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GAMEPLAY AND ITS MEANINGFUL FULLNESS FROM THE PERSPECTIVE OF
METAMODERN CYBERCULTURE

M. S. Melnichuk*

The article is devoted to the study of the place and role of video game culture in the context of the
metamodern trend; its meaningfulness and prospects in the perspective of the challenges of today's
realities. On the one hand, video games are a product of neoculture, which is at the post-classical
stage of its development, associated with a new type of rationality and metamodern philosophical
discourse. On the other hand, video games as new media possessing symbolic, myth-making power
and involving the subject in their space, in their own setting, activate archaic semantic layers. Video
games have a significant impact on the mass consciousness, forming ideological and value-meaning
attitudes, and can be studied as a product of mythmaking and mythodesign. In our research, we
aim to explore video games as a neocultural phenomenon in the context of the post-neoclassicals
present.

The author of the article explained that video games are an integral part of modern culture and
perform constructive functions in it: they provide an opportunity to replace destructive behaviour
with a socially acceptable form of play;they contribute to the symbolic satisfaction of a number of
social needs (recognition, self-affirmation, power, etc.); video games provide an opportunity to
construct the desired identity under the conditions of information culture. This is their therapeutic
role in the situation of constant transformation of the surrounding reality, fierce competition of
individuals, tendencies towards total supervision and regulation of social relations.

The complex techno-cultural nature of the object studied in the article requires a wide range of
methodological techniques. In our scientific research, we used both general philosophical and
cultural methods of research, the comparative-historical method, hermeneutic analysis, and
methods of applied anthropology.

The phenomenon of video games was investigated by us as a product of the demands and
challenges of post-non-classical neoculture, which reflects its main characteristics and the
experience of the worldview of a modern person. We have accepted that video games as a
neocultural phenomenon demonstrate the following features of post-non-classicism: eclecticism, the
use of bricolage techniques, symbolism, co-creation and non-linearity.

In our research, we came to a conclusion about the importance of video games as a socio-cultural
phenomenon, which has become a type of digital art and sport, which has contributed to the
emergence of new forms of social organization and communication precisely because of its symbolic
content and setting content; is the originator of many forms of game-related subcultural phenomena,
gamification practices and specialized research programs.
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TEUMIIAEN TA HOT'O CMHCAOBO-3MICTOBA HAITOBHEHICTD B PAKYPCI
KIBEPKYABTYPH METAMOJAEPHY

M. C. MeABHHYYK

Cmammsi npucgsueHa OOCNIOIKEHHIO MICYst ma poJi 8i0eoizopogoi Kysiemypu 6 KOHmeKcmi
mpeHoy memamoOepHy; i cMUCI080] HANOBHEHOCMI Ma nepcneKkmue 8 paKypcli 8UKIUKIE peanili
Cb0200€eHHs. 3 00HO020 060KY, 6i0eoiepU € NOPOOIKEHHSIM HEOKYAbmypu, W0 3HAXOOUMbCS HA
NOCMHEKNACUUHOMY emani €8020 PO38UMKY, NOBSI3AHOMY 3 HOBUM MUNOM PAUIOHANTLHOCMI ma
ginocogpcorum ouckypcom memamooepHy. 3 iHwozo0 60Ky, 8ideoizpu sk HO8L Media, U0 80100itoMmb
CUMBOIMHON0, MIGPOMEOPUOI0 CUMO Mma 3anyuarome cyb'ekma 00 c8020 Npocmopy, Yy ceiil enacHull
cemuHz, npueoosms Yy 00 apxaiuHi cemaHmuuHi naacmu. Bideoizpu maroms 3HAQUHUT enaue Ha
Mmacoey ceidomicmb, popmyrouu 0eliHi ma UIHHICHO-CMUCA08L YCMAHOBKU, | MOXKYymb bymu
docnioxKeHl sik npodykm migpomeopuocmi ma migpoousaiiny. B Hawiili Haykosill po3gioui mMaemo Ha
Mmemi Oocnidumu 8ideoizpu K HEeOKYAbMmypHUllL peHOMeH Y KOHmMeKcmi NnOCMmHEeKAACUUHOZ20
Cb0200EHHSL.

Asmopom cmammi eKCnuKo8aHO, WO 8I0eo0i2pU € Hegi0' eMHO UACMUHONW CYUACHOI Kyabmypu i
BUKOHYIOMb Y HIill KOHCMPYKMUBHL QYHKYI: B0HU HAOAIMb MONJAUBICMb 3AMIUEHHS
decmpyKkmueHoi NOBEOTHKU COUIAIbHO NPUUHSAMHOK (QOPMOI 2pU; CNPUsIOMb CUMEBOSLIUHOMY
300080/1CHHI0 HU3KU COUIAaNbHUX hompeb (Y 8USHAHHI, caMOCmeepOreHHI, 8/1a0l mouio); 8ideoizpu
Hadaroms MOXKAUBICMb KOHCMpyroeamu b6axkaHoi i0eHmuuHoCmi 30 YMo8 IHPOPpMayiliHoL
Kyaemypu. Y ubomy nossieae ixHs mepanesmuuHa poab Y cumyauyii nocmiliHoi mparcgopmayii
HABKONUUWHBOL peaibHOCMI, HKOPCMKO! KOHKYpEHUIl iHOU8i0ie, meHOeHUIli 00 momanibH020 HARAS0Y
ma pezysto8aHHSs. CYCNLTbHUX IOHOCUH.

CrnadHulli. mexHOKYynibmypHUilL xapakmep 0ocnioxKysaHozo Yy cmammi ob'ekma nompebye
WUPOKO20 cneKkmpa mMemoo0osl02iMHUX npuliomig. B Hawili HayKoe8ill po3e8ioyi MU 8UKPUCMO8Y8ANU SIK
3a2a1bHOPILIOCOPCOKI MAK | KYAbMYPONO2IUHI MeMOOU OO0CNIONEHHS, NOPIBHATbHO-ICMOPUUHUTL
Memoo, 2epMeHe8MUUHUT aHai3, Memoou NPUKAAOHOL /1000102,

deHomeH gideoizp 00CMONKEeHUU HAMU SK NPooyKm eumoz ma SUKIUKIE NOCMHEeKIACUUHOL
HeoKyibmypu, wo 8i0obpariae OCHO8HL il xapakmepucmuku ma 00c8i0 ceimogiouymmst CYUacHoi
JUHOOUHU. HAMU 3AAKUEmO8aHO, WO 8i0eoi2pu Ik HEeOKYNbmypHUll peHOMeH O0eMOHCMPYmb Mmaki
pucu NOCMHEKNACUKU: eKJAeKMUUHICMb, BUKOPUCMAHHS MexXHIKU OpUKoONaoKY, CUMBONI3M,
cniemeopuicms ma HealHIlHICMb.

B Hawili HayKoeill po36ioyl Jililuiu 8UCHOBKY U000 3HAUYULOCMI 8i0e0izp SIK COUIOKYIbMYPHO20
¢eHomeNy, wo cmas 00 mMenepillHb020 Uacy 8UOOM UUPPO8020 MUcCmeymaea ma cnopmy, Wo cnpuse
nosigl HO8UX @OpM COUIANbHOL OpeaHI3auii ma KOMYHIKAUI came 3a80saKU CE0illi CUMBONIUHIl
HaNno8HeHOCMI ma CemuH2080MYy 3Micmy; € nopoorkysauem 6e3niui opm HABKOIORPOBUX
CYOKYNbMYPHUX A8UUL, NPAKMUK 2eliMipiKayii ma cneyianizo8aHux HayKo80-00CIOHUX NPOZPAM.

Knrouoei cnoea: cumeosn, cemuHe, 8i0eozpa, MemamoOepH, CUMBON, NOCMHEKAACUUHA
KYaoemypa, 2pa, 6puKonai, CUMEONIZM, HApaAmMue, HesliHIHICMb, Cniemeopuicmo.

Formulation of the problem. From the beginning of their formation, the
the second half of the last century, the games had an entertaining character,
active penetration of computer and but later they were destined to outgrow
digital technologies into the culture and this format and declare themselves as a
everyday life of a person began, which multifaceted and polyphonic
significantly transformed the appearance phenomenon. We believe that in the
of many traditional cultural forms and modern world they contribute to the
practices.It was at this time that the generation of new socio-cultural
phenomenon of video games emerged as practices and the expansion of the
a kind of virtual-digital screen culture. At boundaries of anthropological identity,
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they become a space for the explication
of a renewed understanding of creativity,
life, freedom, artistic and aesthetic
values, cultural and ethical meanings.

The relevance of this problem lies in
the fact that, having appeared relatively
recently, video games quickly became a
significant segment of the leisure sphere.
They changed behavioural skills and
gave birth to new traditions, influencing
the structure of society. The emergence
of scientific interest in computer games
and the changes they bring to the
cultural and social spheres begins at the
end of the 20th century. However,
serious scientific results revealing the
essence of this phenomenon have not yet
been developed. There are works in the
fields of psychology, sociology, which try
to establish the status of computer
games, however, there is no global study
that approaches computer video games
from philosophical and cultural and
anthropological positions.

The degree of development of this
problem. Computer video games are a
relatively new field of research and
practice. Beginning with the end of the
20th century, the first attempts to
understand computer video games were
made. Despite the high rate of spread,
this phenomenon has not been studied
in depth enough. The largest amount of
research devoted to virtual computer
games has been done in the United

States and  Western Europe in
connection with the most developed
industry of computer games.In

connection with the absence of such a
developed media entertainment industry
on the domestic territory as in the West,
the study of computer games in terms of
the scope of the work performed is not
yet as large as in the countries of the
Western world. When studying this
problem, it is worth focusing on the
works of Johan Huizing (describes the
space of human activity and culture as
an immense playing field, as a
comprehensive way and universal
category of human existence.); K. Squire
and J. Bogost (emphasis on the use of
game culture videos in the learning
process); K. Kull and T. Maran (problems
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of semiotics in the modern world). Also,
in our research, we relied on the works
of A. Koron, B. Jason, etc. Among the
modern Ukrainian researchers who
showed their scientific interest in
gamification, especially in the
perspective of education, it is worth
mentioning O. Tkachenko, A. Tokareva,
O. Horban.

Most of the research conducted on the
subject of computer games examines
them from the point of view of
technological and digital aspects, and
not from humanitarian aspects - that is,
from the point of view of the genesis of
this object, its content and influence on
modern culture. The main approaches to
the study of computer video games in the
focus of Ukraine from a humanitarian
point of view are psychological. They
study the formation of addiction to
computer games and the psychological
prerequisites for the game process.

The goal of our research is to analyze
and explain the phenomenon of video
games as a phenomenon of the modern
world in the focus of metamodernity; as
a result of the challenges of compliance
and the rapid development of
nanotechnology in the perspective of the
information society. Also, let's focus our
interest on the study of the imagery of
the setting and the semiotic content of
the video game neoculture.

Presenting main material. Today's
realities pay more and more attention to
computer technologies, which to one
degree or another directly or indirectly
affect human life. Computer games are
one of the rapidly developing areas of
computer technology. The video game
helps modern man to try to find answers
in deep philosophical questions of
freedom, good and evil, love, suffering,
war and peace, as well as to realize his
creative abilities. A number of works
were devoted to the cultural and
psychological aspects of video game
culture, which is directly related to the
perceptual perception of an alternative
reality and its impact on the cultural and
mental content of a person.However, in
addition to these aspects, one more -
symbolic one can be highlighted. It
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consists in the semantic vision of
computer reality and the perception of
sacred signs and symbols encrypted in
the game.

The semantic aspect is closely related
to the cultural aspect, since any symbols
originate in culture, and the prototypes
of signs in computer games are actually
existing or invented objects of reality,
that is, the symbolism of computer
games is not separated from real life, but
takes into it has its beginning. There is
no game where the symbol was invented.
Even the monitor screen is a kind of
portal into another reality. This window,
which "screens" virtual reality, has the
property of magically transforming the
desired into the real, the fantastic into
the real.

For the most part, modern games rely
on the symbolism of religions, occult
communities, and ancient beliefs. It
happens that objects of nature become
the symbol of a computer game. For
example, in the series of games Obscure
I, Obscure II, the main symbol is a
flower.In general symbolism, the flower
has a positive connotation, although
there is another interpretation of this
symbol. His dualism consists in the fact
that, on the one hand, the flower
personifies perfection, kindness, youth, a
symbol of nature, as well as death,

rebirth and brevity of existence. The
latter value is best suited to the
interpretation of the entire game,

because the player must survive each
level and fight monsters until he reaches
the flower. The red flower, which is
characteristic of this series of games,
symbolizes the fragility of existence, the
blood of the deities and the fleetingness
of time. And again, we can trace the
reflection of symbolism in the plot itself.
The peace and tranquillity of the
American college was so disturbed that
its students began to turn into monsters,
that is, the existence of one being was
interrupted.

The symbolism of computer reality
depends entirely on the plot of the game,
and sometimes on the directed actions of
the player. A vivid example is the symbol
of the crow in the game of the genre of
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interactive cinema "Fahrenheit: Indigo
Prophesy". Its interpretation can be
based not only on the plot, thus giving a
negative colour, but also on the vision of
the unreal world of the player, thanks to
the plot platform, the location aspect.
When it comes to video games, the word
"setting" comes up quite often. This term
comes from the English word setting —
"premises, setting" — and, according to
one definition, means "the time, place
and circumstances in which events
develop" [9]. In the context of video game
culture, the setting is the environment in
which the action takes place. It is he who
determines the time period, the
environment and the basic rules by
which the game world of the cyber
underworld works [22]. Considering the
fact that the more the player is
surrounded by a new reality, the more he
is absorbed by the story setting, the
more symbolic signs he is able to
distinguish.So, if we talk about the
symbolism of the raven in the context of
the plot, it can be associated with the
kingdom of the dead and with the earth,
but at the same time also with the sky.
Therefore, the raven is given the function
of a mediator between the three worlds
and is attributed with wisdom and the
ability to predict.His image is associated
with misfortune and death. This is the
main setting idea — to the maximum,
using the imagery and symbolism of the
gameplay, to immerse and dissolve the
player in the "reality" of the presented
cyberspace.

Many video games assume symbolism,
which can be carried out on different
levels — semantic, narrative, figurative-
visual, intertextual, etc. In general,
nowadays psychoanalysis often uses
mythological plots to interpret its ideas,
which was written by P. Ricker [8]. In
video games, psychoanalytic ideas are
actively used in the structure of the
narrative and the images of the
characters.Take the game Silent Hill 2
(2001) as an example. The main
character — James Sunderland - comes
to the gloomy town of Silent Hill, having
received a letter in which there is a
possible meeting with his wife named
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Mary. However, as it turns out, his wife
died three years ago and it is not clear
who is the author of the letter. After
arriving in the city, strange events begin
to happen to the hero.He meets a girl
named Maria, who looks a lot like his
dead wife, but she works as a stripper at
a local club. Later, various monsters
begin to appear on the streets of the city,
with which the main character begins to
fight. And gradually it becomes clear that
the city itself chose James in order to
make him suffer (after all, he killed his
sick wife three years ago, unable to see
her suffering, and after that he lost his
memory).In the city, James meets people
who have also committed crimes under
the influence of circumstances, and the
city makes them suffer. Here we meet
Angela, a girl who killed her father, who
raped her.James saves her from a
monster (Abstract Daddy), which looks
like two bodies covered in flesh, whose
movements resemble sexual intercourse.
Classic psychoanalytic plots referring to
children's psychological trauma are
evident here. James meets Eddie
Dombrowski — a guy who suffers from
excess weight and believes that he is
laughed at and mocked by others. Eddie
meets James with a gun in his hands
and surrounded by dead bodies, trying to
reassure them that he wasn't the one
who killed them.It becomes obvious that
monsters are a projection of fears,
negative emotions and unconscious
desires. So, for example, James meets
such monsters as a Mannequin, which
are creatures made of two pairs of female
legs; a nurse (Zombie Nurse), who
embodies a female image in the form of a
nurse with bloody bandages wrapped
around her head, hiding her face. These
monsters reflect the repressed erotic
desires of James, whose wife has been ill
for a long time, and at the same time
refer to the meanings associated with the
loci of illness and the hospital [6]. It is
interesting to note that mostly monsters
are creatures made up of human body
parts. We could say that psychoanalytic
images are manifested here, referring to
the ideas of J. Deleuze and F. Guattari
about the "body without organs" [14]. It
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is difficult to say whether the developers
thought about such ideological parallels
or not, but the video game itself quite
adequately reflects the post-classical
attitudes and  reinterpretation  of
psychoanalytic plots: projections of one's
internal topology of desires and fears
onto the topos of space, the idea of the
traumatic nature of reality as such.
Neomythologism as a  creative
borrowing and processing of images of
classical culture and mythology, their
eclectic combination and remelting into
new artistic forms becomes one of the
significant characteristics of modern
culture. Modern visual culture, using
collage and eclecticism, constructs a
neomyth that refers us to myths, fairy
tales and other genres of literature and
theatre [16]. Eclectic here is consistent
with the archaic method of bricolage.
K. Lévi-Strauss described bricolage as a
kind of logical way of establishing

meaningful relationships between
phenomena, which contributes to solving
fundamental contradictions,

characteristic of mythological thinking.
The bricoler creates a new semantic and
figurative unity based on the already
existing set of means and tools,
conducting a kind of inventory [16].
Researchers have also discovered the
effect of such bricolage logic in modern
art, where artistic bricolage allows
building "a field of blurred meanings
around a common semantic core" [18:
154] and finds its mark in collages,
assemblages, installations, readymades,
etc.

Modern video games (primarily in the
genres of Fantasy and Adventures) in
their setting conduct a kind of game with
a mythological archaic content. A similar
example of layering and bricolage can be
the games of The Elder Scrolls series,
where in the visual plan there are
examples of architecture that draw a
vector to Gothic, Romanesque styles and
Greek classics, and in the plot and game
narrative there are ideas of the repetition
of the historical process and the idea of
combining the past and today's.Here we
can also find a reference to Christianity,
a reinterpretation of  Augustinian
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projective metaphors in which history is
like a flying arrow, together with the
ideas of the cycle reflected in Stoicism
and Nietzscheanism. In the dialogues
and monologues of the heroes, if you
carefully analyze them, you can find a
combination of the ideas of Stoic
philosophy and neo-Kantianism, and
even some modern constructivist views.
In general, many games of the RPG genre
eclectically combine figurative, value-
semantic and cultural-historical layers of
different eras together, creating their
own virtual whole, the space of a new
myth, in which the action of the game
takes place. As a rule, the mythology of a
certain people is not present here in its
pure form, it is subject to creative
reinterpretation and change and only
refers us to well-known mythological
images and plots. In addition to using
archetypal elements, video games also
produce acrotypical images of mass
culture, transforming traditional
mythological images and weaving them
into a mosaic picture of the world of
modern man. Acrotype images are
correlated with the modern vision of the
hero and the heroic in the conditions of
mass culture. Such, for example, are the
images of a superhero, a soldier of
honour, a cool macho, a fatal beauty.
Examples of games exploiting similar
templates are the Resident Evil, Far Cry
game series [1].

Ideas of the author's co-creation and
the concept of an open work "which is
determined by the "field" of wvarious
interpretive  possibilities" [14], the
transfer of the narrative centre to the
reader, the combination of episodes
accessible to the average consumer and
the presence of deeper meanings, the
actualization of which requires a fairly
high degree of erudition and intellectual
cultures are fully manifested in modern
video games, which allows us to consider
them as a product of post-non-classical
culture.Traditionally, works of cinema
and literature do not assume such
interactivity and active intervention of

the subject. Here, the reader's
participation is limited to trying to guess
the key ideas, make evaluative
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judgments, actualize certain interpretive
perspectives. Video games are a new
medium that creates a type of narrative
in which interactivity and the subject's
freedom of action are key. E. Aarset
understands video games as a text in a
broad sense, as a cybertext, a form of
ergodic literature.In the work "Cybertext:
perspectives of ergodic literature", he
introduces the term "ergodic literature",
which requires a non-trivial effort from
the reader for its reading [11: 77]. If in
classical novels the reader only needs to
slide his eyes through the pages of the
book in the correct order, then the plot of
ergodic literature must be built by the
reader himself. Many video games have
the features of ergodic literature, since in
them, in order to gain access to the
development of the plot, it is also
necessary to make various efforts, to
perform physical actions that directly
affect the development of the game. Each
user gets a different result, which
depends on the choice. Cybertext is a
text that is directly influenced by the
user, while remaining a consumer of the
text.

E. Aarset  writes that if  the
interpretation of the written text occurs
in the subject's head, then the cybertext
user controls the text directly. It
produces a  difficult hermeneutic
interpretation of the text, but actually
creates a new text, physically,
influencing and transforming textual
structures. Thus, the meanings
embedded in the works of literature and
cinema, the emotions that the subject
feels from  their perception, his
interpretation  options are largely
determined by the author, while in video
games the player constructs his own
meanings and experiences during the
game. In some video games, the player
needs to complete the meaning and plot
himself. So, for example, in the Dark
Souls series of games, the player has to
build the plot in many ways on his own,
focusing on small amounts  of
information provided through the
dialogues of the characters during the
gameplay. The developers even released
a special encyclopedia in which
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information about the plot and
characters is presented — an interesting
phenomenon in itself - a kind of
narrative about a narrative.In some
ways, it resembles the literary
experiments of U. Eco, who wrote the
intellectual novel "The Name of the Rose"
[11: 44], and then released "Notes in the
Margins of "The Name of the Rose" [11:
45|, which are a kind of reference book-
guide to the mnovel, which explains
complex passages and various references
to historical and philosophical plots that
are not entirely obvious to the
inexperienced reader.The choice itself,
which many video games offer, often
does not imply the existence of a certain
"correct" option. In games, we encounter
the relativity of the categories of good
and evil. This can also be correlated with
the teachings of post-non-classical
culture related to moral relativism.
Moreover, this relativism turns out to be
filled with a kind of ‘existential
specificity”", the need for action, which
involves the development of the
dynamics of the game, and not abstract
evaluative considerations without the
need to perform specific actions.

Video games as new media involve the

subject in the process of creating
meanings and knowing reality. In them,
the audience becomes a  direct
participant, actively uses the
instrumental capabilities of modern
information and communication
technologies. As a result of wuser

manipulations, the very structure and
form of organization of information,
images, objects and text changes. The
creativity of the players themselves is
built into the structure of the gameplay.
K. Kremin explores video games as a
form of art that is created by developers
and players who "enliven" the game [14:
58]. He points out that we don't just play
video games, we create them in the
process. Based on the works of
J. Deleuze and F. Guattari, K. Kremin
considers video games as an artistic form
for which the action itself becomes an
integral part of aesthetics and which is
characterized by the immersiveness and
interaction of its various elements
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(players, avatars, game objects).He writes
that the player, holding the controller in
his hands, becomes part of the "machine
assemblage", expanding in this way to
what is happening on the screen. We
expand the limits of our physicality with
the help of video games, investing in
them our powers, skills, actions, feelings
and emotions, etc. And this is the main
thing that distinguishes video games
from other art forms - the aesthetic
component of video games is realized
only in the process of the game itself and
with the participation of players [14: 63].

M. McLuhan also noted that electronic
media, being an extension of the nervous
system of a modern person, make him
an active participant in the
communication process. So, for example,
the viewer engages in a constant creative
dialogue with the image on the screen.
Electronic media return man to a tribal
state in which myth reigns. Based on
M. McLuhan, we can say that today the
new tribal community of electronic
culture, united in one network, makes
the subject not just an active consumer,
but also a creator, which video games
clearly demonstrate. The strength of
modern mythmaking, according to
M. McLuhan, lies in the rejection of
electronic media as mythical forms by
the consumer in favor of the producer.
"The viewer or reader must now be the
creator" [17: 345]. Thus, we can consider
video games as a phenomenon of
metamodern culture, involving the
audience in the creative process, which
is a new mythological dimension.Non-
linearity as a key characteristic of the
post-non-classical type of rationality is
consistent with modern information and
communication technologies and global
society. Irreversibility, disequilibrium,
non-linearity create order out of chaos in
the new unstable world. Non-linearity is
a feature that brings together video
games and post-neoclassical scientific as
well as philosophical ideas.In modern
video games, these ideas are realized in
the non-linearity of the narrative and
gameplay. Of course, we can find video
games with no narrative at all, and with
a rigidly set plot line, the change of
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which is almost impossible to influence.
However, often in video games, especially
in the RPG genre, there are branching
storylines, many alternate scenarios and
quests that can be completed in almost
any order and at any time. Games with
an open world (Grand Theft Auto III,
2001) and sandbox mode (Minecraft
series of games), in which the player can
act freely by following or disabling game
objectives or building them
independently, most fully embody the
principle of non-linearity.

Conclusion. The inexorable present
calls into question the basic
assumptions of classical culture about
the universality of truths and laws of
existence, undermines the traditional
opposition between the possible and the
real, and carries out the successive
destruction of the subject opposition and
each of its components. This leads to a
fragmented world of metamodern culture
with its eclecticism, polyphony,
polysemanticism, multi-layeredness and
the possibility of combining the
incompatible according to the principle
"everything is allowed". Today's culture is
quite complex and multi-layered, its
phenomena contain many layers of
meaning and interpretive perspectives.As
an example, we can cite modern art,
which involves different semantic
readings and provides an opportunity for
in-depth interpretation, relevant to elite
intellectual circles, and at the same time
refers us to the life experience and
common ideas of the information space
of an ordinary consumer of mass
culture. Modern visual culture and
modern art demonstrate these features
to us quite vividly.

Video games are a vivid phenomenon
of metamodern culture, in which its
main imperatives are manifested. We
considered the reflection of only a few
features of neoculture (eclecticism and
bricolage, symbolism, co-creation, non-
linearity) in the transcription of video
games. Like other phenomena of post-
neoclassical culture, such as, for
example, modern art, video games are
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heterogeneous with respect to different
levels of semantic content: here,
orientation towards the mass consumer
can coexist simultaneously with the
presence of semantic layers for an

intellectually oriented recipient. Video
games are multi-layered, intertextual
and semantically heterogeneous,

eclectically combining various cultural
elements using the technique of artistic
bricolage. We have also shown that video
games are a new medium that is capable
of forming a neo-mythological space,
building it on the basis of a game with
archaic mythological semantics and
symbolism, and involving the subject in
the creative process. The narrative
component of many video games
assumes a non-linear structure, which
also reveals their belonging to the post-
neoclassic. The presence of complex
narrative changes in games is most often
associated with the need to solve moral
dilemmas, the essence of which is
correlated with the moral relativism of
metamodernism in general. The
interactivity, non-linearity,
immersiveness of video games, the
presence of bifurcation possibilities
within the framework of the gameplay
make the game a vivid phenomenon of
modern culture. The complex narrative
device is often consonant with
symbolism in its various manifestations
(setting, player actions, characters, topos
of space and chronotopes), which often
resonates with psychoanalytical trends of
thought that have become an integral
part of the modern cultural space,
attention to the "reification" of the world,
all this is also an integral part of the
content of modern video games. The
content-semantic aspect is the broadest
and multifaceted. It contains not only the
idea of the game itself, its basis, but can
also be transformed under the actions of
the player to acquire a positive or
negative color. In most games, you can
identify a leading character that appears
throughout the game and is the link
between the player and the story.
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