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TEXHIYHI OCOBJIMBOCTI HAPATUBHUX EKLUH-ITOP 1990-2010-X PP.
AK YYHHUK IXHBOIO PO3BUTKY B KOHTEKCTI LLUD®POBOIO MUCTELLTBA
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L II. Ileuepancokuii. Texuiuni oco6mmBocTi Hapa-
THBHUX eKIIH-irop 1990-2010-x pp. AK YMHHEK iX-
HBOTO PO3BUTKY B KOHTEKCTi IM(POBOro MUCTENTBA

Poskputo Ta mpoaHami3oBaHO TeXHiYHi 0COOMMBOC-
Ti HapaTUBHMX eKIIH-irop 1990-2010-x pp. AK YMHHMK
iXHBOTO PO3BUTKY B KOHTEKCTi IIMPOBOrO MICTELTBA.
3a3HavyeHo, 1110 B I]i POKY eKIIH-irpy 3aBJAKM TEXHONO-
FiYHOMY [IOCTYIIY BCE JK 3TIMICHI/IN [IEBHIIL «IIPOPUB» B
PO3BUTKY irpOBMX T€XHOIOTIH Ta Xy0KHbO-BIPaKalb-
HOI cucTeMu. AKIIEHTOBaHO Ha TOMY, 110 TOJIOBHOIO TeX-
HOJIOTI9HOIO IETEPMiHAHTOIO I}bOTO PO3BUTKY € irpOBui
pymwiit (Game Engine), Ha 6a3i sixoro peanisyerbcs cro-
ci6 B3aemopii i3 cepeoBuILEM, @ IIPOrPECUBHICTD IPO-
TPaMHOTO KOAY Ta aTOPUTMIB, 1[0 BUKOPYCTOBYIOTbCA
LMM pylIieM, BIUIMBA€ Ha TEXHIYHY AKICTb BCIX Xapak-
TepUCTHK — BiJj 300paskeHHs JI0 3BYKY. [loBefieHo, 1110
PO3BUTOK Bifle0irop y >KaHpi eKLIeHy y BKa3aHMIi I1epiof
nepei6ayaB BUPIlIEHHA NpoOIeMM YMOBHOCTI («aHi-
MaIitHOCTi») 306pakeHHs 3a JJOIIOMOTO0 TEXHOMOTIY-
HMX IHHOBALiM, SKi 3SMEHLIYBA/IM HEPealiCTUYHICTD Ta
HifBMIIYBaaM JOr0 BUpaXkanbHicTb. KimouoBy pomb y
LIbOMY BiflirpaJia TaKa eCTeTMYHA KOHCTAHTa, K «Hapa-
TuBHUII poctip» (Narrative Space). 3’sicoBaHo, 1110 Tex-
HOJIOTiYHA €BOJIIOLifl eKIIH-irop fK XaHpy HudpoBoro
MMCTELTBA CYIIPOBOKYBa/Iach IIOABO HEiHITHNX XY-
JI0)KHbO-OHTO/IOTIYHMX 3aKOHOMIPHOCTEN 1 IPUIUBUJ-
IIEHHAM IMHAMIK/ OCBOEHHA irpOBOTO IIPOCTOPY.

Knrouosi cnoBa: Hapamueni sideoizpu, exuin-iepu 1990~
2010-x pp. iHmepakmueHutl HAPAMUS, HeiHiliHicMb,
uuppose mucmeymso, aydiosizyanvna npakmuxa.

I. Pecheranskyi. Technical peculiarities of the
narrative action games of the 1990s -2010s as a factor
of their development in the context of digital art

The purpose of the article is to reveal and analyze the
technical peculiarities of the narrative action games of
the 1990s - 2010s as a factor of their development in the
context of digital art.
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The methodology of the research is accordingly
conditioned by the interdisciplinary and techno-cultural
nature of the subject of study that has an influence on
the choice of toolkit among the components of which
are: firstly, reductionist theory and the principle of
technological determinism, which help to reveal the role
of computer technology in improving game mechanics
and shaping the an artistic-expressive means inherent
in action games; secondly, narrative analysis that helps
to understand the connection of the aesthetic effect
with the unique narrative form of video games, which
makes it possible to synergize the interactive and artistic-
staging parts; and, thirdly, philosophical approach in its
connection with the art historical analysis, thanks to
the cooperation of which it becomes possible to apply
game and phenomenological principles as elements of
the above analysis to reveal the specifics of the artistic-
virtual space of action games, which is close to interactive
fiction and animated films in its aesthetic characteristics.

The results. It was pointed out that in the 1990s -
2010s narrative video games thanks to technical
progress made a “breakthrough” in the development
of an artistic-expressive system. On the examples of
“Wolfenstein 3D”, “Quake’, “Half-life’, “Half-Life 27,
“Doom 37, “Fahrenheit”, “Crysis” and “Heavy Rain” it
was proved that the development of action video games
in the pointed period was supposed to solve the problem
of conventionality (“animation”) of the image through
technological innovations that reduced unrealism and
increased its expressiveness. The key role in this played
such an aesthetic constant as Narrative Space. It was
found out that the technological evolution of action
games as a genre of digital art was accompanied by the
emergence of non-linear artistic and ontological patterns
and the acceleration of the dynamics of the development
of the game space.

The scientific novelty. For the first time in the
article an attempt was made to analyze the technical
peculiarities of the action games of the 1990s - 2010s as

* This work is licensed under a Creative Commons Attribution-NonCommercial-ShareAlike 4.0 International License.
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a factor in their development in the context of digital art
and interactive non-linear narrative.

The practical significance. The obtained results can
be applied in the modernization of programs for the
professional training of multimedia directors, sound
directors, animators, and other specialties in higher
education institutions. The materials of the work are of
the practical value for researchers in the field of theory
and history of art, modern screen culture and audio-
visual synthesis, and can be used in the development of
educational and methodological manuals and lecture
courses devoted to computer games and interactive
programs.

Keywords: narrative video games, action
games of the 1990s — 2010s, interactive narrative, non-

linear, digital art, audio-visual practice.

ITocranoBka mpo6nemu. Y 2005 p. B >xypHai
«CydacHa ecteTuka» Buitmia crarta A. Cmarca
3 TPOMOBUCTOK Ha3Bow «Ym e Bigeoirpym Mmuc-
tenTBoM?» (Smuts, 2005). V Hiit aBTOp, aHaTi3y-
104/ HAJIONYIAPHILII Ha TOM Yac Bifeoirpu, —
«Max Payne», «Halo» ta «Tom Clancy’s Splinter
Cell», — mocutp 06epexXHO Ta 3BaXEHO, aje H0-
JTydae iX 0 «HEeBMCOKOTO» MICTENTBa. YCi Lji irpu
MAIOTh iHTerpoBaHi croxeTy, 6MM3bKy 1o doTope-
anisMy rpadiky, a Tako)X HPOAyMaHi TPMBUMIpHi
CBiTM 3 GaraTuMu Ta ieTaIbHUMY TeKCTYPaMI, IO
3[aTHi BUKMKATY eMOIIil, TUTIOBI [/l eCTeTUIHOTO
CIOITIATAHHA.

Cripf ToroguTICh 3 AEAKUMYU CYYaCHUMU JOCTIif-
HUKaMJ, fAKi BBa)XAITh, IO KOMII IOTEPM30BAHA
KY/IbTypa He JIIle «eKpaHisye» Ta IudpoBisye Bci
penpeseHTaliii Ta I0fii, aze Ji TeHepye HOBI XyT0XK-
HbBO-CHHTeTHYHI CTPyKTypu. KoMm'loTepHi Bifeo-
irpy, Oymy4y ofHMM 3 HaiflepCHeKTUBHININX Ha-
IpAMIB ay/ioBi3yambHOi iHAYCTPii (IporHO3yeThCs
3pOCTaHHA 00CATIB CBITOBOTO PMHKY Bifeoirop 3
$199,74 mnpp y 2022 p. mo $307,19 mapx go 2029 p.
(Video Games Market Size, Share & COVID-19
Impact Analysis..., 2023)), cuHTe3y0Tb iHTepak-
TUBHII MOTEHIIia/l BIpTya/bHOI PeanbHOCTI 3 Ha-
paTMBHMMM 3acajlaMyl TeaTpy, JiTepaTypyu Ta Ki-
HeMmartorpady, TMM caMyM reHepyroun HOBi Gpopmu
Ta IPUIIOMU Y TBOPYOMY IIPOLIeCi, HAITPUKIAJ, iH-
TEPAKTUBHMII HEMiHIIHNI HAapaTUB AK BaKIUBUIT
PETYIATUB Yy IIpoLeci PO3BUTKY / POSTOPTaHHA
icropii (Donikian & Portugal, 2004; Weber, Behr
& DeMartino, 2014; Zhu, Wu, Li, Avelyn, Mou &
Zhang, 2020).

AHanmi3 OCTaHHIX ROCTiKeHb i MyOmikamiii.
[pyHTOBHA TeopeTHdHa PO3po0OKa i BUBYEHHS PO-
67eM, 110B’A3aHX 31 crerudikoo BIVIMBY KOMIT 10-
TEPHYUX TEXHOJIOTi/ Ha XY[OXHI TBOPY Ta irpoBY
ingycTpito, posmoyanaca 3 mpaup C. Tombivana
PO MOBY a0CTPAKTHOTO Ta BIPTyalbHOIO CBIiTiB
(Holtzman, 1995), JI. MaHOB1Ya IIPO MOBY «HOBUX
Megiia» (Manovich, 2001), [Ix. [I. bonrepa a P. Ipy-
31Ha Ipo GeHOMeH peMefiialiii B KOHTEKCTi «<HOBUX
Mepiia» (Bolter & Grusin, 1999) ra in. A. [opuynr
y CBOIJ1 TIpalli 3BEPTAETHCA 10 IUTAHDb XYAOXKHDOI
BUPaXa/bHOCT] Ta crely¢iky BisyanabHOI permpe-
3eHTalii onoBizi B koM oTepHux irpax (Hornung,
2003). €. Apamc aHami3ye HeTiHIHY CIOXKETHY
CTPYKTYPY, OCOONMBOCTI HApaTVBY Ta AM3ANHY Y
Bizeoirpax (Adams, 2004, 2009). BogHouac unmano
3yCIU/Ib JIO JOCTIPKEHHA BiZleoirop, 30KpeMa B 4a-
CTUHI 3aIIPOBAKEHHA TEPMiHOJOT], BUCBITIEHHA
icTopil cTaHOBTEHHA KOMITI0TepHUX irop fAK iHxy-
CTpil po3Bar Ta BUOKpeM/IeHHs 0a30BUX IPaBUII I
3acap opranisanii, foxnam J[x. Hproman, A. byps,
E. Pomninrs, [I. Moppic Ta in. fAximo 6parn go yBa-
T HOBIiTHi HANPAI[IOBaHHA 3apyODKHIX aBTOPIB, TO
cnip, BigsHaunty possigky B.-M. KapxymaxTti nmpo
METOJ0JIOTiI0 TeHOHTOIOTIYHOTO MOCTimKeHH Bi-
neoirop (Karhulahti, 2015), 36ipky eceiB 3a pemax-
uiero [[x. Po6cona Ta I. TaBinopa, npucssadeny ¢i-
n0copcbKOMY aHaisy ecreTuky Bifeoirop (Robson
& Tavinor, 2018), pucepranito ®. Kammanbi mpo
MeTa(i3NKy i MeTaeTUKy B AM3aiiHi CTpaTeriYHux
Bifeoirop (Campagna, 2020), ctarti M. J[)oHCOHA
TIPO iCTOPUYHI aCIIeKTH ecTeTUKM KibepIpocTopy B
Bifeoirpax (Johnson, 2017), A. Tiitomi po oxTom0-
rito udpposoro mucrenrsa (Giomi, 2020), P. Ceit-
BaJIbJ| IIPO {HTEPTEKCTYa/IbHICTD 1 POPMYBAaHHH KO-
NIeKTUBHOI mam ATi npo Bifeoirpu (Seiwald, 2022)
Ta iH. TakoX O03HAYMMO IPYHTOBHY KONEKTUBHY
MOHOTpadio, IPUCBAYEHY MY/IBTUAUCIIIIIHAPHO-
My IIXOAY /10 HapaT¥BHOI €CTETUKM Y Bifjeoirpax
(Denizel, Sansal & Tetik, 2021), Ta nikaBy mparo
C. Ilerrini npo KynbTypHi 0cO6/MMBOCTI peanismy i
¢yHkiionanisMy (ippeanisMy) Ha IpUK/Iaz TiHTBI-
CTUYHUX ACIIEKTIB BifjeOrpy, IHTEPAKIiI0 Ta «IHTEP-
deiic» irpoBoro it peanbHoro caitiB (Pettini, 2022).

Ha BigMiHy Bif 3apyODKHUX yUeHNX, YKPAIHCBKI
TOCTiTHUKY He TaK aKTMBHO IIiKaB/IATHCS 1 aHaIi-
3YI0Tb TeMaTVKy KOMII IOTEPHUX Bifjeoirop, aje iH-
Tepec HayKOBIIiB MOCTYIOBO 3pocTa€. BifgHaunumo



TIOABY Ipalb i craTelt y mefarorivHomy (Jlyrosa &
Brnaxko, 2018) Ta nepeknazfosHasdomy kmwoui (To-
noBanbka &, [Iponyummy, 2019; [Hatenko, Benrep
& [lpyxuna, 2020) um posBifjoK, HMPUCBIIEHNX
AHTPOIIONIOTIYHMM 1 COLIOKYIBTYPHUM aCIIEKTaM
Bifeoirop (CrparonoBa, 2016; Anmiea & JKyxo-
Ba, 2016; Cxuba, 2020), GeHOMeHY reitmMepcTBa Ta
refividikanii (Bapenina, 2014; XKagan, 2021). 3a-
CIIYTOBYIOTb Ha yBary Ipali, y AKUX Bijeorpy pos-
IJIIIAI0ThCA K BU Mucrenrsa (Mapenny, 2013;
Xapnupka & Komicanyenko, 2020). 3Bakaroun Ha
Te, IJ0 HUHI B MUCTEITBO3HABCTBI He iCHYe JOCTi-
JUKEHb, ITIPUCBAYEHMX KOMIIEKCHOMY BUBYEHHIO
XY[0>KHbOI OHTOJIOTII BifIEOirop AK pisHOBUAY ayzio-
Bi3ya/IbHMX IPAKTHK, 6a30BaHill Ha IHTePaKTUBHO-
My HapaTyBi Ta HEJIHIHIN CHXXETHI CTPYKTYPI,
1151 po3Bifika HabyBae 0COOMMBOI AKTYaNbHOCTI.

Mera craTtri — BMABUTHM Ta IpOaHaIi3yBaTu
TeXHiYHi 0COOMMBOCTI HAPaTMBHUX EKIIH-irop
1990-2010-x pp. AK YMHHUKA IXHBOTO PO3BUTKY B
KOHTEKCT] L1 (ppOBOrO MIUCTELTBA.

Meroponoriss ROCHifKeHHsA, BifNOBiAHO, 3y-
MOBJIEHA MDKAMCUUIUIIHADHUMM Ta TEXHOKY/Ib-
TYPHUM CIPAMYBaHHAM NpefMeTa BUBYEHHS,
i me BrmMBae Ha BuOip iHCTpyMeHTapilo, ceper
CK/TafIOBMX €/IEMEHTIB fAKOTO: MO-IEpIle, PefyK-
LiOHICTMYHA TeOpid Ta NPMHLVII T€XHOJIOTIYHOIO
ieTEPMiHi3My, 11O HONOMAralTb BUABUTU PONb
KOMIT I0TepPHMX TeXHOJOTi mif yac opMyBaHHA
0COOBYIX Xy0KHBO-BIPAXKAIbHIX 3aC00iB Bifeo-
irop, a TaKOXX IXHill BIUIVB Ha €BOJIIOLIII0 XY/I0XKHbOI
Ta ay/Ji0Bi3ya/bHOI TBOPYOCTI; O-/Ipyre, HApATUB-
HUIT aHasI3, 10 JOIIOMarae 3po3yMiTi 3B sI30K ec-
TEeTUYHOTO e(eKTy 3 YHiKaJbHOI OIIOBifaTbHOI0
dopmoto Bifeoirop, sika BMOK/IMBITIOE CHEPTilo iH-
TEePaKTMBHOI Ta Xy/J0)KHbO-TI0CTAHOBOYHOI YaCTIH;
i, mo-Tpete, dinocodcpknit miaxin y itoro 3B’A3Ky
3 MMUCTELJTBO3HABYMM aHA/Ti30M, 3aBJAKM KOOIEpa-
il AKMX BUHMKAE MOXKIMBICTD 3aCTOCYBATU irpo-
BIIT Ta HEHOMEHOTIOTIYHNIT TIPYHIIUIIN SIK eleMeH-
T 3TaJAHOTO AHATI3Y, 106 O3HAYNTH CHelVpiKy
XY[,0XKHbO-BiPTYa/IbHOTO IIPOCTOPY HapaTMBHUX
Bifleoirop, AKui 3a CBOIMM €CTeTUYHUMM XapaKTe-
pUCTMKaMu OMM3bKNIL 10 IHTEPaKTUBHOTO irpoBOTO
Ta aHIMAaliJIHOTO KiHO.

Bukmag oCHOBHOrO Martepiamy MOCTiKEHHA.
Bynp-sika rpa, TpajuiiiiiHa YM KOMITIOTEpHa, He-
MOXK/IVMBA 63 CHCTeMV TIPaBII, IO KOHCTHUTYIOE
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0CcOOMVBIIT irpOBUIT TPOCTIP, KNI MOJENIOE pe-
Q/IbHICTD, IOTIOBHIOIOYM 200 KOHTPACTYIOUM 3 HEIO.
[llogo Bimeoirop, T0 BOHM IPAarHyTb «3aHYpPUTI»
KOpUCTYBa4a (IpaBl) y CIPOEKTOBAHWII BipTy-
QIbHUIT OOLINP 3 BifNIOBIZHUMY MeXaHi3MaMy Ke-
pyBaHH#, IPOCTOPOBUMI JIOKALAMY, KIIOUOBMMM
i GoHOBMMMU 00’€KTaMM, BHOCSIYM BOJHOYAC HOBI
TIapaMeTpy Ta XapaKTepPUCTUKN Y caM IpoLiec, o6
3arOCTPUTH €MOLIiiIHI IIepeXXMBaHHA TPABLB 1 CI10-
crepirayiB. Hacammepen, y cTarTi yBara aBTopa 30-
cepelkeHa Ha HapaTMBHOMY TUIIi Bifjeoirop (eKIuH,
KBeCT 4V PO/IbOBI irpu), AKuit BiffpisHA€TbCA Bif He-
HapaTVBHOTO CIOKETOMICTKICTIO, TOZII AK OCTaHHIN
«He MICTUTD >KORHOI icTopii i1 rpaBus» (Simons,
2007; Besmond, 2019, p. 21-22; [Toxxapuupka, 2021,
c. 125). ObpaHo came 11eit THUII, OCKINbKM BiH Kpaie
3a HEHAPATUBHUII IEMOHCTPYE Xy/J0KHbO-ECTETIY-
HIII TIOTEHI[ia/ Bifieoirop fAK >XaHpPY LM(pPOBOTo
MMUCTEL[TBA, T€HEPOBaHMII «peMefliallielo», «aHTH-
MOHTQ)KHICTIO» Ta IHTEPaKTUBHICTIO 3 0COOMMBIUM
TIIPOCTOPOBO-ONOBiJAILHNM (HOPMATOM, 3aBJAKN
4OMY 30arauyeTbCsi BUPaXaTbHUIT HCTpyMeHTapilt
3a3Ha4yeHoI ay/lioBi3ya/lbHOI IPAKTUKM, POSILUPIO-
€TbCA JIOCBif, 1 PO3BMBAETbCA CIPUIHATINBICTD
rpaBLs.

YHiKa/IbHICTb BiJleOrpy IIO/IATAE B TOMY, 11J0 BOHA
TeHepye ay/ioBi3yanbHy Ta eCTETUYHY i/1H031I0, AKa
HaJfla€ 3MOI He JIMIIE BiIyTy XyJOXKHI IPOCTIp
BIPTYa/lIbHOTO CBITy 3CepeiyHM, aje # 3MIHUTU
jtioro cBoeto ydactio (Berger, 2002, p. 6; Schuch,
2016, p. 29). [010BHOI TEXHONOTIYHOO JieTepMi-
HAHTOIO 11i€] YHiKabHOCTI Ta 1711031 € T. 3B. irpOBMI1
pymwiit (Game Engine), Ha 6asi skoro peanisyloTbcs
croci6 B3aeMofil i3 cepefoBuLiieM, 0o ayRioBisy-
anbHa crienudika ta yssneHHs icropii. [Iporpecus-
HiCTb IIPOTPaMHOr0 KOy Ta aITOPUTMIB, IJ0 BUKO-
PUCTOBYIOTbCA MM DYIUIEM, BIIMBAE HA TEXHIYHY
AKICTh BCIX XapaKTepucTuK — Bifj 300pakeHHA
mo 3ByKy. PisHi anropurtmm peanmisanii irpoBoro
pyLIis Ta HafjaHi HUM MOXK/IMBOCTI 6arato B 4oMy
BYM3HAYM/IN CIIEKTP a/jalITOBAHMX TBOPYMX IIPUIIO-
MiB Ta croco6iB oprauisarii MaTepiany Bizeoirop
(Gregory, 2018).

Cepep 0OCHOBHYX CK/IaJIOBJX KOMIT I0TEPHUX irop,
BIOKpeM/IeHnX cBoro yacy I. ToBmanzmoM, — 3ByK,
306paxeHHs, iHTepdelic, HapaTUB Ta irpoBa Mexa-
Hika a6o mpornec (gameplay) (Howland, 1998; Jin,
2021), — Ha 0cOOMMBY yBary 3aC/IyTOBYE OCTAHHIlL,
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1110 Tlepei0ayae MpaBua B3aEMOil, IPyHTOBaHi Ha
TEXHIYHOMY MOTEHIlia/li irpOBOroO pyIlis Ta MiAmo-
pAznkoBaHi HapaTusy. CaMme irpoBa MexaHika BU3Ha-
Yae MOXKIMBICTb ayfUTOpii KepyBaTy¥ HaIpPAMOM
PO3BUTKY ICTOpIl Ta 3ajjae eCTeTUYHI IapaMeTpu
CIIPUIIHATTS B Pe3y/IbTaTi perfaMeHTalii crnocooy
B3a€EMOJii 3 TBOPOM ab0 6e3mocepeHbO ANropuT-
My IrpoBOrO IIpOLeCY, AMHAMIKM IHTEpPaKTMBHOI
Ziil Ta BapiaTMBHOCTI camol iHTepakuii. Bugosminn
irpoBoi MexaHiku € ofHuM i3 Barommx axTopis
Pi3HOMAHITTA HANpAMIB Ta >KaHPIiB Bifeoirop, a
il 3aTHICTb TPAHCIIOBATY ILIITICHY €MOIIilo, IO €
AKICHMM TIOKa3HMKOM XYHOXXHBOTO TBOPY, BKa3ye
Ha iCTOTHY arpuOyIlil0 HApaTUBHMX Bifeoirop —
3aBepleHicTb. byayun gopmoro iHTepakTHBHOCTI,
irpoBa MéexaHiKa, 110 CyTi, IPMBHOCUTb HOBY Bi3y-
QJIPHO-IIPOCTOPOBY MOJAJIBHICTD 11 GopMy KoMy-
HiKalii, /ie aBTOp 3a JIONOMOIOI0 TBOPY PO3IIOYM-
Hae pianor 3 xopucryBadeM (Marak, Markocki &
Brzostek, 2019).

HapatusHi Bifjeoirpy — JOMiHaHTa PO3BUTKY
iHTepakTyBHOrO HapaTupy Ha Mexi XX-XXI cr.,
YPaxoBYyHUM 3aJjaHy CIKETHY KOHCTDPYKIIKO Ta
icTopito, mo renepyerbcs B real time mip vac B3a-
€MOJIii KOPUCTYBaya 3 BIpTya/lbHUM CEpeLOBUIIEM,
MOJIe/IbOBAHY Ta BY3/I0BY OpraHisaiiio cioxery. Lle
HiATBEPIKYETbCA ICTOPiEr0 PO3BUTKY Bifleoirop i
0COOMMBO XaHPY «eKIIH». Y 1992-1996 pp. 3 mo-
ABoto Bineoirop «Wolfenstein 3D» Ta «Quake» pos-
pOOHNMKaMy 3aTIPOIIOHOBAH] IjiKaBi Ta IPOrpecyBHi
Ha TOJ Yac pillleHHA: 3BePHEHHA [0 pealiCTUYHOI
CIOKETHOI OCHOBY; BiITBOPEHHSA IICEBIOTPUBUMIP-
HIUX IepCOHaXIB Ha 6asi cupaiitoBoi rpadikm Ta
i3soMeTpuyHOro OTOYEHHA (JIAETHCA IIEPeBaXKHO
npo «Wolfenstein 3D»); TBOpue BUKOPUCTAHHS pe-
aTiCTMYHOTO 3BYKOBOTO PillleHHS; JOIIOBHEHHA [IN-
HAaMIYHOTIO irpoBOTO NPOLECY KOPOTKUMM TEKCTO-
BUMM BCTaBKaMI IIPO MOALL; TpaHCIALIA ORI Bif
TepIoi 0cobu 3a JOMOMOTOK0 «CY0 €KTUBHOI KaMe-
pu» Ta BHYTPIIIHBO Ka[pOBOTO MOHTAXY, 110 IO-
CcTae HeoOXiTHOI YMOBOIO OpraHisarii fyHaMiqHIX
CIIeH Ta eCTeTHKI «HEMOHTXHOCTI» fiii; po3pobxa
irpooro pymrisa «Quake engine» i HOBUX anropur-
MiB pOOOTI 3 JAaHUMIL, 11O JO3BOMIV/IN BiMOBUTICS
BiJl yMOBHOCTI CIIpaifToBoi rpadiku Ta BifTBOPUTH
pearicTiyHinre 06’ €MHe CepeoBHILE; MOTITOHAb-
Hi Mofieni mepcoHaxiB Ta 00’exTiB, dororpadiv-
Hi TeKCTYpu Ta 06’€MHe CBIiT/IO, AKi BMOXIMBUIN

eKCIIEPUMEHTI 31 CBITJIOTIHBOBOI  CKJ/Ia/JOBO0
(crocyerbest «Quaker) (Kent, 2010; Sanglard, 2019;
Petersen, 2021).

Taxum 4nHOM, PO3BUTOK Bifleoirop y >kaHpi ex-
meHy y 1990-x pp. mepen6ayaB BUPILIEHHS IIPO-
OnmeMy YMOBHOCTI («aHiMawiifHOCTI») 300paskeH-
HS 3a JIOIIOMOIOI0 TeXHOJIOTIYHMX iHHOBallil, SKi
3MEHIIYBa/ly HepealiCTUYHICTh Ta Mi{BUIIYBaIN
BYP)Xa/IbHICTb OCTAHHBOTO. K/II0U0BY posib y 11b0-
MYy Bifjirpasa Taka ecTeTM4Ha KOHCTaHTa Bifieoirop,
K «HapaTuBHMI pocTip» (Narrative Space): sKio
niTeparypa, KiHemarorpag, TeaTp OCHOBaHi Ha IICH-
XOJIOTIYHIMX Ta MOAIEBMX aCIEKTaX TeHepaIbHol ic-
Topil (TOOTO J1isl BUXOAUTD i3 KOHTEKCTY icTopil Ta
3YMOBJIEHA HIIM), TO Bifjeorpa 6esIocepeHbo 3ajie-
KUTD Biff CTPYKTYpU TOTO IIPOCTOPY, Y AKOMY BOHa
icHye. [HIIMMM cTIOBaMy, iCTOPisA TBOPUTHCA HE Me-
Ta4MHHMKAMY, A JMHAMIYHIM OCBOEHHAM irpoOBOToO
IIPOCTOpY, B «HapaTuBHiit fiii». Came ToMy JifieTbcA
He IIPO CTaTUYHY, a UHAMIYHY OHTO/IOTIIO, [ie IIPO-
CTOpOBi Bapialjii (peamcTuyHi Ta HepeamicTUYHI)
TIepeTBOPIOIOTHCA Ha POPMATBHO-CTPYKTYPHI KOAN
Bi3ya/IbHMX 3HAKIB, 3[JATHUX IiJKPECIIOBATY TOHU
11 aTMocepy Ta/abo BUpaXkaTu eMOLiliHi BiITiHKY
(Isigan, 2013; Attademo, 2021).

Ockinpky B 3a3Ha4YeHMX Bifeoirpax Oinbiie me-
peBaXkaB po3BaXKaNbHMUIT eeKT, TO AYMKY ZOCTIif-
HMKIB B OL{iHI|i iXHPOTO HAPATMBHOIO IOTEHIIANy
posiimnucs Ha pro (3. TomameBcpknii) et contra
(x. Ixym). Papme 3a Bce, mifcTaBoo TaKoi MOMAp-
HOCTI migxopmiB 6yB aKIIeHT Y Bifleoirpax Ha irposiit
MeXaHilli, 106 MpuBAOUTY Ta yTPUMATU TPABIA
(came i3 VX IpUYMH JiesIKi pO3POOHVIKY BBAXKAIIL,
110 Bifjeoirpam He MOTpiOHa icTOpis B3araii), a He
Ha JIpaMaTyPriyHiil CKIafi0Bill BipTya/lbHOI peajb-
HOCTI, y 3B’A3KY 13 LM LA ayfioBisyanbHa IpaK-
TYKAa He Maja CYTTEBOIO €MOLiITHO-eCTETMYHOIO
BIIBY Ha KOPMCTyBaya.

YcyHeHHA 1IbOTO HEZOMIKY Ta BIOCKOHA/EHHA
TBOPYOTrO iHCTPYMEHTapil0 HapaTMBHUX Bifeoirop
posnovanocs micns Buxoxy «Half-life» (1998), sxa
pospobmsanace Ha HoBoMy pymwii «GoldSource».
Voro iHHOBaiiiHicTh TONATaNA y BUKOPUCTAH-
Hi CKeJleTHOI aHiMallil MepCOHaXIB 11 MOX/IUBO-
CTi BTiIEHHA CIOKETHMX BCTABOK B irpOBY [ir0
(Machkovech, 2020). Ha xans, e He fogano mep-
COHaXaM MIMIKI1, TOMY 33/ JOCATHEHHS eeKTy
eMOILIi/THOI BUPaXaTbHOCTI BIAINC [0 Tepebinb-
IIEHHA 1103, JKECTiB i BUKOPMCTAaHHA MOBU. AJle



TOJIOBHOIO XY[J0)KHbOIO HOBALIEI0 IPU € CKPUIITOBI
CIleHU, — KiHOMi3aHcIeHN abo KiHeMaTorpadiuni
Iepexofiy, iHTerpoBaHi B TelIMILIEN, Jie KOPUCTY-
Bay CTA€ CBIJKOM CIXKETHOI IIOfil, — 4epes AKi pe-
a/i3yBaBCA HApPaTUB 3a JONOMOIOK He TEKCTOBMX
BCTABOK, a II0CTAHOBOYHOI aHiMalii IepCOHaXiB.
3aB/IAKYM CKPUIITOBUM CII€HaM BJIa/ioCs MOENHATH
HAapaTyB Ta irpOBY MEXaHIKY, 1110 CIPUSIO INOIil
iHTerpaii KOpuCcTyBaya B Xy 0KHIN IIPOCTip TBOPY
(mopiBHsHO 3 «Quake») Ta JOCATHEHHIO Ba)K/TMBO-
ro eMoiitHoro edexry npucyrsocti (Sallge, 2010,
p- 105). Ilo cyTi, ckpunToBa cljeHa BUABUIACH KOH-
CTUTYTUBHMM YVHHUKOM CK/IAJHOI JpaMaTyprid-
Hoi cTpyktypu «Half-life», 3 1i croxerom Ta inpu-
Biflyati3alli€lo mepCcoHY FOMOBHOTO reposi (BYEHOTO
[. ®pimena), AKnit po3KpMBa€ HAPATVUBHY CKIAJIOBY
IJIAXOM MOJE/I0BAHHA BipTya/lbHUMM aKTOpaMu
00CTaBNH 3a/jaHOI peanbHOCTI, TeHepPYIoUN eKpaH-
Huit 06pas.

Y 2004 p. BuxomATb Bifpasy MBI Bifeorpu
«Doom 3» Ta «Half-Life 2», sixi € HacTynHIMY eTa-
IaMI PO3BUTKY HApaTMBHOIO Ta TEXHONOTiYHOTO
TIOTEHI}iaTy IIbOrO XaHPY IU(POBOro MICTELTBA.
«Doom 3» 4iTKO [EMOHCTpYE NOCTYI B OIaHY-
BaHHI NIPUITOMIB KiHOOIIOBIfIi 3aBJAKN OPTraHi4HO-
My IO€[HAHHIO Bi3ya/lbHOTO Ta 3BYKOBOIO PARY,
0araTOrpaHHOMY BUKOPVICTAaHHIO MOXIMBOCTEN
CBIT/IA /1 CKPUITOBMX CLIEH, A L€ IPa BiJI3HAYAETh-
cs1 baraTbMa TeXHIYHMMM HOBALAMU: alITOPUTMU
JUKepeNl OCBIT/IEHHS, AKi JO3BOJAKTb KMAATH TiHi
Ha pyxoBi 00’exTy; TexHomoris Normal mapping,
3aBJAKY AKiM TPUBMMIPHI MOJiei BifITBOPIOBAIICA
JIOCUTB JIETa/Ti30BaHO, 1110 JO3BO/INIO 3aBYa/TI0BATI
HEeJOCKOHAICTh MEePCOHAXIB Ta 00’€KTiB, MiBU-
umty iHpopMaNiiiHy eMHICTb 300paXkeHHS TOLLIO.
Ane HalironIoBHille, PO IO 3a3HAYaMM €KCIep-
TI, — Ipa He NPOCTO PO3IOBifia/a iCTOpito, ane it
3a JIOTIOMOTOI0 3aCTOCOBAHOTO AaBTOPAaMI TBOPYOTO
IHCTpyMEHTapilo, BKII0YAK4M CBIT/IO TA TAMMY 3BY-
KiB, HarHiTa/ma 6axaHi HaIpyXXeHHA Ta aTMOChepy
CTpaxy, 3MyLIyBaja KOPUCTYBaya IEePEHATICA
aTMoc(eporo Toro, mo Bigbysaerncs (Kent, 2004;
Kosak, 2004; Atherton, 2004).

Tonosuoro BigminHicTio «Half-Life 2» Big «Half-
Life» 6yna noniicropiiticTs. 3a gonomoroo mocra-
HOBOYHOI B3aeMOfil 6e3/iui mepcoHaxiB gpyroro
mnany (A. Benc, b. Kanxayn, po6ot Arikc) Bramocs
BUJJO3MIHUTY irpOBMII IIpoLiec. BHeCeHH: TMHAMIKI
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71 pO3MAiTTs 10 TMOJiEBOTO PsIAY (MepecitifyBaHHs,
TIepeCTPIIKY, MOWYKM Ta iH.) BifOynocs 3aBIsKy
3a/Iy4eHHIO JOCBINY KIHOTBOPIB KaHPY €KIIH, 0CO-
OMUBICTH AKOrO — MIATPUMKA iHTepecy I/sAfada
Bif IOYATKY icTOpii 70 QiHambHuX TUTpIB. I3 Li€o
MeTolo i Oyma 3acTocoBaHa (i3nyHa cucTeMa Ipi,
KO/ TpaBellb BUKOPUCTOBYE IIPYYHi IIPefMETH,
Jonarouy nepemkopy. IIominmmeHHsa ecTeTMYHOro
eeKTy JJOCATHYTO 3a JJOMOMOTOK 300pakeHHS 3
pO3LIMpEHNM AMHAMIYHUM Jialla30oHOM. BracHe,
TOMY BJA/I0CA JeTa/li30BaHO OINPALIOBATI IIPOCTIpP
i peanicTIYHO Ta eKCIIPeCHBHO BiITBOpUTH Hebeca,
o neperBopuno «Half-Life 2», Ha gymKy meskmx
eKCTepTiB, Ha «HapaTuBHMII menesp» (Staff, 2019).

[lo peui, came 3aBJAKY TaKill «peamicTUYHIN» ec-
TEeTUL|i HapaTMBHI Bifleoirpu i1 BipisHAIOTbCA Bifl
IHIIMX MUCTENbKUX MpakTUK. Hanpukiaz, sparHi-
CTIO peasIi3yBaTI y Ipi peabHuMIi pyX IepcoHa)ka Ha
BiIMiHY Bifj CKYJIbIITYPH, Jie PyX MOXKe OyTI TiIbKN
HaMiveHu1 i 03010, ab0 OIIAKOM 00 €KTa 4 JIO-
Kallil 3 pi3HMX CTOpiH, MaHIIy/II0YY IHCTPYMEH-
TaMyl IIepeMillleHHA KaMepy, 110 HeMOXXIMBO IIijf
9ac posIIALY KapTUHY, Jie IPOCTip BijoOpaxxaeTh-
Cs1 JTuile KOMIIO3UIiHuMM 3acobamu. Takox crif
3BEPHYTH YBary Ha BifICYTHICTb NaKyH (IIOpOXKHe-
4i), AKi iHOi XapaKTepHi A/ iTepaTypHOro TBOPY
1 O3BOMAITD JOMMUCIUTH TIOAII: Y HApaTUBHIN Bi-
Jieorpi 3aBAKM iHTEPAaKTMBHO OOpPAaHOMY IpaBIieM
I/IAXY [ePCOHAXKA TAKMX IAKYH HEMAE, 10 HaJii/Ige
MY/IbTYMERITHUI CBiT KOMIT I0TepHOI Iy 61/1b11I010
PeaniCTUYHICTIO MOPIBHAHO 3 IHIIMMU TBOpPaMMU
K/IaCYHOTO MUCTELTBA.

[lnpoka mamiTpa KiHemarorpadiyHux mpuiio-
MiB Ta IIOCTAHOBOYHMX €/IEMEHTIB IpeJCTaB/IeHi
y Bigeorpi «Fahrenheit» (2005), sika poskpuia mo-
TeHIlia/l MOHT)XHOI IIpe3eHTallii il Ha mpoTuBary
aHTMMOHTaXHil ecreTui (Cage, 2006). CueHapu-
croBi Ta pexuceposi [I. Keiifpky Bnepme Bramocs
BiITBOPUTM HApaTMBHY 00pasHicTh y 1i TicHOMY
3B’A13Ky 3 KiHeMaTorpagivHowo. BiH 3sMeHIIMB Tpu-
BaJIiCTb irpoBOI IMOCIIJOBHOCTI BifpisKiB icTopii
Ta iHKOpHOpyBaB 0e3/iy CKPUNTOBMX €NeMEHTIB
(pyx xamepu, IOCTAaHOBOYHI PaKypcH, MOTieKpaH
i MOHTaX), 1100 TOCATTH iHTePAKTUBHOI IUHAMIKY
Ta HenmiHiitHOCTI clokeTy. [Topsix 3 ocobmuBoI0 por-
IO €JIEMEHTIB KiHOMOBY, fIKi JJO3BOJANN TBOPYO
TpaHCHOPMYBATH Ta €KCIIPECUBHO TIOfIABATY TIOfi],
PO3MaiTTA aHiMallil TeHEPYBaIOCA 3a JOMOMOIOK
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TEXHOJIOriI motion capture, 10 IepeHecna Pyxu
npodecifiHNX aKTOpiB y BipTyaJbHe CepeoBMIIe.
3BiCHO, BApTO MOTOAUTIUCA 3 AEAKUMU KPUTHKAMU
B ToMy, mo «Fahrenheit» cyrreBo moctymamaca
IHIIMM 32 AKICTIO ONPAIIOBAaHHA IIEPCOHAXIB Ta
cepeposua (Chalk, 2015), nmpore BpoBamKeHH:
LIKaJIN «I1iI03pW» y 3B’A3KY 3 iHTepdericom, obme-
JKeHMI1 MiMiT yacy s 30epexkeHHs HeoOXiZHOro
TeMIOPUTMY PO3BUTKY iCTOpil Ta IIBMAKOIJIVH-
HOCTI, aKTMBHE BMKOPUCTaHHA MY3MYHMX KOMIIO-
3UILI Ta iHIN TBOPYI NMOINYKM aBTOPCHKOIO KO-
NIEKTUBY B YacTUHI afanTanii KinemarorpadidHoro
JIOCBify 301/IBIIV/IN YACTKY XYAOKHBOI CK/IafOBOI B
HapaTVBHMUX Bifleoirpax.

He Mmenm 11ikaBo1o i M0ka3soBO B aCIeKTi, KNIt
JOCTIPKYETbCSl, BUABMIAch Bigeorpa «Crysis»
(2007), pospobnena na CryEngine 2 — ogHOMY 3
IepIIVX PyIIiiB, AKi BUKOpucToBYyIoTh Direct3D 10,
npore BiH Takoxk migTpumye DirectX 9 Ha
Windows Vista Ta na Windows XP (Crysis, 2007).
Oxpim HasgBHOTro 6asucy aypioBi3yanbHUX Xapak-
TEPUCTHK B irpOBili iHAYCTpii, BOHA MiCTI/IA Ki/TbKa
TEXHOMOTIYHMX iHHOBAL: MiATPYMKA iHBEPCHOI
KiHEMATVKM, IO JO3BOJIAE JOCAITI IPUPOSHIIOL
IUIACTVKM T€pOIB, CCTeMA IMiTallil MOBEJIHKM Pi3-
HUX (PI3MYHVX CepeOBMIL i HOBi aITOPUTMM TeHe-
pysanHs ocsitnenns (Per-pixel lighting Ta kom6ina-
11ii TiHeit), BifoOpaXkeHHsI, 3aJIOMJIeHHsI Ta aHiMalyii
TeKcTyp. HapaTtus poskpuBaeTbcs 3a JOMOMOIOXO
IHTepaKTVBHUX NPUIOMIB 1 CKPUIITOBMX CL€H, Y
AKNX PEXNCEP 3BEPTAETHCA IO €CTETUKM JOBIUX
IUIaHIB, NPOAYKOBAHOI CY0 €KTUBHOW0 KaMepoio.
[Ipsmuit (Big mozil go mopii) Ta Hempsimuit (depes
¢doTo, ApyKOBaHi JOKYMEHTH) CYIPOBif IpaBId
poburts icTopito BifkputiuIow, a eTanisauis Bip-
TYaJIbHOTO IIPOCTODY, e ocobmmBe Miclie mocingae
COHAYHE CBIT/IO, Pa30M 3 IHINVIMI PillIEHHAMU Ha-
OTVDKAIOTH 3a CTYIIEHeM HaCUYeHOCT] irpoBuii Kajip
0 KiHOKajpy 3 JOro eCTeTHKO-OHTONOIIYHIUMNI
XapaKTepuCTUKaMu. A Ie 6imbIIoi peamicTIdHOC-
Ti «Crysis», K10 NOpiBHATH I, TpuMipom, 3 «Far
Cry» (2004), ne Buxopuctanumit pymiit CryEngine,
HaJla€ iCTOTHO IOKPALIEeHNII iIrpOBUI LITYYHWIA iH-
tenekT (Game artificial intelligence), sskum y Bizeo-
I'pi HaJliNeHi BOPOTML.

CBo€epifHMM TiICYMKOM €CTETMKO-TEXHOJIOTIY-
HOTO IIOCTYIIy HapaTMBHIUX Bile0irop B 03HAYeHMI1
nepiop Oyna mosBa «Heavy Rain» (2010), pexu-
cepoM fKoi BuABMBCA Buiesraganmit [I. Keimx.

3aBpsKu HeabMsAKOMY 30/MVDKEHHIO Bieorpu 3 Ki-
HeMartorpad)oM, BOHa JIicTama Ha3By «iHTEPAaKTUB-
Hol pamm» (Purchese, 2008; Zagal, 2011; Joaquin,
2023). Po3poOHUKM MOMICTMIM BUOBUIIHICTD HA
ApyTuii ITaH 1 Ha IEpPIIVii BUHECTHN IpaMaTypriio,
KVHYBIIM BUKIMK OCHOBHMM BaflaM CYYacHUX Bi-
fieoirop — creoperumisanil i nmpumitusisanii. To-
nosHMit repoit I. Mapc ynpopoBx ictopii Moxe Ti-
KaTy BiJj IIOTOHI, BCTymaty B OiliKy, KOMYHIKyBaTy
3 IEPCOHAXaMI 4V BYMHATY MOPA/IbHO Ta paMa-
Typriuso BunpaspaHi pii (mpyumipom, BOMTH TOp-
TOBIISI HApKOTMKAaMM), BOZHOYAC NIPMPOFHWIL Xif
Kay3a/IbHVX 3B A13KiB He Oype nopymero. Ha okpe-
My yBary 3aCayroBye HEMiHiiHNUII PO3BUTOK €Ii30-
ZIiB, 10 PO3TOPTAKTbCA 3a JOIIOMOTOK JOCKOHA/I-
uroro, HiX y «Fahrenheit», cuHTesy iHTepakTHBHOI
Ta II0CTAHOBOYHOI CKIafoBuX. HoBi iHTepakTuBHI
MOXX/IMBOCTI OpraHisamil Ta po3MaiTTA CKpPUIITO-
BIIX CIIeH IIPONOHYIOTD IPaBIo Oe3riy MapmpyTiB
MK OIOPHMMM TOYKaMMU, @ HEeMiHIHICTh HapaTUBY
JIil Ta IOJ1i1 pO3BMBAETHCA B [paMaTUYHOMY PYCIIi,
HOEHYIOUN X Y CHOXKETHY JIiHiI0 Ta BUK/IVKAIOYM B
TPaBLA LTy Na/TiTPy €MOLIil i BpakeHb. Po3sKpnT-
T4 arMocdepy, HaCTPOIO Ta 3aAyMy KOXKHOI OKpe-
MOI CLeHM CBIIYMTb IPO TEXHOJIOTIYHMII piBEHb
Bigyasisallii Ta feTaisallii J0KaLili, 10 f0fa€ pe-
amicTMYHOCTI JifioBUM ocobam (1ukipa, Bomoccs,
smopuky). Ha gymxy M. Hikcona ta J[x. bisokxi,
IpeACTaBAeHNIl Y Bileorpi HOBUIL TUII «iHTE€PaK-
nii-306paxenna» (“interaction-image”) posriana-
€TbCs K Ti0pyy] irpOBUX Jiiil Ta OMIiil KOHTpOTEpa
(mpucTpilt, MO BUKOPYUCTOBYETHCS IS BBEJEHHS
[AHVX Y Bifieorpy), KWl mifcumoe ifeHTndikaniio
3 epcoHaKaMu Ipit. BiH po3BuBa€eThcA 3 1€N1b03iIB-
ChKOI Kareropusaiil KiHemarorpadivHux o0Opasis
Ta IXHBOTO 3B’A3KY 3 IIpocTopoM i yacom (Nixon &
Bizzocchi, 2013).

3aspaxu cucreMi dikcanii pyxis «performance
capture» BJa/I0Cs CTBOPUTY aHIMALIi0 IIEPCOHAXIB,
sIKa JJ03BOMIJIA TIepeNaTy HaliAPiOHilIi HIOAHCK aK-
TOPCBHKOI IPH, aX JJ0 PyXY 3iHMIb Ta A3MKa. AKII0
TonepenHi Bigeoirpyu 6inbire hoxycyBancs Ha o-
3uwii mporaroHicta (BHYTpIUIHBOKAPOBUIT MOH-
Tax), To 3apiaumit y «Heavy Rain» omeparopcbknit
TOIVIAZl Yepes3 OIlepallioHaNi30BaHi CKPUITOBI elle-
MEHTH, 103BOIMB PO3POOHMKAM TPAHC/IIOBATH II0-
Iii i HeoOXigHNMM KYTOM Ta CTBOPIOBATY €KpaHHi
MeTadopy, BUKIMKAKUY BiIIOBigHI emoii. Takox



CJIiJi BiI3HAYNUTY BIZIMOBY Bifl 30BHIIIHbBOIO iHTEP-
dericy, komn rpaBerb 6aYNTDb MNIIE TepOs Ta Ipo-
CTOPOBI /I0Kallii HaBKONIO HBOTO. 3 ypaxyBaHHAM
BIIIIeO3HAUeHNX ocobmiBocreit «Heavy Rainy,
MO>KHA CTBEPIPKYBATH, 1[0 BIIEPILE IHTEPAKTUBHMI
TBip HaOYB XyZOKHbO-00Pa3HOi LiMiCHOCT], OCKi/b-
KU irpoBuii mporiec 6yB TBOPYO ONpAIibOBAHMUIT Ta
TaKMM YMHOM iHTETPOBaHUIL IO CKIafy TBOPY fK
JI0T0 IMOBHOI[IHHA YaCTUHA.

BucnoBku. Omxe, ynpogosx 1990-2010-x pp.
HapaTVBHi eKIIH-irpy He 6e3 JOIOMOTY TeXHOJIO-
TiYHOTO IOCTYILY, ajleé BCE X 3[iCHMUIN IIE€BHMIT
«IIPOPUB» Y PO3BUTKY XYHOXKHbO-BUPaKaIbHOI
cucteMy. 3aBIAKM TEXHOOTIYHIN HEJOCKOHAIOCTI
300paXkeHHs, sIKa CTOCYBalach 0OMeXeHb Ha Bi-
3ya/bHUI pAJ 1 TBOpYOI IpeseHTanii Aii, mo cyri,
HApOJKYETbCA YHIKa/IbHA eCTETVYHA OHTOJIOTIA Ta
XY[OXHA CTUICTKA HapaTUBHUX Bifeoirop. Crix
HOTOJUTICA 3 [YMKOIO, 1[0 B TOHMTBI 33 «T€XHi4-
HOI0 peayliCTUYHICTIO», 30KpeMa 1o 2004 p., Bix-
OyBCsL BemMYe3HMIT HPOrpec y HOCATHEHHi Iiiel
PeaNiCTMYHOCTI  TIPOCTOPOBMX  XapaKTEPUCTUK
BIPTya/JIbHUX CEpENOBUIL 3aBIAKYM peopraHisaniii
Ta BJJOCKOHAJIEHHIO TEXHOJIOTIN: 3pOCIM PO3Ji/b-
Ha 3JJaTHICTb, PO3MIpU eKpaHa MOHITOpiB Ta 00-
YYCTI0BA/IbHI MOTY)KHOCT] KOMIT I0Tepa; 3 ABU/IACS
MO>K/IMBICTb 3aIIOBHUTY Kaip APiOHNMMY e TasAMI,
10 HaJa/o HeoOXigHMit ecTeTdHMit edext; Oym
po3pobieHi TexHOMOril, AKi MifBUIIYBaN Bi3yab-
HY SIKICTb MOJjeTIeit, TEKCTYP, aHiMalyii; po3po6ieHo
Ta BIIPOBA/PKEHO HOBi alTOPUTMU MOJETIOBAHHA
CBiT/Ia; BUKOPMCTaHHSA CKPUITOBMX CIIEH, irpOBOTO
pywis CryEngine 2 Ta in.

[o10BHOKO ~ TEXHOJIOTIYHOW  JETEPMiHAHTON
IIbOTO PO3BUTKY € irpoBmil pymwiii, Ha 6asi sKOTO
pearisyeTbcs crocib B3aeMopii i3 cepemoBueM, a
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IPOTPECUBHICTD NIPOTPAMHOTO KOAY Ta aIrOpPUT-
MiB, IJO BUKOPUCTOBYIOTbCA LM PYLIiEM, BIIN-
Ba€ Ha TEXHIYHY AKICTb BCIX XapaKTEPUCTUK — BiJ
300paxkeHHA 710 3BYKY. PO3BUTOK Bifjeoirop y >xaH-
pi exuIeHy B o3HayeHWil Tepio mepenbayas Bupi-
LIeHHA INpO0/eMN YMOBHOCTI («aHiMaIiifHOCTi»)
300pakeHHS 32 JJOIIOMOTO0 TEXHOJIOTIYHMX iHHO-
Ballilf, AKi 3MEHIIyBa/Iy HepeamiCTUYHICTD Ta IIifi-
BUIIYBa/IM JIOTO BMpaKanabHiCTb. KmouoBy ponb
y LIbOMY Bifjirpajsa Taka eCTeTMYHa KOHCTAaHTa, AK
«HapatuBHuit npoctip» (Narrative Space). Texuo-
JIOTiYHA eBOTIOLIiA eKIIH-Irop K >KaHpy LU(POBOTO
MICTENTBA CYIPOBOKYBAIACh MOABOK HEMiHil-
HMX XY/J0)KHbO-OHTOJIOTIYHMX 3aKOHOMIPHOCTEN! i
NPUIIBYUJIEHHAM AMHAMIKY OCBOEHHA IirpoBOrO
npocropy. lle mo3sBomIo 3amydnTi KOpucTyBada
[0 iHAMBIIya/lbHOTO [IiajIory, IOJAPYBABIIN IIajli-
TPy HOBUX €MOIIili Ta IIOYYTTiB, a OTXKe, iHTEepaK-
TYBHUI HapaTVB PO3LIMPUB TBOPYMII MOTEHINAN
Bifleoirop fAK >XaHPY LMQPPOBOrO MMCTELTBA Ta
CYYaCHMX ay/liOBi3ya/lIbHMX IIPAKTHK YIPOLOBXK 3a-
3HAYEHOTO Mepiofy.

[lepcieKTvBM MOJANBIINX [JOCTIPKEHD IIepef-
6ayaoTb MOXX/IMBICTb IPYHTOBHILIOTO BUBYEHHS
K 0COOMMBOCTEI XYZOXKHBOI MOBYM HapaTUBHUX
Bifje0irop OKpecneHoro Iepiofy, Tak i IXHIO IIO-
Ja/IbIly eCTeTVKO-TEXHOJIOIIYHY €BOMIOLI0 Iicisa
2010 p. 3 ypaxyBaHHAM OKpeCTeHMX 3[00YTKiB.
3a aKTMBHOTO BIPOBAJKEHHA BXK€ Cy4acHMX irop
y BipTya/nbHUIA IPOCTIP MOXKINBO AOCTIUTI HOBI
IIPOPUBY 5K Y CHPUIHATTI 1{bOr0 GeHOMEHY IpaB-
1eM, AKNI BUKOPUCTOBYE TapHITYpy BipTyalbHOI
peanbHOCTI, TaK I B Xy0XKHbO-€CTETUYHIN CUCTEM]
KOMIT I0TepHIX Bifieoirop.
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