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HAPATUBHA BIJJEOTPA AK MUCTENTBO METAMOJAEPHY

CrarTio MPUCBIYEHO OCMUICIICHHIO HAPaTHBHUX BiZICOITOp SIK METaMOJIEPHICTCHKOTO Mejlia, TIONIYKY B irpax Bij-
MOBIJTHOTO KaHPy XapaKTepPHUX EJIEMEHTIB Ta CTPATeril, 10 Jamu 6 3MoTry Kiacu]ikyBaTH BiICOIrpH SK MUCTEIb-
Ki apredaxti HOBOT KynbTypHOI ermoxu. JlocmipkeHHst 6a3yeThesl Ha HU3II TEOPETHYHHUX MPallb, 1[0 MPUCBIYCHI
BHBUCHHIO 0COOIMBOCTEH MeTamonepHi3My. Hacammepen BUKOPUCTOBYEThCS KOHIIETIIIISI METaMoAiepHy Pobina BaH
neH Akkepa ta Timoreyca BepmboseHa, sSIKi OMHCYIOTh HOBY KyJIBTYPHY PEasbHICTD SK BIIX1A Bifl MaHIBHOT IMHIY-
HOCTI i BiJICTOPOHEHOCT] MOCTMO/IEPHY Ta MPArHeHHs 10 HEOPOMAHTU3MY 3 HOTO MIMPICTIO, BIAKPHUTICTIO, OCIIMIS-
II€I0 SK KOMMBAHHAM MK TIPOTUJICKHUMHE TMOHATTSMH YU SBUIIAMH (IUPICTh Ta HACMIIIIKA, CEPHO3HICTD 1 HATBHICTD
TOIIIO), HAMATAHHIM MO€IHATH TOCTMOACPHICTHIHE 3 MOJCPHICTUYHIM, AMEIIAII€I0 10 Mi(OIOTIIHOTO Ta YyTTEBO-
ro. TeopeTn4yHO BayKJIMBOIO JUIS TPECTABICHOI CTATTI € TAKOX KOHIIENTYali3alis MeTaMOJEPHICTChKIX MPUHOMIB
y mucrentsi [. JlemGepa. Cepen Takux BiH BHOKPEMIIIOE HU3KY TIOHSTh, 30KpEeMa eMIIaTHIHY peqIIeKCito, «Io/IBiii-
HY PaMKy», OCHISAIIIO0, €KCIIEHTPUYHICTh, METAMOIEPHUI MIHIMATI3M 1 MAKCUMaJTi3M, KOHCTPYKTHBHHUN MaCTHIIL,
ipoHecTiil, HOpMKOp, aHTpOTIOMOP(i3allito Ta METACUMITATUYHICTh, SIKi Pa30M CTBOPIOIOTH CKJIaHY i OararorpanHy
CTPYKTYpPY CY4aCHOTO XYJOKHBOTO TEKCTY.

BukopucToByroun 3a3HaueHy METOOJIOTIIO, Y CTaTTi MpOaHali30BaHO HApaTHBHI BIAEOITPH Ta cepii Bimeoirop
XXI cromitT, sik-oT «Death Strandingy», «Kena: Bridge of Spirits» Ta inmi. Tak, cTarTa BUCBITIIIOE METaMOIEPHICT-
CBbKi €JIEMEHTH, 110 € CTIUTFHIMH Ta YacTO MOBTOPIOBAHNMH B Cy4acHOMY irpoBoMy cepenoBuii. Ha mpukimani Kinb-
KOX ITPOBHX TAWTIIiB MPOLTIOCTPOBAHO MEXAHI3MHU peaisallii eMOIIHHOI OCIMIALI1, aMOIBaJICHTHOCTI Ta MIUPOCTI,
10 BOJHOYAC AFOTh 3MOTY Kpallle 3aTyYUTH TPaBII 10 KiOEPTEKCTOBOTO HApaTUBY TPH, a 3 IHIIOTO OOKY CTarOTh
SCKPaBUM BHPAKEHHSIM METaMOEPHICTHYHNX KOHIICTIIIIH.

BaxnmmBuMu MeTaMOIEpHIMHU €IEMEHTaMH, IO Jealli JacTille 3HAXOMATh CBOE BiMOOpa)KEHHS y Bimeoirpo-
BOMY TIPOCTOpIi, € TaKOXK TPArHEHHS 0 KOJEKTUBHOI Jii Ta comianbHOI B3a€MOJIii, IO MOXKE BHpaKaTHUCS depes
IMITTIKAIiO B IHAWBIAyadIbHUN ITPOBHMHA JOCBIT MEXaHI3MIB KOMYHIKAIlii 3 IHIIAMH TPABISIMHU, & TAKOX TSKIHHS 10
PEKOHCTPYKIIIT Mi(hiYHHX TPOTIIB Ta CIOKETIB, 10 HE TIPOCTO 3UUTYIOTHCS, a HaCaMIIepe ] TPOKUBAIOTHCS TPABISIMH.

KarwuoBi cioBa: MeTaMonepHi3M, MMOCTMOACPHI3M, «HOBI Memiay, Bi3yaslibHa KylbTypa, IH(poBa KyIbTYpa,
BiZI€OIrpH, HAPATHB, HOBA IIUPICTh, YYTTEBE, HEOPOMAHTH3M.
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NARRATIVE VIDEO GAME AS METAMODERN ART

The article is dedicated to understanding narrative video games as a form of metamodern media. It seeks to
identify the distinctive elements and strategies within such games that would classify them as artistic artifacts of a new
cultural era. The research is based on several theoretical works that focus on the characteristics of metamodernism.
The article employs the concept of metamodernism proposed by Robin van den Akker and Timotheus Vermeulen.
They describe this new cultural reality as a departure from the prevailing cynicism and detachment of postmodernism.
It reflects a yearning for neoromanticism, characterized by sincerity, openness, and oscillation between opposing
concepts or phenomena (such as sincerity and irony, seriousness and naiveté). This involves an attempt to blend

256



postmodernist and modernist elements, appealing to the mythological and sensory. Additionally, the conceptualization
of metamodernist techniques in art by H. Dember is theoretically significant for this article. Dember identifies
several key concepts, including empathetic reflection, “double framing”, oscillation, eccentricity, metamodern
minimalism and maximalism, constructive pastiche, irony-resistance, normcore, anthropomorphism, and meta-
sympathy. Together, these elements create a complex and multifaceted structure within contemporary artistic texts.

Using this methodology, the article analyzes narrative video games and series from the 2 1st century, such as Death
Stranding, Kena: Bridge of Spirits and others. The article highlights common and frequently recurring metamodern
elements within the contemporary gaming environment. By examining several game titles, it illustrates mechanisms
of emotional oscillation, ambivalence, and sincerity. These mechanisms not only enhance player engagement with
the cybertextual narrative of the game but also vividly express metamodernist concepts.

Significant metamodern elements increasingly reflected in the video game space include the pursuit of collective
action and social interaction. This can be expressed through the incorporation of communication mechanisms with
other players into the individual gaming experience. Moreover, there is a tendency towards the reconstruction
of mythical tropes and narratives, which are not merely read but primarily experienced by players.

Key words: metamodernism, postmodernism, new media, visual culture, digital culture, video games, narrative,

new sincerity, sensuality, neoromanticism.

Beryn. IlocranoBka mpodaemu. Bineoirpu
BHHHKJINA B KOHTEKCTI KiHI XX CTOJITTS, KOJHU
MOCTMOJICPHI3M CTaBaB [IEHTPAILHOIO TEMOIO aKa-
JIEMIYHAX JHUCKYpPCIB 1 3HAXOIMB BiTOOpaKECHHS
B PI3HUX Trajy3siX KylbTypHOi aisiibHOCTI. Ha
TN JelaTi BHIOTO iHTEpecy 10 Teopiil cumyis-
mii Ta jgemeHTpanizamii cy0’ekTa BiJIleoirpy craiu
VHIKaJIBHUM TIPOCTOPOM, IO 3a0e3Meuye TpaBIisiM
3HauHy CBOOOY B MEXaX IHTCpaKTHBHHUX HapaTu-
BiB, JAIOYM IM 3MOTY aKTHBHO BIUIMBATH Ha pPO3-
BUTOK MOJIN y BIpTyallbHUX CBiTaX. 31 CTPIMKUM
MIPOTPECOM Yy Taily3i KOMI IOTEPHOTO IMpOrpamy-
BaHHS, Y/IOCKOHAJCHHSIM Trpa(iuHUX TEXHOIOTii
1 BUKOPUCTAHHSM IIOTY)KHUX TEXHIYHHUX HOCIIB
PO3POOHHKH irop OTpUMANId 3MOTY BiIKPHUBATH
HOBI TOPU30HTH B JOCTIPKEHHI IrPOBUX MEXaHiK,
HapaTHBHUX CTPYKTYP 1 IpaBeIbKO1 B3a€EMOIii, 1110
3MIHHJIO TIX1T IO BiJ€OITOp SK JO HOBOTO MHC-
TEIBKOTO Ta TeXHojoriyHoro ¢enomeny. Ilpore
Bizteorpa sk Taka y (imocodCchKo-KyIbTypoIoTid-
HUX JOCII/DKCHHSX YaCTillle TPAKTYEThCS caMe SIK
MMOCTMOJIEPHICTChKE Meia (Tipalli TaKuX MpecTaB-
HuKiB game studies, sik A. ['annexapion, M. bapyi,
M. MaxkkenHi, M. I1adeko Tomno).

AKajieMiuHe >K OCMUCJICHHS BiJIeOTpH SIK
(dbopMu MECTENTBa, IO BIMIMOBIJA€ XapakTepHC-
TUKaM METaMOJICpPHI3MY, 3aJIHIIA€ThCS (parMeH-
TapHUM 1 HEZOCTaTHBO PO3KPUTUM. 30KpeMa,
MOCTae HU3Ka MUTaHb: SIK BijJieoirpu BigoOpaka-
IOTh KIIFOYOBI PUCH METaMOACPHICTCHKOTO MHC-
TETBa, SK-OT MOABIMHICTb Ta PyX MDK IMPOTH-
TISKHOCTSMU (IPOHI€I0 1 MMPICTIO, CIIOMIBAHHAMHI
Ta B1IYa€M, YTOITI€IO 1 aHTHYTOIII€I0), TA YU MOYKHA
B3araji BU3HAYUTH BiJIEOTPY SIK CYyTO METamojep-
HICTChKHI (eHOMEH. To METOr mpeacTaBIeHOT
po0OTH € MOCHIKeHHS BimeoirpoBux (opm sk

BUSIBIB METaMOJIEPHI3MY B CY4YaCHOMY Bi3yallb-
HOMY MHCTEIITBI.

VYV mmpokiii mepcrneKTHBl AOCHIIKEHHS Bije-
OIrop SIK MHCTELTBAa METaMOJEPHY JacCTh 3MOTY
Kpalle MPOCTEKHUTH BIUTUB NU(POBUX TEXHOJOTIH
Ha KyJIBTypHI TIPAKTHKH, (OPMYBaHHS iICHTHY-
HOCTI Ta COLIaJbHUX B3A€EMOJIM, a TakoX 3aro-
BHUTH NPOTAIMHU B TEOPETUYHUX MOJEIAX game
studies. ToMmy aKTyaJIbHiCTb CTaTTI BU3HAYAETHCA
He Jume (paKTHIHUM TPUBHECEHHSIM HOBHX ITifT-
XO/IB y BiZICOIrPOBi AOCIIIKCHHS, a ¥ TIEPCIIeKTH-
BOIO JIOCATTH TJIMOIIOTO PO3YMIHHS CTaHy Cydac-
HOTO «KYJBTYPHOTO JIAHAMAPTY.

AHaNi3 ocTaHHIX Jd0cCigxkeHb i myOJikaiiii.
Sk yxe Oys10 3a3Ha4€HO, Tpallb, 10 Oy O MOKIH-
KaHI OCMHUCIUTH CYTHICTh BIJI€OIrop 3 TMOTISAIY
METaMOJIEPHY, YKpai MaJio SIK Cepe]] BITYM3HIHUX,
TaK 1 cepen 3aKopOHHUX myomikariii. Ha cripoou
BIJIHAWTH METaMOJICPHICTChKI TEHJCHINI B Hapa-
TUBHUX BIZICOITpax HATPAIUIIEMO JIAIIEC B TaKHUX
npausax, sk «Metamodern Gaming: Literary
Analysis of The Last of Us» Ta «Metamodern
Nature of Hideo Kojima’s Death Stranding
Synopsis and Gameplay» ykpaiHchkoro mOCHTiI-
nuka C. PajgueHka, 1110 MpuCBsSUEHI aHAi3y KOH-
KPETHHUX BiJIEOIrop MUISTXOM BHUKOPHCTAHHS MeTa-
MOJIepHICTChKOI Teopii, Ta B crarti «Gameplay
and its meaningful fullness from the perspective
of metamodern cyberculture» M. MenbHUYYK.
Taxox okpemoi yBaru Bumarae ctarts « Deathloop»:
the Meta(modern) Immersive Simulation Game»
noreHTa LleHTpy mocimimkeHb KOMIT IOTEpPHUX irop
B IT-ynisepcureri Konenrarena I'anca-Moaxima
bake, amke BUKIaJCHUH MaTepiald HE JUIIE PO3-
KpHUBA€E peasizaliio MeTaMOAEPHICTChKOI €CTETUKH
B mipoekTi «Deathloopy», a TakoX JOCTIIKYIOThCS
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CIOCOOM KOHCTPYIOBaHHS JKaHPYy 1MEPCHUBHUX
CHUMYJISITOPIB Ta MOSICHIOETBCS, Y YOMY TOJISTa€E
CTPYKTYpHHI Ta HapatuBHHHU Biaxin «Deathloop»
BIJl TPaJAULIHHUX HOPM >KaHpy. Y I[bOMY acCHeKTi
METaMOJIEPHI3M BUKOPHCTOBYETHCSI SIK Teope-
TUYHA OCHOBA JJISi TEPMEHEBTHYHOIO aHaJi3y
Bimeorpu. YacTKOBO BifeoirpoBii mpoOieMaTHili
npucBsueHa konekTuBHi crartsa JI. Ooyx, O. Uyp-
cina, JI. Coxomok, 3. Andproposoi Ta M. Kona-
neBoi «The digital evolution of art: current trends
in the context of the formation and development
of metamodernismy, npore pob6oTa 0OMEKy€ETbCA
JMIIE KOHCTATAIlI€l0 MOCTYIIOBOTO MPOHUKHEHHS
METaMOJICPHICTCHKUX 1]1el y cepy TeiMiHTy, 110
€ €JIEMEHTOM 3arajibHOi TeHICHIIii B MUCTEITBI.

Buxnaan ocHoBHoro marepiaiy. Ece «Notes
on Metamodernism» 2010 poky Pobin Ban aeH
Axkkep Ta Timoreyc BepmboieH po3noynMHAIOTH
3 KOHCTATallii 3aBEepIICHHS eTOXH IMOCTMOJCPHY
(Vermeulen, Akker, 2010). HaBpsin Taki BACHOBKU
MOXHa OyJl0 Ha3BaTH HOBaTOPCHKUMH. SIK 3a3Ha-
YaroTh CaMi aBTOPH, HE BOHU MEPIIUMHU MTOMITHUIIN
3aHernaj] MOCTMOIEPHICTCHhKUX HApPaTHBIB Ta TEH-
JICHITi/ 1 He BOHM TEpIll HAMararThCs J1aTH BU3HA-
YEeHHS Ta XapaKTEePUCTUKY HOBOMY CTaHy KyIlb-
TYPH, 10 IPUHATIOB Ha 3MiHY TOTaJIbHIN IIUHIYHOCT1
Ta IEKOHCTPYKIIii APYyroi moimoBUHU XX CTOMITTS.
Sk mpuxnaau noaidbHux cnpod Akkep Ta Bepmbo-
JIEeH YKa3yloTh Ha KOHIEMIi IUu(POMOIEPHIZMY
(mepuIonoYaTkoBO  MCEBAOMOAEPHIZMY)  AJjaHa
KiOpi, skuii mucaB mpo 3aHernaj] TOCTMOIEPHY e
y 2006 pori B crarti «The Death of Postmodernism
And Beyond», 3ramyrors aBTOMOepHI3M Pobepra
Camyennca Ta aneTMmojiepHisM Hikons Byppio
(Vermeulen, Akker, 2010). Ilpote # mei cnmcok
HE MOYKHA HA3BaTW BUYEPITHUM, aJKE TEOPIH, 1110
HaJeKadu O 10 KOPIyCy MOCTIIOCTMOJICPHICT-
CHKHUX, TOOTO TaKHX, [0 HAMArarThCsl BUSHAUYUTH
CTaH KyJabTypH KiHII XX — moyarky XXI cromiTTs,
3HaxouMo 3HauHo Oinbiie (Radchenko, 2023).

3a BepmboieHUM Ta AKKEpOM TEPMiH «MeETa-
MOJICpH» HE JIMIIE Ja€ BU3HAYCHHS COLIIOKYJIb-
TYpHUM SIBUIIIAM K TaKUM, a (IKCye Ta OMHCYeE
CTPYKTYpY TOYYTTiB, IO, HA JYMKY METaMojep-
HICTIB, € PYIIIIHOIO CHJIOK0 OyIb-SIKUX 3MiH Y CyC-
MIBCTBI Ta MIMOWHHOIO MEPIIONPUYMHOIO COILIi-
anpaux sBunl (Vermeulen, Akker, 2010). Tomi sik
y’Ke 3rafani Teopii nuppoMoAepHI3My YH aBTO-
MOJICpHI3MY ameJIolTh Hacamrmepes A0 HOBUX
TEXHOJIOTIYHUX MeJlia K JIO TePIIONPUYNHU CYyC-
MJTBHUX 3MiH, MATEMOJICPHICTH 3MIHIOIOTh ONITHKY
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TEXHOJIOT1YHOTO Ha ONTUKY 4yTTeBOrO. [Ipnmycka-
€MO, 110 CaMe aressiis 0 YyTTEBOTO PiBHS BUKIIU-
Kajia HeaOusike TIONTMPEHHST METaMOACPHICTChKUX
MOTJISITIB Ta KOHIEIIIH Y MUCTEITBI.

Y  Bumesraganomy ece  «Notes  on
Metamodernism» Bepmbonen Ta AKKEp Takox
JOBOJITh TET€MOHII0 METaMOJEpHY, CIHUpalo-
YUCh HAa HOBUM THUII MHUCTELTBA, SIKE MPUNLUIO Ha
3MiHY TIOCTMOJIEPHICTCHKOMY Ta YOCOOJIOE came
qyTTEBICTh 1 HOBY wmupicth (Vermeulen, Akker,
2010). OctanHiif TepMiH 3aMO3WYCHUAN 13 TpaIlb
miteparopa [esin ®ocrepa Bomneca, skuii e
y 90-x pokax XX CTONITTS XapaKTepu3yBaB CTaH
aMEPUKAHCHKOTO CYCHIJIbCTBA SIK TaKHii, /1e aHiB-
HUMH € CTpax OCMISHHS Ta TOTaJbHA IpOHIs.
VY HBOTO X yHepiue 3HAXOAMMO TBEPIKECHHS MPO
JIeajTi BUIK BRKJIMBICTh YYTTEBOCTI Ta CIUIBHOTO
nepeXKUBaHHSI, PO K1 3r0/I0M HAaNMITyTh BepMbo-
nieH i AKkep.

Jani aHami3yo4u cydacHe MeIiaMUCTELTBO —
nepdopmaHc, IHCTANISIIIIO Ta KiHO, aBTOPH BBOJSITH
HU3KY TEpMIHIB, 110 XapaKTepu3y€ HOBUU THII
tBOopuoro. Hacammepen Bepmbonen ta Akkep
TOBOPSTH PO MOSIBY HEOPOMAHTH3MY 3 HOTO TSKiH-
HSM TIOE€THYBATH OIO3UIIMHI KaTeropii, sSK-OT
IUPICTh Ta HACMIIIKA, CEPHO3HICTh 1 HATBHICTb,
MPOrPECUBHE Ta apXaidyHe TOmIo. Tak, MHCTEIbKI
pedrekcii uepe3 mpuU3My METaMOJEPHICTCHKOTO
MiAXOAYy IIHUPOKO TOIIUPEHI B HaWpi3HOMaHITHi-
mmx xynoxkHix gopmax (Vermeulen, Akker, 2010).
[TpoTe MeTaMOAEPHICTCHKUI aHaI3 BIpTYaJIbHOTO
IFPOBOTO IPOCTOPY TPAILISETHCS BKpal PiJIKO.

Binmeoirpu choromHi — 1e CkiIajHUK Ta Oara-
TOLIAPOBUN KYJABTYpHUH (DEHOMEH, LI0 JIaBHO
BUUIIIOB 31 CTaTyCy «HIIIEBOTO» Ta «repudepii-
HOoTO» Memia. Sk 1 Oyab-SIKHH MHCTENbKUH TIPo-
KT, Bijgeorpa BOWpae Ta BHpakae KyJIbTYpHI,
coIliaibHI Ta TOJITHYHI TEHJCHINI CYCIIJILCTBA,
a 1 IHTepaKTUBHUN XapakTep MOPODKYE OLIbII
IHTGHCUBHHUM eMOIIIWHUNA JOCBiJT HE TMPOCTO
YyhTa4ya TEKCTy, a HacaMmmepena rpasis. Tox Hesa-
IIKABJICHHSI METaMOJICPHICTCHKUX  JOCIIiTHUKIB
y IbOMY SIBHIII BUIAE€THCS HE3pO3yMiauM. € crio-
Kyca MOSICHUTH BiJICYTHICTh irpOBUX JOCIIPKEHB
13 TO3UIli METaMOACPHICTCHKOI TEOopii TEBHOIO
HEBU3HAYEHICTIO METOJOJOrI] B CepeluHi caMux
game studies. [neTscst mpo TpUBaTy TUCKYCIiI0 MK
MpeICTABHUKAMH JIBOX ITiJIXO/IB Y BUBUCHHI BiJie-
0irop, a came MiK HaparoJIOTIE0 Ta JIYAOJIOTIET.
[lepmnii HanpssiM 00CTOIOE MOJOKEHHS PO Bije-
orpy SIKk HOBY (hopMy HapaTHuBy, a OTXKE, BUCTYIIA€



3a aHami3 rpu K cnernudigaoi GopMu OIMOBii.
A TpeACTaBHMKHM Jpyroro BOA4arOTh y BiIeorpi
YHIKQJIbHUNA PEBONIOMIMHANA pPO3PUB 3 1HITUMH
Mejia, SIKHii BUMarae aOCOIIOTHO HOBHUX METO/IB
ormucy Ta mi3HaHHA. [oHcano Ppacka — omuH i3
HaMsCKPaBIIMX TMPEACTABHUKIB JIIOJOJIOTTYHOTO
X0y, HA3WBa€ BIJICOTPY «3CYBOM IapaJurM
y KYJIBTYypi», 00 BOHHM € MEPIIUM CUMYJSLIHHUM
macosuM memia (Frasca, 2003), Toxi sk s Hapa-
TOJIOTIB B&XKJIUBIIIMM € JOCIIKEHHS «CBOOOIN
HapaTUBY» B CUMYJISIIIHHOMY MPOCTOPI BiZI€OIirop
(Simons, 2007). IIpoTe MeTamoiepH i3 Horo mpar-
HEHHSM JI0 peajizallii mo3uilii «00uaBa — KOIeH
(Vermeulen, Akker, 2010) MiX HOpOTHCTaBHUMHU
napagurMaMy He Ma€ BiT4yBaTH TPYIHOIIIB Yepe3
HEBHM3HAYEHICTH MIJAXOMIB, a/Ke TSOKIE€ [0 TEBHOIL
TPAHCIUCIUIUIIHAPHOCTI Ta IMIUTIKAIIl Pi3HUX
KOHIIETI[IH y €JTUHE ITiJIe.

Ta mepir HiX TIEPEHTH 10 TIONTYKY MeTaMoJIep-
HICTCHKHX €JIEMEHTIB Y Cy4aCHOMY BiJIOIrpOBOMY
CepEeIOBHII, HEOOX1THO JETABHIIIE PO3TISHYTH
3arajbHi TEHJEHIIT Ta PUCU METaMOIEPHICTCHKOTO
MUCTEITBA, SKi X04 i Oynu omucani me Bepmbo-
JeHUM Ta AKKEpOM, MpOTE BHMArarTh J0Jar-
koBOi KoHmenrtyamzamii. Tak, y mpari «Eleven
Metamodern Methods in the Arts» I'. Jlembep Buo-
KPEMJIIOE OIMHAIATh OCHOBHHUX CTpATerii, 1o
peani3yloTbCsi B MUCTELBKHX apredakrax Mera-
MOJIEPHY 1 32 SKHMHU TaKe MHUCTEITBO MOXKE OyTH
posmizHane Ta Buokpemiiene (Dember, 2023).

Cepen Takux O3HaK — eMITaTUYHA pediexcis
(empathic reflexivity/life-as-movie) ik iHCTpyMeHT
MMOCWJICHHSI CaMOYCBIZIOMJICHHS Ta aKICHTYyaIlis
yBaru Ha BIAYYTTAX aBTOpa Ta/abo yMTaya; 3armo-
3uueHuit i3 Teopii nepdopmarusmy Payns Enrens-
MaHa MeTon «mnoaBiitHOiI pamku» (double frame)
B XyJIO)KHBOMY TBOPI, SIKUH Tiepen0adae icHyBaHHS
30BHIIIHBOI paMKH, 110 MICTUTh (aHTACTUYHI
€JIEMEHTH, sIKi 3000B’S3yIOTh YHWTa4da IOBIPUTH
B PEANBbHICTh KOHKPETHOTO TEKCTY, 1 BHYTPIIIHBOT
paMKH, 110 J1a€ 3MOTY 03 ipOoHii 3aHypUTHCS B €MO-
iU HapaTus; ocuuisiis (oscillation) — komnwm-
BaHHS MIJK METaMOJIEPHOM Ta IIOCTMOJIEPHOM; €KC-
LHEHTPUYHICTH (quirky) SIK MPOMDKHUN CTaH MiXk
IpOHIEI0 Ta CEPHO3HICTIO; KPHUXITHICTH (the tiny /
metamodern minimalism) — miaxiz, Mo 30cepen-
KY€ETHCS Ha MPOCTHUX 1 MEHII BUpa3HUX (opmax,
1100 HaOJIM3UTH YKTAYA YH IVIAAa9a 10 EMOLIHOIO
JIOCBITY, SIKMI TIepeqaeThess y TBOpi; emiuHe (the
epic / metamodern maximalism) sk ¢popma npotu-
CTOSIHHSL IIPOTH TTOCTMOJIEPHICTCHKOTO 3BEICHHS

MUIITHOCTI Ta SICKPABOCTI JI0 PIBHS €maTaxy; KOH-
CTPYKTUBHUHI mactuml (constructive pastiche),
TOOTO TIOETHAHHS PI3HOPITHUX KAHPOBUX / ecTe-
TUYHHUX EJIEMEHTIB y KOHCTPYKTHBHMI MPOCTIp;
ipoHecrtiii (ironesty) — Heomorism JlemOepa, 1m0
BKa3y€ Ha MOEJHAHHS IPOHIi Ta IIHUPOCTi; HOPM-
Kop (normcore) — CBiJiIoMe TparHeHHS HECTaH-
JApTHOI 1IEHTUYHOCT] MPUHHITH MpaBHa «CTaH-
JApTHOCTI»; aHTponoMopdizariist (overprojection /
anthropomorphizing) — npoeKTyBaHHS JIIOACHKOTO
YYTTEBOTO Ta CYO €KTMBHOTO Ha HEJIOJICHKE
i 00’€KTUBHE; METAaCUMMATUYHICTh (meta-cute)
SK anesiis 10 MUJIOTO JTUTSYOrO B JIOPOCIOMY
Ta cepiiozHomy KoHTekcTi (Dember, 2023).

Y tekcrax C. Pamguenka Oaummo y3araib-
HEHE PO3YMiHHS METaMOJICPHICTCHKUX MUCTEIlb-
KHX O3HAaK, 10 3BOAATH 0 ITOCTIHHOI OCI[MIALIT
BUMOTHU JI0 XYIOKHBOTO TEKCTy OyTH OJHOYACHO
«EMOI[IMHUM 1 BHKJIMKATH €MOIl», MICTUTH
MOBEPHEHHS J0 BIpU y «BEJIMKY 1/1€10» 1 BOIHOYAC
HE BIIMOBIIATHUCS BiJl iPOHIYHOTO OCTATOYHO, IIpar-
HYTHU JI0 3TyPTOBAHOCTI Ta CNUILHOTH, HE YHUKATH
comiansHOi KomyHikarii (Radchenko, 2023). Cru-
parourch Ha BHILIEOKPECIEHI SIKOCTI Ta cTparerii
METaMOJEPHICTCHKOTO MHCTEITBA MAa€EMO 3MOTY
MPOCTEKUTHU Il O3HAKU B HAPATUBHUX Bi€OIrpax.

3a/uis Kpamoro po3yMiHHS KyJIbTypHUX apTe-
(hakTiB, Ha OCHOBI SIKMX MPOBOJATH JAOCIIKCHHS,
OKpEeCIMMO TaKO)K BH3HAYEHHS HAapaTHBHOI Bije-
OrpH Ta MOCTAaBUMO MEXi, Y SIKUX 1 MPOBOASTH
aHai3. 3a BU3HAYEHHSIM BiJeorpa — Ie eJIeKTPo-
HHa Tpa, «CIoci0 B3aeMOIl MiXK I'paBIEeM, Mallln-
HOIO 3 EJICKTPOHHUM BI3yaJIbHUM JHCIUICEM 1,
MOXKJTUBO, 1HIIIMMU T'PABLSIMU, 110 OTIOCEPEAKOBY-
€THCS 3HAUYIIUM BHTaJIaHUM KOHTEKCTOM Ta IiJ-
TPUMYETHCSI €MOLIHHUM 3B’SI3KOM MIXK TpaBLEM
1 pe3yaprataMu WOTO il y IIbOMY BHUTaJaHOMY
koHTekcT» (Dember, 2018, c. 253). lle Haii-
MIMPIIE BU3HAUYEHHS I[bOTO IMOHATTS, IO BMIIIy€E
BCl MOXJIMBI Bepcii TeXHIYHOi peanizauii Bigeo-
rpu (mardopmoro peaizallii Moke OyTH KOHCOJIb,
NEPCOHAIILHUN KOMIT 10Tep, TelaedOoH, apKaIHHii
aBTOMAT TOIIO) Ta BCE MOXKJIMBE 3MICTOBHE Harlo-
BHeHHS. [IpoTe Taka gedinimis He BigoOpaxae pi3-
HUITIO MK TIEPITUMH Bieoirpamu, 1o 3’ IBUITHCS
B JIpyTiil mosoBuHI XX CTOMITTSA Ta 4acTo peali-
30BYBaJIM JIMIIIE OJWH JIOCUTHh MPUMITHBHHNA TeH-
MIUICHMH MeXaHi3M, 1 CKIAJHUMH SIK CHKCTHO,
TaK 1 TEXHIYHO BiJeoirpaMu ChOTOACHHA. Tox
KOPUCTYIOUHUCh THIIOJIOTI€I0 EJIEKTPOHHUX 1rop
Monne Apitopanta, skuii KmacudikyBaB irpw,
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CIMPAIOYHNCh HE Ha TEPEeNiK IXHIX CTPYKTypHUX
€JIEMEHTIB, a Ha TOJIOBHIM BJIACTUBOCTI, 3BYXKY-
€MO 00’€KTH aHaNi3y 0 HApaTHBHHX BiJEOIrop,
TOOTO TaKuX, J¢ OCHOBHOIO € HE JIisl, & PO3IIOBiJlb
Ta icropis (Arjoranta, 2014). Came Ha Marepiami
HapaTUBHUX Irop JOCIHIIKEHHS METaMOJEepHICT-
CHKMX TEHJCHIIIA y peaizaiii boro Mejia BUja-
€THCST HAWMTOBHIIIMM Ta MOBHOIIIHHKUM, aJKe OJHa
3 OCHOBHHX XapaKTEPUCTHK TAKOi BiJIEOrpU — Iie
MparHeHHs] CTBOPUTH E€MOLIWHUN IOCBiA TpaBIs
4yepe3 MporpaBaHHS icTOpii, yocoOneHHs cebe
B IFPOBOMY MEPCOHAXI1 (aBaTapi) TOLIO.

dinmocodChKi TOCTIHKEHHSI, TPUCBIYCHI MeTa-
MOJIEpHI3MY Y BiZIeOirpax, 4acTo aKLEHTYIOTb yBary
Ha HapatuBHHX irpaxX. Tak, C. PagueHko y cBoiit
po6orti mpo rpy The Last of Us (Naughty Dog,
2011), mii skoi BiOyBArOTHCS B TIOCTAIIOKATINITHY-
HOMY CBITi, 3a3Haya€, MO0 EMOIHA OCIHJISIS
TOJIOBHOTO TIepcoHaXka J[»oels ¥ 1HImmMX mepcoHa-
KIB B1OOpaka€ METaMOJIEPHICTCHKUN BHYTPIIIHII
KOH(MITIKT MiX CaMO30€peKECHHSM 1 BPa3JIMBICTIO.
Paguenko Takok ykasye Ha HasBHICTb HOCTAJbIil
Ta PEKOHCTPYKTHBHOTO E€JIEMEHTY B HapaTWBi, IO
MOEAHYE TYTY 32 MUHYJIUM 13 TparHeHHsIM BiaOy-
JoBU cycniuibeTBa. Ilompu HamaraHHs CTBOPUTH
yTOIi10, IEPCOHAXKI] YCBIAOMITIOIOTH MOXKITUBY Map-
HICTh CBOIX 3yCHJIb, III0 € 03HAKOK METaMOJICPHICT-
CBHKOT0 OaiaHCy MK MparMaTu3MoM Ta yToriero. J{o
THIINX BaYKJIMBUX XaPAKTEPUCTUK METAMOJICPHIZMY
B I'pl aBTOP 3apaxOBy€ MOpPAJIbHY HEOIHO3HAYHICTD
BHOOPIB 1 MOOKY €MOIIIHY 3aTy4eHICTh TPaBIs
(Radchenko, 2020).

ABTOp 3YNUHSETHCS HA aHAJI31 JIUIIE TMEepIIoi
YaCTMHU TPU, TPOTE OKPECJICHI BWINE TEHICHIT
HE MPOCTO TTOBTOPIOIOTHCS, @ MOCHITIOIOTHCS B APY-
Tl yacTuHi TpH, peni3 kol BimoyBcs y 2020 porri.
I'pa HEe mpocTo eMomilHO 3aiTydae TpaBIs 4Yepes3
acoriarito cede 3 irpoBUM aBaTapom, a MPUMYIIYye
JIMBUTHUCS HA OJIHI 1 Ti % cami eJIEMEHTH TPH KPi3b
NpU3My NOPOTWIEKHHUX IrpoBuX ixeosnoriil. Tak,
co0aky, 10 TOCTAIOTh SIK JPKEPEJIo CMepTEeIbHOI
HeOe3neKku i nepioro irpoBoro nepconaxka «The
Last of Us II» Emuti, 3HauHy 9acTHHY I'py HE BHKJIU-
KaloTh y TpaBIl HIYOTO, OKPIM OCTpaxy Ta HEHa-
BucTi. [IpoTe 31 3MiHOIO IrpoOBOTO aBatapa B ApyTiit
TIOJIOBHHI CEOKETHOTO HApaTHBY TPABEIlb MPOKUBAE
(ireniOexy Mpo IpecupyBaHHS THX CAMUX TBapHWH,
SKMX 3HUIIYBaB pasime. Temep omnTuka 3MiHIO-
€TBCS, 1 3aMICTh KPOBOXKEPIIMBHUX XIKAKiB TIEpesT
rpaBLEM OCTAIOTh MPUs3HI Ta JIacKasi icToTH. Tak,
HEIO/IaBHI BYMHKH, 110 31aBAIUCS MPABUILHIMH,
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noTpeOyIOTh 3HAYHOTO IEPEOCMHUCIICHHS 1 BiTo0pa-
’KalOTh HEIOCTIMHICTh, aMOIBaJICHTHICTh Ta OCIH-
TS0 MK yMKaMH U JTisIMU.

He wmenm sckpaBum mpuxmnagom € Death
Stranding (Kojima Productions, 2019), mist sikoro
B1IOYBa€ThCS B TOCTANOKATINTHYHIA AMEpHIL.
Paguenko Harosjomnrye Ha METaMOAEPHICTCHKOMY
aKIeHTI TpU Ha EMOIIMHIA Ypa3IuBOCTI Ta BiJI-
KPHUTOCTI, 10 (hOPMYy€ETHCS depe3 0COOUCTI icTopii
MEPCOHAXIB, SKI BIAKPUTO AUIATHCA CBOIMHU Mepe-
»uBaHHsAMH. Lle, 3a loro ciioBamMu, CTBOPIOE TIH-
OOKHUI eMOIIHUI 3B 30K MiX rpaBleM 1 Iepco-
Ha)KaMH, XapaKTepHUH UIsI METaMOJCPHICTCHKOT
mpocTi Ta emmnarii. ['onosuuii repoit Cem mepe-
KHUBa€ TpaHchopMaIlito, Mo BUSBISETHCS B TO0-
naHHi ranTodo6ii Ta y ¢diHaIbHIN CIeH], KOIU BiH
o0iliMae aHTaroHiCTKy. BogHOoYac KOMMBaHHS MK
CYMHIBaMHU ¥ YIEBHEHICTIO y BIAacHIM Micii mif-
TBEPIKYE METaMOJEPHICTCHKY CKJIAIHICTh 1/1EH-
tuyHOCTI nepconaxka (Radchenko, 2023).

MeTaMOnepHICTCBKUM € ¥ MmiIxia aBropa
«Death Stranding» 10 CTBOpEeHHS CHUJIBHOTU Cepesl
rpaBimiB. Xo4a rpa HacamIeep]] CKOHCTpyHoBaHa
K CyO’€KTHMBHUHN 1HAWBIMyalbHUN JOCBIJ, BOHA
TakoX 3abe3redye MOKIUBICTh CIUIBHOTO TeH-
MITICI0 0araThox TpaBIiB ogHOYacHO. L1 mexa-
HiKa J]a€ 3MOTY CTBOPIOBATH KOJICKTHBHUM JTOCBIJ,
Jie i1 KO)KHOTO TPaBllsl BIUIMBAIOTh HA BHYTPIIII-
HI IrpoBUH CBIT 1 JomoOMararoTh iHIWM. Lls
CIIITLHOTA BIJIMOBIZIA€ METAMOJIEPHOMY OaKaHHIO
«MH» — TIParHeHHIO JI0 KOJIGKTHBHOI [ii Ta COIli-
anpHOT B3aeMojii. Takuii acriekT TpU MiIKPECTIoe
il 3B’5I30K 13 METaMOJICPHUMHU 17ICSIMH TIPO CITUTbHE
CHIBICHYBaHHS Ta B3a€EMOJIONOMOTY Y CBITI, SIKH
Bce me Moxe Oytu po3’eqHanum. llparneHHs
JI0 KOJIGKTUBHOTO HE € YHIKaJIbHUM MEXaHI3MOM
«Death Strandingy. Lle pammie 3araibHa TEHACHITIS
OCTaHHIX JICCSATH POKIB — IMIUTIKyBaTH B OJJUHOYHI1
ITpU CTemialibHI PeXUMH YU OKpeMi miaTrgopmu
IUISL CIIJIBHOI B3a€MOIil OHJIAliH.

Cepen yka3zaHMX BHIIE O3HaK MeTamouep-
HICTCHKOTO MHCTENTBAa 3HAXOAMMO TSDKIHHS [0
IMILTIKAI1 JUTS90T0 B J0pociie, 1 HaBmaku. Llei
OPUHIMI  TaKOK IIUPOKO BUKOPHUCTOBYETHCS
y Bijieoirpax i Moxe BioOpaskaTHCs K y XyIOXK-
HI CTWIICTULI Bi3yaJbHOTO HApaTHUBY, TaK 1 Ha
ineitHOMYy piBHI. [Ipuxitamom peaizariii meta-cute
B irpoBoMy cepenoBuilli € npoekt «Kena: Bridge
of Spirits» (Ember Lab, 2021 p.), mo po3mnoBigae
npo nojopoxk Kenu — niBunHM, sika 3/1aTHA JI0TI0-
MaraTty JiyxaM TOMEpIuX MEPEeUTH B TOTOWOITUSI.



Ceit «Kena: Bridge of Spirits» Bi3yanbHO
SICKpaBHi, AKPECIEHO NUTAUMii Ta Muinid. [Ipore
CIOKET I'pH 3MICTOBHO HiOM HE BiJIITOBiIa€ Bi3yasb-
HOMY HapaTHBY, aJDKe€ OCHOBHI MOJi1 B iCTOPii po3-
TOPTAIOTHCS JIOBKOJIA HECTIPABENIMBUX Ta KAXJIU-
BUX CMEPTEii, MOCTYNOBOIO 3HUILEHHS 3BUYHOTO
CBITY, BIMYYTTS OOOB’SI3Ky Ta BiIIMOBIAAIBLHOCTI.
Bonnouac Kena no36asneHa ipoHIYHOCTI Ta pajiie
HaroOBHEHa pe(diIeKciero MepcoHaXiB i MOTHBAMH
MIPOILEHHS SIK €JIMHO MOXIIUBOTO TMOPSATYHKY.

Cepen 0COOMMBOCTEH HAPATUBHUX BiJICOITOP SIK
TaKMX € TEHJCHISI JI0 TMOCTIHHOI PEKOHCTPYKILT
Mi(iB Ta MioIOTiYHOT CTPYKTypH Uepe3 MpOoKH-
BaHHs TPaBIEM apXaiuHUX YHIBEPCAJIbHUX TPOIIIB
(Todor, 2010). Ile TsKiHHA mae 3MOTY MPOBECTH
e OJIHy Tapajeiib MiX BijJieoirpaMu Ta MeTaMo-
JIEPHICTCHKUM MHUCTENTBOM. Y poboti «Notes on
metamodernismy YUTaEMO Take: «...new generations
of artists increasingly abandon the aesthetic precepts
of deconstruction, parataxis, and pastiche in favor
of aesth-ethical notions of reconstruction, myth,
and metaxis.» (Vermeulen, Akker, 2010). Ile mo3u-
IIis 371aTHA SIKHAWKpAIIE OMMCATH 3MICT YUCICHHUX
HapaTUBHUX Bifeoirop, ak-ot «God of War» (SCE
Santa Monica Studio, 2005-2022 pp.), «Hellblade:
Senua’s Sacrifice» (Ninja Theory, 2014 p.), «Age
of Mythology» (Ensemble Studios, 2002 p.),
«Fallout 3» (Bethesda Game Studios, 2008 p.),

«The Elder Scrolls V: Skyrim» (Bethesda Game
Studios, 2011 p.) um Bxe 3ragani «Death Strandingy
ta «Kena: Bridge of Spirits». 3ayBaxkumo, 110
H1eThCs HE PO BUKOPUCTAaHHS Mi()OJIOT T SIK OCHOBH
CIOKETY, a TIPO areJisIIlio J0 YyTTEBOTO TOCBIILY
nepeskuBaHHs Mi()OJIOTTYHUX TPOIIiB, 3BEPHEHHS J10
MOHOMIi(y Ta apXeTHITiB, SIKi ITUPOKO BUKOPHUCTOBY-
I0Th B ITPOBI 1HIYCTPIi.

BucuoBku. Ilompum Tpanmuiiiine  crpwii-
HATTS BiJICOITOp K MOCTMOJICPHICTCHKOTO Me/Iia,
JETABHUN aHaJli3 eIEMEHTIB HApaTHBIB BiJIeoirop
XXI cTomiTTs BKa3zye Ha YUCICHHI O3HAKU HAJIEXK-
HOCTI ENIEeKTPOHHOI I'pU JI0 MHUCTEUTBA METaMo-
nepny. Lle BusBnsieThes B peanizauii y Bigeoirpax
HU3KH METaMOJICPHUX TECHJCHIIIH, SIK-OT MOCTiiHA
amnessilis 10 YyTTE€BOCTI, MPAarHEHHs BCTAHOBUTH
ITMOWHHUHN 3B’S30K MK aBaTapoM Ta TpaBIIEM,
peduIeKTUBHUN 1 PEKOHCTPYKIIHHUI Xapakrep
ITPOBUX CBITiB, aMOiBaJICHTHICTh IrPOBUX DIIlICHB,
IIOCTIMiHA OCLIMIALIS MK JUXOTOMIYHHUMHU ITOHSIT-
Tsmu. Iupokuii crekTp Bigeoirop mpoHHU3a-
HUWA METaMOJICPHICTCBKUMHU TEHJICHITISIMU, a caM
IHTEpaKTUBHUHN CIIOCIO B3aEMOIi MK BiIEOTPOIO
Ta YUTaueM-TPaBLEM JIUIIE MOCHUIIIOE 0COOUCTIC-
HUH irpoBuil gocein. lle mae 3Mory ocMuCIUTH
BiJICOIrpu K 0coOIMBY (OpMy METaMOJECPHICT-
CHKOTO MHCTEITBA, JIe IUPICTh 1 OCIMIIALIS MK
KpaiHOIIAMH € IEHTPATbHUMHU TEMaMH.
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