0yB reHia/mbHO mpopeMOHCTpoBaHuM Y (inmbMi «[Ipomama rpamorar. Ileit apxerum
MO)KHa BYBECTH 1le 3 TPUIT/IbCbKMX YaciB TepIuyX YKPaiHChKIX 3eMmenamis. Jlo Hboro
BigHOCKTBCA 11 Imna Myposmanns (Mypomens), mo 30 pokis «cuziis Ha medi» (3aiiMaBcA
xm6opoberBom). [apMOHist 3 IPUPOJOI0, 3aHYPEHICTD y cebe, EBHOI0 Mipoto (ararisM, B
apXeTHIl, Y IMBOBIDKHUX CIIOCIO MOEFHYEThCA 3 BHYTPILIHBOIO CUIION0, SICHUM PO3YMOM
(HaBiTh mC/IA YapKM BMHA/TOPIIKM) 11 TOTOBHICTIO IO MUTTEBOI peakiiii A/t 3aXMUCTy
PifHMX JTIOfieli Ta PiTHOI 3eMITi.

1Ii nepepaxoBaHi Ta iH1Ii HaABHI B yKpaiHCbKOMY [yXOBHOMY ITPOCTOP] HaIliOHa/IbHi
apXeTHIN Jiy)Xe BKIMBO YCBiTOMIEHO, NPOQeECiiiHO BIPOBAKYBATH, SKICHO
HOMYNAPU3YBATH B YCIX CKMAJOBUX YKpPaiHCbKOI KYIbTYpM: JiTepaTypi, MMUCTELTBI,
KiHOQiTbMaXx, Mefia, IIOY, iHINVX BU/IAX J03Bi//LA, B TOMY YMCIIi Ji TPY peatisaliii KOHIeIii
PO3BUTKY BITYM3HAHOTO TypusMy Ta QYHKLIOHYBaHHS TYPUCTUYHMX HecTuHariit. Taxi
3aX0fM, 0es3IepevHo CIPUATUMYTD LIBUALIOMY BifHOBICHHIO, YCIIIIHOMY PO3BUTKY it
YTBEp/KeHHI0 YKpaiHi B JOCTOMHOMY INepeniKy CMIbHUX LMBiNi30BaHUX €BPOIENCHKIX
Jlep)KaB.

H. Ienamvesa
JIECb KYPBAC NMPO MJIACTUYHY BUPA3HICTb AKTOPA

N. Ihnatieva
LES KURBAS ON THE PLASTIC EXPRESSIVENESS OF AN ACTOR

Buparuuit pexcucep ta pedpopmarop Tearpy Jlech Kypbac mparnys mepeocMucinTyt
KY/IbTYPHI TpaaMIii i cTBopuTi HOBUIT yKpaiHChKuit TeaTp. Matoun pinocopcebky ocBiTy
iI 3aKiHYMBIIN JpaMaTMYHY KOy mpu Bimecwkiit xoncepsaropii, Jlecs Kypbac y
CBOIX IOI/LAfjaX Ha TeaTp OPIEHTYBABCS Ha EBPOIEICbKe MUCTELTBO, GQKAI0UM BIBECTI
YKPaiHChKMII TeaTp Ha iHIINIt KYNIbTYPHMUII PiBEHb.

Bin camoro mouaTKy eKcrepuMeHTanbHMX moumykiB Kypb6ac yTBepmkyBsas
HeOOXiJIHICT CTBOPEHHs TeaTpalbHUX WIKIT Ta CIeliafbHOI OCBITH A/ aKTOPIB i
pexucepis. Ha jioro fymMKy, caMe ImpaniBHUKM TeaTpy, AK CK/IJHOTO Ta CUHTETHYHOTO
BUJIY MUCTELTBA, IOTPeOYIOTh BUCOKOI mpodeciitHoi 0CBiTH, 110 103BOMNIO 6 3aMiHNTH
aKTOpa-peMiCHNKA Ha OCBIYEHOr0 Ta KYIbTYPHOTO MUTLIA.

Y BupilureHHI 1BOrO NMUTAHHS HOBUHHI Oy [ONOMOITH CTYAIl ApaMaTndHOro
MIUCTelTBa, fAKi 3amovatkoByBaB Jlecb Kypbac mnd axTopiB TearTpiB, NMOYMHAIOUM 3
«Momnogoro Tearpy», KuiBcbKOro pJpamMaTMyHOIO TeaTpy Ta 3aKiHUYHUM TeaTpoM
«bepesinb». 3a 110ro 3a5yMoM, y CTYALAX Maau BUKIAJAATUCA IPAKTUYHI AMCHMIIIHK 3
IIACTYKY, JKeCTY, MIMOZIpaMI1, IOCTaHOBKI FO/IOCY, XYJ0)KHBOTO YNTAHHS, IPUMY, TOOTO
BOHJ MYCHUIM HAaJaTy OCHOBY TeaTpajbHOro MucrenTsa. CaMe TeaTpaibHi MajicTepHi
Ma/i CTaTy MiCIleM eBOJIOLi aKTOPIiB Ta PeXMCePiB, MiCIleM YTOCKOHA/IEHHA TeXHIiKM,
PO3BUTKY 0COOIMBOL IICHXIKM if HOPMYBAHHS HOBOTO MICTELIbKOTO CBITOI/LAY. Bracke
BOHJ [IOBMHHI Oy/I11 CIIPYATH IPOLIECY TBOPEHHS HOBOTO TeaTpy Ta aKTopa.

Ha nepire miciie B Mucrentsi akropa Jlec Kyp6ac craBus pyx, a MatepiaioM fis
BMPA3HOCTi BBA)XaNOCh «KIUBE JIOJCbKE TiNo B pyci». B3araji, 111 HbOro 0CHOBOIO TeaTpy
6y110 He COBO, a pyX. Sk mucas Bin y 1921 p., «bes pyxy Hema i He MOxe OyTH TeaTpy, K
6e3 croBa — JriTepaTypu». AKTOPIB, 110 BOTIOALIN /INIIIe MICTELITBOM CJIOBECHOTO BIPA3Y,
Jlecy Kypbac HasuBaB JexmamMaTopami, i, HaBIAKM, TUX, 1O Pa3oM 3 UM BOJIOALIN Lie
i MUCTELITBOM BUPA3HOTO PYXY, yBa)XaB CIIPABXHIMIU Ta JOCKOHa/IMMM akTopamu. s
HDBOTO AKTOPCbKA rpa Oy/Ia MOBHOLIHHOI JIMIIE 32 YMOBU 3ara/IbHOI IPY C/10BA, MOBI,
iHTOHaLii Ta Ti/Ta aKTOpa pa3oM 3 X0f010, )KECTOM, MiMiKOI0.



3amanm pPeBONOLIMHO0 IepebyIoBO0 TeaTPalbHOTO MIUCTELTBA Td €CTETUKOI
eKCIIPeCiOHi3My INTOBXA€ TeaTpaja 0 BUKOPUCTAHHA Ha ClLieHi aKIleHTOBAHOIO Ta
sckpaBoro xecty. Hanpukiaz, y mocranosui w'ecn «[as» I. Kaiizepa B crypii «Bepesinb»
Nel y 1923 p. Jleco Kypbac cTBOpO€ MaiffaHYNMK, PO3PAXOBAHMII HA MAKCHUMAJIBHY
MOX/UBICTb PYXY, [ TepegaBaHHA OCHOBHOI (abyaum Ta HACTPOiB BUKOPHUCTOBYE
BUPA3HUIL XKeCT 1 puT™, OyAye Ha CljeHi MacoBi puTMOIIACTUYHI MOMiOHII B pyXoBi
aKTOpiB, EPEBOAUTD 3aXON/IEHHA MY3MYHMMI €eMEHTaMI B PeXUCEPCbKe IIaCTUYHe
pillleHHs BUCTaBY, CTBOPIOKOYM I/TACTIYHI IyeTH, Tpio, KBapTeTy TOLIO.

Pyx mocrae miA pexucepa 6araTorpaHHMM INOHATTAM, IO MAa€ MPOSABM B CUII
NPUTATHEHHA Ta BiIUTOBXYBAaHHA, B CTATMI i AMHAMIl{, piBHOBa3i, 3MiHi HaIpAMKY
PyXy, iHepuii, IBMAKOCTI, NPUCKOPEHHI Ta YIOBIIbHEHHI, )XMBOi CUIM JifNbHOCT,
HPYKHOI CUJIM, WO Ie He BMKIMKAMA PYX, PO3Mipi Ta iHTEHCMBHOCTI PYXy. 3aBJAKK
6araTorpaHHOCTI PyX IIepeTBOPIOETHCS Ha [Iy)Ke BaXK/IMBHIT Ta ACKpaBMil 3aci6 BIpasHOCT
AK B aKTOPCBKIiil mpodecii, Tak i B pexxmcepchbkiil mocranoui Bucrau. Ha gymky
Jlecst Kypbaca, oyH pyx 1epexofnTh B iHIINMIA, BUPASHICTD JIIOACHKOIO TiNa MOEAHYETHCS
Y «BUPASNUCTIII PYX» BUCTABM, 33 AKMM ILAAY CTIKYE 32 YCiM KOMIZIEKCOM IIOCTAHOBKIA

IIpote, pyx ms Jlecs Kypbaca osnadae He ymie QisyyHMIT Ta ITACTUYHUI PYX.
Bin cripuiiMae pyx Ak IIOCTiitHMIT Tpollec PO3BUTKY, AAK IPMHILMI BeecBiTy. I 1jelt morn
pexucepa BIIMBAE Ha MOOYIOBY HOBOTO TEATPy, fie BAX/IMBUM Y XyAOXKHIl KOMITO3MLii
BJICTABM CTA€ TapMOHilTHe MOeIHAHHA 3MicTy 3 dopmoto. TTocTiftHuit BHYTpilHIA pyx
TOBUHEH BUABIATHCA y BisUYHOMY pyci, MisaHCLeH], PUCYHKY, popMi, AKi He TTOBMHHI
OyTu iTICTpaTMBHUMI, TOOTO HECTH B COOI XKMTTEBO-TICUXONOTIYHNI UM MOOYTOBMIL
xapakrep. Omxe, pasoMm 3 excrpecionismom Jlecb Kypbac BukopmcroBye B pyxax
CHMBOTI3M, IO JOfja€ FI0TO BMCTaBaM MeTaQOPUIHOCTI Ta aneropimdHOCTi, CTBOPIOI0YUN
00pasHuit BUSAB CyTi.

O. Kozoriz
MMORPG IN THE LIGHT OF THE GAMING CONCEPT OF CULTURE

O. Kosopis
MMORPG Y CBITJ1I I'POBOI KOHLIENL,IT KYNIbTYPU

Looking at Massively Multiplayer Online Role-Playing Games (MMORPGs) from
a cultural perspective, it's worth considering the gaming concept of culture, which was
most thoroughly formulated by the Dutch philosopher Johan Huizinga in his work “Homo
Ludens” (1938). He regarded humans as beings who play, presenting all human culture as
a system of games and internal rules regulating game reality. According to the scientist,
human existence, creative development and the emergence of cultural phenomena
represent a kind of a game. The ability to implement all aspects of life playfully becomes
evidence of human creative impulse.

Huizinga defined the main features of the game. Game is a behavior that is carried
out within certain limits of space, time, and sense. Game is visibly ordered as it unfolds
according to voluntarily accepted rules and beyond the sphere of material gain or necessity.
The mood of the game is one of detachment and excitement that is either sacred or festive.
Such behavior is accompanied by a sense of uplift and brings with it the relief of stress and
tension, joy and moral satisfaction. According to Johan Huizinga, games create their reality
with special rules that do not apply to ordinary social worlds.

All these features of game can be seen in MMORPGs. Computer games of this
genre take place within the confines of virtual space, in real-time mode, according to the



