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PEINPE3EHTALIA COUIAJNBHUX NPAIIIBHUKIB
Y PO3BAXAJIIBHUX KOMIT’IOTEPHUX TA KOHCOJIbBHUX BITEOIT'PAX

Cmammio npucesueHo auanizy penpe3eHmayii coyianrbHux NpayieHUKie 8 SAKOCMI NepCoHAdICi8 y PO38ANCATbHUX
KOMI TOmMepHux i KOHCOTbHUX 6ideoiepax. JocniodxcenHs nepedbauano 3acmocysanHs memoodie 300py, awanizy ma
V3a2anvHeHHs OAHUX, OMPUMAHUX 3 HAYKOBUX NYOMIKAyil, (QaHamcoKux GiKinpockmis, npuceaueHux HNORYIAPHUM
gideoiepam mowo.

Aemopom KOHCMAMOBAHO BIOCYMHICMb HAYKOBUX OOCHIONCEHb W000 0COoDIUBOCHel NpedCcmasients obpazy
COYIANbHUX NPAYIBHUKIG Y CYUACHUX PO3BANCATLHUX 6i0eoiepax. Hasedeno susnauenna nowsamms «g8ioeozpay, axe aseno
6 OCHOBY 00CTIOJCEHHS, YMOYHEHO OCHOBHI PIBHOBUOU BIO€OI20P 3ANENCHO 610 NAAMPOPMU, U0 BUKOPUCHIOBYEMbCS OIS
3abe3neyenns iepo6ozo npoyecy.

IIpedcmasneno npukaadu iHmezpayii NEPCOHANCIB-COYIATbHUX NPAYIBHUKIS Y CyuacHux gideoiepax. Ilpoananizoeano
egomoYito 00pazy coyianbHUXx NPAyieHUKIe y cepii ideoicop-cumynamopie peanvrozo xcumms « The Simsy, HasedeHo
OCHOBHI KpUMUYHI apeyMeHmil, ujo GUCI06TI08ATUCS W00 iX penpesenmayii y yux iepax. Biosnaueno 3naune 3neyinenns
poai coyianvHux npayieHuxie y uemeepmiiu, Hapaszi ocmanuiu, eepcii «The Simsy, sxe 6i00yn0cs 6HACTIOOK 3AMiHU
8IONOBIOHO20 NEPCOHAMCY HA [2pose nogidomients. 3agikcosano enizoouune 32a0y8anHs POl COYIATbHO0 NPAYIGHUKA
V Opyeiil epi 3 cepii HayKo8o-panmacmuunux gioeoieop y icanpi ponvosozo utymepa «Mass Effecty. Bemanosnerno, wo
X04a coyianbHa npayieHuys € 20106HUM Oitlosum nepconaicem caeu 2D-ieop y scanpi npucooHuywbrozo coppopy «A House
for Alesay, suxonanus Heto c80ix npogecitinux 00606 'a3Kig He po3Kpusacmvpca y Hux. Biosnaueno icHysanws ioeoicop, wo
BKIIOUAIOMb NEPCOHAICIB, SIKI BUKOHYIOMb (DYHKYIL CRIBCMABHT i3 OISIbHICIIO COYIATbHUX NPAYIBHUKIS.

3aghixcosano obmedicerny npedcmagienicns NepCoHAdICiE-COYIANbHUX NPAYIGHUKIE Y PO3BANCATLHUX KOMN TOMEPHUX
I KOHCONbHUX 6I0eoiepax, NiOKpecieHo eni300uyHull I HeoOHO3HauHull xapakmep ix 3anyuenocmi. Haconoweno na
AKMyarbHoCmi npocyeanis idei inmezpayii coyianbHux NPayieHUKIE K NePCOHANCI8 00 CYYACHUX KOMN HOMEPHUX Md
KOHCONbHUX 8I0€0i20p Ma 8ANCIUBOCMI HAYKOBO2O CYNPOBOOY YbO20 NPOYEC).

Kntouosi cnosa: penpezenmayia coyianbHux npayieHuKie, 00paz coyiaibHo2o npayisHuka, Komn omepHa ideoepa,
KOHCONbHA 8ideozcpa.
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REPRESENTATION OF SOCIAL WORKERS IN ENTERTAINMENT
PC AND CONSOLE VIDEO GAMES

The article analyzes the representation of social workers as characters in entertainment PC and console video games.
The study employed methods of data collection, analysis, and synthesis based on scientific publications, fan wiki projects
dedicated to popular computer and console video games, etc.

The lack of scientific research on the representation of social workers in modern popular video games is noted. The
definition of the concept of «video game», which forms the basis of the study, is provided. The main types of video games
are specified according to the platform used to deliver the gameplay.

Examples of the integration of social worker characters in modern video games are presented. The evolution of the
portrayal of social workers in the real-life simulator video games series «The Simsy is analyzed, the main critical arguments
regarding their representation in these games are outlined. A significant devaluation of the role of social workers in the
fourth, currently latest, installment of «The Sims» is noted, which occurred as a result of replacing the corresponding
character with a game message. The episodic inclusion of a social worker character in the second game of the science
fiction role-playing shooter series «Mass Effect» is recorded. It is established that, although the social worker is the main
character in the 2D adventure horror game saga «A House for Alesay, her professional duties are not revealed. Additionally,
the existence of video games featuring characters who perform functions comparable to those of social workers is noted.

The limited representation of social worker characters in entertainment PC and console video games is noted, the
episodic and ambiguous nature of their involvement is emphasized. The relevance of promoting the integration of social
workers as characters into modern PC and console video games, as well as the importance of scientific support for this
process, is highlighted.

Key words: portrayal of social workers, image of social worker, PC video game, console video game.

AKTyaJbHicTh MpodeMu. B Ham gac Bifeoirpu qy’e 9acTo BUXOISATH 32 MEXKi CBOIX TPaAHIIIHHUX

JI03BUIEBO-PO3BAKAIBHUX ~ (DYHKIIIH, CIpaBis- AHaNi3 ocTaHHIX J0CTigxkeHb i myOJikamiii.

FOUH JieJiaTi OUThINMIA BIUIMB Ha CYCIIbHE )KUTTS,  KOMIT'IOTepHI irpu sIK COLIOKYJIBTYpHUIl (eHo-

a HAHOWIBII TOMYJISIPHI 3 HUX BXKE CTAJIM CBOEPIA-  MEH Ta HOro MOXJIMBI IMITTIKAIiil sl COIIaIbHOT

HUMH KyJIbTYPHUMH (PEHOMEHAaMHM Ta YacTHHOI0  POOOTH BKE€ TPUBAIUI yac € MpeaMeTOM HOCHiJ-

MacoBOI KyJIbTypH. JKEHHS LIJI0i HU3KM YKpPAiHCBKUX Ta 3apyOilKHUX
s TenaeHUis 3HAYHO TMOCWIMIACH 3aBISKA  BYEHHX.

YCHIIIHUM TIOBHOEKPAaHHMM Ta CTPIMIHTOBUM Jlo npuknamy, yKpaiHCBKMII  HayKOBELb

eKpaHi3aIisaM Mol HU3KK Bigeoirop Brnpomomk  C. IcMainoB Bu3HauMB crneuudiky B3aeMomii
ocTaHHIX pokiB. Jlo 1X 4Mcia Hajekarh, HAllPU-  PEATBHOTO Ta BIPTYaJbHOTO KOMIIOHEHTIB y TPO-
kian, Ttaki ¢imeMu Kk «bparm Cymep Mapio  meci JupKuTamizalii CoOLiaJbHUX KOMYHIKallii
B KiHO», «Minecraft: ®inem», « Warcraft: Iloua- y xomm 'torepaux irpax (Icmainmos, 2024). Inma
TOK», cepii ¢pimpMiB mpo T>kaka CoHika Ta WOro  BITYM3HSAHA BueHa — A. Makapuyk, BUBYasia Ipo-
Jpy3iB, TIOKEMOHIB 1 T. /., a TaKOX Taki cepi- Iec couiami3amii KOMII'IOTepHUX IrpoMaHiB Ta
amu sk «OctanHi 3 Hacy, «DomayT», «ApkeitH»  chopmyBasa Mpodisib 0COOUCTOCTI HEMOBHO-
TOLLO. miTHeoro reiimMepa (Makapuyk, 2017). Konextus
Bineoirpu Ta menmia-npomykiiis, sika ix cympo- — gocnigHuki i3 CIIA, Himeuunnu Ta TaiiBanio
BOJKY€, apTHKYIIOIOTh IMEBHI LIHHOCTI Ta mpo- Ha yoii 3 H. BoymaHOM CKOHIIEHTpYBaB CBOIO
NaryroTh MEBHI MOJENi MOBEAIHKH, BIUIMBAIOYM,  yBary Ha TOMY sIK BIJCOIpH BILIMBAIOTh HA COLI-
TakKUM YHMHOM, Ha (OpPMYBAaHHS CBITOIISIIHMX  ajbHI 3B S3KM JIFOAEH Ta IXHE TCHXOJoriyHe Ora-
YCTaHOBOK I'PABIliB Ta BIIrpalodyd BaXJIMBY poib  romoiydust (Bowman et al., 2022). ABcTpilicbKuit
y corianizalii miapocTaroyoro NOKOJIiHHS. naykosenb T. Ipaiiremaiiep 3uilicHuB aHani3
3aBasgKH iHTErpaiii B IrpOBHI MPOIEC MEPCO-  B3aEMO3B’A3KY MIK IOBEIIHKOBUMH MOJEISIMH,
HaXIB 13 TEBHOIO NPOQECIHHOK IMECHTHYHICTIO,  SKi JEMOHCTPYIOTHCS y BiF€OIrpax Ta 0COOIMBOC-
BOHM MOXYTb (POpMYyBaTH y TpaBLiB YSBIEHHS  TAMH COLIAJIbHOI B3a€EMOJII IPAaBLIB y pPeaIbHOMY
npo mi mpodecii Ta HaBiTh MOTEHIIMHO BruiM-  kHUTTI (Greitemeyer, 2022).
BaTH Ha BUOIP HUMU BJIACHOTO Kap’ €PHOTO IUIAXY. VY yacTuHI HayKOBHUX Ipaipb 3pOOJICHO aKIEHT
I{ikaBuM, y 1IbOMY KOHTEKCTi, € BUBYCHHS IpeI-  Ha MPEBEHIll BAHUKHEHHS 3aJIEKHOCTI BiJl Bigeo-
CTaBJICHOCT] y KOMIT FOTEPHHX 1 KOHCOJIBHUX Bife-  irop. 3okpema, Taki ykpaincbki BueHi sik O. Komo-
oirpax coIliaJIbHUX MPAaIiBHHUKIB B SKOCTI mepco-  Mmienb Ta T. J[eMuaeHKo pO3KpUiIM CyTHICTh a/IuK-
HaXIB, @ TAaKOX JOCIIPKEHHS TOTO, SKMM YHHOM Wil MIIJITKIB BiJ] MEPEKEBUX IrOpP Ta BU3HAUWIH
BOHHU TaM 300paKyrOThCSI. 0CcOOIMBOCTI 3AlMCHEHHs i comiaabHOI Hpodi-
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naktuku (Komomiens, Jlemunenxko, 2023), Tomi sik
H. Cepreesa npoananizyBana CoOIiaJIbHO-TIEAAr0-
T19HI YMOBH MTPO(DITAKTHKN KOMIT FOTEPHOT 3aJIeXK-
HocTi miniTkiB (Cepreesa, 2010).

OxpiM TOrO, HassBHI TAKOX JOCIIDKEHHS, SKi
MalOTh Ha METi BHU3HAYEHHS MOXXIMBOCTEH BUKO-
PUCTaHHSI BiJICOITOp B SIKOCTI IHCTPYMEHTIB COIIi-
anbHOi poboTu. Tak, aMepuKaHChKI HAyKOBIII
A. bonasin-Yait ta P. llloykar 3nmilicHuim Hay-
KOBHMH CyIpoBiJ po3poOkH 1 anmpobaii Bigeorpwu,
CIpPSIMOBAHOI HAa MPOQUIAKTHKY T€HAEPHO 3yMOB-
nenoro HacunbcTBa (Baldwin-White, Shawkat,
2025).

Crnin, onmHak, 3ayBaKMTH, IO SIK B YKpaiH-
CHKOMY, TaK 1 B aHIJIOMOBHOMY IIPOCTOpi, CTaHOM
Ha ChOTOJIHI OpaKye JOCHIKEHb MO0 TOTO, SKUM
YUHOM COIliaJIbHI TPAIIBHUKK 300PaKyIOTHCS
y MOMYJSIPHUX BiJIeoirpax.

MeTor0 T0CHiIzKeHHSI € aHaJi3 pernpe3eHTallii
COLIIAJIbHUX TMPAIiBHUKIB B SIKOCTI MEPCOHAXKIB
y PO3BaXaJIbHUX KOMIT IOTEPHUX 1 KOHCOJIBHHUX
Bijieoirpax.

Buxknang ocHoBHOro Marepiajay JaocJin-
’KeHHA. B cyuwacHiil HaykoBiii Aymui cmocrtepi-
TaeThCs 3HAYHE PO3MAITTS IMIAXOIIB /IO BHU3HA-
YEHHsSI CYTHOCTI MOHATTS «BiAeorpa». 3 oIy
Ha IIe, HepIl HDK MepedTH 0 PO3IIsay Mpen-
METY HAIllOTo JOCIIKEHHS IO CYTi, BBAKAEMO 3a
JIOMIJIbHE 3a3HAUWTH, IO B MOTO Mexkax OymeMo
ONUpATHCA Ha TIYMAueHHs 3alpONOHOBAHE Hay-
xoBiieM 13 Jlicaboncekoro yHiBepcutery (Iloprty-
rainig) P. bepronce, 3rigHo 3 sikuM Bigeorpa — Ie
«popma B3aeMomii MiK TpaBleM, MAIIUHOKO i3
CJIEKTPOHHUM Bi3yaJbHUM JUCIUICEM 1, MOX-
JMBO, 3 IHIIMMHU TPABISIMH, SKa OIOCEPEIKOBY-
€ThCs 3MICTOBHHMM BHUT'aJaHUM KOHTEKCTOM 1 Mif-
TPUMYETHCS €MOIIIHHUM 3B’SI3KOM MIDXK TpaBIeM
1 pe3yabTataMu WOTo il y BUraJlaHOMy KOHTEK-
cti» (Bergonse, 2017).

3aliexHO Bi TOro, fIKa miargopma BHKOPHC-
TOBYETBCS JIJIsi 3a0€3MEUYEHHsT irpOBOTO TIPOIIECY,
MPUMHATO PO3PI3HATH ITPU AL MEPCOHAIBHUX
KOMIT IOTEpiB, $KI YacTO CHpOIICHO HAa3WBAIOThH
KOMIT'FOTEPHUMH (3aIlyCKAIOThCS Ha IEepPCOHAIb-
HUX KOMIT IOTepax i HOyTOyKax), KOHCOJIbHI (TIpH-
3HA4YEHI JIJISl IrPOBMX KOHCOJIEH, HATPUKIIA/ TAKUX
sk Nintendo, Sony PlayStation, Xbox Tomo) Ta
MOOUTBHI 1rpu (BIOKPUBAIOTHCS Ha CMapTPOHAX
1 mmanmrerax) (Galehantomo, 2015). V npesenro-
BaHOMY JOCTI/PKEHHI yBary CKOHIICHTPOBAHO Ha
MEPIINX TBOX THIIAX BiI€OITOP.
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Crnig 3a3HAYUTH, MO COIAJIbHI TPAIliBHUKA
BKpail piKO MPHUCYTHI y KOMII IOTEPHUX 1 KOH-
CONMBHUX Bifeoirpax. PosrmisHemMo Ti 3 HUX, fKi
BCE JK IHKOPIOPYBAJIM BIANOBIIHUX MEPCOHAXIB
y CBiil KOHTEHT.

MabyTb, HalOLIBII TMOMYISIPHOI  CEpIEI0
BiJICOIrOp B SIKUX TPEICTABJICHI COIiajbHI Tpa-
miBHuKA € «The Sims». BoHu SBISIOTLCS CBO-
€PITHUMHU CUMYJSITOPAMU PEaJbHOTO JKUTTS 13
(byHKIIOHANIOM, 110 Mepeadadyae CTBOPEHHS I'PpaB-
[IeM BJACHOTO MEpPCOHaka Ta KepyBaHHS HOTO
MOBCSIKACHHUM XHUTTAM, Y TOMY YHCII 13 MOXJIHU-
BicTiO 3aBeneHHs niTed. CorianbHi TpaIliBHUKHA
BUCTYNAIOTh Y HHUX B SIKOCTI HEKEPOBAaHUX TPaB-
niem nepconaxis (Social worker, n.d.).

3BakalouM Ha HAsBHICTb y TPi AITEH, HA TYMKY
PO3pOOHHUKIB OYyJIO MOIUIBHO IMIKPECIUTH HEO0O-
XIJHICTh HaJEKHOTO Jorsyry 3a Humu. Came
B IIbOMY KOHTEKCTi B irpoBuii cBiT «The Sims»
OyJlo  1HTErpoBaHO COLIAJLHUX  MPAIIBHUKIB
(Wright, 2011).

VY mepmnif rpi, pem3 kol BimOyBcs 1ue
y 2000 pori, comiagpbHa TpAMiBHHAL Ha 1M’
CubBisl BTPYYa€ThCs, SIKIIO I'PABEIb HE BUKOHYE
HaJIC)KHUM YMHOM CBO1 OaTbKiBChbKi 0OOB’SI3KH Ta
BUJTy4ae aiteit 13 cim’i (Social worker, n.d.).

Crig 3ayBakKHTH, IO Take 300paskeHHS COIIi-
aJbHMUX MPALIBHUKIB € JOCUTh KOHTPABEPCIHHUM.
Tak, Haromoc Oyio 3poOieHO HacamIepen Ha
iXHIX KapajdbHUX (QYHKLIAX, M0 (GopMmyBaio cre-
pPEOTUN «BHKpAIa4iB IiTEi», TOMI SK MisUTbHICTH
COIlia/IbHUX TPAIIBHUKIB, CIOpSMOBaHA Ha IIiJI-
TPUMKY TPUHOMHHUX CIMEH, YCHHOBJICHHS TOIIIO,
irHopyBaiacs (Wright, 2011).

VY npyriit rpi, sika modagwmia cBiT y 2004 pori,
¢byHKLI comialbHUX MPALiBHUKIB 13 BUIYYEHHS
JiTei Oylio po3MIMPEHO: OKPIM THX IITCH, piBEHb
3a/I0BOJICHOCTI MOTPeO SAKUX OMYyCKaBCs HAATO
HU3bKO, BOHHM TaKOX 3a0Mpaiy HEMOBHOIITHIX-
CHpIT, B SKMX HE 3aJMIIWIOCS JOPOCIUX POIU-
4iB, a TAKOXK JITEH, IKUX 3AJIMIININ CAMHUX BIIOMa
Ta JiTeH, M0 OTPUMAIM HE3aJOBIIHHY OI[IHKY
B mkom (Social worker, n.d.). Xoua y miii Bep-
cii rpu corianbpHi MpaIiBHUKU IOYAU JIOCTAaB-
JSTH YCUHOBJICHHX JITEH y HOBI CiM’1, iXHS pOJIb
1 Jaii 31e01abII0T0 3BOAMIACE 10 HAKJIAJaHHS Ha
poAMHM CaHKIiA. bimkine Toro, ixHiM BizyanbHUI
o0Opa3 OyB A0BoOJII cTepeoTUnHUM. Tak, yci BOHH
Oy J)KIHKaMH, sIK1 IOTPUMYBAINCS XapaKTEPHOTO
CTPUMAHOTO, KOHCEPBAaTUBHOTO Jipec-koay. OKpim
TOrO, BOHHM Oynu jenepcoHi(ikoBaHi, apke HE
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MaJii 0COOMCTHX IMEH, a MO3HAYAIHMCS POCTO SIK
«couianbHi npamiBHuKW» (Wright, 2011).

VY 2009 pomi BigOyBcs penmi3 TPEeThoi TpH, sKa
MIEBHOIO MIpPOIO BpaxyBajia KpUTHUHI 3ayBasKeHHSI.
Tak, Oyio J0AaHO COMiaNbHUX MPAIiBHUKIB YOJIO-
BiUOi cTari, BOHM MOYaJM 3IACHIOBATH BI3UTHU
70 ciMel HEBIOB31 TICIsA TMOMAHHS 3amuTy Ha
YCHHOBIICHHS, Ha J0/1auyy KOXKEH 3 HHX OTPUMaB
BiacHe iM’s Ta mpizBuie (Social worker, n.d.).

e, oaHak, He 3HAJNO YCIX 3ayBaKeHb 31
CTOPOHM TPOMAJICBKOCTI. 3 oODIsAQy Ha IIe,
B 2011 poui npencraBuuku kopnopaiiii Electronic
Arts, ska 3aiimanach po3poOkoro «The Simsy,
HaBITh TMPOBENU 3yCTpid 13 penpe3eHTaHTaMHU
HarmionansHoi acomiartii comiaabHUX MpaIliBHUKIB
CIIIA Ta BHCIOBWJIN CBOIO TOTOBHICTh BpaxyBaTH
ixHii Gindex y maniOyTapomy (Wright, 2011).

He 3Baxatoun Ha 11e, B HacCTYIHIA — 4YeTBep-
Til 1, CTAHOM Ha CHOTOJIHI, OCTaHHIHN — I'pi 3 cepii,
BunyiieHid y 2014 pori, comianbHi MpaiiBHAKA
B3araji He Oyiu mpencTaBieHi Oe3mocepeaHbo.
HatomicTtb, y pas3i SIKIIO OWTUHA HE OTPUMYE
XapuyBaHHS BIPOJOBXK TPHUBAJIOTO dYacy, y TIpi
3 ABISIETHCS TTOBIIOMIICHHSI PO TE, IO 3 MIpPKY-
BaHb Oe3meku ii OyJe BHIydeHO, TICIIs YOr0 BOHA
MoMeHTanbHO 3HHKae (Social worker, n.d.). Taka
irpoBa MexaHika JICMOHCTPY€E 3HAyHE HiBEJIO-
BaHHS POJIi COLIANBHOTO MpaliBHUKA, TOPIBHSAHO
13 TIOTIEpEeTHIMU iTpaMu cepii.

Enizonuune 3ragyBaHHS poJii  COLIAJIBHOTO
MpaIliBHUKA € TaKOX Yy JIPYTiid Ipi 3 cepii HayKoBO-
(aHTaCTMYHUX BIJEOITOP y JKaHPi POIBHOBOTO
mytepa «Mass Effecty. Ix gis posropraerscs
y 2186 porii, B sSIKOMYy TpaBellb, MOAOPOKYE TallaK-
TUKOIO Ta BUKOHYE Pi3HI CHeIialbHI 3aBIaHHS,
OOpSYUCH 13 PACOI0 KEHI[IB — MATUHHUMU 1CTO-
TaMH, sIKi IParHyTh 3HUIUTH yCi pO3BUHEHI ITUBI-
mi3anii. XapakTepHoo 0COOIMBICTIO irop € Te, 110
rpaBellb Ma€ 3MOTy poOuTH BHOIp y pO3MOBax,
ITPOBUX MOMEHTax 1 redMIuiei, SKUil crpasisie
BIUIMB Ha TOJAJBIIMK PO3BUTOK croxkeTy (Mass
Effect, n.d.). MoxnuBictb Takoro BHOOpY iCHYE
mono ['enenn brelik, HEirpoBoro mepcoHaxa, sika
criepuly BUKOHYE POJIb OYUIbHUIII KPUMIHAIBHOTO
CHHJMKATy. SIKIO TpaBIIO BAACTHCS MEPEKOHATH
il IPUIIUHUTH TPOTUIIPABHY MiSTIBHICTH, TO 3T0-
JIOM BiH 3ycTpiHe [eneHy Bxke y poii ComiabHOT
MpamiBHMI Ha KocMivyHiK craHmii Owmera, ska
JIOTIOMarae TepeMilieHnM, ODKEHIIM Ta ocodam
13 3aJIEKHOCTSIMM JIOJIaTH CKJIaJiHI )KUTTEB] 00CTa-
Bunu (Helena Blake, n.d.).
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CorianbHa TPAIiBHUIT BUCTYIAE€ TOJIOBHOIO
JIIHOBOIO 0c00010 B casi 2D-irop, BUKOHAHUX Ha
ocHOBI koHCTpykTOpa RPG Maker, y xanpi npu-
rogauIbkoro roppopy «A House for Alesay,
nepma 3 skux Oynma Bumymena B 2023 pori.
[lompaBaa y oMy pasi rpa He KOHLEHTPYETHCS
Oe3nocepenHb0 Ha mpodeciiiHuX 000B’sA3KaxX
COLIIAJILHOTO TMpalliBHUKA, a OUIbIIEe AaKIEHTYE
yBary Ha TeMmax ICHXOJIOTIYHOI TpaBMH, JOMaIll-
HHOI'0 HACHJILCTBA Ta IIOJOJAHHI IX HACIIOKIB.
3a ii crokeToM, KoM TpoTaroHictii Aseci Oyio
6 pOKiB, BOHA MEpEeKWIA TPaBMATHUYHUN JOCBIJ
3yCTpidli 3 JUBHUM YOJIOBIKOM, SIKMH NITyKaB
JiTel i3 mpoOJIeMHHX ciMel 1 BUKpaaaB X, OJHaK
ili Bmamocss BpsATyBaTHCS BiJ HBOTO. 18 pOKiB
noromy, Areca, sika crajia colliabHOI MpalliBHU-
Ie10, OTPUMYE 3aBJaHHS NPOIHCIIEKTYBaTH 3araj-
KOBY CIM’I0 3a MiJI03POI0 Y HEHAJIECKHOMY JOTJIsI
3a gutuHO0. I1in yac Bi3UTY ii yB’SI3HIOIOTH MOH-
CTPYO3HI YICHM POJWMHU 1 i JOBOJUTHCS BTi-
KaTH BiJl HUX, BOAHOYAC BCTAHOBIIOIOYM XMMEPHI
3B’SI3KH 31 cBOiM MUHYIUM. CTaHOM Ha ChOTOJHI
cepist Hamuye 4 OpUTriHAJIBHI TPU Ta OJMH PIMEHK
(A House for Alesa, TVTropes, n.d.; A House For
Alesa, RPG Maker Wiki, n.d.)

3ayBaKMMO, IO OKpIM BIJIEOIrOp, y SKHUX
Oe3rmocepeIHLO TPENCTaBIICHI COIialbHI TIpa-
I[IBHUKW, MOXXHAa TaKOXX BHOKPEMHTH IrpH,
y SKUX TMPUCYTHI TEPCOHaXi, MO 3alMarOThCs
JUATBHICTIO, Ky (DAKTUYHO MOXHA OKPECIUTH
K coIianbHy po0OoTy. Y Takomy pasi BOHHU
4acTO BHUKOHYIOTH POJIb KOHCYJBTAHTIB, OMIKY-
HIB, JornAmadiB Toino. BTim, iXHIA AeTanbHUN
aHajiz He OyB MPEAMETOM HAaIIOTO0 HAyKOBOTO
OCITIUKEHHS.

BHCHOBKHM i mepCHeKTHBM MOAAJBIIHX
aocaiTzKeHb. TakuM YWHOM, PE3yabTaTH 3/iHCHE-
HOTO HAMH aHalli3y 3acBiTYYIOTh HAJI3BUUYAWHO
00OMeXeHY MPEICTaBICHICTh COIIAIbHUX TPaIliB-
HUKIB Y KOMII'IOTEpPHUX 1 KOHCOJIbHUX BiJ€Orpax.
binmbmie Toro, HaBiTH SKIIO TaKi MEPCOHAXKI BCE K
MPUCYTHI, BOHU a00 € HEIrPOBUMHU 1 3’ ABISAIOTHCA
JUIIIe emi30nn9dHo, abo kK iXHI npodeciitai GyHK-
uii € JAPYropsSAHHUMH 3 TOYKH 30pYy IFPOBOTO
IpOIIECy.

OxpiM TOro, 4acTO MOXKHa BECTH MOBY IIPO
MIEBHY HEOTHO3HAYHICTh 300pa)KCHHS COIaIbHUX
MPAaLiBHUKIB 13 HAr0JIOCOM Ha iX KOHTPOJIOIOUHX,
KapaJIbHUX (QYHKIISIX 49U TiIKPITUICHHSM TeHAep-
HUX CTEPEOTHIIIB LIOAO0 PO3MOALTY HpodeciiHuX
poJIeit.
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Takwii cTaH crpaB akTyalidye HEOOXiITHICTh
akTuBizamii npodeciiHuX 00’€HaHb COllialb-
HUX TIPalliBHUKIB 3 METOIO NMPOCYBAaHHS HUMHU i€l
iHTerpailii coriaabHUX MPaIiBHUKIB SK TEPCOHA-
KiB, y TOMY YHUCJIi KEPOBAHHUX TPaBIeM, J0 Cydac-
HUX KOMII'FOTEPHUX Ta KOHCOJBHHMX BiJI€OIrop,
a TakoX 3a0e3MedeHHs! P IbOMY iX HaJIe)KHOTO
300paKeHHS.

JIOLIBHUM € TaKOX OAHOYACHE JIOCIIIKCHHS
KOpeJISILii MK PENpe3eHTali€el0 COliaIbHUX Ipa-

1. IcmainoB  C. B3aemomist MiX peaqbHHM —Ta

BIpTyaJIbHUM:

I[IBHUKIB Y BIJIEOIrpax Ta CyCHUIBHUM CHpPUNHST-
TSIM IXHIX TpOQEeCiiHUX POsIel Ta AiISTBHOCTI.

[Ile omHMM MEPCIEKTUBHUM  HAMPSIMKOM
JNOCTI/DKCHb BUJIAETHCS BUBYCHHS MOXKIIMBOCTEH
PO3pOOKH  CHeliali3oBaHuX HaBYAIBHHUX BiJle-
0irop ISl CTYACHTIB, IO BHUBYAIOTH COIAJIbHY
poOoTy, a TakoX aHaii3 €(heKTUBHOCTI BKE HasB-
HUX TPUKIIAJIIB TAKUX BiJeOirop.
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