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O. B. Bespyuxo, O. A. Ilo6epaiino. EBomtonia xat-
CIleH B iHTepaKTHBHill ay#ioBi3yalbHiil OIOBifi: KiIa-
cudikania QyHKii Ta XapaKTepUCTUK

BukonaHo aHaIi3 €BOMIONII KaT-CIIeH AK IHCTPYMEHTY
iHTepaKTMBHOTO ayAioBisya/nbHOI ONOBIfAL. [JocmimKeH A
Ma€ Ha MeTi BUABUTY K/II0YOBI 3aKOHOMIPHOCTI PO3BUT-
KY KaT-ClieH LIULIXOM CTBOpPeHHs Kmacugikanil, mo iH-
TErpye IXHi TeXHONOr14Hi XapaKTepUCTUKM Ta HAPATUB-
Hi QYHKIIT B KOHTEKCTi 3MiHV 13alTHePChKIX MiAXOZiB.
BuoxpemieHo 4OTMPM OCHOBHI eTamy eBOMIOLi, Bif
MIKCE/MbHUX iHTEPMEfil 0 Cy4acHMX IHTepaKTMBHMX
CHCTeM, Ta TIpoaHaji3oBaHo pisHi dinocodii auzaitny.
3’sicoBaHo, 1110 OTpebda B KaT-CleHaX iCTOPMYHO HOB 5-
3aHa 3i 3pOCTAaHHAM IIONYIAPHOCTI «ir0p IPOIrpecii, AKi
noTpebyBany iHCTPyMEHTIB /I IOJAHHA aBTOPCHKOTO
croxery. Po3BUTOK KaT-ClieH 6e3rocepeHbO 3yMOBIIe-
HMIT TEXHOJIOTIYHMM IIPOTPECOM, 1110 Ha KOXXHOMY eTalli
BU3HAYaB iXHi Bi3yas/bHi Ta IHTEPAKTVMBHI XapaKTepu-
cTukn. IIpocTexxeHO OCHOBHI BEKTOpPM €BOIIOLii: Bif
30BHIIIIHIX, 130/IbOBaHMX BCTaBOK [0 IIOBHOI iHTerpanuii
3 irpoBMM IIPOLIECOM, Jle aBTOPCbKA Hapallifd MeXye i3
cumynAnieto. ITapanensro pocmimkeHo Tpanchopma-
1il0 posi IpaBLA: Bifj TACUBHOTO I7Afja4a IO aKTUBHOTO
YYacHMKa 3 PO3IIMPEHO0 areHTHICTI0. 3alpONOHOBAaHA
KmacuQikalis IpONOHye CTPYKTYPOBAHMIT IHCTPYMEH-
Tapiil /1A MOJA/IbIIOrO BUBYEHHA MEXaHi3MiB iHTepaK-
TUBHOTO OIOBiJJaHHA.

KitouoBi cnoBa: kam-cuena, inmepakmusena onogiov,
inmepakmuste Kino, knacugixayis, éideozpa, Hapamus,
eBOMI0UisT, PyHKUTT Kam-cueH, 2eliM-cmaois, aeeHmHicmo.

O. Bezruchko, O. Poberailo. The evolution of
cut scenes in interactive audiovisual narrative:
classification of functions and characteristics

The purpose of the article is to identify key patterns
in the evolution of cut scenes through the development
and application of a comprehensive classification that
analyzes the relationship between their technological
characteristics and narrative functions. The object of the
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study is the cut scene as a tool for interactive audiovisual
narrative. The subject of the study is the evolution of
the functions and characteristics of cut scenes in the
context of changing technological approaches and design
solutions.

The relevance of the article lies in the need to fill
the existing gap in the scientific discourse regarding a
holistic, systematized understanding of the evolution of
cut scenes. The lack of such systematization complicates
a deep analysis of narrative mechanisms in interactive
media. The development of an evolutionary classification
will provide researchers with a structured toolkit for
further study of interactive storytelling.

The methodology. The study is based on a
comprehensive approach that combines general scientific
and special methods. The method of scientific literature
analysis was applied to process sources and form a
conceptual framework; the historical method to consider
the evolution of cut scenes in chronological sequence;
methods of analysis and synthesis to decompose the
phenomenon into key characteristics and functions; the
case study method to analyze representative projects; the
classification method to develop the final typology. The
theoretical basis of the work is the works of R. Klevjer,
J. Juul, S. Stang, as well as Ukrainian researchers who
studied related topics.

The results. During the study, an evolutionary
classification was developed that distinguishes four
main stages of the development of cut scenes: the
stage of emergence (1980s), the era of dominance of
CD-ROM and FMV (1990s), the period of transition
to 3D graphics in real time (late 1990s — 2010s) and
the modern stage of interactivity (since 2010s). The
analysis of these stages allowed us to identify a key
vector of evolution — from external, isolated narrative
inserts to full integration with the gameplay, where the
author’s narration borders on simulation. This process
was accompanied by a transformation of the player’s
role: from a passive spectator, characteristic of the

* This work is licensed under a Creative Commons Attribution-NonCommercial-ShareAlike 4.0 International License.



early stages, to an active participant with expanded
agency. For a clearer classification of integrated forms of
cutscenes, it is proposed to distinguish between author’s
narration (e.g., “scripted events” in Half-Life) and
system simulation (e.g., character behavior in The Elder
Scrolls), which allows us to analyze them as different
narrative phenomena. Based on this, two polar design
philosophies were analyzed: an approach focused on full
integration and immersion (Half-Life), and an approach
that prioritizes cinematography and emotional impact
(Death Stranding).

The scientific novelty of the study lies in the
first attempt in Ukrainian scientific discourse to
comprehensively ~systematize the functions and
characteristics of cut scenes in the dynamics of their
historical development. The proposed classification fills
the existing theoretical gap and offers a structured toolkit
for analysis.

The practical significance of the article lies in the fact
that its results can be used for further scientific research
into the mechanisms of interactive storytelling. The
developed classification opens up prospects for a deeper
study of individual cases, receptive studies, as well as
innovative forms, in particular the use of generative Al
to create cut scenes.

Keywords: cut scene, interactive narrative, interactive
cinema, classification, video game, narrative, evolution,
cut scene functions, game stages, agency.

ITocranoBka mpo6memu. Kar-cuena crama on-
HJM i3 epIINX KII0YOBYX iIHCTPYMEHTIB, AKII pO3-
POOHVKY Bifeoirop 3amnosuuumm 3 kKinemarorpady,
1106 yIIpOBaAUTY HAPATUB B iHTEPaKTUBHE Cepefo-
Bue. [Jonpn 1i mupoke mommpeHHs, y HAyKOBOMY
IMCKYpCi foci BiuyBaerbcs Opak LimicHoro, cuc-
TEeMaT130BaHOTO PO3YMiHHA TOrO, fIK CaMe Xapak-
TepUCTVKM Ta QYHKIi KaT-CLieH! B3a€MOIIOB 513a-
Hi i AK BOHM 3MiHIOBanucsA i3 yacoM. [ 9iTKOCTI
aHaJTi3y My 0a3yeMOCh Ha BU3HAYeHHi JOCTiJHIKA
P. Knes'epa, Akmit TpakTye KaT-CIleHy fK «KiHe-
MarorpadiyHy MOCTiJOBHICTb, WO IPU3YIVHSIE
3BIYAIHMIL IpOBIIL IIPOLIEC 3 METOX0 IIepefadi Cro-
XKETY, XapaKTePUCTUKY NIEPCOHAXKIB Ta CTBOPEHHSA
supoBuma» (Klevjer, 2014, c. 301). Lle BusHaueHHA
He JIMIe 9iTKO BiJOKPEM/II0€ KaT-CLeHy Bif TeiiM-
1Ie10, aJie if OKpecioe ii 6a30Bi HapaTuBHIi QyHKIT,
€BOMIOLLiA AKMX i JOCTIPKYETbCA B 11iM CTATTI.

IIa mporanyHa B 3HAHHAX CYTTEBO YCKIAJHIOE
HOJja/IbIi  JOCTIIKEHHS, 30KpeMa IIepeIlKOoKae
I/IMOOKOMY aHa/i3y BIUIMBY KOHKPETHUX XYHZOX-
HbO-BYPaKa/IbHMX 3ac06iB. Tomy po3pobka eBo-
JOL{iTHOT KMacudikalil Mae BaXK/IMBe TeOPETUIHE
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3HAYEHHA: BOHA HA/JaCTh JOCTIIHUKAM CTPYKTYpO-
BaHMIl IHCTPYMEHTAapill /I BMBYEHHA HapaTUBHUX
MeXaHi3MiB.

AHasi3 aKTyalnbHUX JOCTIKeHb i myOmiKauiii.
Ornap yKpaiHCBKOTO aKaJieMiuHOTO AUCKYPCY CBifi-
YNTh: €BOJIOLiA KaT-CLIeH PiIKO PO3ITALAETCA AK
camocTiitauit 06’ext mocmimkenus. Hartomictp ii
3a3BMYall AHAMI3YIOTb Y KOHTEKCTI IMVPIIUX IIPK-
K/IaJHUX 4 TEOPETUYHMX 3aBJJaHb, [ie KaT-CLeHN
CIYIyIOTh 200 iMOCTpaTMBHUM MaTepianoM, abo
YaCTMHOO OiTBIIOI CUCTEMI.

Hanpuknag, y npaui C. IlleBuyxa (IleBuyx, 2021,
c. 18, 33) xar-cueHy MOCTalTh SIK 00 €KT JIHTBIC-
TUYHOI aJamnTalil, CTBOPIOIYN /1A IepeKaajaya
BUK/IVKY, TIOB’SI3aHi 3 TpaHCKpeali€l0 HapaTHBY
Ta TEeXHIYHMMM acmekTamy Ayomsoky. M. Musb
(Mm3b, 2024, c. 11) posrnsazae iX sK OfUH i3 KOH-
CTPYKTVBHUX €/IEMEHTIB BIpTYalIbHOT'O CBIiTY IOPAL,
i3 rpacikoro Ta 3BykoM, 10 GOPMYITh IPY AK CO-
LIOKY/IbTYpHe fABMILE. 3 iHKeHEepHOI NepCreKTIBI
O. [lypos ([lypos, 2023, c. 32) sragye ix AK e1eMeHT
IrpOBOTO KOHTEHTY, 110 IHTErPYEThCA Ha MEBHOMY
eTari BUPOOHNIOTrO IMKITy. YCi 11i BUTIQZIKV JIeMOH-
CTPYIOTb, IO KaT-CI€HM 3a/lULIAKTHCA HE IeH-
TpanbHUM (OKYCOM, a Jiile M0OIYHOI 3rafKolo,
1[0 IIIKPII/IIOE OCHOBHY T€3Y aBTOpa.

Bunatkom € possigka b. Cympyna (Cympys,
2024), e KaT-ClieHa epeTBOPIOETHCS 3 KOHTEKCTY-
Q/IbHOI 3TA/IKM HA LIEHTPA/IbHY iHXeHepHY Ipobite-
My. ABTOD He /e JIeTabHO BU3HAYAE MOHATTA
«CciHEeMaTMKa» Ta OKpecmoe Joro ¢QyHKIii, ame it
CTaBUTD 32 METy PO3POOKY iHTeneKTyanbHOI Cyic-
TeMU JIsI aBTOMaTM3allii Ta MifBUILEHHS SKOCTi
CTBOPEHHS AMHaMIuHMX KaT-ceH. OffHax 11e focti-
JUKEHHs 3a/IMIIAETbCA BY3bKOCIPAMOBAHMM, Opi-
€HTOBAaH)M Ha BMDIUIEHHA NPUKIAJHMUX 3aBJaHb
BUPOOHMIITBA, & He HA TEOPETUYHE OCMUC/IEHHS
€BOJIIOLIIT CaMoro peHOMEHY.

BonHouac B yKpalHCbKOMY HaYKOBOMY IO 3'IB-
NAITbCA TIpalli i3 MVPIIMM TEOPETUIHUM IOITIA-
JIOM Ha IIPOLiECH, 110 0e3I0CcepejHbO BIUIMBAIOTH
Ha €BONOL{I0 iHTepakTMBHOI omnosifi. OcobnmBoi
yBaru 3acnyrosye pocmimpkenns I. Iledepancpko-
ro (Ilesepancekmit, 2025), mpuUCBSYeHe aHA3y
«TinepiMepPCUBHOIO TIOBOPOTY» B CY4aCHOMY ayfiio-
Bisya/ipHOMY naHAmadti. BignosigHo 1o KoHuen-
nii I. C. OpeiiepmyTa, [OCTIfHUK PO3INANAE Ti-
nepiMepcilo AK HOBMII €Tall MeJiapo3BUTKY. Bin
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XapaKTepU3yeTbCA «HOBYMM JNOCBIZIOM 3/IUTTA 31 CBi-
TaMI JQHUX», KONV «3aHYPEHHA Ta iHTepaKTMBHA
TisAIbHICTh HACTIMBKY IIiICUIIOITD OAVMH OJHOTO
Ta KOHBEPIYIOTbCH, 1[0 OCHOBHE eCTeTUYHE 3afj0-
BOJIEHHs [IeTePMIHYETbCA BHYTPILIHIMYU BIACTH-
BOCTAMHU LM(POBOrO KOMII IOTEPHO-IrpOBOTO Ce-
pemoBuila, AKe 1A IIPOCHIOMEPIB BUABIAETHCA
Habararo 1ikaBilmM 3a peanbHuii cBiT» (. 167).

Heit ¢denomen, sk 3asHavae [ledepaHchbkuii,
0e3rocepeHbO OB A3aHNMIA i3 I71006A/IBHOI TeitMi-
dikariero, B yMOBax fKOi IVIAfaYl «IepecTam mo-
3UIIIOHYBATHUCA AK MACKBHI PELUITIEHTI» 1 TI0Yan
IParHy Ty BIIMBATU HA iCTOPiI0, CTAIOUY «IPaBLA-
mu». Taxkuit 3BUT, HA IYMKY JOCTiIHMKA, aKTyasli-
3ye «IoCTKiHeMaTorpadivHi 3acobu» — ¢pparmeH-
TapHi Ta HeiHiJHI HapaTUBM, 10 BYUHUKAIOTH Ha
IepeTHHI IHTePAKTUBHOI OIOBifi Ta IrpoBUX erle-
menTiB (Ilewepancpkmii, 2025, c. 166).MixHapop-
HUII HAayKOBUII [UCKYPC, HAa AKOMY OCHOBYIOTbCH
YKPAIHCBKI JOCIITHMKY, X04Ya 11 IIPOIIOHYE IIUpIIe
To/ie JIs aHaJi3y, TaKOX Mae CBOi OOMEXeHHs B
KOHTeKCTi Hamoro gocmimkenns. [Ipauni P. Kien’e-
pa (Klevjer, 2002, 2014) 6ynmu Km0490BUMY /IS JTe-
riTuMisanii KaT-clieH AK 00 €KTa JOCTiKEeHH s, aje
iXHS IeplIoyeproBa MeTa — 3aXUCT Ta AediHiris
IOHATTA, a HE CTBOPEHHA [ETa/JbHOI €BOJIIOLl-
Hol Kmacuikanii. Jocmimpkenna C. Crenr (Stang,
2019) rmmboko aHami3ylOThb BIIMB KaT-CLieH Ha
IpaBelbKY aKTUBHICTB, POTe 110r0 (HOKYC 30cepe-
JPKEHMIT Ha TICUXOJIOTII TpaBIis, a He Ha GopMarb-
HUX BJIACTUBOCTAX KaT-CLEH AK 00’€KTa, IO €BO-
monionye. IIpari, npycBAYeHi TeXHONOTIAM, AK-0T
nocrmimpkenHns 1. EBina ta criBasropis (Evin et al,
2022), po3IIARAOTb CyYacHi METOAM CTBOPEHHS
KaT-CLIeH, He CTaB/IA4M 32 METY CTBOPEHHS LI/MiCHOI
ICTOpUYHOI IIepCIIEKTUBH.

Takum 4nHOM, IONIpU 3HAYHY KiZIbKICTb Mpallb,
NPUCBAYEHNX KaT-CLieHaM, JI0Ci He iCHye KOMII-
nekcHol Kmacuikariii, mo cucremMaTusyBaa 6 ixui
¢yHKII Ta XapaKTepUCTUKM B AMHAMILi icTOpMY-
HOTo po3BUTKY. CaMe 3aIIOBHEHHS Lii€l mporaanHu
€ K/II0YOBMM 3aBJJAHHAM CTATTi.

Mera cTaTTi — BUABIEHHA KIOYOBUX 3aKOHO-
MipHOCTel B €BOJIOLii KaT-ClieH LIIAXOM PO3po0-
KM Ta 3aCTOCYBaHHS KOMIUIEKCHOI Kimacuikail,
10 aHA/Ii3ye B3a€MO3B 30K IXHIX TEXHOTOTIYHMX
XapaKTePUCTUK Ta HAPaTMBHUX OYHKIiL [ns
JIOCATHEHHA IIOCTaB/I€HOI MeTM BM3HAYEHO TaKi

3aBJIJaHHA: IPOAHAJII3YBaTH €BOJIOLII KIIOYOBUX
TEXHOJIOTTYHUX Ta Bi3ya/JIbHIX XapaKTePUCTUK KaT-
cueH; imeHTUdIKyBaTM Ta CUCTEMATM3yBaTy iXHi
[OMiHyIOUi HapaTuBHi QYHKIUII Ha Pi3HNUX icTOpWY-
HMX eTalaX; Ha OCHOBI BMKOHAHOIO aHa/i3y po3-
pobuty ysaraJabHeHy eBOIOLIHY Knacudikalito,
1110 Bifo6parkae 3B’ 130K MK XapaKTepUCTUKAMI Ta
(QYHKIIAMY KaT-CIIeH.

Mertoponoria mocmimkenHsa. MeToponoridny
OCHOBY [OCH/PKEHHA CTaHOBUTb KOMIITIEKCHMI
MiJXif, 10 MOENHYE 3aralbHOHAYKOBI Ta CIeliab-
Hi MeTonu, BUOIp SKuX 3YMOBJIEHII crerudixoro
00’eKTa 11 MOCTAB/IEHNMY 3aBJAHHAMU. 30KpeMa,
A KPUTUYHOTO ONPAllOBaHHA HAayKOBUX JKeper
Ta OpPMYyBaHHA IIOHATTEBOTO aNapary OyIo 3acTo-
COBAHO METOJ, aHa/li3y HAayKOBOI iTepaTypu. Icro-
PUYHMIT METO, Y CBOKO YEPTY, YMOXX/IVIBUB PO3ITIALL
€BOJIIOLIII KaT-CLIeH Y XpPOHOJIOTi14Hili OCTiTOBHOCTI
Ta B KOHTEKCTi TEXHOJIOTIYHOTO PO3BUTKY. [l Te-
KOMIIO3M1IIii (peHOMEHY Ha K/TI0YO0Bi XapaKTepyUCTH-
KM Ta QYHKIII Oy BUKOPMCTaHI METORM aHATi3y
Ta CUHTEe3Y, TOAl AK CUCTEMHIII IfIXiJ [O3BONNB
PO3ITIAMATH X SIK eJIeMEHTH Lii/TiCHOI, B3aEMOIIOB -
3aHOI cTpyKTypu. Kpim Toro, mna mormmbneHoro
aHaJI3y pelpe3eHTaTVBHUX IPOEKTIB Ta iMH0CTpa-
1Iil KTI0YOBUX JM3aiH-pillleHb 6710 3amy4eHo Me-
Toz Kevic-crazi. Hapemri, metopn kmacudikanii cras
{HCTpyMEHTaIbHOI OCHOBOI0 s po3pobku ¢i-
Ha/IbHOI TUIIONOTIL, 1[0 € KIIOYOBMM pe3yNbTaTOM
TOCTiKeHHS.

Bukmag ocHOBHOro Marepiany JOCTi)KeHHH.
AHazis eBOMIOLIl KaT-ClleH K iHCTPYMEHTY iHTe-
PaKTVMBHOI ONOBii MOTpebye 3acTOCyBaHHS icTO-
puuHoro migxopy. IIpoTe mia po3ymMiHHA IPUYNH
1iei eBomoLii crtiz 3BepHYTHCA 10 DYHAAMEHTAIb-
HUX CTPYKTYpP Bifjeoirop, OIMCaHUX JOCTiTHUKOM
Ecnepom [Onem. Bin pospisHAe «irpyu eMepiKeHT-
HocTi» (Hampuknap, maxu un Counter-Strike), me
CK/IAJHMII ITpOBMII IIPOLEC BMHUKAE 3 IMPOCTUX
IpaBuyI, Ta «irpu mporpecii» (mepeBakHO MPUTOA-
HULBKI irpu), e TpaBelb MPOXOAUTD 3a3[anerinb
CTBOPEHY pO3pOOHNMKAMM TOCTiOBHICTb MO Ta
Bunpo6ysaus (Juul, 2005, p. 67-73).

Came 3poCcTaHHA NONYIAPHOCTI «irop mporpecii»
TIIOPOZU/IO TOCTPY MOTpeby B IHCTPYMEHTAX /L I0-
JlaHHS JIiHITHOTO, aBTOPCBKOTO CroXeTy. Kar-cijeHa
CTajia OFHMM i3 TepIINX i HABAXKIMBIIINX TaKIUX
iHCTpyMeHTIB, 3amo3nyeHnx 3 kinemarorpady. Sk
3asHadae [O7mb, «OCKiNbKM [M3aiiHEp KOHTPONIIOE



HOC/iOBHICTD IIOfiil, irpy Mporpecii — 1je TaKox
Te MiCIle, /ie MM 3HaXO[MMO OiIbIIiCTh irop 3 Ha-
paruBHuMu ambinismm» (Juul, 2005, p. 73). Otxe,
€BOJTIOLIiA KaT-CIIeH HepO3pUBHO II0B SI3aHA 3 IIpar-
HEeHHSM PO3pPOOHIKIB PO3MOBICTI KOHKPETHY, 3pe-
KICOBAHY icTOpir. [XHi KTW0Y0BI XapaKTepucTHKM
TiICHO IepeIieTeHl 3 TEXHONOTIYHUM pPO3BUTKOM
Mefia.

P. KreB’ep y cBOiit mpatii miIKpecioe, 0 KoXeH
TeXHONOTIYHMII CTPUOOK (YHAAMEHTANIBHO TpaH-
chopMyBaB MOTEHIIia IIbOTO HAPATUBHOTO GopMa-
1y (Klevjer, 2002). 3rigHo i3 nuM mprHIMIOM, A1A
IOJA/IbLIONO aHa/Mi3y MU BMOKPEMIEMO YOTHPU
YMOBHI eTar, 10 Biffo6pakaioTb K/II0YOBi 3MiHI B
XapaKTepUCTHKaX Ta QYHKIIAX KaT-CLieH: eTall 3a-
pomxeHH4, enoxy goMinyBanHA CD-ROM T1a FMV,
niepiop mepexony o 3D-rpadiku B peanbHOMY Yaci
Ta Cy4acHMI eTall iHTepaKTUBHOCTI.

Ha erani sapomxkenns (1980-Ti pp.) xar-cienu
BUHUKIM fK (PYHKI[iOHa/TbHA HeOOXiJHICTD, 10
[I03BOJIA/Ia BUPIIIYBATH HapaTVBHI 3aBIaHH:A, He
peanmi3oBaHi 3aco6amMy TOTOYACHOTO TeNMIIEIO.
Y nepiop; «30/10TOT0 BiKy» apKaiHMX irop, fIK i10ro
omicye C. Kent (Kent, 2001, p. 154-158), po3po6-
HUKJ aKTVBHO IIYKa/IV CIIOCOOV MifBULIUTI IIPY-
Ba0O/MBICTb CBOIX NPOAYKTIB. 3TiffHO 3 10r0 FOCHI-
IKeHHAM, caMe Pac-Man” (Namco, 1980) crana
IepuIoK0 Ipoto, mo Mictwia Kar-cienn (Im. 1). i
KOPOTKIi aHiMOBaHi iHTepMefil, 1110 3’IB/IA/INCT MDK
piBHAMI, 6ym/1 BUKOHAHI B Till caMiil IMKCeIbHIiN
CTUTICTULI, 1[0 I OCHOBHA I'Pa, I IPE/ICTABIIAIN CO-
0010 TaKOHIYHI TeaTpasi3oBaHi CLIEHKIL.

Hanpuxnan, B opHilt i3 Hux [Tak-Men ta npusnp
brinki rHamica ofyiH 32 OFHMM, IONIOKN 3-3a KPalo
eKpaHa He 3'ABJIABCA 3Ha4HO Oimbumit [Tak-Mew,
10 3MYIIYBaB NPMBUJQA IaHIYHO TiKaTU Y 3BOPOT-
HOMY HanpAMKYy. L4 1mpocra, ane BMpasHa CLeHKa
BUKOHYBa/Ma MOABiMHY (YHKII0: TYMOPUCTIIHO
IHBepTYyBa/a 3BUYHY IrpOBY CUTYaLlil0, ie Mal€Hb-
KU1 Tepoil 3a3BMYall TiKae Biff BOPOTiB, Ta CIYTyBa-
J1a CTPYKTYPHUM €/IEMEHTOM, a CaMe BUHATOPOJI0k0
TpaBlLA 3a yCIilIHE NPOXO/PKEHHA PiBHA, MapKe-
POM IIPOTpeCy Ta JPKEPEIOM eMOLITHOI PO3PALKIL.

SIkicHmit cTpuOOK y QyHKI[iOHaTPHOMY HaBaH-
TaXKeHH] KaT-cieH craBcAd B Ipi “Donkey Kong”
(Nintendo, 1981). Tyt mopi6ni BcTaBKM Habymm
giTKoi HapatuBHOi dyHkuii. Ha moyatkosiit cieni
rpaBelb 0auyB, K TiraHTChKA MABIIA ITiIHIMA€ETHCS
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OyziBenbHUMM OanKaMmM, TATHYYM BUKpajieHy HiB-
4I[HY, @ IOTIM CTA€ Ha BEPIUMHY, HACMILIKyBaTO TY-
natoun Horamu (In. 2). Ll mpocra, ane BidyambHO
3pO3yMi/Ia IOCTiOBHICTh MUTTEBO BCTAaHOB/IIOBA/IA
3aB’A3KY KOHQMIKTY («iHIM/IeHT-CIIOHYKaHHSI»), Bi-
3yajisyBazna MeTy (BepIIMHY KOHCTpPYKIIii) Ta Hajia-
BaJla [IiAM IpaBLA YiTKy MOTUBALIil0 — IMOPATYHOK.

AHami3 1MX OPUKIAfiB [O3BOMAE OKPECTUTU
K/IYOBY HAPATUBHY CK/Ia[l0BY: KaT-CIIeH) HaJ
pO3poOHMKaM IHCTPYMEHT I CTPYKTYPYBaHHA
IrpoBOroO 10CBifY Ta JOHECEHHA eleMEHTapHOI ICTO-
pii. BojHOUac TexHiyHa CKIaj0Ba )XOPCTKO BM3HA-
qaza ixHio ¢opmy. KmouoBow XapaKTepucTHKOO
PaHHIX KaT-ClLjeH Oy/Ia TEXHOTIOTI4HA IPOCTOTA, 1[0
NPOSB/ISNACA B HiKCenmbHil rpadini Ta obmexe-
Hiit animarii. I1s1 ocobnuBictb Oyna 3yMoBIieHa He
CTIWICTIYHUM BUOOPOM, a IPAMIMY aNapaTHIMI
obmexxenHaAMu. Came 1meit (akTop CyTTEBO 00-
MeXyBaB (YHKIIOHaTbHUII TOTEHIial KaT-ClieH,
3BOAAYM JOTO [0 BUKOHAHHA (YHAAMEHTA/TbHIX
3aBJjaHb: TOfJAHHS 0a30BOI eKCIO3MIii, CTPYKTY-
PyBaHHA irpoBOro MPOIECy Ta CTBOPEHHSA IIPOCTO]
HapaTVBHOI paMKIL.

[Ipore et nepiop He OyB opHOpimHMM. Papm-
Ka/IbHe NIePeO0CMIUCTIeHHs POJTi KaT-CIieH Bifoymocs
B 1983 p. 3 BuxozoM apkagHoi rpu “Dragon’s Lair”
(Cinematronics, 1983). Sk 3asnasae M. Bynbd,
BMKOPUCTAHH:A TEXHOJIOTII /Ia3epHIX JMUCKIB CTa/IO0
3HAKOBOIO IIOJIEN0 /Il PO3SBUTKY IHTEPAKTVBHOIO
kiHo (Wolf, 2008, p. 99). Ha Bigminy Big mikcempHmIx
inTepmeniit, “Dragon’s Lair” ¢akTidno cxnaganacsa
3 BUCOKOSIKICHUX aHIMAaIliffHUX KaT-ClleH, a TeiiM-
et 6yB okopiHHO TpanchopmoBanmit. Came 11
rpa 3all04YaTKyBa/la MEXaHIKY, IJ0 3TOJOM JicTasa
Ha3By Quick Time Event (QTE): y krouoBi MomeH-
TY aHIMaLlifiHOI MOCTIZOBHOCTI I'pa MPUSYIMHANA-
¢4, i TpaBellb MaB MUTTEBO HATUCHYTY ITPaBU/IbHY
KHOTIKY (HAIpUK/Iaf, HANpAMOK pyXy abo ymap
MedeM), 1106 repoii YHUKHYB HebesIeKy i mepe-
Mir Bopora. IIpaBuibHa i 3amyckaaa HaCTYIIHMIL
dparmenT MynbTdibMY, @ TOMUIKA MPU3BOAMIA
710 KOPOTKOI aHiMalil Imporpauty.

Takum 4mHOM, BinOynacs QyHIZaMeHTaIbHA
TpanchopMaria GyHKIi KaT-CLieHN: 3 JOIOMDKHO-
IO HAPATUBHOIO €JIEMEHTY BOHA IIEPETBOPMU/IAC Ha
caMy CyTb irpoBoro gocsify. JonoBHow npyuHazon0
JIIA TpaBLB CTaBajIa caMe BUIOBMIIHA aHiMalliliHa
CK/IaJIoBa.

SZOZ ‘06 9NSS! ‘aulelyn Jo ainynd
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BopgHovac Ha JoMamHIX KOHCONAX, 30KpeMa
8-6itHiit Nintendo Entertainment System (NES),
CIIOCTEpiraBcA IHIIMIT BEKTOp PO3BUTKY. Yepes
XKOPCTKi amaparHi 0OMeXeHHs PO3POOHMKM IO-
Ya/y 3aCTOCOBYBATH XYIOXKHIO MaJICTEPHICTD [/
CTBOpeHHs KiHeMmarorpadidxoro edekry. AHais
rpu “Ninja Gaiden” (Tecmo, 1988) cBigunTsp, 10
il KaT-CLIeHy CTaaM 3HA4yIUMM KPOKOM JJI CBOTO
gacy (In. 3). Ha BigmiHy Bix craTudHMX 300pakeHb,
TPaBIII0 JJEMOHCTPYBA/IN [VHAMI4Hi, 3peXICOBaHi
IOC/iOBHOCTI: KaMepa IOfjaBaja BEIUKUI IIIaH
04ei1 FOTIOBHOTO reposi, pi3Ko 3MiHIOBa/Ia pPaKypcC Ha
JIOTO CyNPOTUBHMKA, CTBOPIOKYM JPaMaTH3M; BU-
KOPYUCTOBYBABCA Tapajie/IbHMII MOHTaX I TIOKa-
3y OJIHOYAaCHMX il y pisHux nokauiax. Ii mpuito-
MU, 3aII0314eHi 6e3TocepeHbo 3 KiHO, JO3BOILIN
HaBiTh B YMOBAaX IiKCebHOI Tpadiky CTBOPIOBATH
CK/Ia/iHY, HaIIPy>KeHY iCTOPiI0 Ta BUK/IVKATY B IPaB-
1A CUIbHUI eMOLiVHMII Bifryk. e cBigunThb 1mpo
PaHHIO peajTisaliilo HapaTHBHO-eMOLiiTHOI (YHKIIii
KaT-CIeH.

et migxin posBuHyBcs Ha 16-6iTHNX mnardop-
Max, Jie IpoeKTy, 30kpema “Phantasy Star 117 (Sega,
1989), BUKOPUCTOBYBA/IM PO3TOPHYTI KaT-CIeHN B
aHiMe-CTUTICTUIL 1S TIOJaHHS CK/TaTHUX CIOYKETiB.
Orxe, 11 CTBOPEHHSA 3aXOIUIMBOTO HAPAaTHMBHOTO
OCBily PO3POOHMKM IOKTAfa/mAcs He Juile Ha
TEXHOJIOTIYHY MOTY)KHICTb, a 11 Ha XYJ0XKHIO BUHA-
XII/IMBICTh ¥ 3aCTOCYBaHHI MVCTEIBKMX 3aCO0iB.
Taxum 4nHOM, eTan 3apokeHHsA MOCTAE AK Nepiof
Pi3HOCIPAMOBAaHMX €KCIIEPUMMEHTIB: Bifi PyAUMEH-
TapHMX, TEXHOJIOTIYHO JIeTEPMiHOBAHMX BCTABOK
0 «iHTepakTUBHUX (iNbMiB», Jle KaT-cljeHa Oyma
camoninmo. CaMe 1iell eTam 3aK/IaB OCHOBU KiHe-
MarorpadidHoi OIOBizi Ha JOMAIIHIX KOHCOMLAX, Jie
[M3aliHepCbKa BUHAXIIUBICTD BifiirpaBaza poib
He MEHII BaK/IUBY, HIXK TEXHOJIOTII.

Hacrynnum eramom, 110 KapAMHAaIbHO 3MiHMB
XapaKTepUCTUKM Ta QYHKIIT KaT-ClieH, CTaa enoxa
nominyBanHA TexHonorii CD-ROM ta FMV-Bizeo
(1990-Ti pp.). 3HauHe pO3IIMpPEHHS 00CATY ITaM -
Ti, AK 3a3Hadae K. Teppien, fo3Bonmo interpyBaru
y TBOpPM BMCOKOAKICHE Bifj€0, 110 3yMOBUIO Maco-
Be BMKOPUCTAHHA KiHeMarorpaiyHMX BCTaBOK
y mpoBigHux xaHpax — Bif JRPG mo crparerii
(Therrien, 2008, pp. 121-123). PesynbraToM cTano
He CTUIBKM BYHMKHEHHS HOBUX QYHKIIii, CKilb-
KU CYTTEBE MOCU/IEHHA Ta 3MiHa IIPIOPUTETIB yXKe

HaABHUX. fIKI0 Ha momepesHbOMY eTarli CTBOpEH-
HA «HampyskeHoi ictopii» B “Ninja Gaiden” 6ymo
PEe3yNIbTaTOM XYHAOKHbOI BYHAXiJIMBOCTI B IOf0-
naHHi 00MeXeHb, To Temep, 3aBiaku FMV ta CGI,
HapaTMBHO-eMoLjiitHa (YHKIis mepeTBOpUIacs 3
JOTIOMDKHOI Ha Ty, 1o AoMiHye. Po3pobHukm o1-
pyIMa MOXX/IMBICTb CTBOPIOBATY CK/IA/IHI, KiHEMA-
TorpadiuHi CIXeTy 3 IMMOOKO0 atMocdeporo Ta
eMOI[ITHMM BIIJIMBOM, IIIO CTa/I0 OJHIEI0 3 K/IH0YO-
BJIX IIEpPEBAT €MOXM.

KynbmiHaniero 1boro mepiofy, fAK 3a3Hauae
M. Bynsd (Wolf, 2008, p. 101), cTanma mosiBa irop,
no6ynoBaHux nepeBaxHo Ha FMV 3 sxuBumMu ak-
Topamu. 4 TexHooris, 1o MirpyBasa 3 apkafHIX
aBToMariB ‘“American Laser Games” Ha moMauisi
koHcomi (3DO, Sega CD), mopopmna wimuit Ha-
IpAM «iHTEPaKTMBHOIO KiHO», ACKPaBUM IIPUKJIA-
oM sikoro € “Mad Dog McCree” (American Laser
Games, 1990). V rpi, mo imiTyBama ecTeTuKy Kia-
CYHOTO BECTEPHY, TPABII0 JEMOHCTPYBalIu Bi-
feodparMeHTy i3 >KMBMMM aKkTopamy. PamToBo
BCepeqVHi X pparMeHTiB 3’ AB/IA/MICSA BOpOry (Ha-
IpUKIaj, OaHIUTH, 1[0 BUCTPUOYBaMM 3-3a pory), i
3aBJJaHHAM IPaBLA 0Y/I0 BYACHO BUCTPIIUTY B HUX
cBitoBuM microneroM (In. 4). Ilepexip Bip macus-
HOTO CIIOI/IAJAHHS 10 Aii BifOyBaBCs MUTTEBO 1
0e31I0BHO, CTBOPIOIOYM 171103110 MPAMOI B3a€MOJil
3 KiHodinmbMoM. JloCTifHNKN TOTO Yacy, 30KpeMa
b. Ileppos, ananisyroun 1eit peHoMeH, Bifj3HaYany,
110 IPUBAOMUBICTb TaKMX irOp MOMATaIA He CTilb-
KIl B IHHOBAL[ITHOMY TeJIMIUIel, CKIIbKM B IXHIl
«eKCTiOil[ioHICTChKIN TPUPORi» — AeMOHCTpaNil
CaMOi MOXK/IMBOCTI BUKOPUCTAHHSA «KUBOI0» BifIe0
B rpi (Perron, 2008, p. 127).

AHasi3 TaKIX MPOEKTIB, AK KOCMIYHUI CUMY/LA-
top “Wing Commander IV: The Price of Freedom”
(Origin Systems, 1996), TeMOHCTpYE, 110 Po3pob-
HIKJ BMKOPUCTOBYBAIM Be/M4e3Hi OomKeTn Ta
3amyqam HpodeciiiHuX aKTOpiB IS CTBOPEHHS
TOAVHHUX KaT-CIleH, IePeTBOPIOYN TPy Ha iHTe-
paxtyBHUII QinbM. BogHoyac B iHIIMX jXKaHpax —
30KpeMa, cTpaterii B peanbHoMy vaci “Command
& Conquer” (Westwood Studios, 1995) un simoH-
chKux pormboBux irpax “Final Fantasy VII” (Square,
1997) — momepeHbO BipeHfiepeHi POMMKY CITy-
TYBa/IJi He OCHOBOIO TeVIMIIIE, A eeKTUBHUM iH-
CTPYMEHTOM Ji/Ifl TIOfJAHHA €NliYHOr0 HapaTUBY Ta
CTBOPE€HH: BUIOBMIIHOCTI.
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In. 1. ocnidosHicmo ieposux expanis “Pac-Man” (Namco, 1980).
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In. 2. IocnidosHicmy izposux expanie “Donkey Kong” (Nintendo, 1981).

In. 3. Biokpusatoua kam-cuera “Ninja Gaiden” (Tecmo, 1988).
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Posrianemo i migxomy pmeranprime. Y “Wing
Commander IV” kaT-clieHr CTaHOBW/INM TOBHOLIH-
Huit QinbM i3 XuBuUMY akTopamu (30kpema, Map-
KoM [emiyiom), sHATHII y crienia/ibHO 30y70BaHMX
IeKOpallifX, 10 CTBOPIOBANO BiUYTTA y4acTi y
BJICOKOOIOJPKETHOMY TOJUTIBYICBKOMY O71oKbacTe-
pi. OpHak mif 4ac mepexofy [0 iHTEpaKTMBHOI
YaCTUHU, KOCMIYHUX 00IB, IpaBIs 3ycrpivana Bifi-
HOCHO IIPOCTA TOJIirOHaIbHa Tpadika, 10 CTBOPIO-
BA/I0 BiYyTHUII KOHTpPACT i3 KiHeMaTorpadiyHO
AkicTio BigeoBcTaBok (Im. 5). Ille sckpasime 11
BigminsicTs mposBunacs y “Final Fantasy VI Ii
nonepeaHbo BisyanizoBani CGI-ponukm Bpakamm
KiHeMaTorpadivHuM pPO3MaxoM, AMHAMIYHOI Ka-
MEpOIO Ta peaniCTUYHUMI MOJEIAMY TIePCOHAXIB,
[0 [JO3BONANO IIepefaBaTyl CKIaJHI JpaMaTU4Hi
emolii. IIpore B iHTepakTMBHIN YacTHI Ti cami
TepcoHaxi Oy npefcTaB/ieHi CpOLeHNMY, CTH-
nisoanuMy 3D-MozenAMy 3 yMOBHMMM IIPOIIOPILi-
AMY, 10 NEPeCYBANCA CTATUYHMMY, 3a3Ja/eTib
BigManboBaHuMu ¢ponamu (1. 6).

et edeKT MOKHA TOYHO OIVICATH 32 JOIOMO-
roto tepminonorii ®. IlIprotepa Ta A. H. ToHa.
Boun po3pisHAITD IpefCcTaBleHHA NEPCOHAXKA AK
«BUTQJ]aHOI icTOT» (110TO iCTOPIsA, Xapakrep), [0
PO3KPMBAETHCA Yepe3 Hapallilo, Ta K «irpoBoi ¢i-
rypu» (iloro HaBMYKM, 3TOPOB ), 3 AKOI IPABELb
B3a€EMOJIi€ yepes cuMyJiALio Ta revimiueit (Schréter
& Thon, 2014, p. 48). Otxe, Bisya/nbHa BiMiHHICTD
y “Final Fantasy VII” 6yra, o cyTi, po3pyBoM Mix
IpeACTaBIeHHAM IIEPCOHAXA AK BUTAAHOI iICTOTHI
B JIeTa/li30BaHill KaT-CleHi Ta AK irposoi ¢irypn B
cxematnyHoMy reitmiuiel. IIparnenns mopomatn
L0 HEBIMIOBIIHICTD 1 3/IMTY [jBa BUMIpU IIEPCOHA-
Ka B €JHE Ili/Ie CTa/lI0 OFHUM i3 KII0YOBYX PYILiiB
Iepexofy 1o in-engine Kar-ClieH Y HaCTYIIHY eII0XY.

TaxkuM 4MHOM, OCHOBHOI) METOI0 PO3POOHNKIB
0y/10 CTBOpeHHs KiHeMaTorpagivHOro OCBify, Bi-
3yaJIbHa AKICTb Ta PeXXUCYpa AKOTO O/ HETOCHK-
HMMM JIA ifPOBUX PYIIIIB TOTO Yacy, 10 MpaliioBa-
¥ B peambHOMY 4aci. Binrak, QyHKIisA KaT-creHn
3a3Ha/a 4eprosoi TpaHc(opMallii: 3 HapaTMBHOTO
IHCTpYMEHTY BOHa IIOJEKY/M IIEPEeTBOPIOBA/IACA Ha
caMy CyTb irpoBOro JOCBify, [ie iIHT€paKTUBHICTh
3BopmIacA o MiHiMymy. Takuil mipxin npusis go
IIOMITHOI Bi3ya/IbHOI Ta CTU/ICTMYHOI BiIMIHHOCTI
MDK IBOMa CK/Ia[JOBUMM I'PY: AKICTb KiHEMaTOrpa-
(iuHMX BCTaBOK CYTTEBO IepeBepIIyBana rpadiky
IHTepaKTMBHOI YaCTUHIL.

Xoua iHTepakTUBHE KiHO Ha 6a3i FMV, sik 3a3Ha-
gae b. [leppon (Perron, 2008, p. 127), BusBunocs
KOMEpIiifHO HEJOBrOBIYHUM Y 3B’sI3KY 3 0OMexe-
HOIO IHTEPAKTUBHICTIO Ta AKICTIO aKTOPCHKOI TP,
1ell eTan Bifirpas K1w04oBy ponb. CaMme BiH 3aro-
CTpUB IMaHEHTHE HAIIPY)XKeHHA MK ITaCHBHMM Ki-
HeMaTorpadiyHuM CIOITAJAHHAM Ta aKTVMBHOIO
MAPTULMIIATOPHOI ydYacTi0 rpasud. Lleit mocsip
TIIPOJIeMOHCTPYBAB sK MOTEHIiaN, TaK i 0OMeKeH-
Hs 6YKBa/IbHOTO KOTIiIOBaHHS KiHO B iHT€paKTUBHE
CepefoBMILE, IO MiTOTYBANO IPYHT IS MOLIYKY
611b11I OpraHiyHMX COCO0IB TIOETHAHHS HApaTUBY
Ta FeJIMIIIEI0 B HACTYIIHY €II0XY.

Hacrynnmit nepiop, 1o posnoyaBcsA HalpUKiH-
ui 1990-x pp., 6yB 3yMOBJ/IEHNII IPAarHEHHAM II0-
JIO7IaTH €CTETUYHY Ta Bi3yalbHY HEOJHOPIJHICTD,
cTBOpeHy TexHonmoriAMu FMV-emoxu, ocob6muBo
B irpax, 1o MoefHyBaMM MOJIrOHANbHY TPadiky 3
CGI-pomkamn. Possutox 3D-rpadixm BMOX/IN-
BJB CTBOPEHHS KaT-CLieH 0e3IocepeHbo irpoByuM
pymiem (in-engine), mo cTano IXHLOI HOBOK KITIO-
4OBOI0 XapakTepuctukomw. Lle mosBommno pocsar-
TU Bi3ya/lbHOI 0€3IIOBHOCTI 3 TefiMIUIEEM Ta JVi-
HaMiuHOl ajanTanil o irposoro cairy, Ak y “The
Legend of Zelda: Ocarina of Time” (Nintendo EAD,
1998). IlosiBa TexHOMOTiI 3aX0MIeHHA PyXy (motion
capture), Bukopuctanoi, 3okpema, y “Grand Theft
Auto III” (Rockstar North, 2001), e 6inpire mocu-
MIa KiHeMaTorpadiuHicTh, aje BXke B MeXax irpo-
BOTO PyLIIif, @ He 30BHIlIHbOTO Bifeodariiny (In. 7).

OCHOBHOIO METOK pO3pOOHNMKIB cTano 30e-
peXeHHSA HapaTMBHMUX (YHKIiA, JOCATHYTUX Y
FMV-enoci, ane 3 iXHbO Oi7IbII OpraHivyHOI iHTe-
rpauierno B irposuit npouec. CaMme Ha LbOMY €Tali
chopMmyBascs ABa MOPHI MiXO/M 0 BUpilleH-
H 1IbOTO 3aBJJAHHA.

[Tepmmit mifxifm, ACKpaBUM IIPUKIALOM SAKOTO
e “Half-Life” (Valve, 1998), sanpononyBas paju-
KaJIbHY Bi]IMOBY BiJl TpajMIiiiHMX KaT-cueH. Ileit
KPOK CTaB YaCTUHOI WIMPOKOI JUCKYCIi, AKY OIu-
cye P. Knes’ep (Klevjer, 2014, p. 302), mogo mpo-
TUCTAB/IEHHA «BHYTPILIHbOITPOBOrO» Ta «KiHeMa-
Torpadiunoro» crnoco6is omosini, ge “Half-Life”
BIUCTYIIA€ KTI040BUM Ipuktagom. OpHak neit de-
HOMEH BapTO PO3I/LANATH He AK BiIMOBY Biff PyHK-
11il KaT-CLIeH Y, a AK il pafiuKaIbHy TpaHCPOpMALL0.

Jna aHamisy 1poro QeHoMeHy HOLIIBHO BM-
KOPUCTATH TepMiH «cKpunToBa mopis» (scripted
event), Axuit mpomonye P. lancki (Dansky, 2021,
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In. 4. “Mad Dog McCree” (American Laser Games, 1990).
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In. 5. “Wing Commander IV: The Price of Freedom”
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In. 6. “Final Fantasy VII” (Square, 1997).
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BisyaapHuit cTHAB

TeHMIIACEO

BisyaapHHE CTHAD
TEHMIIACIO

In. 7. “Grand Theft Auto III” (Rockstar North, 2001).

p. 144). Bin nosicHioe, o mix yac Taxoi mopii rpa-
Bellb MOXe 30epiraTi KOHTPOJIb HaJl aBaTapoM, aJle,
AK MIJKPEeC/IIoE TOM CaMuil aBTOP, YacTO BTpaYae
areHTHICTb — MOXK/IUBICTb BIUIMBATU Ha CHOXKET
(c. 146). Hanpukmap, mix yac aBapii B TecTOBil Ka-
mepi B “Half-Life” rpaBerp Moxxe BiIbHO po3pmBIia-
TUCS HABKOJIO, a/leé He MOXKe BTPYTUTHUCA B Xif| Ka-
TacTpo, 3aMNIIAIYNCD i BUMYIIEHNM CBiJKOM.
[ro gymky nigrpumye i P. Knes’ep (Klevjer, 2014,
p. 312), AKnit omycye Taki MOMEHTH, AK «CyTO Ha-
BiraiiiiHi JpaMaTU4Hi CIieHM, [0 He MAIOTh 0CO-
61MMBOI TelIMITIEITHOI (byHKuiI», HiJKPEeCToNYN, 110
IXHA TOTIOBHA MeTa — He irpOBUI BUKIINK, A IIOflaH-
H: HapaTHBY.

Otrxe, cuenn B “Half-Life” e eBomoniiidoro, iH-
TerpoBanow GopMow Kat-cuenn. i Gynkuis Hiou
PO3YMHAETHCA B TeJIMILIEL, IEPETBOPIOIOYM TPABLIA
3 IIACMBHOTO I/IA7a4a Ha aKTUBHOTO CBi/Ka, [0 Kap-
JIMTHAJIBHO MOCUTIOE edpeKT 3aHypeHHs (imepcii).

BopHovac BaXIMBO IPOBECTH MEXY MDK IIMM
HiJXOOM Ta IHIIMMM HapaTUBHUMU ABUIIAMMU,
AK-0T CUMy/LALia nepconaxis y cepiax “The Elder
Scrolls” (Bethesda Game Studios, 1994) un “Gothic”
(Piranha Bytes, 2001). [l 1poro mouinbpHO 3Bep-
HyTHca o Teopernynol paMkn @. Ilpporepa Ta
S1. H. ToHa, sKi po3pisHAITD Hapalilo (po3noBiab)
Ta CUMYJLALIIO SIK J1Ba Pi3Hi CLIOCOOM IpeficTaB/IeH-
HA nofiit y rpi (Schroter & Thon, 2014, c. 46). Krmo-
YOBa BIIMIHHICTb IIOJIATA€ B aBTOPCbKOMY 3a/1yMi,
pexucypi Ta cioco6i noganusa inpopmarii. ITopii

B “Half-Life” € pesympratoM >kopcTKOro niHiitHOTO
ckpuntuHry. Ile te, mo lppotep i Ton HasuBaoTh
Hapallielo (narration) — mpejcTaBIeHHAM 3a3fiajle-
TiZb BUSHAYEHX, 3peXMCOBaHVX MOpiit (Schroter &
Thon, 2014, p. 46).

Ha nporusary npoMy, CUMY/IALiA TepcoOHaXiB
(simulation), y ixuiit TepmiHomnorii, — 1e mpex-
CTaBJICHHA MOfil, 1[0 BU3HAYAIOTHCA IIifl 4ac Ipu
Yepe3 B3aEMOI0 3 irpoBumu cuctemamu (Schréter
& Thon, 2014, p. 46). Hanpuknag, y “The Elder
Scrolls IV: Oblivion” saBmaxu cucremi Radiant Al
KOBa/Ib BJIeHb IIpaLl0€ B KY3Hi, BBeYepi ije 10 Ta-
BEpHN, a BHOYI cruThb. Llell UMKIIYHUI PO3KIaf
CIIyTY€ I CTBOPEHHS iMepCHBHOTO (OHY, @ He JLA
IIPOCYBAHHA KOHKPETHOTO CIOXKETY.

[10 pi3HNI[IO TAKOXX MOXKHA OTIMCATH 32 OIIOMO-
roto koHuenuii Topgona Kamnexu (Calleja, 2009).
BiH pospisHse «crieHapHNIT HApaTNB», IO HOJAETD-
csl po3poOHMKOM, Ta «anbrepbiorpadito» — yHi-
KaJIbHY iCTOpI0, 1[0 BMHMKAE 3 il rpaBLA. Y I1bO-
My cenci, “Half-Life” BukopucroBye MiHiManbHy
refiMIIeliHy CKIafoBy (anprepbiorpadino) i
3B’SI3yBaHHSA NOTY)XHUX €I30/jiB CIIeHAPHOTO Ha-
parusy. Hatomicts “The Elder Scrolls” po6uts crre-
HapHIIT HapaTuB (OCHOBHWII KBECT) JIILE OFHI€I0 3
6araTbOX OMIIiil, CTAB/IAYM B LIEHTP CaMe CTBOPEH-
Hs1 IpaBlieM BIacHoI anbTepbiorpadil.

[lle pami Jime eMEpreHTHICTb, AKY HOCIiTHUK
€. I0nb BM3HAYae AK NEPBUHHY irpOBY CTPYKTY-
Py, fie «Ipa BU3HAYAETbCA HEBEMMKONO KiMbKICTIO



IpaBUL, sKi KOMOIHYIOTBCS 1 TIOPOJPKYIOTb Benu-
Ky KibKicTh irpoBux Bapiamiit» (Juul, 2005, p. 73).
Knacuynnm npuknmagom € “Minecraft” (Mojang
Studios, 2011), me B3aeMOAiA NpPOCTMX IPABIUT
MO>K€ CTBOPIOBATY YHIKaJ/IbHi, He3aIl/TAHOBAHI pO3-
POOHMKaMM CUTYALI.

TakuM 4MHOM, 10O BBAXKATUCS EBOJIOLIIHOI0
bopMoI0 Kat-ClieHN, MOCTiTOBHICTD TOBMHHA 30€-
piratyt cBo NepBUHHY QYHKIi — O6yTU CBifoMO
3PEXICOBAHMM IHCTPYMEHTOM M/ aBTOPCHKOTO
IofjaHHsA HapatuBy (Hapauiewo). s dynkuia Big-
CYTHA fIK Y CUCTEMHMX CUMY/IALIAX, TaK 1 B eMep-
TeHTHMX ABUIIAX.

HIpyruit mifxif, MOKM pO3BMBAB KiHEMaTorpa-
¢iuHiCTD, IPaTHYB MOEXHATY NIACUBHY PELENTIBHY
MOZIeNb 3 AKTMBHOK NApTULMIATOPHOK YYaCTIO.
Hocmimxenna C. Kenra Big3Hauae KiHemarorpa-
biuni am6birii TBoprs “Metal Gear Solid” (Konami,
1998) Xineo Kopsimm, 1m0 BUABMINCA B TPUBAJINX
JieTaZlbHO 3PEXKICOBAHMX KaT-CIleHaX, fAKi BUKO-
PUCTOBYBA/IN IrpOBMIT PYIIil I CTBOPEHHA Ki-
Hemartorpadiunoro edekry (Kent, 2001, p. 364).
Posymitoun HeoOXifHICTh aKTUBHIIIOT B3aEMOfii Ta
pearyioun Ha KpUTHKY ITACHBHOCTI rpaBIs (1o cTa-
JIa IPeMeTOM aHali3y B 0ararbox ZOCTiKeHHSX,
sokpema Klevjer, 2002; Stang, 2019), pospobHuKu
II0Ya/Ii aKTMBHO BIIPOBA/PKYBATH €IEMEHTH iHTe-
pakTuBHOCTI. Mmiocs, 30kpeMa, PO BiipOIkeH-
Ha mexaHiky Quick Time Events (QTE) Ta Haganua
HOBOTO KiHeMarorpaidHoro BuUMipy AianmoroBum
CUCTEMaM.

KynbmiHaniero migxopy f0 iHTepaKTMBHOI KiHe-
marorpadiuHocTi MoxkHa BBaxaru “Fahrenheit”
(Quantic Dream, 2005). Lleit mpo€eKT cTaB CBOE-
PIIHUM IIEPEOCMUCTIEHHAM KOHLEINIII «iHTepaK-
TUBHOTO KiHO» Ha HOBOMY TeXHOJIOTIYHOMY DiBHI.
3amicts FMV rpa Bukopucrosysana 3D-rpadiky B
pearbHOMY Yaci, IpoTe Ii AfPOM 3annIIanacs Kine-
MarorpadidHa posmoBifib. AHaJ3 1[bOTO IPOEKTY
CBif[4NTb, 11O BiH 3aIIPOIIOHYBAB I'PaBLEBi IOCTIll-
Hy iHTepakTMBHiCTh: QTE BuKopucToByBanucsa He
JILIE /1A HAlPY>KeHMX €KIIH-CIIeH, aje 11 /A Ho-
OyTOBUX Aiif, 1[0 TIOCUTIOBANIO iMepcilo, a YuCIeH-
Hi fianorosi Bubopu 6e3nocepeHbO BIUIMBAMN HA
po3BuToK ictopii (In. 8).

[Togansinoro posBUTKy 1 ifes Habyna B cepil
“Mass Effect” (BioWare, 2007). Tyt BaxxnmuBo pos-
pisusTI: caM iHTepdeiic BMOOPY pemik, «Komeco
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TiajIoTiB», € eJleMeHTOM TelIMIIIel0, a He KaT-Clle-
Hot. OfHAK iHHOBAIlifA MO/ATaNa B TOMY, IO Lieit
BMOip 3aITycKaB OBHOLIHHY KiHeMaTorpadivHy Mi-
KPOCIIEHY, Jie T€pOI1, 3a/IeKHO BiJj pillleHHA IPaBlid,
MIT TIPOSIBUTY CIIBYYTTS 200 )KOPCTOKICTD, 1[0 CY-
IPOBOKYBA/IOCA BiJTIOBIHOI0 aHIMalli€el Ta pe-
aKljiero CIiBpO3MOBHUKIB. TakuM 4MHOM Kat-clie-
HII TI0Ya/)l BUKOHYBAT! HOBY OOMeXeHY areHTHY
(yHKIIiI0 — HaJlaHHs TPABLI0 BiTYyTTA BIUIMBY Ha
mofii.

Otxe, 3MiHa TeXHOJIOTiil J03BOMMNA TpaHCHOP-
MyBaTy (HOpMY iHTEPAKTMBHOrO KiHO: Bif Iacus-
HOTO IIEperAfy Bifle0 O IOCTIHOTO 3aayYeHHA
rpaBId B KiHemaTorpadiuny gito. Leit mepiog mpo-
JIEMOHCTPYBaB 3HayHe PiSHOMAHITTA IIXOMIB [0
iHTerpanii HapaTUBY, Je KaT-CLIeHU €BOMIOLiOHY-
Ba/l Bifl BiJOKpEMJIEHUX POIMKIB [0 OpPraHi4HOI
YaCTUHY TelIMIUIeI0 ab0 CKIHNX iHTePAaKTUBHIX
CUCTEM.

CydacHnil eTamn eBOJIOLII KaT-CLIeH XapaKTepu-
3Y€ThCs NPAarHEHHAM J10 IIMOOKOI iHTerparii Ha-
PaTUBY i1 iHTEPAKTUBHOCTI, 1JO CTa/I0 MOXK/IMBUM
3aBJIAKM PO3BUTKY KIIOYOBUX TeXHOOri. Kioyo-
BOI0O METOI0 PO3POOHVKIB Jiefasi yacTile cTae He
IPOCTO PO3IIOBiZb iCTOPIl, @ CTBOPEHHA YMOB /I
nocuneHHA edeKTy iMepcii Ta IPUCYTHOCTI.

BusHava/bHOX XapaKTePUCTUKOI [IbOTO HEpio-
J1y € MPOKe 3aCTOCYBAHHA TEXHOJIOTII 3aXOI/IEHHSA
nepdopmancy (performance capture), 1110 € eBoIIo-
niero motion capture. Bona mosBonsge ogHOYacHO
dikcyBaryt pyxu Tina, MiMiKy 0611945 Ta TONOC aK-
TOpa, 10 Hajla€ 3MOTy CTBOPIOBATH Ha/I3BMYAlIHO
peanicTUYHNX Ta eMOLIITHO MEPEKOHIMBIUX IIEPCO-
HaxiB. X04a BIVIMBOBOTO €MOLiifHOTO e(eKTy fo-
csiran it pawinre, sx-ot y “Silent Hill 2” (2001) 3aB-
KM MaJiCTepHiit pexucypi, performance capture
HaJlaB PO3POOHMKAM HOBMII iHCTpyMeHTapiil s
TiepeflaHHsA HIDAHCOBAHOI aKTOPCHKOI IPM.

AHanis Takux mpoekrtiB, Ak cepis “The Last
of Us” (Naughty Dog, 2013), neMOHCTpYe BUKOpPU-
CTaHHJ 1[i€l TeXHOIOTI ISl JOCATHEHHS HalIBUIIO-
ro piBHA fipamMaTusmy. Hanpuxiaz, y cieni cBapku
B OYIMHKY Ha PaH4O caMe BOHA J03BOJIAE Iepeia-
TV HANTOHLII HIOAHCK €MOLiil TepoiB 4epes3 Jiefib
IIOMITHI 3MiHM Yy Bupasi 06m44s Ta iHTOHAILIAX
ronocy. Lleit minxip peanisye ifero «6e31I0BHOI iH-
Terpalii reiiMIJIel0 Ta HAPATUBY», AKY BiI3HAYaI0Th
®. llporep Ta f. H. Ton (Schroter & Thon, 2014,
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C.41), o € OffHi€0 3 K/TIOYOBIX XapAKTEPUCTIUK CY-
JaCHOTO eTaIry.

Y “Red Dead Redemption 2” (Rockstar Games,
2018) 1A TeXHOMOTiA CIyTye [/IA CTBOPEHHA Bifl-
YyTTsA JKMBOTO CBIiTy 4Yepe3 TUCAYI peaniCTUYHUX
aHimaniit. HaBiTb y fianoro-opieHToBaHuX irpax,
ak-or “Baldurs Gate 3” (Larian Studios, 2023),
performance capture po6uTb po3mMoBM Oi/bII XKN-
BMMH Ta KiHemarorpadiunumu. BogHouac mpoek-
™ Ha KwranT Detroit: Become Human” (Quantic
Dream, 2018) eMOHCTPYIOTb, SIK TEXHOJIOTis IO-
€IHYETbCA 31 CKMAIHOK iHTepaKTyUBHiCTIO. HoBM3-
Ha TYT MO/IATA€ He B CaMill HAABHOCTI BUOOPY, a B
MaciuTabi Ta cKIagHoCTi po3rany>KeHHA: KaT-CLeHN
CTalOTh AVMHAMIYHMMM CTPYKTypaMiy, fie pillleHHA
rpaBL MOXYTb KapIHA/IbHO 3MiHIOBATH He JIMILe
HACTYIIHUI €IIi30f, a il L CrKeTHi /iHii. Pasom
3 TuM, aHanis npoekry “Cyberpunk 2077” (CD
Projekt Red, 2020) zemoHCTpye IOfaIbLINil PO3BY-
TOK ifiel iMepcUBHIIX, iHTErpOBAaHNMX KaT-CLieH: 6i/b-
LIICTD J{ia/IOTiB Ta CIXKETHNUX ClieH BinOyBaeTbcs 3
TIepCIeKTUBY Bif mepuIoi 0cobu, He IepepuBaydy
BiJYyTTA IIPUCYTHOCTI IPABLA B Ti/li IIepCOHaXA.

[HIIMM Ba)XIMBMM, X04Ya IOKY IO IIEPEBAXKHO
€KCIIEPMMEHTA/IbHUM BEKTOPOM PO3BUTKY, € 3a-
crocyBanHs wryyHoro intenexkty (IUI). Tyt Bap-
TO YTOYHMUTH: JileTbcsA He mpo peaxtyBHuil I
IEePCOHAXIB, a TIPO BUKOPUCTAHHA IeHEPATUBHOTO
III st cTBOpeHHs caMoro KiHeMaTorpagitHOro
KOHTeHTY. Lleil mifXix BiIOBifjae 3aralbHUM TeH-
JIEHIIAM y MefiaBUpPOOHNIITBI, e, SIK 3a3HAYAIOTH
O. bespyuxo ra cniBaBTOpHM, «CTBOpEHHA 3D-MO-
nierneit, aHimari, crerjedexrtiB Moxxe 6yTH 3HAYHO
IPVCKOPEHE 3aBIAKN BUKOPYMCTAHHIO a/ITOPUTMIB,
AKi aBTOMAaTMYHO TeHEPYITb 00’€KTM abo pyxm
Ha OCHOBI 3ajjaHux napamerpis» (Bezruchko et al,,
2022, p. 169). JocmimkeHHA B 1ilt ramysi, 30kpemMa
npaus 1. Eina Ta cmiBaropis (Evin et al., 2022)
npo incrpymenTapiit Cine-Al, geMOHCTpyIOTH 1O-
TEHLIJIHY MOKIMBICTb IPOLENYPHOI IeHepallil Ki-
Hemarorpadii. lle cBiunTh npo moreHuiitHy 3mMiny
B MajlOy THbOMY IIpOLieCi CTBOPEHHS: Bifi ITOBHICTIO
PYYHOI peXUCypu 10 KypyBaHHS Ta Ha/lalITyBaH-
H:A Al-3T€eHepOBaHOrO KOHTEHTY.

BopHovac BapTo 3a3HaYNTH, 1110 He B YCiX )KaHpax
<byH1<ui'1' KaT-CLieH 3a3Ha/My TaKUX KapAMHaIbHUX
3MiH. AHaji3 CBif4MTh, 0 B 0ArarboX JHIMHMX
1IyTepax Ta irpax-00iloBMKaX BOHV IPOJZOBXKYIOTh
BUKOHYBAaTU TPAaAMLINHY, YiTKO OKPECTIEHY POIb.

Tax, y cepii “Call of Duty” (Infinity Ward, 2003)

KaT-CIleH) BUKOHYIOTD IIEPEBAXKHO CTPYKTYPHY Ta

inpopmaTuBHy QyHKLI: c1yryoTs Ana 6pudin-

Iy Iepeq MicCiero, BBEIeHHA I'PaBlid B KOHTEKCT Ta

3B’A3YBAaHHA PO3PI3HEHNX PiBHIB Y €MHY CIOXKETHY

KaMIIaHil0. Y Takux BUIA/IKaX po3poOHMKI CBifo-

MO He IIPAarHyTb PO3MMBATH MEXY MDK IeiiMIle-

€M Ta HApaTMBHOKI BCTABKON0, BMKOPUCTOBYIOYN

KaT-CIIeH SK e(eKTUBHY «IIYHKTYalilo» B irpoBo-

MYy IIPOILIeC, 1110 03BOJIA€ TPABLEB] IIEPETIOYNTH Ta

BiTHAMITM MOTUBAIIIO 171 TIOJA/IbLINX [ill.
BuxoHaHmit aHami3 JeMOHCTPYe, MO KIIOYOBi

(yHKUii KaT-CIleH MOIMMOIOITHCA Ta IIePeoCMIC-

motoTbcA. HapatyBHa Ta emorniitna ¢yHKIii 1mo-

€IHYIOTbCS B EIVHY iMEpPCUBHY (YHKIII0, METO0

AKOI € MaKCUMaJIbHEe 3aHYPEHHA IPaBlisd Y CBIT Ta

icTopiro. BogHOYac y mpo€KTax 3i CK/IagHOK Bapi-

aTMBHICTI0 K/II0YOBOI CTA€ PO3LIMPEHA areHTHa

yHKIiA: Kar-ciieHa mepectae OyTu iHiHO0 i

CTa€ IVHAMIYHOKI CTPYKTYPOI, 10 pearye Ha BU-

6ip rpaBus, MepeTBOPIOIYM JIOTO Ha CIiBaBTOpa

YHiKa/IbHOI PO3IIOBIf.

BinmnoBifHO 10 AMHAMIYHOTO IPOLECY PO3BUTKY
KaT-CLeH, IS CTBOPEHHs KIacuQikarlii BBaXXa€eTh-
CA IOLiIbHUM 6a3yBaTmc;{ Ha KiJIbKOX KITIOYOBUX
NpYHLMIIAX:

1. 3acrocoBano mpuHUMI icropuamy. OcCKimbKu
JOCTIKEHH [IEMOHCTPYIOTb IIPAMY 3a/IeX-
HICTh €BOJIOLI KaT-CIieH BiJi TeXHOIOTiYHOIO
IpOrpecy, nepiofusalis 3a KI0YOBUMM TEXHO-
JIOTIYHVMIY €TaIlaMM € JIOTIYHOK OCHOBOIO I
CTPYKTypu3amil.

2. BuKOpMCTOBYETbCA NPUMHLMII [JBOBMMiPHOTO
aHami3y, IO PO3MEXOBYE XapaKTePUCTUKIU
(dpopmanbHO-TexHiUHi BIACTMBOCTI) Ta QyHKIII
(mpusHadeHHA B HapaTyBi). Takuii ofin 103B0-
JISI€ YiTKO PO3MEXXYBATy GOPMY Ta 3MICT.

3. Kimo4yoBuMm € IpyHLUII BCTAHOBJIEHHSA NPUYMH-
HO-HACTTiIKOBUX 3B s3KiB. Kimacudikanis mae Ha
MeTi He ITPOCTO OINCATH, a IIPOJEMOHCTPYBATH,
AK TEBHI XapaKTEPUCTUKYM BMOXX/IMBIOBA/IN
BJMKOHAHHS KOHKPeTHNUX (YHKIIIL, i K KpuTHKa
IIEBHMX i3 HUX CTUMY/IIOBA/Ia MOJAJIbIINI PO3-
BUTOK.
3acTOCyBaHHA LMX INIPUHLMINB JO3BONAE IO-

OymyBaTH KOMIUIEKCHY Kaacuikaliio, mo Bigo-

Opaxkae eBOJMIOL[iI0 KaT-CLieH fK IIITICHOI cucTeMu

(In.9).



In. 8. Fahrenheit (Indigo Prophecy, 2005).

Etan sapop)xeHHn
1980-Ti
I XapaKTepuCTHUKH ® Mpuknagn
MikcensHa rpadixka Pac-Man (1980)
Dragon’s Lair (1983)
Ninja Gaiden (1988}

O6mexeHa aHimauina
MNepesaxHo NacueHI

@ OyHKuil
MapkysaHHa nporpecy
Bazoea eKcnoanuia
LemoHcTpauia aHimayir

Enoxa 3D In-Engine

Kid. 90-x — 2010-7i

3 XapaKTepHCTHKH

¥ MNpuxknagu
MeHepayin B peansHoMy Half-Life (1998)
vaci ;

Fahrenheit (2005)

IHTerpoeaHi KaT-CLueHu

Mass Effect (2007-2021)

PosranyxeHicTe croxery
DyHKuil

IMEPCHBHICTL

IHTerpauis 3 reAMnneem

Bnnue Ha posranyxeHHa

B Enoxa FMV
1990-Ti
XapakTepHCTHKH
© P P P Mpuknagu
Pre-rendered sigeo
*  FMV/CGI TexHonorii

Final Fantasy Vil (1997)

Wing Commander IV (1996)
= [Macuexe cnornAgaHHA

© OyHKuil
+ Cknapgxa ekcnosuuina
*  Po3BWMTOK CIOMETY

»  CrteopeHHa aTmochepu

CyuyacHuu eTan

2 XapaKTepucTHKM @ Mpuknag

Performance Capture The Last of Us

FpauynapHa
IHTEPaKTHBHICTL

Detroit: Become Human
(2018)
* PO3MWTTA MeX 3

redMnneem

©@ OyHKUIT
*  EMOUIAHKA pE30HaHC
Mpaseub sk cnisasTop

+  HiwaHCcoBaHa aKTOPCLKa
rpa

Knio4osi 3minu B eBonoLil

@ BisyanbHa aKicTb
Big nikcenis go poTopeanicTUuHOI rpagikm Ta

performance capture

2G HapaTuBHa rHyuKicTb

Big nivinHmx cromeTie go poaranyxeHux icTopin

o IHTepakTuBHicTS

Big nacMBHOro CNOrNAZAHHA 40 aKTUEHOI yYacTi rpasus

% Emoujiina rnubuna

Big npoc ICTOpPIW A0 CKNagHWX NepcoHaxie Ta gpam

In. 9. Knacugpixauia xapakmepucmux ma Gynxuyiii kam-cuyeH.
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3amponoHoBaHa eBOMIOLiHA Kmacudikalis €
CIpob0ol0 CHUCTeMAaTH3yBaTH NUHAMIYHMIL IIpoLieC
PO3SBUTKY KaT-CIIeH, IIPOJeMOHCTPYBABLIN B3aEMO-
3B’130K MDXK TEXHONOTiAMM, TEXHIYHNMM XapaKTe-
puctvkamu Ta GpyHKuiaMu. BogHouac cip BusHa-
TH, 110 Oyfb-sKe y3arajlbHeHHS Ta BCTAHOBJICHHS
YMOBHMX MeX MK Iepiofiamu, SIK y 11iit kmacudika-
11ii, HeMMHYYe MOXXe IPU3BOAUTH 10 TIEBHMX CIIPO-
1[eHb. [cTOpMYHMIT PO3BUTOK HE 3aBXX/V JIiHIHNI,
a elIeMEHTH Pi3HUX eIOX YacCTO CIBICHYIOTb i I0-
€IHYITbCS B TiOpupHi Gpopmu. Sk Hacminok, aeski
creny¢ivHi QyHKIII Ta XapaKTepUCTIKY, 0COOMN-
BO B HIilIEBUX >KaHpax ab0 eKCIepMMEeHTaTbHUX
IPO€EKTAX, MOI/IV 3a/IMILINTHACA 11033 YBaroK B Me-
KaX TaKOTIo IIMPOKOTO aHai3y.

[lns nofomanHA X 0OMeXXeHb Ta IOTINOTeHHA
PO3yMiHHA NTOJA/bIII JOCTIIXKEHHA BapTO CIIPAMY-
BaTy BiJj Makpo- 10 MiKpopiBHA. IlepcrieKTBHUM
HaNpAMOM € JIeTa/IbHUII aHa/i3 OKpeMUX KeJCiB:
KOHKPETHIX irop, cepiit abo >xanpis. Takuit mipxif
IO3BOMIUTD BOCIIANTH, AK CaMeé BOHM BUKOPUCTO-
BYIOTb, IOEHYIOTH 400 HABIiTh PYIIHYIOTb «TUIIOBI»
IIIS CBOEI eTI0XM MOJIenTi KaT-cIieH. 1]e BMOXIMBUTD
CTBOpEHHsI Oi/IbILI IeTami30BaHUX Ta TOYHNUX TUIIO-
JIOTii y MaitOyTHbOMY, L]0 ¥ OKPECITIOE epCIeKTH-
B TIOZJa/IbIIVIX HAYKOBMX PO3BifIOK.

3acrocyBaHHs po3pobmenoi knacudikanii o
aHa/i3y KOHKPETHMX IIPOEKTIB [O3BONAE HAOY-
HO IPOJEMOHCTPYBATH 1i AHAMTUYHUI IIOTEH-
nian. PosraHemo mBa 3HakoBi keiicm — “Half-
Life” (Valve, 1998) ta “Death Stranding” (Kojima
Productions, 2019), mo npencraBnAoTh pisHi ¢i-
nocodii fuU3aitHy Kpisb NMpU3My 3alpOIOHOBAHOI
€BOJIIOLIITHOI CTPYKTY DI

Ananisyioun “Half-Life” B Mexax Hamroi ximacu-
dikamii, My BigHOCHMO ii 510 «Enoxu 3D In-Engine».
Ipa mpomoHye pajyKanbHy iHTEPIpPETALiI0 MOX-
JIMBOCTE} 1IbOTO €Tally, 3aMiHIOIYM TpajuLiliHi
KaT-CLIeH) TOBHICTIO IHTETPOBAHVMMU «CKPUIIKO-
BUMM TNOAiAMM». KMO4oBMMIM XapaKTepUCTUKaMU
€ 0e3LIOBHICTh Ta 30epeXXeHHs TePCIeKTUBY Bif|
nepuroi ocobu. Lleit mipxin Hajikpauie imoctpye
imepcuBHy QyHKIi0, O3HaYeHY B KIacuikaril:
rpaBelb IePeTBOPIOETCA 3 IIACUBHOIO I7IA1a4a Ha
akTuBHOroO cBigka moniin. Orxe, “Half-Life” Buko-
PUCTOBYE TEXHOOTIYHI MOX/IMBOCTI CBOTO €TaIry
[ TIOBHOI iHTerpal|il HapaTuBY B IeJIMILIEI.

Ha mnporusary npomy, “Death Stranding” e
ACKpPaBUM TIpeAcTaBHUKOM «Cy4acHOro eTamy»,
IO pO3BMBAE MapajurMy KiHeMarorpaiqHOCTi.
[i mominyroua xapakTepucTnKa — BUKOPUCTAHHS
TexHonmoril performance capture Jyis JOCATHEHHS
rineppeanicTuuHoCTi. Kar-cuieHn fOBri, AeTanbHO
3peXICOBaHi, 3 aKTVBHUM 3aCTOCYBaHHAM KiHe-
MatorpadidHIX IpUIOMiB, SK-0T MOHTaX. Sk mif-
kpecmoTh O. Kobim ta O. KomaunmHcbknii, Taki
IPUIIOMI [JO3BOJIAKTDh «BUK/INKATU TI€BHI eMOLiI»
(KoBm & Komaunucpkmit, 2023, ¢. 106). Baxmn-
BUM € TAaKOX 3aTy4eHHS IPOoQeciilHuX TonIiBya-
CbKUX aKTopiB. Ili XapaKTepuCTUKM peani3yloTb
nornuéneny eMmorifiHy GyHKIiI0: BOHM CTYIYIOTb
U1 PO3KPUTTA CKIAIHOTO CIOXKETY Ta CTBOPEHHSA
CIJIHOTO €MOLIIIHOTO Pe30HAHCY Yepes HI0AHCO-
BaHY aKTOPCBKY I'PY, YOI0 CK/IajHO JOCATTH iHIUN-
mu 3acobamu. Takum umHoMm, “Death Stranding”
BUKOPUCTOBYE Cy4acHi TEXHOJOTII /11 CTBOPEHHA
aBTOPCHKOTO KiHeMaTorpadiyHOTO BIC/IOB/IIOBAH-
HA BCepeuHi Ipu.

AHamis LuX KeliCiB Kpi3b IpU3My 3aIpONOHO-
BaHOI CTPYKTYpU JEMOHCTDPYE: HE ICHYE €[UHOTO
«IIPAaBUIBHOTO» CII0COOY BUKOPUCTAHHSA KaT-CIieH.
Bub6ip mix interpoBanum migxopom “Half-Life” Ta
kinemarorpagiuaum “Death Stranding” sanexutsb
Biff MeTM po3poOHuKiB. [lepmmit miaxin craButh y
IpiOpUTET MOCTINHY NPUCYTHICTD TPaBLA y CBITI
TPU Ta JIOrO areHTHICTb. Jpyruil TMMYacoBO Xep-
TBY€ areHTHICTIO 3apaji OCATHEHHA MaKCHMajlb-
HOTO €MOILIIIIHOTO BIIMBY Ta IepeflaHHA CKIaJHO-
T0, 3peXICcoBaHOro Hapatyusy. O6upBa migxomu €
PEe3YNbTaTUBHUMY ¥ BIUIMBOBUMI, 1O CBi4UTb:
B16ip hopmu Ta QyHKIUIN KaT-CLeH € He TEXHOJIO-
TiYHOI0 HeOOXifHICTIO, @ mepefyciM TBOpYMM pi-
IIEHHAM, 3yMOBJ/IEHVM HAPATUBHUMM LIIAMU PO3-
pOOHMKIB.

Bucnosku. IIposenene mocmifXeHHA HO3BO-
U0 CTBOPUTM €BOJIOLINHY Kmacudikaiio Kat-
ClieH, IO CTaja iHCTPYMEHTOM [JI BMABIEHHA
K/II0YOBMX 3aKOHOMipHOCTel iX po3BuTKy. IIpo-
CTEXXEHO €BOJIOLiI0 K/I0YOBMX BidyaNnbHMUX Ta TeX-
HOJIOTIYHVX XapaKTePUCTUK, 110 3aCBifyMIa IXHiN
IPAMUIL 3B’ 5A30K 13 TEXHONOTIYHMM HPOTPECOM —
Bif] MiKcenmbHOI rpadikyt 0 CY4acHOi TeXHONOrii
performance capture. [TapanensHo inenTrgikoBano
Ta CYCTEMATV30BAHO 3MiHY JOMIHYHOYMX HApaTVB-
HIX QYHKIIII KaT-CIIeH Ha KOXXHOMY eTalli: BiJf cyTo



CTPYKTYPHUX i1 iHPOPMATUBHIUX [0 CK/IAHUX eMO-
Lii1HMX, IMEPCUBHIX Ta aTeHTHUX.

Kputuunnit aHanis, 3HificHeHNiT Ha OCHOBi po3-
pobrnenoi xmacudikarii, AeMOHCTpYe: eBOTIOLis
KaT-CLIeH € Pe3y/lbTaToOM AK TEXHONOTIYHOIO IIpo-
IPecCy, TaK i OCTIIHOTO AiaJIoTy 3 IIONepefHiMI M-
3ailHePCbKMMI pileHHAMN. BusiBieHo cTabinpHmit
BEKTOp PO3BUTKY Bijl i307bOBaHMX HAPaTUBHUX
BCTaBOK f10 iXHBOI ITMOOKOI iHTerpamuii B reim-
meit. [IpocTexyerbes Takox TpaHcdopmanis poni
rpaBLsA: Bijl ITACMBHOTO CIIOIIAfAYa IO aKTUBHOTO
y4acHMKA, 3[JaTHOTO BIIMBATY Ha XiJj IOl

HaykoBa HOBM3HA JOCTI/[)KEHHA MOIATAE B IIEP-
il B yKpaiHCbKOMY HAayKOBOMY AMCKYpCi crpo6i
KOMIIEKCHOI cucTeMaTu3anii QyHKIiit Ta XapakTe-
PUCTYK KaT-CILieH, POSIZIAHY TUX Y JMHAMILI IX icTO-
PUYHOTO PO3BUTKY. JallPOIIOHOBAHMIl MifXif, IO
pO3pisHA€E Hapallilo Ta CUMY/IALLI, JO3BOJIAE YiTKO
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KmacuikyBaTy TaKi CKIa/iHi SBUIIA, K iHTerpoBa-
Hi «CKpUIITOBI 1oflii». Ile 3a1I0BHI0E HAABHY Teope-
TUYHY IIPOTa/JMHY Ta IMPONOHYE CTPYKTYPOBaHMUIA
IHCTpyMeHTapiil /14 aHa/i3y KaT-CLeH.

Pesynpratu po6oTy BiKpMBAWOTh 3HAYHI Iep-
CIIEKTVBM [JI TOJAbIINX HAYKOBMX PO3BIIOK.
HajtakryanpHIlIVMMN HanpsAMaMy €: JOCTiPKEeHHA
CIIPUIHATTSA PiSHUX TUIIB KaT-CLeH YKPalHCbKUMU
rpaBLsAMY (peLienTuBHi CTYyAii); MOl KynbTy-
POTIOTiYHMII aHAI3 BIZIMBY YKPAiHCHKOIO KOHTEK-
CTy Ha CTBOPEHH:A Ta JIOKA/i3aLlil0 KaT-CIeH; I0-
r7n6eHe BYBYEHH IHHOBALHNX GOpM, 30KpeMa
IEPCIeKTUB BUKOpUCTaHHA reHeparyusHoro III; a
TAKOX IOfja/bllle TOCTIKEHHA MEXi MDK aBTOp-
CbKOI0 Hapali€l0 Ta CUCTEMHOI0 CUMY/IALIEIO0 B iH-
TepaKTUBHMX CBiTax.
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