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2007 pory. Opyry BunyweHo 2011 pokry, Tpetio — 2015. KomaHaa «CD Projekt Red» nounHana
TBOPUTU FPy 3 HEBEJIMKOLO Ipynoto 3 N'ATAecATbox cneuianicTie. OaHak 3aBAAKM NoganbLLIOMy

YCMIXOBI «Te, L0 MOYMHAIOCA 3 KPHXITHOI CTyAll 3 MIHIMa/IbHOK KOMaHAOO, HHUHI MEPETBOPHIOCA Ha

nepenoBoro BUpPo6HUKa ponLoBUX irop, Ae npawroe noHaa 230 oci6 3i Bcboro caiTy»'. 3 NoaBoo

YCHMIWHWMX CUKBENIB KOMMNaHii HaBiTb BAANOCA OTPUMaTH GiHaHCYBaHHA Bif, NONbCLKOro ypaay Ha

PO3LIMPEHHA JOCTiAMeHb B irpoBil LapuHi-. Lia cepia noctana 3a MOTUBaMM LIMKNY KHUKOK AHen

CankoBCcbKOro, xo4a NMCbMEHHWK BKa3yBaB, L0 He BapTO BBaXaTH rpy NPOAOBKEHHAM OMUCAHMX Y
Moro TeKcTax nogiit’. Crepluy aBTopu NnaHysanu [03BONATH rPaBLLAM CTBOPHOBATH BACHMX

nepcoHaxis®, oaHaK 3rofoM AiNLINM BUCHOBKY, LU0 BApTO 30CEPeaUTH yBary Ha icTopii lepansta 3
Pigii, anxe B MNonbLui KHUKKKM Bynn nobpe 3HaHi. [paBLA 3HaMOMUTL i3 NPOTAroHICTOM Bi3yani3aLis
noaiv i3 pomaHy «OcTaHHE HarkaHHA», Ta M 3arasioM i3 KHUHKOK 3ano3nyeHo 6arato eleMeHTIB,
30KpeMa nokauin i nepcoHaxis. NMogaii posropratotbea B Xl cToniTTi, i X04a rpa ¢ikcye nepiog,
HeMae HifKMX ABHUX CBIAYEHb NPO Te, Ae came TOYMTbCA CloxkeT. [paButo Bigoma nuwe Ha3sa

bIKLIMHOrO CBITY, Y AKWMIM MOro 3aHyptotoTk: Temepis.

Hanbinblia cknagHicTb aHanidy cepeHbOBIYHUX GEHTESIMHKUX iIrop NOMArae He Tak B 0COBNMMBOCTAX
camoi rpu, Hag, KO MpaLoe Lina KoMaHaa cneuianicTie, AK y nocTaTi iHTepnpeTtatopa. Cnpaegi,
XTO HaMKpalle 3gaTeH NpoaHanisyBaTk Cy4acHUM TBIp, yNMcaHuM y cepeaHboBidHy aTmochepy? YHu
MEeZIEBICT, AKMM NIErKO MOXKe NOMITUTM 6a30Bi anto3ii Ta 3 NepLLIOro NornaAay PO3MeKyBaTH iICTOPIO M
babyny? Y gocnigHMK CyvacHoOI KynbTypH, AKMM NPaLIOE 3 MPOMIMKHOK JTAHKOK MiX CbOrOAEHHWM i
CcepeaHbOBIYHUM KOHTEKCTOM, HEOAMIHHO MiNOWCLMMNIHAPHOK, OAHAK 3aBHAU PUSKKYE He
NMOMITUTHU BaXIIMBUX CepeaHbOBIYHWUX AeTanen? Ui 3annutaHHA — cTepeoTUnHI NpUKNaaM niaxoais Ao

TaKMX AOCNIAKEHb, MPOTE KOMEH BapiaHT 34e6iNbloro CNMpaeTbCA Ha TOM CaMUM NMPUHLMM:

HeoObXiIHO BpaxoByBaTH BGi YaCOBI BUMIPH, fAKi € Y diHanbHOMy 06’eKTi’. EaMHa PO3BIKHICTL Mim
ICTOPUKaMK — Lie NepCrneKTUBa: OAHI WyKatoTb BUAO3MIHEHI haKTh 1 dirypy MUHYNOro B Cy4acHOMY
TEKCTI; APYri, HABNaKW, BUABNAOTb KYNLTYPHI CNIAWM CbOrOAEHHA B MUHYNTOMY, AKOrO Bifblue He iCHYE.
O6uvaBa nigxoamn 3aCTOCOBHI A0 YUCNEHHUX PEHTEBIMHMX IfOP Ha CepenHbOBIYHY TEMATHKY, | BUBIp
Mi¥ HUMK — ymcTa PiKLiA: WOMHO cepeaHbOBIYHWMI MaTepian NepenoMIOETLCA Yepes NpUamy
pO3BadanbHOro Meaiymy, BiH cTae 06’'€KTOM Cy4acHOi MogmoiKalii, 60 BaXKUTb yKe He Tak Moro

NMOYaTKOBMM CEHC, AK PYHKLLA ICTOPUYHOIO IHCTPYMEHTY, WO 06CnyroBye rpy Ta ii HapaT1BM,

. -~ 6
CTBOPIOKOYU peaniCTUYHUM edeKT .

3aHyptotoumnch y CBIT «BigpMaKka», rpaBLi ax HifIK HE O4iKyHOTb, LLLO rpa 3anponoHYE iM TOYHUH

BiLOWUTOK CepeaHbOBIYHOI enoxu. 34aeTbCA, BOHU 3a AOMOMOroH ayaioBidyasbHUX NiAKA30K, AKi

MOMHa LUBMAKO 3PO3yMiTH’, MparHyThb NiATBEPAMTH BNACHI — AABHI YW LLOWHO HabyTi — 3HaHHA® Npo

KyNbTYPHUM KOHTEKCT Tiei A06W. [paBLAM NOCTIMHO NPOMNOHYOTL ICTOPUYHI, apXITEKTYPHI, MOBHI,
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penirivHi M HaBiTb reorpagiyHi BKa3iBKM Ha cepeaHbOoBIYYA, NOB'A3aHI 3 eneMeHTaMu Cy4acHoi

KynsTypr®. YTiM, 261 HACONOAUTUCE | 3PO3YMITH Fpy, 30BCIM He 060B'A3KOBA 3AATHICTL NPOYNUTATH

yCi CepeaHbOBIYHI anto3ii: BOHW CKopiw 3abe3neyyoTb Bia4yTTA JOCArHEHHA Ta BAOBOMIEHHA CBOIMMU

3HaHHAMK . Lle no6pe NOMITHO Ha YncneHHUx bopymax, NPUCBAYEHUX «BiabMaKosi», Ae He3niYeHHi

rpaBLi pagitoTb, 3HAMLWOBLUKW NOAIOGHICTE Mix ByAiBNeto 3 rpu M ICTOPUYHOKD CMOPYAOH 3 CEPEAHIX

IR
BIKIB .

I'paBui 3 pisHUM COLIOKYIBTYPHHUM JOCBiOM BBAKAIOTh
IrpoBi rineppeasicTUUHI €JICMCHTH CIIPABKHIMHU JJOTH, JTOKH
Ti IPYHTYIOTbCS HA NIEBHIM PALIOHAIBHOCTI.

CepenHboBiyHi enemeHTH «BigbMaka» NponoHytoTb rpaBLAM ABa OCHOBHI TUMKW B3aEMOAT —

BisyanbHWi i ayaianbHuii'®, AcKpaBuit NpUKNaz, BidyanbHOi NiHMBICTUYHOI B3aEMOAji — BUKOPUCTaHHS
PYH HanpWKIiHLi HaBY4anNbHOrO CIOXETY Ta rnaronunyHoro andasity B micTi Bisima. BizyanbHa
ICTOPMYHA B3aEMO/IA NOCTIMHO HaABHA B AOBKOJMLLHIM aTMOCdepi 3aBAAKN apXITEKTYpPI IrPOBKX
6ynisenb. AyaianbHa B3aEMOAIA TUMYACOM YTiNeHa AK y My3uui, Tak i B gianorax. [Mopyu i3 myaukoro
rpa NPOMNoHy€e 3BYKOBI ePEeKTM Ha KLITaNT 3BYHY, 3 AKMM 6't0TbCA OAMH 06 0amH medi. MyanKka y
«Bigbmary» nogaHa yepes 6apais, YMi NiCHI NpoaoBkytoTb Tpaauuito moteTie Xl cToniTTAa, ane Bxe
moamoikoBaHy BrnnmMBamu BigpoaeHHa uporo ctuito B XVIII i XIX Bikax. Po3ymiti komnoauuito #
apaHmyBaHHA NiCeHb | HAPATMBHOIO ACMEKTY iIX BUKOPUCTAHHA y rpi NOTPIOGHO, W6 BiAYYTH IXHI
cepenHbOBIYHI BUTOKM. Hanpuknaa, npucnyxaoumcb A0 3BYKOBMX ePEKTIB, MOXHa NpoaHanisysaTu
3BYK, i3 AKMM [epankT BUMae Meua, cTaroum 40 6010, | TaK ynisHaTH, AKi MaTepiani BUKOPUCTAHO
ANA NixoB. AKLLO X BOHM e W Bi3yaslbHO NpeacTaBreHi, To, MOPIBHABLUM 3 apXeOos1oriYHUMM
nam’ATKaM1, MO¥Ha BU3HAYUTU MEXI ICTOPUYHOIO Nepioay, AKUM HaOUXaNNCA reMMan3anHepu.
Hianorn He MeHLW BamMBI, age Aat0Tb O4EBUOHI MIAKA3KM LLLOAO COLaNIbHOI CTPYKTYPH 1

[03BONAIOTL 3p0O3yMiTH, Ae Nnepebysae MepantT Ha WKani cycninbHoi iepapxii. laeTbca npo Te, 4u

HeirpoBi MEPCOHaXi BBaXKaOThb BiAbMaKIB BUrHAHLAMM'®, 4K, HaBMaKu, He 3BEPTaKTb Ha HUX HOOHOI

yBaru.

MoBa 1 MicbKe cepenoBHULLE — Lie Bi3yanbHi CEpPeAHbOBIYHI €EMEHTH, 3a A0MOMOro AKMX aBTOpPH

HaM4acTile KOHCTPYHotOTb CBIT «Bigbmara». BoHW cami cnoBHeHI CeHCIB, a BUKOPUCTaHHA

Bi3yanlbHUW NEMTMOTHMBIB LLi CEHCH A04aTKOBO amiuHroe'. Mosu BigcunaoTb Hac o KOHKPETHMX
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Hauit, a ypbaHICTUYHE TNO CKNAfAETbCA 3 HU3KKU apXITEKTYPHUX CTUIIB, 3aKOPIHEHKX Y TPAAMLLIAX
OKpeMUX perioHiB. AHani3ytoum NOXoaKeHHA, ICTOPUYHUIM PO3BUTOK M E€BOSIOLLIKO CYKYMHOCTI
CepeaHbOBIYHMX €NIEMEHTIB, MOXHA BUABUTH, AKOKO MIPOKO reMMan3anHepu Brnenu peanbHi
cepeaHbOBIYHI HapaTuBK B LuMbpoBy ¢abyny. Lle x intocTpye piBeHb 3MiHW cepeaHbOBIYHMX
NnepLIOAKepen 3aNIEKHO Bif, LOCTYNHUX METOAIB IFPOBUX MaHINynALIM — TaKKX, AK PeaniCTUYHICTb

Bi3yasibHOI penpe3eHTaLii NTeMTMOTUBIB.

CouijonoriyHi focnioKeHHA Nokasanu, Wo nporpamMHe 3ab6e3neyeHHa MOKe CTaTh aKTUBHUM — AKLLO

He He3aMiHHWM — Y4aCHMKOM iFPOBOro NPOLECY *, afMe BOHO 3[aTHe BNIMBATM Ha BMGIp rpasLa,
HaBiTb CMOHYKatOYM MOro 3MiHKOBaTK caMy irpoBYy CTpaTerito. 3amicTb 06MeKyBaTUCA EAUHUM
pakypcoM, NoABiMHe Bi3yanbHO- aKyCTUYHE KoayBaHHA [03BONAE GiKCyBaTUCA Ha PI3HUX
cepeaHbOBIYHMX enemMeHTax. [paBeLb OTPUMYE 3MOry 3a BnacHWMM BnogobaHHAMU 06upaTH, AKi

came anto3ii 3 3anNponoHOBaHMX y Fpi 3aTpuUMaTH B Nnam'aTi. AKTOPHO- MepeeBa Teopia CTBEPOMHYE,

LLLO OKPEeMi eNlEMEHTH MOKYTb OiATH AK rineppeaaniCTb16, i Le aKkTyanbHO AnA rpasuiB «Bigbmaka»,
AKI He 34aTHI apryMeHTOBaHO PO3PI3HUTU CEPEAHBOBIYHE AKEPeNno M cy4acHe HawapyBaHHA. Ha
nymRry MaHa Bogpispa, konv enemeHTH NepeTBOPIOOTLCA Ha rineppeanbHi, 06MIH CTa€ MOKIMBUM

fvLe Mix aktaHToM (rpaBLem) | OKpecrieHoo Mepexeto (rpoto) — ix GiNblue He MOMKHa MopPiBHIOBATU

3 peanbHUMK, BIIOMUMM HaMm cyTHoCTAMM . OfHaK KoMK rpaBeLlb NOYMHAE MIAXOAUTH A0 iFpOBOro
npoLecy iHTEHLioHanbHO abo pauioHanbHO, TO NPOoNpPaLboBaHi B rpi KOHLENTU MOXYTb ByTH
MOLUMPEHI 1 Ha JOCBIA, peanbHOro CBiTy. 34aTHICTb MpaBLLA 3aCBOITU OCHOBW CEPELHbOBIYHOI iCTOPII
3aBAAKK ypOaHICTUYHMM | MOBHWM enleMeHTaM, BUKOPUCTaHUM y «BigbmaKroBi», 3anexuTb Big, TPbOX
daKTopiB: peanbHOro cepegHbOBIYHOMO Aepena, CaMoro rpaBuA M iHAMBIAYanbHOro irpOBOro
npouecy. KopoTKo Kakyuu, cepeaHbOBIYHI NOCHNaHHA y «Bigbmary» cKepoBaHi Ha Be HaABHI y
rpaBLA 3HAHHA NPO L0 ernoxy, TOX YaCTKOBO 6a3yoTbCA Ha peanbHWUX NpuKknagax. [pasui 3 pisHUM
COLLIOKYNBTYPHUM LOCBIAOM BBaMatoTb iFPOBI rineppeaniCTUYHI eNeMeHTH CpaBKHIMU AOTH, OOKM Ti
IPYHTYIOTLCA Ha MEBHIW paLioHanbHOCTI. TOGTO He BaXIMBO, HACKINbKM NpaBauMBi NIHMBICTUYHI,
yp6aHICTUYHI YK iHLWI 06pa3un MICTUTb IFPOBUIM NPOCTIP, AKLWO rPaBeLb He BiPUTb, LLLO rpa MOXe iX

TOYHO 306pa3uTK.

Tea de Rougemont, «Medieval Elements In-Game», in «Temeria as a Virtual Past: When medieval
influences and contemporary outlook merge in the video game "The Witcher"», Université de
Srasbourg, 2018.
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Warning: count(): Parameter must be an array or an object that implements Countable in
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