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CYCIIUIBHUX CEPEIOBHINAX, MOMUPIOI0YN 1H()OpMAILiI0 MPO 3JIOYMHU MPOTH KYJIBTYPHOI CHAJAIIUHA
Vkpainu. [IpakTH4HUM BTUICHHSM LBOTO CTajla CHiIbHA MPE3eHTAallis Pe3ybTaTiB AOCIIHKEHHS B
JlapTMyTCbKOMY KOJIEJDK1, IO JO3BOJIUJIO BUHECTH JIOKaJbHY Tpareairo OXTUPKU y II0OaTbHUN
JUCKYPC PO 3aXUCT KYJbTYpHOI criaqmuHu. 1Ipoekt 3 J[apTMyTCHKUM KOJIEI)KEM CTaB HE IPOCTO
HaBYaJbHUM, a apXiBHUM, aJke€ MU (PaKTUYHO CTBOPHUJIM HU(PPOBHI apXiB CBiUCHb, SKHHA TEHEp
Mae€ IIHHICTh JUIS ICTOPHKIB. Pe3yabTaT HOCHIKEHHS 3aCBIIYMIN, IO IISTBHICTE OXTHPCHKOTO
Kpa€3HaBYOTO MY3€I0 CTaja MPHUKIAA0M CTIMKOCTI, CAMOBIIIAHOCTI Ta IHHOBAI[IHHOTO MIAXOIYy 110
36epexeHHs Ky/IbTypHOI mam’siti. Mloro 10CBij miaTBep/IKye, 0 HABiTh B yMOBAX BiMHM MOMKIIHBO
He nuie 3a0e3neynuTH (pizuyHe 30epeKeHHs KYJIbTYPHUX I[IHHOCTEH, a i TIEPETBOPUTH MY3€Hl Ha
LEHTP KYJIbTYPHOI B3a€EMO/Iii, MI>KHAPOIHOT COJIIJAPHOCTI Ta BITHOBJICHHS TPOMAJIH.
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BIIEOITPU SIK IHCTPYMEHT KYJbTYPHOI TA JIHI'BICTUYHOI
JJEKOJIOHI3AIIIT B YMOBAX POCIMCHKO-YKPATHCBKOI BIMHA
Anomayia. J[ocniodcenns npucesyeHo ananizy CMamoeileHHs YKpaiHcbKoi iepoeoi indycmpii
AK  Mauoaumyuka Oas KYJIbMYypHOi ma JiHe8icmuyHoi OeKoloHi3ayii. Aemopu euceimiowmo
egonoyito 2anys3i 6i0 3acuysanna cmyoii «Meridian 93» y 1993 poyi 0o nosasu ceimogux
becmcenepie, makux sk «Kozaxu» ma «S.T.A.L.K.E.R.». Axyenmogarno na mpauncgopmayii icop i3
3acoby poszsacu Ha HCMpPYMeHm IHGOPMAayitiHOi GilHU MA CUMBON HAYIOHANbHOI I0eHMUYHOC
nicasn 2022 poky. Ocobausy ysacy npuoiieno 3mini MOBHOI ROIIMUKU MA OeKOHCMPYKYIL IMNepCbKuUx
HApamueié y CYy4acHUux icposux npoekmax. Y pobomi nposedeHo napaneni Midc C8imo2iioHUMU
Hapamueamu yKpaiHCbKux ma pociticbKux ieposux npooykmie.
Knrouoei cnosa: ykpaincoxuii eetimoes, GSC Game World, S.T.A.L.K.E.R. 2, kyremypHa
i0enmuuHicms, iHhopmayitinuti pponm, iepoea iHOYCMpis.

Nazarewycz L., Ph.D. (Linguist.), Assoc. Prof.; Petryk R.
Ternopil lvan Puluj National Technical University, Ukraine

VIDEO GAMES AS AN INSTRUMENT OF CULTURAL AND LINGUISTIC
DECOLONIZATION IN THE CONTEXT OF THE RUSSO-UKRAINIAN WAR
Abstract. The research is devoted to the analysis of the formation of the Ukrainian gaming
industry as a platform for cultural and linguistic decolonization. The authors highlight the
evolution of the industry from the establishment of the Meridian 93 studio in 1993 to the release of
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world-famous bestsellers such as «Cossacks» and «S.T.A.L.K.E.R.». Emphasis is placed on the
transformation of games from a means of entertainment into an instrument of information warfare
and a symbol of national identity after 2022. Special attention is paid to the shift in language policy
and the deconstruction of imperial narratives in modern gaming projects. The paper draws

parallels between the ideological narratives of Ukrainian and Russian gaming products.
Keywords: Ukrainian game dev, GSC Game World, S.T.A.L.LK.E.R. 2, cultural identity,
information front, gaming industry.

Ha cygacHomMy eTami irpoBa iHIYCTpisl CTa€ OJJHUM 13 MPOBITHUX PETPAHCIATOPIB KYJIbTYPHUX
CMHCIIIB, TIEPETBOPIOIOYHMCh HAa 1HCTpYMEHT soft power Ta 30poro Ha iH(pOpMamiifHOMY (QPOHTI.
Konnenmis soft power JIx. Has [5] B ymoBax BifiHM 3acBijuye, 110 MPHUBAOJIUBICTH KYJbTYPHHUX
HapaTHBIB CTAa€ BAaroMILIOI 3a MPUMYC. YKpaiHCHKHHA TelMJeB NEMOHCTpPY€E L€l BIUIMB 4Yepe3
NpUHIUIOBY 3MiHy TpaHciaitepanii  (Chornobyl 3amicte pociticekoro Chernobyl y rpi
«S.T.A.LK.ER. 2») Ta BIiZMOBY BiJI POCIMCHKOI JOKaji3amii, MO € aKTOM JIHTBICTUYHOI
JIEKOJIOHI3a1lli TJ1006amksHOT0 MeaianpocTopy. BunmyueHHs pociiichkoi Jiokamizalii Ta IpiopUTEeTHICTh
yKpaiHChKOoi MoBH B iHTepdeiici Ta o3Byuri (case study «S.T.A.L.K.E.R. 2») e crpareriuanm
KPOKOM JI0 JIIHTBICTUYHOT aBTOHOMI1 raiy3i. Sk cBii4aTh TOCIHIKEHHS, LIel CeKTOp Oe3mocepeIHbO
BIUIMBAa€ Ha KOHKYPEHTOCHPOMOXKHICTh YKpainu Ha cBitoBomy IT-punKy [3]. AHami3yr04n IIIsLX
YKpaiHCBKOIO0 TreiiMzieBy, MOKHAa M00auuTH, SK I1HAYCTpis, [0 HapoJPKyBajlacs BCyleped
oOcTaBuHaMm (MOTIPH  BIACYTHICTH (PiHAHCYBaHHS Ta JEpXKaBHOI MIATPUMKH), chopmyBaa
YHIKQJIbHHUM XapakTep 1 caMOOYTHICTb.

AKTyanbpHICTh TOCIIKEHHS 3yMOBJICHA HEOOX1THICTIO TEOPETUIHOTO OCMHUCIICHHS TeHM/IEBY
SK 1HCTPYMEHTY KYJNbTypHOi AMIUIOMaTii Ta penpeseHTanii YkpaiHu. O0’€KTOM IOCIHIJKEHHS €
€BOJIIOIiSl YKPAiHCHKOI irpoBoi IHAYCTpii 3 ()OKYCOM Ha KIIFOYOBHMX ICTOPHYHHMX eTamax Ta il
TpaHcopmallisi B yMOBax IMOBHOMACIITAOHOI pOCiiiChKO-yKpaiHchkoi BiliHU. C. Dissika po3risigae
B1JICOIrPH K IHCTPYMEHT MpoNaraHiy B yMOBaxX pOCIMCbKO-yKpaiHChbKOTo mpotucTosiHHs [8], A T.
31HOB’€Ba TPakKTye iX K «TauOO0Ki Meaia» [9], 3aaTHI GopMyBaTH CKIaAHI KYJIbTYpHI CMUCIH Ta
BIUIMBATH Ha CIPUHHATTS peanbHOCTI. BomHOUac B yKpaiHCHKUX JOCTIDKCHHSX TIIOKHA IO
HE/IOCTaTHbO YBaru MpUAUIEHO reiiMieBy sIK IHCTPYMEHTY KYJIbTYpHOI perpe3eHTanii YKpainu y
cBITl. MeTa po0OOoTH — MOKa3aTy, SIK Yepe3 Biieoirpu YKpaiHa mo30yBaeThcsl HaB s13aHUX MOCKOBIEIO
Mi(iB Ta CTBEpPAXKY€e BIIACHY MOBY I KyJIbTypy, CTalOUd MOMITHHUM 1 CAMOCTIMHHUM TpaBLEM Yy
CBITOBOMY Meianpoctopi. Mera nocsraeTbCsi 4epe3 aHaji3 €TaliB PO3BUTKY Ta KYJIbTYPHOTO
BIUIMBY IrOp Ha IMIDK YKpaiHU 3a JIOTIOMOTOI0 KYJIBTYPOJIOTIYHOTO Ta MeAiarepMeHEBTUYHOIO
METO/I1B.

Ha muisixy cTaHOBJIEHHS YKpaiHChKMH refiMzieB CTUKaBCS 3 YMCICHHUMH BHUIIPOOYBaHHIMH.
AHaini3 BITYM3HSIHOIO CETMEHTa IMOKa3ye, 110 1HIyCTpis moyajna akTUBHO ¢opmyBaTHcs B 1990-x
pokax: y 1993 pomi 3’sBunacs kommanis «Meridian 93», sika goBena 3AaTHICTh YKPAiHIIB JO
KoMepliiiHoro ycmixy B miil cdepi. OaHak crnpaBxkHii IpopuB BiAOYBCS 13 3aCHYBaHHSAM CTYIli
GSC «Game World», sika crana ¢aarmaHoM ykpaiHcbkoro irpoOynayBanHs [1]. Buxin crparerii
«Kozaku. €sporneiiceki BifiHM» y 2001 pori craB Oe3mpenieleHTHOIO MOAIEI0: Tpa po3iimuacs
TUpakeM TNoHaaA 4 MUIBHOHM Komii 1 BrHepiie MaciTaOHO Npe3eHTyBajda pPaHHbOMOJAEPHUN
YKpaiHCHKUN 1CTOPUYHHUI aHTypak €BpONeHchbKOMY croxkuBaueBl. HacTymHuM Kpokom, 110
Ha3aBXJW 3MIHUB 1HIYCTpito, ctaja po3podka cepii «S.T.A.L.K.E.R.: Tinp HopHoOuns» (2001—
2007 pp.). I'pa He nuire BcTaHOBUJIA HOBI CTaHAApPTH B *aHpi survival-horror, a ¥ mepeTBopuiacs
Ha MacITa0He TpaHCMeiiHe sSBHIIE, IO 00’ €IHaI0 HAaBKOJIO cebe MinbiioHu (aHaTiB. BoHa crama
OJIHUM 13 HaWBaXJIMBIIIUX HOCIIB BI3yaJbHOI'O Ta KYyJbTYpPHOTO KOHTEHTY, SIKUH pEnpe3eHTye
Cxinny €Bpomny y cBiToBii nmonkyabTypi. [lapanensHo cryzis «4A Games» po3poOuiia TPUIOTiIO
«Metro», TexHIYHY 1 TBOpUY 0a3y SKOI MOBHICTIO peai3yBalH YKpaiHChKi (haxiBIil.

Sk 3a3HaYarOTh JOCTIAHUKHU MeMia, IHTEepaKTUBHICTh BIiJCOITOp JO3BOJISIE KOPHCTYBA4eBi HE
JIMIIIE CIIOCTEpIraT, a il 6e3mocepeIHhO NEPEKUBATH KyIbTypHUM 10cBia [9]. HapaTus Bigeorpu y
IIbOMY KOHTEKCTI € KIIOYOBUM IHCTPYMEHTOM (OPMYBaHHS CMUCIIB: BiH pEIpPE3CHTYE
IHIUBITyali30BaHy MOJCIb Teposi, SKUH Ji€ aBTOHOMHO, NpHMae pPIMICHHS Ta Hece
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BIIMOBITAJIbHICTH 3a BilacHWi BHOip. 30kpema, y HapaTuBi «S.T.A.L.K.E.R.» dopmyeTscs oOpa3
BUIbHOI JIFOAWHHU, IO MPUHLUUIOBO KOHTPACTYe 3 KOJIGKTUBICTCBKMMHU Ta 1€papXiyHUMHU
POCIHCBKMMHU IMIIEPCHKUMHU MOJICISAMH, 1€ TEPCOHAX YacTO BUKOHYE (DYHKIIIO «CIyKOOBIIS
cucTeMu». 3 OISy Ha 1€, MOXXHA TOBOPUTH IPO Pi3HI MOJENi KyJbTYpPHOI penpe3eHTallii:
YKpaiHCBbKY, OpPIEHTOBaHY Ha CBOOOy BHOOpPY Ta 1HAMBIAYaJIbHICTh, 1 POCIHCHKY, 30pIEHTOBAHY Ha
iepapxito Ta mianopsAkyBaHHs. BiliHa BUIIPOOOBYe Ha MIIHICTh HE TUIBKH OKpeMy KpaiHy 4u
Hamio, a # yci chepu ii mismeHOCTI. [licns moBHOMacmTabHOro BTOprHeHHs P® y 2022 pomi
YKpaiHChKUH TelM/eB 3a3HAB JOKOPIHHUX 3MiH: BiOYJIOCS CHCTEMHE OYHMIIECHHS MEIiarnpocTopy
BIJI pPOCIMCKOr0 POAYKTY, 30KpeMa MOBH, OCTATOUYHUI PO3PUB 3B’A3KIB 3 POCIICBKUMH PUHKAMU Ta
nepeopieHTanis Ha €spomny [2]. ['anmy3p iHTerpyBasiacs y BosioHTepebkuii pyx: crynis «GSC Game
World» 3i6paa monan 800 tuc. momapiB mist 3CY depes OnaromiitHi po3mpogaxi irop. barato
PO3pOOHUKIB CTamu Ha 3aXUCT baTbkiBImMHU 31 30po€r0 B pykax. TpariuHoro BTpaTOl crana
3arubens Bonomumupa €xoBa — omnoro 3 TBopmiB «S.T.A.L.K.E.R.». Bin 3arunyB y 6osix min
baxmyTtom.

3MiHMBCH 1 caM croci0 KOMYHIKaIlii 3 r100albHOI0 ayauTopieto uepe3 irpu. Tema YopHoOums
HaOylla HOBOTO, TNIMOOKOTO 3BYYaHHS: SK 3a3HAYAIOTh BITUYM3HSAHI AOCHITHHUKH, 3 2022-r0 POKY,
micis peanbHOi okymnanii YopHOOUIBCHKOT 30HU POCIHCHKMMHM BiHChKaMU, LIeH MPOCTip MOTpedye
HOBOTO EKOKPHUTHYHOTO Ta EK3MCTEHLIWHOTO ocMucieHHs [4]. BipryampHa 30Ha BimdyKeHHS
nepecTaiga OyTH BUKIIOYHO (PAHTACTUYHMUM IOJIITOHOM. PO3pOOHMKH MOYany MporoBOPIOBATH IO
TEMy SK CHMBOJI HAaIlIOHAIBHOI CTIHKOCTI, NI¢ ITPOBHH CHPOTHB TEPETYKYETHCS 3 PEATBHOIO
00poTH00I0 YKpATHIIIB 3a BIKMBAHHSA Ta 3aXUCT CBO€i 3eMii. YOpHOOWIb MOCTaB HE JIHILIE SK
reorpadiuHuii 00’€KT, a SK MOTY)XKHUH TpPaHCMENIHWIA KyJIbTYpHUH CHMBOJI, IHTETPOBAaHUH Yy
rio0anbHy MacoBY KyJbTYpy uepes3 Bijieoirpu. SIckpasum npukiaaom Oys pernisz «S.T.A.L.K.E.R. 2:
«Heart of Chornobyl» 20 mmcromama 2024 poky, SKAWA CTaB CHPaBXKHBOK KYJIbTYPHOIO
JeKJIapaii€ero. 3a JaHUMM BIJKPUTUX JDKEPEN, I'pa J0CAria 3HaYHOr0 KOMEPLIHHOIO yCHiXy BXKe B
Mepli JIH1 Micis 3almycKy, 110 MIATBEPKYE ii MHUPOKUil MiXkHapoaHUN pe3oHaHC [2]. Okpim AAA-
MPOEKTIB, 3 SIBWJINCS 1HAI-ITPHU, SKI pe(IeKCYIOTh BOEHHUH JOCBiJ y peallbHOMY 4aci, 30KpeMa
«Hollow Home» (mpo o6mnory Mapiymonsi) ta «Death from Above» (kepyBaHHS IPOHOM)
BUKOHYIOTh (DYHKIIIIO JOKYMEHTYBaHHS Tpareii Ta CIPOTHBY. 3arajioM JOCIIPKEHHS YKPaiHCbKOTO
reiiMzieBy (DIKCyIOTh TE€H/EHIIIIO 3pOCTaHHA HOro BIUIMBY Ha INI00aJbHY ayJIuTOpIIO, 110 MOB’SI3aHO
3 BHCOKOIO SIKICTIO MPOJYKTIB Ta IXHBOIO KYJIbTYpHOIO YHiKanbHicTIO [11]. 3aBnsku nuppoBum
matdopmMam TuUCTpUOyIii Bimeoirop (3okpema «Steamy», «Xbox» Ta 1H.), YKpaiHChKI MPOAYKTH
0e3mocepelHbO  IHTETPYIOTbCS Yy  TJO0AJbHUM  KyJIbTYpHUH  HpPOCTIp, B3aEMOJIIOYM 3
OaraTroMiTbHOHHOIO ayauTopieto 0e3 mocepenuukiB. lle 3abesneuye epexkTUBHE MOMIMPEHHS
YKpaiHChKUX KYJIbTYpHHX HapaTHBIB Ha MIXKHAPOJAHOMY PiBHI.

Cporogni ykpaiHCbKI BiJIeOirpM — 1€ 1 po3Bara, 1 CHpPaBXHIH MaHIPecT KyJIbTypHOTO
crnpoTuBy. BiTum3HsHa irpoBa iHAYCTpis MpOMILIA MUIAX BiJl CTBOPEHHS KOMEPIIMHUX MPOJYKTIB
10 popMyBaHHS TOJIOCY Hallii, 1110 3A1MCHIOE KYJIBTYPHY Ta JIIHTBICTUYHY JIeKOJIOH13alio. ['elimaen
CTaB TUM XHBHM MICTKOM, SIKHH MO€IHYE HAIly YHIKaJbHY 1€HTHYHICTD 13 TJI0O0AJBHUM CBITOM,
JI03BOJISAIOUM YKpaiHi TOBOPUTHU TMpo cede 3pOo3yMUIO0 i MUIBHOHIB MOBOIO 1HTEPAaKTHBHHX
o0pa3iB. Y 1bOMY KOHTEKCTI BiI€OIrpM HE TUIbKM BIIJ3EPKANIOIOTh Hally peajbHICTh, a
JOTIOMAraroTh CBITOBI ii TPOXKUTH, BiTIyTH, OCMUCIUTH. CaMe TOMY TIOJabIlle BUBYCHHS TeHMICBY
SK IHCTPYMEHTY KYJIbTYpPHOI JUIIOMATIi € KpUTUYHO BOXKJIMBHUM, aJKe BiH Oe3mocepeiHbo (hopmye
Te, SIKOI0 YKpaiHy 6auaTh 1 maMm’ATaTUMYTh y INI00abHOMY IIPOCTOPI.
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DIGITAL LIBRARIES AS A TOOL FOR ACCESS TO KNOWLEDGE IN WARTIME
CONDITIONS
Abstract. The article examines the role of digital libraries as an important tool for ensuring
access to knowledge in conditions of armed conflicts. Their functions, significance for preserving
cultural heritage, and role in ensuring information security are analyzed. Special attention is given
to Ukraine’s experience in wartime conditions.
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