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3HAYEHHA 3BYKY TA MY3UKMU Y BIJEOIT'PAX

AXTyaNnbHICTIO JOCIIJDKEHHS € CIIOCTEPEKeHHS 32 (QYHKIIIMEI My3UKH Ta X 0COOIUBOCTSAMHU Y BiJIeOrpi 3 MOCH-
JaHHSIMHM Ha BiJIOMi IPOIYKTH, TIOCTABJIEHI POOJIEMaMU TEOPETHYHOT Ta €CTETUYHOT XapaKTepuCTHKH My3uKu. [1po
BUIIE3TaJlaHe JJOCUTh MaJio iH(popMaIlii B cydacHill 3apyOiKHIN Ta BITUM3HSHIN JiTeparypi. Bigeoirpu 3’sBumnucs
BiZTHOCHO HEJIABHO, TOMY JIOCITi/KEHHS (DYHKIII My3HKH Y BIpTYallbHOMY CBITi € akTyansHuM. JKaHpoBi 0COOIUBOC-
Ti BiZIEOIr0Op € HOBOIO XBIJICIO B HAYKOBOMY IOTIISI/II Cy4acHOT BITYU3HAHOT KyJIBTYPOJIOTTYHOT TyMKH.

Mera crarti — BucBiTIHTH (PYHKIIT My3UKH Ta 1l 0COOMUBOCTI y Bifeorpi. MeToonoris JociikeHHs 0a3y€eTh-
Csl Ha 3aCTOCYBaHHI aHANITHYHUX METOJIB, SIKi BUSBIISIOTH OCOONMBOCTI (PYHKIIH MYy3HKHU y Bimeoirpax. Haykosa
HOBH3HA MOJISITAE B aHANI31 i XapakTepucTuili QyHKIA My3uKH Ta ii cucteM y Bigeoirpax. [IpociiakoBano Bukopuc-
TaHHS BXKJIMBUX EJIEMEHTIB MY3UKH SIK CKJIaJIHUKA BiJIEOTpH, Oe3 sIKOi BipTyasIbHUH BCECBIT OyB O HEI[IKaBUM Ta HE
MaB eMOIIIHOTO 3a0apBIeHHS. AHANI3YIOUH BiIEOIrpH, MOXKHA JIIHTH BUCHOBKIB, 1[0 My3UKa € TAKUM K€ BaKJIUBUM
CKIIQTHUKOM BiJIEOTPH, SIK CETUHT 1 TeiMILIeH, Ta Mae OaratorpanHi GpyHKIii. My3uka 10 BiJeOrpu Mae HU3KY 0CO-
OIMBOCTEH, SIKi BiAPI3HAIOTH 1i Bijl iHIIMX My3UUYHHX KaHPiB. [i CTBOPIOIOTH 3aLMKIEHOIO T BEPTHKAILHO 260 TOPH-
30HTAJBHO MO€IHYBaHOW. Lle 1ae 3Mory HEemoMiTHO 3MIHIOBaTH KOMIO3HMIIII Ta MiJJIAIITOBYBATH iX 3aJ€KHO Bil
TOTO, 110 BiZl6yBa€TI>C$I B TOH 4 TOI MOMEHT Bineorpu. Taki QyHKIIi1, IK CTBOPEHHS €MOILIITHOTO TOHYCY 1 TEHTTEMHU
HaragyioTh 1po CITUTBHICTB puC My3uKI BiICOTPH 3 My3UYHUMHU TBOPaMH KlHO(i)lJ'H;MlB Ta onepu. 3ByKH MiCLIEBOCTI
(abo nmierernynuit My3HYHH CYIIPOBiZ), sIKA OTOUY€ TOJIOBHOTO I'epOsi, CHPUAIOTH IMEPCUBHOCTI BIpTYaJbHOTO CBITY
rpu. Mysuka y Bineoirpax € BioOpake€HHsSIM KyJIbTYpHOI CHIaLIMHHU, YePe3 T€ 10 KOMIIO3UTOPH BUKOPHCTOBYIOTh
Pi3HI )KaHPOBO-CTHIIICTUYHI MOJIEII, MONICTUIIICTUKY, @ IHOJII i IIUTAaTH Ha BiJOMI KOMIIO3HIIIi.
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THE IMPORTANCE OF SOUND AND MUSIC IN VIDEO GAMES

The relevance of the research is the observation of the functions of music and their features in a video game with
references to well-known products, problems of theoretical and aesthetic characteristics of music are raised. There
is quite little information about the above in modern foreign and domestic literature. Video games have appeared
relatively recently, so the study of the functions of music in the virtual world is quite actual.

The purpose of the article is to highlight the functions of music and its features in a video game. The research
methodology is based on the application of analytical methods that reveal the features of the functions of music in
video games. The scientific novelty consists in the analysis and characterization of the functions of music and its
systems in video games. The use of important elements of music as an essential component of a video game, without
which the virtual universe would be uninteresting and devoid of emotional color, was followed. Analyzing video
games, the author can conclude that music is an important component of a video game as setting and gameplay

273



Kynberyponoriuauit ansmanax. Bum. 1 (9), 2024

and has multifaceted functions. Video game music has a number of characteristics that distinguish it from other
music genres. It is created looped and vertically or horizontally combined. This allows you to imperceptibly change
compositions and adjust them depending on what is happening at one or another moment of the video game. Such
functions as creating an emotional tone and leitthema remind of the common features of music for video games,
movies, and opera. The sounds of the area (or diegetic musical accompaniment) that surrounds the main character
contribute to the immersiveness of the virtual world of the game. Music in video games is a reflection of cultural
heritage due to the fact that composers use different genre-stylistic models, polystylistics, and sometimes quotes

from famous compositions.

Key words: video game, virtual reality, sound, music, culture.

AKTYaJIbHICTIO TeMH 10CJIi/IKEHHSI CTAHOBUTH
criocTepekeHHs 3a (DYHKIIISIMH MY3UKH Ta 1X 0CO-
OMMBOCTAMH y BiZIeOTpl 3 MOCUIAHHAMHU Ha BiJIOMI
MPOAYKTH, IOCTABJICHI NpOOIeMaMH TEOpEeTHY-
HOI, €CTETMYHOI XapaKTEepUCTHUKU MY3uKH. lIpo
BHIIE3ra/IaHe IOCUTh MaJIo iHdopMmarlii B cydacHii
3apyOikKHIM Ta BITYM3HAHIN diTeparypi. Bineoirpu
3’SIBIJTUCS BITHOCHO HEAABHO, TOMY JIOCIIDKEHHS
(YHKIIM My3UKH y BIpTyaJIbHOMY CBITI € aKTyajlb-
HUM.

Ananiz pociaimkenb i myoaikamiii. JKanposi
0COOJIMBOCTI BiZICOITOp € HOBOIO XBHJICIO B Hay-
KOBOMY MOIISZI Cy4acHOi BITYM3HSHOI KYJBTY-
POJIOTIYHOI JYMKH, TOMY ¥ HE AWBHO, 110 Opakye
JTEpaTypHUX JDKEpes 3 L€l TeMaTuku. ABTOpHU
3apyOiKHHX IyOmikarii, 31 cBoro OOKy, 3BepTa-
I0Th yBary Ha pO3yMiHHS MY3UKH BiJI€0irop, pos-
KpHWBAIOTh ii aCTMEKTH 1 Jal0Th KOHIICTITYabHI i7el
Juis MaiOyTHbOTO anamizy (Summers & Hannigan,
2018), po3mIAmAIOTH TEXHOJNIOTIYHI ¥  KyJb-
TYpHI MOXJIMBOCTI MYy3UKH SIK 3aci0 B3aemogil
3 koM rorepauMH irpamu (Smith, 2018; Rehding,
2019), npuainsAoTh yBary B3a€MO3B’SI3Ky MY3HKH
1 BiIeoirop i3 MHUPOKUM COIIAIbHUM KYJIBTYPHHM
koHTekctoM (Ivanescu, 2019), BigMiuaroTh, M0
My3HWKa BIJICOIrop Mae BIACHUHN HAOIp CTHIICTHY-
HUX 1 (YHKLIOHAJIbHUX MeTamMop(o3 Ta 3UYUTH
1 3miHroe panHi mopmemi (Donnelly & Gibbons,
2021). 3aranom po3yMiHHS IrpoBOi IHAYCTPIl Kpi3b
MPU3My MHUCTEITBA Ta IHIMUX ACTIEKTIB Cy4acHOT
JIIOZICHKOI JISUTBHOCTI BUCBITIEHO B pOOOTaX TaKUX
1HO3eMHUX 1 YKpaiHChKHUX HAYKOBIIIB, K Andrews
& Crawford (2021), Bart (2021), Dickenson
(2021), Lebiedieva (2021), Lee & Chow (2021).

Merta crarTi — BUCBITIUTH (QYHKLII MY3UKH
Ta IX CHCTEMH y Bijeorpi.

Buxiax ocHoBHoro marepiaay. Ictopis
KOMIT IOTEPHUX IrOp TIOYMHAETHCS TPUOTU3HO
B 40-50-X pokax MUHYJIOTO CTOJITTS 3 PO3POOKH
HAWUTIPOCTINIMX MAHIMYJSAIIN 1 Bi3yalbHUX CHMY-
nsuii. My3uka y Bigeoirpax Oyia He 3aBKIH, 1 e
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MOB’S3aHO 3 TUM, IO MEpII IrpoBI CUCTEMH HE
MaJTi HISKOTO ay/li0uUITy UM ayTi0KapTH, SIKi MOTJIH
0 BiATBOPIOBATH 3BYK. ToMYy irpH, SiKi BUXOIWJIN HA
X cUcTeMax, Oyiu 0e3 3ByKy. OIHaK 11e He CTaJlo
Ha 3aBajii OJHIM 13 meplmuX BiEoirop, a came
«Pongy, HabyTH MOMYISAPHOCTI Ta TOCATTH HEUMO-
BIPHOTO ycmixy. AJie BXKe TO/1 BUHUKAJIO BIAUYTTS
TOTO, 0 0€3 3BYKY irpu Oy Ha4e HEMOBHOIIIH-
HUMH, IM 4orochb OpaxkyBajo. 3ByKOBHI CyNpOBij
3’SIBUBCSI 3HAYHO ITI3HIIIE 1 CTIOYAaTKy MaB BHIJISI
KOPOTKUX ay[JiOCHT'HAJIB, 3rOJIOM IEPETBOPHB-
MIMCH y TIOBHOIIIHHY MY3HKY J0 BiZICOpO3Bar.

Bineoirpu — 10cuTh HOBUI KyJIBTYpHUI TUIACT,
IO 3acIyTOByE€ YBaru MAOCTIAHHUKIB y PI3HUX
acnektax. Oco0nMBa pojib y CTBOPEHHI 3aXOILIHU-
BOTO CBITY BiZICOTpH HAJICKHUTH 3BYKOBIH MaIITPi.
3apa3 My3UYHHUH CyNpoOBiA A0 BiJEOIrOp 3amucy-
I0Th BiZIOMi CHM(OHIYHI OPKECTpH, a TIEPCOHAKIB
03BYYYIOTh BIJJOMI aKTOpH Ta MOMN3ipKu. My3HKy
JI0 BIZICOITOP CTBOPIOE KOMITO3UTOP, SIKUH TiCHO
CHIBIpAIIOE 3 aydiopedaKTopaMH KOMaHIIU pO3-
poOHuKiB. HaliBiqOMIITUMHI KOMITO3UTOPAMH, SIKi
NUIIYTh MY3UKYy 10 Bigeoirop, € Jlxxepemi Coyi,
I'anc [Hummep, Octin BinTopi, Maiiki [[xaxkino,
Akipa SIMaoka Ta 1HIII.

My3uKa pa3oM i3 CETHHTOM 1 TEHMIUICEM € BaK-
JMBHM CKJIQJIHUKOM BiJeOrpu. SIKIIO TOBOPUTH
PO 3BYK SIK CKJIQAHUK BiZIEOpPO3Bar 3arajiom, TO
MOYKHA CKa3aTu, 1110 Horo QyHKuii GaraTorpaHHi.

OCHOBHOIO BiZIMIHHICTIO, 5IKa BIIPi3HSE MY3UKY
¢bi1bMIB, TEATPy UM OINEPH, € TE, IO Y Biaeoirpax
HEMOXIJIMBO TIepeN0aunTH, CKUTBKH Yacy TpHBa-
TUME Ta Y Ta irpoBa ciieHa. Kommo3urtop 3Hae,
SIKMH BiJIPI30K Yacy TpHBA€E MEBHA CIIeHA Y (ibMi,
ajyie He 3Ha€, CKUIBKHM 4acy 3HaJO0OUTHCS TPABIIIO
y Bimeorpi, mo0O mNpoWTH meBHHUU eTam. Tomy
MY3HKY JI0 BiZICOTPH CTBOPIOIOTH 3AI[MKJICHOIO, 110
JTa€ 3MOTY BiJITBOPIOBATH 11 HECKIHYCHHO JIOBTO,
a TaKoXX 3By4aTu MPUPOIHO. Taka My3HKa € Maiixe
B KOXKHIH Tpi, TOYMHAIOYH BiJl CTApUX 1 3aBEpIIIy-
I0YM HEIaBHIMH pelli3aMH.



[HIIOF0  OCOOMMBICTIO MY3HMKH 10 BiJleoirop
€ Te, 1110 ITPOB1 CLIEHU MOXKYThb aKTHBHO 3MiHIOBA-
TUcs. YacTo 11e ciocTepiraeTbes y BUMaKax, KOJIH
TOJIOBHOMY T'epOI0 3arpoxye HeOe3neka. Y TakoMy
pa3i My3HKa 3MIHIOETHCS 31 CIIOKIHHOTO eMOi€HTY,
T0OTO (OHOBOI MY3WKHM, Ha OUIbLI JWHAMIYHY.
[IpoGrmema B TOMy, IO TakWid Tepexin mMae OyTh
MPUPOJHUM Ta TAPMOHIMHUM, 1100 My3UKa Pi3KO
He oOpuBaacs, a mpoIoBKyBatacs B motori. Haii-
MOIIMPEHIIIAM 3aCO00M TaKUX TEPEXOJIiB € BEp-
THUKQJIbHE Ta TOPU30HTAJIBHE TOETHAHHS MY3HKH.
[Ipy ropu3oHTaNBHOMY 3BEICHHI MEpexia Bif
OfHI€ET 10 1HIOT Menoii BiIOyBaEThCSI HEMTOMITHO.
Hamnpuknay, moyarok Ta KiHelb MeEJOAil TOBUHHI
MaTu CX0KYy TOHAJIBHICTh, TEMII, ICTPYMEHTYBaHHS
Toio. OTxe, TPEeKU MOEJHYIOThCSA B OJIMH, 1 Tpa-
BEIlb HE TIOMIYa€ PO3PUBY MiXK TEPIIOIO Ta APYTOFO
Menotiero. HalisickpaBinni MpHUKIagu Takoro TMij-
XOIly MO>KHA ITOuyTH y Bifieoirpax The Elder Scrolls
V: Skyrim, The Witcher 3: Wild Hunt Ta iHIINX.

Jlnisi BepTUKAIBHOTO 3BEICHHSI MY3UKH KOMIIO-
3UTOP MHUIIIE JICKiIbKa BapiaHTIB OAHOTO ¥ TOTO K
TPEKy, JI¢ OJUH MOXe OyTH CIOKIHHUM, JAPYTHI
O1bIII TMHAMIYHHUM 1 arpeCUBHUM 1 T. JI. 3aJI€)KHO
BiJI TOTO, 1110 BiZOYBa€THCS HA €KPaHi, BMUKAETHCS
TOM My3WYHUW BapiaHT, SKWA TiAXOIUTh HaM-
kpamie. Takwili THUI 3BENEHHS CIIOCTEPIra€ThCs
y Bineorpi Nier 2: Automata, e 3aj1€HO Bij TOTO,
9l TEPCOHAX TIPOCTO TEPEMINIYETHCS MICTOM,
YM BCTYyNHB y OUTBY, My3HMKa 3MIHIO€ CBIH Xapak-
tep. Jyxke mikaBa 3MiHa MY3WKH BiJIOyBa€ThCs
B MOMEHT, KoJiu B Tpi Nier 2: Automata ToOBHUN
repoil MPOBOIUTH 371aM pOOOTIB: OCHOBHUH TeH-
MIUIEH NePeXoUTh y PEKUM MIHITPH, a MEJIOJ1s 3a
3BYYaHHSIM CTa€ CXOXKOKO Ha Bimeoirpu KiHIsm XX
cromitts. Lle cBoro pony perpocnekTiBa Ha iCTO-
pit0 My3UKH 0 BiZICOIrop.

3BYKOBHI CyNpoOBiJ MOXe BTUIIOBaTH oOpa3
JoKamii, y sKiii mepeOyBae TOJOBHHMIA TEpOH.
Hanpuknan, s 00pa3y npupoau 4acTo BUKOPHUC-
TOBYIOTh pPEaJIbHI 3ByKH Ta IIIyMH, SK-OT IIyPXIT
JIUCTSI, 3BYKH JIOILY, PIYKH, BITPY, TPO3H 1 MOAiI0H1
no Hux. Taki 300pakaibHi 3ByKH HABKOJHUIITHBOTO
Cepe/IoBHUINA € MalKe B KOXKHIN Biieorpi, aJike 1ie
BOYUIMBHH CKJIQJIHUK IMEPCUBHOCTI (3aHypEeHHS:)
y BipTyanbHHii CBIT. Y rpi Diablo MoxxHa OYyTH
MICBKHI TOJMHHHK 1 TOMIH MiCIIEBOTO >KHTTSI.
V Bineoirpax Overwatch, HALO 4acto 4yTHUMH
€ 3BYKH TIOCTpUIy Ta mepesapsaku 30poi. A ot
y tpi The Elder Scrolls V: Skyrim uepe3 menomii
Ta TicHI OapmiB, sKi rparoTh y mMictax Ckalpumy,

MOXHA O3HAHOMUTHCSA 3 ICTOPUYHHUM Ta KYJIBTYp-
HUM CKJIaIHUKaMu BcecBiTy. Takox TBOpUicTh 6ap-
niB'y The Elder Scrolls V: Skyrim moxHa BBaXaTu
JIIETETHYHOIO MY3UKOI0, TOOTO TAKO¥0, SIKa € YaCTH-
HOO BCECBITY BiJICOTPH, a HE 3BYYUTh TUIBKHU IS
rpaBIisl.

BaxnmBoro QyHKIEI0 My3uKHd Yy Bijeoirpax
€ JeWTTeMu 1 JIEHTMOTUBHU MepcoHaxiB. Cxoxi
MPUHIIMAIIN CIIOCTEPIraroThCsl HE TIIBKU Y Bij€Oi-
rpax, a 1 y 6ararbox omnepax i ¢pinbmax. Taki Temu
MOXYTh OyTH TpHUB’S3aHI J0 TOJOBHHX TI€pOiB
BIJICOTPH 1 3MIHIOBaTH XapaKTep MY3UKH 3aJI€KHO
BiJl TIOZIT Ta €MOIIHHOTO CTaHy, K-OT y Bigeorpi
Sillent Hill abo F.E.A.R. 2 Project Origin. Takox
YyIOBUM TIPUKIIAIOM € Bineoirpu Nier: Replicant
ta Nier 2: Automata, ne My3WKa 3MIHIOEThHCS
3aJIeKHO BiI TOTO, SIKMM TPOLIECOM 3aiiMa€eThCA
MEepCOHaX. SIKIO MepCoHaX MepeMillyeTbCs Mic-
TOM, TO Menozist Oyzie CroKiitHa, JipudHa. A SKIIIO
BCTYIIUTHU B OMTBY, TO Ta 3K TeMa MOXe 3MIHIOBaTH
XapakTep Ha OUIbII arpecHBHHMA, IWHAMIYHUN
1 IpaMaTUYHMiA, 3 MepernajaMu TeMIly W eKcrpe-
ci€ro B Memoii Ta rapMoHii. Takok MOXKyTh J1011a-
BaTHCS 1HII IHCTPYMEHTH, 30KpeMa YHapHi Ui
MOCHJICHHS] PUTMIYHOI ITyJTbCaIlii.

CTBOpEHHS eMOLIIMHOTO TOHYCY B MIEBHHIA MPO-
MIXKOK TPH € Ba)XJIMBUM CKIJIQJHHUKOM €MOITIHHOT
peaxuii Ha ctoxkeT. Hanpuknan, y rpi The Witcher
3: Wild Hunt micto HoBirpaa cynpoBOIKYEThCS
MiJHECeHOI0 (OIBKIOPHOI0 Menofieo, a Jlok
MyiH Mae CyMHY JIpUYHY Temy. ¥ MHUPHHHA Yac
rpu Civilization 3ByuaTh CHOKIiiHI HacTopajbHi
KOMITO3UIIil, a Y BOEHHHI — MOXMYpi Ta MPHTHi-
yeHi. Y Bigeorpi Red Dead Redemption Il nipu
norpaOyBaHHSX Ta €Mi30/jaX CKa90K BEPXH MOXKHA
CHOCTEpIiraTd JUHAMIYHI MY3M4YHI TEMU B CTHII
KaHTPi, 1110 CTBOPIOIOTH aTMocdepy 1 TyX BecTepHa
ta Jlukoro 3axony. ['apHum mpukiagoM emMOi€HT-
HOi ((hoHOBOT) My3uku € Bigeorpa S.7.A.L.K.E.R.,
ne B nokamii Yopuoowmnbebkoi AEC emOieHTHUI
XapakTep MY3HWKH 3aHYpIOE B CTaH 3aCTHIVIOCTI,
3yMHUHKHA XOMy 4acy. Takok 4acTto pO3pOOHHKH
BiJICOIrOp BUKOPUCTOBYIOTH TOJOBHY TEMY TpH
e B TOJIOBHOMY MEHI a0o B IMEpHIMX Bijeoclie-
HaX, 00 o/pa3y 3aHypUTH B XapaKTep 1 HACTPIii
CIOJKETY.

KopoTko BapTo ommcard Taki 3BYKOBi CYIpO-
BOJIM, SIKI TIPWB’SI3aHI J0 TEBHUX TMOMIH Yy Tpi.
Hanpukinana, BIZKpUTTS HOBOT TEPHUTOPIi, YCITIIITHE
BUKOHAaHHA Micii abo MmpoBaj, mepemora 4u Bif-
KPUTTS HOBOTO piBHSA. Konu mepcoHax y Bimeorpi
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The Elder Scrolls V: Skyrim minBuiye cBiif piBeHb,
TO 3BY4YUTh (ParMEHT OCHOBHOI TEMH TpH,
BHUKpPUKYBaHHS 90JIOBi4Oro xopy. Memomuii mepe-
MOTH y BiJleoirpax 3a3BU4ail ypodHCTi, a 3BYKH
MOpa3KH — THITIOWI Ta CKOPOOTHI.

IHoxi BuOIp My3W4HMII TpeKiB 3yMOBICHUUN
MOTYJISIPHICTIO KOMIIO3HITIH 1 Ma€e OUIBII peKiiaM-
HuW xapakrep. [lonmy3uKy 4acTto BHUKOPHCTOBY-
I0Th y Bijieoirpax >KaHpy aBTOMOOUTBPHHMX apKal,
SIK-0T y cepii Bigeoirop Need for Speed ta Grand
Theft Auto (GTA) npu Toi3AII TIO MICTy 3By4YaTh
MiCHI BITOMUX BUKOHABIIIB.

Bineoirpu, mepcoHaxki Ta CHOKETH 4acTO CTa-
I0Th JYX€ MOMYJISAPHUMH 1 caMi BUKOHYIOTH POJIb
PEKJIaMU Ta BUKOPUCTOBYIOTHCS 3 MAPKETHHIOBOIO
METO0. 3a CIO’KEeTaMH BiJI€0irop 3HIMarOTh (QiIbMHU
i cepiamu. HaiiBimoMimmmu 3pa3kamMu BBaXKa-
emo Taki: «Ocenst 3na» (Resident Evil), «Jlapa
KpodTt — poskpanauka rpoouune» (Tomb Raider),
«Ocranns ¢antasis» (Final Fantasy), «OctanHi
3 Hac» (The Last of Us), Nier: Automata, HALO.
AOO0 HaBmakH, 3a OCHOBY BiJleOTpH OepyTh KiHO,
Hanpukiaa: «Bomomap nmepcHiBy», «30psiHI BiitHIY,
«ITipatu Kapubcbkoro mopsi». st Toro mo6 nepe-
natu arMmocdepy Bimeorpu y ¢inbMax (i HaBIAKH),
BUKOPUCTOBYIOTH Ti K CaMi My3M4YHI KOMITO3UIIii,
o B opuriHam. Sk-ot y cepiani «OcTaHHi 3 Hac
(The Last of Us) 30epiraeThbcs ritapHa My3uKa KOM-
nosuropa ['yactaBo CanTaonanps, aypeara JBOX
npemiit «Ockap» 3a HaWkpamly My3uKky. Takox
B OHOMMEHHHX (PiTbMI Ta BiZCOTPi MOXKYTh OyTH
pi3Hi komno3utopu. Hanpukmnan, My3uky 1o cepii
Bimeoirop Uncharted mmcamu KOMITO3UTOpaMH
I'per Eamoncon i1 T'enpi JlkekmaH, a My3uKy 70
¢inpMy — 3HaMEeHHTHH Kommo3utop Pamin J[xka-
BaJl.

[HOMI My3WKa y Bileoirpax € TUM €JIEMEHTOM,
3 SIKUM TpaBellb MOXKe B3aeMotiaTh. L{ikasum npu-
KJ1aJIoM € Braid, e TpaBelb MOXKe KepyBaTH nepe-
Oirom vacy. Konu mapTHep nmepeMoTye yac ynepen
a00 Ha3a1, TO My3UYHUH CYIPOBIJ] BIATBOPIOETHCS
HOpMalbHO a00 HaBMaku. TakoX € HU3KAa MY3HU-
HUX BiJIeOirop, Ji¢ rpaBellb TOBHHEH BiATBOPIO-
BaTH TAHLIIOBAJIbHI PyXH a00 puUTMiuHI Qopmyiy,
BYACHO HATUCKAIOUM MOTPiOHI KIIaBIIIi.

Po3pobHMKM  Bifeoirop, OKpiM OpHUTiHAJIb-
HOI MY3WKH, 9YacTO IMTYIOTh BiJIOMi TPHKJIAIH
3 KJIACHYHUX KoMTo3ullid. Hanpukman, amns Toro
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00 BIJIKPUTH TaEMHUU BXin y rpi Resident Evil,
TOJIOBHUHM Tepoil MOBUHEH BIATBOPUTH (PparMeHT
3 ¢opremiannoi conarn Ne 14 JI. berxosena. Lleit
NPUKIIAJ e XapaKTepPU3y€e MIEreTHYHY CTOPOHY
My3U4YHOTro cymnpoBoxy rpu. [lomynsipHa TOkara
i gyra pe minop M. C. Baxa 4acTo BHKOPUCTOBY-
€THCS y BiJleoirpax, Jie € TEeMHI 3aMKH, BaMITipH,
Jpakyna Tomo. Y nonoBHeHHi 10 rpu Bloodborne
y OUTBI 3 O0COM Tpae My3HKa, siKa Jy’Ke CX0Ka Ha
KOMMO3UIiI0 «Mapc, BICHUK BiliHM» 13 cHM]O-
HiyHOI croith «[lmanerm» ['ycraBa Xomncra. Bimo-
Mui koM1o3uTop JxoH BinbsiMc BUKOpUCTOBYBAB
IHCTpYMEHTYBaHHs Ta Menonii «Mapca, BiCHHKA
BIMHI» SIK OCHOBY JUIsl CAyHATPEKIB /10 cepii (iib-
MiB «30psiHI BifHM», SKi 3rOIOM 3aCTOCOBYBAJIH
B OJJHOMMEHHUX BiJleoirpax.

Kommo3uTtopu, siKi MUNIyTh MY3HKY JIO Bije-
0irop, 4acto BUKOPUCTOBYIOTH pi3HI >KaHPOBO-
CTWJIICTUYHI MOJEJi, YUM CTBOPIOIOTH ITOJIICTH-
JICTUYHI ¥ MOJIICTUIBHI Kommosumii. IToenHanns
CTWIIB — Y€ 3HailoMa IMpakTHKa, IO BimOyBa-
€THCS B PI3HUX cepax MUCTENTBA Ta BiAoOpaxae
KyJBTypy 3arajioM. ToMy 3BYKOBHIA CBIT BiZI€Oirop
1 KOMIIO3UTOPChbKa TBOPYICTH Y 11iil cepi 3aciayro-
BY€ Ha TEOPETHUYHE JIOCIIKCHHS.

OTxe, micisl IEeTaNbHOTO aHaJi3y MYy3HUKH Bijie-
0irop MM UL TAKUX BUCHOBKIB:

1. My3uKa € TakKiM K€ BaKJIUBUM CKJIaJTHUKOM
BiJICOTPH, SK CETHHT 1 TeWMILICH, Ta Mae Oarato-
rpaHHi QyHKIII.

2. My3uKka /10 BiJieorpu Mae HU3KY 0COOIHBOC-
TeH, AK1 BIAPI3HAIOTH ii BIJ] IHIIUX MY3UYHUX >KaH-
piB. Ti CTBOPIOIOTH 3alIMKIEHOI0 Ta BEPTHKAILHO
ab0 ropu3oHTaNBEHO MO€aHYBaHOO. Lle mae 3mory
HETIOMITHO 3MiHIOBaTHM KOMIIO3MIIIi Ta MiJUIamTo-
BYBaTH IX 3aJIe)KHO BIJ] TOTO, LIO BiJIOyBa€eTbCA
B TOW YM TOW MOMEHT BiJICOTPH.

3. Taki QyHKIii, sIK CTBOPEHHS EMOI[IHHOTO
TOHYCY 1 JISUTTEMH, HAraAyIOTh MPO CIUIbHI PUCH
MY3HUKH JI0 BiJ€OrpH, KIHO(IbMIB, OTIEPH.

4. 3Byku micteBocTi (200 i€reTHIHUN My3U4-
HUW CyNpoBiA), fKa OTOYY€E TOJIOBHOTO Tepos,
CHIpHsi€ IMEPCUBHOCTI BipTyallbHOTO CBITY TPH.

5. Mysuka y Bifeoirpax € BiJOOpa)KEHHIM
KyJABTYPHOI CHAIIIMHU 4Yepe3 Te, M0 KOMIIO3H-
TOPU BUKOPUCTOBYIOTH PIi3HI KaHPOBO-CTHJIIC-
TUYHI MOJIEI, MOJICTHIIICTUKY, a 1HOJMI W IUTaTH
Ha B1JIOM1 KOMIO3HIIIi.
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