3amanm pPeBONOLIMHO0 IepebyIoBO0 TeaTPalbHOTO MIUCTELTBA Td €CTETUKOI
eKCIIPeCiOHi3My INTOBXA€ TeaTpaja 0 BUKOPUCTAHHA Ha ClLieHi aKIleHTOBAHOIO Ta
sckpaBoro xecty. Hanpukiaz, y mocranosui w'ecn «[as» I. Kaiizepa B crypii «Bepesinb»
Nel y 1923 p. Jleco Kypbac cTBOpO€ MaiffaHYNMK, PO3PAXOBAHMII HA MAKCHUMAJIBHY
MOX/UBICTb PYXY, [ TepegaBaHHA OCHOBHOI (abyaum Ta HACTPOiB BUKOPHUCTOBYE
BUPA3HUIL XKeCT 1 puT™, OyAye Ha CljeHi MacoBi puTMOIIACTUYHI MOMiOHII B pyXoBi
aKTOpiB, EPEBOAUTD 3aXON/IEHHA MY3MYHMMI €eMEHTaMI B PeXUCEPCbKe IIaCTUYHe
pillleHHs BUCTaBY, CTBOPIOKOYM I/TACTIYHI IyeTH, Tpio, KBapTeTy TOLIO.

Pyx mocrae miA pexucepa 6araTorpaHHMM INOHATTAM, IO MAa€ MPOSABM B CUII
NPUTATHEHHA Ta BiIUTOBXYBAaHHA, B CTATMI i AMHAMIl{, piBHOBa3i, 3MiHi HaIpAMKY
PyXy, iHepuii, IBMAKOCTI, NPUCKOPEHHI Ta YIOBIIbHEHHI, )XMBOi CUIM JifNbHOCT,
HPYKHOI CUJIM, WO Ie He BMKIMKAMA PYX, PO3Mipi Ta iHTEHCMBHOCTI PYXy. 3aBJAKK
6araTorpaHHOCTI PyX IIepeTBOPIOETHCS Ha [Iy)Ke BaXK/IMBHIT Ta ACKpaBMil 3aci6 BIpasHOCT
AK B aKTOPCBKIiil mpodecii, Tak i B pexxmcepchbkiil mocranoui Bucrau. Ha gymky
Jlecst Kypbaca, oyH pyx 1epexofnTh B iHIINMIA, BUPASHICTD JIIOACHKOIO TiNa MOEAHYETHCS
Y «BUPASNUCTIII PYX» BUCTABM, 33 AKMM ILAAY CTIKYE 32 YCiM KOMIZIEKCOM IIOCTAHOBKIA

IIpote, pyx ms Jlecs Kypbaca osnadae He ymie QisyyHMIT Ta ITACTUYHUI PYX.
Bin cripuiiMae pyx Ak IIOCTiitHMIT Tpollec PO3BUTKY, AAK IPMHILMI BeecBiTy. I 1jelt morn
pexucepa BIIMBAE Ha MOOYIOBY HOBOTO TEATPy, fie BAX/IMBUM Y XyAOXKHIl KOMITO3MLii
BJICTABM CTA€ TapMOHilTHe MOeIHAHHA 3MicTy 3 dopmoto. TTocTiftHuit BHYTpilHIA pyx
TOBUHEH BUABIATHCA y BisUYHOMY pyci, MisaHCLeH], PUCYHKY, popMi, AKi He TTOBMHHI
OyTu iTICTpaTMBHUMI, TOOTO HECTH B COOI XKMTTEBO-TICUXONOTIYHNI UM MOOYTOBMIL
xapakrep. Omxe, pasoMm 3 excrpecionismom Jlecb Kypbac BukopmcroBye B pyxax
CHMBOTI3M, IO JOfja€ FI0TO BMCTaBaM MeTaQOPUIHOCTI Ta aneropimdHOCTi, CTBOPIOI0YUN
00pasHuit BUSAB CyTi.

O. Kozoriz
MMORPG IN THE LIGHT OF THE GAMING CONCEPT OF CULTURE

O. Kosopis
MMORPG Y CBITJ1I I'POBOI KOHLIENL,IT KYNIbTYPU

Looking at Massively Multiplayer Online Role-Playing Games (MMORPGs) from
a cultural perspective, it's worth considering the gaming concept of culture, which was
most thoroughly formulated by the Dutch philosopher Johan Huizinga in his work “Homo
Ludens” (1938). He regarded humans as beings who play, presenting all human culture as
a system of games and internal rules regulating game reality. According to the scientist,
human existence, creative development and the emergence of cultural phenomena
represent a kind of a game. The ability to implement all aspects of life playfully becomes
evidence of human creative impulse.

Huizinga defined the main features of the game. Game is a behavior that is carried
out within certain limits of space, time, and sense. Game is visibly ordered as it unfolds
according to voluntarily accepted rules and beyond the sphere of material gain or necessity.
The mood of the game is one of detachment and excitement that is either sacred or festive.
Such behavior is accompanied by a sense of uplift and brings with it the relief of stress and
tension, joy and moral satisfaction. According to Johan Huizinga, games create their reality
with special rules that do not apply to ordinary social worlds.

All these features of game can be seen in MMORPGs. Computer games of this
genre take place within the confines of virtual space, in real-time mode, according to the



rules established and accepted by all players. The unique virtual gaming environment
and role-playing aspect of these games engage users, enabling them to unwind, express
characteristics, and enact actions that may be beyond their real-life capabilities. This
is facilitated by the avatars created within the game, providing a means for interaction
with both in-game characters and other players. Regarding incentives, it should be noted
that MMORPGs are characterized by a non-linear on-demand incentive system. While
progressing through certain levels, players can acquire virtual items and then sell them to
other users, earning real money. But material benefit is not always the driving force here —
rather, it’s an additional pleasant bonus.

In his scholarly work “Man, Play and Games” (1958), the French philosopher and
sociologist Roger Caillois defines game as a cultural phenomenon. He categorizes games
into four types: agon (competitive), alea (chance-based), mimicry (imitative) and ilinx
(vertigo-inducing). These classifications, with some adaptations, are observable in the
virtual realm of computer games, complemented by a fifth distinct type — the “pseudo-
game’, utilized for leisurely purposes.

It is also worth considering the opinion of Natalia Marenich, who focuses on the
postmodern and post-postmodern era, where the sense of game becomes the player’s
experience, and his actions, feelings and interpretation of identity in the virtual world
occupy the main place. Thanks to technological advancements, the phenomenon of gaming
continues to evolve. The rise of personal computers has sparked a profound transformation
across all gaming genres, along with the emergence of a new kind. This category is linked
to the evolution of virtual reality, which includes real-time games featuring a large global
player base, known as MMORPGs.

Massively multiplayer online role-playing games involve the successful interaction
of players to achieve a common goal. Completing complex tasks and quests develops
creativity and the search for non-standard solutions. MMORPGs provide an opportunity
to develop both soft skills, such as communication, self-analysis and leadership qualities, as
well as hard skills that can be useful in the real world (for example, when looking for a job).

Hence, it can be inferred that the vast array of opportunities offered by online
computer games play a role in shaping a new archetype of contemporary individuals
engaged in virtual environments. They show a tendency to interpret information through
gaming mediums and demonstrate a tendency to integrate gaming technologies into
various aspects of life. The embodiment of this emerging persona is also observable within
MMORPG communities, reflects their interactions and reality interpretation through the
lens of virtual gaming experiences.

O. Myxin
LIHHICTb KYJILTYPHOIO OIAJIOTY
Y ®1/1IbMI KOCMIYHOi PAHTACTUKU «<BOPOTI MI» (1985)

O. Mukhin

THE VALUE OF CULTURE DIALOGUE
IN SPACE FICTION FILM “MY ENEMY” (1985)

3aB/jaHHAM L[bOTO JOC/I/PKEHHS € POSIJIAJ TOTO, AKMM YMHOM HPOLIEC KY/IbTYPHOTO
fiiajory 6yro mpecTaB/IeHo B MAcoBiil KyIbTYpi, a caMe B KiHemarorpagi. Marepian s
aHajIi3y — XaHp KOCMi4HOI KiHOaHTaCTUKIL

KynbTypHuit fianor LiHHMII /1S CYCITiNbCTBA, OCKIIbKIL:
- 3HIDKYe BHYTpilnHi KOHQ/IKTH B COLiyMi Ha eTHIYHOMY Ta COLia/IbHOMY IPYHTI;



