyJI0BOIO
komi’rotepamu» [BapOanenp 2020, c. 38]. Ha nHam e morisia, BUKOPHCTAHHS
TEPMIHIB «BIACOITPOBUI TUCKYPC» UM «IUCKYpPC BIJIEOITOP», PO3MOBCIOIKEHHUX B
AHTJIOMOBHHUX JIOCHI/IP)KEHHSIX, YSBISEThCA OUIbLI BIYy4YHUM. TepMiH «Bieorpar
3aMICTb «KOMIT'IOTEpHA Tpa» MIAKPECIIOE BKIIOYEHHS 1 KOMIIIOTEPHHX, 1
KOHCOJIbHMX, 1 MOOUIBHMX Irop y JucCKypc. Xoya ycl LI NPUCTPOi MAIMCHO €
«KOMIT IOTepaMm» 3a CBOEIO OYJI0BOIO, CIICIIATICTH 3 JIOKaTi3allii MATBEPASITh, 110
miatdpopma, Ha SKi CTBOpeHa rpa, Ma€ BIUIMB Ha OCOOJUBOCTI ii
BHYTPIIIHBOITPOBOTO TEKCTY, AK-OT MOro OOCAT YM TEXHIYHY TEPMIHOJIOT1I0
[O’Hagan & Mangiron 2013, p. 123]; a omke, po3MexyBaHHS MiX miatGopmMamMu €
JOLIIbHUM.

BusHauuBmIKCh 13 BUKOPUCTAHHSAM TEPMIHA «BIJCOITPOBHM JTUCKYpPC», a
TAKOXX JOBIBIIM, IO BiJICOIrPOBUN JUCKYpC HE OOOB’S3KOBO € CYMDKHUM 3
IHTEpHET-TMCKYPCOM YH EJIEKTPOHHHM JIMCKYPCOM, PO3TIISTHEMO IHIII MiIXOAH JI0
fioro BuBYeHHA. Byap-sika Bijeorpa € MyJbTUMEIia-TIPOAYKTOM, a OTXKE, JOPEUHO
po3risaaty ii 3 MO3UIii AUCKYpCY MyibTuMenia. Juckypc MyiabTHMeEia, B CBOIO
yepry, € myiabTuMomansHum [Kress & Leeuwen 2001, p. 1; Lemke 2012, p. 79;
Kress 2012, p.30; Liebert & Metten 2013, p.4336]. Takoi X ayMKH
JTOTPUMYIOThCS 3apYODKHI TOCIITHUKH, K1 CXWIBHI PO3TIISIaTH TUCKYPC BiCOIrOp
came sik mynpTuMoanbauii [Gee 2013, p. 1; Hawreliak 2021, p. 229; Ensslin 2021,
p. 3] Ta BKJIIOYAIOTH 0 HHOIO TaKi MOAYCH SIK aymialbHUM, Bigeo, BepOalbHHUH,
KECTOBUM, TIPOCTOPOBUHN Ta TAKTUIBHHM. YCi 13 3a3HAYEHUX MOJYCiB, OKPEMO YH
CYKYITHO, MOXXYTbh IMPOJIYKYyBaTH Ta TMEpeaaBaTH MEBHE 3HAUEHHSA. Y TOM ke yac
NesKl JOCTIAHUKA BUIUISIOTH 1€ OJWH MOJAYC, TNPUTaMaHHUN BHUKIIOYHO
BIZICOIrPOBOMY JHUCKypcy: npoueaypuuii [Murray 1997, p.274; Bogost 2007,
p. 103; Hawreliak 2021, p. 229].

[Ipouenypunii Momyc — 1€ 3amporpamMoOBaHHil PO3POOHUKAMH BIATYK
IrpOBOTO CBITYy Ha il rpaBilsi, 10 Hece B COO1 MEBHE 3HAYCHHS: PO3KPUBAE
0COOJIMBOCTI ITPOBOTO CBITY Ta MOTr0 IIHHOCTI, XapaKTep 4H 3A10HOCTI EPCOHAXKA
touo. «lIponenypHy pUTOPUKY MOXHA pO3IIAgaTH sSK 3acid, SKUH J03BOJISE
BUPA3UTHU TMpaBWja TPU 4Yepe3 MHUTAHHS: SKI dii JO03BOJSAIOTH YU TOTPEOYIOTh
npaswia Tpu? Axi mii BoHM 3amepedyroTh? SKi 1ii BOHH 320X09YIOTh Ta KaparoTh?»
[Hawreliak 2019, p. 231].

Jlnis imocTpatii mpoueaypHOro MOAYCYy HaBelIeMO JBa MPUKIAAH 13 podboTH
JIx. I'aBpemnsika [Hawreliak 2019, p. 228-229]. Astop ananizye rpy “Mafia 1117, nis
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aKoi po3ropraeTscs B 1968 pomi y Buraganomy micti Heto-bopgo (mporotunom
axoro € Hosuit Opiiean) 1 MpOTaroHiCTOM SIKOi € TMPEICTaBHUK 3MIIIAHOI pacu
Jlinkonen Kineil. B onniei 3 Miciii BIZKPUTOTO CBITY MEPCOHAX 3aXOJUTh IO
aomOapay Ta HerailHO MpUBEPTA€ YyBary MWOro BIIACHUKA, SKHM IOTPOXKYE
BUKJIMKATH TIOJIIiF0, SIKIIO BiH HE 3aJIUIIUTh MpUMIIIEHHS. ['paBIfto 3po3ymiio, 1o
1€ HeCIpaBeUIMBO, 00 Tepoil HIYOro He KpaB Ta HE MOpyIIyBaB cnokiil. [IpuunHoo
TaKOl peakilli HacmpaBll € Te, 110, 3aXO0Ji4d 10 JoMOapay, rpaBelb ITHOPYE
cerperaliiHuil 3HaK 30BHI, AKUH 3a00pOHS€ BXiJl TeMHOWKIpUM. JIpyrum
NPUKIAIOM € MEXaHIKa Yyacy BIAKJIMKY MOJIIII Y PI3HUX YAaCTUHAX MICTa — MO
NPUIDKKAE MIBUJIIE HA BUKIMKHU B Oarati, «Out» kBapTayid. B 000X Bumajgkax 3a
paxyHOK MPOIIETypPHOTO MOAYCY, TOOTO peaKIlii Tpu Ha Jii TpaBIs, PO3KPUBAIOTHCS
npobaemu pacusmy, nputamanti CIIA cepeauau XX cropivus.

3ayBaxumo, 10 NEPIIUK NMPUKIAA, KWW, 32 cimoBamu J[k. ['aBpenska [Tam
caMo] BIIOYBa€eThCS Mij Yac IrpoBOi Micii, BUTJISAAE OE3MOCEPEIHBO SK YacCTHHA
CIICHApIIO TPH, a OTXKE, MOKHA CIIEPEYATHUCS, 1[0 B TAKOMY BHUIAJIKy MPOICTypHUN
MOJIyC He 00OB'A3KOBO € MPUTAMAHHUM BHKJIIOYHO BiJI€OIrpaM: pOMaHU Ta QPUIbMU
TEX MAIOTh CIOKET UM CIIEHApii, B IKOMY TIEPCOHAXI YUHATH 1 pearyroTh Ha Oyab-
K1 J1i1, CMHCJT IKUX MOJYKHA TIIYMayUTH. YTIM, y JIPYroMy BHIIQJKY, TPOIEIYPHUN
MOJIyC TIPAIIOE caMe 33 PaXyHOK «HEBUIUMOI» MEXaHIKM, Peakilii Ha CIIOHTaHHY
B3a€EMOJIII0 TpaBIl 13 cepeloBUINEM TIpu. BiH MOB’s3aHMil y mepily 4depry 3
reiiMIuieeM Tpu, a He i1 HapaTUBOM, XO04a 1 CIPHUsi€ WOro raudIIoMy pPO3yMIHHIO.
UYepe3 me apyruil Npukiaj MPOLEIYpPHOTO MOJYCY MOKHA BBaKaTH OUIBII
BITYYHUM.

Taxosx, Ha qymky aBropa [Hawreliak 2019, p. 269], came yepe3 po36iKHOCTI
MK  HapaTUBOM Ta TMPOIEAYPHHUM  MOJYyCOM BHUHUKAae TaKk 3BaHUU
«JTIOIOHapaTUBHUN aucoHaHey. et Tepmin Oyno BBeaeHo K. Xokinrom [Hocking
2007] nist onpcy IPOTHPIY MIXK THM, IIIO Tpa TPAHCIIIOE y CIOKETI Ta y TelMILIe],
SK-OT HEBIAKJIAgHA MICisl, Ky HAcHpaBAi MOYKHA MPOWTH TICISA JBOX YH TPHOX
THIITHX.

BiamiTaiMo, 1110 aHami3 BiI€OIrop y TepMiHAX MYJIbTUMOJAIBHOTO JUCKYPCY
YCKIIAAHIOE HEMOKJIMBICTh CHPHUUHATTS rpu 0€3 3yCHsIb Ta B3a€MOJIi 31 CTOPOHU
rpaBisi. Tum He MeHmn, A. EHCcliH 3ayBaxye, IO «HE3BaKAIOYM Ha MPOIEAYPHY
MPUPOAY BiACOIrop 1 T€, IO BOHU PO3KPUBAIOTHCS 3a JOMOMOTO KIHETHYHOI
B3a€EMO/II1, a HE MPSAMOTO YNTAHHS, TIEPETIISAY YU MPOCITyXOBYBaHHS, iTPH BCE OHO
MaroTh TEKCTOBY MpUPoay. HaBiTh mpaBmiia rpu mOJal0THCA CEMIOTUYHUM TUISIXOM:
BepOaIbHO Ta HeBepOanpHO. [HTEpdeiic irop € BUKITIOYHO MYJIbTUMOAATBHIMH Ta
MICTSITh YUCIICHHI pemnpe3eHTallii, ssK-0T mepcoHaxiB un 00’ektiBy [Ensslin 2015,
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p. 2].

OxpIM MyJBTUMOJAIIBHOCTI B1IEOITPOBOTO IUCKYPCY TaKOX BIAMITUMO HOTO
nojizkaHposicTs. Hanpuknan, BHyTpIIIHBOITPOBUN TEKCT IPU MOKE BKIIIOYATHU J10
cebe Takl JKaHpPHU SK MEHIO HaJalllTyBaHHs, MpaBuUja IPU YW THCTPYKIIii, TaOIUI
OYOK, CUCTEMHI MTOB1JIOMJICHHSI, CIIEHAPHUH J11aJIOT TOIIO.

JUIs T1oJanbIIoro po3MEXyBaHHS PI3HUX JKaHPIB BHYTPIIIHBOITPOBOTO
tekcty M. O’Xaran Ta K. MaHripoH B cBoiX po0OTax BUKOPUCTOBYIOTh TEPMIHH
«aiereTnyHMin) Ta «HexierermuHnin» texct [O’Hagan & Mangiron 2013, p. 108].
JIiEreTHYHUM TEKCTOM € OYy/Ib-IKUI TEKCT, 10 HAJIEKUTh XYJ0)KHBOMY CBITY I'pH, a
HEJIETeTUYHUM — TEKCT MPaKTUYHOro YW I1H(QOpMaTUBHOro xapakrepy. Jis
UTIOCTpalii i€l pi3HUII HaBEeIeMO NMPUKIAAH (IUB. 1. 3).

° .
e GRAPHIC SETTINGS .
o .
° Display mode [ 1920x1080x60 ] .
Y Anti-aliasing (FXAA) {3x] )
- Antsotropic filtering (lx ) °
3 5540 ton) o
Global detail level [ @ality )
L4 Facial quality { Quality ) L
L] Toxture quality { Gualsty ) L/
(] Shadow quality [ Guality ) .
L] Lighting quality { Guality ) [
) Environment map ( Quality ) [ ]
) 10D Quality { @ality ] °
A APPLY o
3 CANCEL 4

LnrocTpanis 3. Ilpukiiag TeXHIYHOr0 HeIiEreTHYHOI0 TEKCTY (MEHIO
HAJIAIITYBAHHA rpaiku) Ta XyI0KHbOI0 Ji€reTHYHOro texkery (moema Il. b.
Ilesni) 3 Bimeorpum “L.A.Noire” [Rockstar Games, 2011]

TepMminu «IiereTHYHUID» Ta «HENIETETUYHUN» €, Ha HAIly IyMKY, IyXKe
BIYyYHUMH, OO JO3BOJIIIOTH YITKO OKPECIHMTH HECXOXKH XapakTep JBOX BHUJIIB
BHYTPILTHBOITPOBOTO TEKCTY, SKI MOTPEOYIOTh PI3HMX MIAXOIB MPH iX MepeKiai.
Menro HanmamrtyBaHHs Tpadikd 3 UL 3 HacMUeHEe TEXHIYHUMH TEpPMIHAMH, SIKi
noTpeOyoTh BiJl CIEIiajicTa 3 JIOKaM3alli MOIIyKYy YITKUX BiAMOBITHUKIB. BoHO
3HAXOJWUTKLCS 1032 BIPTyaJbHUM CBITOM TPU Ta HOCHTH CYTO MPAKTHYHHUN XapakTep,
TOMY € TIPUKJIAIOM HETIETeTHYHOTO TeKCTy. [[pyTuii ske mpukIiaz 3 UTrocTpariii — moema
I b. Hlemm «3ButbHeHnid [Ipomerteii», sika cTa€ YaCTHHOIO JETEKTUBHOTO CIIEHAPIIO
TPU — € TPUKIAJOM XYAOKHBOTO JIETE€TUYHOTO TEKCTY, MEPEeKaa SKOTO BHMArae
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TBOPYOTO MiIX0ay. B 1iboMy BUINAAKy JUIsl pOCIMCHKOI Ta HIMELBKOI JIOKaTi3alii Oyau
BUKOpUCTaH1 Bke HasiBHI nepeknanu K. JI. banemonTa ta A. BikenOypra.

Takox Ha 1. 3 MOXKHA TOOAYUTH TIPUKIIAJ B3a€MO/IIT BIICOINPHU SIK XYJOKHBOTO
TBOPY 13 1HIIMM BHIOM MHUCTEUTBA — JHTEPATYypOl, IO CBIAYUTH IPO
iHTepMenianbHicTh BiieoirpoBoro auckypcey. Lle minrBepaxye A. EHcciliH, TOBOpSYU
Npo MOCWJIAHHS Ha TPELbKY YW CKAaHAMHABCbKY MI(OJIOril0 K II€ OAUH HPUKIaJ
iHTepMeIianbHOCTI B Bineoirpax [Ensslin 2015, p. 2-3]. B Toii ke yac, Bizeorpa Moxe
HE JIMIIE TMOCWJIATUCS Ha IHIIMMA TBIp, a W pPO3LIMPIOBATH HOrOo BCECBIT UM
MPOJIOBXKYBATH MOTO CIOXKET, JUISl O3HAYeHHs 40ro A. EHCCIIH BUKOPUCTOBYE TepMiH
«TpaHCMeNiAJBLHICThY [TaM caMO] Ta HaBOAUTH MPUKIIA] poMaHy «Bomomap nepcHiBy
Ta OJHOMMEHH1 (UIBMU Ta BiACOIrpH. [HIII X JOCHITHUKM BUKOPUCTOBYIOTH TEPMIHU
«IHTEPMEIAIBHICTEY Ta «TpaHCMETABHICTE» K cuHOHIMH [O’Hagan & Mangiron
2013, p.71], ta XapakTepu3ylOTh IHTEPMEAIaJIbHICTh BIJEOIrOp MEpII 3a BCE fK
«cyvacHy (GopMy IHTEPTEKCTYaJIbHOCTI, MPOTUKTOBaHY BUMOTaMu puHKy» [Dovey &
Kennedy 2006, p. 102]. Sk npukiam 3aA0BOJEHHS «BHMOI PUHKY» aBTOPH HABOJATH
NPUBAOITIOBAaHHS TIEBHOI, B)XKE HAsBHOI ayIUTOpil 32 JOMOMOTOI TaK 3BaHHUX «CITiH-
odpdiB» (MpuM.: HOBHMIA TBIp, 1[0 Ma€ B LIEHTPI yBaru JOMOMDKHOTO TMEPCOHAXKA UM
MEPCOHAXIB, AKI BXKE 3yCTpIYaJIMCA YMUTAuEBl, TJISIa4€Bl UM IPABIEBI B MEPBUHHOMY
TBOpi) Ta «irpu 3a minensiero (licensed games)» (mpum.: irpu, siKi CTBOPIOIOTBCS Ha
OCHOBI 1HIIIO1 1HTEJIEKTYaIbHOI BJIACHOCTI, SIK-OT Irpy 3a MoTHBaMHu ¢ineMiB) [O’Hagan
& Mangiron 2013, p. 72; McCarthy et al. 2005, p. 33].

OxpimM 1HTEpTEeKCTyallbHOCTI, A. EHCCIIH Tako)X HAroJollye Ha Ba)XJIMBOCTI
BUBUEHHS «KOHTEKCTY, TINEPTEKCTy, MIITEKCTy... Ta MapaTeKcTy, 10 (OpPMYIOTh
BimeoirpoBuii auckype» [Ensslin 2019, p. 3]. ITapatekcrom € Oyap-aKkuii MaTepiall, 1o
O0TOYy€E€ OCHOBHHH TBIp, ajle HE € HOro Oe3MocepeIHhOI0 YaCTHHO, Ta HaWJacTiIe
CTBOpPEHHMI KHMOCH iHIIUM, ane He aBtopoMm [Oxford Languages 2021]. 3a3Buuaii
napaTeKCT COpsSIMOBaHUI HA Te, 1100 BIUIMHYTH HA CIIPUUHATTS YU TIyMadeHHs TBOPY,
SIK-OT TIEpeaIMOBa BIJ peJakropa YW ICTOPUKO-TITEpaTypHUH KOMEHTap. Y
BIZICOITPOBOMY JIMCKYPCI TTApaTeKCTOM MOKHA BBA)KATH TaWIW YW 1HCTPYKIUI 10 TPH,
pexnamui Matepiaym [Ensslin 2015, p. 1], a Takok TBOPYICTh TpPaBIlB, SK-OT
BiICONIPOXOKEHHS TpH 13 BIacHM KoMeHTapeMm [Ensslin 2011, p. 8].

BucnoBku. Ilin wac pocmimpkeHHs OyJ0 pPO3MISHYTO Pi3HI MAXOAH 0
BUBYCHHS BIJICOITPOBOTO AWCKYpCy SIK SIBHIA Y TEpMiHaX 1HTEPHET-IUCKYPCY,
eJIEKTPOHHOTO JUCKYPCY Ta MYJBTHUMOJAJIBHOTO JUCKYpCYy. Takok OyJo pO3IJIsTHYTO
Pi3HI TEpMIHU Ha MMO3HAYCHHS ITHOTO SIBUIIA, SIK-OT 8i0€0icposull OUCKYPC IA OUCKYPC
KoMnN tomepHux ieop. AHaii3 HAyKOBOI JITEpaTypy 3 TEMH JIA€ TICTABH BBAXKATH, IO
HAMBIyYHIIIAM TEPMIiHOM € caMe <«JIUCKYpC Bimeoirop», 00 BiH MiKPECIIOE, IO
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BIZICOITPH PO3POOIISAIOTECS sl PI3HUX MPUCTPOIB, HACTIIKOM YOTO € BIAMIHHOCTI B
TEXHIYHIM TepMmiHONOrii 1irop. BigeoirpoBuit AHMCKYpC CXapakTepU30BaHO —SIK
MapacojbKOBUN TEPMIH, KM MOX€E BKIIIOYATH PI3HI PiBHI, 3aJI€KHO BiJl aJipecaTiB Ta
a/ipecaHTIB MOBJICHHS: PO3POOHMKIB, TPABLIB, IFPOBUX >KypHAIICTIB Toio. Ha piBHI
3arporpaMoBaHOr0 Po3pOOHMKAMU BHYTPIIIHBOITPOBOTO MOBJICHHS, B1€0OIrPOBUIA
JUCKYPC € MYJBTUMOIAIbHUM, TIOT>)KaHPOBUM, IHTEPMEIIAIBHUM Ta TPAHCMEIATbHUM
gaBUlIeM. JIOLIbBHUM € TakoX pO3MEXYBaHHS BHYTPILIHBOITPOBOTO IHCKYpCY Ha
JUETETUYHUM Ta HEMIETeTUYHUM, IO MIAKPECIIOE PI3HUM XapakTep TEKCTIB, SIKi
HaJIe)kKaTh YW HE Halle)KaTh O€3MOCepeIHhO  XYJOXKHbOMY CBITY  BIJIEOIpH.
IlepcnexTuBaMu NMOJANBIINX PO3BITOK € BUBYEHHS IAUCKYPCUBHHX OCOOIMBOCTEH
BHYTPIIIHBOIrPOBOTO MOBJICHHSI HA MaTepiaji BIZICOIrOp pi3HUX IrPOBUX Ta HAPATUBHUX
KaHPIB.
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