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The paper considers technological aspects of creating an ambient
soundtrack for computer games. The main stages of modern music production
for interactive media are analyzed, including sound design, arrangement, mixing
and mastering. Particular attention is paid to the use of digital audio
workstations (DAW) and software tools applied in the process of composing
atmospheric music for games. The importance of creating immersive sound
textures and spatial effects that support the visual and narrative components of a
game 1s also discussed. Special focus is given to the use of reverb, delay and
other sound processing techniques that help form an ambient sound
environment. The mastering stage is considered as the final step in preparing the
musical material for integration into game engines and digital distribution
platforms. The analysis demonstrates the importance of combining creative and
technological approaches when composing music for interactive gaming
environments.

CydacHa 1HAYCTpis KOMI FOTEPHHUX ITOP aKTUBHO BUKOPUCTOBYE MY3HUUHHIA
CYIIPOBIJ K BaXJIMBUW €IEMEHT (POpMYyBaHHS aTMOC(hEpH irpoBOrO CepeloBH-
nra. My3uka y Bijieoirpax BUKOHYE HeE JIMIIE eCTETHUHY (YHKIIIIO, ajie i cripusie
EMOIIITHOMY 3aHYPEHHIO TPaBIlsi y BIPTyaJlbHUM CBIT. BOHAa MOXe MMiICHITIOBATH
JpaMaTUYHICTh MOJii, CTBOPIOBATH BIAUYTTs HANpy>KeHHs a00, HaBMaku, (op-
MYBaTH aTMOC(EPY CIIOKOIO Ta TOCIHIKEHHSI iIrPOBOTO IPOCTOPY.

OnHMUM 13 My3UYHHUX HAmpsIMiB, IIO IIHPOKO BUKOPUCTOBYETHCA y BiJICOIT-
pax, € xaHp eMOieHT. Llel cTUib XapakTepU3yeThCs MIIABHUM PO3BUTKOM 3BY-
KOBUX TEKCTYp, aTMOC(EPHICTIO Ta BIJICYTHICTIO UITKO BHPaKEHOI PUTMIYHOI
cTpykTypu. OCHOBHOIO OCOOJIMBICTIO €MOIEHT-MY3UKU € (HOPMYBaHHS 3BYKOBO-
ro CEpelIOBHUIIA, SIKE MATpUMYE aTMocdepy I'py Ta MiACUIIOE Bi3yalbHI €JIEMEH-
TH, HE BIJIBOJIIKaIOYM TPaABIS BiJl IrPOBOTO MPOIIECY.

Mertoro naHoi poOOTH € aHaji3 TEXHOJIOTTYHUX OCOOJIMBOCTEH CTBOPEHHS
eMOIEHT-CAYHATPEKY TSI KOMIT FOTEPHUX 1rOp Ta JAOCIIHKCHHS OCHOBHUX €Ta-
1B HOro BUPOOHHUIITBA 13 BUKOPUCTAHHIM CY4aCHUX LUPPOBUX IHCTPYMEHTIB.

[lepuum eTanoM CTBOPEHHSI MY3UKH JJIsl TP € aHai3 ii CTUJIICTUKH Ta aT-
Mochepu. KomMno3uTop noBUHEH BpaxOBYBaTH >KaHP TpH, 1i CIOKET, BI3yallbHY
CTWJIICTHKY Ta €MOIIIWHUN HACTpPiil okpeMux crieH. Hampukian, y mpuroaHuilsb-
KiX a00 JOCHITHUIBKUX ITpax MYy3WKa YacTO CTBOPIOE BIAYYTTS MPOCTOPY Ta
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3araJIkOBOCTI, TOJ1 SIK Y XOPOp-irpax BoOHa MOXKE MiJCUIIOBAaTH HAIPY>KCHHS Ta
BiMuyTTs1 HeOe3neku. [Ipuxnaa arMocdepHOi CIieHH BIICOTPH, IS SIKOI MOXKE
BUKOPHUCTOBYBATUCS €MOI€HT-CAyHATPEK, HaBEACHO Ha puc. 1.

A

Puc.1 — I[Ipukian arMocdepHoi ClieH! BiICOTrpH 3 eMOIEHT-CAyHATPEKOM

OCHOBHUM 1HCTPYMEHTOM CTBOPEHHS CYy4acHOI €JIeKTPOHHOI MY3UKHU € 11~
dpogi aynio poooui craniii (Digital Audio Workstation, DAW). Taki nporpam-
Hi CepeoBHINA J03BOJISIOTh BUKOHYBAaTH CHHTE3 3BYKiB, apaH)KyBaHHS KOMIIO-
3ulii, 00poOKy ayAioCUTHAIIB Ta MIATOTOBKY (piHANIBHOTO Tpeky. [lo HalOiIbI
MOIMMPEHUX TMPOTpaM i CTBOPEHHS MYy3WKu Haiexarb Ableton Live, FL
Studio, Logic Pro ta Cubase. Intepdetic mudpoBoi aygaio po6ouoi cTaHIii mi
Yyac CTBOPEHHs My3WYHOI KOMIO3UIIT HAaBEICHO Ha puc. 2.

TELELLELEY

Puc.2 — Iatepdeiic mudpoBoi ayaio podbodoi craniii
ITiJT 9aC CTBOPEHHS KOMITO3HIIIT

OxkpeMy poib y CTBOPEHHI eMOI€HT-MY3UKH Biairpae cayHi-nu3aiH. [[mns

dbopmyBaHHS aTMOC(EPHOTO 3ByYaHHS BUKOPUCTOBYIOTHCS CHHTE30BaH1 3BYKH,
najy, TeKCTypu Ta oOpoOJieHI MPUPOJHI IIYMOBI edekTu. TakoK 3acTOCOBY-
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IOThCSl PI3HI METOJM CHHTE3Y, 30KpeMa CyOTpakTUBHMM, wavetable Ta rpanys-
pHuii cuate3. Kom6iHalis pi3HUX 3BYKOBHUX IIapiB J03BOJISIE CTBOPIOBATH CKJIa-
JTH1 0araTOBUMIpPHI 3BYKOBI TEKCTYPH.

[Iporec cTBOpeHHsI €eMO1EHT-KOMIMO3HIIT MOKHA YMOBHO MOJUIMTH Ha Ki-
JIbKa OCHOBHUX €TaIliB:

— (¢hopMyBaHHS OCHOBHOI 3ByKOBOT aTMOC(epy KOMITO3HIIIT;

— CTBOPEHHSI CHHT€30BaHUX TEKCTYpP Ta 3BYKOBHX IIapiB;

— oOy10Ba TapMOHIYHOT OCHOBH KOMTIO3HIIIi;

— apaH)KyBaHHSI Ta MOCTYMOBHUI PO3BUTOK 3BYKOBUX €JIEMEHTIB;

— 3BEJICHHS Ta (piHAIbHA 00POOKA 3BYKY.

3aranbpHa cxema MpoIecy CTBOPEHHS MY3WYHOI KOMIIO3UIIT Ui BiJI€OIrop
HaBEJICHA Ha puc. 3.

v
v
v

CayHn-an3aiH ApaHXyBaHHA MikcyBaHHA MacTepuHr

Puc.3 — OcHOBHI eTanu CTBOPEHHSI My3UYHOI KOMIIO3UIIi.

OpHi€o 3 XapakTepHUX OCOOJMBOCTEH €MOIEHT-MY3UKH € BUKOPUCTAHHS
OaraTomapoBoi CTPYKTypH 3ByKy. Kommo3suiiisi Moxke CKjanaTucs 3 KUIbKOX
3BYKOBHUX PiBHIB, TaKUX SIK aTMOchepHi maau, GOHOBI TEKCTYPH, MPUPOIHI IIIy-
MU Ta MeloAudHi emeMeHTH. KomOiHallis TakuxX IIapiB CTBOPIOE TIIMOOKE Ta
00’eMHe 3ByKOBe cepenoBuiie. [Ipukiag CTpyKTypH 3BYKOBHX IIapiB eMOi€HT-
KOMIIO3UIIii HaBeJICHO Ha puc. 4.
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Puc. 4 — Ilpukinaj 3ByKOBUX IIapiB €eMO1€HT-KOMITO3HIIIT

[Ticns eramy apaH)KyBaHHS BHKOHYETHCA 3BEJEHHA (MiXing) KOMIO3UIIII.
OCHOBHUM 3aBJaHHSIM ILIOTO €TaINy € JOCATHEHHS 30aJlaHCOBAHOIO 3BYYaHHS
BCIX €JIEMEHTIB MIKCy. JIJISI 1bOTO BUKOPUCTOBYIOTHCS Pi3HI METOAU HU(PPOBOI
00pOOKH CUTHAITIB:

— eKBaUTI3AIlis TSI KOPEKI[il YaCTOTHOTO CIEKTPa,;

— nuHaMigHa 00poOKa (KOMITpecist Ta JIMITYBaHHs);

— TaHOPaMYyBaHHSI 3BYKOBHUX JKEPEN Y CTEPEONPOCTOPI;

— BUKOPUCTAHHS IPOCTOPOBHX €(EKTIB.

VY >kaHpi eMOI€HT 0COOIUBO BKIIMBUM € CTBOPCHHS BITUYTTS MPOCTOPY Ta
rMOWHU 3By4aHHs. [ IbOTO aKTHBHO BUKOPHCTOBYIOTHCS €(PEKTH peBepOe-
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pamii Ta 3atpumku (delay). PeepOepariisi 103BOJIIE MOJEIIOBATH aKyCTHUYHI
BJIACTUBOCTI BEJIMKHUX MPOCTOPIB, TOAl SIK 3aTPUMKaA CTBOPIOE TTOBTOPIOBaH1 BiJI-
JyHHs, 10 30aradyioTh 3BYKOBY TEKCTypy Kommo3wuilii. [Ipukian BUKopucTaHHS
edexTy peBepOepaillii HaBeJIeHO Ha puC. 5.
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Puc.5 — Ipuknan Bukopuctanus edhexTy peBepoepairii
y mudpOBOMY ay110pEAAKTOPI

3aBepuIaIbHUM €TaroM BHPOOHUITBA MY3UYHOTO TPEKY € MacTepUHT
(mastering). OCHOBHOIO METOIO MAaCTEPUHTY € MIATOTOBKA (PiHATBLHOTO ayioMa-
Tepiaiy JJisl BUKOpUCTaHHS y Tpi. [1i7 yac mporo npoiecy 311MCHIOETHCS KOPEK-
IisI 3arajIbHOr0 YaCTOTHOTO OajlaHCy, KOHTPOJIb JUHAMIYHOTO Jiana3oHy CUTHa-
Jy Ta ONTUMI3allisl pIBHS TYYHOCTI.

[Ticns 3aBeplIeHHS MAacTEPUHTY ayAioQailil eKCoPTYEThCA Y BIAMOBIAHO-
My (opMmaTi Ta IHTETpYyEThCS Yy ITPOBUM pyIIiil. ¥ CyyaCHUX ITPOBHUX PYLIISiX,
takux sk Unity abo Unreal Engine, My3uuHI KOMIO3UIli 4acTO BUKOPHCTOBY-
I0TbCS 'y BUTIISIAL UMKITIYHUX (pparmenTiB (loop), 1m0 103Bossi€ BIATBOPIOBATH 1X
MPOTATOM TPUBAJIOTO Yacy O€3 MOMITHOTO 3aBEPILIECHHS.

Takum yMHOM, CTBOPEHHSI €MOIEHT-CAyHATPEKY JJII KOMIT FOTEPHUX 1TOp €
CKJIQJIHUM IPOLIECOM, L0 IMOEJHYE €JIEMEHTH MY3U4YHOI TBOPUYOCTi, CayH]-
JU3aifiHy Ta Cy4aCHUX TEXHOJIOTIM 1udpoBoi 00poOku 3ByKy. Bukopucranus
Cy4yaCHUX MPOTPaMHHUX 1HCTPYMEHTIB J03BOJISIE CTBOPIOBATH aTMOC(HEpHI KOM-
O3, K1 MIJCUIIOITh EMOIIHE CIPUIHATTS ITPOBOrO MPOLECY Ta POpMy-
I0Th LIJTICHE 3BYKOBE CEPEIOBUILE BIPTYAJILHOTO CBITY.
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