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This work explores the significance of silence in video game music and its
psychological impact on players. Game developers utilize silence to create sus-
pense, emphasize environmental details, and contrast it with dynamic sound-
tracks. The study examines the role of silence in different genres, from horror to
narrative-driven games. Historical aspects and key examples illustrate how si-
lence evolved into a powerful tool in modern game audio design.

My3uka € BaXJHMBUM €JIEMEHTOM BIJIEOIrOp, 3AaTHUM CTBOPIOBATH aTMO-
chepy Ta MiICUITIOBaTH €MOLIIMHUI BIATYK rpaBus. OnHaK, KpIM MY3UKH, Bax-
JIUBY POJib Y 3ByKOBOMY O()OPMJIEHHI BIJICOITOp BiJIrpa€ TaKOX THUIIA, KA € Uy-
JIOBUM 1HCTPYMEHTOM JIJISl JOCSITHEHHS. KOHKPETHUX eMoliii. BiACyTHICTh 3ByKiB
Yyl MY3MKH MOKE J0JIaBaTU INIMOMHY, HAIpyry y BaXIJIMBlI CLIEHU. 3BYKOBE
oopMJICHHS B BiJI€OIrpax BKIIOUYAE SK MY3HKY, TaK 1 pI3HOMaHITHI e()eKTH, 110
CTBOPIOIOTH 3arajibHy atMocdepy. Tuila, Ha mepummili morisia, 34a€Tbesa Bif-
CYTHICTIO 3BYKY, aji¢ HacIpaB/l II¢ aKTUBHHM €JeMEHT au3aiiHy. BoHa 37aTHa
CTBOPIOBATH TMPOCTIP JJIS TPaBIlsl, BUKIMKATH TICUXOJOTIYHI peaKilii Ta miaTpu-
MyBaTH HEOOX1THUN TEMII 1CTOPI].

VY Garatbox BUMNAJKax THUIIA BUKOPUCTOBYETHCA ISl KOHTPACTY 3 1HIIUMH
€JIeMEHTaMH 3BYKOBOI'O CYNpPOBOKEHHs. BakJIMBO po3yMiTH, 11O TUIIA B KOH-
TEKCT1 My3UYHOT'O CYIIPOBOJIY HE € MPOCTOIO BIICYTHICTIO 3BYKY, a CIELiaJIbHUM
ITHCTpYMEHTOM 1Ji1 (OpPMYBAaHHS OYIKYBaHHA a00 NIJCUJIEHHS €MOLIMHOIO
edexry.

Tuma Moke MaTu 3HaYHUN NCUXONOTTYHUI edekT Ha rpasud. Komu mysu-
Ka Ta 3BYKOB1 €()EKTH 3HUKAIOTh, LI€ CTBOPIOE BIAUYTTS MOPOKHEU1, OUIKYBaHHS
abo HaBITH CTpaxy. B Takux MOMeEHTax rpaBellb MOXe B1IYyBaTH CBOIO 130JIbO-
BaHICTh B1J HABKOJMILIHBOTO CBITY. BiICyTHICTH 3BYKIB MOXe OyTH BUKOpPUCTA-
Ha I TOro, HI00 aKIEHTYBaTH yBary Ha 1HIIMX aclleKTax I'pu — HallpUKiIajl, Ha
BI3yaJIbHUX JCTaNAX, (PI3UUHOMY OTOUYCHHI UM €MOLIIMHOMY CTaH1 IePCOHAXIB.

3 TOYKHM 30py ICHUXOJIOTii, TUIIA MOKE€ MiJABUILYBAaTH PIBEHb CTpPECY, 3MY-
IIYIOUM TpaBlld BigdyBaTu cebe Oinbin Bpa3inuBuM. Lle 0coOIMBO BaKIMBO Y
YKaHpP1 XOppop, /€ THILIA Mepe]] MOSBOI0 HEOE3MEKU MOXKE 3HAUHO MOCUIUTH BIJI-
YyTTS TPUBOTH. 3 1HIIOTO OOKY, Y CHOKIMHHUX CIE€HAX THILA JO3BOJISIE IPABLEBI
«repeBapuT» 1HPOpMaIlito, 0 HAAXOIUTh, 1 30CEPEUTHUCS HA EMOLIISX Tepco-
Hax1B. Ponb TUII 3MIHIOETBCS 3aJ€XKHO BiJ JKaHpPy TpU. Y KOXKHOMY BHIIAJIKY
BOHA BUKOHYE Pi3Hi (DYHKIIIi, CIPSIMOBaHI Ha CTBOPEHHS MOTPIOHOTO eMOLIMHO-

ro BIATYKY Y T'paBIIsl.
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OxpiM XyT0KHBOTO Ta TICUXOJIOTIYHOTO BUKOPHUCTAHHS THII, BAXKIUBUM €
il TexHiuHa peamizamis. Cy4acHi BiACOITPU BUKOPUCTOBYIOTh CKJIATHI CUCTEMH
3BYKOBOTO JM3aifHy, 10 JO3BOJIAIOTH IHTErPyBaTH THUIIY B ITPOBHM Mpolec.
Binowmi irposi pymii, sk Unreal Engine abo Unity, 703BOJISAIIOTh AMHAMIYHO
3MIHIOBATH MY3UYHHI CYIIPOBIiJ, CTBOPIOIOYM MOMEHTH aOCONIOTHOI THII IS
IIOCUJICHHS BIUIMBY Ha PABLISL.

30KkpeMa, alaliTUBHI 3BYKOB1 CUCTEMHU MOKYTh PEr'yJIIOBAaTH PIBEHb MY3UKHU
Ta e(eKTiB, BKIIOYAIOUd MOMEHTH THIII MEpe] BOXKIMBUMH MOJIAMHU a00 IS
aKIEHTYBAHHs yYBaru Ha MEBHMX acliekTax rpu. Lle no3Bossie rpaBuio BiAUyTH
3aHYpPEHHS B IPY, KOJIM 3BYKOBE CEPEIOBUIIIE 3MIHIOETHCS 3aJI€KHO Bl TOTO, 1110
B1/10yBa€ThCS HA €KpaHi.

Tuma Moxe MaTH pi3HUIN BIUIMB Ha IPABIIB 3aJIEKHO BiJI iX TOCBILY Ta TH-
ny rpu. Hampuknaza, 1y XapAKOpHUX T'PaBIliB THUIIA MOXE CTBOPIOBATH JI0/1aT-
KOBY Hampyry, 110 JI03BOJISIE BIIUYyBAaTU OUIBIITY BIAMOBIAIBHICT 32 IPUHHATTA
piieHs adbo MIJCKIIIOE TXHIO BIIEPTICTh Y OOpPOTHOIL. Y CBOIO Uepry, /il HOBAUKIB
abo THX, XTO Tpa€ Uil BIAMOYMHKY, MOMEHTH THII CIYXaTh ISl CTBOPCHHS
CHOKIMHIIIOT aTMOc(epH, 10 JO3BOJISIE 30CEPEIUTHUCS HA Tpl, O€3 HAIIPYTH.

Tuma € TakoX BAXKIUBUM I1HCTPYMEHTOM [UIsi PO3BUTKY HapaTHUBY
Bijleoirpu. Y Oarathox irpax, Takux sik The Last of Us abo Metal Gear Solid,
THUIIIa BUKOPUCTOBYETHCS IS M1IKPECICHHSI KpUTUYHUX MOMEHTIB croxkeTy. Ko-
JIM TIEPCOHAXK1 CTHUKAIOTHCS 3 €MOIIIMHO BaKKMMU CUTYallIsIMH, BIJICYTHICTb MY-
3UKH JIO3BOJIAE TPABILIEBI Kpalle MEPEeKUTH 1[I MOMEHTH, BIIUyBalOUMd THUCK
BHYTPIIIHHOTO KOH(IIKTY YU CyM.

SAnoHCHKI PO3POOHUKH YaCTO BUKOPUCTOBYIOTH THIILY B KaHP1 XOPpop, 1€
TUIIA JOTIOMAarae CTBOpUTH aTMocepy Harpyru. B Toii yac, sk 3axigH1 po3po0-
HUKH MOXYTh OUIbIlI€ MOKJIAJaTUCA Ha TUILY B OlJIbllIe eMOLIMHUX MOMEHTaX,
K1 € KpUTUIHUMU JJIs CIOXKETY.

TakuM 4YuHOM, THIIA € BaXJIMBUM €IIEMEHTOM Y MY3UYHOMY CYMPOBO/II
BIJIEOITOp, IKUH aKTUBHO BUKOPHUCTOBYETHCS JIs MIACUICHHS €éMOIiM, CTBOPEH-
Hs1 aTMOCc(epH 1 HarHITaHHA Hanpyru. BoHa ciy>kKUTh KOHTPAcCTOM JI0 My3UYHUX
KOMITO3HUIIIM Ta Ma€ 31aTHICTb MiJIKPECIIOBATH BaXJIMBI MOMEHTH B I'pi.
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