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METOAONOrIA AHANI3Y KYJIbTYPU BIAEOITOP

B cTyn. Bideoiepu, ujo euHuknu y 1960-x pokax i cmanu Macoeoro KysibmypHOIO NpaKkmuKoro HanpukiHyi 1970-x, nepemeopunucsi
3 esleMeHmy cy6Kynbmypu Ha 8aXJiugy YacmuHy 25106a51bHOI nonynsipHoi Kyabmypu. Sk npodykm kpeamueHoi iHdycmpii, eOHU ece
4acmiwe 8UKOHYHOMb Posib iHCMpyMeHmy soft power, Yepes sikuli Hapamueu, 8i3yasnbHi 0o6pa3u ma KynbmypHi KoOu MoOWUpPOMb
i@eHmuyHicmb po3pobHukie y ceimoeomy npocmopi. YcniwHi npoekmu, sik 3apy6ibkHi, mak i eimy4u3HsiHi, 0eMOHCMpyromMb
nomeHyian sideoizop y ¢hopMyeaHHi MixkHapoOHO20 KyJibmypHO20 iMioxy dep)xae. Bidmak aHani3a ¢gheHomeHa Kynbmypu gideoizop
Habyeae HayKkoeoi akmyasbHOCcmi. ¥ cmammi po3ansiHymo nidxodu docnidxeHHs1 8 Mexax game studies ma 3anpornoHoeaHo
pexkomeHOauii uyodo memodosioeii aHanisy Kynbmypu gideoizop.

MeToawu. BukopucmaHo memodu cuHmesy, abcmpazyeaHHsi, murosiozisayiii, iHOykyii, cucmemamusauii, y3a2anbHeHHs ma
rnopieHsIHHS1 GaHUX, @ MakKoX OUCKpunmMueHuli Memod.

Pe3synbTaTtun. 3'mcoeaHo, wjo Kynbmypa ei0eoi2cop eu3HayaembCsl SIK KOMIUJIEKCHAa YacmuHa Cy4YacHOI Kysbmypu, wo
OXOIJTFO€E NPOYeCcU CMEOPEHHSI, CITIOXXUBaHHS, pernpe3eHmauyii ma mpaHcmediliHy 83aeMo0ito i2op 3 iHWUMU MUucmeybKUMU ¢ghopmamu.
BoHa eknto4ae cninbHomu 2pasuyie i po3po6HuUKie, cycninbHi ysieneHHs1 Npo eideoiepu ma ixHil ennue Ha KysbmypHul npocmip.

HoeedeHo, wjo sideocpa sik Media eupi3HIeMbCs iHMepakmueHicmio, imepcueHicmo ma nodibHa do Gesamtkunstwerk. BoHa
cmeoproe npocmip Onsi gpopmyeaHHs1 yughpoeoi ideHmuyHocmi ma Hoeux ¢hopm misiecHocmi @ Mexax 2eliMrIero.

BcmaHoeneHo, wjo memodosioeidyHO O0chniOXeHHSI Kysbmypu eideoizop nmompebye KOMIIIEKCHO20 nidxody, KUl epaxosye
icmopuyHull po3eumMokK, coyiokynbmypHuli KOHmMekcm i cneyudgbiky e3aemoOii Mixx 2pasuyem i 2potro.

BucHoBkwu:. Kynbmypa eideoicop cmaHosumb 6azamopieHeguli peHOMEH, y AKOMY MOEOHYOMbCS MEeXHO02i4Hi IHHO8ayil,
ecmemuyHi cmpameezii ma couyianbHi npakmuku. BoHa oOxomnoe sk NPoyec cMeOPEeHHs1 i2op, MaK i akmueHicmb 2pasuyis, sKi
nepeocmucnrorome 3micm i gpopmyroms enacHi Hapamueu. Kynbmypa eideoicop He 3800umbcsi G0 CrOXUBaHHS KOHMeHmy — ye
npocmip e3aemodii, Ge 2pa cmae MediyMOM KyJIbmypHo20 06MiHy ma eupa)keHHsI KOJIeKImueHo20 0oceidy.

HocnidxeHHsi kynbmypu gideoicop nompebye yeazu Ao ocobrnusocmeli UHUKHEHHSI Ma MOwupeHHs1 gideoiecop npu eubopi
06'ekma docnidxeHHs1. Ci0 3eepmamu yeazy Ha 8iOMiHHOcmi y pez2ioHanbHOMY no0dini ma Mapkepax HayioHanbHo20 nNpodykmy. Ans
eghekmueHo20 aHasni3y Kynbmypu eideoizop csid esukopucmosyeamu mixoucyunniHapHicms Kysibmyposio2i4Ho20, J1y00s102i4H020

ma couyionoziyHoz2o nioxodie.

Knw4yoBi cnoBa: Kynbmypa sideoizcop, sideoizpu, media, Memodosiozisi, iydosogisi.

Betyn

Bigeoirpu 3'asunuck we y 60-x pokax 20 cTonitTs, i 9K
KynbTypHa NpakTuKa yBiNLWNW y XUTTA NOACTBA e 3 KiHUS
70-x — noyaTtky 80-x pokiB. Ha cBOix noyaTtkax rpasLi manu
BMnacHy cybkynbTypy, ane nocTynoBo BOHA CTana YacTUHO
MENHCTPIMHOI nonynspHoi KynbTypu. CykynHicTb
KyNnbTYPHUX $BULL, CUMBOIMIB Ta 3HayeHb, MOB'A3aHMX i3
Bigeoirpamu, 3a3sunyan BU3Ha4YaloTb SK KynbTypy Bigeoirop,
X04a nore 3HaveHb, Lo BXOAATb 40 LbOro MOHATTS, YacTo
3anexuTb Bia BMOOPY KOHKPETHOro AOCHiAHMKA.

Y cBoOl 4epry, Bigeoirpy $Kk Mefia-npoaykT TBOPYOI
iHOYCTpii € NOTY)XHWUM iHCTpyMeHTOM soft power. 3aBasiku
HapatuBaMm, K BidyanbHWUM, TaK i CHOKETHUM, PO3POBHMKM
irop MOXyTb OiNMUTUCL CBOIMM igesiMK 3 rpaBUSIMU Y BCbOMY
CBiTi. PO3po6HMKM sIK HOCIi KynbTypy 4acTo HecBifoMO
noMpIOOTL  idei, XapakTepHi Ana  iX  KynbTypHOI
ideHTMYHOCTI. Ane pesiki KpaiHu Bxe 3po3yMminu, Lo
diHaHCcoBa Ta topuauyHa nigTpMMKa pPO3poOHUKIB, sKi
NOLUMPIOIOTL NOTPIGHWI ANs KpaiHW HapaTuB, NPU3BOAUTL A0
NO3NTUBHMX HACNIOKIB y 30BHILLHIV KynbTYpHil nonituui. Taki
HewoaaeHi irpn sk "Black Myth: Wukong" Big kuTamncbkoi
ctyaii Game Science, "Atomic Heart" Big pocincekoi ctyaii
Mundfish tTa "S.T.A.L.K.E.R. 2: Cepue YopHoOunsa" Big
ykpaiHcbkoi ctyaii GSC Game World manu 3HayHuin Bnnve
Ha CBITOBE CNPUAHATTS KyNbTYpU KpaiH-pO3POOHWMKIB.

Tomy aHanis Bigeoirop sik oKpeMmnx Megia Ta KynbTypu
BiJeoirop 3aranoMm € MNEepCrnekTUBHUM  HamNpsIMKOM
pocnigxkeHs. Bepyun go yBarn ocobnuBicTb BULLe3a3Ha-
YeHUX (PEeHOMEHIB, IHCTPYMEHTM Ta MeToaMn aHanidy ki
[03BONATb oTpumartu [OCTOBIpHUNA pesynsTtaT
OOCTNiXKEHb BiOPI3HATLCA Big 3BUYHUX. Y Ui cTaTTi Oyae
pO3rNsAHYTO psA AOCHiMXeHb y HanpsMKy game studies Ta
psi4 MeToAIB, siKi aBTOPY LMX AoCHiaxeHb obpanu, Ha OCHOBI
uboro OyaoyTb 3anponoHOBaHi  pekoMeHpauii  woao
MeToAonorii aHanisy KynbTypu Bigeoirop.
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Mema cmammi — ornsg iCHyl4MX MeTOAIB aHanisy
KynbTypu Bigeoirop Ta nigxodiB OO0  BMU3HAYEHHsI
OCHOBOMOJOXHUX ~ MOHATb  NIYAONOrYHOro  AMCKYPCY;
OKPECIEHHSA MOXITMBOCTEN X MOEQHAHHST Y KOMMIIEKCHOMY
JocnigHvLbKOMY nigxoai.

Ozn1s0 nimepamypu. MNoHATTA "Bigeorpa” Ta "kynbTypa
Bigeoirop" [OCNIMKYyIOTb BXE Kinbka AecATUniTb, 3aans
MOBHOTU KapTWHW Yy CcTaTTi Oyno npeacrtaBneHo npaui sK
CcyyacHuX OOocnigHuKiB, Tak i Npaui BU3HAYHWX aBTOpPIB Y L
cohepi, 30kpema Oyno npeacTaBneHO KOMEKTUBHY CTaTTO
"Video Games infas Culture: The Evolving Cultural
Significance of Video Games", ctatti EapienH Loy, MeHpi
[xeHkiHca, [xoHa [Josi, XeneH KeHHepj, Kita BiHknepata T.
J.Tennop. MNpu po3rnsai dpakTopis, siki BINMBaOTb HA BMOIp
npeameTy OOChimpKeHHs, 6yno BMKOpUCTaHO psa npaupb, siK
KONMEKTUBHUX TaK i He3anexHux, cepea HUX € 306ipka ctaTten
"Perspectives on the European Videogame" Ta ctaTTi €BreHa
Mantoka, CtaHicnaBa Kpasunka Ta MaTtiaca BexHepa. Y
cTatTi Oyno posrnsHyTO Kinbka nigXo4iB [0 BUBYEHHS
KynbTypy Bigeoirop. Ak NpeAacTaBHUKIB KynbTYPOSOriYHOro
nigxogy Oyno HaBefeHO npadui Bxe 3ragaHunx EgpienH Loy,
leHpi [DxeHkiHca, [xoHa [osi, XeneH KeHHedi, Kent
Binknep, T.Jl.Tennop Ta uneHiB  [OCRiAHWLBLKOIO
koHcopuiymy GAMEHEARTS. O6GpaHumu npausmmi  ansi
ornsay nygonoriyHoro nigxogy cranu npaui Marikna Hiugwe
Ta Piyapga baptna. Ak npuknag  npeacTaBHUKIB
coujonoriyHoro nigxogy 6yno obpaHO KOMEKTMBHY CTaTTO
"Tracing the Evolution of Video Game Culture in Malaysia",
marepianu koHdepeHuii "Komn'loTepHi irpy Ta mynbTumeaia
SIK iIHHOBAUiNHMI Niaxig 4o KOMyHikauii" Ta Bxe 3ragaHy 36ipky
craten "Perspectives on the European Videogame".

MeTtoau

lMpoBeaeHo aHani3 Ta orngaa NigxoAis 40 BU3HAYEHHA Ta
OOCNIOKEHHS KynbTypu Bigeoirop Ta MOXiAHWX MOHSATb.
Ha ocHoBi pgaHoro ananidy Oyno HagaHi MeToaWuYHI
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YEKpaiHChKi KyJIbTypoJIoriuHi eTyaii

pekoMeHOauil OO0 npoBefeHHs AOCHIMKEHHS KynbTypu
Bigeoirop. [na npoBedeHHs aHanisy Ta CTBOPEHHS
METOAMYHUX peKkoMeHpauin 6yno  BMKOPUCTAHO  Taki
MEeTOAM, SK CMHTE3, abCcTparyBaHHs, rpynyBaHHS, iHOYKUIS,
cucTemMaTtusalis, ysaranbHeHHs1 Ta MOPIBHAHHS OaHuX, a
TaKOoX OMuc pe3ynbTarTiB.

Pe3ynbTtatn

BuGip npuiiomiB Ta mMeTofiB aHanisy kynbTypu Bigeoirop
npobnematuyHun  anst GaratbOX — JOChigHWKIB,  4Yepes
0cobnMBOCTI BifeOoIrop sk Medjymy Ta BiACYTHICTb yCTaneHoro
BM3HAYEHHSA MOHATTA "KynbTypa Bigeoirop". ABU YHUKHYTU
NOAIGHMX TPYAHOLLIB i3 OKPECNeHHAM Nons OOCHiMKeHb, Chig
novatu i3 ornsgy TEOPeTUMYHMX 3acap MOHATTA "KynbTypa
Bieoirop" Ta oKpecneHHs NoHATTA "Bigeorpa”.

Y Uin cTaTTi BUKOPUCTOBYETBLCA NOHATTA "Bigeorpa” Ta
"komn'toTepHa rpa" gk CMHOHIMM, Xo4a NoHATTA "Bigeorpa”
AeLo wuvpLie i BKnoYae y cebe CyKynHiCTb irop Ha ycix
KOMN'IOTEPU30BAHMX MPUCTPOSX, SAK-OT  MEepCOHarbHUN
KoMnN'toTep, irpoBa KOHCOMb, CMapTdOH 4Yn TernedoH.
BoaHovac, sk Bunnueae i3 Hassu "Komn'toTepHa rpa” — ue
rpa BUWKIMIOYHO Ansi MepcoHanbHoro komm'totepa. Takox
iCHye NoHATTS Wuplue 3a "Bigeorpy" — "enekTtpoHa rpa". Y
Lin cTaTTi uev TEPMiH HEe BUKOPUCTOBYETLCA 3 pAay NPUYYH.
Mo-nepLue, noxiaHUM Bia TepMiHy "enekTpoHa rpa" 6yno 6u
NOHATTA "KynbTypa enekTPOHHUX irop”, ke NpakTU4YHO He
BMKOPUCTOBYETBCA Y HaykoBoMy Awuckypci. [lo-gpyre,
NOHATTS "enekTpoHa rpa" Bkrtovae y cebe OKpiM MOHATTS
"Bigeorpa" We i pi3HOMaHITHI BWAM irop, e BUKOpUC-
TOBYETbCS €MeKTpOoHika [Ansl CTBOPEHHS iHTepaKTUBHOI
cucTtemu B3aemogii 3 rpaBueM. TakuM YMHOM, 4O MHOXMHU
NOHATTS "€NEeKTPOHHI irpn" BXOAATb Bigeoirpn, NoOpTaTUBHI
€NeKTPOHiI irpu, apkagHi aBTomaTtu, eneKkTpo-MexaHiyHi irpu,
CnoT-MalUMHU Ta HeBidyanbHi irpu, 3oKkpema 3BYKOBI irpu.
HeMoxn1Bo irHopyBatu pornib NOPTATUBHUX E€MEKTPOHHUX
irop, apkagHvWx aBTOMAaTiB Ta eneKkTpo-MeXaHiyHuX irop y
¢dopMyBaHHI paHHbLOI KynbTypu Bigeoirop, ane BoAHoYac
asapTHi eneKkTpoHHi irpy Ta HesidyanbHi irpy manu
MiHIManbHU BNNUB Ha Hei. TOBTO, BUKOPUCTAHHA TEPMIHY
"enekTpoHa rpa" € HegopeYHUM Y KOHTEKCTi Ljiel cTaTTi.

CTOCOBHO TeOpeTWYHUX 3acaf, 3acryroBye Ha ysary
konekTuBHa ctaTta Hetn Moposuy Ta iH. "Video Games in/
as Culture: The Evolving Cultural Significance of Video
Games", 3acHoBaHa Ha MaTepianax [AOCNIAHULBKOrO
KoHcopuiymy GAMEHEARTS. VY Tihi cTtaTti aBTOpM
OOCNioXyOTb KynbTypHY Bary BiJeoirop He nuwie yepes
€KOHOMIYHi NOKa3HWKK, ane i Yepes3 NOBCAKAEHHI MPaKTUKK,
KpOCIHOYCTPIHI 3B'A3kK 1 cnocobu, skumu irpu opmMyoTb
Ta BigA3epKaniolTb CycninbCTBO. Po3rnsHeMO OCHOBHI
Te3n, npeacTaBneHi AocnigHukamu y pobori.

Mo-nepLue, BaXXNMBOIO € iHTeprpeTais Bigeoirop yepes
noHaTTa Pixapga BarHepa Gesamtkunstwerk. [MogiGHy
iHTepnpeTauito  Bigeoirop  3anpornoHyeana  chikepka
KoHgepeHuii Enni Osini-Bya, cnupatoumMck Ha nonepepHi
poboTn TakuMx gocnigHukiB Ak [PkenH MakroHiran Ta
Onekcangpu Mpokoneub (Yodovich et al., 2025). Bigneorpa
AK TBIp MOEQHYE nporpaMmyBaHHSA, MYy3WKy, aHimalLito,
HapaTuMB i Ou3aiH, nofgibHo OO Toro, sk onepa MoeaHye
apamy, My3uky Ta obpasoTBopye MMCTeuTBO. Ha BigmiHy
Bif Gesamtkunstwerk MUWHYIIOrO, Bigeoirpu, AK
Gesamtkunstwerk cyyacHocTi nigTpumye sk poboTy
BENMMKMX KOMaHAg, Tak i COMbHy po3pobKy, TOMy Ans
PO3pPOOHUKIB OOCTYNHWUIA LUMPOKUIA Aiana3oH NepCnekTuB i
ekcriepumeHTiB.  Lle  TBepmkeHHA  Takox — go6Gpe
Y3rogXXyeTbCsl i3 BW3HA4YEHHSIM BiOEOIrop $IK HOBOMO
"xBaBoro mucteutsa" 'eHpi [IkeHkiHCa, NPO CTaTTIO SIKOro
Oyae 3ragaHo nisHilue.

Mo-gpyre, y ctati 6yno 3asHaveHo npo "Buxig" Bigeoirop
3a Mexi npuTamaHHux iM nnatgopm, 3oKpema, Mpo
TpaHCMeLiNHICTb BigeoirpoBux HapatmeiB. Ak npuknag
nopibHoi TpaHcMmefiiHocTi y cTaTTi 6yno HaBeaeHo MosiBy
dinbMiB Ta cepianis 3a irpamu, irpoBi NPUCYTHOCTI Y My3esiX,
iHTerpauii 3 Mogot i Mysukorw. Takox Baxnueow Oyna
3rajka ydacTi fesikux Bigeo irop y Takmx KiHohecTuBansx sik
Tribeca Ta Venice. 3ragaHo 6yno i npo dakropu
NPOHWKHEHHS irPOBUX TEXHOIOTIN Ta MiAXOAIB Y NpodeciviHy
OiFnbHICTb Ta renmicgikauito, ane ui sBMWaA CKNagHo
BiQHECTW 00 KynbTypu Bigeoirop, paglwe A0 B3aeMOfii
BiJeoirop i3 KynbTypolo Ta NOBCAKAEHHICTIO.

Mo-TpeTe, y cTatTi Gyno po3rnsHyTO Kinbka nWTaHb
iHKMIO3UBHOCTI Bigeoirop. 3okpema, Gyno 3asHayeHo npo
penpeseHTaLito Yepes irpu, Toro, SKMM YMHOM BOHA MOXeE
Oyt edbekTBHOW Ha Npuknagax Papers, Please, This War
of Mine, The Pirate Queen Tta Bury Me, My Love, Ta Te, o
BoAHo4ac Oyno ikcoBaHO reHAepHi, pacoBi Ta iHWi
aucnponopuii iK'y nepcoHaxax irop, Tak i B poboyii cuni
iHOyCTpii. |HWOW CTOpPOHOK iHKNI3MBHOCTI, abo paglwe ii
HecTaui, € npobnemu "playwall". Y cBoin gonosigi E. Ocini-
Byn npepncrtaBuna koHuenuito "playwall", wo6 onucatu
6ap'epw, ki 3aBaxatoTb NIOAAM B3aEMOZAIATH 3 Bigeoirpamu.
Ycboro 6yno 3a3HaveHo n'aTb 6ap'epis: KynbTypHa cTUrma,
niHreicTMYHWM 6ap'ep, 6e3nukicTb iIHAYCTPIi, HM3bka Mefia-
/irponiTepauia Ta iHCTUTYUiHI Gap'epu. PosrnsHemo
KOXXHMI 3 Bap'epiB geTanbHiwe. KynbTypHa cturma nonsirae
y TOMY, LWO Y CYChiNbCTBI rpa y Bigeoirpn He 3aoxovyeTecs,
i y HUX SIK HOBOMY Mefia YacTille LWyKaoTb PU3NKN ANs AiTen
Ta mornogi. JNiHreictTuyHuiA 6ap'ep BUHUK y HAcNigoK TOrO, Lo
BigeoirpoBa cninbHOTa no4aTkoBo dopmMyBanacb K
cybKynbTypa, | HaBiTb 3apa3 cknagaetbcs i3  psay
cybkynbTyp, SKi cCchopMOBaHi JOBKOMa NEBHOI rpu, cepii irop,
XaHpy, perioHy. KoxHa i3 uux cninbHOT Ta Bigeoirposa
crnineHoTa  3aranoM  MawTb  cOPMOBaHWA  3anac
XaproHiamis. BigeoirpoBuii XaproH BnacTUBUi SK rpaBLsM,
Tak i BMpPOOHMKaM irop, BiH € CRiIbHUM X TBOPIHHAM i
MICTUTb SIK TepMiHW, $Ki Oynu 3ano3uyeHi i3 iHLWKUX
cybkynbTyp, Tak i Taki, Wwo O6ynu yTBOpeHi y cepeauHi
BnacHoi. besnukicTb iHOQYCTPIl BUKNMKaHA TUM, LLO OKpiM
KINbKOX  BiAOMUX AM3aNHEpiB-4OMoBIKiB, MpO TBOPLIB
iHOycTpil sIKk ocobucTocTen 3a3Bumya Mano Lo BigOMO.
Bigomi 3asBuyan KomaHguM 3aranom, aBTOPCTBO €
KONMEKTUBHUM, WO He Aa€ 3MOory cnpvmmartun Bigeorpy sk
TBOPYICTb NEBHOro Mutus. Husbka megianitepadisi, abo x
HW3bKWIA piBEHb O3HAMOMIEHOCTI 3arany i3 KoHTponepamu —
ue Gap'ep AOCTYMHOCTI rpu sik TBOPY ANt TOrO, XTO He €
rpasueM. [loceia nisHaHHSA rpu BiobyBaeTbCs Yepes npouec
rpu, AKUA € HEMOXNMBMM 6e3 PO3yMiHHS TOro, Sk rpaTtu. Lis
npobnema nondrae HagiTb He Yy TOMYy, WO eneMeHTU
ynpasniHHA CKagHi, ane y Tomy, L0 HE KOXEH nepeciyHmmn
CMOXUBAM iX IHTYITUBHO po3yMmie. IHCTUTYUHI Bap'epu — ue
CYKYMHICTb MepeLukoa Ans Toro, wob npeacraButu rpy y
iHCTUTYLIit0, NoAibHOT 4O My3eto YuM ranepei, Hemae 4iTkoro
LNAXY, K NPOAEMOHCTPYBATU BPAXXEHHSI TP, SIKLLO AOCBIg
He OyB CMpOEKTOBaHWWA nig nodidHWA BWA iHCTUTYLINA.
MopibHa npobnema € y kiHO Ta aHiMaldii, ane iX CNPUAHATTS
He Mae noAibHoi 4o irop iHAMBIQYanbHOCTI, UM AINCHO MOXHa
NPOOEMOHCTpYBaT [OOCBiA, SKWO AN KOXHOro  BiH
iHOMBIQYyanbHUIN He nuLle 3a pe3ynbTaToM CNPUNRHATTS, ane
i 32 cCaMUM MpoLecoMm.

Mo-4yeTBepTeE, CTATTA po3rnsagana NUTaHHS BKIHOYEHHS
BiJeoirop 4o KynbTypy Ta mmucteuTsa. [Nonpu NOBCIOAHICTD,
irpy 4YacTo He BU3HAKTBLCA "KyNbTypok" y MacoBin ysBi,
TpMBaE cTUrMa, a TpaguuinHi iHAYCTpIl iHKONW cnpuinMaroTb
irpM 9K TEeXHOMOriYHy 3arpo3dy uYvM nuwe mprepeno
iHTeneKkTyanbHOi  BNacHOCTi. ABTOpPU  MOKa3ykTb, LIO
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OL|iHIOBaHHS irop nuile eKOHOMIYHUMK MeTpUKamyn obMexye
PO3yMiHHS IXHBOIO KyNbTYPHOrO CEHCY Ta poni y LoAEHHOMY
XuWTTi. 3 iHWoro 6oKy, Aeski NpakTukv 3 iHgyCTpii BOayaloTb
CBOED METOK Hacamnepeg CTBOPEHHS  "MPUEMHMX"
NPOAYKTIB, iHLWI — ByayoTb KynbTypHUIA iMimpk 6peHais. To6To
HaBiTb CaMi BMPOOHWKM irop He A0 KiHUS po3yMmitoTb, 4
pobnATb BOHWM MUCTELbKUIA TBIP UM BUKITHOYHO KOMEPLIHUI
npoaykT, MepLll 3a BCe AN HUX BaXiMBe 3340BONIEHHS
rpaBLs Big rpuy, y TOMY YM iHLLOMY BUIMISA,.

Migi6'emo npoMixHi NigcyMkn ons Tiei cTaTTi, NepLu Hix
nepenTy Ao HacTynHoi. BignosigHo oo maTtepianis cTaTTi,
Bigeoirpu sik megia matoTb BnactuBocTti Gesamtkunstwerk,
M BnacTuBe KONekTUBHE aBTOPCTBO 6e3 YiTko BUpaxeHol
aBTOPCbKOI nepcoHanii. TakoX KyneTypa Bifeoirop €
KynbTYpOI Yy CEHCi KOpnopaTUBHOI KynbTypu iHOYCTPIi, ¥
CeHCi cybkynbTypu cCninbHOTM rpasuiB. BoHa icHye sk
yacTMHa  KynbTypu  3aranoM  4Yepe3  MOLUMPEHHS
BiJ€0irpoBMX HapaTuMBIB Yy HOBi Mefia Ta WOoAeHHI LMpoB.i
3BUYKK. Lia kynbTypa Bigasepkantoe N oopMye CycninbHi
aunckypcu. BiporigHo Takoro Bm3HaveHHs 6yno 6 gocutb
Ons  OnNMCy CcyyacHUX TeHAeHUin, ane 3a UinicHUM
BU3HAYEHHSIM Ci 3BEPHYTUCH 4O aBTOPUTETHUX [XKepen
nonepeaHix nepioais.

Jocutb FPYHTOBHUM € AOCHIMKEHHS MOHATTA "KynbTypa
Bigeoirop" y BukoHaHHi EgpieHH LLoy. Y cBoin ctaTTi "What Is
Video Game Culture? Cultural Studies and Game Studies"
2010 p. BOHa KpWUTUKYE MnornepenHi MiaxoauM OO0 BMBYEHHS
KynbTypW Bigeoirop, HaronoLuy4u Ha noTpebi BUBYEHHS irop
AIK YAaCTUHU KyTNbTypK, @ He OKPEMOTO SIBULLA Yn CYyOKyNbTypu.
Loy anentoe [o KynbTypHUX [OCHIMXEHb, 30KpemMa [0
P. Binbsimca Tta C. Xonna, ski TpakTylOTb KynbTypy He §K
Habip ob'ekTiB, a AK NpoLec, CUCTEMY 3HAYEHb i coLianbHMX
npaktvk. BoHa nponoHye nepeHecTn L0 npouecyanbHy
MoAenb KyrnbTypu Ha BMBYEHHS Bigeoirop (Shaw, 2010,
c. 405). BogHo4ac BoHa He 3anepevye i BU3HAYEHHSI CBOIX
nonepegHukie, 3okpema Binknepa (Winkler, 2006) — sk
cybKynbTypy 3 ocobnuemMmMu cmakamu, hxeHkiHca (Jenkins,
2006) — gk wmucteurso, Temnop (Taylor, 2006) — sk
npodeciviHy npaktuky, [losi Ta KenHeai (Dovey & Kennedy,
2006) — €K iHAycTpianbHy OWCKYPCMBHY CTPYKTYypy, ane
3aKnMKkae He obMexyBaTUCb LMW BM3HAYeHHAMK (Shaw,
2010, p. 405-406).

Migxig, skmn nponoHye E. Loy, MoxHa y3aranbHUTU
HacTynHuMmmn Tezamu. MNo-nepLue, cnig aHanisysatn He nuile
remmepiB Ta ix cyOKynbTypy, ane i npouec rpy T1a coujansHy
B3aEMOofito nepecivyHux rpasuis (Shaw, 2010, p. 407—409).

Mo-gpyre, cnig posrnsgaTtn yci Bigeoirpu, a He nuiie
nonynspHi, y3aranbHEHHs MO >kaHpam Ta BUOBIPKOBICTb Y
BM3HAYEHHi KynbTypu 4epe3 TEKCTU CTBOPIOE BUKPUBIIEHE
YSIBINEHHS NP0 BCto cdoepy Bigeoirop (Shaw, 2010, p. 409—411).

Mo-TpeTe, cnig rHy4yko po3yMiTM npakTukn rpu (Shaw,
2010, p. 411-414). TpeTa Te3a CTOCYETbCHA aHamni3y ycix
acrnekTiB CMOXMBaHHS, TaKMX SIK aKTUBHA rpa, NOBCAKAEHHA
rpa, couianbHUI acnekT rpu, OCOGNUBOCTI, XapaKkTepHi
neBHUM nnatcopmam AnNg rpu, TiNecHiCTb, 5K Y opmi
aBarapy, TaK i y (oopMi CEHCOPHOro Big4yTTS rpaBus.

Mo-yeTBEpPTE, KYMNbLTYPY BiAEOIrOp HE Cnig BiAMEXOBYBATU
B 3BMYaliHOi KynbTypu (Shaw, 2010, p. 414-415), sBuwwa, siki
00 Hel BXoadsiTb, Cnig BMBYaTWM PedriekCiiHoO — YoMy MEBHi
rpaBLi, XaHpu abo opmu rpu CTalTb "HOPMOK", a iHWi —
"BigxunenHam" (Shaw, 2010, p. 415-417).

Mo-n'aTe, cnig npuginuTn yeBary TpaHCMeRiNHUM
B3aEMOZiAM irop Ta Megia, ski adininosaHi i3 rpasusMm
(Shaw. 2010, p. 418). MNigxig E. Loy pocutb cknagHo
peanidyBatu, ane MOXHa norogutuca i3 Garatbma i
nyHKTaMun, OKpiM Opyroro — AeTanbHO npoaHanisysBaTtu
KOXHY rpy abConioTHO HEMOXNMBO, Yy3aralbHEHHS Mo
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XaHpaM Ta npugineHHs yBaru came MOoMynsipHUM irpam
[03BOMSE BUOKPEMUTU XapaKTEPHI pucK siBumLLa, 0cobnmneo
SAKWO 06'eKTOM aHanisy € cknagHa cucTemMa 3HaveHb Ta
coLjianbHUX NpakTuK.

Mepw Hix ninbuTn 3aranbHi NigcymkM Ta 3anporno-
HyBaTuW BU3Ha4YeHHs ANs TepMiHy "KynbTypa Bigeoirop", cnig
TPOXWM AeTanbHile po3rnsHyTM BXe 3ragaHi poboTwu
bxeHkiHca, Oo.i i KeHHeai, Terinop Ta BiHknepa, wob matu
Kpalle YsIBMEHHs Mpo TeOopeTW4Hi 3acagu nygonorii Ha
noyatky 21 ctonittsa. PoboTta [keHkiHCa 3HA4YHOK Mipoto
BiAMIHHA Big GayeHHs iHLWNX TOro4YacHWX AOCNIQHWKIB TOMY
cnif, noyaTu i3 Hei.

leHpi xeHkiHC y cBoin cTtatTi "Games, the new lively
art" (2006) npornoHye nigxia A0 Bigeoirop sk A0 HOBOMO
"»xBaBoro mucreutea", ke nepebyBae y cragii
CTaHOBMEHHs, nodibHo A0 paHHboro kiHo (Jenkins, 2006).
BiH anentoe Ao kHUrm rin6epTa Cengeca "The Seven Lively
Arts" (1924), akui 3axuwiaB Taki "HM30BI" MUCTeUTBa sK
>xa3, KOMIKCY, KiHO, BOAEBIfMb, LiiHYuM iX 3a iHOBaLiHICTb
Ta gemokpaTtuyHicTb. OKpiM Toro [XeHKiHC Haronowye Ha
poni irop sk pyLUirHiA cuni TEXHOMOTIN | KynbTypu, Bigeoirpu
CTUMYMIOBaNy PO3BUTOK KOMM'IOTEPHUX TEXHOSONiN, @ TakoX
BOHW BMMHYNM Ha CyyacHe KiHO, iHCTansAuii, MOMOAIKHY
KynbTypy N akageMiyHi focnimpkeHHsA. ABTOp TeopeTu3ye Ha
TeMy eCTeTUKM Bideorpu, Ha Noro OyMKy irpu, Ha BigMiHy Bif
BMCOKOr0 MMWCTELTBA, BiA3HAYalOTbCS CBOEK OUHAMIKOLO,
€MOLiHO iHTEHCUBHICTHO, MOMeHTaMun "nikoBoro
nepexuBaHHsi". Came ToMy "3HakoBi MOMeHTM", TOOTO
HanbinbLW 3anam'aTOBYBaHi irpoBi cueHw, Ail un BiguyTTA
KOHTPOIO, € KIOYOBUM XKepPenoM XyA0XHbOI LIiHHOCTI irop.
[xeHKiHC Haronowlye, Wo ecTeTuka Bigeoirop He NOBWHHA
3BOAMTUCA OO KiHemMaTorpadiyHOi KapTUHKM, BOHW MatoTb
BMacHy yHikanbHy ¢oOpMy — iHTEPaKTUBHICTb, pyX,
NPOCTOPOBUI An3aiH, NepdopMaTUBHICTb.

Mpaus xoHa dosi Ta XeneH KeHHegdi "Game Cultures:
Computer Games as New Media"(2006) nosoni maclutabHa
Ta po3rnsgae TeMu sk irpoBoro 4ocBiay, Tak i couianbHUX Ta
KynbTypHUX 3acag rpu. ABTOpU BU3HA4YalOTb KynbTypy
BiJeoirop K CyKymnHiCTb MpaKTWK, BiQHOCWUH i 3HaYeHb, IO
BMHMKaOTbL Yy nMpoueci BMPOOHULTBA, CMOXWBAHHA Ta
B3aemMofii npoctomepa i3 BUPOOHUKOM KOMM'IOTEPHUX irop.
MNopibHe BM3HaYeHHs 3acHOBaHe Ha aHanisi BlnacTuBocTemn
rpy Ta 3aKOHOMIPHOCTEN B3aeMOfii 3 Hel. HacTynHi Tesun
[osi Ta KeHHedi MOXHa BUAOINNTU 9K OCHOBOMONOXHi. pa
BiAMiIHHA Big Yycix nonepepgHix megia, i Tomy notpebye
BMAaCHUX aHamniTU4HUX iHCTpymeHTiB. BoHa HaibinbL
MacoBa hopma HOBUX Mefia, sika NOEQHYE CMOXMBaHHS Ta
TBOpEHHSA KynbTypu. [No-gpyre, rpa € iHTepakTUBHOO, BOHa
BiOpI3HAETbCA Big IHWMX Media TMM, WO 1i CYTHICTb —
y B3aeMogii rpaBus i cuctemu. Baaemogisa rpasus i rpy He
Mae noginy Mixk TEKCTOM (rpoko) Ta peunnieHToM (rpaBuem),
BOHa iCHY€E nuLUe Nif, Yac BUKOHAHHS | OMUCYETLCS MOHATTAM
"remmnnen”. lo-TpeTe, rpa € iMepcUMBHOW, MNpouec rpu
BMXOOUTb 3@ MEXi MacUBHOrO CMOXMBAaHHS, i OOCBI4 rpu
dopmyeTbCA Yepes Aii rpaBus, a He Yepes rotToBy iCTOpIto.
Mo-ueTBeEpTE, BigEOoirpyn € NPOCTOPOM, e (POPMYHOTLCS HOBI
iIEHTUYHOCTI Yepe3 OBOMOAIHHA TexHonoriamu. ABTOpU
BBOOATL TepMiH "TexHiyHicTb" (technicity), skuin onucye
KynbTYpPHUI KaniTasn, Wwo I'pyHTYETbCA Ha 34aTHOCTI rpaTw,
MoaudikyBaTh, CTBOPIOBATU i  PO3YMITU  TEXHONOTIi.
Mo-n'ate, rpa € TiNecHMM [OCBIAOM, Y SIKOMY MOAMHA i
MalluHa noedHaHi B €guHy cuctemy. Lle nmopomxye HOBi
dopmmn  cy6'eKTUBHOCTI "kiboprosi" igeHTU4HOCTI, Ae
noAcbke | TexHonoriyHe 3nuBatoTbes. OcTaHHSA Te3a — ue
Te, WO irpu He € i3onboBaHMM siBUWEM. BoHu
nepenniTalTbCs 3 EKOHOMIKOK, FreHAEPHUMN BiGHOCUHAMMU,
rnobanbHUMKU Mepexamu i BNnagHUMn CTpyKTypamu. BoHu
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hopMyloTb HOBI NPOCTOpPM Afs chiBnpaui, KOHKypeHUii 1
onopy, y ToMy 4ncni Mk po3pobHmkoM Ta rpaBuem. Mexa
MK rpaBuUEM i PO3pOOHMKOM CTUpaeTbCcsa: moaudikaLii,
daH-apT, aH-iKLWH, CTBOPEHHS1 KapT i MoaiB pobnsaTtb
crnoxwvBadiB npoctomepamu (prosumer).

Oocutb cxoxum € nigxig Kita BiHknepa, BuknageHui y
noro ece "The Business and Culture of Gaming" (2006). Lie
KopoTka poboTa, fka CKOHLEHTpOBaHa fuLIe Ha MUTaHHI
CniBBiAHOLLEHHSA EKOHOMIYHOI Ta KyNnbTYPHOI CKNagoBuX rpu.
Ha ocHoBi MaTepianiB ece MOXHa BUAINUTU HaCTyMnHe
BU3HAYEHHA MNOHATTA "KynbTypa Bigeoirop". KynbTypa
Bigeoirop — ue cybkynbTypa CRinNbHOTH, WO BWHUKAE Ha
nepetuHi BGi3HECOBMX NPaKTMK iHAYCTPii Ta KynbTypHOI
yyacTi rpaBuiB, Oe BUPOOHMKM i KopucTyBadi noaekyam
CMiBiCHYIOTb Y  CRiMlbHOMY  KyNbTYpHOMY  MpPOCTOpI,
NOAINSAYN LHHOCTI, CTUIb | CEHCK NpoLecy rpu.

HaoctaHok posrnsaHemo nigxig goktopku T. J1. Tennop.
Y cBoin poboTi "Play Between Worlds: Exploring Online
Game Culture" (2006) BoOHa npOMOHye AOCHioKYBaTH
Bigeoirpy 4Yepes CniNbHOTM 1X rpaBLiB, BUKOPUCTOBYYU
eTHorpadito Ta BracHui gocsig rpn. Ha ocHosi aHanisy
KHUrM Tennop MoOxHa BUAINMATU HACTYNHE BW3HAYEHHS
KynbTypu BIi4eoirop: Ue CYKYMnHiCTb couianbHUX MpPaKTUK,
iAEHTMYHOCTEN, couianbHUX B3AEMUWH i CTPYKTYp BNaau, Lo
BMHUKaIOTb Y Mexax MepexeBux irop. Ane ud KynbTypa
OXOMJIIOE He MuLIe caM MPOCTIP rpu, A0 Hei HanexuTb yce,
Bif CMINbHOT rpaBuiB i haH-KyNbTypu A0 KOpPNnopaTuBHOIoO
KOHTponto i 6opoTbbu 3a npoctip. BoHa oxonnioe Te, Ak
rpaBuUi BXOAATb Y rpy, B3aEMOAi0Tb Mk coboto ocnanH i
OHMaviH, CTBOPIOIOTL 3MICT, NiApMBalOTb TPaaULiHI poni Ta
CTEPEOTUNN, @ TaKOX KOHKYPYIOTb 3 iHOYCTpieto 3a npaea i
BNagy Hag irpoBuM cepefoBulleM. Teunnop Takox
aocnigxye sisuwe "nayep-reMmiHry” (power gaming), cyTb
AKOro Mnonsrae Yy (HTEHCUBHIN rpi i3 MakcuManbHOK
onTumisauieto npouecy. CTunb rpu, BnacTuBMi nayep
renmepam, irHopye  TpaguuinHe  ysaBReHHS npo
33[10BOSIEHHS Big rpy (3a40BOMEHHS Y 3HAYEHHI TEPMiHY
fun) i cnoHykae fOCNiAHWUKIB 40 NOLUYKIB HOBOrO BU3HAYEHHS
BNacTUBOCTEN rpu.

Migi6'emo nigcymkn: noHATTA "KynbTypa Bigeoirop” €
KOMMMEeKCHUM, i Oyab-ake 1MOoro BuM3HAYeHHA Oyae
HEenoBHWM, OOHaK HameBHO MOXHA BW3HAYUTK 3arasnbHi
BnacTuBoCTi Ta obcar noHATTA. BignosigHo A0 Bulle
3a3HavYeHuX OXKepen, KynbTypy  Bigeoirop  MOXHa
0XapaKkTepmu3yBaTu $IK MOHATTS, LO OXOMIE YaCTUHY
3aranbHOMOACLKOT KynbTypu, fka OpMyeTbCs [AOBKONa
Bifeoirop, X CTBOPEHHS, CNOXWBaHHS, pernpeseHTauii Ta
TpaHcdopMauii y iHWKux megia. Y obcsr gaHoro noHATTS
BXOAMTb CYKYMHICTb CyOKynbTyp rpasuiB Ta po3pobHUKIB,
cycninbHa AyMka npo BifAeo irpu, TpaHCMeAiviHi 3B'A3KKM irop
i3 iHWKYMY TBOpamu Ta iX BNAUB Ha KynbTypy 3aranom. Komnu
MU 3a3HavyaemMo CyOKynbTypw, Cnig po3yMmiTW, WO MU He
MaeMo 0OMeXyBaTUCb BUKIIOYHO X XapakTepHWMMU
BMacTUBOCTSIMU YW  B3AEMOZIEI BUKIIOYHO BCEPEaMHI
cybkynbTypn, 6a Oinblle MU MaeMo 3BepHyTW yBary, B
nepLly 4epry, Ha B3aEMOZil0 i3 TUMKU, XTO € No3a Mexamu
neBHOI CyOKynbTypu rpaBLiB Ta B3aEMOAI0 MK YneHamu
nosa Mexamu XapakTepHOro AN NeBHOI CyOKynbTypu
npocTopy. TakoX [OCMigKEeHHA KynbTypu Bigeoirop
HEepPO3PUBHO MOEAHAHO i3 JOCAILXEHHSAM camux Bigeo irop
AK Megia. Ak Bxe 6yno 3a3HayeHo BuLLe, Bigeorpa BiamiHHa
Bif, YyCiXx nonepefgHix Megia, BOHa BignoBigae oO3HakaM
koHuenuii Gesamtkunstwerk i nisHaBaHa nuwe 4epes
npoLuec B3aEMO/Ii Ta 3aHYpeHHs y Hel.

lMicnst yTOYHEHHS OCHOBOMOMOXHMX NOHATL NepeaemMo
00 ornagy piBHIB aHanisy KynbTypu Bigeoirop. Tak camo sk i
y iHWWX ranyssax, icHye rnobanbHuin, perioHanbHuw,

HauioHanbHWIA Ta MOKanbHUM PiBHI OOCMIOKEHHS, ane y
3B'A3Ky i3 OCOONMBOCTAMM BIAEOIrOP MOXYTb BUHUKHYTU
TPyOHOLi i3 OKpecrneHHsaM npeaMeTty  AOCHiIKEeHHS.
HanmeHwe TpyAHOLLiB i3 rnob6anbHUM piBHEM
OOCNIoKEHHs, amke TyT NpeaMeToM MOXyTb BUCTynaTtu
TpaHcHaUioHanbHi TeHAEeHLUiT YHKLIOHYBaHHSA Ta pPO3BUTKY
KynbTypu Bigeoirop Ta iHLWi rmobanbHi siBmLLa.

CknagHiwe BM3HaYMTM NpeameT Ha PiBHI perioHansHoro
pocnigpkeHHsa.  lMo-nepwe, BWHUKAE CcTaHgapTHa  Ans
rymaHiTapucTuki npobrnemMa kateropuaadii Ta TMnonorisadii,
pi3Hi TUMonorii NPOMOHYHTb  Pi3HI  KYNbTYPHI  PErioHw.
Mo-ppyre, KynbTypa Bigeoirop Aosomni monoga i Ha i
bOpMyBaHHSI [OCUTb CWMBHO BMAMHYNW MOMITUYHI  Ta
TEXHOMNOriYHI  OCOBNMBOCTI PEriOHIB, e BOHa OgOpMIItO-
Banacb, BignosigHo chakTtopy Apyroi nonosuHu 20 CT. —
noyatky 21 CT. Manm 3Ha4yHo BinbLIMI BNNMB Ha hOpPMyBaHHS
perioHanbHUX OCOBNUBOCTEW TPU HiXK TpaguUinHi KynbTypi
perioHu, ski popMyBanucb TUcaYoniTTAMKW. Ons npuknagy
pO3rNsHEMO HamnbinbLl MOLMPEHY TUMOSONiKD KyNbTYPHUX
perioHiB, sika BUOKPEMIIOE 6 KyNbTYpHWUX perioHiB. A came:
apabo-MycynbMaHCbkUiA, adpUKaHCBKWUIA, OaneKkoCXigHUi,
€BPONENCbKNN, IHOINCbKUIA Ta NaTUHOAMEPUKaHCbKUA. AKLLO
MOPIBHATM L0 TWUMOMOril0 i3 MaTepianamuv IyAonorivyHMX
JocnigkeHb, 3HanAeMo OO0CUTb CEepPUO3HI HEBIOMOBIOHOCTI.
Mepoyeproso cnig BUAINUTU AHrMo-AmMepuky Ta FAnoHito sk
OKpeMi perioHn 4epes iX Nigepcbky ponb Yy BCTaAHOBIIEHI
TPeHAIB KynbTypu Bigeoirop Ha etani ii  3apO[XeHHs
(Navarro-Remesal & Pérez-Latorre, 2021, p. 15). BogHouac,
Xo4a €BpOMEnCbKi AOCNIOHUKM HamaralTbCs  BUAINUTU
€spony B oauH perioH (Navarro-Remesal & Pérez-Latorre,
2021, p. 15-39), pocnigpxeHHA sBUL, KynbTypu Bigeoirop
KpaiH, siki nepebyBanu no Tow Oik 3anisHoi 3aBicu
(Navarro-Remesal & Pérez-Latorre, 2021, p. 91-111; Malyk,
2016), ceigyaTb MpPO 3Ha4Hi BiAMIHHOCTI Ta noTpebu
pos3noAiny Ha ABa perioHn. Takox apabo-mMycCynbMaHCLKUIA,
apUKaAHCLKUIA Ta NaTUHO aMepUKaHCbKUA PerioHn 4acto
NoEOHYOTb Y PerioH rnobansHoro niBaHs, BiporigHo Yepes Te,
Wwo irpm Tam 3'9BUNMCL MisHiWwe. Y BuNagky, SKLWO
[ocnimpkeHHss noTpebye npegmeTy OOCHIIKEHHS CriNbHOro
ONsi perioHy, BapTo NOeAHaTV HasiBHI ryMaHiTapHi TMnonorii
KyNbTYPHUX PErioHIB i3 Cnnckamm perioHanbHOro posnoginy
irop y nepiog nowwupeHHs seuwa Region Locking Tta
PO3YMiHHSAM iCTOPUYHOrO KOHTEKCTY 1970-x — 1990-X, Takum
YMHOM MOXHa NobaunTV B3aEMOZiI0 YCTaneHux KynbTyp i3
TOroYacHMMM peanissMy NOLLMPEHHS TEXHONMOTIN Ta Bifgeoirop.

HanbGinblie cknagHoLWiB BWHWKAE MpU  OOCHIOXeEHi
HauioHanbHMX 0CcOBnMBOCTEN KynbTypu Bigeoirop, amxe
BiJeorpa sik Mefia CTBOPHETLCS i3 METOK MOLUMPEHHS Ha
LUMPOKY MDKHapogHy ayauTopito, a i TBopui 4acto
OPIEHTYIOTLCA Ha cTaHAapTu rnobanbHOro puHKy. Ta Bce X
neski gocnigHuku, 3okpema Ctanicnae KpaBuuk, BUAInNaw0Tb
NOHATTS HauioHanbHOi rpu. Y cBoin cratTi "What Is a
National Video Game?" (2024) C. KpaB4uk CTaBUTb CBOEID
METOH PO3LUMPEHHS Mmons aHanidy Bigeoirop (Krawczyk,
2024, p. 5). Ana uboro aBTOp MPOMOHYE N'ATb OCHOBHUX
KaTeropin Ta ogHy AOAATKOBY ANs aHanidy HauioHanbHOI
NPUHaNEeXHoCTi rpu. [JO OCHOBHMX KaTeropii BXOAUTb
poO3pobHUK, CBIT rpu, MOBa, iIrPOBMI MpoLec Ta ayavTopis
(Krawczyk, 2024, p. 2). Kateropis po3pobHuka BkMYae y
cebe (hisnyHe Ta topuaudHe po3TalyBaHHA CTygii Ta il
PO3pOBHUKIB, a TakoX iX eTHiYHMI cknag (Krawczyk, 2024,
p. 3). CBiT rpu sik kaTeropisi nogineHui Ha ABi nigkaTteropii —
NpoCTip rpy Ta KynbTypHi NocunaHHs y Hapatusi (Krawczyk,
2024, p. 3-4). Kateropia MOBM [OOCUTb OYeBWAHA, ane
C. KpaBuuk 3ragye OCHOBHY MOBY [IpwW, LWO BiporigHO
O3Havae HambinbLl NOoBHY Nnokanisauito. IrpoBui npouec Ak
KaTeropia aHanisy MiCTuTb y cobi MexaHiKy, CTPYKTYpy rpw,
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irpoBi »aHpu Ta KynbTypHy nam'atb. Kateropia ayautopii
Bkrntoyae y cebe sK LinbOBY ayauTopito, Tak i peanbHy, a
TakoX yci 3axogm, siki 6ynu npuiAHATI po3poOHuKamn ans
NOLUMPEHHSA NPOAYKTY y NEBHMX perioHax. ABTOP NPOMOHYye
KOHLEHTpYBaTMCb Ha Npoueci BUpOOHULTBA Ta AU3aliHi rpu
npy  gocnigxeHi il HauioHanbHOI  MPUHANEXHOCTI.
BukopucTaHHA NOHATTA  HauioHanbHOiI rpyM  0cobnueBo
BaXXNvBe Npw JOCMiAXeHi KpaiH, siKi npeacTaBunu BnacHun
NpoOyKT Ha CBITOBOMY PWHKY HewodaBHO abo MawTb
He3HayHy NPUCYTHICTb Ha CBITOBOMY pWHKY. 3a nepiog
OCTaHHiX KinbKOX POKIiB y iHOyCTpii BUpoGHMLTBA Bigeoirop
BinbyBaeTbca picT ycniwHocti AA irop (Wehner, 2025),
BMPOGHMKaMK SKMX € CTyfii cepeaHbOi BeNUYMHW. MNoaibHi
cTyAii 3HayHo Ginblue NoB'sAI3aHi i3 NEBHMM KpaiHamu, Lo Y
noganblUOMy MOXe NPU3BECTU A0 30iNbLUEHHST KiNbKOCTI
irop, ki MOXXHa Ha3BaTW HaUiOHaNbHUMW.

BusHayeHHs npegmeTy OOCNIMKEHHA Ha JOKanbHOMY
PiBHi € HalMeHW npobnemMaTnyHUM, ane OOCHIMKEHHS
ABWLL, KyNbTYpW Bigeoirop Ha UbOMYy PpiBHIi noTpebye
BMKOPUCTAHHS  XapakTepHuWX MeTodiB Ta  niaxoAis.
Mepengemo go ornagy  OCHOBHMX — NiAXoAdiB, — SKi
BMKOPUCTOBYIOTb AOCHIAHUKM KyNbTYpU BiAeoirop.

Mepw 3a Bce, ANa AOCNIOKEHHS Bigeoirop Ta KynbTypu
BiJ€oirop MOXHa i HaBiTb MOTPIOHO BWKOPUCTOBYBATU
KynbTyponoriyHmi nigxig. Bxe 3asHaueHi EppieHH Loy,
eHpi DxeHkiHe, T. J1.Tennop , bxoH OoBi, XeneH KeHHeai
Ta uneHun pocnigHuubkoro koHcopuiymy GAMEHEARTS
BUKOPWUCTOBYBanu came uen nigxia. Takox cnig 3ragatu
BITYM3HAHUX JocnigHuKiB, 3okpema tOnito BacunisHy Tpau
Ta il Meaia aHani3 rpu sik cknagosoi kynbTypu (Trach, 2021).
OcobnuBy yBary npv BUKOPWCTaHHI AaHOro nigxogy cnig
npuaINMTK Megia-Teopii Ta MeTody UMdpoBoi eTHorpadii
(Taylor, 2006). KynbTyponoriyHun nigxia Hagae, HanesHo,
Hanwwmpwnii BUBIp IHCTPYMEHTIB aHanidy Ta [03Bonsie
JocniguTu  CMMBOMW, HapaTMBM Ta  YsIBMEHHS, LO
ccopmyBanucb Yy KynbTypi Bigeoirop. Ane icHylOTb i
Heaonikn, 3okpema criabke OXONMeHHs couianbHUX NPaKTUK
reimMepiB, BIACYTHICTb Tunonorii Ans aHanidy rpu Ta
iHCTPYMEHTIB aHani3y KOMN'toTePHOI rpu SK TaKoi.

Jlypgonoria — ue ranysb cultural studies, sika gocnigxye
pi3Hi acnekTn sBUWA rpu, OOAMH 3 ii HanpsMmkiB — Ue
aocnimkeHHs  Bigeoirop.  3i  cTBopeHHsIM  Acouiauii
pocnigHukie umdposux irop y 2003 poui BYeHi noyanu
PO3YMITK, L0 BMBYEHHSA irop MOXHa i NOTPiGHO BBaxaTu
okpemorw ranyssi. byayusn monogow ranyssio, BOHa
LiKaBWUTb BYEHUX 3 PI3HMX OUCLMNNIH TakUX SK NCUXOMOTris,
aHTpomnonorisi, eKoHoMika Ta coujonorisi, siki KOMBIHYTb
iCHyloU4i MeToaAM Ta CTBOPHOKOTE HOBI Y MexXax CBOIX
MkguMcumunniHapHux — gocnigxeHb. Buokpemntn  came
NyAONOriYHMIA Niaxia BaXkko, ane BiporigHO A0 HbOro MOXHa
BigHECTM MeToaM, BuknageHi y npauax Mankna Hiywe
"Video game spaces: image, play, and structure in 3D
worlds" (2008) Tta Pivapga baptna "Hearts, clubs,
diamonds, spades: players who suit muds" (1996).
PosrnsHemo ix no 4epasi.

M. Hiuwe posrnsgae irpoBi NpocTopun, 0cobnmMBOCTi rpu
AK megia Ta cneundiky it PyHKUioHyBaHHSA. Ocobnusy yBary
cnig npuainuTM NnaHaMm CnpuiHATTS, aBTop BUAINSE N'ATb
NPOCTOPIB (NaHiB) CNPUAHATTS rpu:

"1. NpOCTip, 3aCHOBaHUM Ha npaBunax, L0 BM3HAYaETLCS
MaTemMaTU4HUMK NpaBunamMu, siKi 3aatoTb, Hanpuknag, gisuky,
3BYKW, LUTYYHWUI IHTENEKT Ta apXiTEKTYpPY irpOBOro piBHS;

2. onocepenkoBaHU  MPOCTIp, SKUA  BU3HAYaETbCH
npeseHTauicto, To6TO NPOCTIP NMAOWMHN 300padkeHHA Ta
BMKOPUCTaHHSI LibOro 300paXKeHHs, BKIHOYaoUM KiHemMaTo-
rpadiyHy popMy npeseHTaui;
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3. cbyHKUiOHaNbHMI NpocCTip, WO XuBe B ysBi, TOOTO
npocTip, "BUragaHnin”" rpaBLSMU Ha OCHOBI IXHBOTO OCMUC-
NEHHs1 HasiBHUX 06paasiB;

4. irpoBuii NpocTip, TO6TO NPOCTIP rpu, AKUIA BKIOYaE B
cebe rpaBus i TexHiYHi 3acobu Bigeoirop; i

5. couianbHuiA NpOCTip, O BU3HA4YaETLCS B3aEMOZI€t0 3
iHWMMK, TOOTO irpoBMIA NPOCTIP iHWKWX rpaBUiB, Ha SIKMX
BrnnvBae rpa " (Nitsche, 2008, p. 15-16).

Komn'loTepHUn Ko, MNepLloro npocTopy BCTaHOBME
OCHOBHI NpaBuna rpu, BUCTyNawuy B pori "3akoHy", sKui
Kepye irpoBum CBITOM. paBeLb He CTMKaeTecs 3 KOAOM i He
Ma€e CTUKaTUCh, Xo4a OyBalOTb BUHSITKU — SKLLO TPanmnsieTbCs
36i1 abo rpaBeLb nopyLuye npasuna rpyu. BoHn B3aemogitoTb
3 rpol 4Yepe3 OnocepenkoBaHy MIOLMHY, sika MPUXOBYE
6a3oBuiA Kof, ane NpeacTaBnsie pesynbTaTy KOro BUKOHaHHS.
MpocTip npaBun, xo4ya i € MaTeEMaTUYHO BU3HAYEHMM, ane
TaKoX BKMoYae y cebe TBOPYMMA acnekT renmau3anHy
po3pobHMKa rpu. AHania uUbOro piBHA CNPUAHATTS Oae
pe3ynbTaTM MNOAIGHI [0 aHanidy nitepaTypHOro CTuUmMo
aBTopa. Yepes onocepedkoBaHWM Ta YHKUIOHaNbHWIA
npocTopu BigbyBaeTbcs npouec rpu (play), Ta came y
noeaHaHi UyMx NpocTopiB icHye "reimnnen” y BusHadeHi [osi
Ta KeHepi. ®yHKUiOHaNbHWI NPOCTIP — MPOCTIP CBIJOMOCTI
rpaBusi, came Len NpocTip rpu cnig aHanisyBaTtun, KoM Mu
X04YeMo fAi3HaTuCb Npo AocBig rpu. IrpoBuin npocTip — ue
NPOCTIp i3NYHOI B3aemogii rpaBus Ta rpu, TakUM YMHOM
came y HbOMY HalKpaLle BUPaKEHi 3BUYKM rpuU rpaBLd, sKi €
CKMaZoBO KynbTypu Bigeoirop. M'aTun, couianbHUii NpocTip,
€ MPOCTOPOM B3aEMOZii MiXX rpaBLEeM Ta iHLIMMU rpaBLaMM i
cycnineCTBOM.  3aranoM, [JdaHuWin MpOCTip  Haurkpalie
nignaeteca aHanidy. KoxeH i3 npocTopiB  CNPUAHATTS,
BuaineHnx M. Hiuwe, nocnigoBHO BNAMBAaE Ha HaCTYMHWUW,
ane npoctopn 3 3 No 5 BNNMBaKOTb Ha iHLWI Y 3BOPOTHOMY
nopsaky. TakoX BadKfIMBOK € KOHUenuis "Micub CRifbHUX
icTOpin", Aka Kopemntoe i3 MeToaoM UmMdpoBoi eTHorpadii.
Tevnop. M. Hiuwe Ha3nBae npouec CTaHOBMEHHSI NPOCTOPY
y rpi "micuemM cninbHMX icTopin", sk NOcTyrnoBe HabyTTs
3HAYMMOCTiI MPOCTOPY ANA MEeBHOI rpynu rpasuUiB yepes ix
B3aEMOZil0 Ta CniflbHYy AiAnbHICTb. Taki Micus MOXyTb
cryryBaTtu KOOPAMHALUIMHUMW LeHTpamy AN couianbHOi
B3aemoa;i, po3noBiaj icTopin Ta KynbTYypHOro
camoBMpaXeHHa. TakMum  4YMHOM, rpaBLi  CTBOPHOOTH
3HaAYMMICTb NPOCTOPY Yepe3 B3aEMOAII0 i3 HUM nogibHo Oo
TOro, Ik YTBOPKTLCA MicLUs Mam'aTi y pearibHOMYy CBiTi.
HocnimkeHHs  nogibHMx "Micub  cninbHMX icTopin”" 3a
[OMoOMOrol0 MeTogiB, 3anporoHOBaHWX Tawnrnop, HagaacTb
3Ha4yHM 00'eM iHpopmauii LWogo couianbHOi B3aemogii
rpaBLiB NEBHOI rpw.

Cratta P. baptna pae TakCOHOMilO TuniB rpasuiB.
OcTtaHHa Oyna cTBOpeHa [Ans rpasuiB GaraTokopuCTy-
BaUbKMX OHNawvH-irop >xaHpy MUD, ane HuHi 1i Takox
3aCTOCOBYOTb [10 MPaBLiB OOHOKOPUCTYBALbKMX Bigeoirop.
Tun GaratokopucTyBaubKMX irop, Ans skux byna cTBopeHa
TaKCOHOMisl, BigMiHHUI Bifg GinNbLUOCTI iCHYHOUMX Bigeoirop, i
xo4ya pobota P. BapTna € ocHOBOW Ans AOCHIIKEHHS
ncuxonorii  remmepiB, OAHaK HACTYMHi  AOCHIDKEeHHS
Big3Haumnu neBHi obmexeHHsi. 3okpema, Hik Wi
CTBEPOXYBaB, WO KOMMOHEHTHa CTpyKTypa 3abesneuye
Oinblly nNOsiICHIOBanNbHY CWUiy, HiX kaTeropiiHa. daktopwu
moTuBauii baptna Oynu npoaHanisoBaHi Ha npegmet
Kopernsauii 3a JONOMOrold hakTOpHOro aHamnidy Ha OCHOBI
BMbipkn 3 7000 rpasuis MMO. OgHum 3 pesynbTaTiB 6yno
Te, Wo TMn "gocnigHuka" P. bapTtna He 3'aBMBCA i, Lo GinbLu
BaXNMBO, 1Oro niadakTopu "gocnigxeHHs ceiTy" Ta "aHani3
irpoBoi  mexaHikn" He kopentoBanu (Yee, 2005). [xoH
Papodd 3anponoHyBaB HOBY YOTMPUKBAApPaHTHY MoAernb
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MOTMBALi rpaBLUiB (3aHypeHHs!, cniBnpaus, AOCATHEHHS Ta
KOHKYpeHLUIisl), sika Mae Ha MeTi MOEOHHHA NpPOCTOTM 3
OCHOBHUMU MOTMBALiIAHUMMU enemeHTamu, wo
3actocoByloTbcsl Ao Bcix irop (Radoff, 2011). To6To,
Mofenb P. bapTtna niggaBanacb 3MiHaM Ta NOKpaLleHHSAM
iHWYMKN  aBTopamMu, i y CBOEMY MNEpPBUHHOMY BUrMAgi
HefoCTaHbMO edEeKTUBHA, Ha OYMKY AeSKUX OOCMiOHMKIB.
BogHouac npoctoTa Ta po3MUTICTb KaTeropifiHoi CTPYKTYpu
Tiei TakCOHOMIi [03BONSA€E 3 NerkicTio moaudikysatu ii Ta
3MiHOBaTM  nig  noTpebu  BnacHoro  OOCHiOXEHHS.
Mepengemo po ornsagy uiei cuctemn. P. Baptn nponoHye
NnoainsaT! rpaBuUiB 3a [KEPEroM OTPUMaHHs  HUMMU
3a[10BOJIEHHS Bif, rpu Ta cnocobom rpuv, Npuainsioymn yeary
Oii Ta B3aeMOZIi rpaBLsi 3i CBITOM rpy Ta iHWMMK rpaBLsIMU.
TakMuM 4MHOM, aBTOP BUMAINSE YOTMPM OCHOBHI [xepena
3a0BOMEHHSA Bid rpu :

"l) oCsirHEHHS1 B irpOBOMY KOHTEKCTI.

paBuUi cTaBnATbL Nepen coboto Uini, MOB'sA3aHi 3 rpoto, i
€HeprinHo HamaralTbCa iX JocarTh. 3asBnyal Le o3Havae
HaKOMUYEHHS Ta PO3MOPSAKEHHS BEMNMKOLO KiNbKICTHO LiIHHMX
ckap6iB, abo npopybaTtu wnsax kpisb opaM MobGiB (TO6TO
MOHCTpIB, BOyAOBaHMX y BipTyanbHWUI CBIT).

1) QocnigkeHHs rpw.

paBui HamaralTbCca AisHaTUca sikomora bGinblie npo
BipTyanbHWi cBIT. Xo4ya crnovaTKy Le O3Hayae manyBaHHS
noro Ttononorii (To6To BUBYeHHS WwnpuHu MUD), nisHiwe ue
nepexoauTb OO €EKCrNepuMeHTIB 3 1noro qisnkoro (TobTo
BMBYEHHS rMnbuHn MUD).

11I) CninkyBaHHS 3 iHWNMW.

paBLi BMKOPUCTOBYIOTb KOMYHiKaTMBHI 3acobu rpu Ta
3aCTOCOBYIOTb POMbOBiI irpn, SAKi BOHWM MOPOMXKYIOTb SK
KOHTEKCT AN CnifkyBaHHA (Ta iHWOi B3aeMogii) 3i cBoiMu
Korneramu-rpaBUsiMK.

1IV) HaB'adyBaHHSA iHWNM.

[paBuUi BUKOPUCTOBYIOTb IHCTPYMEHTU, HadaHi rpoto,
wob 3anodistn crtpaxaaHHs (abo, B pigkicHMX Bunagkax,
AOoMoMOrTH) iHWKUM rpasusaM. Tam, Ae ue A03BOMeHo, Le
3asBuyai Bkoyae B cebe npuadaHHa nesBHoi 36poi Ta i
3aCTOCYBaHHS 3 eHTY3ia3MOM [0 NepcoHaxa iHLWOoro rpasus
B irpoBomy caiTi" (Bartle, 1996).

[aHHi pxepena 3ad0BOfIEHHS € OCHOBOK PO3MoAiny
rpaBLiB 3a TUNaMu i ONUCYIOTb KOXHUI i3 HUX. P. bapTn gae
KOXXHOMY i3 TUNiB rpaBUiB Ha3BYy: aTyMBepu, OOCMIAHUKN,
couianizatopu Ta Kinnepu, y BignosBigHOMY nopsiaky Ao
LUTOBaHUX BUAIB 3a40BONEHHS. ABTOp PO3Millye TUMK
rpaBUiB Ha noni KoopauHaTt, Ae MO BepTuKarnbHiN OCi
Nno3HayeHo CTyMiHb Aii 3ropu Ta B3aemofii BHU3Y, a Mo
rOPU3OHTanbHIN — UiINbOBUIA OO'EKT AiANbHOCTI, iHWWA
rpaBeupb 3niBa Ta CBIT rpu cnpaea. BignosigHo go Takoi
CMCTEMW KOOPAMHAT Ta nodanbluMX MOSACHEHb, HafaHuX
P. BapTnom, MOXHa BUAINUTU HACTYMNHI BU3HAYEHHSA TUMIB
rpasui. Kinnepu — e Tvn rpasLiB, SKi NepLU 3a BCe LiHY0Tb
OLHOCTOPOHHIO B3aemMogito (i) i3 iHWUMK rpaBuaMu,
LUMAXOM HeraTMBHOro abo NO3WTUBHOIO BMMUBY Ha MpoLec
rpy  iHWKX, MPAMUM YA  OMOCEPEAKOBAHUM  YMHOM.
Coujanizatopy € Takum TUMNOM rpaBuiB, AKi MparHyTb A0
B3aEMOZil 3 iHWMMWU rpaBusaMKU, SK Y Mexax rpu, TaK i
npocTopax, MOB'A3aHUX 3 Hew, K BipTyanbHUX TaK i
isnyHuXx. [daHnin  Tun rpaBuiB  BBaXXaTUMe  LIHHOK
B3aEMOLIH0 i3 FPOt0, AKLO MaTUME MOXINUBICTb NOLINUTUCH
Heto i3 iHwumKW. [ocnigHukn nparHyTb A0 B3aemopii i3
CBITOM rpu LIMASIXOM TMUOMHHOrO aHanisy npoctopy Ta
npasun BIipTyanbHOrO  CBIiTY, $K LUMASXOM  MpPSIMOro
OOCNIMXEHHA, TaKk i 4Yepe3 BUSAB BMacHOi TBOPYOCTI.
ATymBepu — Le TN rpaB.LiB, sSKi NparHyTb A0 iHTeHcudikauii
NpOLECY IPu LUMSIXOM OCArHEHHS YCbOro 3MICTY Ipu, HaBiTb
AKLWO noAibHe OCArHeHHst He Mae paLioHanbHOIO CEHCy.

JlyponoriyvHuin  nigxin Moxe 3gatuce  obMmexeHuMm
NMOPIBHAHO i3 iHWWMK nigxogamn, ane BiH NpekpacHo
OOMOBHIOE iX Ta 34aTeH 3anponoHyBaTh  eqEeKTUBHI
BMPILLEHHA npobnem npu OOCMiMKeHi NEBHUX SBULY Y
KynbTypi Bigeoirop.

HaocTaHok cnig 3ragat Npo couionoriyHui nigxia. Y uin
cTaTtTi BxXe 6yno 3ragaHo npo 36ipky cTtatei "Perspectives
on the European Videogame" (2021), ane Takox cnig
3ragatM npo HewopaBHe pocnigkeHHs "Tracing the
Evolution of Video Game Culture in Malaysia" (2024) Ta
OOCrigXeHHs, NpeacTaBneHi Ha KoHdepeHuii "Komn'toTepHi
irpu Ta MynbTUMeia sIK iHHOBaUiNnHWUIA NiaXia Ao KoMyHikauii"
(2025). Li pocnigkeHHs aKTMBHO  BUKOPUCTOBYHOTb
coujonoriyHmin nigxia. 3okpema y "Tracing the Evolution of
Video Game Culture in Malaysia" aBTopu BMKOPUCTOBYIOTb
COUIOMOriYyHi  ONUTYBaHHA Ta CTATUCTUYHI OOCHigXEHHS
nonynsuii 4nsa Toro, Wwo6 BM3HAYMTN 0COBNMBOCTI MicLIeBOT
KynbTypu Bigeoirop (Maimunah et al., 2024). AsTopw,
poboTu akux npepcrtaeneHi y 36ipui "Perspectives on the
European Videogame", BWKOPUCTOBYIOTb pPi3HOMaHITHI
nigxoau ANs BUBYEHHS KynbTypu Bigeoirop, ane GinbLicTb
3 HUX NpUAINsSe 3HAa4YHY yBary NoWMPEHOCTi AOCHiAXYBaHOTO
fABULLA Ta KoHTeHT-aHanidy (Navarro-Remesal & Pérez-
Latorre, 2021). BaraTto y4JacHukiB  KOHdpepeHuii
"Komn'toTepHi irpy Ta MynbTumMeia sk iHHOBaLinHWIA nigxia
00 KOMYHiKaUii" BUKOPUCTOBYOTb CTaTUCTUYHI NMOKA3HMKN Ta
MaTteMaTuyHi Modeni Ana aHanisy sBuLLY Y MOmi KynbTypwu
Bigeoirop (2025, p. 212-218), xo4a METOK Y4aCHUKIB
KOHpepeHLjii He € aHani3 came KynbTypHOI CKNagoBol, iX
OaHHi € HEMMOBIPHO LiHHUMKW AN OOCHIAXEHHSA KynbTypu
Bigeoirop. 3aBAsikM CTaTUCTUYHUM MOKa3HMKaM Ta aHanisy
nporpamMHoro 3abesneyeHHsi MOXHa OTpMMaTU AaHHi Npo
[OCBIf rpaBuUdA Ta MOLUMPEHICTb ABMLLA, LLO, Y CBOI Yepry,
[ae MOXIUBICTb NPOCHiAKyBaTN 3aKOHOMIPHOCTI PO3BUTKY
Ta hbopMyBaHHSA Cy4acHoi KynbTypu Bigeoirop. MogidHun
nigxia rapHo nigxoauTb ANA BU3HAYEHHS OOMIHAHTHUX
couianbHUX rpyn cepep rpasLiB, X NPAKTUK | KOHTEKCTIB rpu.
BoaHouac, obmexyro4um JOCNiIKEHHS NULIE LIMM METOLOM,
CKNnagHo BiAHAWUTU KyNbTYpHY CEMaHTUKY rpu Ta ii 3MicTu.

OTmxe, KynbTypa Bigeoirop noTpebye KOMMMEKCHOro Ta
Pi3HOCTOPOHHBLOTO Nigxoay Ao ii BUBYEHHS. Pi3Hi acnekTu rpm
Ta KynbTypu, LIO yTBOpWnacb AoBKona Hei, notpebyioTb
BiONOBIAHMX IHCTPYMEHTIB Ana adanisy. [JocnigkeHHs
BiJeoirop Ta KynbTypy BigeOirop KOPUCHI AN pO3yMiHHSA
CyyacHUX TeHOeHLUIN Yy KynbTypi 3aranomM i MoXyTb BigKpUTH
HOBI NEePCNEeKTVBN Ha 3BUYHI eNleMEHTI HaLLOol NOBCAKOEHHOI
JisnebHOCTi.  MefginHun  acnekT rpu  TakoX He cnig
He[oO0UiHIOBaTK, OCKINIbKM caMa rpa Moxe OyTu MOTYy>XHUM
iHCTPYMEHTOM BMNMAMBY Ha CNOXMBaYiB. Takox i B3aEMOBMNuB
irop Ta iHWWMX Media Npu3BOAUTb OO0 BUMHUKHEHHSA HOBMX
KOHOTALiN Ta CUCTEM 3HAYEHb Y KyIbTypi.

Ouckycis i BUCHOBKMK

KynbTypa Bigeoirop € KOMMMEKCHUM TMOHATTAM, sKe
OXOMNSI0E YACTUHY Cy4acHOI 3aranbHOMACHKOI KynbTypw,
Wwo cdopmMyBanacb [JOBKONa Bigeoirop, iX CTBOPEHHS,
CMOXUBAHHSA, penpeseHTauil Ta TpaHcdopmauii y iHWnxX
megia. [Jo o6cAry ubOro MOHATTA BXOAMTb CYKYMHICTb
cybkynbTyp rpaBuiB Ta po3pobHUKiB, CycninbHa Aymka npo
Bifeoirpn, TpaHCMeLinHi 3B'A3KM irop i3 iHWnMK TBOpamu Ta
X BNIIMB Ha KynbTypy 3arasiom.

HocnigpkeHHa  KynbTypu  Bigeoirop  HEpPO3pUBHO
noegHaHe i3 OOCNIAXEHHSAM camMux Bigeoirop sk megia.
Bineorpa BigmiHHa Big ycix nonepegHix Megia, BoOHa
HambinbWw MmacoBa oOpMa HOBUX Mefia, MOEAHYIOUM
CMOXMBAaHHSI Ta TBOPEHHS KynbTypu. 'pa € iHTepaKkTUBHO
Ta imepcnBoHO. ['pa cTBOpOE NPOCTip OpMYyBaHHSA HOBOI
UMMPOBOI  iAEHTMYHOCTI Ta Mae cneumndiyHi  TinecHi
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npakTukn. Baaemogiqa rpaBus i rpy He Mae nNoginy Mixk rpoto
Ta rpaBUeM, BOHa iCHye nuwe nig 4Yac BWKOHaHHA i
ONUCYETbCA NOHATTAM "renmnnen”. BogHouac, rpa sk TBip
BianoBiaae o3HakaM KoHuenuii Gesamtkunstwerk i noegHye
y cobi BNacTUBOCTi pi3HUX BUAIB MUCTELITB.

MeToponoris focnigXeHHs KynbTypu Bigeoirop BuMarae
yBarn o Bubopy npeameTy OOCNiMAXEHHA Ta nigxonis Ans
noro BuBYeHHs. [Mpu BMOOpPI NpegmeTy OOCNIMKEHHS Cnif,
3BEPHYTM yBary Ha icTOpil0 pPO3BUTKY Ta MOLUMPEHHS
Bigeoirop, o6 BipHO BU3HAYMTK TepuUTOpiarnbHi Ta 4YacoBi
Mexi gocnigxysaHoro siBuwla. Bubip HaykoBux MeToaiB Ta
nigxodis go aHanisy Bigeoirop BMMarae po3yMiHHSA TOro,
SIKMA came acnekT rpy Ta KynbTypu Bieoirop BXoauTb A0
06paHoro Bamu siBMLLA, Ta siKi SIKICHI MOKA3HWKM BaXKNWBi Ans
PO3KpUTTS 0OpPaHOro NUTaHHS.

Lis cratta crtBOpeHa, W06 3a0XOTUTW LOCBIAYEHMX
HayKOBLIB Ta MONOAUX [OCNIAHMKIB BUBYATU KyNbTypy
Bigeoirop Ta Bigeoirpn. BoHa noknvkaHa AOMOMOMTU Ha
noyaTtky LWNAXY Y Ui cdepi Ta Hagatu 3adinkym ang
ManbyTHix pobiT. Bigeoirpu — ue HoBe megia, sike LWBMOKO
Ta 6e3ynuMHHO po3BMBaETbCA. Lleii po3BUTOK Hece sk HOBI
3arposu, Tak i HoBi ckapbu.

Oxepena diHaHcyBaHHA. [laHe [OCNIOKEHHA He oTpumano
rpaHTy Big ycTaHoB y nybniyHOMy, KomepuiiHOMy abo
HekoMepLinHoMy cekTopax. ®PiHaHCyBaHHs 3abe3neyeHo KniBcbkum
HaujioHanbHWM yHiBepcuTeToM iMeHi Tapaca LUeByeHka.
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A METHODOLOGY FOR THE ANALYSIS OF VIDEO GAME CULTURE

Background. Sincetheir emergence inthe 1960s and their rise as a mass cultural phenomenon in the late 1970s, video games have evolved
from a subcultural element into an important component of global popular culture. As products of the creative industry, they increasingly serve as
instruments of soft power, disseminating the identity of their developers worldwide through narratives, visual imagery, and cultural codes. Successful
projects demonstrate the potential of video games in shaping the international cultural image of states. Thus, the analysis of games as a medium and
as a phenomenon of video game culture acquires scientific relevance. The article examines research approaches within game studies and offers
methodological recommendations for the analysis of video game culture.

Methods. The study employs methods of synthesis, abstraction, grouping, induction, systematization, generalization, and data comparison,
along with descriptive analysis of results.

Results. Video game culture is a multifaceted phenomenon that integrates technological innovation, aesthetic strategies, and social
practices. It encompasses both the development of games and the activities of players, who reinterpret content and create their own narratives.
Games are a way for people to share experiences and express themselves. // Video game culture extends beyond content consumption, providing a
space for interaction in which games act as a medium for cultural exchange and the expression of collective experience.

Paying close attention to how and why video games emerge and spread is an essential part of studying video game culture. Consideration should
be given to differences in regional division and national product markers. An effective analysis of video game culture requires an interdisciplinary
combination of cultural, ludological, and sociological approaches.

Conclusions. It has been determined that video game culture is a complex part of contemporary culture that encompasses the development,
consumption, representation, and transmedial interaction of games with other art forms. It includes communities of players and developers, public
perceptions of video games, and their impact on cultural spaces.

It has been proven that the video game as a medium is distinguished by interactivity and immersion and is comparable to a Gesamtkunstwerk.
Video games facilitate the formation of digital identities and new forms of corporeality within gameplay. The article argues that studying video game
culture requires a comprehensive methodological approach that considers its historical development, sociocultural context, and the specifics of
player-game interaction.

Keywords: video game culture, video games, media, methodology, game studies.
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