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MY3UYHUA KOMIIOHEHT BIJIEOT'PA
B CYHACHOMY HABYAJIBHOMY ITPOLECI

Posrmsmaerpes My3uka Bimeoirop abo cayHATpEK SK MOTEHIiHA
JpKepenbHa 0aza JOCHUKEHHS Cy4acHO! My3W4YHOI KyiabTypw. Takwmit
TUTACT MPHUKIAAHOI MY3UKH BHBUYAETHCS (inocodieto irop, aje irHopy-
€THCSl aKaJEeMIYHHNM MY3HMKO3HAaBCTBOM depe3 psA NMpPUYMH, A€ YU He
HAWTOJIOBHINIOI € HEIOOIlIHKa XyIOKHBOI SKOCTI MaTepiany. B ymo-
Bax IMOJIOHOTO CTABJICHHS J0 MY3HMKH BiJICOIrop 3/iHCHIOETHCS CTaTyC-
HE TI03UIII0HYBaHHS OCTAaHHBOI Yepe3 PO3MIIS KijlbKoX mo3utlid. O0’exT
MPOAHANII30BaHO Y COI[IAIbHOMY KOHTEKCTI Ha PiBHSX PO3MOBCIO/IKE-
HOCTi, KOMEPIIIHOTO YCITiXy, aKCIONOT1YHOTO CTaBJICHHS, yTUIIITAPHO-
cti. [lomynsipHe ChOTOAHI PO3yMiHHS BiIGOTPU SIK TIEBOTO aTpHOYTY
JMJAKTUKA CIPOEKTOBAHO Ha cepy My3HYHO-ICTOPUYHHX TUCIUILTIH,
3aMpOIIOHOBAHO PS/I BapiaHTIB 3aCTOCYBAaHHS TOTEHINANTY BiJeoirop y
TAKOMY KOHTEKCTi. PO3TIIsIHyTO MOXKIIMBICTH TIPOBEJICHHST aHAJIOTIH MiX
orepamu P. Baraepa Ta cayHaTpekaMu Biieoirop y pakypci BHBUSHHS
JEUTMOTHUBHOI CHCTEMH KOMITO3UTOpPA. 3alpONOHOBAaHO BUKOPHCTaHHS
BiJIeOirop, MY3WYHHH CYNPOBIJ SKUX MICTUTh LUTATH aKaJEeMi4HHX
TBOpIB, IPH BU3HAUCHHI TE3aypycCy CTYIEHTIB. [ITFOCTPYIOTBCS MOKIIH-
BOCTI BiIGOTPH Yy JEMOHCTpaIlil iCTOPUYHO-KYJIBTYpPHOTO aHTypaxy
pi3HMX enox. Ha OCHOBI BHKIJIQJIEHHX Te€3 NPO TOYKU MEPETHUHY MIiXK
aKaJIEMIYHOI MY3HMKOIO Ta 00’ €KTOM JIOCII/DKEHHS OKPECIICHO Psijl ac-
MEKTIB, M0 MOXYTh OYTH JOCHI/KEHI MY3HMKO3HAaBCTBOM Ha JAHOMY
Marepiadi.

KarwuoBi ciaoBa: cyuacHa My3u4Ha KyJbTypa, MY3HWKa BiJeOi-
rop, CayHJITPEK, My3U4Ha Ie1arorika.
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XXI cTONTTIO MPUTaAMaHHWH aKTUBHHUH PO3BUTOK Ta PO3MOBCIO-
JHKEHHS MynLTI/IMezLia—KOMyHiKauiil. VY psny sBHIN, SKi BUKOPHCTOBY-
I0Th MOXJIMBOCTI MyJIBTHUMETIa, 3HAXOIATHCS KiHO, Terne0adueHHs, iHTe-
pHeT-pecypcu. Kpim HazBaHuX, B OCTaHHI /1Ba JECATHIITTS aKTHBHOTO
MoIMpeHHsT HabyBae Bineorpa — yHikajgbHa (popMa Takoro KOHTEHTY.

Bineorporo Ha3uMBaeThCs NporpaMHe 3a0€3MEUEHHS, 110 MPALoe
Ha cleliaJbHOMy 00JazHaHHI (KOMII'IOTEpi, irpoBiii KOHCOJMi, HOpTa-
TUBHOMY €JIEKTPOHHOMY amapaTi) i cIy»KuThb [ OopraHizaiii irpoBoro
Mporecy — reiiMILIeo, 3B’SI3Ky 3 MapTHEpaMmu 1o Tpi abo cama BUCTY-
nae napTHepoM. JlaHuil TepMiH pO3yMIETHCS PO3LIUPEHO, BKIIIOYAIOUH B
cebe sIK KOHCOIbHI, apKa/IHi, TOPTATUBHI, TaK i KOMIT IOTepHi irpu°.

Bineorpa sk sBUILE MUCTELTBA Ma€ CHHTETUYHY IPUPOAY, OCKi-
JTBKA aKyMYITIO€ y co0i JiTeparypy (OTMOBiib, CIOKET), KiHO (pyX Kame-
PH, SKCTIO3UILIIS KaJIpY), )KUBOIUC (Bi3yalbHUH Psil), aKTOPChKE MUCTE-
uTBO (MiMiKa MepcoHaxiB), xopeorpadito, My3uky. Uepes Taky crenu-
¢biky Bifeorpa BapTa yBaru HayKOBIIIB i MOXKE CIIyTyBaTH CIIEIU(IIHIM
MaTepiajaoM JOCTIKEHHs . Y 3B’S3KY 3 LI€I0 TE3010 y CTATTi Oyze po3-

! Mynbrimestia-koMyHiKartis — yci XyI0KHi Ta KOMEpIiiiHi MpaKTHKH,
MOB’sI3aHI 3 MOJJIMBICTIO OJJHOYaCHOT'O BHKOPUCTAHHA Yy €JMHOMY TBO-
PIB/IPOIYKTI ayaiambHOI, Bi3yalbHOI Ta KiHECTETHYHOI iH(popMaIlii, mo o0po-
OJsIETHCS 32 JOTIOMOTOK0 CY4aCHUX KOMII'IOTEPHHUX TEXHOJIOTIH 1 BOJIOJIE sIKic-
TIO iHTepakTUBHOCTI. JIuB. mpo ne: Jenukun A. MynbTUMenna U UCKYCCTBO:
ot MudoB K peanusm // XynoxkectBeHnas kyabrypa. 2013. Beim. 1 (6). URL:
http://sias.ru/magazine/vypusk-6-2013/yazyki/843.html  (mara  3BepHEHHS:
29.07.2017).

? Teiimmueit (amr. gameplay) — irpoBwuii poriec 3 TOYKH 30py TPABIISL.
Le#t mporec BKIIFOYA€ pi3HI aCIEKTH BiCOTPH, Y TOMY YHCII TeXHIUHI (BHYT-
pIIHBOIrpOBa MeXaHiKa, CYKYITHICTh TIEBHUX METOJIB B3a€MOJIi TpH 3 TpaB-
neM Ta iH.). IToHATTS reWmmuel 3a3BUuYail BUKOPHCTOBYETHCS IIPH aHai3i
OTPUMAaHUX BIUYTTIB Yy XOJIi MPOXOKEHHS TPH, i BINIMBOM TaKUX (aKkTOpiB
K Tpadika, 3BYK, CIOKET.

3 JlenuknH A. 3amuTy BHAEOMID (OT HEKOTOPHIX HCCIIEIOBATENEH).
URL.: http://gamestudies.ru/post/1785 (nara 3eepuenns: 29.07.2017).

* ITuTanHs, UM € BiZEOIrpH MHUCTELTBOM, IPOBOKY€E JIMCKYCii Ta mepeii-
Mae Oaratbox HaykoBIIB. /[uB. neranpHime: JleHukua A. MoryT jau BHIEOWT-
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TJISSHYTO OJIMH 13 KOMITOHEHTIB BiZICOTPH, a caMe — ii My3HYHHI CYIpo-
Biz 260 cayHaTpek’.

3asBIIeHa yCTaHOBKA MOTPeOye KiTBKOX KOMEHTAapIiB.

[To-nepie, My3uKa BiJeOirop akKTHBHO JOCHIIKY€EThCS MpEAcTa-
BHUKaMH JWCLHILTIHA Jame studies?, mwo Takox 3HaHA SK ¢inocodis
irop. o akTyanbHUX Mpo0iaeM JaHOl HAYKH BiAHOCATHCS TUTAHHS €BO-
JOLi] My3WYHOTO CYNpOBOAY Bifeoirop Ta ioro (yHKLiIOHAIBHOI AH-
¢epenmiarii, KOMIIO3UIIHHI TAXOIN A0 CTBOPEHHS, HIOAHCH BILIUBY
MY3HUKH Ha TeiiMepa, 0COOIMBOCTI B3a€MO/Iii MY3HKH Ta TEHMILIEIO TO-
mo. Po6oru K. Komminz, T.Cammep3a, A.Mapkca, A. bepnnara,
M. Jlinbernmans (OWB. CIIMCOK BUKOPUCTAHWX JDKEPEN) BIAMOBIAHO IO
yCTaHOBOK (imocodii irop 3HaXOAATHCS y MIKAUCIUIUTIHAPHOMY TIOJI,
TOMY CayHIATPEKH JOCIIIKYIOTHCS KPi3b MPU3MY MPOTpaMyBaHHs, ICH-
XO0JIOT11, aKyCTHUKH, CayHIM3aiHYy, COII0JIOoTIi ToImo. Takuii miaxia ¢o-
PMY€ psI KOHTEKCTIB BUBYCHHS 00’ €KTY, 110 JO3BOJISIE Mi3HABATH HOTO
3 pi3HUX cTopiH. [IpoTe y TakoMy BHUITagKy HEMUHYYHM € iITHOpYBaHHS
MOBHOIIIHHOCTI BJacHE MY3WYHOTO CETMEHTY BiI€OTpU — y 3aXigHii
miTepaTypli MH He 3HalfeMo poOiT, CIIPAMOBAaHWX Ha TJIIMOWHHE BH-
BUYCHHSI CAyHJITPEKIB Y My3HUKO3HABUOMY AMCKYPCi.

Io-npyre, cayHATpEK BiCOIrop sk 00’ €KT AOCHIKCHHS JI0 ChO-
TOJHI 3aJIMIIAETHCS 3aKPUTUM JIJIS aKaJeMiuHOI MY3UKOJIOTII 3 OrJIsiLy
Ha yIepeaKeHe CTaBJICHHS O HbOTO, HEJIOOLIIHKY HOro SIKOCTi Ta ecre-
TUYHOI IIHHOCTI, MEepPeBaKHY BIJICYTHICTh HOTHOI (pikcamii 3pa3KiB,
KOH(QJIIKT TEPMiHOJIOTIYHOTO amapary My3WKO3HABCTBA Ta TEXHOJOTil
BUPOOHUITBA Bifeoirop. Sk pe3ynprar — e)eKTUBHOI METOIUKH aHaITi-

pBI OBITH HicKyccTBOM? // MexXayHapOIHBIH JKypHAI HCCIIEOBAaHUN KyJIbTYPHI.
2013. Ne 2 (11). Mocksa : Ditnoc, 2013. C. 90-96.

! Mysuka Bineoirop a6o cayuarpex (anrm. soundtrack) — B mpuKiaz-
HOI MY3UKH, IO MiJHOPSIKOBYETHCS IrpPOBOMY TPOLIECY TAa BUKOHYE (YHKIIii
CUMYJIALIi peassHOCTi, eMOIIIfHOTO BIUIMBY Ha TPaBIs, y4acTi B ayJioBi3yai-
3amii redmMIUIero, iMepcii reimepa.

2 JTus. nipo ne: Komsies A. TeiiMuukanus Bceil CTpaHbl: Kakie 3a1a4u
u Juist gero pemaet dumocodus suneourp. URL: https://lenta.ru/articles/2014/-
01/03/gamification/ (nara 3sepuenns: 29.07.2017).
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3y MY3UKH BiZICOIrOp HE iCHYE€, a Ipo Creliaii3oBaHy JiTepaTrypy roBo-
PHUTH HEMAE CEHCY.

[To-Tpete, cayHATpEKH irpoBHX HPOIYKTIB MOXYTh CIyTyBaTh
HIHHUM JOCHIJHULBKAM MatepiajoM y chepi akageMiyHOi My3HKOJIO-
rii. IlinTBepKeHHSIM IaHOI TE3W € «HABKOJOMY3WYHI» (aKTH: 0
CTBOpPEHHSI MY3WKH BiZIeOirop Ta ii 3amucy 3ally4daroThcs Tpodeciitai
MY3HKaHTH — KOMIIO3UTOPH 1 BUKOHABIII, & CAYHATPEKU BXOASTH 10 pe-
nepryapy cMMGOHIYHUX OPKECTPIB Ta BUKOHYIOTHCS Ha CBITOBUX KOH-
LHEPTHUX MaiaHuYMKaX .

[To-ueTBepTe, My3uKa BiEOIrop Mae MOTEHIIA B yMOBaX MY3H-
YHO-TIEIarOTIYHOTO TPOIECY, a BIAMOBIAHO CYYacCHUM IUIAKTUIHUM
TEHJCHIIISIM CayHATPEKH MOXKYTh MOJIETIIUTH 3aCBOEHHS HOBOTO Mare-
piany Ta mpoOJaeMaTHKH, 110 BUBYAETHCA.

Hageneni Te3n MOXyThb CIyTyBaTd iMIyJIbCOM JIO BUBUCHHS Ta-
KOT'O BUJTy TPHUKJIATHOT MY3HUKH, aJle IIIKOM OYEBHIHO, IO TPOIIEC all-
poOarrii HoBoro mMaTepiany Mae O0yTu moctynosuM. Came ToOMy y MaHii
CTaTTi MU PO3TIISTHEMO OJHY i3 3a3HAUYEHUX MPoOJeM, OB’ A3aHy i3 -
JAKTUYHAME MOYKIIMBOCTSIMH BifIeOTpH. 1i JOCTiMKeHHS, 3 0aHOro 6o-
Ky, IPOJIEMOHCTPYE JOTHYHICTH CAYHATPEKIB BiI€OITOp Ta aKageMiqHOT
MY3HKH, TIOCTIpUSE€ aKTHUBI3allii My3UKO3HABYOTO iHTEpECy J0 HOBOTO
00’€KTy JOCHIJKEHHSI, a 3 IHIIOTO — c(hOpMYE CTaBIIEHHSI 0 HBOTO SK
IO IIHHOI Ta crenuQiqHO1 JyKepeIbHOi 0a31 BUBUEHHS Cy4acHOI MYy3H-
YHOI KYJIBTYpH.

[MeprmM, mpo IO CITiJi TOBOPUTH, € aKTYaIBHICTh BiZIEOTPH Y CYy-
yacHOMY colliymi. lle muTaHHS HAOYHO ITFOCTPYIOTh PE3YJIbTATH JOCIHTi-
JoKeHb opradizauiid €spornu ta CLLA, sKi 3aliMaroTbCss MOHITOPHHIOM
CTaHy irpoBOi 1HIyCTPii.

! Cepen BUKOHABIIIB TaKOTO perepTyapy MOKHa Ha3BaThu Yechbkuil Ha-
mioHanbHUM cuMpoHiuHM opkectp, Jloc-AHmKkenecbkuil (imapMOHITHHUN
opkectp, Cumoniunuii opkectp Mansme, Cumbonidnauii opkectp Eminence,
opkectpu mig opyznoio E. Pora, E. Bpika Ta iH.
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Tak, y npyromy kBaprami 2017 poky aHamiTuku Memia 3 Ipsos
Connect', crimparourch Ha ONMUTYBaHHA 0Ci6 000X cTaTeil BikOM Bix 6
110 64 POKIB i3 YOTHPHOX EBPOTEUCHKIX KpaiH, 3a3HAYMIIH, 1110 y Bemn-
kit bpuranii 47% Hacenenns (22,2 MiH.) rpae y cepeaabomy 8,9 ro-
IIVH Ha TKAeHb, y Opanmii — 58% (28,8 miH.) 6,9 rog/Twxka., y Himeu-
yuni — 57% (34,6 mun.) 8,3 rom/Twxa., a y Icmanii — 44% (15,8 mutH.)
6,3 TOI/THXI.

3rigHo AaHMX iHIIOl He3alexkHoi opraHizauii (3a 2016 pik) —
Entertainment Software Association” —y 65% 6Gyauuxis CILIA xoua 6
OJlHA JIFOJIMHA PETYJIAPHO Ipa€ y irpd HEe MEHIIE TPhOX FOAWH Ha THIK-
JICHb .

JlonOBHIOIOUM HaBeNEHY CTAaTUCTHKY, 3a3HAYMMO, IO JOCIiJHH-
K{A BiJICOIrOp MPOTHO3YIOTh aKTUBHHM PO3BHTOK irpoBOi iHAYCTpii y
Mai0yTHi Kinbka poki. [IpoTe, Ha Taky TEHACHIIIIO0 BKa3yIOTh HE JIMIIIE
COIIIOJIOTIYHI ONMMUTYBaHHS, alle 1 aHamiTHgHa podoTa y cq)egi (hinaHciB
Ta eKoHOMiKH. 3a cBimyeHHsM J’son & Partners Consulting”, moxin ra-
Jay3i iHTepakTHBHMX po3Bar Bupic Bim $81,5 mupn. y 2014 no
$95,2 mupa. y 2016 pori. Togamo, 1110 y peHTHHTY HAWOUIbII IPUOYT-
KOBUX Bifeoirop Oe3zamepeunum minepoMm € «World of Warcraft»”
(2004), sixa pogsiiinuiack HaknaaoM y 15 muH. xomiii Ta 3apodwna $10

! Ilus.: GameTrack Digest: Quarter 2 2017. URL: http://www.isfe.eu/-
sites/isfe.eu/files/gametrack_european_summary_data_2017_g2.pdf (gara 3Be-
puenns: 15.06.2017).

2 us. mpo ue: Essential facts about the computer and video game
industry.  URL :  http://www.theesa.com/wp-content/uploads/2017/04/-
EF2017_FinalDigital.pdf (nata 3Bepuenns: 07.06.2017).

¥ Tokasnuk 3pic Ha 2% mnopiBHAHO 3 2015 pokoMm.

* Ilus. mipo ne: J'son & Partners Consulting: B 2016 roy pslHOK Urp B
Poccun cranet conocTtaBuM B ACHCIKHOM BBIPAKEHUU C PIHKOM TB PEKIaMBbl
B ctpane. URL : http://apps4all.ru/post/080715jsonamppartnersconsultingv-
2016-godu-rynok-igr-v-rossii-stanet-sopostavim-v-denezhnom-vyrazhenii-s-
rynkom-tv-reklamy-v-strane (mara 3sepuenns: 01.05.2017).

® luB. neransuime: What is a Browser-Based Game? URL
http://www.wisegeek.com/whatisabrowserbasedgame.htm (mara 3BepHeHHS:
12.05.2017).
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mipa. s nopiBHAHHS 3a3HaYMMO, IO HAHKACOBIIIMM MPOAYKTOM Ki-
nemartorpadpy € ¢imeM «Aparap»’ (2009), m0Xim fKOro ckiamae
$3,1 mupa. Haseneni akti BKa3ytoTh Ha Te, IO BiICOIrpH TTOCTYIIOBO
PYXaloThCsl 10 TereMOHIi y KOHTEKCTi MeJia — Ha PiBHSIX PO3MOBCIO-
JOKEHOCT] Ta KOMEPIIHHOI yCITIITHOCTI.

Hacrtymaum acriekToMm iCHYBaHHS BiI€Oirop, Io 3aciyroBy€ Ha
yBary, € iXHe aKCiOJIOTiYHe TITyMadeHHs.

Tak, 4acTo MPOAYKTH IrpoBOi 1HAYCTpii MO3HULIOHYIOTHCS SIK HE-
raTWBHE SIBUILE, TOTOXXHE HAPKOTHUKY, L0 PYHHYE ICHUXIKY, € IPUYU-
HOIO HEKOHTPOJIBOBAHOI arpecii, AUTAYOTO OKHUPIHHA Ta BUCTYIA€ PO3-
MOBCIOJJTHUKOM aMmopaibHoro. [IpoTte icHye # iHIIa, MPOTHIIE)KHA TyMKa
3TiTHO SKOI BiJIEOIrpM MO3WTHBHO BIUIMBAIOTH HAa KOTHITHBHI (DYHKIIT
MO3KY, PO3BUBAIOTH JIOTIKY, IaM’ STk, IPiOHY MOTOPHUKY PYK, JOTIOMa-
raloTh 3HATU MCUXIYHY HATIPYTY, € 0a3010 AJsl eKCIICPUMEHTIB (Halpu-
KJIaj, MOCII/PKeHHs emifeMiii abo ekoHOMiuHMX mpoleciB). IIpomos-
JKYIOUM Ha3BaHUM Psill, 3a3HAUYUMO, 1[0 CHOTOJIHI MOIMYJISIPHUM € MOTJISAL
Ha BiJICOTPH K Ha Ji€BHHU 3aci0 HaBYAJIHHOTO IMPOIECy Ta MPOAYKTHB-
HUI Horo karamizatop. [Ipo epeKTHBHICT, BUKOPHCTAHHS BiZCOIrop y
OCBITHHOMY TIPOIIECi CBIAYUTH psi ITyOJiKaIliii, TOJOBHUM MeCEIKeM
SKUX € KOHCTATallisi pe3yJbTaTHBHOCTI BiJICOTPH HA OCHOBI TMeNaroriy-
HOTO0 JIOCBiTY BHKIJIaaa4diB. HaBenemo kijbka (akTis:

—y CHIA ¢ynkuionye mkona «Quest to Learn», ne HaBuaHHA
BEJEThCSI 3a JOMOMOTOK Bifeoirop. OCTaHHI MO3UIIIOHYIOTHCS SIK
000B’sI3KOBUI1 aTpUOYT Cy4acHOT MeIaroriku;

— JI. brym, Buknanau Gionorii y mkoni Hero-Hopka, BraBcs 10
MOXJTMBOCTEH rpu y skanpi sandbox «Minecraft» st mepeBipku 3HAHb
yuniB npo JJHK;

— JI. MakKomn, Bumrens icropii y mkom Micra IHmian-I'imn
(CIIA), y HaBuaibHOMY HPOLIECI BUKOPUCTOBYE BiJCOIrPH XKaHPY CTpaTe-
rii; Ha OCHOBI TakOro AOCBiAy mexaror BuaaB KHHTY «Gaming the Past:
Using Video Games to Teach Secondary History»;

! Jtus. mpo me: List of highest-grossing films. URL : https://en.wikipe-
dia.org/wiki/ List_of highest-grossing_filmst#cite_note-avatarl4 (mara 3Bep-
nenns: 01.05.2017).
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— YKpaiHChKi Mefarorn TakoX IMepedMaroThCsl Ha3BaHOIO Mpooiie-
MOIO Ha CTOPIHKAX JPYKOBAHUX Ta iHTEPHET-BUIAHD |

— reiiMizalis € OJHUM 3 KITFOUOBHX THTAKTHIHUX TTPHHITATIB TAKUX
PO3MOBCIOKEHX TUIaTGOpM BUBUYCHHS iHO3eMHHX MOB, sik Duolingo ta
LingvaSkills.

TaxkuM 4rHOM, BiZieorpa MOCTYIIOBO 3aTBEPKYETHCS SIK e(heKTHB-
HHUH KOMIaHBHOH YYHIB Ta CTYJCHTIB Y BUBYCHHI MaTeMaTUYHHUX, IPHPO-
JHUYUX Ta TyMaHITapHUX HayK. Ta 4 icHye MOKJIMBICTh aJanTyBaTH TPy
JI0 TIOTPed MY3WYIHO-ICTOPUIHUX TUCITUTLITIH?

Y mepexi [HTepHeT icHye psi OpayzepHHX irop2 Ha My3W4HY TeMa-
TUKY, TIepeBaKHA OUTBIIICTH SKUX HaIlJIeHa Ha PO3BUTOK HABUYOK COJIb-
(emKyBaHHs y [iTel PI3HUX BIKOBHX TPYII (CITyXOBi, PUTMIYHI Ta METPUY-
Hi BrpaBu). [IpoTe, a7s crapiioi BikoBoi Tpynu — HAMPHKIIA, CTY/ICHTCTBA
MY3UYHHX YUFJIHIIL Ta KOJEIXKIB — JIaHi 3pa3ku He € IPUIATHAMHU, X04a y
CyJacHill My3W9HO-OCBITHIH CHTYyaIlil Ta Y KOHTEKCTI HOBHX II€IarOTi9HIX
TEHJICHITIN BIIEOIrPH MOXYTh CTaTH JHCHO e(heKTHMBHUM iHCTPYMEHTOM
Ta CTUMYJIFOI0OYMM (DAKTOPOM CIIPUHHSATTS Ta 3aCBOEHHSI MaTepiay.

[linTBep/KeHHSAM JaHOI Te3W MOCITYTYIOTh HACTYIIHI LUTIOCTpaii
MOTEHITATy BiIe0irop, mo iX JOIIBHO 3aCTOCOBYBATH Y KypCi My3ud-
HO-ICTOPUYHUX AUCUUILIIH CEPEAHHOT0 HABYAIBHOTO 3aKIaTy.

Tak, npu BuBuYeHHI orep P. Baraepa 3aass ycminiHoOro 3acBo€H-
HS cneun(iky JEHTMOTHUBHOI CUCTEMH CTYICHTaM MPOIOHYETHCS CeMi-

! us.: Jlyx’smenko K. KoMm’loTepHi irpu Ha ypokax MaTeMaTHKH
/| ®isuko-marematuuHa  ocBita:  Hayk. kypH. Cymum:  Cym[JIY
iMm. A. C. Makapenka, 2014. Ne 1 (2). C. 19-25; Aagpomyk O. Komm torepHi
irpu sk 3acid PO3BUTKY TBOPYMX 3IOHOCTEH CTapHmIMX JOIIKIIGHUKIB
// Bicauk Iactutyty posutky autuHu. Cepis: ®inocodis, nenarorika, ncu-
xonoris. 2014. Bum. 34. C.137-142. URL: http://nbuv.gov.ua/UJRN/-
Vird_2014 34 23 (nara 3BepHenns: 22.08.2017).

2 BpaysepHa rpa — pi3HOBHJ Bifieoirop, M0 HE MOTPEeOYIOTh BCTAHOB-
JIEHHS OCOOJIMBOTO TPOTPAMHOTO 3a0€3MeUeHHs 1 Mpalllol0Th BHUKIIIOYHO Ha
0a3i BeO-Opay3epa Ta IIIariHiB JIsl HHOTO.
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HapChKe 3aHSTTS, Ha SIKE BUHOCUTHCS PO3risij Bigeorpu «Max Payne 2:
The fall of Max Payne»'. 3aBaHHs po3MO/IiNAIOTECS HA B YACTHHH.

Jo meprmoi, eMImipuIHOi, BiTHOCUTHCS:

— O3HAHOMJIEHHS 13 MPOAYKTOM Yepe3 irpoBHii mporec abo cro-
cTepexkeHns 3a HuM (T. 38. playthrough);

— ¢ikcariss My3UYHHX 3pa3KiB, 1[0 TTOBTOPIOIOTHCA, 1X HOMIHAIIS
Ta arpuOyLis 3a BCTAaHOBJIECHHMMHU NapameTrpamu (TeMOp, TeMI, MeTp,
naj, iIHTOHAIlii{He HAITOBHEHHSI, )KaHp TOLIO);

— mudepentiamist 3aikcoBaHUX CayHATPEKIB 3a (yHKIIsAME (Xa-
paKTEepHUCTUKA TIEPCOHAXKY, TIPOIIECY, EMOIIil, TPeIMETY).

CyTHICTh JApYroi, TEOPETHUYHOI YACTWHH 3aBAaHHS TONATAE Y
MPOYHUTAHHI TEKCTiB, MPUCBIYCHUX IJEHTMOTHUBHIN CHCTEMi, a TaKOX
MOPIBHSAHHS MPOYUTAHOTO i3 MOYyTHM y Bimeorpi. Komo Tekcrtis, mo
MPOTIOHYIOTBCSI CTYACHTAM, 3aJIeKHUTh BiJ PIBHSI MArOTOBKH IPyMH Ta il
¢daxy i MOKe BKJIIOUATH, 30KpeMa, Taki mkepena: P. Baruep, «[Ipo 3a-
CTOCYBaHHS MY3WKH 10 apamu»; M. Jlpyckin, «l[lutanHs My3wmdHOI
npamatyprii omepm»; M. Pumcbkuii-Kopcakos, «“CHiryponbka” — Be-
CiHHA Ka3ka (TemMaTmyHHi po30ip)»; 0. FOuesnu, «My3uKka: CIOBHHK-
noBimHUKY; JI. MixeeBa, « My3WdHHI CIIOBHUK B OTIOBIJaHHIX).

PesynpraToM omnpaifoBaHHS 3a3HAUEHOTO Marepialy Ta BHKO-
HaHHS HaBYAIBHUX 3aBJaHb MAa€ CTaTH 3aCBOEHHS IMPOOJIEMHOTO IH-
TaHHS, a TaKOXX PO3YMIiHHS TOro, 110 HoBauis P. Barnepa Bukopucro-
BYETBCSI OaraTbMa KOMITO3UTOPAMH 1 JI0 CHOTO/IHI 3aJIMIIAETHCS aKTya-
JIHLHOIO TEXHOJIOTIEK HE JIUIIE [T aKaJAeMIYHOT MY3HKH.

3 iHII0ro OOKY, BiJICOIrPH MOXKHA ITO3MITIOHYBATH SIK 3aCi0 MepeBip-
KU 3HaHb, 110 BU3HAYAE Ta XapaKTepH3ye My3WuHHUid Te3aypyc. Taky ¢op-
MY MO’XKHA BUHECTH Ha CaMOCTIliHE ONpallfoBaHHA a00 peati3yBaTH y BH-
IS KOMaHTHOI POOOTH.

VY nepiioMy BUNaKy CTyICHT OTPUMYE JIOMAIITHE 3aBJIaHHsI, METOIO
SKOI'0 € O3HAMOMIICHHS 3 IrPOBUM MPOIYKTOM Ta (hikcaris ycix 3HaHOMHIX

! Max Payne 2: The fall of Max Payne — rpa y »xanpi 3D-shooter ctBo-
pena Remedy Entertainment (®@imstamis) ta Bumana Rockstar Games (CILIA)
y 2003 pomi. Hag My3udHHMM CympoBOJOM TMpalfoBain (DiHCEKI MY3WKaHTH
K. Xarraka (kommo3utop, BokaiicT i 6ac-ritapuct), K. Kascro (kommosurop,
cayHn-nipoxarocep) Ta M. Caapecto (pOK-BOKAJIICT).

62 ISSN 2522-4190 Haykoui BicHuk HaLjioHanbHOT My3uuHoi akageMii Ykpaitu imeHi 1. |. Yaiikoscbkoro



MeTozonoriuHi Ta MeToguyHi Npobremu yKpaiHCbKoro My3uKko3HaBCTBa

MY3UYHHX 3pasKiB, TOOTO, (P)aKTHYHO, LIUTAT 3 TBOPIB, 110 BUBYAIOTHCS B
KypcCi My3U4HOI JiTeparyp. Y IpyroMy BHIIAIKy MeTa 30epiraeTbcs, aje
poboTa MPOBOANTHCS B ayAUTOPIi, @ CTY/IEHTH PO3/ALIeH] Ha TpynH. Y Ta-
KHX YMOBaxX CIyXOBHH aHaili3 NPOBOAUTHCS, CIHPAIOYUCh Ha irpOBHIA
TpoIiec, KepoBaHHii BUKIagadeM, abo Ha ioro 3ammc (playthrough).

MarepiaibHo0 0a3010 IIJIKOM MOXKE CIyryBaTd Bimeorpa «Sid
Meier’s Civilization V»', My3udHmii CympoBi sKOi MOBHICTIO HPOHM3AHMIT
3a03MYCHUMH 3pa3KaMH aKaJeMiqHOI MY3UKH Pi3HHX eIoX, KpaiH, CTH-
miB: apyra yactuaa Crm¢onii Ne 9 «I3 Hosoro cBiTy» A. J[Boprkaka, ¢i-
Han llocroi cumdonii I1. YaiikoBcbkoro, apist Jimonu 3 orrepu I. [lepcena
«[limona Tta Emneit», «JliBunmHa 3 BosoccsaM HiOuM Json» K. JleGrocci,
«Cwmepts Oze» E.I'pira Ta in. Kpim Toro, 3HaduHa 4acTWHa IIMTOBAHOTO
Marepiay CyTTeBO nedopMoBaHa, 10, 3 OMHOrO OOKY, YCKIIaTHIOE 3a-
B/IaHHS CTYJICHTIB, a 3 1HIIIOTO — YPI3HOMaHITHIOE HOTO.

Hapemiri, Bineorpa, 000B’I3KOBUM aTpHOYTOM SIKOi € BIpTyanbHHI
CBIT, Ma€e 0cOOJIMBHI TIOTEHITia ()OPMYBaHHSI yABJIECHB IPO KPaiHU, y SKUX
KOPHCTYBad HiKoJM O He mo0yBaB, Ta CIIOCTEPIraTy iCTOPUYHI MOl CBiJ-
KOM SIKUX BiH He cTaB Ou. Taky MepCcreKTHBY BUKOPUCTAB BHIIIE3TaIaHU
Bukaaad ictopii J[. MakKomn, ane 9u MOXIHMBO 3IMCHHUTH TOMIOHE Y
KypCi My3WUYHOI JIiTepaTypu?

Cepis «Assassin’s Creed»?, irpu sKoi penpe3eHTyoTh Pi3Hi icTO-
pu4Hi Ta reorpadivyHi MIONUHY, BUPI3HAETHCS BUCOKHM PiBHEM JIOCTO-
BIPHOCTI ICTOPHYHOTO aHTypaKy. I3 yCiX MOMKIIMBHX Y4aCOMPOCTOPOBUX
aCIeKTIB Hac HiKaBuaATh Itamnis enoxu Biapomkenns ta BenukoOpura-
Hist XVII cTomitrs — came iX MOXKHaA 3aITy4UTH IO KYpCy MY3HYHOT Ji-
TepaTypH.

1Sid Meier’s Civilization V — rpa y »aHpi MOKPOKOBOi cTparerii
(amrn. turn-based strategy), pospobaena C. Meiiepom Ta BumymieHa Firaxis
Games y 2010 pomni. Hax caynarpekamu npamtoBann aMepHKaHChKI My3HKaH-
™1 M. Kstoppan (kommnosutop i caynn amsaiiaep) Ta [l. Kaopp (kommosutop,
JTUPUTEHT, CayH[ JU3aiHeD).

2 Assassin’s Creed — cepist Bizeoirop y sampi action-adventure, mo po-
3pobuIsIOThCS Ta BUIyckaroThes Ubisoft. ¥V pisuumii wac Hax My3udHHM Cymnpo-
BOJIOM irop cepii mpamoBanu Bimomi y cdepi MeaiaMy3uKd KOMITO3UTOPH
1. Krox, b. Taitnep, O. Viutopi, JI. Bend.
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Tak, npomenaz no BynuusaM @iopentii, Beneunii Ta Pumy B «As-
sassin’s Creed 2» macTh 3MOT'y BiI4yTH JyX CMIOXH, MOOAYHUTH i MOUYTH
MEHeCTpeiB, modyBat y ix poui. «Assassin’s Creed 3» 3abe3nednTsb
nepeOyBaHHsl Ha moctaHoBLi «Omnepu xebpakiB» y 3ani Kosenr ["ap-
JIeH, TacTh 3MOTY ITOYyTH YBEPTIOPY Ta TPH IEPIi COIbHI HOMepH (ITi-
cui Ilivema «Through all the Employments of Lifey», ®@imya « Tis
Woman that seduces all Mankind», wmicic Iliuem «If any Wench
Venus’s Girdle weary), po3IMBUTUCH OIIEpHY 3ajly, MOOYBAaTH 3a Jalll-
TYHKaMH CLCHH.

Haspani HamMu TpUKITagu HE BHYEPIYIOTH YCiX (hOopM BHUKOpHC-
TaHHA BiZICOITOp Y MPOLIECi BUBYCHHS MY3UYHO-ICTOPHYHHUX JUCIUTLIIH.
[IpoTe HaBeneHi BapiaHTH He NWIIE BKa3yOTh HA JUNAKTUIHI MOXKIIH-
BOCTI TaKOTO MaTepiaiy, aje W OJHO3HAYHO TOBOPATH MPO HASBHICTH
CHUIBHUX PUC MY3UKH aKaJeMidyHOl Tpaaullil Ta cayaTpeKiB Biaeoirop.
Sk pe3ynbTat, KOXKEH 13 pO3TISIHYTUX MPUKIIAIiB BiIKpUBAE MOTEHIIHH]
NHTaHHS, 10 3aCIYTOBYIOTH Ha yBary My3WKO3HaBILiB. /[0 HUX BimHe-
CATBHCSL OCOOJIMBOCTI paMaTyprii Ta KOMITO3UINI CayHITPEKiB, MpooJie-
Ma LUTYBAHHS y MY3HII Bizeoirop’, My3uka sk GaKkTOp CTBOPEHHS TO-
TOCY Bijeorpu.
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Hoarux M. B., lonrux 5. B. My3bIkajabHblii KOMIIOHEHT BH/e-
OMI'PbI B COBPeMEHHOM Y4eOHOM mpouecce. PaccmatpuBaercst My3bIka
BUJICOMTP WM CAyHATPEK KaK INOTEeHLHAanbHas 0a3a 1CCaeJ0BaHus COBpe-
MEHHON MY3BIKAIBHOW KyJbTYpbl. Takoil IUIaCT MNPHUKIAIHOM MY3BIKU
n3yudaercs (uiiocopueli urp, Ho ITHOPUPYETCS aKATEMUYECKUM MY3BIKO-
BE/ICHUEM TI0 psAAy NPHUMH, TJ€ €Ba JH HE IJIaBHOH SBISAETCS HEAOOLCH-
Ka XyIO)KECTBEHHOTO KadecTBa Marepuana. B ycnoBusx momoGHoro ot-
HOIIIEHNS K MY3BIKE BUICOUTDP OCYILECTBIAETCS CTaTyCHOE MO3HULIIMOHUPO-
BaHME TIOCIEAHEN MOCPEIICTBOM PAaCCMOTPEHHS HECKOJBKHUX MO3UIIHH.
OOBEeKT MPOaHATU3UPOBAH B COLMATIBHOM KOHTEKCTE Ha YPOBHSX paclpo-
CTPAaHEHHOCTH, KOMMEPUYECKOIO YCIEXa, akCHOJIOTHYECKOTO OTHOIIECHNS,
yruiutapHocTu. IomynspHoe ceroaHs NOHMMaHue BUACOUTPhI KaK JIeHC-
TBEHHOTO aTpHOyTa ITUIAKTUKH CIIPOCKTHPOBAHO Ha cepy My3bIKATBHO-
UCTOPHYECKUX AWUCLMIUINH, MPEIIOKEH PsIl BAPHAHTOB MPUMEHEHHS IT0-
TEHLMaJIa BUJCOUTP B TAKOM KOHTeKcTe. PaccMaTpuBaeTcsi BO3MOKHOCTh
IIPOBEJICHUsI aHAJIOTHM Mex 1ty onepamu P. Barnepa u caynarpexkamu BU-
JIEOMTP B PaKypce N3y4deHUs JIEUTMOTHBHON CHCTEMBI Kommo3uTopa. I1pe-
JUIaraeTcsl UCHONb30BAHUE BHICOUIP, MY3BIKAIBHOE COMPOBOXKACHHUE KO-
TOPBIX COJAEPIKUT IUTATHI aKaZIEMHUUECKUX IPOU3BEICHHUH, TIPU OTpe/ierne-
HHUH Te3aypyca CTyAeHTOB. VIIIFOCTpUpYyIOTCSl BO3MOXXHOCTH BHIIEOUTPBI
TIPY IEMOHCTPALMH UCTOPHKO-KYJIBTYPHOTO aHTypaXka pasHbIX 3mox. Ha
OCHOBE M3JIOKEHHBIX TE€3WCOB, CBUJIETEIBCTBYIOIIMX O TOYKAX Iepecede-
HUSL M@Ky aKaIeMUYECKOH MY3BbIKOH B 00BEKTOM, 0003HAUEH PsiJ acTieK-
TOB, KOTOpbIE MOI'YT OBITh MCCJIEAOBAaHBI MY3BIKOBEJCHHEM HA JTaHHOM
Marepuaie.

KitroueBble cjI0Ba: COBpeMEHHAsI My3bIKalIbHAS KyIbTypa, My3bIKa
BUJICOUTD, CAYHIATPEK, My3bIKaIbHAS [1€ArOIMKA.

Dolgikh M., Dolgikh Y. The musical component of the video
game in the modern educational process. The article deals with the
videogame’s music or the soundtrack as a potential base for the study of
modern musical culture. Such a layer of applied music is being studied by
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the philosophy of games, but it is ignored by academic musicology for a
number of reasons, where the main thing is underestimation of the artistic
quality of the material. Taking into account such attitude to the video game
music, its status is viewed through several positions. The object is analyzed
in the social context at levels of prevalence, commercial success,
axiological attitude, utilitarianism. Today’s popular understanding of video
games as an effective attribute of didactics is projected for the sphere of
musical and historical disciplines. In the article are offered some
combinations of using video game’s potential. In particular, the possibility
of analogies between R.Wagner’s operas and videogame music in the
perspective of studying the composer’s leitmotif system and usage of the
videogame music which contains citations of academic works as for
determining the thesaurus of students. Also are illustrated the possibilities
of a video game in the demonstration of the historical and cultural
entourage of different epochs. Based on the above theses, that indicate on
the intersection points between academic music and the object, there are
pointed out a number of aspects that can be studied by musicology on
this material.

Keywords: contemporary musical culture, videogame music,
soundtrack, musical pedagogy.
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