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BIAEOIPU AK NPOCTIP PEKOHCTPYKULIT MI®ONOMNYHUX CTPYKTYP

CTaTTs nNpuUCBAYEHHA KynbTypdinocopcbKomy [OCNIAKEHHIO BiAEOIrPOBOro MNPOCTOPY fAK Micus
PEKOHCTPYKLii apxaiyHux MidbonoriuHnx cTpykTyp. [JocnigKeHHA HapaTUMBHUX Bi4EOIrop, WO BUHWKAKOTb
HanouyaTky 80-x pokiB XX cTONiTTA, ABNATU COOOI HOBI MeJja, Lo iIHTEPAKTMBHO PeTpaHCoTL Midooremu B
irpoBuiA JocBig. Ona BUABNEHHA Ta BUBYEHHA MIPONOTIYHUX eNeMeHTIB Bifeoirop 3a MeTofo0/1I0ri4YHy OCHOBY
B3aTo npaui K.I. HOHra, K. KepeHbi, KOTpi po3pobaanu KoHUenuii apxeTunis B KyAbTypi. TaKoOX
BMKOPUCTOBYETbCA NOHATTA MoHOMidy XK. Kemnbenna, KoTpe nepeabavae peanisauito yHiBepcanbHOro Kona
NnoAopOXKi reposA cno4vaTky B fereHaax Ta midax, a 3rofLom B HapaTUBHUX MUCTELLbKMX CTPYKTypax. HoBu3Ha
JOCNigXKeHHss oOymoB/fieHa HM3bKMM CTyneHem JAOCHigKeHHA penaikauii miponoridHnMx enemeHTiB B
cepenoBMLL HOBWUX iHTEPAKTUBHWUX Megia. AHani3 yHiBepcanin midy B irpoBux NaoWwMHax NpencTaBAAETbCA
YaCTUHOK KOMMNEKCHOro MiAXOXYy [0 BWMBYEHHA GEHOMEHY BiAEOoIrop Ta € BaX/IMBUM e/IeMEHTOM
HepeayKLuioHicTcbKoro KoHuenty y céoepi Game studies. AKTyanbHicTb poboTn nonsarae y HeobxigHoOCTI
OCMWC/IEHHA BiZEOIrpOBOro A0CBiAY AK MPAKTUKM OCOBUCTICHOrO MPOXKMBAHHA icTOPIl rpasBuem, a He i
NacMBHOrO CNOrNALAHHA.

Y xoai AocnigKeHHA BUABNEHO TeHAeHUil A0 nobynooBW CHOXKETYy B HapaTUBHWUX irpax 3rigHo 3
NPUHUMNAMU MOHOMIdyY. Y CloXKeTHMX irpax KiHua XX cToniTTA 3HaxoAumo 6ifbw NPUMMITUBHI BUPAXKEHHA
eNleMeHTiB MOHOMidy, WO YacTo NOB’A3aHO 3 TEXHONOMYHUMMK OBMENKEeHHAMW peanisauii KOHCTPYKTa.
HaTomicTb Biaeoirpn ocTtaHHi ABOX AECATUNITL BiAobpaxkKaloTb MOHOMID y BCi NOBHOTI 1 XapaKTepusykTbecA
YCKNaZ4HEHHAMM Ta NOBTOPEHHAMM eTanis NoAOPOXKi repos.

He MeHW BWPa3HO 3HaXOAMMO PEKOHCTPYKLIi apxeTuniB Ta apxeTuniyHux ¢iryp y sigeoirposomy
npoctopi. Tak oAHMMM 3 Halnepwunx apxeTuniyHmx ¢iryp B irposii iHAYcTpii nocTtaloTb o0bpasu repos, WO
nepeKkNafaeTbcA Ha aBaTap rpasusd, 4iBu B 6ifj - B AKOCTi CIOXKETOTBOPYOro e/IeMeHTa, Ta BapTOBOro NPOXoAy,
Wwo peanisyetbcad B 6ocax piBHiB. Cy4aCHi HapaTWBHI irpy [03BONAIOTL AMdepeHLitoBaTU W [0A4aTKOBI
apxeTunnu, K TO apXeTun HAaCTaBHMKA, TiHi YN COIO3HMKA.

[0/I0BHOIO 0COBMMBICTIO PEKOHCTPYKLiT MiponoriuHUX CTPYKTyp B irpoBOMY MPOCTOPiI BU3HAETHCA
iHTEPAKTUBHICTb Ta MOX/MBICTb NPOXKMBATM MOAIT Y BipTyaslbHOMY CBIiTi, WO CTBOPIOE A5 TPaBLA HOBUM TvN
OOCBi4y aKTMBHOI peanisauii yHiBepcanbHUMX Midonorem LWASXOM MNporpaBaHHA Midis, a He iXHbOro
CNOrNAAAHHA.
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BusiBieHHss Ta  BUBYEHHS ~ MiI(OJIOTIYHUX  CTPYKTYp HE €  pIAKICTIO  cepen
KyJIbTYpdiocoPCchKOro Kopimycy po0it, IPUCBSIYEHUX aHaANIi3y MUCTEITBA Y1 HOBUX MeZia. 3 iHIIOTO
O0oky B Game studies, 110 0e3MepevHO, € MOPIBHAHO HOBOIWO cheporo (itocohChKUX TOCIIIKEHb,
MUTaHHS pearizalii MioJIOrYHUX eIEMEHTIB Y BHYTPIIIHBOIrPOBOMY IIPOCTOPI Maiike HE OTPUMYE
yBard npo¢inbHUX (axiBLiB.

[epuii cipoOu AOCIIKEHHS BIZICOIrOp B IUIONIKHI (Pis1I0COPCHKO-KYIbTYPOIOTIYHOTO Jiaiory
BUHHMKAIOTh HampukiHii 1980-X pokiB Ta (OKyCylOTbCS Ha HapaTOJIOTIYHUX acleKTax MoOyAoBH
BiJICOIrop, po3riIsIaloun BHYTPILIHIM IrpOBHiA IPOCTip — AU3aiH JIOKaIlii, 1ialoru, KaT-ClieHH TOIO,
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K crnenu(iyHUdA TEKCT icTopii, MemiyM MK HapaTopoM Ta TpaBIeM, SKUH Moxe OyTH
«mpouuTaHuin»y Ta nexkomoBaHuil [Juul, 2001]. Takwii miaxin mepm 3a BCE 3all03UYyBaB KOHIICIIIT
JOCHIDKeHHsI HapaTuBiB 3 (inmocodii kiHO Ta miTeparypu, He NpPETCHAYIOYH Ha PO3POOKY
cneuuivHOro 1HCTpyMEHTapil0 MAJsl XapaKTePUCTHKH HOBOTO THIy Mexdia. Ha mpotuBary
HapaToJoTivHOMY Tiaxomy B 90 pokax BHHHKA€E IHIIA TeUis MOCIIIKEHHS BiIEOirop — JIOHOJOTI,
MPEeICTaBHUKK SKOI BKa3yBaIM Ha HEOOXITHICTD IHTEpIIpeTalii BilEOIrpOBOTO  MPOCTOPY
CIUPAIOYUCh HA IHTEPAKTHBHY OCOOIWBICTH IIHOTO MEAiyMy, SIK Ha BHUPIIIAIBHY O3HAKy CYTHOCTI
Bigeoirop. [IpoTte >ko/ieH 13 HaBEICHUX IMIXOIB HE MIT 3a0€3MeYNTH KOMIUIEKCHE BUBUYEHHS HOBOTO
siutma [Juul, 2004].

VY 2009 pori Ha HaykoBiil KoH(DepeHIlii, OpraHi3oBaHil ACOIIaIi€ AOCTIKEHb U(HPOBUX
irop (Digital Games Research Association abo DiGRA), amepukaHchkuii po3poOHHK Bigeoirop Ta
teopetuk Game studies Slu boroct [Bogost, 2008] BuCTYnHB 3 AOMOBIAIIO PO HEOOXITHICTH aHATIZY
BiJICOIrOp HE MPOCTO HA MEPETHHI MIXIUCIUIUTIHAPHUX TOCIIKEHb, 110 OYyAyTh MOEIHYBATH B COO1
SIK HapaTOJIOTiI0, TaK 1 JIOJO0JIOTiI0 (Ha YOMY HAroJjIOUIyBaJld TEOPETUKHU 1 A0 HBOTO, Hampukmazg JIx.
@packa [Frasca, 2009] Buka3yBaB mofiOHi ifei), a Ha W PI3HUX PIBHAX CIPUHHSITTS BiIEOTPH,
MOYMHAIOYH BiJI TICUXOJIOTII CaMOro TpaBIs 1 3aBEPIIYIOYM KOMIT IOTEPHUM KOJOM, 3aBJASKH SIKOMY
peanmizoBaHa rpa. Takuii HEPEIYKI[IOHICTCHKUH TMiAXiJ CTaB MOIITOBXOM JI0 BHHUKHCHHS HH3KH
HOBUX HampsAMKIiB mociikeHs B (Game studies, sK TO BHBUYEHHS TEHAEPHOI MPOOIEMATHKH,
TIJIECHOCTI, BIIJH, i7I€0JOTil, ETHYHUX MUTAHb Ta 30KpeMa OCIiIKEeHb Mi(OIOTIYHUX EIIEMEHTIB Y
Bifeoirpax. BaximBo 3a3HaunTH, 110 W 10 CTBEPIKCHHS HEPEAYKIIOHICTCHKOTO IMi X0y, BUBUCHHS
NEeSKAX 3 BUINE3a3HAYCHWX ACTeKTIB BiEOirop peanizoByBaJuCs y IUIOMHKHI (imocodii Memia um
TeHJICPHUX CTYiH, MPOTe KOIHE 3 IUX JOCTIKEHbh He Majo Ha METi MOSCHUTH CIeIu(iKy Bieoirop
SIK MeJlia Ta HOBOi (hOpMM MHUCTEIITBA.

Icnye cmokyca BigHecTH cnpoOy aHamizy Mi()oJOTiUHOI CTPYKTYpH y Bijeoirpax B 00JacTh
HapaToJIOTIYHOTO JOCTI/KEHHS, CIPUHHSBIIN Mi B IirpoBild icTOpii SK IMepm 3a BCe CIOXKETHY
ocHoBy. Ilpore monmiOHMI MaTtepH NMpU3BeAE HE JHIIEC JO0 BCTAHOBICHHS BY3bKHX PaMOK BHOOpPY
irpoBOr0 Matepiany Ijsl aHali3y, IO 3BEACTHCS 10 BUKOPHCTAHHS BHUKIIOYHO CTOPITEIIHTOBHX
Bizmeoirop [Apperley, 2006], ane it cyTTeBo OOMEXHTH caMe PO3yMiHHS PoJli Mi()OIIOTIYHUX CTPYKTYP
B IrpOBOMY TIPOIIECI.

Cepen po0iT, IPUCBSIUEHUX BUSBICHHIO Ta aHaji3y MioJjoreM y BipTyaJbHOMY irpoBOMY
MpOCTOpi, OKpeMoi yBaru 3aciiyroBye pobora Anamapii Togop mig Ha3Boro «Video Games As Myth
Reconstructions» [Todor, 2010], B sKiifi JOCHIAHWI pPO3TJsINAaE piBHI, HA AKUX Mid) Moxe
MPOSIBJISITUCS Y BIZICOTPI Ta CTBEPKYE, 1110 Oy/Ib-sKa HApaTUBHA I'pa MAa€ y CBOi OCHOBI €JIEMEHTH
KOCMOTOHIYHUX Mi(iB, 1110 BIATBOPIOIOTHCS IPABIIEM ITij] Yac MPOXOHKCHHS I'OJIOBHOTO KBECTY.

Ille omHy amemsimito A0 irpoBoi CTPYKTYpH Ta TEeWMIUICIO K JI0 aKTUBHOI IPAKTUKU
npoxxuBaHHs Miy 6auumo y crarti B. Acimoc «Playing the Myth: Video Games as Contemporary
Mythology» [Asimos, 2019]. AciMoc HaroJiomye Ha HEOOXIAHOCTI TOCTiKEeHHS MiiB, MmO Ha
OYMKYy aBTOPKH € 1HCTPYMEHTOM CaMOBHM3HAYEHHS Ta OCMUCIICHHS MJOBKOJHUIIHBOIO CBITY B
Cy4JacCHHX peaisiX, sIK IMOJii, 110 PO3TOPTYIOTHCS B IrPOBOMY BCECBITI IIiJ] BILTMBOM TI'PaBIsi, KOTPHUil
MEPETBOPIOETHCS Ha CIMaBTOPa Mi)OTBOPEHHS.

Jlemo iHIMI acnieKT BUpa)XXeHHsI Mi(OIOTIYHUX CTPYKTYpP y BiJleoirpax JAEMOHCTPY€E CTATTS
O. BangeBamie «Video Games as Mythology Museums? Mythographical Story Collections in
Games» [Vandewalle, 2023], B sikiii BBOJUTHCS KOHIICIIIiS BiICOTPU SIK BIpTYyaJbHOTO MY3€H0, IO
MOJKE 3aHYpIOBaTH TpaBIl B IEBHI ICTOPHYHI ermoxu, abo MiQoIoTiyHi KapTHHU CBITy Pi3HUX
KYJbTYPHHUX TPaIHLii.

Takox cripobu gocinigkeHHs Mi(OJOTTYHUX MOTHBIB Yy BiZI€0IrpoBOMY CEpeAOBHILI OaYMMO
y cepii cienu@ivHUX Mpaib, MPUCBIYSHUX JOCTIDKCHHIO KOHKPETHHUX BiJIEoirop abo BiJIeOirpOBUX
cepil, Ak To BiTum3HsIa podota O . Ilumgropa Ta 1. [Tuaropa «B3aemonis Gponbkiaopy Ta BieoirpoBoro
muctenTea Ha npukiaai Hellblade. Senuas Sacrifice» [Ilumiopa, O., [umropa, [, 2019]. IloxioHni
TEKCTH BUSBISIOTH Mi()OJIOTIUHI €JIEMEHTH B irPOBOMY IPOCTOPI, MPOTE HE PO3KPHUBAIOTH BAKIIMBICTh
TaKuX JIJIsl TeUMILIEIO Ta irpoBoro jgocBiny. [IpoTe came piBeHb 3aIy4eHOCTI TPaBIs B NIEPEKUBAHHS
HOBOTO JOCBify POOWTH BiJICOIrpH YHIKQIBHUM MatepiajioM AJisi JOCHIHKEHHS CyYacHUX ILUIAXIB
PEKOHCTPYKIIii Mi()OTIOTIYHOTO.

OueBuIHUM BHUIAETHCSA TBEPIKEHHA, IO Mi) € HEBHUEPIHUM [HKEPEJIOM HATXHEHHS IS
CTBOpEHHsS irpoBux croxetiB. [Ipsime TpaHcmoBaHHS Midy abo nepeHeceHHS MiOIOTIUHMX
MEPCOHAXIB Ha IUIOIIMHY aBTEHTUYHOI 1CTOPil — PO3MOBCIOUKEHE sIBUILE B irpoBiil inaycTpii [Todor,
2010].
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VY saKocTi mpHKiIamy MOAIOHUX IMPOEKTIB 3raJaeMo Taki po3poOkw, sk (panmuza «God of
War» (2005-2022 pp., SCE Santa Monica Studio), 1110 BUKOPHCTOBYE aHTHYHY Mi(OJIOTIIO SIK
cioxeTHy ocHoBy, rpy «Hellblade: Senua’s Sacrifice» (2014 p., Ninja Theory), momii sKoi
posropratotecsi y ['empreiiMi — OqHOMY 3 AEB’ATH CBITIB MEPTBHX 3a T€pPMaHO-CKaHIMHABCHKOIO
Miosorieto, a6o crparerito «Age of Mythology» (2002 p., Ensemble Studios), mo mpomonye
rpaBUeBi MOOyAyBaTW UIUBUTI3ALiI0 BUKOPHCTOBYIOUM MOJYCH €THIIETCHKOI, TpEIBKOi UM
CKaHAMHABCHKOi Mioorii. Ta moTeHIiitHO paBUIRHIM Oyie JOCHTIKEHHS HE afanTaiiii MidiB y
OKpPEeMHX BifleoiTpax, a BHSIBICHHS 3araJbHOTO TMaTepHy BOYAOBM yHIBEpCalTbHHUX MidoioreM y
BIpTyaJIbHMH CBIT, HIO JacTh 3MOTYy KOMIUIEKCHO JMJOCHIAMTH IMIUTIKAlil0 apxaiyHOro B HOBI
IHTEpaKTHUBHI MeTia.

Bbaszucuoro ¢opmymnoro Ui dieHyBaHHS irpOBOTO MPOCTOPY Ha Mi(oNOTiIdHI CTPYKTYypH Ta
Midonoremu Oyze MepHIOUEproBe BUSBICHHSI MOHOMI(Y y HapaTHBHHX Bimeoirpax. TyT amemoemo
1o podotu «Tucsuonukuii repoi» Jxo3zeda Kemnoemna [Campbell, 2021], skuii ananizyroun mMidu,
BHOKPEMHUB YHIBEpCaJIbHy CTPYKTYPY OIIOBiJi, KOTpa IOBTOPIOETHCS CIIOYaTKy B apXaidHUX
JeTeH/1aX Ta Ka3Kax, a MOTIM pealli3yeThCsl y JiTepaTypi, TeaTpi, KiHO TOIIO, K 3arajJbHUN MaTepH.
Came 1ell KOHIENT OTpuMaB Ae(iHIIIIO «MOHOMi]» - Bifl TPEUBKOTO CJIOBa «LOVOLLOOGY
(monomythos), o OykBaJFHO 03HAYAE «OMHA MihidHA iCTOPIN».

Ines MoHoMidy HEpO3pHMBHO TOB’Si3aHa 3 YHIBEpCAJbHUMHU KYJIBTYPHHUMH apXeTHUIaMH Ta
MaHAPIBKOIO Tepos, M0 Mae craimy cTpykrypy. Jbkx. Kemmbenmn Buminse HacTymHi eTamd Takoi
MaHJIPIBKHU: MPOQaHHE KUTTS repos, MOKIUK 10 MOJOPOXKi, BIATYK Ha TMOKIHK, MEPEXil MOpory Mix
MEpPCHbKMM Ta CBSIICHHHM, 3YCTpid 3 HACTaBHUKOM, BUIPOOYBaHHS, OTPHMaHHS HAropoiu Ta
MTOBEpHEHHS 10/IoMy Tiepepopkeroro repost [Campbell, 2021].

Sk 1 y BUMagKy 3 KiHOJOCTIIPKEHHSIMH, ITPOBHIA HAPATHB JIETKO MiATAETHCS BUOKPEMIICHHIO
cTpykTtypu MoHOMi(y. IIpoTe € cyTTeBa pi3HHIS MK «3YUTYBaHHSAM» TOJOPOXKI Tepos 3
KiHeMatorpadiuyHoro cBity, Je risaad € JUIIe TIsJa4eM 1 He Ma€ Hi BIaJy HaJ MIBHIKICTIO epediry
MOMiN, HI Hax JeTansMu mofii. [nsmay B KiHOTeaTpi NMPUPEUYSHH O MACHBHOTO CITOTJISTaHHS
peinkapHanii MioJIOTiYHOT CTPYKTYpPH, B TOW HYac, K TpaBellb HEOTIOCEPEIKOBAHO MPOKUBAE Mid i3
cepenuau. OKpiM TOro, MiJACBiIOME BIi3HAHHS apxaiyHOi CTPYKTypH B IrPOBOMY IPOCTOpi
MEPETBOPIOETECS HAa OKPEMHUH TEHMIICHHA MEXaHi3M, IO IIIITOBXYE TpaBIsd 0 HapaTUBHO
HeOOXIIHUX Oii.

Jus posrisiny peanmizaiiii MoHOMi(y B irpoBOMYy IpPOCTOpPi 3BEpHEMOCS 10 POIHOBOI IpH 3
BIJKPHUTUM CBITOM, IO O3HAYa€ BiJICYTHICTh JIIHIHOCTI CloXeTy Ta Oiiblry cBoOOMy JIili rpasi,
«Fallout 3» (2008 p., Bethesda Game Studios). CroxeT Trpu pO3rOPTAETBCS Yy SACPHOMY
MOCTANOKANINTHYHOMY CBiTYy AMEpHKH. ABarap irpoBOr0 IEpCOHaKa MEIIKAE Y IiA3eMHOMY
CxoBumii 101 — OyneHHOMY CBiTi, Ta 3MYIIEHHH BIATYKHYTHCS Ha CHMBOJIIYHHH TOKJIHMK JIO
MOJIOPOXKi, KOJMM 0aTbKO MPOTAaroHicTa, MOPYIIYIOUM IpaBuia, nmokupae Cxosuiie. Buxin 3a mexi
3BUYHOTO CBITY B CIOXKETI IPU 3yCTpiYa€eThCs KijlbKa pa3iB — BHEpIIE NMPHU HNOTpaIuisiHHi 31 CxoBua
Ha [lycTKy — BHIaNeHUI pajialli€lo MOBEpXHEBHH CBIT, IPYTUid pa3 B CEpeAMHI TPH, KOJIU irpoBUi
MEepCOHaX mepexoauTh 3 [lycTku B i030pHUIT BipTyajdbHHUH CBIT OJHOTO 3 aHTAroHICTIB CIOKETY,
TpeTii — moBepHeHHs 10 IlyCcTKM 3 HOBMMH 3HAHHSIMH, KOTpPI € KJIIOYEM 1O paHille HEeBiJIOMHUX
JIOKaIliii. B Xo/ai OKpecleHHuX MepexojliB, IpaBellb CTHKAETHCA 3 CEPIEI0 IMPOBHMX HACTABHUKIB,
OTPHMY€ 3HaHHs Ta TEXHOJIOTii SK HAropojy, IMEepekHBa€e BTpATy 3HAWJIEHOro OaTbka B SKOCTI
MMOBTOPHOTO TIOKIIMKY JI0 TOAAJBINOI MOAOPOXKi, MPOXOAWTH (hiHANBHE BUIPOOyBaHHS — Oiif 3
MOJIKOBHUKOM OTeMoM, 110 3arpoxkye IlycTui npoayKyBaHHAM aHTPONOMOP(PHHUX MyTaHTIB.

Bapto 3a3zHaumTH, 1110 1MOAIOHO 10 (DYHKI[IOHYBaHHS MOHOMIidY B JiTepaTypi 4 KiHO, Y
Bifjeoirpax JesKi eTamd TMOJOpOXKi Tepos MOXYTh OyTH BiACYTHIMH (SICKPaBUM NPHKIAIOM
CKOpOYEHOr0o MOHOMiy € mepin CIOKeTHI apkaaHi irpu), abo X HaBNAKH PO3LIMPSATHCA YU
MOBTOPIOBATHCA, SIK 1Ie (PIKCYEMO Y BUITAJKY 3 BUIIIEOMUCAHOIO TPOFO.

Jdnst  kpamporo po3yMiHHS (YHKIIOHYBaHHS MOHOMiy B IrpoBOMY  cCepeaoMMII
PO3IIIIHEMO AEAKI KIIOYl apXeTHIidHi (irypu Mmoaopoxki reposi, ki 3yCTpidalOThCs y HapaTuBax
BiJICOITPOBUX BCECBITIB.

3a Buznauenns K.I'. Ounra [Jung, 1981], sikuii i BBOJUTH TOHSTTS apXETHIB Y HAYyKY,
apXeTUIHM NPOSBISIOTECS K BPOKEHI INCHXI4HI YyHiBepcalii, KOTpi CTaHOBJSTH YacCTHHY
KOJIGKTUBHOTO HecBizomoro. 3a FOHroMm apxeTumnu sik CyKyIHICTh BIi3HaBaHUX 00pa3iB Ta Mojesei
MOBEJIUIKH BIEpIIe 3HAXOJSATh CBOE BHPaXCHHS B apxaiuHux Midax. Cepes OCHOBHHX apXETHIIIB
IOHra 6aunMo HacTYIHI: IEPCOHA, IO BUPAKAE CAaMOPENPE3CHTAIIII0 JIFOJUHU B CYCHIILCTI, TiHb, SIK
BMICIWJIMIIE HEpUHHATHOrO B co0i, aHiMyc aba aHiMa — icTMHHE «S» iHAWMBIZA, CMICTH SIK
TTOeAHAHHS CBIJOMOTO Ta HecBimoMoro. Pi3Hi koMOiHaIl apXeTHIIiB B CBOIO YEPTy TOPOKYIOTh
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apxeTuriuHi Gpirypu ado apxuTeniyni o00pasu.

ApXETUIHN € YHIBEPCUIBHUMH, TOMY MOCTIIHO BiATBOPIOIOTBHCS y B KYJNBTYpl Ta MHCTEUTBI.
Tox HeBin’eMHOI CKJIaZOBOIO BifICOIrpOBOi CTPYKTYpH TaKOX € BHUKOPHCTaHHS — CBiJOME€ YM Hi —
BITi3HABAaHUX Mi(OJIOTIYHMX apXeTUMIUHUX Qiryp, Takux SK Tepoi, OiazeHb, KOXaHelb, OMIKYH,
MyApellb, OyHTap, JOCHTITHUK TOMIO.

Halipo3oBCIO/KEHIIIO apXETUIIYHOK (Iropol0 B IrpOBOMY CEPEIOBHIII IMOCTAE
¢irypa reposi. BUKOpHUCTOBYIOUH O3HAKH apXETHUILy Tepos y BipTyalbHOMY IpOCTOpi, siki Biamivae C.
Knayc [Klaus, 2010], 6aunmo, 110 TepOEM Yy BiJeoirpax Haldvacrinie € mepcoHax rpaBis. lle
TBEPKEHHS CTOCYETHCS SIK POIBOBHX irop, e OCHOBHI ITapaMeTpH TOJIOBHOTO Tepos 3aaHi Harepesn
1 TpaBIeli MIPOMIOHYETHCA BiIirpaBaTH 3allPOMIOHOBAHY POJIb, TaK 1 irOp 3 IOBHICTIO KOHCTPYHOBaHUM
aBaTapoM, Io30aBJICHUM IEPEIiCTOPIi.

Jua mpuxmany posristHeMo peamizamito apxerurry reposi y RPG «The Elder Scrolls V:
Skyrim» (2011 p., Bethesda Game Studios). ABarap, 110 TOBHICTIO CTBOPIOETHCS CAMHM T'paBIEM i
HE MICTUTh OyIb-SIKUX Hallepe] 3aJaHuX SKOCTEH, HapaTUBHO «IPUPEUEHHUID» J0 peamizamii psmy
THATIOBO TEPOIYHHX O3HAK:MyYCHTh BUSBUTH BIACHYy OCOOJNHBICTHP Ta O0OpaHICTh, 1 Il CTaHe
MOIITOBXOM TIOJOPOXi Tepos. Y BKazaHiii Tpl MPOTAroHIiCT [i3HAETHCS TPO Te, MO0 BiH €
JIPaKOHOHAPOHKEHUH 1 Ma€ 37aTHICTh OTJIMHATH Ty IPAKOHIB.

1. 3000B’s13aHMIT BUKOHATH OCOOJIMBY MICiIO Ta psij 3aBAaHb, IO €KBiBAJEHTHI MPAKTHKAM
iHimiamzamii Ha NUIIXy Tepos B Mi(ONOTiUHIN CTpyKTypi. Y AaHOMY BHUNAQAKY — MPOXOKEHHS
kBecTy CHBOOOPOINX, IMiJ] 4ac SIKOTO TePOil OTPUMY€E HOBHIA CTaTyC Ta CaKpalbHEe 3HAHHS, HEOOXiTHEe
1uis (piHATILHOTO BUMTPOOYBaHHSI.

2. lloBunen otpumaru Mmariganii apredaxt. B The Elder Scrolls V: Skyrim — 1ie momoBaHHs
3a CraponaBHiMu CyBOsSIMH, 3JaTHUMH 3a0€3MIEYUTH TIEPEMOry y (hiHaIbHIH OUTBI.

3. Mae BpsityBaTH OyAeHHUH CBIT Bif 31ma. Y HaBEICHOMY MPHUKIAIl — 3YIUHUTH HUIICHHS
ITPOBOTO CBITY IPaKOHOM AJTyTHOM.

4.V ¢inanm CroXeTy IpOXOIUTh BUPIMIAIbHY OUTBY 3 aHTarOHICTOM Ta 3100yBa€ OCTATOYHY
epeMory.

[TonmiOHa cTpyKTypa TBOpEHHS TOJOBHOTO MEPCOHAXKA MPHUTaMaHHa 0araThbOM BiIE€OIrpOBUM
cepisiM, gk To «The Witcher» (2008-2015 pp., CD Projekt RED) un «Red Dead Redemption» (2010-
2019 pp., Rockstar Studios). 3a3Haummo TakoX, IO apXETUI TEpOs Ta NPUHAICKHI HOMY
XapaKTepUCTUKH MOXKYTh HAKJIaJaTHCS HE JIMIIe Ha aBaTap TpaBIs, aje W Ha IHIINX CIOKETHUX
nepcoHaxiB irposoro cBity. Tak y monepeanii yactuni Bxe 3raganoi rpu Skyrim The Elder Scrolls
IV: Oblivion apxetun repost yocoOJtoe He JHMIIE aBaTap, a W LEHTPaJbHUN HEIrpOBUH NMEPCOHAX
CIOJKETY — HE3aKOHHOHAPO/PKEHUH CHH iMIiepaTopa MapTiH.

Be3nepeuno, apxeTun reposi B irpOBOMY CEPEIOBHIII 3 SBISETHCS OJHUM 3 HaWMEPIIUX 1
Oepe MovyaToK cBOTO icHyBaHHs 3 mo4atky 1980-x pokiB, ko momyinsipHocTi (Hacamiiepen B CILIA
Ta nonii) HaOynu apkajHi irpoBi aBTOMATH, IO TEXHIYHO J030JsUIM BHOYIyBaTH CHOXKETHI IrpOBI
pamku [Wolf, 2012]. B Toli camuii yac ¢dikcyemo i mepiie BUKOPUCTAHHS TAKUX apXETHITIiB, sIK J[iBa B
0111 Ta BAPTOBHIA.

Jlia B 6iz1i 3aBxM MOTPeOye MOPATYHKY i € 6e33aXHCHOI0. [i cTaH ’KepTBH MOKe MaTH Pi3Hi
dbopMH TIOPATYHKY, BKIIOYAIOUYM OOpPOTHOY 3 BOTHSHHM JPAaKOHOM, BEIMKOIO MaBIOK abo
necriotnyHuM OatbkoM [Kiberd, 1985]. Apxerumn aiBu B 6i/1i 4aCTO € CIO)KETOTBOPYUM B TIOMYJISIpHii
KyJBTYpi 1 BiIeOIrpy HE CTalH BUKIIOYEHHSIM. Tak MepHivM MposiBOM apXeTUIy AiBu B Oifi 6a4umMo
B apkazHiii Tpi «Donkey Kongy» (1981 p., Nintendo), se crokeTHO TOJOBHHIA repoil Jumpman mae
nepemortu aHtaronicra Jlonki Konra 3amis mopsaTyHky moapyru. 3rozom ycmix «Donkey Kongy
CTaHE TMPHBOAOM Ui pPO3POOKM HACTYIMHHX YacTHH 3 JOCTYNOM Ha IHIUX Iardopmax, a
npoTaroHictT Jumpman oTtpumae iMm’s Mapio Ta BimacHy cepito irop «Super Mario Bros» (meprua
gactuHa cepii, 1985 p., Nintendo R&D4) 3 Tum camMuM CIO’KETOTBOPYUM apXETUIIOM-TPOIIOM JIiBU B
6ixi. IloniOna HapaTHBHA JiHIA BUKOPHCTOBYETHCS Takox B rpi «Resident Evil 4» (2005 p., Capcom
Production Studio 4), «BioShock Infinite» (2013 p., Irrational Games), Red Dead Redemption 2
(2019 p., Rockstar Studios) Tomio.

SckpaBoro BUpaXKeHHsS B irpoBHX CBiTax HaOyBae apxeTumiuHa (irypa BapTOBOTO MOPOTY
(gatekeeper). 3ycTpid apXeTHIIIYHOTO repos 3 BapTOBHUM — HEOOXigHa yMOBa IOYATKy IPOLECY
iHimianii B Midororii, mo MeTaQopuyHO MOXKe OTpUMyBath (OpMy CIYCKYy Y 4YepeBO KHTa,
MOTPAIUISIHHS A0 CBSILEHHOI 3eMJli 200 BHYTPILIHBOTO MPOCTOPY Xpamy. BXix i BUXif 31 CBAILEHHOTO
MICIISl OXOPOHSIETHCS BaPTOBUMH, HaJIlIEHUMH HeOe3nekoro OoxecTBeHHOI nmpucyTHocTi [Campbell,
2021, p. 91]. OcHoBHa (yHKIIisl BAPTOBOTO — 3a0e3MeUeHHs CUMBOIIYHOTO IIEPEPOIKEHHS Teposi, 110
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BpEITI pemT i € MeToro iHimiamii. /[ irpoBOoro mpocTopy XapaKTepHE BHKOPHUCTAHHS aAPXETHITY
BapTOBOTO MOpOry sK OOCiB irpoBUX piBHIB. Y HaWNpUMITHBHIIIOMY BapiaHTi CHMBOJIIYHE
MEepepoPKeHHS IrPOBOTO aBaTapa IICIS IOIOJIAHHS BAapTOBOTO, MPOSBISETHCS SK MOJNIMIICHHSI
XapaKTePUCTUK MEPCOHaXa — MIIHATTSA MOKA3HUKIB CHJIM, OTPUMAHHS HOBHUX IrDOBHX HABHYOK UM
MMIBHUINEHHS 3arajabHoro piBHA. [IpoTe MOKeMo crocTepiratm W IIIKaBillli IEpepoKEHHS, IO
BiJOOpaXkatOThCsI HE JIMILE y BHYTPIIIHBOIrPOBUX MOXIIMBOCTSX aBarapa. Tak B rpi «Devil May Cry
3: Dante's Awakening» (2005 p., Capcom) pOTaroHicT Ta irpoBuii mepcoHax J{aHTe Ma€ mepeMorTu
Jleni, micist CyTHYKH 3 SIKOIO TIPUIMAae CBOIO JOJIO PATIBHUKA CBITY, 00 B OMTBI OauuTh, 1110 3BHYAIHI
monn 6e3 ocoONmMBHUX 3I0OHOCTEH, MO0 SKMX 1 HAICKHUTH Jlemi, HaBiTh MPUCBATHBINN CBOE JKHTTS
TPEHYBaHHSIM, HE 34aTHI NPOTUCTOSTH JeMOHaM. TOX MPOTAroHICT Micis MEPEeMOrH MOKpallye He
JIAIIIE ITPOBI XapaKTEPUCTHKH, ajié ¥ IMPOXOAWTh CHMBOJIYHE IEPEPOKCHHS Ta IpPHHMAE OO
apXETUIIYHOTO Teposl.

Bineoirpm Hacwueni apxerumiuHnMH (Qirypamu HacTaBHHKa abo wmyznpers. [lomiOHi
IIEPCOHAKI  BUKOPHUCTOBYIOThCS Ui TIOSCHEHHS iFPOBOTO  CBiTy TpaBIEBi. IX  cioBamm
pO3’ICHIOIOTHCSI OCHOBHI MEXaHIKH TPH Ta BCTAHOBIIOIOTHCS irpoBi 3aBmaHHsa. B «The Elder Scrolls
V: Skyrim» 3aBmaHHA HacTaBHHKa (ParMeHTYIOTbCA MDK JIeKITbKOMa TEePCOHAXKAMH —
CuBo6OpOANMH, TOIOBAMH ITPOBUX TUTHAIN Ta (pakiiif, 10 AKUX MOXKE JOIYIHTHCS TPABEIlhb TOIIIO.
VY cepii irop «The Last of Us» (2024-2020 pp. Naughty Dog) ¢yHKIii HacTaBHHKAa YaCTKOBO
ZIeJIeTOBaHi irpoBoMy IepcoHaxy J[Koemro, KOTpUil 3a XOIOM CIOKETY MYCHTH IIKIyBaTHCS Ta
HaByaTHy mimriTka B,

3Beprarounch o pobotu K. FOnra ta Kapn Kepensi «Essays on a Science of Mythology»
[Jung, Kerényi, 1969] 3HaxoauMO OMHUC TPUKCTEpAa — apXeTUMYHOI Girypw, MmO YacTo
BUKOPHCTOBYEThCS B irpoBoMy HapaTuBi. 3a KepeHbi 00pa3 TpukcTepa abo OJsia3HS NPOHH3YE
Miooriro BCiX HapoMdiB HE 3BaYKAIOYM HA ICTOPUYHHUI TEPioj UM PiBEHb PO3BUTKY KYJIbTypH. SIK
OIVH 3 HaWAaBHINIMX TICHUXOJIOTEM, TPUKCTEp 3HAXOJUTH CBOE Miclieé y BIpTyaJlbHO MpPOCTOpi
koMm ' roTepHoi Tpu. [lpuknmagamu mepcoHaxiB, MO yOCOOMIOIOTH B COOi 3 OJHOTO OOKY KOMi4HI
CJICMEHTH pPO3IMOBiJi, a 3 I1HmOro OOKy OepyTh Ha cebe (QYHKII MepcoHaKa-KatacTpodu, II0
CTUMYJIOE 3MiHH, MOXYTh cTatu Jlroomcrok 3 cepii «The Witcher» (2008-2015 pp., CD Projekt
RED), a6o Humnepon 3 «The Elder Scrolls V: Skyrimy» (2011 p., Bethesda Game Studios).

[Mopyu 3 irpoBuM aBaTapoM y psi irop peamnidyeTbcs apxeTHmiyHa ¢irypa coro3Huka. Sk
MPaBWIIO, 1€ HEIrpoBHHA APYXKHIH MEPCOHAK-TIOMIYHHK, IO CYNPOBOKYE TpaBIs y MPUTOAax Ha
nusaxy A0 ¢iHanbHOI mili mojopoxi. KoHnenT coro3HuKa BiCTEKYeMO y OLIBIIOCTI HAPATUBHUX
irop, mounHarouu Bix cepii «The Elder Scrollsy, ne cuctema coro3HUKiIB po3ranyskeHa i mae Oarato
Bapiawiii, 1 3aKiHUyIOYM IrpOBUMH iHAI-IpoekTamu, sIKk TO «Disco Elysium» (2019 p., ZA/UM).
@OyHKIIT COIO3HMKA YacTO TMOENHYIOTHCS B OJHOMY IIEPCOHAXi 3 (PYHKIISMH IHIIMX apXETHIIIB.
Hanpuknan, y sraganiit Bumie rpi «Devil May Cry 3: Dante's Awakening» nepemoskena Jleni crae
COIO3HUKOM mpoTaroHicta, a y «Resident Evil 4» BpstoBana giBa B 6imi Emuri ['pexem mounHae
JI0TIOMAaraTtH irpOBOMY HEPCOHAXXyY — 3HAXOUTH MTATPOHU, BUKOHYBATH APiOHI JOpyUYECHHS.

CBoro peaizaililo 'y BiJeoirpax 3HaXOJsATh TaKOX apXETUIU TiHI, SK BHUPAXKCHHS
MiJCBIIOMUX CTpaxiB Ta HEAONIKIB irpoBuX aBarapiB. TiHb HalyacTimie TpeiCTaBlieHa TOJIOBHUM
AHTArOHICTOM cepil 4M OKpeMoi I'pu — (iHAIBHUM 3JI0M, IIEpPEeMOra SKOro € OCTaHHIM €TaroM
MTOJIOPO’Ki TepOsi, Ta iICHYIOTh W CKJIAJHIII BHPaKEHHS IIOTO apXETHUITy, KOJIM CaM IrpOBUH MPOCTIp
MEPEeTBOPIOETHCS Ha MeTaQopHyHE BiAJ3EpKaJieHHs TpaBM aBaTapa TpaBls 4YH HEIrpoOBHX
MEepCOoHaXxiB. Y LBOMY AMCKYpCi LIKaBOIO € cepis irop y xanpi survival horror «Silent Hill» (1999-
2012 pp., Team Silent), n1e miciie po3ropTaHHs CIOKETY - OJHOHMEHHE aMEPHKAaHChKE MICTEUYKO
CaitnenT-I'i711, KOHCTPYIOETBCS SIK BiTOOpaXKeHHS TPaBM TepoiB cepii, sIK TO BTpaTa OJIM3bKUX JIOAEH
M CEKCYyalbHE HACHILIS.

Anensiisi po3poOHUKIB Bifeoirop N0 Mi(QOJOTIYHUX CTPYKTYp HE 3aKiHUyEThCS Ha
BUKOPUCTAaHHI TpUHIUIY MoHOMiy Ta apxerumiB. Sk Bin3Hauae Amwnamapis Tomop , irposi
JMICKYPCH TIEpETIOBHEHI peruTikaMu Ha psii MidolnoreM — o0pasy CBSIIEHHOTO JKEPTBONPHHOIICHHS
Ta BOCKPECIHHS, eJeMeHTaMu Kocmoioriunux wmigiB tomo [Todor, 2010]. Takum unHOM
MPUCYTHICTh Mi()OJIOTIUHUX CTPYKTYp y BHTraJlaHHX BIpTyaJbHHX BCECBITax BiZ€OIrop CTBOPIOE
LMK TUIacT MaTepiaiy Uil BUBYEHHS peiHKapHauii apxaiuHux MigojoreM B Cy4acHOMY CBITi, sSIKi
MOXYTh OYTH HE NPOCTO NEPErNIIHYTUMH, SIK y BUMAAKy 3 KIAaCHYHMM KiHemarorpadowm, ane i
0CcOOMCTO TMEPEeKUTUMH TpaBLEM, L0 HaOJIMKa€e IrpOBUI JOCBIJ 10 aKTUBHOI peaizawii apxaiuHux
pHUTYyaliB Kpi3b PU3MY CyYacHUX iHTEPaKTHBHUX Meia.
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VIDEO GAMES AS A SPACE FOR RECONSTRUCTING MYTHOLOGICAL STRUCTURES

The article is dedicated to the cultural-philosophical study of the video game space as a place for the
reconstruction of archaic mythological structures. The study of narrative video games, which emerged in the
early 1980s, represents new media that interactively transmit mythological motifs into the gaming
experience. To identify and study mythological elements in video games, the methodological basis includes
the works of C.G. Jung and C. Kerényi, who developed concepts of archetypes in culture. Also utilized is the
concept of the monomyth by J. Campbell, which involves the realization of the hero's journey cycle initially in
legends and myths, and later in narrative artistic structures. The novelty of the study is determined by the low
level of research into the replication of mythological elements in the environment of new interactive media.
Analyzing the universality of myth in gaming realms is part of a comprehensive approach to studying the
phenomenon of video games and is an important element of the non-reductionist concept in the field of
Game Studies. The relevance of the work lies in the need to comprehend the video game experience as a
practice of personal living through history by the player, rather than passive contemplation.

The study identified trends in constructing plots in narrative games according to the principles of the
monomyth. In narrative games of the late 20th century, we find more primitive expressions of monomyth
elements, often associated with technological limitations in construct implementation. Instead, video games
of the past two decades reflect the monomyth in its entirety, characterized by complications and repetitions
of the hero's journey stages.

Equally pronounced are the reconstructions of archetypes and archetypal figures in the video game
space. Thus, among the first archetypal figures in the gaming industry are the images of the hero, translated
into the player's avatar, the damsel in distress - as a plot-forming element, and the gatekeeper, realized in
level bosses. Modern narrative games allow for the differentiation of additional archetypes, such as the
mentor, shadow, or ally.

The main feature of reconstructing mythological structures in the gaming space is recognized as
interactivity and the ability to experience events in a virtual world, which creates a new type of experience for
the player in actively realizing universal mythological motifs through playing myths, rather than simply
observing them..

Keywords: new media, visual culture, video games, archetypes, narrative, monomyth.
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