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KVIBTYPOJIOI'TYHI ACIIEKTH BIZIEOITOP Y COITIAJIBHOMY KOHTEKCTI

Memoro cmammi ¢ 6uAGIEHHA MA AHATI3 KYTLMYPOLOIUHUX ACHEKMIE 8i0€0ieop Y COYIaTbHOMY KOHMEKCMI, 30cepeo-
JHCYIOUUCH HA IXHIU PONE K THCMPYMEHM) COYIOKYIbNYPHOT 83AEMOOTT, 3HAKOBOT KOMYHIKAYII ma NepcoHalbHOI 3ay4eHoc-
mi. ¥ pobomi Oyde docriddcero, AK ideoicpu He e 8i000PaANCAIOMb CYYACHT COYIaNbHI meHOeHyil, ane i aKmugHo ix
Gopmyiombs, uCHynaiouy NOBHOYIHHUM NPOCMOPOM 051 (POPMYBAHHS HOBUX 3DA3KIE NOGEOIHKU, PO3YMIHHA CNiTbHOMU,
ioenmuunocmi ma yinnocmeu. Ocobausull akyenm pooumvcst Ha BUGHEHHT MEXAHI3MIG KVIbIYPHOI nepedaui uepes i2posi
NPAKmMuKY, aHaizi cnocobie nodyoosu GIPMyarbHux CRiibHOM Ma 00CTIONCEHHI NPOYecie CUMBONTUHO20 0OMINY 8 Yugpo-
8ux iepogux npocmopax. Memooonozia 0ocniodxicentss 0a3yeMbCs KA MIHCOUCYUNTTHAPHOMY NiOX00i, w0 06 €OHYyE Kyib-
Myponociunull, coyianvro-ginocoghcokull, mMedia-ananimuunuil ma i2posuil aHanis. Bukopucmano memoou cmpykmypHo-
CeMIOMUUHO20 AHANIZY OISl OOCTIONCEHHS 3HAKOBUX CUCTEM 8I0€0i20p, (heHOMEHON0IUHUL NIOXIO Oi 6UBUEHHS 00CBI0Y
eelimepis, a maxoxc iHcmpymeHmu yugposoi anmpononozii 01 aumanizy ounaiu-cniteHom. Ocobnusa ygaea npuoiiena
efleMeHmam pumyanizayii, HaApamueHoi CMpPyKmypu, eMOoyiliHill 3a1yueHoCcmi ma Ou3aiHy inmepgericy sk paxmopam, wo
BUBHAYAIOMb 0COONUBOCI 12D06020 Q0CBI0Y. [[0CIIONCEHHS MAKOJIC BKIIOYAE AHAI3 KOHKPEMHUX 12POBUX NPOEKMIE, SIKi
O0eMOHCIPYIOMb PISHOMAHIMHI MOOeTi KyIbmypHoOi 83aemo0ii ma coyianvroco eniuey. Haykoea nosuzna oocnioxycenms
NONAAE 8 KYIIbMYPOLOSIYHOMY NePeoCMUCTIeHHT 8i0e0ieop K CAMOCHINIHO20 AGUA YUPPOBOT KYIbMYPU, 1O MAE GIACHY
J02IKY, cemiomuxy ma coyiansry cuny. Haconoweno, wo gioeozpa nepecmae ymu auuie 3acooom po3eazu ma nepemeopio-
€MbCA HA (PopMY KYABIMYPHO20 BUCTIOBTIOBANHA A HAAMPOpMY 015 coyianbHozo modentosans. Bnepuie npononyemocs
KOMNJIEKCHA MUNON02Is KYIbMYPHUX QYHKYIU 8i0€0icop, w0 BKII0OYAE OCGIMHIO, COYIANI3aYiliHY, mepanesmuyny ma Kpe-
amueHy CKIa008i. Y 6UCHOBKAX NIOKpecToeEmbCa, wjo 8i0eoiepu 8UCMYNAIOMb AK HOBUL MUn KyIbMypHo2o K00y, AKUl
OXONTIIOE AK eCemuyti, max i CoYianbHi KOMROHEHMU, 00380NAI0UU 2PABYI0 He NPOCHO CHONCUBAMU KOHMeHMm, a Ul Opamu
yuacms y npoyeci meopeHHs 3HaveHs i 63aemodii 6 yugposomy cepedosuwyi. OOTPyHMOBYEMbCA HEOOXIOHICIb PO3POOKUL
HOB0I Memo00102iuHOT napadueMu 0718 BUEYEHHS IHIMEPAKMUSHUX Medid K NOBHOYIHHUX KYIbIYPHUX S6ULY, 30AMHUX GHIU-
samu Ha OPMYBAHHS CYUACHOT YUBINI3AYIIHOT MOOeNi ma 3MIHY MPAOUYILHUX (POPM COYIOKYIbIYPHOI OpeaHizayii.
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CULTURAL ASPECTS OF VIDEO GAMES IN A SOCIAL CONTEXT

The purpose of the article is to identify and analyze the cultural aspects of video games in a social context, focusing
on their role as a tool for sociocultural interaction, symbolic communication, and personal involvement. The paper will
explore how video games not only reflect modern social trends, but also actively shape them, acting as a full-fledged
space for the formation of new patterns of behavior, understanding of community, identity, and values. Special emphasis
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is placed on studying the mechanisms of cultural transmission through gaming practices, analyzing ways to build virtual
communities, and investigating the processes of symbolic exchange in digital gaming spaces. The research methodology
is based on an interdisciplinary approach that combines cultural, socio-philosophical, media-analytic, and game analysis.
Methods of structural-semiotic analysis were used to study the symbolic systems of video games, a phenomenological
approach to study the experience of gamers, and tools of digital anthropology to analyze online communities. Particular
attention is paid to the elements of ritualization, narrative structure, emotional involvement and interface design as
factors that determine the features of the gaming experience. The study also includes an analysis of specific gaming
projects that demonstrate various models of cultural interaction and social influence. The scientific novelty of the study
lies in the cultural rethinking of video games as an independent phenomenon of digital culture, which has its own logic,
semiotics and social power. It is emphasized that the video game ceases to be just a means of entertainment and turns
into a form of cultural expression and a platform for social modeling. For the first time, a comprehensive typology
of the cultural functions of video games is proposed, which includes educational, socialization, therapeutic and creative
components. The conclusions emphasize that video games act as a new type of cultural code that encompasses both
aesthetic and social components, allowing the player not only to consume content, but also to participate in the process
of creating meanings and interaction in the digital environment. The need to develop a new methodological paradigm
for studying interactive media as full-fledged cultural phenomena capable of influencing the formation of a modern
civilization model and changing traditional forms of socio-cultural organization is substantiated.

Key words: video games, culture, educational games, social interaction, cultural identity, virtual communities, artistic
expression, psychological impact, virtual reality technologies, gaming industry.

AKTYaJIbHICTh TeMH J0CTiIKeHHsA: Y cyyac- 3okpema, Jlxan Ilao (Cao, 2022) po3BuBae
HOMY CBITI BIJICOIrpH BXKE€ JABHO BUHIUIM 3 TiHI ~ KPUTHYHY €CTETHKY I'DH, 3aCTOCOBYIOUM TNOHSTTS
MPOCTUX pO3Bar, MEpPETBOPUBIIMCH HAa MOBHO-  denkbild, mo omucye oOpasz-pozaym. Bin BHO-
L[IHHE KYJIbTypHE sBHIIE. BoHM mocTynoBo gop-  Kpemiltoe TpH KIIIOUOBI CTpaTerii B3aeMoIii 3 ecTe-
MYIOTh HOBi CIIOCOOHM CITUJIKYBaHHS MiX JIFOAbMH,  TUYHHM: KOJICKIIOHED, ITiTYep Ta rpaBelb. Konek-
0OMiHy CHMBOJIAMH Ta TEPEKUBAHHS €CTETUKH.  I[IOHEP BIOPSIKOBYE MPOCTIP, TIITYEP MOPYIIYE
3 po3BUTKOM HUGPOBUX TEXHOJOTIH Ta 3Mi-  TpaBuia, a TPaBellb CTBOPIOE CEHC Y MPOIIECi TPH.
HaMH B METOAAaX KOMYyHikKallii, irpoBi npaktuku lle migkpeciioe, 1Mo Bijeorpa He € 3aBEpPLICHUM
MOYMHAIOTh BUKOHYBaTH (YHKIIi, SKi paHille  TBOPOM, a € BIIKPHUTOI CTPYKTYpOIO, MpH3HAYe-
Oynu TpeporaTUBOI0 TPATUIIMHUX (GOpPM MHC-  HOIO JUIS JOCBiAY Ta peduiekcii.

TEITBA, OCBITH a00 BXOPKCHHS B colliym. Boj- Karamina Sunosikc (Jancsovics, 2022) y ecei
HOUac HayKOBi JdocHipkeHHs Bigeoirop dacto  “Play the art” crBepmkye, Mo yHIKaJIbHICTH Bije-
30CepeIKYIOThCS Ha TEXHIYHUX, IICUXOJIOTIYHUX  OIrop MOJSAra€e B iXHiM IHTEPaKTHBHOCTI, sIKa Ja€
YU EKOHOMIYHWX NHUTAHHAX, 3aJIMINAIOYM IXHIH  TpaBIeBi 3MOTY OpaTH y4acTh Y XyJOKHHOMY TBO-
KyJbTYpPHUH 3MICT Ta COLIaJIbHUN KOHTEKCT Ha  peHHi. Posmmsimaroum irpu Journey, Gris, Inside,
nepudepii. Came TOMy BHHMKAa€ HEOOXIJHICTH  BOHA JEMOHCTpPYE, SK CTHII3allis, CUMBOJIKA Ta
y pPETEeIIbHOMY BUBYCHHI BiJICOIrop SIK SIBUINA, IK€  3BYK ()OPMYIOTh MOBHOI[IHHUN €CTETUYHHUI IMpO-
MO€HY€ KyIbTYpHI, KOMyHIKalliliHI Ta €eMOLIiHI  CTip, € Tpa MOCTae HE 5K Ti0pua, a IK caMozaoc-
ACTEeKTH, BUMAararoud MUKIUCIUILUTIHAPHOTO MiA-  TaTHIH BUJ MHCTEITBA.

XOJy 3 KyJIBTYpOJIOTi4HO1 TOukH 30py. Lle#t minxin EBan loanny Tta Capa Mennok (loannou,
HE TUIBKHU J103BOJIsSIE TiHOIIe 3po3ymiTu poiib rpu  Maddock, 2023) BuBYatOTh BUKOPUCTAHHS HEHPO-
B Cy4yaCHOMY CYCIIJIBCTBI, ajie i BIAKpUBa€ HOBI ~ MepeXX I cTuiizanii 300paXeHb B peaJbHOMY
LUISAXH JUIS y9acTi, CAMOBUPAKCHHs Ta B3aemonii  yaci. Taki TexHOJOrii JaroTh TpaBIEBI 3MOTy HE
B U POBIH KyIbTYDI. TUIBKH cIIOCTEpirary, ayie i OyTu BcepeanHi “kap-

AHaJi3 OCTaHHIX JoCTiIKeHb Ta MyOJdikamii.  TuHW”, 3MiHIOIOUH Ti. Lle Beae mo mepeocMucineHHs
B ocranHi poku cmoctepiraeTbcs naemani Oulb-  Bi3yasbHOI B3a€MOAIi B irpax.

Ui 1HTEpeC M0 BiAeoirop, sIK J0 KyJAbTYPHOTO Cxoxuid miaxig mae nociimpkenns (Bucchieri,
(deHoMeHy, 110 BOJIOZIE€ XyHAOXKHIM MOTEHIIanoM.  Yao, Isenberg, 2024), mo BHBYae IHTErpamio
O1iHKa BiIOIrop MOCTYMOBO 3MIHIOETHCS, BIIKU-  IHTEp(EHCHUX eJIeMEHTIB (KapT, MiJKa30K TOLIO)
JIAI0UM MPOCTE MPOTUCTABIIEHHS “Tpa—MHUCTENTBO”  Oe3mocepeHbo B irpoBwii cBIT. Takwii mimxina
Ta 30CEpPEDKYIOUUCh Ha aHami3i GopM B3aeMofii, CTHUpae MEXi MDK JM3aiHOM Ta (yHKI[IOHAIb-
edexTy i koMmo3uuii y BIpTyaJbHOMY HPOCTOpPI  HICTIO, NIEPETBOPIOIOUM TPy Ha LIJICHE XYyHOXKHE
rpu. AKTyasnbHI JOCHTIDKEHHS MPOIOHYIOTh HOBI  CEpENOBHIIIE.

CIOCOOM PO3YMIiHHS BiICOITOp SK €CTETUYHOTO FOxxka Kansmannerto (Kalmanlehto, 2024) ana-
JIOCBITY. J3y€ pUTM TPH SIK MUCTEUTBO Yacy. Bin nmopiBHIoe
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reiiMIuIeH 3 My3HKOIO, MiJIKPECIIOI0UHU POJIb areHT-
HOCTI — 3IaTHOCTI TPaBLs JiSITH — K €CTETUIHOTO
LEHTPY iIrPOBOTO JTOCBITY.

HOnis Tpau (Trach, 2021) naromomye Ha
HEOOXITHOCTI  KyJBTypOJIOTIYHOTO  BHBYCHHS
KOMIT IOTEPHHUX Irop SK IUIICHOI Ta piBHO3HAYHOT
YaCTUHH KyJIbTYpH. JlOCHiPKEHHS aKLIEHTY€E yBary
Ha MOIIMPEHHI KOMII' FOTEPHUX 1rop, IXHii poi JIs
KyJIBTYPH Ta OCOOMCTOCTi, a TakOX Ha IXHBOMY
BIUIMBI Ha pI3HOMAHITHI AacCMeKTH JIIOACHKOTO
KHUTTS. 3a3HAYAETHCA, 10 MUTAHHS PO3pOOKU Ta
ICHYBaHHSI KOMII FOTEPHHUX 1rop y Cy4acHOMY CBITI
3aJMIIAIOTHCA HECKIHUEHHUM TIOJIeM ISl MTOJallb-
HIMX KyJBTYpPOJIOTTYHUX PO3BIIAOK.

Hacawmkinenp, Onena ['yoeprarop (Gubernator,
2024) pobuTh po30ip 3aXiAHUX METOMIB BUBUCHHS
CYOKYJIBTYp BiZICOIrOp, pO3DISIAIOYH X SK MOJIO-
JKHI KyJIBTYpHI (D€HOMEHH, KOTP1 3MIHIOIOTb KYJIb-
TypHY camoineHTH}ikaIito reiimepis. JLocmiqHurst
MPOBOAMTH KPUTHYHHIA OIS TCHICPHHUX yIIepe-
KE€Hb Y HayKOBUX IpaIiX Ta pO3MIsAgae MpooeMHi
MOMEHTH IFPOBHX CYOKYJIBTYp, BpPaXOBYIOUH
MOTEHIIHHY 3aJICKHICTh Ta HEOE3MeKy 3MilllaHHS
BipTyaJIbHOT PEaIbHOCTI 3 MOBCSAKICHHSIM.

MeTo10 CTATTi € BUSBICHHS Ta aHAII3 KyJb-
TYPOJIOTIYHHUX aCTIEKTIB BiIEOIrOp y COLiaJIbHOMY
KOHTEKCTI, 30KpeMa JTOCITIHKSHHS IXHIX CHUMBOJIiY-
HUX, KOMYHIKaTUBHUX Ta IHTEPAaKTUBHUX (yHK-
i SIK CKJIAJJOBHX CYyYacHOI COIIOKYJIbTYpHOT
B3a€MOIi.

BukJiiax ocHoBHOTro MatepiaJy. Bigeoirpu — e
€JICKTPOHHI irpH, 3aCHOBaHI Ha B3a€MOJIl T'PaBIA
3 TpadiyHUM iHTEpPEHCOM 3a JOIOMOTO TaKUX
MIPUCTPOIB, SIK KOMI FOTEPH, IrpOBi MPUCTABKU Ta
MOOUTEHI Tenedonu. [paBenb MaHIIYJIIOE TIEPCo-
Ha)kaMH Ta 00’€KTaMH Ha €KpaHi i BUKOHYE pi3Hi
3aBJIaHHS BIAMOBITHO JI0 TIPABHII 1 CIICHAPIiB TPH.

Ha nouarky cBoro icHyBaHHS BiI€OIrpH 4acTo
BBOKAJIMCS HOBUHKOIO 1 OyJIM TOMyJISIpHI Tiepe-
BOXHO B IrPOBHX 3ajlaX Ta Ha CIEIialli30BaHUX
npuctaBkax. OHaK TEXHOJIOTTYHHIA Mporpec He3a-
0apoM JI03BOJIUB JieAalli Ol KITbKOCTI JIFOIEH
rpatu y Bigeoirpu Ha [1K i moManiHix KOHCOJSX.

Bineoirpm 4acto KpUTHKyBaldH SIK O€3qyMHE
npoBeZicHHs yacy. OHaK i3 pO3BUTKOM IHAYCTPil
3pocraja i i MoTeHIliiiHa OCBITHS IiHHICTh. Po3-
POOHUKH irOp MOYaM BUKOPUCTOBYBATH IHTEpaK-
TUBHY MPUPOJY BIACOITOP IS CTBOPEHHS I[IKaBUX
Ta OCBITHIX irop.

OcBiTHI irpH, SIKi 3a3BUYail HA3UBAIOTh «PO3Ba-
KAJIBHUMW», CTAIOTh Jenaii nomyaspHimumu. 1i
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irpy TIOEIHYIOTh PO3BAard Ta HABYAHHS, J03BOJIS-
I0YH TPABISIM PO3BUBATH HOBI HABUYKH Ta 3HAHHSI,
po3BaXkarourch. Bix mMaremMarMuHUX 1 MPUPOAHU-
YHUX ITOp O BUBYEHHS MOB Ta ICTOPUYHHUX CHMY-
JSATOPIB-BIICOITPH CTAIM I[IHHUM 1HCTPYMEHTOM
B OCBITHBOMY CEKTODI.

Bimeoirpu BUHIIIM 3a MEXI IPOCTOi po3Baru
1 CTanu KyJnbTypHUM (eHoMeHoM. BrumB Bine-
oirop MokHa TOOAUMTH B PI3HHX Memiagopmax,
Takux sK (UIBMH, TENeBi3iiHI MporpaMu i HaBITh
My3uka. [lepcoHaxi Ta icTopil MOMYJISIPHUX irop
4acTO BHUXOIATh 3a MEXi HUPPOBUX KOPIOHIB
1 CTafOTh BU3HAHUMH 1KOHAMHU B MAaCOBIH KYJIBTYPi.

[lepmri Bimeoirpu 3’siBuincs B cepeanni 20-ro
CTOJIITTS, 3aBISKHA PO3BUTKY KOMIT FOTEPHUX TEX-
HoJorid. ¥V 1950-x pokax HayKOBIIl Ta iHXXEHEpH
po3moYai  CTBOPIOBATH TEpII  IHTEPaKTUBHI
KOMIT IOTepHI IPOTpamMHu, Ki MO>KHa BBayKaTu Mpo-
ToTUTIaMu Bifeoirop. OIHIEI 3 MEpPHIMX TaKUX
nporpam Oyna Tennis for Two, aKy cTBOpUB (i3UK
Binmesm Xirin6orem y 1958 pomi. Ile Oyna rpa,
Jie TpaBlLli MOIIM CUMYJIIOBATH TEHICHUM MaTy Ha
ocrorpadi.

Inma panns Bigeorpa, Spacewar, 6yna cTBopeHa
CriBom Paccenom Ta iioro komanmor B 1962 porri
Ha koM torepi PDP-1 B Maccauycercbkomy Tex-
HojoriyHoMYy iHCcTUTYTI (MIT). BoHa crana mormy-
JSIPHOIO Cepejl CTYAEHTIB Ta HaJUXHYyJAa HACTYIHI
TIOKOJIIHHST PO3POOHUKIB.

1970-1 poku BBa)KarOTHCS HAPOIKEHHIM KOMEP-
midHOi iHIycTpii Bimeoirop. Y 1972 pomi Oyna
BUITyIIIEHA TIepIIa KOMepIliifHa apkaaHa rpa Pong
KOMIIaHi€o Atari, sika IMIBHUIKO 37100ysa MOMyIsp-
HICTB 1 cTajia IKOHOI paHHIX BiJeoirop.

“3omoTHii BIK® apKagHUX Irop MpHUIaB Ha
1980-1 poku 3 Takumu Xitamu, sik Pac-Man, Space
Invaders ta Donkey Kong. KpiMm T0T0, 3 SIBISIOTHCS
nepir  JoMamHi  KoHcomi, Taki sk Nintendo
Entertainment System (NES), o 3po6uiio Bigeoi-
IpU AOCTYITHUMU JJIs1 IIUPOKOT ayAUTOPIi.

KonkpeTHi icTopuyHi momii HE TITbKUA BIUIH-
BaJM Ha TEMaTHKy irop, ame i ¢opmyBaiu I
JKaHpU irpoBoi iHmycTpii. Jpyra cBiToBa BiliHa,
XOJIOZIHA BiliHA, BIUIMB KiOEpIaHKy Ta HAyKOBOI
(haHTaCTHKH, TEPAKTH TI0 BCHOMY CBITY, ITaHIEMIl,
a TaKoX Pi3HI KyABTYpHI Ta COLIaibHI Teuil Aar0Th
HIMPOKE TOJIE IS pOOOTH ISl PO3POOHHMKIB iT0p.

Y XXI cromiTTi Bimeoirpm craium HE IMpo-
CTO 3aco00OM pO3Bar, a BAXJIWBUM EJIEMEHTOM
Cy4yacHOi KylbTypu. BOHM BILIMBAaHOTH Ha CyC-
MiJIBCTBO, CTBOPIOIOYM HOBI (hOpMHU KOMYHIKaIlii,
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comiampHOi B3aeMofii Ta cBiTomAy. Bimeoirpw,
Oyaydn KyJabTYpHUM (DeHOMEHOM, MpHUBEpPTarOTh
yBary AOCTIAHHKIB i3 PI3HUX TUCITUIUIIH, TaKUX
SK KyJIbTYPOJIOTisl, COLIOJIOTiSl, aHTPOIIOJIOris Ta
MHUCTELTBO3HABCTBO.

3rimHo 3 pochimpkeHHsMH Jxecuku EWMoH,
BiJleoirpy— 11¢ OuIbIIe, HiXK MPOCTO IHTEPaKTUBHA
po3Bara: BOHU € YaCTUHOIO II00AJIBHOI KYJIBTYpH,
sIKa 3pOCTa€ 1 BIUIMBAE HA Pi3HI aCIEKTH HAIIOTO
xutTa (Eyman, J. 2015). [Hmi mocmignuku, Taki
gk Sln boroct, Takok 3a3Ha4yarOTh, IO BiJEOIrPH
CTaJld HOBUM 3aCOOOM CaMOBHUPKCHHS Ta KpH-
TUKHU Cy4dacHoro cycriiberBa (Bogost, 2011).

[Tonpu cycninpHe ynepemKeHHs IIOA0 IIKiI-
JIUBOCTI Bifieoirop, 30kpemMa, Ha4eOTO IXHE CIpH-
STHHSA POCTY arpecii, 1eil 38’ 430K J0ci He BAAIOCS
noectu. IlloOinbmie, AOCHiKEHHS 3a YydYacTi
JiTe ToKa3aio, M0 3aJy4eHICTh 0 BiJEOirop
MOX€ CHPHUSATH PO3BUTKY iXHBOTO IHTEIIEKTY.

1106 BUBYMTH BIUIUB TEXHOJIOT1H, rpymna ICUX0-
JIOTiB AMCTEpJaMCBhKOTO BUIBHOTO YHIBEPCHUTETY,
Kaposincekoro iHcTutyTy Ta YHiBepcutery [lyii-
coypr-Eccen y €Bpori 30cepequincs Ha TaKuX
MOKa3HUKaX y JITEH:

® c(heKTUBHICT HABUYAHHS;
paIioHAIBHICTB;

PO3YMIHHS CKJIaTHUX KOHIICTIITIH;
ajianTaiis 10 HOBUX CHUTYaIliif;

YBa)KHICTB;

poboua rmam’sThb;

MIBUIKICTH 00po0IeHHs iH(OopMaIlii TOo.

[Tonepenni aHami3u MiAKPECTIOBAIM, IO iTpU
PO3BHBAIOTH 30pOBY YBary, po0ody mam’sith, GyHK-
1ii MO3Ky Ta Bi3yaJlbHO-IIPOCTOPOBI HABUYKH:
BOHH TPEHYIOTBCS ITiJT 4aC TaKoro 103BULISL. EQexT
MOKH HEBEJIMKHI, aJie BIH MOXXE MaTH BEJIMKE 3Ha-
YEHHS Y JJOBIOCTPOKOBIH MEPCHEKTHBI.

OnHuM 13 HaWBaXKJIMBIIIIMX ACTEKTIB BiJeOirop
€ 1X 3[IaTHICTh TTOETHYBATH Pi3HI BUJIN MUCTEIITBA:
rpadiuHuil AU3aliH, My3HKY, JIITepaTypy Ta HaBiTh
KiHemarorpad. Bizeoirpu 103BOJISAIOTH CTBOPIO-
BaTH IHTEPAKTUBHI CBITH, JI¢ KOPUCTYBau MOXKeE
0e3rmocepeIHbO BIUIMBATH Ha CIOXKET abo Biquy-
BaTH ITMOOKI eMOIIiifHI MepeKUBaHHS, 10 PiIKO
TPAIUIAETHCS B IHIINX (POPMAX MUCTEIITBA.

MoxHa BUILTUTH JIBI TOYKHA BXOAY A0 CHPHIA-
HATTS BiZICOITOpP SK MHCTEITBA: €CTCTHYHA 1 KOH-
nentyanbHa. [lepiia 3BOAMTH PO3MOBY JIO Bi3y-
QJIBHOT CKJIQJIOBOi: KOCTIOMIB TepoiB, IU3aiHY
MpeaMETIB, apXiTeKTypu. Jlpyra mpornoHye morisig
Ha Tpy 4epes ii CTPyKTYpHI 0COOIMBOCTI.
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Hesixi irpu, Taxi sk The Last of Us abo Journey,
JOCAIIM PiBHA KiHeMaTorpadiuHoi MaliCTepHOCTI,
CTaBIIU MPUKIIAJOM TOTO, SIK irPOBUH CBIT MOXeE
CTaTH MiclleM ecTeTH4YHoro nociny. Lle ctumy-
JII0€ KYJBTYPOJIOTIYHI JOCIIHKCHHS, CIpPSIMOBaHI
Ha aHaJli3 BIJIEOirop sk HOBOi ()OPMU MHCTEIIKOTO
BUpaxkeHHs. SIK 1 kKiHemaTorpad Ha moyarky XX
CTOJIITTSI, BLACOITPH 3apa3 NMPOXOASTh IIIAX Bif
HOBOI TEXHOJIOTI 10 BU3HAHOI XyI0KHBOI (hOpMHU.

EcTteTnyHa miHHICTH Bileoirop — me tema, sika
JOCTIKYEThCS HE JIUIE TeiMepaMH, ajie i MucTe-
[TBO3HABIIIMH Ta KyJIBTYPOJIOTaMH. 3aBISKH 3/1aT-
HOCTI TIOE€JTHYBATH Pi3HI (OPMH MUCTEITBA, SK OT
rpadiyHui qU3aifH, My3HKY, JIiTepaTypy Ta KiHe-
Marorpad, BieOirpH MOXYTh CTBOPIOBATH YHi-
KaJbHI 1HTEpaKTUBHI CBITH Ta IIMOOKI e€MOIIiiHi
nepexxuBaHHs. BoHM cTanm HOBUM 3ac000M MHC-
TEIbKOTO BHPAKCHHS, SIKHH JTO3BOJISIE T'PaBIEBi
0e3mocepeHbO BIUTMBATH HA CIOXKET 1 B3aEMOISTH
3 XyJIOXKHIM CBITOM.

Hanpuxknan, rpa  Journey, CTBOpEHA
Thatgamecompany, 4acTo Ha3MBA€THCSA XYIOXK-
HIM IIeJCBPOM uepe3 11 Bi3yallbHy CTHIII3AIlii0 Ta
emouiitny rmuouny. Kputuk [[)xonaran MakiH-
TOII 3a3HAuuB: Journey BUKIUKAE y TPABLs eMO-
1ii yepe3 MiHIMaJTICTUUHUN CIOXKET Ta 1HTYITHUB-
HUW IrpOBHH mporec, Mo poOUTh il HE MPOCTO
rpOI0, a CHPaBKHIM MHUCTEUBKUM JOCBIIOM)
(Mcintosh, 2013).

Kpim Toro, y cBoemy ece «Irpu sk MUCTELITBO»
KiinT XOKiHT CTBEpKYE, IO BiICOITPH € YHIKAITb-
HUM MEAiyMOM, SKHI MOXe TO€IHyBaTH B c00i
€JIEMEHTH KiHO, JTITepaTypH, My3UKH Ta KHBOIIHCY,
CTBOPIOIOYM IHTEPaKTHBHI HapaTuUBH, 1€ I'paBellb
Bizirpae aktuBHy poisib (Hocking, 2007).

Bineoirpu mporsrom 1970-x 1 1980-x pokiB
gacto OynM TMOXIAHMMH Bin iHIUX (opm 3aco-
6iB MacoBoi iHGopmauii. E.T., 3opaui eitinu Ta
pAN HIIUX irop B3sUTM CBOI CHUTHAIW 3 (DUIBMIB,
TeNeBi3iiHUX 1Moy Ta KHUT. Lle mowano 3miHIOBa-
thcs B 1980-X pokax 3 pO3BUTKOM MYJBT(LIbMIB
Ha OCHOBI Bijeoirop, a B 1990-x ta 2000-x pokax
3 XyAOKHIMH (PiTbMaMHu B IpsiMoMy e(ipi 3a MOTH-
BaMU BiJ€0ITOp.

Binmeoirpu  CympoBOIKYBalUCS — MY3UKOIO
me 3 uvaciB apkaad. My3uka Bigeoirop cro-
4aTky OOMeXyBaiacsi KOMIT IOTEpHUMH 3BYKO-
BUMH CHTHQJIaMH, TI€PETBOPEHHMH Ha TeMa-
tiuHi micHi. JluzaiiH Nintendo 64, Sega Saturn
ta Sony PlayStation 103BOJMB BUKOPHCTOBYBaTH
BUOIPKOBUH 3BYK y HOBHX irpax, TOOTO TiCHI,
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0 BIATBOPIOIOTHCS Ha (DI3MUHUX IHCTPYMEHTAX,
MOXKHA 3aIlCyBaTH Ta BUKOPUCTOBYBaTH y BiJIcO-
irpax. [TounHaroum 3 my3uku cepii Final Fantasy
Biomoro kommnosutropa HoOyo VYemairy, mysuka
BiJleoirop B3suia Ha ceOe sAKicTh (PiTbMy, B KOMII-
JIEKT1 3 TMOBHUM OPKECTPOBHM 1 BOKAJIBHUM Tpe-
kamu. Lle HOBOBBEICHHS BUSIBIJIOCS BUT1IHUM IS
MY3HUHOI IHAYCTPII.

Bimomi mysukanth, Taki sk TpeHt PesHop,
Tomac Jlon6i, CtiB Baii ta JIrxo Carpiani, 3MOIIn
CTBOPUTH CAyHATPEKH 10 MOIYJSPHUX irop, Haaa-
FOYH [IUM apTUCTaM EKCIIO3UIIII0 HOBUM TOKOJIiH-
HSIM TIOTEHIIHHUX IIaHyBaJIbHUKIB.

CxiaganHsi My3WKd JJIs BiJI€Oirop IepeTBo-
pWIOCS Ha BUTITHHUH 3aci0 3aliHATOCTI sl Oara-
ThOX MY3HMKaHTIB. Taki IIKOJIH, SK MY3UYHHI
konemk bepkii, €nbcbkuil yHiBepcuTeT Ta Hbio-
MopKkchbKknii  YHIBEPCHTET, MAlOTh HPOTPAMH, SKi
30CepeIKeHI Ha CKIIalaHHI My3HKH TSI BiIeOirop.
CTyneHTH HaBUYAIOTHCS 0AaraTboM 3 THX XK€ MpPUH-
LUIIIB, K OEPYTh y4acTh Y QiIbMI.

Bineoirpu MatoTh 3HaYHUH BIUIUB HA COLIATbHY
B3aEMOJIII0 Ta KYIBTYPHY I1JACHTUYHICTh. BoHH
CIPUSAIOTH CTBOPEHHIO TIOOAIbHUX CIIJIBHOT, e
IpaBlli 3 Pi3HUX KpaiH Ta KyJIbTYp B3aEMOMIIOTH
y BIPTyaJIbHHX CBITaXx.

Irpu Tamy World of Warcraft abo Fortnite
€ TIPUKJIaJlaMU TOTO, SIK I'POBi CHIBHOTH (popmy-
IOTh HOBI BHAHW COLIAJILHOI JUHAMIKH, 3aCHOBAHI
Ha CHUIBHOMY JOCBili Ta B3a€MOIli B OHJIAWH-
npocropi. Kpim TOrO, Bificoirpu Yacto CIyry-
OTh CIIOCOOOM TSl 1HJMBIJIB BUpaKaTH CBOIO
IICHTUYHICTh a00 BTEKTH Bij peajbHOCTI. Y Tpi
KOPUCTYBaui MOXXYTh BHOMpPATH TEPCOHAXKIB, SKi
BiT0OpakaroTh 1XHi i7ieayin, MparHeHHs a00 HaBIThH
MPOTHJIEKHI CTOpOHHM iXHBOI ocoOuctocti. lle
BOXJIMBUM aCTEKT JJsl KyJIbTYpPOJOTIYHHX JTOCIi-
JDKeHb, OCKUIBKHM ITpH CTBOPIOIOTH MPOCTIp IS
JOCTIDKeHHS. MHOXXHHHHMX 1JEHTHYHOCTEH Ta
coliagbHOI MOOLIBHOCTI.

I'moGamizanist irpOBUX CHUTBHOT € KIIFOYOBUM
acmeKkToOM CydacHuUX Bigeoirop. Sk Oyno 3ra-
JTaHO BUIIE, TaKi MacoBi OaraToOKOpHCTYBAIlbKi
ounain-irpu (MMORPG), sx World of Warcraft,
CTBOPWJIM MacIITaOHI BIpTyallbHI CIUJIBHOTH,
Jie TPaBlli 3 yChOTO CBITY CHIBIPAIIOIOTH 1 3Ma-
raroThCsl OAMH 3 OJHUM. Ha ITyMKy TOCIHiTHUKIB
Kacrennca (Castells, 2009) i Teitnopa (Taylor,
2006) mi BipTyadbHI CHUIBHOTH BiZOOpaKaroTh
HOBI (OpMHU COLIaJbHOI OpraHizaiii B emnoxy
Iarepnery.
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CormianbHa B3a€MOJIisI B ITPOBUX CITUIBHO-
Tax TaKOX JOCIHIDKYETHCS 3 TOYKH 30py COIIi-
anpHOI Kamitanmy. PoGept [larHem y cBoiii mpairi
«Bowling Alone» cTBepaxye, 1O HOBI BHUAH
CIIJTBHOT, 30KpeMa BipTyaslbHi, CIPHIIOTH (op-
MYBaHHIO COIIaJIbHUX 3B’SI3KiB, HABITh SKIIO
BOHU HE ()i3UYHO TMPUCYTHI B OIHIW MiCIIEBOCTI
(Putnam, 2000).

CTpyKTypyBaHHS IJEHTUYHOCTI O3HAYa€ TIEBHY
IUTICHICTh Ta BHOPSIAKOBAHICTH PO3COPTYBAHHS
IICHTUYHOCTI K ()eHOMEeHa (PYHKIIIOHAIBHOTO Ta
ex3ucrenmiiHoro Oytrs. [lim wac mocmiKeHHS
JTaHOi MPOOJIEMATHKH CITiJ] BPAaXOBYBATH COIliabHI
SBHINA Ta TpoIlecH. B maHOMy acmekTi ineHTHY-
HICTh MOMIJIMBO pO3IISAAATH B JIBOX AaCIEKTaX:
1IEHTUYHICTH B CO01 Ta 1IEHTUYHICTD IS ceOe.

[ToniGHO 10 TpaAUIIIHHUX KyJIBTYpHUX OOPSIiB,
ITpY MPOTIOHYIOTh T'PaBLSIM CUMBOJIIYHI BUIIPOOY-
BaHHS, SKI MiTHIMAIOTh X Ha HOBI piBHI a00 HaJa-
10Th HOBI 31i0HOCTI. Hampukiayn, nepemora Han
0ocaMH YU CKJIQJHUMHU CYNPOTUBHHKAMHU € CBO-
€PITHAM OOPSIOM ITOCBSITH, IICHIS SIKOTO T'PaBellb
NepeXOAUTh Ha HOBUH piBEHb MalCTEPHOCTI.

3 aHTpPOMOJOTIYHOI TOYKH 30Dy, BiIEOIrpH
MOXYTb PO3IJISAATUCS SIK HOBI (DOPMU pUTYaJIiB Ta
MigiB. I'paBui 6epyTh y4acTh y CKIaJHUX pUTya-
Jax TMepeMorH, MOopa3KH, CIIBIpali Ta KOHKYPEH-
ii. IrpoBuii mporuec, Mo CyNpOBOMIKYETHCS CUM-
BOJIIYHUMH JiIMU (SK, HalpuKIal, JOCSATHEHHS
HOBHX piBHIB 200 mepemora Haj 60camu), Haraaye
TpaauIliiHI OOPSAAM TOCBATH YM PUTYadd B Pi3-
HUX KyJlbTypax. bararo Bineoirop, oco6mauBo ¢en-
Te3i abo HaykoBa (paHTACTHKA, BHKOPHUCTOBYIOTh
Mi(oNIOTiYHI TeMH, CTBOPIOIOYH CBITH 3 Ooramw,
reposiMi, MOHCTpaMu Ta Marieto. Lle BimoOpaxkae
Oa)kaHHSI JIFOJICTBA CTBOPIOBAaTH HOBI HapaTHBH,
II0 BiJMOBIAAIOTh CyYaCHUM 3allUTaM Ta MEPEKH-
BaHHSM. ['pa, B IIbOMY KOHTEKCTI, CTa€ IPOCTOPOM,
ne Mi(oJoTiYHI apXeTHITM TEePETBOPIOIOTHCS Ha
JUHAMIYHI HapaTHBH, IO MOXYTh 3MIHIOBATHCS
3aJIeXKHO BiJ Tl TPaBIIs.

bararo irop 3BeprarThcs 10 KIaCHYHUX Mi(o-
JIOTIYHHUX TeM — OOpOoTHOM J00pa 31 3JI0M, TOIO0-
poXxeil repost Ta enmiyHMX BUIIPoOyBaHb. Hampu-
kia, cepis God of War 300pakae 1aBHbOTPEIbKI
W CKaHIWHABCHKI Mi(U, TO3BOJIIOYH TPABISM
BunpoOyBaTu cebe B pOJi JIETEHAAPHOTO Tepos
Kparoca. Ile € mpsmMoro amo3i€ro 10 apXeTury
reposi, onucanoro J[o3zedgom Kemroeniom y ioro
knacuuHid mpami «lepoit 3 THCAYErO OOTHY»
(Campbell, 1949). ITonopox reposi, IKy BiH OIHCYE
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€ QyHIaMCHTAJILHOIO TEMOI 0aratbox irop, sik OT
The Legend of Zelda.

AHTPOIOJIOTIYHE JIOCTIDKCHHS 1rop, IpoBe-
nene Tomom boitnom y xuusi «Coming of Age in
Second Life», mokasye, o rpaIli CTBOPIOIOTH HOBI
putyanu y BipryansHux cBitax (Boellstorff, 2008).
BiH onucye, sik rpaBIi NPUIAMaOTh y4acTh y CUM-
BOJIIYHUX JisIX, TAKUX SIK CTBOPEHHS BIPTYyaJIbHUX
cBAT a00 opraHizallis rpyInoBUX IMOIOPOKEH.

3a crepeoTunamu, reiMepu HEPIJIKO MOCTAIOTh
B o0pa3i Jieaunx, COpOM S3JIMBUX, BiTUYKCHUX
BiJ cycnuibcTBa rofeil. [Ipu 1boMy NOBHICTIO
ITHOPY€ETBCSI BETUKUI TpOrpec, JOCATHYTHHA pO3-
poOHMKaMH Bifeoirop, To (akt, mo irpu BxKe
JTAaBHO KOHKYPYIOTh 3 TEJICBI3IHHUMU 110y Ta (HiJTb-
MaMH y CBOIH 31aTHOCTI KOHCTPYIOBAaTu OIIOBija-
HHS, @ TAKOX TOH (hakT,mo npodeciitHuii reiiMiHr —
1€ CIOPT y 0araroMiJbHOHHIN 1HAYCTPIi.

Bineoirpu He MpocTo MOKa3yIOTh BKE yCTalleH]
KyJAbTYpHI IIA0JIOHM, a ¥ MiJAal0Th iX KPUTHIIL.
Jlesiki  irpy  BUKOPHCTOBYIOTH ITPOBI MEXaHIKH
JUIS BUCBITIIEHHS COIIIQJIbHUX MPOOJeM, TaKux
SIK HAaCWJIbCTBO, HEPIBHICTh a00 AMCKPHUMiHAIIISA.
Irpu Ha xwrant Papers, Please a6o This War of
Mine neMOHCTPYIOTh, SIK I'POBHH MpPOIEC MOXE
OyTH 1HCTPYMEHTOM JJIsi TOCIHIKEHHS CKJIaTHUX
eTHUYHHX JWJIEM Ta collianpHux peanii. Lle cTBo-
PIOE HOBUI KOHTEKCT JUIS KYJIBTYPHOI KPUTHKH,
JIe TpaBIli 3aydeHi 0 aKTUBHOTO pedIeKCyBaHHS
HaJl CBOIMH PIIICHHAMU Ta JisiMHU B rpi. Bigeoirpu
TAKUM YUHOM CTaIOTh 3aCO00M ISl TOCIIIKEHHS
Il OCMMCJIEHHS Cy4acHOTO CyCIiJIbCTBA, HOro KOH-
(UTIKTIB Ta TTApaIOKCIB.

CyuacHi Bizeoirpu HaOyBalOTh poJli Meliyma
JUISL TOCTIIKEHHS CYCIUTBHUX MPOOIIEM, KyIbTyp-
HUX KOH(IIKTIB 1 MOpaJIbHHUX TapaJoKciB. BoHH
HE TUIBKU MPOIOHYIOTH PO3Bary, a i CTBOPIOIOTH
miargopMy, n1eé TpaBli MOXYTh OCMHCIIOBATH
1 HaBiTh MEPESKUBATH CTHYHI, TIOJITHYHI Ta COIIi-
aJIbHI TUTAHHA B IHTEPaKTUBHIN dopmi. Lle poOuTsh
BIJICOITPH TOTY>KHUM 3aCO0OM IS JIOCIIDKSHHS
1 OCMHCIIEHHS peabHOCTI Cy4acHOTO CBITY.

I'pa Papers, Please Bin Jlykaca [loyma € omaum
13 SICKpaBUX TPUKIIAIIB BHUKOPHCTAHHS ITPOBUX
MEXaHIK I KPUTHUKH TOTAJITAPHUX PEKHUMIB Ta
OIOpOKpaTHYHUX cucTeM. | paBelb BUCTYIA€ B PO
NPUKOPAOHHHMKA y BUTalIaHill KpaiHi ApcTolka,
10 3MYIIy€ POOUTH BakKKi €THYHI BUOOPH 100
7071 eMirpanTiB. [pa oTpumana MO3WTHBHI Bij-
I'YKH B1Jl KPUTHKIB 1 Oysa BiJj3HaueHa 3a iHHOBa-
MIMHAK miaxig go ckiagHaux teM. J[hkoH Bokep
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3 caity Bimeoirop Rock, Paper, Shotgun Ha3BaB
11 «IMBOBVIKHHMM MPUKIIAJIOM TOTO, K T'pa MOXKE
HABYATH Yepe3 SMOIHI ¥ MOpaibHI pPIillICHHS
(Walker, 2013).

Inma rpa, This War of Mine, BUCBITIIOE TOCBIT
UBLUIBHUX OCI0 MMiJ] Yac BiHU, TPOMTOHYIOYH TPaB-
I5IM 3ITKHYTHCS 3 €THYHO CKJIaJHHUMHU BHOOpaMH,
TAaKUMH K PO3MOALT pecypciB ab0 BHKHUBAHHS 3a
paxyHOK iHIuX. ['pa orpumasia Bu3HaHHS 32 ii cep-
HO3HMH MiAXiA 10 TeMU Ta IHOOKE 300pa’keHHS
COIIAJTILHUX 1 MOPAJIBHUX KOH(QIIIKTIB y KPU30BUX
CUTYaIlisX.

IrpoBa iHAYCTpisl ChOTOTHI € OHIEO 3 HAWO1ITb-
MIMX 1 HAaIMHAMIYHIIINX Taay3ei po3BaXkaabHOTO
GisHecy. [i po3BUTOK OXOIUIIOE HE TIIBKH BHPOO-
HUITBO irop, a i IX MapKeTHHI, KibepcnopT, miat-
dbopmHY iHPPACTPYKTYPY, @ TAKOK HOBI TEXHOJIO-
rii, Taki sSIK BIpTyaJbHa Ta JONOBHEHA PEAJbHICTb.

TexHomorii, 0 PO3BUBAIOTHCA, TaKi SIK BIpTy-
anbHa peanbHicTh (VR) Ta m0moBHEHa peatbHICTh
(AR), BiZKpHBarOTh HOBI TOPU30HTH JIJIS BiZICOITOP
SK KyJIbTYPHOTO (heHOMEHY.

AR-irpu BKJIIOYAIOTh KOMIT FOTEpHY iH(OpMa-
mito y (opmi 300paxenpb, 3ByKy, aHIMaIlil TOIIO.
Bonu HaOyBaroTh BCe OUTBIIIOT MOMYISAPHOCTI MiCIs
o6ymy Pokemon GO, oanak ix Habararo Oinblie
TIOTYJISIPHI Ha3BU CydacHi, Taki sk Harry Potter:
Wizards Unite, Jurassic World Alive 1 Knightfall
AR. BoHUM 31aTHI CTBOPIOBAaTH BipTyaslbHI TPO-
CTOpH, JIe MeKa MIX peaJbHUM 1 BUTAQJaHUM CTa€
Jienaii po3MUTIIION.

VY rtakux irpax, sk Half-Life: Alyx abo Beat
Saber, TpaBlli BKe 3aHYPIOIOTHCS B IHHOBAIlIHI
CBITH, II0 TPaHC(POPMYIOTH iXHE CIPUHHATTI Ta
JOCBiA. Y MailOyTHROMY iTpOBI IPOCTOPH MOXKYTh
CTaTh Ie CKJIAJHIIIMMH Ta OUIBII iHTEpaKTHB-
HUMH, 3a0e3MeYyl0ur T'PaBIsiM MOBHE 3aHYpPEHHS
B QJIBTEPHATHBHI peanbHOCTi. [le Moxke mpusBecTn
JI0 TOTO, IO BiJleoirpu OyIyTh BiirpaBaTH IIIe BaxK-
JMBINIY POJb Y KyJIbTYpi, CTal0O4d HOBUM 3aC000M
JUTSE CAMOBUPAKCHHSI, HABYAHHS Ta COIliami3arlii.

TexHomorii BipTyaJIbHOI peaJbHOCTI PO3IIUPIO-
I0Th MEXI1 TOTO, 110 MOKHA 3pOOHTH Y BiJICOIirpax.
Sk 3a3Hadae pocnigHuk Epik Yo y cBoilt crarti
«The Immersive Turn», VR-irpu, Taki six Half-
Life: Alyx, cTBOpIOIOTH OUIBII TIMOOKHIA TOCBI,
KOJIM TpaBellb MOBHICTIO 3aHYPIOETHCS Y BIpTyalib-
uuit cBiT (Choe, 2021). Lle BigkpuBae HOBI MOX-
JUBOCTI JUIA KYJBTYPHHX OCIIHKCHb B3a€MOJIIT
JFOJIMHH 3 BIpTyaJbHUM IPOCTOPOM 1 HOTO BIUIMBY
Ha CBIJIOMICTh Ta COIiaJIbHI CTOCYHKH.
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Takox mociimkenns [lapi Typka mpo BIiuB
BIPTyaJIbHUX MTPOCTOPIB HA OCOOUCTICTH 1 CYCIiIIb-
CTBO € KOPUCHHUM JJISi PO3YMIHHS TOTO, SIK TEXHO-
J0rii 3MIHIOIOTh B3a€MOJIII0 JIIofiel y nuppoBoMy
Cepe/OBUILI Ta iXHE CHPUHHATTA pEaNbHOCTI
(Turkle, 2011).

Hlonomu BipTyanbHOI peaqbHOCTI JO3BOJISIOTH
IpaBLSM TOBHICTIO 3aHYPUTHCS B LIU(POBHIA CBIT,
a irpu 3 JONOBHEHOIO PEaJbHICTIO MOXYTh MO€-
HYBaTH peajbHe 1 BipTyasibHEe, CTBOPIOIOUH IHTEp-
AKTUBHUH JTOCBI Y pPeaIbHOMY CBITI.

3a 1onomMoror Al MOKyTb CTBOPIOBATUCS AUHA-
MIiYHI Ta aJanTHBHI IrpOBi CBITH, IO TOCTIHHO
3MIHIOIOTBCS BiJNIOBIHO 10 BUOOpiB rpaBiis. Lle
3pOOUTH ITPOBHH CBIT OUTBIN YKHBHM 1 HeENEpeI-
OadyBaHUM, a TPOIEC TPU — IHTEPAKTUBHIIINM
1 MeHII nepeadadyyBaHUM.

Kpim TOr0, 3 pO3BUTKOM LITYYHOTO IHTENIEKTY
BiJICOIrPH MOXKYTh 3aIPOIIOHYBaTH OLIBII pealtic-
TAYHUH 1 TMHAMIYHHUE IrpOBUH JTOCBIi.

Heirposi nepconaxi (NPC) Ttemep MOXyTh
aJIanTyBaTHUCS 1 pearyBaTu Ha Jii rpaBIlsi, CTBOPIO-
FOUH OUTBIN 3aXOTUTIOIOYHH Ta IHTEPaKTUBHUH CBIT.

Kpim Toro, moTteHiian npoueaypHoi reneparii,
sIKa BUKOPHCTOBYE aJTOPUTMHU IJISi MPOLETYPHOT
reHeparii irpoBoro CBiTy, YMOXXJIMBHUB HeoOMe-
YKCHI MOJKJTMBOCTI Ta MPAKTUYHO OE3MEXHHH irpo-
BUH JOCBII.

Konnenmis MeTaBcecBiTy, 1 JIOOH 3MOXYTb
HE JIMIIe TpaTH, ajie i MpairoBaTH, HABYATUCS Ta
coliajizyBaTucs, Habupae MomysIpHOCTi. ITpoBi
MPOCTOPU MOXYTh CTaTH HOBHMHU COLIQJIbHUMH
mwargopMamu, o 00’ €THYIOTh MUTbHOHH JTFOICH
JUIS Pi3HUX BUIIB aKTUBHOCTEH, SIK-OT BipTyasbHi
KOHIIEPTH 200 HaBYaAJIbHI 3yCTpidi.

B MmaiibyTHhOMY Bi/€OIrpH MOXYTh CTaTH IlIe
OLITBIII KOPUCHUMHU IS HABYAHHS TA PO3BHUTKY KOT-
HITUBHUX HaBHUOK. Bke ChOTro/iH1 ICHYIOTh OCBITHI
irpH, ajie 3 4acoM irpu MOXKYTb NIEPETBOPUTHUCS HA
MOBHOLIIHHUHM THCTPYMEHT JJISi PO3BUTKY KPUTHY-
HOTO MHCJICHHS, KOMaH/IHOI POOOTH, pO3B’sI3aHHA
npo0OJsieM 1 HaBYaHHS HOBMM HaBHYKaM y Oe3meu-
HOMY Ta I[iIKaBOMY CEpEIOBHIII.

IrpoBa iHIYyCTpis pyXaeTbest A0 OLIBII TIINOO-
KOTO 3aHYPEHHsI Y BIpTyajbHI CBITH Ta BCE OiTb-
moi iHTerpamii 3 iHIMKUMHU cepaMu CyCHiIbCTBA.
3 pO3BUTKOM TEXHOJIOTIH BiJICOIrPH MOKYTh CTaTH
HE JIMIIEe 3aC000M pO3Bary, a it IHICTPyMEHTOM JUIS
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HABYaHHS, CAMOPO3BUTKY, Tepamii Ta MDKKYJb-
TypHoi B3aemomii. Ilompu BuKIMKH, TOB’s3aHi
3 PEryJIIOBaHHIM Ta ETHYHUMHU MTUTAHHIMH, irpoBa
1HAYCTpis Ma€ BEJIMKUI TOTEHITiaN [T BIUIMBY Ha
MaiiOyTHE CyCHiJIbCTBA.

HaykoBa HOBHM3HA JOCIHIDKEHHS TIOJSTa€e
B KYyJIBTYpPOJIOTIYHOMY TIEPEOCMHUCIICHHI BiZICOIirop
SK CaMOCTIMHOTO sIBUINA IU(PPOBOI KyIbTYpH, IO
Ma€ BIIACHY JIOTIKY, CEMIOTHKY Ta COIaJIbHY CHITY.

BucnoBku. OTxe, Bijicoirpu — 11¢ He MPOCTO
e OJWH PI3HOBUJA pPO3Bar, a i, MabyTh, OIMH
3 HaAWOUIBII AMHAMIYHUX MEIiyMiB y cyd4ac-
HIl KynbTypi. BOHU 3acilyroByrOTh Ha CepiiO3HE
KyJbTYpOJIOTIYHE BUBYEHHS, apke HE TIJIbKH
BiJI3E€PKANIOIOTh HAlIEe CYCHUJIBCTBO, @ W MOPO-
JUKYIOTh HOBi1 (popmaTd coIiaabHOI B3a€MOII,
BIIKPUBAIOUM MUISAXH JUISI MHCTELBKOTO CaMo-
BUpaXeHHS — YacoM HecmnojiBaHoro. Po3rmsina-
104X iX Kpi3b NMPU3MY KYJIBTYPH, MOXKHA TJIHOIIe
YCBIIOMUTH HE JIMIIE iX CYTHICTh, aje i Te, AK
BOHU BIUIMBAIOTh HA PI3HOMAHITHI CPEpH KUTTS —
1HKOJIM HaBiTh HEMOMITHO.

Bineoirpu momonanu TpuUBamMii Ta HENPO-
CTUH NUISAX: BiA “mpocTUX 3a0aBOK” — 0 MOTYT-
HBOTO KYJBTYPHOTO Ta OCBITHBOTO iIHCTPYMEHTY,
110 AificHo TpaHcopmye cycniabcTBO. BoHu He
TUTBKU 00’ €IHYIOTH JIFOJIEH Yy BipTyajbHI CHijb-
HOTH 31 CBOIMHM 3BHYasMH Ta HOpMaMH, aje
i Ia0Th MPOCTIp JUIsl CAMOBUPAKEHHS, COIlialb-
HOi KPUTHKH, a IHKOJIW — ¥ TIMOOKOTO Ti3HAHHS
CBITY HaBKOJIO HAC. 31a€ThCS, MO IHOAI MH TIPH-
MEHIIYEMO 1X BIUIMB Ha KOTHITUBHHH PO3BHTOK
Ta MDKKYJIBTYPHHMH Jiajor, Xo4a [1e OJHa 3 Hai-
MIKaBIiNIUX 1XHIX pHUC.

[Ile oquH Ba)KJIMBUH acTeKT — MOTEHIIAM Bife-
oirop AJisi OCBITH Ta HaBiTh Tepamnii. Bonn gopmy-
I0Th yHIKaJIbHE Oe3redHe cepeoBulle, e MOXKHA
HaBUaTHCS Ta 3pOCTaTH, 3aHYpIOBAaTHCS y MpO-
IeC Tak, SK PIIKO BAAEThCA B IHIIOMY (opmari.
A 3 PO3BHTKOM BIpTyaJIbHOT Ta JOMTOBHEHOI pealib-
HOCTI 1Ie# e()eKT TUTbKU TOCUITIOETHCS — KOPIOHH
CTUPAIOTHCSA, 1 MeXa MiX PEaJIbHICTIO Ta TPOO
CTae aeaali yMOBHOW. MOXIHMBO, y MailOyTHROMY
IrpH CTaHYThb HE MPOCTO CIHOCOOOM BiIMOYMHKY,
a crpaBXHIM (yHIAMEHTOM Uil HaBUYAHHS, KOMY-
HiKallii Ta caMOyCBiIOMJICHHS — TaK 4M IHAKIIE,
iX BIUIMB Ha KyJIbTypy Ta CYyCIIJIbCTBO JIMIIE
3pocTaTuMe.
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