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BCTYN

YopHoOmMIbCHKa 30HA Biquy>KeHHs (Haii «30Ha» abo «30Ha BiIdyKESHHS),
mo Oyma yrBopeHa y 1986 pori [moBKoia emineHTPY KaTtacTpodu
Ha YopuoOmnscekii AEC, mpomomxkye OyTH DKepelioM HATXHEHHS JUIs
MHTI[B, 10 MPALIOTh 3 Pi3HUMHU (GopmaMu Mexia. AKTHBHA peduiekcis
Ha (eHoMeH 30HM y TOMYJSIPHIN KyJIBTYpi HOpOJMiIa IOBKOJIA HEl CKIIAIHY
i camoziocTaTHIO Mi()oJIOTito, sIKa iICHY€E Ha MEPEeTHHI BUTaJKH Ta PEAIbHOCTI.
3 omHoro OOky — 30Ha SIK pe3yJbTaT PealbHOi TEXHOTCHHOI KaTacTpodu
3 TpariYyHUMH HACTIKaMH, 3aJIMIIAETHCSA Y (POKYCi €KOJIOTTIHUX, ICTOPUIHIX
W aHTPOMOJNIOTIYHUX JHCKyCiil. 3 iHImoro G0Ky — CKIagHHil KIyOOK 3 0co-
OucTux icTopiii, KOHCIPOJIOTii Ta HAMiBMICTHYHHUX IEpEeKa3iB MPO HAIIPH-
pomHi deHoMeHH y 30Hi, HaJMXarOTh MUTIIB HA HOBi Xy0KHi iHTepIpeTartii’.

HasBHICTh IIMPOKOTO 3aIUTy HA OCMUCIEHHS 30HH BIIIYKEHHS Yy Ccydac-
Hilf KyIpTypi MOXHA TIOMITUTH Yy DI3HHX TBOpYHX cdepax. 30Kpema Ipo
I[e CBiIYaTh YCIIXW, HANPHKIAA, KHIKKA HOOETIBCHKOI JlaypeaTK 3 JIiTe-
parypu 2015 poky Ceitinanu AnekcieBrndy «HOpHOOMIEChKA MOJIMTBA: XPOHIKa
MaiOyTHROro» (2013), pelTHHroBoro XymoxHbeoro cepiany «HopHOOHIIB»
(2019) pexucepa FOrana Penka, a Takox BiZieoirpoBoi cepii Biji yKpaiHChKOT
crynii GSC Gameworld «S.T.A.L.K.E.R.» (2007-2024).

Bomnouac «S.T.A.L.K.E.R.» He enuHa Bigeoirposa cepisi, Ka 3BEpTa€ThCs
o obpasy 3oHu BimaykeHHs. Bin mouyarky 2000-X pokiB BOHA BHHHKAE 5K
Mmicie nii y Oararbox Bifeoirpax, 30KpeMa i y Takux, 10 HaOyJau HaBiTh
IIAPIIOTO KOMEPIIIHHOTO yCcmixy, Hik po3poodka Bix GSC. Tak, Bigeorpa «Call
of Duty 4: Modern Warfarey, 1o Buiinuia B oIMH pik 31 IepIoro rporo y cepii
«S.T.A.L.K.E.R.», TakoX MICTUTH piBeHb, Hif SIKOTO PO3TOPTAETHCSA Y MICTI

! Hundorova T. Post-Chornobyl: From (Non) Representation to an Ecocritical
Reading of Nuclear Trauma. Slavia laponica. 2021. VVol. 24. C. 59-75.
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[Ipun’aTe — KyNBTOBIM TYpHUCTHYHIN JIOKaIlii, 10 3aliMae OAHE 3 TOJIOBHUX
MiCIIb B ITOIIKYJIBTYpHIH iKoHOTpadii 30HH BiI4yKEHHS.

VYenix «S.T.A.L.K.E.R.» Ta «Call of Duty 4: Modern Warfare» nopoxus
y BiZIeOIrpoBii 1HIYCTpii CBOEPIAHUIA HYOPHOOMIBbCHKHMI TpeHI. Bce Oinblie
aBTOpIiB 00OMparoTh 30HY BiAUYKEHHS MicueM il JJisl CBOiX pO3po0OK, THM
caMuUM po30yJOBYIOYM Mi()OJIOTi30BaHE YSBIEHHS NPO HEi SK TEPHUTOPIIO
HeOe3MeYHNX PHUToJl, TApaHOPMaJIbHUX SBHUII Ta EK3UCTEHIIHHNX ITOLTYKIB.

Jami MU pO3TISTHEMO XPOHOJIOTIFO PO3BUTKY BINEOIrOp, SIKi areol0Th
Mo Temd 30HH BiIUYXXCHHS, HA TPHUKIAAI HAWIOMyJSPHINIMX —Cepii
(«S.T. ALK.ER.», «Chernobylite», «Call of Duty» Ta iH.), a Takox
MOKaKeMo, SKUd came MidoorizoBanuii 00pa3 abo obOpasu 30HH BOHH
KOHCTPYIOIOTb.

1. MNpeaTeui Biaeoirop Npo 30Hy BigYY>KEHHS

Xo4a XpOHOJIOTIYHO TMepIla YacTHHA YKPaiHCBKOI BifeoirpoBoi cepii
«S.T. ALKER» («S.T.ALK.ER.: Tinp YopHOOMIS») — MOXKE BBaXKATHCS
HaWNepuIoro i HaWBIUIMBOBIIIOI TPOI, 3aQyM sIKoi 0Oa3yeTbcs Ha 30HHU
BiUY>XCHHS, CIiJ] 3a3HAYMTH, IO 1 BOHA Mana CBOi mpearedi. Bimeoirposi
KPUTUKH 1 mpodinbHI BUIAHHA  BH3HAYAIOTP TEMATHYHHHA  JKaHp
«S.T.ALKER.» K «IOCTANOKATINTHYHUI» — TOOTO e irpu, Jis SKuX
pO3rOpTaEThCA Yy CBITI MiCHA BENHMKOI KaTacTpodu, sKa YHEMOXKIHBIIOE
MOBEPHEHHSI 10 CTApHX MOJENEH KUTTSA Ta 3BUYHHUX VSIBICHb MPO «HOP-
MaJIbHICTB». Y peanbHOCTI TP Taka KaracTpoda Jyxke 4acTo Mae rio0aibHUN
xapakrep (CBIT ITCISA APYroro MPHIIECTs, MaIiHHS METEOPHUTa, II00aTbHOI
sIICPHOI BiliHM, HaIecTs 30M0i Tomo), aje y Bumanky 3i «S.T.A.L.K.E.R.»
YMOBHHI TPOCTIP MICIsA KiHI[S CBITY JIOKaTi30BaHHN 30HOKO BiTUy>KCHHSI —
OTOPO/DKEHUM IIEPUMETPOM, IO IepedyBae ITii OXOPOHOI BIHCHKOBHX.
lNmoreTnuHMit CBIT 3a MeXaMu 30HHM TMPOJOBXKYE ICHYBaTH, SK 1 paHiIle,
Ta TpaBelb 3 HUM HiIK He B3aemojnie. BiH Mae 3Mory mepecyBaTHcs JHIIIE
BHYTPILIHIM TEpUMETPOM, SIKMH Je-(hakTo IJIsi HBOTO 1 € yCiM CBITOM,
3MOJIENIFOBAHUM Y BIPTYalIbHOMY IIPOCTOPI TPH.

TemaTnuHHit >KaHpP IOCTANMOKATINTHYHUX BiJEOIrop  3apOmKYETHCS
y CIHA mre y 70-x pokax XX cT., y yacu XojnoaHoi BirtHu. [TocTiiHuit cTpax
nepesl MOXIIMBOIO SIZICPHOIO 3arpo30i0  3HAXOAUTH CBOE  BiOOPaKEHHS
B IHTEPAKTUBHIN IrpoBiii GopMi Pi3HOTO CTHIIIO — BiX IIyTEPiB J0 POJHOBHX
irop. «Wasteland» (1988), po3pobieHa amepukaHChKOW cTyadiero Interplay,
Oyna OAHIEIO 3 MepIIMX TaKuX Irop, Jie BIAJIOCS KOHILENTyalli3yBaTh
JICTATI30BAHUH 1 IUTICHUI MOCTAMOKATINTHYHHUNA CBIT, IO JIO3BOJISIB TPABIICBI
HIMPOKY cBoOOy nii i nepecyBanHst. [loxii « Wasteland» posroprasnmcs micis

2 Mousinho G. A. A. de Menezes. Bombs and ruins: apocalyptic and post-apocalyptic
audiovisual narratives from the cold war and beyond : PhD Diss. / Federal University
of Rio Grande do Norte, 2018.
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rimoretnynoi simepHoi BiHM Mk CIIA Tta CPCP, sxa mneperBopuia
MOBEPXHIO 3eMJIi y PaliOaKTHBHY MyCTelto. [ paBIieBi IPOMOHYETHCS B3ATH Ha
cede KepyBaHHs TPYIOI IIyCTEJIBHUX pPEHHIDKEPIB, L0 IOJOPOXKYIOTh
HeBayoto, nonomararous MiCIIEBUM TIOCTANOKATINTUYHUM MIKPOCHLIBHOTaM
PO3B’A3yBaTH pi3HOMaHITHI NpoOiieMu ¥ KOHQUIIKTH. I'pyna mpoTaroHicTiB
3ycTpiuae Ha CBOEMY ILIIXY 3apaKeHi pajialli€lo TepuTopii, MOKUHYTI
JIOBOEHHI TEXHOJIOTii, HEOE3MMEUHNX MYTAHTIB, @ TAKOXXK B3AEMOJII€ 3 YHMCIICH-
HHMH YIPyTOBAHHSMH, IO yTBOPHJIUCS HA YIaMKaX IOBOEHHOTO COIiyMy".
Qaktnyno «Wasteland» craB 3paskoM HYKIEApHOTO IOCTANOKAJIIICUCY,
Ha SIKAH OpIEHTYBAaTUMYThCS PO3POOHHUKH HACTYITHUX BiICOIrop.

OcobnuBo BaximBy poib «Wasteland» Bigirpaia y CTBOpPEHHI Haiiro-
MyJISIPHIIOT y CBITI mocTanokaminTiuyHoi cepii Bigeoirop «Fallout». Ilepria
rpa cepii, o Takox po3podisuiacs cryaiero Interplay, Buiitwia y 1997 poui
i BiI mouatky IuiaHyBajacs sik nponosxkeHHs: « Wasteland». Yepes mpobnemu
3 JIIEH3yBaHHSAM Ta MPaBOM BJIACHOCTI HA (paHIIM3y, L0 3aIUIIHIOCS
3a BuAaBleM rIpH, kommasiero Electronic Arts, Bin imei NpogoOBXeHHS
noBenocst BigMmoBuTHCs. HoBa Tpa orpumana Ha3By «Fallout» i 3acBoina
y cBoeMy am3aiiHi HaiBmaminmn inei «Wasteland». Po3poOnukn crBopuin
HOBHH TIOCTAIlOKAIINTUYHNH CBIT, KU TaKOXX PO3IOBLAAB MPO XHUTTS ITICIIS
smepHoi BiftHHM, ame mporo pasy Mibk CIHIA Ta Kuraem. ['paBems kepye
BUXIIIIEM 3 MiI3eMHOTO CXOBHIIA, I€ XUBYTH JIFOIH, IO BPATYBAIWCH BiX
simepHoi  BiiHW. ['OMOBHMK Tepod, HApOMHKEHWUH TMim 3eMiiero, BIIEpIe
BUXOIUTH y 3OBHIIIHIM CBIT, 00 3HAWTH 3aMIHHHMK IS 3JaAMaHOTO YHIIa,
KA KOHTPOJIIOE CHCTEMY OYMIIECHHS Boau y cxouiui. Iloaii rpu posrop-
TaroOThCS, SIK 1y BHNaAKy i3 « Wasteland», y mycrenbHill MiclieBoCTi Ha 3axif-
HoMy y30epexoki CIIIA. OcobamBoi cBoepimnocti cBity «Fallouty Hanae
perpodyTypuCTHYHA Bi3yanbHa CTHJIICTHKA, IO BIJCHIAE A0 Mi3HBOTO ap-
JIEKO Ta CTpIMJIAHH-MOJIEpHY CepeiMHH XX CT. — Iepiofy MiCISIBOEHHOTO
J06po0yTy ¥ crioxuBanpkoro ontuMizmy y CILIA, skwii mapagokcaibHUM
YMHOM TIO€JHYBaBCS 31 CTpaxoM MOXJIMBOI SnepHoi BiiiHM. Sk 3a3HavaroTh
nocmigaukn Jatiep-Bizepdopa i me Iloditep, Taki mocTamoKaminTHYHI iTpH
(YHKIIOHYIOTD SIK KPHTHKA HEONIOepaIbHOI KyIbTYpH BHKHBAHHS'. Takmm
9HHOM anbTepHaTHBHUI CBIT «Fallouty mepeTBOproeThcs Ha ipOHIYHY,
Bi3yasrizoBaHy MeTa)opy aMepHUKaHCHKOI KYJIbTYPH, 31 BCiMa 11 POTUPITUSIMH.

JHpyra wactuna Buiesraganoi cepii, Fallout 2 (1998), Moke BBakaTHCs
OJTHIEIO 3 HAWMEPIIMX KOMIT IOTEPHHX irop, siki o0irpytoTh TeMy YopHOOHIIb-
CbKOT KaTtacTpodu, xo4a i He y mpsMHi cnoci0. Y clokeTi Ipu € mobidHe
3aB/IaHHS, IIOB’SI3aHE 3 aTOMHOIO EJIEKTPOCTAHIIEI0, sika 30eperiacs IMicis

® Maher J. Wasteland. The Digital Antiquarian. 2016. 26 mor. URL:
https://www.filfre.net/2016/02/wasteland/

* Dyer-Witheford N., de Peuter G. Games of Empire. Minneapolis : University
of Minnesota Press, 2009. C. 120-145.
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AfepHOi BiiHM y BWTamaHOMy MicTi [ekko. ['paBIIO HarOTh MOMIIMBICTH
BIJIPEMOHTYBATH PEaKTOp, IO BUKWIAE LIKIUTBI PEYOBHHH Y TPYHTOBI BOJIH.
SIkmio rpaBLEBI HE BIABAJIOCS BIOpATUCS 13 MM 3aBJAHHSIM, TO PEAKTOP
3arpoXyBaB BHOYXOM Ta MOAAIBIINM 3apaKEHHSAM YCi€i JOBKOJMIIHBOT
MicreBocTi pamioHykiigamMu. CuTyallisi JOBKOJA IHOTO 3aBJaHHS Ma€ SBHI
amo3ii Ha aBapito Ha HAEC. I xoua y rpi HeMae NpsIMUX 3rajiok came Ipo
katactpody y YopHoOuii, BoHM € y (hanmax rpu — Qaiin, y SKOMy MICTHThCS
imopmartis mpo nokamiio micra Iekko, Mae HasBy «uh oh chernobly’.
Lle Moxe OyTH yMHCHHM BIJICHJIQHHSM, SIKE PO3POOHMKH 3ATHIIVIIH IS
TpaBIliB, a00 TMPOCTO CBIAYCHHS TOTO, IO aBTOPH IPH CTBOPEHHI IHOTO
3aBJIaHHS HaJUXaAJIMCS caMe icTopiero mpo aBapito Ha YAEC.

Ille onHa cepisl, AKy BapTO Bi3HAYUTH SK BaXIHMBY IPEATEdy IO IOSBH
Biieoirop npo YopHoOmibCcbKy Karactpody, e myTep BiJ mepiioi ocodu
«Half-Lifey. ITepmia rpa cepii Buiinuia y 1998-my poiii i po3noBigae icTopito
TEXHOTeHHOI KaracTpody y HayKOBO-IOCIHIJIHUIBKOMY KOMIUIEKCI y ITyCTeni
B Hpro-Mekcuko, CIIA. I'paBenp kepye CmiBpoOITHHKOM OJnHi€T 3 abopa-
TOpili KOMITIEKCY, SIKMI Ma€ IPOBECTH EKCIIEPHIMEHT 3 PEKTOPOM, aJie ITifl Jac
Horo BHKOHaHHS CTaeThcad KartacTpoda. lle mpu3BOOMTH 1O BIIKPUTTA
MHOKHHHHX TIOPTaNIB y HapalelibHy peajbHICTh, 3BIJKH Y Halll CBIT MOTpari-
JISFOTH YHCIIEHHI HeOe3neuHi MOHCTPH. ['paBels BIDKMBAE MIiCIA KaTacTpou
1l HaMaraeThCsl 3HAUTH CTIOCOOW TPUITHMHEHHS BTOPTEHHS 3 1HIIIOTO CBITY.

OcHoBHa croxeTHa 3aB’si3ka «Half-Life» e nommpene HaykoBo-(aHTac-
THYHE KIIIIe PO eKCIIEPUMEHT, KM BUXOIUTH 3 MMiJ KOHTPOJIO BYEHHX. AJle
HAsBHICTb PEAKTOPa, BEIMKOTO HAayKOBO-TEXHIYHOTO KOMIUIEKCY, a TaKOX
pamiamniiiHoi HeOe3meku (TpaBeilb HOCUTh KOCTIOM, SIKHi CIIOBIIIA€ HOTO IPO
pamiamiiine 3a0pyAHEHHS), HAraayroTh 1 mpo YopHOOMILCEKY KatacTpody, 1o
TaKOX CTayacs y HACJiJJOK eKCIIEPUMEHTY Ha peakTopi. SIKIIo CIoXKeT nepIuoi
YaCTHHM TPHU TOBHICTIO PO3rOPTAETHCS JIOBKOJA i1l BEMKOI TEXHOT€HHOI
katactpodu, To mis npyroi uwactunu, «Half-Life 2» (2004), mepenecena
y Cximny €Bpomy, mo me Outsine HaOmmwkae (paHmn3y A0 YKpaiHCHKOTO
KOHTEKCTY .

Cepis Bimeoirop «Half-Life» mana Benukuil KOMEpIiHHINA Ta KPUTUIHUHA
yCIiX W BBaKAETHCS OIHICI0 3 HAWBIUIMBOBIMIMX, KOJNHM HIETHCS MPO KaHP
HIyTepiB Bix mepinoi ocodu. J[oBkosma cepii I'ypTYETbCS BENMKa CIUIBHOTA
IPaBIIiB, SKi CTBOPIOIOTH PI3HI KOPHCTYBAIbKi MOTU(IKAIlil, MaHIMyIIORYN
(haitmamu ta pecypcamu rpu. Ile no3sossie panaram «Half-Life» posnorinatu

® Cunerko B. B., Py6an 10. B. Impact of the accident at the chornobyl npp on modern
computer game industry. ITpoGiieMu 3HATTS 3 eKCIUTyaTallii 00’ €KTIB sAEPHOT EHEPreTHKH
Ta BiJIHOBJICHHS HABKOJHMIIHBOTO cepenosuiia. C. 257.

® Sabau A. Exploring Virtual Dystopias. A study of architectural stagecraft and
narrative in video games. Case study: Valve’s Half-Life 2. Utopia e Distopia nel Progetto
Digitale. Roma: Gangemi Editore, 2018. C. 69-80.
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CBOi BJIAcHi icTOpii y CBiTi Ipy ab0 HaBiTH 3MIHIOBaTH irpoOBHHA MpoOIEC IO
HEBITI3HABAHOCTI, MOAM(IKYIOUYM HOro mapamerpH il 3alpoBapKyl04d HOBI
irpoBi MexaHiku. CIiji BiI3HAYMTH, IO OJHIEI0 3 TaKUX MOAUQIKaIil, 110
HaOyaM INMUPOKOI MOMyJSIpHOCTI B Ykpaiui, Oyna «Half-Life; YoproOuin»
(2003). V wmi#t (hanaTchKii Bepcii OpHUTiHATIBHOI TPH, TPaBLEBl HOTPIOHO OyII0
NPOHUKHYTH Ha YOPHOOWJIBCHKY aTOMHY ENEKTPOCTAaHIUI0 i 3HHMIMTH i
peaktop. Y 2000-x pokax «Half-Life; YopHOoOMIb» BCTHINIA OTpUMATH
HeoQimiiHy mipaTchKy AUCTPUOYIiI0 Ha (i3UIHUX HOCIAX IO BCill TepuTOpii
MOCTPaTHCEKOTO TipocTopy. [lipaTi BumaBamu Tpy 3a odimiiHy po3podKy i
HOBY 4YacTWHY (paHIIN3W, HABITH IIONPH IyXKEe HU3BKUH pIBEHb SKOCTI
Moaudikariii.

2. Nepuwi Bigeoirpu 3 Micuem gii y 30Hi Biguy>KeHHs

«S.TALKER.: Tiup YopHoOwis» craga MEPIIOK BiICOTrPOIo,
sIKa TIOBHICTIO 0a3yeThCs HAa TeMi 30HH Bimuy:KeHHs. Po3poOka rpu TpuBaia
32001 mo 2007 poky. 3a 1eit 4ac KOHIIEMIisI CEOXKETY 1 CBIT, Y SIKOMY MarOTh
posropratucs TOmil, JeKiUIbka pas3iB 3MiHIOBaBcs. Bin moyarky KHiBChKa
koMaHna po3pobuukiB GSC Game World nnanysana cTBopuTH KOMaHIHUIA
HIyTep 3 TAKTUYHUMH €JIEMEHTaMH, HaTXHeHHUI QinbmoM «3opsiHa Bpamay
(opurinansHa Ha3Ba «Stargate», 1994), y sxkomy rpaBueBi noTpioHO Oyio
JIOCHIIKYBaTH HeBiomy 1wianety. Ane y 2002 pori, micist TOTo, K KepiBHUK
kommanii Cepriii [ puropoBwd, meperisiHyB JOKYMEHTATBHUN QiTbM Mo 30HY
BiITUy)KeHHsI, 3’ ABUIACA ifest mepeHecTH Bei moxii Tymn’. Y 2002-2003 pokax
KOMaHJa PO3pOOHUKIB 3AifiCHWIA KUIbKA MOI3MOK y 3aKpUTy 30HY IOBKOJA
YAEC, 1106 3i0patu MaTepiaian s HOBOI KoHIemnii. barato dororpadiii Ta
BIZICO CTaIM OCHOBOIO JUII MOJCIIIOBAHHS O0’€KTIB Ta JIOKAI[li CBITY TpH.
3aranbHa Tomorpadis i reorpagivHe CiBBiIHOIICHHS OYIiBEIb Ta CJICMCHTIB
iHppactpykrypu y cBiti «S.T.A.L.K.E.R.» He 30iratorecs 3 peanbHUM
nanamadroM 30HM BiguyxeHHs. [lonpu e po3poOHMKaM BIAJIOCS CTBOPUTH
NIEPEKOHJINBE BPAXKCHHS PEabHOI MICIIEBOCTI, HACUTUBIIN ii yMi3HABaHHMH
00’ekTamMu 30HH BiT4y)KEHHsI, 110 BXXE HA TOM Yac CTaNd LIMPOKOBIIOMHMH
TOYKaMH TypHCTHYHOTO iHTepecy. Hampukman, y BipTyanbHiH 30HI rpaBenb
MOYe TT00auNTH HEeHTPaIbHy IUomry Micta Ilpum’ ste, rotens «llomicesy», K
«Enepretuk», 3BaNMINEe pPagiOaKTHBHOI TEXHIKH, O0’€KT «YKPHUTTS» Hax
YersepruM eneprobiokom YAEC Ta Garato inmoro®. I3 KOXKHOK HACTYITHOIO

" JNucaituyk A. Kopotka icropis creopenns rpu S.T.A.L.K.E.R.: Shadow of Cher-
nobyl. ITC.ua. 2022. 16 ciu. URL: https://itc.ua/articles/kratkaya-istoriya-sozdaniya-igry-
s-t-a-1-k-e-r-shadow-of-chernoby!/

8 Kot Y. I. Unearthing the Past: Historical Heritage of Post-USSR Ukraine
in STALKER: Shadow of Chernobyl. Central and Eastern European Histories and
Heritages in Video Games / pea. M. Mochocki [ra in.]. Routledge, 2024. C. 55-80.
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rporo cepil Ll TypuCTHUHA iKOHOrpadis Oyne pO3IIUPIOBATHCH U IIOMOB-
HIOBAaTHCh HOBHMH YITi3HABAHUMHU 00’ €KTAMH.

Croxer «S.T.A.L.K.E.R.: Tinp YopHOOWISD» pO3ropTacThCcs B ajibTepHA-
TUBHIIl peaJbHOCTI, Ae BinOynacs mosropHa aBapis Ha YAEC. Buacmimok
HOBOTO BHOYXy HEBIIOMOTO IIOXOJDKCHHS, 30HY 3allOBHIIM HeOe3meuHi
aHoOMaJlil, MyTaHTH Ta apredakTH, IO MalOThb HAANPHPOAHI BIACTHBOCTI.
Xoya TepuTopiss 30HM BiAUy)KEHHS 130/1bOBaHa BijJ 30BHILIIHBOTO CBITY, Y ii
MIEpUMETP TIOCTIHHO IPOHUKAIOTH TaK 3BaHI CTANKEPH — MOCIITHAKA 30HH, SIKi
TIOJIIOFOTH 3a apredakTaMy i IPOJaloTh iX Yepe3 CHeLlialIbHUX MOCEPEIHUKIB
3aMOBHHKAM 3a MeXaMu repumerpa. CTankepw IUISATBCS Ha pizHI (paxiii,
KO)KHa 3 fAKHX IIepeciliye CBOi iHTepecH, ab0 MpamioOTh SIK OAWHAKH.
I'paBueBi NPONMOHYIOTH CTaTH OAZHMM 3 TaKHX CTaJKepiB Ha MPI3BUCHKO
MiyeHui, sikuii BTpaTUB Mam’siTh. BiH Mae juie OJHYy 3adilKy, IO MOXeE
JIOTIOMOT'TH 3’SICYBaTH, XTO BiH HACIIpaBli, — L€ 3alUC y KUIIEHHKOBOMY
komn 'totepi (KIIK), ne iiperses mpo Te, mo Midenuit Mae po3nrykats i BOUTH
crankepa, Ha iM's Crpinens. Jly)ke MIBUIKO MPOTArOHICT PO3yMi€, LIO Ui
BUKOHAHHS IIHOTO 3aBJaHHS HOMY JOBEIEThCS 3HANTH AOpPOTY A0 LEHTPY
3onu. BracHe 11e i cTae roJIOBHOIO MOTHBALIEIO y JIOCIHIKEHH] BIpTYaJIbHOTO
CBITY TpH.

Ha BigMiHy Bixm miHIHHNX, crokeTHHX ImyTepiB y crumi «Half-Life»
(me Bci noKamii TpH CKIAHAIOTBCA y JIHIAHY ITOCTIIOBHICTD 3 MOXKIIMBICTIO
nepecyBatucst 3aznanerings BusHaueHnM nusixoMm), «S.T.A.LK.ER.: Timp
YopHoOwist» OyayeThesi Ha MPUHIMIN «BIAKPUTOTO CBITY», IO JIO3BOJISIE
IpaBIEBI BUILHO JOCIIIKYBATH 30HY i JlicTaBaTHCS MOTPIOHKUX YISt PO3BUTKY
CIOKETY Micip pisHuME  criocoGamu’. CTPyKTypHO CBIT TIpH BCe Iie
CKJIQIA€TBhCSI 3 OKPEMHX JIOKAlild-piBHIB, IIOB’SI3aHUX TOYKAMH IIEPEXOY.
Komu rpaBeup gocsrac ofHiei 3 TakMX TOYOK, BiJieorpa 3aBaHTAXKYE
B OIEPaTHBHY ITaM’sITh KOMIT' IOTEpa HOBHH PETiOH. Y KOKHOMY OKpPEMOMY
perioHi Moxe OyTH JIeKilbKa pi3HHX TOYOK INEpexoiay IO AEKUIBKOX IHIINX
piBHiB. TakuM 4nHOM BipTyanbHa 30Ha BIAUYKCHHS «3IIMBAETHCS» 3 OKPEMUX
€JIEMEHTIB 3a TPHHITUIIOM «KJIAITHKOBOI KOBIAPW», NAIOYM 1TIO31F0 3HAYHO
Oimpmmoro cBiTy. Ha MOMeHT penmi3y Takmil mimxinm Ao moOyHZOBH irpoBOTO
MPOCTOPY Y ’KaHpi IIyTepiB I1e He OyB MOBCIOJHO MOIINPEHNM, TOMY B I[bOMY
cenci «S.T.A.L.LK.E.R.» MOoXkHa BBaXaT! JOCUTh IHHOBALIMHOKO IUIS CBOT'O
4acy rporo. I'paBenb Moxe WTH 3a CHOXKCTHOIO JIiHIEHO 200 BIABOJIIKATHCS Ha
JIOCITIDKEHHS JIOBKOJIMIIIHBOTO TPOCTOPY, BUKOHYBAaTH CTOPOHHI 3aBIIaHH:,
3aXOJUTH Y Pi3Hi 3aKMHYTI OyiBJi ¥ HIyKaTH apTe(akTH, 0 Jal0Th OOHYCH.

® Zabirko, Oleksandr. "The Affective Landscapes of STALKER." History in Popular
Cultures Volume. 21 (2024): 241.
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Oxwusnenicts BipTyamsHoro cBiTy «S.T.A.L.K.E.R.» 3a0e3neuyerscs
cuctemoro mTyuHoro intenexty A-Life'®. Bona kepye inmmmu crankepamu
W TpymamM MyTaHTIB, SIKIi Tak caMO SK 1 IpaBelb IEPecyBalOThCS II0
BIPTyaJIbHOMY CBITY i MOXYTb B3a€EMOJIATH OJHE 3 OJHUM — BCTYNaTH
B CYTHYKH, JOCITI/PKYBaTH NPOCTIp, BIIANOYMBATH TOILIO. 30HA BiAUY KCHHS
y «S.T.ALLK.E.R» >xuBe BracHMUM >KUTTSIM 1 He 00epTaeTbcs OBKOJA
rpaBisi. KoxeH HeirpoBHii epcoHax po3B’si3ye BIIACHI 3aj1adi, OKIaAal0unch
Ha CBOIO BIIACHY iepapXito moTpeb i mpioputetiB. Lle mo3Bomnse reHepyBatu
BENMKY KUTBKICTh HECIOJIBAHUX CUTYalil, SKi MOXKE CIOCTEpiraTé rpaBelb
a00 HaBiTh y HUX BTpy4aTHCA. TaKkuM YMHOM KOXKHE HOBE IPOXOJDKCHHS I'PH
crae yHikanpHHM. CHCTeMa J[JO3BOJSIE TEHEPYBAaTH HOBI MOMii TaKoX
1y JIOCHIKEHHX paHillle JIOKALisX, [0 CIIOHYKa€e IPaBlisl TIOBEPTATUCS Y BXKE
Bijomi oMy wmicipst. «S.T.A.L.K.E.R.: Tinp YopHOOWIISI» TaKOXK BUILISETHCS
CBOEIO IOXMYPOIO aTMoc]epoto, 10 y MOeTHAHHI 3 TUHAMIYHUMH ITOTOAHUMH
epekTaMy, (POTOPCATICTUYHUMH 3aKHHYTAMH OYIIBISAMH W XIDKUMH
MyTaHTaMH, CTBOPIOE BIMIYTTs OJNU3BKI JI0 JKAHPY TOpOp.

Hacrynni aBi rpu cepii — nonoBaennst «S.T.A.L.K.E.R.: Uncre neb0»
(2008) 1 «S.T.A.LK.ER. Ioxmk ITpun’sti» (2009) — posmmpunn inero
MepIIo] TPy, JOAABIIH HOBI yIi3HABaHI JIOKaIIii 3 peaibHOT 30HM BiI4y>KEHHS,
a TAKOX IIEPEOCMHUCIIMBILY BXKE HASBHHUI BIPTyaIbHUH IIPOCTIp.

«S.T.A.LK.ER.: Uncre He60» Iie TIPUKBEN 10 OPUTiHANBLHOI Tpu. 1i cBiT
CKIamaeTbess 3 mepexommoHoBaHux Jiokamid  «S.T.A.L.K.E.R.: Tinp
YopHOOUIISI», 10 SKUX PO3POOHUKH JOAANH JAeKiibka HOBUX. IrpoBuii mpoiiec
(hokycCyeThCs Ha 3MaraHHi MK Pi3HUMHU (PaKIisSIMH CTaJIKepiB, 0 OOPIOTHCS
3a TepPUTOPIto (IPaBellb MOXKE MPUETHATUCS JO OIHIET 3 HUX). Y JOCKOHAJICHA
cucTeMa IUTydHoro iHTenekty A-Life mo3Bonmmia «HaBYMTHY HEIrpOBUX
MIEPCOHAXKIB CKOOPIMHOBAaHMUM JIisiM. ['paBerb Moke OpaTh y4acTh y CyTHUKax
MDK pI3HHMH TPyHamMH CTaJKepiB, abo 30epiraTh HEHTpaTiTEeT, BUKOHYIOUH
cBoi BimacHi 3aBmaHHA. I[IpoxomkenHs «S.T.A.L.K.E.R.: Uucte HEOO» mae
HOBY TIEpCIIEKTHBY Ha MOAIl Mepmioi I'pH, THM CaMUM IIOTJIMOMNIOYHM il
CIOXKETHY CKJIAJIOBY.

Honii «S.T.A.L.K.E.R. INokmuk Ilpum’sTi» XpOHOJOTIYHO BiIOYBArOTHCS
Bxe micisa «S.T.A.L.K.E.R.: Tinp YopHoOmist». Llporo pasy BipryanpHa 30Ha
BIZUYKCHHS Ma€ IMOBHICTIO HOBHH CBIT, SIKHI HE MICTHTh B OOl JKOIHY 31 BKE
BIZIOMHX JIOKAI[iii TOMepeaHix OBOX irop. I'paBerp AOCTIIKYE TPH BEIHKI
PETiOHW, OJMH 3 SIKUX OXOIUIOE LM MikpopaioH wicta [lpum’sTs,
BiITBOpEHMI1 3 BUCOKUM piBHeM reorpadiuHoi qocrosipHocti. Lle nepmra rpa
cepii, B kit BincytHs YAEC sk nokartiist CrokeTHOT KynbMiHarii. Haromicts
JIEBOBa YacTKa MOAINH pa3oM i3 3aKiHYEHHSM TPU BiIOYBAa€ThCS Y MICBKUX

0 Cicala A. A-Life: An Insight Into Ambitious Al. Black Shell Media. 2017. 24 xosr.
URL: https://medium.com/black-shell-media/a-life-an-insight-into-ambitious-ai-
2eb435fa4054
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nmexoparisix. «S.T.A.LK.E.R. Toxmuk IIpum’sti» moBeprae ¢oxyc Ha
JIOCIITHAIBKUI TedMInIeH 1 TOrMOIII0e BapiaTUBHICTh BUKOHAHHS CIOXKETHUX
1 MOOIYHKMX 3aBIaHb, THM CAMUM HAOJIM)KAIOYKCh Y IUX aCIHEKTaX 0 TaKUX
POJIBOBHX irop, sk «Fallouty.

INoBHoninHa npyra yactuna cepii, «S.T.A.L.K.E.R 2. Cepue HopHoOus»,
Buiinuia y 2024 poui. 3a yac, sIKMH MHHYB Bill BUXOIYy IOIIEpEIHIX irop,
TEXHOJIOT1i TPUBMMIPHOTO MOJICIIIOBaHHS BHHIIIM HA HOBUH SIKICHUH piBEHb,
IO JO3BONIIJIO Peali3yBaTH HOBY BEpCIF0 BipTyalbHOI 30HH BiTdy>KCHHS
3 HebaueHOO 10 Toro peramizamiero. Irposmii cBit y «S.T.A.LK.ER 2.»
Habarato OuTeIIMii i HabaraTo TOYHIIIE BIATBOPIOE Treorpadiro peanbHoi 30HM.
Toukm mepexomy Mik mnokamisimu, sk me Oymo y «S.T.A.LK.E.R.: Tinp
YopHOOWIIS», 3HUKIIH, HATOMICTD IPaBeLb MOXKE MEPECYBATUCS «OE3IIOBHUM)
CBiTOM Tpu 63 Oyab-SKHMX MigBaHTaXeHb i oOMexenp' . Crapi moxarii
BMOHTOBaHi y HoBuii irpoBuii mpoctip «S.T.A.LK.ER 2.», ane ixue
CIIBBITHOIIICHHS Ha KapTi He 30iraertecst i3 TuM, 1o Oyno pamime. e
JIO3BOJISIE HAM TOBOPUTH, IO HOBAa 30HA BiUYXXEHHS 1€ HE JIMIIE AETali30-
BaHIlla Ta «BUIBHINIA» BEPCisl IONEPEIHBOI, sIKa 3alOBHIOE HENOCTYIHI
paHille TPOTaJIMHM MDK BXKE BIJOMHMH JIOKAllisIMH, ane # CBOEpiTHE
«TIepeBUHANICHHS» 0a30BOTO YSIBICHHSI IIPO LIEH MPOCTIp Y peabHOCTI IPH.

lomosrmit Tepoit «S.T.A.LK.ER 2.» — KomumHiii BilficbkoBuid Ha
npizBuchko Cki(, y OyIMHOK SKOTO BiIydae 3arafkoBuii apredakrt. Ckig
po3ymie, 1m0 BiH (apTedakT) MoXOoAuTh i3 30HM BIIUYKEHHS, TOMY BHPIIIy€E
BIANIPaBUTHCh Tymd, o0 3’sicyBaTh mnpuuuHd 1iei mnoxii. Ilo xony
posropranus ctokery Cki B3aeMomisiTHME 3 PI3HUMH IEPCOHAKAMU Ta
(dpakuissMu, SKi HAceNAOTh 30HY, BiBigae 0arato 3HAKOBUX JIOKAITiM.
I'paBIieBi HaJA€THCSI MIMPOKA MOKIIUBICTH BUOOPY y CIOXKETHHUX Jianorax, 1o
MO’K€ 3HAYHOIO MipOIo BIUIMBATH Ha po3BHTOK icTopil. ¥ «S.T.A.L.K.E.R 2.»
TaKOX JIi€ CHCTEMa CHMYJIAIIi JOBKOJIHUIITHBOTO XUTTS A-Life, sika perymroe
MOBEJIHKY 1HIIUX CTaJKepiB Ta Pi3HOMaHITHUX MYTaHTIB y peaJbHOMY 4aci,
1110 BIUTMBAE HA YHIKAIBHICTh KOXKHOTO HOBOTO MPOXOJUKEHHSI.

3aranom mMoxkHa cTBepmKyBaty, mo «S. T.A.L.K.E.R» Bxe noHan 18 poxis
3aNHIIAEThCS (DITarMaHCHKOIO Cepieto, KOIHM HIETHCS TPO irpH, MO0 MPAIFOIOTh
3 TeMoro 30HU BimdykeHHA. Lle miaTBEepHKYIOTH GaraTOMiIBHOHHI TpOJaxKi,
BUCOKI OIIIHKM KPHTHKIB Ta My)KC aKTHBHA CIIUILHOTA IIaHYBAIbHHKIB, sSKa
nposz;IFOM yCiX [MX POKIB CTBOPHJIA COTHI KOPHUCTYBAIlbKUX MoOAuGiKarii
pu

' Argiiello D. N. S.T.A.L.K.ER. 2: Heart of Chornobyl — New Details on Open
World, Gameplay, and Enemy Al Revealed. Epic Games Store. 2024. 13 cepn. URL:
https://store.epicgames.com/pl/news/stalker-2-heart-of-chernobyl-new-details-on-open-
world-gameplay-and-enemy-ai-revealed

Iponaxi rpu «S.T.A.LK.ER. 2 Cepue YopHoOWNIs» HEPEBHUIIN MUTBHOH KO
3a gBa gaHi. Ykpindopm. 2025. 11 wuweps. URL: https://mww.ukrinform.ua/rubric-
society/3930141-prodazi-gri-stalker-2-serce-cornobila-perevisili-miljon-kopij-za-dva-dni.html
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Ille omma rpa, sKa BUIIUIAa HAa KUIbKa MICANIB I3HIMIE HIX
«S.T. ALKER.: Tiup YopHoOWw1Iss» 1 € OIHMM i3 HalpaHIMIMX NPUKIAIIB
peanizaiii 30HM BiIUy>XeHHsS Yy BIPTyalbHOMY BiZ€OIrPOBOMY IIPOCTOpi, —
«Call of Duty 4: Modern Warfare» (2007). Lle myTep Ha BIHCBKOBY TeMy,
TMOJIiT SIKOTO PO3TOPTAIOTHCS Y Pi3HMX reorpadiyHuUX TouKax riaHeTH. ['pa mae
JIBI CHOXKETHI JIiHii, sSIKi 3PEIITOI0 MEPETHHAKTHECS MK coboro. ['paBels kepye
MOYEProBO PI3HUMH TEPCOHAKAMHM, POIILIYTYIOUHM CKJIQJHUH BiHCHKOBO-
MOJITHYHUHA KIyOOK, TOB’SI3aHUI 3 TEMOIO TEPOPH3MY, TOPTIBIi 30pO€r0
1 ZCPHAMH 3aTPO3aMHu.

Opna i3 HaiBimomimmx wmiciit «Call of Duty 4: Modern Warfarey» mig
Ha3Bo «All Ghillied Up» BimOyBaerscs y 30Hi BimdyxenHs. ['paBenn
BUKOHYE CallepChbKe 3aBJaHHs 3 JIIKBIAIli MKHAPOJHOTO TEPOPHCTa 3aKaena,
TOJIOBHOTO aHTAroOHICTa TpH, SKE 3pELITOI IpOoBaTIOeThes. llepm Hik
JcTaTHCS 70 CBOET I, a MOTIM 1 Ha IDIAXY JIO €BaKyallil, TpaBellb pa3oM
3 KEPOBaHUM KOMIT IOTEPOM KOMITaHBHOHOM, IPOXOIUTh HaiyTi3HABAHIIIINMH
MicisiMu 30HU BimuyxeHHs. Y kanp norpamwiitoth YAEC, rorens «[lomicesy,
JK «Eneprerux», Oaceiin «Jla3ypHuit» Ta iHm 00’ekTH, moOpe Bigowmi
typucram. Ha Binminy Bix cepii «S.T.A.L.K.E.R», «Call of Duty» ne nparae
JI0 TIPaB/IOIOAIOHOTO BiTBOPEHHS IIPOCTOPY, TOMY TYTEIUHS 30Ha Biady-
JKEHHSI CTBOPIOE IIMINE 3arajibHe BpaKeHHS Bimomoro micmsg. Jlerami Ta
apXiTEeKTOHIKa TMaHEeIbHUX OYJWHKIB, ABOPIB y CHANBHHUX paifoHax Ta iHIII
eJIeMEHTIB 1H(QPaCTPyKTypH MaroTh He 0arato CHUIBHOTO 3 THM, IO MOXHA
nobauntn y wmicti [lpurn’sars, YBech miHiliHul piBeHb «All Ghillied Up»
MpaIfoe K IHTEpaKTHBHA JeKopailiss. BoHa 00pamiioe MiCHEBICTh LIS
MOCNIZIOBHOTO HA0Opy eKIIH-CIICH, JOJa€ Jii KOHTEKCTy W MOXMYpOoi
aTMoc(epu «MEpTBOTO MiCTay.

«Call of Duty 4: Modern Warfare» mana Han3BH4YaliHHI ycHix y rpaBLiB
Ta BUCOKI OLIHKM KPHUTHKIB, CTAaBIIIM HOBUM €TAJOHOM JUIsl JIIHIHHKX LIyTEpiB
Ha Garato pokis Brepen™. I xoua, y mopismsHo 3i «S.T.A.L.K.E.R», cripoby
PO3pOOHMKIB BiATBOpPUTH aHTypax Ilpum’sTi He MOXHaA Ha3BaTH JIyXe
MIEPEKOHIINBOIO, BCE K BapTO Big3HauWTH 3HauHWH BImB «Call of Duty»
Ha TOITyJIIpI3aLito 30HU BiIUyKEeHHS K MicIs il y Bigeoirpax.

Hpyrwnii pa3 cepist 3BepHETHCS 10 TeMU YopHOOMIBCEKOi 30HE y 2020 pori
3 uxonoM «Call of Duty: Black Ops Cold War», xo4a i B A€II0 HEIPAMHIA
crocid. B oaMH 13 KIFOYOBHX MOMEHTIB CIOKETHOI KaMIaHil rpaBelb
OIMMHUTHLCSI HA TEPUTOPIT 3arOPU30HTHOT PaioNoKaIiifHOT craHiil «/lyra-2»,
0 3apa3 nepedyBae y Meskax 30HU BiUyKCHHS. 3a CHOKETOM TIpH, I OIS
BinOyBaerbest y 1981 poui, mie 1o aBapii Ha HAEC.

3 Andhita P. R. Intrerpretasi sense of place dalam game call of duty 4: modern warfare.
Jurnal El-Hamra: Kependidikan dan Kemasyarakatan. 2019. Vol. 4, Ne 2. C. 9-18.
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3. 30Ha BiAYY>XEHHS$ IK TeMaTUYHa Hilla irpoBoi iHAYCTPIi

IMicms mostBu cepii «S.T.A.L.K.E.R» po3poOHHKH Bimeoirop moyanu
Oinplre 3BepraTW yBary Ha 30HY BimuyxeHHs sk Micue nii. OcoOnuBo
IIe cTocyeThes cTyAin 31 CxinHol €Bpomnu, siKi, BOYEBHIb, BOAYalOTh y 30HI
BiI4y>KeHHsI IEBHUI 30MpasbHUI 00pa3 ychOro perioHy, 3 HOro CKIAJHOIO
ICTOpI€r0, KYJIBTYPHUMH OCOOJIHMBOCTAMH W TPaBMATHYHUMHU JOCBiIaMH.
YopHOOMIbChKA 30HAa CTae MOXMYpUM OpeHIoM-MeTadoporo, 4depe3 SKy
CXI/IHOEBPOIIEHIII apTUKYIIIOIOTh CBITY YSBJIEHHS IIPO caMux cebe 1 CBOIO
MEHTaNBHICTE ™,

VY 2019 pomi ykpaiHceka kommaHisi Vostok Games, sika Oyna cTBOpeHa
BuximmsiMu 3 komMaamu GSC Game World, mo mparoBamu Haz HepInMu
yactunamu cepii «S.T.A.L.K.E.R», Bunycruia MynbTUILIEKCHUI LIyTep PO
YopuoOmibcbky 30Hy «Fear The Wolves» (2019). Ieiimruieiina Mozens rpu
peanizoBaHa y CTHII «KopoiiBchbkoi OutBu» (Battle Royale). lle 6Gararo-
KOPHCTYBAIIbKHI PEXUM, Y SIKOMY T'PaBIli MalOTh IIYKaTH PECYypcH Ta 30poro
Ha BEJIMKIiH KapTi, 3MaraTucst Mik co0010, JIOKU B )KUBHX HE 3THIIUTHCS JIUIIIE
omuH. «Fear The Wolves» mnpononyBama nekinbka piBHIB, 0a30BaHHX
Ha JIOKamisX 30HM BiAYY)KCHHsS, Ha SIKMX MOTJIM OJHOYAcHO IepeOyBaTh
no 100 rpasuiB. fx iy «S.T.A.L.K.E.R», TyT € MyTanTH, aHomauii i pasxia-
uiiiHe 3a0pynHenHs. Li daxTopy MOXyTh BIUIMBATH Ha IMOBENIHKY I'PAaBIB,
110 32 33[yMOM PO3pOOHHKIB MaJio O Ypi3sHOMaHITHUTH irpOBHIA IIPOIIEC.

«Fear The Wolvesy» He oTpuMama IIMPOKOI MIATPUMKH TPaBIIB
(10 KPUTHUYHO BaXKJIMBO JUISl YCIIXy MYJIBTHUIUIEKCHHX irop) Ta Oyia Bin3Ha-
YeHa HU3bKUMH OLIHKaMHU KPHUTHUKIB, III0 3MYCHIJIO PO3POOHHUKIB Ty»Ke IIBUIKO
MOKWHYTH 1i MATPUMKY ¥ 3aKpHTH yci OHiaiH-cepBepu. Cilia BiA3HAYHTH,
mo a0 Bumycky «Fear The Wolves», komanna Vostok Games Oarato pokis
TMOCTILTB MPALoBaNa HaJl 1€ OJJHIEI0 MYJIBTUILIEKCHOIO TPOIO Y ITOCTANOKAJTII-
TUYHOMY CBiTi «Survariumy. Lle OyB ceciiHMi HIyTep 3 Pi3HUMH IrpOBUMH
pexXUMaMH, SIKMH MaB JIEKUIbKa irpOBHX KapT, CTBOPEHUX Ha OCHOBI JIOKAILiH
YopHOOMIBCHKOT 30HM BiUyKeHHs. 3a 8 pokiB po3poOkm «Survarium» Tak
1 He BMHNWLIA 31 cTatycy Oera-Bepcii, 1 y 2022 poui Vostok Games Takox
3aKpUIM UEH MTPOEKT.

OpHi€ro 3 HaAMBIOOMIMMX irop, MO BHAILIM BXKE MCIA TOSBH cepil
«S.T.ALKE.R», crama «Chernobylite» (2021), po3poOieHa MOIBECHKOIO
crymiero «The Farm 51». lle HaykoBo-(haHTacTHYHA Ipa Bif IEPIIOi 0COOH
3 eneMeHTamu ropopy. BoHa 103BoJisie rpaBIeBi JOCTIIKYBaTH BHCOKOJETA-
ni3oBaHy YOpHOOMJIBCHKY 30HY, Ul CTBOPEHHSI SIKOi 3aCTOCOBYBAIUCH
TEXHOJIOTii TPUBMMIPHOTO CKaHyBaHHS peajlbHUX O0’€KTiB. Y meHTpi
CIOKeTy — KOJIMIIHIN (i3uk, mo npaioBaB Ha YAEC y momeHT karactpodu
1986 poky. Uepe3 Kijgbka JAECATHIITH IIOTOMY BiH MOBEPTAETHCA Yy LIO

4 Central and Eastern European Histories and Heritages in Video Games / pex.
M. Mochocki [ra in.]. Taylor & Francis, 2024.
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MICIIEBICTb, 100 PO3B’SI3aTH 3arajky 3HUKHEHHS CBO€i KOXaHOI, 3 SIKOIO BiH
BTpaTUB 3B’A30K y JieHb aBapii. [loTpamuBiuy y 30HY, TOJOBHUI Tepoi
3’5ICOBYE, LIO ii 3aI10JI0HMIIA PEYOBHHA T1iJ] HA3BOKO «YOPHOOWIIITY, sIKa 3MIHIOE
MPOCTIp JIOBKOJNA i CTBOpIOE aHoMalii. ['pa mpomoHye HenmiHIHHUI ClOXeT,
Ha KU rpaBelb MOXKe BIUTMBATH CBOIMHM MisSIMH, 1 TIOEAHYE OaraTto eleMeHTiB
3 BiIeoirop Npo BIKHMBaHHS, MEHEIPKMEHT pECcypciB, POJILOBHX irop Ta
uryrepis®.

Barato B womy «Chernobylite» MoXxHa BBaKaTH «ITyXOBHHM HAIIlaJKOM»
cepii «S.T.A.L.K.E.R», sikuif nepeiHsIB YUMao i KIIFOYOBHX CIEMEHTIB, X04a
CTHJIICTHKAa TelMIUIelo i Mae Oarato BiaMiHHOCTeH. OCHOBHHI irpoBHI
npouec «Chernobylitey» Oisbliie ONUPaEThCsi HA MEHEIKMEHT PECypCiB i Me-
XaHIKA BYOKMBaHHSA. ['paBIeBi MOTPIOHO 3aiMaTHCS PO3BUTKOM CBOET Oasu i
JTABaTH 3aBIAHHS CBOTH KOMaHIIi, XOAUTH B «PEHan» 3a MOTPIOHMMHU peuamu
Tomo. Y Tpi € po3BHHYTa cucteMa KpadTy, 110 J03BONIsIE MaHCTPyBaTH CBOE
BJIaCHE CHOPS/KEHHS, L0 TaKOX 3aJIEKHUTh BiJl MEHEHKMEHTY 1 IOUIyKY
HasIBHUX pecypciB. BogHovac kamepa Bij mepimnoi ocodu, moxmypa arMochepa
30HM BiT4y>KEHHs, HAYKOBO-(DAHTACTHYHUH CIOXKET, IO MEXYE 3 MICTHKOIO,
Ta CKPYIYJIbO3HUH MiJXiX 0 BIATBOPEHHS 00'€KTIB MPOCTOPY 3a PealbHUMHU
3pazkamu, poOsiTh «S.T.A.L.K.E.R» i «Chernobylite» myxe O1u3pkumu.

[pomosxkenns cepii, «Chernobylite 2: Exclusion Zoney, Hapasi nmepebyBae
y cratyci 6era-Bepcii (y Tpy BKe MOKHA morpaté Ha mardopmi mudpoBoi
oucTpuOyLii «Steam» y pexuMi «IOYaCHOTO IOCTYNy», aje KOMaHIa
PO3pPOOHUKIB BCe IIe ii AonpaiboBye). Po3poOHUKH O0ILSIOTh «OE3IIOBHHI
CBIT, SIKM HE JUJIMTHMEThCS HAa OKpeMi Jokarii ([0 TakoX Haraiye Ipo
texHonoriunuid nepexig «S.T.A.L.K.E.R» Bixg nepmoi no npyroi 4actusm),
(hoTopeaicTHUHY JIeTaNi3alil0 OTOYESHHS Ta MOKIIUBICTh PO3BUBATH BIIACHOTO
TIepcoHasKa SIK y IOBHOILIHHIH rpi xkaHpy PIIT.

IIle omma mombcbka po3poOka — mnpuroxHuipka rpa  «Chornobyl
Liquidators» (2021) Bim cryniii Live Motion Games Ta Frozen Way —
NPOTIOHY€E BXKUTHCA B pONb JIikBimaTopa YopHOOMIBCHKOI KaracTtpodu
1986 poxy. Ha Bimminy Big «S.T.A.L.K.E.R», «Chernobylite» ta iHmmx irop
3 ¢anractuuHIMH  eneMeHTamu, «Chornobyl Liquidators» mpomoHye
peamicTigHe BiATBOpeHHS moniii moBkoma aBapii Ha YAEC. I'paBens Mae
3MOTY 3irpaTH 3a ACKILTBKOX PI3HHX JIKBIAATOPIB, Cepell SIKUX € MOKCSIKHHK,
JTIO3UMETPHCT, IHKCHEp 1 HaBITh YMHOBHHK. [ '€p0i BUKOHYIOTh Pi3HI 3aBIaHHS,
CTHKAIOYHCh 3 pafiallitHUMH 3arpo3amMu H OIOPOKPATUYHHUMHM IEpEeroHaMHU
PaJsIHCHKOI perpecHBHOT MallMH{. 3HAaYHA YacTHHA CIOXKETY IpPUCBSYEHA
BiJIKDHBaHHIO TPUXOBaHOI TpaBIM MpO HACHiAKA KaracTpodpu Ta T JIiK-
Bijaio.

® DuBose J. Chernobylite: A Light in the Exclusion Zone. Video Games and
Environmental Humanities: Playing to Save The World. Cham: Springer International
Publishing, 2024. C. 17-32.
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Po3pobuukn «Chornobyl Liquidators» Hamarammcsi mokas3atd peajbHHA
TMIOZIBUT JIIKBIJATOPIB, CTBOPUTH TPy, 110 HAOIIKYE MEPEKUTHI HUMU JTOCBI[
JI0 JIIOZeH, SIKI 3 HUM HIKOJM HE CTUKAJMCS, 10 Oe3NepeyHo MmiABUIIyeE ii
I[IHHICTb 1 IK OCBITHBOTO TPOYKTY.

I'pa 3i cxoxoro Ha3Boro J0 momepenHbol, «Liquidatorsy (2020), Takox
3BEPTAETBCA /IO ICTOpii Mpo peasbHUX JKBiAaTOpiB YOPHOOHIBCHKOT
katactpodu. BoHa cTBOopeHa MKHApOIHOT aHOHIMHOIO TPYIIOI0 PO3POOHUKIB
«1986 CL3» sx uactmHa mnpomo-kammaHii ¢oHmy «Chernobyl Children
International» i poO3MOBCIOIKYEThCS OE3KOMTOBHO. ['pa po3moBimae Tmpo
BononasiB Onekcis AHaneHKa, Bamepis becranosa Ta bopuca bapanoBa, siki
coyckanu 'y OaceliH min ymkomkeHnM peaktopom YAEC, abm Biakputu
3amipHi KIamaHu i YHUKHYTH MOBTOpHOTO BHOYXy™. I'paBems Gepe Ha ceGe
POJIb OIHOTO 3 JIKBIJATOPIB i BUKOHYE MOCIIIOBHICTh 3aB/aHb y Konaboparlii
3 iHIOMMH reposiMu. KoxkeH 3 HUX Mae yHiKajdbHI OCOOJIMBOCTI, TOMY IXHs
B3aEMOJIisl € KPUTHYHOIO JUIsi BHKOHAHHsS TOJIOBHOTO 3aBIaHHs. [pa He
HAMAaraeTbcsi (POTOPEATICTUYHO BIATBOPUTH YCHO OOCTAaHOBKY JIOBKOJIA
peakTopa i y 6aceliHi mig HAM, a pajiie MPOIOHYE i Bi3yallbHO CTHJII30BaHY
BEpCilo, SKa HE CYNEPEUUTh PEATiCTUYHIA CyTHOCTI 300pa)KyBaJIbHUX TTOIMH.

Oxpim «Chornobyl Liquidators» i «Liquidators» y KoOHTEKcTi cIipo0
peamictigHOro BimoOpakeHHs moniii moBkoida YAEC 3 ocBiTHROIO UH
JOKYMEHTAIFHOI0 METOI0, BapTO TAaKOX 3raJiaTH TPUBUMIPHUN BipTyalbHUHA
Typ «Chernobyl VR Project» (2016) Big Bxe 3ramanoi nosbebkoi cryaii The
Farm 51, a rtakox cumynstop xonpdom «Echo of Prypiaty (Buxim 3ara-
HoBauuii Ha 2025 pik), 110 pPO3pPOOJSIEThCS YKPATHCHKOI KOMITAHIE)
«Chornozem Interactive». 1li nBI rpu MalOThb 3HaYHO MEHIIUH PiBEHb
reiimigikamii yepe3 irpoBi MexaHiku i OLIbIIe CHPsIMOBaHI Ha 3HAHOMCTBO 3
aTMOC(epor0 30HM Ta ICTOPISIMH JIIOJIEH, SKUX TOpPKHyJacsi karactpoda Ha
YAEC.

Cepen iHIIMX, MEHII BiJIOMHUX ITPUKJIA/IIB BiZ€Oirop nmpo 30Hy B4y KEHHS,
MOXKHaA 3rajiatu mytep mas MoOimsHuX ruargopm «Radiation City» (2018),
ciokeTHy npurogauibky rpy «Chernobyl: The Untold Story» (2020),
nmiHIHHAA myTep Bix meprmoi ocobom «Chernobyl: Road Of Death» (2020),
omnariHoBUi 1myTep «STALCRAFT» (2022), a Takoxxk ropopu SWAN:
Chernobyl Unexplored (2020) ta CHERNOBYL — Death May Die (2023)"".

Sk momaTKOBUH YM CIIOPAIWMYHHUKN €EeMEHT aHTypaKy, 30Ha BHCTYyIasa
il y TOTIOBHEHHX 10 CUMYJIITOpa Oe3mopixoks «Spintires» (2014), cumyisatopa

18 Jlonarina I. 5 He KasaB «Hi» — e MOA POGOTA. IHTEPB'I0 3 «YOPHOGHIBCHKHM
BOJI0JIA30M», SIKHH 3ano0ir JlaHiorosii peakuii BuOyxis Ha YAEC. HB. 2021. 24 kBiT.
URL: https://nv.ua/ukr/radio/inverythatplace/chornobil-interv-yu-z-vodolazom-shcho-
zapoblg lancyugoviy-reakciji-na-chaes-sluhati-onlayn-50049559.html

7 Nanunoe O. He mime S.T.A.L.K.ER.: me 10 irop npo YopaoGuis. Mezha. 2023.
26 ksit. URL: https://mezha.media/articles/10-chornobyl-games/
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BoJist aBToOyca «Bus World» (2022), Oyia ofHUM 3 eJieMEHTIB KapTu CBITY
aBiacumyssaropa «Microsoft flight simulator» (2020).

VYci mi irpu ayxe Mo-pi3HOMY OCMHUCIIIOIOTH TeMy 30HH Ta aBapii Ha
YAEC, npomnoHylo4d pi3HI THUIM TelMIUICI0 Ta Bi3yalbHOI penpe3eHTallii
TEMaTUYHOTO IPOCTOPY, OPIEHTYIOUHMCh Ha aymuTOpii pi3HOTO BIKYy W KaH-
poBHX ymojobanb. Ile cBimuMTH Mpo NEBHY yHiBepcaibHICTH TeMu YopHO-
OMIIBCHKOT 30HM SIK CBOEPITHOTO XPOHOTOITY, IPOCTOPY, Ha TJIi IKOTO MOXYTh
posropratucs HaHpi3HOMaHITHIION Mofil, o00'€qHaHI paMKOI TpariyHOi
TEXHOTCHHOT KatacTpodu.

BNCHOBKU

I'enesa Bineoirop, siki o0uparoTh MicueM il YOpHOOHIBCHKY 30HY Binuy-
JKEHHsI, 3aCBIIYYy€, IO 3a JNECATIIITTS TBOPYOTO OCMHCIEHHS 0oOpa3 30HU
Bi{4y’KE€HHs IEPETBOPUBCS 3 TeorpadiqHOro apeay TEXHOI€HHOI KaTacTpodu
Ha OaraTorpaHHHI CHMBOJI Cy4acHOI MONyJisipHOI KynbTypH. ABapis Ha HAEC
y 1986 porui Oyna mofi€ro CBITOBOro MaciTaly, sKa CTUMYJIIOBajga KOJICK-
TUBHI CTpaxu Mepez TEXHOJIOTISIME 1 pafialliero, a TaKoX OroJiiia npobiemMu
PaJSTHCHKOTO TOTAJITapHOTO pexkumy. Ilompu ne, y BizeoirpoBoMy mMeniymi 11
TeMa IIe JOCUTBH JIOBIO HE OTpHUMYBaja HAJIEXHOI pediekcii, 3’SBIsI0UnCh
B OKPEMUX IPOEKTAX sIK criopaauanuii enemeHT («Fallout 2y, momudikamii mis
«Half-Life» Tomo).

3aKOHOMIpHO, IO TepIie IPYHTOBHE OCMUCICHHS 30HH Biquy>KCHHS
y Bijieoirpax Bin0ysocs y mpoekTi came ykpaincbkoi cryaii GSC Game World,
ska po3podunia BcecBiTHBO Bisiomy cepito «S.T.A.L.K.E.R». Ilicns Buxomy
nmepmroi rpu cepii, «S.T.A.LK.E.R.: Tiup YopHOOWI1», y BiZeoirpoBii
IHAYCTPii 3’SBIAETHCS TPEHI Ha 30HY BIMYYKCHHS SK Micle Jii, SKHA
0CcOONMBO  aKTMBHO IIAXOIUIIOIOTH po3poOHMKM 31 CxigHoi €Bpomm
(«Chernobylite», «Fear The Wolves», «Chornobyl Liquidators» Tomo). Bei
BOHHU HE JIMIIIC BiATBOPIOIOTH yITi3HABaHI Miclll 30HU ¥ amelroroTh 10 MOMil
JIOBKOJIa aBapii, ajie i OepyTh aKTMBHY y4acTh Yy IpoLeci TBOPEHHS HOBOTO
MONKYJIBTYpHOTO Mipy 30HH BiUY>KEHHsI SIK IIPOCTOPY BUKIIMKIB, HEOE3MEK,
MICTHYHHUX 3araJiok i TpaBMaTWYHUX JOCBINiB. 30HA BimUyXeHHS y (opmarti
BiZICOIrpH TMMOYMHAE TiSITH SIK IHTEPAKTHBHA PaMKa Ii3HAHHA KyJIbTypHHUX KOJIB
CximHoi €Bporm # Ykpaiau 30kpema. [Ipu qomy et mporec Moxe BinOyBatu
y OyXKe pi3HUX redMIuIeHHux GopMaTtax Ta 3a JOHNOMOTOI0 IIMPOKOTO CIEKTPa
JpamMaTypriuHux crparerid. YactuHa irop mpo 30HY KyJbTHBYE MiCTUYHHA
i HaykoBo-(anTactnunuii miaxomu («S.T.A.L.K.E.R», «Chernobylite»), inmra
YacTHHA IparHe 10 JOKyMEeHTaIbHOCTI i peanizmy («Chornobyl Liquidatorsy,
«Echo of Prypiat»). Lle cBimunTh PO NEBHY YHIBEpCAIBHICTh, 3aKJajIcHY
B 00pa3 30HM BiI4yKEHHS SIK IPOCTIp /ISl IPaMaTHYHUX CIOXKETIB.

3araoM MH MOXEMO 3pOOMTH BHCHOBOK, LI0O 30HA Biguy)KeHHS
y MeXax BiJeoirpoBOi IHAYCTpii cTajla MOBHOI[IHHOK TEMATHYHOK HIIIEo
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i QYHKIIOHYE SK y3arajlbHEHHH, MeTapOpUYHHN XPOHOTOI TPABMATUYHOI
niiicrocti CximHoi €Bporu. e sickpaBuii mpuKiag TOro, sIK yKpaiHCBKHNA
KyJBTYPHHUI Ta icTOpUYHHUNA J0CBiIM XX CT. MPOJOBXKYIOTh OCMHCIIIOBATHCH
y nudpoBy 100y.

AHOTAUIA

VY poznini mocmimxyerbes, sik HopHOOMIIbCEKA 30HA BiJUYXKEHHS CTana
MicieM Jii ¥ TEeMOIO JIsl BiJICOIrOp, a TAKOXK aHANI3YEThCS PEIPE3CHTAISA
3oam y HaiBimomimmx BimeoirpoBux cepisix («S.T.A.LK.E.R»., «Call
of Duty», «Chernobylite» ta in.). [IpocTexyerscst TpaHchOpMaIis 30HH Bix
PeasTbHOTO MICIISI TEXHOTEHHOI KaTacTpodu A0 Mi(oIori30BaHOTO XPOHOTOITY
nonKysTypu. OKpema yBara 3BepTaeThes Ha BIIEOITPH CXiTHOEBPOIIEHCHKOTO
TOXOJDKEHHSI, SIKI MPAIIOIOTh 13 30HOI0 BiUY)KEHHS SIK KYJBTYPHO OJIM3BKOIO
Temor0. BcraHoBieHo, 110 30Ha BiMYKEHHS CcTaja y BiEOIrpoBil KyJbTypi
CHMBOJIIYHUM ITPOCTOPOM HEOE3MNeKH, TPaBMH Ta TOLIYKY W MepeoCMHCIICHHS
KOJIEKTHBHOI 1am’siTi. BoHa ajanTtyerbces 10 pi3HUX )KaHPOBHX 1 FeHMILICHHUX
(opmaris, 30epiratoun TpH IBOMY BITi3HaBaHy arMocdepy i Midosoriyni
rract. JlocipKeHHsT IEMOHCTPYE, [0 BipTyalibHAa 30HA € HE JIMIIE aHTy-
paXkeM UM TIIOM, a M CKJIaJHUM KYJBTYPHUM KOHCTPYKTOM, SIKHH ITPOJIOBXKYE
HaOyBaTH HOBHX CEHCIB.
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