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TPAHC®OPMAIIA )KIHOUUX OBPA3IB Y IU®POBOMY ITPOCTOPI
CYUYACHOI KVJIbTYPHU

Cmamms npucesyena ananizy esonoyii penpe3eHmayii JHCiHouUx nepcoHa’iCcié y Macogii Kyivmypi 3 aKyyeHmom Ha
8i0eoicpu K 3HAYYWUL KOMNOHEHM CyuacHoi indycmpii poseae. ¥ pobomi posensidaemvca 3aKoHoMIpHICmMb mpancgop-
Mayii HciHouUxX 0Opazie y 8i0eoiepax y KOHMeKCmi MIHAUGUX COYIOKYIbMYPHUX 3anumis 6 nepiod 3 1980-x pokie 0o nawio-
20 wacy.

Aemopamu npocmedxrcyemuvca XpoHON02IUHA 3MIHA OOMIHAHMHUX apXemunie cepoins y Kynomypi. Ilonynapricme apxe-
muny «oisu 6 6i0iy y sideoiepax 1980-x pokie Oyna micHo nog's;zana ne auwe 3 MEXHIYHUMU OOMENCEHHAMU, A U [3 COYI0-
KVIbIYPHUM KOHMEKCMOM mMo2o Yacy. 10eanvhi #CiHoui nepcoHaici ucmynanu 6 poii nacugHux 00'exmie i no30asieHux
cy6'exmuocmi yineu, AKI CLyey8any auuie IHCmMpyMeHmom 015 MOMUBAYIi 20J106HO20 2epOsl-4ON0BIKA.

Honynapuicmo HezanexcHux, domenuux ma npoghecitino komnemenmuux epoins 1990-x 3ymosnena 30icom eeononi-
MuUYHO20 CNOKow Ha 3axodi, pO3KEIMom non-gheminizmy ma noseoto HOBUX MEXHOI02IUHUX Modcausocmel. I3 nouamxom
2000-x poxie nio enaueoM NOYAMKY GIUHU 3 MEPOPUSMOM MACOBA KYIbMYPa 3MICIMUNACS 8 OIK NOXMYPIUOoL, npazmamuymi-
woi ma oopocniwoi ecmemuxu. L{e nopoouno napadokcanbHull apxemun «cygopoi oimenvkuy 3 pucamu «femme fataley.
L]i eepoini manu Qizuuny cury ma azpecugny noeeoinKy, NOPIGHAHHY 3 YOLOGIMUMU NEPCOHANCAMU, NPOME 3ANUUATUCS
CEKCYanbHO NPUBAOIUBUMU.

Houunarouu 3 2010-x pokis, macosa Kynemypa y8itiuiia 6 enoxy «2yMaHizayiin, 3yMo6ieHy 3pOCMAHHAM 6MOMU 8i0
HACUIbCMBA Ma 8NIUBOM 2100ANbHUX PYXi6 3a IHKIIO3UBHICMb i pignicmb. Y yetl nepioo iodynacsa macuimadna 0eKoH-
CMPYKYISL KIACUYHUX JHCTHOYUX APXEeMUNIB. HA 3MIHY 308HIWHIN NPUBAOTUBOCHI NPUXOOUMb GHYMPIWHS CKIAOHOCMb MA
ncuxonoeiuna enubuna. « Kynomypna eepoinsy y gioeoiepax moosice 6ymu 600HOUAC Ypaznuea ti Mopaivho cuivha. Cyuac-
HUU eman Xapakmepuzyemucsi NepeoCMUCIeHHAM JHCIHKU K aKMUBHO20 MEOPYS 6IIACHO20 JHCUMMsL, wo 8i0obpadicae
3anum cyCnilbCmea Ha agmMeHMuYHICIb Ma GU3HAHHSA OA2AMO2SPAHHOCHE HCIHOU020 00CBIOY.

Y cmammi obrpynmogyemucsi meza npo me, wjo 8ideoiepu BUCMYNAOMb 03EPKAIOM CYCRIIbHUX MPaHCc@opmayiil,
8i0oOpascarouu nepexio 8i0 HopCmMKUX 2eHOepHUX poiiell 00 Oinbl PI3HOOIUHUX, IHKAIO3UBHUX MA NCUXONOSTUHO 2TUOOKUX
Mooenetl penpe3enmayii JCiHOK.

Knrouosi cnosa: sioeoicpu, yudposa Kynomypa, y#cinoui 0opasu, 2eHOepHa penpeseHmayis, i2posa iH0yCmpis, e8oio-
yis 0bpazy, Macoea Kyibmypd, apxemunu, KyibmypHa 2epoinsi.
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THE TRANSFORMATION OF FEMALE REPRESENTATIONS IN THE DIGITAL
SPACE OF CONTEMPORARY CULTURE

The article is devoted to analyzing the evolution of female character representations in contemporary culture, with a
specific focus on video games as a significant component of the modern entertainment industry. The study examines the
patterns of transformation in female imagery within the context of changing socio-cultural demands from the 1980s to
the present day.

The authors trace the chronological shift of dominant cultural archetypes of heroines. The popularity of the «damsel in
distress» archetype in 1980s video games was closely linked not only to technical limitations but also to the socio-cultural
context of the time. Ideal female characters served as passive objects and targets devoid of agency, functioning merely as
tools to motivate the male protagonist.

The rise of independent, witty, and professionally competent heroines in the 1990s was driven by the coincidence of
geopolitical stability in the West, the rise of pop-feminism, and the emergence of new technological capabilities. Starting
in the early 2000s, influenced by the onset of the War on Terror, popular culture shifted toward a darker, more pragmatic,
and mature aesthetic. This gave rise to the paradoxical archetype of the «gritty warrior» with «femme fataley» traits. These
heroines possessed physical strength and aggressive behavior comparable to male characters, yet remained sexually
attractive.

Starting in the 2010s, mass culture entered the era of «humanizationy, driven by growing fatigue with violence and
the influence of global movements for inclusivity and equality. During this period, a large-scale deconstruction of classic
female archetypes occurred, replacing external appeal with a focus on internal complexity and psychological depth. The
«cultural heroiney in video games is portrayed as both vulnerable and morally resilient. The modern stage is characterized
by the reimagining of the woman as an active creator of her own life, reflecting society's demand for authenticity and the
recognition of the multifaceted nature of the female experience.

The article substantiates the thesis that video games act as a mirror of social transformations, reflecting the transition
from rigid gender roles to more versatile, inclusive, and psychologically deep models of female representation.

Key words: video games, digital culture, female characters, gender representation, game industry, character evolution,
mass culture, archetypes, cultural heroine.

MocranoBka mnpodaemu. [IpoGrnemarnka reH-
JICPHOT penpe3eHTallii € KIFYOBOI I PO3YyMIiHHS
ITHOOKMX KYNBTYPHHX Ta COI[aNIbHUX TIPOIECIB Y
cycrinbeTi. Tpanchopmariist repoins (Bix niB y Oimi
1980-x 1o rimepcekcyanizoBaHUX CapKaCTUYHUX BOi-
tenbok 2000-x, a mOTIM [0 MCHXOJOTTYHO MTHOOKHUX
Ta BPa3JIUBHUX NEPCOHAXIB CHOTOICHHS) MAapKY€ mepe-
X1JI O HOBOTO €TaIy PO3BUTKY MacoBOI KYJILTYpH Ta
BIIXIJ BiJ] JKOPCTKUX TEHIECPHUX POJEH MHUHYIOTO
Ha KOPUCTH OUTBIIT Pi3HOMAHITHHUX Ta IHKITFO3WBHHX
MOJIeJIel peripe3eHTallii )KiHOK Cyq9acHOCTI.

AKTYaJIbHICTD JOCTIKEHHSI 3yMOBJICHA THM, IO
CBOTOJIHI 1HIYCTPIisl BIJICOIrOp € Ba)XJIMBOK YaCTH-
HOIO MacoBOi KYJIBTYPH, 3/IaTHOIO BILJIMBATH Ha KYJb-
TypHI Ta COIliaNbHI 3MIHH B CYCIIJIBCTBi, aKTHBHO
(hopmyBaTH Ta CIIpsIMOBYBATH IXHIO TpaHC(OpMAITito.
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Bigeoirpu Oinblie He € BUKIIOYHO HIIIEBUM X001
JUIS. MOJIOJIMX YOJIOBIKIB, 8 BHCTYIAIOTh BaXKJIMBUM
IHCTPYMEHTOM JUISI OCMHCIICHHS CY4YacHOI pealb-
HOCTI, CBOEPITHUM BIII3epKAJIICHHAM ITOTOYHHX
KyJBTYPHUX LIHHOCTEH CyCHiJIbCTBA.

AHnaniz gocaimkenn. 11100 3posymitu, uwomy
caMme BIJICOIrpH CTaJM BU3HAYAJIBHUM KYJIBTYPHUM
MeJIiyMOM HAIIOTO 4Yacy, 3aTbMapHBILIU HaBITh KiHO-
IHAYCTPIIO SIK 32 eKOHOMIYHMMH MaciiTadam, Tak i
3a KyJbTypHUM BIUTMBOM, HEOOXiJTHO 3BEPHYTHCS 10
Tpaili, 10 Mepeaye caMuM MU(PPOBUM TEXHOIOTISM:
«Homo ludens».

. Teitzunra y cBoiit npani «Homo ludensy, sxa
BIIepiie po3misgae (EHOMEH TIpU SIK KYJIbTypHO-
ICTOpHYHY YHIBEpcallilo, BUCYHYB iJ€f0, IO Tpa €
JABHIIIOK 32 KYIBTYpY, i cama KyJlIbTypa Ma€ irpoBy
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npupony. Ilpouec rpu, 3a [eilsunroro, oxoruioe
BCIO CYCHiJIbHY Ta KYJIBTYpHY JIIOACBKY AisTTBHICTB.
HesBaxkatoun Ha Te, 110 OCHOBHI XapaKTEPHCTHKH
(heHomeny rpu, omnmcaHi | eW3UHTOI0, 3aTUIIAIOTHCS
aKTyaJIJbHUMH, TEXHOJOTIi He JHUIIe 3MIHWIH caM
(enomen, a i Te, K Joxu rpatoTh. llosiBa mepco-
HaJIbHUX KOMIT'IOTEpiB MpH3Beia He JHIIE 10 TpaHc-
(opmarii Bcix BUAIB irop, a i 10 OSIBM HOBHUX THIIB.
Bineoirpy mpakTU4YHO BUTICHWIM BCi iHII (hopmu
irop abo 3amMiHWIM 1X BIacCHUMU aHasoramu. (Bimgeoi-
TPH Ta €BOJIOIIIS <JTIOIIHH, IO TPAEY)

VY cBoilt nmpami «Po3yminus memia» (1964) Map-
mamul MakiIioeH aHalizye irpu sk crenugpiuHui
KaHaJ MacoBOl KOMyHikaiii. JIoCHiTHUK BiTHOCHUTH
ix 10 GopM «HAPOJHOTO MHUCTEUTBa», IO BUHHKA-
IOTh SIK KOJICKTHBHA COITlajJbHA pEeaKIlisi Ha Kylb-
TYpHI BUKIIMKH 9acy. TakuM 9HHOM, irpH CIYTYIOTh
JUTS COLIAJbHUX TPyH IHCTPYMEHTOM ajanTarii 10
noBcsikAeHHNX peaniid. (McLuhan, 1964: 254)

[epmoro ¢yHAaMEHTAIBHOIO TECOPETHYHOIO Mpa-
LIeI0, MPUCBSYCHOI0 caMe BiJeoirpam, crajia BUAaHa
y 1984 poui kuura Kpica Kpoydpopna «The Art of
Computer Game Design». Y Hiit mpeacTaBieHi OCHO-
BHI €JIEMEHTH IrpOBOTO JM3aifHy Ta Kiacudikaiis
Bizmeoirop. Ll mpams € mepiroro crnpoOor0 OKpeCInTH
BiJICOIrpH SIK TOBHOI[IHHUI MPEAMET JOCIIKCHHSL.
3a cnoBamu Kpoydopaa, «xoMit'toTepHi irpu yTBOpro-
I0Th HOBY 1 TOMY IIie ¢1ab0 po3BUHEHY (HopMy MHC-
TEITBA, MIEPCIIEKTHBHY SK IS JU3aifHepiB, Tak 1 s
rpaBuiBy. (Crawford, 1984: 11)

Mera gocJaimkennsi. Mera crarTi mmojsirac B aHa-
31 TOTO, SIK penpe3eHTallisl )KiIHOYUX MEPCOHAXKIB Y
BiZIcOIrpax EBOJIOIIOHYBaJA MPOTATOM JACCATHIITh,
BHCTYTIAIOYA TPSIMOIO PEaKIi€l0 Ha MIHJIUBI KYIb-
TypHI TIOTpeOW Ta TPUBOTH CYCITIJILCTBA, a TaKOX
ITOTOYHHH COIIOKYIBTYpHUH KITIMaT Mepioy.

Buxaaa ocHoBHoro wmarepiaay. Iamyctpis
BiJICOIrOp € JMHAMIYHOIO KYJIBTYpHOW cdeporo,
1[0 CTPIMKO pO3BUBA€EThCsA. CTATHUCTHYHI JaHl CBiJI-
4aTh, IO Y BINEOITpU Tpae nenani OilbIie Troaei
HE3aJIe’)KHO BiJ[ CTAaTi, BIKY, peJIirii i piBHSI OCBITH.
bararo acmekTiB comianbHOI peambHOCTI Aenali
YaCTillle OCMUCIIOIOTHCS Kpi3h MPU3MY BiJ€OITOp.
[Tocunenns penpes3eHTalii )KiHOK y MacoOBil KyJb-
Typi 3arajiom, i y Bifieoirpax 30kpema, BigoOpaxae
mHpHI  COMIOKYNBTYpHI TpaHcdopmarii. (Tkau,
2021: 63)

TpanuuiiiHo BiZieoirpu cripuiiMaincs sik TeHIEPHO
MapkoBaHe x00i, y SKOMYy IOMIHYBald YOJIOBIKH.
[Tompu Te, 110 1aHi cBigUaTh Npo Maike piBHUH I'eH-
JICPHUH PO3IOALI Cepejl IPaBIliB 3apa3, y MUHYIOMY
KIHOK HEpIZKO IrHOpyBaJd abo0 3HEHIHIOBAIN SIK 3
OOKY YOJIOBIYOi YACTHHU iTpOBOI CHITBHOTH, TaK i 3
00Ky camoi iHxyCTpii.

JIOMiHaHTHUM KYJIBTYpHHUM T€poeM Ha 3axomi
1980-x pokiB OyB TinepMacKymiHHHA MEPCOHAX
00l0BUKiB — BiH OyB He3aJe:KHUM, (Di3MYHO PO3BHHE-
HHM 1 4acTO JisIB 11032 MPaBUJIAMH, 100 JTOMOTTHUCS
CIIpaBeMITUBOCTI. MacoBa KyJIbTypa CTBOpPHIIA HOTO,
TPYHTYIOUUCh HE CTUIBKM Ha peaji3Mi, CKUTbKA Ha
TOMY, 110 Oysi0 MOTpiOHE CyCHiJBbCTBY ISt 3aCHOKO-
€HHSI KOJIGKTUBHHMX TPHUBOT Micis BiiiHM y B’eTHami,
BTOMH BiJI €KOHOMIYHOI CTarHaiiii Ta CTpaxy uepes
HOBHH BUTOK XOJOAHOI BiliHK. Ha mpoTuBary mpomy,
ineanpHa TepoiHs 1980-x mepeBakKHO IOCTaBaja
B pOJIi MAacWBHOI «IiBU B 0ini» a00 POMaHTHYHOTO
iHTepecy. He nuBnsunce Ha ycrixu GpeMiHizmMy Ipyroi
xBwIi 70-X, BHACIITOK KOHCEPBATUBHOTO PO3BOPOTY
y 80-X Mejia TIOBEPHYIOCS 10 MPOCYBaHHS «Tpaju-
IHHAX» TEHACPHUX POJICH.

i xympTypHI YCTAaHOBKHU TIEpiOmy MEpPEHIIIN 1 B
niepiri Bigeoirpu. OCKUIBKY iXHI CIOKETH Maiu OyTh
BKpail MpOCTHUMHU Yepe3 TEXHIYHI OOMEXEHHs, Po3-
POOHMKH 3HAYHOIO MipOIO MOKIIAAaIHCs Ha yCTaleHi,
JISTKO BITI3HABaHI apXCTHIIH, 1100 MUTTEBO JIOHECTH
JI0 TPaBI CyTh TOTO, IO BiAOyBaeThcs. BukpaneHa
JKIHKA JTaBaJia 3p03yMiTy IpHIUHY JJI TPaBIs pyxa-
THUCS BIIEpe Ta OUTHCS 3 BOPOTAMH.

Hanpuxnan, y Super Mario Bros. (1985) romo-
BHUI Tepoit Mapio — 1e «apMis 3 OfHI€T JIOAUHIY,
SIKMI Ma€ CaMOTY>KKH TOA0JIATH iMIIEpito 371a Ta Bpsi-
TyBaTH YapiBHE KOpoOJiBCTBO. Ponb y ciokeri emm-
HOTO JKIHOYOTO TIepcoHaxa, nmpuHiiecu Ilid, momsrae
B TOMY, 1100 OyTH OpaHKOIO B 3aMKYy Ta O4iKyBaTH Ha
nopstyHok. (Puro, 2016: 16)

OcCKinbkH PO3POOHMKM HE MOIIHM BiZ0Opa3uTH
JICTaJIi30BaHl MOJIENI MEPCOHAXKIB, 1M JOBOIUIOCS
TTOKJIAATHCS Ha CIIPOIIEHI Bi3yalbHi CTEPEOTHITH JIJIST
riepenadi reuaepy. I epoit-uooBik BUBHAYABCS MACHB-
HICTIO, BEIMYE3HOIO 30pOEI0 Ta OPIEHTOBAaHMMH Ha
niro no3amu. JKiHOUMI TEPCOHAXK YacTO BU3HAYABCS
POXEBUM KOJILOPOM 200 TOBTUM BOJIOCCSIM.

1990-Ti Oynu mepiooM BiJTHOCHOTO MHPY Ta €KO-
HOMIYHOTO MPOIBITAHHS HA 3aX0i, MPOTE 1€ CYIPO-
BOJDKYBAJIOCS 3pOCTAIOYNM ITHHI3MOM IIOMIO YPSIIB i
CTpaxoM, L0 TEXHOJIOTI] MOYMHAIOTh KOHTPOJIIOBATH
JIIOACHKE JKUTTA. TOMy KyJIBTYPHHUI 3aIIUT 3MIiCTUBCS
B OiK «IMHIYHOTO ayTcaiaepa» ad0 «TEXHIYHO M-
KOBaHOT JrofuHW». llepcoHaxi, siki iJieanbHO BiJ0-
Opaxanu e 3amut — Heo 3 «Matputi» (1999) a6o
®doxc Mannep i3 «llinkom Taemuo» (1993-2018). Ha
BiIMIHY BiJi CBOIX IMONEPEAHHKIB, BU3HAYATHHUMU
pHcaMu IMX IepoiB CTauu He (i3uyHa cuia, a iHTe-
JICKT, TEXHIYHI HABUYKU Ta TIHOOKHH CKENTHIIM3M
LIOJI0 BJIAJIH.

Boanouac 3 num pyitHyeThCst 00pa3 «IiBu B 0iai»
SIK OCHOBHO{ JKiHOYO1 poJTi B MacoBiit KynmbTypi. [1po-
(hbeciliHi ycmixu XiHOK y Tmoxithii ta 6i3Heci chop-
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MyBajJH 3allUT Ha TEPOiHb, UM KOMIIETEHTHICTH 1
CaMOCTIHHICTh BiAMOBigaM O peanisMm vacy. SIKIio
¢deminizam 70-x pokiB OyB 30CepelKEHU Ha IOpH-
JIYHIA piBHOCTI, TO y 90-X BiH OyB OpicHTOBaHMI Ha
IHIUBITyali3M i TTOBEPHEHHSI JKIHOUOT 1ICHTHIHOCTI.
Binkunmanacs imess mpo Te, 10 KiHKa Ma€ MOBOAH-
THUCS SIK YOJIOBIK, 1100 OyTH CHIBHOIO. Tak 3’SBUBCS
HOBUIT imean 90-x: repoini Ha kmrtant baddi 3
«baddi — nepemoknuni Bammipi» (1997) a6o Tpi-
HiTi 3 «Marpumi» (1999), Axi moegHYBaIN HE3aIEK-
HICTB i3 TOCTPUM PO3YMOM, TIPH ITLOMY 3aTHIITAI0IUCH
KIHOUHUMH. KyJIbTypHUH TONUT HAa «KPYTY FEPOiHION
OyB HACTUILKHU BEJMKHM, IO L€ JO3BOJIMIIO i irpoBii
1HAYCTpil PUBUKHYTH Ta 3pOOHMTH CTAaBKy Ha XKIHO-
YOro MepcoHaxa.

I'pa Tomb Raider (1996) crana nepmuM BUCOKO-
OIOIMKETHUM TIPOEKTOM 13 JKIHOYHM ITPOTArOHICTOM.
lonoBHa repoins — Jlapa Kpodrt — crana oxmHiero 3
HaMKyJIbTOBIIIMX KIHOYMX MOCTaTeil B icTopii Bime-
0irop, 3pyHHyBaBIIM TPAAULIIHHI CTEPEOTUITH LIONO
poni xinok B irpax. (Kondrat, 2015: 172) Ii nepco-
HaX BiZOOpakaB ifean ACCATWIITTI — BOHa Oyna
CMIJTUBOIO, BHCOKOOCBIYCHOIO 1 He moTpeOyBayia Hi
HallapHHUKA-4OJIOBIKa, Hi «IOPSATYHKY» AJsl JOCST-
HEHHS CBOiX LiNeH.

BaxnuBo 3a3HaynTH, II0 HE AUBIAYHCH Ha 3pOC-
TAIOUUI MOMUT cepell KIHOK, OCHOBHOKO IIJIHOBOIO
ayJUTOPI€I0 KOMI'TOTEPHUX IrOp 3aJHIIAINCS YOJI0-
BIKH, TOMY THU3aiH 1 MapKETHHTOBE TIPOCYBAHHS irop
BCE ILIE CHMJIBHO CIMPAJIUCS Ha «YOJOBIYMH MOIIISI,
(okycyrouuch Ha Tinepcekcyalizarii, mob rapaHTo-
BaHO 3AIYYUTH CTaNy ayAUTOPIIO.

Buacnigoxk moziii 11 BepecHs, 3arposy Tepo-
pusMy Ta nomanenry ¢inancoBy kpuzy y 2000-mux
BimOymacss pamukanbHa 3MiHA HACTPOiB y MAacoBii
KYJIBTYypl — CYCIIUJIBCTBO OXOMHJIO TTTHOOKE MOUyTTS
Bpa3JIMBOCTI, apaHoi Ta MOPAJIbHOIO PO3TYOJICHHS.
VY KyJnbTYpi BUHUK 3aIIUT Ha Teposi, TOTOBOTO «3a0pyl-
HUTH PYKW», — TaK 3'IBUBCA «CYBOPUN aHTHIEpOil»:
TpaBMOBAHUH, >KOPCTOKMW 3aXWCHUK. BiamoBimHO
IO TIHOTO 3MIHUBCS 1 3aITUT Ha TEPOIHIO — BOHA CTaja
XOJIOJTHOIO, €MOIIIITHO BiJICTOPOHEHOIO 1 BKpai cMep-
TOHOCHOI0, 30epiratoun Mpu HbOMY CEKCyallbHY MpH-
BabimBicTe femme fatale (3okpema Cemin 3 KiHO-
crpiuku «IHmmit cBit» (2003)). Tak BUHKUK TIapaioKe:
IHIYCTpis po3Bar MoeqHANA KYJIBTYpHUN Ta KOMep-
MIHHANA 3aIUTH, 32I0BOJIGHUBIIN CYCIUTBHAHA TTOTTAT
Ha CUJIbHHUX, aBTOHOMHHX I'e€POTHb 1 BOMHOYAC «OJST-
HYBIIM» iX y IpoBOKauiliHe BOpaHHs — JaTeKC Ta KOp-
CETH.

Hanpuknan, Peiin 3 BloodRayne (2002), sika crana
KBIHTECEHIII€I0 €MOXM — MKOPCTOKA acacHH-HaIliB-
BaMmITip, mo O'eThcs Ha Tmimdopax i B kopceti. [Ipo-
taroHictka Bayonetta (2009) — Binpma baiionerta —

BiJJOMa CBO€IO BKpail MPOBOKALIHHOIO 30BHILIHICTIO.
Koxna ii aTaka 3aBepUIyeTbCSI MOJIENBHOIO 03010
a00 BOUEBHU/Ib EPOTU30BAHUM TAHIFOBAILHUM PYXOM.
[Tpu npoMy BoHa BTLIIIOE 00pa3 caMoJI0CTaTHLOI r'epo-
Hi, sSTka pO3B’sA3y€ MPOOIEMH BIaCHOPYY, HE TIOTPeOy-
104 JIOTIOMOTHY YU MOPSTYHKY.

2010-ti cranu emoxow IIHOOKOro eMOUIHHOro
nepeocMucieHHs. HoBe mokosiHHS M00aumio J0B-
TOCTPOKOBI, BUCHAYKJIMBI HACTIIKK BOEH, 1O PO3IO-
gayucs y 2000-x. CycriiabcTBO OYJI0 CTOMJICHE KOH-
(mikTaMu ¥ TTHOOKO 3aHEITOKOEHE TICHXOJIOTITHOIO
LIHOIO XPOHIYHOI'O HACWJIbCTBA. BHHHUK 3amuT Ha
MEPCOHAXIB, SKi BiAUYBaIOTh, MJIaYyTh 1 CTUKAIOTHCS
3 eMOIIHHUMH HACIiJIKAaMH CBOIX Jili — HAIPUKJIAJI,
Karnicc Eepain 3i crpiuku «lonomni irpm» (2012).
3 moyarkoM deTBepToi XBWJII (PEMIHI3MY Ta Pyxy
#MeToo cycmimbHUN 3alUT 3MICTHBCS B OiK JIFOIS-
HOCTI — IPOTaroHiCTKaM JO3BOJIMJIM OyTH Bpa3iH-
BUMH Ta CIpaBXHIMU. JM3aiiH mepcoHaxiB ocTa-
TOYHO BiIMOBHBCS BiJl HE3pYUHHUX Mi0OPIB 1 KOpCETiB
Ha KOPUCTh peayicTHIHOro oasary. Dokyc 3MicTHUBCS
Ha pI3HOMaHITTS Ta IHKIIO3WBHICTh, TePOTIHI CTaJN
OLTBII PI3HOMAHITHUMH 32 €THOCOM Ta TiIOOYI0BOIO.
(De la Torre Sierra, Guichot-Reina, 2024: 552)

[lepesanyck cepii Tomb Raider (2013) noko-
pinHO 3MiHUB KoHuernito Jlapu Kpodt, nogasmmu mo
il oOpasy mcuxosoriudy rmmOuHy. Ha mpotszi rpu
JEMOHCTPYEThCSA 11 BpA3MUBICTh 1 TOYATKOBa 0e3-
TTOPaIHICTh, a TaKOX IIPOIEC OCOOMCTICHOTO CTa-
HoBJeHHS. BoHa, sIK 1 3BMuaiiHa JIIOnMHA, BiAdyBae
CTpax mepes HeBiIOMHUM, ajie BOAHOYAC 3aIMIIAETHCS
CHJILHOIO Ta BUTPUBAJIOKO. [T KyJIbTOBI KOPOTKI IOPTH
3MIHUJIUCS HA MTPAKTUYHI MITAHU-KAPro Ta YePEBUKH.
(Malik, Nayyar, Sarlat, 2014: 80)

O06pa3 Emoit — MUCTUBHII Ta TTYKAYKH TIPUTOJ Y
MOCTANOKAMINTUIHOMY cBiTi — 3 Horizon Zero Dawn
(2017) 3Ha4HOIO MipOI0 HAOMMKEHHN 10 peaicTHy-
HUX JKIHOYMX TUI: TEKCTypa IIKIpH BUIISAAE MpPU-
POJIHO Ta MPaBAONOAIOHO, BiJICYyTHE HABMUCHE aKIICH-
TyBaHHA Ha Qirypi. Y rpi Enoit nemoHcTpye motyxHi
0OMOBI Ta JACPCHKi AKOCTI, YOCOOTIOIOYH MY KHICTB,
MYZAPICTh 1 HE3aJIEKHICTb.

KynsrypHi Hactpoi y 2020-x 3HOBY 3MiHHJIHCS.
Sxuro 2010-1i Oynu MPUCBSYEH] MTOAOIAHHIO TPABMHU,
10 Hapaszi 2020-Ti BU3HAYAIOTHCS BUCHAXKCHHSIM BijI
naugemii COVID-19, excTpeManbHUM €KOHOMIYHUM
BHUTOPAHHSM Ta TIOCTIHHUM UG POBUM ITEPEBAHTAXKCH-
HsMm. CyCIiIbHUH 32T 3MICTHBCS 0 00pa3y TepoiHi,
sIKa BTUTIOE CTIHKICTB y OyneHHocTi. Lle mepconax, mo
o0Hpae 3axXUCT BIACHOI POJMHU Ta TOIIYK PagoCTi B
JPIOHUISX 3aMICTh TOHUTBHU 3a ifieajom, 30epirarwodn
TIOOPOTY TOTIPH IIUHI3M HABKOJIUIITHHOTO CBITY.

Tomona rtepoins Life is Strange: True Colors
(2021) Anexc YeHb TOKOPIHHO MEPEOCMUCIINIA YSB-
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JIEHHsl PO cyrepcuiy. Ii ap — 31aTHicTh 6auuTH Ta
BigUyBaTH 4yXi emolii. [pa yTBepKye emmnario Sk
BUILly (OPMY CHIIM, OCTaTOYHO BiJIMOBIISIIOUUCH Bij
HACHJIbCTBA SIK €JJMHOTO 3aC00Y BIUIMBY.

Buxoosauu 3 yb020 MOXHO 3pOOUTH TaKi BHCHO-
BKU:

1. Tpanchopmaris *xiHOUMX 00pa3iB y Bigeoirpax
€ HE MPOCTO 3MiHOIO Bi3yalbHUX TPEHIIB UM HACIHI[-
KOM TEXHOJIOIIYHOIO MPOTrpecy, a MPsIMUM Bijgo0Opa-
KEHHSAM TITMOOKHUX COLIOKYIBTYPHHUX Ta MCHUXOJIOTIY-
HUX TpaHCc(opMaIliii CyCIiIbCTBA.

2. CydacHu#l nu3ailH TIEPCOHAXIB OpiEHTOBaHUU
Ha peasliCTUYHICTh 1 MPAKTUYHICTh, 10 MAPKYE mepe-
X1l Bifl COPUHHATTS JKIHKH B MAacOBi KyJBTYpi SK
00’€eKTa 10 CIPUHHATTS ii SIK TOBHOI[IHHOTO Cy0’€KTa
3 YHIKaQJIbHUM BHYTPIIIHIM CBITOM Ta iCTOPI€IO.

MmcrenTBO3HABCTBO

...............................................................................

3. Crmocrepiraerscsi TpoLec «ryManizamii» mep-
COHaXIB, IO CBIIYHUTH NPO 3MIILLEHHS MPIOPUTETIB 13
30BHIIIHBOT aTpHOYTHKH Ha BHYTPIIIHIO CKIIAJHICTh
Ta 3[IaTHICTh TPAHCIIOBATH E€MOIIi1.

4. OpieHTallis 10 pi3HOMAHITTS B penpe3eHTaIii
KIHOUMX 00pa3iB € CBIJIYEHHSM PO3BUTKY BiJl€Oi-
rpoBoi iHaycTpii. [lepexia 1o OinbII peanicTHIHIX
Ta OararorpaHHux oOpa3iB CBiAYMTH HpPO THpar-
HEHHsI JI0 CTBOPEHHS YHIBEpCaIbHOT XYyIOXHBOI
MOBH, 3p03yM1I01 TI100aTFHOMY Ta HEOTHOPITHOMY
CYCITIJIBCTBY.

Takum unHOM, TpaHC(hOpPMAIlis KIHOYUX 00pa3iB
y nuQgpoBOMy IPOCTOpi — e 1HAUKATOP KYJABTYPHUX
Ta TICHXOJIOTIYHUX 3MiH B CYCHIJIBCTBI, SIKE MOCTY-
[IOBO BIJIMOBJISIETHCSI BiJI CTEPEOTHUINIB Ta 3BUYHHUX
ApXeTHUIIiB HAa KOPUCTH PIBHOCTI.
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