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Anomauisn

B oaniti cmammi posensdaemovcs npodiemamurka nioxo0ie 00 Kyavmyporno2iuHozo ma Qinocodcvko2o
susuents gioeoicop. Hacamneped 00Crioncyromvcs MONCAUBOCI GUKOPUCHIAHHA MemOoOOL02IYHUX 3ACa0
apxeonocii media 018 Kpaujo2o po3yminHs icmopii mexuiunux Hociig gioeoicop. Okpim moeo, 68 cmammi no0aHo
KOPOMKULL 0271510 82ice ICHYIOYUX NYONIKayill Ha 3anpONnOHOBAHY MeMY.

3aona apeymenmayii doyinbHocmi BUKOPUCAHMS MeOiaapxeonio2iuno2o0 nioxody, 6 npeocmasieHill
pOoOOMI 3anpONOHOBAHULL CMUCIULL AHANI3 HANPAMKIE 00CHiOdcenb game Studies, noxaszamo ixui nepeeazu
ma ocHosHi nedoniku. Toxc 6 cmammi MICMUmMsCcsi KOPpOMKA iCMopis 8i0e0icposux 00CHi0NCEHb, BKA3AHI
ginocoghcoki Konyenyii, wjo iU 8 0CHOBY NEPUIUX NPayb NPO CYMHICMb (heHOMeH)Y gideoicop, ma po3Kpumi
3acadu eonosHux Hanpaesienocmeti 6 game studies. Ilepui 3a 6ce, ysaea npuoinsicmucs maKum HanpaeieHHsIM.:
Hapamonoziunomy nioxody Ecnena Apcema, cymv K020 6 pO3yMIHHI KiDepnpocmopy epu K meKcniy,
wo moodice Oymu 0exo008aHUll Ma NPOYUMAHULL, 1H000N02IYHOMY nidxody [onsano Dpacka, 0e OCHOBHOI
Xapakmepucmukor epu € ii inmepakmusHicms, ma bazamopisHesii meopii eusuents gideoicop Ana boeocma,
8 PAMKAX KOMPOI CIMAE MONCTUBUMU BUKOPUCTNAHHSA MEOIAAHMPONONO2II.

Mani 6 cmammi poskpumi OCHOGHI 3acadu MediaaHmpononoeii, K MidNCOUCYUNIIHAPHOL HAYKU, KOMpPA
He uue 8ueuac MuHyne meoia ma Hama2acmvcs NPOSHO3Y8aAMY MAabymHe MexHoN02Il GUABTAIOYU NAMEPHU
IXHbO2O PO36UMKY, ale U NOPYULYE NUMAHHS NPO 63AEMO38 130K MIdC I0OUHOI0 Mma mexnonoziamu. Hazeano
MAKOHC 207106HUX NPEOCMABHUKIE Yb020 HanpAMKY, Ak mo @.Kimmuep, FO.Ilapikka ma E. Xyxmamo.

B ocmanniti yacmuni pobomu 6xazami NpuUNUHU HEOOXIOHOCMI BUKOPUCIAHHI AHMPONONO2Ii media O
OCMUCTIEHHS 8I0e0i2op, ceped AKUX 2e2eMOHIs MEeXHIYHO20 HOCIA neped 3MICIOBHUM HANOBHEHHAM 8I0e0i2op.
A makodc HageOeHi Npuxiadu 3aCMOCYB8AHH APXeon02iuHo20 nioxody 6 game Studies, wo inocmpyome
MOAHCTIUBOCIT OAHO20 HANPSIMKY.

Kniouogicnosa: nogimedia, yughpoea kynoemypa, mediaghinocogia, anmpononozia zpu, mediaapxeonozis.

PERSPECTIVES ON VIDEO GAME RESEARCH THROUGH THE CONCEPT OF
MEDIA ARCHAEOLOGY
Abstract

This article delves into various approaches to the cultural and philosophical study of video games. It
primarily examines the potential of employing methodological foundations of media archaeology to enhance
the understanding of the history of video game technical media. Additionally, it offers a brief review of existing
publications on the proposed topic.

To justify the applicability of the media-archaeological approach, the article provides a concise analysis
of key research directions in game studies, highlighting their advantages and main shortcomings. The paper
includes a succinct history of video game research, elucidates the philosophical concepts underpinning early
works on the essence of video games, and explores the principal directions within game studies. Special
attention is given to several approaches: Espen Aarseths narratological perspective, which interprets the
cyberspace of games as a text that can be decoded and read; Gonzalo Frasca's ludological approach, where

50 © Cky6ina H.C., 2024. All rights reserved.



«®Dinocodist Ta HOMITONOTIS B KOHTEKCTI CydacHoi KylnbTypu», 2024, T. 16, Ne 1

the primary characteristic of a game is its interactivity, and lan Bogost’s multi-level theory of video game
study, which integrates the use of media anthropology.

Subsequently, the article outlines the core principles of media anthropology as an interdisciplinary field
that not only investigates the past of media and attempts to forecast the future of technologies by identifying
patterns in their development but also addresses the relationship between humans and technologies. The
primary representatives of this field, such as Friedrich Kittler, Jussi Parikka, and Erkki Huhtamo, are also
mentioned.

In the final section of the article, the necessity of employing media anthropology for understanding video
games is discussed, particularly emphasizing the hegemony of technical media over the content of video
games. Furthermore, examples of the application of the archaeological approach in game studies are provided,

illustrating the potential of this direction.

This comprehensive exploration aims to advance the discourse on video game studies by integrating
insights from media archaeology and media anthropology, thereby fostering a deeper and more nuanced
understanding of video games as cultural and technological artifacts.

Keywords: new media, digital culture, media philosophy, game anthropology, media archaeology.

ITocTanoBka npodJemu.

Game studies abo qoCTiPKEHHS BiJICOITOp —
HayKa Tak caMO MOJIOJIA, sIK 1 00’ €KT i BUBUEHHS.
[Tepiri 3BepHEHHS IO BiJICOIrpOBOi TEMAaTHKH B
HayKOBIi 1apuHi OyJu MOB’s13aH1 31 3pOCTaHHIM
JOCTYITHOCTI, a SIK HACIiA0K, 1 MOMYIsSPHOCTI Bi-
neoirop B Amepuii ta €Bpori y 80-x pokax Mu-
HYJIOTO CTOMTTS. YacTo 11l JOCIPKEHHS PO3IJIs-
Jlalid He BIJEOTpy AK Taky, il (heHOMEHOIOT1uH1
YU aHTPONOJIOTIYHI OCOOJUBOCTI, a BIUCYBaJIU
(eHomeH 1MGPOBOT Ipl B KOHTEKCT 3arajibHUX
KyJBTYPHHX MOJYCIB, 200 5K KOHCTaTyBaJId MiCLIe
B1JICOITOp B cHCTEM1 HOBUX Memia. JlocmimKkeHHs
BiICOTpH SIK CHENU(pIYHOTO TPOSBY KYJIBTYPH,
YW BUJY MHUCTEITBA, 3 BIACHUMU CTPYKTYPHUMHU
eJIeMeHTaMt, OOpa3HOI0 MOBOIO Ta BIIMIHHUM
BiJI KiHeMaTorpada HapaTUBOM, 3’ IBUJTUCS JIUIIIC
Ha 371aMi CTOIITb.

Croroani game studies X094 1 BHOKPEMHUIIHCS
B crenupiyHy MDKANCHMUIUTIHAPHY Taly3b J0-
CJIIJDKEHB, 110 MOEHYE Yy OO0l METOAM SIK TEXHIY-
HUX, TaK 1 COIIIOTYMaHITApHUX TUCIMILUIIH, TIPOTE
cepel MOCIiJOBHUKIB HAMPSMKY J0CI HE 3HAXO-
JIMMO €JTHOCTI I110JI0 METOIOJIOTTYHUX MMIAX0/IB B
aHaji3l eHOMEHY BiJICOTPH.

[leBHa HEBH3HAYEHICTh Ta aMOiBaJICHTHICTh
HAyKOBUX IIXOIB J0 BiJICOIrOp TMOSICHIOETHCS
BXKE 3TaJlaHUM paHillie TPaHCAUCIUTUTIHAPHUM
XapaKkTepoM HaMpsIMKY, 3arajJbHOI0 HE JeTepMi-
HOBAHICTIO SIBUIIIA BIJIEOTPU Ta TPUBAIUM Map-
THAJIBHUM CTaTyCOM TUCIHIUIIHA B HAayKOBOMY
CEPEIOBHILLI.

3 oxHOro OOKy Taka HEBUPA3HICTb OCHOB-
HUX THCTPYMEHTIB BUBYCHHS BiJICOIrOp TATHE 3a

co00r0 OYeBHUIAHI TPOOIEMH IS JOCHITHHUKIB
— SIK OXOIUTH CyTh (DEHOMEHY; SIKi acleKTH Bi-
JIEOTPU MAIOTh OyTH PO3’sICHEHI 00OB’SI3KOBO, a
SK1 MOJKHA BUKJIFOUUTH 3 aHAIi3y; € MIPOXOIUTh
MeXa MK KyIbTyp(}itocopChbKuM JT0CHTIKEH-
HSM Ta CyTO TEXHIYHHUM BHUBYEHHSM IrPOBOTO
koxy? IIpore HechopMOBaHICTh YITKUX METO/IB
TAKOX JIA€ M1ICTAaBU ISl EKCIIEPUMEHTIB Ta BUKO-
pPUCTaHHS TaKMX KOHIICTITIB 1 TEOPid, IO TOTEH-
LIHHO MOXYTb BIJJKPUTH HOBI I'paHi Bileoirpo-
BHX JIOCJTIJKCHb. Tak OJIH 13 Cy4aCHUX ITiIXO/IiB
Yy MEeIiaJ0CHIIDKEHHAX, a CaMe MPUHIIAIT apXeo-
norii menia B inTepnperanii @piapixa Kittiaepa
ta 3ir¢puaa 3emiHChKI, BUTAETHCS MTEPCIICKTUB-
HUM IIJISTXOM POOOTH 3 (PEHOMEHOM BiJIeoirop Ta
CrocoOOM MOSICHUTH CydacHE MOJIOKEHHS JaHO-
Io SIBUIIA B KYJIBTYp1 Ta CyCIUIBCTBI.

Toxx MeTOo10 mpeACTABJIEHOI CTATTI € XapakK-
TEPUCTUKA HANPO3MOBCIOMKCHIMINUX MiIXOIIB Y
game studies, OKpecIIeHHs CyTi apXeoJIoTii Memia
Ta UTIOCTpaIllisl OTEHITIaly 3aCTOCYBaHHS OCTaH-
HBOT MiJI 9ac JOCIIIKEHb B1ICOITOP.

AHaJii3 nonepeaHix myosikamii.

3a ocTaHHI /1Ba ACCATHIITTS 3aBISKU (YyHK-
[[IOHYBaHHIO PsiIy HAYKOBUX BUJAHb B IIOLIUHI
BIJICOITPOBHX JIOCTIPKEHb, HacaMIIepe/] eJIeK-
TpoHHUX KypHaiiB «Center for Computer Games
Research» (¢pynkmionye 3 1999p.) ta «Game
studies» (icaye 3 2001p.), kyapTypditocodpchke
OCMHCJICHHS BiIEOIrOp CTPIMKO PO3BUBAETHCS.

B pamkax 3a3Haue€HUX MPOEKTIB 3HAXOAMMO
LTy HU3KY Mpallb, 0 MPHUCBIYCHI OCMHUCIICH-
HIO HAayKOBUX miaxoniB B game studies. Tak -
kaBorto € ctarts «Narrative, Games, and Theory»
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Slra CimoHca, B KOTpii JOCIIAHHUK aHAJI3ye Ta
TTOPIBHIOE HAPATOJIOTIYHE, JIFOJIOJIOTIYHE Ta MaTe-
MaTU4HE HarpaBleHHs B Teopii HuppoBUX irop,
HaMaralo4uch BHCBITIIMTH HEOOXI1AHICTH KOMII-
JIEKCHOTO TIJXO0XKY J0 OCMHUCIEHHS BiJI€Oirpo-
Boro ¢genomeny. CyTHICTh MPOTHCTOSIHHS Hapa-
TOJIOTIB Ta JIFOI0JIOTIB PO3KPUBAE TakoK Mixaiic
Koxonic y crarTi «Intermediality between Games
and Fiction: The «Ludology vs. Narratology».
Debate in Computer Game Studies: A Response
to Gonzalo Frasca». IlpukiamoM NpakTHYHOTO
3aCTOCYBAaHHS MUKIUCIUIUTIHAPHOTO MiIXOTy B
game studies € 30ipka crareir «The Routledge
companion to video game studies» 2023 poky.

Oco0nuBy WIKaBICTh Ui HAC MPEICTABIISE
crarts «Victorian Snakes? Towards A Cultural
History of Mobile Games and the Experience of
Movement» (2006 pik) FOcci IMapikka i Sakko
CyoMiHEH, IO TPHUCBAYEHA TEXHOJOTIUHIN ic-
TOpii MOOLIBHUX irop, Ta mpausg 2020 poky «An
Archaeology of Music Video Games» Israel
V. Marquez, B sIKiii pO3KpHUBAIOTHCS MPAKTUIHI
MOKJIMBOCTI TIO€HAHHS MeEIiaaHTPOMOJIOrii 3
game studies Ha PUKITAII My3UIHHX BiI€OIrop.

B ykpaiHCbkOMY HayKOBOMY CEpEeIOBHIII
3HAaXOJUMO 3HAYHO MEHIIIE Mpallb, 10 IPUCBsYE-
HI BII€OIPOBIH TeMaTull. JK npukiaa 3rajgaimMo
crarTi «Bigeorpa - MUCTEIITBO HAa CTUKY MTOCTMO-
JEpHI3MY Ta MOCTHOCTMOAEpHI3MY» (2013 pik)
H.A .Mapennu, «TeopeTtnyHi 3acaau BUBYCHHS
B1JICOITPOBHUX MPOEKIIH XYIOKHBOTO TEKCTY»
K.M.Bacununa ta O.€.Hemo6oBa (2022 pik),
«O0’exkT nmocmimpKeHHS: Bimeoirpm» A.Xaio
(2021 pik), «Bigeorpa sik ¢geHOMEH CydacHOI
kynerypm» LIT1.Ckubu (2020 pix) Tomo. Ta cimix
3a3HAYMTH, IO JKOJHA 13 HaBEJCHUX CTaTeH He
PO3KpHUBAE TMUTAHHS 3aCTOCYBaHHS MPUHIUIIB
apxeoJiorii Mefia B irpOBUX JOCHIKEHHSX.

Hanpsimkn game studies.

3 onHOTO OOKY pO3YMIHHS I'pH SIK crierudiy-
HOTO MOJYCY KYJIBTypa 1 OfHi€l 3 HalaaBHIIINAX
($hopM eCTEeTHYHOI JiSITLHOCTI 3HAXOIUMO IIIE€ B
TEKCTax JaBHbOTPELBKUX (110cOo]iB Ta y MpaLsix
MPEJCTaBHUKIB HIMEIBKOI KITaCHYHOI (himocodii,
a TBEPIDKEHHSI TIPO TPY K PO OJMH 13 TPUTEePiB
PO3BHUTKY KYyJBTYPH Ta HEBIJ'€MHY BJIACTUBICTh
moauHu o0rpyHTyBaB y mpaii «Homo ludensy
(1938 pix) Morana Teiizunra. [IpoTe MefiitHicTh
BiJI€OIrop, iXHS MPUHANICKHICTH JO HOBUX Meia
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Ta CKJIAJHUNA TEXHIYHUN XapakTep IXHHOTO TBO-
peHHs, poONIATh HEMOXIMBUM JUIsl game studies
OpIEHTYBaTHCSl BUKIIOYHO Ha KJIACH4HI Teopii
TpH.

Po3moBy mnpo nepii cnpoOu rymMaHiTapHOTO
JOCIIPKEHHS CYTHOCTI BiICOITOp BapTO MOYATH
3 KiHIs 80-X pOKIB MHHYJIOTO CTOJITTSI, KOJIH, K
BKe OyJ10 BKa3aHO BUIIE, BiZIeOTpa CTa€ MIUPOKO-
JOCTYITHOIO Cepell EBPOIEHCHKOTO Ta aMepUKaH-
cpkoro HaceneHHs. | mumre B kiHii XX CTOMITTS
BiIMIYaeMO HapokeHHs game studies sk okpe-
MO1 HayKOBO1 JAMCLUIUIIHM, 110 yBiOpana y cede
Teopii Takux ¢Qimocodis, sik P.bapt, ®.Kittaep,
M.Maxknyen, XK. bonpisp, M.Ieiisunra toto.

Oxpemy yBary BapToO MNPUAUIATH TUCEPTa-
uii 1997 poky HOpBE3BKOIO JIOCHIJHUKA BiJe-
oirop Ecmena Apcera ming HazBorwo «Cybertext:
Perspectives on Ergodic Literature». B Hiit Ap-
CeT BU3HAYAE BIICOTPY SIK crietuPiuyHUI IHTepaK-
TUBHUHN KiOEPTEKCT, 110 HE JIUIIE TPaeThbes, aje
I TOCTIHHO YHUTaeThCS TpaBleM. Bineorpy BiH
HA3MBa€ €PrOJAUYHOIO JITEPATypOrO I MPOUH-
TaHHS SIKOI HEOOXiTHI «HETPHUBIAIbHI 3yCHILIS»
[Aarseth 1997]. Jlana mpars crajia OCHOBOIO
JUTSl HApaATOJIOTIYHOTO TIAXOMY 0 BUBYEHHS Bi-
JIe0irop, 3TiIHO 3 SIKUM y Oynb-sikii nudposiit
Ipi € HapaTUB, a TOMY TPOIEC TPU — 1€ 3aABKIU
IpoLec MPOYUTAHHS ITPOBOrO HApaTUBY, a HE
TUIIe BUKOHAHHS M 3TrifHO 3 reimiuieeM. Tox
nepur A0CHiKeHHsT nHu(poBOI T'pu amenoBa-
nu 1o bapTiBchkoro TBEepIKEHHS: «narrative is
international, trans-historical, trans-cultural: it
is simply there, like life itself» [Barthes, 1977:
79] Ta BimKumanud IHTEPAKTUBHICTH SK TaKy Ha
Apyruil miaaH, BOa4arouu B HiM JIMIIE CIIOCOOU
TBOPCHHS Ta MIPOYUTAHHS HApaTuBy. Tak Juis Ha-
PaToNIOTIYHOTO MIAXOAY Ba)KJIMBO BU3HAYUTH, SIK
IHTEpaKTUBHI €JIEMEHTH 3MIHIOIOTh TPaJMIIiiHI
OTOBIIHI (pOopMU Ta CHPUNHATTS 1CTOPIi, @ PO3-
KpHUBATH CyTHICTh IHTEPAKTUBHOCTI.

Hapatonoriyauii migxin Apcera 1o Bifeo-
irop (okycyeTbCcsi Ha aHami3l ¥ 1HTeprperauii
HApaTUBHUX CTPYKTYp Ta €JIEMEHTIB Y IrpOBOMY
cepenoBuini. Takuii minxin BOadae y Bimeorpi
Mepil 3a Bce HOBUM cOci0 HapaTUBHOI KOMYHi-
Kallii, 1110 Moke OyTH TOPIBHSAHUH 3 TITEPaTypPOIO
9y KiHeMaTorpagom.

CydacHi JOCIHIJDKEHHSI BIACOITOp TaK Y
1HAKIIe 3aBepTAIOThCS O HApaTONOrii, ajuke B
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il paMKax BaXJIMBUM € aHAJ3 TaKUX OMOBIIHUX
CTPYKTYD, SIK CKOYKETHI JIiH11, PO3BUTOK IEepPCOHA-
KiB, TEMU Ta MOTHBH Y Bifeoirpax. JlocmimkeHHs
BKJIFOYAIOTH aHAJIi3 MMOOYIOBH CIOXKETY, HOTO pO3-
rajxy»eHb Ta BapiaTuBHOCTI. Tak y mpami 2017
poky «Gaming representation. Race, gender,
and sexuality in video games» i peIakTyporo
Jennifer Malkowski ta Treaandrea M.Russworm
B OCHOBI 3HaXOJMMO CaM€ HapaTOJIOTIYHUN aHa-
713, Ha QYHAAMEHT SIKOTO JISITa€ JIEKOHCTPYKIIiS
ITPOBHX €JIEMEHTIB, IO OB’ s3aHi 3 TEHICPHOIO
9l pacoBOI0 pernpe3eHTariero. Ha mpukmami
BOTO X IOpoOKa 0a4rMo, 10 HAPATOJOTTIHHUI
MIIX11 MOKIMBHM HE JIMIE B 3aMKHEHHX irpo-
BUX CHCTEMax, Jie BUOIp TpaBId € IITy4YHHH 1
Oynp-sika JIisl Hamepel MpOpaxoBaHAa TBOPIIEM
I'pH, a i y BIAKPUTHX CBITaX, AK-0T «Minecraft»,
Jie BiIOyBAEThCS YaCTKOBA UM TIOBHA PETPAHCIIS-
1isi aBTOpCTBa HapaTtuBy Ha Tpabis [Malkowski,
Russworm 2017].

[lmuM TpUHIUIOBO BiAMIHHUM CHOCOOOM
BHBUCHHS ()EHOMEHY BIJICOITOP CTaB <JIFOIOJIO-
riunuii» (Big naruHcskoro ludus — «rpay» ta Adyog
— «3HaAHHS») HANPSAMOK, 1110 BUHUK B SIKOCTI [1EB-
HO1 KPUTHYHOI peakIlii Ha TOMIHAHTY HapaToJio-
TIYHOTO MIAXOY. Horo MPEICTABHUKH, TaKi SIK
lonzano ®packa (mpars 1999 poky «Ludology
meets narratology: similitude and differences
between (video)games and narrative»), Mapk-
Ky Eckeninen (crarts 2001 poky «The gaming
situation») ta Sfcmep FOm (crarts 2001 poky
«Games telling stories? — A brief note on games
and narratives») BIIKUAQJIM HApaTOJIOTIIO Yepes
HIBETIIOBaHHS B paMKax LbOTO MiAXOMYy Pi3HUII
MDX IrpaMu Ta IHITUMH Meia, 1 aKUEHTYBaJId Ha
IHTEPaKTUBHOCTI Ta «IrPOBOCTI» SIK Ha CYTHOCTI
BiZIeoirop.

Jlromoorist po3risiiae BiIeoirpu ik CHCTEMHU
MpaBUJI 1 i, IO CTBOPIOIOTH MEBHHUM IrpOBHI
nocBia. CyTHICTh JIOAOJIOTIYHOTO MiAXOAY MO-
Jsira€ B TOMY, 00 BMUBYATH BIICOIrpH SIK irpH,
30CEepeKYIOUNCh Ha iX TredMIniei, JUHaMIIl Ta
B3a€EMOII1 MK rpaBiieM 1 cuctemoro. Lleit miaxin
BiJIKHIa€ 200 MiHIMI3y€e 3HAUCHHS HAPATUBY, ap-
TYMEHTYIOYH, [0 OCHOBHOIO XapaKTEPUCTUKOIO
BIJICOIrOp € caMe IXHii IrpOBUH aCIEKT.

3a3HaYUMO TaKOXK, IO 3 YaCOM B Mexkax
JIFOAOJIOTIYHOTO MMiIXOAY BiZOYBCS 3CYB B CTO-
POHY TPHUHHSITTS HApaTHBY SK €JIEMEHTA TPH,

SICKPaBHM CBITYEHHSIM 4OTO € cTarTs [oH3amo
®packa «Ludologists love stories, too: notes
from a debate that never took place» (2003 pik),
B SIKHW OJMH 13 OCHOBOIIOJIOKHUKIB TTPHHIIMITIB
JIFOZI0JIOT{ MHUIIIE:

«...MOsl 20]I06HA Mema - NOKA3amu, K 6a3086i
NOHAMMSL TH000N02I MONCHA BUKOPUCTNOBYBAMU
pasom i3 Hapamono2ier 0as Kpawozo po3yMiH-
Hs 8i0eoicop. ¥V eunaoky, aKujo éce we 3anuua-
OMbCsL CYMHIBU U000 HAMIDIE IH000102ii MUPHO
CRIBICHY8AMU 3 HAPAMONOZIEI0, 51 MAKOAIC 000a0,
Wo MO€E Memor 0y10 He 3aMIHUMU Hapamoio-
2iuHull nioxio, a oonosnumu tio2o» [Frasca 2003:
97].

OOwunBa 3a3HauYEHUX METOMU AOCIIIKEHHS
CHOTOJIHI BHIAIOTHCA OOMEXEHMMH Ta caMi IO
co0i 4acTo KPpUTUKYIOThCs. Tak y Bke 3rajaHii
crarti «Narrative, Games, and Theory» fAu Ci-
MOHC MHIIE, 1[0 MEK1 MK HApaTUBOM Ta TeiMII-
JIGEM HEYITKI Ta PO3MHTI, 3YUTYBAHHS OMOBIMII
MOJKE CTAaTH TTOBHOI[IHHOIO YACTHHOO aKTUBHOTO
IrpOBOTO MPOLECY, a TeUMILIEH IMIUTIKYETbCS Y
HapaTuB, YHEMOXKIIMBIIIOIOUH ICHYBaHHS OJHOTO
6e3 iHmoro. [TpoTUCTOSHHS MiXK JIFOIOJIOTIE0 Ta
HaparoJsorieto CIMOHC Ha3HMBa€ «rporo 3 HYJbO-
BOIO CYMOIO», B TOM 4ac, SK AJist Teopii Bifeoirop
KOPUCHUM BUSBUJIOCS O MO€THAHHS 000X METO-
niB pocimimkeHHs [Simons 2007].

Crpo6oto chopmyBaTi HOBUHM MIJXIy game
studies crana cTaTTs aMepUKaHCHKOTO JIOCITiTHU-
Ka Ta po3poOHuKa Bigeoirop fAna borocra mig
Ha3Boto «Videogames are a Mess» (2009 pik).
B Hiif Boroct BHCyBae Teopito GaratopiBHEBOTO
MIIXOMY 70 BUBYCHHS BIJICOITOP, MO TOETHYBA-
7a 0 B co01 sIK METOJO0JIOT1I0 COLIIONYMaHITapHUX
JUCIMILIIH, K TO IICUXOJIOTis, COII0IOTis, (ito-
codis, KyJabTypOJIOTisS TOIIO, 3 CYyTO TEXHIYHUM
JOCTIKEHHAMHU IHU(POBOTO irpoOBOTO MPOCTOPY
— Kkony Ta miargopmu rpu. 3a nymkoro borocra
came Take OararomiapoBe BUBUEHHs (cam boroct
po3mIsAae I'ATh PiBHIB Mi3HAHHA I'pu) Aajgo O
3MOT'y pealli3yBaTH pi3HI HIAXOAM B paMKax Of-
HOTO AociimkeHHs . OKpiM TOTo, KJIOUOBUM MO-
MeHTOM B Teopii borocta € ycyHenHs iepapxii
BIJICOITPOBHUX €JIEMEHTIB B JOCIHIDKEHHAX. BiH
HA3MBa€ BIJIEOTPY Xa0COM, KU HE MOTpedye
BIIOPSIIKYBaHHS, 1 caMe TOMY BHKIIFOYHO BceOiu-
HE «IpenapyBaHHs» BiJCOTPH Ma€e HaAUOIIBIIHI
CeHC, a/Ke J03BOJIAE€ YHUKHYTH lepapxisarii,
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a OTKEe 1 3HIMH CYTHOCTI HOBOTO CKJIAQJHOTO
Mmenia [Bogost 2009].

Amnamnizytoun miaxia borocra 1o game studies
JIOT1YHOIO BHIIAETHCS 3TajIKa TBEPIKECHHS Mejia-
TeopeTnka Ta (himocodi M.Makmyena mmpo Te, 1o
«memia — ne nosigomieHHs» («The Medium is
the Message»), KOTpe BIiepIiie 3HaX0AUMO B HOTO
kHU31 1964 poky «Understanding Media: The
Extensions of Many. 3a po3yminHsM MakiyeHa
dbopma Memia «KOIye» CYTHICTh IMOBIJIOMJICHHS,
BIJIMBA€ HA CIOCIO CIIPUAHATTS 1HpOpMaIIii Jiro-
JMHOIO Ta, 3PEIITO0, CaMa TEXHOJIOTISI KOXKHOTO
Memia crae Woro x 3mictom [McLuhan 1964]. B
pamKkax 1iei Teopii Menia HepeayKI[IOHICTChbKUI
IUISIX BUBYCHHS Bi€0Irop, MPEeICTaBHUKOM SKO-
ro 6e3cyMmHIBHO € borocTt, 3maerbcst HanBai-
MM, aJDKe Ma€ Ha MeTi 30epeXeHHsI CyTHOCTI
MeniadopMu BiI€OTpH, a OIpKe He pyHHYE ii 3Mi-
CTH.

Crnuparounch Ha ysBICHHS MakiyeH mpo
HOBI MeJiia, 10 SKUX HaJeKaTh 1 BiJICOIrpH, BBa-
KAEMO, 1110 caMe B paMKax 0araroeTarmHoro Jo-
ciipkeHHs irop borocra MoiMBO pearizyBaTH
MiIXi1 MemiaanTporoorii B game studies, mpu
bOMY HEe OOMEXHUBIIH BiJIEOTPY BUKIIOYHO JI0
OZIHI€T XapaKTEPUCTUKH.

OcHOBHI acneKTH apxeoJorii Menia.

[Teprmi mparti B mutori apxeosorii Meaia oyau
cTBOpeHi y 80-X pokax MHHYJOIO CTOJITTS Hi-
MEIIbKUM JIITepaTypO3HaBIEM Ta JOCIITHUKOM
€JICKTPOHHUX TexHojorid Dpiapixom Kirtie-
poM. ¥ 1985 pori Buiimia #oro HOBaTOpPChKa
nokTtopcbka auceptanis  «Aufschreibesysteme
1800/1900», mo Oyna mNpUCBIYEHA aHAMI3Y
BIUTUBY TEXHOJIOTIH Ha JIiTeparypHi MPOIECU
XIX cromttd, a uepe3 pik BUSHUH BHUJIAE MPAIIIO
«Grammophon, Film, Typewriter», B sikiii moBHi-
CTIO 30CEPEIKY€ETHCS HA CYTO TEXHIYHHUX ACTIeK-
Tax Meaia Ta Ha rereMoHii TeXHIYHOro. MeTo-
JI0JIOT1YHO I mparti Oyau 1moB’si3aHi 3 (inocod-
CBKHMHU KOHIICTIisIMA Meia M.Makiryena, teo-
pieto iHpopmarii K. IllerHona Ta anemtoBanu 10
MIPOEKTY «apxeosorii 3HaHHsI» M.Dyko [Simone
2012].

s Kittiiepa marepianbHa JAiHCHICTD Mefia
Ma€ MEepIIONPUYMHHE 3HA4YeHHS y (OpMyIIIo-
BaHHI JIOJICBKOTO JIOCBIAY 1 Yepe3 1€ BUHOCUTh-
cs Ha mepmuid mabdens B AochikeHHAX. KiTT-
Jep CTBEpIKye, IO caMe Mejia BPEIITi perT
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BH3HAUYAIOTh MiCIle Ta MOJIOKEHHS JItoauHu. Tex-
HojeTepMiHi3M i Kitiiepa — oueBuIHUN QaxT,
BiJl IKOTO BiH 1 BIAIITOBXYETHCS Y CBOIX AOCIHi-
mkennsax [Kittler 1986]. B pesymbrari miaxin
Kirtnepa, cyTh sIKOTO TIOJISTAE Y apXEOTIOTTIHOMY
JOCITIDKEHHI icTopii MeaiaabHuX GopM, a 0co-
OMBO THX, LIO BITINIILIN HA IPYyTUi TUIaH, OyiaH
3a0yTi 4 BTpadeHi 3 TUIMHOM 4Yacy, C(HOpMyITro-
BaB OCHOBY Me/liaapXeoJorii.

@dakTU4YHO, MeIiaapXxeosorisi — 1e crpoda
aHaJI3yBaTH HE TEKCT, KOTPUHA MOXKE OyTH JIeKO-
JIOBaHUM Ta MPOYMTAHUM 32 JIOIIOMOIOI0 Cydac-
HOTO IM(POBOTO Mejia, HapuKIad, cMapTdoHa,
a JIOCITIDKEHHS Mejia sSIK MaTepialibHOTO 00’ €K-
Ta 3 BJIACHOIO ICTOPI€I0 CTAHOBJEHHS. 3BEpPHEH-
HS 10 (I3UYHOTO acTeKTy Mefia i apXeonoriuHi
«PO3KOTIKM» BTPAuUCHUX MeJia JT03BOJISIOTh, Ha
JTYMKY MeJ11aapXeoJIoTiB, He JIUIIE BKa3aTH Ha Te,
SIK CaM€ Cy4acHICTb JIETEpMIHOBaHAa ME1aJIbHUM,
asie i moOaYMTH aTbTepHATUBHI BApiaHTH PO3BUT-
Ky Mejlia uepe3 OKpecIeHHs 3aKOHOMIPHOCTEH Ta
natepHiB MeAiaictopii [Zielinski 2008].

[Ipote craBneHHs A0 apXeoynorii Meia K 710
JMCLUIUTIHY, 1110 CKOHIIEHTPOBaHA BUKJIIOYHO Ha
eKCTyMallii Ta BUBYEHHI 3aKHHYTHX Mefia Oye
MOMMITKOI0. Meiaapxeosnoris 3aBKIu, MOYnHa-
toun Bix mpamp Kirmiepa, mama Ha MeTi Takox
MPOCITIIKYBATH 3B’ 30K MK TEXHIKOIO Ta JIFOIH-
HOI0, 3HAWTH MiCIle JIIOIMHU-OIeparopa y LHX
BimHocuHax [Huhtamo, Parikka 2011]. ITutanas
PO Te, K TEXHOJIOTIT Mefia GOPMYIOTh JIFOICHKI
MOJIyCH CIIPUMHSATTS, SIK BIUIMBAIO Ha l€papxiro
Ta IHCTUTYLIi B CYCHUIBCTBI 4acTO BHCTYIAIOTh
OCHOBOIO apXEOJIOTIYHUX JOCIIKEHb MeJIia.

CroroziHi cepesl MPOBITHUX TEOPETHKIB ap-
xXeoyorii Memia OayMMO TaKHX JOCIITHHUKIB,
sk FOcci ITlapikka Ta Epkki Xyxramo («Media
Archaeology: Approaches, Applications, and
Implications», 2011 pix), Tomac Emns3ec-
cep («Film Theory by Thomas Elsaesser Film
Theory: An Introduction Through the Senses»,
2009 pik), 3irdpixn 3emincski («Deep Time of the
Media: Toward an Archaeology of Hearing and
Seeing by Technical Meansy», 2002 pik), bepn-
rapz 3irept («Doors: On the Materiality of the
Symbolic» 2012, pik) Tomio.

Immurikanis  apxeoJiorii mexia B game
studies.

He 3Baxkaroum Ha 3pocTarody MOMYJISPHICTb
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Me/iaapXeoIorii, JOCTIKeHb BiJIeoirop 3 TOY-
KM 30py i€l MEepCHeKTUBH 3HAXOIUMO OOMAaJb.
Ha BinmMiHy BiJ KIHOAOCTIIKEHB, A€ MPUHIIUIN
apxeoJiorii MeJia 3acTOCOBaHI M HE HaiKparie
(sx mpuktan, mopoobok Tomaca Enp3eccepa «Film
Theory by Thomas Elsaesser Film Theory: An
Introduction Through the Senses»), Game studies
OyJI1 HEMOB 1M030aBIICHI MOKITUBOCTI TITMOOKOTO
apXeoJIOTIYHOTO JOCIHIKeHHS (DI3MUHUX HOCIIB
B1JICOIrOp Yepe3 «MOJIOICThY» MOMIOHUX IU(PO-
BUX IHTEPAKTUBHUX TEXHOJOTIH 3arajioMm.

Amnernuito 10 Bifieoirop BIepiie 3HaX0AUMO
y npatsix Epkki Xyxramo. Bin Haronomrye, 1o
BiJIeOirpH HE 3 SBHIIMCS caMi 1Mo cobi i, Oe3rme-
peyHO, MAalOTh B OCHOBI IHTEPAaKTHUBHI TEXHO-
sori kiHmi XIX — mouatky XX CTOMITTS, XO4
BOHHU — TEXHOJIOTil MUHYJIOTO — € MPUMITUBHU-
MU 3 oy cboronenHs [Huhtamo 2007]. Cam
XyXTaMo Maiike He PO3KPHUBAE ITPOBY TEMaTHKY
y CBOIX TOCIHIKEHHSX, a JIUILIE BKa3y€e HAa MOX-
JMBICTh Ta HaBITh HEOOXiTHICTH 3aCTOCYBaHHS
MIPUHIMITIB Memiaapxeosorii y game studies.
YacTKkoBO pO3BHMBA€ MPOOIEMATUKY BiJEOIrop B
pamkax apxeodorii meaia FOcci [Napikka, po 1o
WUTUMETHCS Ial.

[IpoTe HaBITh ITHOPYIOUM 3ayBaXKCHHS XyX-
TaMoO I110JI0 KOPIHHS BiJ€OIrPOBUX TEXHOJOTIH,
BOA4aeMO BHUKOPHUCTAHHS MeJiaapXeoJyiorii y
game studies peieBaHTHUM, aJ)Ke KOPOTKa iCTo-
pisi pO3BUTKY BiI€OIrOp HE TOPIBHIOE ii HEHACH-
4yeHocTi. | ieTscs TyT Hacammepes mpo CTpim-
KICTh 3MIHUTH TEXHOJIOTIH peaiizauii Bizeoirop
(TEeXHIYHHUX HOCIIB), KOTp1 pO3BUBAJINCS, 3aHENa-
Jlay Ta BIOCKOHATIOBAIHNCS Ha0arato MIBUIIIE,
HIK, IPUITYCTUMO, TEXHOJIOTIi B KiHemaTorpadi.
Uepes e (izuyHa icTopist iIrpoBUX HOCIIB HE MO-
CTYTMAEThCSI HACUYEHICTIO Ta PI3HOMAaHITHICTIO
IHIIAM MeJTia.

SIk BxKe 3a3Hayajocs paHille, cepes Tpau-
IHHO JOCTIKYBaHUX aCIEKTIB BiJ€OIrop mpu-
CYTHSI TEXHIYHA CKJIQJI0Ba SIK TO KOJ, HA SKOMY
rpa «HamucaHay, yu Gi3uaHui 1HTepdeiic (mep-
COHAJIbHUM KOMII'IOTEp, KOHCOJIbHA MPHUCTaBKa,
ITpOBUH apKagHWI aBTOMAaT, cMapT(oH TOMIO).
ATmensisi 10 TeXHIYHUX XapaKTEPUCTHK BiJIE€O-
I'pU 3yMOBJIEHA HiANOPSAIKOBAHICTIO TEHMILICIO
Ta BI3yaJbHOI'O HApaTUBY IpHU (PI3UYHUM Xa-
pakTepucTukaM Hocis. Tak meprni KOMIT I0Tep-
HI irpu, mo Oynmu ocHameHi TpadiuHuM

iHTepdeiicom (six To «Tennis for Twoy, 1958p.),
MaJH HE 11efiHy CYTHICTb I'PH SIK MEepIIoKepe-
70, WA AKy HOTPIM pO3pOOISIINCS MEXaHI3MU
peaizaliii, a HaBMaK¥, BAHUKAJIHA BXXKE HA OCHOBI
ICHYIOYMX TE€XHIUHUX MPUCTPOIB — Hacamrmepes,
ocrunorpady, — miJ TEXHIYHI XapaKTEPUCTUKH
KOTPHX IiI0Mpaii MOXKIIUBI B peanizamii irpoBi
nii [Kent 2001]. CporomHi HalmlOBHEHICTh UM Bi-
3yallbHa JI0CKOHAJICTh BiCOTPU TAKOX BiIIITOB-
Xy€TBCS BiJ] TEXHIYHUX MOKIIMBOCTEH PO3MOBCIO-
JOUKCHHUX Ta JTOCTYIMHUX sl KOPUCTYBaviB (rpaB-
1iB) iHTEpPEHCiB.

I{s xJIrO4YOBa SIKICTH BiJICOITOp IEpII 3a BCE
BIUIMBAE€ HA CYTO ICTOPUYHI JOCIIKEHHS PO3-
BUTKY Bizeoirop. Tak icTopist 3MiCTOBHOI HaroB-
HEHOCTI IILOIO MeIia TICHO IIOB’sA3aHa cCaMe 3
BEKTOPOM TEXHIYHOTO PO3BUTKY, III0 MOXKHA IO-
0a4nTH B YMCENBHUHN MpPAISIX PO CTAHOBJICHHS
Ta PO3BUTOK Bijieoirop sik Mucrenrsa [Donovan
2010]. IlpoTe BUKOpUCTaHHS MPUHIIUIIB Meia-
apxeoorii y game studies 31aTHe TpoOUTIOCTpY-
BaTH MEPCIEKTUBH «3a0yTHX» Ha ChOTOJHI Irpo-
BUX iHTep(ENCiB, 3BEPHYTHUCS 10 aHTPOIOJIOTIT
u(poBoi IpH, 110 POOUTH 1IeH HAPSAMOK JTOCTi-
JOKSHHS 111€ O17TBII PUBAOTUBUM.

Tak y crarti «An Archaeology of Music
Video Games» Israel V.Marquez roBoputh npo
Te, MO0 JOCIIAHUKH BIJEOITOp YacTO MPOSBIS-
I0Th 0alyXICTh 10 MMHYJIOTO irpOBHX Meia,
THUM CaMUM OOMEXYIOUH MOXKITUBOCTI PO3YMIHHS
IHTEepaKTUBHUX IU(PpoBUX irop. Y cBOil poOOTI
aBTOP 3BEPTAETHCS 10 MATEPiaibHOTO MUHYJIOTO
MY3HYHHUX IrOp Ta LTIOCTPYE, SIK caMe HEeICHYIOU1
CHOTOJIHI TEXHOJIOTIi BimoOpasuiucs, 6a HaBITh
BU3HAUWIM, MOJIEpHI TEHJIEHIII B po3po0I My-
3WYHHX Bigeoirop. ¥ BUCHOBKax Marquez muie:
«The novelty of modern music video games in
terms of design, mechanics and playability can
be found in older machines going back to Atari’s
Touch Me or Milton Bradley s SIMON, two games
that laid the foundations for the type of experience
that defines this particular genre of video games.
musical response based on memorization and
repetition of sounds» [Marquez 2020: 49].

3 1HmoOro OOKy TEHJEHIII0 JO0 TOSICHEHHS
JIOICBKOTO JIOCBIAY Yepe3 MeNiaTeXHOIOTii 3Ha-
xomumo y npani FOcci [Mapikka ta Slakko Cyomi-
HeH «Victorian Snakes? Towards A Cultural
History of Mobile Games and the Experience of

55



«®Dinocodist Ta MOMITOIOTIS B KOHTEKCTI Cy4acHO1 KynbTypu», 2024, T. 16, Ne 1

Movement». B Hiil BueHI BKIIOYaOTh (heHOMEH
MOOUTHHHUX 1TOP JI0 3arajbHOTO MPOIIECy MOJIEp-
Hi3amii, mo po3novanacs B XIX cromiTTi i, Ha
IYMKY aBTOpiB, TpUBae jaortenep. BoHW BimgHO-
CATh JaHWK BUJI HMUQPPOBHX ITOp A0 «mMpaouyiil
ay0iogizyanvHoi Kyibmypu MoOepHOCmI, K4,
CBOEI0 4ep20olo, Hanexdcums 00 MeHOeHYill mex-
HONO2IT, KYIbmypu ma meoia OCMAaHHIX 080XCOM
poxisy» [Parikka, Suominen 2006]. Amnanizyto-
Yy TEHJEHIli Cy4yacHOTO CBITY, NMPUYMHA SKUX
KPHUETHCS B ICHYIOUMX MeAiarexHonorisax, [apik-
ka Ta CyOoMiHEH BM3HAYalOTh JIBa MPOTHUJICKHI,
ajie OJTHAKOBO aKTHBHI TOMOCH — MPAarHEeHHs 1H-
JUBIJA JTUIITUTUCS BIOMA, Ta MParHeHHs MM Io-
KUHYTHA. MOOWIBHI irpH, sIK 3a3Ha4atoTh [lapikka
1 CyoMiHEH, OTHOYACHO BTLIIOIOTH IIi JBa TOIIO-
CH y JKUTTS, aJUKe TEXHOJIOTis MOOUIBHUX Irop
JIO3BOJISIE 3aBKIU IHIIATHCS BIOMAy, OCKLUIBKU
TenedoH — 1e JiM, 0 MOCTIMHO «IPHUKPIILIe-
HUW» 0 Tida JIOAUHH, 1 pa3oM 3 TUM Iie e i
crioci® Oe3nmepepBHOTO 3B S3KY 31 CBITOM, IIIJISX
TTOKHUJIAHHS MEX JIOMiBKH 0e3 (izuuHOTO TIepe-
MitieHHs. «Mu cmeepoocyemo, — iy Th [Tapik-
ka 1 CyomiHEeH, — o MOOIIbHULL PO368a2U MOiC-
HA 3pO3YMIMu 8 KOHMEKCMI CYYaACHO020 00C8i0y
MOOINbHUX Media ma cepedosuua 2pomMadcbkoi
chepu, Oe siooysaromucs media-nodiiy [Parikka,
Suominen 2006].

BucHoBkmu.

Bineoirpu — ne 6e3cyMHIBHO HOBUH 1 4a-
CTO HEIOOLIHEHHMH BHJ Menia, 10 I0CIIIKEHb
SIKOTO 3BEpTAIOThCS HECIPaBEATUBO pinko. B
MIpeACTaBICHIN cTaTTi Oyna 3miiicHeHa crhpoda
OKpPECIIEHHSI OCHOBHUX HAasBHUX MiAXOAIB [0

KyIbTyp(110COPCHKOTO OCMHCIEHHS BiI€oirop,
SIK TO HAPAaTUBHUH Ta JIIOAOJIOTIYHUN T1IX0IH, Ta
TOSICHEHHST HEOOX1THOCTI 3aCTOCYBaHHS METO/IIB
MeiaapXxeoorii JUIs MOJANbIIOT0 aHali3y Bije-
0Irop sIK Cy4yacHHX Meia.

3 ommAay Ha CKJIAAHICTh Ta CHHTETUYHICTH
SBUINA BiACOIrOp, HAMOLIBII peNeBaHTHUM BHU-
MAacThCS TOM MIOXIN I IXHHOTO BHUBYEHHS, IO
Oyne BCeOIYHO PO3IIISIIATH BiZICOTPY, TPHILISIO-
YM yBary KO>KHOMY 3 ii acriekTiB. Opi€HTYIOUUCh
Ha OaratopiBHEBHUI METOJI aHATI3Y Bijgeoirop SHa
BorocTta, BBaskaeMo, 1110 METOMOIOTTYHMH IT1IX1]1
Me/11aapXeoIorii 3AaTHUH CTaTH 1HCTPYMEHTOM,
0 sKHalKpalle mpoaHali3ye ICTOPUYHY Ma-
TepiajdbHICTh IrpoBUX HOCIiB. OcTaHHE BUJIa-
€TbCS OCOOJIMBO 3HAYYIIMM, Yepe3 AETePMiHI3M
ITPOBUX TEXHOJIOT1H Mepes 3MICTOBHUM HaIOB-
HEHHSIM Bifieoirop.

[Ipote cmpoOu 3acTOCYBaHHS MPUHIIUIIIB
Meziaapxeosiorii B paMkax game studies moTeH-
LIMHO KOPHUCHI JJIT PO3pOOKH 000X HANpsIMKIB.
B nmocmimkeHHSIX Bijieoirop, mepir 3a Bce, B pam-
Kax IuropaiictuyHoi mporpamu flHa borocra,
MelaapXxeoiorisi 3/aTHa BKa3aTH 1CTOPUYHICTH
U(POBUX Irop, MO CBOEI YEPror0 MOKPAITUTH
OCMUCJICHHSI CTaHy CyYaCHHX BIJ€OIrop, IXHBOI
dbopmu Ta 3micty. 3 iHIIOTO X OOKY 3BEPHEHHS
710 BIZICOIrop SIK 110 MPEeaMeTa JOCIiKeHb, 3/1aT-
He 30aratv po3yMiHHS B3a€EMO3B’SI3KYy MIXK JIFO-
JUHOIO Ta TEXHOJOTIE0. 3a3HAYMMO TaKOXK, IO
MUTAHHS TOCITIDKSHHS BiIe0irop uepes Mejaiaap-
XEOJIOT1I0 BUJIAETHCS CIIPABOIO BEJIHMKOIO Ta aM-
01THOIO Yepe3 KaHPOBE, TEMAaTUYHE Ta TEXHIYHE
PI3HOMaHITTS HU(GPOBUX PO3BAr.
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