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I'PA B KOHTEKCTI TEHMIDIKALLII: ]
KYJAbTYPHUW, DEHOMEHOJIOTIYHUN
TA ETUMHUU BUMIPH

AHomayjia. ¥ cmammi 30ilicHeHo KommnaekcHull gpinocohcoKull aHANi3 2pu AK KA408020 esnemeHmy 2elimighika-
uii, U0 OXOMNAE KynbmypHi, heHoMeHon02i4Hi, emuyHi (i Memoooso2iyHi 8uMipu. BUxiOHOK MOYKOH € KAACUYHI
KOHUenyii, AKi sU3Ha4Yarome 2py AK nep8uHHul KyabmypHuli peHOMEH, CoyiaanbHy NPaKmMuKy ma giokpumy Kame-
20pito, WO ympUuMyeMbCA Mepexero «CimeliHOI cxoxcocmi». Y yboMy KOHMeEKCMI 2pa Mocmae He auuwe [K ¢hopma
0o3sinns, a U Ak pyHoameHmanvHUll cnocib opzaaHizauii n100cbKo20 00c8idy, W0 hopMye CUMBOAIYHI CMpyKmMypu
Kynemypu. Cy4acHi heHoMeHOos102iuHi 00CniOHEeHHS PO3KpUBAOMb 2py AK crieyughiyHuli crnocib nepexcusaHHs ceimy,
AKUU hopmye minecHicme, yagy ma iHMeHUioHAnb6HICMb, 8i0KpUBAKYU HOBi 20pU30HMU 019 OCMUCAEHHA /1H0OCbKOT
azeHmMHocmi. AHGAI3 waxie i KOHYenyis azeHmHocmi 0eMoHCMpPyrome, WO 2pa 300mMHa Kysabmugysamu yeazy, rnepe-
bydosysamu npakmu4yHe MUC/EHHA MA CM8opPH8AMU NPocmip 075 PO38UMKY KO2HIMUBHUX | COUianbHUX HABUYOK.
lelimighikauis nocmae Ak iHCMpymeHm iHmezpauii i2posux MexaHiK y Heizposi cghepu — ocgimy, bi3Hec, yrnpasiH-
HA, KOMYHIKaUuito, ane 800HOYAC MOPOOHCYE emuyHi (i Memo0Oos02iYHi 8UKAUKU, N08°A3AHI 3 pUSUKOM MAaHinynauii,
peOdYKUii CKNaOHUX npoyecie i Komepuyianizayii ieposozo 0oceidy. OpaaHizayiliHi i2pu demoHcmMpyroms nomeHyiasn
2pu AK Memody p0o38UMKY KOAEKMUBHO20 MUCAEHHA, (hOPMYBAHHA CiAbHUX cmpamezili ma iHHo8aYiliHUX piuleHsb.
Y pe3ynbmami 2pa ocMucatoemMsca K 6bazamoepaHHuUli peHoMeH, Wo NoeGHYE KynbmypHul, heHomeHono2ivHuli
ma emuy4Hul 8UMIpU, i CMA€E KA408UM esniemMeHmMom eelimigikauii y cyd4acHomy cycninbemesi, 8i0Kpusaro4u Hosi
MOXMCUBOCMI 0151 PO3YMIHHA A0OCLKOI Qifg1bHOCMIi Ma MPAaHCHOPMAaUii CoyianbHUX MPAKMUK.

Knrouosi cnoea: epa, eelimigpikauis, peHoMeHon02is, d2eHMHiCMe, y8aea, Ky/abmypad, KOAeKmusHe MUC/eHHS, emuka.

MocraHoBKa npobnemu. Y cyyacHomy cycnisib-
CTBi rpa nepecrana byTn BUKAOYHO chepoto A03-
BiNNA Ta po3Bar. BoHa geaani 6inblie iHTerpyeTbes
y Ppi3Hi chepun Kutra — OcCBiTYy, 6i3HEC, NONITUKY,
BiliCbKOBY cnpasy, uMdpoBi TexHoorii Towo. Len
npoLec oTpMMaB Ha3By «reMmidikaLia», Wo o3Ha-
YA€ BMKOPUCTAHHA IrPOBMX MEXaHiK y HeirpoBmx
KOHTEKCTax A/A CTUMY/IOBAHHA y4vacTi, MOTUBaL,ii
Ta JOCATHEHHA NEBHMX pe3ynbTaTiB.

Monpn WKWPOKY NONyAApHICTb rermidikay,ii,
ii dinocodcbKi 3acagn 3anMwaloTbca HeaocTat-
HbO gocnigKeHnMn. KnacuuHi koHuenuii rpu (Ha-
npuknag, M. feiisnnri, P. Katoa, /1. BitreHwTeliHa)
OKpecntoTb il KynbTypHY Ta coUianbHY 3Hauy-
LLiCTb, aNie He AatoTb BiANOBIAI HA MUTAaHHA NpPO Te,
AK rpa GYHKLOHYE Y HOBITHIX LMPPOBUX i CoLiabHUX
NpaKTMKax. ABTOPW CydacHUX JOCNiAKeHb (30Kpema,

© KacbsaHos [. B.

C.T. Hryen, C.Hioxonm, K. EreptoH, . [leuuaHo,
A. ®ininosuy, B.Mota Ta E.[yapte, 3.PyynHCb-
Ka, E.EBiIHK) MpOMOHYIOTb HOBI iHTEpnpeTauii rpu
AK peHomeHYy, WO GOPMYE areHTHICTb, yBary, KONeK-
TUBHE MUCNEHHA Ta €TUYHI BUMIPU B3AEMOL,I.

Mpobnema nonarae B TOMy, WO rpa AK eNemMeHT
rermigikauii noTpebye KomnaekcHoro ¢inocodcb-
KOro aHasi3y, AKni noegHas by Knacu4Hi Ta cydyac-
Hi niaxoan. TakoXK cnig 3'AcyBaTh, UM MOXKHA pPO3-
rNASATU TPy He NuWe AK iHCTPYMEHT MOTMBALi,
a 1 AK dyHAamMeHTanbHUI cnocib opraHisauii ntoa-
CbKOI AiANbHOCTI, WO Ma€ KynbTypHe, peHOMeHO-
NorivyHe M eTUYHe 3HaYeHHA.

OTKe, nocTaHoOBKa npobnemn  OKpecntoe
notpeby vy @inocopcbkomy OCMUCNEHHI Tpn
AK K/AIOYOBOrO enemMeHTy rerimidikauii, wo aactb
3MOry 3pO3yMITW 1T pOab Y Cy4aCHOMY CYCRi/IbCTBI
Ta BU3HAYUTM TEOPETUYHI 3acaan ANA NoAanblumx
OOCNiAXKeHb.
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AHania ocTaHHiX pocnigeHb i ny6aikauii.
Mpobnematrka rpu Ta reMmidikaLii Mae 3Ha4YHUMI
iHTENEKTYaNIbHUW FPYHT, AKUIA OXOMIOE AIK KNAcny-
Hi KOHUENL,ii, TaK i cydacHi fOoCNiaKeHHA.

Tak, W. Teit3unra y npaui «Homo Ludens» Haro-
JIOLUYE, WO rpa € NEPBUHHUM KYyAbTYPHUM peHO-
MEHOM, CTaplWKMm 3a camy Ky/abTypy, aZKe BOHaA
dopmye coLiabHi NPaKTUKM Ta CUMBOIYHI CTPYK-
Typu [1]. NogibHy niHito po3suBae P. Katoa, AKuMi
y «Man, Play and Games» Knacudikye irpu 3a Tuna-
mu (agon, alea, mimicry, ilinx) Ta nigKkpecntoe ixHo
ponb y couianizauii [2]. /1. BitreHwTenH y «Philo-
sophical Investigations» BBOgUTb KOHLLENT «CiMmel-
HOI CXOXOCTi», AE€MOHCTPYIOYMN, WO NOHATTA «rpa»
He Ma€E EANHOI CYTHOCTI, @ YTPUMYETbCA MepeEXKero
noaibHocrew [3].

JocniaHWKM TaKoXK 3BepTatoTbCA A0 peHome-
HOJIOTiT AK MeToA4y OCMMC/IEHHA irpoBOro AOCBi-
ay. Hanpuknag, A.®ininoBuy aHanisye Bigeo-
irpn AK KynbTypHUI deHomeH uudposoi aobu,
Wwo TpaHcHOpPMye AHTPOMOAOriYHI NPaKkTUKK [4].
B. MoTa Ta E. [lyapTe BBaxatoTb, Wo $eHOMEHO-
Jioria Aae 3mory 3po3ymiTn UMpoBi irpy 3aBasKK
TiNEeCHOCTI, IHTEHLIOHANbHOCTI Ta CNiLHOMY TBO-
peHHIo ceHcy [5]. 3. PyymHCbKa AdocnigiKye ponb
yaBu y VR, Haronowywouun Ha ii dyHKLii B nepenba-
YeHHi MoXAmnBocTel Aji Ta TBopyocTi [6]. E. EBIHK
pPO3rnAAaE CBIT AK rpy, CnMparumnch Ha igei PiHKa,
lapgamepa Ta MaToYkKM, WO BigKPMBAE HOBI ropu-
30HTW A8 PO3yMiHHA irpoBoi meTadopu [7].

Y cBoemy pocnigxeHHi K.JlykmaH aHanisye
LWaxM 3 TOYKKU 30py Mefia, AKi KyNbTUBYIOTb yBa-
ry, NMOEAHYIOYU (HTYITUBHE CNPUMHATTA Ta pa-
uioHanbHe po3mipkoByBaHHA [8]. A oT M. Pigx
[0BOAMTb, O LAXM 3a/MLIAKOTLCA PO, YTOY-
HIOOUYM BM3HAYEHHS «IPaTU» B KOHTEKCTI KOHLen-
uii b. Cototca [9]. C. T. HryeH y ctatTi «Games and
the Art of Agency» Haronouwye, Wwo irpu € muc-
TeuTBoM GOPMYBaHHA areHTHOCTI, aAyKe BOHU 3Mi-
HIOKOTb Hali Lini Ta NpakTMYHe mucneHHa [10].

lerimidikaLito AK 4oAaBaHHA ITPOBUX eNeMEHTIB
00 HeirpoBux akTMBHOCTel aHanisye C. Hioxonm,
BiH 3BepTae yBary Ha il nobiyHi edeKTn h eTUyHiI
Hacnigku [11]. K. ErepToH po3rnagae rerimidika-
Lit0 BCepeauHi cammx irop, nigKkpecatooun ii cyne-
peyYnmMBuM BNAMB Ha irpoBuin gocsig [12]. [. beHKc
OOCNIAXKYE MEeTOAONOrYHI 3acaan BOEHHMX irop,
HaroNoOWYy4YN Ha IXHbOMY enicTeMosoriYHoOMY
noteHuiani [13]. . MeuuaHo KPUTUKYE «irpose
MWUC/IEHHSA», BKA3ylUM Ha HeobxigHicTb pos3wwu-
PEeHHA aKagemiyHux GopmM BUPANKEHHA 3HAHHA
3a mexi nucoma [14].

I Weaposuubkuii Ta C. KoTenbHMKOB Y cTaT-
Ti «An Organization Game as a New Form
of Organizing and a Method for Developing
Collective Thinking Activity» HaronowytoTb,
IO OpraHisauiriHa rpa € He Auwe GOpPMOIO rpu,
a 1 MeToAOM PO3BUTKY KONEKTUBHOINO MUC/EH-
HA, Ae y4YaCHUKKW BUCTYNalOTb CriBOpraHisaTopa-
MU gianbHocTi [15].

OTXKe, CyyaCHUM AUCKYPC MOEAHYE KAACUYHI
KOHLLeNLii rpn AK KynbTypHOro ¢eHomeHy 3 ¢peHo-
MEHOJIOFNYHUMWU 1 €TUYHUMU  [OCNIAKEHHAMM
umdposux irop i reimidikauii. Lle gae smory pos-
rNASATU TPy He Aulie AK po3Bary, a M AK iHCTpy-
MeHT GOpMyBaHHA areHTHOCTi, yBarm Ta KOJEeK-
TUBHOI 4iANbHOCTI, WO Ma€ 3HaYeHHA A4N1A aHanily
remidikauii y dinocopcbKomy KOHTEKCTI.

Merta cTatti — 34JiiCHUTN PinocodCbKMin aHani3
rpy AK KAKOYOBOro enemeHTy rerimidikadii, pos3kpu-
T il KYNbTYPHI, GEHOMEHO/OTIYHI 1 eTUYHI BUMIpK,
a TaKOXK MOKa3aTW, AK BOHa TpaHCPOPMYE areHT-
HiCTb, YBary Ta KOMIEKTUBHI NPaKTUKK. [JocnigKeHHA
CNpAMOBAHE Ha MOEAHAHHA KAACMYHMX KOHLLEeMLii
i3 cyyacHMMM nigxogamun Ao umdposux irop, deHo-
MeHosorii Ta reimidikaji, o6 OKPecUTU TeOpPETUYHI
3acagM BWKOPUCTAHHA TPU AK iHCTPYMEHTY renmi-
diKaLii B KynbTypHOMY Ta COLia/IbHOMY KOHTEKCTaX.

[Ona gocarHeHHs nNocTaB/eHoi MeTu HeobxigHo
BMKOHATW TaKi 3aBAAHHA:

1) npoaHanisyBaTM KAACKMYHI KOHUENUii rpwm
y npauax . [e3uHru, P. Katoa Ta /1. BitTreHwTelHa,
BW3HAYMUTM iXHilA BHECOK Y PO3YMIHHA FPU AK Ky/b-
TYPHOFO Ta coLiaNibHOro peHoMeHy;

2) po3rnsHyTM GeHOMEHONOTIYHI iHTepnpeTaLji
irpoBoOro Aoceiay, NpeacTtaBieHi B Cy4aCHUX A0-
cnigkeHHax (A. ®ininosuy, B. MoTa Ta E. [lyapTe,
3. PyunHcbKa, E. EBIHK), 3 aKLLEHTOM Ha Ti/IeCHiCTb,
iHTEHLIOHANbHICTb Ta yABY;

3) mocnigntn ponb rpu y GopmyBaHHI yBaru
1 areHTHOCTI, CNMparYmch Ha aHanis waxis (K. Jlyk-
MaH, M. PigX) Ta KOHUEnNuUito areHTHOCTI
B irpax (C. T. HryeH);

4) ouiHMTK cyyacHi nigxoam go relmidikauii,
30Kpema il MO3UTMBHI Ta HeratMBHI Hachia-
Ku (C. Hioxonm, K. ErepToH), a TaKoX MeToA00riy-
Hi acnekTu BOeHHMX irop (. beHKc);

5) KPUTUYHO OCMMCAUTU KOHLENT «irpoBe mMuUC-
NIeHHA», 3anponoHoBaHui [x. MeuuaHo, Ta 1Moro
3HAYEeHHA ANA aKaAeMi4YHOro AUCKypcy;

6) BUCBITAMTU oOpraHisauUiiHi 1 KONEKTUBHI
NpPaKTUKK, po3pobneHiy npausx I LLleaposBuubko-
ro Ta C. KoTenbHMKOBA, AK NPUKANAL BUKOPUCTAHHA
rpy oA PO3BUTKY KONEKTUBHOIO MUC/IEHHS;
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7) cMHTe3yBaTK OTPMUMaHI pesynbTaTn ans dop-
MyBaHHA UinicHoro ¢inocodcbKoro 6aveHHa rpu
AK enemeHTy reiMmidikay,i.
Buknag ocHOBHOro marepiany. Kaacu4Hi KoH-
uyenyii epu. KnacnyHi gocnigxeHHs 3aknanmn eyH-
JAMEHT A/19 Cy4aCHOro OCMUC/EHHA GEHOMEHY rpu
Ta ii poni y KynbTypi i cycninbeTsi. MoraH lelismHra
y npaui «Homo Ludens» Haronowyeas, Wo rpa
CTaplia 3a Ky/AbTypy, aZrKe Ky/ibTypa, XO4Y fAKOH
HeuiTKoto byna 6 ii gediniuin, 3aBXan nepenbavae
NOACbKE CYCMinbCTBO, @ TBAPUHM HE YEKaNn, NMOKK
NogMHa HaBuuTb iX rpatu [1, c. 1]. Ue TBepaKeH-
HA NiAKPECNIOE YHIBEPCaNbHICTb TPU K ABULIA,
LLLO iCHYE He3aNeXHOo Bif KynbTypHUX Gpopm i coLi-
aNbHUX THCTUTYLN. M. Teli3MHra TakoX BM3HauaBs
rpy fK A06POBINbHY AiSNbHICTb, WO 34iNCHIOETLCA
B Mexax nesHUX npasua: «pa € AobpoBinbHOO
OiANIbHICTIO Y/ 3aHATTAM, WO 34iANCHIOETLCA B NEB-
HUX QIKCOBAHMX MeXKax vacy K npoctopy, Big-
noBigHO 40 NpaBwu, AKi BiNbHO NpUIAMaOTbCA, ane
€ abcontoTHO o608B’sI3KoBMMNY [1, C. 8].
Poxke Katoa y «Man, Play and Games» po3BuBae
inei WM. TeisunHr, nponoHytoun knacudikaLjio irop
3a YyoTMpMma TMNamMu: agon (3maraHHs), alea (Buna-
OOK), mimicry (imiTauin) Ta ilinx (3axonneHHs, ekcras).
BiH 3a3HauvaB: «[pa € HAaro4ow ANA YNCTOI BUTPATU:
BMTPATM Yacy, eHeprii, BUHAXigMBOCTi, MaCTePHOCTI
1 yacto rpoweii. NMonpwu ue — abo came yepes ue —
rpa CTaHOBUTb HeobXigHWI enemeHT NACbKOro
COoLia/IbHOTO ¢ AYXOBHOIO PO3BUTKY» [2, c. 10].
Tak, P. Katoa 3acBigyye napagoKcanbHiCTb rpu:
BOHa MOe 3aBaTMCA MapHOK BUTPATOIO pecyp-
CiB, ane came LA «MapHICTb» POBUTDL iT BaXKNMBUM
YMHHMKOM COLiani3aLii Ta AYXOBHOIO PO3BUTKY.
. BitreHwTelH y «Philosophical Investigations»
BBOAMUTb KOHLENT «CiMENHa CXOXKiCTb», FOBOPSYM NPO
Te, WO NOHATTA «rpa» He MAE EANHOI CYTHOCTI: «Mwu
6aunMMOo CKNagHy Mepeky noaibHocTewn, sk nepekpu-
BalOTbCA M MepexpeLLyoTbes: iHoAi 3aranbHi noajib-
HOCTI, iHoAj NoAibHOCTI B AeTanax...  He MoKy 3Hai-
TW KPaLLOro BUCIOBY, HiXK “cimeliHa cxoxicTb”» [3].
Uen nigxig [a€e 3mory YHUKHYTU KOPCTKUX
BM3Ha4YeHb i pPo3rAZaTH rpy AK BIAKPUTY KaTe-
ropito, LLLO OXOMJIIOE LWWMPOKNUI CMEKTP MPAKTUK.
OT)Ke, KNAaCUYHI KOHLEeNUi rpn 3aKn1aaatoTb TpU
K/1t04OBi BUMipK:
® OHTO/IONYHWUIN — rpa AK MNEPBUHHUI PEHOMEH,
cTapwmii 3a kynbTypy (M. Meitsunra);

® COLIOKYNbTYPHUI — Ipa K KnacudikosaHa ¢op-
Mma coujianisauii (P. Katoa);

® enicTeMo/oriYHNn — rpa AK NOHATTA 6e3 CyTHOCTI,
ane 3 mepeeto nogjibHoctel (/1. BiTreHWTenH).

3a3HayeHi Niaxoam CTBOPIOKOTL OCHOBY A4/1A Cy4ac-
HUX JocnigKeHb reMmidikauii, Ae rpa po3rmaaaETbca
He NnLle AK po3Bara, a M AK CTPYKTYPHUIA enemeHT
KYJITYPWU, MUC/IEHHA Ta COLLiaIbHOI B3aEMOS;i.

deHomeHonoeiYHi  iHmepnpemayii. ®eHo-
MEHOJIONYHUI Niaxia Aa€ 3Mory posrnagati rpy
AK KYNbTYPHUIM YM coLiaNbHUI PeHOMEH, a TaKOX
AK cnocib nepexKMBaHHA CBITY, WO BiAKPMBAE HOBI
rOPM30HTU A1 OCMMUC/IEHHA renmidikaLii.

A. ®ininosuy y ctatTi «Phenomenological Aspects
of Video Game» Haronowye Ha Tomy, WO B 06y
umoposisauii Ta rnobanisauii umMbposi TexHonorii
i Komn'toTepu Aepani 6inblue NPOHMKAKOTb Y Ky/b-
TYpy W MOBCAKAEHHE XWUTTA, TpaHchopmyroUm
TpagMUilHi KynbTypHi GOpmMM 1 NPAKTUKK Ta CTBO-
ptotoYM NpPOCTip AAA MUBOKUX AHTPOMONOTIYHMX
3MiH [4, c. 98]. Lle cBigunTb Npo Te, WO Bigeoirpu
CTAlOTb He /iMLIe PO3Baroko, a M BaXKNIUBUM YMHHU-
KOM Ky/1bTYpHOI TpaHchopmaLii.

Y npaui «Phenomenology and Digital Games»
B. MoTa Ta E. lyapTe 3a3Ha4atoTb, WO GpeHOMEeHOo-
JIOTifi MPOMOHYE LiHHY NepcnekTnBy A1 PO3yMiHHA
UMbpPOBMX irop, 30cepesKyrouncb Ha TOMy, K iX ne-
peXunBaloTb i NPOXMBAKOTL. Y B3aeEMOii NHOANHMU
1 Komn’toTepa GeHOMEHOI0TiA HAaroNoLWYe Ha Tinec-
HOCTIi, iHTEHLIOHANbHOCTI Ta CMiIbHOMY TBOPEHHI
ceHcy [5, c. 15]. BignosigHo rpa nocTae sk 40cCBia,
O BTINIOETLCA Yepe3 TiINeCHICTb Ta IHTEHLiOHaNb-
HICTb, @ He InLWe Yepe3 abCTPaKTHI Npasuna.

3. PyumHcbKa y cTatTi «Embodied and Enactive
Imagination in VR» nigKpecntoeg, Wwo yaBa Moe Bigi-
rpaBaTi ocob/MBYy PO/b Yy HALWIOMY AOCBIiAj BipTyab-
HWX CYTHOCTEN. 30KpemMa, BoHa bepe y4acTb y nepes-
6ayeHHi BipTyaslbHUX MOXKIMBOCTEN Aii Ta Aa€ 3MOry
6yTM TBOPYMM Yy KOHTEKCTI rpu [6]. Lle BiaKkpvBae Ho-
BUI BUMIp An1A ocmucneHHs VR ak npocTopy, e yasa
CTA€ aKTMBHMM YHACHUKOM irpoBOro NpoLiecy.

Y poboti «The World as Play: Fink, Gadamer,
PatoCka» E. EBiHK po3rnagae igeto CBiTy AK rpu.
BiH nuwe: «Lla ctaTTa AOCNiAXKYE iAeto rpyn AK meTa-
bopy 4ns PO3yMiHHA CBITY AIK 3aBXAN Nepenbave-
HOI paMKM BCiX AOCBIAiB i ABMLL... 3HAYHA il Yac-
TMHa npuceaveHa poboTi E. PiHKa, AKUI PO3BMHYB
NOHATTA CBITY AK rpu» [7, ¢. 228]. OTKe, peHOMeHO-
NnoriyHmMn nigxig aae amory nob6aynTu rpy AK cnocio
PO3yMiHHA CBITY, WO BUXOAUTb 33 MEXi TpaauL,in-
HOi ¢eHOoMeHONOorii Ta BiAKPMBAE HOBI TOPMU3OHTHU
onsa ¢inocodcebKoro aHanisy.

deHOMEHONOTIYHI  iHTepnpeTauii niakpecato-
0Tb, LLLO MPA € He fiMe KyabTypHUM abo couianb-
HUM ABULLEM, A 1 cnocoboM neperKMBaHHA, AKUI
GOpPMYE TiNECHICTb, yABY Ta IHTEHL,iOHANbHICTb.
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Lle cTBOpPHOE NiAFPYHTA 418 OCMUCAEHHA relimidika-
Lii AK npouecy, WO 3MIHIOE He NnLWe MOBeaiHKY,
a i cam cnocib 6yTTs NtogMHN Y CBITI.

lepu, ysaza ii azeHmHicms. Ham BiZomo, Lo irpu
AK PO3BaXKatoTb, TaK i POPMYIOTb KOTHITUBHI 1 NpaK-
TUYHI 34i6HOCTI NtoANHU. BOHU MOXKYTb BYTW iHCTpY-
MEHTOM PO3BUTKY YBaru, MMUCEHHA Ta areHTHOCTi —
34aTHOCTI 4iATU M NPUIMMATU PiLLIEHHSA.

Hanpuknag, K. JlykmaH y ctatTi «Chess and the
Cultivation of Attention: Remarks on a Media Theory
of Games» nuLe Npo Te, WO irpy AK Mefia BUXOBYHOTb
yBary, 3MyLLYOUN HAaC MUCUTK, CMPUIAMATA 1 Biady-
BaTW BigNOBIAHO A0 iXHiX BMMoOT... LLaxn € nobpum
NPUKNAZ0OM, afyKe BOHW 3MyLLYIOTb rpaBLLiB OCBOIO-
BaTW HenepebopHy cknagHictb [8]. Lle ceiaunTb npo
Te, WO LWaxM He NPOCTO iHTeNeKTyasibHa rpa, BOHU
dopMytOTb 34aTHICTb A0 KOHUEHTpaLii Ta CKnagHo-
r0 MWCNEHHA, MOEAHYIOUYM IHTYITUBHE CNPUNHATTA
3 PaLiOHa/IbHUM PO3MiPKOBYBAHHAM.

3i cBoro 60Ky M. Pigx y ctaTTi «Chess is Still
a Game» 00BOAMTD, WO WAXN HACnNpaBai € rpoto...
| uA pianekTMKa HaBYaAE HAC YOrOCb BaXK/AMBOTO
NpoO HKAHCKM BMNAMBOBOrO BM3HAveHHA b. CbioTca
«rpati B rpy» [9]. TaK, Wwaxu cTaloTb NPUKIALOM
ONA YyTOUHEeHHA GiNocopCbKUX BU3HAYEHb Tpw,
OEMOHCTPYHOUU, WO HaBITb CKNAAHI iIHTeNeKTyaNbHi
NPaKTUKM 3a/IMLIAIOTLCA Y MEXKAX MOHATTA «rpa».

LikaBuit Bumip gogae C. T. HryeH y ctaTTi «Games
and the Art of Agency». BiH 3a3Hauvag, wWwo irpu
€ YHiKa/IbHOIO POpPMOI0 MUCTELTBA, aaxe dopmy-
OTb areHTHiCTb. BOHM He nule NpPonoHyKTb Ham
OLHIOBATX Kpacy YM HapaTMB, a 1 3MYLUYIOTb NpuU-
MMaTW HOBI LiNi, BTiNOBATM HOBI POPMM areHTHOCTI
Ta TMM4YacoBOo nepebynoByBaTM Halle MPaKTUYHE
mucneHHs» [10, c. 423]. Lle o3Hayae, Wwo rpa 34aTtHa
3MiHIOBATM CMOCI6 MUC/IEHHA NHOAMHW, CTBOPHOHOUM
HOBI MoAeNi NOBeAiHKM Ta LLiNenoK1aaaHHA.

OTKe, y dinocodpcbKomMy BUMIpI irpyM noctatoTb
AK IHCTPYMEHT PO3BMUTKY yBaru, KOrHITUBHUX HaBU-
YOK 1 areHTHoCTi. BoHM dopmytoTb iHAMBIAYANbHI
34iOHOCTI Ta BigKPWBAOTb HOBi TOPU3OHTM AA
PO3YMIHHA NOACLKOT AiANBHOCTI AK TaKOI.

lelimicpirayia ma kpumuka. levimidikauis sK ABKU-
e OTpMMasa 3HaYHy yBary Cy4aCHWX AOCNIOHWKIB,
afyKe BOHa iHTErpye irpoBi MexaHiKu y HeirpoBsi che-
pn — OCBITy, 6i3HEeC, MONITUKY, CoLiaibHi MPAKTUKN.
MpoTe i BN/IMB OLiHIOETbCA HEOAHO3HAYHO.

Hanpuknag, C.Hioxonm y cratTi «Gamification,
Side Effects, and Praise and Blame for Outcomes»
BM3Ha4ae remmidikauito AK A0AaBaHHSA irpoBUX ene-
MEHTIB 10 HEirPOBUX AKTUBHOCTEN, LLLO6 CTUMYNtOBATU
yyacTb... PO3pobHMK CNOHYKae rpaBLiB AoCAraTv nes-

HWX pe3ynbTaTi, Wo € nobiyHm edektom rpm [11].
Lle niarpecntog, wo rerimidikauis mae iHCTpyMeHTaNb-
HWI XapaKTep, afie BOAHOYAC NOPOAKYE ETUYHI NUTAH-
HA LLOAO BiANOBIAAIbHOCTI 33 pPe3y/ibTaTu.

Ceoeto uyeproto K. ErepToH vy gocnigrKeHHi
«The Gamification of Games and Inhibited Play»
nuwe, WO renMmidikayito YacTto NpeacTaBAAOTb
AK PEBOJIOLIMHY TEXHIKY 4158 NPOCYBaHHA OCBITH,
®i3nYHOI  aKTMBHOCTI, POBOTU TOLWO, ane TaKoXK
CTBEPAKYIOTb, L0 BOHA LKOAUTb Came TUMm chepam,
AKi nparHe nokpawmTy [12]. Tox reiimidikauis moxe
MaTU cynepeynmsuin edekT: 3amicTb NigBULLEHHA
MOTMBaLi BOHa 34aTHa obmexkyBaTu cBoboay rpu
Ta 3HUXKYBATW i LIHHICTb AK CaMOCTiliHOro AocBiay.

e oauH pocnigHnk [.BeHKC y cTaTTi
«The Methodological Machinery of Wargaming:
A Path toward Discovering Wargaming’s Epistemo-
logical Foundations» 3BepTae yBary Ha BOEHHI irpu
AK cneunoivyHy popmy revimidikauii. BiH 3a3Hauag,
O TaKi irpn NpoTArom AecATUNITb BUKOPUCTOBYBA-
INCb Y BOEHHIW, ypPALOBIMA Ta NPUBATHIA chepax...
OpHaK enicteMooriyHi 3acagu Lboro meToay 3aaum-
LLIATbCA HegOoCTaTHLO 3po3yminmmu [13]. Lie csia-
YMTb NPO Te, WO HaBiTb y chepax, ae rermidikauis
MaE€ NPaKTUYHE 3HAYEeHHS, il MeToA0N0rIYHI OCHOBM
noTpebdyoTb rMMMOLWOro OCMUCIEHHS.

. NeuuaHo y poboti «Playable Concepts?
For a Critique of Videogame Reason» KpUTUKYE
aKaZeMiyHMI gucKypc: «AKagemMiyHi gocniasKeH-
HA, ocobnmBo y ¢inocodii, HEKPUTMUYHO nNpuny-
CKatoTb, WO NMUCbMO € HalepeKTMBHIWMM Crnoco-
6oMm BUpaXKeHHA M1 KOMyHiKauii igel. Bigeoirpm x
NOCUJ/IIOIOTb CEHCOMOTOPHUI crocib “6ayeHHa”...
notpibeH “irpoBuin” cnocié mucneHHa» [14]. AsTop
NPOMNOHYE PO3WNPUTU IHTENEKTYaNbHI iIHCTPYMEH-
TW, BWU3HaOUM Bigeoirpn AK GopmMy MUCNEHHS,
LLLO BUXOAMUTb 33 MeXKi TPaANLIMHOIo N1cbma.

OTKe, cyyacHi AocnigKeHHs A40BOAATb, WO remi-
¢dikauisa € 6araTorpaHHMM ABMLLEM: BOHA MOMXKe
CTUMY/IIOBATM y4acTb i MOTMBAL,O, ane BOAHO-
4Yac MNOPOAKYE PU3UKM IHCTPYMEHTani3auii rpu,
obmekeHHA cBoboAM 11 eTUYHI annemn. KputnyHmit
aHani3 gae amory nobaunTu ii NoTeHUian, a TaKoX
Hebe3neKkn, AKi BUHUKAIOTb NP HaAMIPHOMY BMKO-
PUCTaHHI irpOBMX MeXaHiK y Heirposux cdepax.

OpeaHi3ayiliHi ma KoneKmueHi npakmuku.
OKpeMuUi HanpAM AOCNIAXKEHb FPU MOB’A3aHWUM
3 1l BUKOPUCTAHHAM AK IHCTPYMEHTY opraHisauii
Ta PO3BUTKY KONEKTMBHOFO MWUCAEHHA. Y LboMy
KOHTEKCTI 0CO06MBE 3HAYEHHS MA€E KOHUenLuia
opraHisauinHoi rpu, pospobneHa I. Lleaposuupb-
Kvm i C. KoTenbHUKOBUM.
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Y ctatTi «An Organization Game as a New
Form of Organizing and a Method for Developing
Collective Thinking Activity» BOHM 3a3Hauya-
0Tb, WO OpraHisauiiHa rpa — ue He npocTo
rpa y 3BMYaliHOMY CeHci, a HoBa dopma opraHi-
3alii KONIeKTUBHOI AifanbHOCTI. BoHa BogHoYac
€ MEeTOAO0M PO3BUTKY KOJIEKTUBHOIO MMUC/IEHHA,
A€ YYaCHMKWM BUCTYNatoTb i rpasuAamu, i cnisop-
raHisatopamu camoi gisnbHocTi [15, c. 57]. Len
niaxia, ALEMOHCTPYE, WO rpa moxe byTn He nnwe
iHAMBiAyanbHUM A0CBiAOM YM dopMoto po3Baru,
a 1 cnocobom CTPYKTypyBaHHA rpynoBoi poboTu.
OpraHisauiliHa rpa CTBOPIOE YMOBU A4 CMi/IbHOTO
MWCNEHHSA, fie KOXKeH y4acHMK bepe yyacTb y dpop-
MYBaHHI NpaBuA, 3aBAaHb i Winen. Takum YMHOM
rpa CTa€ iHCTPYMEHTOM KONEKTUBHOI pednekcii
Ta PO3BMUTKY, WO BUXOAWUTb 33 MEXi Tpaauuiin-
HUX yABJMIEHb NPO irpoBYy AiANbHICTL. BoHa nepe-
TBOPIOETLCA Ha METOA40N0rIYHUIM 3acib, AKMN aae
3MOTy rpyni BUpPiWyBaTM KOHKPETHi 3aBAaHHA Ta
dopmyBaTN HOBI CNOCOBU MUCNEHHSA | B3aEMoa,l.

OT)Ke, opraHi3auinHi Ta KONEKTMBHI NMpPaKTUKK
OEMOHCTPYIOTb, WO rpa Moxe 6yt BMKOpUCTa-
Ha AK MeToA, PO3BUTKY MMUCAEHHA W KOMYHiKaLii
y rpyni. Lle BiakpmnBa€e nepcnekTneBu nA 3acTocy-
BaHHA remidikauii y chpepi moTuBaLii Yn HaByaH-
HS, @ TAKOX Yy NobyaoBi HOBMX GOPM KONEKTUBHOI
AiANbHOCTI.

BUCHOBKM Ta nepcneKTMBM NOAANbLUUX
pocnigxXeHb. [lpoBedeHUn aHani3 3acBiguus,
o rpa € baratorpaHHMM GpeHOMEHOM, SIKUIA BU-
XOAUTb AaneKko 3a MeXi po3saru. KnacuuHi KoH-
uenuii WM. leisunrm, P.Katoa, /1. BiTreHwTeiiHa
3aKnann GyHOAMeHT ANA PO3YMIHHA TPU AK Ky/b-
TYPHOrO, COLia/NIbHOrO ¥ enicTeMo/I0riYHOro ABU-
wa. A OT cyyacHi ¢peHOMEHONOriIYHI A0CNiIAMKEH-
HA PO3KpMBalOTb TPy AK Crnocib nepexuBaHHA
CBiTY, WO GOpPMYe TiNeCHICTb, yABY M iHTEHUiO-
HanbHicTb (A. ®ininosuy, B. MoTa Ta E. lyapTe,
3. PyunHcbKa, E. EBiHK). [ocnigyeHHs waxis
K. JlykmaHa ” M. PigyKa Ta KOHUenNLUis areHTHOCTi
C.T. HryeHa poBogATh, WO rpa 34aTHa KyAbTUBY-
BaTM yBary 1 nepebynoByBaTW MpPaKTUYHE MMUC-
NeHHA.

lenmidikaLia NoOCTae AK IHCTPYMEHT, WO iHTe-
rpye irpoBi MexaHiKM y Heirposi cdepun, ane
BOAHOYAC MOPOMAXKYE €TUYHI Ta MeToA0NOoriy-
Hi BMKAMKK (C. Hioxonm, K. ErepTtoH, /M. BeHkKc,
k. MeuuaHo). OpraHisauinHi irpy 4emoHCTpyoTb
noTeHLuian rpu AK MeToay PO3BUTKY KOJIEKTUBHOTO
MUCNeHHA Ta HoBux dopm B3aemogii (. LLleaposu-
Ubkuii Ta C. KoTenbHUKOB).

3 ornAfy Ha 3a3HayeHe rpa AK efleMeHT reimi-
diKaujii moxke B6yTM ocMUCIEHA Y TPbOX KAHOYOBUX
BUMIipax:
® KYyNIbTYPHOMY — fAK MNepBUHHUA PEHOMEH,

wo dopmye colianbHi NPAKTUKK;

* (hEeHOMEHONOorYHOMY — fIK Crocib nepexmnBaHHA

CBIiTY Yepes TiNeCHICTb, yABY Ta iHTEHL,iOHANbHICTb;
® eTMYHOMY Ta METOAO/ONYHOMY — fAK iHCTpY-

MEHT, WO MOXe CTMMY/OBATU Yy4acTb, ane

BOZAHOYAC NOTPebye KPUTUYHOIO OCMMUC/IEHHSA

HacnigkKise.

Mopanblui fOCNiAMKEHHA MOXKYTb BYyTK cnpsamo-
BaHi Ha:

1) nornnbneHnit aHanis peHomeHonorii undpo-
BUX irop, 3okpema VR Ta AR, K HOBUX dopm Tisec-
HOro 1 yABHOrO 4OCBiAY;

2) pocnigKeHHs eTUYHMX acnekTiB renmmidika-
Lii, BK/MOYHO 3 MUTaHHAMM CBOBOAM, MOTMBALLT
Ta BiANOBIAANbHOCTI 33 pe3ynbTaTy;

3) BMBYEHHS OpraHisauUinHUX irop AK iHCTpy-
MEHTIB PO3BUTKY KOJIEKTUBHOIO MUC/IEHHA Y Cy4Yac-
HUMX OCBITHIX Ta YNPaBAiHCbKUX NPAKTUKAX;

4) CUHTE3 KNACMYHMX i CYyYaCHUX KOHLLEeMLii
rpu ANA CTBOPEHHA LinicHOI dinocodpcbroi mogeni
renmidikauii;

5) aHani3 BNMBY rpy Ha areHTHICTb Ta yBary B KOH-
TEKCTi UMPPOBOT KYABTYPU Ta LUTYYHOTO iHTENEKTY.

OTKe, rpa AK enemeHT reiMmidikau,ii BigKpnsBae
WMPOKI nepcnektnem ana ¢inocopcbKkoro ocmmc-
JIEHHA Ta NPAKTUYHOrO 3aCTOCYBaHHA, WO pPobuTb
il OAHMM i3 KNHOYOBMX KOHLEMTIB Cy4aCHOI ryma-
HITapPHOT AYMKMW.
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D. V. Kasyanov

PLAY IN THE CONTEXT OF GAMIFICATION:
CULTURAL, PHENOMENOLOGICAL, AND ETHICAL DIMENSIONS

Abstract. The article presents a comprehensive philosophical analysis of play as a key element of gamification, encom-
passing cultural, phenomenological, ethical, and methodological dimensions. The starting point is classical concepts
that define play as a primary cultural phenomenon, a social practice, and an open category sustained by a network
of “family resemblances.” Within this framework, play emerges not merely as a form of leisure but as a fundamental
mode of organizing human experience, shaping the symbolic structures of culture. Contemporary phenomenological
studies reveal play as a specific way of experiencing the world, one that shapes embodiment, imagination, and in-
tentionality, thereby opening new horizons for understanding human agency. The analysis of chess and the concept
of agency demonstrate that play can cultivate attention, restructure practical thinking, and create a space for the
development of cognitive and social skills. Gamification appears as a tool for integrating game mechanics into non-
game domains — education, business, management, communication — while simultaneously generating ethical and
methodological challenges related to manipulation, reduction of complex processes, and commercialization of play.
Organizational games illustrate the potential of play as a method for developing collective thinking, forming shared
strategies, and fostering innovative solutions. Ultimately, play is conceptualized as a multifaceted phenomenon that
unites cultural, phenomenological, and ethical dimensions, becoming a central element of gamification in contempo-
rary society and opening new possibilities for understanding human activity and transforming social practices.

Keywords: play, gamification, phenomenology, agency, attention, culture, collective thinking, ethics.
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