2) Eagle as a symbol of power and greatness. It can reflect leadership, reliability and
loyalty. The eagle can also be associated with the Roman Empire, as in the film of the
same name, “The Eagle” (2011) by Kevin Macdonald.

3) Crown and laurel wreath are often used to represent the victory, glory and
achievements of the main characters. They can be seen on the heads of winners or
leaders.

4)  Eyescanbe used as a symbol of wisdom, spirituality, or the characters internal struggle.
They can reflect the depth and complexity of the inner world of the characters.

5) Fire and candles. Fire can have different meanings, from the symbolism of life and
burning passion to enlightenment and purification. Candles can represent memory
or the spiritual world.

6) Circle of life. This symbol represents the endless cycle of birth, life and death. It can
be used to reinforce the theme of the common human destiny, to emphasize the
importance of eternal themes, free from time and space boundaries.

7)  The hand that holds the light can represent hope, enlightenment and choice. A hand
holding a light can be a symbol of victory over darkness or fears.

8) Wings symbolize will, freedom and a higher level of existence. Wings can indicate
spiritual development and expanding boundaries.

An important role in the development of editing techniques belongs to technological
innovations, in particular special effects. Technological advances in modern special effects
can help create more effective fight scenes, mythological events, and other spectacular
moments. This provides “editing with the use of special effects”.

These editing techniques are used in complex to create the dynamic and dramatic
visual style that characterizes the peplum genre in cinema. At the same time, the constant
evolution of the peplum genre requires continuous monitoring of new achievements in
expressive means of cinematography and requires further research in this direction.

O. Io6epatino

IFPU FULL MOTION VIDEO (FMV):
PO3KPUTTSA NOTEHLUIANY YEPE3 KIHEMATOIPA®I4YHI METOAU

O. Poberailo

FULL MOTION VIDEO (FMV) GAMES:
UNLEASHING THE POTENTIAL THROUGH CINEMATIC METHODS

CBIT KOHTEHTY CTPIMKO €BO/MIOLIIOHYE, IEPETBOPIOIYNCh Ha IHTEPAKTUBHMI
TaHJIeM TBOPIA Ta ILAfava. IlacuBHe croxuBaHHA iHOpMalii BifXOAUTh y MUHYITe,
HOCTYNAIOYNCh MiCLIeM aKTUBHI y9acTiTa ClliBTBOPYOCTi. L fuHamivyHa 3MiHa OBEiHKM
ayauTOpil BifKPMBAE HOBi TOPUSOHTH [I POSBUTKY iHTEDPAKTUBHOTO KOHTEHTY, [i€ JKaHD
Full Motion Video Games (FMV) nocigae ocobnuse Mmiclie.

Ha i 6ypxmBoro spoctanus irposoi igyctpii FMV-irpu BucTynarotb yHikanbHUM
MOEHAHHAM KiHeMaTorpahiuHOI eCTeTHKI Ta refiMIUIeltHol inTepakTiBHOCTI. Lleit xaup
Japye IAfadeBi He IPOCTO Bi3ya/lbHY HACONMORY CTaTV PYIIIHOI CUJIOK CIOXKETY Ta
BIIMHYTY Ha JI0TO PO3BUTOK.

InTerpania kiHemarorpadiduHoro focsiny B reiiM-gusaiin FMV crae xmo4oBuM
q)aKTOPOM Jioro eBonIoLii. 3aCTOCYBaHH:A NPUIIOMiB KiHOMOBH, TAKUX K b= Kazipy,
PaKypcu, OCBIT/IEHHS, MOHTAX, [JAIOTb 3MOTY CTBOPUTH I10-CHPABXHbOMY 3aXOILTIOIYY
aTMocepy Ta eMOLITHO BIVTMHYTH Ha TPABLIA.



CyyacHi focijKeHHs iHTEPAKTUBHOIO OIOBifJAHHA 30CEPEPKYIOThCS Ha p03p06ui
HOBMX METOJIONIOTI/l aHaMi3y, WO BMXOAATH 32 MEXi KIACMYHMX JITEpPaTypHUX Ta
KiHemarorpadiuHux. BoHU 30cepeXyi0TbCA Ha YHIKA/IbHUX aCIeKTaX iHTePaKTMBHUX
Mefiia, po3po0OIAI0uM YHIBepCaTbHi METOOMOTIT Ta CUCTeMM KaTalori3arkii.

Xepmyr Koewnirn y crarri “Narrative in Video Games. Encyclopedia of Computer
Graphics and Games” (2018) omicye AiBi K/TH0490Bi KOHIIEIIIIi:

1. EmeppmKeHTHMIT HapaTyB: JYHAMiYyHAa PO3IOBiib, 10 HE MAE YiTKOI CTPYKTYpH, a

(bopmyerbca B mpotieci iHTepaKTUBHOI B3aEMOIil I'paBIiA 3 BipTyalTbHIM CBiTOM.

2. IlparmaruyHmit aHajis: JOCTPKEHHS TOrO, SK IPaBIi poOIsATh BMOIp Ta iHTEp-

NIPETYIOTh 3HAYEHHA B KOHTEKCTI iHTEPaKTMBHOTO OIIOBi/JaHHA.

AyniosisyanbHa mpupofia KOMITIOTEPHUX irop, it ocobmuso xaupy FMYV, pobutsb
HafABHI K/IaCM4Hi METOJMKM aHafi3y JOLIIbHMM iHCTPYMEHTOM JjiA PO3BMUTKY LMX
KOHIIETIITilA.

“The five C’s of cinematography” [Ixxoseda Mapceni (1965) mporoHye rpyHTOBHMIL
HifXifl, 10 OCHOBYETbCS HA IIATHOX KIIIOUOBMX €eMEHTAaX: PaKypc, OesmepepBHICTD,
MOHTa, KPYITHUIA II/IaH, KOMIIO3M1Iifl, AKi CIIPUAIOTb CTBOPEHHIO EMOLIIHO Pe30HAHCHOL
Bi3ya/bHOI PO3IOBif.

Bpaxosytoun o6Mexeny inTepakusHicts FMV-irop nopiBHsHO 3 irpamit 3 IOBHICTIO
BIITBOPEHNM CepefioBUIEeM, PO/Ib ayAiOBi3yalbHOTO OINOBifAHHA CTae Ie OiIbII
BupimanbHoo. Lleil acmekT € KI4YoBMM iHCTPYMEHTOM JIi €MOL{fHOTO 3a/lydeHH:A
TpaBIA.

Meropuka Mapcenni Mae yHiBepCaIbHIIT XapaKTep, TOMY MOXe OyTH 3aCTOCOBaHA
[0 Oynb-AKOTO THUIY Bi3ya/lbHOTO OMOBiaHHSA. BOHa MOXe BMKOPUCTOBYBATHCH I
ananisy FMV-irop Ha pisHux piBHAX, Bifj 3ara/IbHOTO Bi3ya/TbHOTO CTHJIIO /10 KOHKPETHUX
KaJpiB Ta CIeH.

Doxyc Ha BisyanbHill MOBi J03BOJLAE 30CEPENUTICA HA TOMY, K Bi3ya/IbHi e/IeMeHTH
BJMKOPYCTOBYIOTHCS JI/I CTBOPEHHS [IEBHOTO Bi3ya/IbHOTO CTHUIIIO, IIepefjaHHs iHopMaliii,
CTBOPEHH: €MOLTHOTO BIUIMBY, PO3BUTKY iCTOpil Ta AKMM YMHOM li¢ BIIMBA€ Ha fii
TpaBlid, a BOH, Y CBOIO Yepry, Ha Bisya/IbHe ONOBi/JaHHA B3arali.

Buxopucranss KiHemarorpagidHux IpPUIOMIB JONOMATATh CIPAMYBATH (OKYC
rpaBl, 1[0 MOXe BIUIMHYTM Ha pilleHHA. BisyajapHa MoBa, MOfi6HO 10 KiHO, MOXe
CTBOPIOBATU €MOLIiJIHMII PE3OHAHC: PAKypPCH, OCBITNIEHHA Ta iHII Bisya/nbHi eeMeHTI
HiICH/IATD eMIIATiI0 IO IEPCOHAXIB, BIVIMHYTb Ha Jil TPaBLA Ta C(bopMyIOTb TTOMTa/IbIII
ropii. CMBO/II3M y Bi3ya/IbHIX eleMEeHTax JOAACTb TEMATNYHOI [IMONHM Ta MiAKPECUTD
ocHOBHI iffel. [IpMHIMIIN MOHTAXY JJO3BO/ATH MOKPAIINTY TEMII B3aeMOJi Ta 3pobutu
TIepexofy 10 MOMEHTY YXBaJleHH: pillleHb Oi/bII OpraHiYHMMY, IPO IO 3a3HAYAIOTH
Hikomac Csinac “Stepping into the Interactive Drama” (2004) ta Kpicrian Pot
“Experiencing Interactive Storytelling” (2015).

BMine BUKOpMCTaHHS KiHeMaTOrpaiyHMX NPUItOMIB Ja€e MOXJIMBICTD MaHIIy-
JIOBATY OYIKYBaHHAMY TPaBLiA Ta CTBOPIOBATU BpaXeHHA 3HauymocTi Bubopy. Ila
i7103is1 BIIMBaE Ha yXBaJleHHs pillleHb Ta CTAa€ KIIOYOBMM (DAKTOPOM I aHasisy
IHTEPAKTUBHOCTI 9epes aylioBisya/lTbHIII METOJ.

Anayi3 BIIMBY KiHeMaTorpaiuHMX MpHUIOMIB Ha iHTepaKTUBHE ONOBIJAHHA Ja€
MOX/UBICTb IHMOLIe 3PO3YMITH L0 AMHAMIYHY (GOPMY MUCTELTBA Ta BIOCKOHAIUTH
METOJM JI0TO CTBOPEHHS.

Tloennanus KiHeMaTorpa(bquO'i €CTEeTUKM Ta TeiMIUIEHOI iHTepaKTMBHOCTI
pobuts FMV nepcrneKTHBHUM XaHPOM, L0 3JaTeH 3aXOLUTH YABY IIAfadiB. IHTerparis
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KiHeMarorpahivHOro 0CBify B reifM-AM3aiiH CTaHe KI040BIUM (paKTOPOM iOro eBOJIOLI,
po6msu FMV He pocTo rpoto, a it CIpaBKHIM MUCTELTBOM 3aHYPeHH: B JYHAMIYHMI
CBIT icTOpIL.

3aBpaxu 11iit eBomonii FMV Moxke cTaTy He IPOCTO HillleBMM SKaHPOM, a i TTOTY)KHIUM
TPEH/OM, 1110 3700y/ie WPOKe BU3HAHHS Ta OMY/IAPHICTD Cepef ayAUTOpii.

A. Cxnapenxo

OMEPATOPCbKI CTUJ1I ANTOHA AKOHA | EAYAPLOA FPAY:
XYA0XHIA NOTEHLIAN CBITNA

A. Skliarenko

OPERATING STYLES OF ALTON JOHN AND EDUARD GRAU:
ARTISTIC POTENTIAL OF LIGHT

3 mosiBoo KiHemarorpady, CBITIO CTa€ OfHIEH 3 JOro (HeHOMEHONOTIYHNX
CK/IaJI0BUX, Bifirpaiodst pojib BaXXTMBOTO BUPAXKAIBHOTO 3aC00Y. 3 IIMHOM Yacy, 3HAHHA
PO OCBIT/IEHH:, I0T0 BIUIMB Ha MiJICBiIOMe IIOAMHM H0CATAE BUIOI TOUKM. B mapaaurmi
CYYaCHOTO ayflioBi3ya/bHOrO MICTELTBA CBIT/IO B KiHO HE Ti/IbKM CTBOPIOE Bi3yasbHi
obpasy, aje I 3ajjae HACTPIil, eMOLITHNIT TOH, a TAKOX BIUIMBA€E HA 3arajbHy SIKiCTb
¢inbmy.

Bapianii mpuitoMiB 3i CBiT/IOM pO3IIMPIOIOTH CNEKTP XY[OXKHIX BJCTOB/IIOBAHbD,
HAJ]Al0Thb MOX/IMBICTb MUTIIAM €KCIIEPYMEHTYBAT! 3 HOBYMU ifieAMM Ta TeXHOMOTIYHNMMU
HOBALIiAMI, 110 AKTYa/Ti3y€e HayKoBY pedieKciro B 11iit ramysi. [eTerpoBaHicTb Xy0XKHBOTO
TIOTEHIia/y CBiTZa [0 MICTENBKOTO iHCTPYMEHTapil0 KiHOTBOPY € €KBiBaJeHTOM
JOCSITHEHHS BUCOKOI SIKOCTI Ta eMOLiiiHOI HacuyeHoCTi GibMiB.

AHajisyloun 3HaueHHs CBiTIa B KiHemarorpadi, 3BepHEMOCS [0 HAIIpAl[lOBaHb
K/IACKKA — aMEPUKAHCBKOTO oreparopa AnroHa [DKOHa, ONyO/MKOBAHNX HUM Y KHuU3I
«Kusorme citmom» (1949). Ilpamoroun B sxaHpi Hyap B cepemuni XX cr., AnTOH
JDKoH Bif3HauaB, 10 B 4OpHO-OimOMy KiHemarorpadi He icHye 6inbur HeoOXiHOTO
BUPKATBHOTO 3aC00Y, SIK CU/IBHIIT TOHOBMUIT KOHTPACT, 110 JOCSTAETHCS 3a OIMOMOTOI0
TYCTO HAIIPABJIEHOTO NIOTOKY CBIT/Ia.

3a [IOIOMOrOK CBiT/Ia OIEPaTOpP KOHCTPYHBAaB Bidya/bHY Ta IICMXOJIOTiYHY
aBTOHOMII0 NEePCOHAXIB, MiKPeCTIo0YN IX HACTPill Ta HAmpyXeHiCTb cieHu. Takox
OKpeMY yBary oneparop IpyiAB CBiTIOBOMY MOJIE/TIOBAHHIO HA Maii/JaHYMKY HPUPOIHIX
edeKTiB, TaKIX SAK MiCsIUHe CAIBO, 10 BiH i BTimmB y Ginbmi «fI xypi» (1953).

Y ¢inemi «Bemuke xom60» (1955), Haf AKuM mpauioBaB AnToH [[KOH, MOXHA
BiI3HAUMTU [paMaTu3M Bi3ya/lbHOTO IPOCTOPY, Y AKOMY NEPCOHaXi BiOKpemeHi Bif
713, A CLIeH! CTIOBHEH] MOBiTp:AM i mpocTopoM. barato ysaru A. JIkoH Opupinas i pisHum
OIIePATOPCHKIM 3aC00aM JOCSTHEHHS MAaKCHMAJIbHO IOTPIOHOro epeKTy BifmoBiAHO 10
TUX 4 {HIIMX 0OCTABIH Ta TBOPYOTO 3a/[yMY.

Enyapn Ipay — cydacnmii icmaHCbK1it KiHOOIIEpaTOP, BiloMIIi CBOEI0 MaiiCTepHICTIO
B penpe3eHTalii IepeKOHMMBYX eCTETNYHNIX HapaTuBiB. [pay criBIpaiioBas 3 pisHUMM
pexucepaMy, IpOTe OFHMM 3 JT0rO HA3HAKOBIMMX NpPOEKTIB € ¢imbM «CaMoTHil
4o7oBiK» (2009), spexucosanuit Tomom Poppmom. Pobora Ipay Hapg umm dinbmom
OTpMMasia BYCOKY OL[iHKY 32 BUTOHYEHICTb Ta aTMOCHEPHICTb BUKOPUCTAHHSA XyA0XHbOTO
TIOTEHIia/y CBiT/a.

Osnauennit ¢imbm sHaTuit Tomom DOpAOM Ha OCHOBI OJHOIMEHHOTO POMaHy
Kpicrogepa Imepsyna. OcHOBHMI CIoXKeT (iIbMY pO3TOPTAETHCA MPOTATOM OFHOTO AHA,
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